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THE GUILOMASTER SPEAKS

athe o delay you from carmying out my veangeance against that fraitorous merchant Avar fsman,
uoretive bandi careers, There is important news o0 several WONTs | teel | should impart to you.
asses — ' Trv To De bried.

! Thieves Tournarent was held this suwmer st both Genlon and Eestlon
eviaTed, Twomround format due o scheduiing problemsl. Winners ware trespectivelyl Tim

T zorfon Yzl rounc descrigbed the sessions as sone of The best role-
4 inageed the tinal judging Took amost a hali-hour to unravel a cecision.
i

wa look forwarc to sesing you land any of our ofher brothers and sisters

ey ! e T TN L
Starting with The nexd

v -

hew Fe s, Thieves! Guitd wiil ne instituting some new semi-regular

fesTores To sharpen your senses #md beczzzle your Imagination. These Teatures wit! Inciuce; Guild Profiles ~ catalled
2 2 vens nost notoricus Guilasmen, describing thelr aliases, modus operandi, cowmon
. cutlinisg ways in which fhese charsefers can be used 1o provide player adventure cpportunities;
Ciryations Offered — cescrisTions gesignec orimariiy for solo adventuring; and Neles from the Underground — News of

coiing orimital opportunities, Suard activities, and Guiid and Haven city palitics, all In the fnimitable purple prose
“he city's wost serctulous rumer-menger, TWeasel” Jarryd. Warch for *Tnese, my hearties — the campaign They save
ceuld te your cwnd

Coming ATTactions — More Commoniy RoJwn e fictional portion of our usuzi news and notes, This discussion usuaiiy
sresenie our nogelsssly wptinistic projections about when new croducts wiil be available. As always, we Thani you for
four iadulgence with These Hi-fated grophecies {necody sale we were clairvoyanty, and will Ty 1o reward you wiTh 2
new resclution - on, wetll only tell you what we're working on, not when it's coming cufl However, even with That wefre
crethy excited sbout what welre working on These days -= 3 Goxed editicn of The original HAYEN, & science-ficton role=
slaying game end campaign suppiement based on L. . Cherryhls Hugo award-winning novel, DOWNBELOW STATION, ang
(wonder of wonder, mirecles of miraciest 2 soexed, fotally reworked Thieveg Guild — The Fantasy System, which wiil
inciude the long under-developaent nooks Paths of Sorcery (also known as MAGICY), and NAKED SWORD (both of which
wilt be svailzble separately), and a somewhat expanded consistent charactar creation system for all these classes.
Like the originzl Thieves Guild, both Paths of Sorcery and NAKED SWORD wil! contain introductory scenarios; it
sppears that The revised Thieves' Guild portion of the toxed package (which will definitely include all additions To the
rutes 7 - 7) will probably contain Twe of the ariginal four scenaric sections, and possinly a new infroductory for first
eve!l chacactars. When will this cornuccpla of knowiedge and excitement be available? Now, now, you kKaow your
Culldmaster never goes back on hig werd — but start saving your TH-gotten (hard-earned) gzins (that's an ordertl.

Se, now, be off wit ye, and Gon't come back until your pockels are fined with silver and your tongue with Tales of
your gicrious exploits. Good thieving to aiit

INDEX OF KEY ABBREVIATIONS

Tarouwghout The Thieves' Guild series, as wail 25 The accampanying Zooks in the Haven serles, cartain
anoreviations ard SoMTORAlY stilzed The meanings of Those various ablrsvietisis are summarized below.

AC = Armar Class:  represents the profective wvalue of armor, HACE = Hits Armor Class @{Zerok  nunber that must be aqualed or
SFIlding, and skin carried by acharacter or NRC exCBEHET oF The roll oF 1020 o strike an Jnarwored fog an

APR, AP - Appearancer  a msasure of The Sharacter's personal enenys EAC and coaging abillty are added *o SACE T get HP
pozufy or Conelfats HP - Ht Prodacility: the chances of siviking an opponent

BT = it{sk a smail coin made of iron; 1027 =3 CF INT, [T TRTamgence: a measure of The characrer's ability To learn

Con, CO = Taoraination ameasure of The character's sexterity, The
AplHy To make correct deliberare  physical mOvenenTs;

OP - copper piecels); & small coin made of copper; 3 CF = 1 &P

O (30 TDE Dy, &7cd - Dier The number (0 of dics of (y} sides To be
Fhrdwn Twhile reSolving a cemoat or particular sitTuation
DSG, DN - Discretion: o measure of The character’s common sensé
nEmary,  ahe Aty to think  Jiéarly  unges  Dosssurs
EAC - Effective Armor Class: represents the Total effect of skin o
W AFTOUS BF or iy Sovices used of worn by belngs, gius ~ir tre
simply  mathod  for  ressiving  cosbat - dodging  asility
FRAG) - Fariasy Roie Picying (Gamel any of o generat ciass of games
using ConSTedoTad Gr rangomly gensrateg onerecters to
satuee in 2 mane-nalizve medievel fand of high danTasy
Mastor:
res T

the referes or
2 kA Mged! of T
hoclavers advanT

souerator of an FRP game;
particuiar universe s/he has

Loins LEuelly waigh

frunen

o
LI Vi
The akodnt of damage That # character can

L =R =y i Tim H e » - — . .
TLTang before dying oFr oM WRGCASIUT o comaTose

il

snd To profit i1 on axperiencs

MA - Movement Allowance: The number of hexes Mormaily 5 irem
AT oida) Fhat 8 character can move in one 15 meled round

MAG MG — Magnetism: o measure of The crnaracterts charisma,
attralfiveness, seox  apxaal, parsonality, andfor ‘e ader ship

MGR MR -~ Magie Rasistancer & measdre ot the character's innate
ailit 7 Te ressT magic spells and other arcane effects

e - meles rosnd: 19 second span Jsed To reguiats the flow of play
inComGanMminutes and heurs are used nor w4y

REF,RF - Reflexes: 4 measars of the sharacierts reacticn speed,
*he Fme T Takes To maxke insTinciive mavements

80 - siiver piecels): = small coin minted from sllver; 1539 = 1 GF

SR ~Toviag RO an attemps 7o accomplish & foaT oxfraordingl e
FEE Ususly Tested oy roiiing 2012 agalnst & given requisite

STM, SM - Stanina: 2 measurc of the charactert avility ¢ encure
Sergstan o w hstand wounds

$TH, 8T - Strengthz a measure of The craractor's pitysical power,
mrute Tor og

TAL, TL — Talent: @ imzasure of The charactests ability e use andlor
andersTana magic
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Bandit Gangs and Caravans

Many large caravans Travel the highways and
byways of the more populous arsas of the worla of
Sawreven, QOften these parties are laden with weaith of
one type or another ~- jawels, gold, rare spices, costly
fabrics —- o party members themsaelves who can be ran-
somed or sold as slaves, Consequentiy, it is not uncom-
mon to find groups of highwaymen in these areas banding
together infTo large (often admittediy unwisldy) gangs
for the purpose of preying on caravan traffic.

It is unlikely that any GM will have & group of
piayers large encugh fo completely fill out a 20 to 100
or so member 4any, The following section provides rules
to enable The creation of fhisving bands Jarger than
the usual adventuring party, the consiruction of the
travelling groups that are their Taryets, and the
resolution of conflicts involving these groups,

The rules presented herein are a refinement of
those origyinally presented in TG6 to resolve ship-to-
ship boarding ac¥ions, They are designed to be fully
compatible with the mass combat resolution techniques
presented in Naked Sword, the warriors and wilderness
GM's yuide To Gamelordst complete Fantasy System, GMs
should feel free to add any moditications they see fit to
facilitate ease of play, Included in this section is &
pre—generated Thieving band, and & caravan construc-
ted using these rules, o enable the GM and his players
to learn the mechanics of the mass combat resclution
procedure as rapidiy and easily as possible,

The ruies are presented in a manner which will
allow the oM to conduct a full scenario by simply
foliowing the various sections as they occur. They are:

Bandit Gang Creation -- describes basic construction of
a mutti-character raiding group: numbers, classes,
experience, weapon and mounted combat skills, etc,

Basic Caravan Creation -- delineates the basic para-
meters of a caravan; the master's ability, size, mode
of fransport, number of guards, value status, etc.

Caravan Defender Development -~ does creation of The
bandits' opposite numbers on the caravan.

Preparing for Encounters -- outlines the normal set-up
procedures for the raid about to Take place.

Mass Combat Procedures -~ describes methods of dealing
with murder and maybam on an apic scale.

The Caravan's Cargo —— details creation of the cara-
vants valuables (the ioot the gang is affer in the
first place}, including special items some ot the more
Important passengers may be carrying perscnatly.

Special Passengers on the Caravan ~~ outlines the types
of ¥IPs on the caravan, ransom chances, efc.

Bandit Gang Creation

The total membership of & bandit gang i(not
including player characters; wili vary widely from group.
Fach size yrouping has its own advantages and
disadvantages, A large forcs, for example, shoulc b
able to overpower all put the most heavily guarded
caravans it encounters; put it wili also stand a greater
chance of attracting unwanted attention from the local

authorities, be far more prone fo internal dissensions
That may deshroy its effectiveness from within, and will
require a steady diet of plunder just To maintain
adequate levels of basic suppiies. To determine gang
size, roll D100 on The Table below (the results do not
inciude player character members of the ganyl,

BANDIT GANG SIZES

Rol) Size Range Statf Die Roll
01-30 Small 13-28 membears ID6+10 men
31=70 Medium 28-49 members 3D3+25 men
71-95  Large 48-81 members 3012445 men
96-00 Small Army 73-130 members 3020470 men

A gang will usually be comprised of a mixture of
pure thieves and other looT-hungry adventurers
{including warriors, archers, and even an occasional
berserker, mage, o renegade ftorester). For movement
and combat purposes, gangs are broken down info
Ygquads' of 8-25 men each, Each squad will normally
operate under the command of a lieutenant, who in furn
wili report To and take orders from the gang's leader or
chieftain, The players may <lect to portray these
leaders, particularly it they are using experienced
characters (6Th lavel ar above}, In such an event, the
players may appoint on@ of their number to act as gang
chieftain, Any method of selection may be used;
however, for best results, it is recommended that the
piayers appoint the character among Them who receives
the highest ranking using the following formula:

1/2 STR + DSC + 2MAG + 3LEVEL
If there are insufficient player characters fo command
all the squads in a gang, one or more NPC bandits may be
rolied up o head the remaining units, using normal
Character Creation procedures To generate character-
jstics and the table below to determine character ex-—
perience level and related weapon and other bonuses,

LEADER EXPERIENCE LEVELS

Roli Experience Roll Experience

01 3rd Levsl 71-85 ath Level
02-04 4th Level 86-92 10th Level
05=10 Bth Level 93-96 11th Level
11-25 6th Level 37~98 1Zth Level
26-48 7th Level 99 13th Level
49-70 ath Levei Q0 14th Level

Lower level characters are not prohibited from
acting as leaders, but will suffer signiticant penalties
to the quatity of recruits They can atfract, Thus, if The
players' party oprimarily consists of relatively
inexperienced player characters (5th Level or lower),
they may find it more prudent fo place NPCs rolled as
above in all the gang leadership positions, and to hreat
themselves as members of one of the raiding squads.

gnce a gang's leadership has been selected (or
rolled up), composition of the remainaer of the gang's
membership ¢an be delineated. Each bandit chisftain
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receives a certain number of Character Creation Points
(CCP}, which may be expended to generate and equip the
rank and file of the gang. The number of thase CCPs is
calcula¥ed in the process that follows:

1) Mul¥iply the number of gang members (excluding
player characters) by a value for the Chieftaints
Leadership Factor (controlied by his general
Experience Level): GReen, LF = 3%; [NTermediate, LF =
3; VETeran, LF = 7; ELite, LF = 8; SUPerslite, LF = 9,

2) Add 5 for every MAG point over 10 The Chieftain has.

3) Add 3 for every DSC point over 10 the Chieftain has,

CCP may be expended on any of three items: 1)
selecting an experience rank and character class for
sach gang mamber; 2) purchasing extra weapon skills for
Fighters, Thieves, and Archers; and, 3) purchasing
mounts and Mounted Combat skills for some or ail squads,
The first of these expenditures must be made for sach
gany member, with at least | CCP minimum spent per man;
the second twe categories are opfional items to be
utilized as each chieftain sees fit. Costs and effects of
each Type of expenditure are described below.

Purchasing Character Class/Experience Level

The bandit Chieftain (or his lieutenants, if he
efects To allocate his total COP between squads, and jet
each player design his own unitts composition) must
assign each member of the gang a Character Class and
general Experience Llevel. The CCP cost of each
Class/EL combination is indicated below.

CLASS AND EXPERIENCE LEYEL COS5TS

Rank Thief Fighter Archer Forester Berserker
GR 1 2 3 5 6
INT k! 4 5 8 9
YET 5 i) 7 1 14
EL 7 9 10 14 18
SUP 10 12 14 18 24

Thieves, Fighters, and Berserkers are assumed 1o
be equipped with only ciose range weapons; Archers are
assumed To come equipped with only a missile weapon;
Forasters are assumed To come equipped with both close
and ranyed weapons, Fighters and Foresters add 1 point
To nermal CV when fighting with close ranye weapons;
Archers and Foresters add 1 to pormal MV when fighting
with missile weapons, Berserkers fight at double normal
CV with close range weapons when they attain a state of
baftle rage (roll D6 for each Berserker at the beginning
of battle: 1-2, rages In ist mr; 3-4, 2nd mr; 5.5, 3rd
mr}, but do not use missiie weapons at all,

There are no restrictions on fhe fypes of
characters that can be grouped together in a squad,
save That fhe total CCP value of all NPCs in a gang
cannot exceed the chieftaints available aliocation;
conversely, however, a Chieftain may elect to spend iess
than ali his CCPs on Class/EL selection, so that he may
purchasa some of the optional capabilities below.

Purchasing Second Weapon Skills

Chieftains may elect to outfit some or all of their
Thieves, Fighters, and Archers with a second weapon
(i.e., missile weapons for Thieves and Fighters, close
ranye weapons for Archers), at a cost of 2 CCP per
character outfitted. All characters using their second

weapen (except Foresters) will have a Cv/My equal to
their experience level, regardiess of any bonuses they
receive with their primary weapon. Berserkers may not
be equipped with missile weapons.,

Purchasing Mounts/Mounted Combat Skills

Chieftains may at Their option equip one or more of
their squads with horses, and may also spend further
CCPs To increase a squad's competence in fighting from
horseback. Nete: (n order o obfaln the movemenT and
combat bonuses awarded fo mounted units, all the
members of a squad must be mounted, Costs of various
levels of mounted combat skill, and the effects of sach,
are described in the table below,

HORSEMANSHIP EFFECTS

Rank Description Cost

Rank 0 (M0) The squad can sit a horse adequately,
and not much more, MO increases squad
MA To 16 hexes/mr, but has no effect on
squad Cv, 1 CCP/man
Rank 1 (M1} The squad is well ‘rained in horseman-
ship, but has little or no experiencs
fighting from horseback. M1 increases
MA To 18, and adds 10% to the overall Gy
of the squad if it is attacking unmounted
foes at close range, 2 CCPman
Rank Z {M2) The squad is considered battle-trained
in mounted combat techniques, At M2, MA
is still 18, but the rank adds 254 to ov~
srall CY vs, unmounted foes. 3 CCP/man
Rank 3 (M3) The squad consists of battle-tested vet-
erans of mounted combat, M3 increases
MA To 20, and adds 40% to overall CV vs,
unmounted foes, 5 CCP/man
Rank 4 {M4) Squad is expert in techaigues of mount-
ed combat., MA increases to 22: the rank
adds a total of 50% 1o overal! C¥ vs, un-
mounted foes and 104 to overall GV vs.
lower rank mounted foes, 7 CCP/man

Mages -— Arcane Assistance

Bandit gangs may not purchase battle=trained
mayes during the gang creation process; instead, each
gang has a base percentage chance equal Yo Total Gang
Size (including player characters and leaders) divided
by 3 of having one or more roguish magic-users into s
ranks, [f the first D100 roll against this percentage is
successtul, The gang may roll for a second maye at /2
its original success chance; if again successful, for a
Third mage at 1/4 (1/2 x 1/2) the original percentage
chance, and 50 on, until a rofl is missed. To deTermine
the experience level of mages obtained by this
procedure, roll D100 and consult the table below.

MAGE EXPERIENCE LEVELS

Mage Chiaftain Rank

Rank  GR INT YET EL suP
GR 0i-70  71-95 96-99 00 -
INT 0145 46-85  86-98  99-00 -
VET  01-20  21-53 56-90  91-99 20
EL 01-12 13=40 41-75 76=98 99-00
SuP - 01-05% 06-25  26-60 51-96  97-00
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Mages will usually be attached to the chieftain's
own squad. A squad which has a mage receives the
following adjustments Yo its GIVE rating for the purposas
of calculating morale and unit reaction speeds: OGR,
+0.10; INT, +0.25; VET, +0.50; €L, +0.75; SUP, +1.00.
Tnese bonuses are immediately forfeited if The magye is
incapacitated or killed during the course of a combat,
Complete rules for defermining the  extended
spellcasting abilities and qualifications of mages are
presented in Thieves' Guild 11; if the GM does not have
access to these rules additions, exiremely simplified
mage rules ars provided in fthe section on Caravan
Defender Development under Champions (and Mages).

A Semple Bandlt Gang

Tartf the Red, a VET level player character Thiet,
has Deen appointed chieffain by his fellow party
members, He has MAG 14 and DSC 12, Tarff roils D100 To
determine the size range of his gany, and gets 2 63:
Medium, 308+25 members. He rolls a 3, 5, and 6 on his
308, producing & gang of 39. Checking to see if the
group has attracted any mages, Tarff rolls D100 for 13
or less {39 members divided by 3), and fails miserably in
his endeavor to athract arcane support with a 94 (so
much for magicll. He then bresks the gang down info 3
squads of 15, 13, and 11 men, and assigns command of
the Two smaller squads to two other player-characters,
Zaras Thrax (YET Thief) and Hanilos (VET Fighter),

Tarffis CCP allocation is: 39 x 7 (Leadership) + [14
- 10} x 5 (MAG bonus) + (12 - 101 x 3 (DSC bonus; This
equals 273 + 20 + 6, for a total of 293, Being anxicus To
improve relations with his comrades (one of whom
contested his selection as Chiettain), Tarff decldes to
let his {isutenants design their own squads; he gives 85
CCP each to Thrax and Hanitos, keeping 109 CCFP o
outtit his own squad ~- he does suggest, howsver, that
one squad (his own) concentrate on providing artillery,
one squad design itself as a shock troop, and the third
provide cavalry support and pursuit,

Since Tartt wants his own squad to have a high My
rating, he inftially decides 1o buy a number of Archers:

Type Cost CCP GIVE Cv My
3 EL Archers 10 CCk: 30 21 0 24
5 ¥ET Archers 7 CCP: 35 30 0 35
Z INT Archers 5 GCP: 10 8 0 19
SubTotal 75 59 0 69

Hz then suppiaments This force with a few Warriors
and Thieves, keeping 10 CUP {eft over so That some of

SQUAD 1

Leader: Tarff The Red (VET THF)

# R/C  GIYE CV MV # R/AC  GIVE CV My
1Y THF* &6 6 6 gVARC & 0 7
2 E ARC 7 7 8 101 ARC 4 O 5
3 E ARC 7 i 8 111 ARC 4 O 5
4 EARC 7 7 8 iZEFTR 7 8 7
Sy ARC 6 0 7 132 Y FTR 6 7 &
6 VAR 6 0 7 14 | THF 4 4 0
FYARC & 0 7 15 | THF 4 4 0
8 v ARG 6 0 7 16 | THF 4 4 ¢
Total GIVE: 90 (Avg: 5.62; Adjr +0.00) Rank: ¥ET
Moraie: 17 Mas T (F) Cv: 54 +0f My;: 88

The squad’'s average GIVE rating of 5.62 gives it a
rating of VET and a Morale of 17 (5.62 x 3 = 16.86,
rounded to the nearest whole number), The squad's
injitial CV of 54 puts it in The 31-60 column for close
combat resuits; its My of 88 puts it in the 61-90 column
for missile fire (witTh appropriate adjustments for Lony
and Medium range fire),

After considerable bickering between The Two
liautenants, Thrax grudgingly agrees to Take on the
dirty job of being the gang's primary melee force., He
decides fo eschew any subtlety and forego all but the
most minimal nissile firing capability, saving only 6 CCP
to equip 3 of his better Fighters with second imissile)
weapons, This leaves him 89 CCP for basic troop
creation which he spends as follows:

Type Cost  CCP GIVE CV MY

1 EL Berserker 18 CCP: 18 7 7 0
(14)

I INT Berserker 9 CCr: 9 4 4 0
(8)

2 EL Fighters 9 CCP: 13 14 16 0

2 VET Fighters 6 CCP: 12 12 14 G

3 INT Fighters 4 CCP: 12 12 7 Q

4 VET Thieves 5 GCP: 20 24 24 _ 4

Subtotal 83 73 80 0

(21}

The two berserkers are assuredly a luxury item,
but Thrax hopes (not entirely without reason) that their
presence will have a democralizing effect on his foes.
Second (missile} weapons are purchased for the two EL
Fighters and one of the YET Fighters, using up the last
of Thrax' CCP. His final roll call is presented below.

SQUAD 2

the squad can add second weapon skills: L=2ader: Zaras Thrax (VET THF)
Type Cost  CCP GIVE CV MV # R/G __GIVE Cv MY # R/C_ _GIVE Cv MY
{ EL Fighter 9 GCP: 5 7 8 O I VIHF 6 6 b TVEIR 6 7 0
1 VET Fighter & CCP: 6 & 7 o ZEBER 7 7 0 g L FIR 4 5 O
2 INT Thieves 3C0P: 9 12 iz, 0 o (14) S : :E_TIR 45 g
.y . . o T Tl i B 4 4 4 10 R 4 5
i i L ¥
Total lincluding previous) 99 84 27 69 (8) MYTHF 6 6 0
. . 4 E FTR 7 5 7 12 ¥ THF & & 0
Lastly, Tarff gives second weapon skills To his 5 £ FTR 7 B 7 13y THF 6 & 0
Three EiL Archers, The £i Fighter, and the VET Fighter, 6 ¥ FTR 6 7 6 14 ¥ THF A & a
expending his iast . His final ii hois X
pr‘g's.en‘i'efi;i oanhe: SquaLOROS,?Zr bel:aw men e e Total GIVE: 79 (Avg: 5.64; Adj: +0.00) Rank: VET
' Morale: 17 MA: T (F) Cv: 86 (97) +0% My: 26
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Thrax! squad is alse rated as YET. His base CV is
30 (61-90 column), but if his major berserker {or both
berserkersl goes into rage before his squad suffers
serious decommissioning Injuries, the unit can make the
limit for tThe 91-120 column, The base MY of 26 puts him
on the 1-30 column; he would have fo subtract 2 from
the die roll when making medium range attacks, and 6 on
long range attacks, howsver, as indicated in the Combat

Resolution rules,

Hanilos draws The assignment of constructing the
gang's only mounted unit. After some deliberation, he
decides to make his squad a fairly competent group of
horsemen (Rank 2), - At 3 CCP per man (including The
horses), This costs him 33 CCP off tha top, leaving 62
CCP for all other creation fasks. To save some CCP, he
decides to construct his unit primarily of Thieves,

Type Cost CCP GIVE CY My
5 VET Thieves 5 CCP: 25 30 30 0
2 INT Thieves 3 CCP: [ 8 8 0
1 GR Thief 1 CCP: j 2 2 0
Subtotal 32 40 A0 0

He Then completes his force with three heavy-
hitTers whom he equips with Two weapons each.

Type Cost CCP GIVE OV MY
2 EL Fighters 9 CGP: i8 14 16 0
Znd weapon 2 CCP: 4 0 Q 14
1 VET Fighter 6 CCP: 6 8 8 0
2ng weapon 2 CCP: 2 a _0 6
Total {including previous) 62 60 63 20

The squadrs final roll call is presented belaw.

SQUAD 3

Leader; Hanitos (VET FTR)

# R/C GIVE CY¥ My # R/C  GIVE CV MY
1 ¥ FTR* & 7 6 7V THF & & g
Z E FIR 7 3 7 8 v THF 5 B G
3 £ FIR 7 8 7 9 v THF 6 & H]
4 v FTR 6 7 6 10 | THF 4 4 0
5 V¥ THF & i J 11 1 THF 4 4 U
6 ¥ THF & & 0 12 G THF 2 2 3
Totai GIVE: &6 (Avgs 5.50; Adj: +0.00) Rank: YET
Moraie: 17 MA; 13 (M2} Cv: 70 {(84) +20% My: 26

This final squad is, as the other two, overall VET
in morale; with exactly a 5.5G GIVE average, the Moraie
rating is just barely 17. ITs GV is 70 (and 84 against

A
Bl Fit
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unmounted opponents), putting it in the 61-90 cojumn;
against unmounted opponents, the squad can even stand
one or Two casuzliies and retain the high column, The
base MV of 26 puts the unit on the 1-30 column; they
would also have to subfract 2 from his dis roll when
making medium ranyge attacks, and 6 on long range
attacks, as indicated in the combat resolution rules.

Basic Caravan Creation

Caravans quite simply consist of any group of
psople seeking to fransport merchandise {or themselives)
from place to place, who have decided to travel
together to better fend off the many dangers of the
open road (bad waather, hostlle creatures, and bandits
like the players’ gang) which beset even fairiy civilized
regions, A caravan 15 a complex entity, encompassing
passengers and cargo {(hreasurel) as well as a fighting
contingent, 0Ms should design one or more of these
groups well in advance of the actual raid. The following
secTion provides rules That GMs can empioy in creating
thelr own caravans, and a sample group designed in the
process to illustrate these rules,

Basic Caravan Structure

Most caravans have one individual who holds the
ultimate decision-making responsibiiity -- the Caravan
Master, The Master is responsibie for maintaining the
caravan's equipment and stores, for hiring personnel
(including guards, drovers, cooks, bearers, and
occasionally scouts or native interpreters), and for
obtaining  up-to-date  information  about area
conditions., The Master's abilities as a woodsman,
organizer and judge of men can greatly influence the
success or fallure of & given venture -~ and his overall
rating is an impertant factor in determining the group's
reaction to, and preparedness for, & raid. To rate a
Caravan Master for a random caravan, roli D10G: Qi-19
Foor; 16-40 Fair; 41-30 Good; 2i-0U txcelient.

Caravans are clagsified a3 snall, medium, largs, or
huge. For a random caravan's size, roll D100: 01-25
Small; 26-60 Medium; £1-90 Large; 91-00 Huge. Add 2z9
to this die roll if the caravan's Master s rated
ExcelienT, and subfract 20 if he Is rated Poor (news,
both good and bad, travels fasti, The overail size of a
caravan wil have a bearing on the mode of fravel Ir
utilizes, tThe number of spaces avzliable for passengers
and cargo, and The number of yuards it carcies.

Once the basic characteristics have been rolled

up, the caravan's ralative Vvalue Status can be
determined -- whether it is Poor, Average, Good, or

2=-50



Wealthy. Value Status plays a !arge part in determining
the proportion of the caravan's available space that is
filled with cargo and/or passengers, and thes actual
worth of the portion that is filled. The value Status
rating is in Turn based on two tactors: the Caravan
Masteris ability, and the adequacy {perceived rather
than actual) of the caravan's guard contingent, For

each type and size of

GUARDS NEEDED -
caravan, there is a

Caravan Transport generaliy perceived
Size wWagon Animal Foot c?n‘census about The

- minimum  number  of
Smal_l 3 2:3 1:3 guards +hat is Yade-
Medium 1:3

quate" to protect it;

Large these minimums  ars

Huge given in the small ta-

CARAVANS
Size of Caravan
Transport Smail Medium  Large Huge |
Wagon 01=30 01-40 Q1=50 01-60
Pack Animal 31-95 41-97 51-99 61-00
Foot 26-00 98-00 Q0 —~
Number of Spaces
Transpert Small Medium  Large Huge
Wagon 206 304 406 5010
+5 +10 +15
Pack Animai 4D12 AD10 5020 3D10O
+10 +40 +60 +100
Foot 5010 4D20 9020 -
+30 +60 +100 -
Guard Contingent
Size Small Medium  Large Huge
Guards 408 5D12 4020 5020
+5 +10 +20 +50
VALUE STATUS
Guard yalue Status of Caravan
Percent Poor  Average Good  Wealthy
Caravan Master's reputation s POOR
below 50% 01-70 71-93 39-00 -
50-75% 01-65 66-95 96-99 0o
16-110% 01-55 R6-60 91-98 99-00
111=150% 01=40 41-384 §5-95 56-00
151=200% 01-25 26=-77 78-92 93-00
201-250% g1-15 16-75 76-940 91-00
over 250¢ 01=-10 11-75 76=90 91-00
Caravan Master's reputation is FAIR
below 50% 0160 61-96 97=-99 Q0
50=75% O1=50 51-93 94-98 99-00
16-110% 01-40 41-38 89-96 97-00
111-150% 01-30 31-81 82-93 94-00
151-2004 01-20 21-75 76-90 91-00
201=250% 21=-10 11=-68 69-88 89=00
over 250% J1-05 Ub=-65 66-85 86-00
Caravan Master's reputation is GOQOD
below 50% 01-5%0 51=93 94-98 99-00
SQ0-75% 01-40 41-87 33-94 97-00
76-110% O1=36 31-80 31-93 94-00
111-150% 01-20 2172 73-89 90-00
151=20G0% 01-10 11-64 55-85 56-00
201-2504 31-0% J6-55 56-480 81-00
aver 250% Qi-02 3-55 b6-80 31=-00
Caravan Master's reputation is EXCELLENT
beiow 50% 01-35 36-87 88-946 27-00
50-754% 01-23 21-81 82-93 94-00
76=11U% O1=10 11=75 76-90 S1-00
1i1-130% 01-05 06-606 -85 86-00
151-200% o1-02 )3-58 59-80 81-00
201-250% a1 02-50 51-75 76-00
over 250% - 01~45 46-T75 T6~00

2=51

ble to the left, Thus,
a small wagon-drawn caravan with 8 wagons is perceived
to need a minimum of 24 guards {8 x 3}, while a large
pack caravan containing 115 freight animals would
Mrequire™ a minimum of 58 guards (115 7 23, If The actuai
number of guards possessed by a caravan is divided by
the number required for "adequacy™, the resulting per-
contage will represent the caravan's Adequacy rating.
To determine the caravants value STatus, cross-index
the Table and row betow that correspond to the group's
Master and Adequacy rating, and roll D100,

Once a caravan's Value Status is known, a GM can
determine how much of its available space is occupied
by cargo and passengers. Each basic fransport mode
provides a certain number of potential cargo spaces:
foot (bearers), 1; pack animals, 4; wagons, 20 (although
there are some heavy freighT wagons in existence which
contain up To 32 spaces), Thus each caravan has a
total number of spaces which can potentially be filled,
[206+5]% of these spaces are considered Yo be taken up
by The caravans basic supplies (food, water, etc.), with
a minimum of 8 spaces used in this manner, In addition, 1
space is consumed for gear storage for every 10 guards
and other caravan employees (drivers at ) per wagon,
drovers at 1 per 5 wagons of 10 pack animais, and other
general help [cooks, foremen, wheelwrights, efc.] at 104
for Small caravans, zD3 for Medium, 206 for Large, and
306 for Huge), The remaining spaces are then allocated
between cargo, passenyers, and unused.

Mo caravan travels until at least half of its avail=-
able spaces are filled, The percentage of remaining
cargo space used depends on the Caravan Masterts
reputation,

STOWAGE SPACE USED

Master Percentage Filled  Spaces Filled
Poor [40 +(2D3 x D)IE (50=70% fulh)
Fair (45 + (204 x DB (55-85% full)
Good [50 + (304 x $)}F  (65-110% full)
Excellent (60 + (3D4 x 5% (75-125% fulb

Note that a Caravan under a Good or Excellent Master
can actually be filled beyond capacity; in This event,
ali excess Yspaces' are assumed To be fiiled by
additional passengers who are Travelling under The
caravan's protection but are not wsing its supplies or
stowage capacity.

To determine The PASSENGER SPAGES
percentage of used spa- —
ces devoted to passen— Value MaSTSr'S P\blll‘l'y

the | Status P F & €

gers, crass—index

caravan's Valus Status Paar 70 65 5% 50
and the Caravan Master's Average ©5 55 50 45
reputation on the small Good 55 50 45 35

chart To the right. Pas-
sehgers on Foot caravans

wealthy 50 45 35 30




consume 1 cargo space (a passegnger is not a bearer) for
themselves, and 1 additional gear stowage space for
each 3 passengers (or part therect), Passengers
Travalling in pack animal caravans consume 4 spaces {1
riding or pack animal per passenyer), while those in
wagan=-drawn caravans cccupy 2 spaces; in both cases, 1
addiftional cargo space is consumed for every 5
passengers (or part thereofl. The remaining unallocated
used spaces are considared o hold cargo.

THE CARAYAN OF GOROTIN

Gorotin en-Birishtak, a Caravan master of Fair
repute is leading a small wagon-driven caravan
containing 10 wagons and 24 guards. An adequate
guard contingent for such a caravan is considered to
be 30 guards; 24 (actual guards) / 30 (Madequate"
guards) gives an 80% Adequacy rating, uUsing the
proper Value 5Tatus table and row, Gorotin rolis a 54,
indicating an Average Value Status,

The caravan has 200 total available cargo
spaces (10 wagons at 20 each). 13§ of thess, or 25,
are filled with supplies; another 4 are taken up by
employee stowage (24 guards + 10 drivers + 2 drovers
+ 3 general employees gives 39 total employees, at |
space for sach 10 men or fraction); this leaves 170
spaces, As a Fair Master, Gorotin has only
[45H(2D4x5)1% of these spaces actually filled: he rolis
a 3and a 2 on the 2D4, giving him 708 of his capacity
filled —- 170 spaces x 704 egquals 119 spaces used,

A caravan with an Average Value Status under a
Fair Master has 55§ of its used spaces filled by
passengers -- 119 used spaces x 55F equals 695
spaces passenger spaces, representing 32 passengers
(on & wagon caravan, | passenger uses 2 spaces),
These passengers use an additional 7 spaces (32 /5,
rounding up) for The storage of gear and personal
possessions, 119 spaces - {65 spaces + 7 spaces)
leaves 47 spaces holding cargo,

Rules for devetoping additional information about
the carge and passengers travelling with the caravan
are provided later In this section, To gain access to
*nis potential booty, however, the bandits must vanguish
the group's hired and "volunteer defenders; procedures
for consiructing these forces are detaiied below,

Caravan Defender Development

The guard contingent for any caravan should, ke
the bandits they face, be oarganized into a number of
squadas ot 8-25 men ecach, Most guard squads will travel
in the immediste vizinity of the caravan itself, but one
or more sguads may also be expected to scout out the
roads ahead {see the ruies below for more Information on
the use of Scout yroups), Individual groups are craated
using the same procedure described under bandit gangs
-~ The expenditure of CCP. Each Caravan Master
receives a base number of CCP equal To the ftotal number
of guards in the caravan multiplied by the point rating
assigned To his personal reputation: Poor, 4; Fair, 6;
Good, 7; Excellent, 9, He may then receive MAG and D5C
oonuses as ouflined under Bandit Chieftains (roll the
Master's ratings in these categories normally, using
3D6). The Master buys Character ClasyExperience,
sacond weapon skills, and mounts/mounted combat skiils

for his guards using the same cost charts presented for
Bandit Gang Creation with two excaptions:
1} A Caravan Master may not purchase Berserker or
Thief characters for use as yuards: and,
2) A pack animal or wagon caravan may provide all of its
guards with mounts {Mounted Combat Rank 8, M8} at no
additional cost, since without horses, the protectors
will be unable To kesp up with the cargo and passengers
they are safeguarding, Ali higher levels of Mounted
Combat skill cost 1 CCP less per man than indicated —-
Rank 1 costs 1 CCP/man; Rank 2, 2 CCP/man; Rank 3, 4
CCP/man; Rank 4, 6 CCP/man.,

Scout Squads

AT The GM's discretion, one or more of the guard
squads may be assigned The task of travelling weli ahead
of The maln body of the caravan, attempting 1o sesk out
and identify potential dangers in sufficient time to
enable the main body to ready itseif for a strong
defanse. Any squads intended to be used for this
purpose should calculate base Sense Ambush and Spot
Hidden abilities, using the rows of the tables below that
correspond to the squad's overall GIVE rating,

SCOUTING ABILITIES

Sense Ambush
Rank 10% 20% 308 40% 50%
GR 01-30 51-90 91-00 - -
INT 01-20 21-65 6£-95 96-00 -
VET 01-05% 08-25 26=-70 71-95 96-00
EL - 01-10 1140 41-80 81-00
SUP - 01-05 06-20 21=70 71-00

Spot Hidden
Rank 10% 20% 30% 408 508
GR 01-90  91=00 - - -
INT 01-60 61-995 96-00 - -
VET 01-30 31-80 31-00 - -
EL 01-15 16-60 61-95 96-00 -
SupP 01=-05% 06=30 31=-70 71-9% 96-00

A D10 roli (with 0 treated as O is then added to
these bases, In addition, groups recelve a 1% increase
in these skills for each forester present in the Scout
group. A Master may increase his Scout squadts abilitles
in either of These categories by expending 1CCP/man in
the squad for each 5% increase desired {this represents
a conscious effort to recruit and properiy pay
guardsmen with wilderness savvy).

After initial encounter setup, all guard squads
assigned to "Scout Duty" may make a Di00 abiilty roi
against their Sense Ambush skills once every 4mr 1o sec
it They detect the presence of their foes awaiting In
ambush. To be on Scout Duty, a squad musT b placed a
distance of 3 compliete movement rounds (120" if on foot,
270" or more If on horseback) away from the main body of
the caravan, Only one S$ensing roil may be made for
sach Scout squad, representing s collective efforts;
The result obtained should be adjusted according to the
cverall GIVE rating of the lowest ranked pandit squad
participating in the ambush, as follows: GR, +10%; INT,
+5%; VET, -5%; EL, -15%; SUP, ~30%, The GM should also
appiy a penalty of 54 for each 5" of distance over 100t
the scouTs are from the nearest bandit squad. f a
squad successfully senses the approaching ambush at
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THE CARAYAN OF GOROTIN

Gorotin, cur sample Master, has 24 guards in his
employ, He elects to separate this force into two
squads of 12 men each, rather than maintain a single
large unit, He chooses not to set up a Scout squad,
because it would remove half his trained fighters from
the body of the caravan. He gets a base CCP

allocation of 144 (24 x 6, for his Fair rating); rolling
forr MAG and DSC on 3D6, he yets results of 14 and 9,
respectively. He receives no bonus for DSC, and 20
bonus CCP for MAG, yieldinyg a tfotal of 64 CCP.
Gorotin elects to make one of his squads a crack
group of professional warriors (104 CCP), and the
other largely cannon=fodder (only 60 CCP)., He aiso
provides both squads with mounts at Mounted Combat
skill Rank £, which costs him no CCP.,

For his crack squad, Gorotin wants to purchase
only YET and EL characters; his goal is to assembie a
group with an overall GIVE rating sufficient 1o
classify it as an ELite squad (average of 6.61 or
better), The cheapest way to achieve this is to
purchase 8 EL and 4 VET characters (for an average
GIVE of 6.67).

Type __ Gost  CCP GIVE CY MV

4 EL Fighters § CCP: 3% 28 32 0
4 £ Archers 10 CCP: 40 28 0 32
4 VET Figh¥ers 6 CCPs 24 24 28 0

Subtotal 100 86 B0 32

This leaves him 4 CCF, which he uses to give | EL
Fighter and 1 EL Archer second weapons, raising
overall Cv to 67, and MV o 39. The EL fighter with
the second weapon is appointed leader of the squad,
and the final roster is presented below,

SQUAD 1

Leadet: Xarphen (Ei. FTR)

# R/C_ GIYE CV My # R/C_ GIVE CY My
1 EFTR* 7 8 7 7EARC 7 0o 8
ZEFIR 7 8 0 8EARC 7 0 8
3EFIR 7 & 0@ QVFIR 6 7 0
4 EFIR 7 8 O WvFrR & 7 0
5EARC 7 7 8 1MV FIR B8 7 ©
6 EARC 7 O 8 12 VFIR 6 7 0
Total GIVE: 80  {Avg: 6.67; Adj: +0.20) Rank: EL
Morale: 21 MA: 16 (M0) Cv: 67 +0% My: 39

Gorotin's 60 CCP squad cannot affard EL or sven
many VET froops; he chooses insfead To make ali his
forces INT or less in experience, saving CCOP fo pro-
vide the bulk of the squad wlth second weapon skills,
His expenditures for the second squad are:

Type Cost CCP GIVE CV My
4 INT Archars 5 CCP: 20 16 0 20

7 INT Fighters 4CCP: 28 28 35 0O
1 GR Fighter 2cCP: 2 2 3.0
subtotal 50 46 38 20

Gorotin then assigns second weapon skills to 3 of
the INT Fighters, and 2 of the Archers, yielding
revised OV and MY of 46 and 32, respectively. One of
the INT Fighters with two weapons capabilities is
appointed leader, and the final roster looks like:

SQUAD 2

Leader: Bargglon (INT FTR)

# R/C GIVE C¥ My # R/C GIVE CY MY
1 | FTR® 4 5 4 71 FTR 4 5 4] |
21 FTR 4 5 4 3 1 ARC 4 4 5
31 FTR 4 5 4 9 | ARC 4 4 )
4 | FIR 4 5 0 10 | ARC 4 4 5
5 | FTR 4 5 0 11 | ARC 4 0 5
5 | FIR 4 5 0 12 G FTR 2 3 0] |
Total GIVE: 46 (Avg: 3.83; Adj: ~0.30) Rank: GR
Morale: 11 MA: 16 (M) Cy: 46 +0% My A2

With both squads of guards reasonably well
outtitted, Gorotin feels able fo set out on The road
as soon as he assembies the passengers and cargo,

teast 1mr befors an attack is made, the bandits will iose
the benefit of surprise from their initial assault (see
Combat Resolution, Step z; note that the bandits may
still receive any bonuses to which they are entitled for
Charge Aftacks), A successful Scout squad may iry to
further explolt its advantage by using iTs Spot Hidden
abilities to pinpoint the iocations of the ambushing
bandir squads -- they may Ty to spot | squad per mr;
roll randomiy to determine the target squad (ignoring
previousiy located squadsy, The foliowing adjustments
should pe appiied to the result, depending on the
averall GIVE rating of the target squad: GR, +20%; INT,
+8%, VET, -5%; EL, -12%; SUP, -20%. Any bandit squad
whose location has been identified may be targetted for
aimed missiie fire, although The sguad many not De
actualiy fired upon until iT exposes itself in the cpen,

The disadvantage to the use of Scout squads is
that, in the event that The groups' sensing efforis are
unsuccessful, These squads are very vulnerable to quick
rout, and reduce the defenses available arcund the main

caravan. If successful, however, a good 5cout group
can blunt much of the advantage that the bandit gang
usually possesses in the first (and often most critical)
few meles rounds of battle.

Non-Guard Participants

when a caravan is attacked, it can usually be
expected that some portion of its passengers and non-
guard employees will assist in its defense. This can
amount to anywhers from a bhandful of people To a
number of good-sized squads (in larger travslling
groups), To defermine the number and type of These
participants, use the procedures cutlined beiow,

1) The rules in the Baslc Caravan Creation section in-

dicate the total number of passengers and employess
in the party, To determine the percentage of each
group {(rounded down) that willi participate in combat,
roll D100 and consuit the appropriate column of The
Combat Participation table below, For passengers, add 5
to the die roil resuit it the caravants guard contingent
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has an Adequacy rating of 808 or less; subtract 14 if the
Adequacy rating is 153-249%, and subhract 25 if the
rating is 2504 or higher; subfract 10 if the Caravan
Master's rating is excellent, add 5 if it is Fair, and add
15 if it is Poor -~ passengers witl be more tikely to fight
if they perceive a serious threat to their own safety,
and less iikely 1o get involved if they believe the
caravan To be well run and protected. Caravan statf
will react in an almost completely opposite manner, as
their willingness Yo risk Their necks for something that
is "not my job" will be primarily dependent on their
morale, Thus, employess add 20 to the die roll if the
Master's rating is Excellent, add 5 if his rating is Good,
and subtract 15 it it is Poor.

COMBAT PARTICIPATION

Participation Caravan Size

Percentage Smak Medium Large Huge
104 01=05 01-06 01-08  01-10
20% 06=15 07-15 09-18  1i-20
304 16-25 16-27 19-30 21-33
408 26-40 28-40 31-45  36-50
50% 41-60  41-55 46-63  51-65
60% 61-75 56=67 84=-75 66=-80
708 716-85 68-80 76-87  81-90
2804 86—-95 81-92 88-94  91-97
0% 96-00 93-00 95-00  98-00

2) 1204 x 10} of the toral non-guard participants

{rounding up) wili fall into the category of general
Non-combatants; Non-combatants have a GIVE value of 2
and a CV of 1. To determine Experience Lsvel and
Character Class of the remaining characters, roll D100
for each NPT and consult Character Descriptions below.

CHARACTER DESCRIPTICNS

Those individuals marked in the VIP column are
special passengers; ViPs are described in the Special
Passengers on the Caravan section, GMs should note
that they may equip Trader characters with either close
or ranged weapons, but noT hoth. Champions are
designed using rules in the next secTion; Mages are
coverss briefly, and expanded rules for use with both
bandit groups and caravans are provided 11 7311, Once
The makeup of the non-guard contingent has besn
identified, The ©GM can aliocaTe characters as
appropriate,

THE CARAVAN OF GOROTIN

Goratin's caravan is Transporting 32 passengers
and 13 non-yuard employees, Rolling for sach group
on the Small colusn of The Combat Participation ta-
bls, Tha Caravan Master rolls 63 and 42, respectively.
His die roll modifiers are +20 for passengers (+15 for
80% or less Adeguacy rating, and +5 for Fair
reputation}, and O for employses, yielding final re-
sults of 30 (70% participation) and 42 (304 participa-
tion), 32 x 704 is 22.4 or 272 passenger combatants,
15 x 50% Is 7.5 or 8 employee participants —— a total
of 30 characters, A 4 and a 2 result on the 704 roll
yives 60% of these as Non-combatants, 18 characters,
Gorotin Then rotls 12 times on Character Descriptions
To determine the abilities of the remaining
characters, The final results are:

Type SQD_GIVE Qv My
10 Neon-combatants A 20 10 0
8 MNorn-combatants B 16 31 0
2 INT Fighters A 8 10 0
1 VET Fighter B 6 7 v
1 GR Archer A 2 0 3
1 VET Merchant * B 4 2 0
1 EL Merchant ¥ A 5 3 0
3 INT Traders B 9 G &
1T VET Trader ¥ A 5 0 )
1 VET Mage* A6z i2

Total (30 men) B3 47 24
Subtotai (17 men) A 48 25 18
Subtotal (13 men) 3 25 17 6

Borotin has slected to split the characters into
two additional squads, one of which (A} he makes
siightiy larger and more potent. The GIVE ratings for
the Two squads are relativaly low, A 42716 = 2.63 (BR
-- Morsle 83, and B 35/13 = 2.69 (GR ~- Morale 8), so
he assigns the Muge (he proves to e YET level; ses
the following section, Champions land Mages| tor mage
ievel detersination; Yo The {irst sguac {Al, wnich
somewhat inproves the groupls morale but not their
tevel (o 48/17 = 2.88, with an adjustment for a VET
mage, +0,50, for 238 iCR - Morzle 10}, not encu b to
get 1o INT). NoTe ftnat the group contains 4
characters marked (% for ViP status.

Die Roll  EL Class YiP GIVE CV My
01-10 GR Fighter 2 3 0
11-22 INT Fighter 4 5 0
23=29 VYET Fighter 6 7 0
30-53 EL Fighter * 7 3 0
34-35 SJP Fighter * 8 9 O
36-38 GR  Archer 2 0 3
39-41 INT Archer 4 0 5
42=43 VET Archer 1) O 7

44 FlL. Archer * 7 0 o

45 SUP Archer * 8 0 9
6-48 Gk Merchant 2 1 ")
439=54 INT Merchant z ) O
95=-640  VET Merchant * 4 D iy
61-64 EL Merchant 5 3 G
&5-06 SyP Merchant * 5 3 3
&= GR Trader Z i (1)
Tr=i7 INY Trader % (2 (2
¥8-87  VET Trader * 5 3y (3
23-3%5 EL Trader ' 6 W4 @)
36-87 SR Trader * 7 823 B

fatal GR Thief Z i ]
55-%1  INT Thisf & 4 J
SZ-93  VET Thigt 5 = G
F4-G5 EL Thigf * 7 7 ¥

56 SUP Thief # 3 3 0
FT=949 Mage * - - -

g0 Champion * ¥ * *

Champlons (ang Mages)

if & caravan is satficientiy large and weslTny, T
may be entitied fo receive official protection in the
fors of one of *he local ruling authority's sworn
Champions. Only Large or Huge caravans with Sood or
Wealthy Value Status have a chance of being granted
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such an escort; the percentage chances of such 4 grant

are: Large/Good, 6%; Large/Wealthy, 12%; Huge/Good,

10%; Huge/Wea 1thy, 185,

Additiona Liy, caravans may obtain the services of
Champions {art d occasionally Mages) by rolling them as
non=-guard cormbat participants. The onty ditference
between thesez two scurces is that characters obfained
by the first mevans will tend to be assigned to one of the
guard squads, while Those taken from the ranks of the
pasgengyers will normally be assigned To a non-yuard
unit,

To determine a Champion's raniq, roll DIQ0: (1-05,
GR; 06-20, INT; 21-65, VET; 66-95, EL; 96-00, SUP.
Champions hav e 3 benetits over normal Fighters:

1) a Champion?s CY is equal to 1.5 x GIVE, rounded up:
GR, 3; INT, &; VET, 9; EL, 11; SUP, 12;

2y all wounds sustained by a Champion are reduced one
damage level, as if he were magically protected;

3) a Champion can perform Emergency Saves on morifally
wounded characters, under the following limitations:
GR 294 success chance; save up to 1 character
iINT 40% success chance; save up to | character
VET 50£ success chance; save up to 2 characters
EL &5% success chance; save up to 3 characters
supP 75% success chance; save up To 3 characters

Caravans which obtain mages from the Character
Description table determine thair general experience
level from the Mage Experience Levels chart below,
Mages are much more useful in missile casting (MV equals
twice GIVE value), although they do have some slight
ability in close combat (CV as for Merchants); mages may
also perform healing functions, curing one level of
wounds per m- for each overall level of experience (GR,
1: INT, 2; V¥ET, 3; EL, 4; SUP, 5, provided they do
nothing else in any mr in which they are curing wounds
(thair C¥, and My valuss are temporarily subtracted from
the squadls totals). Expanded rules for a mage's
spellcasting power, individual spells, and ability ranks
in those speils, are covered in TG11,

MAGE EXPERIENCE LEVELS

Mage Masterts Rating

Level Peor Fair Good Excallent
GR 01-65 01=40 01-25 G1=-10
INT H6-92 41-75 26-50 11-30
Vel S5-04 76-95 51-35 31-75
EL Q0 97-99 86-98 T6=97
Sue - 00 99=-00 95=-00

Preparing for Encounters

Once the various squads in a bandit gang and their
potential copotents have been set up, the M can
introduce an encounter and let The battle beyin., GMs
should prepare a fairly large general terrain map for
the encounter area, and give the bandits some Time to
reconnaiter [t and prepare their shrategy (though he
may alzo spice This waiting pericd with one or mors
random animal o snail party encounters), Ths amount of
forewarning 1he vandits receive of the caravan's
approach will vary, depending on The size of the
caravan, the physical obstacies to  line-of-sight
presentad by the terrain, and the sfforts of the yang 1o
astablish a good icokout position; we recommend That
the encounter beyin when the mest forward element of

the caravan is [150 + (203 x 100)1 feet from The bandifg!
position. Note that a good-sized caravan witl tend to
sprawl over a substantial amount of area,

The bandits may initiate their attack at any point
they see tit (the longer They wait, the closer targets
their erstwhile vicTims will bes; howsver, delay also
increases the chances That the caravan's scouts wili
defect the ambush before it is sprung, effectively
remaving the benefits received from a surprise assault),
Every 4mr after The encounter is initiated, each jcout
squad (It any} deployed by the caravan may roli ayalnst
its Sense Ambush chances to see it it detects the
ambush; bandit squads attempting to Hide in Cover may
not move more than 2 hexes per Turn withouT exposing
themselves to plain view.

Before beginning the encounter, GMs should prepare
4 Squad Roster sheet for each bandit and caravan
squad. A reproducible copy of the Squad Roster sheet
is provided for GM and player use. Insfructions for
filiing out this sheet are:

Line 1 Squad Number or Name -- Simply fill in the ap-
propriate name or number for the squad,

Line 2 Squad Leader — indicate The ieaderts name,

rank {(GR, INT, VET, EL, o SUP} and ciass (FTIR,
THF, ARL, BER, MAG, or FOR), and GIVE adjustment (based
on experience level), The squad lsaderts pertinent data
should be snterad at Character #01 in The body of the
sheat,

Line 3 Champions and Mages —- List all magss or cham-

pions {if any} assignad 1o this squad by experi-
ence level, The total accumulated GIVE bonuses associ-
ated with their presence are entered in the tinal slot,
They should also be assigned individual character lines
in the body of the roster.

Line 4 Squad Statistics -- Indicate overall totais and

ranks for each squad:

a} the total number of men in the squad;

b) the mount status of the squad (if unmounted, indicate
F; it mounted, indicate M and the numericai rank of
the squad's horsemanship skill (8, 1, 2, 3, or 4);

<) The normal squad MA (3 if F, 16 if M0, 18 I M1 To Mz,
20 if M3, 22 if M4); and,

d) if M1 or higher, The § bonus to be applied to CV.

Line 6 [ndividual Squad Statistics —- Each squad mem-

to 25 ber {including player—characters, leaders, mag-

es, and champions) should be assigned a char-

acter number on this list, and his essential data enter-

a¢d, The column headings to be filled out for sach char-
acter are listed and described below,

R/C Rank/Class of the character. Abbreviations used
for rank are G, 1, ¥, E, §; for the various classes,
those normally used are: ARC (Archer), BER (Berser-
ker), CHA (Champion), FTR (Fighter}, 2FOR (Forester},
MAG (Mage), MER {Merchant), NON (Non-combatant),
THF {Thiet), and TRD (Traqer].

GV GIVE rating value of sach character. Normal values
are: GR, Z; INT, 4; VET, 53 EL, 7; SUP, 8; values for
TRA, MER, and NGN are lower {see Non-combatant
Participation In Basic Caravan Craation).

GV Ciose {meleg) combat valus ot 2 character, Those
without close range weapon skills have Cv 4.

MY Missile (ranged) combat value of 4 character. Those
without missile weapon skills have My D,

SM  Stamina (STM) saving roll base, This is used to de-
termine it a character has been incapacitated by a
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Serious Wound (see Combat Procedures, below). SM
ratings may be left blank, and rolied randomly as
neaded during play; or they can be filled in based
on the foliowing average values: THF, 11; ARG/MAG,
12; FTR, t4; CHA, 16; BER, 16 (22 in battle rage);
athers, 9,

HTK Damage {either in Wounds or actual nits against HTK)
taken during combat. This space should normally be
left blank at the beginning of the encounter.

MHT Damage in Wounds taken by a character!s mount (if
any) during combat, This space shauld also normally
be {eft blank at the beginning of the encounter,

Line 26+ S5quad Jotals and Statistics -~ Fill in all spaces
as described below.

SQUAD _ROSTER

Leadsr _ Rank GIVE Adj

CHA MAG

GIVE Adj

Men __ Mounts A, C¥ Adj

MAN R/C GY GV MY SM HTK MAT

#01
#02
#03
#04
#05
#06
#07
#08
#09
#10
#11
#12
#13
#14
#15
¥16
#17
#18
#19
#20
#F21
#22
#23
#24
£25

Jotal GIVE

Rank _

Avg GIVE Adj GIVE

_ Morale TotCy ___ ToiMy

&} Total GIVE =— sum of all GIVE values from lines 6-30,

b} Avg GIYE -- total GIVE divided by the number of Men

(trom line 4), Thisis carried to 2 decimal alaces,

Adj GIVE -- average GIVE plus any adjustments from

iines 2 ang 5. This Is also to 2 decimal piaces,

d) Rark —- the squad's overall experience ievel {GR,
INT, VET, EL, SUP), hased on acjusted average GIVE.

&) Morale —- adjusted average GIVE Times 3, rounded to
the nearest whoie number,

f) Tot GV —- sum of all individual Cvs from lines 6=30.
Include any adjustments for mounted attack it the
squad is antitled to it.

g) ToT MV —— sum of all individual Mys from fines 5-30,

c

Mass Combat Procedures

For movement and combat purposes, each side in a
large scale encounter is broken down into smalier
functional univs. The precise size of these units will
depend on the totai size of the opposing forces, Where
the total froop strength of the larger force is less than
300 men, the basic lavet of Troop organization used is
the squad, a unit comprised of B=2% men. Each
ingividual character in The squad is assignsd a point
rating designed to reflect his basic Combat value (CV);
these ratings are based onh the c¢haracterls general
axperience tevel. Five general experience levels have
been defined, as shown in the chart bejow,

EXPERIENCE LEVELS

{evel Equivalent Ccv
Green (CR} Ist-2nd level 2
intfermediateINT} Ird-5th leval 4
yateran (VET) 6Th=-8th ievel &
Elite (EL} gth=121h Jevel 7
Superelite {(SUP) 13th level up 8

These point raltings are used for two principal
purposes during encounter resclution:

1) The sum of the peint values of all The characters in a

given combat unit, divided by The total number of men
in the unit, provides an overall rating of the groupts
competence called The GIVE (for Green, Infermediate,
Veteran, Elite) rating (see betow); this rating deternmines
the squad's initial morale rating, and the amcunt of time
required to perform desired special mansuvers,

2) The sum of all the point values of the characters in a

unlt who possess meles weapons represents its unit
Combat Yalue (OV) in close rangs combat. Simbiariy the
sum of the ratings of ail those characters possessing
missile weapons reprasents its unit Missiie [Combat] Value
(M} in ranged combat, These combat vaiues determine
the column on the Combat Resuits Tabie that The unit
uses To determine The effects of an atfack, Certain
character classes {(Fighiter, Archer, Berserker, etc.)
raceive bonuses to Thelr GIVE rating when caleulating
Gy or My, while others (Trader, Merchan®l receive
penalties, as described in the ssciions an Bandit Gang
Creation and Caravan Defender Development.

Effects of Leaders and Qther Special Party Members

Each squad 13 assigned & player characler or NFC
leader. This leader's personal experisnce level can
affect the unifts overall efficiency by alfering Its

256



overall GIYE rating, as follows: GR, -0.7%; INT, ~0.30;
SPECIAL BONUSES VET, no effect; EL, +0.20;

SUP, +0.50. Similarly, the

Rank Champion Mage i\|3.rese!1ce of a Charpfio'r;ior a
age 10 a given univ wii en-

?&T o :g:;g hance its GIVE rating (bon-

VET 40.60  40.50 uses awarded for each of

EL +0.90 +0.75 Tnesej cnar.:ac‘rers presea?ﬂ

SUP +1.25 +1.00 as listed in the 3Special

Bonuses chart To the left,

(GMs Note: Champion and/or Mage bonuses are
immediately subtracted if these characters are
incapacitated or killed during a combat,  All

aforemsntioned GIVE adjustments are always made prior
To calculation of @ units initial Morale rating.)

GIVE Ranks and Effects

Whan ali adjustments have GIVE RANKINGS
bgen made fto a fighting unit's
GIVE rating, the finai rating Range Rank

should he compared to the GIVE
Rankings chart on the right to
determine the unit's overall ex-
perience level, A squad's rank
determines the amount of time it
will require to accomplish vari=
ous maneuvers (ses the Special Maneuvers section be-
low). In addition, the squad's initial Morale Rating can
be calculated by multiplying its final adjusted GIVE rat-
ing by 3 and rounding o the nearest whole number,

Ol00-3.6 5 GR
3.66-5.50 INT
505 1_6460 VET
6.61-7.50 EL
7.51-8.00 SuP

Combat Resolution Procedure

Actions taken during mass combat are broken down
into 15 second melee rounds (mr)., Each melee round
consists of seven phasas:

1) Magical Spellcasting (both sides)
{Note: Expanded rules for mages are provided in TG11;
if Thare is no access to this book, use the simplified
rules for Mages presented above, assigning them Cv and
My while active in their squads.)

2) Bandit Movement/Manauver

3) Caravan Movemant/Mansuver

4) Bandit Attack Resolution

5) Caravan Attack Resolution
(Note: Steps 4 & 5 are considered simultaneous,;

6) Casualty Removal and GIVE Recalculation

7} Morale Checks (if necessary)

Activities in each of these phases are described dslow,
Movement

All movement in squad scale acTions is conducted
on a hex grid where one hex = 5. Basi¢c 3quad movement
speeds in flat, open terrain are: Unmounted (Focti, MA =
8; Mountad (Horseman Rank 0}, MA = 15; Mounted
(Horseman Ranks 1-2), MA = 18; Mounted (Horseman Rank
3), MA = 20; MountTed (Horseman Rank 4), MA = Z7. GMs
should note that MA costs are increased for units moving
through difficult Yerrain as fol lows:

Wooded 2/hex Brush 2/hax
Rough, Broken 2/hex  River (at ford) 2/hex
Steep incline 3fhex  River (no ford; 4/hex

A unit may afso expend 1 peint of MA (2 points tor
mounted units) te change its facing 60° left or right.
Units intending To perform missile fire during The combat
poertion of the mr may not move more than 1/4 of their

total MA (rounded down). Units wishing to make ciose
range attacks during the combat phase may not move
more than 1/2 their Total MA. Units that have assembled
Themselves into Charge formation {see  Special
Maneuvers below) may move at charge speed; a charging
unit may move up to (.5x its adjusted MA (after all
Terrain and attack adjustements have been factored in),
but may not change s facing by mare Than 60° per mr,

All acTive {non=casualty) members of a given squad
are assumed To move as a unit, For |D purposes, GMs
should design markers that can be used Yo plot the
movement of each squad, equipped with a directional
arrow To indicate current facing., The size of ihe
marker usaed will depend on the size of the squad; the
general proportions recommended are given below,

SQUAD MARKERS

Squad Size Marker 5izes Dimensions
<8 4 hexes (4%} or 2x2)
8-10 6 hexes (6x1 or 3x2)

11-14 8 haxes (4x2)
15-19 10 hexas (5x2)
20-25 12 hexes (6xZ or 4x3}

GMs should be prepared tTo allow for some
flexibility in interpreting moves. For certain types of
actions, such as attempting to hide in cover or to
search/lcot a series of wagons, GMs may allow individual
sguad members to spread out over a wider scaie area up
10 3 hexes beyond the limits of The actual squad marker,
As always, the GM's discretion is The final arbiter as to
whethar a given move Is allowable,

Movement and Combat

if a unit ends its movement phase in contact with
any portion of an opposing unit, the two units are con-
sidered to be engaged. Engaged units may not move in
future mr untl combat is resoived, with 2 exceptions:

1> The unit may elect to withdraw 1 Hex per mr in the
direction immediately away from its foe, [|*s opponent
may slther follow and maintain The engagement, or allow
the units to become disengaged, it both units involved
elect to withdraw, disengagement Is automatic,
2) A unit which Routs due to a failed morale check witl
immediateiy flee at twice normal MA (full rum), giving
its opponent one mr of Pursuit Fire (see Morale Checks
for further explanation),

Special Mansuvers

During The courss of a battle, units may elect to
undertake certain special combat or organizational
tactics in lieu of Their normal movement and combat
phases, Time reguired to exacute these actions is de-
pendent on the squad's overall experience ievel. GMs
shoula note, however, That both bandits and caravan
defenders are limited in The Types of maneuvers They
can attempt, compared to full-fledged military or
mercenary units. The three Special Maneuvers available
1o units in These encounters are described below,

Rally represents a squadts ability fo reform info an ef-
fective fighting force after it has been Routed. Before
a squad can rally, it must make a successful Morale raoll
against twice its current GIVE {rather than the normal 3
times). After fThis roll has been successfuily mads, &
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squad will take the following amounts of time to raily:
GR, 3me; INT/VET, Zmr; £L/SUP, 1mr.

Form for Charge allows @ disengaged unit fo prepare tfo
make a charge atfack at a toe. A baadit squad may
elect to start in Charge formation at no time cost, Time
reguired To form for a charge is 2mr for GR or INT units,
and 1mr for all other units, Wwhils forming, & unit may
not move or range fire, but may defend itself If it
becomes engaged.

Almed Fire allows a squad using missile fire to attempt To
concentrate its attacks on a limited amount of desired
targets, at a reduced overall hiT rate. Organizing for
aimed fire requires 1mr of targetting during which no
shots may be Taken; switching fire To a new target
similarly requires a new targetting mr, Units using Almed
Fire may assign 1/3 of the total wounds (rounded down)
resulting from its attack fo any specific characters or
objects within The Targetf area. All assignments of hits
o Targets must be made before the rolis are made fo
determine the extent of damage deone by each, and
before the roll is made to determine the random fargets
struck by the remainder of ITs hits (some of which may
strike The same foes)., When using aimed fire, units shift
the Combat Resultfs table they use to the left by: GR, 3
columns; INT or VET, 2 c¢clumns; EL or SUP, 1 column,
These shifts are in addition to any other adjustments
made for long-range fire, surprise, stc.

Attack Resolution

The Fantasy System large group combat rules in
Haked Sword provide two alternative procedures for
resclution of the combat phase of mass encounters. In
mass combat reselution, all characters including player-
characters are lumped togyether Tnfe 2 unit by unit fire
resolution. In mixed combat resciution, player charac-
ters resolve their individual combats separately using
norma} individual combat rutes, while The general fiow of
the mass combst goes on (and Is resclved by the same
procedures) around them, Both of these procedures,
tully detailed below, greatly reduce the amount of time
requirad To resolve mass battles, while refaining Tthe
tension and ebb and flow of the conflict as it
progresses,

Mass Combat Resolution

in this method, Tndividual role-playing is slimi-
nated in the interests of speed; player-characters be-
come a ling on the Sgdad Roster Sheet no different than
any NPC squad member, During the combat phase of sach
mr, The same progression of actions is followsed;

1) Guring its attack phase, each squad currentiy in an

attack position {i.e., either engaged with a foe in
close combat, or withit missiie range -- for range
purposes, consider ali s¢uads To be using the eguivalent
of snort bows —-- of a Targuly may makae a3 attack,
provided that it has readied appropriate weapons and
not moved more than its maximum allowable fraction of
Total MA in iTs most recent movement phase. if a squad
iz engaged with more Than one foe, it may 3olit ifs
atfacks among Those foos as it sees i, provided that at
izast 30 CV are allocated To each target. Units making
missile atTacks must attack a singie target. A squad may
elect To aftack non—combatant characters or ofher
objects peionging to iTs enemy (wagons, mounts pack
horses, etc.) instead of enemy $quads,

2) For each attacking unit, identify the column of the
Combat Results table below that corresponds to ifs
current C¥ or My {(depending on Ths Type of gttack being
rendered), Certain tactors may shift the actual column
to be used from this initial position:
Al 1f The sguad is making iTs first close range attack
after completing a mounted charge, shift 3 eolumns o
the right if its Horsemanship is Rank 2 or better, and 2
columns right if its Horsemanship is Rank 1 or lower; If
making its first closs range attack affer an uamounted
charyge, shift 1 column right (bonuses do not apply to
subsequent mr, as they refiect the shock of a hard-
prassed initial assault).
B} An unmounted squad atfacking a mounted squadg at
close range shifts 1 coiumn left on all attacks,
C) Any atrack, sither missile or close, made in the first
mr affer a successful (undetected) ambush shiffs 1
column right; any attack mads by the defenders in the
first mr after an ambush shift 1 celumn left,
I} A group attacking with missile fire at Medium range
(61-150") shifts 1 column left; & group attacking with
missile fire at Long range (151-250%, 3 coiumns lett.,

Shouid the total attack value for a given squad
(whether bandits or caravan defenders) excead 210, The
gxcess portion shouid be treated as a separate roll,
with fotal casualties deait equal to The sum of the two
results. If adjustments shift the column to be used
hayond the rightmost (e.g., a squad with a CV of 160
shifted 2 columns 1o the right), treat the overage as if
It were additional attack factors as above (in the
example just given, the squad would roll once on the
181-210 column, and once or the 1-30 column).

It adjusiments shift the aftfack value leffward
beyond the 1-30 colunn, subitact 2 from the dis roll
result obtained on this column for each additional
column of shift needed -- for example, 2 group with a
total My of 45, attacking with Loeng range missile fire
(shitt left 3 columns) would roll on the 1-30 column and
subiract 4 from the die roli result before consulting the
table (all results less than 1 are treated as 1).

COMBAT RESULTS

Total of GIVE Ratings in Squad
1 i3 61 91 121 151 181
p1g to to to to to to to
Roll 30 60 Q0 120 150 180 210

1 0 1 2 4 6 8 10
2 1 P 5 5 3 10 12
3 i 3 4 7 10 12 14
4 2 4 6 9 11 14 17
5 2 5 7 1 15 16 20
& 2 5 ] 11 14 18 22
7 3 G 3 12 iG 26 25
8 3 7 13 t4 19 2z 27
3 4 & 12 16 21 25 3¢
10 5 9 14 18 23 28 33

3) Rott a D10 for each squad and detrermine the number
af wounds it has inflicted on {15 target.

4y Determine which people and/or mounts (f Tarzer is

mounted; in the defending party receive The wounds

dealt by rotiing a D10C and consulting the Target Matrix

below. The numbers in This matrix correspond fo the
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numbers assigned to characters on the target's Squad
Roster Sheet, To use the matrix, find the point on it
that corresponds o the die roll result (e.g.; aroll of 70
would place cne at the intersection of the Os column
and the 70s rowi. The result indicated in this box is
character #5 on the opposing roster; he is the recipient
of the st wound inflicted., The 2nd wound would be
inflilcted on the next character listed (box 71,
indicating character #16), The 3rd wound to the nexf
{box 72), anc 50 on until all wounds have been assigned.

It @ number result in the Target Matrix is followed
by an "w", and the target being aTracked is mounted,
the wound indicated is inflicted on the mount of the
character llsted instead of The character him/herself (if
unmounted, The character sustains the wound), If a
result indicated in the matrix reprasents an lmpossible
outcome (& number higher than the actual number of
characters in the taryeT squad, or of a character who
has besen removed from combat as & caswalty in a
previous mr), ignore it and move on o the next
accaptable result, Thus, it the attacker had initially
rolied a 74, yielding a result of 14, and The squad being
attacked had only 13 characters on its Roster Sheet, he
would skip over this result and move to the result for
box 75 (10m) to identify the first farget hit.

TARGET MATRIX

Ten's Onets Place
Place g t+ 2 3 4 5 & 71 8 9
00 1 2m 14 5 19 1{2m 25 iém 4 11
i0 i8 om 7 23 10 2 17 &m 21 3
20 g 24 im 12 20 13 Tm 22 5 18
50 Tim 4 19 14m 21 1 16 9 24m ©
40 25 13 10 22 f5m 17 3 11 2 23m
50 12 1% &8 24 5m 14 19 2 20 13m
&0 T 21 2% 4m 15 12 8m 1 22 19m
70 5 16 20m 9 6 14 10m 25 1Im 7
a0 12 24 &8 16 2m 3 1% 10 18m 23
30 4 22m {1 8 25m 17 13 20 3m 9

5) Determine the severity of each wound dealt by rol-

ling a second D100 and consulting the Wound Matrix
below, This tabie lists five classes of wounds -- Death
(D), Mortal Wound (M), Sericus Wound (8}, Light wWound (1),
and Graze (3, The effects of each wound class are:

D Death =- The victim is struck with a fatal blow. He
cannot be saved by normal first aid emergency save
procedurcs, though he can be saved by a sufficiendly
high-leve! spell or Champlon's attention administeared
within 3510 mr. The affected character is scratched
from The Squad Roster (dswally with @ rotation
indicating the mr in which the wourd was sustained) at
the ead of The curcent mr, bUT remains an ailcibie Target
Tor furthier wounds for the remainder of fhisor,
M Mortal Wound —- The vicTim sustaing 4 points of dam-
age to his GIVE rating, and cannot continue to fignt
(uniess he is & Berserker and makes a STW savel after
the current mr, The victim will die from this wound
within 3310 minutes after it is sustained unless he is
atfended Cy & character wio makes & successful iife-
saving attempt (either through First Aid sxilis or magical
speli), As In The case of Death above, The cnaracter
may be a recipient of further damage during the orgoing
mnr,

S Serious Wound -- The victim sustains 2 points of GIVE
danage, ana must make a 5TM saving throw {(at a bonus
ot 3 To be able to continue fighting,

L Light Wound —- The victim sustains 1 point of GIVE
damage, but is othsrwise unaffectod,

G Graze -- The victimrecsives a glancing blow but suf-
fers no lasting damage to GIVE.

WOUND MATRIX

Ten's One's Place

Place 0 1 2 3 4 S &6 7 8 9
Q0 s L § D & S L M L L
10 2] L L S L G L G L S
20 5 £ S LM L L L 5
30 L L &6 S M D L L § [
40 . M L 5 G L L 5 M S5
5O L b S L S5 & L b L 8§
650 S L L 6 L L § S L M
70 L M 5 L L § D 5§ L L
80 L 6 M L S5 G § L S L
20 S § 5 L M L 5 L 6 5§

¥ a squad's roll on the Wound Matrix was a 65, the
player would look To the 5's column of the 60's row to
determing the etfects ot the 15t wound inflicted -- an L.
Character #5, the recipient of the first wound in our
garlier example, would thus sustain a Light Wound; 1
point of damage would be marked in the HTK space on his
Roster listing to reflect this fact, Matrix result 66
would then be consulted to determine the severity of
the second wound, result 67 for the third wound, and so
on until all wounds are characterized.

The easiest way To record Targst and Wound
resulTs Is To roll D100 Twice To establish initial starting
positions on both mairices, have one playsr act as
caller fo read off the results in order, and a second
player record the outcomses on The appropriate Squad
Roster Sheet, If The example aTtack described sarlier
had resulted in saven wounds, they wouid have been
allocated as follows;

Matrix# Target Matrix# wWound
70 5 05 L
71 16 66 S
72 20m 67 5
73 El 65 L
74 6 69 M
75 14 70 L
76 10m 71 M

NetTe, however, That if (as in the exampie) the farget
squad contained oniy 13 characters, all Target results
jess than 13 would be ignored, vyieiding the following

revised allocation pattern:

Matrixg Target WAtk wWound
70 5 ] L
73 9 56 5
74 [ &7 S
75 10m &8s L
73 7 6% M
&8¢ 12 TG -
Bz ] Ti M

Note That in the revised example, character #6 in The
target squad would recelve both a Serious and Mortal
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wound -— This Is a pertectably leqgitimate outcoma
(though hardly desirabie for poor #6), Remember also
that even fThough thess wounds will renove 46 (and #7,
and possitoly #9 it he fails to make his STM save) from
combat at the end of the mr, these characters will stili
be eligible targeis for any other attacks made against
this squad during This ongoing mr,

6} Steps Z2-5 are repeated for every phasing squad that

nas made an airfack, Then repeat steps (-5 for sach
squad on the non-phasing (defending) side that is
eligible TO make an attack. Remember fthat casualties
are not removed from play until after both sides have
hag their opportunity to sirike; thus all defending
squads will attack at the C¥ or MV level that they
possessed at the beginning of the current mr, regardless
of any casuzlties sustained since,

Mixed Combat Resolution

GMs may find that their players are (somewhat
understandably} wary of placing their favorite charact-
ers info the uncaring meatgrinder of the Mass Combat
Resolution procedure just outlined. For such groups, a
mixed appr-oach can be employed which combines squad
vS, sgquad actions with personal combat. In Mixed
Combat, playsr—characters are considersd fo be
attached T© a given squad for movement, maneuver, and
morale chack purposes. At the point where their squad
enters combat against another squad, howaver, the PC
becomes & separate entity, aftacking (and being
attacked by) one or more membaers of that opposing
squad in an individual battie resolved using normal
combat rules. The procedures used To split off These
individual contests vary slightly depending on wnether
the playerts squad is engaged in ranged or meles
combat, as detailed below.

Ranged Combat

If a pilayer's squad s making a missile atrack on
another unlit, and his PC is equipped with a ready ranged
weapon, the player removes his personal MY from his
squad!s total, and fires individually at the target squad.
Firing players use their normal HAGH for the range
indicated, treating their targets as having an Effective
Armer Class (EACY of 4. If a successful hit is scored, the
chardcter rolis normally on the Target and Wound
Matrices To determine its effect; if a Critical Hit is
indicated, he increases the severity of the wound result
obtained by one level. A playsr may alsc participate in
aimed fire (whether or not the remaiader of his unit is
using This option); he2 must take at least lme without
firing To «im, and may then fire ot any character in the
Target squad he chooses a* a bonus of 2 to HAGH for
sach m- of aiming Taken (It the farget selected is VET,
EACH; if EL or SUFP, EACB). ! successtul, The character
roils on fhe Wound Matrix as above fo determine The
damage done by normal or Critical nits, in either case,
the playerts personal target may aisoc be struck by other
members of his squad.

fa playsrs squad 1s Itselt atfacked by missiie
fire, the glayer can determing whether his character is
the farget of cne or more missiles oy dividing the
nunoer (not My of miszhie firing attackars oy the Total
number of acTive characters in the Target squad. Then
find the row in the tabie below that corresponds to this
result .and roll D6;

NUMBER OF PERSONAL MISSILE ATTACKS

Attackers/Defenders D6 Result
Ratic 1 ya 3 4 5 &
0% to 25% 0 g G 0 0 :
25% fto 50% G Jd 0 0 t '
513 To 80% 0 o] 0 1 i i
314 to  120% 0 o 1 1 i 2
121§ To  150% 0 1 1 ] I 2
i51% to  200% 0 1 i i 2 Z
2014 to  250% 1 1 § z 2 2
2518 to 3004 i 1 2 2 2 3
301% plus i 1 2 2 3 3

It The result indicated is greater than 0, identity
the player's attacker(s) by roliing randomly among the
members of the attacking squad who are armed with
missile weapons, To determine whether these attacks
are successful, use The HACD figuraes indicated below for
The appropriate character type, experience level and
range, adding in The PC's own EAC:

INDIVIDUAL'S HACHS

Archers Foresters All Others
Rank HACH HAGD HAGO
GR 4/8/12 59713 /%13
INT 37711 4/8/12 4/8/12
VET 3/7/11 AT 473712
EL 2/6/10 3/ 31
SUP 1/5/9 2/6/10 3111

It & hit is scored, the playsr sustains normai
damage (106), minus armor absorption, which is
subtracted from total HTK., if & Critical Hit is scored
(VET/EL/SUP Archers and SUP Foresters critical on any
result 8 or more above the ro hitt roll; INT Archers,
VET/EL Foresters and SUP Others critical on 9+ above;
all other categories critical on 10+ above), the vicTim
rolls on the Critical table in Thieves Guild o deternine
i*s additional effects.

GMs should remember Tthat when mixed combat
methods are being used, players may ignore any wound
results to their characters indicated by the Target
matrix during the resolution of ths general missile
attack on their squad.

Melee Combat

in metlee combat, both the player character land
any ailies fighTing beside him} ana his chosen foe(s) ars
removed  from  thelr respective Reoster Soeets et
potential targets during Mass Combat attack resciution.
These characters all have their C¥s subfracted from
sguad *otals, and ignore any wounds received from
Targer Mairix results; They dc continue o count,
howsver, Toward overail casuaity limits (see Morale
Checks below} and Unit GIYE Ratings. in the simplest of
worlds, sach plaver character would face off against
cne NPGC foe: in actuality, however, Tha odds 3/ha faces
may vary consigeracly from (i depending o9 the
relative size of The sguads involved in The sigagement,

To calculate individual battic cdds, divide the
number of men ik the player’s squad (pius Thesa of any
other friendiy squad engaged in the same melse} by the
number of men in The enemy squad (or squaasy being
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engaged; fthen find fhe row in the table below that
carresponds to the resuit, Rell a D6 To determing the
number of participants -~ the tirst number (before fthe
slash) represents fthe number of friendly combatants
invelved, including the PC; the second number (after the
slash} is the number of enemy squad members involved, 1f
the player's side has numerical superiority, there is a
good chance he will have friendly NFCs fighting at his
side; if The opponents have the numerical edyge,
however, the PC may find himself having to fight and
defeat two or more opponents at once.

INDIVIDUAL COMBAT QDD3

Allles/Ensmies D6 Result
Ratio 1 2 3 4 5 6
0% to 25% W33 VS /2 /2 23
258 to 50% /3 W2 12 /2 234
51% to 80% /2 12 23 U/ 1/ A
813 to 120% | Vo720 VA TR V. I VA B VA /4|
1215 1o 150% VAT V4 D T4 T VA T Y
1513 tTo 200% 11 /1 32 21 271 20
201% to  250% /1 32 271 271 21 31
2514 to  300% 32 21 21 31 31 31
301% plus 2/ 21 31 3131 &1

DOnce the number of foes on each side has been
determined, the individual non—player combatants are
selected from the relevant Squad Roster Sheets atran-
dam. Each NPC must then be assigned & weapon and hit
probability with that weapon. To determine weapon used,
roli D100 and consult the gppropriate colunn below.

NPC WEAPCNS

Attacker Character Class
Melee CHA MER
Weapons ARC FTR  FOR THFE  BER__ TRA
Sitsword G1=20 0i=-08 Ci-iz 01-20 01-02 O1-35
B'dswaord 2146 09-21 13-24 21-32 03-15 36-69D
Bastard £7-49 22-31 25-38 33-35 16-27 -
Stteword 50 32-35 29-30 36 Z2B8-34 -
Small Axe  51=54 36-42Z 31=55 37-061 35-36 61-30
Battleaxe 55-56 43-57 56-63 62-66 37-5%% -
Great Axe 57 38-60 64-5> &7 B7-6% -
Spear 55-80 61-72 66~-88 &8-73 &O -
Hatberd 31=93 735-78 B89=93 74-75 &7 -
Mace 94=-97 79-84 94~097 76-83 68-81 £1-9)
war Hmr 95-99 B5-96 98~0G 89-99 82-93 $1-00
GH How 00 97-00 40 oo 94-00 -

An NPDIs HACH and damage bonuses wiTh the weapon

indicated are based on his character ciass and
experience level, as shown in the table below,

INDIVIDUAL NPC BOMUSES

HAGO Bonuses:

+0 All GR characters except Champions, INT Archers,
and INT/VFT Merchants, Traders, and Non-
Combatants

+1 Al GR Champions, INT Fighters, Foresters, and
Barserkers, INT and VET Thisves, VET and EL
Archers, and EL/SUP Merchants, Traders, and
Non~-Combatants

+2  All INT Champions, YET Fighters and Bersarkers,
VET and EL Foresters, EL Thieves, and SUP
Archers

+3 All ¥ET Champions, EL Fighters and Berserkers,
SUP Foresters and Thieves

+4 All EL and SUP Champions, SUP Fighters and
Bersarkars

Damage Bonuses; Treat as additional dice if using
The original Thieves Guild combat system, or as
column shifts If using The new revised ruies.

+1 VET Fighters; GR/INT Champions and Berserkers;
EL/SUP Foresters
+2 EL/SUP Fighters;
Berserkers
Al othar classes do normal damage

VET/EL/SUP Champions and

GMs should also factor in any HAGO bonuses or
penalties that apply if one or more of the sides in The
melee are mounted, Unmounted characters receive a -3
penalty To HAGO when altempting to attack mounted
characters. Mounted characters receive hit prob
adjustments based on their degree of skill in mounted
combat techniques, as follows: Rank B, =3 Rank i, =1;
Rank 2, +1; Rank 3, +3; Rank 4, +4,

Each NPC's hits to kill (HTK) should aiso Dbe
calculated, using the following formuias: GR, 1DiU+15
HTC INT, 1D10424; VET, 2D8+28; EL, 2010+34; and SUP,
20172+38, Subfract 6 hits fron these Tofals for each
point of "wounds" a character has previcusly sustained
during mass fighting prier to the current mr,

It the player character is engaged with multiple
foes, he may freely select taryets each mr for himse!f
and any allies he possesses, If the opposing NPC(s) have
multiple targets to choose from (including the player),
targets should be chosen by random die roli. Combat is
then resoived using normal rules.
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GMs should bear in mind that the squad and
individual melees occur simultaneously, mr by mr. If the
player vanquishes his foe(s) before the squad action is
completed, he may salect a single new opponent at
random from the still active members of The opposing
Squad Roster (kesping any allies he had who are still in
o condition to fighti, |If, alternatively, one of the
squads in the mass melee withdraws, routs or surrenders
before The individual combat is resolved, the characters,
belonging to that squad (inciuding the players) will alsc.
rout, sustaining any additional damage from Pursuit Fire
attacks as appropriate.

It & character invalved in individual combat sus—
tains 40% or more of his total HTK in damage in a single
me, he is Seriousiy Wounded, and must make a saving roll
against STM at a bonus of +3 to continue fighting, If a
PC has taken 804 or more of his total HTK, he may elect
to declare himsaif mortally wounded and out of The
battle. Very seldom, given the relative abundance of
opponents on the field, will an NPC be able to take the
time to tfinish offt a groaning and recumbent foe; this
will occur onty 5% of the time, Thus, there is usually a
vary good chance for even a badly wounded PC to sur-
vive, provided his side ultimately carries the day.

GIVE Recalculation

After both sides have finished resoiving their
attacks, using elther Mass or Mixed modes of resolution,
each squad must remove from action any ¢haracters that
have been disabled or killed as a result of damage
sustained. Any character sustaining a Death or Mortal
wWound result must be removed at this time; in addition, a
character must be removed if hs satisfies any one of the
following conditions;

a) if he has sustained a Serious Wound and missed his
STM saving roll;
b} it he has sustained total damage equal to or greater
than his GIVE reting; note that if a character
sustains GIVE damage 3 points or more in excess of his
GIVE rating (a GR fighter receiving 5 points of GIVE
damage, for instance), he is dead rather than disabled;
c) if he has sustained total GIVE damage of 4 points or
more, in any combination, and falls To make a saving
roli against $TM {at a penalty of 2J.

(GMs Note: Characters disabled from combat by
conditions a-c may re-enter the fray at a later time if
they receive magical Hesling attention sufficient to
bring them cutside the limits of thesa conditions.)

Mounts receiving six or more points of wounds are
considerad disabled; a Mortal Woumd will not itself
disabie an individual mount, and a Serious Wound does
not require g saving roli. However, mounts receiving
Two or more wound 2oints in a single melee round will
atftempt to bolt uniess war-frained (a slim chance uniess
noble knights are invelved). The rider of a bolting
mount must use his riding skill fo regain to regain
conirol; chances are: Rank 0 Horseman, 25%; Rank 1,
49%; Rank z, 63% Rank 3, 30%; Rank 4, 8%%. I|f The
effempt is dnsuccessful, both mount and rider are
effectively removed from the squad roster for the
remainder of the encounter,

Once all disabled characters have been removed,
cach squad should retotal the GIVE, €V, and My values
tor those men and mounts who remain active., Units that

hava suffered substantial losses may have to make
Morale Checks (see below), After all Morale Checks are
rasolved, the remaining units may initiate a new round
of movement and combat,

Morale Checks and |ltimate Cmbaf_@gsglqtigﬂ

AS @ squad sustaing casuatties, its willingness to
continue fighting will be increasingty impaired. Fach
side is assumed to have a Minimum Casualty rating,
indicating the point at which casualties become a major
morate factor -= 40% losses for bandits, 307 loses for
caravan guards, and 20% for sguads of passengers,
caravan employses, and other non-combatants. On the
first mr in which the MCR is reached, the squad must
maks a Morale roll -- a saving roll, using 2012, against
its Morale rating; if successful, the unit stands and
fights - if unsuccesstul it Routs, immediatety
attempting fo disengage and flee the battefiold or 1o
surrender. For each additional 10% casualties sustained
in a ftight, an additional Morale roll must be made,
subtracting 1 from the normal Morale rating for each
additional level of casualties taken,

Similarly, it is rare indeed when the losing side in
a conftict fruly "fights 1o the fast manl® At some point
in any battle, a situation may he reached in which one
side 0 outnumbers the other that to continue fighting
is suicidal for the lesser side. At any time a total group
has sustained casualties of 304 or more, and is
outnumbered 2 to 1 or more, thers is good likelihood
that the remaining forces will either surrender of
affempt +o tlee. To fight on under such ¢ircumstances,
the unit must make a Morale saving roll against twice
unit average GIVE (rather than the normal 3 times),
rounded down to the nearest whole number,

Hoa unlt flees, its opponents will get one
additionai round of free strikes if the flseing squad is
mounted, or two if they are on foot, However, the
nunbers of all casualties sustained ars halved, to
reflect the rapidiy growing distance between the twe
forces, Alternatively, of course, opponents with MAs
equal to or greater than those of their flesing foes may
elect T give pursuit To these units, seeking to capture
prisoners or to eliminate any withesses to their
nefarious deeds. In this instance, close combat
casualty numbers are held at two-thirds of normal, but
ranged fire is at a penalty of 2 columns left on the
combat results tabie and all casualties are hailved,

H a3 squad surrenders, there is some chance that
its victorious foes, deep in the throes of blood-fust,
may fail To recogrize this. If the victorious unit(s) fails
a Horale saving roll at & bonus of 4, it will continus to
fight, and will recelve one mr of free strikes. At This
point, The Msurrendering™ unit will {provably) realize it
is In deep troudle, and will begin To tight again -- move
atl further combat for such units 1 column to the right
to refiect their fighting desperation.

It is conceivable that either side in & raid have
some reserves (squads held back at the beginning or
freed from action for one reason or anoTher) or
reinforcements ("The cavalry is coming!"} that wili enter
the battle in later rounds. Whenever such forces enter
The fray, those units against which The new squads make
thelr first aftack will suffer a penalty of 2 to Morale
rating for their next Morale saving roll,
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The Caravan’s Cargo

If the bandits succeed in vanguishing the <ara-
van's defenders (paig or voluntary), they may begin to
investigate the ill-gotten fruits of their labors, in most
cases, the cargo carried bty The caravan wili constitute
the bulk of its patential value to The raiders (although,
on some occasions, ransomable passengers or the
parsonal possessions of the Traveliars way repregsent a
significant source of booty). This section details
procedures a M can use to determine the nature and
valus of the carge carried by a given caravan,

Lootl!]

For purposes of this discussion, cargo can be
broken down into three categyories: Basic Commodities,
Fine Commodities, and Special Posscssions, Basic Com-
mod [fies represent common bulk materials or semi-finish-
ed goods of sufficient value to justity fransport to dis-
tanT markets, These materials wiil normally constitute
the contents of {75 + 201015 (rounded down) of The cara-
van's fitled cargo spaces; subtract 5§ from this tigure it
the caravan's Valus Status is Good, or sublract 10% i
its ¥S is Wealthy. Then rell on the Basic Commodlities
table below to determine what cargos are being carried.
Small caravans roll twics on this table, with the first
cargo type rolled filling 604 of The spaces allocated for
Basic Commodities, and the sacond cargo type the re=-
maining 40% of those spaces; Medium and Large caravans
roll three times, with a split of 50% for The first type,
30% for the second, and 20% for the third; Huge caravans
roll four times, splitting the spaces AQ%:25%:20%:15%
among the cargo types. GMs should note That values

BASIC COMMODITIES

Dis Roll Commodity value/Space
0i-08 Raw Cotion 15GP
05-12 Raw Wool 12GP
13-18 Raw Flax 30GP
19-20 furs 400GP
21-27 Hides and Skins 250GP
28-31  Iron ingots 350GP
32-35 Copper lagots 480GP
36=-38 Lead Pigs 100GP
33-403 Tin ingots BOOGR
41-47  Lumber* 756P
A8-54  Wina/iAl2 4GP

5-58 Grain 5GP
5U~E(  LIvesTocr™™ TOGP
£51-52 Pipaweed 25GEP
B2-57 Hemp/Jute 20GP
£3-70 Drossed Stane® iZ2BGP
71-78 Cloth FEQGP
73-32  Luxury Slorh 1, 203GP
83-36 Leather Goods &3AGP
27-33  PRawter/Sronze/Copperware L006P
G4~06 wooden fens 128GF
Q79 Stesi Barstoox 1,60G6F
GG~-00  Slaves®® BaGP
¥ Cargo carriad oniy oy wagon; revfoil non-wagon,
¥ Cargo normaily Traveis under own power.

indicated throughout This secticn represent what items
are worth, which is usually considerably more than the
bandits wili generally receive for the goods when they
dispose of them (see Fencing Stolen Goods in the
Thieves! Guild rulas for more details).

Fine Commodities include finished goods, nighiy
crafted items, luxury commodities, and precious stones
and metals, Because of thelr high value and Jow bulk,
Thase items are usuaily packed in quantities smalier
than a full cargo space. These sub=-units are:

CR Crate —- fills one-half (1/2) of a space, This is a
wooden box built to contain things, with a  10%
chance of a Complexity 1 lock or trap.

CH Chest —- filis one=-guarter (1/4) of a space. This is
a smaller wooden box, generally Wwith thicker walls
and sometimes (35%) metal-bound for further protec~
tion, Chests are generally (85%) locked (G1-72,
Comp 1; 73-82, Comp 2; 83-85, Comp 1D4+2), and may
be trapped (base chance 208, +15% if metal-bound),

CQ Casquet -~ fills one-eighth (1/8) of a space.
Casquets are very small versions of chests, and are
always tockad (01-60, Comp 1; 61=-93, Comp 2; 94-00,
Comp 134+2), and usualty (753 metal-bound; there is
a base 40¢ chance of a trap, +10% if metal-bound
{01=32, Comp 1; 33-48, Comp 2; 49-50, Comp 3),

Use the Fine Commodities chart below to fill out
the remaining cargo spaces with these items, Continue
rolling until all spaces allocated as used have been
completely filled, ignoring any overflow from the final
roll.

FINE COMMODITIES

Die Amount unit
Roll Commodity Carried Value
01-06  Armor 2D4 CR 400GP
G7-09  Artworks 104 CK 2,B00GP
10-14 Coffee/Tea 26 Ck Z,0006P
15-16 QDiamends 106 CH 12,0006
17-18 Driso/Exotic Fruits 2D4 CR 400GP
19-21  Fine Armor 204 CR 800GP
22=27 Fine Leathers 3b4 CR 750GP
28=-30 Fine Weapons 1D4 CR 1,800GP
31-3% Gemstonas 203 CH  &,0006P
34-35 Gold b4 CQ  6,000GP
36=-44 Herbs 206 CR 1,Z00GP
45-48 Ivory 203 CR 2,500GP
49-51  Jewelry 103 CQ 8,0006°
52-%3% Magic Items 103y 10,0008
B4-5%  HNarcoTics 203 Gy 4,500GP
56-57 Pearls B4 CH  6,0006P
58-£1  Perfumes 204 Ty 402GR
62-64 Rare Metals 2D4 CH 2505P
65-E6  Rare woods 204 O 350GP
67=-68  Religious ArtitacTs 106 CH S00GP
69~-73 Salt 304 CR S00GP
74-77 Scroils/Books 104 CH S00GP
78-31  Silver ingots 204 CH O 1,2006GP
872-8%  Spell Compenents 204 C§ 3006P
B4-91 Spices 205 CH  2,5006P
$2-94  Sugar 204 CR 1,500GP
25-G0 weapons 3D6 CH 250GP
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Special Possessions are items of interest which are
contained among the belongings and gear of the
passengers and employees of The caravan. To calculate
the total nunder of Special Possessions present, the GM
tay use either of the two methods presented below,

Method 1: Rell separately tor each character present in

the caravan, according to the following ¥ chances:

35§  for each VIP Passenger {ses below for calculation
of the number of ViPs on a caravan); if the roll is

successful, roll again at one=half the previous chance

for another Special Possession -- continue, halving the

chance unti| missed.

15§  for each other Passenger (no rerolis).

V0% for each caravan Guard (6o rerolls),

3% for each caravan Employee (na rerolis),

Special Possessions

01-15 Fine Armor -~ 01-75, Chain; 76-00, Plate;
15% chance of +1 AC.
31=-50 Fine Weapon -- 01-35, Ornamental (2D6 times

normal vailue, no combat bonuses, somatimes
combat minuses due to poor baiancing); 36-65, Well-
balanced (+1 HP); 65-95, Enchanted (+ 1 Damage Die);
96-00, Enchanted (+1D3g HP, + 1D3g Damage Dice),

51-60 Letter of Credit —- 31-60, sight draft for
2D6 % 100GP in destination city (60% negoti-
able if prasented along with other evidence of bona
fldes from the characteris personal effects); £1-00,
letter of credit for 204 x 1,000GP (35% negotiable),

61-75 Jeweiry -- Q1~75, good quality item of per=
sonal jewelry {value 2D8& x 5QGP); 76~00, ex-
cellent quality item (value 1D6 x 1D6 x 100GP).

76-~80 Talisman -- an arfifact or home=prewed con-

coction designed to protect the holder a-
gainst any of a variety of ill effects (diseass, ¢rea-
Ture attacks, magic, efc.); the GM rolls privately to
determine the efficacy of item (60% chance of actual-
Iy working); economic value 1D20 x 10GP.

81-85 wMap -- & diagram purporting to show the lo-

cation of an adventure opporfunity, treas-
ure, etc,; the GM rolls privately to determine the ac—
curacy of the item: 01-70, completely accurate; 71-
85, essentially correct but with one or more critical
detalls missing; 86-00, utteriy worthless: economic
value [1020 % 1D101GP.

86-90 SaivesPotions/Gintments «- various concoc-
tons which srovide healing relief (GM's dis-
cretion as o number and potency of items).

91-95  Magic Ifem -- 01-40, sseful non-combet iten
(.., light stick, direction finder); 41-5%,
offensive mag.c g 55-70, defensive magic item;
71-00, scroll performing any of a number of functions
(uscful non-combat, offense, defense, healing) on a
one-tims basls,
96-00 Miscellangous —- any other item of interest;
possible objects include: 1) a set of formal
arttire; 2) personal supziies of perfumes, cosmetics, or
narcotics; 3 retigious artifacts; 41 craftsman's tools;
8) Thieving fools; €} a particularly high gquality
mount; or anything eise That strikes the GW's fancy,

Mefthod 2: Alternatively, those uninteresfed in roiling a
hundred or more separate sets of percentiles can simply
assume that the law of averages pravalls, and estimate a
total based on the percentages given below (tha VIP
percentage takes possible rercils into account):

number of VIP passengers Times .42
+ number of other passengers times .15
+ number of caravan guards times W10
+ rnumber of caravan smployees times .03
Totai Special Possessions ?i

Once the total number of these Special Possessions
is calculated, The items should be individually rolled up
from the Special Possessions tabie below, GMs may wish
To personalize and expand on Tthe general descriptions
if and when the bandits locate these goodies.

THE CARAYAN OF GORDTIN

Our old buddy Gorotin has 47 filled cargo spaces
to allocate among various items; 41 of these (39%) are
carrying Basic Commodities, As s Small caravan,
Gorotin rolis fwice on the Basic Commodities table;
the first result (for 60% of 41 spaces, or 25 spaces) is
Wine/Ale, the second (for the remaining 40%, or 16
spaces) is Copper Ingots, He then fills out the
ramaining 6 spaces with Fine Commodities, rolling:

Sait 6 CR (3.0 spaces),
Herbs 5CR (2.5 spaces),
Armor 4 CR (2.0 spaces; nota, however, that

since only 0.9 spaces are left,
only 1 GR of armor can actuaily
be shipped),

The caravan has 4 VIP passsngers, 23 nornal
passengers, 24 guards, and 15 non-guard employses,
His toTal number of Special Possessions (using the
simpie method) is equal To 168 (42 X 4) + 420 (115 %
Z28) + 2.40 (W10 x 24} + Q.45 (.03 x 19;, for a ToTal of
875 {rounded to 3. Rolling oa the Special
Possessions table, Gorotin obtalns these results;

A} Map (flawed; value £} Weapon (Enchanted, +
3GP) 1 Damage Die)

By Magic item {useful F) Plats Armor =1 AC)
non—-comnbat; Gi Misceiianecus ttem

C) Plate Armor {thieving Ttools)
(unenhanced) H} Magic item {scroll --

D} Letter of Credit offensive spell)
(300GP)
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(Ms should bear in mind that The exertions of the
Just concluded battles may have resulted in the partial
or complete desfruction of some of this cargo. Fire
damages, wagon crashes, framplings and animal boltings
can ail take their destructive toll, In many cases, the
players may need a slap of harsh experience to teach
them not to jeopardize the condition of the True object
of their efforts in the fury of dlood just,

if the players ars acting as gang leaders, it wili be
their job to divvy up the spoils ot The raid, and thay
may do so in any manner thay see fit (though the GM may
decide to interject NPCs from The gang into this process
if he feels that the playerst decisions would <ause
protest or more sericus conflict), If the players acted
merely as squad members, The GM will be rasponsibls for
assigning them their Mcut of the loof, Taking info
account the role their characters played in achieving
the desired result,

Special Passengers on the Caravan

Passengers on a caravan will vary from fabulously
wealthy to church-mouse poor, from lovely young
maidens to tat and ornery master merchants, In most
cases, only a few of these individuals (the so callad
"yiPsY —- Yery Interesting Persons) will be of any
significance To the bandits. The number of VIPs in a
passenger group depends primarily on the caravan's
value Status and the Masterts reputation. Cross-index

VIP PRESENCE these two tactors on the
VIP Presence chart o
Value Masteris Ability the left to determine The
Status P F G E base percentage, then
add a 204 random factor

Poor 5 7 9 11 a '
Average 7 10 13 16 to this base (only 1D4 if
Good 10 14 8 22 either Value Status or

Reputation is  Poorl,
Then mulftlpiy this per-
centage by total passengers to determine total VIPs
(rounding down). Note, however, that certain members of
the non-guard caravan squads have aiready been
designated as VYIPs by virtue of Their Rank and
GCharacter Class, The total number of ¥iPs can never bs
less than the number of characters previously
designated in this manner (although it can, of course,
be morel. If all VIP characters have not been previously
delineated, roil @ D3 below for each additionatl VIP.

VP BACKGROUNDS

Wealthy 14 19 24 29

DR Type DR _Type
7 Merchant 5  [Dowered Bride
2 Trader 6 Adventurer (FTR, ARG, THF)
3 Artisan 7  Buresaucrai/Dipiomat
4  Noble 8 Priest/Priestess
Ransoms

Many ViP characters are potentially ransomable 10
their loved ones andsor associates, The GM should moh
wnce on the Ransoming Potentials table below for each
¥IP to determine the character's ransom potential. Roll
D100, and subtract 15 from the result if the character is
a Noble, add 10 if the character is a Trader, Mage, or

Priest, or add 20 if s/he is an Adventurer. Six leveis of
ransomability are defined.

RANSOMING POTENTIALS

Die Roll Ransom Potential

01-05 Lovel 1 Vigtim worth 106 x 1G,0006P
06-15 Leval 2 ViceTim worth 2010 x 1,0006P
16=-35 Lavel 3 yictim worth 106 x 1,000GP
36-55 Level 4 Yicetim worth 104 x S00GP
56-75 Level 5 Victim worth 1D10 x 100GP
76-00C Level N Victim worthless for ransom

GMs should note that the chances that the ransoms
indicated here will be paid are far from guaranteed;
there is cnly a [1D8 x 101§ chance for each individual
that a ransom demand will be considered by the
extortees, and even then the gang must successfully
work out the mechanics of sxchange of ransom and
prisoner without reprisals or pursuit, Thers s also a
good chance that any ransomable prisoner who actively
participated in ths just concluded combat may already
have been unceéremoniously Kiled. HNonetheless, the
avenue of ransom can occasionaliy offer exceedingly
lucrative side benefits from a raid.

The ofher passengers, sfill-living guards, and
employeas generally constitute more of a problem than
an opportunity. The gang's leadership must dscide
whather 1o follow the standard "leave no witnesses"
policy and commit wanton acts of rapine and murder, or
to fry and identify some alternative approach to their
disposal. In some cultures it may be possible to seil
soma of these prisoners intfo slavery; however, the
safest course Is offen just to leave the survivors to
tend for themselves, with a bare minimum of supplies and
clothing and no means of fast transport, This latter may
prove a particularly appealing strategy in areas of the
countryside where The bandits have reason fo fear that
oo much indiscriminate kitling willi give rise to &
concerted attempt by the regional authorities to bring
The perpetrators to an aqually brutal justice,

THE CARAVAN OF GOROTIN

Gorotin's caravan has 4 ¥iP passengers (33§ of 32
passengers is 4,16). Al four of these characters
have already been idenfified as members of The non—
guard combat squads: a VET Merchant, an EL
Merchant, a VET Trader, and a YET Mage. Their
ransom potential is outlined individually below
(provided, of course, That they're still alive at the
end of The combat portion of the raidl.

Ransom Ransom
Character _Level Chance
YET Merchant 4 40%
EL Merchant ] -
VET Trader N -
YET Mage 3 2%

All of Gorotin's cardvan has now been aescribed
in the example sections scattered through these
rules scctions; a summation of the caravan, and
Typical layouts for road travelling and nighT camps
are provided on the next page, used as it stands,

2-65



THE CARAVAN OF GOROTIN

BASIC STATISTICS

SQUAD STATISTICS

Guard Squad 1

Master; Gorotin en-Birishtak (Faic, 050 9, MAG: 147
Size/Mode:  Small wagon (10 vehicles) Loader: Xarphen Rank: EL FTR BIVE Ad,: +0.,20
Adegquacy: 504 (24 guards, 30 reguired) CHA: None MAG: None GIVE Ad: +0,00
Value Status: Average Men: i2 MounTs: M9 WA: 16 CV_Ad): +0F |
Employees: G dri\"ef-ﬁ, 2 drovers, 3 general Total GIYE: 80 AVG GIVE: 6.67 Al GIVE: 6,87
Spaces: 200 start, less: 26 supplies (1358) Rank: EL Marale: 21 Tot CV¥: 67 (67) Tot My: 39
4 enployee stowage (1/370)
Available: 170 Guard Squad 2
Filled: 119 (708 : )
Passengers: 32 (65 spaces at 2 per passenger] Leader: Bargglon Rank: INT FTR GIVE Adj: -0.30
i - i . CHA:z None MAG: Mone GIVE Ad): +0.00
¥iPs: 4 (VET MER, EL MER, ¥ET TUR, VET MAG) Men: 17 Mounts: M7 MA: 16 OV Ad,: 404
Stowage: 7 spaces . L2 < al
. . Total GIVE: 46 Avg GIVE: 3.83 Ad) GIVE: 3,53
Cargo: 47 spaces filled with cargo Rank: BR Morale: 10 Tot CV: 46 (46) Tot My: 32
41 spaces Basic Commodities (89F of 47
2% spaces Wins/Aie Non-guard Squad A
16 spaces Copper |ngate
& spaces Fine Commodities (114 of 47) Leader: Hahrd Deelah Rank: VET TOR GIVE Adj: +0.00
3.00 spaces  Salt 6 CR) CHA: None MAG: 1 WET GIVE Adj; +0.50
2,30 spaces  Herds (5 CR) Men: 17 Mounts: F Ma: 8 CV Ad): O
0.50 spaces  Armor {1 CR) Total GIVE: 48 Avg GIVE: 2,89 Adj GIVE: 3.19
8 Special Possassions Rank: GR Morale: 10 Tot C¥: 48 148) Tot My; 18
Al Map (flawed, 36P)
B} Magic Item {useful non-combat) Non-guard Squad B
T
o e ey lune jrioiied Leader: Hakke Mupp Rank: VET FTR GIVE Adj: 0,00
: CHA: None MAG: Mene GIYE Adj: +0.00
£ Weapon (enchanted, + | Damage die) Men: 15 Mounts: F MA: 8 OV Ady +08
F} Plate Armor (quality, +1 To AC) 2L L1 : al
) Miscsllaneous {thieving tools) Total GIVE: 35 Avg GIVE: 2.70  Adj GIVE: 2,7¢ br Rank: GR
H) Magle Ltem (scroli, otfensive) Morals: 8 Tot Ov; 17 (1) Tot Mit &
CARGO STOWAGE
Wagon 1: Master's wagon; | driver; 1 Master; 1 employee: 0.5 Wagon &: 1 driver; 3 passengers (1 VIP -~ EL MER); 1 space
spaces Armor (1 CR); 4 spaces employes stowage; 6 passenyer stowage; special items; C,E, F
Spaces caravan supplias; special items: B, D Wagon 7: 1 driver; 2 employees; 6 spaces Wine/Ale; 2.5 spaces
Wagon 2: 1 driver; 20 spaces caravan supplies Herbs (5 CR}
Wagon 3: 1 driver; B passengers; 2 spaces passenger stowage; Wagon 8: 1 driver; & passengers (1 VIP -- YET MER); 1 space
special item: G passenyer stowage
Wagon 4: 1 driver; 20 spaces Wina/Ale Wagon 9: 1 driver; 3 passengers {1 VIP -~ VET MAG}; 1 space
Wagon B5: 1 driver; 8 passengers {1 VIP — VET TDR); 2 spaces passenger stowags; special item: H
passenyer stowaye; special items: A Wagan 10: 1 driver; 2 passengers; 16 spaces Copper Ingots

Road Travelling

SQUAD 2

Squads A and B form anly
it caravan is attacked.
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Cat Burglary Scenarios
and
Second Story Adventures

G. The Lesson

Every now and then, the Thieves 3uild must
enforce its authority over Those under ifs jurisdiction,
whether the subjects of its discipline are merchants who
have failed to hold up their end of some bargain or deal,
or its own errant members. This advenfure involves a
"special assignment” from Haven's Thieves Guild, awarded
to the players for any reason ranging from failing to
properly pay their 15§-25% tithe, insulfing a Guild
officer, or botching a former assighment. If The thieves
are notT already members of the Guild, of course, This isa
prime opportunity (from the Guild's point of view,
anyway) for Them to rectify this oversight, Despite any
sins the party may have committed in the eyes of the
Guild heirarchy, it is not to the Guild's advantage for
the thieves to fail, so there will be certain background
information that the group will be able fo obfain to ald
them in their task, MNo magical artifacts or other
equipment will be forthcoming, howevear, since the party
is technically in disgrace. The following is the
background information that the players are glven on
their task:

Talen, a minor merchant of the North Corridor, who
has recently been enjoying temendous financial
success in his pusiness dealings, has refused to make his
usual "tax®* payments {profection money) 1o the Guild.
Two agents sent to collect the debt were severely
thrashed by Talen's powerful bodyguard and Turned over
to The Guard. This cannot be ailowsd to go unpunished,
However, the merchant is rumored fo have recently
spent @ large sum on the purchase of an exotic gemstone
known as the Lion's Heart Ruby, which he vatues highiy.
it has bean decided thet the merchant would bes much
more reasonable about paying his debis if the ruby was
in the Gulidts hands; the playerd task is tc aguire this
gem for the Guild, Anything else tney pick up on Their
own wouls be Theirs, minus, of course, any "JuUss! they
owe The Gulld,

Sther members of the Talen's household include
Stasa, his iovely mishress; Sherren the bodyguard, a
former mercenary; a apprentice clerk named Nermal; and
a house guest whs works for & visiting caraivals There
are apparently no other househeld servants, The
players should se given a rough Tracing of the house
plan showing Tne geénerat layout of The rooms, but nc
details on thelr use or The location of any locks or
secret doors, (See the description of Talen's house for
ofther meditications for The players outdated floorplan),
The players may also be shown the general layout of

LaRue Streef and its buildings and various businesses,
Both the street map and the floor plan of Talen's house
may be found on the inside back cover of This book.

It should be pointed out to the players that, while
The Guild wants to feach Talen a lesson about breaking
their "contraci®, they do nof want to lose him as a
future source of income once hats convinced To behave.
Thus, any serious damage to the house or ifs occupants
will be dealt with rather harshiy by Guild authorities.
They would most prefer that Talen not even be aware of
the theft until they offer to ransom back his prize ruby
for a fraction of its worth — say, about the amount of
the money he owes the Guild for back *raxes", with
interest, of course, for the late payment.

Members of Talen’s Household

Talen (#1011} — until about a year ago, Talen was a
rather run-of-the-mili merchant dealing in fine rugs and
tapestries. However, some shrewd deals with contacts
daveloped over years of wandering the trade routes
have recently paid off, increasing bhis profits and
boosting his standard of tiving to a new record high. tn
a fiurry ot spending (much of which explains his not
attending To expenses such as fthe profecilon money
owed 1o The Guild), he has purchased numerous rare
books, new furnishings for his house, gifts for his lovely
young mistress, and a number of other valuables, as well
enjoying the prestige of being The oniy merchant on the
sireet 1o employ a private bodyguard (now more of a
necessity than a luxuryl. The Thieves Guild is not the
only outstanding debt Talen has at the moment; he owes
money now to several suppliers, and has not paid his
household statf their wages for nearly four weeks, This
does not worry him yet; he is expecting a shipment of
Tapesiries from Kandal to arrive in a week or so, which
with  alleviate his most immediate money probiems.
However, with a merchanits usus! reserve, he has Told no
one of this impending deal.

Despite his lack of restraint with his new-tound
woalth, Taien is aot a total fool, and has a fair measure
of selt-confidence born of years spent traveling The
sometimes gangercus trade routes of the Ten Cities
~egion. He 1s not grone fo panic, for example, if faced
by an armed opponent, and is not unskilled in The use of
a shorfsword, This bravado wili guickly cissoive should
he be clearly oufnumosred, cornered without The
protaction of nis bodyguard, or faced with a serious
threat te Stasa or narmal,

Talen is & stocky, sandy-haired man in his mid-
thirties a ready smile for clients and a congenial
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personality. Proud of his success, he wears the richest
Clothes he can afford, and has recently developed the
hat't of carrying a rather large sum of cash, as a sign
of his new affluence, Hence, his purse will contain at
least S50GP +(3D6x 10)GP in assorted coins and gems.
Ever since The attempt by the Thieves Guild to gain
access fo his house {when Sheren badly injured the two
hapless thugs), Talen has aiso gotten into the habit of
carrying his shortsword and a very business-}ike dagger
whenevar he leaves the house, Ofher tThan the clothes
on his back, the only other valuable item that Talen
wears is a gold ring set with a fremendous star ruby.
The ring bears Talen's crest, and will be difficult to
fence, unless the thieves find a dealer with cut=-of-town
connections where Talen's name will have less meaning,
The ring is worth about 700GP; the unset stone, 5500P.

Stasa (#102) — Stasa is a young courtesan who is
definitely on the rise, Her position with Talen is secure,
(it varies from time to time, but its certainly secure),
and she knows a good deal when she's sitting in the
middle of it. S$he convinced Talen of her devotion to him
early in their relationship, which (coincident y) occured
at about the same time as the onset of Talenls current
prosperity almost to the minute. Despite her previous
intention not to yet too invelved with her meal Ticket,
Stasa has become quite devoted to Talen, (she is Just
nineteen, and Talen is only her second patron), She will
use every asset she possess (and the girl does have some
attractive assets) To 1o keep Talen out of frouble,

Stasa is profoundly athractive, extremaly guileful,
with an air of innocence that is quite appeating, It
should also be noted that the slim dagger carried at her
girdle is not mere decoration or just for buttering

bread; Stasa has not always lived in the lap of Talen
¥
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vo 0 80, luxury., However, her favored weapon remains
her sex, and she is wall aware of its appeal.

Like Talen, S$tasa has a taste for rich ciothes
{although her sense of style is much finer)., She also
waars several flattering and expensive-looking pieces
of jewelry, all but two of which are excellent fakes. She
wears a silver bracelet with opals (the rea} articiel,
worth about 375GP. This bracelst alse contains a
reservoir ot a powerful aphrodisiac and a small, spring-
toaded needle. A single scratch with this (STM save st
normal levels o ignore effect) will inspire a sudden,
single-minded interest in the opposite sex for 106 hours
OF untii satisfied. The braceiet holds only one dose at
a time (Stass can refill it from a vial in her Jewelry
chest), and she will not waste it it her own charlsma is
sufficient for the task at hand. Among her other
artficies of jeweiry (earrings, pendants, rings, ete,) is a
genuine platinum and jade locket which she never takes
off, bearing the image of a wolf's head with a star, a gift
from a previous patron who happened to be a skitled
enchanter. Stasa witl not willingly surrender it; if
forced from her, it will glow slightly and the bearer wiil
turn bright blus from head to Toe (MGR save at -4), The
embarassing tincture will last 1D10 weeks, and wiil not
wash off. Stasa's purse, which hangs from her belt,
contains 4D8 x 10GP and a silver whistle which wili bring
gveryone in the house running if blown,

Sheren (#103) — Sheren is a tall, well-muscled man with
bronzed skin and hair from years of exposure 1o the
eiements, and a plain, honest face, AF age thirty-two,
he has led a full and varied lite, baving been averything
from a mevcenary, a gladiator, and an aaventurer, to his
most recent profession of carnivai strongman. However,
he had grown weary of his homeless, danger—filled
existence, so when Talen offered him a place as his
bodyguard, he pondered not iong at ail. He has bean
Talem's constant companion for over half a year now,
and is quite comfortable with the light duty, good food,
and a warm bed. This is not to say that Sheren is
getting soff, however, for nothing could be further from
the truth, Having more time on his hands then ever
before, the old soldier spends most of i+ fraining, honing
up old skitls and keeping in shape at one of the local
Sworn Swords Halls, Sheren is, as couid be guessed from
his former occupations, a better than average fighter,
with considerable skill in the use of sword and spear,
including a deadly accuracy with the javelin, He is
quicker on his feet than one might expect #om his
powerful muscied bulk, and can use the spear as a
quartersteff to parry as wel as attack with its head.
Sheren accompanies Talen whenever the merchant leaves
the house, armed with his shortsword and his favorite
Spear; he wsars a scaie mail shirt and armored greaves
as a matter of course,

sheren is by nature a solldly honest man and loyai
To his enployer, despite the delay in getting his wages
This past month (nothing new to a former mercenary, and
not a problem as long s the grub and ale hold cuti. He
should be handied as & formidabis adversary 1o fhe
piayerst mission, and one they should avold a confron-
Tation with if at ail possible. Needlsss to say, Jalen is
well-pleased with his bodyguard, and both are iooking
forwara To a iong parfnership, much to the dismay of
Markas, who believes his ola friend may be getting soft,



Sheren is not overiy fond of personal ornamenta-
tion, and has been investing his money in shares in a
popular local favern (he now owns a lucrative 125,
Thus, there is littie To be gained (save contusions) from
an attempt at his non-weapon possessions, He wears a
set of steel bracers, chased with silver, worth about
150GP each; and a pair of silver spiked rings worfh
about 20GP each, The rest of his garb is well-worn
leatner and homespun. He also owns a well-cared~for
scale shirt, three steel-tipped spears, six gavelins, a
sturdy smail shield, and a shortsword of excellent
quality (+1D4 damage; The best of Darnaigan steel) kep?
in a worn leather scabbard, The only weapon of yreat
value that Sheren owns is a biue lacquered javelin kept
in a grey leafTher sheath; the name MHeartseeker! is
engraved (in Elvish) along The length of The weapon.
When a command word is spoken, the javelin will fly
straight to the heart of the foe it Is cast af, doing 4x
normal damage. The javelin was a glff from an elvish
lady for whom Sheren once performed a service and has
only a limited number of uses, 5o he will only use it in
great need.

Markas (#104) — Markas is an old friend of Sheren's from
his days as a wandering adventurer and carnival
strongman, The carnival is now in Town, with Markas stiil
performing, and there is nothing that Markas would 1ike
better than to convince his friend to join him when the
carnival leaves town, Markas is small and wiry, dark-
haired and shifty-eyed, and lacks Sheren's honest
nature; he therefore sees nothing wrong with taking
Talen (who is only a merchant) for whatever he's worth,
and cheerfully skipping town, Talen knows nothing of
Markas' intention of coercing Sheren back to the
carnival, or he would certainly not have exfended the
hospitality of his home fo the man (he did so only a¥
Sherents request).

Sheren is not, however, likely To leave Talen's
employ quite so sasily (running around with Markas has
proved on occasion to be hazardous fo his healthy, If
handled properly, Markas could become a valuable ally
for the thieves, as he has plenty of motivation to cause
Talen some grief, and has access fo the house and iTs
contents. He knows nothing of the ruby (Talen is not a
faoh), but he is in a perfect position To unlock doors or
see that Sheren is safely occupied elsewhere during the
+thieves! visit, He is also astute enough to find The
second~floor enfrance to the Library, and surmise That
such a hidden door must have items of great value
peyond, Markas is a bit of a thief himself (a bit?), and is
quite likely to demand a sizable cut (30-508) of the
fruits of their labors. His primary objactive, besides
lining his own pockets, is To taik Sheren into returning
to the carnivai, and ke witl do nothing that will harm his
friend.,

Markas has the reflexes of most who live on the
edge of the law; if startied, his first reaction may be 1o
employ tne talent that has earned him his place in the
carnival, for Marxas can throw daggers and handaxes
with deadly accuracy. He can throw up To Two axes or
daggers in one mr {(at a single target) with no penalty,
and has a +3 To his HACH if throwing only one (with a
turther -2 to his Critical Hit Probabilityl. He also is
skilled with & rapier, and c¢an fight in the florentine
style (two weapons) as well, wielding a rapier in his right
hand and the dagger in his leff,

Ember Burst {(a small

Mar kas carries a considerable amount of cash af
all times to enable him Yo indulge his somewhaT impulsive
nature; thus, his purse will contain around 5010 x 10GP
wortn of coins and smail gems, Being only a little bit
paranoid, Markas carries his dagger and rapier at all
times whan he leaves the housa, and frequently carries
a fan of 3 throwing knives concealed in the back of his
tunic within easy reach for "emergencies'. His
possesions include three rings; one of red gold set with
a garnet and Fwo amythysts, worth about 650GP, and his
perconal favorite, (It is alsc well known around the
carnival, but would otherwise be safe To resell), Of the
other Two rings, one is a silver band with a large
emerald and ringed with malachite, worth about 800 GP,
and cannot be remaved from Markag hand without
cutting The finger off. The last ring is worn on a gold
chain under Markas funic (it does not fit his finger, and
resizing a magic ring is not usuaily a good idea). Itis
made of white gold with a inlaid desigh of tiny red
dragons with topaz eyes; it will upon command fire an
burst of pyrotechnics which
scatiers hot coals over a 10 foot radius, which do 104
of damage each; a person standing within fthe radius of
the spel can be hit with up to 1D6 of the fiery bits).
The ring's power may be used once a day, ond recharges
when exposed to the first rays of the morning sun, The
ring is worth 4500GP,

Nermal (#105) — The spoiled younger son of a merchant
of Kandai, Nermal was apprenticed to Talen fo learn the
merchants frade, Criginally quite eager, he has become
disillusioned upon finding that becoming 2 master mer-
chant involves a great deal of hard work, which was not
at all what he had in mind, He has been working as Tal-
en's clerk, but with the sudden departure of the house-
hold cook some two weeks ago, Nermal's dutiss have ex-
panded to include preparing meals and cleaning up, a
situation that the future merchant prince finds
extremely deyrading., However, since any new household
servant would expect to be paid, whereas apprentice
labor is free, Talen is not seeking to fill The position at
present.

Hermal being an apprentice, he rarely carries any
money (any funds he earns are heid in frust for him by
Talen); his few wortdly possessions are described in Tthe
section on his room. He woulg dearly love fo make
frouble for Talen if he could get away with if, for the
merchant is quick to use his authority to discipline The
boy when he is working less fThan diligently (which is
most of the tme). MNermal is secretly planning To run
away as soon as he can afford 1o go in style (no hiding
in haystacks for him! ); and has been saving every coin
he can Towards this end. The lad would be a useful ally
for the thieves, and would be easily swayed by money.
He knows of The ruby's existance, but not its focatTion;
ne also knows about the library door. Nermal would be
less likely to crass the players than Markas, but much
quicker to panic in a crisis and blow the whole deal by
blabbing all he knows to save his own skin.

Nermal s a slender, rosy-cheaked young fellow
with largs brown eyes, fine reddish-blonde halr and a
fair complexion — $o cute That you aimost need a saving
throw, and he is well aware of it. Given his looks and his
dislike of anyThing that resembles real work, he doubt-
fess has quite a future, but not in the frades
mercantile,
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Places of interest on LaRue Street

The strest on which Talen lives is & relatively
quiet side street one block west of the Trax, in a part
of the Commons known as Gateland, Located not far from
the ¢ity walls ard the teeming tratfic of Caravan Street
and the pNorth Gate, it is an older nsighborhood
teaturing minor merchants and small shops, While not as
run-down as some quartars, it is hardly the most
prestigious address in Town; if Talen continuss on his
upward rise, he will doubtless move to a better
neighborhood, A number of the other houses and shops
in the adjacent blocks To Taien's house are described
below, as weil as their principal inhabitants and any
other items of information pertinent to the scenario,
such as relevant rumors about Talen and his household
or local happenings that may influsnce the players
chances ot success, (Specific rumors are listed by
number with sach shop description, and refer fo those
rumers detailed under the section entitled Rumors and
Tales later in the scenarioc), The GM may decide how
familiar the playery characters are with this part of
Town; for example, it they are Thieves Guild members,
they might be aware that the Woifts Den Inn is a Guild
hangout, even if they have never visited the place
before,

A. The Dour Mouse (nn

At the corner of LaRue Street and Justanada is an
inn, left over from the neighborhood's better days,
four stories tali, it is as old as any building on the
street, although it shows Its age more than most. A sign
with a faded painting of @ mouse dressed in a long red
vest, with droopy ears and a rather mornful expression,
sitfing in a iarge teacop, hangs over the double doors,
Kerrel the innkeepei's expression is usually equally
sour, for the the inn attracts little business except
during holldays and the annual Trade Fairs. However, at
present his his inn is filled to capacity with revelers
from a private "tea pariy" that has been going on for
The past Two days, and iooks To iast at least a fortnight
more, |t seems that Mariol Tepat, the only son of a
successful but rather crazy habadasher, has had to wait
until a year after his fatherts death to gain his fortune;
now, on the third of March, he has finally gotton his oily
hands on his inheritance, and is determined To spend the
old man's money all a¥ one time by throwing The biggest
party the city has ever seen, it would be quits possible
for The piayers To join the party (it would, In fact, be
harg To avoid, if they enter the inn), and the upper
ficors of the Inn offer a reasonable view of Talen's
house up the street, it the players can Ignore the dis-
fraction of other celebrants long enough for a worth-
while surveillance, There is a 35¢ chance that Markas
will visit the party at some time during the evening.
Possible Rumors: t, 2, %, 5, 6, 8, 10

B. Korada, Armorer

Kerads (#106) is o veteran warrior of middle years,
scarred and  battle-weary from vyears spent as a
mercenary, his eyes haunted by some perscnal tragedy.
He operates a smail shop here where he repairs armor
and shieids, primarily for tThe mercenaries from the local
Sworn Swords Hail. He and Sheren have become friends
of sorts; he has worked on the bodyguard's armer and

the two have shared an occasionsl muy of ale at the
Wolf's Den Inn, Korada is not an Idle gossip; if players
ask toc many suspicious questions (almost any questions
might be suspicious to the dour veteran), there is a
good chance that Korada will mention the conversation
To Sheren, who would consider it a warning of impenaing
Trouble and increase his guard, Korada also has a
personal vendetia against Thieves; it the cry of "thiefl®
is raised, he will be quick Yo respond, broadsword in
hand.

Possible Rumors: None

C. Apothecary Shoppe

This is a small shop; a number of vials and flasks
are displayed on shelvss behind a long counter, The
inside of The shop is dim, as the air is thick with a foul-
smelling haze that permeates the shop. Arkemidies
{#107), the apothecary, is constantly experimenting with
unusuai formulae, and often does not hear people enter
his shop; there is only a 30% chance ne will ¢come out
from his back room to greet any visitors. The fumes are
harmless, but put one in mind of a tannery built next to
a sulpherous spring, which hardly recommends his brews
to those with weak stomachs, Arkimedes has never met
Talen, but Kknows that Harria The cook ran off with
Jazper the Butcher, and that she has not been replaced,
Possible Rumers: 4

D. The Hungry Tyger

This small shop and warehouse is old and shabby;
its proprieter appears to be equally weatherbeaten with
age. Quaffal (#108) was once a military provisocner; now
he makes his living supplying caravans and mercenary
companies with travel provisicns ranging from dried
fruit, grains, and smoked, dried meat, to a marvelous
"waybread", a light, flat bread that will keep for weeks
without growing stale, and add a +2 bonus to any $TM
saving rolls made when eaten on a forced march. Baing
a bachelor with a natural appreciation for the fairer
sex, it should come as no surprise that the old man
spends part of his evenings watching Talen's house,
hoping for a glimpse of Stasa through her bedroom
windows, which are easily viewed from his shabby rooms
over the shop. There is a 30§ chance that he will be
watching when the players make their move; If they
atfempt to enter from the street side of the house, he
may notice Their skulking figures (normal Hide in Cover
chang¢es apply) and notify the Guard,

Possible Rumors: i, &, 8

E. The Cask

The Cask is a leng, narrow bullding of half-timber;
barely 15 feet wide, but extending back for the length
of The block, two floors high with a sharply peaked roof.
The front of the shop is lined with racks of wine casks
and ale barreis, each sporting a spigot. The proprietor,
a fat, red-faced man with a squinty eyes and a
prominant nose, greets any visitors cheerfuily and seems
willing To Taik on any subject whatsoever for as long as
his audience can foterate hims As mignt have been
surmised, Guillaume (#109) is a dealer in wine, ale, and
other spirits, buying in bulk from local vineyards and
breweries Ta sell to Taverns, inns, and private customers
in fown. His prices are quite good, and he is free with
samples of his own wares (serving himself generously as
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well). Guillaume is a fountain of news of happenings in
the neighborhood, and may impart any number of rumors,
but it is necessary to listen to a great deal of drivel to
get the gems; the GM should iet slip one pertinent bit of
information for every half-hour the players spend with
the old gossip.

Possibie Rumors: all

F. Mouser's

Ketter (#110), is a tall, spare man who raises cats
in the lower level of his two-story house, to be sold for
rodent conirol in various warehouses of the Corridor,
Persons entering the lowsr shop area must make a STM
saving roll, or be overwhelmed by the aroma of cats and
the sawdust bedding provided for them (there is a 5%
chance that any given person may be aliergic To cats, in
which case entering Ketter's “shop” is a sure way To
provoke a violent attack of sneezing, swollen eyes, and
difficulty with breathing). Ketter is always attended by
four large dogs (#111), as Ketter himself is aliergic o
his own feline stock and wishes To prevent the
"wretched creaturest from coming upstairs - or
anywhere near him, The dogs will not permit any to
enter the upstairs who even remotely smeil of cats,
Fortunately (from the players point of view), there is no
information of any import to be gained here, A cat may
be purchased for 5GP,

Possible Rumors: none

G. The Wolf's Den (nn

The inn is a broad, three-story building with
heavy iron~reinforced shutters that are closed and
locked at night, as is the iron gate at the mouth of the
alley that borders it to one side. A sign with a wolffs
head hangs over the door. The average clientele the
Den serves are mercenaries betwseen campaigns, down-
on-thair-luck adventurers, streeT girls, assorted
thieves, and other city dwellers of the common sort,
The proprigter, Marsal (#112), is a Thleves Guiid
contact, providing shelter, information, food and drink,
and a pawnshop service of sorts for thieves of the
nelghborhood, A Trifle parancid, Marsal has an
obsessive need 1o know everything that goes on in the
neighborhood., To This end, he employs a number of
street urchins (more kindly known as homeless waifs) to
keep him abreast of rumors and goings-on; the urchins
are paid a small pitfance and allowed 1o sleep in one of
the Tnn's attic rooms,

Marsal, of course, is quite aware that Talen has
deftied the Guild (the fhieves captured in The previous
attempt fo collect the payment were his operativesi. He
is not at ali plsased That The Guild has chosen outsiders
to perform a job in his ferritery, and will be iess Than
cooperative with the interlopers if approached for any
help or information. He wiil not go to the sxiremss of
actually hindering the players or befraying them o
authorities unless they do something to anger him, but
even the request to use ona of his upstairs rooms as a
possibie surveillance point wiil be met with oniy the
barest civility (he will probably require that they pay
for the room!}, If the players elect to use the Den as a
base, they will find it hard To keep Marsal from wanTing
to know everything they are planning, and jealously
watching every move They make,

Possible Rumors: 1, 3, 4, 6, 7, 8, 9, 10

H. Hall of the Sworn Swords

This Hall, one of several in The clty, is a combin-
ation barracks, tavern, hospital, social center, fralning
gym and bathhouse, practice arena, and hiring hall for
mercenaries and warriors of all sorts, from landless
knights seeking glory and a chance fo earn their name,
1o rough-and-ready soldiers of fortune from al! walks of
life who sell their swords and their services To anyone
for the right price, Sheren may be found here on hls
few off-hours, shooting the breeze with other veterans
or in sparring practice to keep himself in fighting trim,
He is well=known among the regulars, as is Markas
(although the iatter is not nearly so well-liked), A
newcomer here who is clearly of the "profession! wouid
be able to fiT in rather well, but 2 nonfighter type would
not be welcome. Anyone asking Too many questions
about Sheren In his absence would doubtless be
reported fo the bodyguard the next Time he comes in
{(10% chance during the day, 40% betwsen the hours of 7
and 10 in The eveningi.

Possible Rumors: 1, 5, 8, 10

I. Dressmakerts

This Is a small housefshop tun by Josefina de
Meinso, @ smali, dark-haired woman with a pinched face
and large brown eyes. Josefina and her five apprentice
girls {two of whom are her neices) sew ments and women's
clothing o order, and also perform mending and other
alterations on clder gowns and Tunics, to repair damage
or upgrade outmoded styles for Those who cannot afford
new garb. Talen's mistress Stasa is well-known hers, as
Josefina has deone several fine gowns for the girl, and
considers her one of the shop's best customers.
Josefina is not one for gossip, but her apprentices
spend much of their time while sewing discussing their
neighbors, and would be a quick to impart their opinions
of almost every member of Talen's household if drawn
inte conversation by another woman. However, what the
girls actuaily know is of limited use, since they are not
involved in Stasa's fitfings; their talk ranges from
speculations over Stasals "dufies" fo frank admiration
of Sherents physique and Markas' charming . . . uh, style,
Possible Rumors: i, 4, 3, 9, 10

J. Merchants House

This simple two-story residence abuts onto the
fenced courtyard bsehind Talen's house, and is the
residence of Yovani Marge, a merchant in wool and flax.
Yovani is frequently (80% of the time) out of fown; The
house is occupied by his wife Revanni, her fwo youny
children, and a pair of househoid servants. Revanni s
currently pragnant with her third child, and suffers from
insomnia, backaches, and an extremely acufe sense of
hearing; there is & 35% chance at any given time during
the evening and night that she is up walking about the
hause, unable To sieep. K she is awake, & -25% penalty
is apptied to thieves attempting to Move Silently in The
courtyard or rear of Talenls house; she will rouse one
of her servants to run for The Guard if she thinks Thers
someone is skulking about the yard,

Possible Rumors; none

K. Talen's House

Talen's house and its occupants are described in
in detail elsewhere in this scenario.
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L. House of the Widow

Talen's next-door nsighbor is the widow of the
moderately successful merchant Simon Sweads, who
passed away some six years ago, leaving his matronly
wife with plenty of money for a comfortable existence,
but nothing with which to occupy her time but +o keep
an eye on her neighbors. Fortunately, the good widow Is
a sound sleeper, and has only a 15% chance of being
awakened by anything less than a minor sarthquake
after 9 ofclock in the evening, However, there is an
excellent chance (CMs discretion, according to the
actions of the players) that she will notice any unusual
activities of the players in the nejghborhood during The
day, She is also fremendously nosy, ang will probably
pay a visit to S$tasa and ask her about ™those nice
youny men working on the windows around backM, or
whatever she beleives she observed. She is fairly
talkative, even with strangers, if they are polite,
Possible Rumors: 1, 4, 6, 10

M. Tapestry Weaverts

The home and workshop of Nicodi the Weaver
occupies this three-floor half-timbered structure,
Nicodi, his wife, Two of their older children, and two
apprentices spend ten hours a day, six days a week bent
over their looms, working on the infricately woven
tapestries that form part of Talen's stock for his
expanding business, Talen is impressed by Nicodils
patient and skilled work, and has hung two of the Iittle
man's tapestries in the Galiery and in the Sun Room.
Unable o resist an audience, Talen has fllled the simple
woaverls ears with tall tales of his exploits as a hunter,
his escapades whiie Tracking down the frophy heads that
hang on the Galiery wall. Nicodi is now quite impressed
with Talen's prowess with the crossbow, and is honored
to weave tapestries for a man so courageous as 1o face
a griffin with only a single quarrel in his quiver (Talen
did rather stretch things a bit . . . ). There s little
eise The players could learn here.

Pessibie Rumors: 2, 4, 9, 10

The House of Talen

Exterior

Talenls house is ona of the alder houses on LaRue
Street, with two floors and an aftic level with gabled
windows. [t has & stone facing on 1fs iower story, and
half-timber above; the roof is of pine shingles. Windows
on the lower level boast a stout fron grating, as do some
of The windows on the secend ficor; all windows are
Closed by reasonably new wooden shutters. None of the
windows, however, have any glass panes. Two tali
chimmneys rise over the roof, and thers is a iitte
courtyard in the back, surrounaed by a seven-—foot
wooden fence, There is no apparent gate. The house
faces west; there is a side street to the north and a
narrow alleyway (2-3 feet wide) between Talen's house
and its neighbor *o the south. A house sits right
against The courtyara wall in the rear.

Upon <loser inspection, however, There are aciu-
ally a number of spofs that enterprising thieves could
utitize for entry (if they do not simply arrange fo have
someons leave The back door unlgcked), The iron grat-
ing in most of the windows is newer than the materials

of the walls, and could be dug out of its plastering giv-
en some time, However, digging around the foundations
of the windows that face the street would be quite likely
to attract attention, There is a small side window in the
cookls unused quarters off the kitchen that might be
utilized in this manner, The windows on the upper levels
are, unless noted otherwise in the room descriptions,
locked with a simple bar (treat as a complexity 1 lock).
While the front door fo the house is secured at all times,
the back door is often (35%) left totaily unlocked, and
has only @ simple complexity 2 {ock when it is secured
(usually only at night,

The GM should note that, while the players have a
rough plan of the houset's interior, it is old and rather
badly out of date. Their copy of the plan shouid not
show the second-floor entrance or balcony lavel to the
Library, as this was a later addition. The double doors
{eading inTo The Library from the Sun Room {(now bricked
up from the inside} should, however, be clearly
indicated. The Bathing Room connecting the two large
badrooms on The second floor is also a new addition and
shouid appear simply as a wide hallway between The two
rooms on the playerst plan,

The First Floor
A. The Sun Room

wWhat the Players See: The Sun Room is an airy hall

running almost the entire length
of the house, lit by tall windows that catch the late
atfernoon sun.  The room is partly subdivided by
archways info three alcoves; there is a hallway leading
back towards the rest of the house from the entrance
area. On the south side is a comfortable sitting room
with a wide fireplace, and a pair of double doors en the
east wall. Severai fine tapesh-ies hang on the walls of
both the sitting room and foyer area of the Sun Room,
and There is @ handsome, polished pair of swords crossed
on a wooden shield hanging over the mantle, The
northern aicove appears To be an office, and has a
sturdy desk with numerous cubbies, a worn chair, and a
bookcase holding a number of heavy fomes., Maps and
charts hang on the walls, and four tapesiries are
leaning rojied up against one corner.

GM's Notes:  The Sun Room serwes as Talen's office
T {away tfrom the crowded warehouse where
his stock is kept), and a piace to entertain clients and
friends. The windows are barred with iron grills, and
have wooden shutters that can be closed and locked at
night, with heavy drapes that can be pulles to block aut
unwanted dratts. The front door is solid wood, bound in
iron, and {ockad with a Complexity 4 Cylinder and Pin
lock (see Thieves' Gulid 7 for an explanation of lock
types), Taien and Stasa have the only keys; anyone
eise of Tthe household must knock and wait To be let in
{aithough Markas has been known to scale the fence and
come in The sometimes unlocked back door late at night;,

The Sua Reoom is one of Talen's favorite rooms in
the house; he offen sgends tHme here in the svening
relaxing before a fire with Stasa, and usually hes dinner
served here, There is a 40% chance That he will be in
the room, either in The office or the sitting room during
the day, and a 65 chance he will be hare from abaut &
to 10 in the evening. HNermal will be working In the
office only if Talen is there standing over him,
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The double doors in the sitting room are locked
(Complexity 1, but $0 old and rusted that there is an
additional =20% penalty to any thief attempting a
lockpick). Beyond The doors is a brick wall; this
enfrance to the library beyond was secaled off years
before Talen aver bought the house, and he has not
gotten around to doing anything about IT.

The rugs and Tapesiries in the sitfing room are
quite valuable (Talen is looking to expand his business
and has been collecting various samples for displayl,
but are exiremely heavy, weighing an average of 20Q lbs
each, The crossed swords are welded fogether on Their
fake wooden base and have no edge at all; of such
weapons are comady acts made., The books and ledjers
detail the workings of Talen's business, and would be
worth at least 2500GP — but only To Talen. One of the
drawers in the desk has a false back; in the secret
compariment beyond is a leather bag containing 20 +
1D10 amythysts, each worth 1D4x50GF. These ars
Talents favorite stones, and he will only spend ‘them in
dire need, A locked (complexity 3) drawer in the desk
contains & signed lefter of credit on The House of Rand;
it is blank, and could be writfen for up fo 2,000GP
before a check on its authenticity would be made, The
tetfer is buried under a number of other pagers,
primarily bills; one is a receipt for the Lionls Heart
Ruby, showing that Talen paid 15,000GP for the gem and
iTs "book of marveldn,

B. The Kitchen

What the Players Seer The kitchen is an L-shaped area
in the rear with a large fire-
place and flagstone floor. Hooks and shelves arranged
in a haphazard manner along the walls hold a wids
variety of iron and copper cockware, most of which
appears to need cieaning, Sacks of staple foods such as
potatoes, onions, bariey, and flour Hie in untidy heaps,
and the work table holds several cleavers and ths
romains of preparations for The last meal, There is &
fine hardwood chest sitting on one of the shelves, and a
number of jars of expensive spices. A long wooden Table
and several benches sits along the back wall, A steep
staircase goes up along the west wall, and several
windows {barred, with wooden shulters) and a back door
+that leads to the courtyard behind the house. There is
a small door at The far west end of the room.

GM's Notes: Talen's cook eloped with the local but-
cher sbout four weeks ago; dus To his
casn problems, he has not sought yet T replace her, but
has simpiy had Nermal fiib as many of her duties es
possibie. Nermal, as might be expected, is 2 less than
stupendous cook, and an even worss housekeeper; hence
The rather messy kitchen. A ciosed door at the west anc
of The room leads To The cookls old quarters; The room is
simply furnished with a cot and medium sized chest
(ampty), and is rarely opened, providing a possible
hiding place for the thisves, The back door is unlocked
20% of the fime at night, and never iccked during The
day. The only items of rea) vaiue here are the spices
(worth about D20 x10GP pe- canaister) and  the
contenTs af The fine aardwood box, 2 set of enchanted
cooking wutensils  That operate like mocern-day
appliances, The set is worth 750GP if the magic is
known, The kitchen is occupied during The late

afterncon as MNermal attempts to make dinner; he
otherwise spends as little Time here as possible (10%
chance other than when cooking dinner),

The Sacond Fiocor

C. The Gallery

What the Players See: AT the top of the stairs (which

GM's Notes:
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areak, incidenty, giving a thisf
a =35§ penalty to Moving Silently) is a open hall, with
windows that overlook the courtyards. The hardwood
figor Is coverad by fine carpets, and Two fine Tapestries
hang on either end of The hall, The mounted heads of
Three dangerous=tooking beasts {a bear, a griffin, and a
strange deer-like creaturs with powerful antlers and
dangerous TFusks) and several exofic swords are
displayed on the wall, A variety of small statuary and
othar pieces of "art" adorn some small end tables under
The windows. There is a closed door to the north, and a
short hallway with two opposing doors To the west,

Talen uses the Gallery to show oft some of
his collectorts ifems, Three of the stat-
ues, ugly little tferra-cotta god figuss from Kutnat
Brut, are actually hollow and hold 1010 x 20GP worth of
small diamonds {(the gemd presence is unknown to Talen,
who purchased the things for 50GP each for their
Naesthatich valuel. The voluptuous erotic eif-maiden,
however, is a cheap plaster imitation, and not worth a
third of the 400GP Talen paid for I, Talen likes to show
off tThe mounted heads as souveniers from his "ravsling
days" with his ™rusty crossbow'. [f The fruth be known,
however (and what fun is That?), the beasts were bagged
In the wilds of the local taxidermist, and Talen couldn'f
hit a dragon at poini-biank range with a crosshow if his
life depended on it (and under those circumstances ., ..

The door to the north leads to the guest room;
there is only a 5% chance that anyone will enter the
room if The thieves decide o hide there (providing, of
courss, they do nothing to arouse suspicion). The room
contains @ bad, a smali table with a water pifcher
{empty), and a chest; the window!'s shulters are closed
and locked. Thore is nothing here of particular value.
f should be noted, however, that The chest s older
than most of the others in tThe house, and its {atch and
lock tends to Jam; any Thief selecting it as a safe hiding
place has a 60% chance of being unable To open the
chest when he wishes to exit. The Twe doors to the west
lead to Stasats and and Talen's rooms,

The tapesiry on the south wall of the galiery is an
antique imported from the distant East, and not nearty
as heavy as it locks, Hidden behind This Tapesiry 1s a
door leading to The baicony level of the Library;
aJlayers have a +195% fo Their Spot Hidden To notice
somathing odd apout the wall where The fapesiTy Rangs.
Nermal, of course, knows about the door, and Markas
will, if recruited by the players, be able To find iT out
WiTh a minimum amount of snooping arcund. The door i
o7 tocked, but 1T does stick, and needs a good hard
shove To open, I a player trying to force iT rolis over
nis STR on 2012, tne door will pop open suddenly,
sending the player hurfling into the room and over the
rall of The balcony (SR vrs REF To stop in time to avoid &
12t fall fo The stone fioor below),
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D. The Library

What the Players See:

The Library is an impressive
room; its beamed ceiling is three
floors above its main level down on the first floor, and
there is a a 5 wide balcony all around on the second
floor level, connected to the lower level by a narrow
spiral stair. The only apparent entrance is the door on
the second floor balcony. Windows onh the second floor
have the same iron griliwork and shutters (closed 60% of
the fime) as previously described; there are no windows
on the first tleor, as the walls are crowded with
bookshelves and expensive Tapestries. All around the
balcony are locked cases with a number of beautifully
crafted fomes, some with gold ieaf and semi-precious
stones worked onto their bindings. Around the room on
the lower level are additicnal book cases; it is apparent
fhat Talen has aitempted fo buy a copy of every book in
print in the cntire city, regardiess of lanyuage, subject
matter, or relative taste, A comfortable chair, a
reading stand with a huge tome chained fo its base, and
a desk (supporting several additional massive volumes)
complete the furnishings on the jower level.

GM's Notes:

The Library Is Taien's pride and joy, and
The focus of much of his cash outlay of
the past tew months (the Tapestries, affer all, are a
business investment, and Stasa could be considered a
recreational expense,.,.). A self-educated man, Taten
has an almost mystical respect for the written word; he
has read darely a fraction of his {ibrary, being prone to
tailing aslesp over anything buf the raciest adventure
tales, but he has lovingly collected and cataloged
evary volume he could find., The massive tome on the
stand is an index of every book in The library, if the
players can  figure out hiz somewhat offetho-wall
cataloging system (SR vrs 1Q; if The save is missed, the
difference is the number of hours of searching required
To tind what one is looking for), An ordinary book is
worth 30+ 3D20GP; those in the iocked cases on the
balcony are worth a base value of 200+58D20GP. The
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locks are complexity 2, but have no Taps. A normal
book weighs around 1D4 Ibs,; one of the special tomes
will weigh 3010 ibs, Interestingly enough, there is only
a 5% chance of any book listing spells or concerning
anything of a magical nature; those volumes cost more
than even Taten was wllling to pay,

The desk Is locked {(complexity 2), and contains
primarily a supply of quill pens, blank parchment, and a
chess set with jads and ivory pieces (worth about
250GP).  In the back of one of Ths drawers i3 & bag
containing a sum of gold and silver colns (450GP;
emergency cash} and aring of § keys {(to the bookcases
on the balcony), The keys are numbered, but the cases
are not, Three large books sit on the top of the desk,
each with fine leather and gold-leaf binding, and a smalt
lock, COne of tThese (not the one on the top, of course)
bears The image of a lion rampant; the symbo! of a red
heart is superimposed over the beasts torso, The title
of the volume appears to be "Tales of Wondrous Marvels
of the Animal Kingdom, based on the Travels of Sir Gidri
The Lionhearted, Seeker of Noble Adventure and Base
Rewards in The Hinterlands of tThe Empire", This rather
prefenTious "masterpiece” (listed in the |ndex under
Marvels, Wondrous) Is the repository of Talen's precious
ruby. A successful Spot Hidden roll (with a penaity of
=304 tor The craftsmanship of the book) will enable the
player to notice that this volume s not actuaily a book;
If the lock is opened (Compliexity 5, its rue nature as a
elaborately designed hiding place for the gem (which
rests in a velver-linad alcove inside) is revesled. The
lock is enchanted; if it is broken, rather than picked, a
small bell will ring in Talen's room, awakening him even
out of a sound sleep. Talen will immadiately send Sheran
To investigate (awakening him i¥ nacessary); the warrior
will arrive in 1D4 minutes, The players will have no
rnowledge that the alarm went off, of course, Remaving
Tthe pook without fampering with the lock wil! cause ne
alarm; The book weighs 24 Ibs, (Sir Gidri was a highly
opinionated and long-winded writer).
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Talen 1s very proud of his library, and generally
spends an hour or two in here avery evening, carefully
updating his index, fingering the covers, or aifempting
to read one of his freasures (60% chance this will cause
him to sink infe siumber), Stasa, being illiterate, never
comes in here (after all, what does she need an
education for?)., There is, however, a 15% chance per
hour affer the rest of The household has retired for the
night, that Nermal wiil sneak inte the Library, dressed in
his finest robes, to sit in the chair and daydrzam of his
lite as the rich merchant prince for an hour o so, |If
the players are concealed within hearing range, They
wiil be freated to Nermal's soliloquy of his future life,
and how he plans to exact his revenge on those
misguided peons who dared fo ever freat him as a mere
apprentice ...

E. Stasa's Room

What the Players See; Stasa's room is never locked.
Just within the door, a tall in-
tricately carved wooden screen blocks The rest of the
roocm from immediate view. The rcoom is liberaliy
decorated with paintings, bright hangings, scatiered
pieces of furniture, and a variety of animal statuary in
all sizes and materials imaginable, There is a
comfortable bed, a large wardrobe, two chests, and
several small tables and shelves on which Stasals
collection is dispiayed., The windows have the same iron
grills as previously described; the shuiters ara drawn at
night.

GM's Notes:

This room can be freachercous in the dark
or halt-light with its myriad of objects
that could be knocked over, bumped into, or Tripped
over; chances of Moving Sitently suffer a -30% penalty.
Only Stasa Is familiar enough with the contents of her
room to move easily here without light, The animal
statuary varies in value depending on the material, but
is probabiy not worth the thieves' trouble. Most of
Stasals jewelery, kept in a Teak box on the Top of vne of
the chests, is fiashy, but faks; her only valuable pleces
were detailed earlier in her NPC description, Aside from
Stasals person (which could be very valuable, in the
right, er, hands), the only true valuables here are her
garments, kept in the heavy walnut wardrobe. Each of
the better gowns, with the accompanying undergarments,
headresses, etc, is worth around 100+ 10 x 1D206GP, mada
of silk, velvet, and other fine fabrics and embroidered
trims. Stasa is a sound sleeper, and is usually in bed by
midnight (there is @ 30% chance that she does not spend
+he night here, however), There is a 30% chance that
she will be in her room during the day, changing ciothes,
relaxing, or playing with her animals.

The door fo the lett of the entrance leads to the
Bathing Room that separaftes her roow from Talents,

F. The Bathing Room

what The Players See: The Sathing room was added to
the house in recent years by
walling off part of the Gallery. Thera is an enfrance on
either side of the room, and a barred and shuitered
window overlooking the street. The major focus of the
room, of course, is The bathtub, provided with curtains

for privacy and large enough for six o fit piatonically.

GM's Notes;

Racks along the wall hold towels, buckets (for filling and
draining the tub, which Is Nermal's responsibility), vials
of soaps and lotions, and a small wooden duck, painted
yeliow,

The bathing room is ene of the luxuries of
the house (an attempt to make up, per-
haps, for its lack of other comforts, such as adequate
heat). There is ne ruaning water, of course, so the tub
must be filled and emptied by servants (or apprentices),
The tubls only special feature is that it neats s own
water magically. Stasa in particular enjoys a bath in
the evening To relax; there is a 60F chance she will so
indulge herself between the hours of 8 and 10, (There is
a 30¢ chance that Talen will join her; if so, Stasa will
definitely not sieep in her room that night), The tub is
guite valuable {(800GP if the magic is known), but hardly
Fhe thing a second-story man could put in his pack,

G. Talen's Room

What the Players See: Talen's room is brightly lit by

GM'S Notes:

day, with shutters and drapes
pulied back to admit the sun. Two hardwoed chests with
padded lids sit beneath the windows. Ths room is
dominated by a magnificent four-poster bed, wide
enough for four, with a handsome canopy and drapes of
fins woven fabric, and plenty of piliows, The bedclothes
are satin and the finest brushed wool blankets (in
brightly dyed colors) are kept in the wide drawers
beneath the matiress, There is a wardrobe similar To the
one in Stasa's room, a comfortable padded chair with a
smail lap desk and writing accouterments, and a ceder
chest at the foot of the bed ({locked). A fine thick rug,
imported from the East, covers most of The fioor. A small
silver bell hangs on the wall near the door. This room is
the only room in the house that has a fireplace {other
than the Kitchen and the Sun Room).

Talen enjoys the comfort of his reem, but
spends little fime here except at night,
it he is not otherwise cccupied with Stasa, there is a
20% chance he may write some letters before retiring for
The night. The door to his room has a standard lock,
and is only locked during the day. Most of the articles
in here are personal, with littie value except to Talen,
or simply too big to move, The clothes in the wardrobe
are of good quality (worth 50+10x 1D206P); going
through the pockets will net a total sum of around
5O+ 1D206GP in loose change, f Talen has been writing
letters here, there is @ 20% chance That his perscnal
seal is in the lap desk (it is otherwise locked up in the
desk In the Sun Room); it is worth around 1500GP it the
players can utilize it on lefters of credit, etc., before
its ioss is reporfed to the House of Rand. The siiver
bell is part of the meagical alarm on the Lion's Heart
Ruby; if the players happen to remove it before
tampering with the book's lock, Talen wili not hear its
alarm. He will only notice it is not in iTs usual place if
he makes a DSC saving rofl whenever he is in The room.

The window-secat chests are only partly full (extra
blankets, winfer ciothes, etc.); there s room for &
smallish person (STR + STM less than 21) To fit with a bit
of cramping, The iock on the cedar chest is @
complexity 1; the chest contains a magnificent bearskin
and additional bedclothes of soft wool for winter use.
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The Third Floor
What the Players See: From the Gallery on The second
floor, a narrow set of stairs
ieads up to the third floor, normally reserved for
storage and the servants' quarfers. Actuaily an attic
level, the ceiiing of This room is sharply peaked and
shows The beams that support the roof; all windows are
set into gables some 5 deep, There is no light except
for what filters through the closed shutters (which are
simply latched, with no locks To speak of). There are
three doors leading To other rooms.

GM'S hotes:

There is little of value o interest here {o
the thieves. The windows are not barrad,
and sasy encugh to open, Both the stairs and The foor,
however, are somewhat warped by age and humidity, and
teature a -30% penalty to the playerst chances of
Moving Sitently, giving the occupants of the upstairs
reoms their usual Hearing chances to bscome aware that
someone is walking about., Only Sheren, however, is
likely To cenfront the players with an immediate show of
hostility {as noted in his NPC description); Markas will
only react defensivaly if startled, and Nermal is not a
fighter by any definition. The doors lead to the
respactive siegping rooms of Nermal and Sheren, and the
guestT room where Markas is staying. Al the doors have
standard (complexity 1) locks; Nermal and Markas lock
theirs at all times, but Sheren, being a lot less
parancid, never bothers,

H. Nermalls Rocm

What the Players See: Nermal's room is small compared
o others in The house, and ob-
sessively neat, The furnishings Include a narrow bed
with linen sheets and wool biankets, a chest, and a small
table. The gabled window is blocked by a hanging
tapestry (an old one); behind this may be found a sort of
closet. A rug covers most of the floor, and a mirror and
ivory comb sit on the bedside fable. The chest is
locked.

GMIS Notes:

The room reflects its ownerts personality
and desires for the furure, for Nermal has
tried his best to make the room look less like an
apprentice!s quarters and more to the manner of life
style to which he infends to become accustomed, He has
already replaced his original room accessories with
whatever of better quality he could find in the aftic,
and is planning 1o move info the large guest room as
soen as Markas leaves town,

It is the contents of the chest and Nermai's
makeshift cioseT, however, That tell the most about the
lad's ambitions. Behind the pegs whereon hang Nermal's
normal day=to=-day tunics and simple robes hangs a very
fine set of clothes in the style worn by many of the
wealthier merchants of Haven that Mermal wishes o
emulate. The entourage is warth about 350GP, and is
Nermal's dream suit; he will occasionally put it on and
admire himself in the mirror (stolen from Stasals room), or
for his midnight visits to the Library. The chaest has a
Compiexity 2 lock and confains sturdy fravelling
clothes, a wineskin, a matched shortsword and dagger of
rather average quality but handsome finish, and a pair
of saddlebags tThat contains a smajl leather pouch
labeied "horse money" (63GP). All this is hidden under

four heavy wool blankets, more than adegquate for a
badroll. At the bottom of the chest is a leather-bound
ledger book, two quill pens, and two bottles of ink {(red
and black), a gift from Nermai's merchant father. From
Nermai's eager accumulation of the finer frappings of a
master merchant, however, it is quite apparent that the
boy has no intention of waiting To complete his
apprenticeship before starting on what he obviously
believes witl be an sasy life of luxury,

Nermal will be found in his room whenever his
presenca is not absolutely required elsewhere,
l. Sheran's Room

What the Players See: In spite of the fact that Sheren

GMIS Notes;

has lived in This room for over
eight months, it still has a rather spartan appearance,
The furnishings include a bed, two chests {one of which
looks rather travel-worn), and a plain chair. A hammock
is slung across one corner of the room, suspended from
iron tolts driven intoc the wall (there are thres other
pairs of holes sisewhere in the walls where the hammock
has apparentiy pulled itself out of the plaster). Three
spears lean against the wall, within easy reach of
anyone in the hammock, and a number of javelins and a
sword in its sheath lie on the bed, which looks as if it is
rarely used.

Sheren is not a materialistic man, as pre-
viously noted, and his room contains lit-
tHe of value other than his weapons (deTailed in his NPC
description), He prefers to sleep in the hammock, cliaim-
ing it is the only answer fo his insomnia; he Is a light
slesper in any case, and is quite iikely to awaken
suddenty with a spear in his hand. The newer of the two
chests contains exira bed linens; the fravelworn
footlocker contains the bulk of Sheren's worldly
possesions, including exira funics, an old pair of boots
Sheren is unwitling To throw out, polishing cloths and
other Tools for the care of armor and weapons, an amulet
of Kethrin (for luck}, and a leather pouch with the total
sum of 153GP, The iock on the frunk has seen better
days; Sheren opened it last with a maul, and it will no
longer close, Sheren has only a 10§ chance of entering
his room during the day, since he spends his time being
Talen's constant shadow or working out at the Sworn
Swords hall, He retires for the night about 2 am, and
rises at 6, in time fo sat a huge breakfast befors
starting the day.

Jo Markas' Room

What the Players See: Markas has bean in this room but

a few days, bur it is already
taken on a bit of his personality. The two gabled
windows are covered with heavy tapestries (gleaned from
Tthe atftic) to cut off all outside light., The bed iz
covered with a heavy silken spread and cluttered with
pillows and spare clothing., The bedside tabie is tittered
with fruit cores and peeis; a small handaxe is embedded
into the tabletop. Two botties of wine sit under the
bad, within easy reach. W Markas is not wearing rnis
ragier, it is slung over the back of The chair. Two
chests are stacked against the wali, with another
wooden box on top. Candies ars affixed to the furniture
by hardened pools of wax, and there is a scent of
rofting fruit and spiced incense in the air,
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GM'S Notes:  Markas ieaves his room early in the morn-—
ing for Circus Park in the South Corridar,
rarely returning untii late afterncon. He wears his
weapons at all times when away from the house, and
jocks Tne door of his room. The bottom chest hoids The
usual spare linans; the upper two belong to Markas and
are locked {complexity 3). The Fop box contains a half-
doren handaxes for Markag! act, worth about 100GP
apiece for their fine balance 2 to HACH. The other
chest contains a variety of clothing, ranging from worn,
comfortable traveling cliothes to flashy Tunics of silk
with tiny gems sewn infto the fabric and particclored
hoss (some of Markag fancier costumes are worth
2006P), and a pouch containing a varisty of jewslery
and gems worth about 300GP. The chest is rather
crudely trapped, with a stout bear-trap hidden under
the Top layer of cloaks; anyone directly reaching the
contents of The chest has a 60§ chance of triggering
the Trap, Unless a saving roll verses REF is made (with a
~3 penalty), The unlucky thief will suffer 2D§ points of
damage o his arm; if the damage exceeds one third of
his total HTK, he will lose his entire hand unless cared
for immediately by a Master Healer,

Rumors and Tales

The players may choose to attempt to gather more
information from the wvaricous shops and business of
LaRue street, if this is done judiciously, it may indeed
pravide some useful Tips that can heip the players
accomplish their mission,. If not done with sSome
discretion, or if Too much time is spent in idle rumor-
gathering rather than active planning of their task, 1t
can also be potentially hazardous to their chances of
success by Tipping off Talen or others that something
fishy Is up, or it can be a colossal waste of the playsrs

time. Suggested rumors heard in a specific shop on
LaRue Street are listed by number with the shop
descriptions presented sarller., The GM should feel froe
to make up additional rumors as needed.,

The following are the current rumors and tales
circulating the neighborhood on the general subject of
Talen and his housshold;

1} Talen is in deep financial frouble; he has not pald
his bilis or his staff in four weeks (True).

2) Talen is a dead shot with a crossoow (False, he's

just a good liar).

There is a secret room in Talen's house (almost trus;

the door to The Library is hidden),

Talen's cook ran oif with The butcher; he is looking

for somecne To fill the position (True, if the person

will work without wages for a few weeks),

Talen keeps both a male and female courtesan in his

house (Faise; obviously someonse Thinks Nermal is

Just ¥00 good-looking 1o be a mere clerk),

Sheren became Talen's bodyguard because he was

past his prime and couldn't get another job (False).

The Thieves Guild has an assassin's contract out on

Talen {False, but This may shake the players up a

bitl),

Markas is obviousty blackmailing Talen; why else

would the merchant put up with such a thiat? (False,

but someone is obviously a fairly good judge of

character).

Talen has thousands of magical books in his house

(False about The magic, although his book collection

is quite large indeed, and any book locks valuable

and therefore magical 1o the illiterate).

Talen is expecting a foriune in tapestries to be

delivered any day now, and he will be so rich that

he will move to the Heights (True about the

delivery, but the resT is a rather exagerated notion

of the current market value of tapesiries).
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Character Descriptions for THE LESSON

Character Reaquisl tes Combat Armor
10§ Namo Notes lass Purse ST COKHF SM DN 10 TL MR MG AP Weapon  HACO  Damaga  Class  HTK
101 Talen g VET HU MER 9D20GP 8 11 14 9 16 17 10 11 16 14 SHSWD 7 203+1 NON O i3
162 Stasa *a INT HY CSN 8D20GP 7 15 15 12 14 14 7 10 17 18 QGR 9 165 KON O 12
103 Sheren 52 EL HU FTR IDIOGP - 18 14 13 17 1110 8 7 14 12 5HSWoe 3 206 SCA 9 42
SPEARe 3/6 1D10+1D04
JAVLNe 175751 1D8+2

104 Markas h,i,0 YET HU THF 9D20GP 14 17 18 14 14 14 13 t6 14 13 RAFR E 101Q CLO 3 27

wi THRKNe  2/6/11  1D4+]
105 HNermal u GR OHU MER  1D4GP 10 #4 512 3 B 14 13 12 1% 17 SHSWD 12 203 NCN O 12
106 Korada s VET HU FTR 3DIQGP 15 14 13 14 910 7 14 & 7  3D5SWhe 4 ID?EE 3FfT 35 28

+

107 Arkemidies INT HU ALC ZDioGP 2 13 11 18 31 i4 11 & 11 U HON O 15
108 Quaffel -1 VET HU FTR 3DBGF 14 1314 16 10 11 6 9 11 8 HLBRDe 2/4 2D8+2 LTH 6 29
109 Guil laume INT HU MER 1D&6GP 2101514 9 7T 410 9 NON 0 14
110 Ketter g INT HU NON 305GP g 812 81210 911 8 7 (DO NON O 1%
131 Large dog wi AN MAL 17 4 16 13 2 16 BITE 3 106 FUR 4 27
112  Marsal h YET HU THF 3D10GP @ 14 15 12 14 13 31 17 11 9  THRKNe 2/6/11 104+1 NON 2 2t
Notes: ] NPC wearing some jawalry
* Famale o NP{ has potent offensive magic item on person
§ Workmanship enhanced weapon or armor (valve given} s Armor consists of shirt only; no protection for head and
a NPC wearing valuable or ostentatious personal jawalry axtramitias
a Expert Rank 4 or better) with weapon u  Untrained with weapon
g NPL has guards within call W Muitiple biows allowsd; A, 5 per 4mr; B, 3 per 2Zmr; G, 7 per 4mr;
h Hidden or concealad Wwsapon D, 2 ner mr; E, 5 por 2mr; F, 3 per mr; extra biows on last mrs
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The Thieves' Gulld™ Serlas

Thieves' Guild™
The first adventure serles devoted To thief characters in fantasy
role-playlng: compleTely revised second edition; bound to prove
that sometimes 1t's more fun to play the bad guys!

Thleves' Gulld* 2
Flayers are challenged to enter the deadly Tombs of Shale=Chuun;
also 10 new Righ waymen encounters, plus rules for hireflings!

Thieves' Gulld® 3
Flayers may Infilfrate the Duke's Dress Ball, or *ry to rob the
Towsr of the Mage. Plus In-depth looks at pocketpicking and
drunkennass!

Thieves! Guild™ 4
The Gulld agalnst the Black Hand =-- for supremacy In Haven's
underworfd. Plus rules for informants and +alling.

Thieves' Gulld™ 5
Exptore an Hlusionist's tomb! or stop the new messlabh of +he
orcs .. o dead! Plus special new rules for shlelds and armor.

Thieves! Gulld™ &
Plracy on the high seas: shlp to ship combat all the exclrement of
life on the briny deep! Explore new worlds Tn search of ships to
oot

Thieves' Gullq™ 7
Search for The Claw of Frithnath on a caravan, or try to oot the
smithy of Vultar the dwarf. Plus: laborn AblltHest

Thleves! Gulld® &
Rescua falr maldens from trolllsh caverns, or dare the wrath of the
nomads to reach the Orystal Mountalns. New highwayman
encounters, and expanded bow and ranged weapon rujes!

The GamesMaster's Serles

HAVEN™ —= Yolume I: The Fres Clity

A clty of 80,000 pecple can provide a lot of adventure, espaclally
when Tt's already the site of many of the adventures in the Thleves!
Gulld™ series -~ but you don*t have to be a thlef to enjoy all +he
alty has to offer: scores of temples and relligions, taverns and
barkeeps, beggars and wealthy businessmen, streetvendors, shops,
homes; you can sven join one of the companles of the Oty Guard-
Multttudes of encounters 1o occupy even the busiest players.

HAYEN® == Yolume Il Secrets of +he Labyrinth
The saga of Haven contlrues, with more shops, taverns, NPCs,
encounters and scenarios fo add exchrement to any fantasy
campalgn. Browse the bazaar of Thlaves' Market, join a caravan or
3 mercenary company, or become embrofled Tn the deadly rivalry
between the Thieves Guild and ¥he Black Hand.

HAVEN" — Volume Il intrigue on the North Bank

The final book of the HA¥EN™ trilogy! Plots and counter-plots, the
Gullds agalnst the nobles, the Black Hand agalnst the Thieves Gultd,
a broadly palnted action scene set agalnst the backdrop of the
most complete cltyscepe ever published. Contains the completing
set of the neighborhaed maps: lay out the city of Haven entira —-
over 30 square foet of detalled area maps!

The Adventurers' Series

The Mines of Keriday
Rescue s princess from a potent mage! He's at the fabulous
dwarven mines In the Valley of the Tiraval. Compatlhie with all
major FRP systems, iIncluding Thieves' Gulld™

The Demon Pits of Casldo
In the depths of the crumbilng castie ot the former Barons of
Ceeldo iles Immense treasure -- and terrible danger. A companion
advanture to The Mines of Keridav.

The Phantastical Phantasmagorical Montle Haul Bungeon
"Whaddaya mean, a traffic Hlcket 1AM Oh yesl and many other
strange occurences happen to partles In the world's flaklest
dungeons Lats of fun for Jaded dungeonears.

Thiavas® Gulid™ 9
Ald In the escaps from the Ashwood mines! or explore the Valley of
the Ostrakonal In the Crystal Mountains. High adventurel

Thieves' Gulld™ 10
Set up bandit gangs and raid the caravan routes! or heip the Gulld
teach a lesson fo a double-dealing merchant In Haven.

Thleves* Gulld™ Spacial #1
Scenarios from "The Prince of Thieves, '81% tournament conducted
at the major gamlng conventlans, Summer, 1981.

COMING SO0N

Thieves* Gulld™ 119
Thlaves! Gulld® 12
Thleves!' Gulld™ 13
More conveluted piots in the best seriss of adventures for thleves
(and othersh) ever writften. A constantly ewpanding pansrama of
scenarfos and rules, to help any GM with hls campalgn!

COMING SOON

NAKED SWORD Py

Paths of Sorosry
The long awalted expanslons of the Fantasy System Into Hs
complete form, covering all the other classes of fantasy role-
playing. NAKED SWORD Includes all about fighters, complete ways to
handle wllderness encounters, mass combats, and monsters tdevetop
your ownl)e Paths of Sorcery contalns one of The most Interesting
and engrossing magic systems ever developed -- spells, conjura—
Hons tfor major effects), methods of constructing magle Hems —- a
system that truly provides the feel of maglc! Arcane data
sufficlent to satisfy aven The picklest player or GM!

From The World of HAYEN

City of the Sacred Flame
Primitlve passions run high In Zal'Akhen, Clty of the Sacred Flame,
where the priests of Zat'ek rule through the Legion of Flery
¥engeance, and mysterfous Cleff, the master of the bazaar,
watches -— and awalts his opportunity.

¥Within the Tyrant's Demesne
Whose slde are you on?l?l In dhar Ankhss, sverything Is In the
grasp of the tyrant, Count Utrant —- and he uzes the Redshlrts 1o
control the Soverelgn Soclety and The Wizards Gulkd.

Lair of +he Freetooters
¥islt Sharlit's Hole, the notorfous plrate's falr in the fstands of the
Southron Realms. Contalns shops, captalns, crews, ships, and
scenarfos! Can be used indspendently, or with the piracy rules
from Thisves' Gulld 6.

THE COMPLEAT TAYERN
Settle In for a night of mis-adventures at a medleval tevern —- try
your hand at games of skifl and luck, get Involved In a wild barroom
brawl, or even attempt amorcus llaisons. Sultable for use with
most of the fantasy (and sci=flD systems available today!

Other Fino Games and Gaming Alds

Monday Moralng Mensger
(What?? a fantasy company producing a basebs!l minl-game?? Darn
rightt and Tt's & good one, tooll A fast paced game of sports
strategy that allows you to bulld a team and manage i+ *o the
pennant!

COMING 500N
A Major- Breakthrough Is Sclence Fiction Role=Playingt

DOWNBELOW STATION
A smashing new sclence-fictlon role=playlng game based on &
Cherryh's HUGO award winning novel of Interstellar commerce and
rivalry. Visit another unlverse Tn this challenging game of wits and
Tntrigusl Compatible with other major scl-f rolo—playlng systoms.
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Approved For Use With TRAVELLER®

LEP'S GUIDE™ +o Interstellar Adventure, Yolume |

Worlds of adventure —- planetary settings for every Traveiler
universe. Compatibie with The Splaward Marchses and The Sclomanl
Rim, by GDW. Scenarle and plot outllnes for svery world In the
gulde!

The Environments Serles

Rules In the flrst volume of the set to cover the special problems
of a glven environment, plus & complete adventure in a separate
second volume! Fine references for any Traveller referes!

The Undersea Enwvlironment 4
The Drenslaar Quest
Supplemental rules for underwater adventuring, equipment designed
for an aquatic @ nvironment, events and encounters, and adventurs
suggestions for refereess Plus —-- Excliing adventure underses as
players race to salvage the cargo of a sunken star frelghter
before the wreck or thalr actlons are detected by hostlle forcas.

The Mountain Environment Py
Azcont to Anakthor
Guldelines for referees for handling activitles in high elevations.
Includes rules for mountain ciimbing, descriptions of speclal
equipment, and suggestlons for events and encounters In
mauntalnous terraln. Plus —— Cilmb an unconquered mountain in a
race to the ftop between Three nobles (what are Those strange
moving shapes on the mountaln slde?.

The Desert Envlronwent a

Dunaralders
Speclal rules to handle arld conditions. Including special equipment,
travelling rules, and suggestions for encounters and events. Plus -
- Ald a beleaguersad father and daughter o save thelr company
from disruption, deallng with the nomads of the desert world
Tashr akaarl

A Filot's Gulde to The Drexllthar Subsactor

The Caledon Subsector
From the navigatlonal computers of The lmperium come Fllots
Guldes — detallad examlnatlons of varlous subsectors of the
Traveller universe, Each world in o subsector described In depth

sufficlent to please any and all Traveller referees.

Wanted: Adventurers Wanted: Veterans
interesting situations culled from the Wantads of starport news
services. Twenty ads in each book allow players to select thelr
own adventure possiblittyle Handy for qulck adventures!

Startown Liber: Starport Planetfall
Encounters set in varlous milleus that Traveller adventurers might
frequent == from commonplace to exotic! Deal with paople of many
dascriptions In many situations!

GRAND SURYEY GRAND CENSUS
How doss the lIS5 determine the charactaristics of a planet thay're
exploring? GRAND SURYEY and GRAND CENSUS supply all the
Information necessary to make a UPP come allve. Describe a now
planet from the core outward! oceans, continents, mountalns,
deserts, etc. Then develop the civilization(s) Inhablting 1! with all
+he ramiflcations of the various goverament types possibles Two of
the mest helpful volumas yet produced for the Traveller reforee!

GCOMING S00N

Fur-ther volumes of LEEYS GUIDE™, and lots of other surprises! Many
mora new adventure supplements for use with any Traveller
campalgn! Including more Environments and companion adventures,
more Pllo¥'s Guldes, more Wanteds, and more Encounters, as well as
nsw types of alds for the Travelkw refereos!

Traveller s a reglstered tradomark of Game Deslgnars Workshop.

GAMELORDS Order Blank.

Thieves! Gulld (2nd edi¥ion - boxed) $15.00 Approved for use with Travedler
Thieves: Qulld #2 (Ihe Tombs of Shale-Chaum 795 77 | LEE'S GUIDE to Interstellar Adverture, Yol 1 $5.95
ThievesT Gulld #3 (The Duke's Dress Ball) 7495 The Undersea Environment ' .05 =
Thlaves! Guild #4 (The Gulld vs. the Black Hand) 650 The Drenslaar Quest .95
Thloves! Gulld #5 (The Radisha Must Dieh 650 The Mountaln Environment 595
Thieves! Gulld £6 (Piracyl 750 Ascent o Anekthor 5.95
Thievest Gulld #7 (The Claw of Frithaath) 5.95 The Desart Environment 695
Thieves' Gulld #8 {Rescue from the Trolls® Hole) 5.95 Ouneralders 695 ——
Thieves' Gulld #9 (Escape from Ashwood) 5435 CRAND SURVEY 605
Thieves! Gulld £10 (Bandit Gangs and Caravans) 5.35 CRAND CENSUS 6u95 ===
Thieves' Gulld Special #1 (Prince of Thlaves, '61) 4.95 Wanted: Adventurers 5.95
HAYEN: The Free Clty (boxed) 20:00 wan+ed; Voterans RO T
I-IMI'EHE Secrets of the Labyrinth 12.95 A Pllot™s Guida +o the DrexiHthar Subsector 5. g5 m——
HAYEN: intrlgue on the North Sank 1295 7777 | A Pllot's Guide to the Galedon Subsector 5,95
Withln the Tyrant's Demesne 95 Startown Llberty 5.95
Clity of the Sacred Flame 6.95 Starport Planstiall S.05 =
Lair ¢f the Fresbootars &95 T . 00—
THE COMPLEAT TAVERN A 495 —m—— ROGUES IN SPACE: Letter of Marqus (boxad) 1500
The Phantastleal Phantasmagorical Monta Haul Dungson  3.95 ’
The Mines of Kerldav 05 OTHER OFFERS
The Demon Plts of Casido 5495 Haven: The Free CHy =- map (©n sturdy stock) 2:50
Forest Lards of Dlhad (TFT Module} 4,95 Basic Character Creation (only) &0
Monday Morning Manager 4.95 Thleves® Guild (rules book only) 100
Thieves' Gulld character sheets (package of 500 280 T
Subscriptions are avaliable for Thieves' Guild:
Calculated at $5.00 per issue (minfmum of 3 Issues) for Subtotal of materials ordered
lssues, baginning with curreat fssue -
next Issue {check onel. SAGA member ship number for 108 discount [
HMarvland resldents, Include 5% state sales tax
Hame Please Include $1.00 for shipplng and handling
$1.50 for UPS (money orders only)
Address
Total anclased
City State Zp Pleasea send checks or money orders only; no stamps accepted.
Send *o: GAMELORDS, LTDs 18616 Grosbeak Terrace  Galthersburg, MD 20879
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The Thlaves! Guild™ Series

Thieves! Guild™
The first auventure series deveted 1o rnief cnaracters in fantasy
role-playing: 128 pageés of rules and robbery; scenarios bound o
srave That sometimes i's more fun to play the bad guys!

Thieves! Gutld™ il
Players are challerged to enter The deadly Tomzs of Shale-Chuum
Ir Try i0highwsymen encounters, and wupanded conbat rules first.

Thisves! Guild™ |l
Players may nfiltrere T8 ones dress vall, or fry to rob Fhe
Towsr of The Yage. Hus an inedepth lock  at iiowkpicking,
nacketzicking, and drunkennsse.

Taleves! Guilld™ v
The Gulid against tne ERGCR Rone — for supremacy in mavea's
ander warise Plus rulss tor Twe oaw anflities, as weli ag informants
and tailing

Thisves' Guild™ v
Players can explore an RIGSONISTS Tono, o0 sTop The new pessiah
a% The ores .., dead. PlUs spacial rules for shlelds anc armor.

Thlaves! Gulld™ ¥i
Piracy on the high seaSl  Smp To silp combat, and =il The
axcitienent of fife on the briny deeps. Explore & new area of The
woric in search &f snips ¥o loot.

Thiaves! Gulld™ VI
Search for The Claw of FORBnath on a caravan, or Try 1o loot the
satEhy of Vultar the cwarf. With new ruies for lucks and trapst

Thigves' Guild™ VIji
The players may resces Tar paid=as rom froillsh cavarns, or dare
the wrath of Fhe nomeds o reach the Crystel Mountains. Plus new
nighwayman encounters, and expanisd rules for oows!

ThievesT Guild™ X
Ald In the escape from the Asnwood mines, o explore the Valiey of
The Gstrakond it fhe Grystal MounTalns. nigh adventursl

Thieves’ Guild™ X
The players nelp Teach & 650N To & double-d2aling fence in Haven,
or theoy can set up bandit gangs end mald The caravan routes]

Thieves? Guild™ Special #1
The scenarios usad i fhe Frince of Thigves, '8t" Tournament
conducted at the major yaming conventicns, Summer, 198i.

COMING SOONL

Thieves! Gulld™ X} Thiavest Guild™ X! Thieves* Guild™ Xl
MorE convelited piots inTae BESY surles of aovenTurss for Feves
{and othersD) cver written. A constantiy axpanding panordma of
scenarios and rules, to help any ¢M with hls campaignl

COMING SOOM
NAKED SWORD Paths of Soreery
The Tong awaited expansions of the Thleves' Guild System, Coverig
sil The other classes of fantasy role=playing, and Including complete
ways to handie sroodnters, monsters develop your ownnll, and magic
anaugh o satisfy any piayer or GMl

The GamesMaster's Serles

HAYEN™; Yolume | The Free Oty

A clty of 8,000 peaple can provide o 10T of adventurs, especlaly
when T3 almeady the cite of many of The adventures in Tha Thieves!
Guild™ serizs — but you doatt have to bie a Mief o enjoy &t Tho
City has to offer: scores of tewples and religions, Tavarns ang
barkeeps, beggars and waalthy oosiressmen, streetvancors, sheps,
homes; you zan even Join one of the companies of the ity Guard.
Multtudes of encounters To occupy evan the susiest players.
HAVEN™, volume I

e Secrets of the Labyrinth

The sags of Haven coATiges, WiTh nors shops, Taverns, WPCs,
encountars and scenaios to add excitement to any fantasy
canpaigrn Srowse the Lazaar of Thisves' Market, join o caravan or
A mercenary Company, Or becone enirolud in the deadly rivalry
cetween The Thieves Guild sed The =lack Hand.

{ 3
HAVEN®, Yolume w intrigue on The North Bank
The final sook of tha ¥ THoayl Plees and counter-picts, The
Guilds against the notles, The Black Hand against the Talaves Guild,
a broadly peinted action scens seT 2lainst The ceckdrog of The
aczt eompiete cifyscape ever cublishad.

Ty of the Sacred Flams
trimitive passions ruf Figh 15 Lal Akngn, LTy of The Sacred Flame,
shore e priests of ZaPad rae, Through the Leghen of Flery
vengeancs, and mysterlour Cieff, The nmaster of ne bazaar,
watches— and awalts his spoortunify. Muny more edventures from
The: Worid of HAVEN

Withln The Tyrant's Demesne
Whase side are you SRIY IR dnar Anenes, every TRing is in the grasp
of the tyrant Sount Utrant — and he uses the powers of The
fedshirts to contral the Soversign Soclety and T™he wizards Guilds
Adventure in o new sethingof the Werld of HAVEN

Lalr of the Freebootars
Yislt Sharlit's hoie, ~ETCToroUs prates 13ir in the izlands of the
Southeon Reatns. Contains shogs, pirats captains and crews, ships,
ang scenarics!  Can be used independently oo in conjuncticn with
The plracy rules in Thieves' Guild G.

THE COMPLEAT TAYERN
satte in for a nignt of mis=advanTures &7 a nediava favern — Ty
your hand at games of skill and luck, get invalved in 2 wivd s2rroos
orawi, or even atienpt encrods flaisons  Juitable for wse wWith
nest of the fantasy tand sci=fil} systems svoladly Taday!

Approved for Use with TRAYELLER®

™
LEE'S GUIDE to Intersteliar Adventure, Yolume |

Warlds of adventurs — planatary settings for every Traveller
universa. Compatibie wits The Spinward Marches and The Sclomani
Rim, by GDWe Scenario and ploF outings Tor evary world I Re guidel

The Undersea Environment
supptemental rules {OF dnder water advenTuring, equiphent designed
for an agquatic anvirooment, evants and encountars, and adventure
suggestions for referces.

The Drensiaar Quest
exciting adventure uUndErses @s mayers Jon The race to saivage
+he carge of 2 sunken star fraighter before the wreck or their
actions are detected by hostile forses. An adveniure companion to
The Ungersoa Environnend.

The Mountain Environmen ¥
Guldallnes for refereéd Tor Nanding activities i hgh elevations.
includes ryles for mountaln climping, descriptions of specla
equlpment, and suggestions for events anc encountsrs in
mountainods terrain.

COMING SCON!

Further volumes of LEEYS GUIDE™, and lots of other surprises! New
agventure supplements for use with any ¥ravelier campaignl

The Adventurers! Serles
The Mines of Keriday
Rescue a princess from 3 Gotent magal Re's hoiding her at the
tabuious mines of the dearves in the VYalley of the Tiaval.
Compaticle witn all major FRP systens, nciuding Thisves' Guild™
The Demon Pits of Caeldo

In rthe aapthe of the criabing <astle of the former Barons of
Gaddo lies immense Troesurs — and terrible danger. A companion
Fo The Mines of Keridav.

Gther Fine Games and Gaming Aids
Monday Morning Manager

(what?? a fantasy Company producliy o basaball mini-game??
Derned rignt! and s & good one, tooh A fast paced game of
sports strategy that allows you to build a tear and manage it fo
the pennantt

The Fhantastical Phantasmagorical Monte Haul Dungeon
"Whaddaya BEan, o Iraife TIGKaT " UN y&s, and Wany oiher Sirange
scoureaces happen taparties in the flakiest dungeon in the worlds
Lots of fun for a group of Jaded dungeoncers.

COMING SOOM!
COWNEELOW STATION
A smeshing now science=TIGIIGH [ Ole-piaying games bawedd 53 So b
Tharryhts dUGO award winning novel of interstellar comweree and
rivairy.

XEXXREXEXTFF

Al Tas ahove are availatle from (we hopel your local Gane stores |f
thess masterpieses of writing and imaginatlon are 7ot To we foung
in your er=a, they are avaitable fram

GAMELORDS, LTD., -318616& Grosbeak Terrace, Galthersburg, MD 20879

sumsoriptions fo The Thieves! Guild™ serles are avallable. For mors
inforimation iend pricgsh, WriTe 1o Tne address atove.

Trayeller® is & regisTered tradgénark of Geme DOFEGNETs WP RLROP.
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Pandit Raid!

A rich caravan plods along the road, making little sound other than the rumble of

wagon wheels and the hoofbeats of horses and oxen. Suddenly, the quiet is broken by a
hail of arrows, and the screams of passengers and guards as they realize the worst — a
full-scale bandit attack!
In Thieves’ Guild™ 10, you and your comrades can join or even organize a large
bandit gang, seeking to prey on the wealthy merchant and passenger caravans that travel
the roadways of the Realm of the Ten Cities. Thieves’ Guild™ 10 provides all the rules
necessary for running large group combats and ambushes, intructions for designing and
outfitting caravan groups, and describes the contents of several sample caravans upon
which players may test their newfound skills. Become the terror of the highways — in
this issue’s first scenario, Bandit Gangs and Caravans?

Meanwhile, back in the city of Haven, a powerful merchant has broken his agree-
ment with the Thieves Guild. The Guildmaster wants his revenge — and has given you
the assignment of burglarizing the traitor's house of its most prized treasures. Can you
teach this upstart merchant The Lesson he so well deserves about what happens to
those who dare to cross the Guild?

Both the adventures in Thieves’ Guild™ 10 are designed for a party of interme-
diate to upper-level thief characters; the Bandit Gang scenario may also include
fighters and other character types. The scenarios and rules are presented in the
Thieves’' Guild™ standard format, but can be readily adapted to any fantasy role-
playing system. Like its predecessors, Thieves’ Guild™ 10 is a great mix of rip-
roaring action and careful planning, and a true test of any adventurer’s skill!

Gamelorods, L€o.

18616 Grosbeak Terrace, Gaithersburg, MD 20879
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