


INDEX OF KEY ABBREVIATIONS

Throughout The Haven series, as well as the accompanying books in the Thieves' Guild series, certain
abbreviations are commonly utilized. The meanings of these various abbreviations are summarized beiow.

AC - Armor Class: represents the protective value of armor,
shielding, and skin carried by a character or NPC

APP, AP - Appearance: a measure of the character's personal
beauty or comeliness

BT - bit(s): a small coin made of iron; 10 BT = 1 CP

CDN, CO - Coordination: a measure of the character's dexterity,
the ability to make correct deliberate physical movements

CP - copper piece(s): a small coin made of copper; 5 CP = 1 SP

D (3D6, 1D8, xDy, etc.) - Die: The number (x) of dice of (y) sides
To be Thrown while r‘e;:)wing a combat or particular situation

DSC, DN - Discretion: a measure of the character's common
sense, memory, and ability fo think clearly under pressure

EAC - Effective Armor Class: represents the total effect of skin
or various armoring devices used or worn by beings, plus - in
the simple method for resolving combat -~ dodging ability

FRP(G) - Fantasy Role Playing (Game): any of a general class of
games using consfructed or randomly generated characters to
adventure in a make-believe medieval land of high fantasy

GM - GamesMaster: the referee or moderator of an FRP game;

considered o be the "god" of the particular universe s/he has
created, in which players adventure

GP - gold piece(s): a small coin minted from gold; coins usually
weigh 100 to the pound; 1 GP = 10 SP = 50 CP = 500 BT

HTK - Hits To Kill: the amount of damage that a character can
withstand before dying or becoming unconscious or comatose

HACS - Hits Armor Class @ (Zero): number that must be equaled
or exceeded on the roll of 1020 to strike an unarmored foe; an
enemy's EAC and dodging ability are added to HACG to get HP

HP ~ Hit Probability: the chances of striking an opponent

INT, IQ - Intelligence: a measure of the character's ability tfo
learn and to profit from experience

MA - Movement Allowance: the number of hexes (normally 5' from
side to side) that a character can move in one 15' melee round

MAG, MG -~ Magnetism: a measure of the character's charisma,
attractiveness, sex appeal, personality, and/or leadership

MGR, MR - Magic Resistance: a measure of the character's innate
ability to resist magic spells and other arcane effects

mr ~ melee round: 15 second span used to regulate the flow of
play in combat; minutes and hours are used normally

REF, RF - Refiexes: a measure of the character's reaction speed,
the time it takes to make instinctive movements

SP - silver piece(s): a small coin minted from silver; 10 SP =1 GP

SR - Saving Roll: an attempt to accomplish a feat extraordinaire;
this is usually tested by rolling 2012 against a given requisite

STM, SM - Stamina: a measure of the character's ability to
endure hardship or withstand wounds

STR, ST - Strength: a measure of the character's physical power,
brute force

TAL, TL - Talent: a measure of the character's ability to use
and/or understand magic
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Foreword

Within the Tyrant's Demesne details the culfure,
places, and personalities of dhar Ankhes, a city of
roughly 15,000 inhabitants located about 800 miles
north of the Free City of Haven, at the base of a ferfile
grassiand plateau known fo area residents simply as the
High Valley. The people who reside in dhar Ankhes and
its surrounding counties are ancestrally linked fo Haven
and ifs environs, and maintain sfrong cultural and
trading ties with the Realm of the Ten Cifies through the
active Upper Dorian trade route. Within the High Valley
itself, meanwhile, the men and women of The land of Sami!
must confend with the continuing threat posed by the
semi-barbaric inhabitants of the region, who have been
bonded into a semblance of nationhood by their worship
of the God-King Zat'ak, and who have vowed fo enforce

his will throughout the Valley. The resulting situation
is highly volatile, affording many opporfunities for
player—characters fo become involved in the political
and military maneuverings That occur.

Within the Tyrant's Demesne can be utilized in
stand-alone fashicn, as an example of an economically
developed border city which still retains aspects of iTs
frontier heritage. For best results, however, this book
should be combined with its sister volume, City of the
Sacred Flame, to detail & complete campaign area filled
with on-going political and religious conflict.  The
characters and situations described in this book are
presented in the Thieves' Guild gaming system format;
those GameMasters using other FRP systems, however, will
find the materials readily adaptable fo their needs.




SAMIL

The Land and its History

"There is no land so powerful that it
cannot be conquered — by goid."
(Attributed to Muolto Soldi, merchant-
adventurer, founder of the dhar Ankhes
Company.)

Soldi's words, ins¢ribed in gilt leftters over the
leather seats in the Harin Council chambers, are the
heart and soul of the people of the city of dhar Ankhes
and, by extension, of the land of Samil as a whole.
Surely if Profit were deified, the bulk of the Samili
people would give up their essentially minor differences
over religion and worship it instead. This attitude (if
an all-pervasive tendency can be justly described as
simply an 'atfitude) is the thing which most definitively
separates the southern residents of the High Valley from
their northern neighbors (and historical foemen), the
barbarian fribes of Zat'akhara — the pragmatic, money-
grubbing Samili have, by and large, no use for faith,
especially the fanatical sort; while the more dedicated
adherents of the God-King Zat'ak cannot stomach the
striving for simple material goals when ultimate destinies
are at stake.

The history of the Samili is somewhat more complex
than that of their long-time rivals. While all of the
northerners' history can be divided into the time before
Zat'ak and the time of and after Zat'ak, the Samili tale
is more correctly ftripartite, divided into the three
dominant forms of government that have existed down
the centuries:

~— The Kingdom, and the all-pervasive dhar Ankhes
Company which was established during its authority;

— The Oligarchy, which rebelled against the Company
and brought down the Crown with it; and

— The Tyrancy, which has established itself in the last
seventy years as the "steward of government" for the
failed and discredited Oligarchy.

The Kingdom

Dhar Ankhes, was originally built almost 700 years
ago by explorers from the upper Dorian Valley as a
stockaded trading outpost. It was originally called dhar
Samil, which in the dialect of the area means "Tower of
the Gateway" — an apt description; dhar Ankhes lay at
the enfrance fo the High Valley, nestled in a rock-riven
pass that would one day be called the Pass of Swords.
As the years passed, the little outpost grew from small
town to bustling city; the "Samili" people spread
northward and eastward, discovering and befriending
the semi-intelligent tamturiki (the beaverlike creatures
that inhabit the murky Tamwar fens), and encountering
the sfrange and not quite human caretakers of the
massive oaks and cedars of taru'e'elena the living
forest, powerful in the lore of earth and sky and
dedicated to the perpetuation and protection of the
richly timbered domain which lay in the middle of the
fertile High valley.

As the armies of the Namori Empire completed their
conquest of the Ten Citlies region, many craftsmen,
skilled laborers, and learned men whose views did not
coincide with those of the new regime chose to seek
more hospitable climes or, in some cases, were forced to
flee. In response to the Namori threat, the new and old
inhabitants of Samil fortifled their city, renaming it
dhar Ankhes, "Tower of Guard". The Namori forces did
indeed venture into the Pass of Swords a decade later,
only fo discover firsthand the ready defensibility of
that crag-strewn stretch of fand. Dhar Ankhes itself
remained unthreatened and its inhabitants rejoiced,
turning their increasingly expansionistic attentions
elsewhere.

Their chief agency for exploration, The dhar
Ankhes Company, was chartered some five hundred and
fifty years ago by the Mage-King Ranurian i, in order fo
"further the cause of Commerce in the High Valley and
lands beyond." Over the next hundred-odd years, the
entrepreneurs of the Company explored through the
Valley and Yo the mysterious lands of Algorath and
Gadria to the north, negotiating treaties, purchasing
land, establishing seftlements, and even engaging in
private wars against the barbarians and 'bandits' that
sought to obstruct them. Within a generation they were
a power as great as the King of Samil; within two
generations, they were a law unto themselves beyond
(and within) the gates of dhar Ankhes. Tam Terras,
Rufan and Pelenn were all founded as "Company towns"
on The once-frontier of Samil, and continued to be
heavily dominated by the Company and its interests for
the rest of the history of the Kingdom.

The Crown and the Company was a happy marriage
from the first, with the Company acting beyond the city
walls as an extension of the Crown. its campaigns
(commercial as well as military) received roya!
sponsorship and approval, in exchange for a portion of
its soon o be staggering wealth. The Company's near
monopoly on frade, however, as granted by the Crown,
became a rapidly-growing source of tension between the
merchant princes of the Company and the striving
independent traders and craftsmen of the region.
Ultimately this latter group, with some help from certain
of the arcane practitioners residing in dhar Ankhes, was
able to foment a popular rebellion against the Company
and bring about its downfall. So tied, indeed, were the
fates of Crown and Company that the royal line of Hadriz
was also overthrown, with ifs surviving members fleeing
to a distant (if well provided for) exile — from which
they have emerged only twice (in unsuccessful bids to
regain power) over the past 450 years.

The Qligarchy

The new regime In  Samil (the "Cligarchy™
atiracted, from the first, talented artisans from many
lands. This was because of both the working
environment, which remained as conducive to trade
under the Oligarchy as under the Crown, and also the
gradual continuing emigration of Talented individuals of
all kinds from The lands conguered by the Namori, dhar
Ankhes thrived under the Oligarchy, which ruled Samil in
much the same way for The better part of four centuries,
resting its day-to-day authority in an elective council
called the Harin. The major weakness in its governance



of the realm was one common to any state which is ruled
by committee; namely, the disposition of authority in
times of crisis. The Oligarchy solved this problem very
simply: in time of emergency, the Harin would dissoive
and place all power in the hands of a caretaker for the
balance of the emergency; when the crisis was past, the
chosen person was expected to step down and restore
authority to the Harin. While such a system was prone to
abuse of power, the early Oligarchs reasoned that the
Samili people would no more folerate a caretaker who
outstayed his welcome than they had tolerated the
corrupt King and the serpentine Company of an earlier
generation.

When Zat'ak, the warrior-mage and self-prociaimed
God-King of Zat'akhara, began his jihad against Samil
three generations later, the Harin was forced To appoint
its first caretaker, who was given the titte of Tyrant.
The first Tyrant of Samil, a mage of great power named
Mondowa Sough, defended the land against Zatak's
onslaught, and devised the plan which ultimately
overcame the God-King's defenses during the siege of
dhar Ankhes three hundred and twenty-five years ago
(for further background on the war and on the God-
King's rise to power, readers are referred to City of the
Sacred Flame, a companion volume fo this onel). Sough
refired to his sanctum sanctorum outside of Rufan a year
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later, restoring the political power of the realm to the
Harin, despite a determined attempt by a minority tfo
establish him as King of Samil. Thus theory became
practice, and the boundaries of the Tyrant's power were
defined.

From the time of the War of Zat'ak, the Oligarchy
confinued to resort, with increasing regularity, to the
appointment of a Tyrant to sail the unsteady ship of
state out of internal or external crisis.
Unquestionably, the earliest Tyrants felt the cold hand
of popular rebellion behind them, and decided it to be
the wiser course o step out of the limelight rather than
attempt an almost certainly bloody coup detat. Only
one Tyrant, Adubwa of Cadrah, attempted to outstay his
welcome during the first two centuries of the Oligarchy;
the resultant civil war was swift and violent
mercenary troops, well-paid by the Harin, not only slew
Adubwa in battle but put his personal estate at Cadrah
to the torch, To stand a ruin unto this day.

Over time, however, the integrity of the
Oligarchy's leadership began to decline, leaving it more
and more dependent on the Tyrancy fo control the
excesses it had wrought, and less and less able to rouse
the public support necessary to reassert its authority
against the individual who held the office. The Harin,
which had been established in reaction to the
irrefrievably corrupt dhar Ankhes Company, came to
greatly resemble it in fact, if not in form. Like the
Company, the tentacles of fthe Harin's influence were
largely unofficial and ubiquitous, a tangled system of
kickbacks and payoffs; it represented and ruled a new
'nobility of wealth!, the methods of which had become
venal by second nature.

The opposition fo the Oligarchy was led primarily
by the highest echelons of the military; in the generals
view, the Harin appeared more than happy to declare
war on the Zat'akhari over the slightest incident or
offense, but unwilling (or wunable) to commit the
resources necessary to conduct an organized and
affective campaign. The result was an increasingly
overtaxed and undersupplied army whose ability fo
restrain the ever more militant Zat'akhari became more
and more questionable. Affer the bloody Batfle of
Hagierrah, in which the northerners inflicted severe
damage upon the Samili army before being forced (due to
supply problems and the onset of winter) to retreat, the
Harin's appointed Tyrant, Madual of Rufan, marched a
force into dhar Ankhes and declared 'protective
custody' over the realm from the balcony of the then-
crumbling Citadel. There was very little real resistance,
except from the Harin itself, which was hastily dispersed
by armed froops; the city's commnoners — and even +the
upper middie-class — were more than ready to put their
faith in a strong, articulate, intelligent 'man on a
horse!, especially when he promised to restore power fo
the Oligarchy as soon as the corruption was weeded out.

The Tyrancy

Macdual truely believed in the noble aims he
espoused, and hoped toc restore Samil to the dominant
position it had occupied in The Valliey centuries earlier.
He felt {(probably quite rightly) that the corruption and

venality in the Oligarchy had become as germane and
pervasive as in the time of the dhar Ankhes Company,
and that equally drastic steps were necessary to remedy
it. Unlike earlier reformers (or would-be rulers), Madual
was also an excellent strategist, who had carefully laid
the groundwork for his establishment in power by
carefully picking his fakeover by befriending many
infkuential groups in and outside of the city, and by
using the heretofore symbolic practice of selecting a
hundred stalwarts for the city's defense to assemble an
elite force of warricrs who became the antecedents of
foday's Redshirts.  His transition from temporary to
permanent Tyrant was not accomplished without
difficulty (particularly in the farther provinces), but
the suppression of such resistance, which was performed
in both an effective and merciful manner ultimately
contributed to the popularity of the government vested
in The person of Madual.

The cause of Madual's death in his 16%Th year of
rule is still in question, nearly seventy years after the
fact. It is held in some circles that former Harin
members had him poisoned; others believe that it was an
agent of the northerners, who saw in him an opponent
they might not be able to overcome, who took his life.
The demise has also been laid at the feet of one or
another of the deities whose worshippers contend along
Temple Avenue in dhar Ankhes. Some say that Madual
was simply overcome by the monumental task before
him. .. in any case, what few memoirs of his life remain
indicate that he sought, during his last few days alive,
to undertake a trip from Rufan, where he was visiting his
elder sister, to dhar Ankhes, where he wrote of making a
great speech in the Harin Chamber. The 1rip was never
made, the speech never given; and one of his chief
lieutenants declared himself Tyrant, over the strident
objections of a soon-to-be-powerless minority. And so
the Tyrancy has passed from Madual's time to the
present, through a sucession of so-called "stewards",
who have begun to develop their own intricate
institutions fo ensure the maintenance of their power.

The Realm of Samil

Samil today is divided into seven administrative
provinces — Aldurane, Rufan, Calith, Tam Terras,
Domitias Cadrah, and Shalish. The city of dhar Anknes
itself is not part of any province. Each is traditionally
ruled by a count or prince, owning fealty to the city (in
practice, actually, to the Tyrant). The current Tyrant
Utrant is the hereditary Count of Aldurane.

For more than a century, the provincial Nobility
has effectively been shut out of politics, though as a
class it provides the fand with military men anc wealth
with which to fight the Zatlakhari. The Tyrant does,
however, permit the provincial Counts to award cartain

trade moncpolies within  Their boundaries, which
represent an offen significant source of additional
revenue. The map on The page 1o the left shows the

geography of the Tyrant's Demesne, and ifs location in
relation fo other portions of the High Valley (which are
described in companion volumes to this one, such as City
of the Sacred Flame).



Power Elites of dhar Ankhes

The structure of power in the city of dhar Ankhes
today is a Tangled weave of divergent interest groups,
each seeking to promote its own continued security by
forging a constantly shifting set of alliances with other
powerful factions. Many power groups will support each
other on some important issues, while vociferously
opposing one another on other questions of policy. To
further complicate matters, many of the groups in
question are themselves splinfered info several
factions, who offen speak (and make promises, both
publicly and privately) with confradictory voices,
adding to The general confusion.

Foremost among the city's elites, of course, are
those institutions (both formal and secre?) that sustain
the continued well-being of The Tyrancy:

1) the mysterious Darknight Brigade, whose agents seek
out and report information concerning fthe activities
of foreign visitors and possible enemies of the
Tyrancy;

the Redshirts, the well-trained city gquard that
handles The general duties of peacekeeping both in
dhar Ankhes and abroad; and

the official government Minisiries, whose bureaucra-
cies are responsible for colliecting tariffs and Taxes;
constructing and maintaining public buildings, city
walls, and roads; and planning and conducting the
frequent military campaigns of the Samili armies.

2

~
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Standing alongside these groups are two segments
of the community which lie beyond the direct control of
the Tyrancy, but often find it advantageous to serve itfs
interests:  the criminal underworid, and the city's
Wizards' Guild. Finally, there is one small and secretive,
but economically powerful faction, that is committed to
bringing about a great reduction (or the complete
overthrow) of the Tyrant's control — the so-called
Sovereign Society. Each of these groups, and their
jeaders, are described below.

The Tyrant and his Household

Utrant of Aldurane, Tyrant of Samil ("the Usurper™)

Utrant (#101), the current Tyrant of Samil, Is &
slim, wiry man with darting, always-alert grey eyes and
all the and cunning of an adder. Utrant has
been at the helm of The land for six years, having seized
the Tyrancy upon the sudden — and mysterious — death
of his half-brother, Johal, and Johal's beautiful wife
Moraina, apparently at the hands of highwaymen.
Though his rule has been described as a stewardship,
preparing for & Tyrant who will be chosen by The will of
the peopie of Samil, The ambitious schenes of expansion
and conquest undertaken by Utrant and his inner circle
of supporters, along with the network of infelligence
and terror assembled to do The Tyrant's bidding, suggest
a far different intent.
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Under Utrant, the Samili standing army has been
increased fourfold, and these forces, frequently
supplemented by provincial conscripts and mercenary
units from the Dorian Valley and Ten Cities regions,
have gone on the offensive, striking deep info the
disputed border regions and even into Zat'akhara itself,
seeking to recapture the long-lost province of Pelenn.
Further resources (both manpower and gold) have gone
into efforts to colonize the border territories, while
still ofther government-financed expedifions have
sought to exploit the mineral deposits in the
undeveloped wilderness regions to the south and west.
The pursuit of all these diverse projects at once has
required substantial resources, which have been
acquired through an ever-increasing tax burden on the
nation's commercial and mercantile community. The
outcome of these many schemes has not always been
favorable, as the Tyrant's ambitions have offen
outstripped both his patience and his means. His harsh
fevies and frequent failures have earned him the enmity
of & powerfui portion of The Samili business community,
the secretive Sovereign Society, who actively seek to
promote his demise and o return the Oligarchy and the
Harin to power.

Despite his weakness for grandiose plans and
complex solutions, however, Utrant is a canny and
crafty schemer when it comes to keeping himself alive
and in power as Tyrant of Samil. He has an instinctive
understanding of the baser emotions of man, and of how
to use them to his profit; there is a good (60% chance
that he will, on first meeting, be able to identify the



particular objective (money, love, power, revenge, etc.)
that motivates an individual, and will frade on that
knowledge in bargaining for what he wants. He is no
stranger 1o the tactics of fear and terror, as bespoken
so eloquently by the presence of a variety of torturers
and alleybashers in the Tyrants household; chief among
these is his right-hand man, the High Councilior, Hilton
Spear (see below). He also maintains a stock of
ingestible potions and drugs that can sap the courage
or will of Those that consume them. Utrant is extremely
cautious (perhaps paranoid would be a more apt
adjective) about his own well-being; he will not eat or
drink from anything save his personal dishes (which have
been enchanted to detect the presence of potions), and
will never appear in public except in a full, magically-
enchanted suit of chainmail. He has an 85% chance of
sensing danger if anyone in close proximity means him
harm; This 'sixth sense' has probably saved his life at
least twice before.

Hilton Spear, High Councillor

Hilton Spear (#102) is Utrant's High Councillor, and
the presiding officer of the dhar Ankhes Tribunal, in
charge of all matters of high justice within the City. He
is also responsible for carrying out those tasks which it
would be politically unwise fo link to the Tyrant himself.
His chief responsibility in this category is the role of
liaison with the Darknight Brigade. Spear is Utrant's
go-between to Afritt Sinister, and also to the terror
squad led by the mysterious figure known only as "the
Enforcer". Originally, Spear chafed at being relegated
to the role of errand-boy, but he has lately moved to
consolidate his personal support among the members of
this "hidden realm". Furthermore, he has successfully
been able to alienate several members of the Ministry of
War and some of The assorted temples' high functionaries
away from support of Utrant, with vague assurances of
wider authority in the event of a "change of the guard™.
Utrant himseif does not fully trust Spear but has
convinced himself that the big man's duplicity would not
extend to an attempt to gain the Tyrancy for himself;
This has been confirmed for him in an oracular divination
given him by the Court Mage Artos Windsong. The vision
is in fact correct, though with an ironic twist — Spear
does not want to be Tyrant ... but he has learned of a
distant blood kinship with the long-overthrown royal
House of Hadriz, and has ambitions of declaring himself
King of Samil.

In appearance, Spear is tall and stocky, with an
almost expressionless face — which has given rise to
remarks about a lack of cranial activity. Most of this is
unfounded, for while Spear Is no scholar, he is a good
deal cannier than he is able (or perhaps willing) to
convey; this is a tactical advan for Spear, and
certainly also for Utrant, certainly encugh to cutweigh
the ridicule of Spear by the Tyrant's enemies and
political rivals.

tage

Freude

Freude (#103), Utrant's second spouse, is a woman
of truly Amazonian proportions — six feet tall, with long
tawny blond fresses and full pouting lips. Though very
young, she plainly understands the meaning of her
pesition as the wife of the Tyrant, and knows how fo use
her power. She has the good sense and discretion to
keep her extensive exiramarital activities brief and

unentangling. Like her husband, Freude lusts after the
sensation of power, and would never sacrifice it for a
petty emotional sensation like love.

The girl is well aware of Utrant's desire to
perpetuate the House of Aldurane, and is currently four
months pregnant. She has made arrangements with
doctor of dhar Anxhes named Elbanio (#104) to make
sure a male heir is borne to Utrant, by substituting
another baby, if necessary.

a

Freude can offen be seen in the fashionable shops
of dhar Ankhes, purchasing new gowns or jewelry for her
incredibly varied wardrobe. In public, she will always be
exerting the full extent of her charms, and may well
mesmerize some poor male player-character who catches
her eye, seeking To add him to her collection of ardent
admirers. If This oczcurs, that character must make a
saving roll against DSC (at -2, unless his MAG is also 15+)
or fall under her sway — whereupon, for the next 48
hours, he will likely make every effort to win her favor.
(GM's Note: this situation should be used with some
discretion; characters caught attempting to show their
fove for her should not be killed or imprisoned, as
Utrant is accustomed to this — rather, they should be
placed into the debt and service of the Tyrant.

Freude is resentful of her stepdaughter Moreena,
and has an intense dislike of High Councillor Spear, who,
she feels, is ambitious enough Yo want the Tyrancy for
himself; Spear, for his part, has several times offered to
encase Freude in stone and deposit her in the Dorian
River.

Moreena

Utrant's ten year old daughter Moreena (#105) is
almost the only person whom he treats with real
affection, his flame for Freude having gone out years
ago. Moreena is almost totally unlike her father,
resembling more her deceased mother. The only one of
Utrant's children fo live past infancy, she is a wiry lass
with shoulder-fength hair and sparkiing green eyes that
are full of joy and kindness for everyone. She believes
that her father can do no wrong, and Utrant in furn
dotes on her and would do almost anything to promote
her safety and happiness. Thus, when he noticad
Moreena's growing interest in the arcane arts, he
acquired for her a library of magical texts and ordered
his Court Magician, Artos Windsong, to begin teaching
ner the rudiments of spellcasting. The latter found
Moreena to be an apt and willing pupil; in the meanwhile,
he has been making plans to use his loyal young student
as a cog to gain control of the Tyrancy for himself.

As noted, Moreena is a very trusting young lady,
who will Talk freely To strangers she encounters —
revealing al!l about herself (including her lineage) in
the process. Moreena's sfrong-willed governess Katja
Mellone (#106) and Artos Windsong both atfempt to keep
a close eye on her at all times, so there is an 805
chance that one or both will be nearby when Moreena is
encountered. If she atftempts to use her fledgling
magical powers, There are fwo factors to consider:

i) any spell she casts has a chance of misfiring (-4 from

casting chances, but freat fumbles as misses); and
Z) she will not use any offensive spells directly against
other living creatures, regardless of the

murderousness of their intent.



The Darknight Brigade

Such a ruler as Utrant needs a loya!l local force,
such as the Redshirts, who will back his inifiatives with
+the force of arms; but he also requires a reliable means
of gathering information on the plans and activities of
his rivals and enemies, so that such might as he
possesses can be deployed wisely. To accomplish the
latter task with alacrity, Utrant has obtained the
services of certain citizens with exceptional skill at
disquise, espionage, and illegal entry — primarily,
members of the criminal underworid. This daring alliance
of the highest level of authority with the upper ranks of
the 'secret kingdom' has resulted in the creation of a
loose organization known as the "Darknight Brigade.”

To get such an organization starfed, one must
have a man like Ulrant's predecessor Johal, an
unscrupulous yet personable rogue whose charm and
daring can win the confidence of the criminal elite. To
keep the venture going (and growing, as Utrant has),
one must offer certain rewards for providing the desired
information — a certain freedom from prosecution, an
occasional tidbit of information about potentially
lucrative opportunities, etc. {the sort of respect that
people of this stripe seldom receive from their peers).
Utrant has done these things, and has so created a well-
oiled intelligence~gathering machine that gets its job
done. No one (not even Utrant or the Brigade's leader,
Afritt Sinister [#107D) knows the precise size and
composition of the Brigade; for there are individuals

, 4L ¥ N RE _
< 5 B -
T . KN B
. o 1
A . N % .
23 A S NRGAE 4
: : ,
.
v {Q Ey
{d 3
5oyt A7, £
2 ek <
O . s
. ] ~N
b, ] e ——— . X
- by [ e — N S
' “ s
S ;
L3 et P . .
o ~ ¥
. . *
A
. . .o - VY
sy b 2. . &
wanofl By
Sig i -
(XS -
p R ; =
3 ™
f 5
e -
“'Q--
- M Y
R £
0 e s
1N
. "
. e \‘\\\
-p™ ‘\
1"" \
e L
N | ~
e 2 ,/
* -
% //
‘.)\ /
yé <
gl
M ) Vs s
=
®
R t=3
L
'ty
P
.
BT o4
- !
-8 b4
o La{l 4
* u':s‘ (Y
4 RS a
) - . -

who send messages only through mysterious couriers and
others who act under as many as a dozen different

aliases. |T is known their numbers fteem in dhar Ankhes,
and that they are also well represented in Tam Terras
and Rufan, as well as other towns and villages in Samil.

During the time they have served Uirant, an
informal set of rules has evolved relating tc the
Darknight Brigade agents:

1) in general, thieves acting as Brigade agents are free
from the hounding of the law, as represented by the
Redshirts; To avoid giving Samil {(dhar Ankhes in
particular) a reputation as a den of lawlessness, this
means That the law comes down heavily on those
thieves who are not employed by the Brigade;

2) To receive this protection, Brigade members in furn

must agree that certain ferrifories (such as the

Citadel, or the homes of reliable political supporters)

are off limits to criminal endeavors. Anyone breaking

these strictures loses his protection, and will be
hunted aggressively by both authorities and Brigade;
conversely, Brigade leaders will be occasionally
informed about lucrative opportunities that present
themselves — offen these will take the form of
outlanders who might have failed to take the proper
precautions; sometimes, however, the Brigade will be
given the opportunity fo act on its own against
particular enemies of the regime (such as suspected
members of The Sovereign Society); the Brigade
leadership then awards these ptums to Those who have

served them and the Tyrancy well, giving them a

valuable tool to maintain order and loyalty among

their ranks.
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Such an alliance between the forces of law and
order and the forces of crime has implied contradictions
and problems; one tendency would be for the law to
become criminal, and this has happened to a certain
extent, as the Tyrancy under Johal and especially
Utrant has dealt out justice with bullying arrogance to
other suspected felons without much recourse *o
fairness. However, the semi-criminal Darknight Brigade,
which is a small organization in fact but exfends ifs
tentacles everywhere in the city and the realm, has
become more ‘civilized" by ifs association with
authority. The loose spy network that served the
Tyrant Johal has been woven into a much more tight
group by Utrant, and the sense of mission, coupled with
the name '"Darknight Brigade", with its military
connotations, has served to further bridge the gap
between the law and the forces which oppose it. In the
complex weave of dhar Ankhes politics, it is one more
aspect which has made it exceptionally difficult to tell
the white hats and the bLlack hats apart.

One cannot, of course, join the Darknignt Brigade
by applying for the job — in fact, asking indiscreetly
about the Brigade and its activities will more likely get
a player in frouble with both the 3rigade's operatives
and The Redshirts. The only certain way of gaining
access to the organization is To perform some act that
catches the attention of Ufrant, Hilton Spear, a
Redshirt, or another Brigade member. If favorably
impressed, these individuals will refer the character fo
one of the Brigade's known operatives (see below) for an
assignment. The Brigade wil! also frequently employ



common citizens to perform simple tasks like delivering a
message or package, or keeping watch on the visitors to
a place of business or lodging.

Afritt Sinister

Afritt (#107), a smallish, nimble dark-haired man of
Just less than thirty summers, is said by Utrant to be the
most valuable single conduit of iaformation in the
Brigade. He is The only member of the Brigade who knows
more than a handful of its members, and how to contact
them. Although he possesses all the stealth and agility
of a cat burglar, Afriff's greatest asset is his razor-
sharp criminal mind. His companions know him as "the
Planner”; he is also a master of many languages and a
cryptographer skilied in designing and breaking codes.

His headquarters, a large grain warehouse located
on an alleysay near Tanners' Row (#61 on the city map),
teems with traffic night and day. His visitors include
Brigade members, locals with information to sell or
favors to ask, and occasionally High Councillor Hilton
Spear himself. The building has several underground
enfrances that lead from the cellars of other area
buildings used as meeting places by the Brigade; several
of these passages can be flooded in emergency.

By day, Afritt assumes a quite different identity,
that of Dexter Ratiff, popular barrister and well known
man about town. For this role, Dexter adds three inches
to his height through the use of special padded boots
and a powdered wig. The only ofther person who knows of
Afritt's true identity is his valet, Hendrick Sims (#108);
Sims has often had to act quickly to prevent the
impersonation from atiracting suspicion.

Rab Dysenby

Rab (#109), a pale, pockmarked young man of
nineteen, acts primarily as a "gopher" for Sinister,
carrying messages or picking up information from
Brigade operatives around town. Rab lives in the loft of
the warehouse, and is supposed to handle matters when
Sinister is not present. He is woefully incapable of
fulfitling this duty (as Sinister fully intends, unwilling
as he is to place anyone in this position who might be
viewed as a potential replacement). When a true
emergency situation arises, Rab has instructions to
contact the proprietress of Juri's Place (#2 on the city
map, described in the Shops section of this book), who
will place a signal lantern in the leff-hand upstairs
window of the tavern.

Bartleby Burbick

Bartleby (#110), a fast-talking, incessantly good-
natured boy of sixteen, works as go-fer and errand-boy
at the Scroll Tube (#17). In a relatively short time,
Bartleby has come to be of considerable valua to Thorny
Quilifeather (#315), the owner of the shop, due to his

ability To seek out and urcover news itens unavallable
to other reporters (since he is "only a kid", 1is
presence is offen ignored — but since he is quite

bright, and has an excellent memory, he is able to
obtain information which offen finds its way onto the
oroadsheets on the side of Quillfeather's Merchants' Row
kiosk}. He has also come to the attention of a highiy-
placed tieutenant of Afritt Sinister in ‘the Darknight
Brigade, and encouraged (read "coerced") to provide
whatever information he obtains in the future fo the
Darknight Brigade, in exchange for payment.

Bartleby recently tailed High Councillor Hilton
Spear fTo a private residence off Lower Grand Avenue,
and observed him addressing a number of prominent
members of the mercantile community; some of these are
commonly known or suspected to be Sovereign Society
sympathasizers. Bartleby realizes that any attempt to
report this information might permanently impair his life,
and has thus far mentioned the lncident to no one.
Bartleby has become hopelessly enamored of Lyeesha
#111), a tantalizingly beautiful Zat'akhari dancer at
Heaven's Gate (#42), a pleasure palace of great repute.
He has spent most of his Brigade payoffs on expensive
trinkets in a thus far futile effort fo win Lyeesha's
heart.

Blind Jim

in his fime a fairly notorious cutpurse, both of
Blind Jim's (#112) eyes are now shaded by heavy
cataracts, and he moves with a shambling, awkward gait.
Because of his shabby appearance and apparent
physical disabilities, many underestimate the old
greybeard's skills; despite his well-acted pretense,
however, Blind Jim is not quite blind, and has lost little
of his formidable strength (as several cutpurses who
have strayed foo close have painfully learned). Day
and night, Jim haunts Victory Square and the Wood and
Traders' Markets, earning his silvers through a
combination of beggary and storytelling. He has an
almost photographic memory and an uncanny ability to
sift the one nugget of fruth out of a sea of idle chatter
and unfounded speculation. These talents make him one
of the two or three most reliable sources of information
in the city. It is this, along with Jim's long-time
acquaintance with the King of the Beggars, which make
him particularly valuable fo the Darknight Brigade.

When he is in pursuit of & potentially valuable
rumor, Blind Jim will offen hire a small number of rogues
and adventurers to act as his "arms 'n legs"; those
taken into his temporary employ are usually told just
enough To complete their assigned task, and will have to
work out the details of the bigger picture on their own.
In addition, Jim also has two young rogues, Radmar
(#112) and Doran (#113), who assist him on a more-or-
less regular basis. Doran, by far the more talented of
the pair, has hopes of someday locating the hiding place
of the old man's hoard and making it her own; she may
enlist the help of others in this endeavor (though not
Radmar, whom she mistrusts), on the promise of a cut of
the profits. GMs should note, however, that Jim is well
aware of his assistants dubious loyalty, and keeps the
latter's activities under careful scrutiny — any attempt
to steal his fortune will likely be no surprise, and will
be defended against, as Jim retains many connections in
the underworld and in the Brigade. His two-room flat i
in the Commons section of dhar Ankhes, #62 on the city
map; GM's discretion as to the extent of his hoard.

Shrike the Caravan Master

S

Vykar Shrike (#115), a bluff, haa-handed man in
his late twenties, is among the most respected caravan
masters and organizers in the High Valley. An
accomplished woodsman and horse trainer, Shrike's
popularity Is appropriately 2arned — any party he leads
receives a +2 to reaction rolls in all animal encounters,
and his extensive knowledge of the little travelled
woodland trails and fordable stream crossings give him

5
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route when the main roads are blocked by war or
weather. His heavy volume of business keeps him out of
dhar Ankhes much of the fime (there is a base 40%
chance to find him in the city; check once per week,
+5%/week after the first ftwo weeks). When present,
Shrike is widely known as the man fo see for news about
important comings and goings, both within The city and
out in The country. Because his clientele run the gamut
from political figures and diplomats to merchants and
practicioners of the arcane arts, Shrike has
connections In almost every corner of society — and has
the respect to get what he asks for.

Since Shrike's primary interest in life is in
maintaining the profitable status quo, he supports the
Tyrant's interests with his information, despite his
personal dislike of oily Utrant and his henchman Hilton
Spear. Conversely, Shrike will not willingly aid anyone
appearing To have close ties fo the Sovereign Society,
and will have a further penalty of 40% on reaction rolls
toward anyone claiming fo know Timotheus Stirr (#239,
who is suspected of being associated with the Society)
personally. Although Shrike's Brigade activities bring
him into regular contact with the denizens of the dhar
Ankhes underworld, he is himself a strongly law-abiding
type who wants no taint of scandal on his business
operations. He will not counfenance thieves in his
caravan operations, and will deal with such scoundrels
personally, whenever possible.

Balor (Catspaw)

Balor (#116), a nondescript-locking young man who
appears at least a half-dozen years younger than his
actual age of 22, has spent his entire life in the
shadowy alleys near the Loop, where he grew up, the
unrecognized progeny of a night's dalliance between his
prostitute mother and a minor nobte from The Ten Cities.
Although a lone wolf with no close associates, Catspaw is
considered to be the best second-story man in the city,
a fearless operative with the stealth of a cat and the
acrobatic grace of a frapeze arfist.

Catspaw takes occasional assignments for the
Darknight Brigade when the price is right, but does not
consider himself to be one of them; he is offen openly
critical of thieves who live off the 'easy pickings' made
available to those loyal to the Brigade, and it is
rumored that he has more than once dared to rob
establishments ruled ‘off limits' by both the Darknight
Brigade and the feared Number One of the dhar Ankhes
criminal underworld, Flint Janssen (#201). Because of
his stubborn nonconformism, many in the underworld
(including Janssen) consider Balor fo be a time-bomb
waiting To explode, and want litfle fc do with him; only
his considerable talents have kept him alive fo date.
Catspaw has one other ace in the hole — he has a
ralationship with the Redshirt lieutenant Forster Banyon
(#124), based primarily on mutual respect. Banyon has
gotten Balor out of frouble on two previous occasions,
in exchange for information on & fraitor in the
constabulary.

Brock Bronson

Bronson (#117), & well-muscled man of early middle
age, is one of Brigade leader AfritT Sinister's chief
lieutenants. He works as a sfevedore on the wharves of
dhar Ankhes; in his youth he was something of an

agitator for better pay and treatment, and thus came to
the attention of the Darknight Brigade and the Tyran+t
Johal. In exchange for help as the eyes and ears of the
Brigade on the waterfront, he obtained help in
obtaining what the longshoremen desired by way of pay
and working condifions. Over the years he has risen in
the ranks of the Brigade, though he is personally
suspicious of *the current Tyrant and loyal to the
memory of Utrant's predecessor, Johal; nonetheless, he
is intensely crifical of the Sovereign Society, believing
(probably quite correctly!!) that the resumption of the
rule of the Oligarchy will be unlikely to benefit the
longshoremen — probably quite the contrary.

The Redshirts

The Redshirts are the storm troops of the Tyrancy,
the most visible symbol of the Tyrant's authority,
defenders of his honor. They wear crimson tunics
emblazoned with the traditional emblem of the Tyrant, a
seven pointed star; it is from this garment that they
draw Their name. They were traditionally a one hundred
man elite militia force, stalwarts summoned by the Tyrant
To support him as "defenders of the Realm" in time of
national emergency; the perpetuation of the Tyrancy,
however, has made their existence a permanent one.
The ranks of The Redshirts have consistently grown, to a
present size of about 450 well-armed men and women who
serve as the city guard of dhar Ankhes, and as a spacial
peacekeeping force throughout the rest of Samil. Their
stated duties are to maintain order in the land, and to
ensure that the proclamations and laws of the Tyrancy
are obeyed. In such a volatile political climate as dhar
Ankhes, however, these dutfies cannot be discharged
simply by apprehending lawbreakers or regularly
patrolling the city's streets, for there are truly active
subversive elements throughout the city and elsewhere
in Samil that the Redshirts are sworn to find, disrupt,
and eliminate where possible. Some of their efforts in
this regard border on the frivial or the inane, as on the
occasion when a half-dozen guardsinen were sent out in
search of the instigator in the audience who called the
Tyrant "a snake'. But the Redshirts also can act upon
the intelligence collected by members of the Darknight
Brigade, which often discloses very real schemes that
the guardsmen must attempt fo thwart in fime.

There are about 350 Redshirts actually in dhar
Ankhes at any moment, stationed in five barracks
(labeled "B" on the city map), one in each area of the
city; ancther 50 to 100 will be angaged in various
assignments around the province. The average
guardsman is much better frained and equipped than a
normal fown constable — most Redshirts carry both a
sword and a pole arm; the remaining 10%-20% have slings
or bows in place of one of these close range weapons.
The average guardsman will be an Iintermediate or
Veteran character, while an officer will be Veteran or
Elite. Guardsmen are accustomed to a certain amount of
deference from the city's inhabitants, and may
overreact if they feel they have been freated
disrespectfully. Many can be bribed to igncre a minor
offense, but will be reasonably conscientious
concerning any matfer that appears to have political
overtones or repercussions.
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Redshirts are primarily a law-enforcement arm,
though they have broad discretionary power — they are
sometimes judge, jury, and executioner rolled into one.
While they may take any action, even if it leads to
kilting, without rescrting fo the city's Tribunal, their
main function is apprehension rather than judgment.

The Lieutenants in command of the five guard
barracks are Zimballus (#118 — South Side); "Stack"
Eltiott (#119 — Waterfront); Goodwin Wolfe #120 —
Wizard's Walk); Forster Banyon (#121 — Loop/Commons);
and "Old Eb" Barnaby (#122 — North Side). The quintet
are generally considered equals, though Eb is 5-15
years senior fo the others in service, and is often
deferred to when difficult tactical decisions must be
made. "Stack" has just assumed his post as a result of
the bloody back alley assassination of his former
superior and close friend, Nesson Roberts; he is very
hot-headed, and committed o finding Roberts' murderers
and bringing them to justice. Wolfe, a happily married
man with six children, has a number of very good
contacts within the Loyalist faction of the Wizards'
Guild, who have provided him with a great deal of useful
information (some of it magically divined) about the
Sovereign Society's activities. Zimballus is a strange,
somewhat reclusive sort, who reads quite extensively
about the latest investigative practices and teaches
many of these practical methods to his men. Forster
Banyon is a street-fighter furned guardsman; mean in a
fight, he is exfremely loyal to the Redshirts, though he
will hesitate to prosecute someone who he feels is not a
hardened criminal (a petty thief, a street fighter, etc.);
he is Thus possessed of a bizarre idealistic streak,
believing that others may follow his path into the
Redshirts. "0ld Eb" is a familiar face in almost every
tavern in town, and is also an inveterate womanizer,
even at his age. He is known and respected by almost
everyone for his forthrightness, and for his still-high
proficiency with the rapier.

There are also Three other Redshirts in the public
eye at present. Cater Turnbull (#123), his brother
Randy (#124), and Hosea Simpson (#125), all stationed at
the Carpenter's Sireet barracks, recently raided a
stronghold of the Sovereign Society, capturing one of
its leaders, Aerlin Patko (#240), and a large cache of
arms.  Their success has brought them a temporary
celebrity status on the street corners and the barstools
of the city. Cater in particular is milking his moment in
the sun for all it is worth, cadging free drinks and
telling his tale to any who are willing to listen (despite
his brother's entreaties to keep a lower profile).
Patko's colleagues, of course, have vowed to avenge
him, and the +three guardsmen are under constant
Sovereign Society surveillance.

The Redshirts, by ftheir very nature, are
frequently in need of new recruits. Interested
applicants, who have STR, STM, and CON of 10+, will be
directed to one of the five Redshirt barracks, where
they will be asked a number of questions concerning
their past, their habits, their pclitical leanings, and so
torth; all during the inguiry, an attempt will be made to
read The candidete's mind To defermine the fruth of
these answers (characters with a TAL of 9 or above wil!
sense this probing on a roll equal o or less than
(Ax(TAL-8) on D100). Affer this is completed, the

applicant will be fold to return a week hence. During
the intervening fime, the Redshirts and a Darknight
Brigade operative will tail the character. If no
suspicious activities have been observed by end of the
week, The character will be accepted on a roll of 75% or
less (the remaining 25% will be rejected without
explanation).  Accepted applicants will be given &
uniform and assigned to a barracks, and will begin
regular daytime patrols at once; new Redshirt trainees
are accepted formally after three months' probation.
Naturally, any activity before a character's duty begins
or during his probationary period, which might be con-
strued as subversive or tfreasonous, will put his rela-
Tionship with the Redshirts on a much different basis.

There is a fixed percentage chance that a
Redshirt patrol will be in earshot (and possibly in sight)
of a party of players at any given time. The referee
should re-roli every fiffeen minutes (daytime) or every
half~hour (nighttime), out of the players! sight, to
determine the presence or absence of Redshirts.
Redshirts are encountered in groups of 2-5; roll D10 (1-
4=2,5-7=23,8-9=4,10 = 5, GMs should use Redshirt
types A, B, and C (#126 to #128 from the character
statistics at the back of this book) as generic examples
of Redshirts encountered. At least one of the group will
have a missile weapon, usually a crossbow, and there is a
20% chance (or 50% for officers — GM's discretion) that
each of them will know a low-level magical speli. The
following percentages apply in the given areas of the
city (nightfine/daytime) when rolling for Redshirts:

Plaza of Samil, Upper Grand Avenue, Citadel St.: 75%/50%
Wizards' Walk Area: 40%/20%

Carpenters' St., Wood Market, Merchants' Row: 60%/40%
Temple Avenue, Merchants' Market: 50%/35%

Lower Grand Avenue, Traders' Market: 45%/30%

Victory Square, New Market, Highwater Street: 35%/15%
Riverfront, the islands: 40%/20%

Loop, the Commons, Southron Street: 40%/30%

If an altercation is ongoing, there is a 25% (nighttine),
50% (daytime) chance that another group will appear on
the scene within 4D6 melee rounds. For streets not
listed above, GMs should use the nearest area given.

In addition to their noranal peacekeeping duties,
the guardsmen are impelled by their responsibilities and
position to seek out those who could potentially be
acting in opposition to the Tyrancy, and apprehend
them, preferably in (or prior o) the act. As a result,
Redshirts tend fo be a suspicious lot, and once roused
do not easily have those suspicions guelled. Almost
anything can arouse their interest, from a character's
attitude or actions, to encountering & person in The
company of a suspected Sovereign Society member, to
frequenting certain locations in the city (even such a
relatively innocent place as Poli's Crystalworks (#45) on
Glazier Street). GMs should, however, treat them as
extremely watchful, rather than making them murderous
in the prosecution of their duty. This is especially
important, since the Redshirts have the discretionary
power of judgment ajong with That of apprehension of
criminals, If They deem That they (or other citizens) are
endangered. The Redshirts do not need a warrant to
perform a search, carry out an arrest, or even o close
a business {if they feel that business is engaged in
treasonous and/or itlegal activity). While killing is not
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their primary function, if a "criminal" is killed as a
result of resisting or evading arrest, the guardsmen are
not considered o be at fault. They do not go through
the city of dhar Ankhes with Their swords constantly
drawn, simply with Their eyes constantly open.

Ministries of the Tyrancy

Under the Oligarchy, the Harin appointed some of
its number to key administrative posts, which eventually
evolved into offices, becoming the hereditary sinecures
of great families. Under the Tyrancy, it has become the
custom for a new Tyrant to locate his loyal servants and
cronies in these offices; offen they will come from the
lower ranks of that office's permanently-entrenched
bureaucracy. Today, there are four Ministries which are
of prime importance: Revenues, Public Works,
Information, and War; each employs about fifty clerical
workers, with Revenues having an addifional forty fo
fitty working at the Customs House. The Ministries are
housed in four large buildings which stand side-by-side
along upper Grand Avenue. The duties of each Ministry,
and their current ministers, are described briefly below.

Revenues (#63)

The Ministry of Revenues serves as collector of all
provincial taxes and tariffs, the mint and the repository
for the Samili hard currency, and, under the Tyrancy,
has also been the only merchant bank in the city.
Harlequin Rumpf (#129) is an immense, big-fisted man with
a shaven head and a florid complexion. He combines the
subtlety of a buzzsaw and the stubbornness of a bull
elephant into one unatfractive package. He expects
performance and a high rate of success from his tax
assessors and collectors, and has little sympathy for
their problems when revolts break out. He will seek to
answer force with force (by calling in Redshirts,
soldiers, or mercenary wizards to travel with the
assessors), and offen exacerbates fensions with his
strongarm tactics. He also has no qualms about using
the powers of his office to persecute anycne he
perceives to be an enemy of the Tyrancy (or of Rumpf
himself), sometimes acting on the flimsiest of evidence.

Public Works (#64)

The Ministry of Public Works is in charge of the
construction of all public buitdings, the maintenance of
streets and roads, and the erection of commemorative
statues and monuments. The Ministry is housed in an
exceptionally gaudy monstrosity on Ministry Row, which
from the outside looks like a temple, and from The inside
looks like & mausoleum. Minister Tolman Brand (#130), an
engaging man of middle age with =z well-groomed
moustache and a ready wit, rules over the appointment
of artists and confractors fo perform Ministry projects
with an iron hand. No one (but no onel) does any work
for the Ministry without first paying the price, in the
form of regular under—the-table bribes to Brand and his
associates. Anyone attempting to do business with or
for the Ministry will scon learn This fact, through rumors
or comments from Ministry inspectors and officials.

Information (#65)

The Ministry of information, located in & dark,
grim, almost windowless edifice, serves a number of
official functions, ranging from the release of official

proclamations to the provision of a varied range of
services To non-residents (such as maintaining listings
of available jobs and lodging, bringing together
individuals attempting To organize caravans, etc.).
Informatly, the Ministry also serves as a clearinghouse
for complaints about unfair business practices, charges
of official harassment, and other problems. Even though
many of These subjects are the stated province of the
Redshirts or the figurehead City Council. Ifs Minister,
Bel Torrados (#131), is a small, wiry, dark-skinned man,
full of energy, and given to breaking into sudden
soliloquies about the many wonders of the city and the
tand. Unlike some others, however, Torrados believes
every word he says; he is incredibly hard-working and
honest, and he and his employees will often go far out of
their way to aid those who come seeking assistance.
Though Wtrant views him as a strange curiosity, Torrados
and his good works are anathema fo the Sovereign
Society, who would love to find a way to discredit him.

War (#66)

The Ministry of War is located in a very sturdy and
eminently defensible sfructure, and contains a secret
tunnel connecting it fo the basement level of the
Citadel. It is responsible for the organization, training,
and supply of the Samili army and riverboat fleet, and
the planning and execution of ali military endeavors.
The current Minister, General Inaro "Anvil" AvegHrae
(#132), a scarred, battle-hardened veteran of forty-
three, is a loyal soldier of the Tyrancy. Though often
given to flights of fancy (which usually involve more men
and materials than the nation could possibly provide),
the General is an essentially sound tactician and
strategist. His basically aggressive attitudess are much
in favor with Utrant, and he has greatly expanded the
Samili riverborne fleet.

The City Council (#67)

The Ciy Councii, located in the former Harin
chambers, is a five-man panel "officially” charged with
the mission of hearing the grievances of city~dwellers
about official policy or the actions of the courts, the
Redshirts, and the various Minisiries. in actuality,
however, the City Council is a toothless watchdog,
however, a veritable black hole that sucks up all
information provided to it and gives back nothing.
Should anyone have the gaill to actually lodge a
complaint with the Council, i will take about five days
before the results of ifs 'inquiries' are available —
invariably, that nothing can be done at present. Given
the total absence of effort required and the reasonably
high pay, positions on the Council or its staff are highly
prized, and may be offered as a reward for services
rendered to the Tyrancy (though not exactly guaran-
teed to improve one's popularity with the people of the
city, These positions do allow one to go adventuring for
3-4 months at & time without even being missedl.

The Underworld

By the standard of the Realm of the Ten Cities 1o
the south, dhar Ankhes In neither very old or
particularly large. Yet due to Its strategic location on
the great northern frade route, its reputation as a
source of fine wagical Items, and the Company's legacy
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of aggressive exploitation of other area resources, dhar
Ankhes is a wealthy city — and wealth atfracts thieves
as honey draws flies. Thus it is that The criminal
underworld in dhar Ankhes includes many of the finest
thieves ever to rob a house or caravan, pick a pocket,
or wield a sandbag or knife.

Though the thieves of dhar Ankhes can match the
cleverness and technical expertise of their Havener
brethren, their underworld lacks the shructural
organization and web of highly-placed connections
possessed by Haven's Thieves' Guild (or even its rival,
the Black Hand). Instead, the Samili criminal population
has largely remained a ragtag collection of small
neighborhood or "family"-based gangs, each irying tfo
carve out and expand ifs own private tferritory and
competing to claim the bits of lucrative patronage
provided by the Tyrancy through the auspices of the
Darknight Brigade. This situation has left the many
disparate factions in a state of inftermittent — and
frequently bloody — conflict, shifting their allegiances
with the frequency and caprice of the winter wind, with
only occasional periods of relative unity. Since the
murder of dhar Ankhes' last great crime lord, Robin
Sezzarre, no less than four individuals have claimed the
position of underworid kingpin in the last two years.
The latest of these, Flint Janssen (#201), is a relative
newcomer to dhar Ankhes, but he has sealed an alliance
with a small group of assassins, and has successfully
eliminated a number of his potential rivals by their aid
(and his own considerable talent for plaaningl.
Nonetheless, his position remains a fenuous one, as his
actions have angered the Darknight Brigade (their
position would normatlly be one of neutrality, even if
Janssen took over all of the Underworld; however the
rate of atirifion in their people has simply become too
high fo be ignored).

The Brigade's own influence over the course of
underworid affairs is strong yet difficult to define.
Many thieves and shady characters perform tasks for the
Brigade on a regular or occasional basis, and each major
gang is in some way beholden fo its largesse.
Nonetheless, Afritt Sinister and those before him have
always rather carefully kept the Brigade aloof from the
gang warfare, endorsing no single faction and
dispensing its rewards purely on the basis of the gang
or individual's current support of the Tyrancy.
Janssen's recent killing spree, which has incidentally
cost the Brigade a number of valuable operatives, has
forced Sinister to abandon this neutrality, and
negotiate promises of safety for other key figures such
as Temblor the Panther (#207) in exchange for awarding
Janssen and his followers additional ‘'assignments'
(places which they can rob without inferferencel). Any
violation of this agreement (by Janssen — or more likely
by his overzealous "guardian" Mole Merjyk [#2021) might
well Throw the full weight of The Brigade's power behind
an attempt to eliminate the present Number One.

Many of the personalifies described under the
Darknight Brigade above are also members of the dhar
Ankhes underworid; their descriptions should alsc be
referred To when criminal activities are afoot. Referees
should also note that the figures listed below represent
only a small sampling of the many criminal sorts to be
found here in beautiful dhar Ankhes.
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Flint Janssen

Janssen (#201), a burly, heavily-bezarded man of
thirty-three, has only lived in the city of dhar Ankhes
for three years; prior to his residence in the city, he
was the leader of a notorious and avaricious band of
highwaymen. [t was a worthy apprenticeship, the irials
and perils of the high road amply preparing him for the
trials and perils of infighting in the city. Early on,
Janssen made the acquaintance of the aging Underworld
don of Southron Street, Marpeuzo; he took Janssen
"under his wing", though it was apparent (even to
Marpeuzo) that the ex-highwayman might turn on him at
any moment. Janssen never got the chance to double-
cross his mentor, as Marpeuzo was killed by a rival gang
less than a year after Janssen joined forces with him.
Flint's speedy and skillful revenge of that killing was
the first step on his own road Yo power, which has led
from small-time thieving and pickpocketing to smuggling
of contraband, commercial blackmail and extortion, and
occasional espionage. Most observers in the underworld
did not expect Janssen To last much longer than his
predecessors, since the atmosphere in the city has
remained as deadly and as "exciting" as heretofore; his
success is due in no small part to the support of the
assassin Walyn Merjyk (#202) and his brotherhood, the
self-styled "Ministry of Death" (see below). This has

allowed Janssen to employ the weapon of terror in his
efforts to unite the criminal "society" into something
resembling a city-wide organization. The net of murder
has taken in rivals who opposed him from the start, as
well as a few of his former comrades of the road whose
loyalty became questionable.




Janssen's left hand was rendered useless in a fight
several years ago; he has recently had it replaced with
a mechanical substitute that he normally keeps
concealed within a leather glove. The mechanism is
equipped with several unique batftle features, including
a removable stiletto and a pair of digits that conrain
holtow cylinders and plunger mechanisms capable of
shooting liquid (such as acid or oil) up to 10' away.

Members of Janssen's current inner circle include:
Turrin (#203 — "the Shroud™, a graying cutthroat who,
earlier in his career, used to "autograph" those he slew
by leaving a scrap of funereal cerements draped across
the victim's throat; Alde Marpeuzo (#204), a younger
cousin of the late Southron Street don who befriended
Janssen before the elder Marpeuzo's untimely death (his
specialities include knee-bashing and  facial
rearrangement); Danaas Mour (#205), a dark-skinned ex-
highwayman who is among the few members of Janssen's
former band that have survived his purges and conflicts;
and Carlen the Scrivener (#206), who serves by day as a
scribe at the Scroll Tube (#17) and by night as the
accountant for Janssen's gang. Carlen is possessed of
an eidetic memory, and is aiso of use to Janssen since,
through Quillfeather at the Scroll Tube, Janssen has
access to the Sovereign Society, for whom he has
undertaken some spying activities.

Temblor (the Panther)

A huge dark-skinned ex-mercenary formerly with
Micah's Band, Temblor (#207) is possessed of a quickness
that belies his size. Temblor controls a pivotal group of
about thirty thieves, whose turf is the dhar Ankhes
waterfront, and who are primarily involved in extortion,
mugging and smuggling activities. Temblor and his men
have avoided the recent purge of "malcontents", but
are lukewarm supporters of Janssen at best, and will
frequently act in their own interests without consulting
Number One or anyone else. Temblor commands the solid
respect of his men, because they feel that he will ask
nothing of them that he would not do himself. Though
illiterate, and crude of habit and dreass, he is no man's
fool, a careful if shraightforward planner who leaves
little fo chance in his criminal endeavors. It is said
that he has a network of safe houses and caches in
every corner of the city, and is very close to the
mysterious Afritt Sinister. Hard as nails in business
affairs, the thief leader has a surprising gentleness
toward small creatures of all types, and is often seen
with his pet monkey, Mariah, or his frained cats.
Temblor is also one of the few in the city who could be
called a friend to the master thief, Balor "Catspaw'.

Most of Temblor's men and women resemble their
leader in being rugged physical specimens who are no
strangers to the tactics of brawiing or dirty fighting.
The gang will handle — and can profitably get rid of —
almost any stolen cargo, and has arrangements with
several warehouse operators (including Cougar, #35 in
the Riverfront shops) and at least 3 rivergoing vessels.

The New Market Gang

A relatively new addition to the scene, the New
Market Gang, led by Tom Daltry (#2038, began as a simple
protection racket, extorting small sums of money from
focal shopkeepers and vendors, in exchange for
security from other thieves. Though the area has been
extensively rebuilt from the ground up since the great

fire that ravaged it 12 years ago, it has remained
largely unprotected by the Redshirts, whose attentions
are directed toward more politically active (and
therefore more potentially subversive) areas of the
city. Thus it was fairly easy for the Gang to gain
dominance in the disorganized New Market quarter.

The Gang's demands were at first quite reasonable,
and their protection — against the predations of the
many thieves and toughs in that area lower on the
pecking-order than they — was of some subsfance.
Gradualty, however, they began to feel Their power,
unmolested by either the forces of law or the criminal
world (Janssen, when told their names, simply responded
"Who?" and dismissed Them as an annoyance); and more
than a bit careless in their profection. At the same
Time, local fear has been intensified by the recent
intermittent appearance of mysterious marauding
"things" which feed upon any who fall in their path
(these creatures live under the Peerless Butcher shop
[#26], and deliver fresh "meat" on a regular basis To its
proprietors, as described elsewhere). Daltry is
convinced that Flint Janssen has sent the creatures
here, probably with magical help, in order to eliminate
the Gang or bring it into line. Meanwhile, the Gang has
been contacted recently by the mysterious figure called
"the Enforcer", an agent of the Darknight Brigade, who
has offered o help them in eliminating the fearsome
things, in exchange for the Gang's help in providing
information about the goings-on in the Underworid (and
on the activities of Flint Janssen in particular).

There are five principal gang members, and
another 6-3 hangers-on. They include: Tom Daltry
(#208), a baby-faced man in his mid-twenties, with
bright blue eyes and long curly hair, who is quite
shrewd, but also quite high-strung if thwarted; Doctor
Jimmy (#209), a defrocked healer, a small, immensely
strong man with a scrubby beard with a fierce temper,
uncontroilable once he gets angry (especially true when
he has been drinking his gin) — his skills run little past
First Aid, administering healing draughts and binding
wounds (more serious injuries are taken fo Grimaikus The
Surgeon (#33) on the Waterfront); Rough Peter (#210),
who acquired his name from his essentially destructive
nature (when the subtle verbal coercions of Tom Daltry
or Jonan Whistler fail to convince the shopkeeper or
merchant to whom the Gang is speaking, Peter will walk
to another part of the shop and break something,
preferably something that appears valuable or useful) —
a man of few words, he responds quietly o insults, even
when they concern his most prominent feature, a nose
that would serve handsomely as the prow of a sailing
ship, with a calm exhibition of what he calls a "face
dance'™; Jonan Whistler (#211), a small, wiry man with
dark hair and eyes, one of the rare breed of rhieves
that also practices magic — called ™he Quiet One", he is
a cautious operative who has only recenfly joined up
with the Gang, since he saw good money in it (rarely To
be seen in this area by day, he is also on the rolls of
the Spellbindery (#9), a mage=-brokering service, under
his real name Willem Halliday); and Kenny Drummer (#212),
a quiet lad of only 19 who moves swiffly and gracefully
— a mere go-fer for the Cang until last year, when one
of its original members, Ernie "Boy" Bell, committed
suicide, his thieving skills are improving rapidly under
Whistler's tutelage.
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Kasserine Khyber

Khyber (#213) is a master picklock who makes the
unabashed claim that "there ain't no door | can't pass!"
A frue specialist, Khyber never works alone, hiring on as
needed with groups of thieves seeking to tackle well-
protected treasure troves both in dhar Ankhes and
elsewhere. Khyber's reputation is not overstated —
when attempting fo pick locks, he treats them as if they
were 2 levels of complexity lower than their actual
rating; thus, a Complexity 4 barrier he would freat as
Complexity 2. Khyber can also manufacture locks of up
to Complexity 6 at his small shop (#51) on the Loop.

Khyber is an almost comically superstitious man
who fears any breath of the supernatural. This
condition manifests itself in three bizarre phobias:

1) he will always insist on making an offering at the
Temple of the Thousand Eyes (#59) before accepting
any job, and on a D100 roll of 85% or more will decline
because "the omens are bad";

2) he will not undertake any job involving tomb- or
crypt-robbing; and

3) he will not under any circumstance cross water (even
by bridge) under the tignt of a full moon.

Should the party of thieves become involved in any sort
of pitched battie during the course of a job, Khyber will
offer little assistance, usually fading into the shadows
or (30%) running for it.

The "Ministry of Death"

This small cadre consists of a half-dozen
experienced (VET or EL) assassins (see #214 and #215
for samples) who operate under the direction of Walyn
"the Mole" Merjyk (#202), a dimunitive, cold-biocoded
sociopath who has the grandiose belief that he and his
men have been divinely chosen by the Death Cult
Goddess, Kathilla, for their mission of 'mercy'. Normally
a rather isolated, ill-trusted group, Flint Janssen has
boldly brought Merjyk and his men info his inner
councils, precipitating a reign of terror Janssen feels
necessary in order to unite the underworld. The Mole in
return has taken to Janssen's cause with zeal, and has
violently despatched several of Number One's most
outspoken opponents. Some observers speculate,
however, that soon the blood-tust of the assassins will
turn on Janssen.

The degree of control that the leader of the
Underworld is able to retain over his executioners is up
to the individual GM. At best, the assassins should bear
a marked resemblance to leashed attack dogs champing
at the bit, taking any instructions at their most literal
meaning (and thus often going beyond Janssen's actual
intfent). At worst, Merjyk may start assembling his own
"hit fist" of undesirables (which might include Temblor,
Balor, Afritt Sinister, or virtually anyone who might be
unwitling To declare allegiance to Janssen), and begin to
take matters into his own hands.

The Beggar King

The King (#216) of the lowest level of the city's
society can offen be found in Victory Square in his
palanguin, his legless torsc resting on cushions and his
head shie!ded from the sun by a gauzy screen. There he
receives the 'homage' of his 'subjects' — everyone from
the aged and maimed mendicants to the street urchins
from the lower parts of town. His influence extends
further than that, though — he is an important link

between the criminal world and the daytime world of
dhar Ankhes, and persons seeking information on either
will find that the King is an excellent source. It is
these connections, rather than any power or inpate
respect for his person, That maintain him in his position.
Through his modest income as a storyteller (at which
skill he is quite good) and lucre he obtains for his
information, he is able to help protect the lowest rung
of dhar Ankhes society (for instance, when a rich
Nasierah dowager complained directly to the Tyrant a
year ago about the loathsome beggars in Merchants'
Market, Ufrant declared all begging in Merchants'
Market to be a capital crime; at least four hours before
that decree was promulgated and carried out, every
beggar who regularly plied his tfrade in Merchants
Market had relocated to Traders' Market or Victory
Square, due to the King's advance notice).

His 'eyes and ears' and his 'hands' are the means
by which he keeps himself apprised of all that goes on.
These include beggars and lesser thieves as well as the
street urchins, especially the "Butcher Street
Irregulars". Many, from the Darknight Brigade and Flint
Janssen Yo enterprising foreign merchants to members of
the Wizards' Guild have found uses for the King's
operatives. Janssen himself has reportedly cut a deal
with the King, the terms of which are not generally
known.

The "Bufcher Street Irregulars"

The "Irregulars" (see #217 to 226 for sample
characters) are a very loosely organized band of 35-50
urchins from the waterfroat section of the city, who
roam the streets looking for any opportunity (legal or
otherwise) to make a few coppers. These children
(roughly 9-13 years of age; 80% male) may be
encountered in a number of ways by the players:

1) one or more urchins will approach a party of obvious
out-of-towners, and offer to show them the sights, or
direct them to an inn, a "good time", or any
parficular address that the characters seek — 607
chance the offer is legitimate; otherwise, the
youngsters will be working for a group of 1D6

alleybashers, and will ry to lure the party into an

ambush.

a number of the Irregulars are highly skilled at the

art of tailing, and may either be hired by the players

to follow someone, or may be engaged in following the
players.

most of the youngsters are adept at small-scale

"snatch and run" thievery; the players may witness

(or become victims of) one such robbery attempt.

2

-

3

~

fn most cases, players will find it virtually
impossible to locete a particular member of the
frregulars (for many have no homes as such, and live in
snall groups in abandoned or fire-gutted buildings in
the poorer quarters of the city). However, one or more
of these urchins can almost always (75% be found in any
major square or market; such an individual can usually
de convinced (for a proper fee) to deliver a message to

the child sought — it will take 4D8 hours for tThe
message To be relayed, and the response may not always
be quite what the players had in mind. Additionally,

there is a 30% chance that an inquiry with the Brothers
of Mordecai (#68) will turn up information about the
location of a given child; the Brothers, a peace-loving
charitable order, are acquainted with many of the city's
"less fortunate'.

-15~



The Wizards’ Guild

The Namori conquest of the lands below the High
Valley several centuries ago brought about an exodus
of many of The wise and powerful in those lands. Namor,
like any conqueror, wished fo coalesce ifs power in a
newly captured land as soon as it was feasible; as a
result, even ostensibly "loyal" practicioners of the
arcane arts found it uncomfortable to ply their trade.
The growing Kingdom of Samil was, in those days, a
welcome home or many of these exiles and refugees who,
year affer year, found their independent position within
society threatened and challenged. (GM's Note: Not all
+hose who left those lands came to Samil, however; one,
a fire-mage named Zat'ak, followed the path of destiny
elsewhere.)

I+ was with The help of a small group of these mages
that the dhar Ankhes Company, and with it the Crown of
Samil, was overthrown over four hundred years ago. T
was the beginning of the magely influence in the
labyrinthine politics of the City. During the Oligarchy,
wizards came into power in the Harin, engaged in
mercantile activities (both mundane and arcane),
engaged in exploration and pacification, and helped in
developing arcane defenses for dhar Ankhes as well as
Samil as a whole.

During all of the era of the Oligarchy, Samil
enjoyed substantial advantage over both the southern
lands, including Namor, and its northern neighbors. Only
the guardians of the forest of taru'e'elena posed any
possible threat to their dominance; but these mysterious
beings remained in the old forest, from which few who
Journeyed in ever returned. Additionally, the
appearance of the God-King Zat'ak in the north, and his
subsequent war of conquest three centuries ago, for a
time placed an obstacle to the arcane dominance of the
mages of dhar Ankhes. During the most critical phase of
+he war, the Harin vested the Tyrancy in the Archmage
of the then nascent Guild, Mondowa Sough, who
developed the plan of overloading the defenses of
Zat'ak himself, which led to Zat'ak's fiery destruction at
the gates of dhar Ankhes. Sough's retirement to the
country following Zat'ak's death is, perhaps, a good
indication that the Guild did not especially crave
political power at that time, even if the common people
of Samil would have suffered itf.

The slow degradation of the power of the Oligarchy
and the entrenchment of the Tyrancy as the political
force in Samil has not significantly changed the
structure of the Wizards' Guild in dhar Ankhes (or,
indeed, in The other cities and towns in the reaim). Only
one Tyrant was foolish enough to attempt to outlaw the
Gulld as a threat tc the realm; Hurbeck of Aldurane, an
interim Tyrant two centuries ago, was found The
following morning furned fo parchment as he slept.
Every Tyrant since Madual of Rufan has 'played ball'
with the wizards of Samil, usually granting themn broad
freedom, white reserving the right fo call upon them in
fime of crisis for aid, and in peacetime to sireng-then
those arcane defenses which required their afttention.

During the time of both the Oligarchy and the
Tyrancy, the arcane population of Samii has grown
substantially, so that foday over one hundred and fifty
mages of considerable skill (VET and above) practice

within The confines of the City of dhar Ankhes. These
mages, and their juniors, are to a great exfent irue
Samili, in that the Art is, for them, big business; this is
not the only commonality among the members of this
community, but it is surely the most prevalent one.

There are no permanent colleges of magic in dhar
Ankhes, but nearly all mages are members of, or
attached fo, the Wizards' Guild, a recognized body on a
par with the craff and frade guilds of the city. This
guild is ruled by the Archmage of dhar Ankhes and his
nine-member Court, which is in permanent session in lieu
of a convention of the full Guild membership, an
assembly of which occurs only once every 6-8 months (or
in times of declared emergency). Even considering the
Tyrant and his Redshirt Guard, the Guild pofentially
represents the single most powerful group in all of Samil
— perhaps in the entire High Valley. However, like most
institutions in Samil, the Guild (neither leaders nor rank
and file) is not of one mind on any issue other than that
of simple profit.

In general, the wizards in dhar Ankhes who hold
any sway in politics can be divided into four camps:

1) The Loyalists, the faction most firmly in support of
the Tyrancy and the political status quo, and from
which comes the majority of Samil's battle mages, and
which is responsible for producing artifacts for use
by the Samili military.

Loyalists include: Archmage Kalibos Greyhawk (#227),
sun-baked but still energetic man of 72, who has been
Archmage for 18 years, who is a calming influence on his
contentious colleagues, an excellent speaker, and
adept at compromise — his pet project, the improvement
of city defenses, has led the Guild fo upgrade the
protections of the city and to teach the Redshirts
simple combat spells (troopers know 1 spell 20% of the
time, officers 1 spell 50%) — duties keap Kalibos tied to
the city, where he is often found at his sanctum
sanctorum (#69) where he lives with his second wife and
four apprentices (the eldest, Keller Mattson [#2281], has
lately been checking out expeditions for an advenfure
possibility Yo match the grandure of his visions); Artos
Windsong (#229), the Court Mage fo the Tyrant, at first
impression an absent-minded scholar with little
connection to reality, whose aura of powerful
harmlessness has brought him into the personal service
of the mis-frustful Utrant (in reality, however, Arfos is
in full command of his wits — and, like so many in Samil,
has aspirations fo the Tyrancy; only Corsianos the Blind
has seen through Artos' deception, but he has not yet
chosen to reveal this knowledge); and Flynne (#230), a
quiet fellow of middle age, one of dhar Ankhes most
skilful battle mages — not a mage of The first order (and
easily outmatched by most of the Guild's upper echelon),
he is somewhat feared in Guild circles both for his
virtually emotiontess prosecution of his duties and for
his supposed extensive knowledge of the arcane arts of
the mysterious Algorathi — Flynne agrees with almost
everything the Archmage proposes, and is called "the
wWeak" by some of his colleagues (but not o his face).

2) The Moabrites or '"peace vparty", which seeks
rapproachement with the north, and the creation of
permanent ties with the mages of the Temple of
Zattak. They, of course, are opposed to what they
perceive to be wanton aggression against the
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Zattakhari by the current Tyrant. This faction

retains strong relations with the Tempie of Abara in

dhar Ankhes.
Moabrites include: Moab "the Wise" (#231), one of the
fixtures of the Guild, who has taken an active part in
fhe activities of the Court since Xalibos' predecessor,
the warrior-mage Moriag, appointed her to the Court
thirty-eight years ago — recently, her hearing has
worsened somewhat, and the acid comments of others,
especially Wakin and Ozitani, have suggested that her
mind has gone the same way (Kalibos knows Moab's mind
to be as strong now as when they were lovers 40 years
ago, and respects her judgment and political acumen
despite their difference of opinion — Kalibos' devotion
to the strengthening of the nation's arcane arsenal is
at opposition to Moab's belief in peace and the
necessity for good relations with Samil's northern
neighbors; her secret fravels through Zat'akhara have
convinced her that the influence of the Fire-God Zat'ak
is real, and that it is most important to befriend the
Zat'akhari before unrestrained magic is released once
more) — her bitter enemies, the Elementalists, have
called her "a doddering old fool", since the refaxation
of the military threat blunts her warnings and has
significantly reduced the Moabrites' power, enough so
that when Moab's old friend and cousin, Sanndra of
Calith, died two years ago, Loyalist support was placed
behind Corsianos, a Danaisite, as her successor); and lan
the Younger (#232), a grandson of Moab, whose father
disappeared ten years ago while on a quest, who, due 1o
his grandmother's influence, received his full Guild
membership and Court seat at the sane fine -

nonetheless, he has proven an ardent believer in the
cause of the Moabrites and an eloquent speaker on its
behalf (a skilled mage with great promise, lan's chief
weakness is for wine, women and song, and it's no secret

he's something of a "man about fown", an avocation ha
pursues in the company of his good friend Dexter Ratiff
{#107], a renowned barrister).

3) The Elementalists, a young and potentially powerful
group of mages who wish o learn the powerful fire-
magics of the Zat'akhari 'barbarians', whether by
peaceful exchange or by conguest of the country.
The Elementalists hold that the most powerful magic is
that which is derived particularly from the raw
elements, particularly the most powerful, fire. This
group was very close to the late Tyrant Johal, and
holds no great love for Utrant. The reverse is also
true; they are not in high favor in the councils of
the Tyrant, and it is widely rumored that they are
linked to the Sovereign Society.

Elementalists include: Wakin h'Daga (#233) and Ozilani
(#2343, both well-known figures in dhar Ankhes, who
either fascinate or repel those who meat them. Wakin is
prideful and arrogant, yet is an extremely effective
speaker; his political views have grown significantly in
popularity. His friend and mistress, Ozilani, is both
persuasive and extremely attractive, which she uses to
her advantage. They have used persuasions of all
kinds, from verba! abuse to sexual favors, to climb past
(in some cases, over) more moderate advocates of the
same opinions. The Elementalists are extremely
interested in the fire-magic of the northerners; under
the leadership of Wakin and Ozilani, this has been
accentuated by a belief in the superiority of the Samili
over the Zat'akhari 'barbarians', and that the power
which they possess would be better used, and should
rightly be held, by the Samili — and that this geal
should be pursued with whatever means and in whatever
ways are most effective in achieving it.

4) The Danaisites, the least active of the factions, is a
growing but largely apolitical and amorphous group
of ™Mrade" wizards whose primary concern is the
naintenance of a strong economic climate in dhar
Ankhes. They are willing to sell their wares and
services to anyone with the capital to buy them,
including the Zat'akhari and the Sovereign Society.
The group is best viewed as a reconciliation of small
groups of mutually contending interests, drawn
together by a similar goal (profith; it has
connections in the underworld, in the temples, and in
the government, and is kept united by the shrong
personality of Danais himself.

Danaisites include: Corsianos the Blind (#235), a

mysterious figure who has dwelt in dhar Ankhes for

nearly eight years — he seems quite learnad despite his
blindness, and has demonstrated a keen understanding
of politics and a sharp wisdom which has earned him both
respect and enmity (only receatly become the second
member of The Danaisites in Wizards' Court, he has
pubticly followed his friend's lead, sometimes =aven
locking faintly bored with the whole process; in private,
he has exerted gentle but firm pressure where the

Danaisites have required it, and has earned trust and

respect while offending few) — the most intriguing

aspect of this mage Is his "blindness", for Though

Corsianos cannot see, he can See (lack of aornal

eyesight has enhanced his latent magical talent of True

Sight which gives him nearly complete peripheral vision

day or night, as well as the ability fo sense fruth or

falsehood) — not even his friend Danais knows of this



ability; and Danais of Tam Terras (#236), a member of
Wizards' Court for 18 years who was originally elected as
a compromise candidate between the Moabrites and fthe
Loyalists, and was able To steer his own course from the
beginning, and eventually gathered enough support to
establish his own faction — Danais' prime interest is
making a profit from his craft and that of his followers,
and has many connections with various temples,
mercantile establishments, and guilds in the city (many
of those believe that Danais represents them in the
Wizards' Guild — The smooth talking Danais does nothing
to dispel the illusionl.

The Archmage Is advised by the Wizards' Court,
currently dominated by his own party, the Loyalists, in
alliance with the Danaisites; these parties hold three
and two seats respectively. The Moabrites, advocates
of peace and harmonious relations with Zat'akhara, have
seen their influence wane in recent years, while that of
the Elementalists has grown at their expense. The
Moabrite cause has clearly baaa hurt by the relaxation
of aggression from the north, which has lessened the
threat of war and thus the force of their arguments; this
relaxation of tension has been due primarily fo the long
tenure of the recluse, Bal h'Urusah, as Archpriest of
Zatak, who did not urge holy war against the south —
his successor, the energetic Hrinah al'Casanu, has not
yet established enough of a power base to take up that
task. The Elementalists, by contrast, pose a growing
threat to the Loyalists, due to their potential for
committing the Wizards' Guild (and thereby the Tyrancy)
to action for which neither is ready. The great skill
with which the Priests of Zat'ak wield fire is of utmost
interest to them, and the Elementalists wish to acquire
+his knowiedge, either Through peaceful exchange or by
outright conquest. On the one hand, the group suggests
either rapproachement with the enemy (sedition, in the
eyes of the Tyrant) or overt aggression; neither course
is feasible at the moment, and, in any case, Utrant would
like to decide for himself in matters of foreign policy.
On the other hand, the Guild as a whole is not desirous
of permitting the spread of wild, uncontrolled magic into
Samil, by whatever means, though they declaim that it is
simply a waste of precious TAU power; in reality, members
of the Guild are fearful of thaumaturges that could get
out of hand, as Moab has often warned. Certainly the
young, impulsive leaders of the Elementalist movement
are not the ones in whom trust would.be placed by the
rest of the Guild to use this power wisely and carefully.

In contrast to the minority factions, the majority
coalition, an alliance between the Loyalists and the
Danaisites, has remained stable for The last few years,
primarily due to the seat-holders, whose opinions have
largely remained the same for the last three Tyrancies.
The Loyalists' improvement of city defenses s
harmonious with the Danaisites, supporters of "law and
order" as the best environment in which fo pursue their
Art. They are thus supporters of the Tyrancy itself,
which, like all imposed governments, is in constant need
of legal self-justification and external approval.
Control over Wizards' Court seems thus assured for as
long as These five live, simply because it is unlikely
that any of fthem will change his mind. The only
exception to this could be the mysterious blind mage
Corsianos. The Blind One is known fo be a fast friend of
the mage Danais, but has been nowhere near as acid in

criticism of opponents in Court, and seemingly much less
greedy (or, as Danaisites would euphemistically put if,
"profit-oriented") than his fellow councillor and friend.
Naturally, both Moabrites and Elementalists have sought
to bring Corsianos into their camp; thus far they have
met with little success. As a result the status quo
remains in the Court and the Guild, and may well do so
for many years to come.

The Sovereign Society

The Sovereign Society was founded four years ago
at a dinner meeting of eleven of the city's most
prominent and influential merchants; their original
opposition to the Tyrancy was based on the steady
escalation of taxes under the Tyrant Utrant. The
Society's stated purpose is the overthrow of the
Tyrancy, and the restoration of the Harin, the ruling
council of the Oligarchy, in which the elders of the
community would be prominently represented. Its
proselytizers promise that the new regime would lower
those burdensome taxes, further promote trade with
both the lower Dorian Valley and the High Valley itself,
and reduce the Samili army To a small, purely defensive
force. The Society also promises to eliminate the
Redshirts and fo imprison those of the Darknight Brigade
it can find.

The Sovereign Society can be thought of as a
coalition of interests, all opposed to the Tyrant for one
reason or another; what these interests are working for
is neither clear nor always the same thing — in fact,
some groups have hardly thought past the overthrow.
The inner circle, several of whom are described below, is
comprised of diverse personality Types, who offen agree
on little .beyond their dislike of Utrant. Indeed the
group's leadership is severely splif over what response
it should make +to the recent overtures of High
Councillor Hitton Spear, who has sought their support in
his own bid for power.

The Sovereign Society carries out its purposes in
a number of ways. In as much as its membership is
primarily middle class and politically conservative, it
normally eschews violence and destruction as tactics;
instead using propaganda and nonviolent espionage to
achieve its goals. The two scenarios presented later in
This book provide examples of the Society's efforts, one
dealing with a carefully-laid scheme to bring popular
opinion behind the Society, the other concerned with
obtaining highly confidential information to be used as
a lever against the Tyrant. In each case, the Society's
plans reflect a fastidious ettention to detail and an
ability to spend its resources wisely. Lasting effects of
such endeavors, however, are much less clearly thought
out, and This absence of coherent long-range strategy
is a pervasive Sovereign Society problea.

Players can become involved with the Sovereign
Society in any number of ways. Clearly, there is no way
of directly joining, as the group is essentially outlaw;
yet since a great deal of The Society's activity s
concerned with the transmission of information or The
evasion of the Tyrant's burdensome taxes and duties by
smuggling and fraud, it is easy for the players to become
employed as courlers or smugglers for The Society —
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with or without their knowledge. The Society has
avoided decimation by sweeps or 'double agents! simply
because so many of its members know no one beyond
their immediate circle and thus have little to reveal;
consequently, any contacts with the Society will tend to
be limited to 1 or 2 operatives, unless the player
ascends to its inner councils. Naturally, any encounter
with a Society supporter, or presence in a location
suspected to be associated with them, may be observed
by the Darknight Brigade or Redshirts and result in
surveillance of the character.

IHric William Wentworth |11

Hiric Wentworth (#237), the heir to the long-lived
and prosperous Wentworth woodworking clan, was one of
the original organizers of the Sovereign Society, and
remains ifs prime mover. A +all and handsome man of
thirty-six who is always elegantly and fashionably
garbed, lliric has long been incensed by the lack of
influence of leading merchants in the policy-making of
the land; he has argued eloquently that trade
advantage rather than military might will ultimately
determine the outcome of the struggle between north
and south in the High Valley. Although passionate and
well-spoken, lliric's efforts at organizing support are
tarnished by his overt elitism, which tends to reinforce,
rather than erode, the fears of the shopkeepers and
lesser merchants of the city that the Society is
primarily concerned with protecting its members' own
wealth. Nonetheless, liiric has pledged large sums of
money from his family's business as well as from his own
personal fortune to the Society's coffers, and stead-
fastly supports the group through its worst crises.

Pleces of fine Wentworth cabinetwork scheduled
for export from the city are offen fitted with
infricately concealed hidden panels (of Complexity 4+)
which are used to snuggle information and items of value
such as gems or potion-bottles to Society instigators in
other cities. Most of the cabinetworks' employees
participate in these covert activities, and new workers
are carefully screened and observed for several weeks
before they are allowed near any of these operations.
Hiric's two eldest sons, Karl and Frederick, have also
been raised to carry on their father's work (though Karl
seems far more interested in gambling and wenching with
the mage lan the Younger and the well-known barrister
Dexter Ratiff than engaging in political conflict).
These two are used at fimes to carry messages or do
other small jobs while on "business frips™. The
Wentworth factory (#12) fronts the Wood Market. The
family home (#13), a mansion as old as any in the city, is
close by, on the upper end of Carpenter's Street.

ligwu Krassdemer

A dealer in fine clothing and In woolen cloth
(which he produces at his mill, #70 on +he city man)
3 \/ iy

Hlgwu Krassdemer (#238) is one of the city's most

prominent merchants; he lives with his wife and seven
children in a handsome two-story house on Silk Street
(#71); his two large warehouses adjoin his will on
dighwater Sfreet. llgwu has also been attempting to
enter The fur frade, but has been thwarted thus far due
to monopolies granted by the Tyrancy to s nore loyal
servants; this dissatisfaction has driven him into the
Society's highest councils. His displeasure with this
sitfuation is well-known fo the Darknight Brigade and the

Redshirts, giving rise to suspicions (correct in this
case) of his association with the Sovereign Society.
Thus far no proof of his connections have been brought
to light; nonetheless, High Councillor Hilton Spear has
made several covert attempts to lure Krassdemer, and
with him The entire Sovereign Society, to support of his
position as successor to the current Tyrant, under
which regime the tfendency toward participation in
government would be greater. Spear has further
promised to help break the fur monopoly for Krassdemer
in exchange for his help. Thus far, Krassdemer has
listened but held his peace about the Society's plans
(such as the plan described in the Johill scenario
elsewhere in this book).

Timotheus Stirr

Tim {(#239), a burly red-headed man with a voluble
manner and an ever-present lit pipe, is a moderately
successful caravan-master and frader bred in dhar
Ankhes. His vagabond lifestyle, which takes him fo all
parts of the High Valiey and beyond, makes him one of
the Society's most valuable figures, and his outgoing
nature makes him an excellent recruiter of new
supporters. Stirr has personally added more than a
hundred solid sympathizers to the Society's ranks, and
has good contacts in almost every Samili town or village.
Quick witted and versatile, he is capable of improvising
briftiantly when his plans encounter a stumbling block
(such as the threat of official interference). He will not
kill a foe unless It is absolutely necessary, preferring
to eliminate inferference by guile or frickery. In
addition to his many other talents, Stirr also seems to
have an extraordinary way with women, and can usually
obtain the assistance of a pretty lady in times of need.

Under Stirr's urging, some of the Society's funds
have been Yaundered" under a number of front
companies, Including the Jabaarh Rug Company, Delray
River Transports, and the Shalish Mining Co-Op. Cargos
bearing these imprimaturs will at times (15% chance)
contain contraband ifems being shipped in and out of
the city. Stirr has aroused the intense dislike of one of
his closest competitors, the caravan master Vykar
Shrike (#113); the latter would like nothing better than
to see Tim receive his comeuppance.

Aerlin Patko

Patko (#232), a florid-faced glassblower and
craftsman in fine crystal, was one of the Society's most
mititant leaders since its inception; he has advocated
and participated in a number of covert sabotage
operations against the shops and caravans of the
Tyrant's closest supporters. His pride over his role in
these operations was immense; after a raid on a caravan
under the leadership of Vykar Shrike, he engaged in
somne unwise loose Talk about his involvement, which
reached the ears of a Darknight informant. When this
information reached the Redshirts, they in turn slippad
one of Their better men, Randy Turnbull (#124), into
Patko's place of employment, Poli's Crystalworks (#45);
affer fwo months of careful surveillance, Turnbull and
his comrades executed a midnight raid thet netted
Patko, six cther Society supporters, several caches of
weapons, explosive and incendiary devices (including
arcane breakables), and a large supply of captured
trade goads (which were in large part returned fo their
properly grateful prior owners).
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Today, Patko awaits his fate in the lowest of the
dungeons beneath the Citadel, where he contemplates a
variety of futures — all equally grim. Though Utrant has
advised him personally that he is to be executed
publicly at Tha first opportunity, his jailers advise him
that the Tyrant remains hopeful his Torturers can loosen
Patko's tongue about his Society confederates
identities (an ever increasing possibility!). Meanwhile,
Hilton Spear (who covets the Society's support, and in
no way wants their leadership smashed) has stationed a
trusted underling among the guards, with strict orders
to kill Patko at his first sign of weakening. Patko's only
hope (growing dimmer with the passage of time} is that
the Society itself will attempt the difficult task of
breaking him out of the Citadel — even Aerlin isp't
holding his breath waifing for this occurrence.

High Justice in Samil

Over the years of the Kingdom and Oligarchy, the
land of Samil evolved a maze-like legal code. The
practice of law became a skill which very nearly
approached the complexity of the magical Art ifseif.
Civil and criminal laws under the Oligarchy were on the
one hand a labyrinthine obstaclte in the path of justice,
and on the other, a sieve, with money and influence
replacing evidence and truth as the weights in the
palance scales of judgment.

This system was one of the major targets of the
first permanent Tyrant, Madual of Rufan, seventy years
ago. Upon seizing power, Madual promulgated a simple
twelve points code as the basis for all dispensation of
justice in all of Samil. In each city, and in each
province (Aldurane, Rufan, Calith, Tam Terras, Cadrah,
Domitia, and Shalish), a iribunal of three High Judges
was appointed, with the Twelve Points as its only
absolute guide to the administration of the law. Only
the Tyrant, personally, could intervene to overrule a
decision made by one of his Tribunals, and his approval
was only required in cases in which mutilation or
execution were mandated (other verdicts could be
overturned, but only if the defendant's friends and
family could somewhat manage fo bring the case to the
Tyrant's attention). This court of final appeal was the
only check on a Tribunal's power — though it has been
ample in most cases, considering that one of the Twelve
Points is the codicil that a judge mefing out a
punishment foo harsh for the crime shall be made to
suffer that punishment himself.

The day fo day administration of justice in Samil
today is separable into 'high' and 'low' justice. The
{atter category, comprising the maintenance of order,
the keeping of the peace, prevention of petty theft,
etc., is the domain of the constabulary (in a town), the
sheriff's men {in a province), or The Redshirts (if
present). While 'low' justice does give its wielder the
temporary power of life and death in some circumstances
(an escaping thief can be shot by a Redshirt's crossbow
bolt, and be Just as dead as a villain on the village
'hanging tree!, without the irial the condemned man
had), the primary function is To apprehend suspected
criminals and hold them safely.

Criminal cases deemed of sufficient importance (by
the enforcers of the law), as well as civil disputes which

cannot be settled amicably by the contending parties,
are referred to the Tribunal. This body is responsible
for weighing the evidence and the contending claims,
and establishing the relative guilt (or fault) and
awarding punishment (or damages). Verdicts of death or
mutitation — sentences which are Iirreversible
punishments — which have been declared must be
approved by the Tyrant before they are carried ouf.
The Tyrant will generally determine (through
consultation with his spies and Redshirts in the city or
province) whether anything seems improper; if this is The
case, the matter will be investigated — otherwise, the
verdict is signed and carried out.

The Tribunal in dhar Ankhes holds court in Arloth's
Hall, a large auditorium on the ground floor of the
Citadel. Hilton Spear, the High Councilior, is the
President of the Tribunal, and his companion High
Judges are Douglas the Stern (#241) and Peter of the
Meadow (#242). Spear is a sirict and sometimes harsh
judge, but not without mercy; he can nearly always find
a better use for a live person in his debt than a corpse.
By comparison, Douglas believes that the full measure of
the law should be meted out fo anyone who transgresses
it; in his view, the best punishment is that which renders
the criminal unable fo repeat his crime. Peter of the
Meadows, the third member of the Tribunal in dhar
Ankhes, is a comical counterpoint fo both his
companions; often attracted by a bribe o a new
amusement, he may spend half of his court time asleep or
mentally "eisewhere". Nonetheless, he mainfains that his
knowledge of the law and its interpretations is as
extensive as any High Judge in the land, and, despite
never 'getting around' to reading briefs of cases
brought before him, he often proclaims that he will have
no trouble getfting through all of them in a single
evening.

Decision tables for the three High Judges of dhar
Ankhes are presented below. If three separate
judgments should be reached, an average should be
taken — GMs should use discretion in making these
evaluations, and in questionable cases should resolve in
favor of Spear's position.

DECISIONS BY THE HIGH JUDGES

(In the lists below, decisions made are, in order:
Death, Mutilation, Prison, Fine, Acquittal.)

Hilton Spear
Civils —, 01, 02-15, 16-60, 61-00%
Criminal: 01-02, 03~05, 06-25, 26~75, 76~00*

¥ Defendant is obligated to Spear and will have to
return the favor.

Douglas the Stern
Civil: —, 01-05, 06-35, 36-70, 71-00
Criminal: 01-25, 26-40, 41-60, 61-80, 81-00

Peter of the Meadow

Civil: —, —, 01-40, 41-65, 66-80; on a roll of
81+, Peter forgets all about it — when
reminded, he will agree with whatever
decision Hilton Spear has made.

Criminal; 01-10, 11-25, 26-45, 46-70, 71-85; on &
roll of 86+, as above — Peter forgets, but
will agree with Spear.
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Walking Around dhar Ankhes

in order to acquaint the GM with the general
layout of dhar Ankhes and the city's diverse enterprises
and entertainments, The next few pages provide capsule
descriptions of each of its major neighborhoods. The
areas are described in the following sequence: Plaza of
Samil, Wizard's Walk, Wood Market/Carpenters' Street,
Merchants' Row, Traders' Market, New Market/Highwater
Street, the Riverfront, The Loop/Commons, Glazier
Street, and Temple Avenue. Each description will
indicate the general appearance and lifestyle of the
area, the types of inhabitanfs and activities one is
likely to encounter, and a sampling of shops, businesses,
and characters likely to attract the interest of players
as they adventure in the city. Shop numbers are keyed
o the city map below.

The Plaza of Samil

The logical starting place for a four of the city of
dhar Ankhes is the great Plaza of Samil, or "Tyrani's
Plaza", which is formed by the conjunction of Grand
Avenue, Citadel Street, and Wizard's Walk, and
represents the political and symbolic center of the city.
The great square is bordered by banners and standards
depicting the many victories of the Samili military
heroes of the past; most of the city's major ceremonial
functions take place here. In the center of the plaza —
halfway between the Customs House and the gates of the
great citadel — lies a brass-faced flagstone bearing a
compass rose, from which all surface distances in the
Land of Samil are reckoned. To the north lies
knowledge in the form of the University and the
establishments of Wizard's Walk, To the west the major
marketplaces of the commercial sector, and to the
south, the houses of spiritual learning on Temple
Avenue. The area to the southeast of the Citadel is a
well appointed residential neighborhood favored by
higher ranking Ministry personnel and the proprietors of
the poshest Merchant Row shops.

The Citadel (#1)

The Citadel was originally built by the Dhar Ankhes
Company to house King of Samil and to guard the trading
settlements that originally existed north and south
along the Dorian. When these setflements merged under
the threat of the Namori invasion fo build the walled
city of dhar Ankhes, the Citadel became the keystone of
These defenses. As the city expanded, and expanded
again over the years, however, the old foriress
eventually became detached from the ramparts
Themselves and enclosed entirely by city sireets.

During the time of the Oligarchy, the Harin allowed
the Citade! to fall intc general disrepair (in part to
discourage a Tyrant from developing ideas of setting
himself up as permanent ruler). This decision ultimately
proved disastrous, however; when the troops of the
Tyrant Madual of Rufan marched on the cifty following
the Zat'akhari retreat from The battlefield of Hagierrah,
the very inability of the Harin to defend itself made
their dispersal an easy matter. One of Madual's first

tasks as Tyrant was the resforation of the Citadel, an
effort carried to completion during the reign of his
successor, Arloth of Shalish. The upper levels of the
Citadel were made over into the official living quarters
for the Tyrant and his retinue. The direct bureaucratic
appendages of the Tyrancy itself occupy most of the
street-level area of the Citadel, though a portion of
the Citadel is open 1o outsiders, the most prominent
area oeing "Arloth's Hall", where the dhar Ankhes
Tribunal meets. All visitors to the Citade! (along with
plaintiffs and defendants) are subjected to a strict and
thorough search by Redshirt guards before they enter.
Within the hall is a large, garishly painted mural
depicting the Battle of Hagierrah, and a gilt-inlaid
plaque bearing Madual of Rufan's Code of Twelve Points,
on which all legal procedure under the Tyrancy is
based. Notably, the City Councii, the only
'representative' body in the realm, has no association
with the Citadel; it meets in the old Harin building (#49).
Above the porfcullis of the Citadel is a walkway, from
which +the Tyrant addresses his subjects during
ceremonial speeches, like The one given during the
Festival of Fallen Trees (see the Johill scenario).

Security around the Citadel has become very tight
during the reign of Utrant (a very paranoid man), and
any attempt to infiltrate the upper reaches of the
Citadel — the actual residence of the Tyrant — will
almost certainly meet with failure, since the Tyrant
knows all of his servants and guards personally, and
spends many nights prowling the halls to reassure his
suspicious mind. This has one positive effect — Redshirt
guards in the Citadel will likely (75%) hesitate an exira
mr if surprised, so as not to accidentally discharge a
crossbow bolt or take a sword-swing at their master.

Juri's Place (#2)

Prudence Juri's (#301) eatery and small Ten-room
inn caters to out-of-towners doing business at the
court of fthe Tyrant of Samil. The nature of this
business is quite varied — anyone from minor foreign
nobles to bounty hunters can be found here, although
barristers and out-of-town plainfiffs are much more
common examples of customers. It is an excellent place
to go if one is seeking legal assistance; it can also be
the site of a variety of potentially lucrative (though
sometimes shady) employment opportunities in the
service of those who seek physical nroof in support of
their suifs before the Tribunal. Prudence's
establishment owes its popularity as much to its
propriefress as to its location; Prudence is greatly
foved for her willingness to listen to the complaints and
problems of one and all, and for her ability To keep a
secret (or, conversely, to subtly spread a story that a
customer wants put on the streefsl. Her food and
accomodations are reasonably good, though not in
themselves notable; the Place offers no entertainment,
save that which naturally accompanies the offen twisted
quest for justice.

The Customs House (#3)

The Customs House, a great stone monolith on the
corner of Temple Avenue and Citadel Street, is operated
by the Ministry of Revenues. It is the place where bills
of lading and sampies of goods brought into dhar Ankhes
are assessed for duties owed the Realm of Samii. The
building is a bustling place, always full of fraders and
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Map of dhar Ankhes

B. Redshirt Barracks 19. Caravanserai 37. Temple of Dorian 55. Temple of Kol

1. The Citadel 20. The Statue of Valis the Proud 38. Gib's Chandlery 56. Temple of Kar

2. Juri's Place 21« Shrike's Warehouse 39. Temblor's HQ 57. Temple of Abara All-Seeing

3« The Customs House 22. Stirr's inn 40. Rosco Bladgett's Warehouse 58« Temple of Kethrin

4o University Complex 23 Flazebo, Potioner 41. Olias' Warehouse 5%. Temple of the God of

5. Wizards® Guild Hall 24. Bergamo's Curios 47. Heaven's Gate the Thousand Eyes

6. Fire-Starter's 25. Lobar's Fine Leather 43. Hoary Micah's Band HQ 60. Temple of Denarius

7. Nitroff Brasse 26. Peerless Butchers 44. Tuck's Menagerie 61. Affritt Sinister's HQ

8. The Dry Speli 27+ The Speckled Parrot 45. Poli's Crystalworks 62. Blind Jim's Home

9. The Spellbindery 28. Shaffitz, Glass Cutter 46. Copper Kettle Inn 63. Ministry of Revenues
10. The Warlock's Well 29. Duckett's Grain Mill 47. Larida's Experienced Clothes  64. Ministry of Public Works
11, Malibor, Weaponsmester 30. Coram's Boarding House 48. Taphammer Pub 65. Ministry of Information
72, Wentworth Cabinetworks 31. Faraday's Fish Market 49. Weepons 66. Ministry of War
13« Wentworth Home 32. Riverboat Fleet Docks 50. The Wizard's Cap 67. City Council Building
14. The Loggers' Hostel 33« Grimalkus, Surgeon 5te Khyber's Locksmithy 68. Brothers of Mordecai
15. The Angels' Harp 34. Riverboat Tavern 52. Secret Meeting Place 69 Kalibos Greyhawk's Sanctum
16+ The Hammer's Handle 35. Cougar's Warehouse for the Cult of Zat'ak 70. Krassdemer's Warehouse
17. The Scroll Tube 36e wWorked Metal 53. Temple of Mrath the Mighty 71. Krassdemer Home
18. Swords & Sorcery, Ltd. 54. Temple of Lana Earthmother 72+ Dexter Ratiff's Home
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merchants navigating Their way through the labyrinth of
taxes, assessments, surcharges and duties that regulate
the commerce between Samil and other nations. Almost
any native Samili with any involvement in frade will know
the operating procedures of the Customs House, and
have a 60% chance of knowing who to bribe to avoid
delays and unnecessary expenses. Oufsiders who are
merchants or fraders have only a 30% chance of
accomplishing these feats, and rank amateurs will be
totally at sea. OCMs may simplify the tariff system as
follows: duties will be (D4+1)% of the value of the
cargo; increase this by (D6-1% if no bribe Is given
(bribes should run about 1% of the value). All above
values will be initially doubled if the inspector
perceives the character to be fotally inexperienced; a
very good frader should receive bonuses to haggle fees
down. Failure to pay duties, if discovered, is legally
equivalent to smuggling; consequences of this can be
confiscation of cargo, fines, imprisonment, permanent
exclusion from the city, or worse.

The Customs House is a good place for GMs to
arrange encounters with foreign entrepreneurs, or with
caravan masters (such as Vykar Shrike or Tim Stirr), all
of whom can be found here at one time or ancther,

The University (#4)
The University of dhar Ankhes, unlike most of the

establishments of the city, is a non-profit institution
whose facilities are funded by a combination of user's
fees and endowments from the Tyrancy and from former
students who have later made their mark in the world.
The University sprawls over a number of blocks, and its
various buildings constitute a bewildering collection of
architectural styles — as if four or five leading builders
had engaged in an argument over design and attempted
to resclve it by erecting the University. Among the
structures present are:

1) A two-story, weli-stocked library, funded in part by
the Wizard's Guild. The library permanently employs a
number of scholar-scribes to franscribe and restore
old texts it receives or purchases, and is always
seeking to acquire new tomes on almost any subject
(regardless of condition, as long as the text is still
legible) if the price is reasonable. Characters may
use the library for a nominal fee per day; the base
chances that it will have a book or scroll relevant to
any given inquiry will vary according to general
subject field, as follows: magical spells and
researches, 30% agronomy, mining, medicine, 40%
(other sclences 15%); history, High Valiey 60% (though
events will likely be described from the Samili point
of view), Upper Dorian or Realm of the Ten Cities 20%,
other 10%; theology, 10%; nature lore, 15% (further
modifiers may be applied by the GM as appropriate).

A small coliege teaching the disciplines of Medicine,
Engineering, and | A given course will

N
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Mathematics.
last 204 months and require 6 hours of study/day
during that period; if successfully completed (saving
roll against INT at a bonus of 2), it will increase a
character's skill in The area studied by one leval
(giving a minimum level of Nevice). Fees range from
30GP Yo 3200GP per course, depending on its
complexity. At present, three of the college's
students are financing Their educations as members of
the Darknight Brigade.

3) A somewhat larger college, devoted to the study of
the Arts, and especially the study of languages (both
common and exotic). The work of this college is of
special Interest to a number of members of the
Wizards' Guild, and two of the members of Wizards
Court (Corsianos the Blind and Moab the Wise) lecture
here regularly. Courses last 106 months (friple time
requirement for Scholarly level studies), requiring 8
hours study per day during that period; Iif
successfully completed (saving roll against INT at a
bonus of 4), they will raise Language comprehension
skills by one level of competence. Costs are 40 GP to
80 GP for Conversational level skills and 100 GP to
150 GP for Scholarly level skilis.

A complex of a dozen excellent laboratories outfitted
for scientific or alchemical research, which are well-
reinforced and outfitted to contain the effects of
explosions and other disasters.  Individual work
space will be available 40% of the time; otherwise,
characters wishing fo use these facilities must share
with others — providing for conflict, interference,
and confusion. Costs are 5 GP a day for private use,
and 3 GP a day for shared use.

4
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Wizard’s Walk

Wizards' Walk is a wide street which gently bends
from the Plaza of Samil to the Wood Market, where it
narrows and becomes Carpenters' Street. It is the
center of magical commerce in dhar Ankhes — a very big
business indeed. Residences on or near the Walk tend to
be inhabifed by those associated with the arcane, and
shops tend also to be so inclined. In short, mages are as
clannish as any other craft or trade in the city.

In general, the disciplines of the Art are such that
the street and surrounding area are no more unusual or
prone to bizarre sights than any other part of the city;
indeed, Wizards' Walk is safer than some of the narrow
alleyways off the Loop in the southern part of dhar
Ankhes, where crime is rampant. Nonetheless, passersby
may occasionally be disturbed by the distant sound of
an explosion or the sight of an unusual creature in
headlong flight from its likely besotted summoner (who
will probably be holding court at The Dry Spell, #8).
Players may also observe evidence of the past
experiments of apprentice wizards — rainbow-colored
shrubs, a stripe of yellow brick in a flagstone pavement,
etc. Otherwise, the quarter is much like any other ...

Wizards' Guild Hall (#5)

The Guild Hall of fthe Wizards' Guild is an old
buitding, originally designed to accomodate the
scholarly and investigative pursuits of the mages of
Samif. The gradual development of the University, and
the involvement of fThe group in politics, moved the
emphasis  of the Guild toward  hierarchy and
organization, and The Hall was fransformed accordingly.
A large chamber was conshructed to accomodate
meetings of Wizards' Court, the governing and judicial
body of the arcane realm in the city. Additional staff
alcoves and meeting-rooms were built, and the library of
magical tomes and texts was expanded and complemented
by volumes of general knowledge. Furthermore,
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the building itself was reinforced and warded inside and
out, in order fo prevent the intrusion of pefty thieves
as well as other-planar ... guests.

By tradition established by the first of the
permanent Tyrants, Madual of Rufan, the Wizards' Guild
Hall is beyond the pale, outside of interference, even
by the stalwart defenders of the Tyrancy. Conversely,
the Guild Hall is unlikely to offer sanctuary fo anyone
being pursued by the Redshirts, though those who have
fallen afoul of the underworid may well find a safe
haven ... if the price is right.

Fire-Starter's (#6)

Roi  Steffan (#302), a young blond-haired
alchemist, runs a small shop on Wizards' Walk which
specializes in fire-related magicks. In addition to his
normal stock (see below), Roi will accept commissions to
produce special arcane effects (including potions,
scrolls, or breakables) which require the use of fire.
The shop has been an alchemist's for over a century,
handed down from Steffan to Steffan; only during this
past year, affer Roi's father's death, did it acquire its
present name. !f questioned, Roi will reply (with a glint
in his eye) that he is "going where the business is" —
apparently referring to the rising popularity of the
Elementalist faction.

In fact, Steffan's motives for concenirating on
fire=magic are much deeper (and darker) than simple
profit. The highly impressionable alchemist had fallen
under the sway of Urun I"Urusah (#303), grand-nephew of
the late Archpriest of Zat'ak, a member of that cult's
Legion of Fiery Vengeance, and the leader of the small
and secret group of Zat'ak-worshippers in dhar Ankhes
(their meeting place is #52 on the city map). Convinced
of the power of the Earth's fire and of the might of
Zat'ak, Roi has secretly become an initiate of the
religion, attends the midnight rites at the meeting place
with great regularity, and has produced a number of
items for The cult's membership.

Roi's new-found interest has consumed much of his
time and attention, but has also made him more potent in
the normal practice of his business affairs. As a result,
characters purchasing magical devices or potions from
Fire-Starter's will find that these may be subject to
heightened effects. The GM should secretly roll D20 for
each use (or once, if the item is a potion or otherwise

designed for one-time use): on aroll of 1-12, the item
functions normally; on a 13-15, it operates at
(100+4D10)% efficiency for the duration of the effect —
stronger, more powerful, more intense, etc.; on a roll of
16-19 the same is True, except the figure is (100+8D8)%;
on a 20 it operates at 250% efficiency, and will continue
Yo function for 106 days out of the control of the
wielder (or drinker, efc.) unless destroyed or countered
by stronger magic. This effect will be especially frue of
items which create or intensify fire, and is primarily due
to the influence of the Zat'akhari.

Nitroff Brasse, Apothecary (#7)

Nitroff Brasse (#304), a rather noxious litfle man
with scraggly moustaches, is a chemist who specializes in
the manufacture of poisons of all types. His shop is
favored by several members of the Darknight Brigade,
who will protect him like a sworn brother in the event of
trouble. For the proper price (anywhere from 5 to 20
times normal rates, depending on Nitroff's atfitude
toward the customer, and, if known, the intended
target), Brasse can make any toxin virtually
undetectable to smell or taste — -60% to normal
detection chances. Brasse will also carry in stfock some
potions in fields somewhat related to his special
discipline (healing, sense or endurance-heightening,
soporifics), but he will charge a premium of 20+(D6x5)%
over normal prices for these items. Brasse is also
responsible for the freatment given fo the Tyrant's
personal tableware, which detects the presence of
poisonous materials.

The Dry Spell (#8)
Located one block beyond Wizard's Walk, on

Arcana Street, The Dry Spell tavern caters specifically
to the practitioners of the arcane trade. By evening,
the place is a virtual free-for-all, as mages in various
stages of intoxication try to outdo each other in exotic
feats of conjuration. Almost anything goes, although a
sign prominently posted over the bar reads "Drink and
Demonology Don't Mix" — and any wizard who invites in
any being from foo nether a region is likely to find the
door spelled against his enfrance thereafter. The
proprietor, a red-headed old goat named Kiroc Nahallac
(#305), can usually be found behind the bar. Kiroc pays
littie heed to the carnage wrought by his clientele, for
he knows that they will eventually make right anything
they unmake during their revels. The Redshirts in this
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district, however, keep an extremely watchful eye on
the place, alleging that 'byproducts' of some of the
stranger challenges have escaped into the streets, and
(according to Redshirt accounts) "nearly run amok."

Nahallac's clientele includes members from all the
Wizards' Guild factions, who can vent their spleens at
one another without serious repercussions during the
weekly "Insult Night" sessions that take place here.
Relatively few non-mages venture intfc The Dry Spell,
and even fewer refurn for a second visit — yet it is
unquestionably an excellent place to meet the city's
highest ranking mages under relaxed (and offen
entertaining) circumstances.

The Spellbindery (#9)

(GM's Note: Because of the high prevalence of “trade
wizards' among the city's magic practicing population, it
is relatively difficult fto hire a magic-user 'off the
street’ in dhar Ankes. Parties seeking the services of
such individuals will usually be directed to the Bindery,
or to the Wizards' Guild itself, for assistance.)

This small, sparsely furnished building is an
employment clearinghouse for independent journeymen
mages. Of the mages on the Bindery's rolls, only about
1/3 to 1/2 will be in town at any moment. The estab-
lishment will have about 4D6 mages on call at any given
time; 1D8 of these will be VET, 1D8 will be INT, 1D3-1
will be EL or SUP, and the rest will be GR (generate the
total number of mages, and then determine their classes
in the order VET, INT, EL/SUP, GR — stop rolling when all
mages are accounted for).

The fees for hiring a Spellbindery mage are given
in the small chart below; in all cases, add a 10% finder's
fee paid to the Spelibindery.

MAGE HIRING FEES

Rank Hire Fee

If more than half of the mage's TAU
GR 5 GP/day power capability is expected to
INT 15 GP/day be used on a regular basis, add
VET 25 GP/day 50%.

EL 50 GP/day | If a hazardous task is expected or
SUP 150 GP/day required of the mage, add 50%.

A given mage may agree (at the GM's discretion) to
accept freasure, offers of magical devices or scrolls, or
other valuables in place of the cash payments described
above. The base chance that a mage will accept a job
offer is 80% (-5% for each exfra week of effort
estimated, -40% if hazardous, -20% if EL, -50% if SUP;
GMs may award bonuses if the successful completion of
the job will earn great glory or honor to the magel.

Player mages may seek to get themselves added to
the Spellbindery's employment lists. To qualify, the
mage must meet the following requirements (which all
potential hirelings also meet):

1) Must be rated at least ST in at least two (or VS in
one) of the following spell categories: Missile,
Weather, Elemental Control, Healing, Repair, Conirol,
Protective, Fire/Energy, Detection, Transformation,
Transportation, or Artificing.

Z2) Must be rated at least AV in at least three more of
the above, or in Plant/Animal, [llusion, or Summoning.

3) Must have a total of TAL, 1Q, and STM, of 38 or more.

Mages in turn must also pay 10% of their agreed wage 1o
The Spellbindery.

The master of the Spelibindery, Codar Auli (#306),
though a member of the Moabrite faction in the Wizards'
Guild, has not taken any great interest in the politics
of the Guild for several years. Aull is very scrupulous
about maintaining his group's professional reputation,
and will ensure fo the best of his abilifies that the
wizards on the Bindery's rolls can perform as advertised,
and will deliver an honest day's work for their agreed
upon wage. Auli's word is almost universally accepted in
the city, and any mage who earns his censure is likely o
find it nearly impossible to get hired in dhar Ankes by
any but the rankest outsiders. Two of the mages
currenfly on the Spellbindery's rolls are described
below, for use as possible candidate hirelings.

Halnar Vjen (#307)

This ramrod-straight, well-muscled and handsome
young blonde looks more like a warrior than a mage, and
in sooth his inferest in wizardly matters is resiricted fo
tThe practice and mastery of arcane combat skills. He is
a loud and overconfident boor, but has earned the right
to be so in many eyes, for on the field of battie he has
demonstrated the courage of a lion. Halnar frequently
fravels in the company of the Terras Advance Guard and
is only in the city about 3 months per year. When here,
he spends much of his time carousing in the fleshpots
and taverns; he will not accept a job uniess it holds
some promise of fighting. Vjen has a rather cruel sense
of humor, and a faste for practical jokes — and his
popularity among the Tyrant and his circle makes him
virfually immune fo any sort of reprisal. Personality
aside, however, it is undeniable that Vjen is an
exceptional talent, with spellcasting power that would
be impressive in a mage of twice his years.

Willem Halliday (#211)

Halliday, a small wiry man with dark hair and eyes,
is a wizardly thief, a rogue mage who makes his living at
a variety of illicit activities. He has no scruples, and
will undertake virtually any type of job (including
murder) if the bottom line looks good enough.
Nonetheless, Halliday 1is a generally cautious,
methodical operative who has no love of gratuitous
mayhem of any sort. Under the alias of Jonan Whistier,
he is also a member of the New Market Gang (see
Underworid).

The Warlock's Well (#10)

Located on Arcana Shreet, a block east of Wizards'
Walk, this supply house deais primarily in spell
components of all types, used by those mages who have
been ftrained fo perform their effects by physical
conjuration (about 20% of the aree's mage population).
The Well has verba! contract arrangements with several
betfter-known mountain men and hunters of the Samili
wilderness, through whom it obtains much of its stock; in
addition, it maintains its own hunting party, fed by
K'ada Fitch (#308), on call.

Normally, the Well is only a wholesaler, delivering
gocds in bulk lots only (primarily to its largest single
customer, Swords & Scrcery, LTdd. On occasion,
however, when its inventory grows too great, it will sell
a portion of its stock at 20% or more below market value
(GM's discretion as to price and quantity), inviting
artificers and wizards to "pick Their own". Any VET, EL,
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or SUP wizard of this type, or any GR or INT wizard of
this type with a TAL of 16 or above, who selects his
magical components personally may make a saving roll
against INT; if successful, any enchantment produced by
these components will be enhanced in effect (roll D10:
1-5, +10% to Intensity, Finesse, and Range/Duration; 6~
8, +25%; 9, +50%; 10, +100%. Consequently, characters
attending a 'sale' at the Well are likely o meet a number
of powertful and/or talented mages on 'shopping frips'.

The Warlock's Well is run by Van Fegroa (#309), a
smailish, slightiy chunky man in a perpetual state of
bustle, who is harmless in appearance, but who Iis
actually quite dangerous — he is an operative in the
Darknight Brigade under the code-name 'the tnforcer",
and acts as leader of a small band of agents (including
Fitch) specializing in terrorism.

Malibor, Master Weaponsmith (#11)

Malibor (#310), a wizened stoop-shouldered man of
indeterminate old age, is said to be the oldest living
Guild member in dhar Ankhes. Long retired from active
irade, the ancient artificer makes but one or two
weapons a year. Malibor chooses his clients with great
care, and turns away many who seek his services. Money
makes little difference to him; the politics of the
prospective client are also of little consequence
(though Malibor himself is an ardent Loyalist, having
been — it is said — a young mage in the service of the
first Tyrant, Madual of Rufan). To accept an assignment,
Malibor must perceive that the warrior will use the
weapon to "perform good works". A good tale describing
the player's quest, with appropriate embellishment, may
help convince Malibor of one's worthiness, but the old
man is nobody's fool, and will not react kindly to being
Taken for one.

Over the past several years, it had been Malibor's

habit to employ nubile young lasses with litHe magical
skill as his 'apprentices'. Recently, however, the aged
master suddenly took on a new apprentice at his
home/workshop just off Wizards' Walk, Joab Kane (#311),
a young, very talented male wizard. Kane has the dress
of a Samil but the accent of a Zattakhari, and where the
lewd comments have left off, the suspicious ones have
begun; though Malibor (it is said) has accepted Kane as
his long~lost son, stolen at childbirth, both Utrant (and
his Redshirts) and Archmage Kalibos Greyhawk have
begun to 'keep an eye' on him.
(GM's Note: Referees may choose to treat Joab Kane as
anything from a defrocked Priest of Zat'ak to Malibor's
actual heir. Naturally, the role chosen for Kane may
have enormous impact on how Malibor himself is played.)

The Wood Market

The Wood Market, which stands at the northern end
of Wizard's Walk and Merchant's Row, is a lively open-air
plaza where traders deal in the harvested woods of the
Rufan forests to the north and west, and in the varied
goods that the talented woodcrafters of dhar Ankhes
produce from them. Rufan is known for its fine grades of
oak, pine, cedar, and even some redwood, started from
saplings obtained at great risk from the great forest of
faru'e'elena by the ancestors of the Tyrant Madual.
Some of these wocds have retained the character of the

Living Forest from which they are taken, and have a
natural empathic ability that makes them highly valued
in the production of items such as musical instruments,
wine casks, etc. The Rufan traders who sell these
cargoes in the Wood Market are more rugged and rough
spoken than natives of the city, but this can be
deceiving, for they are every bit as clever and
conniving in matters of business as their dhar Ankhen
counterparts (indeed, anyone wishing to remind himself
of Rufan shrewdness need look no further than the great
hardwood statue of Madual, the city's first permanent
Tyrant, that stands in The center of the marketplace).

Beyond the Wood Market to the west lies Carpenter
Street, home to most of the city's woodworkers,
cabinetmakers, and the like. Unsurprisingly, wood
consiruction dominates, and most buildings double as
both shops and residences. By far the largest structure
on the shreet is the large cabinetmaking factory of the
Wentworth family (#12, described below), which faces
directly onto the Market. Utrant's tax policies have hit
the foresters and woodworkers hard, and there is
substantial discontent among the residents and
Transient occupants of this neighborhood — many of
whom have become ftacit or active supporters of the
Sovereign Society's efforts fo overthrow the Tyrant.
Consequently, Redshirt patrols in the area are more
frequent than one might otherwise expect, and less
likely To ignore petty infractions of the law.

The sireets to the north of Carpenter Street are
primarily residential; they also house the barracks
complex for the company of 400 Samili Army regulars
assigned fo the city and its perimeters. The military
forces are To a great extent a law unto themselves, for
the troopers are not subject to the provincia!l justice
system — this often leads to rather shrained relations
between the army officers and the Redshirts of the
Carpenter Street barracks. Fortunately, the bulk of
The company is offen out of the city proper on training
maneuvers or engaged in carrying out the latest
schemes of the Ministry of War.

Wentworth Cabinetworks (#12)

The Wentworth cabinetworks has been a family
institution in dhar Ankhes for nearly 300 years, and the
building housing this enterprise has become exceedingly
ornate over that ftime, decorated with intricate
scrollwork and a series of 10' high carved panels
depicting the virtues of free trade. The Works employs
some 30-40 apprentices, journeymen, and master
craffsmen in its service, and always has a 6-9 month
backlog of commissions. Quality of an average product
is Very Good, and prices are High. The Works also has an
added significance, however, due to the political
leanings of the Wentworth clan's current scion, llric
Sovereign Society (see The Sovereign Society for a
complete character description). Many cabinetworks
employees perform occasional Tasks for the Society, and
shipments leaving the Works offen contain hidden
caches bearing items from messages to weapons.

Hostel (#14)

This somewhat delapidated three-floor rooming
house provides shelter for many of the foresters selling
their most recent harvest. Lodgings and meals are
cheap and adequate, with no frills. There is a 30%
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chance that one or more of the hostel's present
occupants will be looking to hire on new help for the
logging camps — skills in Axe weapons, Boating,
Mountaineering, First Aid, Trapping, Cooking, and/or
Swimming will improve a character's chances of being
hired, as will each point of STR and STM over 25.

The Hostel's proprietor, Morrison Bates (#312), is a
smallish, very quiet man under normal circumstances.
When under the influence of alcohol, however (a
fortunately rare occurrence), he becomes a wild-eyed,
homicidal madman, whose strength has proved a match
for several of the foresters who have attempted to
subdue or quiet him.

The Angel's Harp (#15) .

Bravo Rossini (#313) and his four assistants
manufacture all manner of wooden stringed instruments
(harps, lutes, mandolins, fiddles, etc.) for sale both at
Their shop and at a small kiosk he maintains in the
Trader's Market. Instruments that are made from woods
descended from the Living Forest will tend (60%) to have
an uncommon resonance that will attune itself to its
owner, improving his overall proficiency and increasing
his Charm and Diversion chances by 5-15% and 5-30%
respectively. Bravo, a 1rue disciple of his god
Denarius, bald-facedly claims in his sales pitches that
all of his instruments are made from this "murmuring
wood"; in fact, only about 10--15% of his stock can
achieve these remarkable effects. A character may
attempt to make a saving roll against half DSC ‘o
determine whether a given item has this resonance;
every level of Music skill possessed will add 2 to these
saving roll chances.

The Hammer's Handle (#16)

Mardo Cowslip's (#314) establishment was a
carpentry until a few years ago, a modest, but roomy
wood-frame building where many of the local craftsmen,
including those who were employed at Wentworth's works,
would come during off hours to sit, drink, and discuss
their craft (among other things). During an extremely
slack fime in the carpentry frade, Mardo found that he
could keep himself afloat merely through the service he
provided; with a few hundred gold pieces' investment
from his friends, Mardo converted his shop into a small
tavern, which it remains to this day.

Mardo is a kind-hearted middle-aged fellow who
will almost always fall for a good sob story (5% per point
of MAG possessed by the teller), and help out with a free
meal or a place to sleep. He is no fool, however, and
can only be taken advantage of for a few days before he
will become suspicious (unless the character is a very
good actor). The Handle is a frequent meeting place for
Sovereign Society operatives, and has received more
than one visit from Darknight Brigade members as well,

Merchant’s Row

Between the Wood Market and Traders' Market,
there is an arc of shops and commercial establishments,
a tiara of wealth in which the great Merchants' Market is
the beautiful gem set at its center. The two great
streets — Merchants' Row and lower Grand Avenue — that
form this arc are wide and well-kept; they are offten
crowded by traffic, well-dressed patrons visiting well-
provisioned establishments. Here, also, are Redshirts in

abundance; thus, while the most affiluent enterprises are
located here, the perils of thieving from them are also
commensurately greater.

Merchants' Market is the oldest and most
prestigious marketplace in dhar Ankhes. Many of the
pooths are of stone or wood, occupying fixed positions
in the middle of the plaza, as some of them have done
for dozens of years. Traffic circles clockwise around
the edge (woe betide anyone who fries fo ride straight
through tThe market and there are ordinarily no spaces
available. By comparison, Traders' Market is less
prestigious, more crowded, and certainly more chaotic
tThan its elder brother; foreign fraders will bring samples
of their goods here, though the balance of the cargo
will be stored elsewhere. Due to the fransitory nature
of the enfreprencurs in Traders' Market, and the
passage of caravans through it mornings and evenings,
its structfures are almost entirely non-permanent; as a
result, there are sometimes (30%) spaces available. The
best source of informaftion about market space is the
Beggar King, who will know of an opening 1D4 days
before the current occupant vacates the spot.

The shops along the prestigious streets of this
area can be determined according to the referee's
discretion; alternately, when a quick generation of a
shop is required, the following tables can be employed.

1) Determine the type of shop:

Merchants' Traders' Merchants'

Type of Business Row Market Market
Vintner (wines, liquors) 01-05 01-05% 01-05%
Confectioner (candy, 06-10 06-15 -
sweetmeats, pastries)
Haberdasher (men's wear) 11-15 16-25 06-15%
Couturier (ladies' wear) 16-20 26-30 16-25%
Mitliner (hats) 21-25 31-35 26=-30%
Cobbler/Cordwainer 26-35 36-40 31-35
Furrier 36-40 - -
Jeweler/Silversmith 41-50  41-50% 36-40%
Perfumer (perfumes, 51-55 51-55 41-45
scents, cosmetics)
Apothecary/Alchemist 56-65  56-70  46-60
Weaponeer/Armory 66-75 - 61-75%
Watchmaker/Lensmaker 76-80 71-80 76-80
Carpetter (carpets, 81-85 81-90 81-90%
rugs, tapestries)
Carriagemaker 86-90 - -
Saddler {saddles, tack) 91-00 91-00 91-00%

* — imported goods are available

Both areas for the market columns will have hawkers and
food vendors in copious quantities.

2) Determine the quality offered and the price range:

Roll Quality Value | Roll Price Range

01-15  Shoddy 0.1X §01-02 Cheap (0.4-0.6)
16-20  Poor 0.6X §03-08 Low (C.6-0.9)
21-40  Fair 1.0X §09-25 Fair (0.9-1.1)
41-70  Good 1.5X 1 26-65  High (1.1-2.0)
71-90  Excellent 2.0X | 66-90 Costly (2.0-3.5
91-00  Superb 3.5X 191-00  Outrageous (3.5+)

27



3) Determine the honesty of the shop's owner:

Price Range

Quality CHEAP LOW FAIR HIGH COSTLY OUTR'S
Shoddy B B A A A
Poor C B B A A A
Fair D C C B A A
Good E D D C B B
Excellent F E E D C C
Superb F F F £ D C
Symbol Rating Description

A 01-10 Very dishonest

B 11-35 Dishonest

C 36-55 Normally honest

D 56~80 Honest

£ 81-95 Scrupulously honest

F 96-00 Painfully honest

4) Determine the political leanings in the shop:

Roll Political Persuasion
01-25 Pro Sovereign Society
26-75 Neutral

76-00 Pro Tyrancy

Modifiers: +10% for Weaponeer/Armorer, Furrier, Sil-
versmith; +10% if price range of goods is COSTLY or
OUTRAGEOUS; -15% for Cobbler/Cordwainer, Saddler
(leather is a highly tariffed item).

The Scroll Tube (#17)

This shop, located on the edge of Merchants'
Market, performs several functions for the people of
dhar Ankhes. First, its trained scribes will write,
franslate, or witness any legal document (somewhat affer
the fashion of a notary); secondly, a 'reader' may be
hired at a nominal fee (1-5 SP) to accompany a client to
anywhere in the city to read a notice or document;
tThirdly, the Scroll Tube publishes a 'newspaper' on a
large kiosk outside the building, containing regionatl
and city news and decrees of the Tyrancy. Each news
itfem is printed on a separate sheet of parchment
(enchanted with a rain-resisting charm) which is left
standing until the item is out of date. Three tfimes a
day, a crier reads off the sheets fo a fair-sized crowd.
This service is, in part, secretly supported by the
Sovereign Society, and items tend to slant very subtly
against the Tyrancy.

The most important service provided by the Scroll
Tube, however, is that of supplying 'Merkers'. Merkers
(#315) are elitfe messengers trained to relay vocal

inflections of the original speaker. Offen used by the
government as well as commercial interests for critical
messages, the Merkers are largely deemed incorruptible
— though this is not strictly true, as the owner of the
Tube, Thoron ("Thorny™ Quillfeather (#316) has used the
Merkers for his own (and occasionally the Sovereign
Society's) purposes; however, their reputation for
resistance to pressure and torfure is well deserved.
Merkers wear a distinctive green-and-yellow tfunic, and
are To be found only in Samil — all have a STM and MGR
of at least 14, will tend to use quarterstaff or unarmed
combat techniques like judo instead of edged weapons,
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and receive bonuses to Silent Movement chances,
Horsemanship abilities, and saving rolls against physical
or psychological torture.

Swords & Sorcery, Ltd. (#18)

This large enchantment house, located just west of
Wizard's Walk on the upper end of Merchant's Row, has
Taken the business of producing magic items to its
profit-making exireme. Swords & Sorcery employs nearly
thirty skilled enchanters, and over a hundred
Journeyman craftsmen artificers. Consequently, The
shop can work on almost two dozen items at once,
enabling them fo achieve an extremely rapid furnaround
on orders, and To keep a large inventory of unusual and
varied devices and weapons on hand.

S&S' most visible public figures are its co-
founders, Reynie MacAdam (#317) and Elvaine of lronwold
(#318). The former, a gaunt and petulant old greybeard,
provided the capital and the connections to get the
venture started; Elvaine, a dimunitive raven-haired
dynamo, who had already overcome the biases against
her sex to become one of the most successful
weaponsmiths in the land, added the managerial skills
and trading acumen needed to make the operation
profitable. This unlikely couple is a focal point for
Danaisite power in the Guild; they have managed to win a
number of lucrative contracts fo supply enchanted
weapons to the Samili army, contracts which would
normally have been awarded to Loyalists had any been
able To promise the terms and delivery time Swords &
Sorcery guaranteed. Rumors still persist, however, that
the combine has also provided enchantments and weap-
onry, as well as materials, to the Sovereign Society.

Anyone seeking To purchase an enchanted item
from S&S must pay 75% of the quoted cost of the item
down (GM's discretion as to precise delivery date and
cost of an iftem; small-scale magical enhancements
should add 200% to 400% to the normal cost of the item,
while extensive artificery will cost substantially more
and require anywhere from a number of weeks to a year
or two to accomplish = remember that the most powerful
rune-swords and bane weapons of legend took many
years to fashion; and +that even the mundane
craftsmanship put info such a piece will take a
substantial amount of Time).

Despite the wide array of arcane skills offered by
the combine, 70~80% of its products are simple +1
weapons — many of the Swords & Sorcery enchanters
produce little else for months on end. This sort of
repetition can be exiremely tedious, and sometimes
leads to careless craftsmanship. Roll D20 for any item
of this type (exiremely iow-order magic) purchased
here; on a 16 or better, the item has a minor flaw, That
will (roll D6):

1-2 render it more susceptible to breakage;

3-4 render its enchantment useless after 206 months;

5-6 cause the item's powers to fail sporadically (1 on a
D6; GM rolls secretly for each use).

Trader’'s Market

Early-morning passersby to this area will offen be
treated to the sight of a caravan forming up and moving
out of the city. These wagons will normally form a line
and begin fo fravel eastward on Carpenters' Street



toward the Wood Market. When the destination is
southerly, the wagons will follow Highwater and Southron
Streets (they usually form up before dawn, to avoid
conflicts with contentious entrepreneurs in the Market).
Characters looking for safe land fransport out of dhar
Ankhes, or employment with caravans, should inquire at
the Caravanserai.

Caravanserai (#19)

This block-sized piece of property abuts the
northeast corner of Traders' Market. It offers all the
services needed by a passing caravan: corrals and
stables, a smithy and wheelwright, etc. The property
can accommodate upwards of 40 wagons and 200+ horses,
and is almost always at capacity, due fo its central
location. The few structures on the site are little more
than wood-roofed pavilions To keep out the rain; these
are the only fixed objects in an ever-changing flood of
wagons, horses, and men that pass through the place
both day and night.

The owner and proprietor, Morgan "Windracer™
(#319), is a tall pale-blond half-elf with elegantly
chiseled features. Morgan is extremely closemouthed
about his past, and will sometimes disappear from town
for weeks at a shretch, leaving management of the
business in the care of his chief blacksmith, Howland
Dark (#320). Those who respect Morgan's personal

privacy will find him "a considerate and congenial
businessman, with connections in many areas of
endeavor, including the dhar Ankhes underworld.

Howland Dark, by comparison, is exhremely mercenary in
his dealings with customers; when it comes to

preferential freatment from him, money talks.

Yul KOULL

The Statue of Valis the Proud (#20)

This statue, of a Tyrant of two centuries ago, is
one of six that ring Traders' Market. Valis the Proud,
frozen for posterity in mid-charge, has become popular
as a 'drop point! for Darknight Brigade informants, as a
small niche has been discovered in the base, near the
hero's right boot.

Shrike's Warehouse (#21)

This small one-story building and surrounding plot
of land is used as a staging area for caravans organized
by Vykar Shrike (#115 — see Darknight Brigade for
description). When Shrike is in fown, this area is a
hotbed of activity, filled with people seeking to obtain
Shrike's services, o book passage with an organizing
caravan, or to pass along or obfain information about
travel conditions along the roads beyond dhar Ankhes
(information for which Vykar is known fto pay a fair
price)s In his absence, the warehouse's desulfory
maintenance falls fo a rather nondescript employee of
Shrike's known only as Willie Lump (#321). If approached
by sirangers or potential customers, Willie will babble
amiably and act almost comically hard of hearing,
though in fact his senses are uniformly perfect; this
tactic has enabled him to pick up many a useful scrap of
information over the years. The safe in Shrike's office
contains detailed maps which show every portion of the
High Valley, and the Upper Dorian Valley below, and
even identify safe routes through the haunted Plains of
Algorath and the Perigannath mountains fo the east.

Stirr's Inn (#22)

This raucous inn is run by Oldovar Stirr (#322), the
father of caravan master and Sovereign Society leader
Timotheus Stirr (#239). Oldovar, now a widower, is still a
high-spirited fellow, and is always on the lookout for
new or exotic entertainments for his customers; his inn
is almost always packed 1o capacity with a mix of out-
of-town traders and local merchants. Tim will spend at
least part of almost any evening in which he is in the
city here, occasionally helping out behind the bar or on
stage (revealing a surprisingly melodious tenor).
Though many of Tim's Sovereign Society compatriots also
frequent the bar, no business is ever transacfed within
its walls out of respect for Oldovar's desire to remain
neutral in such matters.

Plazebo, Potioner (#23)

Plazebo (#323), a small, dour dwarf with an
eternally sour disposition, will bestow a veritable stream
of complaints about his own various aches and pains to
anyone entering his little shop on Chilliwam Street.
Nonetheless, the alchemist is The best source of healing
potions and balms in the city. In addifion to making
common 1D6 and 2ZD6 hit healing potions, Plazebo can
also precuce potions that will restore 306 to 6D6 hifs;
such mega—-healing draughts Take significantly greater
time to prepare. Plazabo has also extensively studieg
the chemistry of bone marrow, muscles, and tendons, and
can prepare a special potion that (if a saving roll
versus STM is made) will reduce the convalescence time
for a fracture, break, or tear by one half.

Plazebd's works are as reliable as those of any
chemist in Samil; however, his work habits are much less
predictable. The dwarf is ruled by his moods, and often
will not work for weeks at a stretch when he is under the
spell of one of his hypochondriac maladies, ignoring all
imprecations and threats (his shop and person are well
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protected, the gifts of a satisfied wizardly customer
affer Plazebo concocted a very successful headache
potion for him). These dry periods usually end when the
bill collectors start to come around.

Siddath the Hawker

Siddath (#324) is a seller of maps — from crude,
hand-drawn diagrams of dungeon layouts to elaborately
illuminated and annotated parchments detailing the
exploits and discoveries of mighty expeditions — that
purport to show the locations of hidden freasures.
Siddath buys these maps for a few coppers from down-
on-their-luck adventurers, expropriates them from
second-hand shops, or {when business has been
particularly slow) may even draw them up himself. Given
their dubious backgrounds, these maps are only rarely
useful (25%, 45% if the final purchase price was over
50 GP). Siddath travels across Samil, and, as might be
expected, rarely spends more than a few nights in a
town at a time. While in dhar Ankhes, Siddath will
usually be found in Traders' Market (more than half the
time); he may also be encountered on the streets, in
‘plazas, or in shops such as Bergamo's (#24).

The New Market/Highwater Street

The northwestern part of dhar Ankhes was for many
years a dangerous quarter, occupied primarily by
warehouses, bordellos (for those unable to afford the
more refined pleasures of Scarlet Street) and low
drinking establishments. The neighborhood was largely
destroyed by an immense fire some fwelve years ago,
which razed most of the shacks and wooden buildings in
the area and kiiled nearly 500 people. Though never
proven, it is widely suspected that the fire was set,
perhaps even by agents of the Redshirts or Darknight
Brigade, to clean up an undesirable blight on the city.

Set or not, the fire was the starting point of the
great development project of the reign of the Tyrant
Johal. The area was thoroughly rebuilt, beginning with
the city walls, which were in desperate need of repair; a
new chandlery was built for the Samiii riverboat fieet
(see below); a treed pedestrian area (the Mall) was built;
and an open area was cleared for commerce — the New
Market, which was primarily designed fo be a market for
fresh produce, meats, and fish. From the very first, the
New Market has been popular with the smaller
businessmen of the city, who were seldom able to acquire
choice space in the more prestigious and older markets.
Today, the Market is alive with hawkers of comestibles of
all varieties; also found are craftworks of various kinds.

The area immediately around New Market remains in
fransition, with the homes of the neighborhood's new
merchant community infterspersed with the vestiges of its
decadent past. The level of crime (and grime) remains
well above that experienced in the wealthier
neighborhoods to the east, and few efect tc travel far
abroad at night unaccompanied (unless they have paid
protection money Yo the local gang). The Redshirfs have
somewhat increased their patrols in this area, but old
habits are hard To break, and a citizen meking a
complaint is more iikely fo be viewed as a froublemaker
Than to be believed.

Further beyond the Market lie the banks of the
Dorian. Two areas of this coastal landscape may be of
importance to the GM:
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1) Castie Island, site of the city's small but very secure
prison facility, whose outer walls rise 150" above the
rocky shoals at their base and are embedded with a
number of potent magical defenses.

2) the Cove, a natural harbor which serves both mititary
and mercantile fraffic. The Cove can be protected in
the event of enemy assault through the use of three
great chain booms (marked by dotted lines on the
map}, which can be raised to preclude enfry by any
but the lightest shallow-water craft. This apparent
security, plus the area's proximity to the New and
Trader's Markets, has made the Cove the preferred
docking place for merchant vessels, supplanting the
long dominance of the Waterfront's Long Wharf,

Highwater Street, also extending from Traders
Market, is so named due to the overflow of the Dorian
River some three hundred vyears ago. The city,
constructed on a sloping hill, was overwhelmed by the
river up to the wide avenue, but the torrents reached
no further. Highwater Street therefore serves as a sort
of boundary between the Riverfront and the middle- and
high-class sections of town; it is a crowded, wide
thoroughfare, offen clogged with carts and mounted
Travelers.

Bergamo's Curios (#24)

Bergamo's, a small shop just south of Traders'
Market on Highwater Street, overflows with cheap
Jewelry, knick-knacks, and other assorted junk of all
types; Bergamo (#325) also occasionally fences stolen
goods. He has a great fear of magicians and their
vengeance, and has considered moving to Tam Terras
where they are less omnipresent; but he has an old,
infirm mother (#326) who cannot tfravel, and therefore
cannot leave dhar Ankhes (at least, visitors to his shop
who try to haggle with Bergamo have heard about his
old, infirm mother, and how 10 GP less will cause severe
alterations to her regular diet). Due to his fears, he
will not knowingly deal in enchanted items, especially if
they are stolen goods. What stolen goods he does
obtain, he resells through a network of trusted free-
iraders, though some items will remain hidden in the
basement of his shop for a month or more. Bergamo's
fence statistics are:

Purse — 13,000 GP

Fields — Siiversmithy, Calligraphy,
Jewelry, Engineering

Dealing Outside Normal Fields —
12% (small items), 12% (large items)

Min/Max Offers — 20%/60% of value
"Hot" Goods — Blase, 20%/40%

(no stings are attempted)

Lobar's Fine Leather (#25)

This small shop is located on the New Market, &
block west of Traders' Market. Lobar (#327) is an ex-—
thief, who went into the leather business when he
developed cataracts in one eye at an unusually early
age (some say this was the curse of a wizard whose house
he burglarized). His second-story career curtailed, he
turned to his father's frade, which he performs with some
skill. Goods from this shop are of the usual sort — belts,
Jerkins, and household items — but often items may be
specially contracted for. Lobar's craftsmanship is very
good, and prices are reasonable, though his reputation




as a fooler of leather is wide throughout the city. He is
a good haggler, but will turn quite frosty at any sign of
pity at his affliction, about which he is quite bitter.

Peerless Butchers (#26)

To all observers, Fronand the Crimson (#328) and
his son Fregeff (#329) run an inexpensive, fair
operation. They keep an average selection of meats,
cut to order, in stock; once a month or so the shop has
a 'bargain day' when fresh meat sells at three-quarters
normal prices. Yet all is not quite as it appears ...

A few months back, Fronand discovered a family of
eight strange, otherworidly Hhings' (#330), chaos beings
some 7-8 feet tall, each resembling a monstrous lump of
gelatinous, earthy goo with many long slender tentacles,
in a secret Tunnel beneath his shop. Fronand, by nature
a curious man, left the passageway open after nightfall,
and watched and waited. The things went out into the
street, and returned an hour or so later with two bloody
corpses as Their victims. Affer devouring the blood and
brains of their prey, they departed into the depths,
leaving Fronand with an interesting mess on his hands.
It is a credit fo the butcher's ingenuity — and the
fortuity of his trade — that he was able to concoct a
simple (and profitable) solution to his disposal problem
— the birth of 'bargain days'. The butcher and the
things now have worked out a relationship — Fronand
gives them release from their underground home to prey
on his neighbors, and they (admittedly unintentionally)
bring him free meat to sell.

Horrific rumors of the “hings' that stalk the New
Market are now rampant, and most sensible folk avoid
the back alleys of that quarter during the time of the
new moon. Most of the victims have been derelicts or
besotted patrons of the neighborhood's taverns and
bordelios (indeed, some of the beef hanging in Peeriess
Butchers on bargain day could more accurately be
described as "marinade); others who have actually
witnessed the creatures and lived have usually been in
a similar state of inebriation, leading the Redshirts to
attribute Their stories to alcoholic haze (especially
since no bodies of supposed victims are ever found).

The things, being dwellers of inner earth, are very
wary of light, and extremely afraid of (and susceptible
to damage from) fire (double normal damage from flame
attacks). They will normally refreat if confronted, but
will savagely defend themseives if physically assaulted.
Pointed weapons (rapiers, arrows, pole weapons) will do
no damage to the creatures; other weapons will do
normal damage, but have a 40% chance per successful
strike of becoming entangled in its gooey mass (STR
saving roll fo remove). The things will attempt to
ensnare a victim with their tentacles (each Thing has
206+6  tentacies, which will successfuliy grasp —
regardless of the target's armor class — on a 15 or
better on a D20 lon subsequent rolls after a victim has
been grasped, the remaining tentacles need only a 10 or
better on a D20D. If six or more tentacles are
attached, the target is considered fo be completely
entangled, and the thing will attempt to kill i+ by
smashing its head against a rock, wall, or paving-stone
(2D6 damage per mr, saving roll versus STM+6 to avoid
unconsciousness). The entangled character may attempt
to break free from a thing's hold — base chances are
50% each mr, + 10% for each point of STR > 12, - 5% for

each attached tentacie — taking 1 point of damage for
each tentacle removed.

Hideouts of the New Market Gang

The New Market Gang (see The Underworld for
descriptions), the dominant crimimal group in this area,
normally maintain a highly visible profile in the
neighborhood, as befitting their status as its alleged
‘profectors'. Common haunts of Gang members include
Elijah Drubb's sleazy eatery, The Speckled Parrot (#27),
the picket fence in front of Shaffitz the Glasscutter's
shop (#28; Shaffitz himself is deathly afraid of the
tempers of Rough Peter, and Doctor Jimmy), and the back
room of Duckett!'s Grain Mill (#29), the location of a
virfual 24-hour a day dice game (rigged, of course).
The Gang holds most of its 'secret planning meetings' on
the rooftop of Coram's Boarding House (#30), the seedy
tenement where both Doctor Jimmy and Tom Daltry rent
rooms (at half the normal rates); the din of their
drinking and arguing is usually sufficient to alert half
the neighborhood to their presence. The only
legitimate safe house the Gang possesses is a basement
room in Faraday's Fish Market (#31), a room which
coincidentally also possesses a concealed (and as yet
unfound) tunnel entrance to the underground domain of
the "fhings' from Peerless Butchers (#26).

Docks and Chandleries of the Riverboat Fleet (#32)

This walled area on the northern back of the cove
serves as living quarters, storehouses, and docking and
repair facilities for the 12 river-going vessels and 250
sailors that comprise the Samili navy. In normal times,
only a fraction of these ships and personnel are present
in The city, with the renainder on patrol or stationed
further upriver at Nasierah or Calith. The navy's ships
are ungainly o look at, resembling big wide rafts with a
sharply pointed iron-reinforced prow and a rectangular
upper body; they are slow-powered craft with limited
maneuverability, but very stable in the water. The
Samili ships are armed with two light catapults in the
center of the vesse! and arbalests fore and aft; these
weapon areas are recessed into the upper body of the
craft and shielded with wood platforms and hay bales. A
few craff will have battle mages on-board (this will
increase if war is afoot). Nonetheless, the vessel's most
potent form of attack is ramming, boat's hull. The Samili
riverboat pilots are all VET or EL sailors, who know
every current and peculiarity of the Dorian. A sample
naval vessel is described below, as per the information
given in Thieves' Guild 6.

Thunderer
(Riverboat)

Speeds: Z (upriver) 3 (downriver)

Turns: 15° furn Hull: 300 pts damage

Officers: Captain — EL, First Officer — EL, 2 Petty
Officers — VET

Crew: Z GR, 3 INT, 8 VET, 3 EL

Total Crew Points: 85 (+ Officers = 111)

Overall Crew Rating: VET (Helm — EL, Artiilery,
Archery — VET, Repair — INT)

Weapens: Light Catapult, 2 Arbalests (Catapult ammo
inctudes both 50lb [2D6] and 100lb (4D6]
rocks, and 203 magical breakables — Slumber,
Sticky Strands, Hot Shot)
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The Riverfront

The main avenue of the Riverfront quarter — if it
can be called an avenue — is Bridge Street, a wide but
rather rundown byway now in a chronic state of
disrepair, which leads downhill from Victory Square and
across to Tamusal Isle. Along it, and clustered around
the open Square into which 1t runs, are most of the
warehouses of the city. The shops and businesses of
this district tend to be associated with the river and ifs
commerce; they also reflect the general inattention
that the area has received over the years. The docks
of the Long Wharf, and the freight handlers and
tradespeople associated with them, have suffered a
steady loss of business over the past few years o the
establishments of the newly refurbished New Market
area. This has created a considerable amount of
resentment concerning these interlopers, which
occasionally results in the outbreak of fights in the
establishments bordering the two neighborhoods. The
Redshirts stationed in the area tend to treat such
incidents with benign neglect, unless i+ appears that
serious damage is likely to result.

Grimalkus the Surgeon (#33)

Grimalkus (#331) is an odd looking man of middle
age, tall and permanently disheveled, who conducts a
variety of sirange experiments on animal (and human)
tolerance to drugs and potions. In exchange for being
provided with a steady supply of research subjects,
Grimalkus provides healing, leeching and surgical
services, without cost or questions, to anyone sent him
by Temblor or Afritt Sinister.

In addition to his normal duties, Grimalkus may also
be requested 1o utilize the results of his experiments to
save a mortally-wounded character. The victim must
make a saving roll against STM at a base penalty of -2,
with an additional -1 penalty for each hour of delay
since the wound was inflicted; if successful, the
freatment will restore the character to basic health,
but only at the cost of a heavy chemical dependence on
the drug used fo save him (and severe 'withdrawal' side-
effects if This drug is withheld for any substantial
length of time).

The Riverboat Tavern (#34)

This grimy, delapidated eatery on Bridge Street,
not far from the Long Wharves, is a common meeting-
place for  Darknight Brigade informants and
underworiders. Its propriefress, Maggie Maclen (#332),
is a small-time thief herself; her cooking skills make her
thieving talents look extracrdinary by comparison (thus,
anyone seen in here more than once is probably
involved in criminal or espionage activifies of some
sortl.

Cougar's Warehouse (#35)

A legitimate longshoremen's and warehouse
concern, Cougar's Warehouse also employs a number of
criminal sorts, whose allegiances lie with Temblor the
Panther rather than with Flint Janssen, The Number One.
Cougar (#333) herself, a lean, rather plain woman of
average height, has a great dislike of Janssen, whom she
calls "a grave robber", and has strongly resisted the
latter's attempts to recruit new gang members down on
the waterfront. She is an expert brawler and knife
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fighter, and can usually give as good as she gets;
however, she can be extraordinarily stubborn once she
gets an idea into her head, and will not readily listen
even to Temblor's advice in such situations. It is widely
believed that Cougar ranks highly on Mole Merjyk's list
of targets for assassination.

Worked Metal (#36)

Worked Metal is owned and run by Cathel Blackarm
(#334), a lesser smith who has set up shop on the
riverfront. His forging is of indifferent quality; thus,
he sticks to the work of a farrier. Cathel and his two
apprentices can do metal repairs for riverborne vessels,
coopery and wheelwrights' work, chain breaking, and so
on. Armory is totally beyond the man's capabilities.

The Temple of Dorian (#37)

The island temple of the River-God is a square
marble edifice which stands in sharp contrast to its
steamy surroundings. The acolytes of the Temple are
few in number, but are well respected in the city, as
there are few who would care to encourage the
possibility of the sometimes~fierce Dorian again
overflowing and flooding dhar Ankhes (along with Calith
and the rest of the surrounding lowlands), as it did 300
years ago.

The temple itself is only two stories high; most of
the structure is, in fact, located beneath ground level,
surrounding an artificial underground stream, where the
secret rites and ceremonies are performed. The open
rites of the religion are performed at dawn, on the small
tawn' between the temple and the river; a few grains of
salt and some cut flowers are cast into the river
amongst much chanting and praying. The Precept of the
Temple, Proas the Grey (#335), an aging man of moderate
height, has maintained himself and his small order aloof
from the intrigues of the city for many years.

Haunts of Temblor the Panther

Temblor the Panther, the longtime criminal master
of the waterfront area, directs most of his smuggling and
enforcement operations out of two dockside locations:
Gib's Chandlery (#38), an otherwise legitimate supply
house in which he holds part ownership interest, and a
large unnamed warehouse facility (#39) whose walls have
been reinforced (both physically and magically) tfo
withstand virtually any kind of assault — it's intended
Yo serve as the last best line of defense for the Panther
and his men. Besides Cougar's warehouse, noted above,
Temblor also holds stolen cargoes at the warehouses of
Roscoe Bladgett (#40) and Olias the dwarf (#41); the
gang also conirols the activities of three rivergoing
barges named Black Pearl, Grendel, and Gladiator. In an
emergency situation, Temblor can also obtain shelter for
he or his followers in a number of non-Riverfront
iocations, including the headquarters of Hoary Micah
the mercenary (#43).

Glazier Street

Glazier Street, a wide avenue filled with shops and
buildings of all styles, is the most 'dressed-up' street in
the common areas of dhar Ankhes. It derives ifs name
from the once-extensive glass and glazing industry in
the city. At its foot, where It opens on Victory Square,



The shops tend to be gaudy; as one walks eastward, they
grow in sophistication until one reaches the Grain
Market, at the head of the street. This is quite a safe
street compared to most in this area, especially when
compared Tto the back alleys off the Loop.

North of Glazier Street and west of Temple Avenue
is the famed pleasure-house district of the city. Within
This four-block area are a dozen establishments which
are too urbane and cultured to be iruly called brothels;
they lie along Scarlet Street and Bright Lantern Alley,
where (tis said) there is something for every faste and
price range. This area, too, is quite safe, due to the
constant presence of Redshirts (both on and off duty).

Heaven's Gate (#42)

The largest and best-iknown of the numerous
pleasure houses in the neighborhood, the Gate is a
showcase for every imaginable earthly delight — and,
occasionally, some unearthly ones as well (regular
customers of The Gate still tell the story of the potted
wizard who summoned a succubus To occupy some of the
more impatient patrons). From its posh and comfortably
furnished viewing rooms and the long wood-paneled and
chandeliered bar to the extensively outfitted playrooms
above, the Gate is first-class all the way — and the
prices it charges can be ashronomical; but repeat
customers (and there are many) aver that it is worth
every gold sovereign. Violence is uncommon here, and if
It occurs it is quashed almost immediately — for, in
addition to the establishment's three burly bouncers,
the Gate offers its services free of charge to off-duty
Redshirts (provided they do not abuse the privilege —
or the merchandise). D6-1 constables will usually be
present at any given hour, and (if not completely
occupied) will immediately come to the aid of Madam
Debra's own peacekeepers in case of frouble.

Madam Debrajean Vee (#336), a middle-aged woman
who still possesses striking beauty, is a member of the
Sovereign Society's inner circle, and heavily subsidizes
its efforfs with some of the profits of the Gate. Debra is
opposed to fomenting open rebeilion against the
Tyrancy, believing that the Society's best chance for
success lies in subversion from within. To that end, she
has made the facilities of her house available fo the
Redshirts and to Court Wizard Artos Windsong.

Debra's chief bouncer, Georgie (#337 — usually
known as "old mean Georgie™, is a fairly typical case of
pituitary over-development, a 6'6", 300~pound moose
with knuckles that get floor-burns and a fotally bald
pate that seems fo put the lie fo the old dictum that
"grass don't grow on a busy street". Though Georgie's
vocabulary consists primarily of monosyllabic grunts, he
is generally quite an amiable fellow, with an inordinate
fondness for sweets. He has always doted on Madam
Debra, however, and is never far out of her sight or
earshot — he will not willingly allow anyone to fouch her
without her consent,

Hoary Micah's Band (#43)

The stone building that serves as headquarters for
The Wild Eagles of Hoary Micah may hoid the rowdiest
group of mercenaries in the entire High Valley. Sixty in
number, the Eagles are irained in both melee weapons
and crossbow, and are tfrained in unit guerrilla-style
actions as well as normal military tactics.

Hoary Micah (#338) is a legend of a man, a Gamuran
by birth whose reputation for feariessness is matched by
tales of his capacity for debauchery. He tends fo take
'impossible' risks which few other commanders would
countenance on a regular basis, usually with high
success. The Tyrant himself, like his predecessor Johal,
likes Micah's style, and offen hires the tagles for his
military expeditions, much to the chagrin of his
generals, who have found that Micah wil! not follow even
The most basic orders.

Hiring the Eagles will cost roughly twice as much
as another company of equivalent size. The unit
dresses in greens and browns, with caps bearing an
eagle badge; froopers will tend to be INT (20%), VET (50%)
or EL (30%), while officers will be VET (60%), EL (30%) or
SUP (10% (sample characters are presented in the
descriptions at the end of this book — #339 fo #342).
In addition, the average trooper will possess at least
two, and the average officer at least four, of the
following skills To at least Journeyman level (10% chance
Master): Captaincy, Locksmithy, Tracking, Bowry,
Trapping, Swimming/Diving, Mountaineering, First Aid.

Tuck's Menagerie of Wonders (#44)

This small, gaudily-painted building at the lower
end of Glazier Street, and its equally noxious
proprietor-pitchman Larabee Tucker (#343) offer six
shows daily, purporting to reveal "...the most
extraordinary, rare and dangerous creatures in all
captivity!" Some 90% of the time, animals on display are
total fakes, men or children dressed in costumes, or
normal beasts who have been physically or mechanically
altered to give the appearance of strangeness, within
the confines of Tuck's dimly-lit theater. Occasionally,
however, the proprietor will obtain a true oddity,
captured by hunters in the mountains, or from the plains
of Algorath or beyond. These creatures, often
mutations of known species, will sometimes become unruly
or violent; Tucker's solution is To release the creature
info the sewers that run beneath the theater (by means
of a frapdoor in the cellar) and, with a silent prayer tc
Abara the All-Seeing, hope for the best.

Poli's Crystalworks (#45)

Poli (#344) and his seven master craffsmen have
worked from the same location, on upper Glazier Street,
for fifteen years, producing fine works of cut crystal
and blown glass. The accused Sovereign Society leader,
Aerlin Patko, was one of those seven, until his recent
arrest; his absence has made the works a busy place for
the six that remain. Poli, a lukewarm supporter of the
Society at best, is not an exponent of violence, and has
no desire To join Aerlin and share his fate; he has been
outspoken in his praise of Uhrant's actions. These
declarations have caused consternation among the
other proponents of the Society, who fear that Poli
might reveal information about the Society's resources,
hideouts and secrets in order fo gain favor with the
Tyrancy. The place is therefore under surveillance by
the Sovereign Society, as well as by the Darknight
Brigade and the Redshirts. [t is quite likely that, at
any given moment, the bulk of the clientele in the
Crystalworks are spies of some kind. In any casg,
anyone who savers tha Crystalworks — even as a casual
customer — is likely to be considered a candidate for
tailing.
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The Loop/Commons

The quality of life in the city of the Gateway
varies considerably from one district to the next. It is
natural for the eye fo be drawn to the townhouses of
Samil's guilders and noblemen; yet the vast majority of
the residents of the city are not wealthy. While not
starving or fotally impoverished — since Samil is a
passably well-off nation — these people are the lower
strata of society, a rowdy and bluff lot. The common-
ers of dhar Ankhes are almost a society unto themselves.

The Commons of dhar Ankhes stretch across the
southern third of the city, roughly from Southron Street
to the Plaza of Halura; west of Southron is the slum of
Wallside. The shacks and run—-down buildings there are
home to the lowest scrapings of society; the inhabitants
are looked down upon by even their closest neighbors
(this is possibly because it ftakes only a year or so of
economic hardship to turn a small fradesman of the Loop
into a vagabond of Waliside).

Across the middle of the common sections runs a
long, gently winding avenue called the Loop. Most of
the shops and businesses described in this section are
located directly on the Loop; this street (during the
day at least) is reasonably safe for travelers, though
muggers and thieves abound in the side sitreets and
alleys nearby; there is a base 20% chance (daytime) or
40% (nighttime) that a group of 3D3-2 ruffians will be
encountered for every half-hour spent in the nether
reaches of the area. A modifier of +25% should be
applied if the potential victims are richly dressed,
unless some of their number also appear to be wizards —
Thieves are a superstitious lot.

Another unique factor of life in the Commons is the
very real power wielded there by the local Underworld
faction, under the leadership of the current Number
One, Flint Janssen (see The Underworld for a description
of this worthyl). In most areas of the city, a free~lance
thief or mugger can practice his frade with virtually no
interference from the powers of the hidden city; in this
quarter, however, there is a 25% chance (plus 15% for
each additional crime committed) that some of Janssen's
"boys" — probably led by Turrin "the Shroud" and/or
Aldo Marpeuzo — will pay the thief a visit and demand
That the free-lancer either join up, leave town, or face
potentially dire consequences (usually to be applied to
the person's physiognomy).

({}
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The Copper Kettle Inn (#46)

The Inn, a famous landmark of the Commons, is
located near the wide square formed by the intersection
of the Loop with Southron Street. [T derives its name
from an enormous copper kettle, which has been hung
from the second-floor parapet, and which has been
enchanted with a magical canfrip which causes it to
constantly emit small puffs of steam. Among the folk
that frequent it, the nature of this small magic is almost
as much a subject of debate as the matter of how the
kettle is kept from crashing to the street.

The inn, which has remarkably good food for the
part of the city in which it is located, has sixteen
sparse but quite clean rooms, and a pleasant common
room with wide eating and gaming tables, as well as
alcoves with curtains for more private conferences. It
is a favorite haunt of the more respectable members of
Flint Janssen's underwortd machine, inasmuch as the inn
isrun by a tesser member of the Marpeuzo clan, Borsano
Marpeuzo (#345). The Inn's most famous 'regular',
however, is an off-mentioned but rarely-seen figure,
reputedly the spectre of a previous owner of the Inn,
Lastrada Marpeuzo. [t is said that this shade (#346) can
also be a source of information about what goeson ...
since ghosts never sleep. Of course, the questioner may
be unwilling to pay the spectre's price ...

Larida's Experienced Clothing (#47)

This small shop, located near the southern gate on
Southron Sireet, is fruly a treasure frove for those
looking for a specific article of clothing, or for those
for whom new clothes are too expensive. Larida
Moonbrow (#347), a tall, dark and quiet woman of early
middle age, disdains the use of the word 'used' to
describe her merchandise, and will assert with
considerable pride that, although all of what she sells is
‘precwned', any rents and tears have been assiduously
repaired, and stains have been washed out. She will buy
any article of clothing that has any chance of being
repaired, at 10%-20% of its original cost (depending on
condition). After having it repaired and cleaned, she
will resell it at 40%-50% of the price of a new article.

While a dandy or a haberdasher would turn his nose
up in disdain at the shop's contents, any character
seeking to obtain clothing for use in any non-noble
disguise will (80%) find what he is looking for (GMs may
modify this chance as appropriate depending on the
rarity of the object in question). Disguises containing
clothing from this shop should be awarded a 10% bonus
for believability.




Taphammer (#48)
This small pub

located on the Loop can be
considered typical of the sort of drinking estab-
lishments along The avenue. It is crowded and sometimes
rowdy, but (assuming that a brawl doesn™t erupt during
one's stay) can be the site of an enjoyable evening. In
addition to regular competitions in darts and arm-
wrestling, the pub has a regular attraction — Free
Lunch. Between 3PM and 9PM, the bar is laden with
cheeses, meats, and bread, for patrons to enjoy, as much
as they like, as an accompaniment fo their tankard of
ale or beer. The prices for drinks are roughly twice
normal rates, but the tavern's regulars (and there are
many) certainly believe It is worth it. Gluttons should
be warned, however — if Dvalgrim Silveraxe (#348) or
one of his three younger brothers believe that a given
person is eating more than their share, that person will
be tapped on the ribs (roughly shoulder level for one of
these doughty dwarves), and informed that he has eaten
"as much as he likes!" The chance for this is 5% plus 25%
for every additional half-hour the person spends in the
tavern; GMs should apply whatever modifiers they feel
appropriate, to either reward the moderate or penalize
the girthsome. It should be noted that this practice is
what causes most of the brawls at Taphammer.

Weepons (#49)

The sign over the door of this establishment is
misspelled, a perhaps understandable error given its
inhabitant, Xakak b'Zyakx (#349). Xakak belongs to a
truly horrific race of bipedal, erect insectoids called
haraki, native to the Daboh Mountains. Not knowing
much about humankind, but knowing how To make
weapons, Xakak has set up his (its?) shingle on the Loop,
selling a variety of weapons, but specializing in spears.
Though coarsely made, these spears are crafted in the
same way as those once used by the haraki (in their more
barbaric days) to hunt human intruders. They are
special, therefore, in one respect — any 'critical hit!
scored upon the chest area of a human or humanoid
(dwarves, hobbits, elves, Krindorians) will automatically
result in a 'burrowing' effect, in which the weapon will
dig info the body of the target for an additional 2D6 of
damage. The rumors about these baneful weapons, in
addition fo those about the proprietor of the shop (and
what he does with unsatisfied customers who demand
their money back) are enough to keep most locals clear.

Wizard's Cap (#50)

This small shop, which bears a long pointed cap
outside its door, serves as a source of small-scale magic
for the residents of the Commons. Layco "Niksan"
(#350), a thin — almost emaciated — man, dresses as
many would expect a wizard fo look — velvet robes with
zodiacal and arcane symbols worked into the hem, a tall
pointed hat with moons and stars, and & heavy chain
with an ornate amulet upon the chest. In reality, these
trappings simply give Layco the illusion of power and
knowledge; he uses his taciturn nature to convey
learning, where It actually covers the fact that he
knows very little beyond simple cantrips To rid a house
of mice or cure the hives. His potions and herbal
remedies are foul-smelling, which makes them believable;
most are stimply placebos, however. As a "hedge wizard",
Layco is held in low regard by the Wizards' Guild, who
consider him neifther a wizard nor worthy of rebuke for

impersonating cne. GMs should note that Layco himself
is devoted to his work, and really believes that he
provides a service; though many of his spells backfire
(40% of all simple ones, 80%-90% of anything else), he
does not intentionally attempt to deceive. His
customers continue fo patronize him, however, since he
is all that they have.

Khyber's Locksmithy (#51)

This small windowless basement room, located
beneath the shop of Sulebos the Weaver, is located near
the eastern end of the Loop. It houses the workshop of
Kasserine Khyber, lockmaker (and lockbreaker) par
excellence. Kasserine (#213, described fully in The
Underworld), can produce locks of up to Complex)h‘y o,
on The following time schedule: D3x(Complexity)” days
per lock. The required range of time is an indication of
the amount of business Kasserine is doing. In addition
to his other pecularities, Khyber will not pick any lock
bearing his own personal craftsman's mark; he will,
however, willingly explain its workings to any of his
partners in crime, which will effectively reduce the
lock's Complexity by 1, plus 1 for every 2 |Q points over
15 (16-17, +1; 18-19, +2, 20-21 +3, etc.) possessed by
the lockpick (this will never, however, reduce the
effective Complexity of a lock below 1).

Temple Avenue

The Samili attitude foward religious observance —
as in so many other matters — forms a stark
counterpoint to the fanatical monotheistic zeal
exhibited by their constant foes to the east. Where the
Zat'akhari exalt the servants of the God-King Zat'ak
and give them great influence over the nation's
policies, the Samili use religion (and its ceremonial
rites) as merely another stage upon which the great
game of politics is played. Indeed, though there
assuredly a goodly number of devout men and women of
faith in the city, the prevailing sensibility appears to
be one of benevolent indifference — a general
disinclination toward belief, coupled with a pragmatic
desire to hedge one's bets by maintaining at least a
Token show of faith.

Despite this general attitude, however, the city's
houses of religion comprise a prominent area of dhar
Ankhes. Temple Avenue extends from the city gates to
the central Merchants Market, and contains some of the
most striking pieces of individual architecture found in
the city. This reflects the Samili's natural tendency to
attempt to buy salvation with gold as if it were just
another commodify like lumber or oxen. A number of the
Temple buildings show signs of significant alteration,
stemming from the fact that many of these structures
have changed hands several fimes over the city's 600+
year history. The largest, most ornate Temples tend to
be clustered closest to Merchant's Market and the heart
of the city, while the buildings in the blocks nearest
Temple Gate are generaliy small, spare sanctuaries,
offen in severe need of repair. At the lowest end of
this specirum are The lone preachers who haunt the
Plaza of Halura at the city's southern gate, spreading
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their gospe! to anyone who will listen, eternally hopeful
of gaining enough of a following fo begin the move
westward to respectability (and, in some cases, riches).
Almost every religion in The city (save perhaps the cult
of Mrath) has experienced the ebb and flow of support -
and no cult can truly consider itself a major faith until
it has survived such a crisis.

i+ is often said that, along Temple Avenue, "there
is a miracle every hour", ranging from small
manifestations of a major deity like Lana or Mrath, to
the proclaimed healings, resurrections, or vengeances
of the minor gods. Most of these events are pure sham,
yet it is a sad but frue fact that people are willing fo
accept assertions in matters of faith that they would
otherwise proclaim as utterly implausible. At any hour
of the day or night, one or more of the inhabitants of
the Avenue will be holding services or devotions fo
their god; the greatest levels of activity, however, take
place near dawn and sunset.

There is one exception to the general policy of
religious folerance, which applies throughout Samil as
well as in dhar Ankhes proper — the worship of Zat'ak is
strictly forbidden, on penalty of dismemberment or
death. This is not to say that the Fire Lord is not
worshipped; quite the contrary, he is revered in secret
by a small but fervent congregation of foliowers who
currently are using a supposedly abandoned buitding on
+he Street of Many Faiths (#52 on the map) for their
rites. The most prominent of Temple Avenue's current
inhabitants are described below.

Temple of Mrath the Mighty (#53)

Mrath, "the Thunderer", is normally acknowledged
to be the god among gods in dhar Ankhes. The great
stone edifice devoted to his worship has been built from
materials quarried as far away as the Dabon Mountains,
and includes contributions from every province in Samil,
Within its high main sanctuary stands a sight to fruly
inspire awe in even the casyai viewer — a 35-foot tall
dark mahogany statue of Mrath, depicted casting a
thunderbolt. His eyes are made from enormous chunks of
jade, and his body is cloaked in a full suit of golden
armor which, when illuminated by the noon sunlight
shining through the high windows of the sanctuary,
dazzles the eyes of worshippers below. Temple doctrine
asserts that the statue will spring to life if the walls of
the city are ever breached by a foe;.regardless of the
fruth of these claims, it is as effective a means as any
of illustrating the god's magnificence.

Mrath was the patfron of the original explorers of
Samil, and in other parts of the world is variously known
as Master of Storms and Lord of the Seas. In the
cosmology of his Samili followers, Mrath is Lord of the
Heavens, who mated with Lana the Earth-Mother to
produce Kol and Kar, the bearers of Light and Darkness
(the temples to Kol and Kar, it should be noted, do not
share this view). He is viewed as a very powerful but
normally passive force, acting in only The most
significant times of crisis; nonetheless, all manner of
events (storms, flocds, epidemics, etc.) are proclaimed
to represent omens of Mrath's displeasure with his
wayward flock. Although many will proclaim in private
that the Thunderer's 'protection' of the city is a clever
sham, few (regardless of their other professed faith) will
publicly cross Mrath or his servants.

Temple of Lana (#54) v
The Earth-Mother, a faith apparenfly descended

from that of the Cult of Eollana in the Ten Cities region,
is an earth based fertility cult closely tied fo the
worship of Mrath. The temple design creatively combines
a mixture of closed and open spaces, which surround a
small street called the Arbor Way, frequented by sellers
of flowers and fruits (often given as offerings to the
goddess). Lana is depicted in Samii, as elsewhere, as
having many aspects. One of these, the subcult of
Kafuzalum, the Maiden of Delights, has grown sufficiently
in importance to command a portion of the femple
building, fronting appropriately on Bright Lantern
Alley, for its exclusive use.

Lana, as Mother of Earth, is in direct opposition to
the unnatural fires raised by Zat'ak's servants, which
destroy Earth's fertility and leave it barren and wasted.
A radical faction within the temple — a small, intensely
militaristic group of lesser priestesses who call
themselves "the Angels of Mercy" — have vowed to make
the Zat'akhari pay for this indignity with their biood.
Though at times deficient in mental balance, the Angels
are not lacking in fighting skill, and have engaged in a
number of fairly successful hit-and-run raids behind
enemy lines. Outside of the femple's hierarchy, only the
{eaders of the Elementalist faction (who closely monitor
events in Zat'akhara for their own purposes) have any
awareness of The Angels' existence.

The final major subcult of Lana is that of Timothus,
the male counterpart fo Kafuzalum. Timothus, who is
usually depicted in the form of a unicorn, is worshipped
in the southlands as the protector of virginal purity —
in Samil, however, he is represented as the epitome of
male sensuality and fertility. His worship chambers are
sald to be illustrated by murals graphically depicting
Timothus and Kafuzalum, and even Timothus and Lana
Herself engaging in ... the details, perhaps, are better
left to the imagination of the reader.

Temples to Kol and Kar (#55, #56)

The worship of Kol, the god of the sun, is nowhere
near as powerful in the High Valley as it is To The South;
conversely, the cult of the moon-deity Kar, Kol's half-
brother, has a substantial and rapidly growing following.
The two faiths have been at theological odds with the
temples of Mrath and Lana for hundreds of years — both
Kolite and Karite agree that the Thunderer is no more
than a minor Namori weather god, and that it is far
outside of Lana's earthbound province to lay claim to
having sired the rulers of the sky.

Unfortunately, the above facts are just about the
only things that the adherents of Kol and Kar can agree
upon. The +wo religions are hated rivals, who both claim
dominance of the heavens and the power cosmic. Kol,
whose symbols are The golden sphere and the flame,
represents the sun and the positive energies of light
and fiame. Though Kol and Zattak have very little in
common (one derives his power from the heat of the sun,
the other from the fires of The inner earth unleashed),
the temple has been frequently accused in recent years
of being secret supporters of the God-King. Though
very little sophistry is required to put the lie fo this
claim, the average Samili is highly impressionable in
matters concerning the Zafakhari, and the stigma of
guilt by association has remained in many minds.
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Kar, who is symbolically represented by a crescent
of silver and obsidian, commands the power of the moon
and the psyche unbound. While not sirictly evil, the
theology of the Kar-worshippers suggesfts that the
restraining forces of society (concepts like codes of
honor, peaceable intent, alfruism) actually serve to
limit man's potential for achievement. Utrani's recent
conversion to the worship of Kar, engineered by Court
Wizard Artos Windsong (himself a longtime adherent) has
greatly swelled the ranks of the cult's followers.

Temple of Abara the All-Seeing (#57)

A relative newcomer to Temple Avenue, Abara is
the patroness of knowledge and of those who seek it,
through either empirical or mystical means. Abara
herself is depicted in two distinct forms (and is offen
called "rhe two-faced god" as a result); the first is that
of a young scholar, poring over tomes of lore, while the
second is that of a dark-shrouded seer, gazing into a
scrying crystal. The faith's ceremonies tend to be very
long, consisting primarily of recitations and periods of
meditation designed to open one's mind so that Abara
may enter and bestow her understanding.

Members of the Abaran priesthood are usually
quite iearned men and women, and many serve the
community as scribes. The temple in dhar Ankhes
maintains a library that, although small, contains a
number of rare volumes unavailable anywhere else in
Sami! (including the University). The Priests will
research a subject for a character in exchange for an
appropriate donation. Followers of Abara include lan
the Younger (Wizard's Court), Malibor the Weaponsmith
(#11), and Thoron Quilifeather of the Scroll Tube (#17).

Temple of Kethrin (#58)

God to warriors and mercenaries, whose worship in
the west dates from the period of Namori domination, the
followers of Kethrin teach a code of ethical behavior
for the warrior and promise eternal life in a Valhalla-
like setting for those who follow it fo the best of their
ability. The code emphasizes vigilance and
preparedness, devotion to sworn duty, loyalty fo liege
lord or employer and comrade, and respect toward the
vanquished — unlike berserker culfs, the code also
holds that it is nobler fo surrender in a hopeless
situation To prevent unnecessary bloodshed than it is to
die a glorious (but ultimately pointiess) death. Since
most of the army regulars stationed in the city and a
majority of the Redshirts are both followers of Kethrin,
worship services offen have the appearance of an
uneasy cease-fire between the two frequently at-odds
defenders of the city.

As in the Realm of the Ten Cities and the Namori
Empire itself, most of the Priests of Kethrin are former
soldiers, known either as Uncle Fox (for Tactical
cunning) or Uncle Bear (for great physical prowess). in
These other areas, a Priest of Kethrin may move Through
a battlefield with impunity, tending the wounded; the
followers of Za'tak, however, permit no such liberties.
Consequently, the Kethrin Priests of Samil remain well
able To defend themselves, and cofften aid the army's
officers in their battle pianning. Their skills in First
Aid and emergency surgery, however, remain
undiminished. Cnly a small part of the Temple of Kethrin

is devoted To worship (services are usually very short
and simple; the remainder of the building is run as a
Hostel for wounded soldiers and mercenaries, and
contains some rather sophisticated iraining equipment
to aid in their rehabilitation).

God of the Thousand Eyes (#59)

A long established but traditionally little followed
deity, the Temple of the Thousand Eyes has experienced
a great surge in popularity in recent years. The God,
sometimes known simply as "the Watcher", is believed to
observe all that happens. In legend, he is a deceitful
but cunning character who bears such information to
the other gods — often of the most hurfful sort — for
personal gain. Many of those who give offerings To the
Temple are not followers of the Watcher so much as they
are trying fTo buy his silence concerning their own
activities. Thus the cult's recent growth is perhaps
unsurprising, given the level of espionage and political
infighting that now prevails in the city.

The Temple's priest, Sokol of Tam Terras (#351), is
a frue descendant of his Master. The small Temple
building is filled with secret air conduits, such that
almost any word uttered in its sanctuary (even in a
whisper) will reach Sokol's ears. The priest is not above
using information he garners in this way to further
enrich his coffers (there are at least a half dozen
people who would pay handsomely to see him Killed,
though they would not dare fo solicit an assassin's
services Themselves).

Denarius (#60)

Denarius is the god of merchants; worshipped by
tfraders for 5,000 years, the faith preaches that money
can indeed buy eternal happiness. The more money one
makes in his lifetime, it is said, the higher one's place in
'paradise' will be. In some areas - like the Ten Cities
region — money acquired through inheritance is held Yo
not count in this final accounting; in the dhar Ankhes
sect, however, gold is gold, and more Iis better,
regardiess of where it came from. As could be expected,
many of the Sovereign Society's inner circle are sup-
porters of this faith, which has atfracted some
Darknight Brigade informants to check out its services;
however, many merchants and fraders loyal to Ufrant or
completely aloof to such struggles also are loyal
adherents, so that conclusions are difficult fo draw.

The rites of This Temple are strange indeed;
instead of celebrating the god, services are primarily
group boasting sessions, in which individuals declare
the deals they have made and the profifs they have
earned (sometimes exaggerating, of coursel. Most
merchants and fraders who are staunch believers will
also drop by the femple and make a small donation to
"encourage the ged to whenever they are
embarking on a difficult business negotiation or trading
venture. The priests of Denarius are alsc expected fo
earn honor in the eyes of their god by engaging in
trade; over the years, many a sfranger has cackied fo
himself about his good fortune in meeting an
unprepossessing cassocked friar with a cargo of frade
goods to seil, only fo find himself bereft of everything
but the shirt on his back at the end of the deal.

listen®
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Scenarios and City Encounters

Traitor in the Ranks

Agents of the Darknight Brigade have heard rumors
that Tim Stirr (#239), one of the suspected leaders of
the Sovereign Society, is planning to rendezvous with a
dissident highly-placed officer in the Samili Army
sometime in the near future. They are looking for 2 to 4
reasonably experienced persons (INT or better Thieves,
VET or better fighters, or Mages of any sort) fo trail
Stirr until the rendezvous is completed. The Brigade
wants 1) the name of the fraitor, 2) physical proof of
the officer's treachery, and 3) physical proof of Stirr's
involvement in this ifreason. News of this freason has
reached the highest echelons of the Tyrancy — Utrant
himself and his right-hand man, Hiltfon Spear; the
Brigade has, as a result, been given up to 3,000 GP to
distribute in order fo uncover the fraitor and the
extent of this freason. GM's should offer at least 1,500
GP and let the players haggle from there, with about
2,500 GP as the limit for this particular job.

The Investigation

Within 48 hours of the fime the players take this
assignment, Stirr will leave fown quite openly, in the
company of fwo assistants and eight guards, driving
Three wagonloads of mixed trade goods from dhar Ankhes
to Calith. His departure time and destination for this
frip are common knowledge on the street and easily
ascertained. His two assistants are trusted long-term
associates, loyal To Stirr and likely to be suspicious of
any over-inquisitive visitors. The guards are common
hirelings, not well known to Stirr or to each other; it
might well be possible for the players to arrange for an
accident to befall one (or more) of these guards, so that
one of them might step in as a replacement.

The trip o Calith (about three days worth) should
be handled like any other overiand sojourn, with normal
encounter chances. Upon arriving at the town, Stirr will
sell his cargo, then reprovision the wagons for the
return trip; this entire process will occupy Stirr for a
full afternoon, during which time he will be in and out of
half the business establishments in town. The guards
will be paid, and given the night off; Stirr and his
assistants will take a pair of rooms at the Red Cap inn, a
popular "night spot" for commercial iravelers. Players
may also take rooms here if they wish, and can even
bribe the desk clerk to give them a room very near that
occupied by Stirr (here, as later, however, the players
had better not make the mistake of offering foo stingy a
bribe; for Butar (#401), the desk clerk, is quite
mercenary, and nct averse tc accepting an insultingly
low bribe, then selling the information of that party's
unusual interest in Stirr's activities To Tim himself).

Stirr will check in at the desk before he and his
associates gc in fo dine in the inn's common rocm. After
dinner, Stirr will stroll arocund the common room,
conversing freely with those he meets. After a short
period, he will again stop at the inn desk, where the
clerk will hand him a rolled slip of fine vellum, which
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bears some sort of writing on it. Stirr will take the
message back to his room and read it, then throw the
scrap of vellum into the fireplace, leaving to return
downstairs. The message reads:

Meet me at midnight at the forest hut.
Bring the markers with you, and come
alone — or there's no deal.

A

The players may learn the contents of this message
in either of two ways:

1) by bribing Butar (who, of course, has sneaked a look
at the message), or

2) by breaking into Stirr's room and rescuing the smol-
dering scraps of the note (the room's lock is a
Complexity 2 Cylinder & Pin). Once within, roll D6 to
see what portion of the message remains, subtracting
1 from the result for each full two minute period the
players delay after Stirr's departure from the room:

0 or less completely destroyed
1or2 bottom half remains
3or4 top half remains
5 intact but charred (1 in 6 for any
given word to be iltegible)
6 completely legible

If the contents are still readable, the handwriting on
the note will represent physical proof of A's identity;
however, the vellum has been weakened by its exposure
To the fire and must be handled carefully if it is to
remain intact until the players' return to dhar Ankhes.

The Cuimination

Whether or not the party obtains the veilum, Stirre
will return downstairs to his companions, and participate
in the night's revelries without an apparent care in the
world; however, he will, unless forced, drink far less
than his fellow revelers (during this period, the GM
should make any players keeping watch on Stirr from
within the barroom area aware of the peer pressures on
them to drink, wench, or otherwise join in the night's
pleasures, and determine whether their responses are
likely fo rouse suspicions or anger in their fellow
patrons, or to lead to later reductions in the player's
physical abilities). At about 10:30, Stirr and a young
barmaid will move into one of several curtained booths
lining one wall of the barroom; from the lamplight in The
booth, their shadows will be plainly visible on the
curtfains as they appear locked in amorous...
discourse. There is a 50% chance that an adjacent
booth will be vacant. These booths have secret panels
in their rear walls which allow access To a back hallway
— at precisely 11:30, Stirr will slip out this exit to keep
his rendezvous. The girl in the booth is Lureena (#402),
a Sovereign Society confederate, in on the general
outline of the pian, but not its defails. If The players
attempt to enter the booth, she will not fight except in
defense of herself, although she will try to delay the
players by screaming for help (and let it be said that
cries for help in feminine tones get answered pretty
damn quickly in an establishment like thish.

The hut is located some 1-1/2mi outside of town, 2
simple Z2-room huntsman's residence, and has long since
been abandoned by ifs builder. The route fraverses
relatively open terrain until the last half mile,



where the woods begin to thicken. Stirr will not be
overly wary during The 1rip outf, believing his
precautions to be adequate; if the players are still on
the trail, the GM should use his own discretion to
determine if they are sufficiently concealing their
pursuit (of course, if the players have blundered and
revealed themselves at some point, Stirr will be very
wary and will use any one of a number of alternate
routes To get to the hut). The sender of the message, a
young cavalry officer by the name of Adar (#403), will
be waiting impatiently at the hut when Stirr arrives, and
will come to the open door of the cottage when the
latter approaches (the players are unlikely to get more
than a fleeting glimpse of Adar at this moment, however,
unless they are following Stfirr very closely — and
running a considerable risk of exposure).

The meeting between The two conspirators will take
about ten minutes. Adar's allegiance is 'for sale' only
because he has incurred numbers of heavy gambling
debts in dhar Ankhes and other cities. The Society has
promised to assume those debts in exchange for "future
considerations" — primarily information on planned
offensives and/or major supply movements that might be
sabotaged, and a promise of support when open revolt
takes place. Stirr will give Adar a handful of his now
paid-off gambling markers (representing about haif of
his total debts). Adar will in turn present Stirr with
several sheets of parchment notes outlining General
Aveg'trae's preliminary pians for a northern offensive.
The notes, if they could be recovered, would provide
ampie evidence of Adar's freachery. The markers, if
recovered, do not immediately implicate Stirr; however,
if the gambling hall proprietors named on the markers
are brought in for questioning, his role in their
purchase can be easily established. The two will depart
the hut separately, with Adar leaving first, by about
five minutes. The young officer will mount the horse he
had concealed behind the cabin, and ride west to rejoin
his company, camped about 10 miles away; if the markers
are not somehow recovered from him before he returns to
his men, they will likely be lost to the players for all
time. Stirr will return to the Red Cap Inn and retire to
his room for the night; he and his men wi!l leave for the
capital in the morning. The players may wish to attempt
to snatch the papers from Stirr either on his return frip
to town from the hut, from his room during the night, or
during the return trip.

The hut has two windows on its eastern and western
sides; the single door is on the northern wall. Players
may seek to approach the door or the windows of the
cabin to observe or atfempt fo listen to what ever is
transpiring within during the meeting. Any player who
iries such surveillance must first make a saving roll
against CON to determine whether he can gain a vantage
point to see or listen into the room without making a
disturbance (by making a Move Silently rolli.  Stirr,
because of his acute hearing, also receives a saving
roll to detect the watcher's presence (add 25% if the
watcher has failed to Move Silently). If undetected, the
watcher will be able to see and witness the entire
meeting, including the exchange of items; the watcher
may (40%) also hear the conversation between the two
men (which would reveal Adar's name, and many otherwise
unavailable details about the future expectations of
this deal).
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GM's Note: The Darknight Brigade (and the Tyrant
himself) do not (repeat — DO NOT) want either Stirr or
Adar dead or heavily maimed, since they hope that the
two can lead them +to vyet other 1raitors and
sympathizers of the Sovereign Society. Ideally, the
tailing characters should not get involved in combat at
all (a highly amusing concept at best).

“I Dreamed | Saw Johill Last Night...”

Rumors have been spreading like wildfire through
dhar Ankhes that Johill, an outspoken and Junusually
popular leader of the Sovereign Society, has begun
making miraculous re-appearances from the dead to
rally to action the forces opposing the Tyrant. Most
had believed him to have been killed some six months
ago, in a fire "of suspicious origin". These 'visions'
have occurred on three separate occasions to date, and
are a growing source of concern to the Tyrant,
Councillor Hilton Spear, and the Darknight Brigade's
operatives. All want to uncover the means by which
these appearances are being staged, but do not wish to
Jjeopardize any of their best men (just in case the
aforementioned phenomenon is legitimate — suggesting
the presence of a potent and probably vengeful spirit).
Hence, the Brigade agents are looking for 3 to 6
persons (no credentials or experience necessary) to
investigate the situation; they will pay 1,000 GP per
survivor, if an explanation is found.




The Investigation
The Three prior 'sightings' of Johill have thus far

occurred four days apart; and it has been three days
since the last manifestation. The manifestations have
occurred:

1) in Merchants' Market, at dusk, about eleven days ago;

2) in front of the Customs House, in the early evening,
some seven days ago; and,

3) near the main dock area on the river, at about noon
three days before, a day which dawned (and stayed)
heavily overcast.

Upon investigating these incidents, the players
will find that significant details about the 'sightings'
are hard fo pin down, since the stories the players will
gather from eye-witnesses in the area will vary widely
(and often wildly). Most will agree that, in each case,
Johill appeared suddenly, hovering above the crowd, his
body seemingly bathed in a weird, unearthly glow, and
that he spoke to each gathering in a voice very similar
to the one he used in life; most will also agree that he
seemed to disappear in just as sudden a fashion as he
appeared, in a blaze of bright light. Approximately half
of the witnesses will agree that the time involved in the
appearance was quite short, certainly less than a
minute, but other estimates vary from 2 to 10 minutes.

Each witness will add D6~2 embellishments to the
basic story, claiming that the spirit breathed fire, or
swore vengeance on some minister, priest, or other
public figure (usually one whom the witness particularly
dislikes), or wore robes of spun gold, or mystically
touched the mind or body of the witness, efc. Indeed,
there is a 20% chance that any given witness will
remember little or none of the actual circumstances, and
give a totally unrealistic recollection of the incident.

The party will obtain much more satistactory
results if, instead of inquiring "What happened?", they
seek to find out "Who was there when it happened?" If
the players pursue this latter subject with sufficient
witnesses, it will become readily apparent that five
individuals have been present at each of the three
'sightings'. These figures are identified as:

a) a crippled old beggar in a greasy, hooded cloak, who
seems always to be near the side of the crowd where
the apparition takes place,

b) a very tall, very skinny man with a dark, swarthy

complexion, carrying a shepherd's crook,

lgwu Krassdemer, a figure 1in the mercantile

community, and a supected member of the Sovereign

Scciety,

a bard of some renown in the city, easily identified as

Challs, ™he Bird", by anyone in the nearby crowd,

and

another man, a probable merchant, apparently of

Zatakhari extraction, but otherwise unknown To the

witnesses.
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Most of these people can be found somewhere in the city
provided the players make strong attempts to find each
or any of them.

The Real Story

The "fire of suspicious origin" That supposedly
killed Johill (#404) was a carefully staged incident,
designed to allow the Society to resurrect his 'spirit' in

a rabble-rousing display of awe-inspiring supernatural
effects, with the aim of undermining confidence in the
current government (in the hopes of frightening Utrant
info granting some authority To the merchant community.
Some months before the fire, the Society had managed to
make contact with a renegade mage (#405) reputedly
from the mysterious land of Algorath north and east of
the High Valley, and had arranged for this wizard fo
Jjourney to dhar Ankhes in order to provide the
'supernatural' effects that would go with Johill's re-
appearance. The fire was set about one week before the
wizard was supposed to arrive in dhar Ankhes.
Unfortunately, he became delayed in transit, and did
not arrive until just two weeks ago; promptly, Johill's
"miraculous appearances" began to occur.

There are only a few Sovereign Society members
who are actively involved in this plof, although nearly
all of its high leadership know at least something about
it. At this point, the principal Society participants are
l{gwu Krassdemer, Johill himself, and the hireling wizard,
Ben Strang. The group's plans call for at least more
three appearances over the next fen days, culminating
in a grand, gaudy display of pyrotechnics during the
middle of Utrant's public address in the Plaza of Samil at
the gathering of the Festival of Fallen Trees on the
tenth day after the beginning of the scenario. The
group assumes that, within the next three days, a
reasonable opportunity should present ifself, about
dusk at the main market square (roll 1D6, with a 1-2 =
one day hence, 3 = two days, 4-6 = three days).
Foliowing this, they intend fo make a showing at Morgan
Windracer's caravanserai (#19) on the edge of Traders'
Market; this will occur 1D6 days affer the previous
appearance, in the early evening, when the yard of the
'serai is filled with men and animals from a number of
traveling groups, so that the story of the "ghost of
Johill" will spread to the other cities of Samil.

If the show they are staging does not have its
desired effect (although it is likely that Utrant will
become frightened if the players do not succeed in
uncovering the plot), the group will be at loose ends,
since the Society has no plans for this eventuality.

Further Investigation

If the players discover that the five people
mentioned above have been in attendance at each of
the sightings, they will probably attempt to follow one
or more of them to discover what they are doing or whom
they are meeting. In the course of this they will learn
somewhat about each of them.

@) The beggar (#404) seems to be found primarily in the
same areas as the sirange shepherd, although he does
wander about the city on his own on occasion. Once a
day, late at night usuaily, he will hobble down one
particular alley in The merchants' residential section,
and then disappear. If the players check out the alley,
they wili find that it goes straight for about 30 yards,
and then takes a sharp bend. Around this bend the
alley ends, about 5 yards further, at the backs of a
number of houses; the players will find four doors
opening onto the alley, cne from each of the residences.
If any additional inqguiries are made, it may be
discovered that one of the doors is the rear entrance
to the home of {Igwu Krassdemer.
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In one of the basement rooms of Krassdemerls home
can be found the greasy hooded cloak (when the beggar
Is not about the town), or the ciothing normally worn by
Johill. |f the front door of the house is watfched, the
party will find that a tall lumberman, ostensibly from the
Shalish highlands in the eastern part of Samil, visits
Krassdemer's nouse for long periods each day. When he
is Traited, it will be evident that this lumberman has his
lodgings in a small hostel down near the stockyards (the
same hostel at which the odd-looking shepherd resides).
The ostensible reason for the presence of the lumberman
at Krassdemer's is the merchant's 16-year-old daughter,
llana, although the players may have cause to wonder at
the time the young suitor is spending inside The house.

b) The strange shepherd (#405) is frequently observed
in The vicinity of an old beggar who wears a tattered,
greasy, hooded cloak. It may be noted that the tall,
skinny shepherd disappears rapidly affer each
mysterious appearance, as does the old beggar; he seems
to move at a much more rapid pace than most people,
probably due to the incredible length of his legs. If the
shepherd is 1railed (a relatively easy task, since he
does not seem to make any efforts To conceal or confuse
his path, other than very rapid walking — the party will
have To scurry to keep him in sight), the players will
discover that he maintains lodging in a small hostel near
tThe city's stockyards. His room is next fo that occupied
by a young lumberman from the north, and the two seem
to spend a goodly portion of their spare fime together.

Should the shepherd's room be entered and searched, .

The players will find a very obvious wizard's chest
(obvious once it has been opened — it does have a
Complexity 6 Wheel lock — or to any other wizard); if
This chest should be stolen, or even seriously pawed or
disturbed, the wizard's wrath will be terrible, and he will
attempt tc hunt down the perpetrators, fo levy on them
a punishment "suitable" for their crime.

At some point over the next 1D6 days, the wizard,
Ben Strang by name, will visit Krassdemer at his home,
late in The evening; his funds are running short and he
needs some cash for living expenses. There is also a
small (10%) chance of a very noisy altercation in the
commen room of the hostel, which will end rather
abruptly when the "shepherd" becomes angry and
unleashes potent magical force.

¢) ligwu Krassdemer (#238) is a relatively prominent
merchant in the city, and is widely suspected of being a
member of fthe Sovereign Scciety. He has not been
reticent in expressing his dislike of the Tyrant and his
policies, but nothing he has said so far could be
definitely pointed fo as being of a treasonous nature
{could it have been, Krassdemer would have Jjoined his
ancestors long since). He lives with his wife and seven
chitdren in a large and comfortable house (#71 cn the
city map) in the residential district favored by most of
The city's mercantile community. Daily, he can be found
at his mill on the north side, which manufactures woolen
cloth. Lately, it seems, he has been out and about much
in late affernoon to early evening, and has frequently
been seen in the vicinity of an old beggar in a greasy
hooded cloax and & very tall, skinny shepherd. He
normally returns to his home befere midnight.

d) The bard, Challs (#406), called "the Bird" (because he
can sing like a canary — particularly when he is

threatened with violence and/or physical abuse), is
average in height, with black eyes and light brown hair,
fairly complected. He usually plays his guitar near the
market square, and is well known for his ability fo piay
sweet lullabies. However, he has not been seen much of
fate in his usual haunts.

On the first appearance of the ghost of Johill,
Challs, who was present in the square and who knows a
couple of spells himself, happened fo recognize the tall,
skinny shepherd as Ben Strang, renegade wizard from
mysterious Algorath, who has become known in a number
of arcane establishments in dhar Ankhes, including the
Speltbindery, Swords & Sorcery, the Warlock's Well (on
sale days), and the Dry Spell. He is currentfly spending
most of his waking time following Strang around, and has
figured out that the old beggar is part of the plot,
although he is not sure of the old cripple's identity (the
bard still believes that Johiil perished in the fire that
destroyed his home). He has also placed Krassdemer as
having something to do with the odd occurences, but has
not been able to make any kind of definite connection
between the clothmaker and the odd pair. AT this point
in time, Challs has become very paranoid, and {iterally
jumps at the approach of almost anyone (particularly if
they do it quietly, from behind). He fully realizes that
it is very likely that someone will catch onto, and up
with, him within the next few days, but he is not sure
what he intends to do with his obviously dangerous
information — he could blackmail the Sovereign Society,
or he could take it to the Darknight Brigade (which he'd
rather not do — they have a reputation for short
memories and shallow purses); he does know, at this
point, that he hasn' much time to decide.

Challs is a coward, infensely afraid of violence
and physical abuse done to himself, and will go to almost
any lengths to avoid such likelihood.  Should the
players question him, he will stoutly maintain he knows
nothing, even in the face of bribes (unless, of course,
the bribes get info the realm of 500 GP or sol); however,
he will begin fo babble like a brook if someone shows him
a bared weapon or a clenched fist, and intimates that
the item might be applied to him. He will give out as
little information as possible when threatened, piteously
crying that "that's all | know, realiy!" If the players
should get most or all he knows about the plot from him,
the bard will go to ligwu and tell him that someone knows
about what's going on, and that there are people
searching for the perpetrators of the "ghost story". In
any case, after 1D6+2 days, the Bird will have an attack
of 'quivering willies', and go to Krassdemer in an attempt
to blackmail him (he will, of course, get less than he
asked for or desired). In 1D6 days, ligwu wil! figure cut
The bard knows something, and send a couple of bully

ar Nelc

saryl, provided Challs has not already approached him.

e} The other merchant s Indeed of Zatakhari
exfraction. He stands & bit above average height, is
slender and quite athletic, has dark hair and eyes, and
a ready smile; he is also a confirmed woman-chaser, and,
apparently, very successful. His name is Mari ¢'Omfri
(#407), and he deals in hides and furs from a small
warehouse in The dock area; it also serves as his home
(in a loft over the front enfrance fo the buildingl.
Atthough his behavior is suspicious (being present at all
of the sightings so far — and he will happen fo be
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present at both of the next two), he is totally innocent
of any involvement with the plot, and is truly an
example of recurring co~incidence. g'Omfri will stoutly
maintain his non-involvement if questioned, and will
defend his honor and reputation vociferously; if
challenged upon his veracify, he will challenge his
accuser to a duel — he is a viciously accurate knife
fighter (particularly with the pair of magic daggers he
found a number of years ago), and has won 8 duels so
far.

If the players visit g'Omfri in his warehouse, they
will find 108 hunter/trappers there dickering (they will
dicker even if g'Omfri is not there, with each other, or
anyone who walks in). This will apply even at night,
since The merchant allows his 'suppliers' the liberty to
use The warehouse as sleeping space while in town.

The Denouement

After (if?) the players have figured out the plot,
and those involved, they may make a report fo the
Darknight Brigade. The Brigade agents are likely to
send out many of their members in force to verify this
story. They will pay the players as promised if the
information has been brought in within sufficient time to
prevent the likely debacle at Utrant's speech during
the Festival of Fallen Trees (within eight days from the
beginning of the adventure); if not, the Brigade will not
only see that the players receive no money, but will also
inform them that they are lucky to be alive (and should
possibly find a new place of residence, far away from
dhar Ankhes — and Samil). If the players do not report
back, the Brigade will assume that they met messy ends
at the hands of someone, and not worry about it
particularly — after all, they were just foreigners.

City Encounters

The following section presents a number of
potential quick or long-term adventure situations in
which player characters may become involved while
travelling around dhar Ankhes. To utilize these
materials, roll a D10 and consult the table below tfo
identify the encounter indicated. Resolution of these
situations can take anywhere from several minutes fo
several full nights of gaming.

Encounter Table

Die Encounter

Roli iD Situation
1 A Furtive People with a Body
2 B Things Go BOOMP in The Night
3 C Dog and Cat Fight
4 D Redshirt Rousting
5 E A Man in a Wine-Red Cloak
& F Mission Improbable
7 G Longshoremen Hiring
3 H The Frog Prince
S J Thus Speaks The Tyrant

10 K Caravan Organization

Furtive People with a Body

A) What the Players See: A small group of people (D4+1)
are carrying a slumped figure through an alley. The
carriers! movements are furtive, and they seem to be
looking warily around them as they hurry on.

GM's Description: A party of adventurers is delivering a

seriously wounded comrade to Grimalkus the Surgeon
(#33 on the city map). They will not take kindly to
interference as every minute may mean the difference
between life and death for their comrade. Their
suspicious appearance is due primarily to fear that the
gang of ruffians with whom they just ftangled might be
back — with friends.

Things Go BOOMP in the Night

B) What the Players See: (GM's Note: This encounter
can only take place at night!) In the shadows, away
from the dim lamplight, a set of lumpish, fentacled,
amorphous mounds seem to be clustered around a
prone figure.

CM's Description: The things (#330 — from Peeriess

Butchers, #26) will be in the process of consuming the
brains and blood of their latest victim, a drunken (stiil
possibly — though not likely — living) derelict who was
foolish or unlucky enough to have fallen into their
clutches. The GM should roll D6: on a 1 or 2, the things
will be in the process of carrying their find' back to
their lair to complete their meai; on a 3 to 5, the things
will have just arrived, and will be investigating their
potential dinner; on a 6, the things will sense fresher
(less well preserved?) meat and will approach the
players.

Dog and Cat Fight

C) What the Players See: In the vicinity of Cougar's
warehouse (#35), the players see a knife fight in
progress in a nearby alley between a rather plain
woman and a hulking man. A ring of spectators has
formed around the two combatants, and insults and
blistering oaths are being exchanged.

GM's Description: The woman is Cougar (#333), an
experienced and dangerous knife fighter; the man,
although apparently the bigger and stronger of the two,
seems fo have his hands full with his opponent. He is
Bonam (#408), a heavy and a second-rate second-story
man, who was sent by Number One (Flint Janssen) Yo
"check out the action There is a 60% chance that
Temblor the Panther is somewhere in The audience.
After 2010 mr, Redshirts will begin to arrive; before
this, any interference on behalf of or against either
combatant will be resisted by the crowd (and probably
punished painfully by partisans of one of the fighters) —
Cougar and Bonam are cld enemies, and share &
smouldering hatred.

Redshirt Rousting

D) What the Players See: D4+2 guardsmen (wearing
crimson Tunics over chain shirts and carrying swords
and polearms) approach The party, inquiring as 7o
their names, business, reascn for being in the area,
etc.
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GM's Description: These Redshirt constables are from
the nearest barracks. It is up to the GM to decide tTheir
attitudes and bearing toward the players — this wil
depend on the general appearance of the party and the
part of town in which the encounter takes place. A
well-dressed group on the Grand Avenue will likely be
freated with deference and respect, and politely asked
whether they have witnessed anything “suspicious" — it
is likely they may be asked whether an escort would be
desired back to Merchant's Market, a safer area. On the
other hand, a seedily dressed batch will be harrassed in
one of the lower parts of town, perhaps arrested

outright if they are in one of the wealthier
neighborhoods.

A Man in a Wine-Red Cloak
E) What the Players See: (GM's Note: This encounter

preferably take place either in the early evening or
at night.) A fall, thin, blond man, dressed in a wine-
red cloak, exits from a small shopfront (#6) on
Wizard's Walk, locking its door behind him, and strides
briskly foward the Plaza of Samil. He appears 1o be
paying particular attention to the crowd around him,
as if searching for something on someone.

GM's Description: Roi Steffan (#302), propriefor of Fire-
Starter's, is on his way to the secret meeting place of
the city's Zaf'ak worshippers on the Street of Many
Faiths (#52), and is very apprehensive about being
followed. He has a base 65% chance of noticing a tail
with appropriate modifiers applied fo reflect the skill of
the tailer, tactics used, etc. If Steffan finds himself
being followed, he will turn into Bright Lantern Alley
and attempt to lose his pursuers in one of theat sireets
many houses of pleasure; should this tactic fail, he will
confront them directly (and angrily), and abort his
planned visit fo the night's ceremony (returning o the
meeting place again 1D3 nights later).

If the players can successfully frail Steffan to the
meeting place without being observed, and investigate

the activities going on within, they will have an
excellent opportunity to learn information much
coveted by the defenders of the Tyrancy.
Alternatively, the players may elect ‘o attempt
blackmailing Steffan (possible, albeit risky), or to break
up The cult's activities themselves (the latter course
should prove rather difficuit, since there will be 406
faithful present, and several very competent [VET or ELI
fighters, including Urun, and 1D4 other of the Temple's
magic-user adherents).

Mission Improbable

F) What the Players See: The players are approached by
a tall thin man garbed in a mud-spattered grey funic.
He offers them 5 GP to take the leather pouch at his
side ("Unopened!" he emphasizes) to the Foresters'
Hostel (#14) on Carpenter Street, and deliver it
personally fo a fellow named Alain dulLac.

GM's Description: The man is Coram Bruford (#409), an

operative for: roll D6 — 1-4, the Sovereign Society; 5-
6, the Darknight Brigade. If asked why he cannot
deliver the pouch himself, Coram will indicate that he is
not welcome at the Hostel due fo a past "disagreement"
with its proprietor; he will assure the party, however,
that the assignment will impose no personal risk what-
soever on them — he can be bargained up to a 10 GP
fee.

If the players proceed immediately to the Hostel
and hand over the pouch unopened, the assignment will
be as advertfised — straightforward and completely
without risk; if the party delays its arrival to inspect
the pouch's contents (or for any other reason), however,
they will find that dulLac (#410) has left the hostel and
will not return for 1D12 hours. For each hour they
remain out in public with the pouch in their possession,
there is a 10% chance they will atiract the attention of
an operative from the opposing side; if the party

remains at the Hostel itself, there is a 20% chance that
Morrison Bates (#312), the psychopathic proprietor, will
embark on one of his wild alcoholic binges.




If opened, the pouch will be found fo contain a
spyglass and a sheet of paper filled with columns of
numbers. The spyglass is a perfectly normal telescope,
and will increase normal sight by 5 times when used. The
paper is an encoded message; only a character with
higher mathematics skill (Cyphering, level 3+) can even
attempt to break the code — cumulative chances are
2%/nr for tevel 3, and 7%/hr for level 4. if solved, the
message reads "Meet B [Brufordl at Gate [Heaven's Gate,
#2326 — the Bright Lantern Alley pleasure palacel 12 M
[midnightl fomorrow. Bring the evidence! GMs are
responsible for generating any further encounters
resulting from this incident.

Longshoremen Hiring

G) What the Players See: A small group of 3D6 men is
gathered outside one of the many nondescript
warehouse buildings near the waterfront. They are
chatting amiably, and appear fo be waiting for
someone To arrive.

GM's Description: The men are longshoremen looking for
work. In 10 to 15 minutes, the captain of the barge
Autumn Wind will emerge from the warehouse and select a
crew of 12 to unload his ship. The players may join the
queue if they wish; base chances of being selected are
30%, plus 5% for each point of total STR and STM greater
than 20. The pay is 2 GP for 3 to 4 hours of hard honest
labor. There is a 50% chance the crew will include at
least one member of Temblor the Panther's gang; there is
also a 15% chance that a member of Flint Janssen's gang
will be present — one or both of these may approach the
hired players, asking their business in the area and
seeking to determine if the individual is a likely
candidate for gang membership.

The Frog Prince

H) What the Players See: A silver haired man and a very
pretty young woman, both dressed in wizardly robes,
are arguing amiably on one of the cify's sireet
corners. The woman furns toward one of the male
members of the party (high roll wins) and motions him
to come fo her.

GM's Description: The two are indeed wizards, engaged
in a pleasant (at least for them) challenge of arcane
ability. Roland the Crimson (#411) has wagered that he
can transform a subject into a toad faster than his
young but very tfalented counterpart, Ozilani (#234),
can fransform him info a prince. Both will let fly their
spelis when their target is about 10' away; Ozilani has a
65% chance of "beating her opponent fo the draw"
(target receives a saving roll against MGR at a penalty
of 3 against both spells — if the first is successful, the
second has no effect). The speil’s effects wiil fast for 1
hour in either case; in The event Roland's spell wins, the
rest of the party may have quite a time catching their
suddenly amphibian companion. In any event, the
wizards will act in a quite amiable fashion toward the
party {including their fransformed victim), and will offer
To buy them a drink at The Dry Spell (#8) on Wizard's
Walk. If The offer is accepted, the players will have &
chance to meet (and hear the opinions of) several of the
feaders of The Elementalist faction of the Wizards' Guild.
Should the players, during this conversation, indicate
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any interest in, or intention of, going to Zal'Akhen, the
Elementalists may seek fo hire them to perform some task
There (the purchase or pursuit of a certain artifact,
making contact with a Priest of Zat'ak rumored to be
interested in aiding the Elementalist cause, etc.). |If
the mission is significant enough in scope (GM's
discretion), Roland may even accompany the party.

Thus Speaks the Tyrant

J) What the Players See: A large crowd is gathering in
The Plaza, exhibiting an air of high expectation. A
crier at the Scroll Tube (#17) is holding forth,
announcing that an address by the Tyrant will occur
in half-an-hour. People on the sireets are abuzz
with the same news.

GM's Description: The crowd in the Plaza is waiting for a
rumored rare public address by Utrant. The subject of
this speech will revolve around the recent capture of a
Zat'akhari raiding party in Shalish province. Utrant will
display the two well-shackled leaders of that party, and
seek to use the incident fto whip up war sentiments
among the populace. During the address, three young
men will suddenly raise a large banner condemning the
Tyrant; Redshirts will immediately be despatched to
arrest its holders — the three will separate and try to
escape into the crowd. The players may elect to aid
either side at their discretion.

Caravan Organization

K) What the Players See: A caravan appears 1o be
organizing outside the warehouse of Vykar Shrike
(#21).  About 12 wagons and 50 to 60 horses are
present. There is a substantial amount of bustle, as
cargos are loaded and people arrive and depart.

GM's Description: The caravan is bound for the city of
Zal'Akhen at morning's first light. Players may elect to
book passage on the caravan if they wish (cost is 50 GP
per passenger, additional if cargo space is required).
The frip will take 10 days; on the fourth day, a bandit
gang will attack and have to be beaten off (this will
occur regardless of the players' help; they may,
however, voluntarily eiect to participate for the glory
and EP — if particularly valorous, the heros' fraveling
costs may be refunded).

The caravan has two notable passengers. One,
Danais the mage (#236), is carrying a cargo of "useful
magic items" for sale fo the Zat'akhari. This cargo has
been carefully inspected by both customs inspectors
and Redshirts to ensure that nc magica! weapons or
items that could be converted to such destructive
purposes are included; tThough none have been
identified, both groups remain very suspicious and have
assigned agents To Travei undercover with the caravan
and learn Danais' real purpose. The GM may decide for
himself the veracity of the authorities fears. The
second, Barak of Jutonhyem (#412), is a renowned (or, at
least, so he claims) warrior from one of the fiefdoms of
the Upper Dorian, seeking Yo add to his fame and fortune
in tThe Arena at Zal'Akhen, in one of the year's largest
(and richest!) competitions. Barak, it should be noted,
will be conspicuously absent from the forefront of the
fighting during the bandit attack.




An Explanation of Character Statistics

Characters described in the following pages are
presented in a format consistent with Gamelords' Thieves
Guild rules. The TG system specifies ten racially
adjusted requisite characteristics, rolied on 306 —
strength (STR), coordination (CDN), reflexes (REF),
stamina (STM), discretion (DSC, common sense — not
wisdom), intelligence (1Q, adaptiveness), talent (TAL,
representing a character's innate magical ability),
magic resistance (MGR, used for saving throws against
most arcane spells and devices), magnetism (MAG,
leadership ability), and appearance (APP). These
characteristics are refinements or expansions of those
used in most other fantasy role-playing systems, and
can be easily adapted as needed. Character advance-
ment in TG occurs by levels; in these modules, charact-
ers are assigned tTo one of five general experience
levels for easy reference — Green (GR, 1st-2nd Level);
Intermediate (INT, 3rd-5th); Veteran (VET, 6th-8th);
Elite (EL, 9th~12th); and Superelite (SUP, 13Th up).

A list of the more common abbreviations used in
TG's rules system is given on the inside front cover. A
number of others which may be useful cover Character
Classes, Armor Types, and Weapons.

Classes (marked * tend to be NPC classes)

FTR — Fighter ALC — Alchemist*
ARC — Archer PRT — Priest

CAV — Cavalryman PRM — Priestly mage
FOR — Forester BRD — Bard

THF — Thief TRD — Trader

ASN — Assassin MER — Merchant*
HLR — Healer* CSN — Courtesan*

NON = Non-combatant*
ART — Artisan¥*

MAG — Mage, magician
SCH — Scholar, sage*

Armor (Class, Absorption)

NON — None, unarmored (0,0) S&S — Scale, shield (9,3)
CLO — Cioth (2,00 PLT — Plate armor (10,4)
LTH — Leather (4,1) P&S — Plate, shield (11,4)
CHN — Chain (6,2) SKN — Animal skin (varies)
C&S — Chain, shield (7,2) FUR = Animal fur (varies)
SCA — Scale armor (8,3) HID — Animal hide (varies)

Weapons

1BBAX — single-bit axe
2BBAX — double-bit axe

HXBOW — heavy crossbow
JAVLN — javelin

BDSWD — broadsword LBOW — long bow
BLWGN — blowgun LGAX — large axe
BOWKN — bowie knife LXBOW — light crossbow
CPBOW — compound bow MNGCH — main gauch
CTLSS - cutlass QSTF  — quarterstaff
DGR — dagger RPR  —rapier

GRAX — 2-hand axe SBOW — short bow
GRSWD — 2-hand sword SHSWD — shortsword
HBOW — hcrse bow SMAX -~ small axe

HF SWD — bastard sword
HLBRD — halberd

2HHMR — 2-hand hammer
HMR  — hammer

THRAX — throwing axe

THRKN — throwing knife
THROW — weapon, thrown
WDSAX — woodsman's axe

Where saving rolls against requisite
characteristics are indicated in the text, these rolls
are made on 2D1Z (player must roll less than or equal to
the characteristic used); where pluses or wminuses are
specified, these modifiers are applied to the
characteristic rating before the roll is made (thus a
minus reduces the chance for a successful save while a
plus helps). Combat rolls are made on D20; for each
weapon known, characters are assigned a HACP rating
representing the die roll required (= o > to
successfully hit an unarmored (AC@) foe (armor ratings
are then added as modifiers to this base value).

Characters with arcane abilities are not given
detailed lists of known spells, but are instead rated
numerically on a scale of from Very Weak to Excellent
(VW — Very Weak, WK — Weak, AV — Average, ST — Strong,
VS — Very Sirong, EX — Excellent) regarding their skills
in various spelicasting categories, which include:

Missile; Weather; Conirol Elemental; Healing; Re-
pair (including material strengthening); Control
(persons, both mental/emotional); Plant/Animal;
Protective; Fire/Energy; Detection; Communica-
tion; Transformation; Transportation; Spirit/Un-
dead; Dimension Affecting (including summoning
spells); lllusion; Artificing; Sight and Invisibility;
Prophetic (including all forms of divining).

indicators, each GM can define these
characters in a way that best utilizes the spell
descriptions and rules employed in his/her own
campaign. The following notes indicate the level of
expertise that each of the mages described in Within the
Tyrant's Demesne possess with various categories of
arcane enchantments. Only those categories for which a
wizard has a rating of Strong (ST), Very Strong (VS), or
Excellent (EX) are listed.

Kalibos: Missile — EX; Protective — EX; Control — ST;
Control Elemental — VS; Summoning — VS; Arti-
ficing — VS; Repair — EX; Weather — VS

Artos: Transformation — ST; Control — EX; Control Ele-
mental — ST; Arfificing — VS; Protective — VS;
Prophetic — ST; Repair — ST

Flynne: Fire/Energy — VS; Missile — ST; Control — ST;
Spirit/lUndead — EX; Weather — ST; Dimension
Affecting - VS; Healing— ST

Moab: Fire/Energy — VS; Healing — ST; Plant/Animal —
VS; Illusion — ST; Transportation — EX; Control
Elemental — ST; Transformation — EX

lan: Healing — ST; Missile — ST; llusion — ST; Commun-
ication — VS

Wakin: Controi — ST; Control Elemental — ST; IHusion —
ST; Transformation — VS; Fire/Energy — ST

Ozilani: Fire/Energy — ST; Summoning — ST; |llusion —
EX; Controt — V3; Weather — ST; Detection — VS

Corsianos: Weather — ST; Profective — VS; Healing —
ST; Prophetic — VS; Contfrel — ST; Sight and in-
visibitlity — ST

Danais: Weather — ST; Healing — ST; Repair — ST;
Transportation — ST; Sight and invisibility — VS;
Centrol — VS; Protective — EX

Balor: Transportation — ST

Doctor Jimmy: None (Healing — AV; Control — AV)

Halliday/Whistier: Detection — ST; Healing — VS; Pro-
tective — VS; Communication — ST; SighT and
Invisibility — ST

Using tThese
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Roi Steffan: Artificing — ST (Fire — EX); Repair — ST

Urun {'Urusah: Control —VS; Fire/Energy — ST

Nifroff Brasse: Artificing — ST

Codar: Transformation — ST; Missile — ST; Repair — VS;
Control — ST; Fire/Energy — VS; Weather — ST

Halnar Vjen: Missile — EX; Fire/Energy — ST; Repair —
ST; Control — ST

Malibor: Artificing — EX; Repair — EX; Protective — VS;
Healing — ST; Fire/Energy — ST; Dimension Af-
fecting — ST; Transformation — ST

Joab: Artificing — VS; Control — VS; Protective — ST

Reynie MacAdam: Artificing -~ EX; Repair — EX

Elvaine of Ironwold: Artificing — ST; Protective — ST;
Itlusion — VS; Fire/Energy — VS; Transporta—-tion
— ST; Repair — ST

Morgan: Sight and invisibility — ST; Plant/Animal — VS

Layco "Niksan" None

Proas the Gray: Weather — VS; Control — ST; Control
Elemental — ST (Water — EX); Plant/Animal — ST

Roland: Control — ST; Control Elemental — VS; Trans-
formation — VS; Dimension Affecting — VS

NPC Statistics

Character Descriptions for WITHIN THE TYRANT'S DEMESNE

Character Requisites Combat Armor
IDF  Name Notes Class Purse ST CO RF SM DN 1Q TL MR MG AP Weapon HACO  Damage Class HTK
101 Utrant of Aldurane 12,14,],s EL HU FTR 6D20GP 14 13 16 10 09 14 13 15 11 13  BDSWDe 1 4D4 CHN14 40
SMAXe 6 4D3
102 Hitton Spear Jsm EL HU FTR 3D12GP 15 11 12 14 13 12 10 10 10 14 LGAXe 2 3D6 CLO 5 46
SMAXe 6 4D3
103 Freude *,] INT HU NON 2D6GP 08 14 13 15 15 14 13 11 17 16 DGR 14 1D4 NON © 17
104 Elbanio INT HU HLR 3D10SP 13 15 15 09 07 12 10 06 08 10 NON 1 19
105 Moreena *,J GR HU MAG 3D12SP 07 13 14 08 06 13 15 07 10 12  SPELLS NON © 10
106 Katje Mellone * INT HU NON 1D4GP 10 08 07 08 13 09 04 06 05 07  CUDGEL 13 302 NON 0 12
107 Afritt Sinister p,! EL HU THF 1D6GP 11 15 16 13 17 16 10 11 07 10 RAPRe 2 1012 NON 4 30
Dexter Ratiff Js2 MNGCHe 5 108
108 Hendrick Sims INT HU NON 206GP 09 12 10 08 16 14 07 09 06 11 DGR 14 104 NON 0 15
109 Rab Dysenby u GR HU THF 1D12SP 08 08 10 10 05 11 06 10 04 08 BLWGN 5/10/15 1D2 NON 0 1
110 Bartleby Burbick INT HU NON 1D1OGP 09 14 16 12 13 12 08 07 07 11 DGR 14 1D4 NON 1 17
111 Lyeesha * VET HU CSN  2D1OGP 07 17 13 15 08 08 16 10 15 17 DGRe 8 106 NON 1 19
112 Blind Jim b VET HU THF 1D6GP 14 10 11 06 13 11 05 07 05 06 MACEe 5 4D4 NON 2 26
113 Radmar GR HU THF 1D12SP 11 12 14 10 09 11 06 07 09 10 DGR 10 104 NON O 14
114 Doran * GR HU THF iD12SP 11 14 12 11 09 10 07 06 09 11 SHSWD 7 2D3 NON © 16
115 Vykar Shrike VET HU FOR 1D10GP 14 13 13 15 10 11 04 13 08 09 LGAXe 4 306 NON 2 32
3 LBOWe 1/5/8 D
116 Balor "Catspaw"” EL HU THF 206GP 08 15 17 12 09 12 15 14 08 12  SAPe 7 3D2 NON 5 28
RAPRe 3 1D12
THRKNe  1/5/10 1D5
117 Brock Bronson VET HU FOR 208GP 14 13 13 15 10 11 04 13 08 09 LGAXe 4 3D6 NON 2 25
3 LBOWe 1/5/8 106
118 Zimballus s VET HU FTR 2D6GP 13 12 13 11 14 13 09 10 10 11 HF SWDe 4 3p6 CHN 8 24
HLBRDe 2/6 3D6
119 "Stack™ Elliott s VET HU FTR 1DI1OGP 16 14 12 15 13 11 12 10 11 13  GRSWDe 3 3D8 CHN 8 36
2HHMRe 6 3D6
120 Goodwin Wolfe s EL HU FTR 208GP 14 16 11 14 13 10 11 09 12 14  HFSWDe 1 3D6 CHN 9 37
SPEARe 3/6 4D5
121 Forster Banyon s VET HU FTR 2D6GP 12 11 15 12 15 10 10 11 10 12  BDSWDe 5 3D4 CHN 8 29
HLBRDe 2/6 3D6
122 "0ld Eb" Barnaby s EL HU FTR 1D20GP 11 13 13 10 14 12 13 10 14 07 RAPRe 2 iD12  CHN 9 35
3,4 LXBOWe  0/4/10 1D8
123 Cater Turnbull s INT HU FTR 1D6GP 14 13 14 15 06 10 08 12 08 07  HFSWDe 5 3D6 CHN 7 28
SPEAR 5/8 3D5
124 Randy Turnbull s VET HU FTR 1D8GP 12 15 11 10 12 14 11 10 12 07 BDSWDe 4 304 CHN 8 32
HLBRDE 1/5 3D6
125 Hosea Simpson s INT HU FTR 1D6GP 10 12 14 13 11 09 10 14 08 09 BDSWDe 6 3D4 CHN 7 19
SLING 1/6/11 1D4
126 Redshirt, type A s INT HU FTR 1D10GP 13 14 14 14 10 11 03 10 12 10  HFSWDe 5 3D6 CHN 7 24
HLBRD 3/1 2D6
127 Redshirt, type B s VET HY FTR 1D12GP 10 15 13 14 10 11 10 10 12 11 RAPRe 3 iD12 CHN 8 28
pa MNGCHe x D
128 Redshirt, type C *,s INT HU FTR 1D10GP 12 15 11 13 12 10 11 12 11 14 BDSWDe 5 3D4 CHN 7 26
SPEAR 4/7 2D5
129 Harlequin Rumpf VET HU NON 1D6GP 07 15 08 07 10 16 04 05 07 07 NON ¢ 17
130 Tolman Brand J VET HU NON 1D8GP 12 14 09 12 09 11 07 10 08 09 MACE 12 2D4 NON © 21
131 Bel Torrados INT HU NON 1DBGP 10 12 11 15 08 14 09 08 14 15 NON © 16
132 G "Anvil" Aveg'trae 12,13 EL HU FTR 2D8GP 16 11 12 14 10 11 06 12 16 11 HF SWDe 1 306 PLTIS 41
1,12 HLBRDe 2/6 4D6 CHN11
13,3,5 HXBOWe =-1/3/9 108 LTH10
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Character Descriptions for WITHIN THE TYRANT'S DEMESNE

Character Requisites Combat Armor
1D¥  Name Notes Class Purse ST CO RF SM DN 1Q TL MR MG AP Weapon HACO Damage Class HTK
201 Flint Janssen t2,h EL HU THF 2D10GP 13 10 11 12 14 15 08 12 13 09 HMRe 6 404 CLO 7 36
THRKNe 1/5/10 o]
202 Walyn "Mole® Merjyk 7 VET Hu ASN  1D6GP 10 19 15 12 05 08 12 07 05 04  GARQTe 4 108 NON 3 32
114 SMAX 6 203
THRKNe  0/4/9 105
203 Turrin "the Shroud" VET HU THF 1D8GP 10 12 13 07 10 13 10 16 05 08 MAULe 6 303 LTH 6 24
DGRe 9 106
204  Aldo Marpeuzo INT HU FTR  1D6GP 19 10 11 16 07 08 06 09 15 05 2HHMRe 5 3010  NON 1 29
205 Danaas Mour VET HU THF 2D8GP 06 15 16 13 11 12 14 12 11 13 RPRe 3 1012 NON 3 23
SLINGe  0/5/10 106
206 Carlen the Scrivener INT HU MER 3D10GP 08 13 05 09 13 16 14 05 08 10 NON © 19
207 Temblor the Panther 6 EL HU THF 2D10GP 12 17 16 13 15 14 10 07 11 15 2BEBAXe 3 3D5 LTH 8 35
3,4 LXBOWe ~2/2/8 108
4,8,9 BOLC 0/5/10 106
208 Tom Daltry ' INT HU FTR 1DIOGP 11 10 16 12 13 12 07 14 14 16 SMAXe 7 3D3 NON 2 28
MSTR 9 208
209 Doctor Jimmy INT HU FTR 1D12GP 15 09 12 14 04 11 13 10 07 08 LGAXe 4 306 NON 1 29
210 Rough Peter INT HU FTR 206GP 14 15 09 12 12 10 08 12 07 06 HMRe <] 404 NON 1 24
211 Jonan Whistler VET HU MAG 2D10GP 12 16 10 11 14 13 15 14 09 13  SAPe 7 402 NON 1 22
Willem Halliday m SPELLS
212 Kenny Drummer INT HU THF 1D10GP 09 13 17 13 16 10 17 08 09 10 SLINGe 0/5/10 106 NON 3 21
213 Kasserine Khyber m,4,8,9 EL HU THF 2D10GP 05 15 12 14 08 14 10 13 07 06 BOLOe -1/4/9 106 NON 3 32
214 Assassin, type A 112 INT HU ASN 2D6GP 12 16 15 10 12 09 12 07 13 10 HMRe 6 3D4 LTH 5 26
DGR 8 104
215 Assassin, type B *,910 VET HU ASN 2D8GP 10 14 17 11 13 10 09 11 12 14  DGRe 7 106 CLO 5 24
3 . BLWGNe 2/7/12 102
216 The Beggar King c,3 EL HU NON 2D10GP 05 16 08 07 17 15 10 12 11 04 BLWGNe 2/7/12 102 NON 1 16
217 Urchin, type A GR HU THF 1D6SP 07 11 15 08 10 09 07 11 05 08 NON 1 12
218 Urchin, type B GR HU THF 1D3SP 08 14 13 07 11 11 08 06 12 10 NON 0O 13
219 JUrchin, type C GR HU THF 05 10 10 06 10 10 11 08 08 08 NON O 9
220 Urchin, type D GR HU THF 06 15 11 08 14 06 10 12 07 11 NON O 10
221 Urchin, type E GR HU THF 09 11 12 10 08 08 13 16 13 09 KNIFE 14 1D3 NON O 15
222 Urchin, type F GR HU THF 07 10 14 07 07 07 12 10 09 08 NON 0 12
223 Urchin, type G GR HU THF 04 09 15 05 11 08 06 09 14 13 NON 1 7
224 \Urchin, type H GR HU THF 06 08 08 06 12 07 14 13 10 07 NON O 10
225 Urchin, type J * GR HU THF 103SP 05 16 10 06 09 10 11 12 13 12 NON 0 9
226 Urchin, type K * GR HU THF 06 13 16 08 12 11 10 09 12 11 NON 1 12
227 Kalibos Greyhawk m SUP HU MAG 3D126P 11 13 10 08 14 16 17 15 15 12 SPELLS NON 3 31
228 Keller Mattson m INT HU MAG 2D10GP 13 12 08 11 17 12 15 09 11 14 SPELLS NON 1 20
229 Artos Windsong Jsm,r SUP HU MAG 3D12GP 08 16 13 12 15 17 16 14 10 11 SPELLS NON 3 35
230 Flynne 13,m EL HU MAG 2D126P 12 12 11 13 08 14 15 13 06 09 SPELLS CLO 7 32
12,3 LBOWe  -2/2/5 1D6
231 Moab "the Wise" *.m SUP HU MAG 2D20GP 06 15 14 08 15 19 18 14 10 08 SPELLS NON 3 28
232 lan the Younger m VET HU MAG 1D20GP 13 14 13 15 11 14 13 10 16 17 SPELLS NON 1 28
233 Wakin h'Daga m EL HU MAG 2D12GP 12 12 13 13 10 11 12 16 15 13 SPELLS NON 2 30
234 Ozilani *,m EL HU MAG 2D12GP 08 15 14 12 09 13 14 11 15 16 SPELLS NON 2 31
235 Corsianos the Blind b,m EL HU MAG 2D126P 10 16 14 09 16 19 19 17 12 10 SPELLS NON 2 24
236 Danais m EL RHU MAG 2D12GP 15 12 11 14 12 14 13 15 14 12 SPELLS NON 2 32
237 iliric Wentworth t,u VET HU MER 4D126P 12 14 11 13 15 14 08 10 07 13 RAPR 10 108 NON 1 21
238 ilgwu Krassdemer J EL HU MER 4D20GP 10 12 10 14 12 13 09 12 11 06 NON 2 27
239 Timotheus Stirr §1,12 VET HU FOR 2D10GP 16 10 12 15 13 12 05 08 12 08 2HHMRe 4 3010 LTH 8 37
§2,3 LBOWe -1/3/6 106
240 Aerlin Patko INT HU ART 12 15 14 11 06 10 04 05 10 12 THRKN 3/7/12 1D5 NON O 22
241 Douglas the Stern VET HU NON 2D8GP 10 12 09 14 16 14 12 08 08 10 NON O 17
242 Peter of the Meadow VET HU NON 2D8GP 12 1211 11 10 13 11 09 10 11 NON O 20
301 Prudence Juri *,J VET HU NON 1D10GP 07 12 10 13 17 12 07 10 14 09 NON O 18
302 Roi Steffan m INT HU ALC 2D12GP 11 15 12 11 05 16 12 04 08 10 NON O 20
303 Urun |'Urusah 12,6 EL HU FTR 3D8GP 16 14 13 15 12 13 15 11 13 09 2BBAXe 2 4D5 CLO 5 39
3 . LBOWe 0/4/7 106
304 Nitroff Brasse VET HU ALC 3D10GP 07 10 11 09 13 14 15 09 04 06 NON 1 17
305 Kiroc Nahallac INT HU FTR 1D8GP 12 12 16 10 15 12 08 15 11 09 MACEe 7 3D4 NON 2 23
306 Codar Auli VET HU MAG 2D10GP 08 15 11 16 14 12 13 10 12 09 SPELLS NON 1 26
307 Halnar Vjen T4 INT HU MAG 2D8GP 16 14 12 16 11 15 16 11 07 08 SPELLS LTH 9 32
t1,d GRSWD 3 208
308 K'ada Fitch 3 INT MU FOR  2D6GP 15 11 10 16 12 69 10 11 12 10 LBCWe 1/5/8 106 LTH 5 =
309 Van Fegroa 10,2 VET HU ASN IDIOGP 10 19 12 14 14 13 15 0S 06 08  MNGCHe 3 108 CLC 4 26
"the Enforcer® SAPe 5 4D2
310 Malibor m SUP HU ENC  40126P 09 18 10 11 13 15 i7 10 12 07 SPELLS NON 3 29
311 Joab Kane m VET HU FTR 3DecGP 11 14 12 14 31 1315 C9 13 13 SPELLS NON 2 31
312 Morrison Bates X INT HU NON 1D8GP 12 12 13 15 08 10 08 07 06 07 NON © 18
"Killer™ Bates € BERSERKING 20 12 13 15 02 10 08 07 06 07 2BBAXe 7 505 27
313 Bravo Rossini INT HU MER 4012GP 09 15 13 12 11 11 13 08 14 09 NON © 14
314 Mardo Cowslip INT HU NON 2D6GP 12 12 09 13 11 08 08 07 11 10 NON O i7
315  Merker VET HU FTR 2D8GP 11 1314 15 10 13 10 14 14 09  QSTFe 5 3D4 LTH 6 28
SHSWDe 6 303
316 Thoron Quiilfeather VET HU SCR 1D6GP 10 15 13 12 15 14 13 08 10 12 RAPR 4 108 NON 1 20
317 Reynie MacAdam o EL HU ENC 4D126P 08 14 13 08 09 12 16 11 G7 06 SPELLS NON 2 21
318 Elvaine of lIronwocod  *,m VET HU MAG 3D8GP 12 15 12 11 12 12 10 12 08 10 SPELLS NON 1 28
319 Morgan "Windracer® §2 VET /E FOR 3D10GP 15 14 10 13 14 12 12 17 13 14  HFSWDe 3 306 LTH 6 29
3 L.BOWe 0/4/7 106
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Character Descriptions for WITHIN THE TYRANT'S DEMESNE

Character Requisites Combat Armor
1D# Name Notes Class Purse ST CO RF SM DN 1Q TL MR MG AP Weapon  HACO  Damage Class HTK
320 Howland Dark INT HU NON 2D6GP 13 12 12 14 09 10 0% 12 07 08 HMR 12 D NON O 16
321 Willie Lump INT HU THF 2D6GP 10 15 09 10 14 09 08 09 08 06 DGRe 7 D NON 1 20
322 Oldovar Stirr J VET HU NON 208GP 11 12 0% 08 13 13 05 14 10 08 CLUB 11 D NON ¢ 14
323 Plazebo VET DW ALC 40D8GP 09 13 10 07 12 14 10 11 07 07 NON 1 18
324 Siddath the Hawker INT HU NON 1D8GP 08 14 09 10 13 10 08 08 11 08  SHSWD 11 D NON 0O 13
325 Bergamo J VET HU NON 2D6GP 09 12 12 11 12 11 06 05 07 10 NON O 17
326 Bergamo's Mother * EL HU NON 10 13 12 15 09 14 07 06 08 05  TONGUEe NON 1 22
327 Lobar b INT HU THF 1DeGP  0$ 15 13 10 13 11 06 08 07 12  SMAXe 5 D NON 1 14
328 Fronand the Crimson VET HU NON 1D6GP 12 10 12 13 11 10 08 12 10 07 CLVRe 10 D NON 0 15
329 Fregeff GR HU NON 2D10OSP 11 15 11 13 12 11 07 09 12 08  KNIFE 14 D NON O 16
330 "Thing" K MONSTER 24 16 12 25 04 17 SPECIAL HDE 3 2D12+30
331 Grimalkus m VET HU HLR 2D06GP 08 14 09 10 13 10 10 08 05 06 DGR 8 D NON 1 20
332 Maggle Maclen * INT HU THF 1D6GP 11 12 12 08 12 07 08 10 15 08  SAP 7 D NON 1 18
333 Cougar * INT HU FTR 1D8GP 10 14 16 09 13 10 06 11 12 11 KNIFEe 8 D CLO 4 21
THRKNe  2/6/11 105
334 Cathel Blackarm VET HU NON 1D4GP 11 12 11 09 07 07 11 06 10 08 HMRe 10 D LTH 4 14
335 Proas the Grey m EL /E PRM 3D8GP 09 14 13 13 16 14 13 13 12 15  SPELLS NON 2 25
12,10 NETe 2/NA/NA
336 Debrajean Vee *,a,7 EL HU CSN 4D8GP 07 13 10 10 15 15 10 08 14 12  GARQTe 8 108 NON 2 23
337 "Old Mean Georgie" VET HU FTR 2D8GP 19 08 07 15 08 05 14 06 11 04  2HHMRe 5 310 LTH 6 46
MACEe 6 4D6
338 Hoary Micah SUP HU FTR 3D20GP 14 12 16 15 12 14 07 13 16 11 HF SWDe 3 3D6 LTH 9 43
HLBRDe 1/5 3D6 CHN10O
3,4 LXBOWe  0/4/8 108
339 Eagle Trooper, type A INT HU FTR 2D10GP 16 08 10 14 10 07 08 11 10 08  GRSWDe 4 3D8 LTH 5 32
5 HXBOW 0/4/8 108 CHN 7
340 Eagle Trooper, type B * VET HU FTR 2D12GP 10 15 16 12 08 09 08 11 12 13  HLBRDe 1/5 3D6 LTH 7 31
, LXBOWe -~1/3/7 108 CHN 8
341 Eagle Trooper, type C EL HU FTR 3D10GP 12 09 11 16 12 12 08 11 09 10 HMRe 5 4D4 LTH 7 35
s LXBOWe  0/4/8 108 CHN 9
342 Eagle Officer EL HU FTR 3D10GP 15 12 14 15 09 13 08 11 14 11 HF SWDe 3 3D6 LTH 7 38
3,4 HMR 6 504 CHN 9
LXBOWe  1/5/9 D
343 LlLarrabee Tucker J INT HU NON 1D8GP 08 09 07 10 14 11 056 11 13 08 NON 0O 14
344 Poli EL HU ART 2D10GP 09 15 15 12 11 13 11 04 05 10 NON 3 22
345 Borsano Marpeuzo INT HU NON 1D6GP 12 12 08 09 08 10 05 10 07 07  SAP 13 3D2 NON O 18
346 Lastrada Marpeuzo i SPIRIT 09 12 19 23 08 FEAR ECTi8 24
347 Larida Moonbrow * INT HU NON 1D8GP 08 09 09 07 12 11 12 10 14 13 DGR 14 104 NON 0O 13
348 Dvalgrim Silveraxe J VET DW MER 5D20GP 14 14 10 13 06 08 04 13 07 06  2BBAXe 6 3D5 CLo 2 17
HMR 7 303
349 Xakak b'Zyakx } VET HA FTR 3D10GP 20 12 08 12 04 12 06 12 05 02  SPEARe 47 6D5 HDE 7 36
DGRe 8 1D6
350 Layco "Niksan" GR HU MAG 1D6GP 09 13 06 07 12 10 12 11 10 06  SPELLS NON 0O 12
351 Sokoi of Tam Terras 18,13 VET /0 PRT 3D1OSP 12 11 13 10 16 09 13 07 12 07 DGRe 9 106 CLO 6 21
401 Butar INT HU NON 1DéGP 11 10 11 11 13 09 10 12 10 11 NON O 14
402 Lureena * INT HU CSN 2D6GP 08 12 14 10 11 12 11 08 13 16 NON 0O 13
403 Adar §2 INT HU CAV 2D1OGP 13 12 14 12 08 1C 08 11 12 13  BDSWDe 5 204 NON 1 24
404 Johili 2 VET HU TRD 3D10GP 12 12 13 11 14 11 08 10 15 11 QSTFe 6 3D4 NON 1 17
405 Ben Strang M,0,p EL HU MAG 4D8GP 11 12 12 15 10 16 18 14 08 10  SPELL NON 2 31
13,2 QSTFe 1 3D4
406 Challs "the Bird" m VET HU BRD 2D10GP 10 15 13 10 13 12 14 09 12 14 MUSIC NON 1 20
407 Mari g'Omfri 13 VET HU TRD 4D20GP 12 16 15 11 12 10 07 11 14 13 DGRe 8 106 NON 2 22
408 Bonam VET HU FTR 2D8GP 14 11 13 15 08 09 06 10 05 08 KNIFEe 7 105 NON 2 36
409 Coram Bruford INT HU THF 3D10GP 12 13 10 11 13 10 04 14 11 10 NON O 20
410 Alain dulac INT HU TRD 5D12GP 13 11 10 12 11 09 12 09 10 11 NON 0O 15
411 Roland the Crimson J EL /E MAG 4D10GP 12 12 11 11 12 15 17 08 10 11 SPELLS NON 2 27
412 Barak of Jutonhyem a VET-HU FTR 3D8BGP 16 12 15 17 07 08 04 19 10 09  BDSWDe 5 4D4 CLO 5 39
GRSWDe 4 3D8 P&S13
MSTR 9 3D8
Notes:
*  Female r Effective DN and IQ appsar to be 6-8
t Magically enchanted weapon or armor (value given) s Armor consists of shirt only; no protection for head and
§ Workmanship enhanced weapon or armor (value given) extremities
1 Weapons poisoned (evel given); affect opponent on first strike + Effective MG 14 when dealing with GUILD, NCBLE
of combat only u  Untrained with weapon
a NPC wearing valuable or ostentatious personal jewelry x lse 2nd set of stats if character drunk
b Character is blind (HP-8) or partially blind (HP-4) 1 Has ring of Insubstantiality, and 8pt Missile Repulsor in belt
¢ Character is paraplegic buckle T T T R
d Weapon is defective (153 chance to break) 2 Weapon may be used for +2 defense If nc attack made
e Expert with weapon 3 Expertise gives bonus of 2 to Critical Hit Prob
h Left hand has special features — see character description 4 Attacks onceevery 2 mr
i Immune to non-magical weaponry 5 Attacksonceevery 4 mr
J NPC wearing some jewelry 6 Return strike allowed at HP-4 if miss on 1st swing
k  See attacking method, in Peerless Butchers, pge31 7 Can only attack with surprise; successful attack causes 106
| Spear damages as lance; TBUrrowing effect on chest critical — bleeding damage each mr
see description in Weepons, pg.35 8 Striking for damage requires penalty of 4 To HP
m NPChas useful (non~-Combat) magic item on person 9 May be used to tangle target's legs; if successful, foe unable
o NPC has potent offensive magic ttem on person o rise for 106 mr
p NPChas protective magic item on person 10 Attacks once every 3 mr
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The Thieves! Guild™ Series

Thieves' Guild™
The first adventure series devoted to thief characters in fantasy
rocle-playing: 128 pages cf rules and robbery; scenarios bound o
prove that sometimes if's more fun to play the bad guys!!

Thieves! Guild™ i
The Tombs of Shale~Chuun: a foray into the ireasure tilled (and
decidedly deadly -- nc pun intended) Valley of the Dead. Or iy
10 new highwaymen encounters, and expanded combeat rules first.

Thieves' Guild™ {1
The Duke's dress ball, and the Tower cf the Mage: use a forged
invitation for a chance fo lift fabulous jeweiry from the necks of
dowager nobility, or accept a mission o steal an special iTem from
the home cf an old, retired mage.

Thieves' Guild™ Vv
The Guild against the Black Hand: Jjoin the local Guildmasters in
preventing the loss of valuable merchandise (and Guild honor) by
Hand smugglers, or be & Hand fthief in the revenge upon the Guild.

Thieves' Guild™ V
Assassination and tomb robbery: stop the new messiah of the
orcs... dead, or Join in an expedition to explore the burial
place of a long-dead itiusionist.

Thieves' Guild™ V|
Piracy on the high seas: ship to ship combat, and all the
excitement of life on the briny deeps =- loot fabulous ireasures
and capture beautiful women from the ships of many nations.

Thieves! Guild™ Vil
More devilishly clever thieving adventures: search for the Claw
of Frithnath -- try to loot the smithy of Vuitar the dwerf ... and,
of course, rules additions!

Thieves!' Guild™ VilI
A potpourri of adventures requiring thievish skills: rescue & fair
maiden from the caverns of a troll, dare the wrath of the nomads
to reach the Crystal Mountains, new highwayman encounters. ..
and expanded rules for bows!

Thieves! Guild™ Special #1
The special scenarics used in "Prince of Thieves, '8€1", the
tournament conducted at the major gaming conventions, Summer,
1981, by Gamelords, Ltd.

COMING SOON!!

Thieves' Guild™ iX,
Thieves' Guild™ X
Thieves' Guild™ XI|
More convoluted plots in The best series of adventures for thieves
(and others!) ever writfen. A constanTly expanding panorama of
scenarios and rules, to help any GM with his campaign!

The GamesMaster's Series

HAVEN™, Volume | The Free Ci

A city of 80,000 people can provide a lot of adventure, especially
when it's already the site of many of the adventures in the
Thieves' Guila™ series -~ but you don't have o be a thief o enjoy
all the city has To offer: scores of femples and religions, Taverns
and barkeeps, beggars and wealthy businessmen, streetvendors,
shops, homes; ycu can even join one of the companies of the City
Guard. Multitudes of encounters to occupy even the busiest of
adventurers.
SR H
HAVENT, Volume il Secrets of the Labyrinth
g ! continues, with more shops, taverns, NPCs,
encounters and scenarics to add excitement o any fantasy
campaign. Browse the bazeaar of Thieves Market, join a caravan
or @ mercenary company, or become embroiled in The deedly

rivelry between the Thieves Culld and the 8lack Hand.

The saga of Haven

Within the Tyrant's Demesne
: you on?! ja dh

by
th

r Ankhes, everything is in The

Grasp yrant Count Utrant -- anc he uses The powers of the
Redshirts To contrel The Scverei Ty and the Wizards Guilc.
Adventure in a new sething of 1

City of the Sacred Flame
Primitive passions run high in Zai'Akhen, City of the Sacred Fiame,
where the priests of Zat'ak ruie, through the Legion of Fiery
Vengeance, and mysterious Cleff, the master of the bazaar,
watches -- and awaits his opportunity. More adventures from the
world of HAVEN!

THE COMPLEAT TAVERN
Settie in for a night of mis-adventures at a medieval tavern —-
try your hand at games of skill and luck, get involved in a wild
barroom brawl, or even attempt amorous liaisons. Suitable for use
with most of the fantasy (and sci~fil) systems available Tcday!

COMING SOON!!

HAVENT, Volume 11l intfrigue on the North Bank

The final book of the HAVEN™ irilogy! Plots and counter-plots,
the Guilds against the nobles, the Black Hand against the Thieves
Guild, a broadly painted action scene set against the backdrop of
the most complete cityscape ever published.

Thieves' Guild™ Presents: MAGIC
The long awaited arcane lcre of the Fantasy System. infriguing
classes of mages!! How to design and create magic items, cost,
availabitity —— one of the most Thought provoking magic systems
to come along in a decade! Including scenarios for immediate

play.

Approved for Use with TRAVELLER®

The Undersea Environment
Supplemental rules for underwater adventuring, equipment
designed for an aquatic environment, events and encounters, and
adventure suggestions for referees.

.
LEE'S GUiDE to Interstellar Adventure, Volume |

Worlds of adventure -- planetary settings for every Traveller
universe. Compatible with The Spinward Marches and Solomani Rim,
by GOW. Scenario and plot outlines for every world in the guide!

COMING SOONI!!

Further volumes of LEE'S GUIDE™, and lots of other surprises!

The Adventurers' Series

The Mines of Keridav
Rescue a princess from a potent mage! He's holding her at the
fabulous mines of the dwarves in the Valley of the Tiravai.
Compatible with all major FRP systems, including Thieves' Guild™!!

The Demon Pits of Caeldo
in the depths of the crumbling castle of the former Barons of
Caeldc lies immense treasure -- and Terrible danger. A companicn
to The Mines of Keridav.

Other Fine Games and Gaming Aids

Monday Morning Manager
(What?? a fantasy company producing a baseball mini-game??
Darned right!! and it's a good one, too!) A fast paced game of
sports sirategy that aliows you to build a team and manage it to
the pennanti!

The Phantastical Phantasmagorical Montie Haul Dungeon
"Whaddaya mean, a fraffic ticket?" Oh yes, and many other
sirange occurences nhappen To parties in the flakiest dungeon in
the worid. Lots of fun for a group of jaded dungeoneers.

* KK KX K KKK KK

All the above are avaiiable from (we hopell your iocal game store.
it these masterpieces of writing and imegination are nct to be
found in your ereg, they are aveailable from

GAMELOCRDS, LTD., 1861€ Grosbeak Terrace, Gaithersburg, MD 20879
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