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As an art, ro{e-p!aying today perhaps most resembles music.

The game designers are like composers, the game masters are
like conductors, and the players are the members of the group
whose mustc (actions) will make a symphony or a cacophony
of the game. Fortunately. no game master is actually burdened
with a hundred players-it is easier for a trio or quartet to
reach satisfying harmonies.

With this Adventure Pack those harmonies should be reach­
ed quickly, for the Thieves' World anthology series provides a
perfect setting for adventurers, and the anthologies are them·
selves the cross-fertilized products of a joint venture vetY sim­
ilar to that of role-playing. We have striven to make useful
fINery part of this Adventure Pack. and to make every useful
part available.

Role-playing games are a cooperative and creative group
effort. Many different J?Oints of view are blended together
simultaneously, and imaginative experience is truly shared.

I would like to point OUt the people who deserve special
thanks for their parts.

Bob Asprin and Lynn Abbey were very cooperative in lend­
ing their pet project to our mercies. We solkited additional
writings from other contributon in order to flesh out details
we felt important for role-playingl.~twhich 'NeI'"e not import­
ant for the stories {yetI.

For instance. it was vital to have detailed descriptions for
the city and its parts. Most of thIS work was done by Midkemia
Press. That company is a pair of husband/wife teams who are
writers. scholars. and gamers. and whose professionalism is
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apparent in what they do. Not only have they done much to
make life in Sanctuary understandable and fun to play. but
they also met their deadline with precision (editon; reading
this will appreciate the pointl. April and Steve Abrams did
most of the city and area work, while Anita and Jon Everson
did most of the interior detail work. Yurek Chodak is responsi­
ble for addition details and the plan of the Vulgar Unicorn. the
Aphrodesia House. the sub-continent map. and several more.

The nine designers each are expert in the system to which
they contributed. Five of the nine were the original designers
of the respective systemsl Each made many suggestions con­
tributing to the fullness of the Adventure Pack.

Designers of other systems were invited to COI)tribute, but
either failed to supply stand-ins to do the work when they
could not. or else failed to meet the deadline. Some game sys­
tems were ignored because of anachronistic difficulties, or
because the system was relatively unknown at the time of
invitation. We hOPe to update Thieves' World with new sys­
tems as appropriate over the years to come.

Eight companies besides O1aosium Inc. contributed to the
project_ To the obseNer who thumbs through·these books.
company participation may seem passive and unimportant. but
each organization made efforts on be+'tcl1f of this supplement
beyond what could be expected.

Thieves' World has given me a good feeling from its concep­
tion to its completion. I hope some of that is conveyed to you
as well.

-Greg Stafford
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PERSONALITY SKETCHES Steve Perrin
Mary Beth Miller
Midkemu. Press

The following list of general descriptions features major
personalities from THIEVES' WORLD and TALES FROM
THE VULGAR UNICORN. Many of the great and powerful of
Sanctuary are passed by. simply because they have not been
sufficiently described in the anthologies to give our contribu­
tors a handle on how to describe them in any game system.
Most of these personalities are in the minor characters list
following these thumbrlail descriptions of the major characters.
The Minor Characters list gives names and short descriptions of
occupation or significance; \W leave it to your active imagina­
tions to flesh them out for your particular system.

Some of the major personalities listed die or otherwise de­
part Sanctuary in the course of the stories featuring them.
They have been described because you, the gamesmaster, may
prefer to be unhindered in either simulating the stories or
changing the history of Sanctuary. Bourne might not be killed
by the Prince. Masha might have to stay in Sanctuary, Smhee
might survive, etc. •

The Major Characters are in "alphabetical order, as arranged
in three groups.

The first group is the Prince and his Retinue and OHicials.
These are the invading Rankans who inhabit the Governor's
Palace, plus a few city functionaries like Captain of the Guard
Aye-Gophlan. These are the people you will meet if you move
in government circles or run afoul of the law.

The second group is the residents of Sanctuary, the citizens
and denizens who make up the majority of the picturesque
population of Thieves' World. From such stalwart citizens as
Melitot to the dregs of JUbal, they're all here. Also included in
most of the descriptions is a generic description of Jubal's hire­
lings, the Hawkmasks.

The third group is the transients, the passersby who mayor
may not be in Sanctuary at any given time. Among them are
Cappen Varra and Lythande, as well as caravan master Samlor
hil Samt.

The Minor Characters list is strictly alphabetical. Note as
well that the character names have not been pOt in bold type.

•

THE PRINCE. RETINUE,and OTHER
RANKING OFFICIALS

Arman the Hell HOtlnd - Arman Is an arro­
gant younger son of a poor noble who did
not have the temperament to become In
ollieer. As a Hell Hound, he is the sort of
policeman whose prisoners often die 'try­
ing to escape. or are injured 'rasini!'19
arren.' He follows Zalbar's orden with a
calCulated insolence just shan of insub­
ordination. Paradoxically, he is incredibly
impressed with the Prince and willing to
die for him. Arman is slim lind wiry, with
the distinctive Rankin nose he like. to
look down.

-Robert A$prin, v8!"ious stonn, both
volumes

Bourne - a large brown-haired man with a
bushy beard and mustache; he is one of
the Hell Hounds whO stayed in SlnctUlry
with tM Others. but more ambitious to
raise his SOCial POStition. This led him into
political intrigue against the Prince. His
role in the intrigue was discovered with
the help of Hanse Shadowspawn. and
Bourne was removed as a Hall Hound. He
can be used as I subersive 8IlI8inst the
Prince (havi!'19 escaped his death 8S a
traitor) or a Hell Hound {having been re­
instatedl.

-Andrew J. Offutt, 'Shlldo~wn,'TW

C.ptllin Aye-Gophlan - a 1000I boy who
made good by becoming an officer in the
Rankan mililary guarding Sanctuary. As
such. he is well below the Hell Hounds in
rank lind still retains most of the thief
Skills which brOY9ht him his commission.
His pon is the guard post 'I the corner of
Processional Way iPR61. He is a seasoned
wteran and quite loyel to the Prince be·
cause of his loyalty to the Empire. Aye­
Gophilln is tall and burlv. but running to
seed. His ~y is so low that ha can only
afford military dress, not civilian, so he
will be found in armor whl!1her on duty or
nOI.
-John Bronrl~r, Sente'fICft o( DeeM,' TW

o.nlis - the daughter of a high born but poor
nobleman and letS as lady-in-weiting and
confidante/lncilla to ltldy Rosanda. Molin
Torchholder's wife. She is Quite intelli­
gent and loves to mllnipylate other's lives.
WheneYe!' possible. she acts to manipy­
late Molin. who is mostly unaware of her
mecttinations. being thoroughly condi­
tioned to believe in Rankan male suprem­
8Cy. Oanlis is tall end slender. the cold per­
f&etion of her features and alabaner skin
belied by the gray ayltS and golden hair.

-Pou( Anderson, 'Glrv of Flying
Knives: TW

Prince K.s.ktthla. ImptIl'W Gonmo.- of SrI..·
1U~ - Is slim. In his late teens, idealistic
and enthusiastic. He is Illso intelligent and
has exceUent awareness of why he is where
he is. He is Quite fair, when it is possible.
The Prince was given the niCkname of
Kittycat by those contemptuous of his
diplomatic ~ther than tyrannical _YS.
His wife has mistic tendencies. so he
lT1lIinteins several concubines as well.

-Robert AsPrin, variou, ,romn, both
lIo1ufflft

Molin TOI"CN'loldw - the high pr;eSl and
templa architllCt of Savanklle who was
sent to Sanctuary with the Prince's nrtinue
to build 'suitabla' temples to the Aankan
gods. He originally intended the new tem­
ples to sur~ss the IIsig temples but due
to various IlYlIn1s he decreased his ambi­
tions. He is axtremely powerful. rich and
dedicated 10 the glory of hi. pantheon.
Molin is the perf&et sq~re1awed. long
nosed Rankan bureaucrat(priest.

-Lynn Abbey, The F~ o( OI,os,' 7W

Qng _ the oldest of the Hell Hounds and
the most stolid. He follows orders as best
ha can and is best et jobs which do nOI
need an active imagination. He is heavy­
set and unlikely 10 meet a difficulty with
anything more SUbtle than a drawn sword.

-RoMrt AsPrin. 1I11,iou, sromn, both
, lIo1ufflft

Raozkuli - the youngest of the Hell Hounds
and an ardent follower of lelbar. Both
have an immediate answer for all obstuc­
tions. the sword. blbar's POstition of re­
sponsibility has tempered him. but Ra~kuli
is impulsivelv violent. He is dark. slim. and
very quiCk. and is peniClJlarly proud of
his skills as an archer.

Robert AsPrin, 'To Guard tha
Guardiaru,' VU

Tempus Thales - the newest Hell Hound and
an anigmatic character dedicated 10 the
Rankan god of war. Vashanh. He has
been pledged to the god and can sometimes
speak to Veshanka. usually to quarrel. He
~8S been alive fOT" a least three centuries.
IS I master of all weapons and was granted
two gifts by the god-the ability to regen­
erate end the ability to mask his features
so that he cannot be recogni~ed. He hates
JUbal the slaver and hunts Jubal's hawk­
mMk$ wherevar ha may find them. E\I'8n
outside of Sanctuary. he despises all ma­
gicians. Because Tempys W811 sent to Sanc­
tuary on a s.pecial commission by powerful
interests In the capilal. Zalbar has very lit­
tle control over him. Tempus is 61S feet
taU and brutal-looking when he is not
masking his features. Normally he has long
blonde hair.

~nerMo"i" 'YMhanlra'i Minion.'
VU

W.agrin the Mer_ry - half-bother to
lUyra the seeress. They both had the same
father. a Rankan soldier who was cursed
by the S'Oan~o for seducing a S'Oanzo
woman. Walegrin feels himself cursed by
the same curse and his luck is rlrely better
than 50/50, good and bad, even though
Illyrl feels this is nonsense. Walagrin is
now wanted for desening his POIt, but this
may chlnge when the results for his hunt
for the formula for Enlibar Slnl become
known. Thera is no trace of youth left in
his features. He is 1811 and pale. his thick.
sun-bleached hair braided into four braids
bound by a bronze CIrclet. He cuts a I/ttfY
barbaric figure, and usually has at lealt
one of his mercenary company with him.
-Lynn Abbey, Tha Fruit of EnJibar,' VU



Kem,en the Purple Mage - e very POWIIrful
fl\IIge originally from Sha,ranpip, who IiVlll
(.lIhough many now lily he'l deadl on the
ill.nd of Shugtl'tee in the White FOIIl Rlwr
_I of SanetUilry. His IT'IiISSive UNwre
il ilCC8SSibll OIlly through hidden PfItM
gulH"ded by gianl beogil eran,glllni pcHSOI'l­

OUI spiden wtlQIl! venom hal no known
.nt>do~, and other nasty monlters. Milny
claim to hlIve methods or maps lor gaining
entrance, but few. it any. do. He is MWl"
_n ,n SanctUill'Y. All 01 hil CQnliICU ..e
through his $llYll9II Raggah _nll.

-Phifip Jog F.rmer, 'SPid,ul of dN
PtJrpI" AbglI, ' VU

Zalb.- - CNlt.in 01 lhe Hell Hounds ~ •
dediellted soldier ...Ith roothinog but dis­
dIIin lor the dty of Sanct~ry .00 111
eitium. He is scrupulously honest, root
_n lettinsJ his magieally-indueed IooIe for
Mynis 1_ Resid/fnul sway his iudlle'
menll too f .... blbitl's KfU'~ flee
underlil1e$ hIs honesty, _nd his hei9ht
malin him well known, even Iil'nOl'llil the
uniformed Hell Hounds. Even Tempus is
no U1Uer.

-RobKt~, ~OUlltories, both........

_4============================
HMIiem - the storytellll1' is.n exc:eUent stOry·

leller, • master 01 his c,alt. Old and wi.z·
ened, he is rool • Ihre" to .oyone .nd is
uni'lenally toloe'''ed, al '-_t in the ea...:...,
and the poorer __ ot the city. However,
as his employer JUBAl poinll OUI. people
often forget thilt one who IiIIIu so much
can .Iso hQr, making HlIkiem • v;lIluabte
spy. He frequenll the Baz_. selling his
stories for COPfJefI 10~ will listen.
He aKl also be found .t the llIrge wn.rf
when he il not c:n-t 011 by lhe fisher­
men, who Ihink he ItNII.

RobertA!.Prin. 'H.kiem's T6e: TW
W1dodHtn

RESIOENTS

Alten Stulw;, - an apothecary .• physiei,n·
hhlfor with a shop" WS2. He il not UilCt·
1'1 In Ilehlmist, for hil knowledge il 01
plann, root of magical potions. He CIIn be
relied on lor medieal advic:e Ind most
forms 01 drugs and poison antidolt!'l. He
doe$n't mention his poison trade and will
ohen attempt to have p,elly matronl of
lhe c,ty PfIy him for hil work wilh lheir
favorl rather Ihan Iheir money. Altln il
J!bout 35, 01 average lookl. He il dillin­
guilhabll on the streel by hil h"ler'
tunic and the staff he be'rs. now ehil,red
IIbout the lip.

-A.E. Villi VOVr, 7Jw Drum 01 rhfI
~,'VU

Amoll - M'slress of the Golden Lily (Lily
Gilrdenj ,he second molt POWII,tul maclam
on lhe Sireet of Red Lantel'"m and the
only eDnlender lor My"il' Ieadenhip. She
keeps; Mr girls dependent OIl Mr Ih,O\,Igh
lhew ilddietion fo krrl an .xpemiw drug.
ShI '110, is ilddictlld. Th'l often IeIds: he,
into CQntICt willl f,irly ,QU9h Iype!ll, since
IhI drug is not _Iy obtlliolld in lInY
ql.IlInlily. SIR is quick to correc:1 ,nyone
CQnfulinsJ her pIlIc:e with the Slippery Lily,
, hellhol. imide Ihi Mue ilsell. Rumor
h.iII it lhilt she lICtuaUy owns both estllb·
lishmenn. sending her broken-down girls
'0 the Slippery Lily when lhey no longer
~t thl st.ndards of the Lily Garden.
Though in a tough Irade 8nd CIYII, 40, lhe
hill fTIiInllge!d to keep much of he, h¥d­
edged beauly. He, maior W11lkntue1 Ire
her ilddiction and a cqneern for res.pect.
Threalening either wilt 'be met with im·
mediatl violence, supporting ellhlr will
gain her alliitanc:e.

-Joe HaJdt:miltl, 'Blood Broth""",' TW

Dubro - the quiet, huge smith of the BIll""
who proteetS ILLYRA end does most 01
lhe llIPlIir work lor the poor in the are'.
HI t\M 11nle opportunity for eornbiIt be­
QUill he is so obviously bit iII'ld st'ong
lhilt no one WilnlS to lighl him. He sped.
lIiius in whecl.irm, horse:shoelng lind
hou_es, but can repili, ""'eiIPOflI if_.

-Ly,m Abbey, "F~ 01 01_,' TW;
'T7Hr Froit 01 Enli".,.,' VU

E_ Vorl - COt"I5tdered by some to be: one of
the Ihree most PO't'OIIfful """llicians in lhe
Rank'n Empire. He can only be: idernilied
by h. rid, glowing eyes, "nee he il under
e CUt18 Whidl CllUIIII him to ehiInge shlIpe
,t unknown but f.irly Irequent intervals
boml lily once or more , dily I. He il teen
OIlly in voluminous robes and il 8 good
100.011 of information l"!giIrding anything
in Sanctuary he's interlllted in. He hill
been ,live for centuries and il not a fighte,
but II ....ry Quick with his 1$l'I1i1. HI lives
in a Pllati,l residence below Pyr"nil
Street in the Jewele,'1 Quarter. It il reo
ported to be guarded by 8"iliskl.
-John 8runflffr, 'Sen~01 Dearll, ' TW

He... Shadowspnm - a young, lUper'bly
skilllul thiel, often IIIIeO in Ihe Mille. He il
of iIVIIriI98 heigl'lt, il wiry and hill dark hilir
and eyes. He Ilways drlUll'l in dark CIOlh·
ing and has , h,II-do.zen or more weaponl
tQuirreled .bout hil body. A master Ikulk·
er and Ilitner8'. he can rob from the most
vigillnt without being clught, bUI will nol
fight unlllls forced to.

-Andrew J. Offutt, 'ShlldoWS/Mwn, '1W;
ShMiows Pawn,' VU

lIIyra - , h81f-S·O.nzo seeress and diviner.
Her magic only relds lhe PiIIt and future.
'nd she hn roo other ffiilgiCIIJ abilities. She
is young .ne:! somelhing of ,n OU1Cl1S1 be­
CilUM! lhe other loCiIll don't trust the
S'Oan.zo gypsies and the S'o.nzo don'l
lrult the hillf-brleds. She seems to "- in_
herited the S'o.nlO lQ'Ying lbilities in
lull. Her ditriniltiot'll e~YI give indie&­
tiorui 01 the fUlu,. bul nol absoIu~ pre­
dictions. She is 11'>1 OIlly known S'O,ruo
who CIIn ilCCUrately Pl"edie:t lhe near·
future. She works in the Baaa, and lives
with Oubro lhe 1ITl;lh. She MWl" goes OUt
in PUbliC: without lh1 hNYy makeup and
voluminous skiru of , S'OanlO crone, but
she il ilC!ueUy younog, lithe and vibrant.
She il dilrk~aired and M'lIr1hy-skinned
like all S'OiInzo.

-Lynn Abbfly, 'The F«:I 01 01'01, '1W;
-7/'1. Fruit 01 Enlil»r.' VU

Hewkmaks - JUbll'l ITrongarm crew 01
conscienc:elllli merc:enlries il responlible
10' much 01 his power In Sanctuary. These
men and women wear blue hawkma$kl
when on buslnllU 10 that they eanODI be
positively identified. They are well-paid
a~ Ihe Iinest selilwords Jubal's money ea;
buy, 'nd lheir mor,le il high. The average
cit;ZIl1l lor even city guardsmanl stll?l
aside when a hawkmask IWltlIlI'IIrs by.

Jubal - blilCk-skinned master 01 the cr;mi",1
world of SenctUilry. former 11_ and gllld·
lator. He is rniIIter 01 ,Imosl 'ny corrwnon
_apon end, few thill .,e not so eommon.
Jut.l rose from being lin IXIr_dinilry if
eommon Ihiel 10 lTIiISlet" of nearly ,II the
illegal and e few legel lICtMtilrs in S8ne:tu­
ary. He m.a<ntllim , loroe 01 CUl1mOllU
hidden in blue l\ewk mMks to do his diny­
work. They are referred to 81 the Blue
Hawb or H8WlcmBks. Although ,Imost
Iilty 'Ie.... old, he il It ill a maldl lor ,I·
most anyone in • fight .nd is willing to
do his own work if MId be. He is the un·
offic:illl Mayor of Sanctu.ry. and ma;ntainl
,n extenlive network of spies throughout
the city. He is thl n'IiIjo, k,rlwpplier for
Amoli. One 01 the few blKkl in Sanctu'
IrV, h;s massive height and wo,ldly bearing
would set him apart In a limilarly hued
crowd.

-R~rtAsprin, 7he PriCfl 01 Doing
8usiness, , TW;' 70 GUlIrd rile

, Guardianl, ' VU

Kurd - lhe viviMlCtiOllist. An immigrant from
R .....ke. driven OUt 01 there by Zil1bal
lhe Hell Hound. who took olfenM! to hil
UMt of Ilaves for hil experimenll. He il
, man of vision and, lilCking modern
equipment, limply CUll people aPfln to see
how Ihey tick. aU with the onensive goal
01 furthering medical knowledge. Kurd il
aboll! lilt 'I , his cadaverous body Ihows the
neglllCt in clothes and grooming 01 a man
dedicated 10 his avocatIon; hil Ik.le181
fingers have e Quick dellte';ty.

-RobfIrt Asprin, 70 GUlrd til.
Guardi.nt,' VU

'.
MeshiI ;rel-lneel - a short, wiry WOtI'IlIIn, I

good midwife who menll lwIing to PlIY
half he, fee to a doetor who sill in the
ouuidll room and gives advice if ,nythlng
goes -ong. She also makes felM leeth eod
i-Iery. Mashillives ;n the Mille with he,
mother W81lu, her ev'III"-<!,unk husband
Eevroen. 'nd her tvrfO lil1le girh, Khiem
eod H,ndoo. Originally. her pe~lI_e
I,i,ly .!fIUet'lt merehants, bul they went
broke when the ClIl"iPIIIOIn~ coming
10 SanClUilry regularfy and Mashil IiIflk
to lhe IeYeI she is now in. She hn managed
to keep her higher.clilSsgood looklth,ough­
out her downflll.

-Philip Jo# Farmer, 'SPiden of tha
Purplfl !fbgfI, ' VU

Malter Melilol - a fal. dillk, 9reiIIV fJ\Inuch
lIJIICiali.zing in fo,ge,y, blilCkmeil and
'.'nllationl. 8'1 blackmail 'nd dlceit, he
hIS become the foremoll scribe in Ihe
city, making hil own paper and Imploy­
Ing lOme score of lranslllori who can
translate ell known tongu~. Thankl to
previous services rendered the Governor,
he il also lCI"ibe by appointment to Ihe
Governo, 01 sanctuary. His scripto,ium
il 10000tfl'd ill PR I .
-.John 8runfHIr, 'Sentenetill 01 tH'dl,' 1W

Miz..itft - one 01 lhe molt power1ul mlIgIIII in
Senctu...y. He il .n old man who rarefy
ventures Irom his home. He is amor,l by
society's IIltOda,ds, bul will make deilil
eod uw,lIy keep them. Mi.z..ith depends
on long, semi-permanenl spe:lll'nd CUfM!l,
whictl he mlIintllinl by tapping the powerl
of lesser n\IIgIII_ He hallhree SOOI, Stlllab,
Nestepn, Milrype, whom he's tr,ining
in lhe family buSiness. Marype, however
;1 the youngest and ctIiIllII ill the pace of
treinlng. He is c:oYIIrtly deilling wilh Mi.z­
,aith', lTIiI;n riv;lll, Marltmo,.

-.Joe HlIIdemiltl, 'Blood 8rodN,.." • TW

Myrt. - the most power1ul madame on the
Streel of Red Lanterns and itl uncrowned
Queen. She runs the Aphrodisi, HOUIII,
the cillsiest bordello in $&nctuery. She il
II old ill LVTHANOE and il kept young
through LYlhande'l ar1l. The only lign of
he, iI9I is her grey hair. She is very pro­
t8'Cti\le of her girls. Plrticularly the young·
er onlll who lire not yet working in rooms.
Myrtil no longe, sleeps with her cUllomers.
except perhaps onc:e with blbsr Ihe Hell



BUllerfly - a housemateof JAMIE THE REO.
-Paul Anderson, 'Gata of FIring

Knives,' 7W

Oyon - a young novitiate priest of 115. Crip·
pled from birth, he was telt with the
tempte by his poor parents and raised by
the churCh. He ;s ex:tremely devout and
unworldly. He delights in running errands
for the Tempte heirart:hy and is stowly
being introduced to the Temple secrets.

-Lynn Abbey, unpublished 50urce

Cushatlain- the customs inspector and friend
of Shive the Chenger and in the pay 01 the
League of Changers (fences). He is a good
sour<:e 01 information about the goings­
on in the tower-class areas of the city.

-AndrewJ. Offutt, 'Shadow:pawn: 7W

Corellia - Ihe Heart of Sabellia, one of the
lew female inquisitors for the canonicat
courts 01 Molin Torchllolder.

-Lynn Abbey, 'Getring BU5ted in
in SoJncruary', Book 2

Coricidius - the Print:e'§ Vizier, carries the
jade copy of the seat of the governor.
He Is the overseer of the town's trade,
and is assiduou§ in combing the town for
violators 01 the tariff taws. He hates his
end-of-the-road position and takes it Out
on the town. He can be distinguished
by the perpetual sneer on his lips,

-Lrnn Abbey, 'Palm GrellSing:,'
Book 2

Cortas - the camel dealer maintains an
office in his home. set against the wall
of the Ba~aar that borders the Governor's
Palace. His tendency to keep aillng or
very young camels in his back rooms is
not panicutlJfly appredated by his neigh­
bors. Happily lor him, Corlas llH:kli a sense
of smell, which may llCcount in part for
his true love of his camels. He keeps most
Of his stoc:k in the animal pens along the
White Foat River; his camels are quality
stock and command e good price. Of'le of
his major t:ustomers is Caravan Master
SAMLOR HIL SAMT !see Major Charat:­
teTS!.

-Andrew J. Offutr. 'Shadowspawn: 7W

Eno;r _ servantmaster for LASTEL.
-Joe Haldemsn, 'Blood Brothers', 7W

Eevroen - alCOholic husband 01 MASHA.
-Phitip Joss Farmer, 'Spiders of the

Purple Mage', VU

Cylene - a prostitute at tht! Aprodlsia House,
and one of MYRTIS' most trusted girls.

-Christine DeWees, 'Mrrti$: TW

Gage - tongueless e,.much belonging to
AMOLI.

-J06 Halrieman, 'Blood Brothers', 7W

Gordonesh - Archpriest of IIs;n sanctuary.
This worthy patriarCh is old and almon

Gelicia - the madame of the House of Mer·
maids, a prosperous and exotic house on
the Street of Red Lanterns, She is a sup,
porter of MYRTIS, the lellder of the mao
dames on the street, and is atways on the
tookout lor new and unusual talents.

-Andrewi Offutt, 'Shadowspawn:. 7W

Gonfred - the onty honest goldsmith in town.
-Lrnn Abber, 'The Fruit of Enlibar,' VU

Arnbutta - a young gill who carries messages
lor MYRTIS.

-Christine DeWees, 'Mrrti$,' 7W

Ahloo shik Mhanukhee - a rich merchant of
Sanctuary.

-Philip Jose Farmer, 'Spiders of me
Puple Mage,' VU

MINOR CHARACTERS

Antelope - young SOn of the S'Danzo seer
MOONFLOWER,

-Andrew J. Offut, 'Shadows Pawn, ' VU

Athavul _ a young thief who always dresses
in blat:k. He is cocky and about as subtle
as hives.

-Andrew J, Offutr, 'Shadows Pawn.' VU

Bert:y - a young girt bespeHed by RABBEN
HALF·HAND to lind out LYTHANDe-S
secrel 01 power.

-Marion Zimmer Brsdley, 'The Secrer
of the Blue Star,' 7W

Blind Jacob - a fruit seller in the Bazaar,
Although he is evidentally comptetety
blind, his fruits are 01 Ihe beu, eYen oc·
casionally induding the famed Enlibar

Smhlle _ a minor priest of the foreign goddess.
Weda Krishtawn, seeking the PURPLE
MAGE for forsaking the goddess. He is
easity re<:ognized by his stench, which is
due to the rancid bUller t:QYering his entire
body la religious ritel. He is a short man
with thin arms and I~. but a bullerball of
a body. He can be fOYnd almost anywhere
in Sanctuary, usoally surrounded by peo·
pie rapidly moving away from him I
Smhee's real name, totany unknown in
Sanctuary is Rhan.dee GIlee. He lives OYt·
side the Maze in the Diving Bird Tavern
and never laCks for cash. Over the years
ha has; become a skilled assass;n.

-Philip Jose F.rmer, 'Spiders of the
Purple Mage,' VU

..
TRANSIENTS

O".Thumb - tha proprietor of the Vulgar
Unicorn. a rowdy and poputar tavern 10'
cated in the middle of the Maze. &Cross
from the ruins of Heqt's temple. One'
Thumb is 8 large, heayy man whose lltC:k
01 hall a thumb gave rise to his name, He
teads a double life, unknown to any but
Mizraith tsee above, Mizrailh maintains a
spelt on One·Thumb that wilt"cause any·
one kitting him to burn lor eternity). As
Lauet, his atter~, he maintains a very
rich res,dence above the Jeweler's Quarter.
which t:onnecu by tunmlts with the Lity
Garden latso t:alted the Golden Lilyl run
by Amori lsee aboyeL As Lastel, he sodat­
'zes and t:onniyes w;th the weatthy mer­
Chants of Sant:wary; as One·Thumb, he
keeps an eye on the doings of the tower­
ctasses. He often supplies Amori with the
krrf §he needs and deals in other illegal·
ities, including occasional assassinations.

-Joe Haldeman, 'BIQlX/ Brothers,' 7W

Cappen Varra - the minstrel is known {some
say jokingly) as the 'only honest man in
sanctuary.' He is stirn and wiry, with long
dark hair and btue eyes, a romantic lad
allempting to lind his lortune without
spending too much effort to maintain it.
His poetry and music are his greatest skills
but his rapier ;s not to be sneered at. He
has atso been gifted with an amulet which
may giYB him prote<:tion againn magi<:::
il he can say three truths about the origi­
nator of the magic. Sanctuary has a
nrange attraction for Cappen. and he will
often leave, only to return severat months
tater. He is originally from the city of
Caronne, an<! has as big a weakness lor
beautiful women as they do lor hirn. He
is a good minstret. but woutd rather flirt
than work. He is a drinking buddy of
JAMIE THE RED.

-Poul Ande~im, 'Gate of Flying
Kn'-","'. TW

Cime - the hartot assassin, has old grey eyes.
a figure thickening a touch past yOYth,
and silver shot hirir. She is the sister/lover
01 TEMPUS. Once they were young and in
tove. Then gods and archmages and ven­
geance rode into their lives and for over a
hundred yea,., they have been without
love, he in the service of a god and she in
that of revenge. Cime is bound by a vow.
Her secrel is that she may own no debts
and take nothing excepi she pay lor it.
Her sole goat in life is to ,lay sorcerers.
That is all she does. She would love
Tempus again but believes they have hurt
past 10Yi'! and that his god has damned him.

-Janet Morris, Vashankil's Minion:' VU

Jamie the Red - is a tatl, square shouldered,
nordic barbarian Irom the Nonhern Moun·
tains. whose hair gave rise to his niCkname.
He maintains an apartment in the Jeweter's
Quarter where hi§ two women live tof
whom he is quite jealous!. He is usually
ready for 8 brllWl or a drink, depending
on his mood. Although appearing initially
dumb, he has some education from the
COlJrt of the mountain king, his father.
His rank at home is equivalent to High­
land Chief.

-Poul Anderson from IJ descriprlon by
Gordon Dickson, 'Gate of Flying

Knives,' 7W

================================5 =
Hound. She is 111$011'18 miureu of the tun· J.rvftflil _ 01 Forgone" Holt, II thin dark. oranges. This is due to his multitude 01
neh which 'lin beneath the walls 01 sane- haired girl with many visible and some in- contacts with the merchants in Sanl.luary
tuary. visible scars, who worked lor MASTER whO take care to see he is happy. Jacob's

-Christine DeWees, 'Myrtis,' TW MEll LOT when she first came to Sanetu- llerv successful sideline is blllckmiJil. lor
Marion Zimmer BrMJley. 'The Secret ary. Her younger years were spent seeking which he maintllins 8 virtual IIrmy of

of lht! Blue Star,' TW revenge on those whO sacked lind burned urchins who spy for him.
her home in the village 01 Holt. This she -Lynn Abt.y. 'The Fruit of Enlibar.· VU
found Wilh the help of ENAS YQR L.
She is II bright girl with II Quick wit and II
realistic view of the world, She now acu as
a roying repre$l!nlatiye 01 Master Melilot
and other SllOctuarian merchanu.
-John Brunner, ~nteflCflof Dea'th,' 7W

Lyth.nde - a tall. §tender, grey·haired prieSt
of the sect of the Blue Star. She rarely
uses her powe,., openly but is capabte of
any known mltllic throygh tha use of the
blue nar tatooed on her forehead. She
must hiete the fact that she is f~le. for
if anyone di$COve,., the fact. her power
becomes theirs, She has sworn neyar to
eat or drink in front 01 men and substi·
lUtes smoking tobacco, marijuana, or
whatever else innead.

Marion Zimmer BnKJ1er, The Secret of
the Blue Srar, '7W

SIImlOl" hil SIImt - a merchant with the tricky
profession 01 caravan master. During his
career he has b«ome a first-rale fighter
and minor magician. He is relativety honen
and totally ruthless. He trayels to Sanctu·
ary only rarely, preferring to pty tha more
profitable canlYlln route through the
mountains. Samlor is brollc:ll8l:ed, broadly
built, and pale, perpetually sunburned and
never Ianning.

-Ch...id Drske, 'Godchs$,' VU
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KnHl!. He is rarely wen on the nrft'T."
working entirely through his High·Flamen.
Hauoan. Aft&< the events of 'The Gate
of FlyiJl9 Kniws: he relied on Mikon, III
f';lamen who dabbles in sorcery and rabble­
rousing.

-Lynn Abbey, unpublished source

H3IIkon - a sweets ~ndor In the BazM'. pop­
utar with the vendors as well itS btlyers.

-Lynn Abbey, "FTlIit o( Enlibar', VU

Hadoo - three year old daughla. of MASHA
ZIL·INEEL.

-Philip JOII1 Farmer, 'Spiders of the
PurpJ8 M8ge', VU

Hatroah - High-Flamen of the temple 01 lis
-Paul Anderson, 'Gatl' of Flying

Kni~·. TW

Honald the Gatekeeper - this man and hi,
'amily control entry imo the Governor's
Palace. He is the man to bribe if you need
~ to the grounds, and again 10 bribe jf
you'd rather no one else knew about it.
He is Iisig, end doesn't much care who
goes in or out, il$long as he is paid.

-Lynn Abbey. 'Palm Greasing:.'
800*2

Jutu SlUlwig - OJ herbill healer murdered mys­
terioosly four years before. Beliewd to
haWl been killed by VASHAN~, Father
of ALTEN STULWIG. •

-AE. Van Vagt, Thll DrY!NJm of me
Soreereg, ' VU

Kalem - a huge eunuch employed as body­
guard and boul'lcer at the Lily Gardel'l,

-J~ Hllfdeman, 'Blood Brothe~,'1W

Kheem _ five year old daughter of MASHA,
-Philip JO$B Farmer, 'Spide~ of the

Purple Mage, ' VU

Kilite _ The Rankan Emperor's chief adviser.
-Ro~rr~rin, 1nuodUc~on,'1W

Kodrix _ the Cirdonian noble family of
which SAMLOR HIL-5AMT and SAM·
LANE lire members,

-DiJllid D",ke, 'Goddfls,' VU

Ledy Ros.anda _ Motln Torchholder's scatter­
brained wife, and is oM abol/ll accepting
flirtations from goodlooking men. She is
blonde and zoftig, the perfect Rankan or·
namental con$Ort.

-Pool1.",ferson, 'Gare of Flying
KnillfU, , 1W

Ught 01 Pearl _ II housemate 01 JAMIE THE
RED.

-Pool Anderton. 'Glre of Flying
Kni'llf!f.' 1W

Urain - one of the sewn concubintlll of
PRINCE KADAKITHIS. Discovered Wi a
plotter against the Prince through infor·
mation supplied by SHADOWSPAWN.

-Andrew J. Dffun, 'Shadowwawn.' 1W

Loo'la - a neighbor of MASHA'S.
-Philip JoslI Farmer, 'Spiders of me

Purple Mage,' VU

lu·Broca - Ihe Major·Oomo, the man to see
10 arrange legitimate interviews, or to be
snuggled into Ihe Palace itself. He, too,
is llsig, and has been in Sanctuary sioce be·
fore the Ranuns arrived. He has keys for
locks the Rankanli never heard of.

-Lynn Abbey, Palm·Gre&ing:,'
Book 2

Lycansha _ a CAOITE prostitute in the
HOUSE OF MERMAIDS.

-Andrew J. Offurt, 'ShadoWfPaW1l.' 1W

Maim - one of WAlEGRIN'S lieutenanlS.
-Lynn Ab~y, The Fruir of EnlitNJr, ' VU

Markmor - a magician considared by MIZ­
RAITH to be the second mOSt powerful
$Orcerer in Sanctuary.

....Joe Haldeman, 'Blood Bromers,' TW

Marype - youngeSt and man ambitious son
of the JOrcerer MIZRAITH. secret con·
spirator wilh MARKMOA.

-Joe Haldemiln, 'Blood Bramer" '1W

Medes - The Fin of Valihanka, an inquiliitor
lor the canOl'lical coun of MOUN TORCH·
HOLDER.

-Lynn Abbey, 'Gl!ltring BI/sred
in s"nctuary,' Book 2

Mernorad, Doctor - a doctor who attended
Ihe prtlQl'lancy of SAM LANE. wife of
REGl!.

-Dallid Drab, 'GodtJeu,' VU

Mignureal - thirteen year old daughter of
S'Danw seer MOONFLOWER; diminul·
live for it is Mignue.

-AndrewJ. Offurr, Shado_Pawn,' VU

Mikkun _ • successful meat merchant with a
wide eliel'llele.

-Olrirtine DeWees, 'Mynis,' 1W

Moonflower - the only full S'Danzo who still
befriends ILLYRA. She 110 a competei'll
fortuneteller, though not 8S accurate 8S
lIlyra, 8nd cannot predict the near future.
She IUpports her husband and several
children with her fortunetelling: unlike
lIlyra, Moonflower has the full bulk of
a proper S'DanlO crone. SHADOWSPAWN
ohen consults her.

-Lynn Abbey, 'The FlICtJ of OIi1O$, '1W

Mar-Am 8nd Moria - 8 brother~ister team of
sefl-swords employed by JUBAL.

-Roben Asprin, 'The Price of Doing
Business." rw,. 'To Guard the

Guardians, ' VU

Mungo - a street urchin. A leader of vendet­
las and gang wan.

-Robert Asprin, 'The Price of Doing
B'Jliifl6#, '1W

Nadeesha, Doctor - a doctor speclali'ling in
diesases of Ihe rich. Often emploYli MASHA
M a midwife.

-Philip JO$B Farmer, 'Spiders of the
Purple M~,' VU

Nemis _ a herbal healer sometimtlll recom·
mended by ALTEN STULWIG.

-AE. Van Vagt. 'The Dream of th.
Sorcereg,' VU

NtllItaph - one of Ihe three sons of Ihe sor·
ct!rer MIZRAITH.

-J~ Heideman, 'Blood Brothen, '1W

Rabben the Half-Han'ded _ a magician and
BLUE STAR edept who is so named be·
cause he il missing 2% fl"9t!rs from a duel
with LYTHANDE.

-Ma"ion Zimmer Bradll!lY. 'The Secff!r
of me Blue Srnr, '1W

Ran-tu - leader of Ihe street urChins and a
pickpocket hirrnelf. He frequents the
Bazllllr and can ,Iso be found In WtllIt­
side or the Maze. He frequeotlv offers to
guide visitors lor a price.

-Robert A$prin, 'Introducrion,' TW

Rashan - The Eye of Savankal8, an inquisitor
for the temple of Sal/llnkala under MOLIN
TORCHHOLOER.

-Lynn Abbey, 'Gerring Busted
in Sanctuary,' Book 2

Regli - Rankan afistocrat, currenl Master of

the Scrolls in Sanctuary, husband of
SAMlANE. Young, foppish, self-impor­
tant, and totally htcking in the courage
al'ld fortitude which made the Rankan
Empire paramount 01'1 the conlinent.

-Dallid Drake, 'GOOde",' VU

Ron·Revenant - the Governor's Adjudicator,
carries Ihe amber seal of Ihe Governor and
hears most of the civil court cases brought
before the Prince. He ,Iso anends ,II cap·
ital puni,hmenu to be sure they are car·
ried out cor~ly. He Is knowl'l as incor­
ruptible and very btlsy. His scribes, clerks,
prOllOstS, etc. do not share the reputation,
though he tries to keep an eye on them.

-Lynn Abbey, 'Gl!lrting Burted
in s"nctuary,' Book 2

Runo - one of WALEGRIN'S lieutenants,
murdered in lhe Mue.
-Lynn Abbey, 'The Fruit of Enlibar,' VU

Saliman - Chief lieutenant to JUBAL and
master 01 his espionage force.

-Robert A$prin, 'The Price of Doing
BUlOineu,'1W

Samlane - Cirdonian noblewoman, sister of
SAM lOR HIL·SAMT and wife of REGl!.

-Dallid Drake, 'GOOdeu,' VU,
Shive the Chal'lger - one 01 the beller-known

moneylenders, pawnbrokers and fences in
the Bazll8r. l;Ie Is one of the members of
the League of Changers and is on good
terms with CUSHARlAIN, the customs
inspector.

-Andrtlw J. Offutr, 'ShadOIN$pflWfl,' TW

Shkeedure sha·Mi'll - a riCh farmer living sev·
eral hours journey outside the city.

-Philip Jose Ferml!lr, 'Spiders of the
Purple MIIfII!l,' VU

Shmurl - caretaker of the tenement that
MASHA liYtlli in. Very protective and con­
ct!rned about strangers entering the build·
ing.

-Phllip Jose Farml!lr, 'Spider of me
Purpll!l Mage,' VU

Stefab - One 01 Ihe three sons of the JOrcerer
MIZRAITH.

-J~ Haldeman, 'Blood Bromers,' TW

Stilcho - Master of the Equerry, goes beyond
his nominal dutieli lIS stable master 10 run
a thorough spy nelWOrk throughout the
Palace grounds. If you wan! to know
what's happening, or to cause something
to happen, nudge Stilcho.

-Lynn AbMy, ~Im-Gff!/J$ing:,'
Book 2

Taya - one of PRINCE KAOAKITHIS' con·
cubintlll. She is young, beautiful and bored
and although always accompanied by at
leWit one guard, is nOI above picking up a
goodlooking man for an evening.

-Andnlw J. Offurr, 'ShadO!NSP8W11, '1W

Terryle - the Tax: Collector, the man who
collects all the non-tariff taxes. He is the
po51tll1JOr of the unicorn-horn seal, and is
perhaps Ihe most detested man in Sanctu'
ary.

-Lynn Abbey, 'Palm·Grf1/J$ing:,'
Book 2

Thrusher - One of WALEGRIN'S lieutenants.
-Lynn Abbey, 'The Fruit of Enlibar,' VU

Two Thumb - a bartender who replaced ONE·
THUMB in the Vulgar Unicorn when he
disappeared. He is alJO known as BUBOE.
-Lynn Abbey, 'The Fruit of Enlibar,' VU

Wallu - fifty year old mother of MASHA
-Philip JO$B Farmer, 'Spider$ of me

Purple Mage,' VU
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INTRODUCTION
TO THE

STATISTICS
The game system statistics are given alphabetically by game

system. All the ADVANCED OUNGEQNS&DRAGONsestatis­
tics are before the Adventures in Fantasy statistics which are
before the Chivalry & Sorcery. statistics, and $0 on. Within
each game system section there are short essays explaining
how to adapt Thieves' World to that particular system, fotrow­
ed by character descriptions. Each set of character descriptions
is arranged in three sections: Prince, Retinue, and Officials.
followed by Residents of the city, in turn followed by Transi­
ents in the city.

Most of the systems also describe some of the more promi­
nent monsters and gods of Sanctuary. for those of your play­
ers who want to bl"ave the Sikkintairs with Jamie the Red,
to steal away the treasures of the Purple Mage, or to dare the
bed of Azyuna.

Not all the included systems depict the same characters or
the same number of characters in their statistics. What was or
what was not useful for the· game was a decision left to the
authors; we did not dictate a particular list of characters. For
this reason, as well as for the intrinsic interest of the many
prefacing and appended notes, we strongly suggest that game­
masters thumb through all of this book. This material was pre­
pared by some of the keenest minds in role-playing-GMs wilt
discover useful ideas on almost every page.

In the Appendices is a list of the stories from THIEVES'
WORLD and TALES FROM THE VULGAR UNICORN, giv·
ing the author and noting what characters first appeared in
what story. Many characters, of course, also appeared in subse­
quent stories, but this list will help any gamemaster intent on
his or her own research into the byways of Sanctuary. Hakiem

ADVANCED D&D'"u_.ncesoh,ck
In general, the world of Sanctuary is very similar to most

AD&D™worlds. The character classes are evident everywhere:
fighters abound, in the service of prince and crime lord; thieves
lurk in every shadow; awesome magic-tlsers manipulate tremen,
dous forces; clerics enjoy direct connections with their gods,
and receive aid and instructions therefrom. It is well-known
that magic weapons and armor exist, and that magic amulets
can protect you from evil influences. There are penals to other
planes. The very city is undermined by a honeycomb of dun·
geon passages,

The only reat rules problem area is in grafting the AD&[)TM
magic system onto Thieves' World. This is made harder by the
fact that there is no consistent magic system in the stories
themselves. Enas Yorl's magic of object activity does not mesh
with Mizraith's magic of sustained charms, which does not
mesh with lythande's magic of drawing upon the collective
knowledge and power of the Blue Star Order. which does not
mesh with the Purple Mage's magic of mechanical similarity.
(Not to mention the S'Danzo seer or clerical magic.) ,

There are two ways for a referee using the AO&[J"Msystem
to handle this dilemma: the OM can try to invent a variant sys·
tern to handle each of these various magics, or the OM can
simply lay the framework of AO&DTM spellcasting over the
abilities of the various characters, and adjust where absolutely
necessary. For the sake of ease and uniformity, the statistics
herein were prepared using the latter method. This is not to
discourage anyone with the time and inclination from actually
working out the different magic systems. However, new sys­
tems cannot be recommended for use by player characters
until they have been extensively playtested with NPCs.

O1aosium Inc. extends itll thanks to TSR Hobbies, Inc. for pennis­
sion to use the materials, prepared by Lawrence Schick and included in
this work, in a fonnat based upon TSR's ADVANCED DUNGEONS &.
DRAGONST,11.1. Game System.

ADVANSJD DUNGEONS &. DRAGONST.M., ADVANCED D&'OT.M.
and AD&rY' 'are trademarks owned by TSR 1I0bbies, Inc. and uscd by
permiMion.

AD&DT.M. PIoyers Handbook Monster Manual. Dungeon Masters
Guide. DEITIES &. DEMIGODST.M. Cyclopedia; TSR Hobbies, Inc.,
P.O. Box 756, Lake Geneva, Wisconsin, 53147.



- 8 '=~===:::::::=====::::::~:::::=============~===DO PRINCE, RETINUE and OFFICIALS 0 0 KADAKITHIS (Prince of the R.nluln Empire, Governor of
S1nctUaryl

ARMAN lHell Hound)

STRENGTH: 18/15 (+1, +3)
INTELLIGENCE: 14
WISDOM: 9
OEXTERITY: 16
CONSTITUTION: 17
CHARISMA: 13
ARMOR CLASS: 2 (chain

mail and dex bonus)
MOVE: 9"
HIT POINTS: 50
NO. OF ATTACKS: 1
DAMAGE/ATTACK: 1-81+3)

or by weapon type

sPECIAL ATTACKS: Nil
sPECIAL DEFENSES: Nil
SIZE: M
ALIGNMENT: lawful nw-

tral (tending toward eviH
CLERIC/DRUID: Nil
FIGHTER: 6th level fighter
MAGIC-USER/ILLUSION·

1ST: Nil
THIEF/ASSASSIN: Nil
MONK/BARD: Nil
Anack/Defense Modes: Nil

STRENGTH: 11
INTELLIGENCE: 17
WISDOM: 12
DEXTERITY: 15
CONSTITUTION: 12
CHARISMA: 13
ARMOR CLASS: 9 (4 when

outfitted for combat)
MOVE: 12" (9")
HIT POINTS: 12
NO. OF ATTACKS: 1
DAMAGE/ATTACK: 1-8 or

by weapon type

MOLIN TDRCHHOlDER

SPECIAL ATTACKS: Nil
SPECIAL DEFENSES: Nil
SIZE: M
ALIGNMENT: Lawful good
CLERIC!DRUID: Nil
FIGHTER: 2nd level fighter
MAGIC-USER/ILLUSION-

IST: Nil
THIEF/ASSASSIN: Nil
MONK/BARD: Nil
PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

AYE·GOPHLAN (CapUlin of the Guard)
SIZE: M
ALIGNMENT: Lawful

neutral
CLERIC/DRUID: 8th level

cleric ...
FIGHTER: Nit
MAGIC-USER/ILLUSION·

1ST: Nil
THIEF/ASSASSIN: Nil
MONKlBARD: Nil
PSIONIC ABILTIY: Nil
Attack/Defense Model: Nil

STRENGTH: 12
INTELLIGENCE: 11
WISDOM: 12
DEXTERITY: 15
CONSTITUTION: 15
CHARISMA: 10
ARMOR CLASS~ 5 (scale mail

and dex bonus)
MOVE: 9"
HIT POINTS: 25
NO. OF ATTACKS; 1
DAMAGE/ATTACK: 1·6 or

by weapon type

SPECIAL ATTACKS: Nil
SPECIAL DEFENSES: Nil
SIZE: M
A.LIGNMENT: Neutral
CLERIC/DRUID: Nil
FIGHTER: 4th level fighter
MAGIC-USER!1LLUSION-

1ST: Nil
THIEF/ASSASSIN: 7th level

thief
MONK/BARD: Nil
PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

STRENGTH: 14
INTELLIGENCE: 16
WISDOM: 17
DEXTERITY: 12
CONSTITUTION: 16
CHARISMA: 15
ARMOR ClASS: 10
MOVE: 12"
HIT POINTS: 40
NO. OF ATTACKS: 1
DAMAGE/ATTACK: 1·6 or

by weapon type
SPECIAL ATTACKS: Nil
SPECIAL DEFENSES: Nil

He reserves spe//<:8SCing for serious or emergency IitUlltions,
but he has been known to use Divination and Bestow Curse.

BOURNE (Hell Hound)

STRENGTH: 16 (0. +11
INTELLIGENCE: 13
WISDOM: 9 ..
DEXTERITY: 14
CONSTITUTION: 16
CHARISMA: 14
ARMOR CLASS: 5 (chainmail)
MOVE: 9"
HIT POINTS: 3S
NO. OF ATTACKS: 1
DAMAGE/ATTACK: 1-8 (+1)

or by weapon type

DANlIS

STRENGTH: 8
INTELLIGENCE: 18
WISDOM: 13
DEXTERITY: 14
CONSTITUTION: 14
CHARISMA: 16
ARMOR CLASS: 10
MOVE: 12"
HIT POINTS: 3
NO. OF ATTACKS: 1
DAMAGE/ATTACK: 1-4 or

by weapon type

SPECIAL ATTACKS: Nil
SPECIAL DEFENSES: Nil
SIZE: M
ALIGNMENT: Neutral evil
CLERIC/DRUID: Nil
FIGHTER: 5th level fighter
MAGIC·USER/ILLUSION·

1ST: Nil
THIEF/ASSASSIN: Nil
MONK/BARD: Nil
PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

SPECIAL ATTACKS: Nil
SPECIAL DEFENSES: Nil
SIZE: M
ALIGNMENT: Lawful good
CLERIC/DRUID: Nil
FIGHTER: 0 level human
MAGIC-USER/ILLUSION-

IST: Nil
THIEF/ASSASSIN: Nil
MONK/BARD: Nil
PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

QUAG (Hell Hound)

STRENGTH: 15
INTELLIGENCE: 14
WISDOM: 16
DEXTERITY: 15
CONSTITUTION: 16
CHARISMA: 10
ARMOR CLASS: 4 (chain

mail and dex bonus)
MOVE: 9"
HIT POINTS: 43
NO. OF ATTACKS: 1
DAMAGE/ATTACK: 1-8 or

by weapon type

TEMPUS (Hell Hound)

STRENGTH: 17(+1, +1)
INTELLIGENCE: 18
WISDOM: 16
DEXTERITY: 18
CONSTITUTION: 19
CHARISMA: 15
ARMOR CLASS: 1 (chain mail

and dex bonus)
MOVE: 9"
HIT POINTS: 90
NO. OF ATTACKS: 2

SPECIAL ATTACKS: Nil
SPECIAL DEFENSES: Nil
SIZE: M
ALIGNMENT: Lawful neu-

tral (tending toward good)
CLERIC/DRUID: Nil
FIGHTER: 5th level fighter
MAGIC-USER/ILLUSION·

1ST: Nil
THIEF/ASSASSIN: Nil
MONK/BARD: Nil
PSIONIC ABILITY: Nil
AttaeklDefense Modes: Nil

SPECIAL ATTACKS: +3
long sword

SPECIAL DEFENSES: Re-
generation

SIZE: M
ALIGNMENT: Neutral evil
CLERIC!DRUID: Nil
FIGHTER: 15th level fighter
MAGIC-USER/I LLUSION·

1ST: See below
THIEF/ASSASSIN: Nil
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ALTEN STULWIG

000000 RESIDENTS DOD 0 0 0 .

ZALBAR (Captain of the Hell Hounds)

'.

Invisibility
Dispel Magic
Fear
Cone of Cold
Ge..
PoIymOfT)h any object
Power Word

OUBRO (the Smith)

ENAS VORL

STRENGTH: 9 SPECIAL ATTACKS: Nil
INTELLIGENCE: 16 SPECIAL DEFENSES: Nil
WISDOM: 13 SIZE: M
DEXTERITY: 16 ALIGNMENT: Lawful evil
CONSTITUTION: 14 CLERIC/DRUID: Nil
CHARISMA: 15 FIGHTER: 0 level human
ARMOR CLASS: 8 (dex bonus) MAGIC·USER/ILLUSION.
MOVE: 12" 1ST: Nil
HIT POINTS: 3 THIEF/ASSASSIN: Nil
NO. OF ATTACKS: 1 MONK/BARD: Nil
DAMAGE/ATTACK: 1-4 or PSIONIC ABllITY~Nil

by weapon type Attack/Defense Modet: Nil

AMOll

ofhealth..ltering concoction desired (beneficial or blJneful).
The cost may be high, and Stulwig ohen requires payment
in services rather than money. He ClKJnot create mllgicBI
potions ..,,;thout the help ofa spell-uster.

STRENGTH: 18n7 (+2, +4) SPECIAL ATTACKS: Nil
INTELLIGENCE: 9 SPECIAL DEFENSES: Nil
WISDOM: 10 SIZE: M
DEXTERITY: 16 ALIGNMENT: Neutral good
CONSTITUTION: 18 CLERIC/DRUID: Nil
CHARISMA: 10 FIGHTER: 0 level human
ARMOR CLASS: 8 (dex bonus) MAGIC·USERIILLUSION.
MOVE: 12" 1ST: Nil
HIT POINTS: 10 THIEF/ASSASSIN: Nil
NO. OF ATTACKS: 1 MONKIBARD: Nil
DAMAGE/ATTACK: 2-5(+4) PSIONIC ABILITY: Nil

or by weapon type AttacklOefense Modes: Nil

STRENGTH: Varies SPECIAL ATTACKS: See
INTELLIGENCE: 18 below
WISDOM: 14 SPECIAL DEFENSES: See
DEXTERITY: Varies below
CONSTITUTION: Varies SIZE: M (most of the time)
CHARISMA: Varies ALIGNMENT: Neutral
ARMOR CLASS: Varies, us· CLERIC/DRUID: Nil

ually 10 (but see below) FIGHTER: Nil
MOVE: Varies, usually 12" MAGIC·USER/ILLUSION-
HIT POINTS: 25 (plus or 1ST: 18th level magic·user

minus 1-10 points) THIEF/ASSASSIN: Nil
NO. OF ATTACKS: 1 MONK/BARD: Nil
OAMAGE(ATTACK: 1-4, us· PSIONIC ABILITY: Nil

ualty Attack/Defense Modes: Nil
Enas Yorf has several familiars, inclUding a black cat, a

crow, and probably a pseudo-dragon. As an 18th level wizard,
Enas Yorf has access to many spells, and typically carries at
least the following spells:

Magic Missife (x3)
Stinking Cloud
Hold Person
Teleport
Globe of In'Nlnerability
Limited Wish
Mass Charm
Kill
Enas Yorllives in a large subterranean paisa, protected by

tame basilisks, Guards and Wards, traps, and liberal use of

SPECIAL ATTACKS: Nil
SPECIAL DEFENSES: Nil
SIZE: M
ALIGNMENT: Lawful neu-

tral (tending toward good)
CLERIC/DRUID: Nil
FIGHTER: 8th level fighter
MAGIC·USER/ILLUSION·

1ST: Nil
THIEF/ASSASSIN: Nil
MONK/BARD: Nil
PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

STRENGTH: 18/30 (+1, +3)
INTELLIGENCE: 14
WISOOM: 16
DEXTERITY: 17
CONSTITUTION: 18
CHARISMA: 15
ARMOR CLASS: 2 (chain mail

and dex bonus)
MOVE: 9"
HIT POINTS: 75 <to.

NO. OF ATTACKS: 3/2
DAMAGE/ATTACK: 1-8 or

by weapon type

STRENGTH: 17(+1, +1) SPECIAL ATTACKS: Nil
INTELLIGENCE: 14 SPECIAL DEFENSES: Nil
WISDOM: 11 SIZE: M
DEXTERITY: 15 ALIGNMENT: Neutral
CONSTITUTION: 17 CLERIC/DRUID: Nil
CHARISMA: 14 FIGHTER: 4th level fighter
ARMOR CLASS: 6 (studded MAGIC-USER/ILLUSION·

leather and dex bonus} 1ST: Nil
MOVE: 9" THIEF/ASSASSIN: Nil
HIT POINTS: 41 MONK/BARD: Nil
NO. OF ATTACKS: 1 '•• PSIONIC ABILITY: Nil
DAMAGE/ATTACK: 1·8 (+1) Attack/Defense Modes: Nil

or by weapon type

DAMAGE/ATTACK: 1-8 (+4) MONK/BARD: Nil
or by weapon type PSIONIC ABILITY: Nil

Attadc/Defense Modes: Nil
Tempus regenerates damage (at a nre of 1hit point per

round), and he ages very slowly, if at all. Furthermore, Vash­
anka may acrually help Tempus indirectly if the Hell Hound
is caught in a tight spot, and if it $IIUW!S the god's purposes.

Tempus is over 350 years old, and lItrIong other things he
has been a general, a philosopher, and a magic-user. (He still
retains the knowledge of a few simple spefls, such as a selec·
tive version of the illusionists' spefl Change Self.)

STRENGTH: 11 sPECIAL ATTACKS: Nil
INTELLIGENCE: 14 SPECIAL DEFENSES: Nil
WISDOM: 13 SIZE: M
DEXTERITY: 12 ALIGNMENT: Neutral
CONSTITUTION: 15 CLERIC/DRUID: Nil
CHARISMA: 11 FIGHTER: 0 level human
ARMOR CLASS: 10 MAGIC-USER/ILLUSION·
MOVE: 12" 1ST: Nil
HIT POINTS: 6 THIEF/ASSASSIN: Nil
NO. OF ATTACKS: 1 MONK/BARD: Nil
DAMAGE/ATTACK: 1-6 or PSIONIC ABILITY: Nil

by weapon type Attack/Defense Modes: Nil
Though Stulwig has no adwmturer's abilities to speak of

(aside from an untrained talent in naff·fighting), he has a
vast knowl~ ofherbs and drugs, combining the botlllJiclJl
knowledge of a sage with the potion-mllking skills ofanll1­
chemist There is 11 50S chance thllt he cm make amy sort
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Diu8nCfI Distonion. There is II tunnel connecting his under­
ground /sir with II tower overlooking the bay.

(The OM should assume that Enas Yorl;s equipped with
magic items of II number lind kind appropriate to a wry high
lew:/ msgic-(JSIN. In particular, he should have many protective
devices tIfId charms. Chooss wharever is most suitable. remem·
bering that these items may flJll inco the hands of player char­
acters).

HIT POINTS: 20 THIEF/ASSASSIN: See below
NO. OF ATIACKS: 1 MONK/BARD: Nil
DAMAGE/ATIACK: 1·8 or PSIONIC ABILITY: Nil

by weapon type Attack/Defense Modes: Nil
They average about 3rd level, though some are as high as

5th level figh~rs. A few (lOS) are double<Ias:sed, and have
'-3 levels as as:sa$Sins.

•

Ml1{Jic Missile
Imdsiblity
Dispel Magic
Phantasmal Force
Fear
WBII of Fire
Conjure Element1J1
Project Image

STRENGTH: 12 SPECIAL ATTACKS: Nil
INTELLIGENCE: 18 SPECIAL DEFENSES: Nil
WISDOM: 15 SIZE: M
DEXTERITY: 16 ALIGNMENT: Lawful evil
CONSTITUTION: 15 CLERIC/DAUID: Nil
CHARISMA: 8 FIGHTER: Nil
ARMOR CLASS: 4 (del( bonus, MAGIC·USER/ILLUSION·

+4 ring of protection) 1ST: 12th level magic-user
MOVE: 12" THIEF/ASSASSIN: Nil
HIT POINTS: 35 MONK/BARD: Nil
NO. OF ATTACKS: 1 PSIONIC ABILITY: Nil
DAMAGE/ATTACK: 1-4 or Attack/Defense Modes: Nil

by weapon type

Kemren uses no material componets when cming his spells.
He deri'o'eS the magic8l energy normally supplied by material
componets 'rom a series of mechanical-magical devices. These
run constantly. providing the mage with power for his spells.
If any of them /Ire damaged, the Purple Mage will temporarily
lose severBllevels of ml1{Jic-user ability, and he may suffer
direct damage, depending on the device and how it was dam­
aged (OM" di$C~tion). Needless to say, these devices are well­
guarded.

The following lire some of the spells typically used by the
Purple M/IflI!:

Charm Person
Protection from Evil
Knock
Lightning Bolt
Charm Monster
Minor Globe of InllUlner·

/lbility
Hold Monster

STRENGTH: 8 SPECIAL ATTACKS: Nil
INTELLIGENCE: 16 SPECIAL DEFENSES: Nil
WISDOM: 15 SIZE: M
DEXTERITY: 16 ALIGNMENT: Neutral good
CONSTITUTION: 12 CLERIC!ORUID: Nil
CHARISMA: 16 FIGHTER: o level human
ARMOR CLASS: 8 (dex bonus) MAGIC-USER/ILLUSION·
MOVE: 12" 1ST: Nil
HIT POINTS: 3 THIEF/ASSASSIN: Nil
NO. OF ATTACKS: 1 MONK/BARD: Nil
DAMAGE/ATIACK. l-4 or PSIONIC ABILITY: 125

by weapon type Attack/Defense Modes: Nil,
F.H

lIIyra is /I h/l/f-5'Danzo, but she has fully inherited that'
race', psionic abilities. lIIyra Clm use the following powers:

Detection of Good or Evil Object Reading
Precognition sensitivity to Psychic

Impressions
She Clm use all of these at the fourth level ofability.

KEMREN, the Purple Mage

IlLYRA (the Seerl

SPECIAL ATTACKS: Nil
SPECIAL DEFENSES: Nil
SIZE: M
ALIGNMENT: Neutral
CLERIC/DRUID: Nil
FIGHTER: a level human
MAGIC·USER/ILLUSION·

1ST; Nil
THIEF/ASSASSIN: Nil
MONK/BARD: Nil
PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

Hide in Shadows: 66%
Hear Noise: 30S
Climb Walls: 98%
Read Languages: lOS

'.

SPECIAL ATIACKS: Nil
SPECIAL DEFENSES: Nil
SIZE: M
ALIGNMENT: Varies, but

never good
CLERIC!ORUID: Nil
FIGHTER: 3m level fi~ter
MAGIC·USER/ILLUSION·

1ST: Nil

STRENGTH: 15 SPECIAL ATTACKS: Nil
INTELLIGENCE: 18 SPECIAL DEFENSES: Nil
WISDOM: 13 SIZE: M
DEXTERITY: 18 ALIGNMENT: Neutral
CONSTITUTION: 16 CLERIC/DRUID: Nil
CHARISMA: 17 FIGHTER: Nil
ARMOR CLASS: 4 (leather MAGIC·USER/ILLUSION-

armor and dex bonus) 1ST: Nil
MOVE: 12" THIEF/ASSASSIN: 9th level
HIT POINTS: 50 thief
NO. OF ATIACKS: 1 MONK/BARD: Nil
DAMAGE/ATIACK: 1-4 or PSIONIC ABILITY: Nil

by weapon type Attack/Defense Modes: Nil
Hanse's thieving skills are considerable, as he has a natural

talent, and he WllS taught by just about the finest thief in
ThieVf!s' World. What he IlICks is a great deal of experience. He
is usually armed to the teeth with daggers great and small.
Most of these are btllaced for throwing, and Hanse can throw.
them with great BCCurllCY. (Remember also that his dexterity
gi'o'eS him +3 to hit with missiles.)
Thieving Abilities:
Pick Pochts. 80$

Open Locks: ""
Find/Remove Traps: 6n
Move Silently: 801f.

HAKIEM (the Storyteller!

STRENGTH: 9
INTELLIGENCE: 16
WISDOM: 13
DEXTERITY: 15
CONSTITlITION: 12
CHARI$MA:9
ARMOR CLASS: 9
MOVE: 12"
HIT POINTS: 5
NO. OF ATTACKS: 1
DAMAGE/ATTACK: 14 or

by weapon type

HANSE. Of SHADOWSPAWN

HAWKMASK (....~I

STRENGTH: 15
INTELLIGENCE: 12
WISDOM: "
DEXTERITY: 14
CONSTITUTION: 15
CHAR ISMA: 11
ARMOR ClASS: 6 (studded

leather and 5hield)
MOVE: 9"
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STRENGTH: 12 SPECIAL DEFENSES: Nil
INTELLIGENCE: 16 SIZE: M
WISDOM: 15 _ALIGNMENT: Neutral good
DEXTERITY: 18 CLERIC/DRUID: Nil
CONSTITUTION: 16 FIGHTER: Nil
CHARISMA: 12 MAGIC-USER/ILLUSION·
ARMOR CLASS: 6 (dex bonus) 1ST: Nit
MOVE: 12" THIEF/ASSASSIN: lst level
HIT POINTS: 6 thief
NO. OF ATTACKS: 1 MONK/BARD: Nil
DAMAGE/ATTACK: 1-4 Of PSIONIC ABILITY: Slight

by weapon type (See below)
SPECIAL ATIACKS: Nil Attaek/Defense Modes: Nil

Given a random choice, she has an UncJNJny ability to pick
the right course of ilCtion (75"J. She i, usually armed w;th a
concealed dagger, and she also knows how to uSiea short sword,

'.

JUBAL

STRENGTH: 18 (+1+3)
INTELLIGENCE: 16
WISDOM: 15
DEXTERITY: 15
CONSTITUTION: 15
CHARISMA: 10
ARMOR CLASS; 3 chain mail
MOVE: 9"
HIT POINTS: 58
NO. OF ATTACKS: 3/2
DAMAGE/ATTACK: 1·10

(+3) or by weapon type

MASHA

MELILOT lthe Scribe) .....

STRENGTH: 10
INTELLIGENCE: 17
WISDOM: 13
DEXTERITY: 14
CONSTITUTION: 12
CHARISMA: 10
ARMOR CLASS: 10
MOVE: 12"
HIT POINTS: 6
NO. OF ATIACKS: 1
DAMAGE/ATIACK: 1-4 or

by weapon type

MIZRAITH lthe Mage)

STRENGTH: 6(-1, 0)
INTELLIGENCE: 18
WISDOM: 12
DEXTERITY: 13
CONSTITUTION: 12
CHARISMA: 12
ARMOR CLASS: 4 (bracers)
MOVE: 12"
HIT POINTS: 30

sPECIAL DEFENSES; Nil
SIZE:M
ALIGNMENT: Neutral evil
CLERIC!ORUID: Nil
FIGHTER: 10th level fighter
MAGIC-USER/ILLUSION-

IST: Nil
THIEF/ASSASSIN: 7th level

Assassin
MONKIBARO: Nil
PSIONIC ABILITY: Nil
AttaeklDefense Modes: Nil

SPECIAL ATIACKS: Nil
SPECIAL DEFENSES: Nil
SIZE: M
ALIGNMENT: Neutral evil
CLERIC!DRUID: Nil
FIGHTER: 0 level human
MAGIC·USER/ILLUSION-

1ST: Nil
THIEF/ASSASSIN: Nil
MONKIBARD: Nil
PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

SPECIAL ATIACKS: Nil
SPECIAL DEFENSES: Invis-

iblenalker, etc. (See below)
SIZE: M
ALIGNMENT: Neutral evil
CLERICIORUID: Nil
FIGHTER: Nil
MAGIC-USER/ILLUSION-

IST: 16th level magic·user

NO. OF ATIACKS: 1 THIEF/ASSASSIN: Nil
DAMAGE/ATIACK: 1-4 or MONKlBARD: Nil

by weapon tYpe PSIONIC ABILITY: Nil
Mizraith's Isir is protect«J by a permanent Hut Metll!

spell, as well as Guards and Wards that are only risible to
unwant«J intruders. It i,slso protected by Stefab and
Nesreph, MiznHth's SQt'IS, ellCh of whom is a TOth 1tM!1 magic­
user. Mizl7lith himSieIf is guarded by an Invisible Stalker of
maximum hit points, which Mizmith has dressed in the illusion
ofa mighty W4rrior (becauSie it amused him to do 10). Mizraith
commonly has the following IPells memorized:

Charm Person Detect Magic
Magic Missile Protection from EvN
Sleep ESP (x2)
Invisibility Ray of Enfeeblement
Web Dispel Magic (x2J
Fly Phantasmal Force
Suggestion Confusion
Fear Minor Globe of InvulMr·
Conjure Eltlmllntal ability
Feeb/emin(/ Teleport Ix2J
Anima,. Object (as the Geas

clerical spell) Project Image
Limited Wish (x2J

MYRTI,S

STRENGTH: 9 SPECIAL ATIACKS: Nil
INTELLIGENCE: 15 SPECIAL DEFENSES: Nil
WISDOM: 18 SIZE: M
DEXTERITY; 12 ALIGNMENT: Neutral good
CONSTITUTION: 14 CLERICIORUID: Nil
CHARISMA: 17 FIGHTER: 0 level human
ARMOR CLASS: 10 MAGIC-USER/ILLUSION·
MOVE: 12" 1ST: Nil
HIT POINTS: 2 THIEF/ASSASSIN: Nil
NO. OF ATIACKS: 1 MONKlBARD: Nil
DAMAGE/ATIACK: 1-4 or PSIONIC ABILITY: Nil

weapon type AttacklOefense Modes: Nil
Myrtis reta;n$ her youth by quaffing an OCC8$ional Porion

of LongevitY (made for her by LythancJe). Though she has no
adventurers' abilities, she is very wily and persuasive. and no­
bodY', fool.

ONE·THUMB or LASTEL

STRENGTH: 16 (0. +1) SPECIAL ATIACKS: Nil
INTELLIGENCE: 16 SPECIAL DEFENSES: See
WISDOM: 15 below
DEXTERITY: 16 SIZE: M
CONSTITUITON: 17 ALIGNMENT: Neutral evil
CHARISMA: 10 (One-Thumb); CLERIC/DRUID: Nil

13 (Luten FIGHTER: 4th level fighter
ARMOR CLASS: 8 (del( bonus) MAGIC·USER/ILLUSION-
MOVE: 12:: 1ST: Nil
HIT POINTS: 33 THIEF/ASSASSIN: Nil
NO. OF ATTACKS: 1 MONK/BARD: Nit
DAMAGE/ATTACK: '·4 (+1) PSIONIC ABILITY: Nil

or by weapon tYpe Attack/Defense Modes: Nil
One-Thumb i, well-known to be protected by a curse which

w;1I fall upon whoewr slays him. It is said that the killer will
bum in ett!mal magic flame. (It's true, but the killer is allowed
a.s.we vs. spm/s at -4, though no ones knows that there is a
chance tM CUM w;1I not take hold. Remove Curse w;1I ntlgatt!
it, but perhaps not before permanent psychic damage is done.)
Miznith maintBins this charm, and One-Thumb/LIISt8I pays
him handsomely to do so.
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JARVEENA

STRENGTH: 7(-1,0) SPECIAL ATTACKS: Nil
INTELLIGENCE: 16 SPECIAL DEFENSES: Nil
WISDOM: 14 SIZE: M
DEXTERITY; 15 ALIGNMENT; Neutral
CONSTITUTION: 15 CLERIC/DRUID: Nil
CHARISMA: 6 FIGHTER: Nil
ARMOR CLASS: 9 (dex bonus) MAGIC·USER/ILLUSION-
MOVE: 12" 1ST: Nil
HIT POINTS: 3 THIEF/ASSASSiN: 1st level
NO. OF ATTACKS: 1 thief
DAMAGE/ATTACK: 1-4 or MONK/BARD: Nil

by weapon type PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

LYTHANDE (Mage of the Blue Starl •

STRENGTH: 12 SIZE: M
INTELLIGENCE: 18 ALIGNMENT: Lawful (tend·
WISDOM: 16 iog toward good) neutral
DEXTERITY: 18 CLERIC/DRUID: Nil
CONSTITUTION: 16 FIGHTER: Nil
CHARISMA: 14 MAGIC-USER:/ILLUSION·
ARMOR ClASS: 6 (dex bonus) 1ST: 13th level magic-userl
MOVE: 12" 10th level illusionist
HIT POINTS: 50 THIEF/ASSASSIN: Nil
NO. OF ATTACKS: 1 MONK/BARD: Nil
DAMAGE/ATTACK: 1-8 or PSIONIC ABILITY: Nil

by weapon type Attack/Oefense Modes: Nil
SPECIAL ATTACKS: Nil
SPECIAL DEFENSES: Nil

Blue Star mB9ic is non-standard, mixing the disciplines of
sorcery and illusion, and drawing on a different power source
for spells. Lythande need not memorize spells before use, as
Blue Star Mages all draw upon the collective knowledge of
their Order. However, Lythande's power is equivalent to the
levels given above. The mage can employ almost any spell
of the 6th level or below, but will typically use magic dupli­
cating the effects of the following spells:

Burning Hands Detect Magic
Hold Person Animate Object (as the
Charm Person (or Monster) clerical spel/)
Lightning Bolt Contact Other Plane
Cone of Gold Geas
Phantasmal Forces Paralysis (as the wand)
Shadow Monsters Whirlwind (similar to a

djinni's)
Lythande'slong life (several generations) and non-stand­

a~ magic use has enablt!d tht! spelkaster to learn to fight
fairly well, usually with a rapier or long 6WOrd. Lythande
can also Move Sifently and Hide in Shadows like II 10th
level thief (BBS and 73$ respectively).

000000 TRANSIENTS 000000

CAPPEN VARRA (the Minstrel)

STRENGTH: 11 SPECIAL ATIACKS: Nil
INTELLIGENCE: 17 SPECIAL DEFENSES: See
WISDOM: 10 below
DEXTERITY: 18 SIZE: M
CONSTITUTION: 12 ALIGNMENT: Neutral good
CHARISMA: 17 CLERIC/DRUID: Nil
ARMOR CLASS: 6 (dex bonus) FIGHTER: See below
MOVE: 12" MAGIC-USER/ILLUSION·
HIT POINTS: 15 1ST: Nil
NO. OF ATIACKS: 1 THIEF/ASSASSIN: Nil
DAMAGE/ATTACK: 1-6 or MONK/BARD: Nil

by weapon tYpe PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

Cappen Varra's fighting skills are limited and specialized.
He is ignortmt ofmost weapons, but has been trained as a
fencer, and he can fight as a 6th level fighter when using a
long sword or rapier. With all other weapons he fights as a
o level human.

Cappen Varni wears a silver 8nIulet shaped like a coiled
snake. This is a potent charm .-s. magic. It will protect him
• inst all spells and supematura{r:1't!8rures of less than
diviM stature. (This set of creatures primBrily includes en­
tit~ from other planets, and beings such as undead, who
are powered by or connected to other planes.) To make
the Bmukt function, the minstrel mun speak three truths
about the spellcaster or creature.

CIME

STRENGTH: 10 SPECIAL DEFENSES: 95%
INTELLIGENCE: 16 magic resistance (see
WISDOM: 15 below)
DEXTERITY: 18 SIZE: M
CONSTITUTION: 16 ALIGNMENT: Neutral (evil)
CHARISMA: 16 '" CLERIC/DRUID: Nil
ARMOR CLASS: 6 (dex bOnus) FIGHTER: Nil
MOVE: 12" MAGIC·USER/ILLUSION·
HIT POINTS: 40 1ST: 4th level magic·user
NO. OF ATTACKS: 1 THIEF/ASSASSIN: 10th
DAMAGE/ATTACK: 1-4 or level aswssin

by weapon type MONK/BARD: Nil
SPECIAL ATTACKS: Nil PSIONIC ABILITY: Nil

Attack/Defense Modes. Nil
Sometime in the distant past (over 300 years ago), Cime

gained some magical knowledge and an incredible longeveity
through her iISSOCiation with a circle ofmllgicians. She also
learned to hate all magic-users, and has dedicated her life to
destroying them all, one by one. In this she is aided by two
things; her hard·won skills at assassination, and her head·
dress of diamond rods, which lends her 95$ magic ff!$I~.

JAMIE THE REO

MOVE: 9"
HIT POINTS: 72
NO. OF ATTACKS: 3/2
DAMAGE/ATTACK: 1-10 (+3)

or by weapon type

THIEF/ASSASSIN: Nil
MONK/BARD: Nil
PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

STRENGTH: lB/45 (+1, +3)
INTELLIGENCE: 14
WISDOM: 14
DEXTERITY: 16
CONSTITUTION: 18
CHARISMA: 15
ARMOR CLASS: 3 (chain mail

and dex bonus)

SPECIAL ATTACKS: Nil
SPECIAL DEFENSES: Nil
SIZE: M
ALIGNMENT: Neutral good
CLERIC/DRUID: Nil
FIGHTER: 8th level fighter
MAGIC-USER/ILLUSION·

1ST: Nil

SAMLOR (the Caravan·Masted

STRENGTH: 15 SPECIAL ATTACKS: Nil
INTELLIGENCE: 16 SPECIAL DEFENSES: Nil
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WISDOM: 15
DEXTERITY; 14
CONSTITUTION: 17
CHARISMA: 13
ARMOR ClASS: 5 (chainmailj
MOVE: 9"
HIT POINTS: 45
NO. OF ATTACKS: 1
DAMAGE/ATTACK: 1-6 or

by weapon type

SIZE: M
ALIGNMENT: Neutral
CLERIC/DRUIO: Nil
FIGHTER: 5th level fighter
MAGIC·USER/ILLUSION-

1ST: Nil
THIEF/ASSASSIN: Nil
MONKIBARD: Nil
PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

ful Rank., civi(zation_ Azyuna arranged and led the Rebellion
of the Ten Brothen (SIte VashankaJ, and has suffered #MY

since from the nnults of its defeat. As Vashanka's unw#ling
~ouse, lIIe regularly suffers r6fJf! at his hands. (The moaning
of the winds is said to be her cries of pain.J

Azyuf16 has the power of Beguiling, as the rod of the same
name, but the effects are permanent (short. ofa Dispel Magic)
and the~ is no save; only magic resistance can withstand this
power. Those Beguiled by Azyuna are filled with the glorious
~irit of rebellion and defiance.

SMHEE ILS the MIGHTY (greater god)

STRENGTH: 22(+4, +10) MAGIC RESISTANCE: 9<B
INTELLIGENCE: 21 SIZE: Varies
WISDOM: 24 ALIGNMENT: Neutral
DEXTERITY: 20 WORSHIPPERS' ALlGN:
CONSTITUTION: 24 Any tYpe of neutral
CHARISMA: 24 SYMBOL: Eyes, sikkintairs,
ARMOR CLASS: -3 many othef$
MOVE: 15"/4B" PLANE: Concordant Opposi-
HIT POINTS: 400 tion ..
NO. OF ATTACKS: 2 CLERIC/DRUID: 20th level
DAMAGE/ATTACK: 5-50 cleric •
SPECIAL ATTACKS: Great FIGHTER: 15th level fighter

Wind MAGIC-USER/ILLUSION-
SPECIAL DEFENSES: Immune 1ST: 10th level magic-user

to fire, cold, and all elemen- THIEF/ASSASSIN: Nil
tals, +3 or better weapon MONK/BARD: Nil
needed to hit PSIONIC ABILITY: III
Among lis'powersa~ the abilities to Shape Change at w;1I,

and to CBUSIt! a Great Wind that can come roaring out of the
.sky to sweep its victims off into the beyond (unless they save
lIS. spells at ...f). He can also summon 2-8 sikkintllirs once per
day.

lis' clerics are sli male, and all wear tonsures and robes.
Lower level clerics wear black robes. The second highest priest
always wears a scarlet robe and is known as the High Flamen.Hide in Shadows: 59S

Hear Noise: 25S
Climb Walls: 94S
Read Languages: 35S

•

SPECIAL ATTACKS: Poisond.,..
SIZE: M
ALIGNMENT: Lawful neutral
CLERIC/ORUID: 3rd level

cleric
FIGHTER: Nil
MAGIC-USER/ILLUSION·

1ST: Nil
THIEF/ASSASSIN: 8th level
MONK/BARD: Nil
PSIONIC ABILITY: Nil
Attack/Defense Modes: Nil

Over the years that Smhee has tracked his quarry, he has
had to learn thieving abilities to survive and to infiltrate the
strongholds of his enemies. He has become skilled with the
dagger and the garotte. and he alS/') employs a blo'NgUn which
shoots poisoned darts (save V'S. poiSDfl or die).

Smhee retains his clerical healing abilities. Usual spells:
Cure Light Wounds Detect Mil!Jic
Find Traps

He also has an exrensjlle knowfedge of healing herbs.

Thieving Abilities:
Pick Pocket: 15%
Open Locks: 72'Jl.
Find/Remove Locks: 6~
Move Silently: 72%

STRENGTH: 14
INTELLIGENCE: 17
WISDOM: 13
DEXTERITY: 18
CONSTITUTION: 16
CHARISMA: 9
ARMOR CLASS: 6
MOVE: 12"
HIT POINTS: 35
NO. OF ATTACKS: 1
DAMAGE/ATIACK: 1·4 or

by weapon tYpe

o 0 0 0 0 GODS and MONSTERS 0 0 0 0 0

AZYUNA (lesser goddess)

STRENGTH: 18/00 (+3, +6) SIZE: M (7')
INTELLIGENCE: 19 ALIGNMENT: Chaotic neu·
WISDOM: 21 tral
DEXTERITY: 20 WORSHIPPERS' ALIGN:
CONSTITUTION: 21 Chaotic
CHARISMA: 21 SYMBOL: None
ARMOR CLASS: 0 PLANE: Acheron
MOVE: 15" CLERIC/DRUID: 10th level
HIT POINTS: 200 cleric
NO. OF ATIACKS: 1 FIGHTER: 5th level fighter
DAMAGE/ATIACK: 1·10 MAGIG·USER/ILLUSION·
SPECIAL ATIACKS: Beguiling 1ST: 10th level illusionist,
SPECIAL DEFENSES: Immune also see below

to charm/enchantment tYpe THIEF/ASSASSIN: Nil
effects, +2 Of better weapon MONK/BARD: Nil
needed to hit PSIONIC ABILITY: IV

MAGIC RESISTENCE: 65%
Azyuna is tM Rankan gocJde$$ of ~bellion,one of the only

chlKJtic Rankan gods. She is not openly worshiped in the law- '

VASHANKA the TENSLAYER (greater god)

STRENGTH: 24(+6, +12) MAGIC RESISTANCE: 85%
INTELLIGENCE: 19 SIZE: L (B')
WISDOM: 20 ALIGNMENT: Lawful evil
DEXTERITY: 23 WORSHIPPERS' ALIGN:
CONSTITUTION: 24 Lawful (and warriors)
CHARISMA: 23 SYMBOL: Lightning bolt
ARMOR CLASS: -4 tent stake
MOVE: 1B" PLANE: Acheron
HIT POINTS: 315 CLERIC/DRUID: Nil
NO. OF ATIACKS: 2 (with FIGHTER: 25th level fighter

each weapon) MAGIC-USER/ILLUSION-
DAMAGE/ATTACK: 4-40 1ST: Nil

(sword) or 6-60 (spear) THI EF/ASSASSIN: Nil
SPECIAL ATIACKS: Lightning MONK/BARD: Nil
SPECIAL DEFENSES: Immune PSIONIC ABILITY: III

to lightning, +3 or better
weapon needed to hit
Vashanka is the Rankan Lord of Weoi¥Jons and War, God of

Rape and Keeper of Death's Gate. He lIPpears as a vetY ItJrfJI'
muscular man ","OSlt! skin glows and flickers w;th a fiery light.
He can Cf'fMte andcontrol storms, and he has the power to
cast Lighming Bolts ift will (once per round, up to 2006
points of damage). In battle, he wields a gf'fMt shining sword
and/or a spear of lightning_
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SIKKINTAIR (Flying Knife)

FREQUENCY: Very rare (uncommon)
NO. APPEARING: 1 (Hi)
ARMOR ClASS: 4
MOVE: 6"/48"
HIT DICE/POINTS: 10 HD
-.4 IN LAIR: Nil (10%)
TREASURE TYPE: NillCI
NO. OF ATIACKS: 3 (claw/claw/bit!!)
DAMAGE/ATIACK: 1-8/1-8/2-16
SPECIAL ATIACKS: Nil
SPECIAL DEFENSES: Nil
MAGIC RESISTANCE: Standard
INTELLIGENCE: Low
ALIGNMENT: Neutral
SIZE: L (30' long)
PSIONIC ABI L1TY: Nil
Attack/OefenSl! Modes: Nil
LEVELIX.P. VALUE: VII900 + 14 per hp

CRAB, Bengil

FREQUENCY: Rare
NO. APPEARING: 3-18
ARMOR ClASS: 4
MOVE: 9"/12"
HIT DICE/POINTS: 1 HD
"'N LAIR: 70%
TREASURE TYPE: P
NO. OF ATTACKS: 2 (claw/claw)
DAMAGE/ATTACK: 14/1·4
SPECIAL ATTACKS: Nil
SPECIAL DEFENSES: Nil
MAGIC RESISTANCE: Standard
INTELLIGENCE: Animal
ALIGNMENT: Neutral
SIZE: S
PSIONIC ABILITY: Nil
Attack/Defense Modes: NiL
LEVEl/X.P. VALUE: 1·10+ 1 per hp

These vicious pmdaton from the plaM of Concordant Opposi­
tion~ only found on the Prime Material PlaneOfl the business
of the god lis or his SHVants. They are 9'"t scaly bat-winged
silupents. ~iJCh with a pair of powerful legs ending in sw0rd­
like taIOllS, and a mouth full of sharp teeth. Th~ numbers in
parentheses abowt gi~ the inciderK:t! and treasure of sikkin­
tairs when 011 their home plane.

These farge and dangerous Crilbs Imr in groups of a dozen or
mOtf'. They hunt fish for food, but will attack anybody who
venwres into ~;r territory in the water. If encounteled on
land, they will run 8woty. or defend themselves if cornered.
They are air breathers. and their flesh is poisonous to all
bur a few predators. '.

_'4================j~_~======
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ADVENTURES IN FANTASY
o.ye Arneson

Richlrd SnKier

CONSTITUTION: 83
STAMINA: 8.
HEALTH: 60
HIT DICE: 18 poinlS

CONSTITUTION: 80
STAMINA: ...5
HEALTH: 50
HIT DICE: 10 poinlS

Shield, Sword,

CONSTITUTION: 80
STAMINA: 82
HEALTH: 75
HIT DICE: 16 poinu

STRENGTH: 40
DEXTERITY: 60
INTELLIGENCE: 85
CHARISMA: 85

PRINCE KADAKITHIS
RANK: 28
AGE: 2B
EOUe: 14 ve.rs
EXP: 5 {1 klill
REPUTATION: 25

SKILLS:
ONE Read and write
TWO Figure
THREE Learn langulIlIl!
FIVE PhYS;ClII Training I
SeVEN, EIGHT Horsemanship l. II
ELEVEN, TWELVE. FOURTEEN, EIGHTEEN
Speer. Dagger

TWENTY-SIX $etYatl1 fT..-np+e Skill.1
50 Spell POi"U • drI up to 7 poinu " tum

WALEGRIN
MERCENARY CAPTAIN

AGE: 33 STRENGTH: 61
STATUS: 13 OEXTERITY: 89
EXPERIENCE: ""5 INTELLIGENCE: 86
REPUTATION: -+48 CHARISMA: 74

SKILLS
ONE
THREE SPeakJ one Ot~ Ianguq Ih" ehoieel
FIVE, SIX PhvJieaI Trainil'llll,lI
SEVEN. EIGHT, NINE HorMmllftJtlip I, II, III
TEN, ELEVEN. TWELVE, FOURTEEN, EIGHTeEN
Shield, Sword. Spur, Dagger

o 0 PRINCE. RETINUE and OFFICIALS 0 0

AYE-GOPHlAN
CAPTAIN-RANKAN MILITIA t.ncf ThMfI

AGE' 30 STRENGTH: 71
STATUS: 17 DEXTERITY: 94
eXPERIENCE: 16 INTELLIGENCE: S4
REPUTATION: 16 CHARISMA: 69

SKILLS:
ONE
THREE Knows two other 18ngul9ft (hi, choleel
FIVE, SIX Physical Tr.inir'19I,1I
SeVEN, EIGHT. NINE HOtlt!ffilln.hip I, n,lIl
All weapons bot 2-handed sword, Club. A. end Pike

MOLIN TOACHHOLDER
HIGH PRIEST OF SHAVANKALA (MIl Rod of Power)

AGE· 46 STRENGTH: 56 CONSTITUTION: 40
STATUS, 23 DEXTERITY: 77 STAMINA: 81
EXPERIENCE: 10 INTELLIGENCE: 86 HEALTH: 31
REPUTATION: 15 CHARISMA: 40 HIT DICE: 15 points

SKILLS: ••
L_ful SPelll: Healing,~,Truth
Non-Aligned SPellJ: Wizard Sight, Curt Chkm, Chctrm ~n
25" chance 10 know any lJwful or Non-Aligned JPllI up 10 In.. point
ONE How 10 read and Wl'ite
TWO How 10 ligun!
THREE SPeaks one Ol~ language
FOUR Reads and Wl'ites one ot"" I..,.,.
FIVE, SIX PhYlial Training I, II
SEVEN, EIGHT Honemanlhip 1.11
FIFTEEN Club

HELL HOUNDS

Standard Knowledge:
Weapons - Bow, Sword, Shield, Spear, Dagger

Skills: Physical Training I, II
Horsemanship I, II, III,

Individual Statistics:
Zolbor Bou"", 0 ... RukulJ Ann.. rBmpult

STRENGTH 108 83 96 78 83 '00
DEXTERITY 70 82 71 74 80 88
INTELLIGENCE 73 78 10 63 62 63
CHARISMA 86 7. n 85 84 78
CONSTITUTION 100 84 88 87 80 '00• HEALTH 88 86 88 84 83 '00
OA EXPERIENCE +9 112) +8 +5 +1 +4 +8 (15+)
OA REPUTATION +17 (201 +13 +13 +5 +13 +14 (30+1
SOCIAL RANK 13 12 11 12

"
9

BOW EXPERIENCE 11 5 7 '8 • 6
SWORD EXPERIENCE

"
10 20 18 13 12

SHIELD EXPERIENCE 8 • 2 3 8 8
SPEAR EXPERIENCE 8 1 3 2 3 5
DAGGER EXPERIENCE 8 • 11 • 5 8
AGE 33 32 35 25 30 100+
HIT DICE 21 18 19 18 18 22

tKnows all weapons
Can regenerate 1 point Hit Dice, Strength, Dexterity, Stamina per melee round (in or out of combltl
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o 0 0 0 0 0 RESIDENTS 0 0 0 0 0 0
CONSTITUTION:
STAMINA: 91 !l10)
HEALTH: 60
HIT DICE: 19 poi",s

CONSTITUTION: 50
STAMINA: 72
HEALTH: 67
HIT DICE: 14 points

STRENGTH: 83 (991
DEXTERITY: 80 (96)
INTELLIGENCE: 83
CHARISMA: 61

JUBAL
Weapons Mut...

AGE: 50
STATUS: 14
EXPERIENCE: 61
REPUTATION: 91

SKILLS:
ONE Read and write
TWO F iguri ng
THREE Ktlows one Olher language (his choice)
FIVE. SIX Physical Training I, II
Knows all weapons TEN-EIGHTEEN

KURD THE VIVISECTIONIST
AGE: 43 STRENGTH: 42
STATUS: 8 DEXTERITY: 95
EXPERIENCE: 0 INTELLIGENCE: 85
REPUTATION: None CHARISMA: 23ldue

(due to 'habin') to 'habin'l
SKILLS;
ONE How to read
TWO How 10 figure
!';EVEN How 10 ride
EIGHTEEN How to use a Dagge<
When inflicting special damage roll two 1O-sided dice for de>lterity
poinu lost \1$. Humans only.
Can be considered either Chaotic or Neutral depending on whether you
believe his story or not.

CONSTITUTION: 91
STAMINA: 92
HEALTH: 60
HIT DICE: 20 points

CONSTITUTION: 59
STAMINA: 46
HEALTH: 36
HIT DICE: 10 poims

STRENGTH: 100
DEXTEAITY,73
INTELLIGENCE: 42
CHARISMA: 59

STRENGTH: 44
DeXTERITY: 41
INTELLIGENCE: 81
CHARISMA: 66

DUBRO
BIMksmith

AGE: 32
STATUS: 6
EXPERIENCE: 0
REPUTATION: +16

SKilLS:
FIVE. SIX Physical Training t,ll
FIFTEEN Club
SIXTEEN AI<
NINETEEN Blacksmith

ALTEN STULWIG
Physician-Alchemist

AGE: 28
STATUS: 6
EXPERIENCE: 3
REPUTATION: 10

SKillS:
Knows equivalent of Lawful Healing Spell. Can use it once a dav.
ONE How 10 reiid and wrile
FOUR S~i1ks one other language
EIGHTEEN Dagger

SKILLS:
Lawful spells: PrOlection from Chaos, Clairvoyance. Healing, Fire
35" chance to know any Lawful spell up to 8 poinn
THREE Speak one Olher language
FIVE Physical Training I
EIGHTEEN Dagger
TWENTY-SIX Troubador tHow to PUI on an act.1 Limited skills al
present.
36 spell poinn a day up to eighl poinls a turn

'.

CONSTITUTION: 60
STAMINA: 68

CONSTITUTION: 23
STAMINA: 21
HEALTH: 41
HIT DICE: 14 points

CONSTITUTION' 63
STAMINA: 75
HEALTH: 61
HIT DICE: 14 points

STRENGTH: 74
DEXTERITY: 80

STRENGTH: 47
DEXTERITY: 73
INTELLIGENCE: 88
CHARISMA: 95

STRENGTH: 68
DEXTERITY: 58
INTELLIGENCE: 80
CHARISMA: 41

LVTHANDE
Priert of the Blu. S"r

AGE: 60
STATUS: 43

CIME
Witch HerIot

AGE: 27 (seeming)
STATUS: 6
EXPERIENCE: 7
REPUTATION: 12

SKILLS:
35% chance to know any Neutral spells up to 8 point
Neulral Spells: Abandon. Charisma. Theft, Ecstasy, Good Luck,
Charm All
THREE Speak one other langU&ge
FIVE Physical Training I
EIGHTEEN Dagger
TWENTY ·SIX 25% chance of having servants
35 spell points II day bUI up to 8 a turn

STREET URCHINS
NPC

NO. APPEARING: 1·10 Mallimum Average Mal<imum Average
AGE: 6·12 STRENGTH: 20 CONSTITUTION: 50
STATUS: 0 DEXTERITY: 80 STAMINA: 30
EXPERIENCE: 0·9 INTELLIGENCE: 70 HEALTH: 60
REPUTATION: 0 CHARISMA: 80 HIT DICE: 8 points

SKILLS:
Dagger
Club Idoes Y.. normal damage)
Speer {counts lor sword 8. lengthl
Note: Are simply street toughened children. Attributes shOuld be 25­
75" of adult values physically, 60-80% mentally. The only thing
special 800ut them il desperation and their closely knit relationships
within the group.

MELILOT
Sci'-

AGE: 49
STATUS: 14
EXPERIENCE: 8
REPUTATION: 0

SKILLS:
ONE How to read and write
THREE Speaks three olher languages
FOUR Reads and writes two other languages
SEVEN Horsemansip I
EIGHTEEN Dagger 1+10% IIl<perience}

000 0 0 0 TRANSIENTS 0 0 0 0 0 0

CONSTITUTION: 52
STAMINA: 50
HEALTH: J9
HIT DICE: 11 poinn

CONSTITUTION: 53
STAMINA: 92
HEALTH: 74
HIT DICE: 16 poinn

CONSTITUTION: 32
STAMINA: 42
HEALTH: 54
HIT DICE: 14 points

(usuall

STRENGTH: 29
DEXTERITY, 89
INTELLIGENCE: 89
CHARISMA: 82

HANSE SHADOWSPAWN
Thief, Weaopons E>lpert (low .xperie~1

AGE: 28 STRENGTH: 58
STATUS: 4 DEXTERITY: 93
EXPERIENCE: +15 (INTELLIGENCE: 84

~,::ep~~~~O~~~~es.CHARISMA: 72

SKILLS'
THREE Knows one other langu&ge Ihis choice)
FIVE Physical Training
SEVEN Horsemanship I
Knows all weapons bul 2·handed sword and Pike
Acquired spells Iskillsl:
10" chance to know any Neutral and Non·Aligned spell up to five point
Has 7 spell poinn a day bul can cast up 10 five a turn

ILLYRA,",-
AGE: 22
STATUS; 4
EXPERIENCE: 7
REPUTATION: 10

ENAS VORL
Involuntary snape Changer

AGE: 80 (apparent) STAENGTH:'60
STATUS: 45 DEXTERITY: 93
EXPERIENCE: 21 INTELLIGENCE: 91

{iii Humanoid) CHARISMA: 50
REPUTATION: 45

SKILLS'
Chaotic Spells: Insolence, Terror, Insanity
Nculral Spells: Rhetoric, Charm All, Strength
45% chance 10 know any Neutral or Chaotic spell up to thirteen point
ONE, TWO. THREE, FOUR
FIVE, SIX, SEVEN, EIGHT
ELEVEN, TWELVE, FIFTEEN, EIGHTEEN Weapons +5% skill, too
TWENTy.oNE (some skills of Armorer)
Ha. 108 spell poinu a day UP to thirteen points a turn

Note: Roll for body Iype
Shape lasts 1 10 100 hours
3" chance for any 01 28 Human Body types on Creature List
(Vol. II, ppJO-31) olherwise Manlike
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Judging by the arrangements made by "The Puple MllfIEI" an 01,11·

door encounter would involve a milCture of human guardti, trick., trap'
and 'P8Cial animal, COV'ering a maze.fike I1rueture_1I to Irustrate the
would·be thief or assassin.

Within tile city Ihe presence 01 a number 01 Temples does indicate
that there are training structur~ for the priesthoodb!. These involve
ralher elaborate temptes with mazes, trick., traps and SPfl(:ial encoun·
ters as typified by the Temple of II, and Dyareela/Heqt. At thi, poinl a
specific locale has to be M!t by Ihe Dungeon Master to accomoclate that
sort of situation IlCcurately.

So with. that in mind the following table is provided lor the more
common sort of encounter wilh a mage as might happen in the lanes
and byways of Sanctuaryl

HEALTH: 70
HIT DICE: 16 points

INTELLIGENCE: 98
CHARISMA: 27

EXPERIENCE: 16
REPUTATION: 18

SKILLS:
Lawful Spells: Light, Healing, Truth, Fire
Neutral Spells: Strength, Rhetoric, Dispel Magic, Empathy, Life Foree
40% chance to know any other s.pell 01 either alignment up to thirteen
point
ONE, THREE, FOUR, FIVE, SIX, SEVEN
ELEVEN, TWELVE, FOURTEEN, FIFTEEN, EIGHTEEN
TWENTY·ONE, TWENTY,THREE (partial ,kill at making and orna­
menting weapons)
128 spell points a day up to thirteen points a !Urn

CONSTITUTION: 90
STAMINA: 62
HEALTH: 68
HIT DICE: 18 points

If in lair number of permanent defence ,pells equal to the Magic-users'
level +1 for every year in residence up to ten extra points.

LEVEL OF MAGIC-USER
(FOR THIEVES' WORLD)

SAM LOR hil SAMT
Caravan Master (exp)
Minor Ma9ll (exp. IIII'Y 31
Fighter (exp. lev 12)

AGE: 31 STRENGTH: 85
STATUS: 20 DEXTERITY: 90
EXPERIENCE: 16 INTELLIGENCE: 84
REPUTATION; 100" CHARISMA: 40

SKI LLS:
ONE Read
TWO Figure
THREE Speak tWO other languages
FIVE, SIX Phy,ical Training I, II
SEVEN. EIGHT, NINE Horsemanship 1,11,111
TEN, TWELVE, FOURTEEN, EIGHTEEN Bow. Sword. Lance,
Spear. Dagger, Shield
TWENTY·FOUR Husbandry
MAGICAL ABILITIES:
Can caSt up to Ihree 1·2 point spells".
Knows the following Lawful s.pells: Light, Protection from Chaos
Knows the following Non·Alignment spell" Gambling, Open Door,
Find Gold
Knows the following Neutral s.pefls: Charisma, Rhetoric
80% chance to know any Non-alignment spell up to six points
Has 24 spell points a day, six points a tUrn
'Get credit for being the champion of one god and cheating Imother
and see what it d()f!$ for youl

ROLL

01-37
38·69
70-85
86·93
94·97
9B-99

100

ROLL
01-45
46-75
'6-00
91-96

97·100

LEVEL

1
2

3·5
6-,

8-14
15-21".

LEVEL OF ASSISTANT
(rolf for eechJ

1
2
3
4
5

a/OROLL AND NUMBER
OF ASSISTANTS

1-1 2-2
1-1'2-23-3
1-1:2-2:3--3,4--4

o 0 0 0 0 0 0 MONSTERS 0 0 0 0 0 0 0
CITY ENCOUNTER CHARTS FOR SANCTUARY
,. Time of Day
2. Area of City

The Maze
Day Night
20 40
40 60
20 10
30 10
10 20

Go 10 Chart L (V. I. pp 30) for Numbers involved
Go to Chart M (V. r, pp 31) for Arms and Equipment
Go 10 Chart K (V. t, pp 301 for Soldier Types (Mtdl

Di,mtd)

Go (0 Chart L (V. I, pp 301 for Numbers involved
Go to Chart M (V. I, pp 311 for Arms and Equipment
Go to Chart K IV. I, pp 30) for Outlaw Types {Mtdl

Oismtdl

Go to Table J (V .1, pp 30}
For GUARDS go to Table M (V. I, pp 311 for Arms

and Equipment
go to Table K {V. I, pp 30} for Mtdl
Dismtd ratios

Normal..
01-{"
10-54
55·94

95·100

MODIFIED OUTSIDE TOWN TABLE H IVol.I, pp291

Eastern Edge Rltmainder
Day Night OIlY Night

5 10 10 20·
4 8 10 20

35 65 40 50
60 25 45 20
1 2 5 10

CIVILIANS

OUTLAWS

Base Chance
Outlaws
Soldiers
Civilians
Special

SOLDIERS

SIKKINTAIR

Alignment Av, HP Hit Dice Body type SPP No. Encountd
Neutral 52 15 Snake 3" Clear 1-6

Special 30"

GIANT CRABS (Bengil Crab of Sh8rnnpipl
AVERAGE HIT POINTS: 1 BODY TYPE: Scaled
MOVEMENT: 4"' (water) 2" (land}
ALIGNMENT: Chaotic HIT DICE: 1 (1·31

(Hostile I
Similar to anu in their habiu, these creatures are generally found in

or near water where the( feed on various marine life. They will also.
like certain South AmeriClln fish, feed on human Ilesh, On land Ihey
will nOI attack unless cornered (like in their nesu) bYt in water they are
dangllrous. If Ihe victim is $Wimming in less than 6' of water the crabs
will be able 10 attack bul in deeper Willer they ClInnont reach a swim·
ming target. Boau will also oller protection unless the crabs can leap
into them from above {so long as the beet is in water!. When moving
away from the nest they will be preceeded by 1-6 scouts followed by
the main body of 6-60. A nest will contain 1-10 nurs~ !luardingthe
6-60 eggs but there will be no other treasure but that left by earlier ad·
venturers thaI were killed. Generally set 10 guard Ihe water entrances
to the temples and shrin~ of Weda Krizhtawn. The flesh is poisonous
to all but the ghoondah Iish.

Eats Bear and Buffalo
Like Valleys. lives primarily in the "Next World"
Can only be controlled by pipe 01 the Pri~t 01 lis

MAGICAL ENCOUNTERS for THIEVES' WORLD

Commentary
It is assumed from all available descriptions 01 the <M:livities within

the city 01 Sanctuary that magicians operate alone or wilh only one or
tWO assistants. There are referenses to various Guilds and Or!lllniZlItions
bul none 01 them appear to have training centers in the city. Thi, is nOt
overly surprising considering (he chaotic conditions that exist there
which would be Quile distracting to a disciplined study 01 magic.

SPECIAL Go to Special Table IV, I. pp 30)
For SOLDIERS go to Table L IV ,I, PP 30) for Num·

bers involved
go to Table M {V. I, PP 311 for Arm,
and Equipment
go to Table K (V. I, pp 301 for Out­
law Types IMld/Dismtd)

For OTHER go to Othar Creatures Table N IV, I,
pp 32) then appropriate creature en­
Iry (V. II, pp 30·31), If Other Crea·
ture is also Special go to Sj)l!(:ial Crea­
ture Table M IV. I, pp 33) for Type
and Ihen appropriate creature entry

For MAGICAL go to al1llChed table
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COMBAT MATRIX (from pp48. Vol I) 'N', Anne. to Matrix ,.,...

HumBl'l Snoke Lion Bird Reptile ScoIBd Sikkint.il'l

HUMAN 40 35 55 50 35 75 40
SNAKE 75 40 55 75 40 55 60
LION 70 60 40 50 55 40 55
BIRD 60 25 50 40 75 80 30
REPTilE 75 35 55 25 40 55 30
SCALED 80 60 60 20 45 40 40
$IKKINTAIRS 65 30 50 60 60 70 40

HIT LOCATl9NS CHART (pp49. Vol. I) '0'

Typtt of Dice Used for 0..".,.

Ix' Ix6 7x8 'xlD 1Jd2 2><70 Special

HUMAN 01·20 21·35 36-50 51-65 66-75 76-80 81·100
SNAKE 01·20 21-35 36·55 56-75 76-90 91·'00
LION 01·20 21-40 41·50 61-60 61-70 71-75 76-100
BIRO -. O,.()5 06-15 16·25 26-40 41·50 51-60 61·100
REPTILE 01-25 26-55 56-70 71-80 81-85 86-100
SCALED 01-30 31-80 61-75 76-65 66-90 91-100
SIKKINTAIRS 01·10 11-20 21-35 36-50 51-85 86-75 16-100

ARTIFACTS, TRICKS. TRAPS••nd GIZMOS

Below is & parl"l lin of such ,terns and how I would handle them
within the CQntext of ADVENTURES IN FANTASY, Volume refer­
ences are to the first 3 voluml!$ 01 AI F.

PIPES OF ILS - AlloV'n the user to summon Sikkint/lirs, prolllCu the
user (and bv implication those near him,say 10') end allows tt>e
user to cOlnJTlllnd Sik!<intairs Onto a quesl (such as kidnapping
one or more individuals). II the user is slain the Sikkintairs will
continue on their last orders. Upon completion of these orden
they will, as they usualry do, allack any living thing nearby with
Pf"ioriW given 10 anything that is attacking the Sikkinlairs.

PARCHMENT OF THE NEXT WORLO _ A 4' bV 8' parchment wilh
magical runes inscribed along the edge of one side. When un·
folded and hungt(note that Ihe surface cannot be pierced when
hung upl allows anyone to enter one side .nd emerge into the
"Nul World" IOimeMion, whatever), Cannot be folded up bul
must be rolled, if folded it will immediately be totany destroyed:
Anything of less than 4' bv 8' can use Ihe entrvway. By implica·
tion and legend Ihere would seem to be other parchments Ihat
provide enlry to other "Other Worlds". "Nellt Worlds" thai are
ditfenmt from the ones where tha Sikkin18in live,

STATUES OF ILS - These two statues are reprnentations of the god
lis and are made out 01 solid gold. Thev would thus qualify Il$

lse-e Vol. II, pp351 5.000GP artifacts with $living Ihrows, etc. as
described in the paragraph marked #.

THUNDERSTONE OF lLS - Is capable of hurling bolts of lightning
three times per dav. Anvthing hit by such a boll mu!! make a
saving throw again!! Sill point magic or die. Worth 200GP as a
decorative amulet.

DIAMOND RODS OF CIME - Although evidently not rendered
entirely pooMlrless bV their 1055 Ihese rods would seem to en·
hance her regular powen and also offer some protection against
magic. Treat lhem as being a Hair Amulet (Vol. II, pp41) and as
a Diamond Talitman (Vol. II, pp431. Must be used logether to
gain the above lJdvantages. Wonh at lean SOOGP each 11.000GP
tOlal!

TEMPUS' SWORD - Evidence indicates that this weapon can negale
any magical protection llike armod and giVf!'5 a 15% combat
bonus 10 hitting. II has no Ego or Intelligence and is 01 Chaolic
alignmentlVol.lI. pp39). Wonh SO'l00GP totall.

PROTECTIVE AMULET - Glows green, treat lIS Topa~ Amulel (Vol.
II, pp42). Needless to $IIV this has no effect on Tempus' sword,

SINGING SWORD - Treal as an Amulel of Bells IVol. II, pp401.

SERPENT BRACELET - When touched by anyone but the wearer it
turns into a small but deadly serpent whose bite will almost
instantly ouify !turn to rock) every bone in the body. Roll for
Silving throw against 6 point magic. Failure means death. Worth
10-100GP as decoration.

CANE OF TERROR - It's touch lexcepi when properly held bv Ihe
handlel will reduce Ihe victim to gibbering in lIbjectterror. Treat
B$ a sword for attacks l'.e. weapon lengthl and give a 50%
increase in the chance for a surprise attack when used in con,
junction wilh a blJnd JTIlIn disguise. Consider it as Ihe 3 point
insanity spell (VoL III 5 point Fear spell will la51 1·3 days (nOt
turns) and aher running the 1-10 lurns Ihe viclim will colap$8
into a gibbering heap. Has no intrinsic value.

SAVANKALA ROD OF AUTHORITY - Increases the bearers' Social
Rank 5 points if rhey aJrf1ady ,rf1 of noble rank. Increases your
reputation 5 points no JTIlItter what your rank. II is worth 250GP
normally as 8n artifact.

SMHEE'S (Rhandhee Ghee's) ANTI-5PIDER OINTMENT _ Treat this
as being capable of repelling all 'norJTlllI' inseCI attacks. Magically
induced attacks would seem to uill be possible or at least those
bV specially bred insects.

FIRE STICKS - Description seems to be that of regular wooden
JTIlItches or white Hares. II kept dry these wilt .t1ow you to $Ian
fires immediatelv whether torches, campfires, or a thatChed rool.

BLOWGUNS - Treat liS short bow with 1/5 normal range, Can be easity
concealed but takes on8 melee round to 85SlImbie for use. Once
assembled and loaded for use can be concealed in one's robes. II
dan is poisoned Ireal as saving throw vs. 8 point magic,

POISONED THORNS - Treat as saving throw VI. 3 point magic for
each melee round you are enlangled with the thorn bush.

Jamie the Red Blttling

a Sikkintair at the Gate

•
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CHIVALRY & SORCERY ®
Wes lves

I have taken some liberties with the facts as presented in Thieves' World, especially in the realm of Magic. All types of
magic work in Sanctuary, as do prayers to a variety of Gods. However, it is quite beyond the scope of this offering to provide
a tailored magic system for each mage in Sanctuary and do it the justice that a replacement for C&S' complex system de·
mands. Therefore, I have smoothed the edges and ignored the eccentricities in an attempt to make the mages of Sanctuary
comply with C&S magic. It is not the best of worlds, but it is the only one possible. I strongly suspect that one of the very
last things an author considers when he or she is hot on the trail of a denouement is "how is this proposed magical effect
going to fit into an over-all system of magic in a role-playing setting?" It is not their job, after all, to explain their magicians'
systems; rather. their part is to use those systems wisely.

Another liberty is in weapon use. Since there is no "chivalry" per se in Sanctuary. but there are a large number of very
good fighters with excellent training, either in the Imperial Guard or Hard Knock V., I have considered nearly everyone to
be' a chivalric fighter, unless they were manifestly not fighten at all. This decision is evident mainly in the fact that aU charac­
ters have a weapon or weapons in which they specialize, and for which they receive lighter bonuses.

Finally, a few characters simply shouldn't be here at all; major among them are the Purple Mage (who never did anything
except appear in one scene, dead, though he is included If you want to replay the Spiders scenario) and Molin Torchholder
(who WasjU5t too ephemeral for me to get a line on).

" -WeslIJes

Chivalry & Sorcery® is a rrademprk owned and used by per·
mission of Fantasy Games Unlimitid.

o 0 PRINCE, RETINUE and OFFICIALS 0 0

At a Hell Hound. Bourne Is proficlenl will\, Ihe Short Sword. Dagger,
and Spear, Ind is +10 to hit and parry wilh nch. Hewnn AC S when
on duty. ,
His pay is 9 SP per day, plu. an honorarium of S SI' per dl)' 10 report
back to the Emperor wilh Iny interesting Ob5ervallons aboul Ihe Prince.

~ltterity: 12
WiWom: \I
AJignmenl: 16

Oeuerity: 12
Wisdom: IS
Alignment: 12

A Y£-GQPHLAN

ARMAN

Dexlerity: 14
Wisdom: 16
Alignment: 1

Dexlerity: 14
Wisdom: 16
Alignmenl: 1

Se.: male Occupation: Imperial Governor, Sanctuary
Birthplace: Ranke Relalives: halr·brother to Ihe Emperor
Level: ] Clau: non.fighter
Heigh!: S'S" Weight: 1201bs.
ConSlitution: I] Strength: 9
Dardic Voice: 1 S Intelligence: IS
Appearance: 13 Charisma: IS
PerlIOnal Combat factor: 10
Body Points: II
Fatigue Points: II

M Imperial Governor, Kadakithis 5eldom needs to rely upon his own
abilities as a swordsman. If he must figlll, Ihough, he is trained in Ihe
use of Ihe Br()ldsword and Digger. and +6% to hit and .6% to parry
wilh both.
Tile Prin<;e is very weallhy.

PRINCE KADAKlTHIS

DANLIS
$e.,,: female Occupltion: andlla
Level: 4 CION: non·fighter
Height: S'2" Weight: 9S Ibs.
Constitution: 13 Strenglh: 9
a.rdlc Voice: IS Intelligen<;e: 14
Appearan<::1l: 18 Charisma: L8
Personal Combat Factor: S
Body Points: 9

Fatigue Poinu: 8

(kcupalion: Hell Hound
Relatives: unknown
Cia": fishter
Weighl: 135 IlK.
SIrl:nilh: 14
Inlelligenc:e: \I
Charisma: 10

"

Sex: male
Birthplace: unknown
Level: S
Height: S'''·'
Conuicot;on: 12
Bardi<: Voice: \I

Appt'aran~: \I
Penonal Combat FacIo,:
Body Point.: 16
Fuigue Points: 12

Like .11 Iiell l-launds. Arman is well·ltained. and i. versed in the use of
Ihe Sword. Short Sword. and Light CroSSbow. He is +8% to hit and ·8%
for parrie, with these tllre.. weapon,.

Sex: male Occupation: Capla;" of Ihe City Guard
Level: 10 Class: fighter
He1lhl: S·\I·' Weigllt: ISS Ibs.
Con$thution: 13 Stren&lll: 14
Ihrdic Voice: 12 lnlelligence: I J
Appearenc.. : 1'2 Charisma: 13
Pe~on.J Combat Factor: 22
Body "oints: 28
F11i,lue Points: 21

M I Guardsmln, Aye-Gophlan is vetSl:d in the use of Ihe Broadsword,
Dawr, Shorl Sword. Ind Spear, and is +11% 10 hll Ind to parry wilh
all four \Wapon•. On dUly he wean AC 4: off·duly he weirs AC 1.
Aye-Gophlan is nOI a weillhy man, and lives from payday to payday on
his Guardsman 'J salary of 10 SI' ~r day.

DuterilY: 10
Wisdom: II
A1ignmenl: 14

DelleTity: 10
Wisdom: 9
Alignment: 9

BOURNE
Se.: male
Level: S
Heij;ht: 6'1·'
Con5litulion: 13
Bardi<; Vokt': 9
Appearanee: 14
Personal Combal '''aclor:
Body Points: 11
Fatigue Painu: L2

O<;<;upllion: Hell Hound
CllISII: fighler
Weighl: 200 Ibs.
Slnnglh: 16
lnlelligen<;e: II
Charisma: II

"

QUAG
Sel: male Oc<;upllion: Hell Hound
Birthplace: unknown Relatives: unknown
Level: 8 Class: fighter
Height: 5'8' Weigllt: I SO Ibs.
Constitution: 12 Sirength: 12
Bardic Voke: 9 Intelligence: 8
Appearan<;e: 10 Charisma: 10
Personal Combat Fa<;lOr: IS.S
Body l'oinlS: 21
Fatigue Points: 18

Quag is proficienl with the following weapons: Sword, ShOTt Sword,
Spear, Light Crossbow. He is +12%10 hit. and -12%10 parT)', witll all of
Ihem.
His pay is 9 SP per day.



21

[)cUml)': 14
WISdom: ,
Aliplmenf: II

Oexler;ly: I]
Wisdom: 15
Alicnment: 17

ALTENSTULWIG

00000 0 RESIDENTS 0000 0 0

~

Dellierily: II
Wisdom; 12
A11gnmenl: t3

[)cJllmly: I"
Wisdom: I J
A1illlmenl: 14

Occupuion: madame of Ihe Lily G.rden
0 ....: non·liaht~r

Wei""l: 100 IbI,
SuenClh: II
Inlellicence: 10
Charism.: I

Occupaliofl: hula
Ket.li¥es: none (P:a~nts dead)
CI..: physician
Wri""t: 1]0 lila.
SI~nclh: 10
IntellilC""e 14
Charisma: 1..

Amoii would use a 0a1JU if alle h.d to. However. she it usu.lly cuard­
cd by a eunuch ..ho II • 1l!¥f:1 10 A .....n.1C .'Chler.•nd who UJel •
SCimitar.
The Lily Garden is • main competilor of Ihe Aphrodisi. HOUle. II hM
rC'«ipu of 10 GP per niChl.

ENAS YORL

Sex: female
t.c\lel: 7
Uei,hl: 5'0"
Con.litulion: 14
Bard... Voiu: II
Appear.nce: 16
Personal Combal F.CIOf: II
Body Poinu: 12
F.lilUC l'Gints: 14

AMOLl

Sex: m.1e
Binhpl.u: unknown
Lc¥d: 7
Hrilhl: 5'~"

Con.liIUlion: I"
Bard>c Voice: 7
Appearance: 4
Personal COmNI Faclor:
Body I'oinl.: 16
F.licue Poinu: 15

Allen Siulwil c.rries ••laff which he can wield wilh 50me profici"nct',
.. it h.. been Wessed by"., Tr!'11 il a. a Ul Qu.rl"nl.ff. Allen is +6<;it
to hil, Ind +12% 10 p.ITY. wilh lhis weapon.
For hit .bilities aJ I doclor, 5t!e the Sourcebook. He earn. II 51' per
d.y, plus Ihe fringe benefil of knOwlnlt who has bouChl poison., .bou;·
f.cienu, and such,

RAZKULI
Sell: male Occ:u~lion:Hell Hound
6irlhplac:e: unl<nown Rebtlv": unknown
loud: ~ CI_: n""ler
"c,ghl: S-5" WeiJ,hl: 110 Ills,
Conslillllion: 15 SI1C.nlth: 11
~rdk Voke.: 10 InlellileMe: 11
Appnrancc-: 10 ChariPaa: II
....nunal Comb.al Facc!l)f: 7,5
Ikody Poinu: I I
hliltuc- I'o;nu.: 7

KUkuli n a Vounl! fellow, wilhoul .. mucch lraminl! .. Ihe othe.- lIell
Hounds. lie is +4% 10 hit .nd -4% 10 PIITY with lhe Sw()fd and Ihe Uaht
CrO$.lbow.
A$. new tldl Hound, he earn. 7 51' per d.).

Sell: rn31e Occupalion: Hell 1I0und
llirthpl3CC: A7chur Kdalive.: younger brOlher, L.ord of Anh... ,
Lcv.-l: 22 Cia": flghler
I'kight: 6'0" W"iitht: 1I01bl.
('unsIHutinn: 15 5l,cnllh: 15
Bardic Vuice: 14 lntdlilen«: I]
Apl/'"ar,nce, I] Chad$m.: I]
I'crsun.1 Cumb.al +-auor; 48
Body Points: 12
,"al;gue p"intl: 40 ••

Ten,pus iI a favoril" of Vashanka, who has si""n T"mpld "'\I"ra'iokelll
of appr"d:llion:
(I) Long Lif,,-al kUl ] c"nluriC's. .
(2) R"gcneralion-;njuries heal .1 Ih" ral" of 206 pornu of damap per

lurn.
(l) Ililguile_he can U$ume Ih., .ppe.ranu of .nolher person. Tre.1

Ihit as an Illusion CUI by • MU of I"'orlcier>cy Ind.. VI. fOIl purpolC:S
d.,lnmininglh.. illmion's suce_ or f.;lur.,.

{41 ,""nchanled Weapon_his _.potI ~ a _, Broadsword. Ther" is.n
8~ chanC<' Ihal any missile dn-celed It Tempus will be reflected bKk
.g.,nsl lhe firer. and Ihe sword funclions U. I"rofect!\le [)cvi(e wilh
200 hpcricncc FaclOQ when Tempus is the talJt=l of Madek, The
sword muSI be drawn 10 perform iu wardinC funchons.

TEMPUS

DUle';IY: 12
Wisdom: 13
Alignment: 6

Dexterity: 1'1
Wisdom: 12
AI;l'llllenl: 10

ZALBAR

WALEGRIN

Occupation: thief
Relilives: unknown
CI...: lhief

/lANSE SJlA/XJWSPA WN

Su: , Occu~lion: m.ll<C
Birlhpl.ce: unknown Ket.li ...... : unknown
l..c'nl: 21 CI...: I'ower WOIId maae
HeiChl; , WeiChl: ,

Con.I;lution:' Strenclh:' Dex,lerlly:'
llardlc Voice:' Inlelliaence: L8 Wisdom: 16
Appearance:' Charism.:! Alignment: 10
l'erl(>nat Combat Faclor: depend!! on his .hpe. but alway. low: he
never gets enQuah pfacllee In any ,ingle shape.
Body l'oinlS: \lary
FUicue !,olnlll: \lary

Due 10. cuneo En.. Yorl i. an unwilling shapeshifter. !::very turn roll
0100: if this roll is leaa th.n 4, then En.. Yorl h.. chanfed shape. Roll
.pin: if Ihis roil is belween 6 .nd ]0, his S"x q fem.le. f II is I..... Ihln
5, he ch.ngca InlO aome non,human .peciea. Olherwise he becomes •
hum.n n••ie of random ch.nclerisllea. The GM .hould 10 with 1M nOw
on this curse••nd .fflici En.. Vorl with whalevu strikes lhe GM'S
fan"y_
Enu Yurt is. powerful map wilh Ihe foUowiDClbillliC'$:
Concenuatiofl Uvel: JIO
PMI': ]]
M.....k I..C¥d: 15
Spells Known:

[)cteclion: EnemOca, InvisiWe I"resence, Observalion, See lhe InvisiWe
Communio<'alionfTnllSporl: Teleporl.I, Uvilate
Baaic M.lick: all AiI",.ll W.ler
Commands: Ch.rm, Slc:ep, Clum"neaa. Confusion, Demoflliulion.

.-orcelfulnC$l

Illusions: Blurred Im.p, Illusory SCripl, Ph.nl..m.' .....ndsc.pe. Ph.n.
10m Mon.len, Phanlum f.'orcn. [)cICCI (VI), Dispel (VI)

Ancienl Lore: Night Vision, Ventriloquilm. Aslral Lock. KnOCk, lIasle,
Legend Lon

[)emonoIOlY: lhTOU"" BMR 8

Sex: male
Blrthplac,,: unknown
Level: 4

Occupalion: Captlln of Ihe Hell Uounds
ReI.lives: unlulown
CI...: lig.hI!'r
WeiJht: 170 lila.
Sirenalh: IS
InlclliCence: II
Charism.: II

Occupalion: Mercenary C.pl.in
HeIBII\le.: 1I1yra
C1.ss: fillhler
Weiithl: 1 I 0 Iba,
Slr~nClh: 16
lnlelllc~nce: I J
Chariam.: 12

15.5

Sex: male
llir\hplac~: unknuwn
Level: 1
Heighl: 6' 2"

Conslilulion: 14
Ilardlc Voice: II
Appearance: L2
~r..."al Combu FaCio"
Body I'ninu: 2J
htlcuc l'oinlS: 14

WI""cr;n iI +12% 10 hil and ·11" 10 party wilh Ihe Broadsword and Ihe
n••Cer. He wun AC 3 when on duty .•nd AC I otherwise,
Whlfe • ..:>Id;"r. he rrcci",d 10 51' fin day of acli\le dUly: since he h..
deserled, he recei~esno ~dier'S p.y.

Sn:: m.1e
Birlhplace: un!r.no...,.
lA:vd: 14
Heilht: 5'11"
Conslilulion: 12
Blrdic Voke: 9
Appe.r.nu: 12
~'$On.l Combll "'actor: 32
Body I'oinl': 26
FII;Clle point.: 2lI

A member of Ihe I"rlnce's penon.1 cuard. l.lbar is • well-Irailled mili­
tary man, proficienl wilh Ih" Short Sword, Broad''Y01'"d: Spear, .nd
Upl Crossbow. lie is +11% to h1l .nd -11% for p.lTles wllh .n oHhe
.bove,
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KEMREN. THE PURPLE MAGE

Dexterity: 16
Wisdom: 17
Alilnmen!: 1"1

OCcupllion: muter scribe
Class: non·filhler
WeiJ,ht: 1201bs.
Suen.th: 9
IntellisenOll: 16
Charisma: 14..

Sell" mile
Level: 9
Hellhl: $ '4"
Conllitutmn: 10
Blrdk Voice: 10
Appearlnce: 10
Pttsonll Combat F,ctor:
Body Potnts: 1"1
"-ati,ue Polnb: 15

Melilol's f...orite wupon is the pcn, which really is mlplkr thin mOIl
swords In his h.nds. If IJOmflKle wallted to set physical, Melilol would
defend himalf "';th a Dauer, and laler deslroy hb opponent with.
few well.chosen fcwll'ries.

MEL/LOT
DeKlmly: 18
Wiadom: 12
AJipmenl: IS

Weiahl: IISlbs.
Stren.th: )"
lnlelliccnce: U
Charisma: 14

"

He-istu: S·....
ConIlitutioon: 16
Bardk Voice: 9
Appuran<:e: 11
hnonal Combllt Factor:
Body Poinu: I J
F.tlcue Polou: a
Han.e' prefernd _poll' an Ihe Ulht Swo.-d .nd the Olua: he is
•~ 10 hll and -~ to parry with both. H.1lH k~p' about. h,lf-doun
knivn concaJed ,bout h. penon. He does ROI we.,- umar.
Due to his ab(lrtift utempt to ..enp Cudcet, hil menlOl", Hanse ill fair·
ly .....allhy. with 3$0 SP Inhis~.

MIZRAnH

Il>..tcnty: IS
Wisdom: 1$
AliJllmcnt: 14

OCcupiticn: m.ce
Class: ilhwonisl
Weipt: 115 I".
SUenllh: 9
IntelliJence: 18
Charisma: 13..

ScJr: male
Lnd: 12
Heipt: 5'6"
Cotastitution: II
Blrdic Voice: 9
Appeltlnce: 8
Personal Combat Factor:
Body !"oiah: 19
FatlJlle Poinb: 21

Mlu.ilh's weaponry Ind Irmor • his mlgic_ His ma.k;.labilities Ire ..
ro'loWl:
Concentntion Le\>el 3 I0
PMF: 31
Mapek Level: 1$

In CIlS terms. Miutith is I Th.um.I\lTle. He knoWi Ihe roilo"';nlspells:

I)emono'oaY: throup BMR "I
8I.ack Mapek: Slo...., Weakness, Curse, Antidote. Possession
Ancient Lore: Ventriloquism, Mlral lock, Silence, F'anipt, Le,end
Lore. DoppelpnlU. GueOUll Form, Interdimensionll Labyrinth, Super
Coneentratlon, Vitality
IIhlSion: AllthroUlh Ninth Circle IncllUively
Commandl: Chlrm Person, Mesmerism, ~.., FOIl:etfulnesll, Summon

(IIIOWI Mluailh 10 force .ny of hisltudenh to Ippear befcwe him)
Detection: MI,iek, Enem~, Pooon. Observation, See Invisible
Basic Malic: all Fire, III Air

Sex: male o«u~lion: mKhan;a,n
I...t'nl 17 ClaM: mile
Heigl!: 5'9" Writhl: 14$ IbJ.
~Ijtutk>ta: 10 Stralllh: 9 Dutmty:1.l
8&rdic Voice: 10 Intenipo«: 10 Wisdom: I.
APP!'aranC'e' 6 0 .........:.,. AJianmeQI: 19

Kemren is • fonner ....Olee of We-da Krbhta...... and ~tains lbe CllStom
of rubbin. himwlr with rancid buner. He stinks 10 hipa hUYeR.

Penon., Combat to"aclor: 24
Body Poinu: 28
Filii'"' Poinu: ].(I

Ke.mren'$ WC'lpon of ("!toi« illhe Daga, with which he is +11'.10 10 fall
and ·11~withh. parT~.

Kemren •• Mech.nkian ATtirker with the follOW'inl .bilities:
ConcentntkN! Levd: 160
PMF: 30
M.pet 1A¥d: 11

Kemren tnoWi m.ny spc.l" ....h!eh he hn ptaced into. qrietl' of de.
rica K.nered thr_JItoat hill.il':

B/.Kt Mq::ict: Slo...., Wukn_
Andent Lore: Noise, Hen, Knoct, SilelK... H..alinl. Haste
IlIU1ion: Wall of FOS. [)etect (V), Speclral Monllen (spiden)
Delection: .11
Basic: M'lick: III W.ler,.11 Earth.

Kemren's home is well..u.rded, bolh by ll¥inl and unllvinl crellurcs.
He hn animated stllues and other de¥kes .t his beck and call which
would require 1000 d.ys to cOlUtruct by the C&.S rules rcw IlIlmlt..d
sen.nb.

Outedty: IS
Wisdom: 14
Allinment: t "I

Onterlt)': 13
Wisdom: IS
Alignment: 8

MYRTIS
Occupation: mld.me of Aphrodlsil Ho~e
Itelatlves: unknown
CI.a: nOn-fillllCf
Wellht: lOS lbs.
Stren.lh: 9
InteJllience: 13
Chlrisma: 18..

Su: femlle
Dlrlhpl,ee: unknown
Level: 10
Helpt: $'4"
Conllilution: 1$
BIrdie Volee: I.
Appearlnce: 19
Person.l Combat FICIOf:
Body Polnh: 10
FUIlue Poinu: 1/1

Myrtis doesn't filht. If she h.d to, she would I1It! I DI&&er. but rcw wh.1
does one hire 'ilardi, hmmm!
Aphrodisia HOuM. I very .ucceafuJ estlblishment, U1d is In economic
bulwark of Sanetuary. Averl,e nlptly receiph are 1$ GP.

KURD
St!Jr: mile Occup.tion: hnler
Birthpl.ce: Ranke Rtlulvcs: unkllown
Level: 9 Cl,.... : Physicbn
He;lht: 5'/1" Weilhl: 120 Ibl.
Constitution: "I Suenlth: 8
B.rdie Voic:e: 10 lnlelll,ence: 19
Appelr.nce: 4 Charism.: 10
Personll Combat F,ctor: 5.5
Body Points: 6
F,tllue Poinll: 5

M I physician, Kurd hll III of Ihe medical skills lisled in Ihe Soure<!'
book. However, h.. Itell 1_ euslom thin~ Allen Stul"';lt. even
thoulh "IUd's knowledp is creater. Thill is iust u well, ImOil Itluves
Kurd with mcwe time to Pur1Ue h.sludies. His dlil)' Ineome is 10 51'.

MASHA ziJ·INEEL

Desterity: 18
WIs4om: IJ
Ali&nment: 6

Dexterity: 14
Wisdom: 13
Alipment: 10

Sou: fellUlk Oc:cuPlll.on: mllh.;fe, bar""r, dentist
Birtllpl.ce: SanetllMy Relattves: norte (PaR'ntl: merchlnt)
LeYd: 6 0 .... : lhief
Hetcht: $'." Weipl: 100 It..
Cotastltution: 1$ Slrenlth: 10
Budk VoiCt!: 9 Inlelllpnce: IJ
AppearaltU: 12 Charisma: I.
PenonaI Combal Factcw: 9
Body Poinll: 14
F.til'"" I'oinb: 12

Mah.'s f.v<Wile _pollIan the SlIort Sword Ind the lhger, and she
is +12'.10 to hllind -11'.10 fOf parries with both. She wnn no armcw.
A rcc:mt Idventure hal resulted in the acqutsidon of a f«tu~ in jtwel.
ry: $lie now pouaIIoCI nfty Of IJO sems _th • total of 1000 GP. Her,
holdinlon 10 them .,n open question.

ONE·mUMS (USTEL)
50.. : male Occupation: ,,""op. of the Vulgar Unicorn
Le""t: /I 0-: non-filhter
Helpt: 5'/1" Weish': ISS Ibl.
Constitution: 11 Stren.Ul: 11
Budloc Voloce: 10 Inlclli.mce: IJ
Appearance: "I Charism.: 10
Penon.al ComNt Fntor: 13
8o<Iy Poinb: 18
Fati!ue Points: I.
Ofte.Thurnb aldom ne-edllo f"lJht. When he must, hc ..- eith« I 0.•.
II'" or' Ushl Sword.lnd is "fI'.Ioto hit .nd ParTY with each ....eapon. He
don not welt IT"'«.
One-Thumb's income from the Vulpr Unicorn, plus his other, far less
ra.pec:t.b1e Ictlvitia, brin. him In IltCOtDe of SO SP daily.
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CAPPEN VARRA

JARVEENA

JAMIE THE REO

000000 TRANSIENTS 000000

Oexlerily: 12
Wisdom; 14
Alignment: 9

DexterilY: 14
Wisdom: IS
Alignment: 5

Sex: male Occupation: caravan muter
Levtl: 12 Class; fishl"r
Height: 6'0" Weight: 190 Ibs,
Constilutlon: 12 Strenlth: 14
Bardic Voice; II Inlelligence: 12
Appearance, 9 Charisma: /2
Personal Combat I'act<)l" 16
Body Points; J3
Falillue Voints: 24

Samlor i. In accomplislled fishter, and is versed in the use of the Oag·
ger. SharI Sword. and &oadsword_ He II +11 lu hit and pany with elich,
When he expecls to flihl. Samtor weal'll AC S.
Samlor hil Saml's caravalUi Ire fairly lucralive.lnd bring him In income
of 25 51' daily, The earninSI are nol <:onsistenl, of COOI'lle, but ralher
come in lump sums every month or 50, when a caravan h:u ,arely reach.
ed lIS destination.

Sex; male Occupation: avenger for Weda Krbhllwn
Lev.... : 7 Class: thief
Heighl: 5'0" Weighl; 1801ba.
Conllitotlon; 14 Strength: 9
Bardlc Voice; II Inlcllilence: 15
Appearance: 6 Charlama: 7
Penonaf Combat "-acto" 10
Body l'ainu: 20
htillUC I'olnts: 16

Smllee I, not as ugly all his appearance lleor" seems to indica Ie. However.
it i, lhe prlctice of priesu ofWeda Krilhtawn to smear Ihemselves w1lh
rancid bUlle,. which mikes for foul air around them.
When he fighls, Smhee uses a Glnote if he can lake his prey unlware.or. Dauer if tie mUSI allack frontally, With a Ganote. Smhcc will in­
nict 10 painls of damage per turn if he can snare his tlrget_the chlnce
Ihat he will be Ibfe to slip the noose over lhe Ilr,et" head i. '25%
(assumin, the he has maneuvered himself into a poaillun behind the un.
I~pectinll victim). lind mllY be modified by Ctrcomstances, With lhe
I).gller. Smhee has a 14% bonos lu his normal hit chanc~...
Smhee is also a moderately skilled physician. wiih knowlcdge of all
medical arts IhrouSh fourlh level.

SAMLOR hit SAMT

illusion: Wall of 1"0'. I)coluslon. TrustwOl"thiness. Pro;ected Imille.
Delect (V)

Com minds: Chlrm. Sleep, Mesmerism, Geu
Oeleclion: Magick, Invisible I'l-esence. Observalion
Buic Mallick' all Fire, aU Air

Lythande Is not .. weallhy as he could be, lie posellCllbout 100 GP.
However, should he hire h1mJelf OUt, he commands a waIf: of 15 GJ> per
day. plu! bonusu,

SMJlEE

DexterilY: 17
Wisdom: 15
Alignment: .,

Dell;lerity:12
Wisdom: II
Alignment: 10

Dexterity: 15
Wisdom: III
Alipmenl, 10

Occupation: bard
Relalives: unknown
ellY'lhlef
Weighl: 125 lb!!.
SIRnlth: 1'2
InlelliKt'nce: 14
Charisma: 11

11.8

Occupalion: hired sword
Rclalives: unknown, parenlS royally!
CllI3l!i' nghter
Weight: 210 Itn;.
Sirength: 18
Inlelligence: II
Charisma: II

I'

So:x: mal"
Birthplace: unknoW'Tl
levt'l: 5
tleir,hl: 5'6"
Conslilulion: I)
Il;Irdk Yoke: 19
Appearance: 16
l'ersonal Com~, hclor:
Body I'oinu: IS
~alillllC Poillts' I J

Capp.en Varra's preferred wt'apon is the LIgtll Swurd, wilh which he is
-+-10% 10 hit and ·1 O~ with his parr,". He wears AC I.

Sex male
Uirthplacc' notlhlanlls
Level: 6
Hciglll 6"2"

COllSlllulion'16
Bardic Voice: 9
Appearance: I J
I"'rsonal Com hat Factor:
Body "oints: 26
tallllUC 1'0lnts: 14

hmi,,'s f.vorile "'capon. ar" the Claymore (use LH fbrbatian LonS­
~word) and Ihe Lil Thruslinll Spur: wilh both, he Is +12% 10 hll and
·12';J.to parry. lic wears. Chain Haubo:rk (AC 7) and .. helm which Is
th~ e(luival~1I1 or a Iype 4 helm.

sell;: felllBI~ Occupalion: apprentice ~cribe

Birthplace: Holl (Venized) Relatives: none lurV!vina
leVel: 3 Class: thief
Height: 5'0" Weight: 9S Ills.
{'onslitut'OIl: 17 Strength: 10
Bardic Voice: 14 Inlelligence: 15
App.-arance, to Charisma: II
I"'Bonal Combal hcllX: 4
Body Poinu: 12
Fatigue I'oints: 7

JIrVeenB'S preferred weapon Is the Throwing Oa"er, Her f'CF score or
4 belie~ he, expertise with thil weapon: when uSlAga Throwing Dauer
her PeF I~ I 5. lier armOr is AC I ; her dodge ehance is .15'"
Jarveena unies her wealth with heT: one C&'S Iold piece. IIId a lilver
pin which can bCl50ld for 3 GP. 000000 MONSTERS 0 0 0 0 0 0

LY71/A/llDE

I)cox h.·ril y: I 4
Wisdom; 18
A!ignment: II

SIKKINTAIR (The Flying KnilJes)
Body: 6S Move 50 (650 fly)
ArmOl C1a55: I Hit Bonus: I S% Dodge: .10%
AIIBCks; 3 x WIU' MCC laloos; 4 lI; Wl)F Mcn bile
The Sikkintair are from anothet plftne of exi51ence and. thanks to Cap·
pen Va... and Jamie the Red, lhey probably can'l get here allymore.
However, Ihere are always thoM: (usually males without belli:. sense)
who Itlink thlt a Sikkinta;r would make an cxc<:llenlscrvitur ....

Move: 40 (90 5wim)
Dodlle: -0%

BENGlL CRABS
Body: 30 Weight; 100
Atmor Class' 6 liit Ronus: "'10%
Allacka: J a WDF MGIt 10 pince....
8<:nIPI crabs are social arlchnlds. Ttley nest In groups of 5·JO (SD6).
snd haVe an anl·like commUniClllive ability, The crabli lire air·breathel'll.
but Iheir preferred environment is the WIller (unless cornered or defend·
In~ e....). bUllhey arc totally wlthoul fellr In Ihe water, Kernr"n keeps
a ne51 of lhese crabl In 1111 of Ihe WIIte,courses leadina into his lair, Ir a
prudent explorer times it right. Ihe crabs Can be bypassed. as Ihcy leave
their nesl en mllll 10 feed al nllht, NOle, though, Ihat they also return
en mass. 50 it is not~ to IlIrry in a Ilengil crab neslinl poul.

$ex: (fe)male Occupation; mercenary male
Birthplace: unknown Relallves: onknown
level: 17 Class: male of the lIlue Stir
Heilhl: 6'8" Weight: 150 Ills.
Conslilulion' 12 Strength: 9
&rdic VuiC(:; 16 Intelligence: 20
ApJ!<'arance; 15 Charisma: 16
"enonal Combat "aclor: 24
Body Points: 28
Faligue f'uinu: 30

LYlhande's wcapon of choice is Ihe Light Sword. with which he is
+11'.l. to hll and ·11 %to his parries. He weal'll no armor,
Lythande's ma"calabilities Ire., follo_;

Concenln.lion Level: 160
PMr; 30
"'apc Lev"l: 12

In C&r.S terms. Lythande is a Sorcerer. a ''MIllllry hea mauer' who has
spedalind in f'ower Word Ma&ic. His focus is the blue star emblu.oned
on his fOfehUd. H~ knoWli Ihe folJowingspells:

DemonololY: ltlrough 8MR 7
Black Maglck: Slow, W.,.kno:u. CUI'lIe. Antidote. Poueaion
Ancienl Lore: Noise. Hear. Knock. Silcnce. Healing. Hute
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DRAGONQUEST
Eric Goldberg

Introduction

This essay is a set of guidelines for using Thieves' World
characters with the DragonQuest rules. Herein 3TC explanations
of the reasoning which went into the character ratings, and
suggestions on how to reconcile the differences between
Thieves' World and DragonQuest. The gamesmaster and the
players aTC bound to tinker with the instructions and perhaps
even second·guess the character values: the design decisions are
given as a basis for comparison, and for those who are initially
reluctant to invest a large amount of time into the preparation
of this scenario.

The laws of Thieves' World and of the DragonQuest universe
have experienced a superficially similar development. Thc
most striking correspondence betwecn the two, at least for an
outside observcr. is the presence of magic. The technology
closely resembles that of Europe during the High Middle Ages
and, despite the presence of things supernatural. humanity is
dominant. Of greatest importance, from the perspective of the
player-characters, is that there is plenty of roaming room for
wandering adventurers in either world.

The divergences between the two worlds are of more imme­
diate concern to the reader. Magic is the foremost problem in
adaptation, because it works quite differently in each world
and its workings are described in more than one way in the
Thieves' World anthologies. The apparent absence of the non­
humanoid races (such as elves) and, to a lesser extent, most of
the mythological monsters from Thieves' World can cause cul­
ture shock for the visitor from the DragonQuest universe. Lastly,
the rigid power and social structures do not permit ready infil·
tration by outsiders, let alone outworlders.

Over There

When a DragonQuest character enters Thieves' World, the
following adjustments are made 10 his capabilities:

I. His Aspect (see 7) has no effect whatsoever.

2. An Astrologer (see 52) cannot use his skill until he has
spenl at least one month studying the night sky of Thieves'
World. His rank with the skill is halved (round fractions down)
once he gains the use of it. Prognosticative magic (such as
Reading the Stars l44.5; Q·11) will never work for a character
alien to Sanctuary.

3. Any capabilities unique to the DragonQuesl universe do
not function in Thieves' World. For example, a Black Magician
could never Call his Master (46; T-14) while in Sanctuary. The
named demons with which a Grealer Summoner deals can gate
into Thieves' World, but see below.

4. Any wholly magical beings (such as familiars) native 10
the DragonQuest universe sicken within an hour of entering
Thieves' World. Halve any such being's Fatigue, Endurance,
and success chances for all abilities (round all fractions down).
Exception: Named demons do not suffer these effects. How-

Almn Stulwig
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ever. the chance of summoning is quartered (round fractions
down), and there is no chance the justifiably annoyed demon
will graJlt the summoner the services of a lesser spirit. Succubi,
incubi. and heroes are not affected by this rule.

5. Thieves' World is considered a mana-poor area (see 27.1)
only for characters who originated in a DragonQucst world.

6. A character's Magic Resistance (see 31) does not protect
him from magic cast by a magician native to Thieves' World.
However. counterspells do work and Magic Resistance still
functions against a magician who has also journeyed from a
DragonQuesl world.

These effects cease to trouble the characters once they reo
turn 10 the DragonQuesl universe.

Believed Missing In Action

Two major aspects of Thieves' World life are not defined in
these pages, because both arc beyond the current scope of the
DragonQuest rules. Supplementary material will eventually en­
compass gods and religious orders, but I can hardly presume to
formulate rigid rules which recreate their effects upon Dragon­
Quest characters in TIlieves' World.

Nevertheless. it is recommended that the llsig and Rankan
gods be treated as ultrapowerful beings who can do just about
anything in their respective_spheres of influence-anything,
that is. which does not bring them into conflict with another
god. A god's influence sphere is defined as of what she or he is
the god: EshL for example, is the goddess of love and virginity.
Except in exceedingly unusual circumstances, no character can
withstand a god's power without the protection of another
god. (When in the bad graces of an 115ig god, supplicate to a
R:mkan god. and vice-versa.) Every god should be assumed to
have the power of Full Geas (see 83.2).

Religion is necessarily closely tied to the gods. If the games·
master constructs an adventure so that the player-characters
encounter priests of one or more religions, it is suggested that
these priests be granted quasi-clerical abilities (as in pagan and
early Catholic legend). These rely heavily on ritual-in both
senses of the word-and personal magic, which is intended to
directly affect an individual (the Healer skill (55] and curses
[84.3 et seq.] arc good examples of this). Presumably, spells
which are scaled-down versions of the liege god's special powers
are part of the priest's repertoire.

Dwarves. elves. hal flings, giants, orcs. and shapechangers,
ncar-llUmans in generaL are unknown to the folk of Sanctuary.
Elves and dwarves can pass for humans with strange powers,
like the Raggah. Shapechangers have no difficulties unless they
change to were-form, or a magician divines their true nature.
Orcs can, by a stretch of the imagination, pass for hideous or
degenerated humans. Giants and hal flings cannot conceal their
alien nature: the safest explanation is that they arc wizard's gel.
Such a claim may not be fully believed, bUI will encourage a
disinclination to verify the statement. The gamesmaster can
have visiting near·humans become the subject of local gossip,
but he shouldn't subject them to overt racial prejudice. The
people of Sanctuary have long ago adopted an attitude of leav­
ing well-enough alone unless there is a profit to be made.

The mythological monsters of the DragonQuest universe
also appear to be largely unknown in Sanctuary. Creatures
which can fairly be described as fabulous are found exclusively
in the company of the magical fraternity or far from town.
TIle gamesmaster, when introducing a beastie in the scenario,
may assume that an analog exists for almost any monster in
DragonQuest bUI the dragons. (Sikkintairs, for instance, are
very similar to gryphons.) Just assume that the creature 'goes

by a different name, has an altered appearance, and explain
why a magician bothered to bring the player-characters into
contact with it.

Sanctuary is currentiy suffering a depression. TIle purchas­
ing power of silver and gold is much greater in that town than
in the average DragonQuest world. Though research has failed
to determine the shaboozh-to-silver-penny exchange rate, the
gamesmaster is advised to depress prices by no more than an
order of magnitude (ten times). Fees for services rendered
(such as the use of a skill) are correspondingly lowered. Pay
close attention to monetary matters: regardless of what Prince
Kadakithis would like to think, they are first in the hearts of
the Sanctuary population.

New Characters and Story Personalities

The player who generates a character born in Thieves' World
is fortunate, because he has avoided the indubitably unpleasant
experience of the character's formative yean. AsSuming that
the character is part of the great unwashed (literally and figur­
atively) and not the offspring of a Rankan noble or local pros­
perous factor, he has learned to fend for himself at a very early
age and probably has undergone severe emotional trauma.

The prototypical Sanctuary personality is shot through
with animal cunning and duplicity.. Men have no scruples about
sati~fying their sexual lusts, preying on unprotected women or
children depending on circumstances and tastes. Women dis­
passionately trade their favors for goods and services. Everyone
ruthlessly contends for status. A player-character is likely to
be more virtuous than this vile composite (as are most of the
protagonists of the stories), but proper role-play in Sanctuary
usually requires putting one's worst foot forward or sideways.

The characrer generation procedure is modified as follows
for a Thieves' WorldjDragonQuest character:

I. TIle Perception value begins at 8 (exception to 5A).
2. If the character's Physical Beauty is 22 or greater, he or

she has been sold or shangllaicd as a slave (the player has the
option of generating another character) unless the character's
heritage is Merchant Prince or Nobility.

3. A player does not have to successfully roll to have a
character of the opposite gender.

4. A character may only be human. Near-human characters
are prohibited.

5. A TItieves' World character does not have an Aspect per
the DragonQuest rules. If the gamesmaster thinks he can figure
out how the S'Danzo read people's futures, he can assign astro­
logical signs accordingly.

6. Adjust the probabilities on the Social Status Table (8.1)
as follows: Poor Trash 01-20, Impoverished Gentlefolk 21-35,
Burgher or Farmer 3643, Merchant 44-60, Merchant Prince
61-62, Craftsm'an or Adventurer 63-72, Bandit/Thef/Pirate
73-89, Lesser Nobility 90-99, and Greater Nobility 00.

7. All characters arc automatically treated as bastards
regardless of their actual legitimacy, unless they 3re born of
merchant prince or noble parents. Additionally, increase the
probability of a character actually being a bastard by 15% for
all social classes. The chance of being a legitimate child is
accordingly reduced.

8. Double the character's initial allounent of Experience
Points, and divide the initial allotment of maboozh (not silver
pennies) by five.

9. It is strongly suggested thai male characters take the
TIlief skill per 8.6, and that female characters take either Thief



= 26

or Courtesan (54).
10. A character who begins as an Adept has no experience

poin ts or shaboozh to star!.
II. A female character may not gain Rank with a weapon

which has a weight of greater than I pound (see 19.3) if her
upbringing has been moslly confined to the civilized areas of
the Rankan Empire.

12. No character born to Th..ieves' World may be of the
College of Greater Summoning. The gamesmaster may wish to
construct a College unique to lltieves' World which deals with
the summoning of powerful beings, though this ability seems
to be in the domain of the priesthood.

13. A character may not acquire the Astrologer skill unless
he or she is fun or half-S'Danzo.

14. A character begins play life at age 15. His characteristic
values reflect potentials, rather than actual values. The value of
each characteristic will reach its actual value by his 18th year.
The gamesmaster decides IIle rate at which characteristic points
are gained; if he does not want to leave himself open to con·
stant argument, he should declare all point gains are strictly
linear (so an Endurance point, for instance, would be realized
once every 9 months). The characteristic values are intially re­
duced as follows:

PS·3 MO·2 EN -4 MAo·2 WP-1

Agility is at full value. Physical Beauty is decreased by 3 if it is
greater than IS, or increased by I ifit is 15 or less.

The following character generation restrictions are optional.
These restrictions are not in accord with the DragQnQuest
philosophy of starting all characters roughly equal, but do re­
flect the grim realities of Thieves' World life.

15. A character may not be an Adept unless his Magic Apti­
tude is greater than 15. Furthennore, a character has only a
30% chance of becoming an Adept. The player must assign his
characteristics before he rolls to determine whether his charac·
ter is an Adept.

16. An Adept begins play life at age 25. and so has reached
his potential with his charaGteristic values (but see 18 below).

17. A Healer's Rank cannot exceed the highest Rank he has
achieved with a spell or ritual not of the Colleges of Black
Magics or Necromantic Conjurations. If the character is not an
Adept, his Healer Rank ceiling is I.

18. Because of the mind-sct imposed on the girls of Sanctu-·
ary, female characters suffer in comparison to males. TIle effec­
tive characteristic values for a female arc reduced by 2 for PS,
EN, and MA. A female can achieve her potential in a stress
situation (as did Masha) or by proper tutelage (as must have
happened with Lythande). A female character who has yet to
achieve her potential must pay double experience point costs
for combat and all skills except Astrologer, Courtesan. Healer,
and Languages. Once a woman achieves her potential, her
capabilities are never again degraded becausc of her gender.
(These handicaps are the result of indoctrination, and not of
any sort of inferiority. The same effect could be recreated
with boys in a female.<Iominated society.)

19. Every player must roll DI0 at the conclusion of charac·
ter generation. If the roll is 5 or less, the c.haracter suffered a
grievous injury dUring his adolescence. Roll on the Grievous
Injury Table (18.5). A character will not die except on a roll
of 10, and all wounds which heal with the passage of time have
done so. Other deleterious effects remain with IIle character. A
roll of 43 (disfigurement) reduces PO by 2 in Thieves' World.

•
An Adept character generated in Thieves' World is, of

course, constrained by the modifications to the magic system
described in the next section of this text.

Each story personality of any importance is described to us
from at least two perspectives, which disagree on minutiae
more often than not. Poul Anderson's character with "cat·like
tread" is not necessarily identical to Bob Asprin's character
with "cat-like tread." Anderson's tread may indicate a charac­
ter with an Agility of 21 and a Thief skill of Rank 2, while
Asprin's metaphor could be a prosaic way of telling us a char­
acter has an Agility of 20. There is, obviously, no hard-and-fast
conversion rate applied to personalities. I did not often have
the luxury of even this confusion: Messrs. Anderson and As­
prin are too proficient at their craft to constantly provide me
with the same descriptions as a basis for comparison between
characters.

The greater problem is, however, lack of description. The
writers were not considerate enough to take us on a guided
tour of each character's physical and mental potentials. We
can, for instance, narrow Jamie the Red's Physical Strength to
the 22-24 range, but his Willpower could be anyone of a great·
er span of values. "

TIlerefore, all values which link a Thieves' World personal­
ity to the DragonQuest rules are given ~ number ranges. (TIl us
Jamie's PS is given as 22-24, and his WP as 8-16.) This allows
players to both second-guess my decisions and still end up
with a value which is "official." For those who don't want the
bother of constant reference to the books to choose one num·
ber from each range of values, simply average the high and the
low values in each range. (Jamie's PS would be 23 and his WP
would be 12.) This system leaves room for any new evidence
about individual personalities which may come forth in the
third Thieves' World volume.

Nor do the personalities all conform to the parameters
given for characteristics in the character generation rules.
These are not freshly-generated DragonQuest characters, but
personalities who have the experience of several adventures
and who operate in different Jiving conditions. Accordingly,
their characteristic values may have been modified due to any
of the following circumstances.

Advancing Age. Even in a fantasy world, the elderly find
that time has played havoc with their physical and mental well­
being. Hakiem may be craftier than he was in the days of his
youth, but he is not quite the man he once was.

Gender. The female personalities' importance in the scheme
of things is reflected by the paucity of female protagonists. I
do not approve of the sexist nature of Rankan society, but I
still must show that Masha is not yet the equal of Cappen
Yarra,

Injury. Jarvcena's unfortunate condition speaks for itself.
£xpen·ence. Those characters who have many accomplish·

ments to their credit are assumed to have spent Experience
Points to improve their characteristics.

Magic

Many variations on one magic theme-at least I think it is
one theme-are described in the Thieves' World stories. The
rules by which magic exists in Sanctuary are not tile same as
for the DragonQuest universe. The following modifications to
the DragonQuest magic system represent a composite of the
magics practiced by some of the story personalities.

I. An Adept may practice magic of more than one College.
An Adept begins play knowing the magic of one College. To

•
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,

gain use of another College's magic within the same Alignment
(34.1). he must spend 6 months of study and 5000 Experience
Points; for the first College (only) ora different A1ignmcnr, he
must spend I year in study and 7500 Experience Points. The
Adept may know up to his Magic Aptitude in spells and rituals
of Rank 5 or Jess for each College of which he has knowledge.

2. An Adept may never practice the magics of all Colleges
within an Alignment, though he may practice all but one. The
following pairs of Colleges 3rc mutually exclusive: Fire and
Water, Illusions and Naming Incantations.

J. An Adept must undergo a Ritual of Purification (32.2) if
he wants to switch from the magic of one ColJege to that of
another without ha7.ard. If an Adept switches without benefit
of lhe ritual. subtract 25 from his Cast Chance (for all magic)
if he switches within an Alignment, and 50 ifhe switches be­
tween Alignments_

4. An Adept increases his Cast Chance by 15 for each Fa­
tigue Point he spends. The Cast Chance must equal or exceed
100 by expenditure of Fatigue Points if possible.

5.lfa spell or ritual has a Cast Chance of 100 or greater, it
cannot backfire. If, however, the Cast Chance is less than 100,
any failure roll causes backfire.

6. A character's Magic Resistance has no effect unless he
has a focus. A focus may either be a counterspell, or an object
into which a counterspcll has been invested (32.3; Cappen Var­
ra's amulet is such a focus). TIle normal effects of a counter­
spell arc in addition to the focus.

7. A spell is always cast per the procedure described in 33
(as amended above). A full minute is not required.

8. Cold iron docs not inhjbit the casting of magic for an
Adept native to TIlieves' World.

9. If an Adept depends on a secret for his magical powers
(as docs Lyulande), his powers may be usurped by someone
who knows his secrets:

a. Th.. usurper musl st.te the .enel 10 Ihe Adept_ As long as Ihe
Adepr remaillS in sight or fOund ranae of the usurper, Ihe usurptt
may draw on his power.

b. Upon correclty Sl.tinl Ihe Adepl's Ilea'et, usurptt is granted
temporary knowledge or all Ihe Adept's magical lore. (Effeclively,
the usurper can read Ihe Adepl's mind.)

c. The Adept cannoi casl a spell 01" ritual as long as the usurper is
using hi, power. •

d. When the usurper casb I spell or ritual with the Adept's
power, thll Adept is powerless to harm him. The regular spell or
ritual pr(M:edure 15 used, except the W1W"ptt'. Magie Aptitude is fig­
ured in the c.lcuillion (not the A"pt's) and any FallaH Point 10M
is first taken from the Adept and, when the Adept's Fatllue ia ex·
hausted, from the usurper. Baeltnre result. apply 10 both usurper
and Adepl.

e. A spell mlY not be east udnl both the W1U1'PU'l and the
Adepl's Fallgue during the Slme round. The usurper m.y ch~ 10
switch the FUlgue drain to himselr if he does not think the Adept
has the neCe!l$ll'Y poin" remaining.

r. The usurper may draIn the entirety of the Adept's Falilue
Poinu and then cause the Adept to fall comatOle until the F.tilue
is restored.

g. An Adept is free to cast ,pella or ,ihlllb while his ace,.t is be­
ing pronounced or when his usurpu is not ldinl his po_n and the
Adepl hll$ Fatigue Points remaining.

10. A character may be granted talents by a god in return
for personal service. A talent is a magical ability which auto­
matically works whenever the god specified it could be used. A
talent usually only affects the character's own capabilities; he
could not, for instance, injure or control another being with
most talents.

A character cannot resist a god's personal magic, unless he
is directly protected by another god. A god is impcIVious to a
character's magic.

Two quasi-magical skills also are chDnged[or Thieves' World:
II. No Astrologer may attempt to change a prediction

(52.4). A fuU S'Danzo-not a half..s'Danzo-may attempt to
divine another being's intent towards a querent or in reaction
to certain events. (Moon flower detennined Bourne's and Li­
rain's plot against the Prince and Shadowspawn.) The success
chance is figured as for a regular question (52.5), but tlle
S'Danzo is able to give a clear answer if successful.

12. A Healer may not resurrect the dead (55.7). The games­
master can allow the gods to bring the dead to life, though I
can't imagine why a deity would bother-one human votary is
as good as any other.

Personality Fonnat

The infonnation for all personalities is 'Organized in the fol­
lowing manner:

Name. Aliases. titles, and trade-names are parenthesized.

Uosition. A phrase describes the personality's occupation or
responsibility in Sanctuary.

AppeiUOnce!.. Each time a personality is present in the narra­
tive, the page reference for when we first encounter him or her
is given. Passing mentions of a name are ignored. I have left the
physical descriptions of the personalities to the authors and to
Ace's artists, as they are the official authorities on this. TW
means Thieves' World; VU indicates Tales from the Vulgar
Unicorn.

Characfen"stics. Characteristics are given in the same order
for each character. Fatigue and Action Point Allowance, which
depend on the Endurance and Agility selected, respectively,
must be referenced from 5.2 and 5.3. Each characteristic is
presented as a range: sec the explanation near the end of New
O1amcters and Story Personalities. above.

Combat. The gamesmaster is sometimes asked to choose
secondary weapons for a personality. (Rank with bare hands
counts as a weapon.) Any armor and/or shield is listed.

Magic. I have taken the liberty of adding three Colleges
which will appear in the first DragonQuest magic supplement
(shaping magics, lesser summoning, and rune magics). If you
have not acquired that supplement, ignore references to it.

Talent! and Occupation. This is self-explanatory.

Skills. Again, the gamesmaster may be asked to choose
secondary skills for a personality.

Comment!.. Any special possessions or magical conditions
(such as being cursed) is mentioned. If tlle personality might
not be in town or alive dUring the player-characters' adventur­
ing, the gamesmaster is warned of this.

A "1" at the end of any ability indicates that the gamesmas­
ter may choose to ignore that ability.

If any player takes excessive advantage of his knowledge of
the books or of the infonnation in the next section, the games­
master should volunteer the offending character to further the
cause of science as one of Kurd's subjects.
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Two colleges?; minor magic.
May have talents at gamesmaster's dis·
cretion.

"

MA5·7
WP 8-14

AG 13-19
EN 19-23
PB 15·21

ZALBAR
Captain of the Hell Hounds.
First Mention: TW 10, 177,204,241;
VU 263.

PS 21·25
MD 13-19
PC 13-17

Sword weapon 3-7; 2 other weapons 2-8;
leather; improved buckler?

No magic.
No talents.
Military scientist 2-6; other skills 1·7.

When not engaged in combat, his regen·
eration ability depends on howVashanka
is disposed towards him. Note that Tem­
pus can regenerate grievous injuries.
lIIusionary Visage: Tempus can alter his
facial appearance at will.

Military scientist 3-9; Spy or Thief 3-5;
2 other skills 3·57

Tempus' magical nvord adds 20 to his
Base Chance in combat, and dispells all
defensive enchantments of Rank 15 or
less. It glows with a pole pinkish light in
the presence ofenemies, especially Jlsigs.

AMOLl
Madam of the Lily Garden.
First Mention: TW 219, 254.

PS 6-12 AG 12-18 MA 8·12
MD 16-20 EN 8-16 WP 13-21
PC 8-16 PB 10-18

WAlEGRIN
Guard soldier from Sanctuary garrison.
First Mention: VU 126.

PS 17·23 AG 15-21 MA 7-11
MD 11-17 EN 14-20 WP 13-19
PC 9-11 PB 12-20

RESIDENTS

ALTEN STULWIG
Apothecary .
First Mention: VU 151.

PS 18·20 AG 12-16 MA 5·13
MD 14-18 EN 14-22 WP 13-17
PC 5-9 PB 11-17

Quarterstaff 1-3; 1small weapon 24; no
annar.

Minor magic?
No talents.
Alchemist 3·7; Merchant 2-6; Thief I.

As the first of his alchemical abilities
(50.5), he can mix medicines.

Sword weapon 6-10; 2 other weapons
4-8; dagger 4-8; chainmail; improved
buckler.

No magic.
No talents.
Military scientist 4-6; 2 other skills 04.

MA 8-22
WP 14·22

AG 13·17 MA 6-10
EN 12·16 WP 14-20
PB 14-22

AG 9·17
EN 12·18
PB 10-20

OUAG ,
Hell Hound; bodyguard of Prince Kada·

kithis.
First Mention: TW 12, 179; VU 175.

PS 18·22 AG 11·17 MA 5-7
MO 12-18 EN 18·22 WP 10-16
PC 8-10 PB 9·19

Sword weapon 5-9; 2 other weapons 3-7;
dagger 4-8; chainmail: improved buckler.

No magic.
No talents.
Military scientist 3-5; 2 other skills 0-2.

PRINCE KADAKITHIS ("Kitty-eat'"
Military Governor of Sanctuary; step­
brother of the Rankan Emperor.
First Mentioned: TW 10,46, 174; VU
166.

PS 7·13
MO 12-18
PC 5-7

TEMPUS
Hell Hound; scll-sword and Yashanka's

minion.
First Mention: VU 193,229,287.

PS 22-26 AG 16-20 MA 7·13
MD 17-21 EN 16·22 WP 15·23
PC 12·22 PB 11·17

Bastard sword 7-9; other sword weapon
5·7; 2 other weapons 2-6; chainmail?

Minor magic.
Regeneration: Tempus regenerates one
Endurance Point per round in combat.

PS 10-16
MO 11-19
PC 8-12

RAZKULI
Hell Hound; bodyguard of Prince Kada-

kithis.
First Mention: TW 12, VU 263.

PS 18·24 AG 11·17 MA 5-7
MD 12-18 EN 18-22 WP 10-16
PC 8-12 PB 10-20

Sword weapon 5·9;2 other weapons 3·7;
dagger 4-8;chainmail; improved buckler.

No magic.
No talents.
Military scientist 24; 2 other skills.

Sword weapon 3·9; I other weapon 24;
leather.*

No magic.
No talents.
Two skills 04?

Kadakithis wears this armor for protec­
tion against aSSQSSins and can don what­
ever armor he chooses.

PRINCE. RETINUE. and OFFICIALS

AYE·GOPHlAN
Captain of a guardposl on Processiol1a1..
First Mentioned: TW 20.

PS 17-21 AG 15-21 MA 5-9
MD 11-19 EN 12-20 WP 10-16
PC 8-12 pa 8-18

Sword weapon 2-6;2 other weapons 1·5;
dagger 3·9; leather; plain buckler.

No magic.
No talents.
Thief 3·7; other skiUs 0-2.

ARMAN
Hell Hound; bodyguard of Prince Kada-

kithis.
First Mentioned: TW 12.

PS 19-23 AG 12-18 MA 12-18
MO 12-18 EN 18-22 WP 8-14
PC 8-12 PB 10-20

Sword weapon 5-9; 2 other weapons 3·7;
dagger 4-8; chain mail ; improved buckler.

No magic.
No talents.
Military scientist 24; 2 orner skill 0-2.

Annoll usually wean only the equiva­
lent of leather annOT Qnd goes without
shield while on patrol. He is reputed to
be incorruptible.

DAN LIS
Ancilla to the Lady Rosanda.
First Mentioned: 1W 101.

PS 9·17 AG 11·17 MA 7·13
MD 13·21 EN 10-14 WP 20-24
PC11-15 PB2O-24

Small weapon 0·2; no armor.

No magic.
No talents.
Troubador 1-9; 2 other skills 04.

MOLIN TORCHHOLDER
Priest-Builder for the Rankan Gods.
First Mentioned: TW 84, VU 166.

BOURNE
Hell Hound; bodyguard of Prince Kada-

kithis.
First Mentioned: TW 12, IS&'

PS 19-23 AG 13-19 MA 5-7
MD 12-18 EN 17-21 WP 10-16
PC 9-13 PB 9-19

Sword weapon 5-9;2 ottJ.er weapons 3-7;
dagger4-8;chainmail;improved buckler.

No magic.
No talents.
Military scientist 24; 2 other skill 0-2.
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[):agger 04; bare hands 0-2; no armor.

No magic.
No talents.
Troubador 4-8 (includes: amuse small
children, compose and recite stories and
legends); Spy 2-6: I other skill 0-2?

MIZRAITH.
Magician.
First Mention: TW 226.

PS 7-5 AG 8·16 MA 28-36
MD lD-18 EN 8·12 WP 15·21
PC 1-13 PB 7·13

Stabbing weapon 0-21; no armor.

Colleges of Necromantic Conjurations,
Enchantment and Ensorcelment (En·
chanter), Sorceries of the Mind and Less·
er Summoning; minor magic.
Has talents at gamesmaster's discretion.
Mechanician 1-1; 2 other skills 0-8.

ONE-THUMB (lASTEL)
Chvns the Vulgar Unicorn.
First Mention: TW 109,209.

PS 13-19 AG 12-16 MA 6-10
MD 12-20 EN 14-18 WP 15.19
PC7·17 PB7·13

Rapier 3-1; dagger 3.1; 1 other weapon
1·3?: no armor.

No magic.
Bartender.
Merchant 3·7; Assassin 5.1; Thief 1·3;
I other skill Q.2?

PS 6-12 AG 14-20 MA 7-13
MD 14-18 EN 7·15 WP 13-19
PC 12-16 PB 6-10

Small weapon Q.2?; no armor.

No magic.
No talents.
7·9 languages 8-10; Merchant 5·9; 2
other skills 1·5.

MYRTIS
Madam of Aphrodisia House.
First Mention: TW 237, 284.

PS 5-13 AG 15-21 MA 1()...14
MD 17·23 EN 8-16 WP 13-21
PC 12·16 PO 17-25

Small weapon Q.2?; no armor.

No magic.
Courtesan 8-10; Merchant 5·9; I other
skill 1·1.

KURD (The Vi.,isectionistl
Medieval research scientist.
First Mention: VU 272.

PS6-12 AG8·12 MA7·11
MD 14-22 EN 6-12 WP 17-23
PC 7-11 PB6-10

Small weapon 0-2?; no armor.

Minor magic?
No talents.
Healer 1; 2 other skills 2-6.

MELIlOT (The Scribe)
Owns a translation firm.
First Mention:'TW 17.

MASHA Zll·1NEEl
Doctor's Assistant and Hairdresser tum·

ed Adventurer.
First Mention: VU 5.

PS 4-14 AG 13-21 MA 6-8
MD 14-18 EN 10-14 WP 19-25
PC 10-22 PB 13-21

Dagger Q.2; short sword 0·2; no armor.

No magic.
Limited berserkergang: Masha can, in
moments of crisis, perform feats of
strength, coordination, and daring far
beyond her apparent capabilities.
Healer I; Thief 1-3; I other skill 1-3.

JUBAL
Crime-lord of Sanctuary.
First Mention: TW 185; VU 160.218.

PS 16-20 AG 14-18 MA 5-9
MD 14-18 EN 13-19 WP 15-23
PC 9-13 PB 7-15

2 sword weapons 3·1: knife 4-8; 2 other
weapons 1·1; leather*.

No magic.
No talents.
Assassin 1·5; Thief 24; Merchant 4·10;
I other skill 1·5.

-May wear any armor i[he[eels he needs
it.

HAWKMASK
Tough and bodyguard in Jubal's employ.
FirstMention: TW 13, 191;VU 194,218.

PS 15-21 AG 12-18 MA 5-9
MD 11-91 EN 16-22 WP 7-17
PC 5-13 POJ-23

Large weapon 04; medium weapon 2-6;
small weapon 1-5; bow weapon ~~;

leather; improved buckler~

Minor magic~

May have magical protection.
Thief~;Assassin04: 2 other skills 04~

IIIYRA (The SHreSlI
Half-S'Danzo fortune-teller.
FirstMention:TW51.93;VU 124, 153.

PS 6-12 AG 14-20 MA 12-24
MD 15-21 EN 7·13 WP 13-19
PC 12-20 PB 20·24

Small stabbing weapon 0·2?; no armor.

Minor magic?
No talents.
Astrologer 4-6; Merchant 1-3; Thief I;
I other skill 04?

JlJyra is believed to be under a minor
curse (84.30) which has rendered her
Ixmen.

MA 6-12
WP 13-19

AG 5-11
EN 7-13
PO 5-13

HAKIEM (The St~lIerl
Professional gossip.
First Mention: TW 4, 161; VU 1, 134,

199.

PS 6-14
MD 15-21
PC 15-25

ENA$ VORL
Wizard. '.
First Mention: VU 37. 113; VU 172.

PS var AG var MA 24-36
MO vat EN var WP 14-22
PC 12+var PB vat

Small slabbing weapon ()'2'; vat.

Colleges of Ensorcelments and Enchant­
ments (EnsorceUer). Sorceries of the
Mind. Illusions, and Celestial Magics
(Star Mage); minor magic.
Spy 1·3': 2 other skills 0-2';var.
var: variable: 'only while humanoid in
form.

Enos ror! is the victim ofall impressive
major curse which may have been aug­
mel/ted by magical backfire. lie is II

///OSI difficillt persollality 10 ploy. fJis
[Onll ralldomly chollges during a 24-72
hour cycle. His [OnlIS divide ill roughly
this [ashiofJ: 50% human ma/e, 25%
exotic humall or hU11UInoid, and 25% bi­
ZQ"C ellough to confine him to quarters.
Elias Yor!'s physicoJ capabilities are de­
tenllined by his current [arm, but his
memal and magical [acilities uSUillly re­
main unchanged.

Two knives or small throwing weapons
0·2; no armor.

No magic.
o talents.

Courtesan 5·7; Merchant 2-6; Thief I.

Amoli is clJIssed /l! U1ISI1l'Or}' in Soncrwuy
-quire Q feat ofdepravity.

DUBRO
Town smithy.
First Mention: TW 58; VU 124.

PS 21-25 AG 6-10 MA 5·9
MD 14-18 EN 15-23 WP 7-11
PC 6-10 PB 10-16

Matlock 1-5; 2 other large weapons 0-2;
bare hands 4-8; cloth arnlor.

No magic.
Smith.
Merchant 0-6: I other skill 04.



= JO ===============================
CAPPEN VARRA lThe Minstrell
"The only honest man in Sanctuary."
Fint Mention: TW 70, 91,272.

PS 9-15 AG :zo.22 MA 12-20
MD 16-22 EN 10·16 WP 14-16
PC 15-21 PO 15-21

Rapier 5.7; spear 1·3; small weapon 24;
cloth annar.

Minor magic.
Knowsgeometry:understands basic prin­
ciples of magic.
Troubador 7-9; Thief 4.s; 3 other oolls
1-5; 2 other languages 6-10.

Qzppen V4ITQ potKun an amulet which
DCl$ as Q focus for and tldds 50 to hi3
Magic R~sUlatJ~ after he spew three
truth, about the Adept CGStillg magic at
him. He a/so comPOlef Q metln rondeL

CIME (The Witdl Harlot)
Free-lance prostitute.
First Mention: VU 205.

PS 6-12 AG 12-20 MA 17-23
MO 14-22 EN 6-14 WP 13-19"·
PC '0.14 PB 13-21

Small weapon ()'2; no amlOr.

Black magician~; minor magic.
No talents.
Courtesan 3.7; J other skills I-S? (but
nOI Thief).

Cime is the .,;ctim of Q major emu
(84.4) which prevenu her from sleeping
wilh any man except as adient, Qlld slle
has vowed to slay sorcerers.

HANSE or SHAOOWSPAWN
Thief extraordinaire.
First Mention: TW Ill, 156. 197;VU
202.229.

PS 12-16 AG 20-24 MA 5·9
MO 19-25 EN 10·14 WP 16-20
PC 13-21 PB 20·24

Dagger 2-8; Knife 2-8; I other weapon
0·2?

No magic.
No talents.
Thief 8-10; Spy 4-8; Merchant 3-7.

JAMIE THE RED
Younger son of a mountain king.
First mention: TW 102.

PS 22-24 AG 15-19 MA 5-7
MD lD-18 EN 21·25 WP 8-16
PC 7-11 PBll-19

CJaidheamh-mor 4~; 1 sword weapon
4~; knife 6-8; battle axe 5·7; spear 24;
ch3.inmail; plain bllckler1

No magic.
No talents.
Ranger 3·5; Thief I; other skills 041

JARVEENA
Translator in Melilot's employ.
First Mention: TW 19.

PS5-9 AGl3-19 MA6-8
MD 15-21 EN 7-15 WP 18·24
PC 6-12 PO 5-11

Dagger 02-?; no amlOr.

o magic.
No talents.
3 languages 8-10 (includes Yenized);
ThiefQ-4; 1 other skill Q.2?

KEMREN. THE PURPLE MAGE
Renegade priest ofWeda Krizhtawn.
First Mention: VU 80.

PS5-11 AG10-16 MA2S-31
MO 11-17 EN 7-13 WP 16-22
PC 6-12 PB9·15

Stabbing weapon 1-3; 1 other weapon
0-2?; no annor.

Colleges of Sorceries of the Mind, Water
Magics, Enchantments and Ensorcel·
ments (Enchanter). Black Magics, lIlu·
sions and Shaping Magics; minor magic.

Has talents at gamesmaster's discretion.
Mechanician 4-10; Merchant 1-5; 2
other skills 1-3.

l YTHANDE (The Star-Browed)
Adept of the Blue Star.
First Mentioned: TW 71, 197.248.267.

PS 10-16 AG "-17 MA 22·26
MD 12·16 EN 9-15 WP 14-20
PC 11·17 PB9-17

Sword weapon 3-7;stabbing weapon 2-6;
1 other weapon 0·2; no armor.

Colleges of Illusions, Air Magics, Water
Magics, Sorceries of the Mind, and Celes·
tial Magics (Shadow Weaver); minor
magic.
Teleport to the Place That Is NOI.
TIlief 1.5; Ranger 1-5; Alchemist 0-8; 2
other skills 0-6. -

SAMlOR Hil SAMT
Caravan master.
First Mentioned: VU 91 .

PS 15-21 AG 14-18 MA 8-20
MO 13-17 EN 14·18 WP 16-20
PC 12-18 PB 8-16

Dagger 5-9; I medium weapon 3-5;
bow weapon 3-5?; no am\or.·

College of Ensorcclments and Enchant·
ments (Enchanter); minor magic.
No talents.
Merchant 3-7; Ranger 3-7; Thief 1;other
skill 24~

·SamkN probobly weQTS annor in the
desert or when on conroy.

SMHEE
Priest of Weda KriZhtawn

First Mentioned: VU 30.

PS 15-21 AG 18·22 MA 15-17
MD 11-17 EN 12-16 WP 14-20
PC 9-15 PB 8-14

Dagger 3·9; 2 other weapons 1-3; cloth
amlOr?

College ofWaler Magics?; minor magic.
No talents.
Spy 3-7; 2 other sk.ills 1-5.

RACES
These QIT! lontllltted as are ,he racer

01 the DnzgonQuest universe (6). The
"Chance" indicates the percentage
duma 01 Q new chanrter being tha,
roce (6.1).

THE S'OANZO
Thc seers of Thieves' World, though

they show surprising disinclination for
other magics.

Special Ability: only a full or a half­
S'();anzo may be an Astrologer. See also
section "En of note II prefacing these
statistics.

EN-l;MA +1,; PC +1.
(Full S'Danzo) Chance: 15%. Racial

Multiplier 1.3.
(Half S'Danzo) Chance: 20%. Racial

Multipljer 1.2.
The gamesmaster must choose which

of the characteristic modifiers apply to
half S'Danzos.

MONSTERS

BENGll CRAB OF SHARRANPIP
First Mention: VU 56.
Natural habitat: Beach and Shoals.
No talents. skills, or magic.
Movement rate: Crawling: 250.

PS 12-22 MO 3-9 AG 5·10
MA none EN 5-8 FT 6-9
WP5-6 PC 7-11 PB2-6
AP 4-6 NA 2 OP/strike

Attacks: a Bengil crab can attack
with 2 claws each with a Be of 35% and
+1 Damage.

SIKKINTAIR (Flying Knife)
First Mention: TW 124.
Natural habitat: Mountains and Pl.ains.
No talents, skills, or magic.
Movement ratcs: Walking 100, Flying

850.

PS 3240 MD 15-20 AG 10-16
MA 2·5 EN 20-25 FT 15-30
WPO·5 PC 7-14 PB0-5
AP 12-15 NA 4 DP/strike

Attacks: A sikkintair can attack with
2 talons, each with a Be of 30% and
+5% Damage.

,
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DUNGEONS & DRAGONS® is a trademark owned and used
with permiS$ion of TSR Hobbies, Inc.

DUNGEONS & DRAGONS®s.... MoBh

0&0 8 (DUNGEONS & DRAGONS" I is. relatiwel\' simple system
wIth .11 the ends left~ lor the OM 10 txPMd as he'd like, in eontrnt
to AD&OTM. where .11 1M~ IIl'e filled In minute detlllil.

Ea<:h character is the sum of his experience and life. AI in most
legends. each 0&0. chancier's vitality (and the reflections or it)
increases as he 0Ye1c0me5 enemies and barrien.

In 0&.D8 the transition 10 the heroic and $Upramundane occurs
relatively soon as characters pin mort hit dice. thereby allo'Alinl the
players to experience the visor and pace that permt.lte:s most of our
lesenus.

In ad.3ptins Sanctuary. remember that the mljor characters (the
on« detailed in this volume) art extraordinary. You could SICOUI the
Empire and nOI rmd thriJ: like. Each is heroic and ..orthy of note. Each
has been adapted ",ith consideration of ..1Iu they actually did (001
...lIat they said !hey did Of whll they Aid they wert) in comparison to
what others around them IdtieYtd. A DM dlould reel. free to add or
5Ubtral:t. or to create new cbsln in whkh to fit the clI.al1ICters..

""'hen Pbcin& Sanctuary in I DolO- world, note that Sanctuary
appean to be am~ world with fe.. map;iam; and fe.. magic
items (ellc:ept for thOle sfven out by the BOd of Ynr -and those bite
pretty hud). It also seems to be a bit~r than the ave,.. world,
but then we see it mOldy frOfl\.!he yje.,point of dum dwdkrs, and
their ""odd ah"v. is pcJOI.

This adllptation hu been done within the limits :md SUiddines of
the two O!.Oe boob. As everythirtS done ...ith those, a DM should fed
thll these are merely I place to start with his or ber creativity, Ather
than a plaoe for it to end. You may 'Io'ish to read the Sanctuary anthol·
~ diffefC'ndy than I did, see the uniqueness of the characten as kss,
and differ with me on almost every point. Yer please remember that
this is a Sooo faith effort to l:ive I fair interpretation of the material.

CllaO$ium Inc. extends ill thanks to TSR Hobbies. Inc. for penni$­
lion to lise the materials, prepart!d by Steve Marsh and included in this
work, in a fonnat bucd uponTSR'.DUNGEONSA. DRAGONS. Game
System.

DUNGEONS A. DRAGONS., DA.D,., ADVANCED DUNGEONS A.
DRAGONST,M. ,ADVANCED D&DT.M., and AD&:[)T·M·are trademarks
owned by TSR Ilobbies, Inc. and used by pennission.

DUNGEONS &: DRAGONS. Basic and Expert Sets; TSR Hobbies,
Inc., 1'.0, Bo.~ 756, Lake Geneva, Wisronsin, 53147,

WISDOM: 12
DEXTERITY: 13
CONSTlntTION: I.
CHARISMA: 08

DANLIS
2nd~tW'o_

AUGNMENT: Neutral
lilT POINTS: 12
ARMOR CLASS: 6
NO. OF ATTACKS: I
DAMAGE/ATTACK: 1-4
HIT BONUS: +3
FAVORITE WEAPON: Dagger
MOVE: 120'/tum
STRENCiTIl: 12
INTELLIGENCE: 17
WISDOM: 09
CONSTITUTION: II "
DEXTERITY: 18
CHARISMA: 18

KADAKITHIS
9th a.v.t tilto*
ALIGNMENT: Lawful
HIT POINTS: 45
ARMOR CLASS: 2
NO.OF ATTACKS: 1
DAMAGE/ATTACK: 2·9
HIT BONUS: +3
FAVORITE WEAPON: Sword
MOVE: 9O'/tum
STRENGlll: 13
INTELLIGENCE: 17
WISDOM: 17 - +2 VI. magic,based saving tIuows
CONSTITUTION: 14
DEXTERITY: 16
CHARISMA: 18

•
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2nd/~1.""Hold Penon
,,"ow
Alipm~Dt

Find Traps

lTd I~l 4th /~v'" 5th 1~,"1

Continual Cure Serious Commune
Ugtll WOWlds Dlspd Evil
Stri~ PrOlJ:(:tion/ Quelt
Remove evil 10',.
Cune Creat~ Water

Cure Disease

For the DM Molin may be the most po"'onful cleric in 5anctuuy.
His spdh reprocnt the po..-cn av:aiLable to those who 1Ct¥e Ranke. Ite
is likely to chaJF in coin and terrioc (backed by Quest) for any of the
powen of IUs &od that be invokes for others.

MOLIN TORCHHOLOER
11 ttl 1.....1clwle
ALIGNMENT: Neutral
BIT POINTS: 40
ARMOR CLASS: 5
NO. OF ATTACKS: I
DAMAGE/ATTACK: 2-7
HIT BONUS: +1
FAVORITE WEAPON: Mace
MOVE: 9O'/tum
STRENGTH: 14
INTELLIGENCE: 13
WISDOM: 18 - +3 00 magk:·bJ5ed saving throws
CQNSTITImON: 12
DEXTERITY: II
CHARISMA: 18
SPELLS:

JJtI~1

Detect Evil

Uoh'
ProtectionJ~vi1

Cure U&ht
Wounds

AYE-GQPHLAN
8th 1.....1 fighter
ALIGNMENT: Lawful
nIT POINTS: 56
ARMOR CLASS: 3
NO.OF ATTACKS: 1
DAMAGE/ArrACK 3-10
HIT BONUS: +3
FAVORITE WEAPON: Sword
MOVE: 9O'/tum
STRENGTH: 17
INTELLIGENCE: 09
WISDOM: 10
CONSTITUTION: 16
DEXTERITY: 14

BOURNE CHARISMA: 17
8th~ tighter
ALIGNMENT: Cll.otic
HIT POINTS: 44
ARMOR CLASS: 4 (chain + DEX bonus)
NO. OF ATTACKS: I
DAMAGE/ATTACK: 3-10 (Id8+2)
HIT BONUS: +3
FAVORITE WEAPON: Sword
MOVE: 9O'/tum
STRENGTH: 16
INTELLIGENCE: II

•
•
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AMOLI
6th I....et thief
ALIGNMENT; Neutral
lilT POINTS; 27
ARMOR CLASS: 7
NO. OF A"ITACKS; I
DAMAGE/ATTACK: 1-4
HIT BONUS; +2
FAVORITE WEAPON: dagger
MOVE: 120'/ruTII
STRENGTH: 10
INTELLIGENCE: IS
WISDOM: 12
CONSTITUTION: 16
DEXTERITY: 17
CHARISMA: 15

2nd Le~e1

Bless
Find Traps

Alten Stulwig's wisdom S(;orc refleets his great knowledge of natural
healing methods and his understanding of natural ways.

Beuuse of this he can heal all vitamin deficiency diseases, indul:e
miscarriages, and heal fevers-in shorl he has a S x wisdom (90%)
I:hance of getting any result that a modern drug could achieve, He also
has a few low level speUs.

A OM should use Allen Stulwig as an NPC healer who will charge a
"reasonable" prio::e without asking questions. For any of his herbs hell
charge 150% of whatever the market price would otherwise be.

ZAlBAR THE HELLHOUND
9th 1.....1 fighter
ALIGNMENT: Lawful
HIT POINTS: 70
ARMOR CLASS: 4 (I:hain + DEX bonus)
NO. 01" ATTACKS; I
DAMAGE/ATTACK; 3-10 (108+2)
HIT BONUS: +3
FAVORITE WEAPON: Sword
MOVE; 9O'/tum
STRENGTH: 17
INTELLIGENCE; 09
WISDOM; 14
CONSTITUTION: 17
DEXTERITY: IS
CHARISMA; 12(17)

As a non1:om with long experieno::e and a good memory, Zalbar
knows how to di$Ciplinll and motivate men, For those who know him,
his charisma is 17 rather than 12.

AlTEN STUlWtG
5th t....et deric
ALIGNMENT; Neutral
IHT POINTS: 25
ARMOR CLASS: 7 (1:loth + DEX bonus)
NO. OF ATTACKS: I
DAMAGE/ATTACK; 1-6
HIT BONUS: +1
FAVORITE WI~PON:Staff
MOVE: 120'/turn
STRENGTH; II
INTELLIGENCE:
WISDOM: 18 + 3 on magic-based saving throws
CONSTITUTION: 13
DEXTERITY; IS
CHARISMA: 09
Spells;
u~e1 /
~Iealing x 2

WAlEGR1N
8th 1.....1fighr.r
ALIGNMENT: Lawful
HIT POINTS; 47
ARMOR CLASS: 3
NO.OF ATTACKS: I
DAMAGE/ATTACK: 3·10
HIT BONUS; +3
FAVORITE WEAPON; Sword
MOVE: 9()'/turn
STRENGTH; 16
INTELLIGENCE: 17

TEMPUS
14th level fighter
HIT POINTS: 86
ARMOR CLASS: 3 (chain + shield + D[X bonus)
NO.OF ATTACKS: I
DAMAGE/ATTACK; 3-10 (108+2)
HIT BONUS; +3
FAVORITE WEAPON: Sword -.
MOVE; 120'/tum
STRENGTH: 17
INTELLIGENCE: 16
WISDOM: 18 - +3 on aU magic-based saving throws
CONSTITUTION: 18
DEXTERITY; IS
CHARISMA; II

Tempus audited the Blue Suu in an effort to regain Cime and dom­
inate the unlawful forces in himself.

When in favor with his god. Tempus is able to regenerate a point of
damage every found. When not in favor, he regenerates a point of dam­
age every day (in addition to normal healing). When he is between favor
and disfavor (which often happens when the god is displeased but not
truly angry) he regenerates a point of damage every hOUf.

Tempus curies one of the weapons of his god. Such weapons are
fearsome, and often consume their bearers. They generally take one
experience level plus a percentage of the experience points of the chu­
acter in order 10 purcha.se U!em, They also reduce the percentage of
earned experience (thus Clme eams only a fraction of the experience
her actions would usually bring).

Tempus' weapon is a sword with edge and point. It is preternatural
in its effects. Usi"8 it he docs double damage (6-20 / 208+4) and gets
double allacks. The sword reflects speUs back al their casters and re­
verses magic bonuses (against thu sword +3 armor would be -3 armor, a
magic arrow would retum to the person who fired it, etc.). The sword is
+S to hit. With the sword he gets (with bonuses) two attacks at +8 for
6·20 poinl5 each,

As one who was once a man and who longs for peace and love, Tern·
pus is driven .•le wiU aid those who he perceives could be as he WllS, For
this reason he is in the slum of Sanctuary serving the Prince when he
could be making more money in the capital. For this reason he befriends
'Snipe' (Hanse Shadowspawn). He cares for the people and tries to serve
them. And he hates those who prey on others and who flout the laws
and he will slay them any time and any place. The OM should play him
as a hero of elemental proportions and motivations.

=32 ==============================
GENERIC HELL HOUND [Arm;tn, Quaoa, Rmr.ulil WISDOM: 09'
7th I.... tithm CONSTITUTION: 14
HIT POINTS; 39 DEXTERITY: 15
ARMOR CLASS: 4 (chain + DEX bonus) CHARISMA: 16
NO.OF ATTACKS: 1 The DM should remember that Walegrin is very streetwise and a
DAMAGE/ATTACK; 3-10 (108.2) strong tactician. lie is not Likely to get bushwhacked or to walk into
HIT BONUS: +3 ambush.
FAVORITE WEAPON: Sword
MOVE: 90'/tum
STRENGTII; 16
INTELLIGENCE: 12
WISDOM: 12
CONSTITUTION: 14
DEXTERITY; I J
CHARISMA:

Repulations of HeU Hounds are such that the morale of any intelli­
gent opposition to them will drop by 104. A Hell Hound never has
morale failure and adds I 10 the morale of those he is with.

Non-gcneric Hell Hounds do exist. They arc tougher lhan the nor­
mal HeU Hound. and nOlllS self·sacrificing or as loyal.

In dealing with Hell Hounds, players should discover thai they arc
incorl'\lptiblc and completely loyal to the Empire.



RemOV'C TraPJ 40';1.
Move Silently 4SS

HAKIEM
6th I.... thief
A.LIGNMENT: Neutral
tlIT POINTS: 16
ARMOR CLASS: 7
NO. OF ATTACKS: I
DAMAGE/ATTACK: 14
HIT BONUS: +2
FA.VORITE WEAPON: Dat#r
MOVE: 120'/turn
STRENGTH: 09
INTELLIGENCE: 18
WISDOM: 6 - +2 VI. map.:-based saving throws
CONSTITlTTION: 10
DEXTERITY: 17
CHARISMA: IS
Thieny S1cilIs:
()pm Locks 4S",
Pick Pockeu 4S~
Listening 1-3

Hlkiem is a very bliPt but nOW<rippled thief who can no longer
reach locks or tceond noriel. Toup enough to hold his own apinst
dlo-. ....ho would rob him, harinr; enough friends that no one would
mok:$t him for amuSC'ment. bfiClt and quick enough that he learned
much lore in his younger dayl, H.ldem now tells tales: in the market­
place and begs for a livin3-

He is cunning and proud. He scr.pes bottom for I living when times
are rough (as they are now) and tells tales when people hive a few cop­
pen to spare. FOT • price he wiU leU an lIdvenlurer the appropriate laIe
that will rtll in general background knowledge or historical infonn.tion.
He can din:ct one 10 any place in town. In giving infonnation or lales
he will try 10 receive his pay first and then shortchange lhe payer. He
will wail for his pay but, if forced to, will raise a hue and cry if not
paid. He is a very useful source of infonnation for newcomers.

ENAS VORL
12th Wrel mIIgic-uMr
ALIGNMENT: l.,awful
HIT POINTS: 48
ARMOR CLASS: 9
NO.OF ATTACKS: 1
DAMAGE/ATTACKS: 14
HIT BONUS: 0
FAVORITE WEAPON: Dagger
MOVE: 120'/round
STRENGTII: 10 -,
INTELLIGENCE: 18
WISDOM: IS - + I ys. m~based saYing throws
CONSTITUTION: 16 •
DEXTERITY: 10
OIARISMA: 03

[nas Vorl can casl Iaslinl ~ymorphs 10 heal ddormilie5 (al a hiPI
price). He knows many of !he tetteU of Sancluary, and the pasl of
many of il5 inhabitants. Part of this knowledge comes from his pouc:s­
sion of a magic r;Iass aUowin! him 10.,;ew aU of Sancluary al will.

He should be played as one who already knows whal the playen
wanl and why they want it. llis contacts and maP<: usuaUy will have
shown/iold him everything-or so il will appear. He .....;U nol venture
forth, but can be hired to cast spells aJld enchanl items at I SQ'I> or whll
the nonnal charge would be. lIis special ~ymorph speU (the one thlt
Iasu) U 6th level aJld may require some enchanting.

Molin Torchhotde,

======================='=====:==========)) ,Thielly SUl1J: OUBRO THE SMITH
()pcn Locks 45" Remon: Traps"~ Pitk Pockeu 45" 5th Iwet f ....ter
Climbinl92S Move Silently 45'-' Hi~ 35.... ALIGNMENT: Lawful
LiJlenin! 1-3 lilT POINTS: 4S

ARMOR CUSS: 6 (may be inen:ased to 1)
Amoli should be played as I ruged individual who has climbed NO. OF ATrACKS: I

fairly close 10 lhe top of hel world u~ whateVer tnob she had I"ai!· DAMAGE/ATTACK: 4-9 (106+3)
able. She p~ren to rteBOtiate to pin what she wanD but will rescxlto HIT BONUS: +4

violence if forced.. FAVORITE WEAPON: U:ammer
MOVE: (20'/tum (10 60'/tum)
STRENGTH: 18
INTELLIGENCE: 08
WlSOOM: II
DEXTERITY: 13
CONSTIl1.JTION: 18
CUARISM,,: 08

1

i



JUBAL
"th t.nl fightw
ALlGNM.ENT: Chaotic
HIT POINTS: 70
ARMOR CLASS: 3 (chain + DEX bonus)
NO. OF ATTACKS: I (or 2 at -I each)
DAMAGE/AlTACK: 4·11 ('1·8+3)
U1T BONUS: +S
FAVORITE WEAPON: Sword
MOVE: 120'/tum
STR ENGTH: 18
INTELLIGENCE: IS
WISDOM: 12
CONSTITUTION: 17
DEXTERITY: 16
CHARISMA: 11

duplicate a modem drug being 4 x inteDigence (or 60%) and her cl1ance
of havirlg tile necessary herb 2 x wisdom (or 36%). If she doesn't have
the drug her cl1ance of being able to fmd it is 2 x charisma (or 32%).
The formulas are given in case her characteristics change.

Pick Pockets 55%
Qimbing 93%

= J4==================================
HANSE SHADOWSPAWN
7th ..... th;.t
ALlGNM.ENT: Chaotic
HIT POINTS: 33
ARMOR CLASS: 5
NO. OF AITACKS: I
DAMAGE/ATTACK: 3.(i (104+2)
HIT BONUS: +4
FAVORITE WEAPON: Throwing Dagger
MOVE: 120'/tum
STRENGTII: 16
INTELLIGENCE: 11
WISDOM: 09
CONSTITllTION: 16
DEXTERITY: 17
CHARISMA: 14
ThieRy Skills:
Open Locks SSIii Remove Traps SO%
Move Silenlly SS% Hide in Shadows 45%
Listening 1-4

4th Level
Protection!EviI 10'r

HAWKMASK. Fight.r
2nd 1.....1fighters
ALIGNMENT: Chaotic
lilT POINTS; 14
ARMOR CLASS: 5
NO. OF ATTACKS: I
DAMAGE BONUS: +1
FAVORITE WEAPON: Sword
MQVE: 90'/lum
STRENGTH: 13
INTELLIGENCE: 10
WISDOM: 10
CONSTITUTION: 12
DEXTERITY: 10
CHARISMA: 08

See nole below.

Assuming a time before his death (or even perhaps after it if great
powers s~d to raise him fmm the dead), the Purple Mage is deadly
and powerful. He is sliding toward neutrality, caring not for the wtside
world except that it not bother him. At the same time his lust for
powcr and safety draws him out into intrigues and daring. He is likely
to be the connecting point for some conspiracies arising outside of
Sanctuary. He is also one of the fewpOSSl.'ssing huge amounU of portable
wealth and an independent paramilitary organization (the Raggah).

4th Level
Confusion

6th Le~'el

Invisible Stalker

3rd Level
Water Breathing
Hold Person

lrd Le~el

Hold Person
Qairvoyance

5th Le~el

Clwdkill
Uold Monster
Wall of Stone

2nd Le~el

ESP
W,b

KURD THE VIVISECTIONIST
7thl~.1~e~

ALIGNMENT: Neutral
HIT POINTS: 17
ARMOR CLASS: 9
NO. OF AlTACKS: 1
DAMAGE/AlTACK: 14
HIT BONUS: 0
FAVORITE WEAPON: Knife
MOVE: 120'!tum
STRENGTII: 09
INTELLIGENCE: 18
WISDOM: 18 - +3 on magic-based saving throws
CONSTITUTION: 12
DEXTERITY: 12
OIARISMA: 06
Favorite Spells:
1st u~el
Oiarm Person
Sleep
Hold Portal

KEMREN. THE PURPLE MAGE
11th I_I M8gic u.­
ALIGNMENT: Chaotic
HIT POINTS: 28
ARMOR CLASS: 9
NO. OF AlTACKS: I
DAMAGE/ATTACK: 14
IUT BONUS: +2
FAVORITE WEAPON: Dagger
MOVE: 120'/turn
STRENGTH: 09
INTELLIGENCE: 18
WISDOM: IS - +1 on magic-based saving thmws
DEXTERITY: 16
CONSTITUTION: 09
OIARJSMA: 16
Favorite Spells: A Sample Ust

Itt uvel 2nd Level
Magic Missile x 2 Phantasmal Force l( 3
Shield
Sleep

4th Le~el

Charm Monster
Polymorph Others
Hallucinato!')' Tenain

HAWKMASK. Thief
2nd lenl thievllS
ALIGNMENT: Chaotic
HIT POINTS: 7
ARMOR CLASS: 7
NO. OF ATTACKS: I
DAMAGE/ArrACK: 1-8
HIT BONUS: +\
FAVORITE WEAPON: Sword
MOVE: (20'/tum
STRENGTH: 12
INTELLIGENCE: II
WISDOM: 09
CONSTITUTION: 10
DEXTERITY; 13
CHARISMA: 08
ThieOy Skills:
Opcn Locks 20% Find Traps 15'.lo Remove Traps 10%
Piek Pockets 25'.lo Move Silently 305(, Qimb 75%
Hear Noise 1-2 l-tide in Sllaoow 25%

The fighters provide muscle and tile tIlieves provide toucll. Fighters
usually will be encoontered in groups of )·5 (2+103) and thieves in
groups of 1-3 (103). The figilters are oftcn making their prt5Cn~ felt;
the tllieves often are on tllelr way to murder someone.

ILLYRA
6th '-vel 'el«ic'
ALIGNMENT: Lawful
HIT POINTS: 27
ARMOR CLASS: 8
NO. or ATTACKS: I
DAMAGE/ATTACKS: 14
HIT BONUS: +1
FAVORITE WEAPON: Ligill Oub/D3ggcr
MOVE: 120'/turn
STRENG11i: 09
INTELUGENCE: IS
WISDOM: 18 - +) on magic-based saving throws
DEXTERITY: 13
CONSTITUTION: 10
CIIARISMA: 16
Favorite SpeDs:
1st Ltvtf 2nd ul".1 Jrd uvd
Detect Evil Bless Locale Object
Detect Magic Know Alignment

In telling the past of an it~,lllyra wiD not be able to reveaJ what it
is, but will be able to give cnough information that the players should
be able to deduce what they Ilave. Witll the future she will make tile
players aware of events that have an impact on their lives (advance
waming of a draft or ofa Mountain Man attack for example). This abil­
ity requires much OM discretion.

Illyra WOJ:ks for Ilire but rllJely leaves her stall. Slle fears to be in­
volved in the world of the magic-usen of Sanctuary or the connicts of
the gods. preferring to remain in the world of her tribal magic (a type
of clerical magic. She is not powerful but she ill wise and knows where
to fmd help. She has some herb lore, the chance of her being able to
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2nd u~'e/

Wizard Lock
Phantasmal Force

ONE-THUMB ILASTEL)
9th Iftel fighter
ALIGNMENT: O1aOlic
HIT POINTS: 62
ARMOR CLASS: 6 (leather + DEX bonus)
NO.OF ATTACKS: I
DAMAGE/AlTACK: 4·9 (lD6+3)
HIT BONUS: +4
FAVORITE WEAPON: Cleaver
MOVE: 120'/lum
STRENGTIl: 18
INTELLIGENCE: 13
WISOOM: 08
CONSTITUTION: 16
DEXTERITY: 14
CHARISMA: IS

MYRTIS
4th IrnI m.gteien
ALlGNM.ENT: Neutral
HIT POINTS: 16
ARMOR CLASS: 6
NO. OF AlTACKS: I
DAMAGE/AlTACK: 14
HIT BONUS: +3
FAVORITE WEAPON: D~r
MOVE: 120'{tum
STRENGTH: 09
INTELLIGENCE: 16
WISDOM: 16 - +2 vs. magic-based saving throws
CONSTITUTION: 13
DEXTERITY: 18
CHARISMA: 18
Favorile Spells:

Itr uvel
Olano Person" 2

Oimbing IO'J>
Listening 14

'.
MEllLOT THE SCRIBE
6th '-vet thief
ALIGNMENT: Chaotic
HIT POINTS: 22
ARMOR CLASS: 8
NO. OF AITACKS: 1
DAMAGE/AlTACK: 2-1
HIT BONUS: +2
FAVORITE WEAPON: ShorUword
MOVE: 120'/lum
STRENGTII: I)
INTELLIGENCE: 18
WISDOM: 16 - +2 YS. magic-based saving throws
CONSTITUTION: 11
DEXTERITY: 14
CHARISMA: 10
Thielly Skills:
Open Loeb 65<;\ Remove Traps 60%
Pick Pockets 65% Move Silently 65%
Itide in ShadoW$ 55%...

==============================35
MASHA level) via diffieult enchantments. Mizraith has mastered a tcchnique of
3t"d l~el thief stealing wisdom hom othe" so that they and nol he maintain the speDs
ALIGNMENT: Lawful he continues.
lilT POINTS: 9 Whenever Mizraith is involved in sorcerous conflict, all of the speUs
ARMOR ClASS: 7 he maintains arc subject to temporary warping and side effects. wid
NO. OF AITACKS: I may have mel his doom that way.
DAMAGE/AlTACK: 2·7 Like most of Sanctuary's sorcerers. Mizraith seems 10 be interested
HIT BONUS: +3 in sex and reputation. He judges by age and wealth. The statistics given
FAVORITE WEAPON: Shorl Sword are for Mizraith without his sons and without his speDs being dd.turbed.
MOVE: 120'/tum If warned and aware of a lire or death confrontation he would be
STRENGTH: 13 accompanied by two of his sons equal to the statistics above and would
INTELLIGENCE: 12 have twice the spells himselr. In that caJe, lreat him as 14th level.
WISDOM; 14 _ +1 on magic-based saving throws
DEXTERITY: 16
CONSTITlrnON: 10
CHARISMA: 13
Thielly Skills:
Open Locks 25% Remove Traps 10% Pick Pockets 40%
Move Silently 40% Hide in Shadows 40% Climbing 35%
Listening 1·3

Adventurous, resourceful, possessing some initiative, slightly cowed
by her deadening situation, Masha is the an:het)'pe of the lower-level
NPC that characters will mingle with and perhaps hire.

If post -Spiders of the Purple Mage' she is independent and growing
alive as she slal"ts her new life. In this cue the OM should treat her as
someone likely to hire others in lawful pursuits and perhaps more likely
10 take risk.! as wen. Add I levcl4 hit points, and 5% 10 all her skills.

For eaeh point of wisdom, or for each level (Whichever is less) a
mage may maintain 1 spell (ifhe kooW$ the secret and is of high enough

Pick Pockets 75%
Hide in Shadows: 65%

Remove Traps 10%
Climbing 95%

CAPf>EN VARRA
9th Ift.1 thief
ALIGNMENT: Lawful
HIT POINTS: 35
ARMOR CLASS: 4 (leather + DEX bonus)
NO. OF AlTACKS: I
DAMAGE/AlTACK: 2-9
HIT BONUS: +4
FAVORITE WEAPON: Sword
MOVE: 120'/lum
STRENGTH: I)
INTELLIGENCE: 16
WISDOM: 14 - +1 on magic-based saYing throws
DEXTERITY: 18
CONSTITUTION: 14
CHARISMA: 18
Thiefly Sk.i1\$:
Open Locks 15';\
Move Silently 75';\
Listening 1-4

DOD DOD TRANSIENTS 0 0 0 0 0 0

lTd Level
Dispel Magic
Fireball
Prolcction/nonoal Missil~

61h Level
Invisible Stalker

51h Leyel
Pan Wall
Wall of Stone

2/fd l.evel
I'bantasmal Force
Mirror Image
Web

MIZRAITH THE MAGE
11th I_I magic-u_
AUGNMENT: Qlaotic
HIT POINTS: 35
ARMOR CLASS: 9
NO. OF AlTACKS: I
DAMAGE/AlTACK: 14
lilT BONUS: 0
FAVORITE WEAPON: Dagger
MOVE: 120'/tum
STRENGTH: 09
INTELLIGENCE: 18
WISDOM: 15 - +2 vs. magic-based saving throws
CONSTlTllTlON: 14
DEXTERITY: I I
CIIARISMA 09
Favorite Spells:

1st Level
Charm Penon
Detect Magic
Shield
Ventriloquism

4rh Leytd
Confusion
Dimension Door
Wall of Ice
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SAMLOR hi! SAMT
8th Ieve+ fighter
ALIGNMENT: Lawful
lilT POINTS: 62
ARMOR CLASS: 7 (city) 2 (chain'" shield) elsewhere
NO.OF ATTACKS: I
DAMAGE/ATTACK: 3-8
lilT BONUS: +4
FAVORITE WEAPON: Short Sword
MOVE: 120'/tum (city) 90'/tum (elsewhere)
STRENGTH: 16
INTELLIGENCE: 17
WISOOM: 13 - .1 to magic-based saving throws
DEXTERITY: 16
CONSTITUTION: 17
CHARISMA: 08

4th Lc~e/

Wall of Fire

Pick Pockets 55%
Hide in Shadows 45%

3rd Lel'Cl
Inf13vision
Lightning Bolt

Remove Traps 30%
Climbing 93%

CIME of the Blue Sar
7th ...... '.If'
ALIGNMENT: Neutral
HIT POINTS: 21
ARMOR CLASS: 1
NO. OF ATIACKS: 1
DAMAGE/ATIACK: 1-4
HIT BONUS: +2
FAVORITE WEAPON: see below
MOVE: 120'/turn
STRENGTH: 10.
INTELLIGENCE: 11
WISDOM: 15 - + I VS. magic-based saving thrOWl
OONSTITUTION: 10
DEXTERITY: 17
CHARISMA: 11
Magic Spclls:

1st Le~el 2nd Level
Olann Person Knock
Magic Missile Phantasmal
Shield Force

Cime wean two rods of diamond. One voids magic cast at her and
fucntions as the wand of her choice and aids her in her task of slaying
mages; the other functions as tile weapon of her choice. If it strikes as a
weapon doing 1-4 points of damage, it is +5 to hit. If it strikes as a wea­
pon doing 1-6 points of damage, it is +4 to hit. If it strikes as a weapon
doing 1-8 points of damage it is +3 to hit, and so on, down to 1-12 and
+ I. It functions in a blur of energy. The rods reduce her earned exper­
ience by 90%. They function only for her.

JARVEENA
5th level thief
ALIGNMENT: Neutral
HIT POINTS: 28
ARMOR CLASS: 6
NO. OF ATIACKS: I
DAMAGE/ATIACK: 1-4
HIT BONUS: +2
FAVORITE WEAPON: Thrown Dagger
MOVE: 120'/tum
STRENGTH: 09
INTELLIGENCE: 15
WISDOM: 12
CONSTITIlTION: 13
DEXTERITY: 17
CIiARISMA: 04
Thielly Skills:
Open Locks 50%
Move Silently 55%
Listening 1-4

Jarveena is both a SCl'ibe and II mercenary thief for the OM. She is
interested in money but has some scroples about how she obtains it.
Neither murder nor torture appeal to her. She prefers not to prostitute
herself but will if nothing else will work.

JAMIE THE RED
7th level fighter
ALIGNMENT: Lawful
HIT POINTS: SO
ARMOR CLASS: 4 (chainmail + DEX bonus)
NO. OF ATTACKS: I
DAMAGE/ATIACK: 3-12 (1010+2)
HIT BONUS: +3
FAVORITE WEAPON: Pole Al1Il, Sword
MOVE: 90'{tum
STRENGTH: 11
INTELLIGENCE: 09
WISDOM: 12
DEXTERITY: 15
CONSTITUTION: 16
CHARISMA: 13

Pick Pockets 95%
Listening 1-5

Jrd Level
Dispel Magic
Hold Person
Lightning Bolt

Remove Traps 90%
Oimbing 91%

2/1d Levtf
Invisibility
ESP
Phantasmal Foru

5th Level
Fccblcmind

LYTHANOE of the Blu. Sllr
9th '-' 'elf'
ALIGNMENT: Lawful
HIT POINTS: 42
ARMOR CLASS: 4 (VEX bonus)
NO. OF ATIACKS: I
DAMAGE/ATTACK: 2-9
HIT BONUS: +3
FAVORITE WEAPON: Sword
MOVE: IZO'/tum
STRENGTH: 13
INTELLIGENCE: 17
WISDOM: 16 - +2 vs. magic-based saving throws
CONSTITUTION: 14
DEXTERITY: 16
CHARISMA: 14
Sample SpeD Lisl:

111 L~"tf
Otann Person
Sleep
Hold Port.a.l

4th uve/
Confusion
Wall of Fire

SMHEE
11 th level thtef
HIT POINTS: 24
ARMOR CLASS: 7
NO. OF ATIACKS: I
DAMAGE/ATIACK: 2/5
BIT BONUS: +4
FAVORITE WEAPON: Dagger/Garoue
MOVE: 120'/turn
STRENGTH: 14
INTELLIGENCE: 15
WISDOM: 16 - +1 on magic-based saving throws
CONSTITUTION: 09
DEXTERITY: 18
CHARISMA: 06
Thietly Skills:
Opcn Locks 95%
Move Silently 95%
Hide in Shadows 85

Smhee is skilled in spUnting broken bones and using antibiotics. He
alS<) knows and can manipulate the pressure points of the human body.
lie was once devoutly Lawful but now consideres himself Neutral and
fit for purgatory to cleanse his stains and return him to a Lawful SLatus
so that he can enter the heaven of Wed.. Krizhtawn.

Ifhe lost weight and butter. he would have charisma 16.
Smhee is the archetype of the thief-assassin. Not able to take on a

prepared mage or fighter face-to-face, nonethelC5S he can strike any
time and any place whert spells or men-at-anns an: unready. He pro­
vides the DM with the statistics of a master assassin as well as an indi­
vidual unique in his own right. Smhee as Smhee should be played with
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only one ,;011 in mind-the i1ayUqi: of the Purple Mage. Smhee will be
s.ubtlc and cardul, but cvcJ)'lhing he docs should lead to that cnd. He
wiU be cartful of his means, willing to IICt the Neutral but not the
Oiaotic.

The OM should rea&e tNt 5mbee I\a$ traikd the Purple Map: for
~r I dc<:adc and b now touJhe:r and more prepmd than he hu_
been. Ln all that time Smhee has never been suspected nor detected by
his prey. Should he choose to stalk. lesser prey he would be juS! as
deadly and juS( as patient.

00000 GODS and MONSTERS 00000

The$e an: .taU for the sods in both ayaw and fuU manifestations.
For I p's hil points. lake IUs active worshippers and divide by 1.000.
The wonhippcn must be 1K1iYe.

The usual armor class is considered to be bare skin.

U.s-has an intelligence of 19 and a wi5dom 0(24. Other requisites are
unimportant. He would sec one act into the futuTC (his opponents aU
declare wh:1.I Ihey are goiJl.A 10 do and then he sets 10 act rust while
they are (orc;:ed to do oat they dec:bled). He hu • 95';\ chance of
kn~ anything hJ.pPCninl: within lands where be is worshipped. His
aspect wouJd not chanp:: in different teaks of manifestation.

lls' knowtedge of hidden weaknes.les should be simulated by hiving
the fml three .nacks upon him (m one he has strengthened) fail and
his firll three att:u:q do lriple ~age if they conncct.

SH/PRI-an lV1ltal of Shipri w~d have a wisdom of 21 and a charisma
of 11. She would ha'lt u~ of all Lawful dericalspells. A fuU manifesta­
tion of Shipri would have !he UJe of all derical spdb in dther fonn and
would be able 10 cast two per round.

AN/;'N-he probably would nOI manifest himsclf. If he did, his major
abilities would be to cause drunkenness by touch, to raite the aead like
a 12th level cleric, and to come back from the dead within three months
of being slain, His fuU manifestatioll would <:aUK drunkelUleS$ by sight
and by breath (eye,to-eye conlXt and a 60' x 20' cone). It abo would
result in unconuolJed plant growth. He could ute all pialIt control spells
of magical or clerical nature.

ESI/I-in avatar fonn Eshi would inspire lust and love for her form. Her
charisma would be at maximum. In a full manifenation, Eshi would in­
spire lust and lo.~ for the nearest penon. Her curse probably would be
impotence/frigidity .

TI/UFIR-his Ivatar wou.l.d be a tnn:11inA man, probably on foot. Treat
him U 112th level fighter. His full manifestation would have the strength
of every road behind him. As long 15 he stands upon D. road he would
han: evel'}' ability of evcl'}' class, If he left I. road he would act as a
6l,hter with a lot of hit points.

THILU-ber IV1IW probably would be abk to ute all prote<:tion spelb
and Wall of Fire ...ithout limit, It eould abo kindle a small t:m in droest
any c:in:umslance. Her full manifestation would have active all protec­
tion spells, Ind would be able to usc all Wall spell. (except Wall of Ice)
without limit. 111.e manifestion would tum undead as does a 14th level
cleric against an individual undead-not against a group of undead

b<"'"
SHAIJ>A-the lvaW .....ould be a 12th level thief. A fun manifestation
would be both thief and figtllcr of the 14th level.

TIf/;'SA-an avatar of Theba would have unlimited use of first and
second level clericill spells and the ability 10 create food and water.

A full manifestation of Theba would have unlimited lUJt of fust
through fourth level derical spells, the ability 10 create Jimpk; food and
water, and would caUte peaa. (like Chum but no I:(lmmands) 10 aU
wiltlin 180'.

SA VANKAU-he would manifeu himself as a fire ele.mental (jull as a
conjured elemental) with all fire-type magical spells, as if thrown by a
12th level mape.user. In full manifestation, he would be the ~e of the
clemental rukr (in thc world of Sanctuary he may be the e1ernental
ruler) and hu aU fire/lisht spelb IS if they were east by a 14th Ievd
rragic-uJer. but with t....-icc the range_

SABI:'LUA -ber avatar temporarily vrould add 2 to the inteLligence and
wisdom of all within 200'. It could tum any clouds inlo r.lin within line
of Joight_ Her full manifestatioo would have all the powen of the IVlltar
and require mJgical_apons of +3 Of better hit and have an annor dass
of -2. She is indeed distant from man rqard.less of her appearance.

VASHANKA-his natal is that of a 12th level flghtcr. It will probably
have slone gianl strength and be armed with a +3 wcapon with 1,3
extraordinary powers. His full manifestation is as suong as 3 titan and
will be :armed with a +5 weapon bearing U extRordinary powen. It
can also use III unlimited amount of li&tttninl bolts and can cast I per
round dOl in hand-to-hand melee, 3 per round otherwise.

AlYUNA -a beautiful woman in avatar form. She is able 10 polymorph
herself an unlimited amount of times, by only for a period of an hour
each day. She usually will appear in the form of a woman that a man
desires. ud she will sleep with him. She will return 10 her proper form
(a full-bodied ftrnale) as the act of intercourse zjves ber strength.

She does not haV'e the ability to fuUy manifest herself, since she is
bound to Vashanka'scoudJ.

DYARI:"ELA -in avatar fonn Dyareela would have chaotic clerical speDs
of fourth level and below. and would melee with flngemailslikc swords
-each blow being like the attack of 5 swords, one attack with one hand
per round. In a full manifestation, Dyareela would have all chaotic cler'
ical spells. drain life cnerJY like. I r.unpire (t.....o levels per blow) and its
claW$ would:as JWOrds +I, an attack with eadt set of claws per round.

Dyueela hIS an alleml.te IVltIal" of a 14th level magje-usc:r (brast rI

bodi). ,

II/:'QT-in av.::ttar form, Heqt reinforces humans. She will give thcm
doubled chances of success and two chances to make their saving
throW$.. Shc also will rechannel thwarted energy-a spell thai is blocked
midlt be rechanoclkd to bunt a dam, or strike from behind. In fun
manifestation, Heqt is a giant toad. She has all clerical spells, and can
bitc with a titan's s~ngth for the $:IJTIe damage...

TH/;' BLUE STAR-in game temls, the 8lue Slar turns men into elves.
They use both weapons and magic, h'ave unlimited life spans, and be­
come SOOle...."hal fey. Should thcy violate the constraints, they act only
as human rJg/tterL

SIKKINTAIR (The Flyinv Knmsl
ALIGNMENT: Neulr.ll
ARMOR CLASS: 3
HIT DICE: 9
MOVE: 9O'/I80'/turn
AlTACKS: 2 <:lawsll bite
DAMAGE: 1-6/daw

3-181bile
NO. APPEARING: 1,8
SA VE AS: deril:. 9th level
MORALE: 10
TREASURE TYPE: F

BENGILCRAB
ALIGNMENT: Neulral
ARMOR CLASS: 4
HIT DICE: ~
MOVE: 30/90
AlTACKS: 2 claws
DAMAGE: 1-3/(:law
NO. AI'PEARING: 20-200
SAVE AS: fJg/ttcr-1
MORALE: 5/1and, 12/water
TREASURE TYPE: C

SHERRANPIP SPIDER
ALIGNMENT: Otaotk
ARMOR CLASS: 6
lilT DICE; 2
MOVE: 120'/turn
AlTACKS: I bite
DAMAGE: Hi + poison/bite

save VI. poison al ,2
NO. APPEARING: 1·100
SAVE AS: fightcr 2
MORALE: 1
TREASURE TYPE: D

The small spiders have 14 of a hit point and do only poison ....."hen
!lley bite (.....;th -8 to saving throw).
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lnoorpontinl Thie¥eS' World into lite wortd of CHiri and The Fan­
tasy Trip pmt I)'stem is ItOt an impossit»c task btil does present some
difl"ltUlties. AJide fl"{llTl the obvious. but mm()(. problems (sucJl as
revisinl aU the ShUts and buildings to III a hexagonal pid) then: are
threem~areu ofdirrlCUlty.

l1Ie (ml involves the ctUoDoo of ilCWrale noo"i'layer chancttl
statistics. Some marxtcn transfer with Uttle ditrtcUlt)'. The charxt.::n
without magical abilities. (01 exampk, are not too IOUgh. The lkills.,
-*pons, and abilities they II., in the anthologies ate. for the most pouL
within the ruks of The FanlaS)' Trip. One smaD diffICUlty d(lC$ uiJe,
however. The FanUS)' Trip system limits the number of thinr;s • chlll'
ICttr can know how to do. bued. on his Of bet 10. The typical Th6eves'
World chancter has many more taknu than is approp~le for the IQ
the character demOftSlnItes in the U1thoioPes. I was len whh IWO
choices.. I could ipore the JUles and pye chU1lCten wtll~r taknts I
thoupt appropriate- or I could r;rant un~bly high IQs in Older 10
encompass the ncceuary taJents. I chose to do' the lauer. If. GM
disaptts with my decision she or he should feci frtt to reduce the 101
to a lower leYeI.

The wiurds p~scnted I mort ICriousprobiem. M;agic in The Fanluy
Trip and mar;ic in Thieves' World are not exactly the same thin! (a1­
tllour,h they do bur some similarities 10 each other). All the magicians
featured in the anthologies are far more po~rful than any player
I:haracteu could hope 10 be. They know and are able 10 use a large
number of spells (only a few of which are even mentioned in the
books). Many or Ihcse spells bear no resemblance 10 any normal The
Fantasy Trip spells. For game purposes the GM mi8ht just as well
assume that the magicians know whatever spells they happen 10 need. I
have, ho~vcr, listed those uandardi7.ed spells which wcre used in the
anthologies.

As a lUrtller point, ncitllcr Enas Yorl nor Lythande has apprentices
while Miuaith does. In The Fantasy Trip apprentices with Aid spells are
a necessity for powcrful magicians. This docs nol appear 10 be Ihe case
in Thieve,' World. For game purp050lS assume that Emu Yorl, Lythande,
Mil:raith, and the Purple Mage aU have sources of (nearly unlimited)
strength which are nOI dependent on The Fantasy Trip rules.

Another difficult)' arises in the area of religion. Cidri (probably) has
no gods. Sein! religious bringl no special benefits (other than financial
ones if you recruil enough follo~rs). In Thieves' World, however, gods
clearly do exisl. They intcracl with each other and with their worship­
pers and they SCfVe as a constant source of friction in the mundane
world.

How. GM should deal with this is an open question. Oearly ignor­
ing the !00s completely willlosc some of the Oavor of the cit)'. BUI the
gods are hard to deal with and most mortals don't diJectly interact with
them too orlen. uch GM will have to decide the issue individually.

The rmal problem is in incorporating the cit)' of Sanctuary and its
surroundinl rqion inlo all ongoiTl! eampaign. l1le standud The Fan­
tasy Trip world of Odri is large enough to contain almost any thin&­
There is no reason ..my Sanctuary and the entire Rankan Empire
cannol just be placed in a previously undefmed or emptY scction of the
world. l1le player ctwlIcters could rind their way there by ship or via a
weU-hidden gate.

Another plausibk opdon would have Thieves' World as an indepen­
dent planet. one of )71 a1temale worlds diJcovertd by MltOren, aocet­
sit*: only by pte.

The Last option r(K iDcofporalion would be to simply include the
cit)' of Sanctuary illeJr bul nOI any of the 5lmoundin! rqion. This

Enas Vorl

THE
FANTASY
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proride$ the GM with a panially flesbed-<Jul environment aU ready 10
pby the nell! time the pbyerdarxlcn cnter a new dry.

The important thinl to ~mcmbcr is thai each GM should ute
Thieves' World as belt suits her or his campaign. StraininJ the structure
of • campaign to neatly fit into the confmes of someone tbe's fantasy
world is Ilever a wise idea. Eyen the anthologies' authon didn't struggle
to make every detail of every story entirely consistent with the works
or the other llithon. They tcltled for I !C-neral f«IinS of reality. So
should you.

00 PRINCE, RETINUE and OFFICIALS 0 0

ARMAN (Hell Hound)
STl6, OXI6 (.djOXI3), IQI2, MA6.

TALENTS: Sword, Shield, Literacy, Warrior, Veteran.
WEAPONS: Broadsword (20).
ARMOR: Any. usually chain (3 hits).

BOURNE (Hell Hound)
STI2, OXI6 (.djOXI3), IQI2, MA6.

TALENTS: Sword, Shield, Literacy, Warrior, Veteran,
Alertness.

WEAPONS: Broadsword"(2D).
ARMOR: Any. usually chain (3 hits).

DANLIS (Companion to Lady Rosanda)
51'9. DXJ3, IQI6,MAIO.

TALENTS: Literacy, Diplomacy, Sex Appeal, Charisma,
Knife.

WEAPONS: Dagger (I 0-1).
ARMOR: None.

PRINCE KADAKfTHIS (lmpmal Govm1or)
ST12, DXI4 (adjDXI2), IQIS, MA6.

TALENTS: Charisma. Sword, Literacy, Recognize Value,
New l.followers, Diplomacy, Courtly Graces,
Shield, Bow.

WEAPONS: Broadsword (20).
ARMOR: Any, usually chain (3 hits).

MOUN TQROIHOloDER (High Priest)
STII, DXI4 (adjDXI2), IQI4. MAS.

TALENTS: Priest, Theologian, Architect/Builder, Literacy,
Sword, Courtly Graces.

WEAPONS: Shortsword (20-1).
ARMOR: Any. usually leather (2 hits).

QUAG (Hell Hound)
STl7, DXI6 (adjDXIJ), IQII, MA6.

TALENTS: Sword, Shield, Literacy. Warrior, Veteran.
WEAPONS: Broadsword (20).
ARMOR: Any, usually chain (3 nits).

RAZKUU (Hell Hound)
STl6. DXI6 (adjDXI3).IQII. MA6.

TALENTS: Sword, Shield. Literacy, Warrior, Veteran.
WEAPONS: Broadsword (20).
ARMOR: Any. usually chain (3 hits).

TEMPUS (Hell Hound)
STl8. OX 17 (.djOXI4), IQI1, MA6.

TALENTS: Priest, Sword, Literacy, Warrior, Veteran,
Alertness, Silent Movement, Horsemanship,
Expert Horsemanship.

WEAPONS: Magic Broadsword +50X (20).
ARMOR: Any, usually chain (3 hits).

Te'"f'JIJ IuIJ thru ~d4J _MUrkJ: (1) he ~m!rtltn flit _ndJ end
f-tipa tlr tht. rate of J point 0/Sf per tum: (1) he if _bit. to difKlljJe
hin'/JIdf """th _ kl«ti" iIIwiM dNt118illf h& _ppurtlnCt.. JO ,luIt JOInt.

.,k_n JIU Tempw Imduln~: (J) he elIn communiCllre with V_sMn­
h. and JOnu!tifFWf persuDde him to chllllV hiJ actions. It iJ quite JiMly
II/SO fhllt both TempuJ end hiJ f'I'IIOrfI h_I't. rtddWOftilI fJOWf!rf..

WAloEGRIN (Mercenary Captain)
STI1. OXI6 (.djOXI3), IQI3, MA6.

TALENTS: Sword, Shield, Thrown Weapons, Literacy,
Warrior. Veteran. Diplomacy.

WEAPONS: Bastard sword (I hand. 20+1).
ARMOR: Any, usually chain (3 ruts).

AYE.(;OPHloAN (Captain of the Guard) "
STl3, Oxl5 (.djOXI2), IQI3,MA6.

TALENTS: Thief, Sword, Silent Movement, Alertness,
Shield, Bow,

WEAPONS: Broadsword (20).
ARMOR: Any. usually chain (3 hits).

000 0 0 0 RESIDENTS 0 0 000 0

ALTEN STULWIG (Apothecuy)
STI2, DX14, IQI4, MAIO.

TALENTS: Chemist, Naturalist, Business Sense, Quarter.
staff, Literacy.

WEAPONS: Quarterstaff (10+2).
ARMOR: None.

AMQU (Madam of me lily Garden)
ST9. DXI4, IQI3,MAIO.

TALENTS: Business Sense. Sex Appeal, Charisma, Knife,
Literacy.

WEAPONS: Dagger (IDtI).
ARMOR: None.

DUBRO (Sm;th)
STl8, DXI4, IQIO, MAIO.

TALENTS: Annorer, Ax/Mace, Sex Appeal, Shield, Alert­
ness, Business Sense.

WEAPONS: Hammer (I Dtl).
ARMOR: None.

ENAS VORL (Magician)
ST2O+, OX 17 (variable), IQ35, MAIO (variable).

TALENTS: Literacy, Recognize Value, Assess Value. De­
tection of I..ies, Knife, Charisma (if form allows),
Courtly Graces (if form allows).

WEAPONS: None apparent.
ARMOR: None.
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SPELLS: Long Distance Teleport, Frec1.e, Create Galc, KURD (Medical Sdentist)

Shape Shifting. ST8, OX 10,1014, MAIO.
SPECIAL NOTES: AJ Enas YOTt changes shape his c1uzr. TALENTS: Knife, Literacy, Physikcr, Master Physiker.

acleristies will change some 100. WEAPONS: Dagger (1 D·').
ARMOR: None.

HAKIEM (Storyteller and Informant)
STlO, OX) I.IQI4, MAIO.

TALENTS: Alertness, Thief. Storytellert. Spying, Silent
Movement, Knife.

WEAPONS: Dagger (11).1).
ARMOR: None.
t SPECIAL NOTES: Storyteller is a new lolent much like

Ihe Bord talent l!X~pt thot ,he ability is to talk
rather tlwn siIlgin.g.

HANSE SHAOOWSPAWN (Th;'f)
S1'9, OXI6, IQI7, MAIO.

TALENTS: Thier, Mastcr Thief, Sword, AlerUless. Acute
Hearing, Silent Movement. Thrown Weapons.
Sex Appeal.

WEAPONS: Shortsword (2D-1), Daggers (10-1).
ARMOR: None.

--
TYPICAL HAWKMASK
STl4, DXI4 (adjOXI2), IQIO. MAS.

TALENTS: Warrior, Sword, Shield, Honemanship.
WEAPONS: Broadsword (20).
ARMOR: Leather (2 hits).

ILLYRA (Fortune Teller)
ST8. OXI4.IOI4, MAIO.

TALENTS: Sex Appeal, Knife, Fortune Tellingt.
WEAPONS, Daggedl))'I).
ARMOR: None.
t SPECIAL NOTES: lIlyra's Fortune Telling ability is best

left liP to the indillidual GM. He or she should
lise it ollly 0 gille the characten clues at ap­
propriate times and never to get the entire an­
swer to their problem.

JUBAL (Master Criminal)
STl6. DXI6.IQI7. MAIO.

TALENTS: Business Sense. Sword. Warrior, Fencing,Shield.
Charisma. Thrown Weapons.

WEAPONS: Bastard sword (20+1). Dagger (I D·I).
ARMOR: Any, usually none.

KEMREN (The Purple Mage)
STI4.... DXI4.1027, MAIO.

TALENTS: Animal Handler, Literacy. Charisma, New FoI·
lowen, Recognize Value, Assess Value, Mechan­
ician, Monster Followers I, Alchemist, Swim­
ming, Boating, Mathematician.

WEAPONS: None.
ARMOR: None.
SPELLS: illusions of all sizes.
SPECIAL NOTES: Kemren is able to dlTtW strength from a

complictlted seriez ofWilter wheels. He taez this
power to maintain a~ anny of illusionmy
spiden.

MASHA (Midwife)
STl2. DXI4 (adjDXI3), 1014. MA 10.

TALENTS: Sword, Swimming. Horsemanship. Sex Appeal.
Acute Hearing.

WEAPONS: Broadsword (20).
ARMOR: Cloth (I point).

MllRAITH THE MAGE (Wizard)
STl6+. DXI6, IQ31, MAIO.

TALENTS: Business Sense. Literacy. Knife. Recognize
Value.

WEAPONS: None.
ARMOR: None.
SPELLS: Has all TFT spells.
SPECIAL NOTES: Mizraith ;s reJ{K»lSible for fTUlintaining

the cune on One-Thumb spotentlitl killer.

MYRTIS (Madam of Aphrodisia House)
ST8. DXI4, 1014, MAIO.

TALENTS: Sex Appeal. Business Sense, Knife, Literacy,
Charisma. Recognize Value. Courtly Graces.

WEAPONS' Dagge,(I0-').
ARMOR: None.

ONE-THUMB or LASTEL (Innkeeper of the Vulgar Unicorn)
STl4. DXIS.IOJS. MAIO.

TALENTS: Business Sense, Sword, Warrior. Animal Handler,
Fencing, literacy, Recognize Value, Bartender,
Alertness.

WEAPONS: Rapier (I D).
ARMOR: None.
SPECIAL NOTES: Lastel has arranged for a cune to affect

whoever kills him. /lis killer would never die
bllt would live forever in helpless agony.

000000 TRANSIENTS 0 0 0 DOD

CAPPEN VARRA (Poet and Minstrel)
STU. OXI6 (.djOXIS),IQIO. MAIO.

TALENTS: Bard. Sword. Fencing. Literacy.
WEAPONS: Rapier (1 D), Dagger (I 0-1).
ARMOR: Ooth (I point).

JAMIE THE RED (AdventW'tr)
STJ7, OXI7 (adjDXI4). 1015. MA6.

TALENTS: Sword, Warrior, Sex Appeal. Charisma. Pole
Weapons, Shield, Thrown Weapons. Veteran.

WEAPONS: Bastard sword (20+1). Halberd (20). Spear
(10), Daggedl))").

ARMOR: Chain (3 hiu).
SPECIAL NOTES: He is not SO heavily armed when just

l1'aVelling about the streets.



JARVEENA (Scribe)
ST9. DXI4.IQI4. MAIO.

TALENTS: Uteracy, Knife. Thrown Weapons.
WEAPONS: Oaf#r(ID-I).
ARMOR: None.

l YTHANDE (Priestess of the Blue Star)
STI6, DXI6, 1029. MAIO.

TALENTS: Sword, Sex Appeal, Silent Movement. Ute racy.
Disguise. Alchemy.

WEAPONS: Rapier (10).
ARMOR: None usuaUy.
SPELLS: Unnoticablility, Rainstonn, Wizard's Wrath,

Control Person. Illusion, Pentagram. Geas,
Summon Demon, Summoo Lesser Demon.
Spell Shield, Create/Destroy Elemental.

SPECIAL OTES: LytJuznde CQ/I ~ assumed to d1TJW
strength {rom her Blue Star. In addition 10 the
nonnaJ potionsavaiklbJe to a/chemists, Lylhande
knows how to make a love potion. She QUo
knows Q spell which allaws her 10 "$lCP out of
time" to consider her position carefully ~fore

deciding her next action.

..
SAMLQR Hil SAMT (Caravan Merchant)
STIS. DXIS (adjDX 14). IQI4. MA 10.

TALENTS: Business Sense, Animal Handler, Sword, Shield,
Bow, Warrior, Thrown Weapons, Horsemanship.

WEAPONS: Cutlass (21).2), Dagger (11).1).
ARMOR: Ooth (I point).

SMHEE (Priest ofw~ Krizhtawn)
STI3, DXI4 (adjDXI3).IQ22, MAIO.

TALENTS: Silent Movement, Knife, Physiker, Blowgun.
Literacy, Thrown Weapons, Swimming, Priest.
Detect Traps, Alertness, Remove Traps, Thief.
Boating, Mathematician.

WEAPONS: Dagger (I 0-1). Blowgun (poison).
ARMOR: Cloth (I point).

0000 0 0 0 MONSTERS 0 0 0 0 0 0 0

SlKKlNTAIR
ST33, DXI3,IQ7, MA6/IS flying.

WEAPONS: Bite (2OtI), 2 Claws (I ()t I).
ARMOR: 3 point skin.
SPECIAL NOTES: The sikkintaiT is a 3-hex creature.

TEMPLE APE
STl3, DXI3, 106. MA 10.

WEAPONS: Bite (I Dt I).
ARMOR: I point skin.

BENGIL CRABS
STI3, DX8/13 in water, IQ6, MA6/1O swimming.

WEAPONS: 2 Claws (2Ot2).
ARMOR: 6 point shell.

Danlis
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RUNEQUEST
How The World's Magic Works

The world of which Sanctuary is a part allows for many
fOfms of magic. Characters such as Enas Yorl, Lythande. the
Purple Mage. and others each have their own magics. all of
which work. One universal aspect of this magic, however, is
that anyone in its presence is aware of it. This is a primal reo
sponse, akin to the itch between the shoulder blades when an
assassin has his f!Ve on your back. It is described as a tingling
sensation, and might be just the reaction of skin to a subtle
electrical discharge as a by-product of magic in action. After
all, magic is described elsewhere as 'awareness: and this sensa·
tion can be considered as just one form of awareness imping­
ing on another.

RuneQuest Rules for the Religions of Thieves' World
Unlike Ihe cults 01 Glorantha, the religions of Sanctuary do

not have an elaborate structure of Priests, Rune Lords, Initi·
ates, and lay members, with benefits according to rank. In
Sanctuary a Temple is made up at Priests, apprentice priests or
acolytes, and the worshipping ~aSses. For the purposes of
RuneQuesr, we can assume th;lt the Priests have access to all
the usual RuneQuest Rune magic, just as has been shown for
Mallin Torchholder and Lythande.

But r,o Sanctuary religion has the equivalent to a Divine
Intervention Rune spelL Instead. a Priest may, through Divina·
tion, call for the god to observe the special situation. The god
then makes up its own mind as to whether or not it intervenes.
As indicated in "The Dream of the Sorceress," this often takes
the form of direct intervention through a personification of
the god on the mortal plane.

The gods also are perfectly capable of observing for them­
selves and of taking action without call from their Priests.
Among other things, this keeps the Priests honest.

A9l!nts
Some gods choose agents for themselves upon the mortal

plane. Tempus is an example, as is the Order of the Blue Star,
This agenthood marbe requested and worked for, as with the.
Blue Star, or descend unasked upon the recipient, as seems to
be the case with Tempus. In either case, the status of agent of­
fers advantages and disadvantages.

Advantages of agenthood normally include immortality and
gpecial powers, such as Tempus's regeneration and identity·
masking abilities, or the unlimited Power and magic of the
Blue Star,

Disadvantages generally take the form of geases or other
constraints on behavior. Tempus must rape, not love; Lythande
must hide her sex and not eat before men. Also. as in the case
of Tempus. the agent seems to take on most of the tempera­
ment and attitudes of the god. The agents of the Blue Star,
who worship a force, not an entity, have no such problems,
and are allowed to follow their own wyrds so long as they stand
ready on the final day of bailIe against Chaos.

Spells for the Priests of Sanctuary
Aside from the general run of Rune spells, the pantheons of

Ranke and lis. as well as the non-aligned gods, have analogs in
the gods of Glorantha. Rune spells appropriate to the analog
will be appropriate to the Sanctuary god.

Steve Penin

CYCLE ONE: THE ILSIG GODS

Us-follow those of Lankhor Mhy, with some of the leadership
spells of Orlanth Rex and the deception spells of the un­
published Eurmal cult.

Shipri AII-Mother-Shipri's priestesses are equivalent to those
of Chalana Arroy.

Anen-this god has all the plant· influencing powers of Aldrya
and Gata.

E$hi-this goddess corresponds to the not·yet-published Uleria,
goddess of love.

Thufir-the Issaries figure of Sanctuary.

Thuli-has no direct Gloranthan equivalent, but her Rune mag·
ic is fairly obvious. having to do with beneficial fire.

$halpa-this god is equivalent to the Lambril thief god, soon to
be published in Different Worlds Magazine.

Theba-worship resembles that of the Flesh Ma:i of the Light·
bringers pantheon.

CYCLE nvD: THE RANKAN GODS

Sallankala-lhe sun god, similar to Yelmalio in its spells, but
with full use of fire elementals. It is, in fact, far closer to
the so-far-unpublished Yelm cult,

Sabellia-this goddess has some similarities to the Red Goddess,
but they are faint.

Vashanka-this deity is similar to both Humakt and Humakt's
opponent, Zorak Zoran. He isalsoa storm god, like Orlanth,
with all the worse aspects of all three gods. Vashanka, more
than any other, is likely to create agents tied and ribboned
by geas and gift.

Azyuna-Like Eshi, Azyuna is a love goddess, though her em·
phasis is more on deception and adultery.

CYCLE THREE: THE OTHER GODS

Dyareela-this embodiment of evil's priests would have many
appropriate spells shown in Cults of Terror.

Heqt-this renewing goddess has much in common with Eiritha
and other earth goddesses of Glorantha.

Battle Magic For Thieyes' World
Virtually all of the following RuneQut!St descriptions of the

denizens of Sanctuary show battle magic spells available to
them. Readers of Thieves' World and Tales from the Vulgar
Unicom know that the regular residents do not have this nor·
mal source of Gloranthan strength-battle magic, available to
any Gtoranthan character who has the money, is unavailable to
citizens of Sanctuary for ANY price.

However, purchasers of this Thieves' World adventure pack
may want to use this material in a full RuneQuert campaign
set in Glorantha. (In Chaosium's own play testing, the city of
Sanctuary became the city of Refuge, perched at the tip of a
peninsula in the fabled Holy Country.) For adventures involv·
ing the people of Sanctuary, the non'player characters need at
least the same spells as the adventuring RQ characters who will
encounter them.

The spells chosen for the inhabitants of Sanctuary are most·
Iy weapon- and ability--enhancing spells; the morale-affecting
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o 0 PRINCE, RETINUE and OFFICIALS 0 0

Demoralize is the usual attack spell. Given a little suspension
of disbelief. one can assume that the characters of Sanctuary
used these spells in the printed stories. but that their chronic­
lers felt it unnecessary to mention such commonplace details.
Alternately. one may assume that battle magic in Sanctuary is
a very private thing. and not likely to be mentioned or explain­
ed to some nosey roving.reporter.

No Sanctuary citizen has been given POW stornge devices Of

crystals. or bound spirits except for the major magicians and
priests. A place like Sanctuary cannot be expected to have re­
tained many crystals. and Spirit Binding is an uncommon prac­
tice in the Rankan Empire.

HEll HOUND IS-mph CharIctw]

STR 15 CON 15 SIZ 15 Rillht LIll (01.Q4) 6/6
INT 11 POW 14 DEX 16 Lelt Leg IOS.Q81 6/6
CHA 12 Abdomen (09·11 ) 6/6

Chest (121 7n
MaYa Hit Points 16 Right Arm (13·15) 615

L.h Arm 116-181 • 6/5
Hud (19-20) 616

1H Sword 1108+1+104165" SA 4 PInY 60'10 1201
o.gger (104+2+104)75" SA 6 PInY~ 1121
lH l.onll $pIlIr (1 OS+1+1 041 50" SA 3 P-rv 45" 1151
Composite bow (lOS+11 75" SA 1 P_ry 25" (101
2H Grut Axe 1206+2+104160" SR 3 P...ry 60" (15)
Medi\im shield Plrry'55" 1121

5/6
6/6
."
7/8
6/5
6/5
6/5

(01{)41
IOS<l81
109·111
1121
113-151
116-18)
(19·201

Hit Poinu 16

RiUhl leg
Left leg_.
<_
Right Arm
LaftArm.....

1H Sword (08+2165" SA 6 P_ry 55" 1201
Composite bow 108+1150" SA 2
lH Spear (08+1150" SR 5 ParTy 35" 1151

PRINCE KADAKITHIS. HUmin male. Illv member of Slvanklil. Rank·
en noble now PrinQII Governor of Slnctuary. Age 20.

SPELLS: BIIdeshIrp 3. ~lize.Heal 3. Protection 4.

SKilLS: (Knowlfdge 0'-"1 Evaluute Tr-..re 65": r~ipulation 05"1
Climbil'lSl8O". Jumpirlll 75". Ridirlll75".Swimrning45": {Stealth 0'Il1
CImoufl..,. 4O'JI.. Hide in Cowr 60". Move Sillntly 50"; fPen::eption
O'l.1 Usten 75". SPot Hidden ItftIl 5O'Jl.. SPot TrIP 4S". Tl'Kking 6O'Jl..

LANGUAGES: $pakJRud-Writl Rankin BO"I4O'JI..

MAGIC ITEMS: nont.

SIN Zalf»r for notes on IfmO#'~ -.pon use br ~I Houndl.

MOLIN TORCHHOlDER. Human male. Rlnken High Priest of SaYen·
kIll. AllIl52.

STR 10 CON 12 SIZ 15 Rillht leg (01.Q4) 015
INT 16 POW 20 DEX 13 Left Leg (OS<l81 0/5
CHA 17 Abdomen (09·11) 0/5

Chtst 1121 0/6
Mew 8 Hit Painu 14 Rillht Arm (13·151 0/4

l.ft Arm 116-181 0/4
H-.d 119-20) 0/5

lH Sword 1108+1+104166" SA 5 ParTy 6O'Jl. (20)
Staff (106+1041 65" SA 4 ParTy 112) 6O'Jl.

SPELLS: BlIdeshIrp 4. Countllfmlllic 4. Demor1Ili.fIl. Dnect MIllie.
DisPel MIllie 4. Farsee. Light.

RUNESPElL$: Divi". Intarvention 4. Oivi"'tion 3. Ext_ion 2.
Shield 4. Summon Smell Salamander (2 u$ll$l. 9..ommon Medium $all'
mandef' (2 u$8Sl. Summon UIlIII Sallmander. Vision (3 usesl.

SKI LLS: IKoowledge 10"1 Ev.luate .Tr&a$ure 85"; Architectura 95";
[Menlpulation 15"1 Climbing 30". Hide Item 25". Jumpiflll 30".
Lock Pickiflll20%. Map Maki0ll55". Riding 85". Swimming 50". Trap
Set/Oi$lrm 20". Masonry 85": (Stealth 0"1 CImoufI1lJll45". Hide in
Cover 25". Move Silently 25". Pick Pockeu OS'': (P~ion 10'-'1
linen 70'-". Spot Hidden Item 25... Spot Trap 25". Trecking 4O'lf.;
[otherl OratO#'V~.

lANGUAGES: SpeekIReed-Write Renk.In 95"i75". Rnd Enlm..n
66". A_ Venished BO'lf., 5peek/Aead-Write IINs125".

MAGIC ITEMS: Rod of Offi<:a. a '"_ storage deviQII $loring POW
IIQUII to 1M POW of thl u.,-.

Molin 1$ • High Pn.$t of m. culr of ~ank."• • $Un god. He. dtt­
.:riWd lih • Rune Priesr of th.r god. He doa nor 11-.. familiar. bur
his rod of o"'~ dotIIlC't •• Po_s~ dwa lit 1$ not I Ctyltal.
linw this is not G/~rha/. T1te rod will only work •• Po_r SIOf'a9ll
dtNa for. priftr of ~",kal..

SPELLS: BlldeshIrp 4. Coordination. Demor1IIiH. DIINPt. Glamour.
Heali0ll3. MindlPl!Kh. Protection 4.

SKILLS: [Knowledge 10'-"1 e luate T~re 40". General Know·
ledge 45". First Aid 25". T t Disease 15". Identify Plants 25".
Identify Animals 40". Identify Minerals 50"; (Manlpulalion 15"1 MIIP
Makinu 50%, Climbirlll5O%. Hide Item 2S". Jumping 50". Ridil'lSl 75".
Swimmil'lll 80". RowinU 20"; [Stealth OS"I CImouflIlJll15". Hide In
Cover 10". Move Qulnly 10'-"; !P.rception 10"1 listen 50". Spot
Hidden Items: 15". Spot Trap 15". Tracking 25"; lotherl Oratory 60%.

LANGUAGES: ($peakJRe8d-Writel R.nkan 9<nW;0IJ". Ilslg 40"125".
Enlibaorln1~

MAGIC ITEMS: s.v.nkh symbol of authority it I matriJI of Glamour­
Itewes 12 pti. POW, worIu onty for " ... ...., of ruli,. f.nlly of AInk•.

MOlt of m. Princ-'f skills~ from rnifJi".. 1M h IC'ruM/y fim.
u"..ift~ T1te _sh_ for him 1$ his com"'t armcv. He • Uft­
;ik.,., to I» ~ng it unJal "" kno.... "" is fIOing to,.r Into I fight. or
"" needs it fO'. t»tf/mOnjal OtXMion.

STR 13 CON 15 SIZ 11
INT 16 POW 18 DEX 13
CHA 14

0/6
0/6
0/6
on
0/5
0/5
0/6.

Hil Points 17

RiUhl LIll 101{)41
left Leu IOS·an
Abdomen (09·11)
Chest 1121
Right Arm (13·15)
L.lt Arm (16·18)
H-a (19·20)

O~ (104+2+10414O'J1. SA a Plrry 30'-" 1121

sPELLS: Countermlgic: 2. Detect Enemiel. Heal 2. Protee:tion 3.

SKI LLS: (Know'" 10'1l1 E....luat. T~,..75'Jl.; (Manipulation 15"1
Climbing 45". JumPrllI5O'Jl.. Map Making 75". Ridirlll 75". Swimming
SO'Jl.; (Stealth 05"1 Hide in Cover 45". Move Silently 45"; P_oaptlon
10'-"1 Utten 5O'Jl.. SPot Hidden Itam 5O'Jl.. Spot Trap~.Tl"Idcing 30'-".

LANGUAGES: ISpelk/R-a-Write) R~kan 1~. Illig 75'.CJe5".

MAGIC ITEMS: none.

DAHLIS. Hu~ f..,...le.
Wlitirlll. A1JlI32.

STR 12 CON 16 SIZ 13
INT 17 POW 14 DEX 14
CHA 15

AVE-GOPHlAN. Human male. ~v member of Savao....'-o. c.ptain of
the Guard in s.nctuarv. Agl36.

STR 14 CON 12 SIZ 13 Right Leg !OHM) 315
INT 13 POW 15 DEX 16 Lth Ug fOS.Q8} 3/5
CHA 12 Abdomen 109-111 4/5

Chest 1121 4/6
Mo¥8 Hit Points 13 Right Arm 113-151 3/4

Lilt Arm (16-18) 3/"
Helld 119-201 4/5

1H Sooford 11 OS..,+' 0"1 5O'Jl. SA 5 Parry 4O'l. '201
Short sword l1D5+l165"'SR 6PMry 50" (20)
Javelin 11010+102) 35"'SR 1 P..J!ry 4O'JIo 1121
1H Shon. spear 11 06+1+1 041 35'" SR 4 Parry 40'" 1151
Large shield Parry 35'" 1161

sPELLS: BI.tesl\lirp 3. Demoralize. DisPel Magie. Heal 4. Protection 4.

SKilLS: [Knowledge05"'1 e....luut. TraMura 15"': (Manipul.tion 10"'1
Climbirlll 75". Hide Item 85"'. Jumpil'lSl 65"'. lock Piekirlll 7M1o. Mf,p
Mlking ~. Rklirlll 5O"Il. SWimmil'lSl 65"'. Trap set/DiArm 75"';
(Stealth 05"'1 CamoYfl8ge 35". Hide in eo-- 80". Move Silentty 15".
Pid<. Pockets 95"; (hrceptionMloI Utten 85". SPot HidlMn Item 75".
SPot TrIP 75". T...eking 4O"Il; lother) Onltory 4O'JI..

LANGUAGES: Spqk Il~ 75". SPMk R...kan 55".

MAGIC ITEMS: none.
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TEMPUS, HUmlln male, Initiate of Vashanka. Rankan Hell Hound

directly answerable 10 Prince Klldakithil. Age 350.

0/6
0/6
0/6
on
0/5
0/5
0'6

{01.()41
{OS-au
(09-11l
(12)
(13·15)
(16·18)
(1g·201

Right Leg
Left Leg
Abdomen
Chesl
Right Arm
left Arm
H.od

Hit Points 16Mov8

STA 10 CON 16 SIZ 10
INT 15 POW 1. OEX 14
CHA 13

o 0 0 0 0 0 RESIDENTS 0 0 0 0 0 0

AlTEN STULWIG, Human male. A Sanclurite, he il a lay mlHTlber of
lis. and iln apothecary. Age 35. .

STR 12 CON 1. SIZ 12 Right Leg (01.Q4) 0/5
INT 15 POW 15 OEX 12 Left Leg (05-{)8) 0/5
CHA 11 Abdomen 109-111 0/5

Chest 1121 0/6
Mev 8 Hit Points 14 Right Arm (13-t51 0/4

Left Arm 116-181 0/4
Head (19-20) 0/5

Staff (106150% SR 6 Parry 5O'lI. t15)
Dagger (1 04+2) 30% SA 9 Parry 30% (t21

SPEllS: 81udgeon 1, Detect Enemies, Detect Gems, Oetecl Gold, De­
tect Silwr, Heal 2.

SKILLS: (Knowledge 0%1 Evaluate Treasure 45'l1., Fint Aid 90%, Treut
Disease 75%, Treat Poison 6O'Ii, Make Healing Potion 4~ [Manipulation
05"1 Climbing 40%, Jumping 35%, Swimming 25"; [Stealth 0%1 Hide
in Covar 25", Move Silently 25%; [Perception 0%) Listen 50%. SPOt
Hicklen Item 45%; [other] Oratory 65".

LANGUAGES: Speak/Read-Wrlte IIsig 90%190%, Speak Rankan 25%.

MAGIC ITEMS: none.

Dagger (104+2145% SR 8 Parry 25% (l2)

SPELLS: Befuddle, 81adeshllrp 1, Coordination, Detect Enemies,
Glamour, Heal 2, Light. Silence.

SKILLS: [Knowledge 0%1 E'IlIluate Treasure 80%; [Manipulation 0%1
Hide Item 60%, Lock Picking 45%, Swimming 65%, Trap Set/Disarm
25%; [Stealth O'lbl Hide in Cover 30", Move Silently 45%, Pick Pockets
85%; [Perception 0"1 Listen 75%, SPot Hidden Item 35%, Spot Trap
45"; lather! Oratory 75%.

LANGUAGES: (Speak/Read-Writel Iisig 95%/75%, Ranken 75"/25%,
Enlibaran 60%/15%, S'Oanzo 20"/0%.

MAGIC ITEMS: none.

AMeLI, Human female, the Madam of the Lily Garden. Age 45.

1H Sword (l 08+1+1 041 80'11. SR 5 Parry 80% (20)
Dagger (104+2+104) 75% SR 7 Parry 75% (12)
lH long wear (108+1+104170" SR 4 Parry ~5" (151
Composite bow (108+1) 60% SR 2 Parry 05% (101
2H Great axe 1206+2+104) 70% SR 4 Parry 50% (151
Medium shield Parry 85% 1121

SPELLS: Bladesharp 4, Demoralize. Detect Enemies, Heal4, Protection4.

SKI LLS: [Knowledge 05"1 Evaluate Treasure 50"; [Manipulation 15%J
Climbing 75%, Hide Item 40%, Jumping 60", Lock Picking 30%, Map
Making 60%, Riding 80%, Swimming 50%. Trap Set/Disarm 65";
[Stealth 05"1 Camouflage 50%, Hide in Cover 50%, Move Silently 50%;
[Perception 05%1 Linen 50%, SPOt Hidden Item 45%, SPOt Trap 65%.
Tl1lcklng 70"; [other! Ol1ltory 75%.

LANGUAGE'S: Speak/Read·Write Rankan 90%/40%, SPeak Ilsig 50".

MAGIC ITEMS: none.

Lih 811 the Hell Hounds, Za/bar is unfikaly to be wearing more than
sword tIfId dagger on his patrols, and his usualllrmor wi" be thick le8th·
er on his tono and thinner le.ther on limm and head. For barrie armor
ha will wear fuff helm, plate on his chert and legs, scale on his abdomen,
Bnd chainmall on his arms.

6'6
6'66"m
6/5
6/5
6/6

6n
6n

11/7
7/6
6'6
6/6
m

DiSpel Magic 2,

(Ol.Q4J
{05-{)81
(09-111
(12)
(13·151
(16-181
119-201

Right leg
Laft leg
Abdom<oo
Chest
Right Arm
laft Arm
H.od

Hit Poinu 18

Hit Pointl 21

Mov8

ZAl8AR, Human male, lay member 01 S3vankalll. A Renken, one of
the five Hell Hounds. Age 35.

STR 17 CON 17 SIZ 15
INT 1. POW 15 OEX 14
CHA 16

WAlEGRIN, HUmlln male, no idenlified cult membenhip. An Ilsigi
mercenary. Age 35.

STR 15 CON 15 SIZ 15 Righlleg (01{l41 6/6
INT 14 POW 10 DEX 16 laft Leg {OS·Oln 6/6
CHA 15 Abdomen (09·111 7/6

Cheu (121 7/7
Mov 8 Hit Points 16 RighI Arm (13·1S) 5/5

Left Arm 116/181 5/5
... Haad 119-201 5/6

lH Sword (08+1+104175% SR 4 P8rry 60% (201
Short sword (06+1+041 60" SR 5 Parry 60% (20)
1H Spear (D8+1+04) 65" SR 3 Parry 50% (l51
large shield Parry 80'11.(16)

SPELLS: Bladeshllrp 3. Countermllllic 2. Detect Mllgic, Gl8mour, Heal·
ing 2.

SKILLS: [Knowledge OS,,) EvaluilieTre8sure 70%; {Manipul8tion 10%J
Climbing 85%. Hide Item 40%, Jumping 75%, lock Picking 15", Map
M8king 45", Riding 80". Swimming 50%, Trap Set/Disarm 30%;
(Stealth OS"J Camouflage 60'11., Hide in Cover 50%, Move Silently 45",
Pick Pockeu 10%; [Perception OS'II.' Listen 80%, SPot Hidden Item
45", SPot Trap 55". Tracking 65"; (other) Or8tory 50%.

LANGUAGES: tSpeak/Read-Writelllsig 75%/40%, Rankan 80%/50%.

MAGIC ITEMS: none.

The ,rmor rhOwtl for Walegrin Is combat IIrmor. He'd wear lers and
1fJ_ shield and spear ar homB while _ndering tha stnHtft.

SKilLS: [Knowledge 20"1 Evaluate Tre8SUre 75%, General "'now·
ledge 55%, Fint Aid 65", Treat Disease 25", Treet Poison 45". Ident·
ify Plenn 55", Identify Animals 70", Identify Minerals 90%; fManipu­
lelion 15"1 Map Making 45", Climbing 90", Hide Item 55%, Jumping
90%, Lock Picking 65", Trep Set/Disarm 65%, Riding 10l)"Jl" Disguise
100% bee note, Magic Items). Swimming 90%, Rowing 60%; [Stealth
20%) Camouflage 75", Hide in Cover 85", Move Quietly 85%, Pick
Pockets SO,,; [Pf:rception 20%1 Linen 90", SPOt Hidden Items 75%,
SPot Trap85%, Taue Analysis 50%, Tracking 65": (other] Oratory 50%.

LANGUAGES: {Speak/Read-Writel Rinkan 9O"15O%,lIslg 25%/0%.

MAGIC ITEMS: Tempus has two magic abilities-he regenerates 1 hit
point in each damaged hit location per melee round. and he can put
illusion of Disguise over himself in order to look like someone else.

Tempus is aJP«:lallnltlare of Vashanka (~rlIaps lI'IfIIn a RUmI Lord/.
His gifts from V.shank, mean th,t he can ~ne(8reOfle point of dam­
age in _ry hit for;ariOfl dam8flBd ellery melee round and can pur an
iIIusiOfl over him.,1f alOfle to look like anyone efse.

Right leg (01.Q41
left Leg IOS.Q8)
Abdomen 109·11)
Chest (121
Right Arm (13-15)
Left Arm {l6-18)
Head {l9·20)

IH Sword (08+06+1) 95'" SR 3 Parry 95% (20)
Throwing dagger fD4+03195% SR 1 {101
Parrying dagger (04+2+06195% SR 5 Parry 95" 1201
Dagger 104+2+06) 95'11. SR 5 Parry 95" 1121
IH SpQr (08+06+1) 95" SR 2 Parry 60" (151
Compolite bow (08+1)95" SR 1 Parry SO'" (10)
2H Greet axe (206+2+106195" SR 2 Perry 95" (l51
Medium ",laid (10&+106) 75" SR 5 Parry 95" (121

SPELLS: Bladesharp 4, Countermagic 4, Oemor8lize,
Disruption, Ignite. Invisibility, Mindspeech, Speedart.

STR 18 CON 18 SIZ 18
INT 18 POW 21 OEX 20
CHA10
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HAWKMASKS. mercenaries for Jubal.

STR 14 CON 14 SIZ 12 Right Leg 101-041 1/5
INT 11 POW 13 DEX 14 Left LI!1I 105.(8) 115
CHA 10 Abdomen (09-11) 31'5

Chest (12) 3/6
Mov8 Hit Points 14 RighlArm 113-151 1/4

Left Arm (16-18) 1/4
Heed (19-201 3/5

5holUWOld (106+1+1041 6O%SR 7 Parry~ 1201
Degger 1104+2+104) 65,. SR 8 Parry smc. (10)
composite bowv (108+1) fm' SR 2 Parry 35" (101

sPELLS: Countermegic 4. Demor.lize. Heal 2. Protection 3, Speedart.

SKILLS: (Knowledge 0"1 Evaluate TreMure 45,.. General Knowledge
30"; IM.nipul.tion 0%1 Map M.kiog 25%. Climbing 55,.. Hide Item
35". Jumping 65". Lock Picking 40". TrIP Set/Disarm 35". Riding65". Disguise 25". Swimming 45". Rowing 35; !Ste.lth 0"1 Camou·
flllQ1l 30.... Hide in Cover 45"'. Move Quietly 50". Pick Pocklts 35%;
[Perceplion 0'1" LiSlen 50". SPOt Hidden Item 55"'. Spal Tr.p 45".
TrackIng 60".

LANGUAGES: Speak IIUg 80%. SPINk Rankao 35".

MAGIC ITEMS: none.

'.

HANSE SHAOOWSPAWN. Human male. ley member 01 Shalpa the
SWift. A s.netvrite thief. Age 18.

STR 13 CON 15 SIZ 12 Right Leg 101-041 11'5
INT 15 POW 15 OEX 18 Left Leg 105-081 11'5
CHA 10 Abdomen (09-111 215

Chest (l21 2/6
Moy 8 Hit Points 15 Right Arm 113-151 1/4

Left Arm 116-181 1/4
Heed 119-201 1/5

S~ (1D6+1+104) 75"SR 6 Perry 75" f201
Olggllr (right handl 1104+2+104) 75" SR 7 Parry 75" f121
Dagger (left handl 1104+2+1041 75% SA 7 P.rry 75" 1121
Throwndlll98r (1D4+10217S"SR 1

SPELLS: Befuddle. Heal 2. Shimmer 2. Sil.oce.

SKILLS: (Knowledge 0%1 Ev.luate Treasure 80%; IM.nipulllioo 0%1
Climbing 95". Jumping 95". Lock Pickiog 95". 90"; [Stealth 0"1
Camoufl. 50", Hide in Cover 95". Move Silemly 95%. Pick Pockets
95; (Perception 0%1 Listen 90%. SPot Hiddero Item 95". SPot Trap
85%. TrICking 55%; lathed Oratory 25".

LANGUAGES: SPeH Illig 85". SPeak R.nken 75,..

MAGIC ITEMS: oone.

~'f -.pori~ may be high for _ tNtIo h. had .1iN1e
1Cna! com'»t • .str.dolllSP8wr1. but the lad Iftms quickly WId h••
~tural r./ent for using his_~..

0/0
0/0
2/0
217
0/5
0/5
0/.

Hit Points 18

DUBRO, Hurnen 1l"Illle. A Saneturit•• ne it. smith an:IliYes in the Bazaar.
"'35.

STR 18 CON 1& $IZ 18
tNT 11 POW 12 DEX 13
CHA 10

EnG Yorl., forms ~.ry.

04Jgger (104+21 SO" SR 1 Parry 45" 1121
Staff Il1D61 60'1. SR 1 P.rry 5O'll.110)

sPELLS: Coni"'''' Monster 85". Detect Megic 95". Dispel M~c 90'1.,
lIl...Jion 95". P.,.lyze 95". Reed Megic 95". Teleport 55".

SKILLS: (Know..~I Eval.... te Tre;tSUre 80"; (ManipIJl.tion ~I
M.p Maki"5l 1ClO%; IStnlth ~I Move Silently 80". Pick Pockets~;

(!"Beeption ~I Spot Hidden Item 85", Spot Trap 85". TrKking
15": (other) Oratory 15".
LANGUAGES: SPMk/RNd-Wri~ .11 languages 100%.

MAGIC ITEMS: St.ff 01 Commend lor bailiJks; 100% effective.

Wim En. Yorl, magk: is ••kill. Unfik.most RuneOuntm~;ciW1S,
he doffs nor UM POW to m.t. his ~Ir. Hi. POW is • car.lyst cBU.ing
the miJflipvl,tiom of the.'IIIOrld through his spt111••

The spIIIll /istfld for him ant f,irly obllfous in rHflnition. H. musr
make hil Iklll roll to work the 11»11. iJfId spt1l1s such lIS P.ralyz. must
OlIttrl::cm. thtI lIictim', POw. A fumbl. roll with • $peI1 tmI8IlI th.t fr
• ffecb him~y. The list of~II is Irw;cmpl.te, dqling only with
the~ .ffects h. performs in the COlI" of the firn two boo.!s.

Right Leg 101-(4)
Leh Leg 105-081
Abdomen 109-111
eMs! 1121
Right Arm 113-151
Left Arm (16-18)
Head 119-101

H....-r>eI'" 1106+2+1061 85" SA 6 Perry 45" (15)

sPELLS: Bludgeon 2, Glue 'I, He.12. Light, Repair.

SKI LLS: [KtlOWl«tge 0"1 Evalu.te Treasure 40": [Manipulation '0"1
Climbing 35". Jumping 40". Riding 25". Swimming 45". Trap ~tl

Disarm 40". Armex Making 55%. Weapon Melting 75". Shield Making
45". Bl8eksmithing 95"; [Ste.lth~I Hide in CoYer 40". Move Silent1v
25": [Perception mc.] liften 5O'Jl.; (other! Orltory 30%.

LANGUAGES: SPHk llsigemr.. SPeak S'o.nlo 40%, SPUk Renkan 25'1..

MAGIC ITEMS: none.

ENAS YORl,' ....,z.'d. about whom little is known. Age 185.

STR 1 CON 1 SIZ 1 Right Leg 101..041 111
tNT 18 POW 25 DeX 1 Left Leg IOS.(8) 1(1
CHA 15 Abclomen 109-11) 1(1

Che1:t 1121 117
Mov 87 Hil PolnlS v8riablli• .,Right Arm 113-151 7/7

Lell Arm {16-181 7/1
HelKl 119-201 1/1

0/5
0/5
0/.
0{7
0/5
0/5
0/.

fOl-(4)
105.Q81
(09-111
(121
{13-15)
(16·181
(19·201

Hit Poinu 16

ILLYRA,. Humen lema.... ..., member of S·O.,.zo. A fort...ne-reller
who livM io the Bazaar. Age 2l.

STR 10 CON 15 SIZ 10 Right Leg
INT 16 POW 20 OEX 15 Leh Leg
CHA14 Abdomen

Chest
Right Leg
Left LI!1I
Hood

Dagger 11 04+2) 35" SR 8 P.rry 2Q'Il, 1121

sPELLS: Countermegic 3. Oemor.lize, Detect Enemies. Detect Ufe.
Detect Spirit. Mind Speech.

SKILLS: (Knowledge 10"1 EVIIJ ....t. Tre.....re 60%. Re.t eerds 1ClO%:
(Meoipuletion 15"1 Climbing 50". Hide Item 4OYt.JtJmping so<JI.. lod<
Picking ~. Map Making 30".4. Riding 30"-. Swimming 30"-. Trap 5et1
Disarm ~: IStealth OS"I Htde io Cower 4OYt, Mow Sil&ntly 60%,
Pick Pockeu 35": (Perception 10"1 Listen 65". Spot Hidd&o Item
35". Or"" 65"; lather) Oratory 60%.

M~.

HAKIEM THE STORYTEllER, H",,*, me"•• ley membet" of lis.
He is. street.oweller. end \Ill!rY poor. Age 55.

STR 9 CON 15 SIZ 10 Right Leg (01-04) 0/5
INT 15 POW 14 DEX 11 Leh Leo IOS.(8) 01'5
CHA 16 Abdomen 109-111 01'5

CheU (l2J 0/6
MOY 8 Hit Poinu 15 Righi Arm 113·151 0/4

Lett Arm 116-181 0/4
Heed 119-201 0/5

Dagger (104+2)45" SA 7 P~rry 25'" (12)

SPELLS: none.

SKI LLS: [Koowledge 05"1 Evaluate Tre.sure 25". Hinory of Saoctu­
erv 90". History of R"nke 40%. HistQfY of Ibig 75". History 01 the
WOI'"Id 25": IM.nipulation 15"1 Climbing 50%. Hide Item 15". Jump­
ing 30".4. L~ Picking 40%. Map M.king 50". Ridi"'ll2O". Swimming
30".4; (Stealth 15"1 Camoufl. 40'1.. Hide io Cover 60%. Move Silent­
ly 50". Pick Pockets 25%; (Perceptioo 0"1 Lislllfl 75". SPot Hidden
hem 60%; lather! Oratory 95".

LANGUAGES: SPeak Ilsig 95". SPeak R.nUn 20%. SPeak S'o-zo
10". $peP; Enliberen 05".

MAGIC ITEMS: none.
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LANGUAGES: SPeak S'Oanzo 90%. SpNk/Read-Write UsiS 8O%f1O%,
Speak/Reed-Write Ranksn 25~10"'.

MAGIC ITEMS: none.

Whlw 1/1'(,.. mey h_ drellms of prophecy lit !mY time, they 11M
only 65ii lUre to be correct,. MId til. un wil( fultWif to dretlltl the
fl«:ffSMry d_ only 65'" of the time. Her ability to divintl with her
CM'th if ,~ She um no $/HfIh lIS well: thfntJ II'" skills.

Mashll occlJlionafly hll, good hunches. A tvferee may ."ow. roll of
hltr POW or feu on Dl()(} 8$ her chMlClt of (JItning /I good hunch .bout
some plsn or objscr.

0/5
0/5
0/5
0/.
0/4
0/4
0/5

Hit Points 15Mov8

Right Leg iOl-Q41
Left Leg 105.Q81
Abdomen 109-11 )
Chest 112)
Right Arm 113-15)
Left Arm U&-181
Head 119·201

Shortsword (106+1+104) 45% SR 7 Parry 45" 1201
Dagger 1104+2+104)65% SR 8 Parry SO% (121

SPELLS: Heal 2. Sleep. Vigor.

SKILLS: [Knowledge OS%I: [Manipulalion 10%1 Climbing 50%, Hide
Item 60%, Jumping 55%. Riding 60%, Swimming 70%~Mldwifery80%;
(Stealth 10%1 Hide in Cover 70%. Move Silently 80%: [Perception OS'I.'
Listen 80%. SPOt Hidden Item 75%. Spot.Trap 75%, Tracking 25";
lother! Oratory 20%.

LANGUAGES: Speak Illig 90%, Speak Rankan 40%.

MAGIC ITEMS; none.

MASHA. Human feme Ie, lay member of Sherpa. A Sanctuary midwife.
Age 30.

STR 13 CON 15 SIZ 12
INT 15 POW 16 OEX 15
CHA 15

JUBAL. Human male. the aimlnal lellder of Sanctuary. Age SO.

STR 18 CON 15 SIZ 16 Right Leg (01-041 4/6
INT 15 POW 16 OEX 16 Left Leg (05-081 416
CHA1S Abdomen 109-111 4/6

Chest (121 4/7
MovS Hit Points 16 Right Arm (13·151 4/5

Lefl Arm (16-181 4{5
Head (19-201 116

ShortiWlXd (106+1+1061 90% SA 5 Parry 90% 1201
Compositu bow (1010+11 9O'Ili SR 1 Parry 20% (10)
2H Axe f2D6+2+1D619ml'. SA 3 PalTV 90% 1151
1H Sword 1108+106190% SA 4 Parry 9O'Ili flOI
2H Sword (2D8H0619CYJlo SA 3 Parry 90'" flO1
2H Spear (lD10+1+1D6190'J(,SA 3 Parry 9O'lli (151
atl Shiek;h Parry 90"

SPELLS: Blade$harp 4, Demoralize, Disrupt, Dispel Milgic 3, Protec­
tion 4, Silence, Speedert.

SKILLS: [Knowledge 10"1 Evaluatel:"reasure95"; [Manipulation 15"J
Climbing 55%. Hide Item 70%. Jumping 65%. Lock Picking 80%. Map
Making 90". Riding 90%. Swimming 65%. Trap Set/Disarm 55":
IStealth 10"1 Camouflage 90%. Hide In Cover 85%. Move Silently
85%, Pick POCkets 75%; [Perception 10%1 Listen 90%. SPOt Hidden
lIem 80". SPOt Trap 80%. Tracking 60%; [other] Oratory 80%.

LANGUAGES: (Speak/Read·Wrilalllsig 95%195%. Rankan 80%1SO%.

MAGIC ITEMS: none.

MIZRAITH. Human male. A Renken sorcerer. Age 180.

MellLOT THE SCRIBE, Human male. Age 48.

STR 10 CON 15 SIZ 13 Right Leg (01.04) 0/4
tNT 17 POW 15 oex 14 Left leg (05-08) . 0/4
CHA 12 Abdomen 109-11) 0/4

Chest 021 0/5
Mov 8 Hit Points 11 Right Arm (13·15) 0/3

left Arm (1&-181 0/3
Head 09-20) 0/4

Dagger (104+2) 35% SR 8 Perry 25% (121

SPELLS: CotN"dination. Detect Enemies, Glamour, Heel 4, Light.

SKilLS: {Knowledge 10%1 Evaluate Treasure 85%: [Manipulation
15"1 lock Picking 50%, Map Making 85", Illuminated Letters 45%;
[Stealth 10%] Pick POCkets 45%; [Perception 10%1 listen 55'l1i. SPOt
Hidden Item 65%; [other] Oratory 65%. 8erg.aining 55%.

LANGUAGES: Speak/Read·Write Ilsig 100%19O'lIi. $peak/Read·Wrile
Rankan 85%190". Read·Write Enlibaren 75%. Read-Write Venized 55%,
Reild-Write Ceronnla" 50%.

MAGIC ITEMS: none.

1/.
1/.
1/6
1/7
1/5
1/6
1/6

101-Q41
(05-081
109-11)
1121
(13·15)
(16·181
(19·201

Hit Poinu 16

Dagger 1104+2155% SR 7 ParTY 45% (121

sPELLS: any battle magic spell; Command Spider; Illusory Spider.:
other speUs iIIi apprQ9riate.

SKILLS: [Knowledge 10%1 Evaluate Treasure 85". 8reed SPiden 95":
[Manipulation 15"1 Hide Item 40%, Map Making 4O'.lli. Riding OS%,
SWimming 95". Trap Set/Disarm SO%: [Stealth 05"1 camouflage 6()'J(,;
[Perception 10%1 Listen 40%. Spot Hidden Item 40%. SPOt Trap 35%:
[other] Oratory 60%.

LANGUAGES: SpeaklRead-Wtite Sherranpip90%/1()()'J(,. Speak Raggah
6l'nIo. Speak Iisig 45%. SPeak Rankan 45%.

MAGIC ITEMS: 12 Power'1llln8lllting water wheels.

The PQW.gt1nerating whfJe/, each provide 0fI1t point of POW to KfIffl­
rtm _ty hour. E«h whttttJ IfIIiIl ,tore onfy,;x PainG POW bltfore it dis­
ch¥ga one point for ltYlrry point it stores. The maximum POWpO$$ibllt
from r1HI dttrices in one hour;, 72 points.

KEMREN, THE PURPLE MAc;;e, Human male. Cultist of Weda Krizh·
awn; Sherranpip national. Age 55.

STR 12 CON 15 SIZ 11 Right Leg
INT 16 POW 20 OEX 16 Left Leg
CHA 17 Abdomen

Chest
Right Arm

.... Left Arm
H...

SPELLS: any battle magic, Creation. Curse, Illusion. Power Tap. Tele­
portetion.

Hit Points 19

STR 09 ON 18 SIZ 12
INT 18 POW 19 OEX 19
CHAIS

KURD. Human male. A Renkan deviate who hM come to Sanctuary 10

practice vivisection. Age SO.

STR 10 CON 12 SIZ 08 Right Leg 101-Q41 0/4
INT 16 POW 13 OEX 11 Left leg (OS.Q8) 0/4
CHA08 Abdomen 109-11) 0/'

Ch", 1121 0/5
_8 Hit Polnu 11 Right Ann 113·151 0/3

left Arm (1&-181 0/3
H"" 119-201 0/4

Right Leg
Left Leg
Abdomen

C"'.
Right Arm
Left Arm
H...

Steff (106) 50" SA 4 Parry 40% 1121

(01.04)
105.Q81
(09·11)
1121
(13-151
11&-18)
09-20)

0/7
0/7
0/7
0/8
0/.
0/.
0/7
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Hanse Shadowspawn

016
0/8
0/8
0/7
0/5
01>
0/6

male. Owner of the VU19ilf Unicorn

Hit Poinu 18

Right Leg (01.04)
Lelt Leg (os·au
Abdomen (09·11)
Chell 112J
Right Arm (13·15)
Left Arm 116-181
Head 119·201

RlIpier 11 D6+ H 104)15" SA 6 Parry 15" 115)
Parrying Dagger (104+2+104145" SR 8 Parry 15" (201

SPELLS: BIadestwtrp 3. Demoraliu. Detect Enemies, Heitl 4. Shimmer
4, Silence. Protected by spe.ll malinlained by Mivaith: anyone slaying
One-Thumb/Lastet will liWl in Ig(lny foreWlt".

SKILLS: [Knowledge os"l Evaluate Treawre 15"; [M....ipu..tion
IS"! Climbing 55". Hide lIem 35". Ju~"lI5O".Lock Pieking 70".
MIlP Making 55". Riding lIO". SwirTnling 15". Trep SetlDiIarm 65"';
(Stulth 10"41 Camouflage 60S. HiOe in Cover 65". MoYe Silently 65".
Pic:k Pockeu 45"'; (PeKePtion OS"I Lmen 80%. SPot HidOen Item
65", SPot Trap sos.. Trlldr.ing~.
LANGUAGES: ISPeak/Read-WrilIl1 Rankan 8S"I85".IlSlIl8O%l"5".

MAGIC ITEMS: none.

ONE·THUMB/LASTEL. Human
and II Rankan noble. Age 45.

STR 11 CON 11 SIZ 14
INT 14 POW 16 OEX 15
CHA 11

STR 10 CON 15 SIZ 12 Right Leg (01-041 01>
INT 18 POW 16 DEX 15 Leh Leg IOS.Q81 01>
CHA21 Abdomen 109·111 01>

Chen (12) 016
M~8 Hit Points 16 RighI Arm 113·151 0/'

Leh Arm 116·18) 01'
H.", (19·201 0/5

The manner of Miz,..;t!t's spall is rhar. on CJne.11Iumb'l dUtil, Miz·
"';rll will insranrly know rhlll»rtMr~rorfsJ.mJaUillCk him (rhflml POW
II'I!trWS POW three rimn. "My of the atrac:b wc:etItId. rhll !ficrim's
M"'" ends will re«:t fi if M;ng burned, IIi1d rhll ..ictim will fall into.
coma which should Ifllt Yllal'S, t"- 116m endin!J$ continuing to 'bum'
.lItllar rirm:,

o.gger l1D4-+214O'l'SR 7 Parry ~1121

SPELLS: BeflKidle, CountemWlgie 6, Detect Enemies. GI'mQ1J'. lron­
hand 4.

SKILLS: [Knowledge 10%1 EVilJuale Treasure 95". Accounting 95";
[Manipulation 15"1 Climbing:lO", Hide ItBfTl 25", Jurnpil19~.Lock
Picking 50'1.. Map Making SO", Riding 65". SwirTnli"ll 15". T.-.p
Se1/0;sann :lO". Low Making 95", Dall~95". Lewd DeYic:es 85";
[Stee'th 15"1 Camouflage 25", Hide in Cowr ~. MoYe Silently
15", Pick POCkets ~; !Perc:eptton 1~! Lmen 95". Spot HO;fen
Item 75", Spot Tr1IP 50", T,.aing JIl"; (Other! Bargaining~,0,.
tory~.

LANGUAGES: $peak/R_.writll II", 95"195". $lJQk/Read·Wrn.
R...,ken 80"1:10". $peak Enlibenm 30'4. $peak Caronnian 20". SpNk
S'danzo 1~. $peak Rawah OS".

MAGIC ITEMS: none.

MYRTIS. Human female, I ~y member of Shipri All-Mother.~
of Aphrodi,ia House .ocI unofficial leader 01 Red Lan,ems. Age is.
Sl!Cfel.

SKILLS; IKnowledge 15") Ev.lI.late Treasure S01'. General Know­
ledge smr.; IManipul.tion 25'" Map Mllking 65"; ISte.hh 25"1; Per­
ception 15"1 Linen 75". SPot Hidden Item 75"'. Spot Trap 75"•
Trad:ing 75%; (adler! OrltOfY 60"4.

LANGUAGES: (ScJNklRem·Write) Rlnk... l~1~.Il,ig75'W95".
Enliblr~ 4O%I8O'JlI.

MAGIC ITEMS: unk_.

"';zaith WId his rin/. MpkmO'. both _ to h...,. gM-eI m.1«,.t
of~~Mind Linlu with ,..,~.MId "- ll'Nm in 8 kind of
Wrrf/JJtjtioul thrill/. OM -V to .tfM;k them woufd be to dixOllW """'0
m.y _ tlJPPing for Po~MId kill m. ti1PPtJft.

o
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lVTHANDE OF THE 8lUE STAR. HUlTWln male (ae:tu,lly femalel. A
cultilt of the Blue Star; an adventur'r/fT1llll8. Age unknown.

3/7
3/7
5/7
SIB
5/6
5/6
0/7

0/6
0/6
0/6
0/7
0/6
0/6
0'6

101.041
tOS.Q81
(09-111
(121
03-151
116-181
119-201"

Right leg
left Leg
Abdomtln
c_
Righi Arm
left ArmH."

A V'nlled scribe working fO<" Meillot.

Hit Points 19

Hit Points 16

JARVEENA. Human female.
Age 15.

STR 12 CON 15 SIZ 10
INT 16 POW 18 DEX 15
CHA 10

Mov8

STR 14 CON 18 SIZ 12
INT 17 POW 18 oEX 18
CHA 13

o.wer (104+214O'ASR 7 Parry 35" nO)
Thrown dagger 11 041 75" SA 1 Parry 35" (101

SPELLS: Detect lite. Glue. Heal 2. Silenc:e.

SKilLS: (Knowledge 10'l01 Evaluate Treasure 15": IMlinipuletion 15"1
Climbing 15". Hide Item 501', Jumping 45". loc:k Picking 6O'A, Map
Making 75". Riding 45", Swimming 55"; IStealth OS"I Hide in Cover
65". Mow Silently 65": (Perception 10'101 lilten 6O'A. Spot Hidden
Ittm 45". Spot TnJP 4O'A.

lANGUAGES: (Spuk/Read-Writ" V'niled 70'lo,/'90'Io. llsig~.
Ranken Je:nW45".

MAGIC ITEMS: none.

sPELLS: Bladesn.rp 4. Countermagic 3, Demoralize. Fanlltieism, Far·
_. Glue 1. Mobility'. Speedart.

SKilLS: (Knowledge 10'101 Evaluate Treasure 45": [Manipullnion 20")
Climbing 65". Hide Ittm 35". Jumpi"ll 75". lodo: Picki"ll 25". Map
Maki"ll 4O'A. Ridiltll 90", Swimming 35". Trap set/Disarm 30'10;
(Stealth .os"1 Camouflage 4O'A, Hide in COWf" 55". Mow Silently
45". Pic:k Podc.eu OS,,: !Pe:rc:eptiot'l 10'101 listen 50". Spot Hidden
Itern 501', Spot Trap SO'A. TrKking 15".
lANGUAGES: SPNk/Read.write Highlander 9O"I4O'A. Speak Ilsig
60'10. Speak RankWi 5O'A.

MAGIC ITEMS: none.

Right leg 101-04)
left leg IOS.Q8}
Abdomen lOO-11}
CMst 1121
Ri(lht Arm 113-15)
left Arm 116-181
Head 119·20)

R~ier 11 06+1+1 04) 95" SR 4 Parry 95" 1151

SPE lLS: an bettie magic. Deteet Ma;ic; Compulsion. Crute Skeleton,
Divination, Shield, Telekinesil, Time StoP.

SKilLS: [Knowledge 15'" Eveluate Treesure 85". Alc:herny lOO'lo.
GMeraI Knowkldge 65"; (Manipul.tion 251: (Stealth 25") Hide In
Cover 95". Move Silently 95", Pick PocketI75": (Pen:eption 15"1
listen 95". Spot Hidden It...... 85", Spot Trap 75". Tracking 9O'lo;
10ther"1 Oratory 65".

LANGUAGES: ISpeekfA~Wrilll Illig 95'J(,J9()'J(,. Rankan 7S"J8()'Jl,.
EnlibarWi 25'1'135".

MAGIC ITEMS: Star tatoo il WI unqvenc:hable soun:e 01 Power.

DcH to Mr <*dieaDon ttl thll BJ~ Ster, Lythane hM virtually .ny
(lOa/bit Rune ~I "".lfeblfJ to htH .r MY time. without ntH/dlng ttl
maditeta to"";n mem.

Of the spells listed for the ch,rw;~" T;rtItI Srop ;s lairl.,. obvious. It
«tIlall.,. taka rhtJ chlNXtttr uring It out of thll flow of rirtltl to think
.nd pllfI. Thtt cha'IC~' cannot mol"ll' quiekly or interfere wirh IHI"'~

.1. without braking the TlrtItI StoP. No RUIlflQuesr cult hlU this wel/.
Compulsion Is " spell which puts a terper Uttder thll mental domln..

rirm of mil elUter. A wCCflsful POW Vf. POW ro/I must btt m8de and
"noMtH must wceeed fo, every rpeciaJ command given to rhfJ ..Ie tim.
ThfJ spell i. brobn if rhtJ POW Vf. POW ro//_ flJils.

CAPPEN VARRA. HurNtl m.... A e-onnian minnrtl. Age 32.

STR 13 CON 15 SIZ 12 Right lelI 101.041 1/6
INT 15 POW'8 DEX 17 Left leg 105<lB) 1/6
CHA ,. ~ j09-' H 116

Chest 1121 2n
Mo¥8 HitPoinu 16 RighI Arm 113·151 lIS

LIft Arm 116-181 lIS
HMd 119-201 116

R~ (lD&tH'D-4J 85'" SR. ParTy SO'" 1151
2H SI*l' fl 01Ot-1+, 041 25% SA 3 hrry 15" 1151

SPELLS: Bl«teWrp 3, Oemorallu. Detect Enemies, Glamour, HulJ,
Protection 4.

SKILLS: (Kl"tOWt~ 11»'1 Eval~1I T'NSU~ ~. General Know·
ledlle SO,,; (Menipulalion 2ml.1 Climbing 95", Hide Ilem 45%. Jump­
ing 75". Lock Picking SO'l'. Map Making 70". Riding 85%. Swimming
75", Trap Set/Disarm 50%; [Stealth 10"J Camouflage 20%, Hide in
Cover SO%, Move Silently 70", Pick PQCkits 50%; [Perception 10%1
ll1ten 75". S901 Hidden Ilem 75". Spot Trap 50%, Tracking 40%;
(other) OrllOry 75%. Singing 85". Poetry 95%.

LANGUAGES: (SPeak!Read-Wrilel Caronni.n 95"185%. RankIn 75'"
65". 11'ii 75"165".

MAGIC ITEMS: lneke amulet with CountefTnalllc 4 if he stites the
thfw truths.

CIppen'. riw.r sn#e .mIlet.cD.1",.tri. for Counrerm.gic 4_ It
mu.r be -etinffld by uy;ng m. dt,... rruth$. 1H ".. 75"~ to
come up widl m. dtnte rrudt. widt;n one meI4M round. at wtIkh point
riM Counlem'YfiC will.flIrt at .rrike rank , of m. tMKr me- round. If
tw doesn't mH& me roll. he CMf rry.tt ;tt~~ round Uttrif
IIIC/;ft$ful.

o 0 0 0 0 0 TRANSIENTS 000000

CIME. Hu,,*, female. A RankWi Mrlot. Age 350.

STR 14 CON 14 SlZ 12 Right Leg 101-041 115
INT 17 POW 20 DEX 17 uft Leg {05·0~n 115
CHA 16 Abdomen (0'3·111 115

Chest 1121 1/6
MOIl 8 Hit Poinu IS Righi Arm 113-151 1/4

left Arm 06-181 1/4
HIIlld 09·201 1/5

Olllllilll'" 1104+2+104195% SR 7 Perry 95'll. lUI

SPEllS: 81edesherp 4, Countermagle 6. Oemoralile, Heal 3, Shimmer
2. SPeedtrt.

SKilLS: IKnowiedge 15%j Evalulle Trellure 65%, General Know·
ledge 35", 8rew Pobon 20. Make Blade Venom 15; [Manipulation
15") Climbing 65", Jumping 75". lock Pickiltll 45%, Riding 85"..
Swimming 90'10, Trap Set/Disarm 80%; [St"lth 15"1 Hide in Cowr
70'10, Mow Silently 90'10, Piek Pockets 60%; (Perc:eption 15") list'"
95", Spot Hidden Item 75". SPot rrllP~.Trad:ing 60%.

LANGUAGES: Spuk/Read·Write RWikan 95'A18S".

MAGIC ITEMS: two diamond rods. Tlte lim rod I\es a 41>olnl IP'tl­
misting ays;~1 and a 4-point spirit~ c:rvstltl; the sec:ond rod gives
u. PO$MUOr a ~re--like Pawer-o.ining ability.

JAMIE THE RED, Hwnan male. A Highlandel'"~. Age 25.

STR 1. CON 18 SIZ 18 Right l-sJ 101-041 6n
INT 13 POW 17 DEX 1S left leg IOS.Q81 6n
CHA 15 ~ 109-111 7n

Che$t 1121 718
MOIl 8 HitPoinu21 Right Arm 113·151 616

left Arm 116-181 6/6
Head 119·201 715

Thrown IP'W (1D10+1D3) 75" SR 2
2H rpear 8S" 11 010+1 +1 D6}85'lli SR 3 Perry 75" (15)
2H bastard sword (1010+1+106190% SR 4 Parry 90" (15)
1H billtard sword (1010+1+1 06) 90% SR 5 Parry 90% (20)
leI! hand perrying dagger (104+2+106180'10 SA 7 Parry 95% (20)
Medium Ihield Parry 50'10 1121



0160
6160
6160
6/!IO
ono
OnO
0160

HIt Points 240

ILS. I p.
STR 40 CON 200 SIZ 16
INT SO POW 200 DEX 20
CHA 200

Right Leg 101-04}
Lift Leg lO5-O81
Abdomen 109·111
Chest 1121
Right Arm 113·161
Left Arm 116-181
Head 119·201

SwOf'd /108+1+206195% SR 5 P'rrv 95'" /401
Staff (306) 150" SR 4 Parry 140" (SO)

SPELLS: ,II bIInle magi<: IIPIlIs; ,II R"'M megie spells.

Thi,.,,., of 1/s may -mr Odirr4U" through, crowd. 8ec:MJ. of
his po_ of IHing -nr. Thowend-Eytld. "hit "- no prolMm finding
who he _a ro meer,. rllougft the «tuM m«ting will be eryprir: end
bNsque. Ifp~ to rlghr,. he ";11. bur ,.thtN '/IIOUId u. his ability to
~r hi, POW to _ ob;ecr which will OJ «r • a c»fMIe for
~.r UIJIr. ebstNbing."y m.gicM demIpI: up to 200 Ptiina a mtlI.e
round, or (2J «r ofkmiwlly. doing 1006 demI1ge diteetly to the hit
poina of , godly being if nruek_ HrI_. _y demege giwn by the
~ $Ubrracll the nt of~rpoinll pnmMlfJl'ltIy from
the f1«hentftf object unol ell 200 poinll of POWere drained.

================================49=
SAMLOR HIL SAMT. Human male,' Ily ITWtTIbeT of Heqt. He is • CII,. poina 01 POW from m.n. SIw will do til;, in ." .nempt to build up

\IiIn owner from Clrdon. Age 35. "-' own POW fa th.t she un tHNk ._r from V.-Nnb. Si~. hO'f'll'>
_. tltil POW W- her In I dfy. she "-s tJtIWr~~ to get.M9Y

STAl6 CONtS ~Z16 RigI11Leg 101.041 In longenoughrobuildupm.POWM«1«JrofrYbm."'-k.
INT 1S POW 17 DEX 17 Left L"ll 105-001 In
CHA 15 Abdomen 109-t 11 sn

Chest (121 518
Mow 8 HltPoinu20 R;gh1Arm (13-151 1(6

Left Ann 116-181 116
Head 119-201 In

1H sworn 008+1 +1 041 85" SA • P.,.ry 85" (20)
O~f 1104+2+1041901' SA 6 PIny 90" 1121
ThrOWl'l dagger 11 04+1 021 95" SA 1
Composite bow 11 08+1175" SR 1 Perry 45" (10)
2H Greauxi 1206+2+104' 85% SR 3 Plrry QO'.II, 1151
Medium shi~d 80% 112)

SPELLS: BIadnh.rp 2, Co..mtermagi<: 3, Deln()flllize, Speedart. Spirit

Sa"" 3.

SKILLS: (Knowledge 10"l01 E".IUllteTre;IIUr.85"; (Manipulation 20%1
Climbing 75". Hide Item 50".4, Jumping 80%. Lock Picking 5O'JI" M.p
~kll'lg ~. Riding 95". Swimming 75". Trap SetJDiMrm ~;

(Stealth OS,,, c.moul. 75". Hide in Cowt~.Move Si'-ntly 85".
Pick Pocbu 45"; [PlfUfltion '''''I Linen 85". SPot Hidden Item
75". Spot Tl'1IP SO"J'. Treeki"lil9O%; (ot'-I Oratory 6O"JlI.

lANGUAGES: ~k/Re.j·WriteCirdonnian 95"'1'90%. SPelk R....kltl
~. Speak II". 75"'. $pe.Ik Venized 50%.

MAGIC ITEMS: none.

o 0 0 0 0 GODS and MONSTERS 0 0 0 0 0

SMHEE. H...men mele. Initiete of'Wed8 Krizhtawn. Ha Is I Sherrlnplp
nltionel. Alii 40.

Fist /3061 95" SR 4

SPELLS: In bIInlel'l'llgie IIPIlls; III R...nel'l'llgle ..Ill.

ThiJ ~atM ofAzyuna;, urrem«y .kil1edin • .mlIf'OO'Y.,-o. which
she wilt use with trIOt"Dh on .1 OCUI/OII$. liM»~ hInbend ". no
wish to prctiee IUbtJety. She wi/l nor rlghr IInlfts ..,.relvp~
She will do anyming to fJl'r an ar:IvwIlaigII~r~m.fXlrIIusbMPd..
She can~ any '- in _ round of IPirir comtJ.r and -, 1.;]

20/50
20/50
20160
20/60
20/40
20/40
20160

tOl-()4)
105-08)
109-111
1121
113-15)
116-181
119-201

Right Leg
Left Leg
Abdomo"e_
Right Arm
Left Arm
Hood

OJerICtf1rlsriel A~_

STN 406+30 44 M0Yll4/12
CON 206>6 13 Hit Points 22
51' 206+6 47 Tre.....re Feetor 20
POW 300 9-12 Armor 6-point Ikin
DEX 300 9-12 .....~ SR A"". o.m...
Hit Location OJlJrr A.-.H.P. e'_ 7 45% 006
01.Q2 T,ll , Bill 7 35% 308
03-05 Right Wing 7
06-08 Left Wing 7
09·12 Bod, 9
13-1. RiglnCIwf ,
15-16 unClow •17-20 Hood •

Hit Points 150

VASHANKA., p.
STR 100 CON 100 SIZ 25
INT 15 POW 200 OEX 25
CHA 100

Touch 18061150" SR 4
Tent peg 1104+2+706J 2001. SR 3 Pwrt 2OCl% (2001
Lightning bolt 11006) l~SR 1

SPELLS: ,II blnNt magic: tPe11s:.11 Rune C\VIQie~IL

This deecriprion ;, for the en,.. of the god whieh I/PPNn on its
own mi~otIS. It IIa no ,leilll....., rlloee of combilr"lInd cannot follow a
foe who e¥edes the enmr by ,erringm~ thllfl 30 mltfXlna~. or by
purring mcxe rII., 3 meten of ,tone. mlttal, or other Wlid mereri. be­
MWn thlIm. The lightning bolt ft. a renge of 30'mltren .,d don its
dlImllgtl dirflCrly to the hir poinD" of the rerget: ir i, rttmly non-flltal.

SIKKINTIARS. THE FLYING KNIVES. This dragon.Jikl erNt... ,.. is
known .. , bean of the Illig p. lis of the Thousanc:l EYII_ It grows
to II mudl .. thiny fllltt long. lind is mostly ail. with' lerve head
full of teeth. two blt.Jike wingll. end two feet f... 11 of tllons. They do
not IlIllst in the WCN"td of 5enctllllrY. but in en .Iternete dimeflSion
reeehebIe by some priem; of lis. Unless eon'ImIndId. thlly will not
Ittack humens. beeeuse hull'\ll"lll" too small (0 _lIin Rlen I IlIrge
ereetllrl: they prefer- buffllo. belIn. or elk. Some priem; of lis know
the seeret 01 the specill whist'" wIlien will c:ommlInd the Sikklmllr_

0/0
0/6
0/6
on
0/6
0/6
0/6

0/40
0/40
0/40
0/50
0/30
0/30
0/40

101-(4)
105-08}
109-11)
1121
113-15)
116-1B)
119-20)

101-()41
(OS-081
/09-11)
112}
113-151
116-181
119-201

Right Leg
Lelt Leg
Abdomo"
Che5t
Right Arm
Left Arm......

Hit Poinu 17

Mov 8 Hit Poinu 120

STR 15 CON 15 SIZ 14
INT 15 POW 17 OEX 17
CHA 12

AZYUNA. I goOdea.

STR 30 CON 100 SlZ 30
tNT 18 POW 100 OEX 30
CHA300

Right Leg
Left Leg
Abdomo"

e"".
Right Arm
Lift Arm......

~te 1108 per n:MlnclI45" SA 7
Blowgun 1103185"SA 1
0..,.-104+2+104150% SR 7 P.,ry 50" 1121

SPELLS: Befllddle. Countermagie 4. Detect Mlgie. Exringunn. Ignite.
Ironhlrld 4. Light. Speeden.

SKILLS: IKl"OWledge 10"1 Ewll,l8te Trl85tJrl 55"; (Manipul'tlon 20'"
Climbing 75". Hide Item 35". J ...mping 65". Lock Pieking 25%. Map
Mlking 35". Riding 25". Swimming 85"'. Trap set/Disarm 35"';
[Stellth OS%' Hide in Cover 65". MOYll Silently 75%. Piek Pockets
45%; [Perception 10%1 Listen 65"'. SPot Hidden Item SO". SPot Tr'p
50%. Treeking 60%.

LANGUAGES: ISpelklReed-Writel Shlrrlnplp SO"J'J9O'Jli. R,nk'n.65"
165"; SPeak IIsig 75.

MAGIC ITEMS: ...nknown.
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TRAVELLER™
Travellers Into Thieves' World

Traveller is a science fiction role-playing game. As such, the
integration of Thieves' World into its fabric requires some
work in creating a rationale for its existence. Your basic assump­
tion must be that the world of the Rankan Empire and of Sanc­
tuary is not a fantasy; instead it is in some way based in the
same fabric that composes the Traveller universe. Putting a
new world into that universe is relatively easy. LesseasHy does
it admit the magic that pervades Thieves' World.

Thieves' World probably isn't known by that name off·
planet. Its name really isn't important, since it would bear
some concealing catalog number in the star charts. Its true na·
ture would be suppressed to the universe at large.

Data culled from the anthologies defines the world and en­
ables the construction of a Universal Planetary Profile (UPP)
to describe it.

World N-68956 0405 X86667o-1 Agricultural World.
Interdicted. RG. .~

This UPP deciphers into the following characteristics. Thieves'
World is located in subsector hex 0405. just about in the mid­
dle of the region. There is no starport-if there is one. it is well·
concealed and not general knowledge. on- or off·world. It is a
large world, about 13.000 km (8,000 miles) in diameter. with
a gravity similar to that of Terra. It has a standard atmosphere
also similar to that of Terra. Perhaps 60% of the world ;s water.
The population of Thieves' World is estimated at 1()6 persons,
perhaps several milt ion all told. There is no world government
(although the Rankan Empire appears to be pre-eminent at the
moment); thus government is categorized as balkanized, indi­
cating a plethora of rival nation·states. Consistent with the
lawlessness of Sanctuary, and with the emphasis on individual
initiative, the world's law level is zero.

The technological level for the world is rated at 1, probably
equivalent to Terra's early Middle Ages. Overall, the planet's
characteristics (especially its hydrographic percentage and its
pleasant atmosphere) earn it the rating Agricultural World. The
presence of magic in whatever its form has prompted the Third
Imperium to interdict it with a Red travel zone rating; whether
this is to keep wayfarers from interfering with the world, or to
keep thieves on-planet remains to be seen. The star system that
holds Thieves' World also contains at least one gas giant (like
Jupiter or Saturn) to aid in refuelling starships arriving and
departing.

Rationales
There are three rationales for the existence of Thieves' World.

The referee running the particular Traveller campaign must
select one, and then use it as the reason behind the Thieves'
World adventures he or she administers.

The first rationale is perhaps the simplest: it accepts magic
as real and powerful, although confined to the surface of this
particular world. The precise reason that magic works is un­
clear, but may be a result of some local conditions. To the
scientifically-minded, the source and reason for magic may
well be the cause for many Traveller adventures.

Mire Miller
Mary Beth Miller

The second rationale carries the first one step farther and
refines it. Magic works, but in the sense of Clarke's Law: any
sufficiently advanced technology is perceived as magic by low­
er technologies. Once upon a time, Thieves' World held a very
high technological society (level 20 perhaps). and even today,
artifacts and remnants of that high tech level remain, known
to locals as magic items. The subtle semi-electrical discharge of
magic in action betrays the function of these high tech level
items.

The third rationale goes farthest afield. Thieves' World is
truly a far-fetched fantasy. It has no real existence in terms of
a world or of a planet. Instead Thieves' World is the figment of
a vast, high·powered computer's imagination-a gigantic role­
playing game for real people. On Trin, in the Trin's Veil sub­
sector, in the Spinward Marches of the Imperium, ISMM Corp­
oration maintains a computer software laboratory dedicated to
the advancement of the computer sciences. To this end, the
Thieves' World simulation is available.(for a price) to travellers
who finp: out about it and then make the.right contacts. For a
price (about Crl0.000 per person) a band of adventurers can
step into specially-constructed "experience tanks" and spend
about two weeks (both real and experienced time). with op­
tions for additional two-week extensions, provided money has
been left on deposit for this purpose. Within this computer­
moderated game, absolute parallels with the Thieves' World
anthologies are possible. Money and material objects cannot be
removed from the simulation. but knowledge, experience, and
self-confidence can. Best of all, death is not real, merely an
awakening back into the Traveller universe.

Character Generation
Traveller characters taken to Thieves' World retain all of

their normal characteristics and skills, including psionics, if the
character has been tested and trained. Traveller characters gen'
erated on Thieves' World should be one of the following types
(taken from Traveller Supplement 4, Citizens of the Imperium):
Pirates, Sailors, Doctors, Diplomats, Barbarians. Rogues, Nobles,
or Hunters. When a locally inappropriate skill is received, care
must be taken to forego it and to try again. Gun Wilapons are
not available locally; bow skills only rarely are received. The
education characteristic throw for any character should have a
DM of -6. to reflect the poor educational facilities and oppor­
tunities available locally.

In place of vehicle skills which might otherwise be received,
characters may gain oneof the three following skills: Teamster,
Swimming, and Equestrian. Teamster allows an individual to
handle animal-clriven carts or wagons. Swimming allows an
individual to travel in water with some ability, and shows an
acquaintance with water activity. Equestrian allows an indi­
vidual to ride animals such as horses (possibly camels. donkeys.
and so on).

Magic
Traveller, because it is a science fiction role-playing game,

makes no provision for magic in the traditional fantasy role­
playing sense. Some characters rated for use with Traveller
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Prince KittY-Cat
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have been given a skill called Magic, which reflects the degree
of training and expertise that the person has in the magic arts.
Receipt of this skill depends on training from an already
accomplished mage or sorcerer. generally at the rate of one
level of skill per two or three years spent with the mage. The
level of magic skill is an indication of relative strength of
magicians.

If the Traveller referee desires a detailed magic presence in
Thieves' World iKtventures. then a magic system must be
dectded on, and then grafted into the game system. The .specific
system used must depend on the preferences of the referee.

In addition to any magic, which on Thieves' World betrays
itself with a tingling semi-electrical discharge, Traveller also
admits psionics. Psionic abilities do not betray themselves as
do magical abilities: psionic activity is totally undetectable
(unless their effects are audible or visible, or the victim/recip­
ient also has psionic talent).

o 0 PRINCE, RETINUE and OFFiCiALS 0 0

Arman A8882A Age 32 Cr- reasonable
Sword·5, Dagger. I. Brawling·2, Streetwise·1.
Male. 1.78 meters tall; 90 kilograms weight.
Wears mesh -1 armor. - •

Aye-Gophlan 698807 Age 3S Cr- poor
Sword·2, Dagger.l. Streetwise-2, Leader-l.
Male. 1.7 meters tall; 85 kilograms weight.
Jade armor.

Bourne BSA629 Age 34 Cr- comfortable
Sword-4, Dagger-2. Brawling-2. Streetwise-l.
Male. 1.9 meters tall; 102 kilograms weight.

Oanlis 657AA9 Age 26 Cr - reasonable
Knife·a, Jack of all Trades-l, Leader-l, Steward·2.
Female. 1.75 meters tall; 56 kilograms weight.

Prince Kadakithis 878AAH Age 20 Cr-- very wealthy
Sword·2. Leader·3, Admin·l.
Male. 1.78 meters tall; 75 kilograms weight.
Clever, charismatic, good-looking_
"Kitty-cat"

~inTa«:hholder 687A9E Age44 Cr-Yerywealthy
Bribery-l, Leader-2, Medical-2, Streetwise-l,lnterrogation-l,

Liaison-2, Magic·7.
Male. 1.7 meters tall; 85 kilograms weight.

Quag B7B94A Age 40 Ct- comforuble
Sword-3, Dagger·l. Carousing-l, Brawling-2, Streetwise·l.
Male. 1.7 meters tall; 100 kilograms.

Razkuli A99859 Age 26 Cr- comfortable
Sword·3, Military Crossbow·l. Dagger-2, Streetwise-2.
Male. 1.7 meters tall; 72 kilograms.

Tempus AAAA4A Age 350 Cr- well off
Sword-1, Mechanical-2, Jack of all Trades·2, Brawling-4,

Magic-l.
Male_ 1.95 meters tall; lOB kilograms weight.
Wears mesh·l armor.
Seaets: he automatically regenerates 6 hit points per tum.
Magic/Psionics: he has some rudimentary training_

Walegrin 896947 Age 30 Cr- edequate
Sword-1. Mechanical-3, Leader-2.
Male. 1.8 meters tall; 80 kilograms weight.
Wears mesh ·1 armor.

Ztlblr A9A92A Age 34 Cr- comforuble
Sword-5, Carousing·1, leader·l, Streetwise-2.
Mate. 1.92 meters tall; 102 kilograms weight.
Wears mesh -1 armor.
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Alten Stulwig 878A79 Age 30' Ct- wealthy?
Cudgel.'2, Medical-4, Mechanical-2.
Male. 1.85 meters tall; 10 kilograms weight.

Dubro (The Smith) 06A115 Age 36 Ct- reasonable
Cudgel-l, Broadsword-2, Mechanical-4, Brawling-l.
Male. 1.85 meters tall; 120 kilograms weight. Works as a

blacksmith and craftsman.

Enas Vorl 781AAB Age 'old' Cr- ,ery rich
Magic-9, Medic-2, Streetwise·3, Liaison-l. Leader-l,

Carousing-2.
Male. 1.75 meters tall; 75 kilograms weight.
Magic/Psionics: high magic ability and highly·trained psion·

ics (level 11).

Hakiem 695A24 Age 62 Cr- poor
Carousing-2, Jack of all Trade5-1, Instruction·1, Survival-2.
Male. 1.5 meters tall (stooped and bent); 65 kilograms

weight.

.kIbil CBCA91 AI' 39 Ct- ,ery wealthy
Sword-5, Bribery·2. Forgery. '. Leader-3, Recruiting-l,

Carousing-2, Brawling.2.
Male. 1.72 meters tall; 80 kilograms weight.
Magic/Psionics: has the warrior's dread of magicians and

avoids them.

Kemren 878A9D Age ? Cr- ,ery rich
Leader-4, Magic-6, Mechanical-3, Swimming-l.
Male. 1.7 meters tall; 80 kilograms weight.
Magic/Psionics: very high ability in both black and white

magic. Psionic talent is level 7, although probably he has
access to psionic drugs to increase his power.

"The Purple Mage."
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Jan"na 798B75 Age 15 Cr- nry low
Admin·1, Dagger·l, Streetwise-l.
Female. 1.62 meters tall; 50 kilograms weight.

Jamie the Red BAAC2G Age 30 Cr- comfortable
leader·l, Dagger·l, Broadsword-l, Spe,ar-l, Brawling-l,

Jack of all Trades-1, Mechanical-l. Streetwise-l.
Male, 1.85 meters tall; 100 kilograms weight.
Wears jack armor.

Cime 689884 Age 300 Cr- comfortable
Magic-5, Mechanical-l, Carousing-2, Swimming-1.
Female, 1,65 meters tall; 50 kilograms weight.
MagiclPsionics: very talented. herpsionics (level 8) is center-

ed on her diamond rods which serve as a focus_

c.ppen Varra 8A7B99 Age 23 Cr-Iow
Foil-2. Spear-Q. Brawling-l. Carousing-2. Jack of all

Trades·l.
Male. 1.75 meters tall; 75 kilograms weight.
Secreu: his charmed silver amulet (a coiled snake) protects

him if he can utter three truths about his foe.
Magic/Psionics: some ability at prestidigitation, but no true

magic ability. Familiarwith, and not impressed by, mages,

Kurd (yjvi5eCtionirt) 5848A7 Age 40 Cr- well off
Medical-5, Dagger·2. Streetwise-l, Admin-1.
Male. 1.7 meters tall; 75 kilograms weight.

Walegrin
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MUM zil-lnee:l 698A85 Age 32 Cr- poor
Medical·2, Mechanical-2, Dagger-', Foil-'. Streetwise·l.
Female. 1.5 meters tall; 38 kilograms weight­
Magic/Psionics: no magical talent. She has an undeveloped

sixth sense; she sometimes gets hunches.

Melilot 6858GB Age 30 Cr- rich
Forgery-2, Bribery-', Mechanical·2. Steward-1.
Male (eunuch}. 1.75 meters tall; 140 kilograms weight.

Mizraith 45C6AA Age 'old' Cr- wealthy
Magic·10. Mechanical-2. Jack. of all Trades-2. Streetwise-2.
Male. 1.6 meters tall; 60 kilograms weight.
MagicIPsionics: famed for maintaining over 100 spells; he

does this by casting secondary spelts over lesser mages to
tap their power. High psionic rating (11) and extensive
training in special talents to perform this power drain.

Myrtis 689A49 Age 45 Cr- wealthy
Carousing·3, leader-2, Dagger·l.
Female. 1.65 meters tall; 60 kilograms weight.

lythande 897A97 Age 44 Cr- comfortable
Magic·7. Sword-2, Medical·2.
Appears male. actually is female. 1,9 meters tall; 80 kilo­

grams weight.
Possessions: magic artifaeu, a sword.
Magic/Psionics: very high psionic levels centered on special

talents. The focus for these talenu is the blue star tatooed
on her forehead, She can shoot lightning of cold and
paralyzing flame when attacked.

Samlor hil Samt 9A9A39 Age 38 Cr- low
Dagger·2, Magic-l, Brawling-l. Carousing-l. Streetwise-l,

leader-2, Jack of all Trades-1.
Male. 1_7 meters tall; 80 kilograms weight.
MagicJPsionics: he knows a few common magical spells.

Smhee 9A9CB9 Age 45 Cr- poor
Dagger-4. Magic·l. Jack of all Trades·l. Streetwise·l, Swim­

ming-l. Leader-l. Mechanical,2, Medical·2.
Male, 1.72 meters tall; 124 kilograms weight.
Rhandee Ghee, The Stinking Butterball.

One-Thumb llastell95A934 Age 52 Cr- rich
Foil-2, Oagger·2, Brawling-l, Carousing-l. Jack of all

Trades·l. Admin-2.
Male. 1.8 mete" tall; 110 kilograms weight_
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TUNNELS &TROLLS™ Ken St. Andre

Robert Asprin's Thieves' World is quite unlike the fantasy world
of the rcgularTunnel5 &. Troll! game ali explained in the T&T rules. For
one thing il is simply a human world. There are no elves, dwarves, hob­
biu. orcs., [lOlli, or mythicaJ monsters such as dragons running around
at Ia~. (If any of the mythical beasties do exist, they sby weU out in
the badlands away from human civilization.) For another thing, the
Gods are real and in constant connic! with each other. ntis means that
the T&T player will have 10 adjust hls/her viewpoint a bit before Ilt­
tempting to use Sanctuary as a T&T adventure setting.

Which isn't to say that this is a bad thing: when all the player­
characters (and non-player-<:haraclcrs) are mere humans, their relations
tend to be more natural and realistic.

T&T players don't realize how good they have il compared to
other worlds of fanwy. We sWllggcr around with our magic weapons.
magic annOT. and thousands of gold pieces. If poverty thrtlatens, we just
pop into a nearby tunnel complex, or sign up for a few fights in tile
Arena of Khaz.an, and bingo! we're either flush or dead in no time. In
the Rankan Empire, of wlLich Sanctuaf)' is a far-flung outPO$t, they
don't do things that way. The medium of exchange is the lowly copper
piece, not the lordly gold. The only oungeons around are those belong·
ing to Prince Kadakithis, Governor of the city. There are plenty of
magicians, but no one common framework for theit magic. Some of
them like the S'Danzo seem to operate with psi powers-good enough
for fortune-telling and little else. Others have the favor of a deity, and
theit magic stems ditectly {rorn the deity's poy.1:r. Slill others seem
more like the tnIditional alchemisu of medieval Europe. And I can't
even tty to explain the Secret-ganted powers of the Adepts of the Blue
S....

For a good understanding of Sanctuary and the non·player charac·
ters I will describe after this essay, one should fCad tile books. Most of
the rmer writers in science fiction and fantasy today are included in
these Il/llhologie$. I can only SOIY that the city is a grim place, and that
many of the most interesting characters live on the wrong side of the
law. Sanetuary is a place of low intrigue, wanton brutality, and sudden
death. Many of the more memorable evenu in the city's history are set
otT by the direct intervention of the gods-such as the weapon shop of
Vashanka that suddenly appeared handing out magic weapons free for
the taking to all thO$oC who wanted them. If you are a sweetncss-and­
light person you won't find yourst:lf at home in Sanetuary.

DO PRINCE, RETINUE and OFFICIALS 0 0

Prin~ Kadakithis, royal Governor of Sanctwuy ('Kitty..cat')
Level-1st Class-Warrior Age 20 Rankan

STR I3 INT 12 LUCK II CON 14
DEX 14 CHR 13 SPD 14

HT 6 feet wr 170 lb.
WEAPON-Falchion.
DAMAGE-4 dice +4 adds.

Molin Torchholder, High Priest of the Rankan Deities
Level~IOth Class-Normal Age 50 Rankan

STR 13 INT 27 LUCK 12 CON 13
DEX 22 CHR 14 SPD 10

HT 5'9" wr 160 lb.
WEAPON-normally docs not use any, but may use any dagger

or sword.
ARMOR-normally docs not wear any.

Sanctuary is the coUective creation of several writers, none of
whom plays T&T to my k1lowledge, and as a consequence the magic
used in Sanctuary bears little resemblance to T&T magic. Some of the
T&T spells, such as the illusion-ereating speUs, artl in common usc.
Others such as Fly Me (for instant levitation) seem unheard of. The
gamer has two choices. Either use magic very sparingly in Sanctuary­
based adventures, or else use it with recklC5S abandon according to the
T&.T rules and ignore discrepanCies between your play and the way the
stories read. Personally, I would allow all T&.T magic, but limit anyone
below lOth level to k1lowledge of I speD per level. Wizards above the
10th level in SanctUaf)' apparently can do almost anytlUng they want
unless they have to cope with another high-ranking wizard. At any rate,
none of the spells employed in Thie~cs' World are likely to be k1lown
by their T&.T name-that is if spells there have names at all instead of
just descriptions. Things tend to be cilled an "Illusion" speU or a "fear"
spell, etc.

For accurate description I have introduced a character type nOI
found in the Sth edition T&.T fUles, though its ex&tcnce is implied
throughout. This character is definitely not a Wizard, Warrior, Rogue,
or Warrior-Wilard, derm.itely not a Thief, mcrit, Paladin, or Barbarian
(chlU'llcter types in non-TAT systems. When you call the character a
NOfTllai you have said it all. This is your average citizen and definitely
not:m adventurer. Probably the great mass of city inhabitants fall into
this category, but since they are boencrally boring. only a few will be
described.

The character statistics foUowing will give familiar reference to the
Thie~es' World stories. Such mcn as ZalbaI the Hell Hound, Prince
Kitty-cat, and Jubal the InfOfTllation Merchant could not fail to leave
their mark on the environment. Feel free to use them in your sccn:J.rios.
Better yet, in~ent some memorable city dwellers of your own to add
more detail and life to your creation. When you playa really terrific
story, you might con5ider writing it up as a story and sending it to
Asprin. The odds are very, very long, but who knows-if YOU'rtl good
enough, perhaps your chaJa(:tefS and story will appear in a future
Thieves' World anthology. Good luck and good gaming!

Tunnels & Trolls TM is owned and used by pennission of
Flying Buffalo, Inc.

Quag, Hell Hound
Level-5th Class-Warrior Age 36 Rankan

STR 38 [NT 12 LUCK 54 CON 24
DEX 17 CHR 12 SPD8

HT 5'10" 'NT 199 lb.
WEAPON-proficient with all, favors the Broadsword.
DAMAGE-3 dice + 4 adds.
ARMOR-full set of mail (takes 11 hits).

Razkuli, Hell Hound
level-5th Class-Warrior Age 35 Rankan

STR 38 INT 9 LUCK 13 CON 26
DEX 36 CHR 9 SPD 9

HT 6 feet WT 220 lb.
WEAPON~proficicnt with all, prefers the longbow, carries a

Broadsword.
DAMAGE-3 dice + 4 adds for the sword. 5 dice + 78 adds in­

cludes his combat adds.
ARMOR-complete sci of mail (takes 11 hits).
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Age 28 S'Danzo/llsig

CON 18

Enas Yori. stlf~mployul Wizard
l...nel-J 5th Oass-Wizard Age. Nationality unknown

STR 150 INT 38 LUCK 248 CON 195
DEX 22 CHR? SPD 10

HT varies WI' varies
WEAPO S-doesn't need any.
ARMQR-doesn't need any.

Play him os being oble to perform 011 T&T spells through
the 15th level.

Hakiem, Storyteller and paid infonnant
Level~lst Class-Normal Age 65 IIsig

STR 10 (NT 16 LUCK 13 CON II
DEX 14 CHR 6 SPD 9

HT 5'5" WI' 120 lb.
WEAPONS-Poniard.
DAMAGE-2 dice:.

Manse (Shadowspawn), Thief
Level-4th Class-Rogue '. ~ Age 20 IIsig/Descrl

STR 21 INT 14 LUCK 33 CON 21
DEX 16 CHR 24 $PD 17

HT6'll" WT1651b.
WEAPONS-numerous knives (at least 5, maybe B,all different)

his best weapon probably is a Sax.
DAMAGE-2 dice + 5 adds.

lIIyra. Fortuneleller. Seeress. wife to Dubro
Level-Jrd Class-Wizard Age 19 S'Danzo/llsig

STR 16 INT 21 LUCK 26 CON 15
DEX 16 CHR 23 ... SPD 13

HT 5'4" wr 105 lb.
WEAPONS-Dirk.
DAMAGE-2 dice + I add.

Although sh~ qualifies as a wizard. Illyra knows non~ oJ the
low'e,...lev~l T&T spells. She CJlJJ [)etect Magic fUttllrrtlly. Her
m~ is mmtly inherent and only partitIlly leam~d. In T&T
terms she con do a Dear God spell wh~ntlter she wishes for a
STR cost of I. and a Mystic Visions $(Jell onC(' II dll)l for a STR
cost of 5. Sh~ is also skilled in th~ Iorr of various m~diciruzJ

pltmts, and con cure many minord~s and ailm~nt1. Sh~ is
an excellent SOUfCr ofoccult information.

Jubal, Slaver and Information Broker
Level-7th Class-Warrior Age 36 naturalized Rankan

STR 43 INT 26 LUCK 64 CON 40
DEX 24 CHR II SPD 16

HT 6'4" WT 190 lb.
WEAPONS-proficient with all. Carries a Scimitar and a Dirk.
DAMAGE-4 dice for sword; 2 dice -t I add for dagger.
ARMOR-usually wears mail in public (takes II hiu every

combat tum).

Tempus (fhales), HeU Hound
Level-15th Oass-Warrior·Wizard Age 35 Rankan

STR 78 INT 25 LUCK 45 CON 59-
DEX 52 CHR 17 SPD 14--

HT 6 feet WT 200 lb.
WEAPON-proficient with all, uses an enchanted Broadsword.
DAMAGE-3 dice +4 adds.
MAGIC...dispells hostile magic.
ARMOR-ring mail (takes II hils).

The single asterisk indicates that he hcals with supernatural
speed, at a rate of I point per game tllm. The doublc asterisk
indicates that he can mOllc at double that speed in combat,
effectively rmlking the other fighters look like they re in slow
motion..

WaJegrin. Rankan warleade:r and Captain of the Sanctuuy
watch for sevt:raJ weeks.

Level-8th Oass-Warrior

STR 21 INT 13 LUCK 7
DEX 19 CHR 19 SPD 13

HT 6'6" WI 220 lb.
WEAPON-competent with all weapons, he prefers the Broad-

sword. •
DAMAGE-3 dice +4 adds.
ARMOR-full suit ofleather (takes 6 hits).

Zalbar, Captain of the Hell Hounds
Level-7lh Class-Warrior Age 40 Rankan

STR 41 INT II LUCK 63 CON 39
DEX 26 CHR 14 SPD 15

HT6'1" WT 220 lb.
WEAPON-proficient with aU, favors the Falchion.
DAMAGE-4 dice +4 adds.
ARMOR-full sel of mail (lakes II hits).

o 0 0 0 0 0 RESIDENTS 0000 0 0

Alten Stulwig, Pbysician and Druggist
Level-3rd Qass-Normal Age 35 llsig

STR 12 INT 18 LUCK 25 CON 13
DEX 15 CHR 12 SPD 7

HT 5'7" wr 150 lb.
WEAPON-a walking staff.
DAMAGE-2 dice.
ARMOR-none.

Dubro, Blacksmith and husband to 11Iyra
Level-2nd Class-Normal Age 24 llsig

STR 30 INT 7 LUCK 12 CON 22
DEX 17 CHR JO SPD 10

HT 6'6" WT 245 lb.
WEAPONS-blacksmith·s hammer.
DAMAGE-5 dice -t I add.
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