


"'.

-
DESIGNED BY BOB BlEOSAW

Assisted by WiIIMim J. W.inpnd. Edward R. G. Mortinw. Di..... Mortimer.
Mlrk Holmer, On. String, and Rick R.ndle

Co.., by WetlY Cfum
Art, 0,..... ..., L.eyout by Robert 8'-_.11

I I

I

~

,

~ (

--- "--



•

TABLE OF CONTENTS

Encounter Charts .......................•.•.....3
History of the City State of Tarantis ..........•........5
Government. Custorm. Mores. and Behavior 6
R.ligions __ ..........................•••......7
The Two PrOYlnces .........•........•...........8
Ph",~ o..:rlpcion of the City Sute of T'ftnti, 8
ThI K.rzulun Tribe .•....•....•...........•......9
Go nrnent Offices 10
P8lKe Encount.r T.bfe .......•••.......••....... 11
P81ect Encount.. SUts ........••........••....... 12
..Iiury Units of T.rtntl, ......•.••.....•••••..... 13
Citadeh of thl IV... .........•••...•...••.•.....20
Geovr~ic8IG.m " ......• 21
Rumor Tebl•........................••......•25
The B.z.., ..........•....•.•.•......••....... 29
Shop D..criptlons , ...........•..•......32
TlVerns of T.r.ntis Descriptions..............•...... 70
Vill8ge Index· C8mPliign MIIp Four ...........••.....88
VIII. Index - Compretwnslve C8mp.ign Melli ..........•89
Stctions of T.rtntis 94
Uniwrerul Combet Information•.•••..•••••.....•.••. 86

Copyrilht 1983. J..... Guild. Inc. All RiIhU R..-.

........... h""'""", for the purcMMr to of'" within dll......
far ............. UHI. R.... of such ..... II prahtit .



TARANTIS ENCOUNTERS
UNUSUAL ENl,;UUNTEH IHoU 20 sidMt Die'

1 M. 6 Gi'rt RQKhl. 11 Snake People 16 Ore.
2 Cleric 7 Giant RUI 12 Fakir 17 Ogr.
3 Bard 8 Dervish 1! Zombi.. '8 P,IMtin
4 Illusionist 9 liurd Man 14 Goblins 19 Troll
5 Vampire 10 Mefmln 15 Giant 20 Djinni

WHO ENCOUNTERED
'·3 Man (S•• 3SLI

4 Mati.", Cuwolf
5 Unutual
6 Roll P.r Quarter

TVPE OF ENCOUNTER
1 Attacked
2 Challenge
3 Siandar/insult
4 Qu"tioninll
5 Proposition
6 Special

ENCOUNTERS WITHIN QUARTERS
THIEVES SHOPKEEPERS TRADESMEN

1 Apprentice Shopper Racketeer
2 FootPad Bodyguard Alchemist
3 Fence Moneychanger labor.r
" Burgl,r Black MarketHr Wagoneer
5 Cl.Itpurse Tradesman PKker
6 Cltburgl., Merchant Woocbman

SEA FRONT
Sailon
8ucc:~neer

Pi,ate
s•• Captain
Officer
Ship~r

SAGES
Vizier
librafi~n

Scribe
Trandatot
En",...r
Rnearcher

TEMPLES
Pilgrim
Acolytes
8_,
Pri.st
S...
Soothsayer

MERCHANT
Watch min
Robber
M.rchlnt
Tlxmln
ear..a_
""dgo

NOBLES
Ana"in
Spy
Sheriff
Mercenlty
Nobll
Adventurer

SPECIAL ENCOUNTER
1 Pickpocket
2 Storyteller
3 Impressment GI"II
4 Cultisu KidAlp

5 .....'
6 Me,senger
7 Performer
8 lamplighter
9 Buffoon

10 Vigilantes

11 Town Crier
12 Fugitiu
13 SUHt Urchins
14 Qu.sted Seeker
15 Gambill
16 Mistaken Identity
17 Drunken Sods
18 Lepers
19 Counterfeiter
20 Strange Encounter

STRANGE ENCOUNTER
1 Awning Collapses Upon
2 Sewer Covering Collapses
3 Balcony Collap,.s Upon
4 s.ct., Chair Falls Upon
5 Splashed With Muddy Watll
6 Knocked Down by Runaway Camel
7 Berrel Laden Cart Overturns On
8 Evidence Planted Upon
9 Hit by a StOrti

10 P.,ilous Encounter

PERILOUS ENCOUNTER
1 Arrow From Nowhere
2 Acid Falls Upon
3 Statue FaNs Upon
4 Lamp Pon FaUs Upon
5 Akhemist Explosion
6 S..., GIS Explosion
7 Hoi'll Tramples
8 Roc: Excretes Upon
9 Well Crumbles Upon

16 Chamber Pot Fall. Upon

SOCIAL LEVEL
Hierarchy 1 2 j 4 5 6 CARRIED
LVL 5L NOBLE GENTLEMEN MILITARY GUILDSMEN MERCHANT GENERAL WEALTH
106 1 G G G Beggar G Slave 106·1CP
106 2 G G Gladiator L.bour G S." 10& CP
1012 3 G G Herald/Page Apprentice G Villain 10&IP
1012 4 G Lowly One Militie Journeyman Trader Freeman 10&SP
1012 5 PegeNarlet Devotee Mercenary Cr~ftsmen Huckster Citizen 106 GP
1012 6 Holy Pasha Well Born Garrison Master Vendor Bureaucrat 106 EP
208 7 Holy One Gentry Cavalry GuildmlSter Monger Deputy 206 EP
208 8 High Born Pretender Sergeant Councilor Proprietor Sheriff 306 EP
208 • Thane Ardey Magisuate Enginnr 0 Agent W 106 pp
208 10 Mali_ Aristocrat Vizier/S.ge Foot Capuin 0 Magnate W 206PP
406 11 Bnha Knight Patriarch Basha Captain 0 0 W 206 MP
406 12 Prov Sultan 0 Foot General 0 0 W 306MP
406 13 Amir Admini. 0 Cava:lry General 0 0 W 20&AP
406 14 Chief Adyi.or 0 Admiral 0 0 W 3D6AP
506 15 Grand Vizier 0 Army Commander 0 0 W 406;"P
506 16 Rajah/Minister 0 Filet Commander 0 0 W 506AP
506 17 M.r.n Prince 0 0 0 0 W 606AP
506 18 Tatis Queen 0 0 0 0 W 706AP

8020 I. Ter.n Monarch 0 0 0 0 W 806 AP
8020 20 GodJGoddeu 0 0 0 0 W 906AP

G - Guard o . Oeputy Patrol W -Women (l9nOl'e SL 101' these encounters)
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1 2 3 • •
1 Sneezed Upon Spit Upon Vomited Upon Fallen Upon Sp..... Upon
2 Cursed In..lted oem,ndMade Su_ o.-3 Tripped S_ .......... Shook .-
• Pinched Challenged Accu.... ....od .......
• $1_

Snubbed Butt'"
G_ BI_

• LlUghed At Nibbled P..... Bumped Lie...
7 Drooled Upon - Gr.bbed Searched F...-
e H...... Killed P...... T...... Ju_
CHALLENGE (Roll 106 and 106·1)

1 2 3 •
1 Dull! A"inst ........... N.... -..... MlIWy
2 Contltlt Drinlti", Ann Wrestti", HorteflCi", Footr~

3 Tournlment Joultlnrg Javelins Wrading DIt....

• G.... Of Knucklebones R.ttKe Scorpions S_
5 Irate Suitor With Scimitars Repiers Cestus FI.ticutfs

• Recruit., From Marines Anny .....cen.ri" Achen..,.,.

SLANDER AND INSULTS
1·2 if Opposite Aligrwnent.·1 if Diff.ent Alltnment. +2 if Opposite Sax)

0.•
Wenching
Archery
Oarts
Oaggers
Tr.ppers

5

Magic User
Fighter
Thief
s.,.e
Bard
Monk
Ranger
Paladin
Illusionist
Cleric
Druid
B_
D.mon
A...mn
Ann...,
Alchemilt
Knight
Witch
Buffoon
Samur.l
8,rbari.n......."
Anim" Trainer
Vllkyrie
AmuOR
Viking

•Snitthed On
Mockod
Scratched
Kecked
Gripped
Called Name
Stroked
Knuckled

Cl•• Abbrevlltiom

MAG
FTR
THF
SAG
BRD
MHK
RGR
PAL
ILL
CLR
ORO
BEG
OEM
ASH
ARM
ALC
KHT
WIT
BUF
SAM
BRB
BER
AHM
VAL
AMZ
VIK

CAPTURE REASONS
1 To SKtifice
2 To U...s Decoy
3 To Enslen
.. U.. in Pr"'Mf Trede
!:Ii To Impnm into Wcwk

• u.. .. ReMOm
7 Experiment Specimens

• Atchemilt Ingredient
• ToPoly_

10 To FHd to Ptt

sPECIAL OCCURRENCES
1 c.......n Arriwi"l/l)lperti...
2 c.....ry c.M to Am..
3 Well Milit" Call to Anns
4 Footmen c.l1 to Arms
5 Fir. I"~ Ch...ce to SprMdl
8 Epidemic Outtar.. (Roll au..)
7 N.v.1 Bettie Won/Lost
8 Holld8y Announced
9 Execution Tomorrow

10 C.br.tion of Fativel
11 Curfew (Futitln Sought)
12 NGn<ttinn Tex (108 GP)
13 Getft Locked (Brlpnd Sought)
14 Flying Ill. I..... Sought)
15 J.W 8r" (2 GP Rew.d for Eldl of 406 EICIPHI)
18 W.chest Depleted· 2 GP!SL
17 $pI>ci.1 $tIe at IRolI Shop)
18 W.r or Tr••ty Decl.red
19 Horse or Wupon ConfilCllted
20 Birth or Death of • Nobte

11 Donn't like Comrades
12 Dislikes Clothing
13 Notariety Oesir.ci
14 'nMrl"ing With Plan.
15 InthlWay
18 ON_arCh.....
17 Relitioul Hatred
18 R","
1• .JutouIY
20 Cflptur.-

SPECIAL ENCOUNTERS
TOWN CRIER

, a.n..1 Cell to Ann.
2 Ship AffNlnt Of' L"'"I
3 $pec~1 Occurr...

4·6 AII',WeI

4

1 MisUlken l""tity
2 Doesn't like Appelrance
3 Donn't Libel..
4 Al'onment Hatred
Ii R.. H.trtd
8 R~Confi~

7 lutt-
S Temporary Inunity
9 Im~Md Slight

10 am Hatred

ATTACK
If no I.. ,.-.on is appMent for the IttKk. Ute the folowinl uble to determine the pur­
potI. Encounters with pertOM of lnel 6 Of ht,h_ .'11 allO irwotv. companioN equal to the
L....I Guild~n. and will bII1D6 level' low. than their Ii.,.. HobAn and Gendemen wiH also
hlWe bodyguards eqJa' in number to their~ liz•• Thirty percent of all attacks will be to
Rlbdue the play.'(d, and all attacks marked with .sterisks will be to capture the playerlsl. In­
teUtgllot encountered attackers will no attack. lUpet'tor party but will h••• and harry thern,
instead.

................ ":-:':';';':':"
.t>·;·;:··:-,:<····



Tarantis History
The CitY State of TarantisW8S founded in 1792 BCce 12,541 years 8Q01 by two nomldic tribes, the Gishmesh Tribe and

the Paldorian Clan. The Gishmesh Tribe originated just south of the lake of the Crown BelSt (Hex 4607) and followed the
Azufer.in River, finally selecting the present 1000tion of Tar.ntis on which to settle lK'ld build. permanent base for their
raiding operations. The P.ldori.... aan. skilled sailors and fishermen, originally lived southeast of TIr.ntis but moved up the
river Bushkill to find better fishing. The merging of these two disparate clans was the result of numerous nids upon the Pal·
dorians by the Gishmesh. who found the Pafdorian women more pleasing to the eye and more numerous than the women of
their own dan. In addition to the brktet tnd sacrifices carried rNlry by the Gishmesh. a number of 51ilors. craftsmen, and
fishermen were captured and added to the labor force of the Gishmesh tribe. In the course of time, due to intermarriage and
increasing familiarity with one anoth~. peace was dedared. the raids ceased. and the memben of the two tribes beame
merged into one group, although the tggressive Gishmesh were still the domin.,t force.

Originally only a cluster of dwellings and a few mercantile and crlft establishments protected by earthworks, the
growing city found an increased need for protection after several raids by the Karlulun between 1882 and 1885 Bece nearly
Obliterated the town. In 1885 Beee, the eitv of Tarantis WK oHieiallv laid out, rebuilt. and fortified with hidl stone walls for
protettion. In that year, also, the fint hereditary monarch cpe to power.nd began to organize the existing government of
Tar.ntis. However, the dominMlt strain of the ",gress~eGishmeWl made total rule impossible; the government only m.naged
to restrain total anarchy in this raucous city, not to control it. All but one of the rulers of Tarantis have been of lEX .Iign­
ment. Between the years 2266 and 2309 BCCe, Ryobl the Red attempted to bring romplete law and order to the citv, but his
efforts were lergely unsuccessful, .nd, .her several .ttempts were made on his life, he dillppe.red, never to be 58en again. His
legaey to the citY is evidenced by the hldlly successful T.rantine Merchants' Association.nd several lesser religions. After the
di5lppelrance of Ryobl the Red, Gram.dt, his successor, orglnized the skillful pir.ting operltions thlt ply the waten between
the city stites to this day. Suttered skinnishes occurred over the years be1ween the fleets of the Invincible Overtord and the
pirltes of Tarantis, but the Ovet"IOI'd. busy with wars with the Wortd EmperOl', has never made a detennined attempt to
eradicate the pirates.

In the year 4020. a protective province of Tar.,t;s was fonned;dose ties between the clans and tribes in this area and
the Paldorian Tribe brou91t the Province of ..t.rmHr into existence especially to protect the vill.s of T.llullh. Bastinmi,.nd
BorsipPl, which were the targets of frflJ,lent raids by forces of the 0vet"1ord. A second protective province w.s fonned in 4145.
It is Ganzir·Galad, located directty east of T.r.ntis. The If" of Gao.zir-G~adh. alont and bloody hi,tOfY of w.rs with the
Karzulun rliders, and the protection offered by association with T.r.ntis has not been as effective as was hoped when the
province was fonned.

In 4240 BCCC, Edario I, fonnerly a capt.in of the NiWlthawk, the finest ship in the T.r.ntine fleet, ovellhrew the ruling
monarch of Tar.ntis,' 12 yur-06d boy named GreatalJst II, who suffered from. mysterious illness which kept him bedridden.
The overthrow was hailed by the pirates and people of Tarantis.s a necessary change becaJse it was believed th.t the advisors
of the .iling king were siphoning large portions of the city tre.sury into their own pockets. The young king was banished with
I small retinue of retainers and. nurse to a lonely citadel far to the south of Tarantis. $everal years liter, it bec.-ne known
that a rliding group of bandits had burned the tower to the ground.rm murdered all within. Edario I, the new monarch, es­
tablished • secret spy group known as the Blue Cobras to be his eyes .nd e.rs in every level of society in order to crush any
repeat of his successful attempt to overthrow the government. Ed.rio .Iso p.ssed alaw that all future rulers of Tarantis would
be required to serve in the naval branch of the service. As a result, his son, At.r, became acabinboy at the age of 9 on the ship
Gishmesh, the sister ship of the Nighthawk. When Atar was 12 vears old, he had his first taste of combat with the warships of
the Invincible Overlord, which attacked the Gishmesh while she was on a routine sea patrol. During the bloody battle that fol­
lowed, Hedrick the Hammer, captain of the Gishmesh, was rendered unconscious by a vicious blow to the heltd. Atar. who was
hiding in a lifeboat nearby, dragged the captain into the boat and lowered it into the water, escaping under cover of the smoke
created by the war cannon, and • mysterioos blue fog that rolled suddenly in from the west. After six davs at sea with no
water or rations, the boat drifted ashore just south of the town of 81stinadi. At.r, although nearly dead from fati!PJe and ex·
posure, managed to drag himself to the village to raise help for his captain. However, despite the best efforts of the finest leech
in the village, the captain died shortly thereafter. Atar returned to Tarantis and was given. heroes welcome, dfiPite the death
of his captain and the sinking of the Gishmesh. Of the crew of the Gishrnesh. only Atar returned alive, and he was given the
Medal of PaidOl' fOl' his supposed bravery. Atar never mentioned to his father that he had SLIf''1ived only due to fleeing the scene
of battle and aUowed thecitizerwy to believe that it was his overwhelming roncern and devotion to his captain that caused him
to leave the Gishmesh to her fate. He w. commissioned aboard another ship and later proved to be an able leader and a fierce
fighter. When he was seventeen, he w. given the command of the Ni91thWtk II, the successor to his father's ship. AJ capt.in
of the Nighthawk, he cOfdK:ted more successful raids than any other captain in the long history of Tarantis.
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In 4285, Edario's fears were realized when he was felled by In Assauin's Dt!XIl!r, but AUr the Lion (as he had become
known) became his father's successor despite the efforts of the group that had murdered Edario to overthrow the government.
At the age of 22, after mercilessly routing and executing the aspiranu to the throne, Atar the Lion was crowned ruler of
Tarantis. On the eve of nis coronation, Atar married his childnood sweetheart, LInette Labite, an act which infuriated many
of the more influential nobles wno had unmarried daughters they nld noped to Ilign witn tne ruler of Tlrantis. His second of­
ficial act was to appoint his dosest friend, Monach the Canny, as Chief Advisor, following twelve days of riotous feasting,
drinking, and merrymaking.

AUr the Lion nas ruled Tanntis for 48 years. A1thou!tl his alignment is LNA, he employs all alignment types within his
government in order to keep a finn base of power. His reign,altnouWl marked by much violence and tYrlnny and marred by
political squabbles, P8Voffs, and scandal, has resulted in a more ordered life among the people of Tarantis and the provinces.
In a brilliant politicll move, he reached an agreement ten years ago with an individual known only IS the Seahawk to move the
pirate operations llWay frOfl'l Tarantis to the village of Sireznia (Hex 2625). For a small fee, the Tarantine Merchants' A$.
sodation will license and insure the passage: of a ship; if it is unlicensed, tne pirates are free to sieze tne ship. The goods of the
siezed ship are tnen sold to the Tar.ntine Merchants for considerably less tnln value, enabling them to make a handsome
profit in the re..l. of the goods. In return, tn. piratt. rective some portion of tne license fees, the proceeds from the sale of
pirlted goods, and the protection of the government of Tarantis. This move by Atar n. done much to dlminiltl the squ.bbling
within hi, cebinet bttween the LIWfuI individu"s~ the OIaotic individullIs over the op8T1tion of pir"e ships under the
auspices of the city stlltt.

The City Stew of Tarantis is ruled by Ater the Lion, tne nerediteTV mon.cn, and hi, cabinet, which consists of the of­
fices of Chief Advisor, Minister of Finance, Minister of Foreign Affairs, Minister of Land Man.gement, Minister of WIT, Minis­
ter of Domestic Services, .nd Head Sage. The cabinet holds refJJlar meetings twic. a year with the Sultans of the Provinces to
share infonnation and offici.l reports, but Atar the Lion may summon tne cabinet into session at any other time of his
choosing. AlthouWl the cabinet may suggest policy changes, the final decision in .ny m.tter is in the h.nds of the monarch.
Althou!tl Aur has occasionally disbanded the cebinet entirely and selected new ministers, he retains Monactl the'Canny IS his
OIief Advisor. Atard~ the cabinet periodically in order to keep the reins of power in his own hands.nd prevent any
cabinet member from becoming more powerful than himself.

A somewhat chaotic judicial system attempts to maintain order in Tarantis. llWs .e enforced by sheriffs, deputies,
Royal Guardsmen, and the Slue Cobra force. P\Jblic disturbances are commonplace.nd are usu.lly ignored unless the action
hanns • citizen or public property, threatens a governmental official or law enforcement person, threatens to disturb normal
commerce, or blocks thoroughfares. The judicial system of Tar8ntil is divided into three courts: the Court of Citizen Argu·
ments, the Court of Serious Offenses, and the Court of Lesser Offenses. The Court of Citizen Arguments handles lawsuits, civil
actions, .nd all minor accuSilltions. The Court of Lesser Offenses tries Petty Thievery (less th.n 10 GP), Brawling, Duels. and
P\Jblic Nuisance. In the Court of Serious Offenses, .11 cases other than Murder and Horse Theft are heard, including Man­
slau~ter where reasonable calse might be proven, Theft of more th., 10 GP, and Pettifoggery. Those who are convicted of
their crimes are sentenced either to the dungeon or to the workfields of Ganzir-G.lad; neither sentence holds much hope for
survival. Murder and Horse Theft are punishable by death (except. of course, in the cue of Assassins hired by the government
to weed out undesirable elements from the citizenry). The judicial system is pl.gued by payoffs and scandles. Many ..sas­
sinations of court magistrates have taken place recently; rumor has it that some of the 1000er court magistrates are attempting
to move into the more highly respected court positions by creating vacancies for themselves by having the holders of the
coveted positions "removed from office."

The only true arm of the law is that of the spy network, the Blue Cobras. These secret police, a highly trained team of
experts, have infiltrated every level of societY to seek out dissenters and undesirables in Tarantis. Any organized rebellion
consisting of more than 5 people hasa 1 in 8 chance of coming to the .ttention of Atar. al)Cl that Ittention is most undesirable.
The Blue Cobras work directly under Monach the Canny, Chief Advisor to Allr. Another team of spies known as the Shi-Cho
work under the Minister of Foreign Affairs and are based in the two provinces of Jarmeer and Ganzir-Galad.

Thanks, in part, to the efforts of the Blue Cobra, many of the city's more outspoken citizens have disappeared over the
years. Some have been convicted of sedition and sent to the dungeons; others hIVe gone to the provinces. The bones of others
lie in yet undisco....red places. Hatred between alignmenu within the citY state is fueled by the strongly-held religious beliefs
of the citizens of Tarantis. These conflicts can run rampant during certain religious holidays, but arrests are kept to a minimum
during these times to avoid alienating the entire community from its government.

The two Provinces are ruled by Hum.. kings known as Sultans. Thtte SultanslTe sworn to allegi.nce to the government
of Tlrantis, but they hIVe not .lways been happy with the services they hl'le received in return. The Sultanate is an appointed
position gained by bribery and political maneuvering. The &lltans may be replM:e<1 It any time for any reason by Atar, so the
position holds little job security. In addition, the people of the Provinces occasionally rise up in revolt against their current
Sultan, necessitating a replacement. The Sultans do have a voice in the cabinet, but it is a small one.
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The Merchants' Association is an organization of merchanu, farmers, and tradesmen formed to keep the amount of
quarreling to a minimum. Inferior producU, trade disputes, and ~ild differences are ironed out between the representatives
of the various trades in the association. The Merchants' Association has no voice in political affairs except for their not incon·
siderable mercantile power. The arrangement with the 5eahawk was made by Atar to silel"lCf the objections of the merchanU
to having Tarantis be known as the City of Thieves and Pirates. The merchants maintained that it was bad for busineu. To
coun~r the unacknowledged power of the Merchants' Association, the cabinet has threatened to enact a hi{ltl tax on mer­
chandise and foodstuffs sold.

The trade and barter system is still the most widely used in Tarantis. although coins are gaining popularity. Some gold,
copper. and silver is mined In the Lealand Scarpe directly east of Tarantis. Fine teakwood is sent down the Azurerain Aiver
from the Forest of the Crying Wood. Iron ore sometimes arrives from the village of Garzan (Hex 4933) just inside the Province
of Ganzir-Galad. Fishing is still one of the targest trades in Tarantis. since both ocean and fresh water fish are readily available.

The few scattered skirmishes between the fleets of Tarantis and the Invincible Overlord of the past have completely
stopped in recent years. This fuels the rumor that Atar is paying a large homage to the Invincible Overlord. a situation which,
if evidence of it ever reached the ears of the populace. would probably result in a large·scale revolution. The citizens of Taran·
til hlte, deapise, .-.d fe.. the Invincibte Overlord and his forOltS and would not take kindly to any ICtlon that mi{ltlt be Inter·
pre*, as pandering to him. Stveral of the m«nbe,. of the cabinet haWl arranged privately with two of the captains of the
T..antine "eet to form a small attKk force to PRY on the ships of the Overlord in order to put to rest the rumors that
threaten their positions in the goverrment. However, a member of the BtUIl Cobras has infiltrated the group and diSCOV'll'red
the tcheme; the small coalition has not yet been brou{ltlt to the attention of the monarch.

For a city of its size, T.,antis is q.lite lQUaiid. No prohibitions agtinst anim.ls have been mMte, and. as a r....lt. many
houwhokts have a miniature barny..d full of dogs. cats, P9, fowl, and cattle surrounding them. Tha refuse encourages rats
and iMKts to proliferate, .-.d there is a one in six cttance of contrlCting dysentary upon eating or drinking in this city state.
Individual establishments, however, .e not uniformly unhealthy; refer to each description to determine level of cleanliness.
Unless otherwise noted. the following rates for bed and board are in effect.

Inns

CIm
Noble Class
Hiltt Cia..
Good CI.u
LowClau
Beggar Clm

Bodleot ... N.....
5 Of more GP
lor more GP

5 ·9SP
1 -4 sP
1 -4 CP

R......
100r more GP
6 or more GP

2· SGP
6·19 SP
,. SSP

Food
9 or more GP
4 or more GP

19·39SP
1 . 18 sP
1·4 CP

G'og
6 or more GP
3 or more GP

1·2 GP
3· 9CP
'·2CP

WI..
10 or more GP
1 or more GP

3-69SP
1 - 2 sP
2·9CP

When a person encounters a person of a higher social rank, that person must 10Mr his or her head and walk slowly until
the higher ranking individual has passed. For this reason. rank tends to separate the mercantile establishments as well; persons
of lower rank tend tocongregete in pllCfl different from those of higher rank. Among the lower "nking citizens, the courtesy
of lowering one's head toa person of higher rank goes targefy ignored unleu encountering someone of considerably hiltJer rank.

Religions

Eighteen religions are presently practiced in Tarantis. The two main religions are Pudage. the religion of the Gishmesh
Tribe. and Guedankst. the religion of the Paldorian Clan. Pudage is practiced by about 45% of the population of Tarantis. Its
deity is Adorak Tau, the Sun God. and several rites are practiced in the course of worship. Daily meditation and worship of
the sun is required. and group Invocations are held weekly. Every month, an offici., Sun Dance is performed by the Temp'e
Maidens. These Maidens are members of thll families of the devotees of Pudage and must serve for one year upon reaching
their thirteenth birthdays. This hi{ltl honor is not without its risks, however. because. once a year, four of the Maidens are
cttosen by lottery to be the sacrifice at the Hi!tJ Holy Day of Pudage, the Twililtlt Sacrifice. The heirarchy of the religion
consisu of the Hi!tJ Priest, Priests, Temple Attendants. Altar Boys. and Temple Maidens. The first-born male child of each
Pudage family is required to serve as an Altar Boy for two years. from his fourteenth to his sixteenth birthdays. It is at this
time that an Altar Boy may decide to enter the Priesthood. The alignment percentage among the worshippers of Adorak Tau
is CEX: 20%, LEX: 55"; NEX: 5"; CGX: 20%. and worshippers are required to tithe ten percent of their incomes to the
Temple. The treasures of Pudage .e the large Sapphire eye in the statue of Morak Tau in the Temple lean cast one Instant
Death spell per day), the Spear of the Sun. and thll Amulet of Tul.nus. AU members are required to care for other members
when the need arises.
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The second most popular religion in Tlrlntis is Guedlnkst. the religion of the original Paldori.n Clan who worshipped
Selanii, the Goddess of the $ea. Guedlnkst is practiced by about 40'J(, of the population. The required rites of the religion in·
c1ude Lual Cleansing once a week, a Divine Reading eld'l month. Abysm.1 Medit.tion twice a year.t prescribed times,.nd
the High Holy Day, the Day of the Fish, once each year. The unusual public dance performed by the followers of Selanii on
the Day of the Fish h.s become som~hing of I tourist attrlCtion .nd is one of those occasions when the forces of the IIW find
it necessary to m.ke some 8frests. Not only do the curious come to watch the dance. but members of opposing religions often
attend the dance to harrass the dancers and other believers. Guedlnkst requires no living sacrifices; its members believe th.t III
sins will be punished in this life and count Murder, which they believe Human sacrifice to be, among the punishable sins. The
followers of Selanii also believe that righteousness will be rewarded in this life; they do not believe in an Ifterlife. The hierar·
chy of the religion consists of the Holy One, Abbotts, Blue Friers, and Friers. OnlY those of extreme rightousness may enter
the priesthood, but promotion is a largely political affair within the sect. The alignment percentage of this group is CGX: 80%;
CNX: 12%; NGX: 5%; CNA: 3%. The treasures of Guedankst .re the Golden Seahorse, a large idol in the Temple of Sellnii,
and the Blue Book, the contents of which are known only to the Holy One, who holds office until death.

Several minor religions also OCClJPV the citizens of Tarantis. OIni Kodue is a religion dedicated to the worship of Tolna
Budane, God of Light. Other citizens worship Zin Naou, God of Disease. A f.VOfite among the female population is the wor­
ship of Polna Ku, Goddess of Desire, in a religion c-'Ied Roule Dona. The s.ges of the city belong to a sect known" the
Seekers of Insight .nd worship learden Su, God of Knowledge. These four minor religions are prICtic«l by a total of 13% of
the population of Tarentis. 12 other religions are represented in Tarantis and Ire practiced by about 2% of the population,

TM Two Pro"inca

The Province of Jarmeer lies OOfth of the River Astorin, south of the River Eldhraun, and west of the Azurerain River.
It was fonned for the protection of the clans in this area. who h.ve close heredit.ry ties to the Paldori.n Tribe. Their princip.1
villages of Tallulah, Bastinadi. and BorsipPI were the frequent tlfgets of raids by the warfleet of the Invincible Overlord. After
the Province was formed in 1420, a Sultanate was established to provide a voice for the people of the Province within the
government at Tlflntis. The present Sultan, Adbar Olana attained the position in 4313 after the former SuI18n was convicted
of conspiracy to murder Atar the Lion. The raids on the area have decreased somewhat in the past five years due, in part, to
the deterrent forces of the Tarantine fleet, but one raid last ye8J at Tallullh nearly destroyed the village. Atar immediately
sent workers to Tallulah and rebuilt the village with funds from the government treasury in order to forstall any uprising by
the homeless against his government Ind to encourage the people to remain at Tillulah rather thin to move to Tarantis and,
thereby, increase the indigent population. The capital city of the Province of Jarmeer is Borsippa.

The other Province of Tarantis is Glnzir.Galad. located directly ent of T'flntis. This small province was formed as a
protection against the wandering bands of raiding nomads that are the plague of the Ebony Coast. Since Ganzir·Galad was
formed in 4145, twenty-five Sultans have lost their lives in w.n with the nomads, the fiercest tribe of which are the K.rzulun
fliders, who ride camels and carry huge Scimitars (see the Karzulun Tribe section for further description). The people of
Ganzir·Galad are not happy with the results of their associltion with Tarantis; they do not feel that they are being given
enough protection, and, in fact, they are not. The Province was formed for the protection of Tarantis from the raiders rather
than for the protection of the inhabitants of the Province, although the government will never admit to this. The present
Sultan of Ganzir·Galad, Oldibruch Agnot, has reined only two years. The capital of this Province is the village of Ganzir·Galad,
after which the Province was named.

Physic.1 Description of the City State of Tltantis

The prominent features of the physical layout of the City State of Tarantis date from the m.jor rebuilding which took
pllCe in 1885 accc. The city is in the general snape of a rectangle and is oriented almost precisely north·south and east-west.
The east·west dimension of the main city is slillitly over 2,300 feet. and the north-south dimension is slightly over 1.600 feet.
Tarantis is completely surrounded by 40'high walls constructed of a rubble core held together with concrete and faced on the
outer side with hard yellow limestone b1ocks.nd on the inner side with brick. The walls are 12' thick at the base and t.per
s1ightJy to a 10' thickness at the level of the open wall walk atop the walls. Three I.rge gates provide the primary accesses to
the city. The ElSt Gate. known as the Gate of the Setting Sun, is the major city gate. The gate building is a fortified rectan·
9Jlar block 120' x 240' and 60' tall. The walls of the building are of solid stone construction and are 10' to 20' thick. Three
.rched passageways lead through the building at ground level to give access to the city. Each of these arched tunnels is 20'
wide and 20' high. They can be secured by several seu of thick bronze gates and three iron portculli. The three levels within
the building Sll"Je as barracks for part of the army and contain extensive stored provisions in case of siege. Several catapults
and ballistae are mounted on the open roof of the gate building. The South Gate, known as the Portal of Radrethia, is located
in the center of the south wall and is a fortified rectangular block 120' x 180' by 60' taU. It is of a similar construction to the
East Gate, but only two arched tunnels p'ss through it to give access to the city. The River Gate, or Northern Portal of Scarlet
Clingfire, is a replica of the South Gate and is located in the center of the northern city wall, giving locess to the wharves Ind
docks. The city walls Ire reinforced by rectan9J1ar towers It each of the cornen of the walls. Each tower is 40' x 50' and rises
to a height of 60'. In addition, square bastions project from the outer waUs between the towers to provide extra positions for
flanking fire.
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The city is divided into three major sections by the avenues leading from the three gates to the MarketPlace and Bazaar.
Paved with russet brick and deep brown cobblestones. these broad avenues are set at frequent intervals with ceremonial arches
and commemorative gates ,nd hrle trees of many diHerent species planted on either side. Additional broad streets divide the
three major sections into the eight quarters of the city. These quarten are. clockwise from the East Gate, the Nobles' OJarter,
Merchants' Quarter, Shopkeepers' Quarter, Trademen's OJarter. Thieves' OJarter, Seamen's Qu,rter, Sages' Quarter, and
Temple. The northeast corner of the city is oocupied by the pllace and citadel block which extends in a northerly direction
to the beach. A quay at this point protrudes into the river, ending in a watchtower. The palace block is 840' east·west by 480'
north·south. .

The K,rzulun Tribe

Hit Dice: . . . . . . . . . . . . . . . . . . . . . . . . . . .. 4
Armor Type: Leather and Shield
Move: 0 •••••••••••••••••••• 12"
Attacks: 0" . . . . . 1
Damage: .....• 0 • 0 0 0 0 • 0 0 ••••• By Weapon Type +2
Special: Spells
Size: 6' to 8' tall

The Karzulun are a nomadic people which range from
the Br,ztook Hills to the Terad Mountlins. Although they
have no written history. a rich fabric of legend exists around
them. The tribal legends are told by thewisemen of the tribe,
who entrust the keeping of the legends to the eldest son
upon reaching his sixteenth year. It is assumed that this tribe
has lived in these parts for many centuries. They exist by
preying on other inhabitants of the area, although the
women and children provide the main sustenance by
gathering wild roots, vegetables. and berries which are
cooked into a pungent, spicy stew that serves as the staple
food. The Karzulun dress in li!ilt colors such as White, tan.
or yellow. Their dress consists of extremely flowing pants
gathered at the ankles and seaJred around the waist by I

broad sash worn under I loose overcoat with long sleeves and
a protective hood for the males. The hi!il-ranking miles may
wear a turban and short. sleeveless tunic inste;Xt of the
hooded coat. The women wear long, flowing robes of white
often embroidered around the hem with brightly-colored silk
thread. Older girls and married women are also required to
wear a head covering called a shabadka, which resembles a
shawl with small. silver bells at the corners secured to the
head by decorative combs.

The Karzulun are a ruthless people leading a difficult
existence. After raiding a town, they freqUently behead the
inhabitants and hang them by the feet from tall poles erected
for that purpose. The victim'S head is attached to the top of
the pole. This is believed to be a religious rite of thanksgiVing
for a victory. As a result. the batt~ cry of the Karzulun will
strike Fear in the hearts of any intended victims unless a
Saving Throw of 25% or less is made. The Karzulun are
masters at hiding in open terrain. There is only a 1 in 10
chance of spotting them in hiding.

The present leader of the Karzulun is a large. muscular
man named Hasan Ben Sober, who has been the leader of
the tribe for 10 years. He wears bright yellow clothes and a
red turban and wields an enormous Scimitar. He has 4 wives
and 21 children ranging in ages from 8 months to 28 years.
H'Mn Ben Sober: Klrzulun. male, left-handed, 7' 8" tall.
weighs 240 Ibs., 45 years old. 8th LVL FTA, HTK 48,
Weapons: Scimitar and Dirk, Armor: Leather and Shield,
Pouch containing 10 PP, 4 GPo and 10 SP.
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Minnter of War

The Minister of War is in charge of all the branches of the service and ensures that they are reldy for battle at all times.
He originates duty assignments to the generals and admirals who pass them along to their troops. Once eYery month or 50, the
Minister inspects the military units and makes a report on their current staws to the Chief Advitor. The office of the current
Minister of War is decorated with many medals and citations for meritorious conduct. As Minister of War, he is authorized to
award medals of valor, the highest of which is the Medal of Paldor, to deserving individuals, but his were awarded to him by
Atar the Lion himself. When not out inspecting the troops. he is in his office reviewing reports from the spies that have been
planted in the city and surrounding areas to forewarn the government of any seditious K1:ivity.

Minister of l.nd Management

The Minister of land Management is in charge of the conservation and commercial uses of the forests, fields, and gar·
dens of the palace and surrounding area. No one can buy land, cut down a tree, or work in the gardens without first getting
hi, permi..ion. He i, in char. of the h.rw,t.nd distribution of timber for construction and other industries requiring wood.
Even the royal gardners must report to him daily concerning the production of the pal.:e gardens. The current Minister of
land Management is very interested in the proplgation of planb. His office resembles a jungle; POtted plants are suspended
from the ceiling and groupedlround the room on the floor. Seve,.1 vines grow from large pottery bowls on the Minister's desk.
oblcuring the visitor's view of both the desk ,nd the Minister of land Management when he sits behind it. The office of the
Minister of land Management is often the scene of bribery and payoffs as people come to him to m,ke deals enabling them
to reap greater profib from their v.riousland·related business venwres.

Minn* of Domestic S.,.,ices

The Minister of Domestic Services is in charge of running the domestic affairs of the paltee in IS efficient a manner as
possible. He hires and fim all of the emptoyees of the palace such as cooks. blacksmiths, jesters, maids, butlers. and house·
keepers. When the domestics report for work, it is he who allots etch d-V" work to the workers. He spends most of his time
supervising the work; being done and ensuring that no one is sleeping on the job or otherwise dallying in the performance of
his or her labors. The Minster of Domestic Services is a1$O in ch_ge of ordering the comestibles for the kitchen ~nd sen'es 8$

the official Taster to test for poisons in the food to be served to Aur the lion. It is a precarious position and one not coveted
by most officials ..,iring to hiltler office.

Minister of Fortign Aff.in

The relationship of the government of Tarantis with other QOvernments is the responsibility of the Minister of Foreign
Affairs. It is to him that all AmbasS8dors, Diplomats. and Spies sent from Tarantis to other cities and countries report every
month, and it is from him that they take their orders. He keeps track of peace and trade treaties and alliances between Taran·
tis and other cities and states as well as among other cities and states that do not include Tarantis in their agreements. He acts
as a special envoy of the Tarantine goverl1lTlent to allied cities and states in times of crisis.

Minister of Trade .nd Finance

The Minister of Trade and Finance is in charge of regulating the trade with other citiesand making sure that accurate
records are kept of all matters pertaining to trede. He has several accountants working for him to ensure that the accounts are
kept current. These accountants report to him on a weekty basis, and he reports to the Chief Advisor. He is also in charge of
the Minister of Revenue. a lesser Minister, who accepts all incoming funds from the tax collectors. The Minister of Revenue
relays this income to the Minister of Trlde 'nd Finance, who wrns it OYer to the Chief Advisor. All income is then sent to the
Treasury, and a monthly report is mlde to Atar the lion concerning the state of the Treasury.

Hud Sage

The Head Sage is charged with overseeing the Wizard, the Priests. the Physician, the Scribes, and the Monks in their
duties. It is throultl him that all requisitions for supplies must 90. and. after he has approved them, he passes the requests on
to the Chief Advisor. He tracks the progress of the Wiz.d's current projects and helps the Hi~ Priest deeide on the riw.ls to
be performed. He oversees the drafting ofI. documents. The Held Sage is al$O in charge of the Monks who train the toldiers
in their particular form of hand·to -hand (X)rrlbat. He spends tome of his time in his office writing memos to the Scribes and the
Wizard concerning documents to be writ1en and magic items to be created.
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Ch..f Advisor

The Chief Advisor to the Ruler of T.r.ntis. Monach the c.nny. is second in command to At.r the Lion. When Atar is
out of the city~tate. the Chief Advisor runs the government of T.rantis and the surrounding Provinces. All Ministers report to
him, and he relays any important information to Atar. His carpeted office is littered with reports and reading material. and the
bookshelves are full to overflowing with more of the same. A safe containing documents to be discussed at the next meeting
sits in • corner of the room. His daily duties are to study and approve or diSlipprove all documents and reports before they go
to Atar. A door connects his office with an open courtyard where he spends much of his time perusing legal documents.
Monach the Canny is the best and oldest friend of Atar the Lion .nd is trusted without reservation by him. Monach is very
learned .nd is shown a great deal of deference by those about him, not only because of his knowledge and ability but also
becau" he has the ear of the king.

Palaca Encounter T.bIa'

maRo"
01 ·04
05·06
07 ·08
09·10
11 . 12
13· 14
15· 16
17·20
21·22
23·24
25· 26
27 - 30
31·34
35·38
39·40
41 - 42
43-46
47 - 52
53· 54
55·56
57· 58
59· 60
61 - 62
63·64
65· 66
67·70
71 . 72
73· 76
77· 78
79· EKI
81·8J
64·86
87 ·90
91 - 92
93·00

Encounter
Chief Advisor
Minister of War
Minister of Foreign Affairs
Minister of Land M.nagement
Minister of Domestic Services
Head Sage
Chief Accountant
Account.nt
Libr.ri.n
Tax Collector
Minister of Rl!"Ier-.Je
Am_a<
Spv
Diplomat
Foreign Emissary
Admiral
Gener.l
Guard
Child of the King
High Priest
Priest
Scribe
Wizard
Physician
Monk
Maid
Court Jester
Slave
Cook
Valet
Butler
Gardner
Hired Servant
Nanny
Citizen o
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P... Eneountltr Stilts

Tid, CLS ALN LVL HTK ACL ARM PSL STR INT WI. CON DEX CHA WPN
Olief Advisor MAG NNN 101 026 006 010 137 166 '67 144 106 146 105 DOG
Minister of War FTR NEX 091 OJl 006 040 124 154 166 178 166 117 133 185
Ministerof land Management ORO NNN 071 028 006 010 113 138 112 163 102 123 118 IFM
Minister of Foreign Affairs FTR NEA 071 028 006 040 113 '66 114 145 103 113 096 185
Minister of Domestic Services FTR NNN 061 024 006 040 113 102 128 113 145 125 '35 18S
Chief Accountant FTR NNN 04' 025 006 040 118 142 148 158 114 157 086 185
Aceountant FTR NNN 021 026 006 040 105 136 183 143 136 124 122 185
Head Sage FTR NNN all 029 006 010 108 173 156 142 125 126 157 185
librarian FTR NNN all 024 006 040 IOJ 134 147 093 118 106 122 185
Tax Collector FTR NNN 021 OJI 006 040 105 133 113 114 188 094 103 185
Minitter of Revenue FTR NNN OJI 023 008 040 114 137 107 121 .05 141 177 185
Ambassador FTR NNN 021 024 008 040 112 133 182 147 111 112 107 185
Spy THF NNN all OJI 007 030 104 184 117 084 158 156 096 UDG
Diplomat FTR NNN OJI 021 008 040 118 111 136 133 101 107 096 185
Foreign Emissary FTR NNN 081 026 006 040 117 134 154 138 137 092 093 185
Admiral FTR NNN 081 022 008 040 113 113 124 111 117 108 IOJ 185
General FTR NNN 081 024 008 040 114 133 166 121 114 113 166 185
Guard FTR NNN all 030 008 040 106 154 181 114 155 114 121 185
Child FTR NNN 011 024 008 040 073 125 166 IOJ 122 162 132 DOG
HiW1 Priest CLR NNN 091 026 008 040 083 144 137 188 126 165 093 Staff
Priest CLR NNN 021 026 008 040 086 134 188 167 125 138 164 Staff
Scribe MAG NNN OJI 022 008 010 055 118 154 155 113 112 157 DOG
Wizard MAG NNN 031 025 008 010 076 112 177 088 143 145 084 Staff
Physician CLR NNN OJI 023 010 008 064 105 157 151 138 124 116 ITN
Monk MNK LNE OJI 027 010 008 074 147 141 134 138 101 148 'IFM
Maid FTR NNN 011 022 010 008 033 113 081 103 115 121 173 None
Court Jester JES NNN 011 025 010 008 044 154 174 107 104 158 107 DOG
51"" 8EG NGE 011 020 010 005 012 105 134 113 107 095 124 None
Cook FTR NNN 021 024 010 008 046 136 137 132 111 102 '37 ITK
Valet FTR NNN all 028 010 008 042 136 167 147 156 128 124 DOG
Butler FTR NNN all 029 010 008 043 158 136 124 148 122 184 DOG
Gardner FTR NNN all 029 010 008 043 132 127 117 166 113 114 DOG
Hired Servant 8EG NNN all 023 010 005 012 125 075 111 114 105 188 None
Nanny FTR NNN 021 024 010 008 056 116 141 107 138 114 135 Non.
Citizen FTR NNN all OJO 010 007 043 165 143 IOJ 144 142 112 185
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The main dutY of the Palace Guard. commanded by Motzu Ching, is to patrol the palace day and night. These hundred
men are also trained to fight as Heavy Cavalry. To become part of the Palare Guard. a Fighter must be in the Tarantine army,
exhibit ouutanding ability, and be of noble status. A Scale coat covering a green tunic with a light green border and an iron
Helmet is the standard armor of the Palace Guard. The Shields they carry each depict a black lion rampant on a green field.
On the backs of their Shields. the troops each carry several steel·tipped Darts in metal holders forged for that purpose. When
on horseback, they carry Lances, but, on patrol. they carry short, iron-tipped Spears instead. They are armed with iron Long·
swords at all times. Motzu and the officers also carry iron Daggers. He has divided his unit into ten squads and assigned nine
of his best men as lieutenants, one from each squad except the squad he commands. The lieutenants act at his direction. The
Palace Guard is quartered in the palace. 20% of the company is always on dutY, stationed throughout the palace, and another
10';'& is on stllndby to hllndle any disputes involving the nobles of Terentis.

As a young man, Matzu Ching, the son of • nobla family, did as his father instructed and enlisted in the army. He has
become renown as a peace keePer and has the r81P8Ct of all the peopte. Motzu is a muscular man with thick, black hair, mous­
tache. and beard. When not on dutY. Motzu can often be foond fishing ,t the end of the palace quay, Motzu loves the peace
and quiet on the quay and goes there to relale.

NAME CLS ALN LVL HTK ACL ARM PSL STO INT WIS CON DEX CHA WPN
Motzu Ching FTR NNN '0' 033 004 060 147 "8 124 '84 187 '6B 102 +3 Longsword
Lt. Kwai Chan FTO NEX 061 031 006 060 114 167 148 106 167 '37 122 +1 Longsword
Lt. Shintoo FTO NNN 071 028 006 060 114 163 123 '28 134 '47 103 +1 Longsword
Lt. Wanli Pandur FTR NNN 071 027 006 060 114 "9 131 '21 108 '38 118 + 1 Longsword
Sgt. Shih, the Chin FTR NNN 041 028 006 060 104 '68 114 '63 113 '68 '24 Longsword
Tpr. Shang Ha FTR NNN 02' 027 006 060 104 166 164 '36 126 138 '32 longsword
Tpr. Wanti Pandur FTR NNN 011 027 006 060 114 "6 102 '38 104 "8 104 Longsword

Shu Shar', Bowmen· Lighllnfantry

This group of one hundred men is commanded by Shu Shar, tne son of a rich merchant. Tney are Ihe elite bowmen of
the Light Infantry. Their normal duly is to patrol the coast from Taranlis to the Bard Citadel in Hu 1928. When on patrol,
their armor consists of a Scale coat over a white tunic trimmed in gold brocade and a helmet $pDfliog a purple plume. On
norseback, they carry LancltS and Shields featuring a Griffon passent on a white field. On foot, the Shields are cnanged for
Bucklers, and they carry Composite Bows instead of Lances. All troops are armed with Longswords. When on patrol. the unit.
whicn is stationed at tne Bard Citadel during these times, often nires entertainment to while f1Way the time they spend at the
Citadel. The entertainment usually consists of a traveling circus or a caravan of Houris. When not at the Bard Citadel. the
company is quartered in the palace in Tarantis. 25% of the company is always on duty patrolling the coast and watching the
harbor from the 8ard Citadel.

Shu Shar did not fancy taking up his father's trade and decided to enlist in the army, noping to become a legend in nis
own time. He is a master bowman and can shoot a squirrel between the eyes at 50 vards. Shu Shar is a tall man with a lignt
complexion. His Lieutenants. Bushindor Auk, Leoru Pastllet. and Ghanti Lynlit, are also from Shu Shar's nome area and at­
tended the same archery school. All are excellent shots. Tne Bowmen of Shu Shar played a prominent part in keeping a unit
of Heavy Cavalry at bay and forcing aootner to surrender during the Battle of Dyrfirwall Woods.

NAME CLS ALN LVL HTK ACL AOM PSL STO INT WIS CON DEX CHA WPN
Stlu Snar FTR NNN 071 032 006 060 '24 167 '68 116 167 148 084 Composite Bow
Lt. 8ushindor Auk FTR NGX 041 026 006 060 116 168 116 124 124 143 094 Composite Bow
Lt. Leoru Pasnlet FTR NGX 041 028 006 060 118 186 127 124 116 164 168 Composite Bow
Lt. Gnanit Lynlit FTR NNN 041 027 006 060 118 164 136 136 124 144 '44 Composite Bow
Sgt. Basa Mor FTR NNN 02' 026 006 060 106 '63 119 '06 112 143 112 Composite Bow
Tpr. Horus Twee FTR NEX 011 027 006 060 116 166 134 '34 '24 168 "8 Composite Bow
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Thirin's Comp.Jny

This group of one hundred mercenaries, commanded by Captain Thirin Ki, is contracted to Atar the Lion fOf' 6,000 GP
per month. Their nOfmal task is to pofice the city and surrounding countryside. They are organized IS Heavy Cavalry but Ire
also trained to fight as Heavy Infantry. Their armor consists of Scale coats over deep blue tunics bordered in yellow silk and
iron Helmets. On horseback, they carry Lances and Shields with a yellow lightning bokt across a blue field. On foot, the Shield
is exchanged for a small Buckler of the same color and insignia, and the weapon used is a short, steel·tipped Spear. All troops
are armed with iron Longswords and several Throwing Daggers. Officers also carry Maces or Hind Axes.

Captain Thirin Ki is a younger son of a noble family who saw more opportunity for advancement as a mercenary than
in local politics. He is becoming renown for his competence in military matters. His Lieutenants, Lhasi Gi and Fintalus Pur,
and Sergeant Mendano Beka are also from Thirin'shome area and would be loYal to him at all times. Captain Thirin is a stocky,
dark<omplected man with a thick shock of black hair. He sPorts a thin moustache and has a reserved, quiet air, but he oc·
casionally visits the Big Jug Tavern for a night of relaxation.

The comp.ny lsquortored in the p.llCe, 259(, of the company is on duty It all times. Five-mln detachments are stationed
It each of the three gates while the other two detachments Pltrol in the city proper. Five·man units of militia are frequently
.tuehed to elCh of the mercenary squids at night to help keep the pelCe. The mercenaries are easily .ble to deal with .11 nor·
mil disturb¥M:es but sometimn call for the Palace Guard when. person of noble ranlt is involved.

The company played a prominent part in the recent Battle of CrOWNn, breaking a unit of light cavalry and fOfcing
another unit of mercenary heavy horse to surrender.

NAME CLS ALN LVL HTK ACL ARM PSL STR INT WIS CON OEX CHA WPN
Thirin Ki FTR NEX 081 03lJ 005 050 114 167 134 112 145 166 127 +3 Longsword
Lt. Lhasi Gi FTR NNN 061 031 005 050 114 143 148 189 174 144 084 +2 Longsword
Lt. Fintalus Pur FTR NEL 061 028 005 050 114 145 189 148 147 123 113 +2 Longsword
Sgt. Medlno Beka FTR NEX 031 027 005 050 101 164 103 104 114 156 114 +1 Longsword
Tpr. Panl Portu FTR NEX 011 025 005 050 101 148 116 144 116 115 096 Longsword
Tpr. Hopti Yung FTR NEX 011 028 005 050 101 136 118 135 159 115 167 Longsword

Tai Chhin's Company· Heavy Infantry

This group of one nundred men is commanded by Tai Chhin the Fearless. When not in battle, their normal duty is to
patrol the northern Oyrfirwall Wood to the northeast of Tarantis and IS far nortn as tne Starfalls Stream and east to the
Remenant River. They are the pride of the footmen of the Tarantine Army and see more action than any other company.
Their armor consists of a Scale coat over a blue tunic and an iron Helmet witn a red plume. They carry steel-tipped Spears,
Longswords, and red Shields with a black Lion ramp.Jnt upon it.

Tai Chhin, the son of a noble, always loved the sights, sounds, and smells of battle and enjoyed giving orders, SO he en·
listed in the army and worked his way quickly up tne ranks. Tai is respected by his men as a fearless Fighter; he asks no more
of any man than he would do himself. Tai is a handsome, clean·shaven man witn snort, black hair and dark eyes. When not at
war or on patrol, Tai enjoys playing chess and can often be found in tne barrack pitting his skills at strategy against those of
one or more of his men. The company is quartered in Barrack IV.

Two Lieutenants serve under Tai, commanding the squads on patrol, but, wnen in battle, Tli is the supreme commander
of the company. Tne company is best known for ambushing the Orcs of Sl.lrintal during tne Orc Uprising.

NAME CLS ALN LVL HTK ACL ARM PSL STR INT WIS CON OEX CHA WPN
Tai Chhin FTR LEA 081 033 005 050 094 167 122 123 177 143 177 +2 Longsword
Lt. Hokey Kann FTR NEX 052 028 005 050 074 159 116 108 134 123 142 +1 Longsword
Lt. Hei Lin FTR NEX 021 026 005 050 064 167 154 149 104 167 154 Longsword

Arhat's Marauders· Hea.y enalry

This group of one hundred men is led by Chieh Arhat the Dangerous. Their normal duty during peacetime is to patrol
a narrow strip of area due east of Tarantis, inclUding tne southern portion of the Dyrfirwatl Wood, along the Belit Road to the
fork and as far south as the Trollhraun River as well as east to the Anshar Forest. They are the best of the Cavalry unit of the
Tarantine Army, tne first to go into battle and the last to retreat. Their armor is a SCale coat over a grey tunic trimmed with a
narrow band of wnite. On horseback, they carry Lances and silvered Shields bearing the insignia of a Snake coiled about a
Spear. When on patrol, they are generally avoided by the population because they nave a reputation for burning down villages
in the name of Atar the Lion. At tneir sides, they carry the weapons of choice, and, concealed at the backs of their Shields,
they have 6 Darts each.
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Chieh Arhat, who is Of'iginilly from Paldorius, came to Tlrantis to offer the se~ict's of himself Ind his fearless tt.nd of
loyal foflowers to Atlr the Lion. Atlr enlisted them in the Cavalry, and they have se~ed him faithfully since that time. Chieh
is I d.k, shifty-eyed, heavy-let man who frequents K~shl's Ra«thouse in his leisure ttffie Ind loves to start barroom brawls.
Chieh CIIrries I -+3 Banle Axe It his sKle.

His company is qJartered in Paldorius in order to keep Leklark under SlJ~iII.nc:eInd ensure thlt he doesn't Inempt a
revolt against Atar the lion. It is rumored thlt Olieh's company subdued two oompaniet of enemy Cavalry during the Battle
of Leland Sclrp, incurring only 15% losses themselves, but none who were at the banle will sPelk of it. Mlny have applied to
join Chieh's complny, but the stlndards for qualifying are extremely high Ind few outsiders have been admitted to dlte.

NAME CLS ALN LVL HTK ACL ARM PSL STR INT WIS CON OEX CHA WPN
Chieh Arhlt FTR CEX 09' 032 005 050 073 189 '44 139 145 '36 133 +3 Blnle Axe
Lt. Schwan Hun FTR CEX OS, 028 005 050 073 164 112 146 123 124 108 L."",
Sgt. 0110 TI FTR CEX 021 028 DOS 050 073 163 143 125 123 178 143 L."",
Tpr. Oley Annen FTR CEX 011 029 DOS 050 073 157 12' 129 '41 126 113 L."",

SlMn's Compeny - Ught Cavalry

WPN
+2 Battle Axe

Lonce
L"""
L."",
L."",

CHA
138
104
091
093
124

DEX
124
'29
'67
138
121

CON
'48
154
'01
114
163

WIS
122
'27
149
'36
108

'NT
'45
142
14'
153
114

STR
189
162
164
174
146

PSL
124
113
115
113
082

ARM
060
050
050
050
050

ACL
004
DOS
005
DOS
005

HTK
032
031
026
030
030

LVL
101
071
05'
071
011

ALN
NNN
NNN
NNN
NNN
NEX

This group of three hundred men is led by Shen Shu and his lieutenants, Ping Po, Wen Chang, Ind Yung Lo. Their nor·
mal duty is to patrol the area south of the city of Tlrlntis IS fir IS the mouth of the River Trollhreun. Their annor Is I Selle
colt over I blue tunic and In iron Helmet topped by I blue plume. On horseback, they c.ry u.nte5, Blnle Axn, and ted
Shietds emblazoned with blldc staoot Oregons. In bittle, this compeny is divided into three units of one hundred men each
and anlCks from three different positio,.. simult....eously. The units have set up a system of lOunded trumpets to com·
municate importlnt inform.ion tueh as ~iness to In.::k or dire distress from one unit to another.

Shen Shu is originally from Gishmesh and came to T.....tis to enlist in Atar's Inny. For his cour-vtous conduct It the
Ban. of Three Nations, he was promoted to Ueutenant. When his Captlin was killed in the Banle of Dyrfirwall Wood, Shen
•• 19IIin promoted. As Captlin of this vast unit, Shen assigned the rank of Lieuten....t to three of his best men, Ping Po, Wen
Q\eng, and Yung La. Shen picked the. men bee... they hlil from Stonebow and Redflood, the cities in which they are
stationed when not on Pltrol, and e famili ... with the Ifea of patrol. 30% of eech unit iSllweys on duty. Their most memo-
rable battle WIS during the Troll W s when they overpowered the Irmy of Kergrief of the Dark Sky clln; there were no sur·
viYors of the enemy Irmy.

NAME eLI
Shen Shu FTR
Lt. Ping Po FTR
Lt. Yung La FTR
Lt. Wen Chang FTR
Tpr. Mu So FTR

Shensi's Sappers· Infantry

This group of one hundred men is led by Shens] Wen. They are divided into ten groups of ten men each, and their nor·
mIl duty is to develop new Ind better siege machines. They have a workshop located in the city in which they work on the
pllnning and buMding of new machines to replace and improve upon the old ones. Their armor consists of I Selle COlt over I
yellow tunic and I Helmet tiPOfting a yellow plume. They have constructed five Catapultas that they intend to use when a
town or castle is being besieged. These mechines can liso be used a$ diversion to enable the men with the Battering RIms to
assail the WIlls Ind create entrances fOf' the Inflntry and the Cavllry.

Shensi Wen has been an engineer all of his adult life. He beli~ed thlt he could reap greater benefit by providing his ser­
vices to Aur the Uon th.... by working independently. end he has never regretted his decision. Shensi is of medium build Ind
has a .-nooth cemplexion Ind neatly-trimmed hair. He is enlisted in the Tlrantine Infantry, but he gets extra pey ~se of
his specill skill. His company is qulrtered in Barracks t I of the city. and 25% of his complny is Ilways working on new KleIS
for si898 machInes Ind repairing old ones. Each CatlPUlt squad is protected by I squad of bowmen.

NAME
Shensi Wen
Lt. Corry Byre
Tpr. Eldred Bon

CLS
ENG
ENG
FTR

ALN
NEX
NEX
NNN

LVL
091
051
021

HTK
032
030
028

ACL ARM
005 050
005 050
005 050

PSL STR
121 186
114 179
114 189

INT WIS
176 169
166 156
124 118

CON
'49
134
105

OEX
135
'37
124

CHA
125
13'
136

WPN
+2 Longsword

longsword
Composite Bow
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Lin Tik'. Complny - Hen'y Inflntry

This group of three hundred men is led by Lan Tik, Lieh Tzu, and Huang Tii. Their primary mission is to patrol the area
north from Gishmesh to Bokozia, including the Magain Flats. Their armor is a Scale coat over a brown tunic and a Helmet
crested with a black plume. They carry steel-tipped Spears and yellow Shields bearing black Eagles displayed upon them.

Lan Tik has been a military man since he was sixteen, and experience has taught him good military strategy. He has
bushy brown hair and eyebrows, but his moustache and beard are neatly timmed. Age has begun to take its toll;the hair and
beard show traces of grey, and his eyesight is beginning to fail. The fear of retirement has exacerbated Lan Tik's already short
temper, and he is quick to vent his frustrations on any person or object unlucky enough to be nearby when he is angered.

Unlike Lan Tik, Lieh Tzu is good-natured and fair with his squad. His men are very devoted to Lieh and have much res·
pect for him. His hair is neatly kept, and he has a muscular build. Lieh enlisted in the service because he was out of work and
needed the mOney to support hinged father and two unwed sisters. He has been promoted twice and awarded two medals for
valor.

Huang Tii, the roughest of the three leaders, has been known to beat his men for tarnished armor or a dull Sword. He
has demoted men for no apparent Teason; as a result, his squad has the highest desertion rate of any in the Army. He is a
swarthy, dark-eyed man with curly black hair and beard but no moustad'le. Although a good strategist, Huang has been on the
verge of being discharged for conduct unbecoming an officer several times.

The company is stationed in Gishmesh and is best known for the defeat of the Orcs at the Battle of Magain Flats during
the Orc Uprising.

NAME CLS ALN LVL HTK ACL ARM PSL STR INT WIS CON OEX CHA WPN
Lan Tik FTR NEX 101 029 004 060 07. 167 16. 169 135 ,.5 136 +3 Longsword
Lt. Lieh Tzu FTR NNN 091 030 004 060 106 176 122 104 136 11. '" +3 Longsword
Lt. Huan Tii FTR LEX 091 031 004 060 052 17. 136 137 ,.2 "5 112 +3 Longsword
Lt. Muley FTR NEX 041 029 005 050 073 132 13' 119 167 115 115 +1 Longsword
Lt. Ye$h Chakka FTR NEX 041 023 005 050 113 123 119 126 115 103 071 +1 Longsword
Tpr. Shu Pan FTR NNN 021 02' 005 050 051 130 101 127 112 '38 104 Longsword

Guyu'. Complny - Heavy Inflntry

This group of one hundred men stationed in the city of Tarantis is led by Guyu Pai. It is a defensive unit that helps to
patrol the city when at peace. They are a crack Infantry unit and wear colors of distinction. Their armor is a Scale coat over a
bright orange tunic and an iron Helmet with brown plumes. When on patrol, they carry steel·tipped Spears, Longsw~rds,

several Throwing Stars, and white Shieldswith brown Lions passant beneath two orange stars emblazoned upon them. OffIcers
also carry Quarterstaves.

No one really knows Guyu's background. All that Atar the Lion knows of him is that he is of a noble family of a distant
country far to the south and that he is very much interested in politics. He is heavy-set, and the deep blue eyes in his round
face are cool and unfathomable. He has a long scar on the left side of his face that is rumored to be the relic of a single-handed
victory over three Hill Giants. His Lieutenants, Cad mar, Belevan Blacklegs, and Pui the Eager know no more about him than
anyone else; they met him in Matansar on the Ebony Coast and traveled with him to Tarantis to fight in the service of Atar the
Lion. He is very fond of seafood and, when not on duty. can often be found in the Kismit Cafe having a solitary meal of crab­
legs and perch.

The company is quartered in Barracks 111 above the North Gate. In their barrack, they have a war chest containing
200 GP, 150 SP, and 4 gems worth 400 GP each. The company played a prominent role in the Battle of Dyrfirwall Wood,
holding off a unit of Heavy Infantry and a unit of m'llrcenaries until reinforcements could arrive.

NAME CLS ALN LVL HTK ACL ARM PSL STR INT WIS CON DEX CHA WPN
Guyu Pai FTR NNN 081 030 004 060 073 165 ,.7 122 "5 134 098 +2 Longsword
Lt. Cadmar FTR NEN 05' 032 005 050 094 186 136 127 ,.7 112 168 + 1 Longsword
Lt. Delevan Blacklegs FTR NNN 051 025 005 050 11. "8 109 096 117 152 109 + 1 Longsword
LI. Pui, the Eager FTR LEA 041 02' 005 050 086 147 149 109 109 117 084 + 1 Longsword
Sgt. Putto Shan FTR NEX 03' 02. 005 050 095 '" 091 157 107 095 086 Longsword
Tpr. Pu Choll FTR NEL 011 02. 005 050 134 "8 121 103 107 119 111 Longsword
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Twai Lu's Company -light Infantry

Known among the rest of the Tarantine forces as the Company of Cowards, this company of one hundred men is com·
manded by Twai Lu, fourth son of a noble Tarantine farnily.Althou~ they are definitely the worst company in the Tarantine
Army, it is not for lacit of courlge; bad leadership has mlde this company the laughingstock of the Tlfantine armed forets.
Their normal duty is to patrol the area from the Fi1tlter Citadel in Hex 2629 south to the River Trollhraun and east to the
River CrOWNn. On horseback, their armor isa Seale coat over a brown tunic and a hefmet sporting no crest. They carry Lances
and Shieldsemblazonedwith a brown DrlgOn rampant on a red field. On foot, the Lancet are exchanged for Composite Bows,
and the Shields are exchanged for Bucklers. All troops are armed with Longswords. The patrol unit has been ambushed many
times by a$SOrted bandiu and marauders, but, so far, have managed to ward off their attackers, althoultl usually sunaining
heavy losses in the process.

TWli Lu was born of a noble family of Tarantis who enlisted him in the m~itary so he could learn the manly art of war_
Because of his family's political power, Twai was made the leader of a unit almost immediately; the mistake was discovered
soon after when, due to a grave tactical error, his entire company was nearly obliterated during the Battle of Magain Ftats.
Twol I. a big man with a thin mOLlstoehe and a ~ooth complexion. He is not very intelligent and is yery poor at military tac­
tic•. If it were not fOf' hi. Lieutenants, Gal the Falconer and Pantudt ROll, the company would have been annihilated long &gO.

It is their leadership abilitiet that have made the company at lellt fit for minor patrol duty in I.rge!y safe tefritory.
The company is quartered in. b.rrtck near the Fig,ter's Citadel, and there are alw.ys 30% of them on patrol. They do

not like the duty they have, but the General feels that the patrol is in their best intere.t since he cannot remove Twai Lu from
command due to the high st.nding hIs family occupies in Tarantine politics. Nevertheless, rumors abound that Tw.i will soon
be stripped of his rank, and one of his lieutenants will replace him. They are what keep the men of his company from deser­
ting en m8S$fJ.

NAME CLS ALN LVL HTK ACL ARM PSL STR INT WIS CON DEX CHA WPN
Twai Lu FTR NEX 071 031 005 050 082 176 062 091 "5 155 112 L."",
Lt. Gai, the Falconer FTR NEX 061 033 005 050 127 179 159 12. 163 153 093 L."",
Lt. Pantuda FTR NEX 061 030 005 050 127 169 158 148 144 168 128 L."",
Sgt. Chou Ling FTR NEX 041 028 005 050 116 147 12' 092 145 105 118 L."",
Tpr. Uyche Opal FTR NEX 021 03' 005 050 104 158 135 158 167 133 12. L..,..

Poyi'. ComPMtY - light Infantry Crossbowmen

This company of one hundred men is commanded by PoYi. They are the elite company of crO$Sbowmen of the liltlt
Inf.ntty, so they see more action than the other crossbow unit. Their duties are to pauol the .re. south ofthe River Troll­
hraun to Algeran and east to the other sKie of Blackpit as far IS the marshes. On horseblck. they c.rry Lances, Battle Axes,
and silvered Shields bearing iil white Pegasus rampant resJ,lardant. Their armor is a Scale coat OYer a grey tunic and a Helmet.
On foot, they carry Heavy Crossbows, and their Shields are exchanged for Bucklers. When on foot, they wear Leather armor
instead of the Scale coat.

Poyi, the younge,t son of a farmer, enlisted in the Army to make life easier for his family. He sends half his pay to them
by messenger each payday. He is an excellent crossbowman and was promoted because of his natural tactical skill and his
courage. When his Captain was killed in a drunken brawl, Poyi was made the new commander. His Lieutenants, Eyulf Soee and
Patridge Ouo. are of noble families and are less than happy about having to take orders from someone not of their own social
rank. Poyi is clean shaven and solidly-built. His straight, blond hair falling to his shoolders and his light blue eyes speak of an
ancestry not native to the area, although his family has lived in the Tarantine area for many generations.

The company barrack is in Meri-Amar; 30% of the company is always on patrol. They played a promenent part in hel­
ping to save the Fi!ilter's Citadel during the Troll Wars.

NAME CLS ALN LVL HTK ACL ARM PSL STR INT WIS CON DEX CHA WPN
Po Vi FTR NNN 061 034 005 050 124 187 149 146 168 167 123 +2 Crossbow
Lt. Eyulf Snee FTR NEX 041 032 005 050 082 165 113 126 167 134 167 + 1 Crossbow
Lt. Patridge Ouo FTR NEX 041 029 005 050 042 188 154 136 111 139 145 +1 Crossbow
Sgt. Phan Keng FTR NNN 021 029 006 050 113 14. 112 12. 159 "' 07. Crossbow
Tpr. Parta Moni FTR NEX 011 028 005 050 114 168 13. 091 125 122 105 "'oubow
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Chu Jung's Company· Light Inhntry Cro.boWfMn

This company of on, hundred men is commanded by Chu Jung. like Twai Lu's company, they., a territMe military
unit. The nannal ctJty hSigned to them is to patrol the Isle of PI.xsy and the area around the castle in Hex 2126, a rE!tatively
easy task OOt the ~ast prestigious assignment in the Tarantine Army. They we. leather a""or owr yetlow tuntes and plain
iron Htrimets. They carry yellow Shields emblazoned with black lions rwnpant over a single black s'-. This unit Wl\ auigoed
to its current patrol because it could never seem to arrive at its assigned destinations on time. The General interpreted this as
a serious f&llt and relegated them to the Isle of Plilley as a corrective mea:sure.

Chu Jung has been in the military for less than e91t years, OOt, becaJte of his father's politicll power, he was given a
commission andaunit to command. Unfortun.tety, he has no sense of direction and must cOnttwltfy ask his men for bearings.
Jealous of his quick and undeserved rise to power, his lieutenants, OJon Yo and led Pal itt, h....e taken an intense dislike to
him and never answer his CJ,Iestions truthfully. If it were not for Sergeant Furlall, this company would never make it to the
scene of a battle. Chu Jung is a small man of average abilities at everything except telling direction. He frequentty gets lost in
the trip f;om the barrack at Gishmesh to the galley at Tarantis.
~ of tha COfllJ*lY la "Wayl on Pltrol, 25 of them petrol ne« the c.tle in Hex 2126 while the others make the trip

to Tarantis to ..t Mil for the I'" of Pl.lC'Y. The comF*'¥'S ....ted lICh'"-ment w. when they .rrived in time to save a com·
pany of light Cavalry and a unit of Mtlitia during the Battl. of Dyrfirwlll Wood. Their help was eccIdental, however, becaJ.
they hid been attempting to travet to Gishmesh after a routine patrol during Chu Jung'l first taw months of command.

NAME CLS ALN LVL HTK ACL AAM PSL STA INT WIS CON DEX CHA WPN
Chu Jung FTA NEX 061 0:l0 005 060 104 166 12. 136 166 139 123 +1 Crossbow
Lt. Quon Va FTA LEX 041 029 005 060 052 154 106 tt3 148 123 139 +1 Crossbow
Lt. led Palitt FTA LEX 041 025 005 050 052 147 113 188 tt. 148 ttl +1 Crossbow
Sgt. Fterfall FTA NNN 021 028 005 050 127 155 178 145 139 136 105 C,...-
Tpr. Podu Ororano FTR NEX Ott 028 005 050 105 188 104 103 136 136 092 Crossbow

The R...inllion· W. a.hv, Nfty

Thil sh~ h. a crew of two hundred men and isoomm~ by Captain Vanglhoe. Their normal duties are to patrcM the
WinedaJ1c Sea north of Tarantis.-xi to protect the coast from raids by troops of the Invincible Overtord. The crew consisu of
150 rowers (50 bekMd«::ks and 100 MKlve), 30 M.ines, and 20 Sailors. The belowdecka rowers well no armor but are armed
with Longswords in case they must defend the ship from tx-ding. The abovedecks rowers _r a Scale coat over a brown
tunic OOt h..... no Helmets or Shields. The rowers m mllines .... a1.:> armed with longswods, m the Sailors carry Cutlasses
SInd Dirks. Besides a r";, the ship il e(JJipped with two short-arm Catapuhl for Iang.r.,. f~ts. Th. ship bears the flag of
At., the lion, a white field bearing a black rampant lion.

Captain Vangshoe has been a Sailor since he was shang,aied to be a cabin boy for a pirate ship at the age of Byears and
finds that the lifeofa sea Captain for Atar's Navy is much safer than being the Captain of a pirate ship, Vangshoe lost his right
hand in a sea battle and has replaced it with an iron hook. His face is heavily scarred from scratching himself with the hook;
he tends to forget It is no longer a hand.

The best perfonnance of the crew of the Roaring lion was when they sunk 3 Overlord war galleys during the Battle of
Bastinadi.

NAME CLS ALN LVL HT. ACL AAM PSL STA INT WIS CON OEX CHA WPN
Cpt. Vangshoe FTA NEX 061 029 005 060 084 187 148 125 138 178 072 Broadsword
Men Shenzi FTR NEX 051 028 005 060 073 179 123 101 tt5 141l 119 Broadsword
lin Szu FTR NEX 051 030 005 050 073 179 144 139 136 147 108 Broadsword
liut Pein FTR NEX 031 033 005 050 066 178 12. tt3 187 154 123 0_,

Th. Ot'agon Fish· War GaU.y. NIY'f

like iu sister ship, the Roaring lion, the Dragon Fish has 8 crew of two hundred men. It is commanded by Captain
lungshan. The normal ctJty of the DrlgOn Fish is 'to patrol the Winedar1c Sea south of Tarantis. The crew consisu of 150
rowers (50 befowdecks and 100 above), 30 Marines armed with longbows andBr~, and 20 Sailon anned with Cut·
lasses and Dirks. The 50 rowers beIowdecks lie un.mored but h..e lOf'lglWOrds to defend the ship in c.. of hostile boarding,
and th. 100 aboYedecks rowers we. Scale armor and •• "10 armed with lOf'lglWOrds. 100f the Sailors man the two Cata·
pults which are mounted fore and aft and are used for missile w.f..... In addition to the flag of Alar the lion, the ship bears
a white flag emblazoned with a Dragon Fish proper.
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WPN
Broadsword
Broadsword
Broadsword

Dagger

CHA
104
138
118
124

DEX
134
146
135
126

Captain lungshan is a violent individual who dislikes repeating his orders. He has thick, straight, black hair and deep-set
brown eyes. He is an excellent tactician at sea and has won many skirmishes without taking any serious damage to the ship.
His officers fear and respect him, but a rumor of planned mutiny is spreading aooard the Dragon Fish.

When in port, 10% of the crew of the ship are always on harbor patrol. Their most prestigious battle was when they
fought the legendary War Galley, the Pride of Pandora,during the Battle of Three Nations. Although the Dragon Fish prevailed,
she took grave damage and had to be almost completely overtlauled shortly thereafter.
NAME ClS AlN lVl HTK ACl ARM PSl STR INT WIS CON
Cpt. lungshan FTR LGX 061 027 005 050 042 145 126 109 138
Shou Laopis FTR NNN 041 033 005 050 094 178 121 127 163
Hun Tunis FTR NNN 031 028 005 050 077 154 149 116 136
Thai Shanzi FTR NNN 021 029 005 050 116 178 103 132 123

Tarantine Militia

This unit Is called upon when the city-state Is at war. It consists of one hundred men armed with Slings and rocks as well
as Longswords. During times of peace, the men of the militia go about their daily tasks. The militia unit is led by Mushan Guy,
who is quite skilled with a Sling. He can predict within an inch exactly where his flung stone will hit a target. Mushan has
trained his unit thorou~ly, and, of all the Tarantine militia units available, they are the best. They helped to repel many
would·be invaders with minimal losses during the Orc Uprising and the Battle of Dyrfirwall Wood. The unit wears whatever
armor they can afford, but Atar provides each man with an iron Helmet crested by a blue plume. Twice a week, members of
the unit help patrol the city.

NAME
Mushan Guy

CLS
FTR

ALN
NEX

LVL
072

HTK
031

ACL ARM
007 035

PSl STR INT WIS
104 167 142 146

CON
156

DEX
164

CHA
123

WPN
+2 longsword

Redflood Militia

WPN
Longsword

Spear

CHA
123
137

DEX
158
147

This unit, based in Redflood. is called upon when Tarantis is at war. It consists of 100 men armed with Spears, long­
swords, and Shields. They wear whatever armor they can afford, bUt they are issued leather Helmets by Atar the lion. The
unit is led by Sergeant Tu Shoo. The men of the militia normally go about their daily lives in times of peace but are called
upon to patrol Redflood once per week.

Tu Shou is a proud man who takes his job 8S leader of a militia unit seriously. He spends much of his time patrolling
Redflood or making requests for better equipment for his unit. His usual plan of attack is to ambush the enemy from behind
whatever cover is available .•The unit played an important part during the Troll Wars by capturing a company of Light Infantry
and learning of the battle plans of the enemy army.

NAME ClS AlN lVl HTK ACl ARM PSl STR INT WIS CON
Sgt. Tu Shou FTR NEX 051 031 005 050 126 177 165 143 143
Hanli Fei FTR NEX 011 029 007 035 073 144 121 111 156

Gishmesh Militia

This unit is called upon whenever Gishmesh is threatened by attack. It consists of one hundred men armed with Battle
Axes and wearing whatever armor they can afford and the Leather Helmets issued by Atar the Lion. During times of peace,
they go about their daily lives, but, twice a week, they are called upon to help patrol Gishmesh and keep the peace. Their
commander is Lieutenant Wang Mu, one of the better officers of the Tarantine Heavy Cavalry.

Lieutenant Mu, a heavy-set man with curly brown hair and brown eyes and well-versed in strategy and tactics, is of noble
status and volunteered for duty as commander of a militia unit because he felt that, if they were not organized, they would
be easily outmaneuvered by any military unit that they encountered. Believing the militia to be the second line of defense
against invasion by land of the city state of Tarantis !the first being the forces of the two Provinces}, he set about making his
unit one of the crack militia units in the area. His favorite attack is by ambush. The unit played a prominent part in stopping
a unit of Cavalry Heavy Horse during the Battle of Magain Flats.

NAME
Lt. Wang Mu
Thola

CLS
FTR
RNG

ALN
NEX
NGX

LVL
061
all

HTK
033
030

ACL ARM
005 050
008 025

PSl STR
136 178
124 167

INT WIS
174 145
165 159

CON
163
144

DEX
136
158

CHA
157
136

WPN
+2 Longsword

Battle Axe

19



This stronWlold is owned by a 4th level Bard and is also used by Shu Shar's company as. military outpost. The Bard's
name is Chungko, and he h.,,0 of his own men located within his stronrjl~d. The inf.ntry unit uses his citadel as a lookout
point to w.tch the sea traffIC is it enters .nd leaves Dahute Bay. Chungko lets the company use his citadel as a lookout point
becau. they help to protect him and his servants from .ttack.

Chungko is a man of mystery. No one knows where he.nd his followers carne from or why. He bought the land on
which his citadel is built and has been allowing the Tar...tine Army to use his property for .bout three years. Chungko is a
bald, medium-built man with a f.ir complexion WId. thfck, blond moust.me.

NAME
Chungko

ClI ALN LVL
BAD CGN 041

HTK
031

ACl ARM
009 010

PSL STR INT WIS
053 168 168 168

CON
157

OEX
164

CHA
168

WPN
+3 Broadsword

Fighter's Cit-=lel

Th. Itr~oId of l.nF'ar the Fifit\ter is located in Hex 2629. lt is also used as. millt.ry outpost by At.r the lion,
who h.:t • balTO built n..rby to hou. his men and 'CJjlpment. urvmw allows it because the presence of At.r's men
provides mal1l protection I9llnst.twek.nd btlnga him additional revenue. At one time, At.r pl.nned to .ttack the slr0f9l0ld
and occupy it for its Itr... valu., but an agreem.nt w.. reached with l.t'l91'ar to lellll the l.nd ne.r his uronrjlold on
which the b.,-=k stands for 200 GP per month.

l.nF'af,' ruggecHooking Fi~ter,h.betnmentloned In many loc.llegends. He c.rrles a rpagic SWord possessing many
special propertiel. Rumor has it th.t lan~.. is in league with several Demons planning to usurp At.r's position, but there is
no h.rd evidence of this, so besides being a mil itarv OUlPOlt against foreign invaders, Atllr's men are there to keep lan~.r

under suMinance.
All of l.nwn"'s 150 men are armed with +1 longlWOrds ...d wear B...dad armor over light green tunics and iron Hel·

mets. They .re ClS fTR, AlN lEX. lVl 1 . 5, HTK 30 . 36. ARM ISA, ACl 3. WPN +1 Longsword. lar\9Tlar has an ex·
tensive .nnory in his strOf9'lotd cont.ining mlllV LongMOrds, Spears, Crossbows, Longbows, Shields. Maces, and Flails.

NAME CLI ALN LVL HTK ACL ARM PSL STR INT WI' CON OEX CHA WPN
l.,.nar the Fi"'ter FTR LEN 071 037 002 086 123 189 178 167 177 156 178 +3 Loogsword
Dudi, the C.t FTR LEN 051 035 003 070 102 178 146 134 1'- 102 134 +1 Longsword
Lopl.1l0 FTR LEN 041 034 003 070 102 187 102 145 123 156 101 +1 Longsword
Ouint Kedla-n FTR LEN 031 033 003 070 082 177 146 187 112 101 167 +1 Longsword
Amper Two-Toes FTR LEN 021 032 003 070 082 156 123 134 112 113 187 +1 longsword
Wen Hawker FTR LEN all 030 003 070 003 176 124 122 164 166 102 +1 Longsword

Ho Chi's C.I.

Ho Chi's Castle is located .bout five miles south of Gishmesh. and some of the anned forces of Tarantis are always on
patrol there. Ho Chi is graciOllS about the forced protection by the men of Atar the Lion and occasionally provides. banquet
for the troops complete with entertainment to break up the monotony of the military life.

HoChipurch.sed the land from Alar the Lion .nd built his castle on it with the ul"lderstandlng that it would also be used
as a milit.ry outpost. although the troops .re actu.lly st.tioned in Gishmesh. He has many servants and slaves, and his castle

, is elaborately decor.ted and I.vishly appointed. His femaie s1.ves sometimes serve as the means of entertairvnent of the troops.
Ho Chi. an old and venerab6e m.... hIS made his w~ successfully throujjllife by meeting the challenges before him with cun·
ning and imagination. His courtesy to the ruler of Tarantis is not without ulterior motive. The soldiers often unwittingly
provide him with inform.tion about the city state and its defenses that he pl.....s. in time, to put to his own use. His serv.nts
and followers respect him because of his f.irness toWard them. but he can be very severe toward .ny milCreant in his employ
.nd prizes loy.lty above nearty alt other .ttributes in his followers.

NAME
HoChi
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FTR
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ACL ARM
002 085

PSL STR INT WIS
123 156 181 157

CON
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OEX
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+3 Banle Axe



Geographic Gazetteer
City State Campaign Map 0,... Rorystone Road 2410/2510 Ered Perack 3109/3409

Moonraker Moorlands 2317/2517 Matmata Caverns 3013
Nom, Hex No. Troll Fens 2420/2622 Lemur Peak 3014
Hodar Rapids 1205 Twilight Road 1809/2623 Midniltlt Goddess Hills 2824/3225
River Gnarith 041410517 Mannist Marshes 2223/2525 Ghinarian Hills 2931/3333
Marling Stream 0217/0517 Green Gate Passing 2328/2528 Oueans Waste 3002/3202
River Brisky 0517/0818 Herald Peak 2328 Old South Road 2801/3313
River Syfwitch 0611/1206 NazharrO'W' Woods 2908/3110 Bellystone Ford 3308
River Buckol 0722/1121 Old South Road 2623/2823 Fogbound Forest 3313/3515
River Erlag 0225/0330 Demon Ton!IJe 2905/3004 Eyestones Jungle 2820/3827
River Fairgem 0330/0626 AddelWood 3215 Owl's Head Peak 3502
River Elvenstar 0728/1130 Dearthwood 2617/3422 Arthiop Mud·flats 3710/3810
Steadfast Stream '503/1604 Varin's Firth 3225/3325 Oamkina Bay 3612/3713
Devil Whip Aapids 1815 Hetflas Dunes 2832/2833 Whetwyd Timber 3902/4503
Stonecast Stream 1717/1718 Ered Losthain 3132/3332 Lake 0 the Temple Deeps 4205/4305
Rivor Wakoful 12321'2029 Goodholm Haven 3206/3306 Dolphin Bay 4603/4803
Rt~er Stlllrtng 2014/3110 NeuwIQINeck 3527/31627 Bay of Trespasses 3419/3719
River Sevarn 2612/30'3 Fatherhorn Mountain 3432 Vigil Sound 3425/3625
Conqueror, River 2623/3721 Saddlebow Path 3804/3705 Cape of No Return 3730
River Inflow 3312/3611 Porech WIIh 3507/3707 Mignibet Say 4828/5028
River Alderock 3116/3613 Ceadroot M..sh 370814008
Estuary of Roglaroon 3622/3713 Gaconfokt Plain 3715/3815 V•..., of the Ancients eam.-ign Map Th,ee
River Modron 3817/4122 Pllin. of Cairns 3728/4028
River Dlfrlng 3916/4318 WellniWl Field, 3731/3831 N... Hex No.
River Gilriflg 3721/4020 Desolate Swamp 4218 River Oor 0305/1603
River Hagrolt 3621/4226 Grawn Hollows 4332/4432 River Oakenrun 1005/1407
Archlin Stre.n 4126/4226 Wiz..d Web Crossing 4725 Tlguatis Wood 0306/0807
Brytalin Stream 3228/3225 Breen Hili, 0207/0510
Gorbad Stream 4519/4819 Sarbaritn Altani. Campaign M.p Two River Wererat 0313/0609
River Torn 4424/5123 Cloudrif Tor 0702/0903
River Twiling 432814829 Nom, HuNo. Arkala Stream 0716/OSf]
Kinner Stream 413314428 River Highcourse 1010/1113 River of Grief 0618/1114
Rocky Rapid. 2407 River Ayetha 0917/1416 Bay of Kantaroon 04'8/0618
Merrilin Stream 372013818 River Whlte-worm 0419/1021 Wld,lth Woodlands 0415/0918
North Mantle 030610506 Labyrinth RlYer 0823/1130 OJay of the New Moon 1319/1619
Plateal of Bendlgroth 0108/0408 Stream of Shroud, 0828/1027 Wltch-wite Glen 0806/1006
South Mantie 011210212 Ever1astlng Stream 230'/2503 Blackrock Peak 09'0
Witches Court Marshes 0216/0416 River Greyrush 1807/2802 Ered Morltlain 1111/1311
Stonefolk Plain 02'9/04'9 River Carvaron 250312805 Goldenhom Summit 09'2
Crossings of Ouath ~3/0524 Elder Stream 2506/2707 Minotaur Hills 1502/1604
Grimlon Outlands 0325/0525 River Angor 1815/3107 Sumpter Beast Wood 1905/2406
Grimalon Plains 0632/0832 Blazing Stre." 1621/1821 Hardaln Tor 1605
Wildwood 053310633 Samhain Stream 1724/1826 Ododharaun Mountains 1406/1906
SilvelWood Valley 1210/1311 Aiver Endgate 1628/2424 Plain of Skulls 1209/1610
Willowmead Valley 0915/1116 Rillcut Stream 2509/2910 Olokon River 1707/2014
Werewood Crossing 1017/1217 Aiver Ghorbund 2213/26'8 Raven Pinnacles 1413
Darkling Woods 0820/1120 Onslaught Stream 2128/2227 River Newh.n 151B/1813
Smokewood Fens 1021/1221 River Laer 2411/2812 Wailing Stream 1715/1716
Battleplain Gwalion 1225/1425 Skiltholm Stream 2622n724 "'arshes of Aykyurie 1901/2503
Boslcin Wood 1028/1229 River Fairhills 2628/3128 Dark Crag 2308
Romillon 1133 River CedalWade 2533/3129 Falls of Nome 2011
Harridrim Cap 1306 River L10bregather 3504/4808 River of Pleasure 1820/2119
Emporers Way 1612/1711 Vikram Stream 3907/4006 Jade River 2223/2421
S'Narthlad Plain 1419/1619 River Mageven 3308/3811 Kishar Forest 2223/2425
Keystone Peak 1825 Murmuring Stream 3709/3809 An.tos River 2129/2531
Cro_ings of Aicaridge 1628/1829 River Leyjara 4806/5106 River Belrush 1932/2233
Prydon Plain 1633/1833 Starjewel Stream 4406/4507 Woodmother Forest 2032/2428
The Carrion Abyss 1708/1808 Whitecrown Stream 081210913 Oyriowall Woods lB16/2214
Rathold Valley 1610/1810 Cladald Wood 080110902 Waylay Pass 2612/2713
Sabre Scarpe 1809/1910 Selget Haven 040910510 Nantor Stream 2611/2811
Ered Cantref 1827/2028 Windgod Hill. 0712/1413 Gamphasantel River 270413107
FaUs of Bananit 1829/1930 Knash'rud HIJttlands 0919/1119 Tipock Marsh "2907/3207
Majestic Fa.tness 2207/2307 Tritoni. M..... 0419/0621 Rive, Faersala 2910/3114
Phantom Peak 2108 Skull-rack Hills 0623/1025 Boneflre Abyss 3114/3314
Howling Hills 2116/2118 Oemalf Wood '031/1132 Redrock River 3206/3707
Majestic Mountains 151312605 Streit of Clashing Rock 150811708 Portent Rapids 320613406
TwinhornPass 2'27/2227 Straits of Maentag 1024/1324 Vaney of the Ancients 3108/3508
Lansh-.Cap 2130 Lagoldurma ~ngle 1807/2616 Rlvar Midrun 3206/3702
Cfoudwall Mountain. 2131/2331 CameUian Plains 1818/2218 Rive, of the Ancients 3009/4711
Fiery Scarpa 2333 Castellan Mountains 2623/2634 Silent Abyss 3802
NimbJs Tor 2403 Bludgeon Peak 2523 Navel Valley 4003/4104
Thunder Crag 2605 Madcat Mountain 2527 Tethered Dale 3805/4005

River Tallmage 3510/4205
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River Malcourt 4310/3714 Galway Stream 4124/4223 Lythshin Marshes 4904/5004
River Slughbury 3711/4415 River Mageven 4324/4225 19omar Hills 4510/4710
Belateine Stream 4204/4406 Leland Scarpe 4127 Orad Mountain 4810
Incala River 4406/4509 Anshar Forest 4228/4428 River Xenia 4210/4609
Coffer Stream 4207/4308 Braztook Hills 4233/4633 Dragon Wood 4708/5215
Aran Marshes 4210/4511 Shadow Lake 4728/4825
Finmaer Thicket 4212/4413 Pantera River 4828/4830 City State of the World Emperor
Attatuk River 4806/5001 River Dashiell 4927/5228 Campaign Map Six
River Hraingien 5008/5112 White Peak 5030 Name Hex No.
Oua!JTlire River 4611/4912 Terad Range 4931/5131 Lake Pernicus 0306/0407
All-Nook Wood 4914/5015 Burntface Volcano 4933 Pinnacle Mountains 0206/0613
Egalgina Headwaters 5015/5117 Hurpy Scarp 0513
Resplendant Ridge 4615 Valon Campaign Map Five Valley of the Dead Queens 0216/0517
River Rumnagel 3226/3321 Glass Mountains 0121/0523
Sioestead Stream 3517/3818 Name Hex No. Crystal lake 0422/0523
Vanqhor Ford 3718 Fountain Hills 0301/0704 Berserker Wilds 0125/0425

1River Maerplaln 4120/4419 Wildertand Mountains 0501/1403 Bestial Barrens 0231/0431
lake Oundain 4419/4520 Tower Mountain 1402 Dacil Vonidar 0711/0811
Zvengatorian Mountains 451B/5020 Hills of Eyes 1301/1701 River Flee 0317/1414
Glow-worm Steppes 3324/3724 Holly Ridge 1304 Starrcrag Mountains 0517/1118
Dar Undine Desert 4227/5226 Warlock's Bane 1106 Headspring 08t9
Djutu Waste 3830 Bludgeon Peak 0604 Obsidian Citadel 0619
Ember Hills 4626/5128 Listin Vale 050610606 Serd Worms 0721

Dancing Dain Valley 0108/0308 lake Saffrin 0528/0626
Taranti, Campatgn Map Four The Great Forest 010110405 Spire Falls 0923

Strongplank Woods 1109/1809 Amber Ford 1125
N"". Hex No. Twixt River 1407/1809 Slithytove 0626/1528
River Eldhraun 2507/2509 Sanctuary River 1007/1110 Eleph Territories 1001/1401
Vernal Stream 2507/2605 Cliffwall Stre<rn 0808/0809 Sharryn River 1108/1809
Firevine Wooo 2008/2112 Winding River 0809/0911 Shimmertree Vale 1012/1911
River Redstone 2012/2214 Hearing Hills 0607/0709 Kendhras River 0818/2119
River Astorian 2516/2718 Onslaught Streams 020810309 Smirge the Eerie Eel 1223
Aversfield Stream 2219/2319 Wane River 0309/0712 Celedorinlin 1428
Magain Flats 2221/2421 Harthill Stream 0510/0611 Nest of Vipers 1330
Dahute Bay 2128/2328 River Geldhraun 0312/0511 Chekulon River 0621/2124
Dyrfirwall Wood 232612925 Marshes of Rarezac 0214/0514 Crown Knoll 1727
Starfalls Stream 2520/2718 River Landsfich 0612/0814 Dankbark Forest 1334/2134
Westvale StrelWTl 2611/2712 Forest of Valdoren 0109/0221 Bone Hollow 2003/2103
Jarmeer Plain 2714/2914 Downland Plain 041610916 Zirzus Plain 2105/2305
Remenant River 2819/2821 Darkling Stream 0215/0417 Pebble Straits 2408
River Azurerain 2327/4407 Fekhegg River 0417/0918 Brotbuckle Briars 2114/2414
Belit Road 2327/3430 Faring Stream 0219/0319 Ghan River 2516/2520
Pigford Stream 2829/2929 River Apsat 0220/0321 Shelter Haven 2321
River Trollhraun 2631/3129 Stumpy Point 1511 Utscur Bogs 2128/2427
Brath Wooo 2732/2932 Oberford Bay 0813/1010 Plain of Eba Aba 2129/2833
River Bushkill 2930/3532 Wolf Point 1019 Soppy Hills 2228/2932
Bubbling Stream 290913008 Bay of Cayerva 0321/0325 Muck Bourn 2831/3131
River Barguizer 2710/2808 Forsooth Forest 0124/0526 Shorn River 2529/3331
Ford of Gywain 3110 Silent River 0327/0526 Cesspin Boggs 2828/2930
River Khagar 2710/3509 Shimmering Stream 0322/0328 Elsenwood 2119/3725
Pikwik Stream 3111/3211 Ered Mar 0129 Vapor Hills 2527/2828
Wayfarin~Stream 3114/3415 MislWOod Marshes 0330/0430 Phouth Bogs 2628
Mooren ails 3911 Pinewash Stream 0728/0927 Shilly Shallows 2620
Wise Pillar Forest 3812/4013 Elysian Reaches 082810929 Stay Falls 261 i
Deercreek Stream 3220/3421 Changeling Forest 0627/0729 Nurn River 2611/2910
Forest of Crying Wood 3222/3622 River Erath 0430/0631 River Snikle 2706/3008
Alder Thicket 3833/4134 Holtygrove 0130/0232 Iso Monster lake 2703/3104
Marshes of Rust 3732/3932 Finmaer Thicket 2201/2602 River Mush 300413506
Hills of Fil!henor 3328/4128 Northfarthing Stream 2601 Lair of the Three
Silverfalls Stream 4405/4505 Rost River 250212503 Witches of Marmon 3105
lake of the Crown Beas"4406/5106 Ninuflan Bay 1504/1801 Marmon Mist 2906/3308
River ltIysha 4807/5207 Shielding Mountains 4101/4705 Upper Stickthorn 3410/3616
lionlair SlreiWTl 5009/5109 Brazen Hills 4002/4404 lower Stickthorn 2713/3616
Foothills of Cragsen 4811/5214 Glittering Peak 4403 Sprinkle Creek 2821/3117
Plain of Ten Battles 4414/5015 Shadow Valley 4005/4205 River Lea"der 2718/3328
Newgate Stream 4016/4315 Golden Hills 5002/5202 Freeman Fields 3129/3329
Relentless River 3517/4119 Ruling River 4803/5211 Holy Mounds 3423
Bizet Stream 4220/4319 River Greencourse 390714805 Ouessen River 330913609
Dobbin Stre<rn 4818/4919 8lazing Stream 5104/5202 Stickthorn River 3616/4119
lIauallis Woods 5016/5218 River Baly 4906/5104 Hradd Ruins 4022
Ben·stone River 5019/5222 Widelock Stream 5007/5106 Trident Gulf 3727/4223
Bearskin Stream 4623/4722 Dark Woods 4108/4410 Tanngrisner 3808
River Nordale 4424/4623 Shardwood 5205/5206 Rakshashas 3810
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Adder Copse 3801
Lalyn Estuary 4303/4304
Aves Sanctuary 460215002
Leather Shoals 4305/4405
North Mantle 5204/5303
Talaway 5304
Plateau of Bendigroth 5005/5205
Lake Pitts 4707/4807
Nathai Obelisk of Fei\tl 4307/4308
Yang Khoila 4311
Gigabolt Mountains 4411/4612
South Mantle 5112/5211
Druid Hold 4312
BaliClJr Crossing 4313
Hyando River 4212/4319
fdl:lyrQII5pout 4514(4612
Brigand Hills 4614/4916
Srnilch Chasm 4615/4716
Billow Torrent 4416
Thistledown Forest 3715(4720
Rock Falls 4411
Ladd River 4720/6116
Hoary Mountains 5021/6126
River Buckol 6022/5224
Biuer Ridge 482615026
Nho River 4630/4929
Emperor Fannlands 4226/3526
Nereus Firth 3429/3529
Villain Cliffs 3628
Serf TerrlOll 352613625
Cape Salmo 3722

o..rtlands Campaign Map 8ften

Sea of Five Winds Campaign Map Eight

Name Hex No.
Vastern Canyon 0503/0703
Buto Buue 1401
Spice Bush Stream 1304/1306
SCrnhaln River 1306/1806
FNlith Stre"" 1307/1408
Tomowood 060910911
Sekmet River 1610/1711
8entbriar Gulch 040910509
Saddleback Mountains 030510411
FolkwelJlth Stream 1313/1612
Viper Stream 0413/0614
()pet River 1313/1414
River Gl1merek 0614/0716
SwaUowtail Stream 041510516
Destathrone River 0814/1614
Brinth River 0516/0715
Card River 1716/1816
Sc.1et Forest 1014/1722
Hikaloth S1fe"" 1318/1517
Gerfalcon River 1720/1920
Goldenshorn Peak 0820
Ophirising Stream 132111720
Tethered O,le 0124/0324
Windwail Bluff 0924
Seithor Gulf 2122/2322
PlClri Rtdge 1424/1624
Stibium River 1926/2424
Widestrtde River 2327/2823
Dragonsp,te Geyser 0927
Semele Streamlet 1626/1926
Smokevelt 2325
Larak River 2527/2724
Zamilak .kingle 2526/2929
Viceroy Mountains 0729/0734
Pallid Cliffes 0930
Hutam,h Jungle 1030/1333
River of ProsperitY 1729/2327
Cougar Stream 1529/1729
Tanglebush Stream 2827/2828
Eye Ring Stream 1729/1731
River of Whitehorses 2828/3027
Windward PeninllJla 4702/4802
Needles Peak 4404
Pardolock Jungle 4705/4804

Elphand Land, Campaign Map Nine

Name Hex No.
Land of Beasts 0204/0404
Gushing River 0122/0913
Plain of Lethe 0730/0930
Sidhe Hills 0625/1525
AdsuUata Stream 102412120
Folkv...gir Forest 0119/1621
Swamp of Red Ferns 0916/1216
Nizer Hills 0117/1316
Fin,l Pass 1316
AI-Taml,in Marshes 0415/0916
Spinster Stream 0317/0812
Victory Bow Streln 061110809
PromineflC8 River 1001/1104

Lenap Campaign Map Ten

Name Hex No.
Infinate Desert 0101/2803
Menuquet Plains 0133/0333
Ameratat Forest 0631/1033
Tu·pimare Hills 0220/0926
Govannen Scarpe 0925/1225
HrgesveglarPass 0517/0717
.kingle of the Sweet Smelling

Death 1114/1316
Molting Mountains 1512/1710
Matden Peak 1710
Great Roaring Jungle 1614/2112
Astutaek Jungle 1622/1920
West Ford 1324
Vex Ford 1324
Amasis Hills 1325/1526
Didgewater River 1224/1625
River Ghazelbiilr 1229/1629
Valtey of Vitiation 1133/1333
Cherlndan Forest 153011630
Mantith Forest 1327/1628
Dangerous Jungle 2117/2516
Charging River 211712415

N....
Blistering Dunes
Inferna Welts
Dpressing Sands
Elemair River
Scout's Pass
Haunting Range
Patchwort Desert
Forsaken Bridge
Turinian River
Wandering Sueam
Cabral Jungle
Stoning Valley
Desert of Blood
Kantaron Summit
Fire-emerald GroUo
Valley of Repose
Wetlands PassinQ
M~repone River
Hills of Naught
Lifebane River
Anquet Cataract
Pendate Sue."
Hollowcaste Moors
Eladen River
Bullmaster Jungle
Grand Fordway
Place of Reeds
Cording Stream
WefYing Streamlet
Cleft Roads
River of Maldevar
Elftears Creek
Underwing Jung6e
Redunds Stream
Mor..,da Stream
Redshaft Fens
Holdsforth Sueam
KestOfil River

Hax No.
0518/0718

0623
0729101l29
0803/1306
1208/1308
1410(1610
010613334

1103
1406/1504
1407(1509
1301/2302
190912109
2208/2309

1910
2014

1920/2120
1924/2124
2215/3020
2219/2820
2120/2321
2521/2821
2907/3007
2612/2913
2524/2723
2728/3028

3005
3107/3307
3009/3106
2822/2929
2318/3403
320713007
3311/3312
271814320
3224/3323
3323/3423
3229/3429
3716/3913
3716/4119

Ered Demivand
Teithoir River
Silvemo(ft Ford
Cestmast River
Tuirenn River
Begrown Vale
Westlands
Gristly Jungle

3729
2723/4419

4323
4224/4522
4528/4830

5003
4906

5010/5210

Guarding Range
Hawksridge
Wildrider Pass
Ellvagar River
Red River
Whitepeak
Jutting Peak
Kukulcan River
Tamesis River
Eagle Point
Hvergelmir River
Range of Dissension
Talisman Point
Mistaken Pass
Haurvatat River
Oar... Hills
Atetan Mountains
Vast lake
Liltltning Peak
Sulfur Bog ofWilset
p...ijate Forest
Oldenhain River
Gients' Bog
Lords Mountains
Obstruction Pe,k
Rising Point
Sitensein River
Stre." of Rolling Stonas
Torn River
Glazed Lake
F.,tarain River
Bluelaking River
Quill L,ke
Oeeprock Lake
Hydodoraun River
lrminsul Forest
Puffer Stream
Winter Peak
Lost River
Snake River
Kelpie River
Hone Stream
Oakseer Stream
Forbidden Forest
Oak Brook
Greatflood River
Wildardale River

1107/1109
1108

0910/1010
1112/1414
1607/1908

1709
1810

1611/2525
1717/2717

1818
1919/2418
2104/2809

2306
2006/2406
1906n309
2009n611
2712/2913
261512816

2819
2321(2923
2702/3003
280912912
3114/3313
320413803

3304
3309

350913910
2910/3008
190813913
3214/3416
2720/3216
350114003
350613605
3909/4312
3720/4120
0119/5232
3522/3920

4203
4110/4905
4707/5007
4610/4710
4411/4812
3917/4314
3914/5220
4820/4917
3517/4522
4023/4425
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NOTES

••• of the Blelt CamPllign M.p T...".

Ebony Coa.t Campaign Map Thirteen

Ghinor CamJHIign Map Eleven

Silver Skein "le.
Campaign Map Snent..n

130212406
2110

1716/2215
1913/2123

2022
2321/2428
2133/2734
2506/3007
2512/2615
2215/2615
2615/3017
2919/3125

3022
2428/3230

3127
272613832

3230
3423/3827
3220/3820
0523/3316
3216/3716
2701/3504
3316/3814

4825

Enchanted Walk Hills
Old Shroud Temple
Windlow Mounds
Braehill River
Elvenslege Ford
Fire Bar River
Sacred lock Forest
Fallgon Forest
Vasthedge Stream
Salteye Stream
longknot River
Weststad River
Feldnick's Ford
Quick Fellow Stream
Harrim's Pass
Bendarloin Mountains
Rast Peak
Bridgeflower Timber
Searwing Hills
River Ouickscale
Stra~t line Forest
Forback M_shes
Goldeham Estuary
Cape of Winding

2309/2910
2709/3309
2415/2917
2917/2920
3902/4103
330713806
3307/3707

Hex No.
270312704
4729/4730

Hex No.
2826

4301/4502
4503/4506
4603/5007
313113529
2934/3426
2632/2931
4133/4334

Nom.
Lalce of Visions
Lake of the Gods

Turgid Hills
Hut;rn;ia Jungle
Dark River
Bay of Danger
Sunvale River
Weeping Forest
Endless River

Nom.
Devilstoogue Peninsula
Cruaich Mountains
Deer River
Ashwood River
Ravonsdaath Swamp
Meu MllU River
Shady Hills
Great Unctuos Swamp

Ament Tundra Campaign Map Fourteen

Southern Reache. Campaign Map Sixteen

The Isle. of the Dawn Campaign Map
.. Fifteen

Hex No.
3212

3709/3710
0831

2133/2333

H.x No.
0117/0715
0222/1025
061910720
0721/1620

1121
0721/1024
022711226

1524
0814/2516
1402/2801
100911303
1705/2911
182412325
1621/2523

2424
2713/3314

2723
3225

332913830
282313225
352313622
3914/3919
381314211
3415/3906
4101/4402

4312
4224

3827/4627
382815030
451815014

4708
4607148lJ7
4707/4804

3833

Nom.
Frosthedge Rise
Rising Say Forest
Pellin Run
Beldenwood
Sylvan Wen
River of Golden Song
Morkymirth Hills
Ivy Bill Ford
Dienstatl Hills
Screaming Hyena Jungle
Danellion River
Joyful Demon Hills
Cliffbottom Marsh
Abbou Ouest Hills
Fuller!ns Pass
lizard Mane Swamp
Blue Arbor Cliff
Pass of Joythang
Candle-Doom Wood
Over Doom Mountains
Brown Thorn Peak
Famoran River
Calenvlcar Swamp
Singtretlian River
Swwnp of Many Eyes
Shadow Castle Rise
Silvertlolm Ford
Doornail lake
Overmist Wood
Forest of the Deaf
Pass of the Atm
Wooling lake
Westfond Creek
legiongate Pit

Nom.
R.rf.ce Harbor
Wellintook Bay
Sailor's Bane Cape
Sandover Plain

Hex No.
4024/4224

Hex No.
3803/4809
4206/4606
4811/5109
4015/4412

4826
412914527
470415206

Hex No.
0302/1005
0120/0419
0124/0423

0324
032810720

0423
0713

0403/1603
0805

0523/1122
0524/1224

1224
1001/1202

0005
133011833
1527/1723

1622
1421/2022
1311/1511

Nom.
Sindelerian Bay

Nom.
Thunder River
Shimmersink Marsh
Sand Creek
Starlight River
Dragon Dome
LoftY River
Buckhorn River

Nom.
Don Jackal River
Arrisfforn Hills
Moonsong Rapids
Gold Covet Ford
Bless Roof Forest
Falls of Song
Pass of Sighing Stone
Penance Swamp
Kingssun Tower
lighthedge Canyon
Ughthedge Ridge
Orcbait Pass
Ellission Jungle
Kingssun Ford
Dark Castle Marsh
Fire Tee River
Winterton Ford
Pearl Tower Forest
Wandbury Plains

Due to a prevailing religion in this area
which prohibits the naming of the earth
or any natural obtect upon it, such as
riveft. mountain•• and forests, no names
of any terrain features appear on this map.
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Rumor Table
When I player attempts to pry a few rumors from the loc.1 populace and is successful, use this table to determine what

the players will hear. The abbreviations used .re: (T) True, (F) False. (PI Partly True (Judge's discretion is sometimes needed.)

1. A half-sunken Wizard's Tower is locat'ed 85 miles northwest of T.rantis. Great treasure lies unguarded there. (PI

2. An incredibty knowledgeable Sage lives in the western pin of the forest on Shillelah Isle. (PI

3. Traces of .Iong-forgonen kingdom have been found about 15 miles northwest of Arrowdale. (TI

4. A Hydra is known to prowl about the Terad Ranges west of White Peak. ITl

5. A mystlc;al forwne-teller lives alone on the I$le of Midjoumey 90 miles west of Tarantis. IT)

6. A great Dragon inhabits the lake of the Crown Beast far to the northwest of Tarant!s. IT)

7. Pirates prowl the Azurerain River. (Tl

8. A great Cyclops ~ards a fabuloos treasure in the Hills of Filthenor. IF)

9. A large community of Dryads live in the Firevine Forest. IF}

10. A large sea monster has been si~ted at the mouth of the River Trollhraun. IF)

1,. A short, ugly race with weapons of "flaming tubes" h. tunneled up from the undl!flNOrld just oorthwest of the Movren
FaUs.IFI

12. An.~ Cleric on Taphos Isle desires companions for. long joumey. (PI

13. A gold shipment was wayl.id on its WWf to Tarantis from G.n..... • nd several bags of gold are hidden in the bushes by
the Belit Road near the Stonebridge Stream. IFI

14. A magical. Wish-fulfilling Mermaid lives in Shadow Lake. IF)

15. The Lake of the Crown Beast is inhabited by the King of the Water Elementals. IF)

16. A Cyclops inhabits the Isle of Grath some 70 miles northwest of Tarantis. and he guards a huge pile of golden armor
and weapons. IF)

17. There is a large pirate treasure trove somewhere on the Isle of Hornwrith 65 miles northwest of Tarantis. IT)

18. A pirate stron!tlold is located 75 miles northwest of Tarantis on the Isles of the Wolf·Liege. III

19. Supply caches for the Tarantis Navy are buried on the Isle of Plaxsy just 25 miles wen of Tarantis. IT)

20. Strange creatures have been seen outside the village of Stonebow. The farmers are afraid to go out at ni!tlt. IF)

21. Garlow. the Trapper on AS$8ssin Lane. hides his gold in his basement. IF)

22. Nab the Curt. Lamplighter on Bri9andine Drive. is a great $OUrce of information on those who come OI.It at ni~t. (T)

23. Melanin, a Huntress living on Ghasting Lane. owns iI magical Longbow. (F)

24_ Goshdang (Aat Extenninator on Vampiret Row) has mithflll coins stashed away somewhere. IF)

25. Bark Hammerhead (Spelunker for Hire on Gossamer Aow) has hundreds of gold coins secreted in his house. in
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26. Jak the Axe of the Old Axe Tavem and Inn on Valiant Promenade owns a magical Battle Axe. (T)

27. Mergatroid the Mischievous (Old Axe Tavern and Inn on Valiant Promenade) owns a magical Knuckle Ouster. (T)

28. Trim Glimpin, the Scribe on Everon Alley, can translate nine different lan~ages. (F)

29. Benfret the Fortunate, the moneycnanger on Pilgrim lane, has many thousands of gold coins in his vault. (F)

30. Chingar Shriven (Ching's Chow on Black Rose lane) is the leader of the waterfront toughs. (T)

31. Rag Muton is a very sly Thief, but his meats are excellent. (T)

32. Orwvthy Roundbottom, a baker. is looking for a party of adventurers to join. (T)

33. Bannow the Till can sell you some excellent c.-nels and horses. (T)

34. An art smuggler is orglnizing an expedition into the Temple of the Accusing Finger and seeks to obtain partners for
other adventures. (T)

35. Zorah (Zorah's House of FortUne on IItutmish lane) may be the richest person in all of Tarantis. (P)

36. Garlow Girvan, a trapper, sells rat hides, trying to p8$S them off es beaver pelts. (F)

37. The lamplighter is actually a Vampire, which is why he is never seen during the day. (F)

38. Mellnin, a Huntress, has been known to kill Dwarves on sight. (F)

39. The Tarantine Guard is seeking six new recruits. (T)

40. Bork Hammerhead knows where the entrance to the City of Gold is. (F)

41. Jak the Axe is actually a wanted Assassin in hiding. (F)

42. Mergatroid the Mischievous is actually a shape-dlanged Pixie. (F)

43. Two pigeons have grown immensely after eating gravel or seeds in an Alchemist's laboratory. The pigeons are flapping
about Coral Row, too heavy to fly.

44. Kobolds and Goblins have been attacking parties on the Stonebow Road. These two tribes have never banded together
before, and, between them, they have a combined strength of numbers equal to the task of laying siege to the landward
side of the town. (T)

45. A grain merchant has just been robbed by three escaped slaves and is offering 2 GP for their capture. (T)

46. A churl has just run over a well-known spice merchant with a wagon full of ale kegs. (P)

47. Two Pixies are touring the inns seeking an aged Wizard and three Halflings traveling with him. (T)

48. A bootmaker has been kidnapped by a Wererat and a female Ogre on Dragon's Walk. (T)

49. A wall of darkness is advancing out of Altarchant Alley. Screams can be heard emanating from the intense darkness. (P)

50. A Gaunt has been seen entering Crossbow Atley just after dusk each night. IT)

51. Jareem the lucky, a fisherman, owns a magic net given to him by the Oueen of the Mermaids. (PI

52. The "Fiery Undine," a corsair from the City State of the World Emperor, has just docked, and unloading crews wilt be
needed at dl'Nn. tn
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53. Giant Cockroaches are swarming down Fustian Way, fleeing a Mage·Exterminator named Virlious Trimelter. IT)

54. A moneydlanger is offering 150 GP fOl'" the capture or the head of Gengorn the Reckless, a master Thief recently seen
on Gremlinvex Drive. IT)

55. Tywald Al1Iian, a falconer, is actually a shape-changer. IFl

56. A Vizier was seen landing atop the Epilogue Inn on a flying carpet last night. (TI

57. The Slippery Rock Cafe is owned by two Nymphs. (T)

58. The Seneschal of the Bronze Runesword is recruiting marines at the Singing Ogre Inn. (T)

59. Tho GhoulJ of tho Scarlot Shadow, a S8(;ret cult dodicated to the lynching of highly intelligent notables by the light of a
red moon, is holding a foreign Sorceror until conditions are right. IT)

60. Kaoshin (Cash and Carry on Lizardhole Street) is looking for a discreet Assassin to hire for a special job. (T)

61. The bronze Dragon statue in The Dragon's lair on Whalebone Alley is where Zene hides his treasure. (T)

62. A dimsighted Hobgoblin just set a large, bronze cauldron down upon a drunken guard, nearly killing him. (T)

63. All merchants are increasing their prices by 50% tomorrow. (P)

64. A well·known liar is claiming to have seen a huge pile of treasure within an ancient crypt in the catecombs and a Burrow
Wraith standing at the slab door,laughing. IT)

65. Lara (The Bronze Palm on Beggars Row) is an expert at reading palms and foretelling the future. (T)

66. The Baked Apple (on the Street of Gargoyles) is the home of a psychopathic killer. IT)

67. Taman the Brisk (Dueling Swords Cafe on Bushkill Avenue) runs a fencing operation which is protected by the guards
of Tarantis. (P)

68. A band of Wood Elves have just arrived at the South Gate carrying a high Eleven lord who was killed by a Wereboar. IT)

69. A rotund merchant and his six guards are being terrorized by six mercenaries and two Dwarves while townspeople pillage
the merchant's caravan on Amulet Highroad. (T)

70. A magical dog lives at the Pebble and Pot on King's Row. IT)

71. A salt merchant has a caged Harpy for sale in the Hawking Agora. (T)

72. The Inn of the Dark Star on Haghead Row serves excellent food and drink for cheap prices and is often visited by
traveling minstrels. (T)

73. The Keeper of the Castle across the River Azurerain is actually a slave trader. IFI

74. Arner Slinker, a horse trader, is plagued by Giant Spiders. IF)

75. Satin lotling is hiring archers to go Orc-hunting. (F)

76. Zahir the Chirurgen is seeking information on 8 curious disease called Mummy leprosy or Tomb Curse. (P)

77. Isima, a dancer, is looking for adventurers to take her away from Tarantis. IT)

78. Lotus Uannia, a crafter of masks, puts spells upon the masks she sells. (T)

27



79. A fortunate merch8f1t has just found. Potion of Strength in his shipment of fine wines. (PI

00. A pilferer has obtained kl\OW'~ of .leCret entr8f'lO! luding to the P.11a! sen.glio. (T)

81. A Djinni w.scalled forth from • lamp by. merchant .ttacked by robbers on P.ladiner Strut I.st night. IT)

82. The Capuin of the "Flaming Stir" m.kes most of his money in the sl.1I8 trading business. (TI

83. Two dl\Jnken Halflings have been mounted on a dartboard in a tavern nearby. IT)

84. There is a treasure hoard collC88led somewhere in the Five Stars Stables. IPj

85. There is a treasure hoard concealed somewhere in the Hypnotist Shop. (PI

86. A wom.n hIS just been atlduc:1M:t by • hideous grMf'l Q'Hture whod~edwith her Into the sewers. eT)

87. A yoem.n is seeking aid in rescuing twalve viti. mlidans c.ried off by • Vampire on GhostWin u.n.. IT)

88. The herald of I frontier noble h. unsucc:esfuUy IOUlIht lid in repelling I band of brigands led by I Demon lord opera·
ting out of the An"'", Fewest. IT)

89. A Spellbinder has just escaped from jlil with the help of. Witch Ind a Flying CIf'P8t. IPI

90. An enemy of. player ettaracter has arrived by c.r.v......d is accomp... ied by four clanbrothers .nd I Hill Giant. IT)

91. A Spell W8IYI!r has transformed a h.p1ess merettant into I jackass just up the road. IT)

92. A Clrt hiS overturned on Trolltr., Street, rele.ti~ a Giant Sneke and three lions. (TI

93., Vice Admir.1 Sanrad Tlhir of the "Iron Prow" h. just mm harbor. He has four captured ,loops in poor reJ)lir for
sale. (PI

94. A nav.1 upeditionary force i, being organized to found a colony on White Gu.rd Island. (T)

95. A bat-winged Owlrf is chasing ... Amazon ilaO$$ the roof tops 01 Barnacle Lane. (P)

96. The visiting Lord of Pigford Manor is hiring gu.rds for his return trip home. The journey is to be throuW'l bandit ter·
ritory. IT)

97. The Sheriff Is offering 200 GP for the heifj of. muter Thief who dOls not belong to the Thieves' Guild Ind recently
stole 1 gem-ilncrusted idol. (T)

98. A galleon laden with ridles from beyond the Cape of Winding has been sunk by pintes off Redflood Point. IT)

99. A gondol. has been fitted with. large balloon by • Mage Artificer .nd is floating throuit! the air toward the Sooth
Gate. (T)

100. see Random Scenario Gener.tor TII*.
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CLI ALN LVL HTK ACL ARM PSL STR INT WIS CON DEX CHA WPN

Bazaar Booths
Fresh Fruits and VegeUibiu

Salmyi. Thonree
WIT CGN 051 008 010 015 049 105 167 178 126 134 167 D_,

Slimyia grO'WS fruits .nd vegetables on ner farm and brings them to the bazaar lodd in her wlJ9O". Oranges and apples
2 SP apiece, potatoes and corn 4 SP per beg, beans, peas, and cherries 3 SP per handfull. Slhnyia keeps. Dagger hidden in her
skirts to deal with Thieves. She keeps her money. 56 sP and 34 CP, in I pouch at her waist.

G~.. of CMonee

Grethem Gorn
THF CEN 042 023 010 019 082 126 145 126 146 178 095 D,"

Gresham runs. small game booth It the Bazaa,. He has card gimes (he cheabl HO 20". bill 9""" 1 GP to enter, .nd.
d.rtbo....d lsome of the Darts are w.i~ttd) 2 GP to enter. Prizes range from. che8P tin Otggt, to. &elmln Ng. Greth"""
two sons, Pilnor and Pa.,,!t.r, THF. CEX, LVl 1, HTK 9·7. ACl9, WPN D.sIJer tllk. tums mingling with tht crowd, picking
pockeu, or helping Gresh..., to run the booth. Cashbox 24 GP, 36 SP.

Antiqu••

Thedde the Collector
SAG lNA 072 013 010 019 056 074 178 114 123 136 166 O-.e'

Not stricdy ,ntiques. Thedd,', merchlOdise is the result of • compIJlsion to collect rarities.nd oddities. She sell. only
InOUgh to subsi.t; Ihe hates to pert wilh any of her ..find.... Ooelt of multicou.t bird-fe8th8rs 60 GP, boob of poftTy
10 GP .ech, books of history 30 GP, insect coUec:tion 5 sP, Im8l1 merb'e figurine. in v_too. posn 6 GP .ech, and .8Ihe1ls
1 cP eech. Cashbox contain. 42 GP, 30 SP,.oo 28 CP_

Fr.1h MNts

Lovll9ad Longue
FTR CNA 041 023 008 025 042 '85 146 156 123 141 166 HInd

Axe

LoYagad r.ises Rabbits and Goats .t his home outside the City State.nd brin9$ freshly-killed meats daily to the bazllr.
Rabbit 6 SP, side of Goat 4 GP,Ieg of Goat 7 SP, Adder 2 SP. His meat i. of 9000 quality, and he usually sells his entire load
each day. If any is left, he takes it home to his large family of 12 children, 2 wives, and a father-In-law. Lov-sPd will barter
for clothing and staples. Cashbox contains 11 GP. 37 SP. and 14 CPo

Trinkets and Baubles

Uphthan Lunsaw
HR CEN 074 032 008 025 046 146 177 147 156 178 167

A traveling merchant with two I_ge caru drawn by four Mules, Uphm.n duls in silk and Atln nmer"'s.t 10 GP per
bolt, v.riou. cheap trinkets and jeweiry, and, when he can get them, old artifcts PROB .%of known old artifKt. 3 Guards,
HR, LEN, LVL4, HTK 24 ·25 - 22, ACl5, WPN Scimitar, tr8V'l1 with him and guard the QrIVan 19Iinst.ttKk from INn­
dits and wild animals. Hidden beneath several bolts of silt is. copper box containing 345 GP, 123 SP,~ IP, 45 CP,.n Ame­
thyst wonh 35 GP, and an Emer.ld WOf1h 104 GP. cashbox holds 24 GP, 71 SP, and 11 CPo
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Cloth

ALN LVL HTK ACl ARM PSL STR INT WIS CON DEX CHA WPN

Piku the Red-Handed
THF CEN 042 024 008 025 042 134 121 132 158 134 137 Rapier

Piku, a new merchant to the Bazaar. deals only in silks. and his stall is overflowing with the rainbow-hued fabrics, many
bolts boasting intricate silver or gold thread tapesulted borders. The fabric is an ann's-tength wide and sells for 5 GP per
.m's·length or 300 GP per bolt. Two Guards, FTR. CEN, LVL 2, ACL 5, HTK 12 - 19. WPN longsword keep watch over his
goods.t all times. Customers include Merchants, Pirates, and Nobles. Cashbox contains 400 GP, 35 gp, and 12 PP.

Cloth

Kontrid the W"ver
FTR LNX 021 019 010 019 054 122 175 173 142 143 153 Rapier

Kontrid specializes in woolen cloth which his wife weaves from the gleanings of shearing floors. Undyed wool is 7 SP per
bolt, dyed wool (orange, brown, and green-yellow only) is 2 GP per bolt. The fabric is of fair quality, though somewhat dirty
when purchased. Kontrid would prefer to be adventuring rather than hawking fabric in the bazaar. 50% PROB he will join any
party of adventurers that invites him. Unfortunately, he is given to brawling, and it is unlikely that he would ever get away
from the City State due to his habit of being arrested for disturbing the peace. Cashbox contains 15 GP, 68 SP, and 113 CPo

Fish

Manifon Netward
FTR . LNA 011 012 010 019 043 135 116 132 153 126 164 Dagger

and Net

M."ifon specializes in the seafood delicacies favored by the Nobles, and nothing he sells costs less than 10 SP per pound.
He carries Crabs, Lobster, Bluefish, Shark, and Giant Seahorsemeat. In addition, he does a little business on the side selling
Shark's tooth and shell necklaces at 5 SP apiece. Hidden in a comer of his stall is a locked iron box trapped with Type 3
Poison and containing 45 Black Pearls worth 100 GP each. Cashbox contains 14 GP, 50 SP, and eo CPo

Fish

Romert Fishand
FTR LNA 011 014 008 025 042 114 155 125 175 145 061 Dagger

Pickled fish in barrels are displayed in this booth for 3 SP per pound. Romen offers several varieties of fish, but they
are all salted or pickled according to a secret fam ily recipe. Romert has a great fear of cats of all types and keeps a large bucket
of water handy to douse any curious felines which might happen by his stall. An intriguing mural done in fish scales decorates
the back of his stall. Romert will sell it for 120 GP. His cashbox contains 1 GP, 5 SP, and 23 CPo

Provda the Stinkard
MAG LNA 031 019 008 029 042 175 167 168 128 132 095 Hand

A..

Provda sells both local fresh fish purchased from other fishennen and salted fish from other areas. Fresh fish 3 CP per
pound and salted fish 5 sP per pound. Somewhat knowledgeable about undersea creat\Jres, she has a 20% chance of iden·
tifying a particular creat\Jre from its description and can also tell her patrons the best way to fix some of the more unusual sea
creat\Jres into tasty dishes. Cashbox contains a silver Dagger worth 15 GP, 11 GP, 14 SP, and 29 CPo

30



\
CLS ALN LVL HTK ACL ARM PSL STR INT WIS CON DEX CHA WPN

Food

Gylian Bowlbelly
fTR CNG 021 020 010 019 031 153 113 131 162 143 085 0_,

A greaslHtained apron covering his huge stomach, Gyli.n sells stews Ind fried meats from hIs stand to passers-by. Al­
though the bowls are none too clean, and Gylian is an unappetizing sight with his stained apron, greasy black hair, end dirty
fingernails. the food is cheap and good. Bowl of Stew and half-loaf of Bread 1 SP. Fried Mutton on a Stick 2 SP, Bowl of
Lamb'stail Soup 1 CP. Be,ver O'lops 3 SP. Leg of lamb 4 SP. Cashbox contains 46 SP and 14 CPo

Ch.ins

Helmer the T rewler
FTR LNG ,071 032 008 025 058 146 143 167 146 116 132 +1

Short $word

Hemer sells Ol.ns in Sm"I. MediLm. ,nd L-ve links by the foot. Sm.I·link O1.ins are 104 x the rntUl cost; Medium­
link Olains an 1D6 )C the JMtaI cost, 8nd l8rge-link Chains ar. 108 x the metll cost. Brass Ol.ins Ire 3 Sf' per foot. Bronze
Chains.. 5 sP,., foot. Iron Qtlins ... 1 GP per foot, Sliver at.ins .re 2 GP per foot••00 Gokt Ch,ins ." 3 GP per foot and
mr( only be purch.-d in the Sm.1 link size. The ch.ins .r. forged by. group of OwIMlS f. to the north who •• friendly
to Helmer. Within. triple-tocked iron box .re 156 GP, 47 SP,.nd. +1 Ow.rWln HlfI'Wl'ler. His Clshbox amuins 50 GP.
136 gp••net 26 CP.

Beam of Burden

S."a Mulem.ster
FTR CNE 040 023 003 070 054 166 147 127 166 097 157 Scimitar

BIm. seUs Clmels, HorItS, Oxen, Ifld rel.ted pack ....im.ls. He is. shrewd trader and will .twavs try to get the best of
Itly deal, but he ItwlYs has • good supply of ",Im.ls. Seven young boys help him with his ,nim.ls: they Ire his sons by his
four wiws. BIm. will .so st'" InWn.ls .t hrs farm outside of town for 1 Sf' per dlY plus 5 Sf' per week for food. He will not
stable animals for less th.n one week. Clmels 65 GP. Dr.ft Hor...s 75 GP, Riding Horses 30 GP, LiWlt Wit( Horses 100 GP,
Medium Will Horses 175 GP,HeIlV'f War Horses 250 GP. Mules 30 GP, Donkeys 15 GP, Ponies 16 GP. Oxen 60 GP. PROS 50%
of any pack animal. Roil 0 ... for possible defects: 1 ·30 None, 41 ·45 Spooky, 46·66 Stubborn, 67 . 17 Unbroken, 78·91
Diseases. 92·00 Older. S."acarries his money in a pouch slung over his shoulder. The pouch holds 57 GP. 36 IP. and 40 SP.
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Shops
CLS ALN LVL HTK ACL ARM PSL STR INT WIS CON DEX CHA WPN

AccounUint (0031 B.ad Knob Street

Lydienna the Pendant
MAG NGX 031 012 008 010 045 092 174 153 082 145 167 Dagger

Lydienna keeps records for most of the shipping merchants and has knowledge of almost all sailings (PROB 60%). She
is frequently paid with scraps of knowledge pertaining to glamours and the mystic arts practiced in distant lands. With the aid
of her charts and tomes, she can predict the length of sailing time if given the type of vessal and weight of cargo. Lockbox:
15 GP, 32 SP, 10 IP, and 20 CPo

A~r (004) h'ory Row

Merklver Nimbus
BRD CEN 041 022 008 021 082 133 174 182 153 '74 175 Rapier

Merlover's raucous humor is laced with cruelty. While notorious for his biting practical jokes, he is careful to avoid
leaving any incriminating evidence. A competent actor and imaginative improvisor, he is v~y popular and often uses his in·
fluence to ensnare his victims. Merlover spends most of his earnings on his elaborate tricks and high living. Ring 160 GP, Belt·
pouch 12 GP, 5 SP, 2 CP; hidden in feather·bedding 43 GP, 2 PP, and a +1 Dagger,

Actor (0061 V.m~ret Row

Greear Hussaayn the Ham
FTR CGN 035 020 008 021 057 175 163 123 154 157 143 Dirk

Portly Grecor won fame as a hero at the Battle of Sequit Falls some eight years ago and used his brief moment in the
sun as a steppingstone to enter the less strenuous field of acting. Impertinent and over'pompous, he frequently demands cour·
tesies accorded to those of higher social rank. His frivolous attire is often disarming for opponents, but he is a highly-skilled
duelist and trained in most weapons. Grecor has been known to join an occasional expedition seeking adventure but alwaY'
returns to the theater. Armbands 70 GP each; Pouch 6 GP, 25 SP, 2 IP; Chest Mail Tunic, Buckler, Scimitar, Great Helm,
43 GP in secret compartment in lid.

Actor (006) Zenith Lane

Sligh Malapert
BRD LGX 027 015 008 020 052 115 136 131 153 162 172 Scimitar

Sligh spends most of his time organizing plays and performances for his many friends. He is often contacted by the rich
of the city and makesarrangements to benefit part·time actors, Sligh often rewrites existing plays, improving them greatly. His
famous "Trip on I Dragon's Tail" plays at ~ast 30 times ,. year. and his room is filled with unfinished scriptsand three new
plays (worth 100 GP each). A listing of all the acton within twenty miles is tacked to the north wall. A trunk with 20 cos·
tumes. lock box with 300 pieces of paste jewelry worth 25 GP, and a full suit of Damascus Plate Armor are also in his room.
Pouch 22 GP. 10 SP. 23 GP; Ring 75 GP. and Buckle 45 GP.

o ••

Alchemist (0071 Jabber Lane

Mnemad the Forgetful
ALC CNE 032
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Mnemad was once a fine alchemist of twice his present level until he crossed paths with an envious Wizard who cast an
amnesia spell upon him. Mnemad's reputation quickly evaporated as his potions began to backfire, lose their potency far too
quickly. and explode at inoportune times. Although he has recovered somewhat, Mnemad's potions are still only reliable 30%
of the time. For this reason, his prices are half-normal, and a large sign on the wall states, "No Refunds or Guaranteesl"
Potions of Healing 260 GP, Undead 990 GP. Flying 540 GP. Breathe Water 260 GP. and Shrinking 680 GP. Two assistants:
HR, NXX. LVl 2, HTK 5 . 7. Swords, Powder of Poison Type 4.

Alchemist (008) Black Rose lane

Hogg Bagadar
Ale LGN 101 043 005 050 062 134 '87 '34 142 144 145 +1

SCimitar

Hogg is an accomplished master of his crlft ,nd has seven ,pprentices and two guards: FTR, lGX, ACl 6, HTK 4 . 5­
10·3·4 ·4 . 9, Swords. His laboratory is we+l·provisioned with ,II m,nner of ,Ichemical substances, and he usually will pur­
chase parts of fantastic cre,tures from others. Potions, gives, powders, e1ixers, essences, and gases of many types may be pur­
chased (PROe 40% of any type) It double norm,l prices due to their superior reliability (PROe 95% Goocl). The Assassins'
Guild and the Thieves' Guild have POsted notices of protection on his door, and it is rumored that seyeral nobles are indebted
to him as well. Poison·Needle Trapped Chest: 565 GP, 240 SP, 22 PP, and 110 CPo

Alchemist (0091 Gremlinvex Drive

Stedham Stedihan
AlC lGA 081 026 009 017 081 153 165 143 114 '43 142 Sillier

Oagg"

Stedham has only recently become a master of his craft and has fliled, thus far, to establish a clientele sufficient to sup­
port his experiments. He dislikes poisons and has only potions, salves, and oils for sale at normal prices less the customer's
CHA stated as a percentage. Two journeymen and two apprentices help keep the laboratory tidy: FTR, NXX, ACl7, HTK
6 - 9 . 5 - 7, Sword. Stedham creates only protective or healing substances and is in dire need of alchemical equipment because
his experiments are quite dangerous (PROe 20% per day of explosion). Sleeping Gas Trapped Trunk: 32 GP, 38 SP, 96 CP,
Griffon Feathers, Minotaur Horn, and various herbs. Pouch 2 GP, 26 CPo

Alchemist (010) Drypier Row

Shrieking IIlienna
AlC CGN 061 021 008 022 054 086 158 147 115 166 157 Wand

of Panic

Illienna is lIery excitable and, for this reason, is pione to make some sli'ght mistakes in her creations (PAoe 15% of
backfire). A well·meaning and cheerful craftsperson, she is especially noted for her special blown glass containers, cushioned
lead boxes, and glass spheres, and she can easily dellise special order containers for her elixers, powders, potions, and com·
pounds. Prisms, cusps, and lenses are also made by special order. She is especially skilled in preparations used for emotional
control and mind effects. Two workers, one assistant, and four Amazon guards: FTR, NXX, lVl2, ACl6, HTK 8·6·9·
12·3·2·5, Swords. Hallucinatory Powder Trapped, Banded Chest: Onyx worth 210 GP, 125 GP, 16 SP, 56 CP, lolle Potion,
Acid Bottle, Ruby Talisman worth 300 GP.

Alchemist (0111 PIiMiiner Street

Rhiang the Marvelous
AlC lNX 091 048 004 062 056 125 176 '85 161 152 153 +2

Scimitar
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Potions in various colored jugs line the shelves of Rhiang's shop. Each is marked with alchemical symbols understood
only by other alchemists. To protect his stock, over half of the "potions" are poisons marked with a code only Rhiang him­
self can interpret. There is only a 3% chance that any of his concoctions will fail. His latest inventions are Potions of Quickness
(doubles normal actions for 206 rounds!. Mystic Shield Potions (absorbs 3 points of damage per round for 206 rounds), and
Mage Doom Potions (Negates all Mage Spells cast upon the imbiber for 106 rounds). The new potions are 600 GP each, and
all others are double norm"al price (PROe 30% of any being in stock). Stone Golem: HO 5. AC 3, HTK 39. Damage 206. Four
workers: FTA, NXX. ACt 8. HTK 5·4·4·6, Swords. Cashbox, 768 GP, 200 SP.

Aniseu Ale (012) Ghostwln Lane

Thetadoria the lofty
FTR LNE 081 036 009 016 078 133 184 174 163 145 123

Thetadoria is a retired Amazon captain who bought her former companions a small farm north of the City State. There,
they brew an exceptional ale. Being very aggressive, she has attempted to maintain a virtual monopoly within the City State,
She has sabotaged the storehouses of competitors and, with her comrades, highjacked ale wagons outside the city. If forced to
undersell a competitor, she keeps a small supply of diluted ale. Sour Ale 5 CP, Good Ale 1 SP, Diluted Ale 6 CP, Green Ale
8 CP, Special Ale 2 SP, Fine Ale SSP. Patrons are Merchants, Guardsmen, and Dwarves, NA 406. Iron Strongbox: 12 GP,
73 SP, 125 CPo

The Smakwlng Ale House (013) Maglin Boulevard

Drexel Grey·Face
FTA CNG 042 022 006 040 043 127 134 113 152 094 084 Halbard

Drexel is rumored to be a Half·Elven outcast, and his exceptional skills as a brewer have fed the tale that his ale could
only be the result of enchantment. In fact, Drexel does use a cantrip to improve the flavor. He is assisted by four barmaids:
CGX, lVll, HTK 2·4 - 4 - 3, Daggers, and his brother, Darkside Drex, CNX, LVL 3, ACl4, HTK 25, Great Sword. Paxhis
Sterilad, FTR, NXX, l Vl4, ACl6, HTK 28, Rapier, is a well known gambler who frequents the Ale House with his six com­
panions. Good Ale 2 SP, Fine Ale 3 SP, and Exceptional Ale 2 GP. Customers include nobles, Barbarians, and Elves. NA
1010 x 3. House Odds: 20%. Cashbox: 3 GP, 22 SP, 4 CPo In his room is a triple-locked chest with 212 GP, 134 SP, 20 CP,
and a 20 GP Emerald.

Eigran's Golden Ale (014) Merchant Street

Crusty Eigran the lame
FTR LNX 031 019 008 025 042 143 157 118 138 182 128 Dirk

Elgran's alehouse is the gathering place for many merchants and traders who often finalize transactions over lunch. Signs
are posted advertising for sailors wanted to sail on various merchant ships departing soon. 15 assorted barmaids, servants, and
cooks: FTR, NXX, ACL 9, HTK 3 - 2 - 5 - 1 - 3, Daggers, and 8 workers in basement brewery: FTA, NXX, ACL 8, HTK 4 ­
5·3·5, Swords. Ale 5 CP, Mead lSP, Baked Octopus 1 SP, Squid Steaks 1 GP, Crab 2 SP, Stewed Beaver 2 SP, Mead Keg
6 GP, Ale Keg 3 GP. Caravan Drivers, Traders, Merchants, NA 506, lVL 106., Pet Leopard in room: 2 HD, ACl5, HTK 13,
Bite 206, Claws 106. Strongbox: 16 GP, 66 SP, and 159 CPo Trunk in room: 5 Sapphires worth 850 GP each, 256 GP, 3 PP,
10 EP, and an Emerald worth 4,600 GP; also 4 pet Black Widow Spiders: 0 HD, ACL 4, HTK 1, Bite 1 + Poison Type 3.

Flyirli Mug (016) Ha1flirli Street

Flygore Alacam
BRD LGN
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Flygore sells a wide variety of low~st ales, meads, and been from 1 CP to 6 CPo "Greyburp," his worst, is sold by the
keg (9 Sf) and is the common drink of laboren. His warken mike deliveries throughout the city every morning. The monarch
himself purchases Flyllor,'s best mead, "Princely Belch" for 4 GP per keg. Flygore has been acaJSed of supplying local Goblin
tribes ..... ith beer and has a running feud with the Magistrates over it. He often relates tall tales of Se. DrltgOns, Mermaids, and
underwater palaces to anyone who will listen. Flygore Wei" I gold heedblnd worth 310 GP. Belt Pouch. 6 GP. 16 SP; Cash­
box 12 GP, 25 SP, 115 GP. Brau chest contains Necklace of Water Br.athing, 120 GP. Silver Dagger worth 215 SP, vial of
Paralysis Dust. and an onyx jar containing a Salve of Healing. Pet Spid'r Monkey HD Y.., ACL 4, Bite 1 • 2. Guard: FTR,
lGX, LVL 3, HTK 25, WPN Sword.

Slmlan Trainer (016) Gremlin..x Orive

Zygrim Ustlsanus
FTR CGX 041 033 006 044 061 164 133 123 168 164 042 Cudgel

Zygrim's shop congins 2 Red Howlers, 3 Spider Monkeys, 2 Goklen Marmosets, 2 Mandrills, 4 Rhetus Monkeys, and 3
Squirrel Monkeys, HO %. ACL 6, Bite 1 - 2. Two Orenguttns, HO %, ACL 7. Bite 1 ·3,3 Gorillll, HO 2, ACL 7, HTK 9· 13,
Blta 1 - 3. Hug 106. and 2 Great White Apes, HO 4, ACL 6, HTK 19·25. Bite 106. Hug 306 ar. Zygrim's personal com·
panions and assistants. He is presently training 3 Great Ap", HO 3, ACL 6, Bite 1 ·4. Hug 206, to serve as temple guards.
Training prices vary with the degree of difficulty from 406 GP per week for 2020 weeks and up. The Golden Marmosets are
treined IS LVL 3 Thiell'8s. Cashbox 3 GP, 25 sP. locked trunk hidden In rafters 266 GP, 3 EP, 215 SP.

CIt Train... (0111 08hute Street

Cereitan Rubik. the Wise
CLR LGX 122 049 005 053 084 131 126 116 162 165 115 +1

Mac:<

Cereiton is a Meriem Catwolf Lycanthrope and knows many feline languages. The other Meriem avoid him .nd never
venture near his shop for fe.r of the disease. He presendy has two Wildcats, HO 3, ACL 5, HTK 12·19, Bite 106, Claw 1 - 3,
• hgu.r, HO 4, ACL 7, Bite 1D6 + 2, Claw 1 - 4, • Lynx, HO 1, ACl 5, HTK 4, Bite 104, Claw 1 ·2, three Tigers, Ho 4,
ACL 6, HTK 18 . 20 . 16, Bite 106, Claw 104, a Leopard, Ho 2, ACL 6, HTK 7, Bite 106, CI.w 1 ·2, and 2 Spotted Lions,
Ho 3, ACL 5, HTK 9 . 13, Bite 106 + 1, Claw 104. Cerciton will not train .ny cat that doesn't wish to be trained (PROB
45%) and charges a flat 18 GP per week for 406 weeks. Belt Poud'l 25 GP, 16 EP, end 2 AP. Secret comp.rtment in hearth
holds 5 Coral Gems worth 20 GP ead'l. a small bag of C.tnlp" Tigers Eye worth 486 GP,and a Garnet worth 510 GP.

1"ltCt Tr.in" (018) Shepird Street

Bren FanlrNaf of Caldis
FTR NGX 052 019 001 034 013 113 104 162 142 145 093 Whip

Fangwaf is fcrnoos for his training of the the Giant Bees used by the army. He prefers to work with gi.nt insects because
they hl'Ye larger brains, although theirsile also makes them more d.ngeroos. aren d'larges 2 GP per Hit Die per week for 6010
weeks. He presently ha, two Giant Dragonflies, Ho 1, ACl 8, HTK 4·3, Sting 1·3, a Gi.nt Cockroach, 2 HO, ACL 4,
HTK 7, Bite 206. a Giant Wasp, 3 Ho, ACL 5, HTK 7, Sting 106 + 2, Poison Type 4, and 3 Giant Lantern Flies, 1 Ho.
ACL 9, HTK 3 - 2 . 4. The Lantern Flies are for sale at 36 GP each and are tr.ined to hover within 15' of anyone wearing a
green scarf. Bren has a moneybelt with 32 GP, 15 SP, 12 CP, and 2 PP. His cache is carefully hidden In a Giant Wasps' nest at·
tached to the ceiling, 51 GP, 120 SP. 5 PP.

Arch.c Antiqun 10191 TiUln La".

Incabuk Pride
FTR CEN 031 011 010 001 lJ64 113 156 012 166 173 055 2-Handed

Sword
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Incabuk inherited much of his stock from his impoverished noble family. He hates to sell his works of art and often
passes cheap reproductions .. originals liNT to detectl. Hi. ,ssistant is Kanyom Tw.rck, MAG, NXX, LVl 2. HTK 7, ACl9.
WPN Dapt, who knows more 8bout the antiques than Inc.buk doe•. Among 35 glass spheres i•• genuine Crystll Ball (which
Kanyom will never selll. A Tome of the Or'90" Kind. which pennits one to speak Draconian .tt.r only one month', study.
resu...,id 128 other works of doubtful value. GI.ss Spheres 10 GP. Book, and Scrolls 20 GP. Olain 3 GP, Trunks 20 GP.
Bed 79 GP. Desk 52 GP. Love Se.t 65 GP. Hourgl.. 25 GP, $exU!nt 30 GP. CandelM)r. 85 GP. St.tufl6D6 Ie 20 GP. Pipes
1 GP, and p.inti"9l2D6 x 10 GP. Customers inctude Merch.-.ts, Nobles, and Gentlemen NA 206. Cache is hidden in a stuffed
Crocodile 136 GP. 25 SP, 90 CP.

Apothltlry (ONI Windy Annue

Artcllon H.bm
ALC LGN 061 023 008 042 074 114 172 134 141 163 123 T"t.'nIn

of Mind Control

Fin_H••n
FTR LGX 031 018 004 063 041 162 143 122 163 166 124 "'.....

swonl

Arkllon.nd his brother. Finblr. supply Alchemists in exchll'lge for their minor f.ilures .nd, thos,.re .b1e to sell ml/1Y
Sllws. un~ents. elixers. powders. dust•• potions. IOd tllitmll'ls It greltly reduced prices. All stocks are of limited utilitY and
Ire sometimes even clw9t'ous. The probability th.t.ny item works property is 1" per eld1 GP in price. Ind prices range from
1 GP to 100 GP. If the item works. the i•• 50" chll'lCe thlt it will only have hln normll effect. If the item f.lIs to work.
there is • 20% chance of hl'Wing I effect lOCI • 10'" chll'lCe of I h.mful effect (usually Poison Type 11. Ne.r1y every
item will be ..... il.... PROS 60%. Fin.. ott.n Of1If'Iizes expeditions to obtain the necesury parts of fanbstic crlltures.nd
other ingredients for Ikhemicll compounds. a.nded ())est: 366 GP. 23 SP. 52 CP. CUstomers .... MlIitllY. Tradesmen. and
Piretts. NA 206 + 4.

Apotttec.ry O_x. (0211 bntom'...

Hini~ Tagore the Btind
MAG CNX 052 023 010 008 066 103 172 162 115 154 156 +1

Stiff

Hiniol is well·known • 11'I ICCOmplithed herballst.nd can identify any subtt.1"ICe by tltte. smell, .nd feel. R.I.d among
Elves, he has .cquired the .bllity to cre.te their famed way c.kes, .Ittlou~ they only relieve fatiWJe Ind dlmage temporlrily
(he.ls 1 - 3 points .nd restores to pe.k vitalitY for 106 hoursl. The clkes .re sold for 30 GP eld1••nd only 106 .re .v.ilable
per week. AlthOUih apparently quIte blind. Hiniol CII'I "see" better ttl... most, especi.lly.t nlit11. Absinthe. Basil, Coriander.
Mugwort. and Sunftower 2 SP; Fen,..I, Dill. Etderbeny. Garlic. Thyme. Ind BelI.oonI 3 SP; Chicory. D.ffodil. Fern. Helle­
bore. lwrel. Ind Wolvesbwte 4 sP; Yellow lotus. Mlndrake. Nenle. eariWIV. and Camellil 5 SP. Black lotus. Az.Ie•• Cof­
fee. Mistletoe. TI9tnbane. Purpte lotus. and leech Flower 9 SP. Calhbox 2 GP. 47 SP. 2 CPo PltrOnt Include Marines, Hun­
ten, and Mercenaries. NA 206, lVl206.

Iblls Apothecary (022) Catnip Row

0561631840112143176085005033063
UIgIOrc-Friend
FTR lEX +2

M..

Short-tempe'" and wi.... UIgII does. fairly brisk trade in poisons and ""ping powders. EWI.:il)l\.4 GP. Potion Types
1 through 9 100 GP per lewl (for instance. Poisorl Type 6 is 600 GPI. Each f1lsk cont.ins .nou-, for th.... dollS fOf" man­
sized cre,cure. two doses fOf''' Ogre.tizad a.tu.... Of' one dote for, Oragon-sized creatur•. Purple lotus Oust is 820 GP. Po.
tions of Amnesl. 790 GP. Poiton Antidote Ellxer 600 GP. Blade Venom by Type (50 GP per level for lhlgger-slzed weapons),
Dust of Madness 310 GP. Polton ComP«tment Ring 36 GP. Steeping Potion 200 GP. Sleeping Fruits 40 GP eKh,.nd PoilOn
Needle Trips 106 x 100GP. Twelve Ore ~ardsnt Mf¥lrtts HD 2. ACl 7. HTK 10 - 9·7·4·4 ·6, WPN Swords with Poison
Type 3 on the blad". In her room. UIga's blnded Iron trunk (Poisorl Type 6 trapped) contains 1.956 GP in jewelry. 512 GP.
60 SP.1nd th .... go6d cups worth 115 GP each. Customers Ite Thieves. Brigands. Ind Clerics. NA 306 + 4.
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Architect (023) Cannery Row

Velius Alemencey One-Eye
FTR LGN 042 024 006 044 062 163 162 '25 104 094 133 Rod

of Negation

Vellus has 4 Scribes. 3 Anim. and two apprentices, FIR, NXX, ACL 10, HTK 3 • 5 ·3. WPN Dagger, working for him.
He specializes in pyramid-shaped buildings, tombs, and bridges. As a novice, he spent much of his time investigating the
ancient architecture of tombs and forgotten cities. Maps. rubbings. and intricate designes line the walls of his establ ishmant.
His studies have convinced him that pyramids draw energy which enhances any magical protections and wards set upon struc­
tures, Vellus is often called upon to arrange for such reinforcements and is knowledgeeble about most Wizards available for
contrect WOf'k. Tomb. 1,620 GP minimum !tr.pt extra), buildings 2,500 GP and up. Designs take 106 months. Pouch 26 GP,
3 SP. Secreted 10ckbOx 986 GP, 2 EP.

Architect· Builder (O~) Gryphon L_

Harwik the limner
SAG lNX 092 037 006 04' 074 '43 174 154 173 106 163 Martial

",,,

Harwik specializet in castles and temples. He charges a flat 10% of total construction costs as his fee. For escape tunnels,
traps, moats, and other protective meUJrtlS, he usually subcontracts the work to Artificers, Siege Mages, and Engineers of his
acquaintance. Teleports are handled through his friend, the Archmage of Stonepeak for 5.000 GP + 900 GP per le~e. He
employs 36 tradesmen and set'Vants in various capaclti81, FTR, NXX, ACl 8, HTK 4 - 3 - 5 . 6·5·4, WPN Tools. Harwlk can
lIS$8!Tlble ~er 300 workers in 206 weeks lind always demands peyment in advance for this ruson. Many mOdels and ex­
perimental devices f1l1 his shop. The oost of transport is additional. Ring 620 GP, Books 780 GP, Trunk 1,350 GP and Sextant.

Master Armorer (025) Nmny Lane

Doubtful Dorklin
FTR NNX 062 024 005 054 086 174 165 164 177 '65 103 +2

Battle Axe

Dorklin specializes in Axes and two-handed weapons but often has other items which have been used as trade-ins. Hand
Axes 4 GP, Throwing Axes 5 GP, Battle Axes 12 GP, Hackle 14 GP, Two-Handed Great Sword 20 GP, Pike 10 GP, and Shield
15 GP. He studied magic with the famous Wiurd Garamundis and, with the help of his understudy, EUndaren, MAG, NNN,
l Vl6, HTK 18, ACl 009,has recently begun to create runeblades. The enchanted weapons are thus far of limited utility due
to his inexperience, and the quality of Dragon Fire with which he is forced to work. There is a 10% chance that such a weapon
is available once per month, and he will sell it for 1,000 GP times the price of a normal blade (PROe 40% + 1, PROe 30% +1
vs Goblins, PROB 20%+1 vs Trolls, PROB 20% +2) Cashbox 34 GP, 26 SP.

Armorer (026) Zaw,re Lane

Natluck Knobby
FTR NLG 061 041 004 006 045 153 155 142 165 178 124 +1

Broadsword

Natluck is renowned for his Banded and Pl,te armor. He requires 1D6 weeks to oomplete a suit of Banded armor and
406 weeks to complete a suit of Plate armor of normal quality. The completion time isdoubktd for High Quality armor and
qul!frupled for Best Quality ermor. He charges 16 GP per week plus 606 GP for bronze, Bo6 GP for iron, and 1206 GP for
Damascus Steel in addition to the customer's CON in GP. Customized filigrees. etchings. and inlays are 306 GP plus the cost
of materials. Tablrds and Gabesons of linen cost 106 + character's CON in GP plus 206 GP for coats of arms or special em­
broidered deslgm. Natluck isasslsted by6 Gnomes: FTR, NNN, LVL 2, HTK 5 ·9·7 - B - 7 . 4, ACL 7, WPN Dagger, and two
Dwarves: FTR, LGX, LVL 3, HTK 11 . 12, ACL 4, Banded chest 56 GP, 6 Gold Rings worth 20 GP each and a jeweled pom­
mel worth 940 GP.
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Armorer (027) Anatalya Alley

Eyeball Strategicus
'TR NEX 161 049 003 019 036 163 121 082 166 113 094 +2

Sword

"One.Eye" is an embittered, former Admiral who lost his rank in the wake of • politic.1 intrilPJe. Once • noble, his
family has been exiled, and it is only the fact of his former service which permits him to rem,in in his home. As. result, he is
an overly-sensitive craftsman. He specializes in Olainmail armor and does fine work fO( reasonable prices. Half·tunics, Tunics.
leggings, Skirts. Gorgeu. Coifs. Sleeves, and Gloves are available for 206 )( 10 GP depending upon the site (double for
Oemaleu, StCloll. Strotogku. employs three worker. and two a»i.tont.; FTR, NNN, LVL " HTK 3 ·8·2·5·5·4, WPN
Sword. A locked trunk contains four medal. worth 20 GP each. I ooblet worth 126 GP•• broken +1 s.bre. In hourglass••
scroll tube holding water charts and maps. a flask of Healing Potion, an admiral's surooat, a fur·trimmed silver Helm worth
1,320 SP. a sack with 258 GP. a gilded Dagger worth 348 GP, and • bronze coffer cont.ining a vial ofsulphuric acid.

Armorer (028) Stonebow Lane

NikolOf Arnearm
FTR LGN 032 026 008 026 062 183 102 013 166 183

Arneann
103 D...r

Arnearm has not mastered the art of working Damascus Steel and is limited to bronze and iron armor. Splint and Blnded
Ringmail shirts of all sizes line the walls of his shop, and Helms of all types hang above the shirts. The ~ing armorer i.....i.ted
by his daughter, Divricna: FTR, LGN, l Vl 2, HTK 8, WPN Rapier, and six young boy•. His prices are quite economical but
he refuses to haggle. A set of armor is 30 GP, Shields 12 GP, and W. Masks of Olainmail 5 GP. Hoard hidden wi1hin the
OCM.mter: 315 GP, 56 SP, 123 CP, and 3 gems worth 20 GP ellCh. Two bronze breastpl.tes of very fine workmanship are
mounted above the fireplace. but Arnearm demands three magical items for the matdled pair. Cashbox: 2 GP, 13 SP,3 CPo

Arsonbt (029) Cut Throat Alley

Thrin Apret
FTR NNX 031 018 009 018 048 109 121 064 093 162 065 Special

Thrin is the coddled son 01 a minor noble. and, althou!tl oHici.J1y disowned, he is supported in his crazed venture by a
monthly stipend from his family of 28 GP. He is fascinated by fires of all natures and varieties, and he has many books, tomes,
and scrolls containing formulas for producing fires of every type. He carries a small bladder 01 unknown substance that oon·
tains a naptha mixture similar to Greek fire which he can "squirt" on an opponent, doing 206 points of damage (it ignites
upon contact with the air). Many lires flame in braziers in his shop as examples 01 his work, and, although he has been sternly
warned by the authorities never to practice his craft within the city. Thrin will torch any structure for 50 GP plus costs
(except that stone is 320 GP per cubic loot). Beltpouch contains 6 GP and 25 SP.

Artist (030) Firdausi Lane

Anonadar the Golden
FTR lNA 041 026 010 001 069 116 182 163 116 116 152 Stiletto

and Repier

Anooadar sPeCializes in elaborate frescoes and is much in demand by the wealthy at this tim•. He ch.ges 306 x 100 GP
per 10' x 30' section and is assisted by sixteen laborers and servants: FTR, NNN, HTK 3·4·4·3·2·2·5·8, ACll0,
WPN Dagger. His shop contains three miniatures of his most lamous works, and mandolin players stroll about the h.....ity·
scented rooms whenever the shop is open for business. His Saibe, Grisledin Cosernouth, FTA, NNN, lVl3, HTK 18. WPN
Scimitar, makes the arrangements fOf Anonadar's work. Cashbox contains 2 GP, 13 $P, and 20 CP. Anonadar doesn't Ii.... In
his shop but on a horse ranch six miles south of the city. He is known as an excellent du.list.nd a womanizer.
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Artist (031) Gishmesh StTlHlt

Rolon the Ribald
FTR LEG 052 036 010 006 052 143 132 134 143 173 164 Dirk

The former court artist of Stanwix Tiglath, Rolon was banished for painting an unflattering caricature of the ruler after
the ruler insulted Rolon's work. Selling art supplies. teaching classes. and painting humorous miniatures has kept him quite
comfortable in Tarantis. Rolon hopes to acquire the means to exact a vengeful pleasure from the overthrow of Tiglath and
seeks every opportunity to gain the help of others. By diligent work, he has managed to amass a waTchest of 986 GP and
attract two Thieves, an Assassin, and four mercenaries to his cause. Brushes 106 CP, paints 306 CPt easels 106 SP, chisels
100 sr, and miniewrcs 206 GP, Cla$$e$ 1 GP per week. The wardlest Is hidden beneath the floOl'". Cashbox 16 GP, 3 sP.
"SCP.

Artist (0321 Br.. Alley

Sanrad the Stammerer
FTR LGX 021 010 010 006 043 114 186 179 147 122 153 None

Sanrad's hands were rendered useless when he accidentally feU into a fire as a child. He has developed very skillful pain­
ting techniques using his toes and does a brisk trade in economical portraits (10 SP per sitting of 206 hours). He is assisted by
his triplet sisters, BrieSla, Beatienna, and BeUeai: FTR, LGX, LVL 2, HTK 4·4·5, ACL 10, WPN Dagger.

Astrologer (033) P,ladlner Str..t

Ddian Venefir
MAG LEA 063 027 010 008 057 103 167 157 073 164 147 Staff

Odian's shop is stocked with charts, tables, and drafting equipment which he uses to plot the alignments and aspects of
the stars on certain dates. Life Horoscopes: 306 x 50 GP and 206 x 10 days to prep..e. Brief readings (40% accurate) 106 GP
and 206 hours to prepare. Hickten among the parchment rolls are Odian'slife savings, 122 GP, 36 SP, and 4 PP.

Astrologer (034) Halfman Str"t

, Astiar the Knowing
AST LGE 092 039 008 024 056 124 172 163 153 183 162 Dirk

Astiar is extremely capable at casting accurate horoscopes in a relative short span of time: 306 x 60 GP and 106 x 10
days to prepare. Accuracy: 60 + 206%. He instructs novices in the art for 206 GP per week. Astiar is often consulted by the
Syndics of Guilds. Hidden beneath his huge globe of stars is his hoard of 42 EP. 60 PP. and 143 GP. Astiar has the "guaran­
teed" protection of almost every guild and clan in the city.

Author (035) Bronzeman Lane

Emindes Retouris
MAG LEN 052 033 007 036 052 163 164 162 103 114 123 Scimitar

Emindes is overly-proud of his poetry, although he is best known for his short plays. Poems 2 gp. Epics 4 GP, Short
Plays 2 GP. Chronicles 3 GP, and Biographies 2 SP per PSL of subject. He spends much of his time practicing necromancy to
obtain the "secrets of the ancient masters." He is aided by four other M..who assist him in obtaining specimens from the
catacombs. Belt pouch: 25 GP, 16 SP, 20 CPo Banded trunk: three Daggers. 125 GP. ,td an Opal wOfth 235 GP.
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Baker 10361 Wind., Avenue

Rasheid Yipivin
FTR CGN 043 026 008 022 013 091 169 146 085 143 146 Club

Rasheid and his four H.lfling assist.nts, FlA, NNN. LVL 2. ACl 9. HTK 6 ·8·6 - 6. WPN ShOft Sword••ttftct cus·
tamers from every class with their famous biked goods. Pastri•• 3 CP, bread, 1 SP, biscuits 1 CP, cookies 2 CP, and hot cross
buns 6 for 1 CPo CashboK 3 GP. 12 SP, 168 CP.

Baker (037) BUCIner Street

Hulkron L9yhar
FTA NGX 031 012 0'0 008 043 141 083 135 153 153 148 Skillet

Hulkron prepares flit Clk" filled with mtlt.1nd fruits. 206 cP elCh or more, depending upon size ,nd ingredients. Hi.
shop i. the gathering pltce for many Slilorl, Pir.te., ,nd Brigands, NA 308, LVL 106. Money~hidden over oven, 62 GP,
18 SP, 145 CPo

Baker (038) AIh.n Sou"ard

Bartey Butterstern
FTA NEG 041 026 009 012 032 152 083 093 154 155 163 Dagger

Barley specializes in elke. fOf blnqueU, m.rilgtS. IlIld other celebrations. H, is usi't1ld by ten apprentices and two
Gnomes, FTR, NNN, ACL U, LVL 1, HTK 3 . 6·4 ·4·3· '. WPN O..-r. Prlcearan911 from 2 sP to 12 sP for normal c'-Uts
plus 2 SP per layer. Some range up to 4' in height, consisting of 16 layers. CasttboK 14 GP, 226 sP, 3 CP.

Baker (0391 Burly Row

Aabar Crustiddte
FTR CGN 031 016 009 011 041 123 093 122 143 166 164 Dtgger

A HalflillQ baker with a gift for telling and retelling the same joke indefinitely, Albar is a poor but happy businessperson.
His quadruplet Haltling brothers of idl!fltical characteristics are known to go off "adventuring" and are Vef'y curious about
Elven lore. Special breads 1 SP, pastries 2 CP, pies 12 CPo Strongbox 12 SP, 40 CPo

Baker (0401 Br~ndine Dri.,.

lolienn. Zetmiot
FTR LGX 021 009 009 012 042 093 142 152 092 143 173 Dagger

lolienna spends much of her time investigating treasure maps and old charts of shipwrecks and blnkrolls expeditions for
an equal share. Thus far unlucky, her voracious appetite for information has kept her business on the verge of blinkruptcy for
the last ten years. Honey cakes 2 CP, Temple Breads 3 CP, and Buns 1 CPo Belt Pouch 13 GP, 20 SP, and 12 CPo Customers are
Sailors, Guardsmen, and Marines. NA 206, LVL1 06 . 2.

Baker (0411 Bushkill Ann",

Tasarinan Ossir
FTR LNG 032 016 008 042 042 143 132 155 121 123 083 Hammer

Tasarinan is known for his doughnuts, tarts and biSCUits. Halflinll. Elradek and Gaviril Bushtoes, lGN, FTR, lVl2,
HTK 5·4, ACL 9, WPN Daggers, assist him. CashboK 23 GP,34 SP, 830 CPo Oozen of any type of biked vood available: 1 SP.
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&tk., (042) WhMebone Alley

leif Roundbottom
FTR LGX 031 022 007 032 113 133 135 167 154 149 Short

Swo<d

Leif specillizes in brNds of .11 types and often supplements his income by biking oon1rand into his ktaYft to enable
it to be smuggled past the sentries. Me:ulges may .Iso be Mnt In this manner. White Bread 4 CPo Brown Bread 3 CPo Black
BrMd 1 CPo

R.kel of K.rdtn
FTR lNA 052 047 043 067 114 163 154 064 124 113 +2

Rapier

R,kel is. foreigner with m....y connections within the o,v,l hler.rchy. He his. monopoly on the financing of ship con·
struction .nd mercantile upeditionl. Mlgiell items, grants, ,nd tithes are ret.ined .. oollller.1 untillo.M are repaid plus in­
terest of 10% per month. No arms ar••llow~ custOrYMlfl. Sixt.en pm., FlR. NNN. LVL 2. HTK 6·7·4·5·3·6·9.
ACl 4. WPN Sword; Guwd Clpt.ln AnoNd.r, FlR. lNX. LVL 6, HTK 40. ACl3. WPN Brotdtword. In I granite-lined acid
pit In the Iowet' 1....1of his nt,b1i.hm,nt i•• blinded .nd ..ltd ceremic chest cont.ining 9,826 GP, 420 SP. 125 PP, 24 AP,
gems worth 7.320 GP. and jewelry worth 12,580 GP. Rakal has contrlC1:s with five differerrt Assanins' Guilds and the local
Thieves' Gullet.

Aren of ZoINy
FTR LGA 072 049 003 071 072 163 152 113 143 152 065 Broad·

swo,d

Aren .voids lhe klcal laws which require all bankers to be of fOfelgn origin by emphasizing the fact tkal he lived in
Zothay fOf six years lIS a child. He will lOin up to 50% of the value of any obiect left wilh him for coll,ur,l. Internt is only
30% per year. but loins repaid IDOner Ire slill charged full inlerest. By special arrangements. III vlluables In excess of 1.000 GP
in value are stored in the PalKe Treasury, Six Dwarvenguards. FTR, LGN, LVL3, HTK 15·16·22·19·13 - 15, WPN Axes.
PolllDn Type 4 Trapped Chest contains 1,320 GP, 2.550 SP, '50 CP, ten silwr bars worth 500 SP each and a Scroll of Ten
Curses.

Hartlem the Outlander
FTR CEA 051 036 003 074 063 133 156 136 126 123 162 +2 Axe

Hartlem inherited the bank from his grandflthet'•• Dragon-slayw. after his cousin was assassineted by "Madaxe" (Evind
the Striker). Hartlem is a wastrel and makes flat 100 GP IOIIns to adventurers in retUfn for 10% of all booty taken plus 130
GP to be rep.lid within two months. Ten Amazon Guards, FTR, NNN. LVL 2.ACL6. HTK 6· 6· 5·7·4·5·4·6- 5·4,
WPN Sword. Locked iron chest: 6.2.eo GP, 375 51'. 4.sao CPo

Lyris Offin of lenep
FTR LNX 031 021 010 007 066 062 189 163 063 166 178 +1

0.9""
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Lyris is II noblewoman of lenap.nd 8CtS as an emissary to that region upon occasion. Her connections with the rich .nd
powerful of Tuantis are her main protection and often gu••ntee a successful enterprise. She specializes in building loans to
notHes. Twenty guards: FTR. lNN. LVL3.ACL3, HTK 15·17 ·20·17 ·'4 ·23 ·11-12 -1'· 12.WPN Spear and SWord.
Trapped chest: 8.516 GP. 4,211) SP. 320 CPo 15 PP, 2 AP, 3 EP. Four enchanted coins which permit tracking Thieves through
the use of • crystal ball hidden in • secret drawer .1 the bottom of her desk Ife included in the treaure chest. A Jede skull
worth 1,270 GP sits upon her desk.

Blm.r (047) Street of G'rvoylet

Harve$for Swit
fTR LNX 031 020 008 068 092 093 '32 '62 178 164 Dirk

Hlrwstor can blndIge. stitch,.nd e:autet"ize wounds • wen as cut hair. He his even been known to .Iter the f.ulf"es of
per.:»ns wishing to chi. their eppear.-.cn peffNMfltly. Hliirculs2 CP. Shtve 1 CPo light Wounds 2 CPo Heny Wounds 8 cPo
Serious Wounds 2 SP. Cashbox 37 CP, 14 SP. Bettpouch 2 GP, 8 SP. Customers include Guardsmen, Mefc:enlries, and ~rines,

NA308, lVl 1D8.

Talimar Star1t1ndler
FTR CEN 021 023 010 007 062 123 084 093 '53 071 104

Tilimir chIrges very reesonable prices but does such a poor job that blreheaded plItrons must reduce CHA by 2 for
three weeks Ifter I hlircut. He his a knICk for Iincing boik, removing warts Ind splinters, Ind resetting bones, however. stt.ve
and I Haircut 2 CP, Medial Services 5 CPo T.limar is reputed to h.d tke Hawk Clan. Iron chen 312 CP, 46 IP.

Berber (048) Riftrdiffe lana

G1rthienna the Classic
FTR NGX 041 028 010 004 085 129 ,.. 113 168 ,.5 179

"Gad" is known for grooming the aristoaats of the City State and hu many high·born friends, especially among the
noblewomen. Hairstyling 9 SP, Cosmetic Body Painting 12 SP, Blemish and Sore Removal 15 SP, False Additions (last 306
days) 18 SP, Hair Dying 206 SP, and Eye Dying 206 GP. Gad is assisted by six servants, FTR, NNN, ACl9, HTK 5·6·4·
3·4·4, WPN Dagger. locked trunk oontains 1,243 GP in Jewelry, 214 SP. 40 IP, 136 CP, and two rings worth 53 GP each.

BIrd (060) Emerald Lane

Nigan Trollslayer
BRD CGX 071 036 006 043 07. 164 17. 155 176 185 143 +1

Scimitar

Nigan is one of the most widely-sought perlormers in the city due to his vast knowledge of sagas, legends, and limerick
poetry. He is much traveled and an rellte the wonders of dist.nt lands,. fabled monsters, and lost kingdoms. Because he oor·
responds frequently with an old friend, Trader Retek of the City State of the Invincible Overlord, Nipn is suspected of being
a spy. 588 GP hidden beneath the floor, Ring of Efreet Summoning on neckchain.

Bard (051) Paladlner Street

Saren of Questing Pass
BRD lGX 021
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saren was raised as an Amazon, but her fondness for men caused her to change her life's pursuit and, after several ad­
Wlntures. she was persuaded to settle in the City State by an aged benefactor who lived near Tarantis. Her performances are
laced with ribald humor and anecdotes. More than a little bored with the quiet life, she spends much time discussing distant
lands with traders and sailors. Chest 325 GP. Chainmail Tunic, Scimitar, and Roll Pack.

Blird 10621 Ogretrelc StrNt

Arag Evemir
BRD LEX 043 032 007 032 083 '63 '65 164 155 164 152 +2

Broadsword

ArlO is the f.vorite entertainl!f of lne Teran and attends many state occasions. An elderly man with a slow, meticulous
INInner. AI'll his been a Mage and a Thief in other lands and has many friends as well as enemies. He often hires adventurers
for curious miuions of vengeful humor. Gas·trapped Chest 314 GP, 3 PP, 6 EP, 14 AP, and a Jade Dagger worth 112 GP.

Bani (063llwory Row

153182'65'52174157043063004028031
Kindred Riskem
BRD CGN Flame

Sword

Kindred .nd nis traveling troupe (3 Gnomes, 4 Dwarves, 2 Brownies, 16 Sprites, 2 Elves, and a Sylph named Arieal)
journey in a 4l)().mile circuit of towns twice. year, but the City State is their home. Three Cobras protect their base when no
one is home (PROS 60%). Everything of real value is carried with the troupe. B.nded Chest 145 GP, 320 SP, 427 CPo

H8ttef (064) Acrid Lme

Br.koldtns Brood
FTR LNX 061 028 010 007 083 106 '45 157 168 '64 096 Hammer

"Srak" is a former cavalry captain turned merchant who specializes in hats of all types. He has twenty workers, FTR,
NNN, LVL 1, HTK 2·3·4·4· 1, WPN Dagger. Felt Caps 3 CP, Fur-lined Fet 2 SP, Floppy Hats 1 SP, Leather 2 SP, Bronze­
Stitched 3SP, Iron·reinforced 1 GP. A trunk in the cellar contains Piatemail.GreatHelm.112 GP in a pouch, and a +1 Shield.

Tyri"l" BI1h 10581 Nymph Oak Lane

Tvring the Stout
FTR CEX 02' 0'6 010 007 052 117 '34 074 163 '32 '01 Dagger

Tyring is assisted by three servants and a guard, FTR, NNN, LVL 3, HTK lB, WPN Scimitar. He supplies information
on customers to the local Thieves' Guild and often has a Thief messenger on the premises. Cold Baths 5 CP, Hot Baths 8 CP,
Towels 2 CPo Oils 3 SP, Perfumes 5 SP, Soap 3 CPo Iron Cashbox 12 GP, 46 SP, 312 CPo Customers include Traders, Mer·
chants, and Guardsmen, NA 406, LVL 106.

Boiling Bath 10561 Windy Annu.

St.lk Virdireb
FTR NGX 04' 032 010 004 043 '43 092 103 104 '53 113

St.lk has many military friends and enjoys talking with strangers. A former Sergeant, he often arranges wrestling and
pugilistic mftches for the entertainment of customers. Sauna 3 CP, Boiling Batn 1 SP, Towels and soap are free. Hidden
beneath.n iron tub are 315 GP, 16 SP,lnd 410 CPo Bronze coHer 3 GP, 13 SP, 25 CPo
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HoIirding Bunr (0671 Roundkeep lane

Kolesan the Gerfalcon
ILL LEX 061 025 009 012 091 095 162 084 12. 165 123 Poison

D....,

Kolesan's shop is filled with trinkets, clKios, and exotic items. He can recite a short history of each of the one<lf·,-kind
items. AU items with special powers have I 30% chance of failing with each use, and, once this happens, the special effect is
no longer in force. Prices Ire 4D6x30GP. Kolesan has founeengu..ds, FTR,LEX,LVL2,HTKS·6·7·S·4-3-S-10­
7 - S, ACl3, WPN Short Swords, and three servants, FTR, NNN, l Vl " HTK 4 . 5 • 2. ACl 10. WPN Dagger. Demon-trapped
chest contains 7.230 GP, 527 SP. 825 CP_

The special items c.n be determined from the t.bles following.

Type TIbI. A

01. Roll R.sult Di. Roll R.sult
01·20 T.b1es A and C 01 Mirror, Large
21 ·40 Tables A and E 02 Mirror, Small
41·60 Tables 8 8f'Id F 03 Brass Incense Burner
61- eo Tables C and G 04 Silver Incense Burner
81 - 83 Djinni Bottle 05 Copper Water Basin
84-116 Djinni Lamp 06 Silver Wlter B_in
87·90 Efreet Bottle 07 Brass Necklace
91 - 93 Efreet Lamp 08 Silver Necklace

94 Demon Bottle 09 Brass Armband
95-00 Flying Carpet 10 Silver Armband

Die Roll
01
02
03
04
05
06

07
08
09
10

T".B

R"ult
Scimitar
0 .....,
<.once
Trident
Whip
Knuckle-

Dusters
Falchion
Ow.r'ntn Axe
Elwn Bow
Halfling Sling

TIbI.C T".O: Powen

Die Roll
01
02
03
04
05
06
07
08
09
10

R"ult
Gem Ring
Silver Band Ring
Gold Band Ring
Si Iver Meda lito n
Gem Earring
Silver Earring
Gold Earring
Silver Charm Bracelet
Gold Charm Bracelet
Gem Ankle Bracelet

Table F: Pow«s

Die Roll
01
02
03
04
05
06
07
09
09
10

Result
$crying
Mind Reading
Past Glance
Future Peek
Dimensional Travel
Planar Travel
Teleport
Conjure Elemental
Hypnosis
Determine Alignment

Di. Roll
01
02
03
04

05
06

Result
Purific.tion
Detect Poison
Temporal Shift
Dimensional

Trawl
Planar Peek
Rejuvenation

Die Roll
01
02
03
O.
05
06
07
08
09
10
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+1 Hit and Damage
+2 Hit and Damage
+3 Hit and Damage
+4 Hit and Damage
Ethereal Extension
Astral Extension
Flaming (Roll1D4 and consult this table again)
Danger GlowlTingl. (I.leet specific monster)
Shock (7 pu. dlmage upon contact)
Freeze (8 pts. damage upon contact)
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Neron tne Lame
FTR CGN 022 010 010 002 016 042 163 171 063 103 None

Neron was cursed by a Witch lifter he slew her familiar $ellenteen yelln 190. Respected by the other Beggers, he is.often
fed by them, and they refer to Neron lIS their Guildmaster. Neron has limited soothSlying abilities, the results of which he
often bestows upon his benefactors (PROB 40% .ccurate).

Slavering Ima
BEG CNX 011 002 010 003 012 163 042 063 063 052 0« Club

kna is a schizopIYenic who often switches personalnies in the mldcU. of a conwrstdon. She mIIy then go berserk,afttf·
Wlrds falling unconscious. She ts reputed to have killed a Vampire six y.n-stD.

Kebby the Spotted
BEG CNX 024 010 oos 011 015 122 104 152 043 067 051 Hatchet

Kab is fairly spry for his adllanced age and isr~ to be a former Wizard who was btdly deformed while reMIrching
a powerful, ancient spell. A guerdsman once gil'lle Kab a gold piece ."d was pr0m01ltd the next dliy. Other tales of good for·
tune following close on the heels of charity to this Beggar abound, and Kab shares much of his bounty with other Begglrs.

Bd RI,.. f0l1) Paledl., Strwt

Sol Patwilan
FTR NEX 041 023 007 031 042 154 163 103 063 074 Halbard

Soils Plid by the Temple of Pudage to ring the bells at dawn, noon,and dusk. Knowledgeabl.about personalities in the
City State, Sol often spends his free time exchanging gossip, tracking down rumors, and questioning newcomers thoroughly.
His nollel contllns scrolls with notes on selleral hundred persons, both lilling and dead. Chest 2 GP, 3G SP, and 25 CP beneatn
the false bottom.

Fangwing Sail.
FTR lNX 051 033 009 016 065 114 121 132 116 164 117 Dirk

Fangwing charges 20 GP pet" week to train exotic birds of all types. He Is a form", Falcon Rid", and has many Tarnrider
friends. If training werbirds, he charges double plus expenses of 206 GP per week. He his the ability to communicate with
most birds. altnough this ability depends upon the intelligence of the bird. Ceshbox 13 GP, 24 SP. 14 CPo Hidden within.
stuffed owl are 123 GP.

Boetm•• (0131 Totu,.. Roell

Zom.r Sarth
FTR lGN 1111 046 oos 013 1119 162 143 145 163 153 111

Zomllr has a small shipylrd on which he builds longbolts, 2580 GP .nd 306 + 80 days to complete, cat.mar.ns,
1520 GP .nd 20S +40 days to complete,.nd sloops, 986 GP and 306 +30 daY' to complete. To thne prices must be added
the cost of tar .nd pitCh. 325 GP, and sails, oars, .nd giazing are not included. Zomllr heMts. ClfIW of 38 Claftsmen and will
design special8dditions himself for 206)( 10 GP plus costs.



CLI ALN LVL HTK ACL ARM PSL ITA 'NT WIS CON DEX CHA WPN

eo.tm8k... (OM) Totu,," RNd

Wi Ideye Weyer
FTR CEX 051 029 007 032 072 163 144 092 174 163 143 Battle

Ax.

Wildey. specializes in expensive. we/I-fitted Galleons for the mercantile trade. Small 5.780 GP. Medium 10.240 GP. and
urge 17,850 GP ..ch require a minimum of six months plus 406 d.ys to complete. Wildey. keeps cost down by demanding
kick-backs from ,II of his suppliers and by c~rgingext,. for .nchon, chlin., and glazil"G.

Au...- ...'" IOIC) Do.............

M.stig the Browser
elR LGX 081 032 041 006 103 165 164 173 123 143 132 +1

Mace

Mlstig his • large collection of scrolls, tomes, book., folios. OIuteeu, .lmanacs, and t.blets in many Ilngu•• for "I•.
He employs twenty ICribes, five copyists, ten scriveners. four alligr.pher., two cartographers, end II transcriber, FTR. LGX,
LVl103. ACll0. HTK6· 5 ·14·7·7 -4·10-4 ·10·8·3 . 13.WPN c..er,whodiligently reproducetheworkstwtlw
houn per day. Cllr.n the Mlgiker. MAG. lGX. LVL 6. ACL 9. HTK 25. is._ frequent customer. The price of .ny work wries
with the utility .nd purported .rc.ne knowledg8 of the piece: 406 )( 10 GP for common works, 506 )( 100 GP for IC8ret
works, .nd 406 )( 1,000 GP for I'Ire works. Roll 108: 11 Cryptogr.phy, 21 Cuneiform, 3) Runic, 4) Hieroglyphic, 5) Modern
LAngUID", 8) Ancient Lanvu-ge. Roll 108: 1 - 3) Common, 4 • 6) San::e, 6) R8re. Role 106: 11 Illegible, 2 - 4) RNdIbI.,
51 Hidden Knowledge, 8) Cursed. Invisible CIwst: 2,756 GP, 5 PP, 52 SP.

Scribe 10111 Gold Coat~

Blrleg the Peruser
SAG LGN 051 038 009 015 082 129 167 173 082 054 137 None

Blrleg EIf·Friend is .n accomplished lexicogr.pher.nd kl"lOWs sixteen modern languages.s well as fitteen ancient ones.
He is sometimes f()(ced to do some writing, but he has such • poor h.nd that he makes most of his il'K:Ome by transl.ting or.l·
Iy. He refuses to reid magical scrolls and magically powerful works for fear of tne "arc.ne forces." Translations are 85% .c­
cur.te if modern and 41" .ccurate if ancient. Price 306 )( 10 GP. Writings are 5 GP per kaur for 306 kaurs per page. Bur­
nisked Cask cont.ins 145 GP, 260 gp,.nd 47 CPo

Morkir Mimfin
FTR NNX 051 029 009 016 087 173 144 095 153 164 135 Bow

.nd Dirk

Morkir resents Elves, especially their skill witn Bows, whicn he secretly envies. An accomplished cr.ftsm.n, he has five
Shortbows fOt' 18 GP eacn, two Longbows for 46 GP Meh, three Short Composite Bows for 57 GP NCh, and a Composite
Long Bow fO( 79 GP. Specially·rT\Mte Bows ~uire 206 weeks ,nd cost 120 GP. Arrows .re priced It 1 SP each, ,00 QuiYefs
cost 2 GP. Hidden within.n urn full of wood chips .re 546 GP and 425 SP.

Bowm.... ID811 Topaz.~

H.rtor Grimbottom
MAG CGX 081
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Hartor is a Half-Ehren outcast wno is reputed to be the best bowyer in the city. He refuses to make Arrows and Quivers.
Some claim that his Bows are enchlnted. but they are simp{y finely made of the best materials, and each is "named." Only
duting in specially-m.cle Bows. Hartor charges 200 GP and takes 306 weeks to complete each one. An Elven cloak, sixteen
+1 Arrows, and I +1 Bow are htdden in I secret wall niche.long with aleattlef bagcont.ining 1.540 GP. 680 SP. and 45 CP

Bowm*., (069) CrollboW' Alley

Greenwood the Gifted
FTR CEX 041 024 009 019 074 102 122 064 121 145 143 Scimitar

Greenwood hoi ten worken and twO apprentices. fTR, NNN, LVL 103, ACt 9. HTK 5·3·16·10·12, WPN Dagger,
working in his mop. He only makes Short Bows (to GP Mch) and Arrows (2 CP each) in an usembly-line fashion. He uses only
the cheiptSt grldes of wood IV8illible(·2 to hiund 10%0 cha~ of Bow breakage). His $On, Torr, FTR, NNN. LVL 2, ACt 10,
HTK 15. WPN Broldsword, WitCheS tne till, wnich contains 257 GP, 40 SP, and 526 CPo

NilCbr Elvaris
FTR NEX 031 013 007 032 042 153 153 107 155 164 141

Nixt.r is an aestnetic cr.ftsman who loves to produce overly-ornate bows (- 1 to nit! witn ricn materials. He pretends to
be of Elven blood to attrKt business. Four Narwhale Composite Bows 125 GP eacn, tnree Giant's Beard Short Bows 45 GP
eacn, and tWO silver filigreed longbows 89 GP each. locked chest: 55 GP, 20 SP, and 1,220 CPo Nilctlr suppltes 20 common
Arraws witn qch purchBe of. Bow.

Bridd*y... 1071) liurd Hole St..-t

R.vort Zamircn
FTR NGE 061 035 010 007 046 175 064 124 165 163 166 H,mmer

R,vort is I disabled veteran of the Goblin Wars who recovered sufficiently to establisn his business. A former Captain
Gener.I, he has many military friends and often hires unemployed mercenaries. He charges 20 GP per 10' by 40' section for
labor only. The employer must supply the materials. Aavart has four "squads" of ten workers each on contract. Triple-locked
cheft: 720 GP, 546 SP, 140 IP, 920 CPo

Brlckley.r (0721 Jelk. l.ne

Zopul the Reliefer
FTR LGX 041 032 010 008 052 154 123 106 153 175 083

Zopul specializes in brick reHef sculpturing and fires his own brides in his own kilns. Pricfl range from 110 GP for simple
glyphs to 660 GPpet' 10' x 40'sectionfor elaborate scenes. Seven nelpers and two apprentices, FTA, NNN, LVL 103, ACL 10,
HTK 7 . 7 . 15· 8·4 . 6 ·7· 12 . 14, WPN Dagger, live in the shop. Zopul keeps 66 GP hidden in a hollow brick behind the
kiln.

Bridcmebr (073) Cetnip Row

Feng longbeard
FTR CNE 031 017 006 044 065 102 161 143 135 144 162 H>nd

Ax.

Feng's brick mark is a broken nammer, and he takes pride in his fire·hardened and glazed bricks. Each lot of 100 bricks
sells for 12 GP plus 1D6 GP for glazing, jf desired. His shop displayS stacks of dayS. straws, chips,.nd gravel. and bride lots ere
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made to order. The bricks take 4 days per lot, but 10 lots per day can be worked in various stages of completion. Seven
craftsmen and twenty laborers, FTR. NNN. ACL 10. HTK 2 . 3 . 3 • 1 ·5 - 6 - 4 - 3 - 5 - 2, WPN Axe. Banded trunk hidden
under a berlCh cotains 128 GP and 46 SP.

Builder (0741 Winesome lant

Torgrin the Stout
FTR LNG 081 051 010 004 082 157 143 106 164 156 113 +2

Mace

Torgrln employs seYen carpenten. three woodcutters, 81'1d. carver.nd specializes in fine woodwork. Although qualified
to build complete structures of wood. he prefers doing the 'riming ...d finishing touches on masonary buildings. Torgrin
charges 10 GP per day plus expenses of 208 GP per day for framing or 306 GP per day for finishing work. Needle-trapped
chest contains 148 GP. 60 SP. 56 IP, and 40 CPo

Building SuppUn (076) Sh~rd St,...

Zeal Aknar
FTR CGl 021 013 007 033 064 168 118 162 156 125 117 Scimitar

Lumber, tools, fasteners, pegs, ptn8I:s, and blrrels of prtch fill Z.I's shop. Prices are 306 GP per unit (one unit rep'
resents a one-day supply for one workerl. Z.t has nlmel'OUS COnllCtl with nearby woodcutters and smiths. He his persoNI
knowledge of • Minot.... I.ir n.ar a logging Clmp in Oyrfirw81t FCM'Ht. The till contains 13 GP, 10 SP, and 148 CPo Hidden in
the ceiling is a keg holding 350 GP, 140 SP, and three Rubies worth 250 GP each. Customers include Merchants. Craftsmen,
.nd Sailors, NA 306, l Vl 103.

Butch« 10761 aafst_, Lane

Racibar the Rake
FTR LNX 063 041 009 018 046 147 091 083 163 174 073 +1

Battleaxe

Racibar is rumored to have once stuffed a thieving Orc and trussed it up like a turkey for display. He stocks a large
variety of meats for humanoid consumption, including Pork, Venison, Veal, Beef, Horse, Tiger, Oliphasent, and Snake. One·
week's supply sells for 206 SP. Cashbox 8 GP and 205 SP.

Butchllf (077) Street of Gal90ylet

Farley Felmloyef
FTR CEX 131 063 006 044 081 174 123 105 154 167 082 Butcher

Knife

Farley often intimidates his costomen into buying more than they need. He likes to make "cutting" remarks and enjoys
attempting to overcharge his customers. Farley keeps 7 SP In plain yiew on I butcher bb:k near his Hand Axe, hoping that a
Thief will reach for them someday. All metts are represented as Beef (5 SP per poundl. Farley is plagued by 4 Giant Rats and
will pay 6 GP for each dead Rat body. Customers include Buccaneers, Pirates, and Thieves, NA 106, lVL 106. Strongbox:
185GP.nd520SP.

Fmh Muts (0181 Nymph 0_ lane

Sedan Wild·Hair
FTR CGN
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Bedan sells exotic cuts of meat: Jaguar 10 SP. Goat 3 SP. Wolverine 6 SP. Mole 4 SP. Boar 5 SP. Impala 12 SP, Walrus
14 SP, Crocodile 8 SP. Tapir 9 SP, Python 16 SP. Hare 2 SP, and Hyena 11 SP. His dog, "Lazy Bones," is fanatically loyal,
HD 3, ACL 6. HTK 19. Hidden within his meat locker are 2,840 SP concealed in a Caribou carcass. Patrons include Nobles,
Gentlemen, and Mercenaries, NA 106, LV l 106.

Butcher (019) En.mry Lane

Spylit the Wasp
FTR lNN 032 019 010 007 051 146 138 122 '34 144 102 Hand

Ax.

Spylit specializes in cured and salted meats which wilt keep twict! 8sIong illS normal. Beef 7 SP per round, Pork 8 SP per
round, and Oxen 5 SP per round. Somewhlt reserved, he never spelks unless absolutely necessary. but, once he starts, II flood
of problems, complaints. ludicrous questions. and sad tales pour forth from his lips. Cashbox 5 GP and 83 SP.

c.,.. (010) Ewwon Alley

Emoriy Uplock
FTR CGN 022 013 005 053 064 113 182 115 122 145 138 50'"

Uplock card" cages of wood 1 GP, bronze 2 GP, and iron 3 GP in siles ranging from l' per side to 3D' per side (add
3 GP per foot to price). Special reinforcement is available for 30 GP per strength point contlined. Lippy enjoys his work and
generally has six projectsgoingat one time. locks are 306 GP. Customers include Trap~s, Fishers, arKt Guardsmen, NA 106,
lVL 103. Hfdden in a ClIg8 benuth a false bottom .re 450 SP and 26 GP. Th' till holds 43 SP.

153084103159136065005010020
Klnyom the Impmaster
MAG CGN 032 144 Wand

of Disease

ICanyom sculpts his carKtles into beautiful statues. He always has a vat of wax boiling for special orders and charges
306 GP plus 1 SP per foot of height or width (whichever is greater). "Kan" keep' a pet Baboon, HO 2, ACl4, Bite 106, and
has trained him to pour the hot wax into molds. A bronze coffer containing 143 GP, 20 SP, and 2 PP is hidden in the base of
a huge candle. Patrons include Clerics, Mages, and Bards, NA 106· 1, l Vl 106.

Aithne the Dervish
FTR lNX 023 007 007 033 051 155 146 153 102 143 055 Scimitar

Aithne hates non·believers and heretics. She creates religious candles of blended incense or perfumes for 306 SP and up,
depending on size. Auisted by four workers, FTR, NNN, ACl9, HTK 8 - 6 - 5 - 6, WPN Dagger, she spends much of her time
experimenting with magical ingredients in an effort to create a "dancing" candle. Cashbox 16 GP, 35 SP, 14 CPo

Clrpent" (083) auuntr St'"'

Efrlm Linseer
FTR lGN 031 027 007 033 063 '84 '24 156 131 '54 102 Hammer

Efram and his bfothers, Hagar and Gafarm, FTA, lGX, lVl3, ACl9, HTK 16·17, WPN Dagger, build or rebuild
small, wooden houses in 306 days, with help from laborers, for 140 GP per 40' x 40' floor space. In I secret compartment
within a beam are concealed 652 GP and 5 PP. The cashbox contains 6 GP and 41 SP.
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Clrpentar (084) PMadiner Street

Snep One·Ear
FTR LGX 051 032 009 016 102 174 , 65 '63 152 143 062 Hand

Ax.

Shep is a noted ship's carpenter and repairs ships in drydock for 20 GP per day. Much in demand, he usually isn't free
for other work for 1D6 days. Shep often informs the naval authorities if he thinks a ship is in worse disrepair than the cus'
tomer wishes to pay for having liKed. Concealed in 8 wooden idol is 1,250 GP (the idol is cursed).

Kinchel the F8ir
FTR CGN 071 038 006 042 063 174 124 105 153 142 081 Short

Swo<d

Kinchel is. former naval officer who hes traveled to many distant lands, His hobby is carving miniature .nimels, and
they fill his shop. He speeializ. in ceblnet1end blnnisten which are ornete and often gilded. Orders usually take 406 cIIVS to
complete, .nd he chlrgn 25 GP per dly plus mltet'ials. Banded chest 528 GP, 47 SP and 120 CP In a luther big and 2
Sapphires worth 800 GP each hidden In the false bottom.

Carpenter 10881 Street of ~rgoy'"

172184085'03134056006010051102
Dern Batrou
FTR CEN 052 Two·

Handed Sword

Oern is suspected of using arson to get revenge on a destitute customer who could not pay for repairs. He employs ten
Orcs, HD 1, ACl6, HTK 3 . 4 . 5·4·3, WPN Short Sword, as !aborers. Dern shingles houses for 1 GP per 10' x 10' area. Due
to his familiarity with Orcs, it is rumored that he is. spy for a local tribe of Orcs possibly planning an attack on the caravans
leaving the city state. Three iron chests are each trapped with Sleeping Gas; one contains 5,128 GP and a pile of skuHs, the
second holds a King Cobra, HO %, ACt 5, Bite Poison Type 4,103. and the third is empty.

Clrpentar (087) Jette" tine

Ardey Hammerhed
FTR CNE 022 016 006 042 074 '24 142 135 097 133 121 Great

Ax<

Ardey has a good income from his demolition and repair business. His twelve sons, FTR, CNX, tVL 1, ACL 6, HTK 6 ­
5 - 6·3 - 1 - 8·7·3·2 ·5·4·2, WPN Short Sword, help as apprentices. Demolition is 10 GP per day plus salvageable
materials, and replirs are 20 GP per day plus the cost of materials. Hidden beneath a sleeping pallet is a trapdoor leading to a
family crypt wherein 563 GP, 755 SP, 420 IP, and 927 CP are hidden. Cashbox 36 IP and 12 SP.

Clrpenter (088) Elfmbt lAne

Milanbolt the Musky
FTR NNG 021 016 007 032 062 121 143 173 171 122 146 Hammer

Milanbolt lays wooden floors and makes heavy, wooden doors. He charges 5 GP per 10' x 10' area and 20 GP per inch
of door thickness plus5 GPper 5' x 10' size of door. The quiet carpenter is assisted by six Gnomes. FTR, NNN, LVL 2, ACt 7,
HTK 12 . 14 . 11 . 10 • 9 • 6, WPN Sword. The till holds 22 GP, and 140 GP are hidden within the 4"-thick wooden door
which give:s 8CCll$$ to Milanbolt's personal quarters.
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Ned~ Wolmonger
FTR CGN 021 013 009 012 068 102 123 151 092 '87 152 Dagger

N.dll employs thirteen ,..'-lives In her "Red Rug Shoppe:' She uses. red bKkground in.1I of her rugs, Bnd mlny are
hu,. • tapeStries In the pMK:e. Hldil c:hMVft:"0 GP per 10' x 10' .19 .nd is currently working on one for the Taran. Sever.1
looms permit her to .eke on muttlple jobI. Hick:len within I Itrge roll of lNtting is. Flying Clrped which Hlldi. inherited from
her Willrd grlndtlther. 326 GP .... hidden In," incense burner••net tMo "iron" chlin binding her clothing trunk is ktu.lly
dilgui.-:i ,il"" worth 3,245 GP. c.hbox 2 GP. 13 SP. SIP. Patrons include Nobles, Merchlnts,.nd Carlv,neers. NA 206,
LVL 103.

e.totr....' COlO) "'..... _

P1cFlendIr
FTR LEN 072 035 010 003 043 183 124 142 172 175 163 +1

Shortsword

A ...V uncoulh.nd ....""p' penon. Pic', customers usulily stand.t !MIt 20' MfIt( from him, if -' ,II possible, to .void
the II'MII. lleuld with • pho-'-k memory, Pic cen eMily r.<....w any mlP he has tnn. Smell maps 13 GP. Medium sized
mepI 20 GP. lMwt WaU Mepl46 GP p1U1I*Chment costs. Pic IOmetlmes Mil, "Ire.sur," rnaPt(206 x 100 GP less CHA of
purchner. which '-d to.mbuIhIs let up by hil Orcish friends. Clshbox 21 GP. Hidden in. 81,,', held mounted on the well
.... 215 GP, 12 PP, 3 AP, end • NIl trellU" mep IMeting to 12.000 GP guarded by ,Minotaur.

Sonou-'" SlIco<
FTR LNG 031 020 008 012 075 113 183 138 184 175 044 R,pier

,nd +1 Dirk

•

s.,.,ndIf ICUlptJ In both wood .nd m.rtde, but h, pr,f,rs the v,riaty of wood. BMily disfi~rtd in ,fire, he usually
rtrneins hidden behind. thin drape when negotletlng with customers. Wooden St.tues .06 GP per foot, Marble Statues.oe x 10 GP per foot. Within the hollow bne of, ,tetue Ire hidden Sot2 GP .nd I gold nec::klece worth 276 GP.

Elr", Renkfece
FTR CNE 032 018 008 047 053 156 123 106 131 145 089 Broad

A..

Elr", i, '" ••cIt~t creftltnen who pref.n to work on merch.nt wegon,.nd speci.1 elrts. Hi, iron-banded wheels are
consldel'ld the best In the city ... cost 2. GP eech. Sm.1I cert, 42 GP, Medium Certs 66 GP, and L"ge Clrts 100 GP plus
308 x 10 GP for end.,.... meddltlon to the price of wheels. Two Journevmena end.n .pprentice, FTR, NNN, LVL 2,
ACL 5, HTK 5 ·12· 10, WPN Swotd, work on th, lea<temWlding jobs. Two farm elrt, 60 GP .ech. Clshbox 210 GP, 134 SP,
.... 41cP.

147183184068142183088035007024031

c:.rtM....I~••ne-ent R'"_An_
FT" CGE

AnkW only wotb on Cll'rilges for nobtts end Ualettv requires 306 month, plus 408 deys to complete eM:h one. Prioes
.. 508 x 1(1) GP plus mn.I worldn,. (408 x 10 GP for Iron, DouMe for Silver,.nd Triple for Gotd Alloy). Trappings.re
101 x 20 GP. He is ..... by Dwyer StronFend, FTR, NNN, LVL 3, ACL 8, HTK 20, WPN Sword. Locked iron chest hid·
den bene. en erwll contai.. Me GP ,nd th,.. 8IIc:k Widow Spiders, HO 0, ACL 3, HTK 1, Bite PoIIOl'l Type 5.
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C.,ina (094) V,li,nt Prom.ntde

Aka' the Swain
ASN NEX 072 038 009 019 089 164 164 173 152 174 067 +2

Rapier

Akar wear, many disguises to coyer hi. hideous ftee.nd I, Ilw.YI mMktd if not fully disguised. Many games of chance
begin here .round dusk and run until dlWn. HO 20%. Ten Kobokts, HD " ACl e. HTK 1 - 2 - 3 - 4 - 2, WPN Sword, Sixteen
Btrmald•• HR, NNN, ACL 10, HTK 4 ·2·3·2·1·1·2·3. WPN o.pr, Four Cooks. FlR, NEX, ACL 9, HTK 3·8·7,
WPN Axe, and. Wine Steward. Tortoises 5 CP, Crabs 2 SP, Beef legs 1 GP, Ale 1 sP. Guests include Sailors, Bandits, and
Bucce"eers, NA 406 + 20.

Eth.ltonglJe the Cooper
FTR LGX 021 015 006 042 051 113 181 143 '38 102 Short

Sword

F.n8tICllly r.ligious, Ethllttongue often drlvesawlY custOfMfl by attempting to "convert" them. Kegs 2 GP, Casks 3 GP.
and Blrrel. 6 GP. Finvox, FlR, lGX, LVL 2. HTK 12, ACl4. WPN s.ber. hll son, i. often running off to join adventurers
for short forays within the city. Eth h.. secntted within his shop • mlP to the f.bled hideout of. flmous, long-dead bandit
Cllled ''The K.ndel P.nther" In whose 1.lr riehl, .nt "k:! to be bu,6ed. OI..t 242 GP, 16 SP, and a jeweled brooch worth
13OGP.

c..,., 10961 Pilg,im L'M

Tw"n GOntmonger
THF CEN 071 042 010 008 058 104 145 128 103 173 166 +'

Rapier

Tw"n heads. gang of "out of work" Thieves (.11 ~Ildmembe") .nd CIte" private parties and banquets. It's a con­
venient way of combining work and pleasure, for Tween and his 91"9 1.118 the occasions as opportunities to practice some
high-powered pick-pocketing. Prices are very reasonable (1 GP per course per (PJest plus liquid refreshments per specification
of the host a~ 306 sP per guest). Tween's gang: THF, NNN, ACL 9, NA 306, LVL 106. Locked Strongbox trapped with
Poison Type 2 contains 475 GP, Silver Skull Ring worth 210 GP, and • Potion of Boasting disguised to took like a chamber
pot.

C.terlng (097) Kings Row

W.rtalons the Howl
FTR LNX 051 035 010 008 058 138 132 104 165 '54 156 Cleaver

Ro.st Pigs 8 GP, Beef Sides 20 GP, Roast Ducks 2 GP, Turkey 3 GP, Fine Wines 1 GP per guest, and Pastries 1 SP per
gutst .re Wert.lons' prides. He always pfeces some surprising d,Ucecy suen II Salmon, Lion Steeks, or Crabs in the center of
each rOlSted me-to Wamlons is given to fits of uncontrollebkt ltughter, which might take aback any but his crew of six Harf­
lings, FlR, NNN, ACL 9, HTK 3 - 2 - 4 ·2 - 1 -3, WPN o.gger, who ere vliet to this perlOn.litY quirk. Wartarons keeps his
crew busy. Parties must be booked 206 d.ys in Itdvance.

•
Fighom Foxing
FTR CNX 041 025 006 087 157 152 123 104 125 Whip

Fighorn ,.Ises pampered canle. They er. fed beer '¥try dav.nd muuged twice. day tojkeep them tender. Five cow­
herd'" .nd three serv.nts lUlu him. Htdes 26 GP. Slaughtered Beef 16 GP pe, pound. Fighorn usually hired mercenaries to
guard the herd when it is in ttje pasture. . !
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CI.FVV (099) T""P" PlUII

Muezzin the Serene
CLR LGX 131 046 001 033 113 156 113 '11 166 144 134 Rod

of Compulsion

Muezzin is the P.triwch of Pudege tnd he«ls. cl.rgy consisting of two High Priests, four Celeb,..nts. sixteen Elder
Ones••00 256 Holy Ones. The prtctitionen of this theology ere called Devotees;. Devotees who opt for additional trainlng.nd
YOWS Ire often initiated into the r.nks of the Holy Pah••• quul-mllh.ry-religious-nobility order sanctioned by the govern­
ment. It is the .awest method of obUining~ 'Ink if one is not born to it, .nd, for this reason Iione, 426 P,sh. Foot
Kniltlts liy. within 20 mil.. of the City Stllta lind ar••ttW1K1 to lIhips' companies lIS m.,lnes. The religion of Pud. i. very
simllll' to thlt of the Vlkl... Jnd 1he tICNt r\II'M of their tod it Woden AII·See,.

Cklth... C100l ErflfltJ'y UN

Wlleye Truklothe
FTR LGN 021 010 011 062 131 084 096 136 122 074 Olggll'

W-'ey. and hll good wi". led.MI. IF' ClOnttantIV velling.t 0" .nother e.... n if they ,ren't I,....lng.t the time. They
employ she ,"",su.... end two _",ent boys to produce the popul.r ImP cloth from Impil reeds whictl grow .Iong the
Azurer.ln River. The doth IslUPPIt end very durlblt due to III hlF densitY. OrMers 13 SP. loincloth 2 SP. UlOenhin 4 SP,
Pettieolts 10 $P. Hoee 9 $P. Shirts e$P. VIItI3 sP. Slippers 2 $P. M.ntles 8 SP. Jerkins 9 SP, C101ks 15 $P, Cowls 3 SP••10
Togas 20 $P. The CIlIhbox conwn 421 $P, Curtomers indude Gentlemen. Guildsmen,.10 MerchlnU, NA 306 + 2. lVl
1·3.

Olenis the Spurious
FTR CGl 023 01& 008 010 041 "3 '62 136 155 '62 134 R,pier

Olenis h. trouble ltIylng on .ny one ...b)ect or It tny one enterprise for long. He hIS switched OCCUPltions 58'1f1rll
times tnd Is curr.ntly the '1_lon king" of the CitY Stet•. All his emp cloth trousers.nd blouses Ir. of 91rish colors, oft.n
stitched with silver.nd gold thread. His baggy tHou"" end trOUllrs 1111 for 406 x 10 GP. and Elven polnt·toed slippers Ire
15 GP per pllr. Chenis will gener-'Iy h.ve 306 "fri.l"lds" of LVl 306 browsing about his shOP. and h. employs four mer­
cenary gu.rds. FTR. lVl 3. NNN. ACl 3. HTK 13 . 14 . 10 - 12. WPN Saber, Invisible chest hidden under his bed contllns
478 GP. 26 PP. 'nd' $0'011 of Thru Spells,

Clothing (102) L.th 1II....

Leg," the Se.".r
FTR CNE 021 01. DOS 020 063 134 01. '46 121 164

legln IIUS emp cloth de'--. end hebits for the "common folk," PI,in. undyed items ere 3 sP each. 'nd dyed items .r.
6 SP eech. H. is ..isted by four d...!#tters end six ION. ltprt h., helf·interest in I merchent ship whictl h. is Ittempting
to "II for 2.200 GP. The Ihip is six months owrdue. Lockbox 168 $P. Trunk: Elven Rope, silver tlnk...d worth 120 SP,.nd
25 Amber gems worth 10 GP .edt. o.utorners.' a.rgv. Trede.......n. ,nd Men:hents. NA 406.

Cklthtng (103) Windy Aft....

Kimjer HewY-Head
FTR lEX 031 02& 001 0&6 '" 126 139 101 161 136 Scimiter
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Klmjar produces "trlYelers" clothes by blending leather straps and amp cloth to produce belted hats 4 SP, cross-belted
tunics 9 SP. ~ Ie.ther·lined breeches 19 SP. Vests 12 SP. and Aprons 8 SP. lelther-soled point·toed slippers are 10sP. He
employs 10 IPPrentices.nc:I two Gnomes: FlR, lVl 3, ACL 7, HTK 16 . 14. WPN Short Sword. Clshbox contains 312 SP
and Is protected by 'ICnlaming Insect th.t howls if not spit upon when the box i. first opened.

ClIgnOl'I the Dw,rf
FTR LGN 042 025 008 022 074 173 104 083 164 122 075 Hlffimer

Cl....ori it r~owned for hi. le.ther boots. They .re sold in low, medium, .nd high sizes of soft leather. tou!#1ened
'-ather, .nd ewbolted "ather· add 2 GP for elCh size elm m mlterill class. He will only produce his boots by sped. order
Ind prefers InY bMUr to be In meUlI or gem•• Orders take 106 deys to comptet•. Hidden within his sleeping pallett ar. 20 GP.
210sP.1nd420 IP.e-_110&1 Oohu.. SuM<

brklet Efblr
eLR LNG 022 017 010 007 053 083 .34 156 122 183 153 Dirt

Efblr h considered an heretic by many bee..,!! of his religious beltefs. but he is.lso considered. noyeity by the .ris·
tocl'lu.nd ledin of the city. Jnd the use of his services hIS become something of. fed recently. F.ce P.ints 2 SP. Eye P.int
3 SP. $p.rkle Cling Powder 1 SP. Lip p.inU 2 SP, F.ke Horns 3 SP. F.b T.ils 6 SP. H.ir Dyes 306 sp••nd H.ir OmImenu
306 SP. Hels _stee! by three serv.nts.nd an IPprentice. FTR. NNN. LVL 1. ACL 10. HTK 3· .. ·2· ... WPN O..r. CJSh·
box 33 sP.

Concubine. (108) Velob Row

Shinre. the M,tron
FTR LNX 031 014 009 019 063 103 142 122 144 176 173 Garrote

Shenre. telChes thirty·three women to play musical instruments, recite poetry, be conversant in literature. sing, d.nce•
• 00 use correct posture.OO a>urtly manners. The building is protected by six Amn:ons. FTR, LNX. LVL 2. HTK 10·12·9
·8·9· 13, ACL 3. WPN Sword. Each woman wears 106 x 10 GP in jewelry. The interior of the building is decorated with
many expensive Pllntings, tapestries, and rugs given to Shinrea by grateful pltrons. Shinrel hiS 240 GP and 625 SP hidden in
a niche behind I painting in her room.

Conm." (107) I,ory Row

Arid.r the Scorpion
ASN CEN 07.. 043 007 033 074 156 176 163 114 163

Arid.r Is widely·known for his devioos and complic.ted pl.ns which .,e meticuloosly reselretled aoo executed with
precision. H. is often consulted (120GP per hour) and occasionllly takes on I m.jor '10b" himself if it piques his imaginltion
~O% of III loot or 2.000 GP. whicheYer is greater). A false ceiling in his room concells .!e.ther big contlining 36 GP... pp.
8 AP.IPIece of jllWelry worth 1,520 GP. three vilIs of poison. and. pouch holding Vellow Lotus Powder.

Nimble Frivlm
FTR NGN
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Frivarn m.kes ropes of jote. hemp, lOtI Impil in v.rioul thicknesses. Prices 106 CP per foot .nd UP. depending upon
thickness. He pr,f,r, tradil\i for food and clothing to support his '.rge family. Frinrn Is assisted by his twelve adopted child·
reno Cashbox 32 CP.

Otnc»r (109) BlKkpit Row

Isimiennl the GrKeful
THF NGL 042 018 008 0" 034 106 164 IOJ "4 173 175 Stileuo

Isim urns her living by dancing .t banq,Jets ¥ld on the strtets, if necessary. Being extremely proud, she has made
..wr,1 high.t.wl eNtn'" and .. often fonlId to use her experience with the Thi...... Guild to protect her life. 91, w,." gold
heldpilcl wonh 96 GP and hIS two piects of )ew~ryworth 656 GP hidden blhind • brick in her room.

0........ (110) Urn'"S~

AMrlit of Rewrie
OEM CEN 082 064 002 083 067 178 186 154 073 175 049 Scimlur

Aberllt OItenlibty runs I winery which permits the Ule of mild drugsctUtd Kokowll'l leaves.nd employs an lIIusionirt.
ILL. HEX. LVL 4. ACL 9, HTK 18. WPN o.pr, to crute "dr..ms of grlnduer:' Abwllt ch.gtS 3 GP per hour per ~rty
member, but h. ~.tft; the memben of • group into individull cubicles for their "drelms." He llCtually drilins wway Iif.
levels.. which CIUIeS • f.11 in .xperience of 1.000 per d*V beginni"il three d*vs.fter the "dre..,," session. Aberiit is areful not
to cal. d.lths. however• .xt he is very Imiable .-ld IPOlogetic to.ny who attempt to link his business with the loss. Within
his personll c:h.-nben are • Crystlll 8111 and a Flying c.rpet in plain view. c."box 248 GP.

Dried Foods (111) AI'"t Stntt

Kheu~ the Younger
FTR LGN 043 018 008 014 073 265 237 105 145 124 10J Scra·

m....

Kheusak wpplles beef jer1cy. dried potatoes, and apricots to ships and earavaneers that stop at the city. His process is I

Ioog.held flmlly secret. Kheusak r.fuses coins and prefers to bart.r for cloth and Wllpons. Locked trunk holds ten Short
Swords, fifteen Daggers, a bolt of silk, and four Hand Axes.

Dried Foods (112) Ghostwln Lane

Wark Longruse
FTR CGN 082 048 010 003 058 153 143 125 152 053 101 Broad·

sword

Wark and his thr.. sons, Bonehead Garf,Avrik,and Faristor, FTR, LVL3. LGN, ACL 9. HTK 17· 15· 14, WPN DaWlr.
produ08 pickled .nd salted foods for long journeys. Wark is rumored to have lost his left leg to a Griffon long ago and ne.rly
stried to dqth getting back to civilization .fter that accident due to spoiled supplies. He is a careful .nd thorough workm.n,
.nd his supplIes can be counted on to Int the maximum expected length of time. All foods are 10 GP per cask. Cashbox 36 GP.

Dried MMu (1131 omt.., a..n.

Benfriz: lOf'll'Ears
FTR LEX 033 022 008 013 074 134 lOJ 096 143 073 &ltc:hlr

Knife

55

&.nfriz:p~ IPkled, dried Venison .xt Beef In a lIow own. The meat Is stored in salted •• and each bag is suf·
ficient f(K one man for one dIy. Price 1 GP per 10 pounds of meat. Lockbox 37 GP. StCt'tt compartment in oven contains
415 GP. Customers Include M..lnn, Pirlites,.nd Sailol'l NA 206.
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Spears (114) Black Rose LIne

Toshin Stronghand
FTR LGN 051 033 006 042 041 163 '42 124 131 143 093 Spear

Spears 12 SP. Pikes 40 SP. Halbards 50 SP. and Pole Arms 60 SP. Toshln will not accept gold. preferring to trlde in furs
and silver. He entoYs exchanging gouip as he works. and sever.l street children are usullly gathered .round him to hear tall
tales of adventure (molt are true). Cashbox 48 $P.

Dv.r (1151 South G.te Roed

lynchibor Stride
FTR CGX 021 012 010 006 074 134 124 116 083 126 112 Dagger

lync:hibor gJ,," --rv most of his profits by giving ..",11 fo~ of bfm to hungry plIMrs-by. He employs 16 quarrel­
some Goblins. FlR, NEX, ACL 6, HTK 4 ·3·3 . , . 1 - 2 - 4 ·2. WPN Short Sword., by JPeCili charter because they .re 1m­
m.ine to the ....n fumes ltelming out of the dying 'tau. It is said thlt he c.n rMtdl any desired sh.cte. Lync:hibor charges 2 SP
per bolt of cloth and i. never idle for lack of WOfk. Cnt'tbox 6 $P.

Dyer (116) Crollbow Alley

V,kelos Jammet
FTR LNE 031 017 007 033 063 136 064 126 143 116 076 Whip

end Scimitar

Yakelos runs his shop IS if it were an elite military squMt and inlists upon being addressed as "Master" even by his cus·
tomers. The vats are kept in constant use by 14 indentured servants and 8 convicted criminals released into nis custody as a
punishment. He Is resented by the local merchanu as a newcomer wl\o has done "too well." Only red, blue, and black dyes
are used. and, as an incentive to work, the workers are occasionally "dipped" for minor rule infractions. Jammet hal also been
known to'toss In a garrulous customer or two as well, Only large, batch orders are taken, and he prefers to barter for servicet.
Cashbox 45 GP, 30 SP, 26 CP.

Sword_II (117) Paladiner Str.t

Kadil Apefoot
THF LEA '0' 047 007 036 043 167 143 126 098 166 137 +2

Sob"

K.til procumemployment for Guildsmen and others by special arrangement. He il usually contacted for guards. Mages.
nIVal officers, artificers. and trainers. He lists several "foreign" opportunites. but anyone attempting to take such • job will
find himself sold into slavery by Pirates, who have an aweement with KMtil. !Cadil chwgel1Q'l, of the first month's wage in
advance, so those sold into slavery are actually paying for thlt dubious privilege. The employers are also required to pay 20%,
which they, in turn. deduct from the wages paid. Kadil receives half of the slave price, .nd, therefore, he encourages many to
take lucrative·appearing jobs overseas. especially if the prospective employees .re new to the area. Iron trunk hidden in the al'
de contains 529 GP and. smaJileather pouch holding two Cat's Eye gems worth 100 GP each.

Solicitor (118) Merchant $tr.t

Sagan Kiscat
MAG LGN
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Sagon earns his living by finding emplovable persons with the aid of his Crystal Ball. The Crystal Ball has the abilitY to
cast s.gon's voice into the elf of the person desired and, thus. enquire if that person or creature is available for employment.
Sagon Is protected by six Marce.".ries. FTR, NNN, lVl 106. ACL 3. HTK 17·42·22·8 - 19·22. WPN Sword, and three
Ogres. HD 5. ACL 8, HTK 32 • 27 ·26. WPN Club. Sagon charges 1,200 GP per search and 30% of the first month's wages if
successful. He prefers to barter for mlgical items. especially tornes. s.gon has. laboratory on the second floor of his estab­
lishment; in it, h. experimenu with music rn8llik. Among numerous dulcimers. lutes, cymbals, bells, gongs, tambourines. and
giant tuning forks I•• Wind of Whistling which will remove the .bility to speak for one month. Brass Box holds 12 GP and
6 PP.

Erttinter 11191 Pilgrim Lane

Wieket Detailed
FTR LEN OIll 046 010 004 082 174 153 063 165 143 168 Long­

swa<d

Wicket spent min\' yetn • In Engineer in the .-my. building c.upults. Siege Towers, bridges, .tc. His crew of 12 .,.
frtends from his military ~. and •• very IOV8l... willi as tot9'liTlinded, FlR, NNN. LVL 3. HTK 12· 18· 16 • 12· 17 • to
·13·14·11 ·16 ·15·10. WPN Sword. Wicket dem.nds top prices, buthecln build M1Y reasonlb'e stJUClUrein 106x to'S
less time ttl., norm.1. The crew rum I contlnull knucklebones~ (HO 12%1 between jobs. Wa' Cl"t: 126 GP. six custom·
m-te Sword, worth 125 GP ueh. 128 SP in I pouctl,lI"ld • sillier cask worth 520 sp end filled with 25 Zirams worth 60 GP
e.ch, 18 Aqu.m.rines worth 45 GP eadl. 26 Ambers worth 10 GP eKh. 34 eo"ls worth 9 GP each, end 8 AglItes worth 7 GP
.och.

EX-CUlto"', 11201 Rog&HIune

Bltern Hedstone
FTR LEN 031 016 003 073 061 147 096 074 186 164 053 G<..t

Ax.

Hecjstont is sadi.Uc.end 10'11" to torment ,nd te.. prisoners to such In extent that he Is often booed by the populace
at public el(ewtiom. He i. protected by the Assassins' Guild bee...... thev have egreed to admit into their ranks any appointed
executioner, though this p.rticul.r one is not even liked by most of the members. Hedstone often br.gs about "getting a
head," .nd he hIS mounted his f,\lori" ones on the front of his house. Chest hidden in seeret room in basement contains
316 GP, 437 SP, 890 CP, and 30 IP.

Eltttrmln.tor lUll Bew8rs Row

Grudang the Groll
FTR CNE 062 034 005 062 041 138 082 072 166 165 043 Silver

Trident

Grudang is nOllble inasmuch as htappears to be a cross between. Goblin and a Trotl. He is elttremely fISt (3 strikes per
round), and he regener.tes 1 point per round .her the first round. He has lived in the city for the PlSt BO years but appe.rs to
have aged little. H. loves Rat meat, .nd charges only 1 CP per Rat, 1 SP per Giant Rat, 1 GP per MISter Rat, and 45 GP per
Werer.t. He has Fourth Level Thieving abilittes and can surprise on a 1 . 5 on 106. In his broad belt, he keeps eiltlt silver
Throwing Stars and. belt Knife. His ~ather dOlk is studded with eleven bronze Throwing Stars, representing the Wereratl he
has killed. Within a huge pile of Rat bones in his "eeping comer are hidden 14 GP, 32 SP, and 53 CP.

Maniv.1 the CI..
FTR CGN 062 025 006 043 071 146 174 164 137 156 135
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Manny has been initiated into the School of Air Magiks. but his love for birds encouraged him to tab up F.conry .fter
years of mercenary fi~ting. He wears an Amulet of Avian Control (100' .real. but he prefers more "natural" methods. Fal­
cons are trained to return to his loft if their mastersmistre.t them. Twenty Messenger Falcons 15 GP etch. ten Hunting Fal­
cons 26 GP each. and three War Falcons, 40 GP each are already trained. The shop Is filled with thirty other Fak:ons not for
sale as yet. A locked iron box contains 40 GP, a Panther-skin jacket. and a silver chalice worth 129 SP. The false bottom con·
ceals Wings of Soaring and a ., Rapier.

Falconer 11221 Sheperd Street

S1inard V.lke"
FTR CEX 051 023 005 052 074 121 103 142 107 173 184 Scimitar

5'inard Ir.ins vicious War Falcons that hwe been known to turn on their masurs if not allowed to hunt It I••t onctI

every other dlY. Six ar. tflined completely, 20 GP .ICh, .-.d twelve other F.lcons .... plrtl..ly t,.lned, 10 GP elCh. 81lnel'd
enjoys Cock Fights,.nd h.six Fighting Cock, which he frequently u.s to doub6e hi. income, HO 30%. Hidden In. huge, dey
seed pot are 105 GP, 83 SP, and 342 CPo

Feed S'toN (123) PlaWtz Roed

Tactlm Hipig
FTR NGN 021 012 008 026 062 105 106 163 084 123 104 Dagger

Hipig i•• dour oldster who permits no nonsen. or non.human. in his shop. His mixed fMd is grtded into Common,
Fine, and EXCIIllent, .nd he sells it in amp cloth t.ga, 1 GP, 2 GP,.nd 3 GP per beg. Hipig pref.rs to trade for pelts and will
noteccept foreign coins or metal bars. C.shbox 12 GP.nd six Fox pelts piled under the counter.

Rodlin the Rowdy
FTR CGE 081 037 010 006 063 164 102 083 165 122 153

Rodlin sell, hay 3 SP per bundle, oats 9 GP per sack,and barley 8 SP per sack. He we.rs .tudded black le.ther and en­
joys making "citizen', .rrests" of foreigners. Rodlin has memorized m.ny old and ludicrous laws, wch as "illegal hopping,"
running to the 'treet, and spilling grain without pieking it up immediately, He receives 3O'J' of.ny fines but is cll'"eful not to
"sting" his best customers. Fond of Tiger hunts, Radlin often tries to .rranve • hunt with others. A lockbox containing
210 GP and 153 SP is hidden within a roll of hay.

Katan Minbane
FTR CEL 061 039 003 073 041 179 174 162 175 199 153 +3

L_d

K.lan is actually. Half·Oemoness found as a child in a grlYeyard and reiled by .n evil aerie. She is often possessed by
"str.nge" thoughts and desires for r~ melt. K.l.n seeks to incrust her powers .t IVIfY opportunity end plans to s"k
magicel abilities in the near futuro" She ohen arranges expeditions to nid .ncient tombs seeking .rtifacts. Undud crlltures
usually flee from her (PR08 60%1. K.lan believes th'lt she is going insane, but she is PJpported by friends among the Thieves
.nd Assassins of the city. Hidden within her room .re two Potions of CoIoSSlI Strength, a +1 Shield, and • gilded skull worth
265 GP.
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Fisherm.n (126) Kings Row

Boar Oozink
FTR NEX 071 042 010 006 061 143 104 125 174 165 153 Net

and SWOfd

Boar has inherited I Seashell Horn from his grandfather whK:h. when blown, lures fish into his nets. He sails nch mor·
ning with his six helpers and returns before noon with four times the catch of any other fisherman. Fresh Fish Ire sold for
206 GP and UP. depending upon size. The fish stand is manned by his large family of fiw children.nd three wives. He often
parties with local Banditsand frequently finances their forays for half the booty, Buried in his basement hidey-hole is. banded
chest containing 546 GP and 5,435 CPo

Llana the POlt
FTR eNG 031 012 009 012 054 147 136 115 093 132 102 Trident

Ulng is • soft-helll'1ed drepe, who loves to h." lll9U and ,1T1nge tales so much that h. will pay 306 CP for elth new
tile to be recited to him. H.IQVft to recite poems he has created while fishing. He knows the locatton of. sm~1 tribe of Mer·
folk .nd I, good friends with two Mennaids. The Merfolk have recently been troubled by a Great White Shart. whld\ worries
Liang. His atchh are sm"l. but his Mer·friends see to it that he brings up an occasional Pelrt Clam. Frith Fith 1De CP. Hid·
d.n in his fir.place is I brooz. box containing 6 Pearls worth 125 GP each and 53 CPo

Jlreem HII'
FTA LNG 062 026 tal 003 064 137 127 086 125 165 154 H,,·

poon

Jareem supplements his income by wrestling Crocodiles for bets and salvaging sunken merchant ships. H. has foor fast
sloops that bring back average catches. Ind he occasionilly rents several of his sloops to Pirates fCM' a qulrterwre. His Crab
trips Ire .specillty efficient. Jaraem often hires new help bee8use his policy of expecting his workers to toil while he relaxes
causes many to quit. He pays 4 Fish and 1 Crab per day. Jareem owns a half·interest in two Merchant Ships. Fish 106 ... 2 CP.
Cashbox 528 CPo Hidden under the counter is a lockbox containing 158 SP and 20 CPo

Tackl' 11291 Kings Row

T!mak the Grub
FTR LNE 021 012 009 013 041 116 174 153 102 125 147 Dagger

Timlk is the leader of a gang of toughs. sailors, and brigands. His shop is stocked with live bait It 2 CP per handfull,lines
It 1 CP per 10'. tlies at 106 CPo hooks at 1 CPo and poles at 206 CPo Nets are often av.n.... PROB 40%. for 1 SP per 10'
squlr•. Timak likes to trade for fish 8nd bait. He fashions custom·made poles for 206 SP in 106 days. His cashbox cooteins
40 SP Ind 72 CPo

Fletch... (1301 WinelOme Lane

Elithe Lindfoil
AMZ LGN 061 037 009 014 057 145 151 102 113 165 168 +1

Hind Axe

59

Elithe makes very hiW1.qu.. itv ArrC/INs for 5 SP each. She leerned her tra as ., Halt·Elf Amazon when only. child.
She has traveled throogh mum of the northland and often wishes that she h8d not settled down. She wistfully t.rks of deep
forest where Unicoms drink from scarlet-hued pools. Sh. has five Rubies worth 125 GP elICh, a set of Leather Irmor, and a
Flaming Sword concealed in her attic. Cashbox 65 SP.
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Shang Trueflight
SAG LNX 051 029 010 005 071 123 181 173 114 103 104 None

Shang', Arrows are made of Iroowood bshioned with Pitcock fe.thers and cost 1 GP elCh. They heve twice normal
range. He can onty make one perdlV because he is much preoccupied with r....rch Into the myster1" of psionic cr.atures and
artifacts of the .ncient ones. Three assistants. OU"91r, Armet, ."d Bervin, FTR, LGN. ACL 9, HTK 6·5·5, WPN Dagger,
m.nufacture slxt••n normal Arrows per day which sell for 1 SP each. c.shbox 31 GP,84 SP••net 26 CPo In I cache in a wall
niche are 5 Special Arrows, three tomes listing the hinories of known magic.1 weapons, and 1.626 GP In gems. Shang wishes
to obtain "Th, Godling Shaft:' 8n Arrow supposedly stlJck in the hide of. Gr"" Oragon roaming the Wise Pillar Forest.

Aurae Dey
MAG lGC 023 01. 009 01. 081 083 183 184 078 175 178 0...,.

Aura. h•• gift from an Archdruid. I Seed Stonl which. jf kllPt in watered • .-th. produces sprouu of~,-,Ger.
nlum, Pansy, Nasturtium. ~ni" lnffodil, Wood litv. O-VfkMer, AI..... LIIIC, Wisterill. Hy-='ntt'l, Daisy. ,nd Mountlin
laKtl twry d-V-. She sells whole planU for 1 CP t8Ch f'9rd". of qo-"ty. AufOll dl"ik-. woodcuu.n end farmers Intenl8ty.
She h. 60 CP ,nd 16 GP hidden benedl the dirt in , l'rgI, cl.., pot. Cu~fI Include 51110'1, Nobfes. ,nd Gentlemen,
NA 406, LVL 103.

F'owen l1331 Carnivort Row

PrICkling Vtlim,
WIT LEN 041 01. 009 011 072 083 172 12' 085 155 035 W.nd

of G.,oting

Vtlim, r.,.tly tppeus outside her hut without trtndorming her.lf into' demure m,tden ICHA 1891 with' c_ fler
wtndl. She sells ,II m,nner of flowering poisonous pl,nts forrt~ prices. 1010 sP s.-ne 's Poison Type. She will only
h"'t any particular plant desired 10'% of the time. Her hideous trut eppeartnee is enough to turn the h,ir of the br~"tm,n
white with fetr. A I,rge Mastiff Dog, HD 3, ACL 6, HTK 16, is her ftmili .... Within her hut ,r. th.... scrolls of three Mtge
spells of the third level each. a Broom of Wind Riding, ,nd. gold chtin worth 695 GP.

Forttgn Clothing (134) lltutmilh L,nt

Aail Avgrtt
FTA CNG 021 009 009 013 061 154 102 083 095 135 146 Rtpier

Rail keeps. good selection of stnnge prb wOrn in disttnt I.nds 'nd ch...ges very high prices, 306 x 10 GP, for It The
shop reeks of unusu.1 smells. Within. I.rge pile of Itr.,. foo.... is ." undtsco¥e..-d p,ir of ElWIn S1ippen (quieter than
bootsl. Aael purchtses r...e pehs 'nd hides for 606 SP. Ctthbox 612 GP.nd. lilt of nobles known to hok! m~ertde btlll.
Customers include Nobles. Doxiel. 'nd Pirates NA 306, l Vl 106.

Forester 11361 Trolltrtp lane

Unsulty Timbor
RGR lGN 072 041 010 004 083 168 17. 156 146 167 153 8,oed

Ax.

Un.... lly Qrpnlu. hl,lntlng trip. to thin OI.lt OWiI'pOp.tle" .,.... of the fONtU newby end often ,~.. in ftvor of
punitiWi "Kil .iost forest-burnino Orcs end OYenulous 10QDtf1. He h•• Colk of ProtKtion +2 tnd h. studied rudlmen·
ttrv IPtlls in the Col. of Illusion. Hunting Expedition 12 GP plus 1 GP per kill. Hkiden within his room •• two vi"I of
H.,ling StIVII•• cask containing 119 GP, 16 SP,.nd 32 IP, end. longbow wHh tour +1 Arrows.
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Lopeye Wyeng
FTR LNX 052 025 010 004 112 146 163 164 112 156

Lopeve practices numerology to milk. pr.Uctions of • pnel'. l\lture, PROS 4O'J' accurate,.nd dlarges 2 GP per PSl
or lVl, whichever is hi~er. Lopeye I•..., that he is being rt8Iklld by literal cult dedic.-t to an "unprediCQble" future. He
also fears that the Shadow Clan is hunting him for h. killing of. noted c1.-ntn in Meri-Amon four years 19o. He rarely ¥tr\.

tures out at night and seeks to hire gu.ds for 1 sP per d-V. A trunk In his room cont,ins 148 GP, and six Turquoise terns
WOfth 12 GP each are conce.1ed within the tel. lid.

a.smook the Persuader
MAG eNG 065 028 009 all 081 073 186 183 084 164 136 +'

throwing Knit.

a.smook uses the "OrKIe From the Slltnt SM," el,,.. Amethyst Crystal BaIt worth 0,860 GP, to preclk:t the tutu... of
we,ldly p.trons. Readings COlt 126 GP 8I'Id CIn be on tnY ..bilet. PROB 8",. eccurlt8. He I, ..llt*l by Jaoun Dropper,
THF. NNN,lVl5. HTK 26, WPN LOf19Mord. his hllf«octwr, A Fee"'''' Stiff of Stunning is wl.tded by MeitiN Or~.
MNK. NGX. LVL 3.HTK 19. his sln.... Six lJ.lerd•• FTR.NGN. LVL2.HTK 6·11 ·9·1·12 ·11. requirethltPetronsdMck
their welPOns ,t the door. Irwlsib6e trunk containt 12 Obsidiln ..,.. worth 42 GP ..ch, 348 GP,' g,.rk's Tooth nedd.­
worth 25 GP, ,nd In Eltetrum Hetm wor1h 340 GP.

Furnitur. (1381 Tiuln Une

Miknoo Pithy
FTR CGN 061 043 010 008 071 126 174 161 178 183 123 Fllchlon

Miknon and his ten freemen mlk. tables 15 GP. dllirs 1 GP. and clncU, holders 2 GP (double prices for fint wood
finished) of intricately-<:arved woods. Speclllly-mlde inlakl tlblrts ., 406 x 10 GP each ,nd requIre 306 d,y. to compl,ta.
He h,. many Elven friends.nd often roernt the nearby wood• ..-kiog qullity trees. HKlden behind. secret panel in hi. room
are four Garnets worth 745 GP eac:n ,nd 43 GP. CUnom.... ar. Merchants, Nob6e•• ,nd Tradesmen, NA 1De· 2. LVL 106 + 2.

UMd Furniture 11391 A..."in L•.,.

Trlaidon of Endominar
WIT CEN 021 006 009 013 031 084 183 102 066 174 125 Polson

Dortl

Tri.idon is often seen .t fir" and in the homes of dIc...d notablft, purch_iog antique furniture. esPtlCitlly the fur­
nishings of servants' quarters. Actually the CtY for • kK:8I ClOWn, she collects information on th. wherelbouts of ~.-w:I
Clerics who oppose the coven. OIairs 106 GP, Tab•• 308 GP, Bed. 808 x 10 GP. OIem 206 GP. Cabinets 306 GP. Book·
cases 406 GP, OIem 206 GP. Headrests 506 GP. Couches 101 GP, and e..tellbr_ 808 GP. g,.I.protec1*t by the ClOWn

and i. constantly, but secretty, guarded. 01..1 within If'l old coffin in the ~nt contlin. 839 GP and two .ilver Shields
worth 17 GP.

Furniture (140l Southla_ Roed

Zenarbia the Merciless
THF LNE 031 022 008 043 on 136 126 116 123 187 146 Main

G......
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Ztrwbt. disguises stolen merchandise for resall and does en exceptionally brisk tr_ with fen,," fnltf'Chanb ...rivlng
by anwan or In shiPl. She h. ten CutpufltS. THF. NNN. LVL 2. HTK 6 . 7 ·8·8·" . 10·8·6·a· e. ACl8. WPN Sword.
who conduct secret business at the r••r of the building. Zen.tbil brook, no dilhonor 8mOng Thie¥es and Is known to mount
thumbs in the Uri of blinded disloy.1 hirelings. Two iron chests. Poison Type 3 trapped, contain 43 GP•• +2 Crossbow••
Griffon-hid. COlt, .ix Be'V'lIf pelt, worth 48 GP each, and I Giant O\lfTIfleon hide worth 228 GP,

Anfulmar Kr.km.n
FTA LNA 021 012 007 062 124 133 132 106 086 083 Whip

"nfulmar IC*lIlillS in huwlty-lac:qu.red. fine ClbinetJ. tcreenI. 8nd foot 1tOO1s. Htl four GnomW'l heI...... "-nwlt.
Dirdork. and Tyro, FlR, NNN,lVl2. HTK 8 - B - 10. WPN Otgpr.,,.. keptbutr by tMlNPof Anfulm... WhIp. Some_
lecquer fum" haw eaten~ hi. Min. c.bine1J 22 GP, Scrwens 38 GP. end FoobtoOh 8 GP. UndIr the ...... hidden
168 GP, 248 SP,.net 28 CP in In iron.oendld. wooden chlSt.

Gomn (1421 K.... A_

lIonwn the Ecxenttic
MAG NGE 112 009 019 082 103 1811 174 087 1154 188 Wind

of G."botlng

MOst people con,ider !lomen quitl m.ct to ignore ,II the opportunitiet open to hkn to obtlln wulth. but ht p....'" to
white W1-V d.V .ft.r d-V pltVlng meening61tM pMs. Ac:tutIlV. hK pmino is en unlqu. form of m.gk: which instills.,.. oe­
casion. mild·IIk. gItt or joi c* tim. in .11 beings within 360 mil.s. even the coldftt. most ....il.n..ned en.tum, Thll emotton
cr.ates w~s on another pia which protect the entire ... from Demons .ttemptlng to an.., It.a1~ they do no .fhlet
thote alreadv inside. Games of ry description priced .t 306 sP plus one liJM'il'lt teIIion with Uon_n,

Gem" (143) Stonebow L_

Phelaidor W..gin
FTR LGN 021 009 006 062 061 146 103 121 167 134 128 e...._nO

Phelaidor c.rVl, geme pleat. for two tradition.1 glmet of T.rlntls. Thund.r Chess .nd Kenv-Sh.i. Kang-Shli il en
el.borate form of chets with slxt.en different piece••nd terr.in efftc11 def.nse. An ,xClllent player. PhtI'idor h. written ,
treatise on tactic••nd option.1 rule. to supplement K.ng·Sh.i. Scroll of Enh.ncenwnt 5 GP. Thund... 0,... Set 206 SP.nd
UP. depending upon qu.1itv of plecel. end Kang-5h.i tets 306 GP. Hidden in hll.nlc II • gold end lilver K...-5hIi lIt\"Iine set
worth 175 GP. C.lhbox 10 GP. 34 sp••nd 24 CP. Customtn inctud. Merc:entrln. Gu..-dlmtn. and Meti...... NA 208.

Gardener 11441 A....n L_

SeWlou. Purtor
ORO NNG 121 043 007 039 071 167 186 182 161 148 146 S..ff

Sedulous spends mum of his tim. discussing the n.turf of the unive". with pttnts. convinced thtit their simple r..•
pon," hold the key. to the myst.ries of naturf. H. h•• 119 v.-ittv of vegtGblet for oftwl informs the purm-r
of the personalitie. of the .....ttbl.I bought. P...."ips. Carrotl. c.I.ry. 8Mb. M.lI•• an:I 1 CP per bundl. Red.......
P.....nd Be.nl 2 CP per htndfull ••nd Wat.rmelon. Pumpkin•••nd uttuoe 3 CP .edt. Ourlne the winter. Slckltoul rl)lml the
forest. seeking Treem.n. Cnhbox 61 CP,
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Gener.1 Store (145) Kings Row

Hasan the Baudy
FTR CGN 101 048 010 005 093 148 157 143 162 '53 122 Two­

Handed Sword

Hasan sells a little of everything: PROe 30% common items, PAOe 20% unusual items. and PAOe 10% rare items 81'8

available for standard prices less CHA stated as a percentage. Rice. beans, rakes. ropel, tents, oil, lanterns, hau. scroll cases.
boxes, cages, chains. pulleys, and more line the shelves. Hassan is helped by his son, Hubar, FTR, NNN, LVL 4, HTK 27,
WPN Scimitar. Cashbox 218 GP, 320 SP, 189 CPo Customers include Merchants, Bandits, and Sailors, NA 406. LVL 103.

Geotogbt (148) MoroM Alley

Unroc the Obtruse
SAG LGN 051 014 0'0 004 091 088 173 178 062 093 146 None

,

Unroc is an .ccomplished geologist, PADe 70% accurate, and is consulted before major structures ere added to the citY
as well as by prospeetol'1. Suspicious merchants bring metal coins to him for verificltlon of puritv,.nd h. hIS received. ch.r­
t.r from the T.r.n to organize en expedition to find precious miner.i•. Gu.ds 1 GP per week, lIborers 1 sP per week,.nd
Spe<:ialiltS 3 GP/LVL!Week. His room is full of rock and mineral samples; copper worth 240 CP, iron worth 36 iron pieces,
Carnelian worth 40 GP, Orichalcum worth 60 GP, lead worth 2 GP, Jnper worth 5 GP, Op.lite worth 13 GP, and magicum
worth 10 GP. A locked trunk contains 10 SP, 12 GP, 5 EP, 3 PP, 2 MP, 1 AP,' Ruby worth 20 Gp,.n Emerald worth 16 GP,
al\d a Dianond worth 48 GP.

Ghoners (147) Ghonwin La...

Viril Fristing
MAG LGN 075 023 0'0 008 084 '56 167 '56 146 '82 174 Amulet

of Vision

Fristing and his sister, Grimira the Quiet, MAG LGN, LVL4, HTK 12, ACL 9, rid local residences of Ghosts for 300 GP
to be invested in trading ships in their names. They own two Merchant Galley and part of seven others. Their home is filled
with ercane momentos, skulls, candles, idols, paintings, and charts. Beneath a Sword poised in mid-air is a small cask con·
taining 50 GP, 50 SP, and 50 IP. Several pieces of furniture are enchanted to attempt to be useful: doors open for LG,lids
raise, chairs follow one about each room, and tinkling music plays lranquilly in the bedchambers.

Undlld Abolisher (148) Pa'-diner Slr.l

Aberrant Reapis
CLR LGX 071 030 010 005 06' 142 168 174 125 183 142 +1 Rod

of Dl$$Olution

Reapis is dedicated to the extermination of all Undead creatures bul greatly fears Vim pires al\d will refuse thltSe com·
missions. The Rod of Dissolution will completely disintegrate any Ul\deld It touches except Liches, which will take 406
damage instead. Reapis keeps four Hyenas, HO 1, HTK 4 . 5 • 3 ·6, ACL 7, Bite 106, which are trained to howl If within 60'
of Undead. He has three scrolls of spells which will paralyze any Ghouls, Shadows, Spectres, Phan1lllTlS, or Skeletons within
40'; others Ire unaffected. Reapis is assisted by anyone he can hire for each mission. Missions are 12 SP per HO of Undead. In
his chllllbers are a large silver Sacred Symbol worth 440 SP, a bag of garlic, a 18f98 silver mirror worth 128 SP, Ind three silver
Daggers worth 48 SP each.
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Gled~tor (149) Ki.... Row

Dinpoon the Rash
FTR CEN 121 054 006 042 085 173 154 108 175 176 074

,,
BrOad·

sword

Dinpoon is badly scarred but is considered the best trainer for all melee weapons in the city. He charges 15 GP per week
for training during the first six weeks and 30 GP per week thereafter. He has a huge collection of person,l arms PAOe 8O'lIi
available. Locked bronze chest contains 560 GP. 5 PP, and a jeweled scabbard worth 2.680 GP. Customers are Mercenaries.
Marines, and Gladiators NA 506. lVll06 + 1.

GI.abIowIr 1160) SMperd StrHt

Altar Puffer
FTR CGN 031 013 008 022 071 119 107 096 123 '57 077 Blow­,.,n

,

Puffer is quick·tempered and generaUy too busy to haggle with customers. Bottles 3 SP, Flasks 5 sp. Retorts 15 SP,
Bowls 9 sP, Tubes 4 SP, Stoppel'11 SP. Len., 2 GP, Tumblers 6 SP. Goblets 1 GP, and Be,k,,,, 7 SP. Cathbox 26 GP. 73 SP.
Customers include Clerics. MIPS, n Merdl.,u NA 306 - 2. lVl 103.

GI.stblower (151) 81ttlement R_

Fulung Mlgll
FTR CNG 021 009 008 044 078 123 125 108 136 164 094 DaQ9ltr

Fulun9 makes thick, hard-to-break bottles and drinking mugs 4 SP each. Lorina the Wench, MAG, CGN, LVL 2, HTK 6,
CHA 16, WPN Dirk, his daughter, asslsts him by waiting on customers when not studying. Five Craftsmen, FTR, LGN, LVL 1,
HTK 7 - 3 - 6 - 4, WPN Dagger, work during the cool evenings at the furnace. False·bottomed ceramic pot contains 126 SP.

Gokhmith (152) D.huta Street

SJtistor Gruff-Nose
FTR LNA 021 012 009 021 083 113 152 16' 114 102 173 Scimitar

"Gruffy" takes pride in his 3' moustache and is ewecially wary of Elven-kind. He is assisted by six apprentices, FTR,
LGX, ACL 6, HTK 4 - 5 ·4 - 6 -3 - 3, WPN Sword, and three Dwarves, FTR, lNN, ACL 6, HTK 6 -6 - 7, WPN Hammer. He
banks gold for 1 GP per 1,000 GP in his basement vault, a solide granite chamber with 4' thick walls and a 4" thick iron door
triple locked and trapped with a sleeping gas. The vault holds 92 gold bars worth 50 GP each and 1,320 GP. Gold eating uten­
sils 5 GP each, gold pitchers 180 GP, gold Dagger 52 GP, gold Mace 95 GP, gold Shield 240 GP, gold Helm 190 GP, and gold
cups 34 GP.

Gokhmlth (1531 MoJ..kn aou....rd

Apadan the Sh..-neless
FTR CGN 071 029 008 022 094 144 132 151 153 '65 167 + 1

Scimitar

Apadan is often called "The Goldmaster" due to his unique ability to create golden statues which seem almost alive;
maidens weep, warriors lunge, monsters rOlr and do other minute movements. His secret is in the magiks of Ragsk Jenhad,
MAG, LGN, LVL 5, HTK 14, WPN Dagger, an _istant and long-time frtend. Gold Statues to Order 520 GP per foot of
height. Six ~ards, FTR, NGX,ACL 2, HTK 6 - 5 - 7 • 7 - 4 - 5, WPN Spear, protect the iron bullion box containing 8 gold bars
worth 120 GP each and 986 GP.
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Guide (1541 Upset Alley

Shambol Actaran
FTR LNE 041 011 005 042 049 113 164 163 083 147 103 Machete

Shambo! knows all the major and minor routes within 200 miles of the CitY State; PAOe 30% of Shortcut, PROS 20%
of Hunting Spot, PROB 40% of Campsite. He charges 3 SP per traveler per day. Shambol speaks Goblin, Ore, Troll, GoolI, and
Ogre languages and can interpret drums and sign tangJages. A gold ring worth 24 GP. a silver medallion worth 15 SP. and a
Puma pelt are hidden in his rafters.

Hatter (155) Regent Street

SCintillant Oradnar
FTR LEN 031 009 008 026 073 143 084 075 122 184 166 Short

Sword

HeadreS$8s of all tYpes fill Orad', shop. Oll.plets 2 SP. Gauze Veils 4 CP, Turbans 5 SP, Berets 3 SP, Fezes 4 SP, Caps
6 SP, Skullcaps 1 sP. Beaver Hats 6 SP. Slouch Hats 7 gp, Straw Hats 6 CP, Plumes 306 CP, Ribbons 206 CPo Felt Bands 2 CP,
and Woolen Ollercaps 5 SP. Locked trunk contains 17 GP, 123 SP, and 320 CP. Customers of all types, NA 506, LV L 103.

Herblliitt (156) White PiII.r, Row

Deidrian the Immortal
NYM NNN 071 038 002 086 096 116 179 178 177 183 185 Special

Deidrian is a Nvmph from OvrfirwaU Woods who mOiled to the city sellen years ago in search of a 1000er whom she still
believes lilies in Tarantis. She tredes herbs for gems, jewelry, or magicel items. Citizens lIisit often just to gaze upon her, and
no man has eller returned from a nocturnel lIisit to her shop. All have been transformed to Mongooses to keep the Snakes from
her garden. Ginseng, Garlic, Dill, Mandrake, Mugwort, Basil, Chicory, Coriander, Cyclamen, Belladona, and Fennel in leather
pouches are traded for 10 GP lIalue each. Jewelry Box worth 125 GP contains Ankle Bracelets worth 25 GP each, an Armband
worth 15 GP, six Earrings worth 5 GP each, a Pin worth 53 GP, Hvacinth locket worth 132 GP, and two Peridots worth
30 GP each.

Herbalist (157) Bushkill Avenue

lIellion Shrillen
ClR lGC 061 034 009 011 081 135 144 176 147 154 166 +1

M""

lIellion has four apprentices, FTR,NNN, lVl1, HTK 4·7·5 - 4, WPN Dagger, who assist in~his month IV trips into the
forest to gather healing herbs. He blends a special tea from these herbs and sells it in leather pouches'for 25 GP each. The tea
heals 103 - 1 ellery other day that it is administered after the first day and is slightly effectille as a poison antidote PROS 20%
per day. lie Ilion spends the first three days of each week at the local Temple of Pudage. Bronze chest within a cabinet is triple·
locked and chained and contains 612 GP, 27 sP, 3 IP, and 48 CPo

Hor.Trainer (1581 Dyrfirwall Road

Maniagk Swagger
RGR eNG 021 009 008 024 071 163 165 166 174 185 188 Whip

Manigk can train Horses tocometo a whistle, return home, remain quiet, warn of danger, jump obstacles, ollercome fear
of Snakes, noise, and fire, lie down, crawl, and prance. He requires one week to train a Horse in each ability and charges
29 GP for each, although he prefers trading for Horses. He maintains three HeallY War Horses for friends. Strongbox hidden in
hay loft contains 66 GP and a Potion of Equine Health.
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Eager Gistrio
FTR LEN 041 015 ala 007 041 155 143 '67 163 104 154 Spear

Gistrin i•• sh.rp trader .nd will demand 3(l()% of normel price less CHA of buyer in 5% increments although offering
only 50% of norm,l price for .ny exdlange offered. Donkeys 12 GP, Mules 16 GP, Palfreys 28 GP, Light War Harm 36 GP,
Medium War Horses 96 GP, Heavy W. Horles 140 GP. Draft Horses 32 GP, Carriage Horses60GP, Racing Horses 200 GP.
PADS 30% of desired type available per week. Saddles of poor quality 26 GP. Gistrin is assisted by ten freemen. FlA, NNN,
HlK 2·6·6·4·3. WPN fork. Chest contlining 45 GP. 420 SP, 785 CPo

Houris (1t1O) Cold,., La,.

Opulent MMgOise
fTR eNG 021 010 ala 002 023 082 164 173 165 174 173 DIP'

,

MargoiMand herseventeensimf1. FTR. NNN. LVL2. HTK6 -11-3·' -2-4 -3·2 -4 - 3·3·4·2·5· 7 ·10·7 -5.
WPN D....., Intlruin .....-v tr~,," n ~1I'd,""n. They hM not been in the citY long enough for the populace to rec0g­

nize their IOrt:eriel, Ir'Id diSIPPMrllnctt haw IIIDnt unnoticed thUI hir. Jewelry 3,760 GP, Rings 215 GP, end jeweled O-.ers
1..320 GP. ColtorMrs,re TI'MIm, Men:h",", end Guwd~n NA 206, LVL 103.

Hunter (181) Sn..,n Alley

Timed the Ro.-ner
FTR NGX 061 028 009 017 041 174 153 064 169 163 147 +1

Scimit..

Tinred h. Intimate know", of the nelrby woodlllflds end ,II the hebitlttons of the v,rious common fan'll th,t live
in Dyrfirw,1I Fomt. He often leads expeditions to Suringl~ bck, never f,iling to return leden with gwne. Expeditions Ire
10 GP per hunter with It least two kill. gu,nnteed. Tinf'Mi's pet Cheetah, "Infidel," HO 4, ACL 7. HTK 20, Bite 106+ 1,
follows him everywhere. Hidden bene.th. flagstone inhishearth is a lockbox contlining 245 GP. 2 PP. and. Bloodstone gem
worth 120 GP.

Hunter 11821 Gryphon L.",

Doomgard Karok
FTA lEX 091 037 006 048 061 155 124" , 21 154 167 112 ... 1

Great Axe

Karok prefers the most intelligent prey. especi.lly humanoids. He was a bounty hunter for leveral years and still reverts
to seeking rew.rds when the price Is hi~ enouW!. An excellent shot with the longbow. he hunts in the early dawn hoors and
never f.ils to bring beck some gImJ, OoomgIrd h. been known to assist the Assassins' Guild and may (PAOB 40%1 join a
group of Idventurers for.n equ.1 share. He owns part interest in • tannery and wears dark-ookned leather armor. O'lest 49 GP,
67 SP, 210 IP, 35 cp. and a +1 longbow with 40 excellent ArrCNtlS.

Cerisky Torclimber
RGR CGl 101
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Ceri is quite beautiful and a deadly skillful opponent. Raised from early childhood deep in the forest by an aged Ranger,
she can caU upon abilities which mi\tlt rival those of any beast of the forest. She is an Elf who, when the Ranger was killed at
the hands efa bandaf Orcs, sought out the Wood Elf tribe to which she belonged. For three years, she learned the ways of the
Elves. whose abilities naturally came easily to her, but she grew to miss the turmoil of the Human company in which she had
grown and moved to Mert·Amon. From there, she moved to the CitY State. Six pet Wolves, 1 HD, ACL 7, HTK 4·3 - 5 - 6 - 5
- 4, Bite 1D6, Celforin the Dwarf, HR, LGN, LVL 3. HTK 21, ACl3, WPN Axe, Gardap the Werelion. FTR, CGN, LVL 5,
HTK 39, ACL 2, WPN +1 Broadsword, Koyik Rambor, THF. NNN. LVL 6. HTK 21, ACL 1, WPN Longsword, and Plodding
Sissy, Half-Ogre, CGN, LVL 1, HTK 30. ACL 8, Fists 206, are her companions. Expeditions are 100 GP.

Hypnotist (164) Emerald Lane

Garot Loathoye
ILL CEN 071 033 006 042 054 063 165 104 162 156 115 +2

Staff of Binding

Garot is often called upon to determine the honesty of certain people, and he usually demands services in exchange; one
session is 54 GP. His enchanted Staff projects sticky webs whidl wrap themselves around any man-sized opponent. The webs
require a combines STR of 20 to break but can be easily cut. Garotwill use his powers to obtain 8)(tra funds if he is in need.
Within his laboratory are several large mirrors, an enchanted Everlasting Torch, colored glass panels, and, hidden in an invisible
glass box, 312 GP, 5 PP, a silver Dagger worth 6 GP, and th"" maps showing the interior chambers of several aristocrats liVing
in the city.

Hypnotist (165) Shepard Street

Anwarp Otter
MAG CNG 051 016 010 006 062 094 154 126 163 165 162 Dagger

Anwarp specializes in breaking bad habits and increasing the courage or boldness of his customers for 20 GP per session.
Heenjoysa good laugh and often }oins in the fun at local taverns by demonstrating his powers on deserving rowdies. Explosive·
powder trapped trunk hidden in his room holds 52 GP, a Necklace of Exploding Gems, a Potion of Poison Antidote, two gold
plates worth 260 GP each. and 210 gems worth 11 GP each.

Illusionin (166) White Wing Lane

Tahirik Sirenar
ILL CGN 041 019 009 014 053 075 '67 122 105 114 153 +1

Throwing Dagger

Tahirik provides spectacular entertainment for celebrations of all types. He is an acoomplished juggler, and his acrobatic
abilities supplement his spells. Parties 206 SP per five·minute display. He has been searching for knowledge of pyrotechnics
and fireworks among travelers. A small chest in his room is enchanted to appear as a sleeping dog and contains an Amulet of
Green Fire Illusion. 124 GP, and 22 Coral gems worth 8 GP each.

Informer (167) Northgate Road

Rogar Limpet
FTR CEX 031 023 010 004 031 105 106 074 175 126 077 Shon

Sword

"Rogar the Mouth" ekes out a meager living seeking opportunities to inform on others. He receives a sli~t stipend as a
low·c1ass spy from !o8veral sources outside the city, but the bulk of his income comes from the guards, the merchants, and rival
political factions or clans. Locked chest buried in his dirt basement contains 46 GP,43 SP, and 18 IP.

61



CLI ALN LVL HTK ACL ARM PSL STR INT WIS CON DEX CHA WPN

InlltCt T ...in8f 11681 Pal.diner Street

lulel Lamefoot
FTR CEG 02' 004 007 035 046 137 068 094 117 085 134 Giant

Wasp Stinger

luial trains insects to dance, chirp melodies. and perfonn stunts. His trained insects are the talk of the city, but Tujal
has attracted even more attention by his steady diet of nothing but insects. Shows: Ant Acrobats 3 CP, Dueling Grasshoppers
2 CP, Bardie Crickets 4 CP, Dancing Roaches 6 CP, and Tumbling Beetles 8 CPo Trained Insects 306 GP, Pet Giant spider,
3 HO, HTK 18. ACL 5, Poison Type 4, Bite 106 . 1. Trunk contains 385 CP, 826 preserved insects. and a Giant Ant's head.
Patrons include Merchants, Guardsmen, and Traders NA 406. LVL 103.

"'""'rv UH) Kings' Row

Calick the Jaded
M~G NNG 081 033 010 008 '01 153 175 '34 083 188 114 Ring

of Fire

ClUck speci.lizes in rings and takes speci.1 orders. Ad8lTl....tite Ring 390 GP, Bronze Ring 4 GP, Copper Ring 2 GP.
Steel Ring 6 GP, Gold Ring 16 GP, Jade Ring 40 GP, Orichllcum Ring 686 GP, Silver Ring 8 GP, Zircon Ring 86 GP, and
Platinum Ring 30 GP. Torque Neck Rings 20 x normal price. Armbands 10 x normal price. Bracelets 6 x nOnTIal price. Celick
employs six DWarven craftsmen, FTR. LGN, LVL 2, HTK 10· 12·9· 13· 10· 11. ACL4, WPN HlITlmer. and eiltlt Amazon
Mercenaries, FTR, NNN. LVl3. HTK 15 -17 - 20·18 ·14·16, ACl8, WPN Sword. His lockbox contains 63 GP and 59 SP.
A chest in his room holds 42 cP, 67 IP, 83 GP. 50 sP, 22 PP, 12 AP•• Jade worth 168 GP, 3 OJaru worth 32 GP each, a Zir·
con worth 69 GP, and 8 oert Blowgun with 16 Dart•. Customers include Nobles, Cleric$, and Traders NA 306, LVl106.

Jewaler 11701 Street of Gargoyle.

Zefor Bronheir
FTR lNX 051 024 010 007 09' '67 126 104 '56 163 165 Bronze

Scimitar

Zefor sells only brass and copper jewelry. Intricate designs in in Anklets. Bracelets, Rings, Pins, Buckles, Ornamental
Shields, Bras, Hairpieces, Circlets, Torques, and Scabbards are priced at 306 gP. Customers include Pilgrims, Merchants, and
Pirates, NA 506, lVl 103. The cashbox holds 53 SP. A chest in the back room contains 1,466 CP and 2.692 BP.

Jeweler (171) Bronz8man lane

Kamar Goldskin
FTR CEX 071 009 010 008 074 163 142 154 '45 '63 086 Cane­

sword

Kamar fashions lockets. necklaces, chains, brooches, Ind bracelets of .ilver begemmed with Beryls. Emeralds. Garnets,
Topazes, Rubie•• Opals, and Sapphires. Pieces are 306 x 1,000 GP, and large stones are available (.ckI 206 x 2.000 GPI. Paste
jewelry 306 GP. Kamar's fake gems are very difficult to detect (PROB INT stated as a percentage!. Hagyst the Gnoll. HD 4,
lEX. HTK 19, ACl 4 WPN Sword, captains the four mercenlry gulrdS, FTR, NEX, LVl3, HTK 10 . 14 - 16 - 12, ACl3
WPN Sword. Hidden in the hlse bottom of I chest in his roem Ire 3,500 GP. A wll' ufe hidden behind I tapestry worth
300 GP contains 1,300 GP, 987 EP and 10 gems worth 40 GP each I.

Jeweler 11721 Windy A.enul

Fan Goldenhand
FTR LNG

68
011 025 008 025 083 111 138 115 145 146 113 Dagger
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A fine aaftsman who can produce all types of jewelry ranging from cneap bronze.gilded costume jewelry (lD6 SP per
piece) to fine golden wedding goblets IlOG x 100 GPeach). Fan is always on the alert for a good buy in precious mellls. He
is 8Ssisted by his brother, Ceon Goldenttand. FlR, LNG, LVl " HTK 27, WPN Dagger, who is aho in charge of the three
guards, FlR. LGN. lVl 2. HTK 27 .28·31, WPN Broadsword. Cashbox contains 34 GP. 200 sP. and 14 CPo HKkten lothe
cellar is • cache of sillier btrs worth 1,000 GP and gold b., worth 2.000 GP. as well as 10 Amethysts worth 50 GP each.

Jugg"r (173) P.lMIiner Street

Quang the Sure
THF lNA 031 014 000 055 048 100 115 146 227 188 114 Digger

Quang is reputed to be the best jUOIiIlef in the area. He has performed for the Teran ,lind visiting heads of st.u., but he
prefefs to IPItOd his time Juggling In the mitts for coms. Entertainment It parti" or sUIte functtons costl 10 GP per h.f·
hour performance. His skill gMt him ecc::eu to the home' of the rich and powerful, and ne uses the opporwnltlel preen_
to good Idv...c.ge by noting the I.yout of buildings white perfon'ning.nd then retuminglater in the evening to pick up. few
things. Hidden bene.th I trunkful of juggler's bllliin hi' room is. tr.pdoor which gives access to. secret compartment con·
taining 500 GP, 130 sP, 38 CP, two ,ilyer candtesticks wonh 60 GP apiece, a gold platter worth 60 Gp,.nd.n Emerald and
silYlr necklace worth 1,380 GP.

............. 11741 K.... R_

Nedl Nlbulsi
THF eNG 022 008 025 025 113 123 093 114 146 113 +1

Throwing Knife

Nidi is employed by the city to light.1I the streetllmps and to put them out at dawn. Becalse he does most of hi' work
It night. it is rumored thlt he is soma sort of We~'i:r..ture, HI knows nearly everyone who comes out It ni;'t.nd CMI be.
Ylklabla IOUrcI of information (PROB 75"accuratel. Pu,. contains 21 SP and 3 GP. Hidden blnuttl an oil b¥reIin hi, shop
.... 17 GP, 23 sP, and 35CP.

Llmpm.kar (1761 Bronzemlln L.nl

Burkon Hunser
FTR NNN 051 022 004 002 051 158 104 122 132 143 157 long­

sword

Burkon m.kes the bulk of his profit from buying old lamps. refurbishing them, and selling them .t twice what he paid
for them, 106 x 10 GP. New oil lamps cost twice normal,.nd Burkon does not sell many of them!>ecause they are poorly
made. Bene.th his desk, Burkon h. conceated a +3 Rapier, and, in a niche in the wall concealed by three barrels of old tan·
tern p.rts, he h. hidden a UICk containing 500 GP and 200 SP.

larnptnK... e171) Manghn Row

Sushi Adobo
FTR LNX 043 019 007 034 072 147 125 134 157 169 126 Morning

S...

Sushi fashions decorative limps out of gold, silver, br.ss, and crystal for 106 x 100 GP. For In extra 20 GP, shlwill
OJstom."..lke I....ps in any shlPl or figure desired. Her most popular hgures are PegasuS and Unicorn designs. She wears. ,II·
ver .nd gold br.ided necklace worth 30 GP .nd golden earring, worth 10 GP. Cashbox contains 43 GP, 129 sP, and 140 CP.
In the base of .llrgeceramic lamp In the beck of her shop, Sushi has hidden 8 Ruby ring worth 75 GP, an Emerald ring worth
80 GP, an Opal ring worth 46 GP, 5 Aget'" worth 5 GP each, 5 Star Sapphires worth 70 GP each, 439 GP, and 71 SP.
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Art!', Ale (400) Kings Row

Ast'
133 177 174 123 ITSFTR LNE '51 071 005 050 107 lao 164

Asti's Ale is best known for the high quality of the Ale which is sold. It is a rich Ale and packs a powerful punch. His
pl'ica, ara well above the 8v~rage of SSP. He charges 1 GP for each mUG, but it is worth the price. Ast! makes his own concoc­
tion of Ale. tomato juice, and c@~Y juice whk:h he sells for 3 GP II mug; It is fast becoming one of the most popular drinks in
T.ramls. There ere uwally 2 - 20 people of Levell - 10 in his tnem, sitting .round telling tales of the adventures they have
hid or plan to haw. There is a 5O'lIi chance that someone knowing of a possible adventure is sitting in the tavern. Asti himself
WlS an adventurer who finally gave it .11 up for the chance to go into II line of work promising steady pay and fewer risks. He
once helped get rid of an evil Wizerd who was threatening to take over the city of Stonebow with a band of Orcs he had or·
91nized for war. Asti knows all about Tarlntis and the surrounding area; he traveled all over it many times before settling in
the area in which his tavern is located. His information is 95'" accurate. Ani's Ale is located on the south end of town near the
gate leading out of the ciJy. In the cashbox behind the counter is 75 GP. In the back room, Asti keeps a locked chest trapped
with contact poison on the lock. Inside the chest is a suit of armor IMPA}, and in the suit is a bag containing 476 GP.

The Baked Apple (401) Gishmesh Street

StoOO Got2 (Halfling)
FTR LNX 042 '021 009 0'0 087 157 126 134 176 147 167 COG

The Baked Apple is named for its best selling item, baked apples. Stado Gon, a HaUling, owns this small tavern located
in the south end of town. He is a jolly, rotund person with. perpetual smile. He gets along very well with everyone in town,
but he harbors a deep, dark secret. Unknown to his friends in the city, he becomes a psychopathic killer on nights of the full
mooo. In one of his escapades, Stodo killed A1tonda, a high official of Tarantis. Stodo's assistant is Peri Winkle (CLS FTR,
LVL 033, HTK 017, ACL 009, ARM 010, AGL 127, WPN BSSI, another Halfling. Peri suspects that Stado may be a killer,
but he would never turn his friend over to the authorities even if he had proof that his suspicions were correct.

The Barbarian Inn (402) Kings Row

Blaine Asger (Barbarian)
8R8 NNN 041 022 004 060 074 183 102 123 173 174 143 ITS

Helga Asger (Fern)
FTR NGN 021 011 009 010 123 124 164 133 164 133 173 DOG

This tavern and eating place is frequented bv the worst of the Barbarians in Tarantis. The place always smells of unclean
bodies and alcohol. It is owned by Blaine Alger, a former Barbarian who decided to open a place where his bfother Barbarians
could eat and drink without othet" people commenting on their habits. The Inn serves onlv Barbarians, and. although it is
located in the center of town, others avoid it for fear of being killed if they get too close. Blaine serves stronger drinks to the
Barbarians than most people drink, and they cost more. Ale; 5 SP, Beer: 10 CP, Mead: 10 SP, Wine (all kinds): 2 GP. He has
five female slaves working for him, and his head cook isalso his wife. The Inn serves very fine food. The house special is roast
mutton, which costs 2 GP per serving. They also serve Pheasant 15 SP), TurkeV ( 2 SP), Venison (5 SP), and Chicken (10 cn
Blaine's wife, Helga, is an excellent cook. She came from a very well·to-do home but was disinherited because she would not
renounce her love for the Barbarian. She does not care if she gets no inheritance from her family so long as she has Blaine's
love. Blaine is a big, strong man with curly black hair which he refuses to have cut. He has been known to get into fights
because of his short temper; one night, he beat a nobleman nearly to death and spent three years in prison because of it. AI·
though he is short·tempered. Blaine has many friends among the citizens because they know that he can be depended upon in
times of trouble. Hrs belligerent attitude has changed somewhat over the years thanks to Helga, who gives him all the gentle
comfort he needs. He sometimes fears, however, that all the peace and quiet in his tife will drive him mad and wishes that he
could go adventuring again. He doesn't let Helga know how he feels. though, because he gave her his word when she agreed to
marry him that he would settle down in one place for the rest of his life.
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The Battering Ram (403) Jaw'" Lane

Skewton Leggs
FTR CEX 042 022 009 101 091 121 115 013 131 156 145 ISS

The Ba«ering Ram, known for its unusual menue, is vt!fy popular among those of the lower classes. Prices are cheap. and
the service is good, but the pla~ is not kept very clean. The Ale is warm, and the wine is sour. On the menue is RoltSted Cat.
Broiled Boer, Roasted Bear, POiChed Mermaid, and a new dish whose ingredienu are kept secret (could it be roasted Humann.
Skewton Leggs runs the Rim r,ther h8f:\hazardlv; he is • very disorganized person himself. He is also an extremely nervous
perKIn and is constantly fidgeting and pacing. St<ewton has the help of two Elves, Liter lelS FTR. lVL 051, HTK 026.
ACL 009, ARM 010, AGL 163, WPN WLB) and Kith lelS FTR, LVL 041, HTK 021, ACL 009, ARM 010, AGl167,
WPN WLBI who ""'p him tONn tht Rim, $kewton alweyl keeps'l leut two Merm.ids in wett, t.,.k, in the blck room; they
are delivered to him by an.-.onymoussoorce. The Mennalds are never told they are going to be dinner; they are tokt that they
are going to be set free.

The Big Jug Tavern (404) Windy Avenue

Lon.r Cortin IBtrbarianl
BRB NNN 072 034 005 054 015 189 116 125 161 146 155 MBS

The Big Jug is run by Lonar Cortin,' Barbarian from the north. Lontr is. huge m.n weighing 382 pounds and standing
7' 2" t.11. Lonar's two sisters, Luna ICLS ILL, LVL 052, HTK 032, ACL 009, ARM 010, AGl 164, WPN SRS) .nd LorN
leLS MAG, LVL 042, HTK 029, ACl 009, ARM 010, AGL 143, WPN SOGI work 81 b.rmaids in The Big Jug. The t ....ern is
n.med for its mugs, which are made of day .nd st.nd 1%' taiL A mug of .Ie colts only 1 SP. Wine.OO Firew.ter cost 2 SP,
.nd Bubbly is 3 sP. Lonar keeps snaclu on the bar fOf those who like to munch. Every Friday ni~t, Lonar holds a Happy
Hour when ~I the drinks are.-t h"f-prico, The Big Jug is dccor.-ted in , rustic style with l,r98 beems supporting the ceiling ,nd
iron I.nterns hung on the walls. Lon.r hal • grudge against Luna, but no one knows why.

Blue Moon Inn (406) River R8It Row

Luke Guru
FTR CNE 021 011 009 010 013 166 141 134 146 161 143 None

The Blue Moon Inn is situated on River Rat Row V8f'y near the Northgate. Luke Guru, the proprietor. is considered by the
town$p8ople to be Yefy strange. This Inn will not be recommended by many in Tarantis because most people are efraid of
Luke, having heard many strange and gruesome tales about the Blue Moon Inn. It is frequented by adventurers from out of
town who have heard the wild tales and let their curiosity get the better of them. Some say that anyone staying overnight It
the Inn will have horrible nightmares of being hounded by a pack of wolves, brought down, and torn to shreds. Some say that
anyone entering the Inn will never be seen again. Others say that Luke is a Demon of some sort. (Of course, hearing theie
stories should intrigue the players, ~nd, if they have any curiosity at all, they should check the tales out.)

The truth of the matter is that Luke has been cursed with the mark of the Werewolf and prowls the woods at night, sear·
ching for prey. He is constantly hunting a cure, but most people are too frightened of him to associlte with him, let alone help
him. Those with whom he does entrust his secret and to whom he turns for a cure (which, obviously, he has yet to find) are
always sworn to secrecy, SO the rumors about his Inn continue unchecked and unexplained. Luke will pay a very high price for
a cure if one can be found. 5,681 GP are hidden in a Wolf's head mounted on the wall over the bar.

The 8oIr's Head (4061 bnyme; La....

Barlow Aldro
FTR NNN 031 011 004 060 104 186 122 093 153 184 111 ITS

The Boar's Head is run by Bltlow Aldro, a one·time adventurer who cane to T.r.ntis to find , wif, m remained to
become. respectable citizen, Blrlow will serve .anyone; he believes thlt all men are equel .nd Huu.1I hb customers the SlIme
r.rdless of race. His drinks ....e moderately priced from 5 CPto 2 GP. His shop is JoQted It the edge of town; he ehoIe this
Iocetion in preference to one which Margie, his wife, selected just a block from her pennts' home. Blrlow ~ers not to be too
involved with his in-laws. The tavern is nicely furnished th.nks to Margie, who h,.. fl.ir for decorating. Th. tablecloths .re
white and the napkins are light green. Although Barlow has tried to impress upon Margie the id.. thet running. t.vern is'
man's job, she amtinues to offer advice and suggestions for redecorating .net improving the clientele. The t.vern is mostly
frequented by wary adventurers seeking advice. Barlow knows much about Tarantis and the surrounding ar.. (75% accurltel,
and he sells his information at reesonable prices. Under the counter, he has a map that Is supposed to be th.t of a dungeon
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full of Ire,wre. He is willing to sell the map for 2,000 GP because he is not eager to go himself and leave his wife in charge of
the tavern. Barlow is familiar with the tavern busineu because his father was an innkeeper; he learned all he could from his
father in anticipation of the day when he, Barlow, would own. t'Y'I!rn. He spent just enough time adventuring to amass the
funds necessary to buy a modest tavern and settle down. Barlow enjoys his work and has no desire to return to adventuring.

The Bronze P8lm (407) Beggar's Row

Milana Canasino (Fern)
MAG LNX 052 024 009 010 076 129 167 156 125 177 114 BOG

The Bronze Palm is mostly frequented by gypsy types. Milana Canasino is the owner of the Bronze Palm. She is 8 pleasant
woman with a very mild temper until the subject of the government is brought up. She despises Monaet the Canny and will
do anything in her power to hurt him. The b.r is decorated with h.ngings of multicolored silks and strings of ••shells on the
windows and walls. Ale, Wine, and Firewater are sokl h.... for 2 . 7 CPo For a small fee {20 GPI Milana will rhd pams to t.1I
the future. Her d-..ghter, La,. ICLS MAG, LVL 021, HTK 015, ACL 009. ARM OlD, AGL 166, WPN BTKI. helps out in the
Bronze Palm by reldlng p.lms and serving drinks.

KlOShin (Fern)
CLR CNG 032 016 009 010 065 145 176 157 135 122 121 None

This unique little bar features food and drink to go. The inside is very small, containing only a 4'Iong bar and four tables
with chairs, Therefore, most of the business is from people ordering food and drink to take with them. Kao.shin, the prop·
rietress, sells hot cakes. fried Snails, fried Chicken. and baked Squid. Prices range from 4 to 20 SP. Koashin was ravaged by
Partanthe Wretched about a year ago, and the result was her 3·month old baby boy. She desires revenge on Partan and will pay
up to 300 SP for a job well done,

Oling'. Chow (409) stack ROM laM

O'ting
FTR eNE 090 053 009 010 059 156 157 103 167 163 155 IKN

Ching runs a low-eiass eatery which is actually a front for his waterfront criminal activities. O1ing is the leader of a gang
of ruffians and tricksters who prey on strangers and travelers. So far, O1ing has been lucky, and the forces of the law in
Tarantis do not suspect that he is other than the usual waterfront riff-raff.

Ching does enough business with sailors, dockhands, and underworld characters in his seafood restaurant to eke out a
meager living, but he is too greedy to settle for fortune cookies when he could have a fortune. He Is smart enough, though, to
realize that he must keep up appearances to fool the law. To this end, he requires the newest members of his gang to work in
his restaurant, serving meals. fixing drinks. and washing dishes. This also relieves him of the necessity of hiring outside help
that might become suspicious of his activities and report him to the authorities. Currently, he has T. Lon (ClS THF, LVL 021,
HTK 010. ACL 009, ARM 010. AGL 154, WPN DOG), lo Yang {ClS THF, LVL 021, HTK 008, ACL 009, ARM ala,
AGL 133. WPN DDGl, My Chi (Fern, ClS FTR, lVl021, HTK 012, ACL 007, ARM 030, AGl122, WPN DRSI. and Tiger
CIM (Fem, ClS HR, LVl 021, HTK 009, ACL 007, ARM 030, AGL 133, WPN DRS) working for him as serving people.
Should the need arise, all four are good with Knives.

Ching has an elderty friend wcwking for him as bartender. Old Chan (7th LVL Magic User of the School of Illusions) is
very dever at eliciting information from people in suetl a circumspect manner that his victims seldom rellize thlt they have
said anything of importance. Second in command to O'Iing is Chong (CLS FTR, lVl 082, HTK 040, ACL 005, ARM 050.
AGL 174, WPN ILSI, who is in etlarge of 24 of the thugs in Ching's gang. These thugs vary in Fi~ting skill (17 at lVl 020
throu~ 060) .nd Thieving skill (7 at LVl 030 through 060), but all carry iron Knuckle Ousters, Saps, and Garrotes, IS does
their leader, Chong.

Ching also has a "special task force" consisting of two Half·Elven HourilThief/Bards (LVL 050 in each I. n..-ned Li
"Sunflower" ling and Mahyamuru "lot\ls Blossom" Jivanum,anda Half·Elven Alsassin/Houri (lVl 082/092) named Tlsv.m
"Raven" locanah. These three femmes fara16 are among the most beautiful women of Tarantls (.11 hive 189 CHAl.nd the
malt dangerous (all are AlN CNE). Ching uses them sparingly and only a98in.t powerful foel. 'T'I1ev each have a magical Gar·
rate (+2 to damage and +2 to attack) and Diamond Necklace. of InVisibilitY.

Ching has extensive underworld contacts throughout Tarantis and the surrounding area as fir as the stackweU bl. (Cam.
palgn Map 13, Ebony Coast). Bertin"i (Hex 2007, Campaign Map 4, Tarantis), and BrMtgefie1d1 (Hex 4627. Campaign Map 4.
Tlrantis).

72



ClS AlN lVl HTK ACl ARM PSl STR INT WIS CON OEX CHA WPN

Comic Clrt Caf. (4101 Fah::on Alley

Redbone Ash
MAG CNE 060 031 009 010 107 094 187 177 115 146 125 SOS

The Cosmic Cart is a very small but popular bar. It is visited mostly by Mages, Sages, and Alchemists, although an oc­
casional Fighter or two may be found here; they are usually seeking advice from the others in matters of the occult: Redbone
Ash is the proprietor of this nicety decorated, small establishment. The interior is paneled in glass with cut crystal accents. In
the center of the room is a crystal statue of a Pegasus in flight. It is Redbone's most prized possession because the Pegasus is
his fayorite creature; he dreams of owning one as a pet some day. Because fighting is not allowed in the Cafe, Redbone doesn't
take kindly to strangers and will be wary of them until he feels he can trust them not to brawl in his establishment. Ale: 1 SP,
Wine: 2 SP, Firewater: 4 SP, Cider: 5 CPo

Treasure is kept in the wine cellar beneath the Cafe in a magically-sealed vault. The treasure consists of 669 GP, 87 SP,
5 laroe Emeralds worth 50 GP each, 4 Opals worth 40 SP each, a silver and brass Wand of Slumber, and a Cloak of Selective
Magic Negation which is operable three times a day.

Cozy Cup Tn.n 14111 Karmy lane

Coxy Tup
FTR NEX 061 030 004 060 061 165 172 113 113 133 122 ISS

Coxy Tup runs the Cozy Cup Tavern, a hideaway for escaped prisoners and slaves, runaways, wayward husbands, and ad­
venturers looking for unusual information about Tarantis and the surrounding area. There are usually 2 -12 people of LVL
010·082 in the tavern during the day. Cozy Tup lik~ this kind of crowd and serves them diligently. He has a standing bet
posted over his bar that anyone who can beat him at armwrestling gets a free drink, but, so far, everyone who tries hIlS had to
pay for their own drinks. Two slaves dressed in revealing costumes work as barmaids to serve the customers. His bar is located
in the poorer part of town near the waterfront, and his drinks are fairly priced. Ale: 2 SP, Wine: 6 SP, Hard Liquor: 1 ·30 GP.

DrlgOn', Blood Tave,n (4121 TajII OIn Row

Ulse Lai
FTR NGX 061 035 007 030 084 082 124 112 172 183 103 IDH

This tavern was named by the owner to commemorate his killing of a Dragon during a solo adventure. On the one hand,
this claim by the owner of the tavern, Ulse Lai, seems highly improbable since Ulse is small and weak·looking and usually gets
pushed around unless he has his bodYlJ,lard (CLS FTR, ALN NEX, LVL 030, HTK 015, ACL 004, ARM 060, AGL 123, WPN
IRS) with him. He depends upon potions for defense when he goes adventuring, which he seldom gets to do because few
groups would risk their securitY to take him, and he stocks an abundance of potions in his tavern for this purpose. On the
other hand, the strange tale of the single-handed slaying of a Dragon by this meek little man could be quite believable by the
very fact that it is so outlandish that only a fool would dare to tell it if it were not the truth, and Utse Lai is definitely not a
fool. In addition, everything about the tavern is reminiscent of the event which must surely have been the greatest in the little
man's life if the tale is true. Everythin~ in the tavern except the drinks is red. The walls, tables, and chairs are all painted dark
red. The gla5S8s are of a red tint. The tablecloths are of red linen, and behind the counter, hanging on the wall, is a mounted
Dragon's head. Granted, it is a small Dragon, but it is a Dragon, nevertheless. In the mouth of the Dragon are two of Ulse's
potions, and thare is • bag containing 20 potions located in an invisible cask which appears only when the secret words (Loo
Dorans) are spoken.

The Oregon" La,ir (413) Whalebon. Alley

Zeno Afu
FTR NEX 021 008 009 010 051 136 102 097 112 115 116 XRS

The Dragon's Lair smells as bad as its name implies. In the middle of the room is a bronze statue of a Dragon. A small
access hatch in the stomach of the Dragon statue opens to a compartment in which Zeno keeps his treasure. No one but Zeno
knows of the existence of the ceche, and it is so well concealed that there is only a 5% chance of discovery. The treasure con·
sists of 708 GP, 256 SP, and 28 CP. This money is kept in a small Onyx chest worth 383 GP. Zena is a slob and never bothers
to clean the bar. He n....... cleans himself, for that matter. To make matters worse, he keeps seventeen house cats that he does
not allow outdoors. The stench in the bar is almost unbearable, and it is frequented only by HaU-Qrcs and their ilk. Needless
to say, Zeno does not do much business, but he will have a lot of information (only 50% correctl to seU for the right price.

73



CLS AlN lVl HTK ACL ARM PSl STR INT WIS CON OEX CHA WPN

Dueting Swords Caf. 14141 Bushkill Aftn'"

Ot~ Futa
THF LEA 091 034 009 014 061 167 106 117 187 188 167 UDG

The OUI!Iing Swords Cafe is frequented mostly by the Guards in the city. The wine and beer .re inexpensive and good.
The reason for this can be traced to the fact that they are usually stolen. Olio FUll, the owner of the Dueling Swords, runs I
fencing operation for stolen goods from the back room of his establishment. Some of the city Guards are involved in his
operation; the merchandise it usually taken from traveling merchants "arrested" for some minor infraction of the law and then
released when they (voluntarily or notl give the "arresting oHicers" a portion of their goods to avoid spending time in the city
jail. Otl'M!r merchandise is simply stolen from paning adventurers. Bribery, blackmail. and assauination are just a lew 01 the
other wlfrIs Olio makes extra money. Although he is unaware of it. someone hashired an Assassin to kill him. Olio's son, Vit­
ru (CLS THF. LVL 062, HTK 031, ACL 009, ARM 010, AGL 174, WPN BTK). helps him at the Cafe. Vitru is well aware of
his flther's Kclvlties end is meklng every effort to le.n the bulinellI.

092 048 009 010 031 186 184 164 183 174 123 WFS

The Eight Star Tavern is a bawdy bar located in the vilest section of town. The drinks are cheap. and the customers are
usually rowdy. The f..tured entertainment consists of a raucous band; the band is enthustastic. if unskilled, and the customers
hardly seem to notice the din created in the name of music. The noise of the band, however, is no mischance. It is a planned
cover for the activities being conducted beneath the main floor of the Eight Star Tavern. Secret meetings take place in a con­
cealed room behind the wine cellar nearly every night. Lep Stu. the owner of the Tavern, is one of the powerful members of
an underground orgllnization dedicated to the overthrow of the ~vernment.Spies from this group hive infiltrated portions of
the IIOvernment network and send reports to l.ep Stu on the activities of the various governmental bodies. Although he is
MISpeC1ed of truson and has been wrested se.,eral times. l..ep has new.. been wn.,icted of hostile .cti.,ites tow..-d the govern­
ment due to .n .stonithing I.de of proof. The goWlnvnent agents which have been sent as spies to the Eilit't Star Tavern have
newr return«:!, and few are now willing to risk it. The btr is tended by l.p Stax', s1a..... ICLS FTR. ALN CEX. LVL 010,
HTK 027. ACL 009,ARM 010. WPN IBS) while Lep attends to mOfe important business below..tairs. HKiden beneath the bed
in a conoe"ed comp-vnent is a stash of weapons that the organization has been collecting to use when their plans for the
overthrow of the government are complete.

Firevi,. Guesthaute (4161 Gishmesh Street

Tweedel T. Rumpart
FTR NNN 091 049 009 010 097 103 132 122 095 128 106 None

The Firevine Guesthouse is owned and operated by Tweedel T, Rumpart, an eccentric old man hailing from Andalusia.
Tweedel lsa veteran campaigner, but he is now too old and senile to adventure any more. He is cared for by his two daughters.
Hali ICLS FTR, LVL 072, HTK 040, ACL 009, ARM 010, AGL 174, WPN SBA) and Lani ICLS FTR, LVL OB1, HTK 041,
ACL 009, ARM 010, AGL 164, WPN SRSI, who also help him tend the bar and clean up after the guests. Tweedel resents the
feet that his daughters think he cannot take care of himself, and he gets very upset if anyone mentions his health or his age.
Usually, he will offer to fight the offender "with one hand tied betlifld me back'" and his dMJghters must then remove the
hapless individual from the premises and calm their father. The daughters are robust girls and experienced Fighters; they
Wiarned e....rything they know of fighting from their father. They learned nothing at all from their mother, who ran May with
a sailor when they were young, so the food at the Guesthouse borders on inedible. The drinks, however, are good. Ale: 5 cp.
Mead: .. CP, Wine: 3CP. Their treasure is hidden under the bar in I triple40cked metal box afld consists of 325 GP, 51 sP, and
122 CP IS well a,. +2 Battle Axe.

Good T1mu Inn (417) Merchant Street

Keweny Salstup
FTR NEX 031 015 009 010 072 093 185 153 124 185 124 lOG

The .ntrance to this Inn is in the ,.ar becalse the froot door is broken. The Inn is owned and operated by Keweny Sal­
stup, who has posted signs o....r the door which stat., "No Fern.s Allowed." The Inn Is kept ....ry cle..,; Keweny is. f.s·
tidious man. Working for Keweny _ his waiter and bartender .rt Fargo Under (ClS THF, LVL 022. HTK 009. ACt 009,
ARM 010, AGl 164. WPN lOG) and Mhoon Esula ICLS THF, LVL 022, HTK 011. ARM 010. AGL 153, WPN 10GI. Fargo
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also sings and plays the Lute, and Mhoon is an excellent dancer, so the two sometimes provide the entertainment for the
9Jests. The atmosphere of the Inn is congenial and down-to-earth, and the gentlemen of the city enjoy meeting for a drink at
this establishment, free from the restraints in conversation and conduct which drinking in mixed company often entails.
Rooms are 2 SP per ni!tlt. Ale: 5 CP, Wine: 12 CPo

The Golden Dragon (418) Blue Moon Alley

BlanK Crossis IDwarf)
FTR NNN 053 030 010 007 088 168 126 '38 147 115 '09 lOG

This unusual establishment is the only smoking bar in the City State. It appears, at first glance, to be a regular bar, and the
usual drinks are served at prices about average for the City State. However, a large cabinet of small drawers is also behind the
bar; each drawer contains a different aromatic, exotic tobacco imported from all over the known world by Blanx Crossis, the
proprietor of the tavern. To the right and left of the main bar are doors which open into small smoking rooms oontaining
sleeping cots and assorted smoking paraphernalia. Every sort of smoking device known can be found in this establishment as
well as any type of material which can be smoked. The establishment is favored by Dwarves and city officials who can afford
the sometimes outrageous prices of the special blends that Blanx Crossis offers his customers. Blanx employs two serving girls.
Sarilae (CLS THF, LVL 031, HTK 015, ACL 009, ARM 010, AGL 174, WPN None) and Kantra (CLS THF, LVL 021,
HTK 010, ACL 008, ARM 020, AGL 153, WPN None)

Griffon's Gulp (419) R8glInt Street

Gurney Heward
FTR NNN 031 015 004 060 '23 '85 '54 132 174 163 153 Drs

This tavern is owned by one of the most popular people in Tarantis and serves only the most distinguished of the citizens.
The proprietor of the tavern is Gurney Hewerd, who has become extremely rich and famous from his association with the
upper cluses who frequent his esttlblishment. He was not unfamiliar with the ways of the rich, however, when he opened his
tavern. He is the youngest son of a minor noble of another area, but he decided to seek his fortune in adventuring rather than
accept the crumbs of dignity and fortune that his older brother, who would inherit most of their father's estates, might mete
out to him. In his travels, he learned of the different exotic drinks offered in other lands. Finding that the life of a wandering
adventurer did not suit his cosmopolitan tastes, Gurney settled in Tarantis and opened a small, elite drinking establishment,
serving not only the normal drinks available but also the exotic ones that he discovered in foreign lands. His prices vary from
20 CP to 100 GP,andhis customers include the Royal Guard and the most respected and wealthy nobles of the city. Gurney's
serving wenches are among the most attractive in the city; they see to the needs of the drinking customers only and provide
no extracurricular activities.

Though young, Gurney is intelligent, strong, and good-looking. He is considered to be the most eligible bachelor in the
city. He loves the theatre and rarely misses a new performance. His taste in clothes, wine, and food are impeccable, and he
never lacks for an attractive companion. He keeps his treasure in an empty barrel in his wine cellar. 11 consists of 8,260 GP,
281 SP, and 15 gems valued at 1,000 GP each. I'

The Happy Hour (420) Kings Row

Stredgx Consti
THF LEX 091 048 006 040 110 153 154 142 164 185 , 23 lOG

The Happy Hour is a tavern that will serve almost anyone. For this reason, it is frequented by young people who have not
yet formed any racial or social prejudices. The tables are cleared by the one waitress whenever she gets the chance, but the
youths do not seemed to mind the general mess and sometimes simply clear the tables themselves. Located in the center of
the city near the marketplace and easily accessible to anyone, the tavern is usually crowded right up to midnight when the bar
closes. It is decorated with the heads of many monsters, and the owner of the tavern, Stredgx Consti, who tends the bar him·
self, enjoys regaling the gullible youths with tall tales of how he single-handedly captured and killed each and everyone of
them. In reality, most WCfe purchased from adventurers down on their luck. Stredgx encourages the patronage of the younger
generation because they are easily made drunk on his potent beverages and provide easy pickings for his thievery when in that
condition. Most of his drinks are laced with a special drug which induces a feeling of happiness and welt being and causes a
certain amount of carelessness about personal possessions that Stredgx finds most useful.
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RIC Zsis
FTR CGX 061 032 007 030 124 146 165 131 142 135 143 IRB

The Hideaway Tavern caters to the citizens who do not wish their romantic liaisons to be discovered and is often visited
by lOme of the most prominent people of Tarantis. Booths arranged along the walls of the establishment kave privacy curtains
which may be drawn shut when the booths are in use, and the lighting is extremely poor except within the booths. A cheer­
ful400king bartender draws the drinks which are served by several beautiful and very diSCfeet waitresses. Rae Zsis, the owner
of the Hideaway, has become a successful and powerful man with this venture. Naturally, any official who had made use of
his establishment would hesitate to refuse whatever reasonable for not so reasonable) request made of him by Rae Zsis. Rae
does not press his advantage, however, and his business transactions always run smoothly. He fears only the occasional irate
spouse of a customer. In his office is a safe containing 2 gold rings INOrth 500 GP each and three leather bags containing
200 OP eech. On the wall of his ouree is mounted 0.,.3 Rapier.

The Howe of Aqu.n.. (422) ErzinCllfM LlII1e

Mesno Birney (Half-Orc)
ASN LNX 031 018 009 010 041 136 134 064 168 117 052 UoG

Pinky Siaptrap
FTR HEX 021 011 009 010 052 127 146 164 164 095 116 None

Formerly owned and operated by Hardo HorY'(, the House of Aquarius was taken over by Mesne Birney when Hardo was
klned. Citizens IOmetimes speculate on the circumstances surrounding Hardo's demise. Mesno his conc:uled his parentage, but
his IPPUr.nce and mannef"isms give rise to rumors that he is a Half.Qrc. The House of Aquarius used to be a classy est.blish­
ment, but. since Mesne took over, it hIlS become a mere shadow of its former glory, a run<town shack freq~ted by the dregs
of T.....ntin. society. Pinky Slaptrap works for Mesne as bartender and cook. Pinky~ true name is unknown; he gets his alias
from the fkt thlt he is mining both his little fingers, which were cut off in an accident with. trapped tr....sure chest. Mesno
and Pinky both belong to the underground society working for the aSSlS$ination of the ruler of T.r.ntis.nd the overthrow of
the gollWrment.

The Inn of the D.rk Shr (423) H8g Row

Urania Delesto (Fem)·
THF CGN 082 029 009 010 085 156 175 124 145 176 157 STK

This Inn, run by Urania Delesto,an 8th Level Thief, has a reputation for good food and drink. Yt'hat the customers don't
know Is th.t the change they receive from paying for their me.ls and drinks is counterfeit money. Ur.nia has two close friends
who help her In the business, Lana Sagele ICLS THF, LVL 072, HTK 029, ACL 007, ARM 030, AGL 186, WPN SDG) and
OJlntll Sagele ICLS THF, LVL 062, HTK 027. ACL 007. ARM 030, AGL 153. WPN LWH). 'When customers stay overnight
.t the D.rk St.r, the three go through the money pouches and replace the money with counterfeit. No one knows the better,
.nd the girls make quite a profit ewn though they are occasionally forced to accept their own counterfeit money as payment
in order to protect their secret.

The Iron Hend (424) Blld Knob Street

Hogg Eudo
FTR NNN 031 016 004 060 131 173 112 092 143 132 115 185

Hogg Eudo named his tavern after his fatt'ler, a Fighter with an iron hind. His father k>st his real h.nd in a minor war when
Hogg was only a blby. After the war, Hogg's father owned a prosperous farm which he.nd Hogg's mother operated until they
both dted in. fire that claimed the life of Hogg's younger brother as well. Before th.t. however, Hogg h.t moved from his
father's t'loute and opened his tavern. Now, he tries to run both the tavern and the farm. He kas seriously considered selling
one or the other and might look f.vorably on a generous offer for either. The tavern is located in the middledess section of
town nMr the general store. He sells aU the normal drinks in addition to • special concoction ....ved in .n iron Gauntlet .nd
I'lImed, .ppropr~tely, tM Iron ....nc.. The Iron Hand is an eKtramely potent drink, and 1M IOldi.n and mercenaries of the
city make. sport of bening on how many one or the other of their champions can drink before pn&ing out. TM rul. is that
the drink must be imbibed st.nding up because the particlp.nts get more enjoyment out of sning the loser topple from.
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standing position than from a sitting one. Many people frequent the tavern, and Hogg holds some sort of special ewnt every
night. MondaY' are two-for-the-price-of-one daY' (Iron Hand drinks are excluded). On Tuesdays, the customers are allowed
to entertain with singing, dancing, or whatever takes their fancy. On Wednesday. games of knucklebones are organized, and
on Thursday other gMnes such as armwrestling and dans are hekL Friday is the day for tall tale contests In which the winner
who tells the best ad...enture story, true or not, gets a free Iron Hanel. Saturday is Ladies' Oay, and atl drinks are half-pl'iced to
females. On these occasions, male dancers are sometimes employed as entertainment, which is only f.ir because, on Sunday,
Itdies are not allowed in tke bar. On Sunday, a special show for men only takes place which features singers, imlers, mao
gicians, comediennes, and exotic dancers. Hogg enjoys running his tavern, and it does a brisk business. He has had many oHers
of partnership, but he turns them .11 down.

Hogg is very tall and weighs around 350 pounds. He is a clean person, contrary to anything his name might imply, and
goes to the Myrrha Massage Parlor frequently. He is fond of colognes and uses only the best. He is very careful with money
and keeps all his financial holdings in the bank. Although, when he was younger, he longed for adventure, he is now content
with his life as a properous and popular innkeeper.

Vito larvono
III CEA 081 042 010 139 187 187 176 186 188 188 None

The Keep is a~ exchlli.. tavern locMed on the Valiant Promenade. It is owned and operated by Vito largono, who
will serve no one below PSl 010. Five exquisitely beMJtiful female sllVes work IS wtitresses in the K.stle Keep. Exotic foods
are the specialty, and pta. .. IStronomica&. Impot1ed Wine and Ale sell for 35 GP. glass. Ivory carvings.nd richly colored
silk t.pestries hlng on the walh. H.vy red velvet cunains conce.1 the windows and are never opened. The tables are of red
marble, and the m8ho9lny chIin are uphohtered in red velvet. Thick rugs cover the oak parquet floor. The flickering Hght from
several large fireplaces with white m.rbte mll'ltlepieces imparts. warm glow to the place. Red tapers in crystal chandeliers
hanging from the ceiling provide lighting. The candlelight glints on silwr flatw.re and crystal goblets .rrayed on the t.blh.
The entire establishment ••udes IUllUry. It is rumored thlt Vito is. Vampire; none have ever seen him in the light of day.

Keeth. tOw"', Fern)
FTR NEX 062

Mall MMthand (Owatil
fTR NNN 065
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This tavern is frequented by the rowdies of the City State. Because Keesh. was a Fighter in her younger daY', these are
the only people with whom she enjoys associating. The t.vern is rather small and not too dean. Ale costs 3 CP. mug, and
Wine is 5 CP a glass. Fights break out in the Roadhouse every night, and many chairs and tables are in a battered condition
because of this. The bartender is Keesha's boyfriend, Max Madhand, who is also a former Fighter.

The Kiunit Caft (4211 ..... LM.

~kflio Kismit
FTR CNl
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The Kismit Cate is run by PelctMo Kiunit. It fe.turn lOme type of entert.inment every night, including singers, dancers,
actors, and jesters. The food Ind drink art of good quality Illd renon~y priced. In the center of the room is a large cer.mic
Wishing Pool into whk:h the customers throw coins to make. wish. In the center of the pool is a ceramic statue of • Jester.
Swimming in the water of the pool are several pir.nhl. Kismlt kHPS them there 10 discourage people from removing coins
from the Wishing Pool. HI uses. powerful mlllnet on. string to pick upthe coins. A sign posted at the front door of the Cefe
reads, "No V8gr.nts AIIowId'" In. boll be....th his clothes in a chest at the foot of his bed, he keeps his Ite.sure of 4,000 GP,
e Emerakls worth 50 GP HCh, 5 Dilmonds worth 250 GP etch, 8 Opals worth 5 GP ..ch, and 11 Rubies worth 20 GP each.
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The laughing Bear (428) Oahute StrHt

Guido Sardul
FTR NNN 02' 010 007 030 03' 163 102 041 153 '63 112 DOG

When Guido Sardul inherited this tavern from his father, he renamed it The Laughing Bear to commemorate his sUpPOsed
slaying of a Bear with. single stroke of his mighty Sword. This is Guido's story, and no one knows jf it is true or not since he
only hunts alone. Nevertheless, a very large Bear's head adorns the wall above the ber. People whisper behind his back that he
is a drunk and unfit to own a tavern, and they are probably right. Only adventurers from out of town ever stop at this tallern;
people in town often recommend his tavern to strangers to keep troublemakers out of the more respectable establishments. In
addition to the poor quality of the drinks. another drawback to frequenting the tavern is the Rattlesnake that Guido gives the
run of the place, refusing to put his pet in a cage for the protection of his patrons. Because his business is poor, Guido has been
to the blink for $everol toons and is on the verge of being arrested for nonp.yment of his debts. Oddly, the prospect of speno
ding tima in j.n i, not one of hi, worriel, but he is concerned obout what might become of his pot if that should happen.
Guido h.s no friends because he r.rely bethes; his only comPinion is his Rattlesnake. Most people believe he must be involved
in some sort of criminal activity. but he is really not smart enough for that.

The linle BelNr To"", 14291 Brook Street

Vicart WO¥t
FTR NGA 041 021 004 060 091 '53 132 141 132 113 122 IBS

The owner of this tavern is a retired Engineer who specialized in building dams. When he retired, he bought this tavern and
gave it his own nickname. Vicart knows aU there is to know about building dams and, if asked, would sit for hours and discuss
it with any interested parties. Vicart located his tavern near the river so that he could be near the medium on which he spent
most of his life. Although he is getting old, Vicart Is still sharp and notices what goes on around him. His family works with
him in the tavern. Hiswifeand two daughters wait on tables. and his son works the ber and functions as the bouncer when the
need arises. His IOn has been arrested twice for unnecemry roughness in that capacity.

ViC¥t i, an elegant~ookingman with a trim beard and wavy white hair. He has found that, if he treats others with res·
pect, theywitl treat him with respect. His wife and daughters are all attrlCtive, ond his son is muscular with a heavy build and 0

thick beard ond moustache. Vicart keeps oil their savings in a secret room known only to his family and himself. In this room,
they have amassed 498 GP. 203 SP, 3 Diamonds worth 150 GP each. and 11 Sapphires worth 580 GP each.

Lilly', Lodge (430) Southgate Roed

Lilly lapzuli (Fern)
ILL CNX 062 03' 009 010 107 116 176 157 125 176 135 SDG

Lilly Lapzuli runs this lodge for men with a lot of money to spend. Lilly, who hails from Gishmesh, opened her lodge two
years ago, and business has been brisk since the first day. Lilly has only beautiful girls with exceptional grace and charm wor·
king for her. She serves the best food money can buy. and her wine cellar is always full of fine wine. The lodge is decorated
with fancy and expensive furnishings. Imported rugs, crystal chandeliers, silk and satin drapes, and woven tapestries adorn the
interior. There are fifteen rooms on the second level that are alMVI occupied.

Ully provides herself with charming serving girls by taking in exceptionally pretty young peasant girls and teaching them
such manners and charm that they could easily pass for noblewomen. She jokingly calls her lodge "Ully's School of Charm."
She keeps alt her money in her wine cellar. hidden behind the jugs. She has 3,893 GP and 4,564 SP hidden there.

Misty Seaport 14311 off DyrfirwaU Road

Cinu Goldfin
FTR CEN 031 016 009 010 097 '66 175 143 '57 '66 '43 SDG

Tallu Goldfln (Fern)
FTR CEN 021
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009 009 010 097 167 165 176 156 'B5 154 SDG
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Cirus and Tallu Goldfin run the Misty Seaport, an aquarium located on the waterfront in Tar.ntis. The aquarium is a
tourist attraction, and people come from miles around to see ,he daily shows put on by the trained Dolphins and Seals. There
are eight shows a day, and the cost is 5 GP per person. Cirus and T.llu .ko keep a fine collection of exotic sea plants and
creatures in artificial pools or taMS inside the building. They try to simulate the natura' habitat of the creatures that they
keep. Cirus and Tallu live in a small house next to the aquarium. They 'fe .Iways surching for new specimens of sea lile and
will pay well for them. Tallu's best friend is • Mermaid named Marini the light. Tallus wishes she Wef"e' Mermaid and believes
she might halle been one in a past life. Cirus and Tallu have no children, so they have only themselves to support. Because the
aquarium is a profitable yenture. they have quite a lot of money to spend, and they usually spend it in Polter's f'1ayhouse,
acting out their difflH'ent fantasies. They are deW>ut fotlowlH's of Set.nii and are member1 of the Strike Team. Treasure is kept
hidden in the wardrobe in their bedroom. It consists of assorted pieces of jewelry worth 500 GP, 520 GP,.nd 170 SP.

Old AM Tn,,".nd Inn (4JZI V.U.nt Promen.se

Jak the Axe (Dwarf)
FTR LGN 070 056 004 050 078 178 135 104 168 133 168 08A

Mergatroid the Mischievous (Gnome)
ILL CGN 087 043 009 010 018 124 178 103 155 111 157 OKN

The Old Axe is primarily a hangout for DwarVes, Gnomes, and Halflings (in that orderl. They COITII from all ower the city
and the surrounding countryside to guule the Ale and swap stories. Iu befits the clientele, the pubUc .rea Is all ~ betow
ground; the Inn consists of the ground floor and the first (and only) level above ground. The Old Axe is owned by two old
friends, Jak the Axe (Dwarven Battle Axe +2 and Hand Axe +1) and Mergatroid the MischieW>us (Gnome, 8th level Illusionist
and 7th Level Thief, Knuckleduster +1 and Rapier +11. Jak is a staid indi~idual who tends to enjoy wMching the action
rather than participating in it. Mergatroid, on the other hand, likes to get into the thick of things and is very active. Both Cln
eat and drink great Quantities and have the O\lefhanging bellies to prove it.

Working as bouncers are six Dwarves weering Chainmail and armed with Foot MIces and Knuclde Ousten. Eight female
Gnomes work as waitresses and servants (all are 3rd LVL Fighters); Jlk .nd Mergltroid tend the blr. Three times, week,
music,l entertainment is provided by four Dwarven Bards who live in the Inn. They pro~Kte this ser~1ce in lieu of rent.

TM Pebble -.d Pot 14341 Kingt Row

Petri Karin
ORO NEX 032
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This bar is favored by the younger crowd, but a few of the older generation who enjoy the company of youths will oc·
casionally drop in for a few drinks and a round of tall tales. The Pebble arXi Pot is a clean, safe blr, and the management
frowns on rowdies. As long as no fighting breaks out, however, elleryone is .!lowed to drink 8t the Pebble and Pot. The bar is
run by Petri and Kora Korinwho established it to provide a place where peOple could hive som, fun ,nd. few drinks without
getting into trouble. Petri and Kora come from the village of Sokozia, 40 miles north of Tarantis. Petri is tall and has jet black
hair, and Kara is short and has very long, blonde hair. They have been m.ried for eight years and liw in the back of the bar.
They haV1l no children, but they do have a very spoiled magical dog named Zora. Zora guards their little hoard of treasure,
68 GP, 29 SP, and 281 CP, and keeps intruders and ruffians awa.,..

Tt.. Pits (435) Black RC* la....

T. L. Bell
THF LEX 051 031 007 030 121 133 154 154 145 165 082 185

The Pits is. t.vern that Clters to Begglrs. It is located on Bleck Rose une next to Tei Ho', Tettoo Shop. T.l. 8ell runs
The Pits, which is frequented by meny of the low lif, and criminal element. Drinks in The Pits.e below st..-dwd prices: Ale:
10 cP, Beer: 1 CP, Mead: 1 SP, and Wine: 10 SP. T.L. Bell is a shifty~,lhady character who h.. been arrested many tilTlls
for forgery, assault, burglary. and 8ttempted murder. T.l. Bell is UIUIlly .." with IOmt of the worst of the peopte of Teran·
tis; it is rumored that he is planning a big caper. He is a member of the underground group planning the overthrow of the
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government of Tarantis. The Pits is generally kept dark; tile only light is provided by two lanterns on the bar and the fire in
the fire pit in the center of the room. In a room behind the bar, T.L. Bell keeps a collection of weaponry beneath the false
bottoms of sever,l clothing chests. One of the clothing chests has a second false bottom below the first in which is contained
a bag containing 3.000 GP. a gold ring worth 200 GP. and a +2 Dagger.

Polter's P1ayhoLtU (436) Southglite Ro.t

Peri Polter
ILL CNE 102 041 009 010 119 105 196 118 127 187 147 SOT

The Playhouse caters to anyone with money to spend. In it, Peri Polter has created a 'NOrld of fantasy where, for the right
price. the customer can live the fantasy of his or her choice. The Playhouse employs five very powerful Illusionists (CLS ILL.
LVL 143·174, HTK 030.042. 028. 029. 0381 who can conjure up nearly anything one might desire. The games and fantasies
that are IlYed out here are kept very private and discreet and never go beyond the walls of Polter's Playhouse. Because it does
such a COrtstant business, reservations for a session at the Playhouse must be made at IHst two weeks in advance and paid for
at the time the reserwtion is made. The cost ranges from 40 GP per session to 1,600 GP per session, depending on the fantasy
required. Anuuemely unusual or extraordinary fantasy that would require a lot of work to prepare might run up to 3,500 GP,
but Peri is willing to bargain. The Playhouse is a great tourist attraction and is located next to the palace wall on Southgate
Road. Because he docs such a great deal of business, Peri is very rich; he keeps most of his money in the bank, but he also
keeps some "spwe change" (about 100 GPI in the Playhouse for miscellaneous expenses.

The QUltterho,. Inn 14311 Tiun ....ne

Kaneal Pigcton
FTR LEN 031 029 009 010 075 146 179 155 134 156 137 SOG

The owner of this Inn, Kaneal Pigcton, is a sneaky, weasel-like individual. Kaneal will try to extract information from his
customers by maSQuerading as iI concerned, compassio~te father-figure. Once he gains his vil;;tirn's confidence, he will try to
use whatever information he has been given to blackmail the parties concerned. Kaneal doesn't do this for the money; he
thinks of it as some kind of game. He leads a boring life and thinks that this type of behavior spices it up. He practices this
craft only on young and inexperienced lor very unintelligent) travelers, leaving the more experienced and wiser adventurers
alone.

The Inn is clean. the food is passable. and the prices are reasonable. Stables are located in the back of the Inn for boarding
horses; the cost is 3 SP per night. Three indentured slaves work in the stables. They are CLS FTR, LVL all, HTK 017, 016,
018, WPN None. 3,067 GP·worth of treasure is kept in the wine cellar guarded by two trained attack dogs.

Red BHrd Inn 1438) R91 Blvd.

Dar Bek
FTR LNG 092 051 004 060 146 182 '52 134 154 163 132 ILS

The Red Beard Inn is a combination restaurant and bar. It is frequented by most of the respectable citizens of the city.
Located in one of the most beautiful parts of Tarantis. the Red Beard does a flourishing business due to its excellent cuisine,
good service, elegant atmosphere, and passable drinks. Oar Bek, the proprietor of the bar, has become very wealthy in this
business. He is .ssisted by his wife, Grieta, who works as chief cook, his two d-..ghters, seta and Mya, who serve as waitresses,
and his son, Joper (CLS MAG, LVL 052. HTK 026, ACL 007, ARM 030, AGL 143, WPN DOG) to whom he leaves the
management of the bar. The Red Beard is lavi5hly furnished with elegant ecru linen tablecloths and napkins, silver and pewter
service, and fresh flowers daily in the cut crystal vases used as centerpieces.

Red Dog Tan,n (439) Northgat.e Road

Paystar Melator
FTR NEX 062 031 009 010 091 183 071 103 153 164 103 ITS

The Red Dog Tavern is a "seconds" tavern owned by Paystar Melator. Paystar buys the Beer and Ale that is rejected by
the better establishments; consequently, he serves some of the worst drinks in town. Most people in town do not frequent this
tavern, so the poor of ,he city. the Beggars, have the place to themselves. Tr.velers sometimes stop at the Red Dog for infor·
malion; PaY'tar seems to know a great deal about the City State and the surrounding area and is very talkative. He is also very
gullible and can be easily tricked. His prices on Beer and Ale are 5 CP to 25 GP, but he will bargain. Behind the bar is a box
containing 15 CP, 10 SP, and 3 GP. In the back room of the tavern, in a sack on a table, are 100 cP, 150 SP, and 22 GP.
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Th. ROImlng Wolf (440) Tim"r l.ne

Samsu Put
FTR NGA 031 012 004 060 123 184 122 133 176 154 137 ILS

The owner of this tavern. Samsu Puf, enjoys the company of his pet Wolf more than he does that of Humans. However,
being. practical man. he decided that. in order to provide himself with a steady income, he should have some sort of business.
With his brother, he opened the Roaming Wolf. naming it after his own nickname. Samsu sells all the normal drinks in addition
to one of which he learned during his many travels which seems to be a favorite of all who visit his t.vern. However. Samsu is
an unpredictable man with a bad case of wanderlust. and he finds it difficult to stay long in Olle place. Periodicallv. he packs
a few belongings in a knapsack and, with his pet Wolf at his heels. disappears for a few months on some wild adventure or
other. When he returns, he always brings odd souvenirs which he sells to the curious of Tarantis. When $amsu is not at the
ta"e",.. , his b<"othe, takes O\l'8r. His b<"other is plotting to g8t him out of lhe business completely because it brings in a good
profit which the brot....r doe. rwt want to .hare witn Samsu.

TN RCMrino Bull 14411 a,,",.. Drive

Trost Rail
FTR NNN 051 028 004 060 087 182 093 '24 167 179 112 IB5

The owner of the Roaring Bull i. a bullfighter on the side. Hung along the walls are the heads of Bulls over which he has
achieved victory. The drinks are fairly priced from 5 CP to 15 GP, and they are worth the price. His establishment is located
on the corner of the block next to the blnk so that people can get their money out of the bank and spend it without having
to walk too far. Trost has four female slaves serving nis customers, and he does not allow anyone to annoy them. His tavern is
ornately furnished with standard tables covered with red tablecloths and sporting red napkins.

Trost is a big man with broad soulders, a thin moustache, and a beard. He loves music and seafood, and, when he is rwt in
his own tavern, he can be found .t the Kismit Cafe. He is a bullfighter as a hobby, not a profession, but he will take all bets
INit there is no bull that can ,top him. However, he fearl that, one day, he will be wrong and will fight a bull that will seriously
wound him Of el'ld his life. His fierce pride will not aUow him to piSS up a bet made by another regarding his prowess with the
bulls, but he no longer actively Metes them out as he once did. Trost keeps all his treasure beneath the false bottom of an
apparently·empty chest behind a few empty barrels. The treasure consists of 50 CP, 288 SP, and 197 GP.

The S.f.,.., 14421 eo,.. Row

• Gar Drag
FTR LNX 102 054 009 010 146 ,7B 166 157 154 092 114 ISS

Only officers of ships are allowed to drink in the Seafarer. Although it is localed only a half-block away from the less·
Ihan-savory Waterfront Tavern, the Seafarer exhibits none of the sleaziness that proliferates on the waterfront. It is highly
recommended by Captains of ships and other high-f"anking sailors. Although the drinks cost a bit more than average, they are
of excellent quality, and the clientele considers the atmosphere to be impeccable. Ale: 10 SP, Beer: 10 CP, Mead: 15 SP,
Wine: 10 SP to 3 GP. The decor of the Seafarer is distinctly nautical. The bartender wears a sailor's outfit and has an eye.
palch, al'ld tnere is an anchor hanging on the waiL The tablecloths are of canvas, and models of many ships are displayed on a
shelf behind tne bar. The owner of the Seafarer, Gar Drag, is known by most of the officers who come to the tavern because
he is the former Captain of the ship, CUbn. He bacame a tavern owner aher an accident with a falling mast caused him to lose
his left leg. He lives a quiet, simple life; although he enjoys the companionship of the men who visit the Seafarer, he sometimes
longs for the feel of a deck beneath his foot al'ld the sound of waves lapping at the prow of his vessel.

$h1 ...Ir,'. (443) Gishmah Street

Atuk Shinglra
FTR NEX 042 020 005 050 065 179 117 116 189 135 176 MDH

Shinglra's, located at the west end of town, is a nice, quiet place to dine. The interior is pleasantly decorated but not ex·
travagant. Atuk Shinglra, the owner of this classy establishment, is said to be a Half-Dwarf because of nis stature and his ability
to drink huge quantities of alcohol wilhout noticeable effect. Every Saturday night, a drinking competition is held between
Shinglra and one of the pitrons. The customers place bets on the winner, and Shinglra always seems to be the winner. Shinglra
employs two waitresses, Celia and Astra. The girls are very young and a bit inexperienced, but they do a fair job and are pretty
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and willing to Ielm, so Shinglra keeps them in his employ. He has a small cache of treasure hidden beneath the floorbotfds
behind the bar. In it Ir. 250 GP. 7 small Diamonds worth 10 GP each, and 2 Rubies worth 15 GP each.

Silwer S.nd. CAf.(444) c.nte... l.".

Kimball EsIOC (Fern)
FTR lNX 062 022 009 0'0 073 '29 lOS 116 '05 114 145 LWH

Run by Kimbell ESloe, this Cafe is named for the hourglass which sits upon the bar. It is filled with powdered silver, and
it cannot be removed because it is nailed to the bar. The Sands is frequented by traveling merchants and the more prominent
people of the city. The prices for food and drink are somewhat high, but the quality is excellent. Kimball originally came from
the village of Paldoucis. but she left at an earlv age when her parents died under mysterious circumst.nces and she was sent to
Tlrlntis to live with her aunt. On the iourney to Tarantis, she found the hourglass filled with silver powder along with a small
knepuek full of gold. She hid the.. item. from her .,nt until she was of an age to leave the protection of the older woman.
Then. she uaed her secret fortune to pure'" and outfit the Silver Sends. The powder is actuIUy pl.tinum powder .nd is
worth 1,500 GP. Kimball employs two serving girla, AriMtne.nd Bell•. Both girls .re hard workers.nd are amply rePlid for
their efforts. In the besement of the SiIV'lf Sends is al.rve c:hest filled with 550 sp,nd 280 GP, the remnants of her find and
the proceeds of h..- business. The chest ia guard.t by a ao. Constrictor.

Tho 51......, Rook Colo 14451 U.... Alloy

Cwni... (Nymph)
CLR LNX 072

Starr (Nymph)
ORO LNX 063
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The Slippery Rock Cafe seems to be made entirely of marble. The waUs and ceiling are marble slabs; the tables.nd chairs
are of marble, and the fireplace has. m.rble m..,t1epiece. A marble fount.in is situated along the east walland pours scented
water into. mwble Cltc:hbesin. The floor of the e.te is dirt, howeV'lf. Pbinted in the Hoor .re .n ISSOrtment of ~.nts and
trees which receive sunlight through gllSS<overed holes in the marble ceiling. The Cafe is run by two Nymphs, Casmir. and
StilT. They came from the Dyrfirwtll Woods two yetrs ago and sold sevet'al of their Emeralds to buy this Cafe. Clsmira is of
medium height and build with blonde hair. and Starr is shon .nd slender with .ubum hair. Halflings and Elves are the main
patrons of the Rock. but. Humin or two can sometimes be found. Laronda Cunar is very jealous of the two Nymphs because
her husband is constantly raving about what great beauties they are, and she would do practically anything to sabotage the
Rock and cause the two Nymphs to leave the area, Hicklen beneath the bar in a wooden box are 2 Potions of Healing. a Cloak
of Invisibility, 20 Emer.lds worth 20 GP each, 1 Diamonds worth 50 GP each, and 6 Agates worth 5 GP each.

The Snorting Dragon (446) M.ln Blvd.

Janvel Swain
FTR NGX 051 028 009 010 117 '34 '47 093 159 124 102 Non.

The emblem of a Dragon's head adorns the door to this tavern. The owner is an elderly, withered man named Janvel
Swain_ Once a man of quality and vigor, J.nvel~ the misfonune to run afoul of a Sorceror who cast a spell upon him which
deprived him of most of his energy and caused him to age prematurely. Though only 35 years old, Janvel appears to be 15.
While he continues with his normal life, .!anvel is continually searching for a way to reverse the eHects of the spell. He carries
a deep-seated hatred for the Soreeror who treated him so unkindly. Unkl"lOwn to Janvel, the Sorceror is in the city for a
meeting with the ruler of Tarantis. If Janvel knew of this, he would probably anempt to find and kill the Sorceror. Once a
proud man with thick, black, curly Niir and a thick. neatly-trimmed beard, he is now stooped with a rough white be.rd and
gray h.ir. He still w.rs fine clothes, but he does not go adventuring as he used to do. However, he retains his per50nalarmor
and weaponry in I chest in his house, .Ithough he rarelv travels farther than the marketplace. Beneath a trap door in the floor
of his home, Janvel his hidden 408 SP, 2.965 GP,.nd three Jade pieces worth 450 GP each.

The SoIring E... 14471 Amulet lane

Gamely Oox
MAG LGX

82
122 036 007 030 '26 164 187 '22 153 176 134 DOG
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The owner of the Soaring Eagle, Gamely Dox, has a pet Eagle that accompanies him wherever he goes and for which he
named his tavern. He serves sllthe basic drinks at his tavern at the standard prices. Ale: 1 SP, Beer: 5 CP, Mead: 5 SP, Average
Wine: 5 SP, Good Wine: 7 SP, and Imported Wine: 1 GP. He also sells Rotgut, which goes for 2 GP per bottle. The tavern is
decorated with murals of far away countries and strange races of beings. According to rumor, Gamely Dox is a Wizard who
tired of adventuring and settled in Tarantis. He employs only a bartender to serve the customers. The bartender is a thin,
finicky, middle-aged man with slightly greying hair and wearing spectacles. Gamely Dox is a smart·looking man of medium
build with black haif and grey eyes. In his office behind the tavern, he keeps many magic books, rods, wands, staves, and
potions which he has accumulated over the years. They are protected by a Silent Alarm to keep them from being stolen. Only
Gamely Dox and his bartender are able to hear the Silent Alarm, and that no maUer where they might be. He also has a bag
containing 450 GP concealed in the walt.

Sudrah's Flophouse (448) Catnip Row

Sudran of tna East
MAG NGl 095 053 009 010 039 115 168 157 134 103 134 None

Sparsa lotus Blossom (Fern)
BRD NGl 054 030 009 010 029 094 159 187 156 157 146 None

•

Sudrah of the East is. kindly soul given to generous acts of charity. He operates the Flophouse to provide shelter and
food (mostly bread and soup) to the poor. Anyone is welcome, but those with coins are expected to contribute whatever they
can afford. The only rule th.t Suclrah enforces is that no one may engage in the mental. verbal, or physical abuse of another
staying in the Flophouse. Sudrah views his establishment as a haven for the poor and harried.

Actually, Sudrah is very rich, but most of his wealth is being held in trust by his relatives in Arroworth (Ebony Coast,
Campaign Map 13, Hex 5206). Sudrah has many friends in the lands between Tarantis and Arroworth, including Pariksit the
Bold (Castle in Hex 3229, Tarantis Campaign Map 4), the Mountain Minstrel (Citadel in Hex 5132, Tarantis Campaign Map 4),
and Nicstrin of Orestone (Village in Hex 4905, Ebony Coast Campaign Map 13).

Sudrah has a companion who runs the Flophouse when he leaves on his yearly vacations to his home. Her name is Sparsa
Lotus Blossom; she tries to emulate Sudrah in his operation of the Flophouse. She is just as kind and generous as he is, but she
is not as well able to fend for herself. Sudrah is skilled in Enchantment Magic (9th levell, Air Magic (5th Level), and Sage
Abilities (3rd level). Sparsa is skilled in Enchantment Magic (4th Level) and as a Bard (5th Level).

Tales of Terror Tavern (449) Whllebone Alley

Nasal Quirk
FTR CGN 114 032 008 021 109 167 156 145 156 145 156 SRS

Nasal Quirk, a retired sea Captain, bought this tavern with part of his life's savings. Nasal enjoys a good story more than
anything else, especially if it is a scary one. He also loves to tell this kind of story, and he often repeats his favorites. If Nasal
were not such a flOod story teller and so well liked by those who visit his tavern, the customers might quickly become bored,
but, as it is, they usually put up with it.l;:very week, a contest is held to see who can tell the best story. The winner gets three
free drinks. Nasal employs two barmaids, Podonia (CLS FlA, lV l 021, HTK 023, ACL 009, ARM 010, CHA 187, WPN lOG)
and 5ealian (CLS FTA, lVL 021, HTK 025, ACL 009, ARM 010, CHA 176, WPN lOG), and a bouncer, Bordak (CLS FTR,
LVl 103, HTK 032, ACl 008, ARM 025, WPN WCLI. in case things get out of hand, as they sometimes do. Nasal keeps his
treasure, 6,832 GP, in a triple·locked d'lest stored in the wine cellar.
The Tavern of Doom (450) Gilhmelh Street

Thyra Dogny (Fern)
MAG lEX 041 023 009 010 048 123' 179 114 116 122 095 None

•

This tavern is run by a woman, Thyra Dogny, who claims that she is able to foretell the future. For a small fee (25 GPI.
she will reveal your past as well as your future. Thyra is well known for her practice of fortune telling, and she has told the
future for many of the high-ranking government officials. It is rumored that her soothsaying is responsible for the demise of
several of the nobles of the city who wefe unwilling to meet the future she revealed to them. Of course, others argue that, if
she could foretell the future, she would tell those who would commit suicide upon hearing her predictions that this is what
they will do. Because she doesn"t do that, people say, her predictions become false. Actually, her predictions are mostly false.
Whatever is true is only true by accident. She enjoys seeing the rich and powerful tremble at her words and quake at what the
future supposedly holds for them, so she invents horrible tales of riches lost, scandal, deaths of loved ones, disfigurement, and
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defeats ~atched from the teeth of victory. She hopes to one day be the controlling force behind 8 king or emperCN' through
her magiks. She employs two men at arms. Bodil (ClS ASN, lVL 021, HTK 013. ACL 007, ARM 030. AGL 134. WPN UDGl
and Himon (ClS THF. lVL 031, HTK OlD, ACL 007, ARM 030. AGL 124, WPN USSI.

Thyra is an average-looking woman of about thirty years of age with blad< hair streaked in grey and deep blue eyes. She
wears no armor and is fond of loose, black robes. Her tavern is located on the outskirts of Tarantis, next to the bank. Thyra's
only fear is that she will not be able to find her ticket to success, that no ruler will ever seek her out to ask her to reve.1 the
future. Her only cash hangs in a pouch at her side. It is 45 GP and 3 Rubies valued at 60 GP each.

The Flaming Tavern (451) Edirne Alley

Finbar Griggs
FTR NGX 031 016 004 060 106 169 136 082 149 145 124 165

This tavern was named by the townspeople because it burned down 10 many timn. The charred sign over the door.c­
tUlilly re.ds, "Griggs' Tavern", but most people have forgotten the originel n.me of the ~. The owner is Finbar Griggs, a
one-time adventurer who settled in Tarantis after an encounter with a supernltural force that nearly cost him his life. Finbar
decided that the quiet life suited him better, and hearing the exploits .nd adventures of others who patronize his establish­
ment keeps him happy. Although Finbar insists that no weapons be Clrried in his tavern, it seems that, once in. while, some­
thing will cause a fire at the Flaming Tavern. The last time, it was • dispute between two hot-headed Second level Mages with
Fi,.. Bolts .t their disposal which caused the tavern to be ignited. Before thlt, a Halfling smuggled a pet Fire lizard into the
tavern, and the beast accidentally Clught the curtains aflame when the Halfling had passed out under the table. The Halfling
died In thet irtCident, but the Fire lizard escaped. If the toYern burns 19Iin, Fmber Griggs will not be able to afford to have it
rebuilt; he has invested his entire fortune in a gravity-fed sprinkling system that keeps the place constantly damp' unless a
drought is in progress. As a result of the dampness of the building, Griggs has been plagued by Snakes and Giant Slugs, so he
has a pet Mongoose that roams freely about the building helping to eradicate these pests.

Finbar is a well-muscled man with a receding hairline and a neatly-trimmed moustache. His hair is brown, as are his eyes.
All of his earnings are kept in the cashbox under the counter. The cashbox contains 10 SP. 5 GP. and one AQuamarine valued
.t 15 GP.

'The Tavern of Purity (452) Crossbow Alley

Heron Wyler
FTR LGX -042 022 004 060 129 191 136 179 150 125 144 ISS

This tavern is frequented by those people who want to have a drink in peace and quiet. The owner of the tavern. Heron
Wy18l", ensures that they enjoy this unusual priviledge by asking all to check their weapons at a special guardroom installed for
that purpose and by providing plenty of muscle in the form of burly bouncers to remove any undesirable element with all due
speed. Heron himself constantly circulates among the patrons of his tavern, making sure that everyone is happy and that all
goes well. Heron is a very kind and understanding person who tries to be friends with everyone. He has given money to many
charities and is thinking of adopting a son to be his heir. His tavern, although crowded with furniture and guests, is always
kept clean. The bouncers are dressed in white robes and have no weapons other than their not-inconsiderable strength. Heron
believes that violence begets violence and only fights when it is absolutely necessary. No one has ever seen him fight, but it is
rumored that he once blpke a man's neck with his bare hands. Heron looks like a man who could easily do such a thing. He is
tall and muscular with well<leveloped shoulders and arms and a thick, bull·like neck. He has reddish brown hair worn to his
shoulders and a curly red beard and moustache. His eves are blue, and he is left-handed. He does not keep much cash at the
Tavern of Purity; most of his holdings are in the bank.

Tiger', Eye Tavern 14531 Kings Row

Thorn Diet
FTR NNN 101 045 005 050 093 134 151 '45 169 163 092 las

The Tiger's Eye Tavern is 10Clted on the edge of Tarantis ne.r the gate leading out ohhe city. It is known for the drinks
made from unusual plants which the owner, Thorn Diet, finds in the forest. The drinks cost more than average, but they are
much more potent, as welL The prices are: Grog: 10 SP, Ale: 15 SP, and Wine: 2 GP, Thorn Diet was once a big game hunter,
but he had an unfortunate encounter with a Tiger that left his right arm permanently damaged. The Tiger's Eve is decorated
with potted plants from the forests and jungles, and the skins of a variety of animals hang on the walls. On the wall of his of­
fice hang the stuffed heads of the animals whose skins hang in the tavern. Thorn emplovs a bartender named Nimtashi IClS

" FTR, ALN NNN, lVL 021, HTK 010, ACl 007: ARM 030. AGl 147, WPN tlSI who .lso works as the bouncer.

84



•

CLS ALN LVL HTK ACL ARM PSL STR INT WIS CON DEX CHA WPN

The Topln' T• .,.m (464) Cut Thrwt Alley

La Ping
MAG CEX 041 023 007 030 085 116 178 092 126 147 176 DOG

This tavern is named the Topless Tavern because no one is allowed in who is wearing a covering of any sort on the upper
torso. As a result. it is 8 favorite hangout for those with body tattoos; a great deal of competition goes on in comparing the
artistic qualities of the myriad tattoos displayed in the Topless Tavern, and none is more proud of his (or her) collection than
the owner of the tavern himself, La Ping, whose entire upper torso is one massive work of art. This tavern Is not usually fre­
quented by females. but the waitresses and barmaids are female, much to the delight of the majority of the customers, and
most of them are also h8lvily tattooed. La Ping believes that the customer is always right and is ready to provide whatever his
customer might desire to be satisfied. He has been known to deal with many ofthe criminal element of Tarantis end uses black
magic to control .. Demon which he plans to employ to kill a very popular offtcial of the realm. The drinks 8t the Topless
Tavern run theaveraoepriceof Ale: t SP, Beer: to CP, Wine: 5 SP, and Mead: 3 SP. In addition to his tavern business, La Ping
also rents sleeping rooms on the second story of the building. They are small and not lavishly furnished, but each provides a
double bed with sheets, blankets, and pilloWS, a w,sh basin on , stand, and a small clothes chest with, towel and , hand mir·
ror lying atop it. No light is provided, but Lo Ping will furnish a candle in a holder if it is requested, Aside from his interest in
t,ttoos, La Ping is very fashion conscious. All his clothes are tailor·made of black silk and are always at the height of fashion.

UnI......1Delight LodgII456) Northgate Ro.t

Aichrob Aiff
THF NEX 092 048 009 010 082 137 167 156 145 184 142 MDG

Aossen. Aiff (Fern)
ILL NEX 081 036 009 ala 082 137 167 156 145 184 142 SDG

Located on the north side of town, the proprietors of the Universal endeavor to satisfy their customers' every possible
desire. Exotic dancing girls, imported wines, and reasonable prices are just a few of the things that cause people to flock to the
Universal every night. Richrob Riff, the proprietor, is a jolly old man who gained his name and his f,me in his younger days
by robbing from the rich and giving to himself. Richrob's wife, Rossena, is in charge of the dancing girls and the wine list.
Their son, Pu, is the bartender, and his wife, Sungi, waits tables. The Universal charges 5 SP just to get in the door, and then it
usually costs another 6SPtoget a table. All types of customers are encouraged except for the much-hated Orcs. There is a side
room which, for 30 SP, can be rented for a hour of dalliance. It is comfortably furnished, and an inside bolt provides an extra
measure of privacy. Aossetta knows much (correct) information concerning individuals such as Atar the Lion, Larette Lafaite,
and Monaet the Canny.

Waterhont Tavarn (4661 Klnp Row

Sert Wasp
FTA NEX 092 052 004 060 063 181 143 122 152 189 102 IRS

The Waterfront Tavern is located on Kings Row next to the north gate of the city leading to the docks. It is frequented
by sailors who have been to sea for a long time. When any ship docks, this is usually the first place the hands stop to spend
their hard·earned wages. The bar serves many different hard liquors as well as Ale: 3 SP, Beer: 5 CP, Mead: 10 SP, and Wine:
2 GP. The Waterfront Tavet'n is run by Sert Wasp, who also runs a ring of Thieves and Harlots. Though always dressed in tat·
tered clothes, Sert does, in fact, make quite a profit from his various ventures. He has a cruele disposition and sometimes
releases his hostilities by beating his slaves. He keeps none of his financial holdings at tile tavern with the exception of the
cashbox, which contains t 21 GP, 30 SP, and 36 CP.

W..pi.. Willow Inn (4671 au.tllh Row

Whistle Twotone
FTR LEA 072

DorWai (Fernl
FTR LEA 063
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Whistle Twolane and his fiance, Dod Wat. run this quaint but dark establishment. The Inn has a good reputation as a clean
and mellow place. However, aher a few drinks, Whistle will usually start a religious discussion with somebody in the bar. Very
seldom do these discussions end in a fight, but, if the other person disagrees with Whistle, he will usually ask that person to
leave. He will then buy the rest of the customers a round of drinks. As a result of his liberal spending habits and his custom of
buying the drinks, the Weeping Willow is only moderately prosperous despite its wide popularity. Dori is a very beautiful
young lady with dark brown hair and large brown eyes. Although Whistle is not the jealous type, he will bounce anyone out
of the building who tries to molest her. The house drink is a mixture of coconut juice and a mysterious clear liquid with an
unusually high intoxication level. This drink is called a Zombie and costs 14 GP. Two of these are all the management will
allow any customer to purchase in one night. Ale: 10 CP, Grog: 15 CP, and Wine: 5 SP are also sold here.

The White Wall Tavern (458) Kings Row

SuN Ova
ClR LGX 112 063 004 060 16S 166 143 167 154 174 166 WMF

The White Wall Tavern is located near the marketplace next door to the Flower Shop. It is frequented by people of Good
Alignment, but some strange· looking characters have occasionally been seen in and around it. It is run by Serv Ova, who has
been in a secret battle against Evil most of his life. His mission began when he killed a Demon while hunting in the woods. He
uses the taVefn as a source of income to fund the war he wages in secret. Surv Ova makes an appearance at the tavern every
now and then to prevent his secret from being discovered, but he leaves the everyday running of the business to his bartender,
a small, rat·like man named Parttu. The walls of the tavern are painted white, and the tavern is always kept clean by the white­
robed waitress. The White Walt has very good drinks at the standard prices. Ale: 1 SP, Beer: 5 CP, Mead: 5 SP, Average Wine:
5 SP, Good Wine: 7 SP, and Imported Wine: 1 GP. In the back room of the tavern, which serves as Surv Ova's office, is a
Prayer Scroll, as well as prayer beads of gold and ivory worth 125 GP and a box of incense.

WildCM Inn (459) Daft Street

Pan Sur
CLR NNN 061 036 004 060 166 175 154 161 176 173 053 IME

The Wildcat Inn is a hotel as well as a restaurant and a tavern. On the first floor are the restaurant and tavern facilities.
The second and third floors serve as the hotel area; each floor contains ten rooms, each of which can be rented for 1 GP per
night. The accommodations do not differ significantly from room to room. When unoccupied, the rooms are always neat and
orderly. Each room has at least one window which can be closed against the night air by interior shutters. The rooms each
contain a bed with sheets and blankets, a table with a chair and a lantern, a clothing chest, and a wardrobe. Pan Sur named the
Inn for the unusual and exotic meats served. The prices lire somewhat extravagant, but the wealthy of Tarantis do not seem
to object, and a reserved table at the Wildcat is a prestige item. The restaurant is lavishly set with green linen tablecloths and
napkins and pewter service. The walls are covered in green watered silk above oak wainscotting, and thick green carpets cover
the floor. Between the carpeted areas, oak parquet flooring can be seen. The house specialties are Griffon: 50 GP, Roc: 75 GP,
Displacer Beast: 27 GP, Dragon: 90 GP, and Chimera: 40 GP. The Ale and Wine are of excellent quality, and the prices are
tolerable. Ale: 5 GP, Average Wine: 20 GP, Good Wine: 50 GP per bottle, and Imported Wine: 100 GP and up. Pan Sur keeps
ei!tlt slaves waiting on the tables (CLS FTR, ALN NXN, LVL 021, HTK 022 - 030, ACL 009, ARM 010, WPN Nonel, some
of whom harbor notions of escaping. The bar is always filled with cheerful music and people having a good time. The barten­
der is a close friend of Pan Sur named Hoc Fan. When not selling drinks, he makes himself busy polishing the bar, the silver­
ware, and the glasses. Hoc Fan is tall and burly and, when the need arises, he doubles as the bouncer. This is rarely necessary
because the clientele consists of the wealthy of the city, who are also usually well behaved.

Zorah's HoUM of Fortuna (460) IItutmish lane

Zorah of the Dawn Star (Fern)
MAG NGX 116 042 009 010 109 1'3 169 156 155 176 146 lOG

This establishment is operated by Zorah of the Dawn Star, who runs a hi~-class gambling house. She !laters only to the
well· to-do. Stakes are high; the minimum bet is 50 GP, and the maximum bet is 25,000 GP, The House is included in every
game unless a private game is arranged with Zorah for 1,000 GP. Private games are played in private rooms. These private
rooms are elegantly decorated, comfortably furnished, and serviced by two beautiful female servants (CLS HAl, lVl 011,
ACl 010, AAM 005, DEX 156, 178, CHA 167, 178)8nd two very strong guards (CLS FTR, lVL 041, ACL 008, AAM 025,
STA 165, 188, CON 164,187, WPN SSC). The House Rules include the following very important items. 11 No weapon larger
than 3' in length is permitted within the building. 2) Any practitioners of magic shall restrict their magic to entertainment or
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defense of the Hoose. 3) No 1.0,U·s will be accepted. Judge's Not.: Other rules can be added. but the punishment for any
violation should be the stripping of all monies, weapons, armor. and magic items from the offender and the barring of the of­
fender from the premises forever.

Zorah's Hoose of Fortune consists of three aboveilroond levels and four underground levels. The opper levels contain
public and private gambling rooms, a well-stocked kitchen and storage area, a bar, and a sitting room complete with exotic
dancers to entertain the lucky winners. Serving the bar is Abdul Ben Deka, who is Zorah's Ojlnni, thoo!tl only Zorah, the
worken. and some of the re9.J1ars know this. Abdul is a good seven feet taU and is easily three and a half feet broad at the
shoulders. He wears a multi-eolored turban and flowing robes. He is not armed, but he will conjure a broad·bladed Scimitar
for use in combat if the need arises. Most of the time, his magic is all that he needs. so he will rarely conjure the Scimitar. All
kinds of food and drink are 8IIaiiable to customers at very expensive pr~s, but everything is of the finest available and ex·
pertly prepared. T.len~musicians provide constant musical background, and they expect small tips for their efforts.

The lower four levels contain living quarters for all the workers, Zorah's bedchambers, baths. a library, a laboratory,
.-nokilg rooms, the tro..........,It. and other. less important rooms. ZOrah is ~rv skilled in the Schoo( of Enchantment Magic
l11th l_t)... _II .. in Houri skill, (6th level). She also h.. some skill as. Thief (4th level I. AU told. Zouh employs .bout
40 peoplt It the Hou. of Fortune. She h. over 120.000 GP locked awry in her subterranean v.lIt.

-------',...--- ---

--------::::::==:;5;:===~ ---r-- ........
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Tarantis Villages
If no type is stared, ir is considered Hvman

HEX VILLAGE
LOCATION NAME POP. TYPE CIV ALN RULER NAME LVL AlN CLS TYPE RESOURCES

1112 Dark Odyssey 290 Halfling 3 LGX Dithil the Usurper 041 LGX PAL Human Fish
1116 Wol'skin 488 2 NXX Winithar 031 CEX FTR Human Market
1215 Regina-Far 252 a CEX Bani the Jackal 061 NXX THF Human Pearls
190' Seraphine 175 3 NXX Falcon Nalorik 061 LEX FTR Troll Market

2007 Bastinadi 169 Elf 4 LGX Witheric 051 CGX FTR Elf Market

2017 Tallulah 215 5 LEX Rugalas Many-Beard 041 LEX CLR M" Fish
2030 Redflood 317 Half·Elf 1 NXX libadan 061 CGX FTR Elf Market
2104 Kanakis 359 3 NXX Al'\3tote Agate as' NXX MAG Human Horses
2125 Glshmesh 423 a NXX Rufcoliman 041 NXX SAG Human Market
2219 SokOli. 201 2 LEX Anthan.llric 081 LEX FTR Giant Oil
2311 Andalusia 266 Goblin 1 CEX Narbon Khit.r 041 NXX FTR Og" Pitch
2327 Tar.ntis 6,000 9 LEX Atar the Uon 131 LEX FTR Human Market
2331 Stonebow 112 2 NXX Oloron of Nergal 051 NXX THF Human Market
2409 BorsiPPl 179 0" 1 CEX Black Thonric 041 LEX FTR Human Pelts
2505 Aelfsteld 332 Gnoll 3 NXX Sengoz Wolfram 06' NXX FTR Troll Market
2516 Hytcos·F'ring 148 4 LEX Fostric Stump·puller 051 LEX MAG Human Market
2607 Nergol 209 3 NXX Stanwix Trgl.th 041 NXX FTR Human Hides
2713 Dier 439 4 CGX Condet the Sm.1I 071 LEX CLR Human Market
2724 Surintal 476 0" 2 LEX Kolda, Cracker of Bones 081 LEX FTR 0" Sulfur
2818 T,mar-ilk 262 1 CEX Fearless Belvort 041 NXX FTR Human Market
2833 Algir.n 397 2 CGN Goisum the Mystic 041 CGN MAG Human Market
2927 Paldorius 163 a NXX Leklark 061 NXX ASN Human Market
3110 Megidol.r 358 Goblin 3 NXX Treuil Fast-Fingers 051 NXX THF Human Market
3115 Ashkelon 109 2 NXX Agades Cardan 051 LEX FTR Human Solt
3129 Meri-Amon 414 Elf 4 LGX Bilmathrik 071 LGX FTR Elf Market
3220 Urillius-Elos 236 a CEX Ferret Shingar 041 CEX ORO Human Market
3304 Averis 379 2 NXX Lenchat III 041 NXX FTR Human Market
3323 Willowsfen 224 1 NXX Mendoren 041 CGX ILL Human Timber
3407 Bethan 463 3 CGX Sangrad Khetasar 031 NXX FTR Human Market
3430 Blackpit 317 0" 2 LEX Kinstacesh 041 LEX FTR Og" Pitch
3509 Sinacherib 125 a NXX Grib the Elder 041 NXX CLA Human Lead
3517 Lakhish 439 Half·Elf 3 LGX Arradol 061 LGX MAG Half-Elf Market
3627 Redharm 243 1 LEX Cowen 041 LEX FTR Human
3701 Sangorn 366 1 NXX Aollach tha Servant 041 NXX MNK Human Horses
3911 Balash 185 4 CGX Vidan One-Eye 071 CGX FTR Human Iron
4006 Farina 266 a NXX Crabby Trune 041 LEX CLR Human Market
4026 Som. 218 2 NXX Bramangate 061 NXX FTA Human Market
4134 Tashmetun 260 0" 3 CEX Kavax Skull Breaker 101 CEX FTR Balrog Sulfur
4208 Orakevain 451 2 LGX Mad Catalis 071 LEX FTR Human Market
4230 Ganzir-Galad 104 1 NXX Ampang the Peer 051 CEX ILL Human Furniture
4316 Nuriedidin 374 Elf 3 CGX The Unknown 041 CGX MAG Elf Market
4422 Bastet 296 1 NXX Varale the Panther 051 NXX BRD Human
4506 Delos 146 a CEX Tinakan the Reaver 041 NXX FTA Human Fish
4613 Arrowdale 203 4 NXX Barent Quick·Foot 081 NXX FTA Human Market
4627 Bridgefields 300 0 NXX Dautles the Transgressor 041 NXX SAG Human
4701 Dagon 245 1 LGX Torhout 041 NXX FTR Human
4732 Fenshaft 408 Goblin 3 CEX Kazan Arpad 041 CEX FTR Og"
4807 NiSln·Moot 337 2 LEX Montzen Faraway 051 CEX CLR Human Spices
4625 C.ldia 193 3 LEX Milord Chapnel 041 NXX FTR Human Market
4933 Garz,n 298 Dwarf 3 NXX Thion Copper-Tooth 061 LGX FTR Ow." Iron
5010 Blackroot 355 1 NXX Jenap XII 051 CGX FTR Human Copper

50'8 Hadramawti 230 Gooll 1 NXX Mezdranet 071 LEX MAG Human Market

5104 Shadowmirk 149 a CEX BlOOent the Craven 041 NXX FTA Human

5206 lithyan 379 Elf 2 LGX Balamir 031 NXX FTR Elf Silver

5222 Sintar 117 a NXX Ratiger 041 CEX FTR Human Market
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Campaign Village Index

Name Map·Hex
Abdu-Kab 7-1808 8",,,,, 7-3129 Cadsandria 14-0504
Abject 124626 Bastet 44422 Cael8m Hll22
Actum 2.()108 Bastinad 4·2007 CaerCadwen 6·2621
Adar 9-2910 8aw" 9·1507 C.Jah 6.{)233
Adderwood 103117 ",""0 1003116 Caldi. 44825
Aelfheim 903205 Befalls 7-2607 Calfat 84602
Aelfstead 4-2505 Belial 9·1110 Canopusar 5.Q813
Agrim 18-OS10 Belitsward 74311 Caprieia 12-2903
Atlyf 2-3229 Belweif 16-4826 Carchimish 2-2732
Ailill 9-3621 Benobles 1-4518 C.,intoos 17-2425
Ajjibllwn 1·1511 Bercl.Zlw 5-1110 Conn... 1-3007
AI" 7-2318 Be""", 1-1209 c.rrion 8·1307
Aldebareo 5·2001 .....' 2.0221 C.tal.... '·1313
Atgasar 2.{)702 ....... 4-3407 O1..-mack 3-1507
Algir.n ..,833 Bethplane 16-2811 O>amock H)531
Ambusead 6·1327 8... '·2926 o.e.",ide 12-3624
Ameron 5-0916 Bilttsdale 9·1318 Olim 11-2727
Anatal 2-2812 Billingdoor 13-5126 Olocban 2·2201
Andalusia 4-2311 Birchall 15-4128 Chumner 3-3226
Andlemainge 14.0119 Birjlni ].o724 Cidar-Kazer 5..·*711
AnlJ.likan 1-1423 Bisgren 2-1926 CitY State of the lnvincitie
Anme Caphri 6-0314 Bisituni 2-2721 Overlord 1..2623
Antil 2.. 1300 Bistan 2~930 Clave.t 16-3027
Alater 9-1722 Black.....ow 12-3810 Ooven 10-3112
Archfield 9.Q126 BllCkfriars 13-2621 Colisth 2-1122
Arcturan 6-3822 Blackmarsh 1-5021 Cordoom 11.Q208
Arkat 3-4429 Blackpit 4-3430 Costell 9.Q101
Armagh 14804 Blackpit 903501 Cowe, 10-3603
Arngold Ouay 10-1625 Blackroot 4-5010 Covertling 12·2613
Arramas 1-2115 81acksheep 9-4401 Cragthrob 1·2820
Arrowdele 4-4613 Blackspell 9·5124 Croy 1-4609
Arrowworth 13·5206 8100dsup 18.0913 Crucible 1-1907
Arquay 16·0302 Boghra-UUle 10-2515 Cudgel 3{)614
Arstonally 18·1921 Bokozia 4·2409
Arunalisia 13·3208 Bondmaid 1-1429
Ashen~aft 1-4123 Bondport 15-4526 Dagon~arp 1-3108
Ashekelon 4·3115 Borsippa 4-2409 Daican 6.Q101
Ashwood 10·2112 Booghrune 1-3412 Daitia Hill 2-1111
Ashwood 12-3411 Braddol 6-3331 D'alfeng 11.Q206
Asimar 14·5122 Brafylia 2.Q528 Dalmaric 8-4802
Athelsward 1.Ql05 Framly 18·1519 Damkina 9·2115
Atwain 1·2133 Brantelm 16-2418 Damell 11-3030
Augge 6-4719 Breem 5-4309 Darkfield 1-2422
Autron 11-3128 Brendare 5.0431 Dark Odyssey 4·1112
Avaris 4·3304 Bress 9-3231 Dart 1·1021
Altlan 9·1411 Briarbru~ 18-1221 Davinotern 1-2425

Bridgefields 4-4621 Dearthmead 1-2529
Badquen 16.Q206 Bridshin 16·1523 Deerplaee 1803224
Bakshan 14·1909 Britis 2-3602 Delan 10·2214
Balash 4·3911 Brushwood 1-4015 Del.. 44506
Baluster 10-4814 8rubblger 13-3326 Oetshome 18-0213
Banarua 14·2322 Bulwark 1·1120 Deluan 5.0224
Barath 2·2133 Bymy 1..2312 Demon Valley 64009
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Denpasar 5·2123 Fauxpass 12·2604 Gwaelod 94112
Ohakos 14·2625 Feigh 64205 Gyleswood 13-3808
Oiancecht 12·3405 Fenshaft 44732
Oier 7·5102 Ferech 100 7-1621
Discam 3.Q109 Filkhar 14·1030 Hadramawti 4-5018
Oiscam 5..208 Flnmark 1.Q703 Haghill 1-2321
Doom 1-1308 Finsbury Fields '3-3004 Halafic 2·2312
Doomsford 5·1005 Fireside 14229 Halfling 8·1005
Oaratis 24728 Firhola 9~318 Halgern Hold 8·1615
Do.., 14-1803 Flaking 12·2215 Halingsbrane 18·1431
Oorn 1-3827 Fhmgard 10·1512 Halkeman 24311
Dome 3-1808 Flint 1-2125 Hallhavew 5-4722

Do"'" 8·2231 Fomaland 5-G407 Hankam 1.()831

OoughtY Hl803 F....."""
7-2106 H". 2-31m

Dourden 15....729 FourKt.tion 12"'831 Harpstring 12.0215
O....,nsadd.. 16-1023 F......t1e 1~D08 HarrQfllWdaIe 5.Q316
O<ogon..- 15"'224 Foremost 1·1623 Havam. 9-4315
Drakev.in '~208 Forfold 8.Q433 H",n 17-3211
Oril1h.ne 18-3927 For_en 10-2603 Havocia 1.0210
Drydale 6·2818 Fr.nsk 3·2412 .....m.rbrush 1.0210
lluot 9~115 Fransket 7·2728 He.therdale 5-2819
Dunghill 8.Qll22 Freeman', Fen 5.0203 HefMtand Cleft 6-3123
Ow", 3-1304 Frlkk. 9~511 Heir Helm 12-1714

"'dod 7.0216 Frogbourn 8-2629 Hoi 1-3529

"'to 7-0403 Henslowe 13·3127
Heratus 8 ....704

Gadorsalt 7~904 Hetep 9-oe12
Edomin.r 13-4129 . Gaettill 1·2120 Hewn Dell 10.(M30
Eldiston '8-'303 G"",.. 8·1929 Highl.nd.r 13-4803
Eldml-VlIyet 10·2907 Ganzir·Gatad 4 ...230 Hiling Place 16-3313
EIf·Burn 1·3213 Garthain 6~006 Hillcrest 9-4233
Elfwlne 9-1223 Garzan H933 Hindfell 1-1013
EliXir '-0907 G""mu 6·2528 Hledra 1·1715
Ell Bastis 7-0822 Gazarack 3·2413 Hlymadle 1.Q828
Elmhalls 16·2105 Gelsford 16·1502 Honeywax 9-4819
Elmwood 18-3709 Gishmesh 4-2125 Horaja 2~806

Elsmoak 17-3012 Glackin 3-4734 Hothme 7.Q117
Elveskeep S..()915 Glackin 4-4701 Howling Winds 12·3119
Encircle 8.Q712 Glournd 17-3032 Hunwood 1-1533
Entenwotd 12-4532 Gnomestead 6~608 Hurickta 3·2422
Eo Caves 6·1102 Goblin Hill 1-2032 Hykos·Faring 4·2516
Erba Alba 6·1505 Goldfall 10-1328 Hyyap 6-4203
Ered Chimera 1·2708 Goll 7·2926
Errand Row 8-1628 Goodhap 1·2626
Estlark 16.Q509 Gonncairn 12-4433 Iffing 10-4002
Etlanna 5·2124 Gravel Gate 10.Q725 Ihnnyas 7-1304
Evergloom 10·1808 Grawaste 5.Q819 I1Ilrasi 3·2705
Ezrahaddon 6.Q832 Greatstone 9·2601 IlImlr 14~519

Greencastle 9·1827 IImora 14-3924
Greenswabs 3·1618 InfllTlY 3-3304

Fllrfields 9~OO3 Greenwax 12.Q313 Ironholm 5·1203
F.lrfel 5-4210 Greybeard 1-0510 Ironshod 12-2913
F.irwltd'l 16·1414 Greydowns 8·2522 Irungsway 1-0607
F.lrway 5~605 Greywrlith 13~530

Ftlias 9·2213 Grimlon 6-5221
Faling-thros 16-3804 Grimwood End 8·2831

_..
3·2730

Fill City 18-2518 GrindweU 7-4319 Joeln" 14-3117
Fenelon 18-1807 Grita He.th 1.Q115 Jaliquenta 18·1703
F.ine '~006 Grnmoomon 14....530 J..-.b 7·1317
Fathime '8-3402 Guilding 1-3933 Jonnoco 2-2903
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J'$OOyri. 1-0231 li~telf 14622 Narvonstlire 9-1801.... 6-2502 limerick 1-3313 Nashurpats Hl609
..Ilarkor 14·2205 lith-Mawn 5-0526 NeanlJ"Kazar 54703
Jo..y 14-1620 lithyan 4-5206 Neapolis 6.Q301

little Kor 2·1803 Neapolis 9.Q334
little Vardane 13-3925 Nergol 4-2607

Kahil 94205 liv.nonie 134218 Nestaril 18·3314
Kahled 6-3024 lofton 11·2033 Nettle 10.Q417
Kailasa 9-3817 loktole 18-3906 Nho 64630
Kalaster 9-4624 longbattle 8-2321 Nightsward 7-2616
Kanakak 14-4523 looming Pass 8-0517 Nimbanan 5·5103
Kank!s 4-2104 loregirt 8·1215 Ninsum 3-2214
Kalieman 8-0203 Lom"iur 14-1202 Ni5ln·Moot 44807
K..-den 15-4120 luekstone 1-2630 Noenth.1 17·2131
Karn 1-3001I ludgates 12-3923 No<good 94711
Karnesh 3-&215 Norodom 5-3722
Kauran 2-41502 Nurenthane 18-4416
K'dal. 16"'_ Maidahr 14-4131 Nuriedidin 44316
Kef Nal 18-2730 Maidstone 12·2508
Kelnille 17-3534 Marcantine 8-1602
Kentathor 12-3414 M.rchoon 17-3110 Oakenbridge 14226
Kere.li. 8-3120 M.,.ech.1 8-4204 Oakendear 5·1708
Keslizar 2·1110 Maskholm 1·2503 O.thcoomb 8·2021
Kelche 2-3824 Malansar 13-4016 Oballion 3-0708
Kevall, 5-4502 M.leh 7-1603 Ochida 8·1202
Kh.1ed 8-2621 Megidotar 4-3110 O'erel.nd 16·1408
Khallordain 18.Q713 Mel.sures 7.Q132 Ohoy·K.n 14·1632
Kirllith 5-4003 Melnabone 5-3823 Old Hvolmar '4 ..1312
Klanith 5.Q928 Med·Amon 4·3129 Olgenstone 18 nos
Klerkenwell 12·3918 Merkab 12-4529 Olgerd 7·1030
Klest 3.Q218 Miarseld 8·1327 Omen 1·1815
Knoll 1().4119 Midwall 6·3425 Oneslone 13-490S
Kod'i 7-1918 Milir1h S.Q112 Onhir 2·3313
Kolda 2-2918 Milirth 9-5211 Oonsla 6-3209
Kolpia 9-2008 Millakarn 3-3734 Orcholding 5-5115
Koradin 12-3110 Mill Haven 1-4528 Ordurt 7-2012
Korqua 3-3805 Millo Fortress 6-2032 0" 14-3624
Kren 14-3117 Mimic 8.Q903 Orinco-Dier 5-3320
Kubera 8-2525 Mishell 6·1119 Orlage 1·2004
Kukul 2-2007 Mislanta 6·3724 Ossary 1-4829

Mist 17-4126 Ot Caves 6-1501
Mitlankarn 4-3701 01tergild 1-3806

ladenhollow ~-0221 Modron 1-3615 Oxhorn 9.Q216
L.k 18-0218 Moon Tower 6-3725
lakenheath 1·1123 Moramines 7-4709
lakhish 4-3517 Mer Dan 16-4121 Pac C....es 6_'
Landhaven 13-5121 MordSlon 17·2517 Paldorius 4-2927
landmarch 1-1128 Morgon 16-3310 Pale Goorge 8·1723
lanka 8-4505 Moskill 5.Q704 Palen Spring 2·1605
lanax 12-4828 Murias 9·1032 P.lewood , ....923
larif 7·1731 Murrsburg 18-2216 Pamak ltIip 6.Q119
larkshire 13-5024 Muster 8.()131 Parapet Scarpe 74325
laslhill 7-4332 Myriad 3·5107 Petr.stIell 13-4233
loudenenesh 7-1008 My"" 2-1327 Phi.1 Fen 7-3730
loudenhesh 7-4em Pikarud 144424
leaferk 6-2521 Pilderth 17-4903
leech fields 9-5028 Nabi Nagiab 7-0924 Pill. 8·1418
lenap 10-2820 Nadsorkor 14-3712 Piyr..,ys 2.Q821
lepas 3·1115 Namatar 3-3910 PIoOOlrep 184420
lidenslrand 10·1114 Narrowridge 7-4823 Plychen 2-0302
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Praetor 124833 Sea Hill 1·3204 Surint.1 4-2724
Pr.nstOfll:pJe 18-1118 Sea Rune 14927 Sw...rill 10·1222
Prats Landing 174204 Seasteadholm 1-3406 90... 9-1616
PreWiin 16-1812 Seastrand 14313 Sw.in's Cairn 14732
Prim 184522 Sekhet 9.<J829 Swititor 3-3019
Princeling 10·1033 Sequaloris 14.<J829 Sykmet 2-4204
Popinjay 13-2803 Serpeant Linle '-4534
Py« 3-3911 Serpeant Little 24501

Serpeant·Tail 8<>503 T.in 1-2814
Shaboban 3.Q218 T.kshire 6-3410

Ouesting Pass 13-5114 Shadowmirk 4-5104 Tllim...or 8-4803
Ouestrav.le 7-4828 Shagarack 3-4202 T.llulah 4-2017
Ouickbog 8·'8'9 Shavenoar 1.()328 T.hJd 2-2518
Oui"knep 9-062. Sheagoth 14.Q331 Tern.rilk 4-2818
~iff 8-3806 Shealah H1923 Temmuzi 3-4-406
Ouinden 9-2618 Shedellr 2·3518 T.....tl. 4·2327
Cuitl.nt 3·2327 Shewolf 1·2015 T.rgnof Port 6 ... ,19
Oulult 2..0114 Shikt.t 7-2123 T.rketh 14·2016
Ouiuit 7·6213 Shir 6 ...323 T.r... 9·2928

Shod.n 2.J1lO6 T..." 3-0208
Shopshire 9·2306 Teshmatun 4 ... 134

Roctvon 2·2429 Shore Camp 6.....24 T.ter Grove 84312
Raknid 6-1631 Silmet 7-3419 Tamting 9-2120
R.llu 17-G405 Silver Cove 6...324 Tez'm 7·2002
Ram.rch 6·2216 Silvertlall 16-G424 Togo' , ..... ,6
R...~ 14-1629 Sinacherib 4·3509 Tthant 9<l922
Rood '8·2402 Sint... 4-6222 Tell a. 6·1712
Rasch..l 14<.1817 Sip. .-4025 Ten Elms 18·2.11
Ratingdrung 17..04708 Sirat 9.J806 T_ 2.Q512
R_ 16-3t3O Sk...., 1-0428 lMItheskil 17-3709
R~.n"air '6-3033 S1edgetower 10..0113 Thelemie 1-3003
R",,, 6·3233 Sm~. 6·22'8 Thittlefield 8·2726
Red 8ull 12-<l607 Smite 1-1812 Thaker. 14·2511
Red Cliffe 1..0727 Smitten '.<J905 Thruth 18...307
Redflood 4-2030 Smoulderhil 7-3212 Thundertlold 1·2606
Redharm 4-3627 Snake Hill 12·2708 Tilleesy 5-2702
Redwraith 7-3534 Snarl 7-5009 Tirth.n 5-2022
Redwraith 10·3501 Som. 4-4006 Tlon 8·2823
Reek Hill 10·1921 Springle 1-0023 Ton.t 3-3413
Regina·Far 4-1215 Sputgar 6-0510 Top.ine 18-1312
Renth 2-1423 Staisiswells 12-2815 Tradepost 174504
Revelshire 134512 Sticklestead 14013 Treeblnle 9.Q201
Riganarion 14-3305 Stigrix 2-04OB Treebreath 18-3018
Rockhol1ow 31-3625 Stonebow 4·2331 Treesl.yer 8·1132
Rock Haven 6-2223 Stonepeak 134601 Trenth 6-3402
Roversport 5-1503 Stonewater 9..0106 Trepesay 14-1512
RoYtlrtop 10-0712 Ston~ri§jlt 7-2404 Trlstor 2-3721
Row.n 7-2515 Stony Slip 6-1925 Trollslore 1-2314
Rufee 14-0615 Stourhe.t 9-1204 Troth 1-2711
Ruppin Athuk 6·2711 Suantattl 2-2105 Tuftipsy 10-1404
Rushkindle 10-1616 Stukwrak 6-04OB Tul. 17<l832
Ruti 3-G410 Stumpy Point 5-1511 Tum.a! Oasis 7.Q734
Ryeflald 1-3919 Sulet Hokt 134819 TumlUl Oasis 10..0701
Rym.fore 7-1106 Sully 6-3724 Turnkeep 9-6105

Su"", 11-4209 Tudor.l 3·1934
• Sunfalls 1-1934 Tustoral 4·1901

Sacred Rod:; 16-3816 $tmfells 2-1901
Saimon 8..0528 Sunlitten 14314
S.ltorous 18-2424 Sunny Bank 8-1809 Ucetlnis 2-1024
SaIYZlr 34218 Sunwatetl 6-3125 Ukr.k Morfut 6-3218
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Underleaf 17-4710 Zakutt 7-723
Unneffer 7-3002 land. 18-oJ26
Uriah·Katar 5....02 Zarast 3-1313
Urillius-Elos 403220 Zarthstone 1-3704

Zind... 5.Q909
Zothav 2-3611

V.ler. 2-1815 Zubardor 5-4908
V.leyard 1003121
Valley Viii. 703718
Valon 5·2603 A WORLD OF
Varin's Firth 1-3325
Varnage 7-5131 FANTASY FROMVastoniat 17-4928
V.ridi,t.., 6-3328 alubges ~ui1bV.shn.r 3-6024
Vilmir 14-1913
Vorsteri. 6·1406

W.rwik 1-3402
Wat.rplace 18·1701 '"W.tefpl~ 17-1734 t ;Way fair 13-2225
Wenlock 1-1533 -

#,
=

Weredstone 3-4902
~

~

Westrim 9-4702 ~

o~~
Whon 6-1005

II
~

White Elf 12-1533
Whiteh-.n 16-5005 ., C.
Wildflower 9-2327
Wildwood 1-0633
WilloW1fen 4-3323
Willowwithy 10·1532
Windguard 9.0411 <

Windless 10·1020
Windstorm 3-4718
Winmoot 10-0227
Woo 1-2622
Wolfskin 4·1116
Wolfstone 1-3706 -""-Wolsdag 18-4702
Wondernesse 10-2009
Woodken 10-3308
Wormingford 1-4126
Wortess 7-3403
Wovenmist '0-0007

Xochett 2..Q734
Xochett 12..Q701

V_in Ley 6-2314
V'DeIi 6-2821 . -
Voidtshn 13-4832
Volin 11-4713
Vrahm J.kupda 6·11(11
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Tarantis Quarters
Thievel'Sectlon
Xemor Row
Rogue Line
Cut Th roat Alley
HII'gar L.ne
Tiger Row
Beggarl' Row
Demon Row
Siren Alley
Burly Row
Oubbat Alley
Krue4 l.ne
Fanatie Alley
H.....dRow
Blackpit Row
Coldr.ke line

TrMSftnMn'I Section
Everon Alley
Herdy l.n.
Zeelot l.ne
Moro.. Alley
Ivory Row
Topaz Row
Emereld lllll
H.lfm.., Street
Yelling Alley
Mertyr Line
Bucaner St....t
Jnter l.ne
Jelker l.ne
Winesome Lane
Alfrat Street
Ghasting Line
Knocking lane
Cltnip Row
Trolltrap Lane
Gremlinv8ll: Drive
Carriivore Row
Pilgrim lane
Re9ll8ta lane
Lizardhole Street
Charletan Row
Brals Alley
Elfmist l.ne
Scorpion lane
Gossamer Row

Se.men'l Stctton
River Rat Row
Barnacle Lane
Coral Row
Blue Moon Alley
Wharfrlt line
Keepsake Row
Jabber lane
S..wMd lane
Goldcoast LIne
Whllebone Alley

94

Shopkeepers' Stetion
Bronzeman lane
Merion lane
Shady lane
Vampiret Row
Oefuair lane
Ghostwin Lane
Windy Avenue
Dahute Street
Assassin l.ne
Ashen Boulevard
Crossbow Alley
Altarchent Alley
Ogrltrek Street
Nymph Oak Lane
Errentry lene
Sheperd Street
Acrid l ...e
Hammerhead Row

Mefchllnts'Section
lltutmish Lane
Stonebow L.ne
lm lane
Utrog Lane
Drypier Row
Titen lane
Bald Knob Street
Starm;st Street
Round Keep Line
Isfer Alley
Merchant Street
Firdausi lane
Zenith lane
Masjid lane
Magain Boulevlrd
Mareghn Row
Brigandine Drive

Sages' Section
Oracle Street
Buffoon Alley
Knav;ng Alley
White Pillars Row
White Wing lane
OJbble Row
Falcon Alley
Afreet Row
Upset Alley
Mirage lane
Doplegang Street
OJiking Row
Bushkill Avenue-­Pelac:e Wey
Ghoulmester Street
Regli Bouleverd
Celestiel lene
Aerial Wev
Rivercliffe lene
Limelake Row

Main Boulewatds
Kil"lQ$ Row
Peltee Way
Regent Street
Valiant Promenade
Main Gate Road
South Gate Road
North Gate Road
Bettlement Road
Street of Gargoyles
Paladiner Street



Universal Combat System
OAMI: STATISTICS VARY CONSIO~RA8LVWITH EACH GAMtr. 'YSTIt,., AND THI: MOST HNSITlvtt

0 .. THESE STATISTICS AAI: THOSE USED TO RESOLVE COMBAT. RATHlI:R THAN COMPLI:TI:LY IGNORE:
THIS VITAL AREA, AS MANY OTHIEI'IS DO, WE ""VI; PAOVIDI:O TWO STATISTICS TO l'lUIMIT YOU TO
ADJUST THI! 01'11: CLOSEST TO THE: SY5TI:M YOU USI:. REFItR TO THIl OE.. INITIONS 0 .. ARM AND ACI..

ARMOR TYPE ·ARM

ADD ALL THE: FOLLOWING Or;SCRI~IVI:RATINGS (RATINGS AAll ,"OUNO TO THE LEn 0 .. THE
DIlSCRIl"TION) TO DI[TI:RMINI: THI: ARMOR TYPE: 'AAMI. MULTIPLY THI: AJitMOR TV" (AIitM)_'" THI:
RATING OI'THI:CDNSTRUCTION MATI:RIAL USED TO DETlERMINllTHll TOTAL D"'M"OI: T'- ITEM CAN
",asc"8 WITHOUT "AlLURE. WHI[N USING THIS SYSTEM, ONLY THll SH'I:LD OR BODY ARMOR WILL
AII$OR8 OAMAOI:, NOT 80TH.

lH'tIIl:T
TOG'
OlltllU
110.1:
GOWN
HA.IT
BUSKINS
TROUSCIIIS
PANTALOONS
HAT
0 .....1II0IN.
OAM."ON
"IIIOCK
JACKIlT
alltllllCH.S
HOUSII:COAT
UNDI.S

•••
COWL
"OCToaAIl

A""AR~L

ADD CONSTRUCTION MATlllltlAL ONLY
,,"OR EACH ARTICU: DR LAVE" WO"N.

OIl"WIlIl.
LOINCLOTH
UNDl:IISHllItT
PCTTtcOAT
HD"
LCOOINOS
STOCKINGS
BLOUSIl
SHIII:T
HAL" TUNtc
VOST
SMOCK
A ....ON
MAfIiITLC
SHAWL
CAN
SUII:COAT
JAPON
SHin
JlllltKIN
CLOAK

SHIIlLD
1 QUAlitO
2 ....SK.T GU...RD
:I NIlT CLOAK

• 'AII:"V WIlAPON
S aUCKLall:

• TARoeT
7 H....Ta.

• AIIfOIS
, KITa

10.I:II:HON
11 '011'11I IS TOWll.

HE"'O
I BAND TI",RA
Z COIF
:I HOOD CROWN
4 TURBAN
S C...P
I HELM
1 BANDED HEU.
• c"aSTao HaLM
, aA$INET

10 CRI:STED .ASINeT
11 HEAUME

Ot!SIGM

CHIlIlK.UA"OS
NeCKGUAIlD

I NASAL GUARD
2 VISO"
I RIIIN"ORCIIO+

MATCRIAL
I lItIlIN,,"OIltCIlMIlNT)

I SILK, LINIlN, CLOTH
2 SOI'T L.ATH.1It AND WOOD
t "IlLT, LIGHT ,.UIIt
• WICKCIIt, HIlAVV .....1It C+')
I H... lItO L&ATH.IIt. CLAV 1+11
I HARD WOOD, HOlItN,

80NIl '+1)
1 GOLD, CO....R. MAIIt.LE,

JADI: (+2)
• IlLECTRUM. SlLVCR.

.RONZC (+11
• PLATINUM 1+:11

to IRON C+.)
11 DAMASCUS snaL (+.)
12 AOA"ANTITI:. HIOH CHRO'"

STEIlL '+SI

OllSCRI"IV~~XA"PLIIS- SHII[LDS ~XCLUOl!:D

BARE HUMANS 0. SDnoSKINNED HU ......NOIDS
SCANTY CLOTHING
,"ULL SILK. WOVEN CLOTH. OR UNItN CLOTHING
BASIC LAVERED CLOTHING OR FUR
ADEQU...TE LIGHT LEATHER TUNIC OR HEAVV ,"~LT

BOOV CORSELI[T OR WAR CLOAK
AVERAGE HEAVV L~ATH~RTUNIC
LII!:ATHER JACK
PROTII!:CTII!:D P"'OO~D L~"'TH~R OR LE:ATH~RJ"'CK +,
COAT OF DItFENSI!
ARMORED STUDDED LI!ATHE:R OR BRIGANTINE
SC"'LE: MAIL TUNIC
THOROUGH CO"'T 0 .. MAIL
CHAINM ... IL TUNIC OR CO~T 0 .. MAIL +1
~XT~NSIVE PARTIAL aRONZE PLATE OR 8RONZil ~L"'TIlMAIL
LAMt!LLOR TUNIC OR BANO~D M... IL
COM~LI!TI!ADVANCE:D 5E:... LItD aoov ARMOR CO"'T
~"'RTIAL IRON PLAT~ OR IRON ~LAT~M"'IL

IRON PLATI!MAIL +1
~ARTIALDAMASCUS ~LATE OR STEItL PLAT~M"'IL

AOVANCI!O SULIlO BODV SUIT OR FULL OOLO, CO,.,..R. 011: JADIlPLATE:
,"ULL BRONZ~,SlLVIlR, DR IlLECTRUM PL...TII:
,"ULL PLATINUM PLATE: OR IRON PLATE:MAIL +S
,"ULL IRON PLATI! OR "ULL I!LI!CTRUM PLATIl +2
I'ULL DAM"'SCUS PLAT~

,"ULL MITHIIIL PLATE:
,"ULL AO.....ANTITIl PLATIl

eODV
1 SHOULDER GU",ROS
Z BI:LT
:I SKIRTItD BELT
4 GI"DLE
S WAR CLOAK
I BREASTPLATE
1 SKIIIT£D 8AlEASTPLATIE
• TUMIC
• HOOO.o TUNIC

10 COAT
11 St!ALt!o CO...T

'CL..
II..
••••,,
••••••,,,,,,
•.,.,

4
4
4

•.,
••·11

ARMS

DO'

•••,,,,,,
••••••,,
••••..
"""II
"..
"....
•

I GLOVU
I a.ACElItS
IAIIIM.ANOS
4 VAM.IIACIl
• MAL," SLllllVIlS
• SL.IlVIlS
7 .Lovao SLIlIlVIlS

CONSTIIIUCTION MCTHOO
'O~M

, 'UNOMAIL
• CHAINMAIL
t "O"MIIO PLATIl

COVI:RAQI:
BARlE
SCANTY
BASIC
"'Dl:QU"'T~

"'V~R"'G~

I'ROTECTI:O
A"IIOIII:O
'rHOlitOUGH
IlHeLOSIlD
IlXTllfrdlVIl
COMPLUIl

ARM--••
'"~......

.I2S
m...............
MO

••.,.
.n­••MO

••••...
••,.....
••............-HIT LOCATION CHART

01 02 03-06 01·08 09· 13 14·15 18· " 20

0'·02 LEOS LARGE TOE TOES FOOT ANKLE SHIN KNEE UPPER THIGH
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Shops Of Tarantis 177 Thru 326

CLS ALN LVL HTK ACL ARM PSL STR INT WIS CON OEX CHA WPN

Laundry (177)8.ttI8",.nl R~d

Windy Ghimgrau
THF CEN 021 013 006 043 035 124 113 105 096 156 113 Short

Sword

Ghimgrau is assisted by twelve Goblins. HD 1 CEN, ACL 7, HTK 3 - 1 ·2 . 2 - 3 . 1, WPN Dagger. He often substitutes
items of clothing of lesser value and similar make for those of his clients. Washing is 1 CP per article of clothing and 2 CP for
blankets, tapestries, and like items. Strongbox contains 15 GP and 57 CPo

LMlndry (178) Palace Way

Aneit Jail.
FTR CGN 032 012 008 021 074 126 145 103 147 104 126 Mallet

Ancit is noted for laundering the most expensive articles with great care and knowledge. He can remove any stain, but
some types of stains require costly treatments (106 x 10 GP). Common Bundles 3 SP, Fancy Bundles 5 SP, Expensive or
Delicate Bundles 1 GP, PAOe 10% of Costly Stain. Ancit has four apprentices, six bonded servants, and ei!tlt menial freemen
working for him, NNN, LVL 1. ACL 9, HTK 3 - 4 - 6 - 4 - 2 - 5·3 - 3 - 4, WPN Truncheon. Customers include Tradesmen,
Merchants, and Nobles, NA 106, LVL 106.

Laundry (179) Street of Gargoyles

Trim Florain
FTR LGN 041 026 009 019 075 105 113 137 105 164 175 Cudgel

Florain has built her business upon one principal· mass cleansing done quickly and cheaply. Mixed laundry is a common
problem because all bundlesare boiled in one huge vat with articles lifted out of the giant kettle with long poles once every ten
minutes. The water in the vats is changed once per month. Florain relies upon an otherwise dense Troll with a "photographic"
memory to sort out laundered articles. Bur!tlix the Troll: HD 7, ACL 2, HTK 48. Damage 206/2 Attacks, develops an oc­
casional "headache" (PROB 10%) which results in the confusion of the customers' laundry. Bundles 8 CP each. Customers in­
clude anyone: NA 306. Strongbox holds 15 SP and 428 CPo

Leather Goods (180) Gryphon Lane

Earding Ramitrin
FTR CEN 031 017 007 033 076 134 145 143 152 163 112 Dirk

Earding is very proficient and produces all manner of leather goods: Sandals 6 CP, Loin Cloths 2 CP, Robes 8 SP.
Conical Hats 3 SP, Shields 3 GP, Hardened Jacks 9 GP, Suit of Armor 24 GP, Boots 6 GP, Cloaks 6 SP. Saddles 10 GP, Trap­
pings 15 SP, Blankets 5 SP, and Helms 3 GP. He is assisted by four Gnomes; HD 2, NNN, ACL 6, HTK 6 - 7 - 6 - 5, WPN Dag­
ger, and two journeymen, LV L 1.CGN, ACL 7, HTK 3 ·4, Weapon Dirk. Earding often triples the price of any item if he feels
he is being harassed when bartering. Strongbox holds 47 GP, 39 SP, and 63 CPo Six fur pelts worth 25 GP each are hidden in
the rafters. Patrons are Nobles, Gentlemen, and Marines; NA 2D6.
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Luther (181) R.prta Lan,

Korienna lhe Princess
FTR CNG OJl 010 009 013 073 OSS 154 153 125 172 163 Hood

Axo

Korienn. crafts Belts 2 SP. Pouches 3 SP, Sacks 5 SP, Headbands 1 SP. Jackets 8 GP. Whips 3 GP, and Suits of leather
Armor 22 GP. The soft leather goods are very supple and strong because the leather from which they are made is rare. An or­
phan, Korienn. has confided 10 friends that she is of ravallin••• but loc.1 citizens who have heard of this deride her; thus.
she gained her nickname, "the Princess." She hIS 48 SP and • Djinni Bottle hidden in a large leather sICk behind a stack of
crates in her buement. Customen include Guardsmen, Mercenaries, and Merchants; NA 306 • 2

Rudboilf Corum
FTR NGN OJ2 019 009 016 054 167 145 126 125 163 145 MilitlfY

Pick

Rudboar was once an apprentice Siege Mq but changed professions aft.r being ••rioulty wounded. He uses minor can­
trips to lid him in producing fine LAther ..mor at reasoMb'e prices; War Masks 3 GP. Helms 5 GP. Shield, 15 GP. Suits of
Armor 30 GP. Neckguardl 1 GP. and W. OIHb 6 GP. There i' only • 20% chll'1Cl of my it,", being in stock bee..,se he dOlI
not employ lIlY helpers. 8ecalse he prefers to wOl1l: .kme. he often tltks to him..f. and he i' rumored to hne an irwisible
ftmili•. A locked le.ther tnmk contains 16 GP.32 sP. 43 CP. and Boots of Striding.

Dinidan Ar-Phran
FTR CNG 021 012 009 019 064 104 123 106 114 155 153 Whip

"Din the Dumb" i, • very quiet. serent individual who prefers to b.ter by sign laogu•. He was raised in a monastery
where the vow of silence was strictly enforced. Din produces Belts 1 GP. Bett Poudtes 1 GP. SCabbards 106 GP. and GircU"
5 GP. He keeps a Hom of Deafening hidden in his strongbox along with 49 GP and two jeweled Oaggen worth 50 GP ellCh.

luther Good. (184) s.awMd Lane

Dyzabolt the lofty
FTR lGN 031 016 008 024 075 095 154 165 176 175 167 Morning

Star

Dyzabolt produces soft Wine Skins 2 GP. coltapsi~ Shields 18 GP, collapsible Helm. 7 GP, collapsible Saddles 28 GP,
and Jacks 20 GP. He considers decoration unoec:enary. the utility of collapsible .nd highly portable item. being their chief
beauty. Dyzabolt is a widower with eiltlt beautiful d...~ters whom he protects zeelouJ!y from.1I suitors. His triple·locked
trunk contain. 312 GP. 428 sP,and 14 gems worth 106 GP each. Custornen include Sailors. Pirates, .nd Marines. NA 606 +1.

leech 1185181ack Rose lane

lord Bash. Malgrin'taff
VAM lEA 081 047 001 093 064 174 165 063 177 166 183 +2

C.ne Sword

lord Mt9inst.ff i, very knowledgeable about aU diseases and can treat 8ffY type of wound including thole from
venomed blades. He ch8f9tS 106 x 10 GP per tre.tment and insists that ....iously-i11 Plti.nts spend one weft at his residence
without visitors. Fernale' .rech8f98CI the stal'ldal'd fee less CHA in GP. and those of Sl8 or over .re charged 60 GP ..trl. lord
Malgrinstaff is secretly the leader of a coven of six Varnpim within the City State. &ended Ot"t contains 55 GP, a 250 GP
crested ring. six botd" of Potion Antidote, and. 0...,. with • bejewII.d hih worth 380 GP.
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leach t186t Nymph Oak lane

Rabid Ulfidar
MAG CGE 041 019 009 014 083 '03 184 048 082 175 053 +'

Dagger

Ulfidar is • tolerably good doctor with a propensity for low prices: 10 GP per treatment (half prtce if the patient agrees
to participate in an experiment). He spends much of his time researching v.lou$ potions of healing'$ well as an assortment
of antidotes. some of which have left him nearly insane). Within his laboratory are two Potions of Lycanthropy. a Potion of
Genius. a Potion of AmenitY. three Potions of Deathly Sleep, a Potion of AnardW•• Potion of Distrust, two Potions of Dim­
sightedness. a Potion of Hate. a Potion of Health, and six Potions of Vigorous Recovery (heats 10 times the normal ratel. His
cashbox cooteins 3 GP, 42 CPo and 29 dead Spiders.

leech (1811 Batt........nt Road

. Pencelot Foulnose
DAD NNE 041 025 009 016 064 153 156 154 '38 148 '03 Staff

Pencelot has excellent knowledge of htrbll remedies end••lthouWl • bit strenge in his IYefsion to herming parasites. can
treat most illnesses (PROe 65%). He chargn 5 GP per tre.tment but will treat the pet of .ny PeDent for no extra chatgl. Pen·
celot often lements the fact that he left the forest to h~p "Human" anim.ls. He ''yeations'' often in the nearby woods. His
cashbox contains 43 GP. Customers include Craftsmen. Guards••nd Senors; NA 306.

Leech (188) Quiking Row

Kurdox the Collector
CLR LEN 051 034 009 017 065 134 '45 172 153 138

Kurdox charges 4 GP per treatment but is willing to trede for body ~rts of Humenoids. He frequently recommends
amputation as a simple. inexpensive remedy (no charge). Throusll the combined efforts of. local Megic User and a Potion of
Regeneration. Kurdox secretly reattaches body parts to high level patients (406 x 130 GP and up per pan. depending upon
the size). Bronze chest contains 210 GP. foor bracelets worth 150 GP each. and 220 Body Parts packed in salt and oil.

Magician (189) Oracle Street

Ceruces the Marvelous
MAG LGN 071 023 010 006 099 084 168 '56 074 176 163 +2

Dagger

Ceruces entertains at hi~-class functions (420 GP per hour) and often practices new effects in the streets for the
pleasure (and the donations) of passers·by. He loves lascivious living and man•• to spend money as quickly as he earns it.
Ceruces often holds p.rties at local tavllrns, but a special law forbldshim (and all Magic Ultrs) from gambling within the City
State. Banded Poison.Trapped Chest contains 21 GP. an expensive wardrobe worth 986 GP. and. decorative Dagger worth
118 GP.

Magiclen (190) Dop~ng Street

Radele MarveHinger
ILL CGX 041 0'9 009 017 065 103 154 156 104 '85 157 Wand

of Compulsion

Raskle speci.lizes in creating flbulous end f....tastic cre.1lJres out of the .Ir to rHnect moments from hi.tory or legend.
He charges 220 GP or one mlQic* item per performance. Aadde often deY....Ibor.te tricks to pUll on his friends (sorne­
times involving duped outlendersl. His dothing chest hold. 12 GP. two Onyx gem. worth 100 GP each•• Potion of Diminu·
ation. and an Amuletof Protection from Spectres bene.th the fIIlse bottom.
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Magician (191) V.liant PromenMt.

Angrinar Llghgud the Half-Troll
MAG eNG 031 010 009 014 046 173 176 104 183 103 042 +1

Rod of Striking

Angrinaf often casts an Illusion on his face before appearing in public; most believe that his actual appearance is an il­
lusion. TrulV a gentle creature, Angrlnar is usually surrounded by twelve pet Doves which he has trained to be part of his per·
formance. Prestidigitation Performances 30 GP per half-hour (up to 3 hours per day maximum). Angrlnar collects sea shells
and can easily be penuaded to perform for fine specimens in lieu of coins.

Mask Maker (192) North Gata Road

Cteandorul Wildhands
FTA LNX 031 016 006 044 061 143 128 105 145 124 136 Short

Sword

Cleandorus earns his living with an enchanted mold inherited from an Illustrious Wizard who was his great-uncle. The
mold forms Iround any he" pres$Jld into it .nd then produces perfect copies in paper mache, including exact colorill9, skin
texture, .nd hair. A side·effect from wearing SUd'll mask is thlt the wearer hn. 10% chance each hour after the third of ex·
hibiting some of the characteristics of the creaNre from which the mask was modeled. These effects Int for 606 days. Animal
Masks 1 GP, Fantlllstic Creature Mas 206 GP, PersonalitY Masks 306 GP. Cashbox holds 14 GP, 37 SP, and 89 CP.

Mask Makef (193) Shady Lane

Perixion the Rash
MAG LEN 042 026 009 014 075 074 165 '43 115 134 156 +1

Dagger

Perixion spends most of his time painting exotic masks and casting an occasional cantrip upon them to permit the
wearer to animate the eyebrows, mouth, tongue, and faci.I contoul'l to make the mask seem more realistic (the spell must be
recharged once per month). Masks of all types 306 x 15 GP. Co~mes appropriate to the masks are available at 306 x 3 GP,
but there is a one-week delay, and payment must be made in advance. Invisible flo.1ting trunk contlins 318 GP, a gemmed
spinning top worth 26 GP, and a Potion of Shrew Taming.

Massage (194) Brenzeman Lane

Kneader Dunrok
FTR CNG 005 039 010 003 078 182 058 102 183 153 146 Cudgel

Kneader switches customers with palm fronds in an ice-<:old shower, after which they bathe in I Nb of hot oil, are
scraped dry with pungent herbs, and are mamged rDUihly with scented bearf.t. Six se~an1S; FTR, NNN, lVl1, HTK 3·2·
4·2·3·6, ACL 9, WPN Dagger, auist 11 various stages. Rt9Jlar Bath 5 SP, Deluxe Pounding 7 sP (PROB 2O'JE,. CON of
Snapped Bonesl. Customers include Guardsmen, Sailors,.nd Pirates, NA 206 x 5. Cashbox 125 SP.

lothan the letch
THF NGE 051 019 010 004 087 123 104 121 163 174 147 Scimitar

lothan's massage is only for fem.les, and he has six guards posted by the door to assure privacy, FTR, NGN, l Vl 2,
HTK 6 . 8 . 5 . 7 • 10, ACl 3, WPN Scimitar. He is misted by four bond servants, FTR, NNN, LVl 1, HTK 3 . 2 ·4· 1,
ACl 10, WPN Dagger. Massages are 1DB GP and up, depending upon PSl. Perfumes, oils, and tints Ire 206 GP extra. Cus­
tomers include Amazons, Noble Women, and Merdllnts, NA 106 + 1. Cashbox 139 GP.
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Mason (196) J.bber Lane)

Aangrave the Courageous
FTR LGN 021 016 009 012 074 165 104 126

CON DEX CHA WPN

167 166 154 Hand
Ax.

Rangra~e contracts himself and other masons (406 masons a~ailable for work at any one time) to do masonry for 2 GP
per day per mason. He disco~ered a secret chamber beneath the northern City State wall while working on it some time ago.
He has tried to con~ince some of his friends to journey with him Into the chamber, but they fear the Inscriptions carved on
the secret entrance to the forgotten tomb and refuse to accompany him. Hidden beneath his tools Is a wooden chest con­
taining 32 GP and a sil~er medallion worth 16 GP.

Muon (1971 a.ttlement Road

Vrilem the Potent
FTR LNG 031 018 008 022 078 174 123 '02 163 164 163 M""

Vrilem and his four brothers specialize In the reinforcement of exitting walls and applying "batter" to fortifications to
strengthen them. They charge 9 GP per day for the crew plus m.teri,1 costs. They hive worked on the city w.lls for years .nd
r.rely have time for other work. Trunk hidden behind a pile of stone contains 47 GP, 82 sP, and a +1 Dwarven Hammer.

SaHron Althur
FTR CNG 021 012 009 017 lJ64 168 184 103 157 158 104 Falchion

Althur is yery adept at creating bas·relief structures and gate arches. He charges 2 GP per day plus meals for his crew of
two craftsmen and two Dwarves, FTR, NNN, LVL 2, HTK 8·7 . 7 . 6, ACL 6, WPN Hammer. Double-locked chest cont.lns a
set of c:hisels, 24 grayestone rubbings, 23 GP, and a Jade idol worth 128 GP.

Fish (199) Ktngs Row

Salty Karfin
FTR NNG 081 042 009 011 082 184 143 152 174 167 153 Broad-

sword

Captain Karfin was once the renOlNned "Se.-Devil of Blackwell," a buccaneer who was considered a Duke In the Brother­
hood of the sea but was expelled for returning the ransom of a Tarantlne Princess, as well as the Princess, to her fa;"lIy. Still
something of the dashing rake, Krafin brooks no insult without dueling. Howeyer, the duels he arranges take place at a spot
distant from Tarantis, so he has never been arrested and branded for It. His shop Is ron by six of his former mates, FTR, NEN,
LVL 2, HTK 6 . 7 . 6 . 6 . B· 7, ACL 8, WPN Swords. Fish are sold by the dozen: Catfish 3 SP, Mudblower 2 SP, Hogsucker
4 $P, Stumpknocker 6 SP, Cronker 6 SP, and Lizard Fish 7 sP. In a chest buried in his basement are 266 GP, 810 SP, and a
map to treasure buried on Rastal Cay.

Me.u (200) Kings Row

Perimon the Slo~en

FTR CEN 041 021 010 006 061 153 145 104 '45 168 094 H.nd
Ax<

Perimon is not partlcularabootthe freshness of hit me.tI and doesn't believe in wasting money for the c.ntrip necessary
to keep Wiay flies .nd other insects. For this reason, customel"1 .re u....lly engulfed In a sw.rm of Insects as they brush the
little pests Wi.y from the me.ts in order to determine whit kind they are purdliling. Mutton 3 SP, Veal 4 SP, Por$c 6 SP,
Beef 6 SP, Lamb 7 SP, Sausage 2 SP, Mystery Me.t 1 SP, and Trimmlngs6CP. Cashbox has31 SP and 48 flies, both .11~e and
dead.
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Merchant (201) Drypier Row

Milkot of Redharm
FTR NGN 061 027 009 019 091 143 '47 , 32 125 126 132 Scimitar

Milkot and his brother, Pyris. FTA. NGX, LVl 3, HTK 15, ACl 9, WPN Scimitar, run a caravan twice per year from
Tarantis to Bastet carrying mostly cloth and weapons out and returning with spices. Milkot is a copious drinker and is usually
incoherent after lunch. He feels slighted by the life·time citizen merchants of the City State because he is often left out of
their strategy meetings. Strongbox holds 426 GP and 7 pieces of jewelry worth a totat of 1,725 GP. The residence is guarded
by six Mercenaries and 14 servants.

Messenger (202) Palace Way

Kosalar the Swift
FTR eNG 041 028 005 042 081 '6' 162 175 176 '63 124 Javelin

Kosalar is often the only messenger willing to journey to the outlands during perilous times. He charges 1 GP per league
plus expenses of 106 SP per day. A carefree individual, Kosalar cares only for his two Light Horses, Flame and Starhiker; he
spends most of his time in the City State gambling at the taverns and inns. Triple·locked bronze cask hidden in his attic holds
36 GP, 45 SP, and a +1 Dirk.

Messenger (203) Doplegang Street

Arjun the Crag
FTA LNX 021 0'4 009 017 061 , 82 145 163 175 154 '05 Broad·

sword

Arjun can neither speak nor hear, and he has e)(ploited his disabilitY into a thriving business. He has several excellent
ciphers and writing sticks to lend to customers. Arjun's fearful stature reinforces confidence in his abilities. He charages 3 SP
within the City State and 2 GP per league outside. Arjun never hurries and carefully ensures delivery of the message by pro·
ceeding cautiously. Strongbox holds 19 SP and si)( cipher sticks.

Metalworker (204) Paladiner Street

Ulrik Ironhand
FTA LGN 061 033 010 004 08' 171 103 115 164 166 102 +1

Hammer

Ulrik can manufacture large quantities of Arrowheads, Spearheads, horseshoes, Caltraps, and other small, metal objects
quickly. He has difficulty with large items such as Shields, anchors, and Halbards. He charges 6 SP per hour plus the cost of
materials. Ulrik can work brass or iron but has no experience with steel or other e)(otic materials. Iron Chest holds 312 SP.

Metalworker (205) Scorpion Lane

Septem Devious
FTA LNE 05' 024 009 0'9 087 153 154 123 146 174 135 Bastard

Sword

Septum specializes in locks and other intricate metal objects by special order. He charges 406 x 10 GP per project plus
expenses. He charges double prices for lock·picking kits and weapons. Septum is rumored to have been sired by a Dwarf, and
frequent visits from Dwarven travelers from the north serve to reinforce this rumor. Hidden in a secret compartment in the
headboard of his bed are 59 GP, 2 Zircons worth 46 GP each, and 3 PP.
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Metalsmith (206) Battlement Road

Chinat the Mountain-Born
FTR LGX 071 034 010 004 OBI 163 175 144 154 165 143 Long­

sword

Chinat has one of the largest foundaries within 300 miles. He produces anchors, beUs, statues, doors. grates, and other
large works and charges 306 x 100 GP and UP. depending on size, for bronze, 306 x 300 GP for iron, and 306 x 900 GP for
steel. Projects take 606 weeks to becompleted (half-time for triple price). He employs sixteen freemen, eight bellows·workers,
and twenty craftsmen. Trapped trunk contains twenty steel bars worth 20 GP each, fifty bronze bars worth 5 GP eaen, and
16 PP. Large stocks of refined ore are piled in bins near the back of his shop.

Bash. Captain (207) Regent Street

Thorin Strongbow
FTR LGX 151 059 009 01B 011 174 165 143 166 176 153 +2

Composite Bow

Thorin has risen from the lower ranks by dint of his excellent marksmanship and acts of bravery as a Marine. His troops
are intensely loyal, and Thorin's fealty. to the Taran is widely known. Thorin has recently pledged himself as a Basha Knight
but has had some difficulty adjusting to the dignities necessary to his station. He has a huge collection of 46 Bows of all types
and has designed special-purpose Arrows for his personal U9l!. Hidden in his room is a +1 Shield, a Chainmail Tunic, and
410 GP worth of medals and honorary torques.

Prospector (208) Battlement Road

Kadruvan the Burrower
FTR CNG 091 043 010 005 061 154 156 153 165 157 076 Quarter­

staff

Kadruvan is very knowledgeable about minerals, metals, and petroleum deposits in the surrounding area. He uses the City
State as a base from which to make forays into the wilderness for eight weeks at a time in attempts to find new resources.
When he locates new deposits, Kadruvan files a claim on them and then sells the mineral rights to local nobles. He is presently
destitute because he tends to gamble away the proceeds of his ventures and, as a result, is often reduced to doing menial work
for local jewelers and smiths, who take advantage of h is vast store of kilowledge and his impoverished condition.

Minstrel (209) Whalebone Alley

Saradwat the Balladeer
BAD CGN 031 015 009 013 045 162 154 163 154 162 175 Scimitar

Saradwat ekes out a meagre existence singing his legendary ballads in local inns and taverns. He knows few of the sea
ballads preferred in Tarantis and so fares poorly. Saradwat charges 2 GP per evening's entertainment for private parties; most
of the time he subsists on what few coins are flung him for his efforts in the public meeting places. He is very curious about
distant lands and histories. Saradwat's most prized possession is a lyre of Dirges concealed beneath a loose floorboard in his
spartan quarters. A locked cask contains 12 GP and 3 SP.

Moneychanger (210) Ivory Row

Mavat Kirmirat
FTR NGA 041 019 OOB 022 061 143 166 103 174 165 163 +1

Scimitar

Mavat can speak almost any language with sufficient competence to exchange coins. He charges 206% and up per tran·
saction, depending upon how "foreign" the coins to be exchanged. Mavat is protected by the Assassins' Guild, and his estab­
lishment boasts a sign to that effect written in four languages. Three Mercenary guards, FTR, NGX, lVl3, HTK 13 - 15·16,
ACl 3, WPN Sword, stand beside the cashbox which contains 518 CP, 428 SP, 385 GP, 445 lP, 23 EP, 5 PP, 6 AP and 3 Gar­
nets worth 15 GP each.
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Moneych.nger (211111tutmish lane

V.nyldor Sirnbdon
FTR lGN 031 014 008 023 081 125 145 163 151 166 115 Fou­

chard

V.ny8dor has many tYPes of coins ,nd prefers tb trMi. inflated foreign coins for the local mintq. He also enjoys blr·
tIlring for coins in "JCripts of purchase" written on some City St.te sh0J)5. In .ny awnl, V,nylldor .lwIYs manages to mike
106% + 10% 0f'I any transaction. He uses two Thieves. THF. NGN, LVl2, HTK 10·12, ACl 7, WPN Sword, and four loyal
retainers. HR, LGN, LVL 1, HTK 6 - 6 - 8 - 3. ACl3. WPN Sword. to guard hiscaches. Cashbox holds 126 IP, 45 CPo 38 sP.
51 GP, 3 EP. 4 pp. and 2 AP. A trapdoor and an alarm are also rigged to be used in the event of trouble with customers or
Thieves.

Moneyklnder (2121 North G.te RGed

Loethly RIIY..,
THF LEN 011 034 005 053 011 124 165 166 143 155 156 +1

Scimitar

Rasvln will lend coins only to citizens .t 10 GP x PSl for double CHA in weeks It 20% interest. Each repaid IO¥l will
8dd~ to the amount of loan PDMible to • maximum of 1.800 GP. Ten Mercenaries, FlR, NNN. LVL 106, HTK 32· 16­
18 - 9 - 27 . 14 . 16 - 24 . 20 - 12, ACL 4, WPN Sword, gultd the vatlt holding 4,320 SP. 3,945 GP, 26 ~oodstonesworth
100 GP each. 7 Emerald. worth 600 GP each, and 16 piece. of jewelry worth 340 GP each. Rasvan's pet Giant Panther.
10 HD, HTK 59. ACL 5, 2 Claws 206. 1 Bite 306, also prowls the vault.

Moneylender 12131 Ivory Row

Chyavit the Rife
MAG LGX 011 031 010 006 081 065 112 165 124 163 127 Wand

of Ignition

Owavit specializes in 10Irt. to theupperclassesonly. He seemt to conjure hit wealth from mid·alr, but it i. actually held,
levitated and invlsibfe. by a powerful enmlntl'nent and rune. set in the ceiling. O1yav!t charges 1" inter1!St per month, ac·
wmulative (2lMo the second month, 6% the sixth month••tc.l until the loan I. repaid. He will lend the CHA of the borrower
in 100. of GP end dooble the ",",ount after two loans are repaid. Hi. suspended hoard consists of 4.830 GP and is protected
by six Invisible Servants. 6 HD. HTK 30 . 30 - 30·30·30·30, ACL ·4. Four Claws 106, Bite 206.

Redolent Raivat
MNK LNG 031 019 009 013 043 126 134 163 154 161 166 Staff

Rajvat teaches~ children the firrer points of the martial am and forewards all h i, earnings to his monastery far to the
north. He charges 1 SP per day per SL of the ,tudent', parents. Rajvat tires of teaching and takes frequent vacations. jour­
neying far into the wikJemess. Hi. clothing chest contains a leather pouch holding 230 CP and 6 SP.

Mountaineer (2151 BattJement Road

cert>.in Fairfofk
RGR CGX 091 043 001 034 061 114 153 162 161 115 163 Military

Pick

Certain was raised in the Tarael Range. and he has found that guiding noble hunting partie, there once per year Is quite
locrative. He charges 16 GP per hunt.r per month and a 5 GP bonus for every klii. He I, accompanied everywhere by his com·
pinions. Dulindar Nightsong, BRO. lGN. LVl 4, HTK 29. ACl 7. WPN Sword. and Maiden Flrllght. Elf/Amazon, CGN,
LVl 3, HTK 18. ACl 9. WPN Scimitar. locked chest contain, 66 GP. a Potion of Cheerfulneu. a Lyre of Riddles. and a.1
Basurd Sword in a Jeweled scabbaird worth 620 GP.

10



CLS ALN LVL HTK ACL ARM PSL STR INT WIS CON OEX CHA WPN

Murderer (216) Dragons Walk

Brak Himvan
ASN CEA 082 035 009 017 031 152 163 07. 154 172 157 +2

Rapier

Brak is an accomplished duelist, and his connections within the Assassins' Guild have permitted him to operate outside
the normal policies of the Guild without joining. He picks a target and. after the deed is accomplished, attempts to collect a
fee from those benefiting from the victim's death. Although he is liberal with bribes and has blackmailed some oHicials of the
courts, Brak has to be Yery careful to make each crime look innocent or legal in some way. Within his secret room in the base­
ment is a banded chest containing 168 GP, 6 vials of Poison Type A, and a pouch of gems worth 965 GP.

Museum 12171 Regent Street

Thurunar the Archivist
MAG lGE 072 036 008 02. 091 132 183 165 084 123 163 Staff

Sling

Thurunar supervises the six guards. FlR, NNN, l VL 2, HTK 7 ·5· 10·6·7 - 9, ACL 3, WPN Scimitar, and ten Clerks,
FTA, LGN. LVL 1. HTK 3 . 5 - 5 ·4- 1 - 2 ·3 - 6 . 5 - 1, ACL 9. WPN Dagger, who operate the museum. He charges 2 GP per
visitor to view rusted artifacts, mysterious devices of by-gone ages, the skeletal remains of fantastic creatures. belongings of
famous or legendary persons, and wondrous inventions of unknown purpose. Souvenirs 306 GP, Cashbox holds 27 GP. Cus·
tomers include any, NA 406 +4, LVL 106.

Museum of Othertmes (218) O.hute Strlllt

Curator Ikshaman
SAG LGN 091 036 010 004 091 083 182 181 0.3 154 168 None

This museum contains the remains of four Dragon-Kings and items found within their tombs. Jewels and weapons in
good repair are stored in the Taran's Treasure Vault. but many curious artifacts, inscriptions, and broken machines are on dis·
play here. Ikshaman often hires groups to journey to distant lands seeking similar tombs. It is against the law to violate tombs
within 100 miles of the CitY-State. Entrance fee to the Museum of Othertimes is 3 SP. TwentY !J.lards, FTA. LGN, LVL 1,
HTK 6·3·4 - 5 - 7. WPN Spear. ensure that no one removes items from the museum.

Music Shop (219) Elfmist Lane

Circin RaUent
BAD NGN 051 027 007 030 081 178 135 154 126 153 136 + 1

Shortsword

Circin fashions. repairs, and sells all manner of musical instruments. Dulcimers 16 GP. Mandolins 10 GP, Flutes 3 GP.
Pipes 4 GP. Gongs 206 GP. Tambourines 2 GP. Bass Drum 26 GP. Aattle Bones 1 GP. and Horns 306 GP. He charges 106 GP
plus materials for repairs. Circin often plays tunes for prospective buyers on the instruments of their choice. His strongbox
holds 35 GP and 42 SP.

Navigator (220) Whalebone Alley

Monkey Gorcay
MAG LGN 041 018 010 004 041 103 153 136 12. ,.5 045 War Fan

Monkey charts courses for others. although he hates sea·travel. He charges 5 GP per chart plus 1 GP per ten leagues to
be plotted. Extremely ugly, Monkey usually wears masks which make him appear attractive or mysterious. He is researching a
permanent Illusion spell and hopes to overcome his affliction soon. Laboratory includes complex distilling equipment and
scrolls in forgotten languages. Gas·trapped chest holds 37 GP, a Potion of Truth. a tinder box, a partially decomposed Dra­
gan's head, and six navigator's charts showing sunken cities and reefs.
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Netm,klf (221) KtepSlu Row

Sandman Amelda"
FTR LGX 022 012 009 014 064 142 103 125 123 145 064 Har·

poon

Ameldan cr,fts neu of ,II types .nd prices them ICCOrding to strength .nd size C4 D6 GP ,nd up per 10' )( 10' net). He
knows the location of an underwater crtem thlt is the I.i, of • Sea Gilnt who is reputed to have It~en the legendary Star of
Ghandara . a huge Emerald which acts as II magical focus. Ameld.n enjoys telling wild tales of his former profession. that of
ill Sea Mage. Customers include Fishers, Pil1ltes. and Buccaneers, NA 106 - " LVL 106. Cashbox holds 13 GP, 32 bronze fish­
hooks, and a Blue Peart worth 160 GP.

Linle Takaran
FTR NGE 021 009 009 015 081 102 125 076 162 094 075 Scimitar

Takaran sells.1I manner of Fit. 1 SP. Gr... 2 SP, Unguents 6 SP; Olive Oil5 SP, Butter 7 SP, Fish Oil 2 SP, Volatile
Oil 9 $P. and Greek Fire Formulae 3 GP. He Is. tinkerer end. after discovering the use to which many of his oils are put,
developed a "sheltering" gl_..moW"'I mnminer with • palded holding f1" (16 GP plus 5 GP fOl" the contained. Bonles
2 GP. flasks 3 GP. and Skim 2 GP. Crude clay ~ps 6 SP. Customel'l include Merchants, M.ines. and Mercenaries. NA
206 - 1. Hisstrongbox holds 9 GP. 63 SP••nd 20 CPo

Oils (2231 M.tjld lane

Hennines the Revenger
MAG LEX 061 026 009 017 091 122 163 104 135 147 123 Dagger

Hemlines has devt'lopecI • cantrip which changes the visa>sit'( of Wh,leoil so that it can either be as sticky as glue or as
slippery as ice. Glue Oil 8 GP. Slippery Oil 12 GP, 'Ml.oil 1 GP, Fuel Oil 6 GP. Scented Oil 7 GP. and Salve 3 GP. He has a
keenly developed sense of honor and seelu revenge at the slightest hint of an insult. Hennines will often wait months to mete
out an "appropriate punishment."'Mlen the ''wander!ust''strikeshim, Hermines closes his shop and journeys to visit his fellow
Star Mages for, few months. Trapped Chen holds 316 GP, six Augery Stones worth 150 GP each, 'nd an Amulet of Align·
ment Insight worth 910 GP.

Orator (2241 Kings Row

Ayondel the Ostentatious
CLR LGX 031 013 009 025 071 124 176 145 097 124 182 Iron

Truncheon

Ayondel can deliver lectures, discourllls, inspirational tallo, official pronouncements, ,nd ceremonial speed\es of all
natures in up to eight different la~ages. He charges 25 GP per hour, but he often forgets the time and speaks for an ad­
ditional 106 hours "free." Every ten minutes, an additional 5061isteners will be added to the audience if the speech is a pu~
lie one. There is a base cnance PROS 50%· INT of listener that the members of the audience will be persuaded to Ayondel's
stated point of view. Ayondel keeps several wardrobes of el'borate costumes suitebte to each type of speech. A locked trunk
contains 126 GP 'nd 413 SP.
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Pawnshop (225) Cut ThrOlt Alley

Tarim 08gron
FTR LEN 041 013 006 046 081 135 124 141 153 155 146 +1

Dagger

Tarim will lean up to 30% of the value of any item left athis shop for one month. After the month has passed, Tarin re­
serves the right to sell the hem if the loan remains unp.id, His shop is filled with tables, chaIrs, chests, sleeping furs, manacles,
locks. doors. coffers. jars, urns, trunks, sacks. bowls. tools. paintings, pieces of armor, and poor'QUality weapons priced 8t half
normal price for 8 new item. Tarim has a Flying Carpet mounted on the wall and deliberately soiled to look as thou!tl it is of
little value. Hidden under a moldy tapestry is a brass urn containing 41 GP, 230 sP. and 487 CPo Customers include Sailors.
Guardsmen, and Tradesmen, NA 106 -1, LVL 106.

PMnJhop (Z26) Drypier Row

Nolchak the Stern
FTR lGX 061 028 009 013 091 154 143 127 124 165 166 Flail

Nolchak sometimes feels sorry for down<ln·their~uck customers (PROS CHA%1 and 1000ns up to 60% of the value of
personal items inste.t of his usual 40% of \lalue limit. He often runs out of lending money (PROB 40%/Oayl but is willing to
barter. Pawned items are sold aher 30 days plus CHA of borrower for 60% of norm,l price. Nolchak hes elmost eny common
item dlnired mlde of metel (PROB60%), wood (PROB 70%1, or other materi,ls (PROB 25%1, but his w,res ,re used ,nd only
in poor to f,ir condition. Customers include any NA 206 - " LVL 106.

Pnmshop (227) Battlement RaMi

Aurek A\/eril
FTR LEA 051 030 008 010 071 163 155 072 134 153 097 + 1

Scimitar

Aurek earns most of his income by e<:ting IS I "fence" for stolen goods. He will loan up to 20% of the \lllue of any
PlWned item before selling it for 30% of nlue. His shop contains \lirtUaily eny port'ble item (PROB 50%1 and aU stolen mer·
chandise is slightly altered to conceal the origin. Customers include Robbers, Thie\/es, and Pirates, NA 306 + " LVL 103.

Pawnshop (228) lizardhole Street

Dunpel the Keeper
FTR CEN 041 017 008 014 071 122 143 084 173 164 157 +1

Throwing Dagger

"Dirty" Dunpel and his partner, Burian Cordialis, MAG, CEN, LVL 3. HTK 13, ACL 10, WPN +1 Dagger, offer to loan
up to 30% of the \lalue of any object for 6 months. If the customer Igrees, they later modify the cuniform ledger to "back­
date" the agreement so that they can sell the merchandise for 60% of \lalue. They are careful to avoid conflict with high-Ie\lel
types and prefer widows and aged invalids es customers. Their shop is filled with pawned articles of ,II types (Common Items
PROB 40%, Unusual Items PROB 20%, and Rare Items PROB 10%) but of generally poor quality. Purchasers of items may be
harassed by former owners who believe the item to be stolen. Invisible trunk contains 142 GP, 630 SP, and 936 CPo
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Perfume (229) South G.la Road

Surpurat of Aigiran
MAG LNX 091 04' 009 0'9 091 '04 173 163 07S '66 153 "'It

Knife

Surpurat does a lively business in scents of all types. Incense 306 gp, Myrrh 6 SP, Frankincense 2 GP, Musk 1 GP.
Scentbags 206 GP, Sachets 106 GP. Cologne 1 GP. Spice Powder 9 SP, Bouquet Essences 306 CP, and Ambrosia Viats 9 GP.
Surpurat collects the scents of exotic animals and unusual atmospheres such 85 "rainy forest," .. steamy jungle," and "electric
storm." He is assisted by four Amazons, FlR. LGN, LVL 2, HTK 10· 11 ·9 . 12. ACL 9, WPN Scimitar. Customers include
Merchants, Nobles, and Gentlemen, NA 306· 1, LVL 106. An iron trunk protected by Runes of Deep Sleep contains 79 GP.
8 SP, 48 CPo and sixteen gems worth 8 total of 949 GP.

Pip•• and Bell, (2301 Bronum,n lane

Karmal Proudstride
FTR lGX 031 013 009 all OS1 143 103 166 '" 16S 156 Dagger

"Jingles" Karmel makes mobiles 9 CP, Pipes 206 SP, Flutes 9 SP, Small Bells 206 SP, and stained glass windows, He
loves to puff up smokey ima9l!' with his pipe fashioned like a mermaid, Karmel enjoys tall tales and is always armed with a
dozen puns to spring on ClJstomers, Cashbox holds 14 sP and 28 CPo Customers include Sailors, Craftsmen, and Traders, NA
206, lVl1D6,

Poet (231) Yelling Allay

Mylan the Altanian
BRD CGN 051 032 OOS 023 071 163 162 '46 104 123 146 Dirk

Mylan is widely known for his sea-sagas and poems dedicated to legendary City-State heroes. A well-written poem often
bestows a temporary increase in social level, and many nobles use Mylan's compositions to represent political stances and gain
popular support for their causes. Short Poems 3 SP, Standard Poems 6 SP, Sagas 2 GP +SL of subject in GP, Mylan spends his
considerable leisure time sailing his small sloop, the Silverdawn. A secret cache in his hearth holds 13 GP and 57 SP.

Potions and Notions (232) Street of Gargoyles

Gilkereth Starqueen
ACl lGX 091 043 010 006 094 146 176 '" 063 177 175 Dagger

Gilkereth is a master Alchemist with an extraordinary facultY for producing the essences of tOJe metals much desired
by Wizards. She has four apprentices, AlC, NlG, lVl2, HTK 14 - 10 - 9 - 8, ACl9, WPN Dagger, to assist in the preparation
of potions produced in carefully controlled batches. She tends the more dangerous concoctions herself. Any potions not listed
are available PR08 10% per week, Potion of Haste 1,180 GP, Potion of Soaring 1,050 GP, Philter of Healing 720 GP, Tangle­
foot Nuts 520 GP, Healing Salve 860 GP, POtion of lie Detection 415 GP, Potion of Stone to Flesh 1,365 GP, and Potion of
Storm Giant Strength 2,670 GP. Metal essences are available only to high.level Wizards and usually involve considerations
beyond monetary payment. Chest trapped with Universal Solvent Spray contains 5,317 GP and a store of alchemical in­
gredients.

.
Potter (233) ~.Iadiner Street

Chalceclon the Hewer
FTR CGX 021 009 007 032 073 123 086 104 167 '66 083 Hand

Ax.

Chalcedon is noted for water jugs, mugs, and shipping urns with wax stoppers 206 CP and up, depending upon the size
of the order. He is reputed to be a c1an·leader of the Crocodile Clan, noted for its running feud with the Clan of Water Wyrms.
A buried urn in his cellar contains 120 GP, 97 SP, 312 CP, and 478 IP.
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Potter (234) Kings Row

Big Egaprane
FTR LEX 03' 014 008 021 08' 154 '23 075 183 '63 '05 Short

Sword

"Eggy" produces burial urns and shipping pots in mass quantities by operating his furnaces around the clock with 28
young, indentured servants worked in 12-hourshifts. He delivers around 128 pieces per day to shippers and the Tarantine Navy
at 3 CP each. Burial Urns 1 SP each. Egaprane is a hard taskmaster and must contend with runaways at least once per week.
Banded iron strongbox contains 35 GP. 86 PS. and 697 CPo

Potter (235) Trolltrap lIne

Lonely Alhimaf
FTR CGN 021 010 008 023 051 132 124 125 146 102 124 Mace

Alhimaf does very poor work due to inexperience, but he persists in experimenting with simple designs to improve his
craft. VirtUally any tYpe of pottery desired is available (pROS 30% of Cracks or Olips) for 1D6 CPo Customers include Trades·
people, F.rmers, and Fishers, NA 406 + 1. Cashbox holds 49 CPo

Pottery (2381 Roundkeep l.ne

Mordogar L1angwenn
FTR LGX 041 022 009 0'5 081 165 184 123 147 178 '58 Trun­

cheon

Mordogar and his uncle, Avrim Tasdek the Wizened, MAG, LGN, 031, HTK 11, ACL 9, WPN Dagger, have specialized
in ceramic eating wares and decorative urns of enormous size. Due to their fine craftsmanship, pieces are sold individually for
306 SP and up, depending upon the size and intricacy of design. Avrim casts a minor spell on each vessel lid to cause it to
hover 103 feet above the container at the sound of snapping fingers. Snapping the fingers is expressly forbidden by several
signs within the shop because this could cause a furnace explosion if lids are being glazed (PROB 30%1. Secret compartment
in man·sized um contains 145 GP, 212 SP, and 15 CPo Patrons are Nobles, Clerics, and Traders, NA 106·1, LVL 103.

Precious Gems (237) Merchant Street

Binkawan the Cutter
FTR CNE 022 012 008 024 061 102 143 '38 '25 184 132 Hammer

BinkllWan prefers to import gems from Glackin and Pearls from Regina, but he has been known to purchase good
specimens locally (20% below actual valuel. Rough Gems: 52 Ambers, 43 Agates, 67 Corals, and 35 Turquoises worth 5 GP
each (double for cut stonesl; 12 Obsidians, B Aquamarines, and 17 Zircons worth 16 GP each (triple for cut stones); 3 Onyx,
8 Cat's Eyes, and 4 Bloodstones worth 25 GP each (quadruple for cut stones); and 2 Tiger's Eyes, 2 Topazes, and 3 Opals
worth 83 GP each (six times that value if cut). Binkawan is protected by six Mercenaries, FTR, NGN, LVL 2, HTK 13 -14­
10 ·9·12· 13, ACL 3, WPN Scimitar. The strongbox holds 157 GP, 43 SP, and a rough piece of Jade worth 116 GP. The shop
is carefully trapped to seal all exits and set off a terrific alarm if a pedal is depressed beneath Binkawan's work stool.

Puppeteer (238) Street of Gargoyles

Aglerien Oiklet
FTR CGN 041 017 010 003 071 104 113 104 157 173 164 Dagger

Aglerien is an accomplished acrobat and is able to throw her voice in such a manner that her marionettes seem most life­
like. She does not know that one puppet, Rasthfat the Siavemaster, has been imbued with an Imp spirit by a vengeful evil
Priest whom she once insulted. The Imp is impatient to strike but must wait for the most opportune moment when he is not
locked within her trunk. Performances are 3 CP per audience. Trunk: 317 CP and twelve marionettes.
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Racketeer (239) South Gate Road

Alareg the Destroyer
THF LEX 091 043 005 054 061 165 163 124 174 185 176 +1

Scimitar

Blackmail, extortion, and smuggling are Alareg'una;n sources of income although he is ostensibly engaged in setting up
II new marketPlace. His gang of bandits. ruffians, and robbers number around 50 with 106 + 20 at the headquarters at any
particular time. Alareg is careful not to coerce the "wrong" citizens and concentrates his efforts on outlanders and the crews
of foreign ships, He and his lieutenants usually bury their treasure in the catacombs. locked secret room in the cellar contains
674 GP. 453 SP, and 915 CPo

Robes (240) Roundkeep Line

Frerain Triocular
FTR lGN 032 016 008 023 071 084 126 104 175 137 145 Dirk

Frerain enjoys the distinction of having an eye located in the back of his head. Actually a gentle person, he is fond of
playing tricks on customers and is rumored to have been sired by a Satyr. His emblem, an eye on a sunburst, decorates each
robe he makes and is considered socially distinctive within the City-State. Frerain only makes robes by special order, and
secret pockets, spring·loaded Dagger sleeves, armor plates, and padded "bottle" pockets are common features (206 GP +
106 GP for each special featurel. Strongbox holds 16 GP, 85 SP, and 234 CPo Customers include Nobles:Clerics, and Mages,
NA 1D6 . 1, LVL 106 + 2.

Ropes (241) Jelkar Lane

Halidar the Descendant
ELF CGN 041 025 006 043 061 155 143 154 163 167 _ 162 Short

Sword

Halidar is "blessed" or "cursed" with highly-developed psychic powers. Frequently saddened by the impending crisis to
befall a customer, he is known to burst into tears and become choked with emotion at the coming plight. Halidar refuses to
sell rope intended to harm others. His ropes are prefered by mariners for their light weight and high strength (106 SP and up
per foot, depending upon the thickness). Customers include Sailors, Merchants. and Pirates, NA 206·1.

Ropemaker (242) Trolltrap Lane

Ouinlin Swiftfoot
RGR LGX 031 019 009 011 051 153 164 165 162 174 175 Scimitar

Cuinlin lost his right leg battling Neanderthals on the Gloworm Steppes and retired to a quieter life in the City·State. His
ropes are preferred by trappers and hunters. Special purpose ropes with barbs. woven wire strands, fire·proof materials, and
hooked ends cost 306 CP per foot plu," 206 sP per special purpose. Locked trunk beneath his bed contains a broken +2
Sword, 43 SP, and several maps of the north lands. Patrons are Thieves, Rangers, and Bandits, NA 1D6 - 1, LVL 1D3.

Roofer (243) Gryphon Lane

WeaselOunriand
FTR CEN 041 023 008 022 074 173 104 065 183 144 103 Short

Sword

Weasel uses his great strength to carry tiles for his roofing crew and does reasonably good work for low prices (2 GP for
a la' x 10' section). He uses virtually any tYpe of laborer wilting to work for 2 CP plus gruel per day. Weasel collects infor­
mation on the manors or apartment quarters of nobles in the second story "upper city" where the "upper" class lives. Thieves
and others pay him well for for floor plans and knowledge of protective arrangements (306 GP plus a share). Triple-locked
iron chest beneath a pile of tile holds 47 GP, 83 SP, 59 CP, and 155 IP. -
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Rugs (244) North Gate Road

Radmas Gerontitis
MAG LGN 061 031 009 011 091 . 143 1B2 164 072 175 163 Wand

of Petrification

Radmas employs 43 weavers, 8 dyers, 15 Winners, 4 embroiderers, and 8 stockmen in his bi·level shop. Rugs of all sizes
and types life made (506 GP). Radmas himself specializes in enchanting rugs for special purposes. Prayer Rugs 306 x 10 GP.
Communing Rugs 306 x 15 GP, Heating Rugs 306 x 20 GP. Teleportation Rugs 306 x 25 GP, Flying Carpets 306 x 30 GP.
and Smothering Rugs 306 x 35 GP. Aadmas enchants the "special" rugs so that only one use is possible before the rug must
be recharged by the appropriate spells plus reweal/ing of hidden threads. This must be done in his shop at half the original
COst. None will function beyond 3 miles distant from his shop. Invisible came beneath a floorboard holds 618 GP and 420 SP.

Rugs 12451 Uzardholtl SUMt

Cirielienna Goodbod
FTR LEN 031 017 009 013 081 104 123 145 124 155 163 +1

Aapitlr

Ceri enjoys a prosperous business selling genuine Tarantine rugs to caravans and shipping merchants for export. She has
capitalized on the reputation of other rug merch8f1ts and incorporates fantastic creatures and Mage symbols into the designs
woven into the rugs to imply enchantment. Ciri employs 22 weavers and 16 other indentured servants to turn out a copious
amount of rugs (306 GP each). Secret room contains 3,415 GP in jewelry, 49 GP, 68 SP, 128 CP, and 427 IP. Customers in·
clude Traders, Merchants, and Caral/aneers, NA 306 + 2.

Saddlemaker 12481 Street of Gargoyles

Orueling Unchad
FTR LGX 021 014 009 017 061 135 104 OB5 154 lB5 103 Scimitar

Druel the Unclean is reputed to be a Half·Dwarf protected by mountain spirits. He is pla!PJed by an Imp named Nishig/l·
nitas, who remains hidden except in moonlight. The Imp severs straps, smears Bear fat on Druel's clothing, and othelWise tor­
ments Druel to the extent that he has also had to rescue Druel from certain death at the hands of Highwaymen, Bandits, and
Guardsmen angered by the dangerous saddles purchased in his shop. Nevertheless, Oruel has several fine saddles for sale for
50 GP plus 106 GP for decorative embellishments (PAOB 60% of cut straps). Oruel's cashbox holds 22 GP and a ring worth
45GP.

Saddler (2471 Merchant SUMt

Unotim Burnlip
FTR LGN 041 018 009 013 OBI 164 105 064 134 152 157 Saber

Unotim and his good friend, Chilworthy, Werejaguar, LGN, LVL 6, ACL 3, HTK 33, WPN Scimitar, enjoy razzing each
other and telling bawdy jokes as they craft saddles of exceptionally fine workmanship. Saddles 75 GP plus 106 GP, trappings
206 GP, and wool blanketsS SP. Horses spook near Olilworthy. Strongbox 92 GP, 17 SP.

SageNizier (248) Falcon Alley

Glorigore Perbolt the Marilore
SAG LGX 121 043 010 007 097 064 1B7 176 052 103 137 None

Glorigore is a genius of ocean lore and marine life in general. He is also knOW"ledgeabie about the minerals and Sea Mage
spells developed over the ages. Glorigore is often consulted by the Tarantine Navy, and three Marines, FTA, LVL 3, NNN,
ACL 4, HTK 21 - 15 - 11, WPN Broadsword, protect his person at all times. Glorigore charages 10 GP for a short consultation,
but questions of any complexity are 306 x 100 GP and require 106 days to answer. His chambers contain many scrolls, charts,
sea-shells, and a large aquarium. A locked chest at the foot of his bed holds 412 GP and two Black Pearls worth 120 GP each
concealed beneath his clothing.
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SageNizier (249) Whit. P"lars Row

litterater Bronfiend the Graceful
SAG LNE 101 038 0'0 006 '06 072 178 176 064 125 145 None

Bronfiend specializes In the historical and political lore of many nations. He maintains the charu of arms of many noble
houses and lists all changes in the lineage of aristocrats, royal houses. and secret societies. He has limited knowledge of clans.
secret societies, and Clllts.1-le charges 406 x 100 GP plus costs to answer questions in 206 days (weeks for ancient lore). A
poison-trapped strongbox contains 229 GP and six titles to properties within the city.

Sailm.kef (250) Whalebo .... Alley

Ftston the Scotter
FTR NGX 021 015 009 017 OS2 '53 102 126 137 155 0S3 Trun·

cheon

Feston fashions serviceable sails for small crafts and en}oys repelting tall tale, of the seas. Saits are 10 + 106 GP and uP.
depending upon quality of the cloth. A battered sea<hest contains 2 GP, 17 SP, and a silver Dagger worth 57 SP.

Sailm.k.r (251) Corel Row

Heblot the Lltgless
FTR CNL 021 009 008 022 076 '64 153 '06 11' 134 095 Dagger

Habklt is a randy old man who lost his legs to a Sea Monster. Usually surrounded by prettY maids, he regales them with
tales of sunken treasure and privateering among the blue-skfnned V.loni.ns. He actually did lose a chest furl of silver bars in a
wreck off the coast of the Firevine Woods. H.b1ot sews seils for la'lle merchant ships end war vessels and requires 40 + 306
days to completion (90 +506 GP). 63 GP are hidden in each of his wooden legs, which are shod in high·top boots of fine, hard
leather.

Sailor 12521 Coral Row

TilmilSter Mithern
FTR NGX 041 024 009 013 041 142 143 082 123 145 153 Broad·

sword

Tifmaster has charted the currents and treacherous reefs of the Ebony Coast and now sells this Information to merchants
who hug the shoreline to avoid Pirates and Sea Monsters of the deep. Titmaster charges 10 GP per consultation (PROB 60%
accurate). A chest behind a fafse wall contains momentos of piracy and 215 GP.

Sailor (253) Gold Coast lane

Briny Winp!in the Navigator
FTR LEA 041 036 009 019 06' 143 167 153 164 '25 104 +1

Scimitar

Briny Is considered an excellent navigator, but he prefers to remafn on solid ground during the spring and autumn stormy
seasons. He charages 245 GP per voyage but refuses any ship that will not re-enter port in 180 days. Briny enjoys playing his
fifes and has a farge colfection of ships' berls, navigation instrumenu, and brass ships' fittings. Buried beneath a ship's wheel
and rudder is I feather chest containing 48 GP, 37 SP, 49 CP,.nd thr.. se.-bottom charts showing SIver.1 Sea Monster lairs.
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Scribe (254) Mirage Lane

Kranky Kalgak
FTR LNX 023 014 009 017 051 125 142 064 106 153 107 Dirk

Kalgak has studied to become a sea-Mage, lived as a Monk for several years, and was drafted IS a Marine for a brief but
furious campaign against Valonia" warereft. Never satisfied, Kalgak is grumpy with everyone. He can only copy at this time,
but he is developing some writing ability in three languages. He charges 1 SP per hour plus parchment costs. His strongbox
contains 28 SP and a gold brooch worth 27 GP.

Scribe (255) Falcon Alley

Jalwulf the Extoller
FTR LNX 031 012 009 011 084 104 163 115 104 157 106 Oegger

Jalwulf specializes in the preparation of formal dowments, requests for clemency, exaltations for grants or boons. pleas
for monopolies, suits for marriage, appeals for letters of marque, solicitations for government escort, be$eec:hments of college
acceptance, supplications for pardons, pleadings for entitlement, and entreaties of citizenship worded in the correct manner
for 25 GP each (adds +2 to negotiations). Jalwulf spends much time with his collection of 38 talking birds. H~dden in 8 secret
compartment over the mantlepiece are 215 GP, 320 SP, 417 CP, and 685 IP.

Scribe 1256) Oracle Street

Sorway the Loose
MNK LGX 032 022 009 012 076 153 154 162 165 173 161 Staff

Sorway can copy any script and writes in twelve languages. He charges 2 GP for simple writings and 306 GP for fOfmal
documents. Sorway enjoys working with Mage·script and charges only half·price for interesting jobs. Brass coffer has 23 GP,
14 SP, and six Prayer Beads.

Sculptor (257) Rivercliffe lane

Mekron Stormlight
CLR LEA 092 043 004 062 082 165 152 175 173 164 163 Amulet

of Strangling

Mekron sculpts all manner of idols and usually works by special order (506 GP plus materials costs per foot'of heightl.
He enjoys his work and likes to add an occasional Animation or Glowing Enchantment to the idols. He refuses to wOfk on any
piece representing a religion of Good alignment. Mekron is the head of a secret cult of pet slayers called the Iconoclast Kin
who gather once every week in his cellar. Cultists see to Mekron's well-being via secret side passages in his studio, FTR, LEA,
LVL 1, HTK 4 - 6 - 9 - 10 - 3 - 2, WPN Dagger. A chest in his cellar contains a Talisman of Bruising, a Potion of Anger, a Ring
of Imp Summoning, and a 928 GP gold mask.

Sealmaker (258) Windy Avenue

Kenale the Bull
FTR NGX 021 008 009 013 096 104 123 125 106 174 063 DallJer

Kenale makes seals and signals (406 GP in 106 days). Longwinded and given to stubborn streaks, Ker'\8le is, never·
theless. well..jiked, and many friends gather at his shop every day, FTR, NNN, LVL 103, HTK 3 . 14 . 7 ·20· 18. ACl 9.
WPN Scimitar. His cashbox holds 19 GP and 20 SP.
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Alantin. of Dragonsharp
FTR lGN 101 ()oI6 009 017 099 155 152 12. 168 154 167 .,

Sabe'

Alantine', shop is filled with models of the many ships he has designed and built. eoasgl tr8ders. dhows. and ramming
ships Ire his best designs, and he prefers IP"d over comfort in them. The ships ant constrUcted of the finest materials by the
bert craftsmen available. Since hecomidershis ships to be works of art, Alantine has only small, medium,.nd large ship prictl
of 7,000 GP. 10fXXj GP,and 18/XXJGP respectively. Hi. ships r.quire4D6 months to camplett (+206 weeks for medium and
+306 weeks for large ships). Only drawing instruments.nd t.b1ets are kept in his offices.

Shipping line 1260) Totut.n Aoed

Sunbtrd Antiak
FTR lNX 061 029 006 022 096 163 166 082 097 ,.. 173 Broed·......

Sunt.d h. th,.. junks and four dhows which c..ry goods betweln T••ntis, Kauln, SerlPhine. Nun.lisi., Edominlr.
and Dourden. Freightis3SPperpound, and peSSl91 is 2 sP per 1..... 13 mil..l. Schedu... are lPOf'adic It bett t+/- 308 dlYa),
Warehousing i. 1 CP per pound per month. Sunberd offers speci.1 dilCOUnts of up to 60% off for lerge shipments. A dlett h;ci·
den in the .ttic conuins643 GP in jew"ry, 415 GP in spices. end 8 Emer.lds worth 240 GP etch in • gas·trepped secret com­
ptrtment.

ShoemM... (2111 ......... Row

Cobbler Bask,,"
MAG CEX ()oI2 017 009 012 067 1()o1 16. 153 146 164

Baskem h.developed two unique spells which permit him end his four GnOl'l"lft, FTR. NNN. LVL 2. HTK 8· 11 - 8·8,
ACL 5, WPN Short Sword. to produce fine footge.r. His products begin t.lling IPIrt .her one month but fit.nd look ex·
tremely well upto that time, PricetYfIV depending upon tbilitv to pay 1De SP plus 2 sP per PSL. A '.-ge selection iSIV.iltbM•
• nd SPeCi.t orders for Dencing Shoes (they also lose their .bilitv in one month) for 606 x 10 GP .re .Iso tlken. A chest hidden
within a coblmr's bench has 85 GP, 41 SP,.nd 93 CP in it.

Uncah enjoys his wortt, and customers are IIWIVS satisfied with his fine cr.ftsmenshlp It low prices. Despite this, or.
perhaps, because of it, he is extremely impoverished and about to 10Sll his shop due to hi, overgenerous nlttJre. A fine hunter,
he often journeys to ne.rby forests to obtain skins for le.ther inlteld of purch.sing it 10001ly. Shoes 39 CP • CHA in cp. Boots
18 SP (leu: 106 SP if poor). end Slnd.ls 2 sP Ifree if with children). Large boot cont.in, 31 CP .nd. loaf of bleck breed.

Shoemaker (262) o.fltlir l.ne

Hood.....

124 Hammer

132

'63

106136

,..063

10712.

076'.2

123

07.019

016

009

009010

016031
Uncah Budrik
FTR CGX

Rassim the Knoekneed
FTR LNG 021

Rasirn relishes goaip.nd u...ly h. JlYet'". stories to tell .bout the IOCII citizenry. His Ihoet lilt considered f.ir to
shoddy, but they ... priced acx:ordingly (306 SP). Only. IIfII .lec1:ion gu.....tHs proper fit IPROS 5" per pair). The
strongbox hokh 41 sP.nd 14 CP, Customers include TrMfetmen. Pe-.ts••nd Slilors, NA 406.
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Shoemaker (264) Jester line

Fithail Endel the Footman
FTR CGX 041 012 008 021 073 114 125 107 185 163 166 Scrlml­

.ax

Fithril the Elf isovefly fond of tickling ladier' feet. He Qtersonly to female tastes and isquite popular even though his
prices are steep 1106 GPI. Hidden within I hollow statue of a Wood Nymph are 432 GP and • Potion of Heeling. Customers
indude any. NA 606.

Silnftmith (266) Vampire. Row

GWlnek Thonandor
FTR CGN 071 038 006 042 095 154 163 087 124 178 122 Hammer

Gw..,ek fashions,lI manner of eating utensil" badges. decorative Irmor. weapons, and holy emblems from silver. No two
Irtic~s .re alike; GWlnek considers tech Item I work of art. He is widely known for his st.tue, (206 GP and up depending
upon size). Two Dwll'¥eS, LGN, FlR, lVL 2, HTK 1 ·4, ACL 3. WPN SwOfd.laistGwanek. His bullion is stored within a
large. iron chest triple-locked and trIPped with Sleeping G.s. It consistlof 2,485 SP worth of silver bars.

SkiM (2661 PalM""" StrHt

Aapwell the M.-nmoth
FTA CGN 061 042 006 043 084 184 143 168 186 154 075 Bolo

and Sword

Aapwell returns home once per month Ilden wittl furs.nd skins. lives h91 for two weeks, then returns to the wilds for
more g.-ne. Although. vegetari.n, A.pwell hIS. keen senlt of smell .net. h~Iy<leveioped "sense of forboding" in tines of
peril. He knows the location of .n .ncient, ruined city deep in the forest but is loath to disturb the "sacred land" of the an­
cients. Skins (406 GP.OO upl.nd Furs (606 GP and up) depending upon qu.lity; if rare, double the price.

Skins 12611 M.pin Boulenrd

Akmin Fargoer
FTA LNX 071 029 009 016 096 124 178 124 163 126 176 Cane

Sword

Akmin buys hides, skins, .nd furs from trappers and hunters, processes them for preserving, and then sells them to tan·
ners .00 le.thetWorkers. His proce. removes mum of the stench, and Akmin has become quite wealthy on his virtual mono­
poly in the trlKle. Twelve freemen .re employed, FTA, NNN. LVL 1. HTK 4 ·3 - 3 - 5 ·6 - 2 . 1 ·5·8·1 - 6 - 6. ACL 9, WPN
D8Q98r. Large cabinet contains 14 AP, 210 GP. and 950 sP in a secret compartment. The cashbox holds 24 GP. 43 sP, and
12CP.

5..... (268) CokI,ake lane

Aok8Odof the Mute
MAG LEX 081 033 006 044 076 186 154 107 168 185 153 Aing

of Preservation

Aokandor hIS been investigated repeatedly for the disapp88fance of Tarantine citizens. but no evidence has ever been
found to convict hin. He does a fli, .mount of trlKle in Neanderthals and 09"sI206 x 20 GP plus 106 GP for special
Ibilitiesl during the spring; he t!lvets north in the almmer to obtain more "stode." There is onty a 10% chance that any
desired special ability is lIV.ilabfe. and there is a 20% chance eKtt week that AokMldor will run out of "stock" in either
CltegOry. He Is assisted by ten Ogres. CEX. LVL 5. HTK 27 - 33 ·24·26·28·30 . 35 - 24 ·21 ·25. WPN Club.
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Smithy 12691 Blick ROil Lane

Mummbles Talibafis
FTR CEN 021 011 008 022 086 154 10J 117 145 156 068 Dirk

Talibaris is often tongue-tied when engaged in barter. He prefers being paid in iron pieces without the benefit of b..Uf
tor this reason. Talib;1ris served in the Navy for many years and, having many friends in the service, gets plenty of ship repair
work on fittings, anchors, and pulleys. Horseshoeing 8 IP, Honeshoes lSIP each, CaltTaPI 20 IP. Buckles 18 IP, and Repairs
106 x 10% of original cost of item. Stables for two horses (PROS 50% occupied) 10 IP per night. An iron box contains 14 sP
and 3,148 IP.

Smith (270) Coldrake lane

Porib the Portly
FTR LNX 031 012 008 024 084 163 104 082 173 '64 136 Hammer

Porib is the only smith in the city who will make $hoes, trappings. and b¥dings for non-equestrian mounts. Porib's stalls
are constructed to block all sounds and smells, effectively shielding Griffons. Camels, Oliphaunts, War Cats, and other strange
mounts from the bustle of the city. Porib's Amulet of Calm permits him to work with most exotic creatures in relative safery.
He prefers to barter fOf young mounts or magic items but, if pressed, will charge 1D6 times the averlge costs for his services.
His stfongbo)( holds 114 GP, 67 sP, and 20 IP,

Smith (271) Auassin lane

Longreaver the Harper
FTR LNG 082 037 009 017 126 178 143 154 135 173 112 +2

Scimitar

longreaver's shop bustles with activiry because most nobles and aristocrats prefer to send their wOfk to this distant
cousin of the Taran. loogreaver seldom does more than play his harp to soothe the beasts while his eight apprentices, nine
{J'OOtns, and six forge workers Quily shoe h()(5e$, repair wagons, bardings, and trappings, make wagon wheels, and repair
marine equipment. Customers include Nob/es, Gentlemen, and Naval Officers, NA 306 . '. l Vl 106 + " Double·locked iron
chest contains 1,713 GP, 276 sp. 495 IP,Ind 757 CPo

Blacksmith (272) Trolltrap Lane

Orcstalker Grind.1
FTR CNE 061 025 009 016 097 165 '24 095 154 173 136 +1

Saber

Orcstalker is one of the best·known naval engineers; he received military hon()(s and was feted for ten days by the T.ran
fOf slaying a sea monster, thus rescuing the Taran flagship. Drcstalker lost his left foot shOft!y thereafter in a raid on an Orc
stronghold along the Ebony Coast, further increasing his fame. He is assisted by twelve laborers and friends, FTR, NNX,
lVl 103, HTK 6 ·3· 19 . 10· B· 4, WPN Short Swords. Shoeing 1 SP, Repairs 206 GP and up depending upon the intricacy
of the work, Stabling 1 sP per day, Blacking 206 GP and up depending upon size. Strongbox holds 41 GP. 677 SP. 956 IP,
245 CP, and 13 irOfl chains worth 20 GP each.
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Spellbinder (2731 Ouiking Row

Ekchor Clearblade
MAG CNX 101 03. 008 02. 096 12' 178 154 104 167 113 Wand

of Ice

Ekchor specializes in Interregl"MJm Magiks and is widely known for his spells of binding. He kOOWl hundreds of cantrips,
minor incantations. wardings, reinforcement spells. and warding runes to strengthen locks, confuse intrudet"s. sound alarms.
protect doors. seal tombs, summon guardians, and prevent sendings. The least of these costs 106 x 50 GP and usually simply
strengthens eKisting defenses. The most expensive bindings can cost 306 It 9.000 GP and often summons guardians from
another dimension, acts as , force field,andabsorbsenchantments. Ekchor's actual stronghold is within the Burntface Volcano,
and a special teleport gate within his chambers reads to a Dragon's lair therein. Four DeSlroyer Guardians. OEM, NNN, LVL 8.
HTK 56·64·44·47, ACL 2, 2 Claws4D6.

Spelunker (274) Topaz Row

Grimhelm of Dragonscar
FTR LGN 081 043 006 042 062 163 ,.3 157 175 164 135 +1

Milit.ry Pick

Grimhelm has knowledge of or has actually entered 70% of the ClVes and caverns within 60 miles (except for sea cavesl.
His Dwarven heritage and long experience have made him the ben guide to the underworld within the city. Identify Minerals
and Gems 75%, Identify New Constructioo 80%, Knowledge of Cave Dwellers 60%, Identify Traps 50%, Track Underground
6O%/turn, Identify Direction 45", Note Weak Construction or Slides 50%, Note Slopes 60%, Knowledge of Underground
Tribes and Kingdoms 45%, and Knowledge of Underground Languages 75". He loves jokes about Elves, and he speaks Elvish.
Goblin, Gnome, Gnoll, Trollish, Oreim, Troglodyte, and Kobold fluently. Grimhelm's tribe was decimated by m.-auding
Trolls twelve years ago; he is the only surviving member. He charges 60 GP per day in advance. Iron Chest 368 GP, 380SP.

Spices (215) Bushkill Avenue

Balthis Dreamwolf
MAG LNX 051 026 009 016 096 104 193 125 "3 154 167 Dagger

Balthis buys his spices from caravans and exports them by sea in large urns. Cloves, Cinnamon, Pepper, Mustlll"d, Nutmeg,
Cumin, Rosemary, MarkHam, Ginger, Paprika, and Coriander are available for 206 x 10 GP per urn. Absinthe, Ginseng, Jas·
mine, Saffron, and Wolfbane are priced at 1D6 x 90 GP per urn. PAOB 10" of any other per month, PAOB 40% of stock
depleted per week. Balthis prefers trading for magic items or old tracts, tomes, scrolls, or tablets. He is assisted by six workers
and two guards, FTA, NNN, LVL 2, HTK 4 . 5 . 2 . 6 . 9 . 8 . 14 . 12, ACL B, WPN Scimitar, and two apprentices, MAG,
LNX, LVL 3, HTK 16·10, ACL 9, WPN Dagger. In his basement laboratory, Balthis is In the final stages of completing a
Bronze Golem. HD 6. ACL 3, HTK 38, Damage 2 x 306. A trapped chest contains 937 GP, 49 SP, and 820 CP.

Spiets (276) Ivory Row

Friendal the Wooden
FTA CGN 061 032 009 017 07. 12. 135 ,.2 156 173 163 Com·

posite Bow

Friendal se.-ches for rare spices by commiuion. He charges 100 GP per month plus expenses until the spice islOCIted,
plusa "finders' fee" of3D6x 500 GP and up, depending upon how rlf! the spice is. Friendal does not lIJarantee delivery, only
information. If he does manage to obtain the spice, he charges an additional 406 x 800 GP for delivery of the spice. Needless
to say, Friendal is often "out on. chase" (PROB 75%).
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Unry .nd Stable (277) Em....kll.ne

St.lworth Ftngfoot
FTR CEN 031 012 009 011 061 102 083 113 142 156 074 Scimitar

St.lworth and his six IndentufC'dwvlnu. fTR, LEX, lVL 1, HTK 2·7·4·4·5·6, ACL 8. WPN Dirk give meticulous
c.re to the .oin'l./,leh in their chuge while the owners .r. present but mistreat them later. Stabling cosh 2 SP, 4 SP. and 6 SP
per day .nd up,dependingupon the quality of Clre .00 feeding promised and the obvious wealth of the owner. A chest buried
In I h.ystlck holds 54 GP. 630 gp, .nd 20 CPo Customers include B.ndits, Mercenaries, and Brigands. NA 206 + 1.

SlIIWe.1218) Bettlement RoMI

HlITlroth the Lim'
FTR CGN 021 015 008 022 081 154 151 068 107 075 085 Dagger

HlfTlroth ch.,-gn • fl.t 4 sP per d.y for stabling. including grooming. good feed, and excercising. His stables are usually
80% full due to many permanent contrects (10 GP per month) with prominent citizens. Mounts are guarded and cared for by
13 freemen, FTR, NXl,lVl1, HTK 4 . 1 - 1 - 2 - 3 - 4 - 5 ·6·1 - 2 - 3 - 3 - 5, ACL 9, WPN Short Sword. Hamroth loves dogs
and usullly h.3D6 "pets" foUowinghim about. Strongbox holds 120 GP. 212 SP, and 415 CPo Customers include Gentlemen.
GUlrd.ntn, Ind Miliwy. NA 306.

Stab'n (2791 &elit Road

CrustY GIlltine
FTR LNG 031 01. 009 013 081 153 105 103 124 135 106 Scimitar

"CrustY" runs a small suble of eiltlt stalls and offers meticulous care for domesticated animals of all types. Only the
highest qualitY of feed and grooming are offered at 2 GP per day. Crusty has few customers due to the size of his stable, but
he has a high reputation for his love of animals, especially hones. His strongbox holds 26 GP and 41 SP.

Stables (280) North Gate Road

Thrinrid the Big
FTR LGX 041 029 008 022 071 184 062 145 184 143 166 Trun­

ot>eon

Thrinrid can lift a heavy w.rhorse complete with b.-ding, but he is as gentle as he is large. He often talks to his charges
and KtlJally believes that they agree (whinny) or disagree (neigh) with him. Thrinrid charges a mere 2 SP per day. but he often
reduces this to 1 sP per day for '1riendly" mounts. His strongbox holds 15 SP and 2 CP.

Longri~ AmrabGh
FTR LGN 031 017 009 011 066 114 103 116 125 147 165 Stiletto

Longrinder fashions amp cloth togas, robes, cloaks. and dreues (506 SP). He sews tabards, battlestandards, flags, and
pennants by special order (4D6 GP plus 206 daysl. His sales clerk is Karbuk the Gnome. FTR. NNN, LVL 3, HTK 19, ACL 9,
WPN Dagger. In his cash drawer are 2 GP. 319 SP. and 15 CPo Customers include Sages, Mages, and Bureaucrats, NA 106.
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Tailor (2821 Velob Row

Xangrin the Slow
ILL CGX 041 013 009 015 093 164 178 106 124 165 187 Dirk

Xangrin enjoys the reputation of being one of the best tailors of women's clothing in the city. Through combinations of
exotic fabrics, gemstones, and special illusions (last 206 + 28 days). he creates muterpieces of graceful form (606 x 260 GPt.
Patrons are Nobles, GentlewCNTlen. and Merchants, NA 406. LVl 106.

Tailor (2831 Main Gate Road

Eilief Domaelf
FTR NGX 041 01. 009 019 087 104 105 122 064 175 153 Dirk

Eilief possesses a pair of enchanted needles which permit him to work with very difficult mmri.ls and with. speed un·
matched by other tailors. Three female seamstresses. FlR, NNN, LVL 1, HTK 3 .... 2. ACL 10. WPN Dagger, do the fintshing
work on custom.",ade apparel of all tYpes (406 GP ,nd up depending upon size .nd materi,ls). Ellief is rumored to h.... an
invisible Leprechaun working for him which permits him to offer next~ay service, and he encourages this rumor to increase
sales. 8anded chest contains 58 GP, 3 sP, and I necklace of Cameli.n stones worth 1,375 GP.

Tlnner (284) Burly Row

Wingstone Fieris
FTR lEX 042 024 008 021 074 164 167 073 108 165 167 +1

Scimitar

Wingstone tansexotichides of all types (induding those of sentient creatures) with the help of 17 Half-Orcs, FTR, CEX,
lVll ·2, HTK4 ·10 -8-9- 8 -14 -11 - 7 -4 -2 -9 -12 -13 -15-14 - 7 - 5, ACl 7, WPN Dagger. He prefers to trlde hides
for skulls, but prices range at3D6 x 20 GP, with the kides of Elves and Dwarves bringing the highest price•. Double-locked Ind
chained chestcontains475 GP, 845 SP, 714 IP, and 920 CPo Customers are Clerics, Mages, Ind Pirates, NA 206 - 1, lVl1D3.

T...ner (2851 Scorpion lIne

Oren Swifting
FTR lNX 051 027 008 023 056 145 079 104 156 124 126 Dagger

Oren and kis three craftsmen, FTR, NNN, l Vl 1, HTK 6 - 7 - 6, ACl 8, WPN Scimitar, tan kides for armor Ind skields.
He pre·hardens the materials in semi·formed pieces to permit ease of cutting and finishing. Cishbox holds 28 GP, 148 $P, and
25CP

Calendril of Valon
FTR lNX 102 048 009 013 101 173 164 142 173 168 175 +3

Rapier

Calendril is an exiled noble of Valon who specillizes in tattooing runes, symbols, messages, signll., m.rks of ownership,
and kerlldic insignias on noble offspring, retainers, servants, and slaves. He is l$Sisted by kit hunch-bIIcked Dwarven servant,
Monquot, FTR, lNX, lVl 3, HTK 23, ACl 5, WPN Dirk. and hi, four Amazon body~ards, FTR,lVl2, HTK 9 - 14 - 12,
ACl 6. WPN Spear. Tattoos cost 406 x 10 GP and up each. depending upon time required. Celendril often refuses to work
on "lower class" customers. In a wardlest hidden in his room are 2,340 GP. 897 SP. and. +1 Shield.
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Aksh.-n the ludicrous
THF CNX 031 0'4 009 013 076 104 118 12tl 105 '88 177 Scimitar

Aksham charges reasonable prices (206 SP) for hts work and attrae:ts many Sailors, Marines••nd Pirates. NA 406 + 2,
LVL 103. for this reason. He often has trouble with "street urchins" stealing the clothing of his customers (the street urchim
•• aCnJally hisaccornplices), and.after the realltingconfusion,purses and pouches are often .Iso found missing. A secret room
It the rear of the shop contains 16 street urchins and I Poison Class 4 trapped chest holding 390 GP. 412 SP, and 838 CP.

Teacher (288) Quiking Row

MNK LNG 051 033 006 043 08' 167 163 165 174 175 176 None

Jolter has taken upon himlelf the "education of the urchins of the street." He charges 16 CP per week for each student
who has parents ttl_tean afford to pay. Every student is dunked in the bay every other day, and discipline is strict. His strong·
box hokts 28 CP.

Astribar the Transcendent
SAG LGX 071 027 009 011 091 064 '87 186 042 '53 164 None

Astribar is the royal tutor and teaches most of the noble children of the City State. Tuition ill ,250 GP per year and one
relBiner guard to be provided by the parents of each ltudent. AstTibar'1 library is the most extensive within 200 miles, and
scholars often beg admittance fOf months before being permitted a 3.tlour study of the contents at 200 GP per visit. Astribar
has made extensive use of Mages in protecting the school, and the Taran himself guarantees Astribar'll8fety.

Temple of the Ann Wolf (290) Rue-ner Street

eercv the Cleric
CLR LEX 082 045 005 050 132 132 101 164 143 102 101 Foot

M.",

This temple is administered by Cercy the Cleric, assisted by his 8 acolytes, who pray to the Wolf God daily. Three times
per year, a young lamb is sacrificed to the Wolf God. Before the sacrifice, treasure and precious offerings are laid next to the
lamb tying bound upon the granite altar before the statue of the Wolf God, a man·like figure with a Wolf's head, its teeth bared
in a hideous grimace. During the ceremony, a sleeping gas is released which causes the worshipers to fall asleep for 206
minutes. When they awaken, the treasure and offerings have disappeared, as well as the saai'iced lamb. The members of the
Temple are sworn to loyaly protect the Temple and its god and must attempt to convert as many people as possible to the
worship of the Wolf God.

Temple of the Cancing Snake (2911 Battlement R*

Boa Rac
CLR LEX 071 035 003 077 052 179 ,.. 179 186 154 062 Staff

The leader of the Temple of the Dancing Snake, Boa Rac, keeps his face hidden within the hood of his flowing robe; it
is said that his face is so hideous that any who look in his eyes will die of fear. He leads thirteen Priests, CLR, LEX, LVL 103,
HTK 22 ·24 - 21 ·19 -20 -15- 10 ·17 -16 -24 -9 -11 - 12,ACL 7, WPN Mace, in conducting rituals 0' appeasement to the
Dancing Snake God. Three times a year, the Priests set out in groups of three (one group each time) to capture Humans, Elves,
Dwarves, and Halflings of Good Alignment to use in their monthly sacrifices. The Priests are most diligent in their search
because, if no sacrifice of this type is available at the time of sacrifice, one of them must be chosen by lot to die within the
sacrificial pit. A deep pit surrounded by low Itone benches is the centerpiece of the Temple. 25' down, a clutch of Giant
Cobras wait to devour the monthly saai'ice. A huge stone Cobra painted with red, yellow, and green enamel oversees the of·
fering of the sacrifice. Its eyes are two giant Rubies worth 3,000 GPead't but rumOfed to be cursed. Beneath the Temple are
catacombs containing cells for prisoners, rooms for the Priests, and the temple treasury, the door to which is guarded by the
Gilnt Cobns in their tair.
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Temple of H. La Ar,hina (292) Fird.uli line

Suston Kantar
MNK LEN 041 OJ, 007 OJ2 042 '57 148 153 169 163 164 Dagger

A young man of high charisml, Suston Kentar has collected around himself 15 .colytes who provide for the upkeep of
the temple by begging in the streets. A relatively new sect In Ter.ntis. the temple is furnished only with. marble statu, of.
beautiful man in flowing robes and holding. Trident set upon I 4' high pedestal. Around the sutu., strewn on the m.b1e
floor. are sixteen I.rge velvet pillow, for the use of worshipers who come to meditate in the tempi•. At the feet of the statue
is a bronze bowl worth 15 GP which is used for burning an incense that produces a deep feeling of euphoria when inhaled. The
effect of the InC1!nse Is to create the belief In the person inhaling it that he or she has no problems whatever; all is right with
the world. One piece of this incense sells for 5 GP at a small booth just inside the temple door which is manned by one of the
acolytes. The euphoric effect lasts lOG hoors and causes those under its influence to double reaction times. The temple has
no trUWt'8 bee...s' SuSlon uses all monies bfought in to buy materials to create the incense. to which he is deeply addicted.

Temple of the Water Wizards (293) Quibble Row

Melkon Homm
MAG LNG 071 OJ3 007 034 134 '65 189 124 178 143 122 Staff

Many Sorcerers come to this Temple to learn the control,nd conjuration of the element of Water from the great Water
Wizard. Melkon Homm. Wiurds may advance one level per six months of study in Water Sorcery at I cost of 1D6 x 100 GP
per month. The people of Tarantis think very highly of those who are members of the Temple. and mlny citizens bring of­
ferings to the Temple on a regular basis. In this W1r'(. they hope to ensure that, should personal property catch fire. the Water
Wizards will use their powers for the benefit of the citizens. The Water Wizards hIve never refused to lid in times of difficulty.
both in dousing fires within the City State and in controlling floods during the rainy seasons.

Theltre of Fine Arts (294) Windy AvertUe

Fennlight the Pllyer
SAM NNX 041 028 006 043 057 ,.. '77 '68 145 186 137 Scimitar

The open·,ir theatre is I round structure with b1elChers rising up fifty feet on three sides and I large curtained stage on
the fourth side. On either side of the st. is I gate at which guards coltectthe entry fees. Comedies, tragedies. and dramas Ire
stageS here, but the most popular entertlinments are the animal acts tnd jugglers. The theater is owned by Fermlight. an aris·
tocrat who is also the head of the Players' Guild. Fennlight is IIw1r'(slooking for people with talent to Idd to entertainment
offered by his theatre. Currently, he is in selrch of a Snake Dancer and is willing to pay such. performer 10 GP per hour.
Fermligtlt keeps III his treasure, consisting of 6,540 GP, 5 large Agates worth 50 GP each, and as,sorted jewelry and trinkets
worth 735 GP, in his wardrobe, hidden beneath a false bottom.

Thief for Hire (295) Tiger Row

Cergil the El~nt

THF NEX 061 028 008 022 064 124 '35 174 '54 176 '63 +1
Sob.,

Cergil is very independent, and, although he pays his Guild clues r8?-llarly, he doesn't accePt any job in which he is not
interested, no matter how well it m1r'( pay. He prefers to accept contract work for a flat advance fee plus 30% of the protits
(406 x 100GP for average risks, twice normal tor high risk jobs.) His careful planning and preparation are famous in the world
of Thieves. A gas·trapped lockbox is hidden in a secret compartment within 1 large chair. It contains 986 GP, 17 AP, and an
Amulet of Regeneration.
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Thief Extrlordinai,e (296) Kruel Line

Nordral Ruffler
THF lNX 081 042 008 024 082 145 146 154 163 175 168 +1

longsword

Nordrlll steals only from ''f.ntllstic creatures," and h. enjoys I wide repotation for several escapades in which he
",Imost" beam. rich. He Is prohibited from wor1dng within the city wills bV • ch...ter of agreement between the Thieves'
Guild and the Taran. Nordl'll frequently organizes his own "quests" when between jobs. He ch..,ges 1.000 GP in gems plus
40% of any profits. Presently down on his luck. Nordr.1 is seeking lOITlelnteresting chenang. 422 GP ere hidden in I hoUow
ceiling be.".

Tools (2971 Etfmln Line

Oarkbow Sindtk
FTR eNG 021 014 008 011 043 154 127 043 158 163 142 Crowblr"

Sindak is • poor tinkefer but m.-wges to Ct'Ift servicelble tools for common iobl. His shop is filled with ruined ell­

periments. miscut geIlts. brok." W~.' h"f-awnpteted gilnt pkM,.nd piles of twisted meUl, rope, chlins••nd wood.
Crowbln 2 GP. Wrecking Bars 6 GP. P"teks 3 GP, Hwnmers 2 GP. Mallets 1 GP, Tackle 3 GP. Wrenches 3 GP. m c.pstans
13 GP. Frequently stumped on a problem, Sindak will mope around the shop for days bdore another "brilli.,t" idea hits.
Dagger·trapped chest con~ns 36 GP, 16 SP, m 42 cPo Customers .. Craftsmen. Merchants, and Sailors, NA 206· 1.

Tools (298) Windy Ayenue

Amaett Wunntar
FTR NEX 041 015 008 023 061 133 135 102 161 153 134 Pike

Amach Is IlCperienced in working bras1 and tin, but he h. tome "trade-in" stock in other metals. Fishhooks 106 CP,
Nails 4 CP, Pipes 2 SPlfoot, Ladders 3 GP, Swivels 4 SP, Greek Fire Nozzle 6 SP, Sextant 23 GP, Sundial 406 GP, Pegs
6/1 CP, Kegs 2 SP, Spikes 8 IP, Door Handles 12 SP, Locks 406 GP, a81's 3 GP, and Wire Bask8tl4 GP. An iron chest con·
tains 92 GP, 122 SP, 41 IP,and 76 CP. Patrons include Fishers, Crtftsmen,and Merchtnts, NA 406.

Town Crier (2991 Valiant Prom.,ade

Hipoklmis Eernil
FTR LNX 031 019 008 023 086 124 154 134 156 147 162 Fou­

chard

Hipoklmls loves gossip and has all the latest news on prominent people, places, and events. He will intersperse paid an­
nouncements between official proclametions for 2 GP per word per week. Hipokamls has infonnation for sale regarding the
location of an Amulet of Slime Sensing {240 GPI, an Efreet Bottle (370 GP), the AII·Seelng Eye of Empowering (650 GPI, the
Grand Gnome of the Gate f210 GPI, the Ring of Oweomer Detection (416 GPI, end the l,ir of tne Diamond Fiend possessing
the Escutcheon of the Oregon Kings (300 GPI. Despite his obvious access to earning coins, HiPDkamis lives on the brink of
poverty beceuse he gambles llWry everything he earns.

Trapper (300) Pilgrim Lane

Garthrin Elrodan
RGR LGN 031 019 006 042 041 173 134 123 176 135 102 Scimiur

Garthrin is rumored to be Half·Ow.-ven, and tne fact that he nas many Ow.ven friends tends to support this rumor.
He spends two months in the wilds and then two months in the CitY State, keeping to this schedule year-round. Garthrin's
hall h. several Fox, Beaver, m Marten pelts hidden behind the wooden panels. A pouch with 212 GP in it is hidden beneath
a flagstone by the door.
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H.lrak warehouses confiscated goods....vaged goods,and government 5lnplus IUthorized by the Taran. Once per month,
Helrak Mlctions off half the contents of the w8f8house and spliu the profits with the treasury. Overly-officious, Helrak is often
the subject of scorn by other nobles who beli.ve that trlde occupations .re beneath their station. Marines guard the warehouse
1t.1I tim...

Olrg .nd his crew produce up to six wagons per month during the summer. Repairs 1306 x 6 GP) and custom work
(306 x 8 GPI occupy much of his time. WIgOf'II Ife smlll (250 GPI, medium (290 GPI, and Itrge (340 GPI. Carriages and
coec:hes .... 200 GP plus 206 x 20 GP for the Clb .00 extras. A chest contlins 415 GP, 312 sP, and 14 AP hidden beneath
the false bottom.

Carflux provides ceremonial buri.ls, bJtnings, .nd mummiflcatlon for all classes. each ceremony is especially desi9f1ed
for the unfortunats••nd prices.re generally 20 GP per PSl plus 306 x 100 GP for e.ch speci.1 function or ostsntltious dls­
pll'(. Clr'flulC. ;s ..sisted by six freemen. FTR. NNN, LVL 1. HTK 6 . 2 ·4·5·3·4, ACL9, WPN Dirk. Hidden in the false
bottom of.n uperl$ive caket are 418 GP, 276 sP, and 87 CP.
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Dirg M...s1ing
FTR LGX

Bukb.i1 th_ Drover

FTR CGN 031

WIlD""' 13021 hory Row

Bukbllll's WIgOl'l is for hire eny time of the ea.v .t 12 sP per mile plus Inn chwges if ovem91t. His sever.1 friends may
tho be hired IS tempor.-y preis for en eddltionll 2 GP etch (NA 208). Buk.1 hl1ltl ...-trnel end avoids using ferries.
Trunk hidden in secret dotet _ 48 GP. 36 SP, 47 cp. and a trellUre rnlP to 3,600 GP buried on a small islet 150 miles
IOUthwnt of the City State indde it. Bulcblll CIn repelr WIgOftS for 308 x 2 GP, but he does. poor quelitY job_ He akes his
own w.... elsewhe... when they need ~r.

Carflus the Morose
FTR lNX 031

W..... I3031 Wlnnome Lane

W..houIer (JOC) Ji"n Road

Helrak the Auctioneer
FTR LNX 081

Gldrath owns two large w.ehouses .nd stores goods for export (1 SP/10 wbic feet/day) and import (10% of goods
stored up to one month). He often overcharges foreign merch ...ts, and pilferage is common. Gidrath Is sometimes ICOJsed of
storing pirated goods, but no evidence is ever lYailable.t his trials. His unique past-time involves wrestling matches and gam­
bling in histmPtYstorerooms,and,on several OCCIsions, the badly-be.ten bodies of several citizens and many sailors have been
found f101ting in the bay nearby, but no concrete connections between the deaths and Gidrath hawe ever been found. Rumors
connect Gidrath with a wit of Sea-NIonster worshipers c.lIed the Sons of the Deep. TwentY dock workers, eight guards, two
bocIvguwds, .nd five wrestlers may be found near Gidrath .t all times. An iron chest within a double-w.lled crypt contains
1,286 GP, 695 SP,.nd 950 IP.

Gidrath Nidhiran
FTR LEX 071

C(S AlN ll/l HTK

UndetUlc.er (301) PNca Way
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Hefton Hawker
FTR CGX 081 031 008 024 087 134 165 164 153 174 132 Gui·

sarme

Hatton I, • retired foot Clpt.in and, despite his advanced years, extremely agile and capable. He specializes in pole
WelPON of .11 types: H.I~ds 8 GP. Pikes 6 GP, Volunges 9 GP. Bardiches 8 GP Fouch.,.ds 9 GP, Fouchard - Forks 10 GP,
Glav" 9 GP, Gulsa""" 10 GP. Lances 13 GP. Partisans 7 GP, Ranseurs 9 GP. Specturns 9 GP, and exoticcornbinations made
to Ofder 2D6 GP.nd requiring 106davstocomplete, Two Gnomes, Fizdragon and Draperik, FTA, GeN, LVl 3, HTK 19·18,
ACL 6. WPN Axe.wortc ttl. forge. Chained, double-locked chest contains 822 GP. 690 SP, 778 CPo 895 IP. and 25 bws of iron
worttl 160 IP e-=l1. Customen are Mercenaries, Marines, and Guardsmen, NA 306 • 2.

W..pons-lmported (3071 Jelar L.ne

Haradog of theC~t
MAG LNX 042 019 009 015 075 084 165 147 138 156 175 +2

Dagger

H.radog sells onlv exotic or ornamental weapons and charges accordinglv. Dwarven-make We<lpons are double the stated
price. D8J998rs 5 GP, Dirks 1 GP, Poniards 8 GP, Foils 9 GP, Jo Sticks 2 GP, Throwing Maces 16 GP, War Maces 20 GP,
Throwing Axes 6 GP, Scimitars 12 GP, Bastard Swords 18 GP, Hand Crossbows 22 GP, light Crossbows 39 GP, HeaV'( Cross·
bows 66 GP, Hammers 8 GP, War Hammers 12 GP, Heavv War Hammers 11 GP, Battle Axes 22 GP, Cane Swords 14 GP, and
Collapsible Spears 19GP. Ceremonial Weapons (PROB 20%) cost 306 x 10 GP extra. Bronze (-2 GP), Steel (+4 GPI, Adaman­
tlte-edged (PROB 5% - x 100 GP), Silver Inlaid or Plated (+3 GP), and Gem Studded (PROB 10% - +306 x 50 GP). Haradog
emplovs six Mercerllries, FTR, LNX, LVL 3, HTK 20 . 11 . 12· 18 . 15 . 10, ACL 5, WPN Scimitar, to protect his stock. Cus·
tomers are Nobles, Merchants, and Militarv, NA 206 - 1, LVL 106.

Weaver (3081 MoroM Allev

Bandinose the Stout
FTR CNE 031 015 008 022 051 124 125 103 113 145 107 Dirk

Bandinose weaves intricate designs into rugs, and special orders for rugs containing messages, spells, and complex codes
8re commonplace In his shop due to his abilitv to exactlv duplicate anv design_ "Bandv" is often disgruntled with customers
who attempt to rush his work. Rugs 8re priced 8t 406 GP + 106 GP for special dyes or designs and require 806 + 10 days to
complete. His cashbox holds 43 GP, 16 SP, and 15 CPo

Welver (309) Brlpndlne Drive

ourasman of the Circle
FTR LGA 041 024 010 006 097 152 124 118 136 165 164 +1

Scimitar

Du,.sman II the WelVerGuildmaster and brags loudly about the fine qualitv of his wares. Fine, large looms are kept busV
bV six journevmen,four plCkerS,.nd three loaders, FTR, LGN, LVL " HTK 2·1 -4 -3·1 -6 ·1- 3 - 2-2 -1 -9 ·8,ACL9,
WPN O/l998r. Amp cloth, wool, and felt are regularlV produced in large rolls for tailors, sail makers, and others. His strongbox
holds 214 GP, 12 SP, and 382 CPo The guild treasury is tocked in a vault in the basement and contains 975 GP.
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W.lIO' (310) Alto.,ln Lane

Flngi' Runte,.ft"
MAG LGX 05' 026 009 016 075 114 156 148 073 158 122 Amulet

of Cheering

Flng;1 supervises the welving affine doth of silk, cloth<lf-gold, satin, velvet. and Spider Webs integrated with a complex
rune developed by Fingil himself. The rune is partially invisible.1'Id difficult to see in any case. Cloth produced with the rune
tends to closely cling to Iny warm-blooded creature, rendering fastenel'l.nd buttons unnecessary. although it will part with.
gende tug. The rune remains active f~ 406 months and gntdu.lIy loses its enchantment over I period of an addition,l 306
weeks. Fing!1 has become quite wealthy through the merchandising of hiscloth .nd owns thrft merchant ship$;. Twenty wor­
kers. six guards. 'nd eight servants ISsist in the production. FTR, LGN - CGN. LVL 1 . 2, HTK 3 . 4 . 4 . 5 . 6 . 3 • 2 - 4 - 2 - 2
·4·5·4· 3· 6- 7 ·8·8· 7 -6·5 ·10·11 ·14 -5- 8·4·3 -7 -6 -6 -5·9·7, ACl8, WPN Short Swords. Rune-protected
trunk contains 566 GP. 3.490 SP. 6.523 CP. and an enchanted lamp worth 785 GP which ligtlU upon command.

W....r (311) Street of Gargoyfet

Dewahom Print
FTR lNX 021 015 009 011 073 126 134 115 127 164 173 +1

Singing D&gger

Otvrahorn is a retired Amazon with a great capKity for influ.ncing others. Her personality has turned a failing business
into a bustling firm with seven looms and over thirty·five employees. Specializing in amp cloth exckaively. [)evrahom has the
production ability to fill an aYerage trading ship within 18 days. tn her office is a collection of 212 glass sculptures worth
306 GP each. A strongbox holding 92 GP.44 SP. 52 CPo and a pouch containing 42 MP is hidden behind a secret panel.

w•..,., (312) Gryphon lane

Stolgim Stumken
FTR CNE 031 020 006 043 071 154 076 124 '52 136 163 Whip

Stolgim has made a mockery of his f8fTlily's oentury<lld business. Usually drunk, he seldom spends more than an hour
working before he becomes bored and ventures "out for some air." The long·time workers have managed to keep things
functiooing reasonably well without Stolgrim's interference, but many of the new workers are Stolgrim's drinking friends and
do little work. Lower grades of doth are made on three out-dated looms badly in need of repair. A trunk in the office contains
14 GP, 12 SP, 6 CPo and 16 empty wineskins. "Stumps" the Journeyman keeps the cashboX, containing 45 GP, 63 SP. 54 IP.
and 22 CP, under his loom.

Weaver (313) EVlron Alley

Spinner Tubstak
FTR LNG 041 022 009 013 072 163 124 125 137 158 145 Scimitar

Splnl"l8r is regarded as an extremely fair employer and businessman. Concentrating upon the lowest grades of cloth. he
has a small but prosperous shop with three looms and employing twelve freemen. FTR, NGX, LVl 1, HTK 5 . 2 . 3 . 2 . 3 . 4
·1·6·7·5·2·3, ACl9. WPN Dagger. His small coffer holds 37 GP, 127 SP. and 15 CPo

Wet Nurse 1314) Firdausi l..-e

Nardienna Moonswell
MER LGN 041 "23 008 024 066 143 107 173 165 184 173 Trident

Nardienna is a half-Mermaid lor, more correctly, Merwoman) who was exiled by her sea-kin and her land-kin alike. She
discovered that the Tarantines U18 highly intelligent Dolphins to guide their ships in uncharted or difficult waters, and the
Dolphins frequently are wounded by predators near shoals or shores. She charges 95 GP per treatment of the wounds of these
animals and usually demands payment in Pearh. Buried in the sands in her I..ge aquarium are 419 GP worth of Pearls and
gems. A pet Sand Shark, HD 5, HTK 27, Bite 206, rens. nearly invisib~. on the bottom of the aquarium.
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Wheelwright {3151 Ungulrd Alley

eliI'd Greywind
FTR CNX 031 015 009 014 064 173 124 136 132 165 102 Hand

Ax.

Baird fashions wheels for wllQOns, carriages, charibu. and coaches. His six sons help run the business when they ere not
out carousing. FTR. CNX. l VL 1, HTK 4 - 5 • 1 • 4 • 6 • 6, ACL 9, WPN Scimit~. Large Wheels 12 GP. Medium Wheels 8 GP.
and Smlll Wheels 5 GP. Hisstrongbox holds 37 GP. 49 SP. and 15 IP.

Whipmaket" (316) Cuthroat Alley

Viseagt. Shartak
fTR lGX 061 043 009 015 078 157 131 143 144 172 074 +2

Bullwhip

Shart.k's Whips are famed for their supple quality and great strength. He uses selleral different materials, and prices are
high due to the excellent quality (406 GP each). Custom Whips with barbs, clips, and special hendles are 306 x 10 GP each.
Shertak's constant companion is Bran.r Gr.albeard. a Dwarven Cleric, CLR. LGN, l Vl4. HTK 25, ACL 3, WPN +1 Hammer.
Customers Ire Mercenaries, Carlvaneers, and Merchants, NA 106 ·1, LVL 106.

Whip. and Chains 13111 Winesome llna

Wasptongue Joskin
FTR LEX 052 037 006 044 061 174 '05 094 156 147 102 Morning

Star

Joskin spends most of his life angry and often vents hi. wrath on everyone within hearing. He blames the new develop­
ment of "indentured servants" for ruining his business, poor quality of iron for broken chains, unfair competition for bad
business, and the "eillther for fraying whip$. Whips 206 GP each, Small Chains 106 sP per 10'. Medium Chains 206 SP per
10', and Llrge Chains 306 SP per foot. Patrons include Pirates, Barldits, and Bri9inds, NA 106- 1, LVL 103.

Wigmaker (318) Stonebow Lane

Purblind Whitegard
FTR NGN 031 017 009 013 065 '24 135 102 145 153 '47 Short

Sword

Purblind fashions Realistic Wigs (406 x 10 GP) and Ornamental Wigs (306 x 5 GP) from Human hair. He pays 1 CP per
6" lock to sailors on leave and others for raw materials. Purblind's wigs cannot easily be detected (PROe INT% per hoor) and
then only when within 10' of the wearer. Large vase contains 137 GP under a plant. Cashbox holds 53 GP, 73 SP, and 29 CPo
Patrons are Nobles. Thieves, and Gentlemen, NA 106- 1, LVL 106.

Wines 13191 South Gate Road

P.nilbar Akrodin
FTR LGX 051 032 009 011 077 154 168 153 136 124 143 +1

Scimitar

Panilbar b1erlds wines to produce exotic drinks of every color and flavor. The flasks are carefully sealed with beeswax,
and his cousin, Glimrest the Siegemage, MAG, LGN, LVL 4. HTK 12, ACL 9, WPN Dirk, artificially ages the wines magically.
Of each batch, only a small percentage becomes Highest Ouality 1306 x 520 GP), 20% are Excellent (306 x 30 GPI, and 30%
are Fine 1206 x 5 GPI. Good wines are sold by the keg to inns and taverns (2OB GP). A large staff tends the cellars.
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Wines (320) Bronzeman lane

Leafdx Hawknose
CLA NGX 031 020 009 014 084 134 125 '32 157 155 154 Rapier

Leofrix is the largest importer and exporter of wines in the cit'(. Hi, caravans and ships carry on trade in most civilized
areas. AWl. sell affixed with the mark of a lion's head identifies each flagon of Godd wine, and poorer grades are sold in kegs
with his mlrk burl"l8d into the lids. By special contract, Leofrix supplies mOlt 01'1111 and military groups in the City·State. He
i. accompanied by two bodYlJ.lards. FTR, NXX. LVL 3, HTK 24 • 29. ACL 3. WPN SWord. and several retaineR, NA 206,
lVl 103 at all times. His strongbox containing 320 GP. 149 SP, and 40 CP i. hidden in the wine celler.

Wine Shop (321) St,", of G.goyles

c.dm. Waring
MAG LGX 041 017 005 052 073 '02 154 135 108 126 124 Dagger

Cadmar enjoy, his business a bit too much and is usually intoxicated (PROe 80'-'1. He hires only women workers to
press the grapes, bottle the wines, and wait on customers, HR, LGN, LVL 1, HTK 2 . 1 ·1 ·3·4·5 - 2 - 1 - 2 - 3 -6·4 - 2,
ACL 10, WPN Dagger. The wines are flavored with spices, herbs, flowers, and honey according to ancient recipes inherited from
his famous grandfather, Phardread the Wizard of Gargan. Wineskins Ire filled for 106 GP Ind up depending upon wine grade.
Most sought is Cadmar's Bronzewater, which sells for 32 GP per flask (PROB 15" of availab(e stock of 1061 which heats 2
points of daTIage in 24 hours if completely consumed. Secret compartment under the wine vat has 127 GP, 210 SP, and 48 CPo

Murdrissa the Archantress
WIT LEN 091 042 005 056 064 064 175 124 153 156 143 Wand

of Entrapping

Murdrlssa can shapechange into a black Cat, a beautiful young girl, or a large Raven at will. In return for three per·
manently enchanted magical items such as potions, amulets, Daggers, wands, or bottles, she will pllce a temporary enchant­
ment on any well-made Sword, raising it to the equal of a magical +2 Sword until the following full moon. Murdrissa also sells
Potions of Aging 1+ 206 years) 540 GP, Potions of Purging (rids body of poisons in 206 turns) 725 GP, Potions of Mum­
mifying (Stops speech for 206 days) &40 GP, and Potions of Valor (raises Morale and Bravery for 106 hours) 990 GP. No
more than 106 potions Ire sold per week. Shawl of Protection, Broom of Soaring, Cauldron of Many Toxins, and a Scroll of
Three Wishes are in her chambers within a trunk containing 814 GP (3 GP are Cursed).

Healing Witch (323) Ashen Boulevard

Nashira Oar
WIT CGN 071 038 009 014 053 105 164 '33 062 174 168 Dagger

Nashira specializes in healing magiks only, and many otherwise wild Inimals are her "pets", including a Puma, HO 4,
HTK 18, ACL 4, Bite 206, 2 Claws 101, a Brown Bear, Ho 3, HTK 15, Bite 1D6 + 1,2 Claws 104, Badger Ho 1, HTK 4,
ACL 3, Bite 104, and a Wolf, HD 1, HTK 7, ACL 7, Bite 104,2 Claws 103. Nahi,. will heal only Good alignment types, but
there is • 5O'Jt probability that she will help those of Neutral alignment. A complete healing is possible in 106 days, including
the restoration of missing parts, providing two individuals plus the "healed" character devote the next sixty days in Nashira's
service. She sends parties out into the wilds to spring traps, attack marauding Orcs, and slay Monsters which kill for purposes
other than to get food. Quests do not include "return" time, and parties are often sent hundreds of miles away. Herbs of all
types and unusual preparations fill Nashira's shop. A necklace worth 1,460 GP is draped oYer a vial of tasteless concentrated
acid on her work bench.
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Wood (324) Bueaner Street

Hrodel Wortley
FTA CNX 021 010 008 032 043 153 164 052 115 102 053 Great

Ax<

Hrodel hire. many teams of woodgatheren from the poorest families of the city and sends them out each dawn; they
spend ontil dusk e8Ch day in the Dyrlirwall woods and are paid 1 CP for each bundle of 20 sticks (small one's aren't countedl.
Hrodel sells the bundl&$ for 1 SP each. Hrodel also fashions torches and sells two fO( 1 SP. Woodsmen bring WlIgOns full of logs
to Hrodel's shop to be sold to carpentefl. shipbuilders, wagon maken. and others. Ten lumbermen work in the yard. splitting,
debarking, and stacking the lumber in grades. FTR,NNN,lVll.HTK4·5 -6 -4·3·3·4·2 - 5 -5.ACL 9. WPN Axe. His
«Shbox has 28 GP. 440 SP, and 677 CP in it.

Wood can., (325) Grllmlinve. Oflve

Hakon· Ar the Swift
FTR CGX 041 019 008 021 061 145 136 103 115 168 122 Bowie

Knife

Hakon -Ar doe. all manner of c.vings for carpenten, temples, clans. and nobles. His shop i. filled with signs. Stlltuettes,
totems, and ornete furnishings. ~ow~peeking and giving the impression of being diJinterested, Hlkor· Ar c." nevertheless,
finish I men-sized statue in one day. He charges 2 GP per hour (2 GP minimum) per iob Ind generally is "booked" for the
week (PROS 8O'J(,1. Hidden in I hollow statue of a Dragon Ire 396 GP, 125 SP, 42 CP, Ind an Emerald worth 1,380 GP,

Zoo Kllper (3261 Stonebow ROid

Theodric Chanring
ORO NNG 041 025 006 044 101 143 165 164 134 154 148 Quarter·

...ff

--1

T
~.

LII. ,-

I

1

-

.-1

Theodric men.s a zoo supported by several noble flmilies; however. In Idmission price of 3 CP each is charged to
visitors to keep out "undesirables." Virtually every animal and in5&Ct is cared for meticulously within severel "habitat cages"
developed by Ml(Jfs long ago. Guards are provided by the Taran, and Nobles pay work crews to feed the animals and clean the
cages rl9J1erly, Animlls for games are temporarily housed at the zoo for 10 GP per HD per week by aristocrats of the city,
The zoo attracts scholars from m,ny distant lands, and local Innkeepers are required to pay one day's receipu once per yeer
as a special tax; the money Is used to Pay for repairs to the zoo.



Courts of Tarantis
The High Court of T.,.oti.

This court holds trials for those who are accused of committing the most serious of offenses; Murder. Treason, and Ar­
son. The judge is Lord Hagneck Gowen. Defendants have been known to commit suicide rather than be judged in his court.
Hagneck believes that those who commit I major offense should die for it. He hes sentenced many men to death in the past
and will send more to the gallows or chopping block. He is not particularly concerned about the guilt or innocence of the
defendant, believing that it is better for some innocent men to be put to death than for one guiltY one to escape. In this court,
a defendant may either hire an attorney or put up hi, own defense. and the outcome is not changed much either w,.,. Most
defendants who have not had I lawyer have been sentenced to death on the first day of their trial; others have hid to wait
until later. The prosecutor, Eyulf Gutzon. is as zealous to put an end to aime by any mtans u is Hagneck. Eyulf is. skillful
maniPlllltor and can twist nearly any testimony to make the defendant appear in the worst possible li!t\t. Hagneck sentences
men to die in many different ways, depending upon the nawre of the crime and the social staws of the criminal. Arsonists are
usually burned at the stake, and murders are either hanged or beheaded. Those found guilt'( of Treason are usually tortured 10

death or drowned In Dahute Boy. Judge Gowen especially hatllS Anassins and has boon known to sentence accused Assassins
to death without bothering to hear any testimony. Naturally, there have been many attempts on Judge Gowan's life. and the
Assassins' Guild has a permanent, although extremely secret, contract on his life of 10,000 GP to the party who can deliver
his head to their doorstep.
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Lord Hagneck Gowen
FTR NNN 051 024 010 009 129 '22 178 168 135 113 092 Foot

M,..

Eyulf Gutzon
i=TR NNN 031 027 010 009 119 147 183 153 '" 144 117 Trun·

cheon

ExecutioMr

Duer Dy has been the High Court Executioner for many years. He has execoted many of his own friends and relatives.
Duer never shows emotion and wears the same clothes every day without benefit of laundry. He is rumored to be insane.

Duer Dy, Executioner
FTR NNE 031 025 060 042 047 189 113 126 179 165 082 +1

Battle Axe

Hangn,.n

Martlat Lukan is a hangnan of fearsome reputation. He loves his job and has been doing it for over twentY years. He is
able to name the exact number of times a body will Wrn before the person dies fram hanging. Tarantines fear him and his gal·
lows because he has a reputation for being a sadist, improperly setting the ropes to make his victim $Uffer more before death.
There are many ropes in hishame. One particular one is mounted on his wall and has over two hundred knots in it. Lukan uses
this device to count the number of people he has successfully hanged. He constructs the gallows himself with the help of any
assistants assigned to him by the court. Lukan often requests that the condemned person aid in the construction of the gallows
and dig the grave in which he or she will be buried. Marhet always carries a rope at his side and has been known to take active
part in lynchings. Citizens leave him ala,.., fearing to faU victim to his deadtv' rope. It is rumored that Martlot is a Werejackal,
but no one has yet discovered this to be the truth and lived to tell of it.

Marhot Lu kan
FTR LEX 091 030 072 087 189 124 092 167 151 063 Garrot
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Court of Citizen Arguments

Magistrate Semg Anktar is in charge of the daily court which handles the sundry lawsuits, civil actions, and minor ac­
cusations brought against citizens by one or more other citizens. A taU, powerful man, he listens to the ar!J.Iments of the IM­
yers who, by law, must present citizen's complaints to the coun, and, based upon the information he reQlives (but biased in
favor of the greater amount of bribery received by his clerk, Shangkar Paltry, in the name of the complainant or the defen·
dantl, renders a decision on each case. Magistrate Semg also handles all non-religious marriages for a fee of 12 sP each~ IS well
as official name changes for 12 sP. This tends to give him a very busy schedule, especially since he holds court for only five
hours a d~. Much of the ren of his time is spent at his estate engaged in his favorite spon, horse-ball. Other than being very
open to bribery, he is a good magistrate with an excellent knowledge of human behavior, but he is something of a cynic,
having witnessed human nature in its baser forms many times over his years as magistrate.

Bringing a lawsuit before the court is done in the following fashion. First, the plaintiff!s) must select a lawyer from one
of the many at the House of Law. Then the lawyer, after gathering all of the evidence he can, informs the person on the
receiving end of the action that he is being sued and registers the suit with Shangkar, at which time any "gift to the court"
which might bo forthcoming is also received by the clerk. The trial for the suit will come up in 1D6 months after registration
(1 month if the plaintiff pays a bribe of more than 100 GP). At the trial, the lawyers have two hours to present all evidence
to the judge; by custom, each lawyer is granted one hour to present his case. Magistrate $emg Anktar then spends no more
than 15 minutes deliberating the case before deciding in favor of either the plaintiff or the defendant. Each side in each case
must pay court costs of 50 SP, and token payments of 1 SP from each side are additionally made to the judge, the clerk, and
each of the four guards in the Court of Citizen Arguments. Magistrate Semg is able to handle only two cases 8 day at this rate;
the last half hour of each day is reserved for marriages and name changes. As a result, most marriages are handled by the
temples due t;) the incredible length of time it takes to arrange to have a civil marriage perfonned.
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Magistrate Semg Anktar
FTR LNA 031 030 015 009 108 173 171 163 132 133 163 +1

Dwarven Hammer

Clerk Shangkar Paltry
SAG LNA 011 025 017 009 082 115 162 127 144 166 151 Dagger

Court Guard NO.1
FTR LNG 011 028 073 030 053 132 112 123 155 115 117 Scimitar

Court Guard No.2
FTR CGE 011 025 074 030 054 122 167 111 133 144 117 Pole-

.nn

Court Guard No.3
FTR LNE 011 032 076 003 051 163 137 124 165 157 118 Pole-

arm

Coun Guard No.4
FTR LGN 011 031 076 030 052 131 167 138 183 114 123 Pole-

.nn

Court of Serious OffenllS

Magistrate Lord Aswan Teng presides over the Court of Serious Offenses, which handles all cases except Murder and
Treason, two crimes carrying the automatic death penalty. The court handles all Thievery, Fraud, and Manslaughter in which
resonable cause, such as self-defense, might be proven. In this level of the court system, the accused is allowed to have council,
but the lawyer may only advise the accused and may not speak for him or her. Lord Teng is an extremely intelligent man who
honestly and diligently seeks the truth, and he sees no dishonor in using torture to arrive at it. He listens to all testimony and
asks his own questions of thedefendant and the witnesses. It must be remembered that the court system at this level presumes
that a person is guilty until proven otherwise, and the judge may take a prosewting attitude toward the defendant. Oc·
casionally, Teng sets a trap for the g.Jiltv party by announcing a surprise witness or new piece of evidence to be presented at a
later time. This tactic assumes that the (pJiltY party will attempt to obtain the evidence or locate the witness, at which time the
guards of the court can apprehend the individual.
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Sentences for the following crimes are handed down by Tel"l9, although they are fairly uniform with little respect to
money, prestige, or power. If found lPJilty of theft, the defendant must repay his or her victim the value of the items stolen;
if the party is unable to PlY, he or she is sold into slavery and the money given to the victim. If the Thief used force in com­
mitting his crime, e donn lashes ueopplied 10 the guilty person's back in .odition to the previous sentence. If the victim dies
.. a result of the violence, the crime becomes Murder, which e.ries, de.th penal tv, but the estate or family of the per­
petntor is required to recompense the estate or family of the victim for the wonh of.ny stolen items. If. defendant is found
guiltv of theft by Fraud, the defendant must return as mum of the stolen funds .. possible and is given. dozen strokes with
the lash before being r..eased. If the defendant in a M;anslilUWlter case is found guilty, but the crime was committed in self·
defense, the person is branded on the thumb .. though the crime were dueling .nd then ....eased. If the crime was committed
in the he.t of palSton, the guilty party is given twelve strokes with the whip and • sentence of 1010 vears in the prison. Any
person found guilty of • crime punishable by death is either hung lSocialLevel 10 or lower) or beheaded (Social Level 11 or
hi~rl, except for unusu.lly heinous crimes in which the judge is free to fix the means of death himself. Teng's court contains
eiWlt Court Gu.rds, the prosecutor, Tongshoe, 1D6 prisoners, and 206 spect.tors.

Tongshoe is the sokt prosecutor for the Court of Sertous Offenses .nd has, over the years, developed I good, working
ref.tionstlip with Magistrate Teng. Tongshoe is a leamed man who takes great c....e in pretenting his case in order to reveal the
truth of the m.tter. Although he is the prosecutor of the court, he is no less zealous in the searm fOf truth than Magistrate
Teng. Slow and methodical, he is, nevertheless, a skilled expert in the lew and can defeat most attempts to use special circum­
stances .nd custom to circumvent the legal system. The mance of the truth being found is 80% for e.m cast. In the case of
NPC trials, the truth is the responsibilitv of the Judge to determine.
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Magistrate Lord ASWin Teng
SAG LNG 071 022 010 009 '37 071 183 161 122 126 182 Dagger

Tongsnoe
SAG LNG 041 031 011 009 099 135 '82 189 126 135 136 None

Guard No.1
FTR LNX

Guard NO.2
FTR CGA

Guard No.3
FTR LNE

Guard No, 4
FTR CNE

Guard No.5
FTR LNX

Guard No.6
FTR LNG

Gu.rd No.7
FTR LGE

Gu.rd No.8
FTR CGN

011

011

011

011

011
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011

011
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036

025
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075
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030

030

030

030

030

030

030
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'34
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'85

'44

171
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121

153

132

127
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145
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111
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146

113
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114
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'22

'26

117

145

'84

112

132
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'54
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'51
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111

135

145

117

113
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144 Scimitar

116 Halbard

135 Halbard

138 Halbatd

172 Halbard

152 Halbard

153 Halbard

143 Halblrd
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Court of lesser Offenses

Magistrate Lord Prompter presides over the Court of Lesser Offenses which handles all of the non·felony offenses. lord
Promptor is a loud, boisterous man; his demeanor belies his canny grasp of the fine points of the law which allows him to
handle the slickest litigation trickster. He will assist the prosecution if he thinks they are doing a bad job of it. In this court,
there are no lawyers for the defendant, who must marshal his own defense. lord Prompter usually decides each case quickly;
fre~ently, the decision goes against the defendant because lord Prompter operates under the presumption that the defendant
must have been doing something wrong to get into his court in the first place, and, in the second place, if the defendant was
doing nothing wrong this time, he or she probably broke the law at some other time but was not caujjlt. Therefore, Lord
Prompter usually finds for punishment to rectify any lawless behavior passing unnoticed in the past. The defendant is allowed
10 speak in his own behalf, but, it is widely known that lord Prompter prefers to have cases resolved quickly, and any long­
winded defense is not in the defendant's best interest.

Most of lord Prompter's cases fall into four categortes: Petty Theft (objects worth less than 1 GPl, Brawling, Dueling,
lind Public Nuisanc:e (under which e veriety of petty offenses lire prosecutedl. ~Ity Theft is punished wilh six strokes of Ihe
Whip and the returning of the rtolen goods or the value thereof by the Thief 10 his or her victim. HoweYer, if the Thief appears
before Prompter more than five times, he or she will be sent to the hiltter court for Felony punishment. If the charge is Braw·
ling, and no one was seriously injured, the defendant must pay for any damages sustained to the property of others and take
three strokes from the Whip. If the defendant is unable to pay or is an outlander, an extra six strokes with the whip are added
10 the punishment. If the defendant killed someone in a fair duel, he or she is branded on the thumb, but, if that person is ever
involved in another duel, whether or not anyone is killed, he or she receiv.:s 18 strokes of the lash. If no one is killed during a
duel, both sKIes receive the branding and are released. If a person is charged with making a Public Nuiul"ICe, the defendanl will
receive three strokes of the Whip for a first offense and five strokes for each offense thereafter. lord Prompter varies the
punishment as he deems necessary, depending upon the ciraJmstanoes of the commission of the crime, his current mood, and
the weather (he suffers from Gout, which flares up during the rainy seasons and causes him to be excessively cross).

The court of Lord Prompter will contain Fu the Faceless, Artemis the Glib, Tang. the Correct, two court ~ards, and
1D6 various petty criminals. Fu the Faceless wields the Whip and the brand is the Magistrate directs. He keeps his Whips well
oiled and the brazier well fired with several branding irons at red-hot at all times. A quiel, hooded man of great physical size
and strength, he can deal with all but the strongest offender single-handedly. When dealing with women, however, he is gentle
and takes some care to avoid disfiguring them with Ihe blows of his Whip. Artemis the Glib is a foreign litigant who quickly
learned the local laws and bought an appointment to proseaJte in the City Stlte. 'Whenever he prosecutes in Prompter's coun,
Artemis will begin a long and elaborate speech, boring in the extreme, which will be interrupted by Prompter, who will ask
Alternis to get quickly to the point. If Artemis is prosecuting a person, roU 100; 1 - 2 indicates that Ihe defendanl is found
innocent, 3·5 indicates thlt the defendant is found guilty, and 6 indicates that the defendant is found guilty and is given
double the nonnal punishment due to lord Prompter's intense irritation with Artemis's long·windedness. Tangar the Correct
(better known is Tangar the Corrected) is the other litigant in the Court of lesser Offenses. He is a young man who has only
recently learned his aaft and is very nervous. He often makes such mistakes as accusing the wrong person of the crime, losing
his notes on the case, and forgetting various minor points of law or believing that some law exists when, in fact, it does not.
When Tangsr is prosecuting a person, roll 106; a 1 indicates that Tangar makes a mistake and laughter fills the courtroom
until Prompter is forced to strike his cymbal to bring the court to order.
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Magistrate lord Prompter
SAG LNC 051 025 010 009 125 125 164 145 114 112 117 0'99'"

Fu the Faceless
FTR LNE 011 031 072 030 018 187 128 141 158 126 114 Scimilar

Artemis the Glib
SAG LGA 061 030 012 009 086 156 183 112 151 186 132 Dagger

Tangar the Correct
SAG LNG 011 023 013 009 089 133 114 047 116 127 114 Non.

Guard No.1
FTR LNX 011 026 075 030 051 125 065 145 145 114 084 Banle

Au

Guard No.2
FTR LGX 011 027 075 030 051 116 123 066 165 123 134 Bante

Ax.
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The Court of Merchant Matten

The Court of Merchant Matters is held once a week to handle problems between the merchants and shopowners of the
city and to make judgements as to whether or not any merchants or manuftcturers are producing ovarly shoddy goods. The
court is made up of sev.n randomly-selected merchants, \/endors, and shopowners drawn by lot the week before. Th. ran­
domly-selected judgn hear complaints about short weiGhting and other fr8Udulent practices. Tricking an outlander by fl'lUdu·
lent means is not considered a crime, however. The decision of the Merchant's Court' is final in such matters, and the Court of
Citizen Arguments will not hear a case that has t1ready been decided by the Merchant's Court. If one of the selected judges is
also a partY to I complaint on the day he or she is to serve, thlt merchant steps down from the position of judge when his or
her case comes before the court. The loser in each complaint is required to return any funds derived from his or her activitY,
in addition to paying court costs of 10 GP. Lawyers are not allowed to practice in the Court of Merchant Matters; each com­
ptainlflt and defendant must speak in his or her own behalf. If a merchant is found guilty of selling especially shoddy goods to
townsPeople and other city tradesmen, that merchant is tied to a chair mounted on a plnform which is carr;ed three times
around the city by sill strong men. Ellempies of the merchant's~ goods are p1aoed on another phltform and carried behind
him. This is done in an attempt to wlm the populace of the poor quality of the merchant's goods, ard to shame the merchant
into either leaving town or upgrading his w..es. The building in whid1 the weekly C:OUI t is held is guarded by lroess Alleman,
who is paid from the fines collected ,nd who aids in strapping the more belligerent merchants to the display d1air. The buil­
ding contains the records of earlier decisions, the two display platforms, and ,locked chest containing 120 GP.
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Irness Axeman
FTR lNX

•

...

011 060 040 053 164 116 134 144 133 158 Club
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The House of law

Once an abandoned tavern, the House of law now serles.s the central office for all lawyers of the City State. By cus­
tom, I"Kt lawyer who does not have an office in the House of law may practice his craft in the City State. This naturally
restricu the number of lawyers in the citY to 6 due to the limited office space in the building. A lawyer without an office in
the House of law may only advise clienu upon legal matters and may not present cases before judges. With the exception of
some goverl'llTlent lMyers, the lawyers of the City State must work their way up from lowly apprentices to the position of
law cterk. At that point, the would·be Lawyers must wait until an office is open in the House of law to become full·fledged
lawyers. Openings only occur if • lawyer dies, retires, or moves out of the city, all of them rare occasions. If a lawyer dies,
retires, or moves and has no heirs at law Clerk level, the opening goes to the eldest law Clerk. This system results in some very
old law Clerks and some very young lawyers. The lawyers are able, by restricting the number of practicing attorneys in the
citY, to command exorbitant fees for their services. The old taproom of the tavern now serves as the waiting room for the of­
fices upstairs, and, to keep the peace in a room where antagonists often meet, three guards are on dutY in the room during all
office hours.

lawyer
CLS AlN LVl
Cunning Euryptis
SAG lGA 041

HTK

022

ACl

011

ARM

009
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DEX

134

CHA WPN

165 Dagger

Euryptis is considered one of the better generallawYI!fS of the CitY State. He can adequately hlndle any kind of civil or
criminal case, gives excellent advice, and is considered an expert in rare coins; he is often consulted concerning the authenticitY
of coins put forward by travelers as "rare finds." A careful-speaking, middle-aged man, he is assisted in his work by one IP­
prentice and two clerks. His offices consist of twO rooms, both filled with various scrolls, law tomes, and writing instruments,
all neatly arranged. Euryptis is well.respected because he did not inherit his office. He earned it when the previous owner died
with no heirs. Because of the low pay of a law Clerk, and because he spent what little he did receive on rare coins, Euryptis
has never married, but now that his station in life has improved, he is looking for a likely wife (mainly an intelligent woman
able to converse with him on coinage of previous erasl. His fees are reasonable; he will prepare a will for 10 GP (although one
of the clerks does the actual workl, and he will advise or represent a perSOfl for a mere 50 GP plus expenses. Beneath his desk
is a hidden compartment containing a cashbox which holds 2 GP, 4 SP, and a collection of old copper pieces worth 20 GP.

uwyer

Ank Tank·an-Sanic
SAG lGN 061 027 0'3 009 084 153 117 138 184 125 128

Ank Tank·an·Sanic is the oldest of all the lawyers in the House of law and is considered the grand old man of law. He
is an excellent lawyer who, during his long years of prll<:tice, has handled nearty every kind of case imaginable and is, there­
fore, very experienced In all types of law cases. A kindly·appearing old man, he is. skilled manipulator of people and evidence.
Unless the opposition has bribed the court, he has a 60% chance of wining civil cases when he directly intervenes. It is said that
to hear his theatrical presentation provides good entertainment. and the mere rumor that he is presenting a case to the court
is enough to pack the gallery with spectators. He is cu rrently in semi·retirement, prefering merely to advise people for 100 GP
and draw up wills for 20 GP, but an interesting case would draw him bll<:k into active work for 200 GP and expenses. He in·
tends to retire and let his grandson, who works as one of his clerks, take over h is practice, but he is plJtting it off because he
has spent so much of his life in the practice of law that he has few outside interests. His three·room office is filled with the
normal law books and court papers necewry to the running of a successful law bJsiness. A pettY ashbox is hidden in one
of the drawers of his desk; it contains 20 GP, 35 SP, and 47 CPo He knows, from a past client, of a treasure buried up the
river by pirates. He has not pursued it himself because he feels that he is not fit for strenuous work, but he will offer half of
the treasure to any adventuresome clients that appear in his office and are willing to make the trek. The chest full of treasure
lies buried under a tree by the side of the river, and Ank has a fairly good map of iu location. It will be easy to find, but, as it
is uncovered, six Zombies.-med with Broadswords and having 16, 14, 19, 10, 11, and 12 HTK will rise up to attack any who
attempt to unearth the treasure. The chest contains 300 SP, 100 GP, a gold and Ruby brooch worth 150 GP, 12 Black Pearls
worth 50 GP each, a silver Dagger worth 30 GP, four Amethysts worth 12 GP each, and a gold goblet worth 120 GP.
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Patan Kait
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None

Most noted for his large staff of two apprentices and four clerks, Patan has trained his clerks in the skills of surveillance
so that they can secretly gather information for him. He charges 8 GP for drawing wills Ind 100 GP for each civil or criminll
case plus expenses and 10 GP for eam cleft( used to gather information concerning the Clse. His two offices are filled with the
standard books and pepen of I Ilw office, as well as severll boxes contlining clothing and other props necessary for secret
surveillance. Hidden beneath some of the clothing is a carefully written notebook of interesting informltion that has been dis­
covered but never used in a court case. The book is worth 1,500 GP for all of the useful blackmail information that it contains.
Patan's clerks are the equivalent of 2nd Level Thieves as their second class and Ire widely known (Ilthough mostly by reputa­
tionl throughout thecity. The news that Patan has been hired for I case makes anyone who might be implicated in it check his
or her closets for skeletons. Patan sometimeshires outside unknowns, usually Th ieves, to Issist his clerks in their investigations.

Ravan Kirmir
SAG LEA 03' 030 012 009 083 155 143 184 126 114 167 None

RlIYan has a reputation for concocting false evidence and buying false witnesses in order to win cases for his clients. It is
said that he duls with the Thieves' and Assassins' Guilds to intimidate an occasional witness who might testify against his
clients. Ravan coven his shldy activities very well and blends in enough true testimony to confound anyone who might try to
check his facts. He tNsts no clerk and, therefore, works alone. Ravan charges 120 GP plus expenses for his services, and his
expense vouchers ...e uWllty double whltever the actual expenses of a case may have been. Despite his somewhlt unsavory
reputation and high fees, wealthy clients who cannot afford to lose their cases seek him out with enough regularity to Illow
him to live sumptuously. His office contains the usualla,v scrolls and tablets Ind a cashbox holding 360 GP and 456 SP.

Agnel the Rhymer
SAG LNX 021 022 010 009 062 122 151 184 168 116 147 No,,"

Agnel recently inherited his post and the offices of his father before he wes reelly reedy to run e law blaine". Although
an excellent preparer of wills and a fair advisor, he has not had enough eKperience in the courtroom to do well in such a
situation. 8ecause of this, he avoids courtroom lIPpearances. According to custom, he must appear in the civil court once
during the year or lose his office. His two offices are cluttered with law tomes and scrolls, numerous wills, and various office
supplies. He charges 10 GP for advice and wills and 50 GP plus eKpenses for courtroom work, oot, until the year is half over,
he will decline all clients who wish him to appear in the courtroom. He is assisted in his work bv two apprentices and a single
Law Clerk. When not in the office, he will be found wandering the beaches near Tarantis, looking for the I1Jmored entrance to
the vault of Redhand the Freebeater. He wilt hire a party of Idventurers to assist him in his search for 1 GP per week plus a
share of the trelsure if it is found. The chance of the entrance to the vault being found is 1% per week, non·cumulative. The
vault consists of three rooms, each locked. The first is guarded by ten Zombies, HTK 11 - 14 - 7 - 9 - 13 - 8 . 8 - 13 - 9 - 10,
ACL 5, WPN Shortsword. The second room contains ten Heavy Crossbows rigged at a height of about 4' from the floor to fire
at the door when it is opened (chlnce of being hit 1 - 3 on 1D6 for first members of a party through the door). The last room
contains 5 Zombie guards, HTK 15 - 13 - 14 . 10·9, ACL 5, WPN Shortswords. Unfortunately, there is no treasure in the
vault,

Lawyer

Segwar the Fortunlte
SAG LNG 031 026 010 009 084 111 161 142 145 128 161 Dagger

5egwar is the only hlwyer knowledgeable about ourlander I,ws, cuStCNTlS, and mores. His skill and oratory abilities allow
him to quickly swey the judge in most cases he handles, but the legal complications of outlander cases necessitate a 10% failure
rate that even I bribe to the judge will not change. He has two ,pprentices and two clerks working for him. One of the clerks
is his son, a young man to whon' Segwar plans to leave his hww practice when he retires at a time far in the fuWre. Segwar is
considered quite a sportnlln and regularly stages hunts in the Dyrfirwall Forest for his friends. Shrewd oosiness dealings by his
ancestors made segNlr's family quite wealthy indeed, and he woft(s as I lawyer 85 a recreation rather than for a living. His fees
are 230 GP forhimsetf, 15 GP for each of his Law Oerks, and 2 GP for each apprentice, plus expenses. His set of two cramped
offices are filled to overflowing with papers, law books, notes on cases, and writing instruments. Despite the best efforts of his
apprentices to keep things neat, Segwar is not a tidy man by nature, so his offices always look extremely cluttered. Oddly, he
is able to find anything he needs in his office in a moment unless his Ipprentices have put it away in its "proper" place. Under
a pile ofpepers is a cashbox containing 115 GP, 23 SP, and 56 CPo
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Tax Collector

Fu Wong, Servitor of the Treasury. is despised and widetv hated. He sends his men out once a week to collect the various
sales and property taxas from the populace at large. Nonnal citizens can't bribe him. but local nobles or rich merdlant's are
often ignored by the collectors. He is not to be bribed in the nonnal sense beclUse he does not take cash rewards from those
he favors. He prefers to be paid off in favors. Wong is a real dealer in power and uses his office to gain influence. Recentlv, he
used his influence to get his own ideas on taxes presented to Atar the Lion rather than those of his superior, the Treasurer. He
is a seeker of power for its own sake and re~larty uses his tax collection influence to laJuire more power.

Wong is in dlarge of five tax collectors who handle the ordinary collection of taxes. They are empowered to call up the
town guard (who don't like itl when a person becomes hostile or refuses to pay the taxes. If the required taxes are still not
paid, or the person assaults the tax collector, the tax collector has the power to temporarilv arrest the offender, with the help
of the town guard. The tax evader is held until double the nonnal taxes are paid. If e tex evader cannot PlY. his property is
seized by the government and sold, and his family is sold into slavery, the profit of which goes to the treasury. The tax collec­
tors wear hoods to conceal their faces, which gives rise to their nickname, the Hooded Bandits. As a group, they are fairly
honest. Wong has been known to set up traps to catch cheating tax collectors. In exchange for total obedience to Wong, the
collectors have speciel oompensation in the form of 2% of all taxes collected and Immunity from all city taxes.

elS AlN lVl HTK Ael ARM PSl STR INT WIS eON OEX eHA WPN
Fu Wong, SeNltor of the Treasury
FTR lAN 051 024 010 009 103 125 161 131 116 113 152 0_,
Trigus Arrover, Tax Collector
FTR lEG 011 026 072 030 065 154 '" 175 116 135 125 Scimitar

Bal...,ith Oyring, Tax Collector
FTR eGE all 020 076 030 068 171 145 126 134 126 126 Scimitar

Arlaog Whiterunner. Tax Collector
FTR lEN 011 026 075 030 066 137 125 158 133 114 116 Scimitar

Brightface Ski/une, Tax Collector
FTR eEL 011 031 075 030 054 153 125 138 166 115 121 Scimitar

Prox Rendorc, Tax CollectOf"
FTR eGE 011 026 073 030 063 146 137 126 127 135 146 Scimitar
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The City St.te Jail

The jail of the City-State is divided into two sections, the torture chamber and the prison section. The entire complex is
run by Lord of the Dark, Shang the Unnamed. Shang, like his father and his grandfather before him, faithfully serves Atar the
lion by tending the prisonersofthe City·State. He is a tall man, but few know his true identity because he has never been seen
in his public capacitY without his executioner's hood. He oversees most of the torture and punishment for the various courts,
with the exception of the Court of lesser Offenses, which has its own flogger who is not under the direct wpervision of Shang
due to the numerous floggings which must be administered each day. In addition, Shang is in charge of the administration of
the jail, seeing to it that the prisoners are fed and the cells cleaned when he deems necessary. Shang is careful of the stronger
of his prisoners and sees to it that they are kept fit and healthy if they are not slated for the tort\Jre chamber because they are
expected to produce maximum work when taken out in the prisoner work force to labor for Atar the lion. A skilled tortUrer
of the first water, Shang can keep a person alive in great pain for weeks; he knows when to decrease the pain to prevent the
object of his torture from becoming insane with the pain or dying from the shock of it. It is said that he plays his tools of tor·
ture on the body of 0 persoo 1$ though on I fine instrument, causing his victims to sing the truth (60%· CON% chance per
week of learning the truth). He is especially I8nsitive to the moment when his victim has told alt he or she knows of a matter
and can no longer be a source of useful infonnation. Shang takes no special delight in torture, despite his proficiency in it; he
considers it part of his job and does not feel that it is evil won:. He believes that any mistakes which are meete are the fault of
the law and the court. Because of his great knowledge about the human body, which he has gained from his work. he is often
consulted on matters of healing and the pre....ntion of pain.

Shang is concerned about his !Wosons, who do not seem suited to the fa-nily profession. The eldest son. Angleer, enjoys
the tortUre aspect of the job too mudl and inflicts pain when it is not needed or inflicts so much pain that he totally breaks
his victim without getting maximum information from him. The other son. Teni, has the skill of his father, but he plans to
become a warrior because he is uneasy with the work his father does.

Shang is assisted by three torturers and five prison guards. Currently, his prison contains twenty·three prisoners, five per·
sons who have been brought in for questioning (light torture), and one particularly heinous Assassin who tried to kill a Holy
One and has been sentenced to be tortured to death for his crime. Of the prisoners. only four are anxious to escape. The four
all have more than filte years to serve 00 their sentences. The fille people who have been brought in for questioning are also
extremely concerned about getting out. They have been coofined to the same cell and are busily digging themsel'les a tunnel
to use as an escape. By their calculations. the group is only five days away from finishing the runnel to the sewel'l beneath the
City State. Once they have broken through to the sewers. they plan to use them to get out of town. Players placed in the city
jail will be put in the celt with the group of tunnel diggel'l. If the players should oomplete the tunnel, which will take five
nights of digging, and escape, their escape will be discovered within 106 hours lind the Town Witch will be called out to
search. Shang the Unnamed will personally offer a 50 GP reward per escaped prisoner recovered, dead or alive, which will be
quickly doubled by the Taran for a total of 100 GP per head.

CLS ALN LVL HTK ACL ARM PSL STR INT WIS CON DEX CHA WPN
Shang the Unnamed
FTR NXX 081 040 065 040 01. 168 184 136 151 165 041 +1

Battle Axe

Angleer
FTR LNE 021 030 060 040 012 153 121 124 121 144 054 Scimitar

Teni
FTR LNG 011 028 063 040 011 163 153 166 126 121 146 Scimitar

Torturer NO.1
FTR LEN 011 026 066 040 011 156 127 117 115 165 115 S,b."

Torturer No.2
FTR LNE 011 026 063 040 011 143 062 066 122 134 128 Short

Sword

Torturer No.3
FTR LEX 011 030 064 040 012 143 075 113 162 128 154 Ouarter·
staff
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ClS AlN lVl HTK ACl ARM PSl STR INT WIS CON OEX CHA WPN

Prison GUlrd NO.1
FTR LEX 011 026 065 040 055 121 116 122 14' 134 111 Pole-
onn

Prison Gu¥d No.2
FTR LNG 011 030 065 040 051 154 156 117 156 121 122 Lon9-
sword

Prison Guard No.3
FTR CGN 011 027 065 040 052 166 111 125 118 147 137 Halbard

Prison Guard No.4
FTR LEN 011 028 065 040 052 133 182 156 135 162 136 Pole-
onn

Prison Gu..d No.6
FTR lGE 011 028 065 040 054 155 157 114 147 174 118 Short

Swo,.

Prisoner No.1
FTR CXX 011 027 000 010 069 127 182 155 155 147 135 No..

Prisoner No.2
THF LNC 041 035 000 010 012 143 183 187 157 124 156 No..

Prisoner No.3
FTR CNA 011 028 000 010 011 184 117 116 118 185 157 Nono

Prisoner No.4
FTR LNG 011 027 000 010 011 ,.6 114 064 134 156 167 Nono

Prisoner No.5
FTR tNE 011 031 000 010 011 153 147 126 162 166 037 None

-- --::- ;..
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City Stat. Lord Mlyor --......""""--.
Amir Sutab is only. flgurehead:he hIlS no re,l voice in matters of political or economic Import. The real power behind

his office is The M.lix Proctor. Ablamar. Ablamar would do anything to get Sutab's office. Ablamar has incrimanating
evidence of the misappropriation of rovll funds ,nd other indiscretions perfonned by Sutab. With his evidence, Ablamar has
blackmailed the mayor Into issuing bills to promote his own politic,l ClkIseS. Unknown to Ablamar, Sutab has placed a con·
trIC. on his life with the Assassins' Guild. but no attempts heve been made as yet to collect it.

S/fMB/EilJ

The AreNI

Once every week, the Arena of the City·State holds mock-battles and other sporting events. When the Arena is in session,
shops close. thecouru become emptv. and even Thieves take, vlCltion. The Arena is free to .1' citizens; non-eitizens must pay
1 SP to get in. This is because the cosu of operation are defrayed by the 9ifTlbling done on the fights held in the Arena as well
as by support given toit by local no~es, who are bound by trMlition to aid in iu upkeep. The Arena can seat 4,000 people.nd
is enclosed by a roof to provide protection from the weather. The interior islh by a magical PermaMnt Sphere of Light that
acu .s a miniature sun, totally lighting the area, a1thoultl it is not hot to the touch. Any attemPt to remove the Sphere will
cause it to go out.

The schedule varies somewhat at the Arena. Generally, the entertainment begins with a fight between a Bull and a Brown
Belr, followed by two Fighters Inned with Cestuses. Afterward, In Elephant or other large animal is pitted against a trio of
Ilrge caU, usually lions or Tigers, depending upon which is handiest at the time. Sometimes, the entertainment includes a team
of four Horse Lancers fighting I trIo of Archel'l riding I four-man War Chariot; at other times, a succession of condemned
criminals Irmed only with Shortswords fight a vwitty of large carOlvores such as lions, Tigers, or Bears. If the criminal sur·
vives his encounter with the animal, he is pardoned and may become a Gladiator; he is never freed. The first big event of the
day is usually a pitched battle between two groups of ten to fifteen Gladiators armed with various hand-ta-hand weapons, fol­
lowed by a mltch between two picked Gladiators which is rlrely to the death. Several boxing matches usually take place
between this and the second big event of the day, which Is either a fight to the death between the Champion Gladiator and a
challenger or, if no challenger steps forward, between the Champion Gladiator and six prisoners or captured demi·humans
such .s Goblins. Several sm.ller skirmishes between pairs of tr.ined Gladiators are held before the final big event, whim is
usually some sort of very large monster such .s an Ogre being pitted against a number of Gladiators, armed condemned men,
or demi·humans. The type of monster varies, but Ogres are the ones most often captured for this sort of sport.

The Arena is composed of three levels. The first level is the actual enclosed Arena. The second level, below the first, is
the training quarters for the Gladiltors. The third level, nicknamed "The Zoo", consists of holding pens for the animals, con·
victed crimin-'s, demi-humans,.nd monsters.

The first level is surrounded by a 15' tall wall designed to prevent escape by those people and animals within and en­
hanced by In invisible F~/d o( FCJfr1 that, even for the small area covered, costs the owner of the Arena, Leng Sen, Quite a bit
of money to keep in good working order. Various betting shops and focxl stands are set up on this level, and they tum a good
profit for Leng,who employs 15 $laves to run the stands,.11 of whom do an excellent job for fear of being put into the Aren•.
The se-uof the Arena are h..d stone, but several box seats, including a speci.1 one for the sponsor of the day's entertainment,
are placed at suategic locations for the best possibte view of the proceedings within the Arena and contain several cushioned
chairs. Order is kept in the stands by. dozen guards armed with Clubs, who use their weapons freely if the spectators get too
rowdy. Located in rooms beneath the stands are various hokting cages for the animals, people, and monsters awaiting their turn
10 enter the Arena. A system of levers end pul~ys is used to enable Sen to control the opening of all doors leading inlo the
Arena to keep theeventsorganized.nd going with minimal delay. A large pit leading down to the lowest level is hidden behind
• black door. It is into this pit that the c~anup crew of 10 slaves armed with Spears (for putting any dying people and animals
out of their misery) toss the corpses from the melees in the Atena, with the exception of the corpses of the Gladiators, who
are given burials in keeping with their status. Behind a red door that also opens to the Arena floor is an infirmary where
wounded Gladiators are tended, and several doors open to ramps leading to the second level of the complex.
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The second lewl of the Arena complex is the training arn for the Gladiators. On this level, under the watchful eye of
Tenk the Deadly and Pike the Bold, Gladiators (who are either citizen volunteers, pardoned condemned criminals who survived
their first fight in the ring, or IOldiers captured from other armies) train In the fine and varied arts of killing people and
animals. Ed Gladiator Is trained in the art of Sword play, and, after some proficiency is reached with this weapon, the
Gladiator is allowed to select another weapon in which to specialize. The Gladiators are all armed with ShortsWords and the
hand·to-hand weapon of choice and wear Rin!Jnlil tunics and Helmets. The Gladiators are also trained In the art of faking
in;.n'Y and death 10 that, during a Gladiator-against-Gla&iator fight, they do not have to actually be dead to give the audience
the thrill of seeing them "killed:' This is a necessity becane good Gladiators are expensi~ to train; only thOil! who, through
great prowess and popular appeal, become familiar to the audience at large over a period of time are exempt from faking death.
but they are still expected to fake the killing of their comrades. The twentY Gladiators currently on Sen', staff will be found
on this level each week, busily englllled in fights with harmless wooden weapons or lifting weights to improve their strength.
All but one live In the 'arge barrack room on this level. The one exoeption is the current Champion Gladiator, Obed the Ber­
serker. Obed is a giant of a man who has shattered the eleven attempts for his championship with miltltY blows of his Battle
Axe. A "mad4Ttan" in combat, he enjoys e good tNttle, thouWl he finds his encounters with groups of demi-tlumans and
poorly-armed corwiets to be boring because (he uys) they don't put up much of e fight. Sen cannot put a Gladiator in the
Arena with him every weetc because he often forgets that he is not supposed to actually kill his opponent. Even sparring with
him with blunted wooden weapons can be dangerous because he has broken bones with them, despite the padding worn by the
Gladiators during test bouts. Obed the Berserker has his own private room, a good supply of wine and other refreshments even
though regular Gladiators are allowed only one tankard of wine a day, and, due to betting on himself, enough of a fortune
hidden away to buy his freedom from the Glediatorial ring if he wished. However. he feels that he has several good years left
at the Arena and wishes to remain to earn even more money with which to set himself up comfortably when he does retire.
Also on the second level is the Weapons Room which cootains not only 100 Short Swords but .1$0 two of every type of
weapon known to man, ranging from an Elephant Goad Ank to a War Fan. AI$O on this level is Sen's treasury which, on the
day after an Arena exhibition, is loaded with about 19.000 GP and 5,000 SP that represenu the profiu from the betting and
the gate and food stand receipts. The treasury is emptied the following day, and, until the next set of games, it contains a mere
50 GP and 200SP to cover minor expenses. All twelve arena guards and three Gladiators guard the massively built locked door
to the treasury when it Is full, but only one guard is on dutY the rest of the time. The slaves who compose the concession and
clean up staff are housed on this level as well.

The third level is used tosto~ animals, condemned men who have been slated for the Arena. and various lots of captured
demi-humans (presently, only Goblinsl. The cells beneath the Arena contain only fifteen convtcts at present because Sen
hasn't had the time to get more in since the lilt exhibitIon. One of these is aware of an exit from this level to the sewers of the
City State through an un~arded pIt into which the offal and excrement from the Arena is dumped. Another is in possession
of the knowledge of the whereabouts of a treasure map to a great treasure burled on an island near Tarantis. If he is included
in any successful attempt at escape, he will gratefully lead his rescuers to the location of the secreted map (Judge's choice).
The level also conuins20Goblins, HTK 11·9·8·8·5·6·8·8·11·11·12·12·12·12·14 ·13·10·10·10·10.When
released, they will rush toward the surfaoe, ignoring whoever released them and attempting to kill anyone or anything that
gets in their way. The monster pens contain three Giant Baboons, HTK 11 - 17 - 16, three Zombies, HTK 21 - 20 - 15, WPN
Short Sword, and a single Croc-man. HTK 15. The pit into which the dead from the Arena are thrown can be opened on this
level; the corpses are fed to the monsters and Goblins. The uneaten remains are tossed into the shaft that leads into the sewers
beneath the citY. Anyone .ttempting to leave by the shaft will encounter a group of 14 Sewer Rats, HTK 7 . 1 ·3·3·4 ·4·
5·5 ·6·7·6· 1 - 5 - 7, who feed upon the scraps which come down the shaft. The Sewer Rats will attack anyone who comes
down the shaft. Three guards on this level tend the monsters and humans and will attempt to prevent any escape.

Leng Sen, the owner of the Arena, purchased it from the previous owner and founder when she retired. Sen is a hard
taskmaster who pushes his st,ff to its limit in order to get as much work out of them 1$ he can for as little money as possible.
He has degraded the level of danger in the Arena by hIVing Gladiators fake fi9tu and by rigging some of the fights, but the
crowds have yet to diminish becalse of it. A shrewd operator, he intends to make a fast fortune on the Arena and then retire
to a life of wealth and leisure, as his predecessor did. Due to the amount of overhead needed to run the Arena, his plan wilt
require more time to complete than he thinks. He is always guarded by two bodyguards, Chan and Khanat, when he visits the
lower levels of the Arena because he fears the attack of an escaped convict or • monster.

The statistics given for Gladiators, Arena Guards. and Convicts are to be re-(Jsed at will to fill out the r.nks of NPCs used
in the runnin of the Arena.



CLS ALN LVL HTK ACL ARM PSL STR INT WIS CON DEX CHA WPN

Leng Sen
FTA LEN 011 027 010 009 069 132 152 '52 145 '38 '66 Cestus

CO"
FTR LNX 031 029 007 030 052 '65 '26 167 '64 146 16' Broad·

sword

Khanat
FTR CNE 031 034 007 003 051 144 126 135 146 125 '66 Broad-

sword

Teng the Deadlv
FTR LEN 051 035 010 009 025 136 152 141 135 112 148 Short-

""".
Pike the Bold
FTR LGA 051 036 010 009 025 121 122 126 136 113 147 Foot

M,,,,

Obed the Berserker
BER CGN 061 042 005 052 029 188 144 113 146 145 113 Battle

Ax.

Gladiator No.1
FTR LNE 021 027 005 052 021 152 065 126 116 133 124 Cestus

Gladiator No.2
FTR LGA 031 033 005 052 023 155 114 12B 151 143 171 Shan

Sword

Gladiator No.3
FTR CNG 031 031 005 057 032 164 '55 157 131 152 145 Trident

Gladiator No.4
FTR LNE 02' 028 008 027 014 165 176 124 173 176 132 Short

Sword

Arena Guard No.1
FTR CNL 011 029 003 072 051 '42 '66 '57 152 16' 154 Whip

Arena Guard No.2
FTA CGE 011 034 003 072 052 '85 '32 '41 167 152 122 Long·

sword

Arena Guard No.3
FTA CEl 011 031 003 074 052 141 115 145 172 172 175 Spear

Arena Guard No.4
FTR LGN 011 031 003 074 056 166 131 '36 153 '31 '32 Great

Sword

Convtct No.1
FTR LEG 011 029 0'0 006 011 156 114 137 145 115 112 Dirk

ConVtct No.2
FTR CEN 011 023 010 009 113 '11 125 168 127 166 156 Battle

Ax.
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CLS ALN LVL HTK ACL ARM PSL STR INT WIS CDN DEX CHA WPN

Convict No.3
FTR LNG 011 024 008 022 013 134 168 144 113 146 '45 Battle

Ax<

Convict No.4
FTR LNA 021 029 010 008 011 152 114 127 '34 125 155 Quarter-

staff

The Armory

The Armory is located near the Main Gate. This is where most of the weapons are repaired and where war machines are
constructed. It is supervised by Merwin the Despotic, a man who has been constructing siege machines for two decades. He
Wa$ impreued into the rorontine Navy forty-three yean ago and hB$ Ittempted to desert several times. Two ~ards. under the
direct order$ of the Taran himself, accomPiny Merwin. He is assisted by K.red Byre. I C.n.in in the Tarantine Army.
Together, they have created some brilliant siege machines. Antohet part of the shop is used to repair broken weapons and war
engines. Twelve gu.rds. four carpenters, six laborers, a weaponsrnith. and an armorer work in shifts constantly. A large back­
log of damaged arms and annor has piled up. Stored are 4 Onagers. 5 Dart Throwers. 38 laddel"l. 68 Spears, 22 Light Cross­
bows, 38 Longbows, 16 Short Swords, 11 Halbards, 8 Polearms, 3 Blowguns, 49 Shields, 65 Dirks, 4 Chainmail Tunics, 8
Leather Jacks, 3 Holy Water Sprinklers,S Voulges, 2 Banle Axes, 2 Arbalests, a Multiple Crossbow, .nd a Battering Ram (70%
are damaged).

Vo.... nt.er Fir. Bripd.

Aothgard the Werder maintains the firefighting equipment in a small stable near the North Gate. The citizens take'pride
in their fire brigade, and th Taran presents medals once per year to any deserving citiz.n for .cts of valor. Volunteer Mages are
feqJired to keep a Water Creation spell in reserve at all times. The brigade is .mpowered to impress all citizens below PSL 6
into temporary service with jugs.nd Axes in an emergency. Aothgard also operates' temporary shelter for stray pets and
.nimals in the stable.

Aothgard the Warder
CLA LGX 041 026 009 013 085 112 143 117 '53 173 162 Great

A"
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Keen Sightings
The range of unobstructed sighting possible should be varied according to creature tYpe. For the purposes of this guide­

line. I man of normal heiltlt is assumed to be the observer. Allow 5 miles per foot of height from " - 10', an additional 2 miles
per foot from 11' . 50', .nd 1 addition.1 mile per foot thereafter - for unobstructed viewing. ProblbilitY of discernment of
details is equal to 2% times heiit'll. in feet. of detail; a bonus to the blsie probabilitY is given for details within 1000' of the
observer· within 100. +50%, within 200' +45'Jlo, within 300' +40%, etc., to within 1000' +5%. There is. 10% per mile discern­
ment penalty after the first mile from the observer. Thus, a viewer may sight. 20' Dragon at I distance of 16 miles and discern
that it is, in fact.• Dragon 40'li10· 150% '"' 00% of the time. In other words. the Dragon would appear only IS' dot on the
horizon.

Obstructions will impair sighting, and it is enaJmbent upon the Judge to determine the correct method of siltltinv to be
used according to situation. Judge must determine what measurement increment is to be used for the distance and hei{l'lt
ranges listed according to the specific circumstances. For instance, in a mountain gorge, the obstruction distance mi{l'lt be In
feet or yards, whereas, trlVeling on the mountain's spur, the obstruction distance might be thousands of yards or miles. The
following guideline is for ground level si{l'lting and is recommended for determining obstades in any direction corresponding
to. hex field. North, NE. Sf. South, SW, and NW. The PROe of Flora lind FJlUnll is indiClltive of that life within the distance
of the obstacle and has nothing to do with si{l'lting.

Open ....... Drifting Ught H.", PIJIins
Obstruction S.. o-rt 0.._ Hills Forest F..... Mounbins "".... S_
ProbMMIity 05 40 60 72 80 90 75 96 15
Distance 1 . 12 20 ·40 10 - 60 10 - 80 3 - 18 2 - 12 30·180 1 ·6 80 -480
Height 1 . 10 4·24 7·42 8- 48 5 - 30 6·36 40 - 240 6·36 2· 12
Weather 62 24 '6 32 34 36 26 38 40
Flora 16 10 06 42 65 75 21 82 28
Faun. 25 15 05 35 88 96 18 98 34

Hydrographic T.rrain

Only streams, rivers, and lakes hl'le been printed on the campaign level maps. Other hydrographic terrain is encountered
upon scouting or prospecting one of the .20 mile hexes - 1056 feet across· following the format of the Keen Sighting guide­
lines. Add 10% to encounter probabilitv for river and coastline hexes alld subtract 40% fM desert hexes.

F.atur. W""" Oep" Encounter -Unusuel
1 Rivulet 2'-12' l' . 6' 01 - 30 , Spring
2 Streamlet 4'-24' 2' . 12' 31 ·50 2 Ouicksand
3 Rill 6' - 36' 3'· 18' 51 ·65 3 Geyser
4 Brooklet 8' - 48' 6'·36' 66·76 4 Sprey
5 Runnel 20'·120' 10' - 60' 77-85 5 Boiling Springs
6 Brook 60'·360' 20' . 120' 86·94 6 Pool 40' . 240'
7 Runtet 80'·480' 40' . 240' 95·98 7 Pond 100'·1000'
8 Stream 100'- 1000' 50' - 360' MAP ONLY 8 Water Hole
9 River 200'·2000' 100'·1000' MAP ONLY 9 Hot Springs

10 Unusual • • 99·00 10 lake - MAP ONLY

For generating an indicated water course, use the following table. Add or PJbtract from relevant dimensions lQ%. where
prudent. Keep in mind that the dimensions should increase when moving downstream and decrease when moving upstream ­
apply a 5% bonus to reflex this difference. Subtract'3 from all die rolls not made for hilt or mountain hexes. Rolls not on the
chart indicate no overall change.

·PROS of Edible Salt
VM 2.0, Ore Grade 1 ·4

Slide
1. Mud
2. Gravel
3. Sand
4. Rocks
5.0av
6. Salt-

1.
2.
3.
4.
5.
6.
7,
8.
9.

10.

Narrows
Widens
Turns left
Turns Right
Shallower
Deeper
Partial Blockage
Fall 10' - 1000'
Rapids
Isle or Bar

I;rtial Blockage
1. Slide
2. Flora
3. FlUna
4. Rocks
5. Construction
6. Debris

Flora
1. Mold
2. Weed
3. Flower
4. Herb
5. Vegetable
6. Fruit

Debris
1. Skeletons
2. Refuse
3. Flotsam
4. Brush
5. logs
6. Wrecks

Flof. Sbte
1. Seedling % Size
2. Sprout % Size
3. Mature Full Size
4. Ripe
5. Decayed % Size
6. Withered 14 Size

Conwuction
1. Dam
2. Stilt Hut
3. 8ridge
4. Dock
5. Ruins
6. Mill

Flor. Size
1. Creeper 4" . 24"
2. Underbrush 6"·36"
3. Brush l' . 6'
4. Shrub 2' - 12'
5. Vine 3' - 18'
6. Tree 4'·40'

Fauna
Roll by Terrain Type
on Encounter Tables
appropriate to the
situation.
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Prosperous ProspectinV

Prospecting •.20 mile hex requires one week of time with anendant encounter die rolls. Once found, the Deposit Type
it diced for, tnd workers must be hired to "mine" the deposit. Roll for Ore G~, and then determine the value of the
"worked" minerlls using the f~lowing formul.: 1700 x Cubic Feet of Ore Deposit Volume x Yiekf Percentage x Value Mul·
tiplier. The product is the value in Gold Pieces of the refined or "worked" minerl!' Note that Marble and Gems are not deter·
mined in this m.nner. ····For the GP value of Marble from a Marble deposit, use the following formul.: Marble Class Per­
C8nQge x Marble Type Number x OJbic Feet of Deposit x Yield Percentage. ····For Gem ore GP v.lue of rough stones, Ule

the following fonnul.: 10 x QJbic Feet of Deposit x Velue in GP of Gem Type. A stone cuner jeweler (as Engineer) cen in·
ere.1t or decrease the value of each cubic foot of rough gem stones. Diet on the Stone Cuning table, adjusting + 1 for DEX
above .v.rage and·l for below average DEX of the jeweler.

Depo.lt. Cubic Feet· Find PROB· Ore Grade Yield" Other Mintral. VM"
1. T,... 1 ·6 ."'" 1. Fools 01% 1. Volcanic·· .009
2. Tkr.ad 1 . 8 """ 2. Vile 11'" 2. Mercury .008
3. Strlak 1 . 10 35% 3. ea.. 15% 3. Sulphur .008

•• L_ 2 - 12 JO'l(, •• Mediocre 25% •• Tin .008

•• Vlin 3· 18 2O'l! 5. Poor 3"'" 5. Zine .010
e. Soom 4·24 """ e. Fair 3." 8. L." .009
7. ~ e·38 07% 7. Fine ."'" 7. eool .006
8. PI..., 8·48 04.. 8. Superior '5% 8. Porcelain, ClaY .003
9. L_ 9·54 02% 9. Sublime ..,.. 9. Petroleum .004

10. Mo1he, Lode 1·6x Lode 01% 10. Majestic ""'" 10. Semiprecious

Semi-Precious VM" PrtetouS Minerah VM"
1. C_, .02 1. Oriella/cum 40.0 ·For Seml·Preclous Double
2. I",,, Jl6 2. Ophite 0.5 For Other Minerals 1 - 6x
3. GJ"" .03 3. Silver 0.1 For Rocks 1 • l00x

•• M.-oritl .08 •• Gold 1.0
5. Cemeli.n .08 5• Electrum 2.0 • ·Cost to refine is 30% of GP v-'ut of
e. "-' .07 6 . Platinum 5.0 yield less the Deposit number· i.e.
7. Marble··· 7. Mithril 10.0 2O'K. for Mother Lode.
e. Nin. .06 8 . Adamantite 21>.0
9. Alum .1>4 9. Magiwm 30.0 • ·Concrete Gride

10. PrKious 10. Gems····

Find PAOB is rolted only if scouting. 20 mile hex in whk:tl the Judge has predetermined that a deposit exists. Prospecting
ellows. cumut.tive PROB die roll once per week.

StOM e-.ttinv
1. Decrease V,lue 80%
2. Decrease V.loe 30%
3. Increase V.lue Double
4. Incr.ase V.lue Triple
5. Inc,. Value Fourfold
6. Inc,. Ve/ue 5x

·VM: V.lue Multiplier
0,. weight is 1700 GP, not Value; see other rule on Prospecting.

......
1. Granite
2. Sh.1e
3. Limestone
4. o,alk
5. Swdstone
8, Other Minerals

VM"
.0006
.I:nJ7
.DOO6
.0004
.0003

Rock Sizes
1. Sand .01"· .10"
2. Grevel .1"·1.0"
3. Pebbles 1" • 3"
4. Stones 2" . 12"
5. Aocks4"·24"
6. Boulder 2' - 12'

Marble Class
01 . 20 Gray
21·38 Brown
39 - 54 Blue Grl';'
55 . 69 Black
70· 80 Yellow
BO· 85 Pink
85-92 Red
93 - 95 Green
96·97 Blue
98· 99 Snow Wh ite

00 Iridescent

Marb" Type,
1. Solid
2. MonIed
3. Coral
4. Fossil
5. Striped
6. Translucent
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Triumphlnt Grind Tlctical

The campaign maps use a scale of 5 miles per hex. Within each 5 mile hex are 625 small hexes, eactl .2 miles across (1056',
or 352 yardsl. Eactl .2 mile hex contains 22.2 acres, or 967,032 square feet. A .2 mile hex mav be more finely divided by
making it the encompaulng hex; eactl small hex within it will be 42.24' wide. Following is a small section on a simplified rule
on movement/terrain points.

Simplified Movement/Terr.in Points
Each tum of movement on the Grand Tactical hexes is 1 hour long. Your movement points are the same IS your dungeon
move distance in inctles; see the following table. Each hex costs the movement points listed to enter; if you do not have
enough remaining points to pay the cost listed, you cannot enter the hex. (Optionally, a player may always move one hex,
despite terrain penalties.)

Mo,ement Points
El"IOJmbered 3
Armored Foot 6
Heavy Foot 9
Light Foot 12
Heavy Horse 15
Medium Horse 18
light Horse 24

Terrain Point Cosu to Ent.r. HI}la.,..... Slop.. Hydrogr",hic
Road % Gentle 2 River Ford, Stre...... Deep
PI.ins!Steppes 1 Rise 4 Gully, or Swift Current +3 to Crou
Brush 2 Steep 6 NH Small Gully or Slow
light Woods 3 Cliff 9NH Current +1 toCron
Dense Woods 5 NH Talus/Rocks 6 NH (Crouing cost is additional to other terrain)
Packed Desert 2
Dunes 4 NH

Hours of Daylight
Winter· 8 hours
Spring. 12 hours
Summer· 16 hours
Fall· 12 hours

NH . Horsemen are not allowed except in the case of dunes and dense woods, where they are required to dismount and walk
their horses.

Deduct 1/3 of your movement points for each of the following conditions: snow, mud, extreme heat or cold, or non-moonlit
night turns.

Constitution Check
Playeds) must make a Constitution Check whenever they attempt to climb steep hills or cliffs, move when having not eaten
in the last6 hours, or move when having not slept in the last 10 hours. A Constftutlon Check is performed by rolling a 2O-sidcd
dice with any result equal to Of less than your CON to succeed. Failing the check by rolling higher than your CON reduces
your movement points by half on succeeding turns if you do not take a turn out to rest and not move. Successive failures after
the first reduce your movement points by half again, until rested. The Judge mould give bonuses or penahies on top of this
g;ideline for circumstances and player actions.

To determine movement obstacles, dice on the following tables, adjusting for the tYpe of terrain in the 5·mile hex in which
the .2-mile hexes are located. Movement penalties for Uplands and lowlands are solely dependent upon the Slope Gracie, whictl
is determined independently each 2 mile hex for that particular contour. Flatland penalties are a function of the feature en·
oountered and should be adjusted by the Judge according to the severity of eactl situation. Avoiding obstacles by encircling
them negates the penalty. Obstacles whictl indicate Flora or Fauna also require some input by the .kJdge because no t.blas are
provided for etch habitant. Note that the encounter with Fauna opens the possibility of hunting by the players and adds a feel
of realism to the wilderness. The numbers following Uplands indicate the range of the die roll to be used.

Type of 5 Mile Hax Terrain

Gener.1 Hills and Dunes Mountlins Optn Sea
I. Flatlands I. Flatlands I. Flatlands I. Sandbar
2. Flatlands 2. Flatlands 2. Uplands 1 • 20 2. AH'
3. Flatlands 3. Uplands 1 . 10 3. Uplands 1 . 20 3. Islet
4. Flatlands 4. Uplands 1 . 10 4. Uplands 1 . 20 4. Flotsam
5. Uplands 1 ·6 5. lowlands 5. Uplands 1 ·20 5. Jetsam
6. lowlands 6. lowlands 6. lowlands 6. Flora
7. Flora 7. Flora 7. lowlands 7. Fauna
8. Fauna 8. Fauna 8. Hydrographic 8. Floe
9. Hydrographic 9. Hydrographic 9. Flora 9. Whirlpool
o. Hydrographic o. Uplands 1 . 10 o. Fauna o. Sandbank
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0"
0"
·2"....
-6"
-6"

·10"
·12"

Downstopa
Penalty

Up~ope

Penalty
·2"
·4"
·6"
-S"

-10"
·12"
-14"
-16"

Adjust movement penalty for DEX abo¥e 12 to +3" and beklw
aver9 to -3". Only footmen can ascend to L~. For Horses. dice
normally. although they cannot ascend slopes steeper than Abrupt.
Donkeys and Goat-like beasts dice as high DEX for purposes of slippage.
Probability of slip is half the degree of slope stated as a percentage.
Thus. a man ascending a slope of 30 degrees has a 15% chance of slip·
ping; treat as a fall for damage. Adjust for DEX above 12 at -10% and
DEX below9 at +10%. as well as for each movement penalty beyond the
fif"lt at ·05%. Therefore, the man climbing the 30 degree slope can
reduce his chance of falling by 05% if he sl(MIs his movement by 8".
When prudent. the Judge should adjust the movement/time scale to ten~

of feet/10 minutes or .2 mite hexes moved/hour. Hills generally consist of 1 . 10 contours of 2' - 200' in height each. and
mountains wookl usually consist of 30 - 180 contours of 2' - 200' each. Contours descend in cweralliength as they stack, but
more than one rontour can exist on the same lower contour. forming spurs and rKtges with defiles. The sub-table for lowlands
gN" the o.....rall dirnenstonl of thofeatuns. and tne Uplands sub-table gives the neights of the rises with respect to the position
of the viewer from a lower contour; it does not predude tne potsiblity of a higher contour beyond the viewer's position. These
guidelines need the discerning eye and practiced hand of a skilled Judge to be applied welL

Slope Grade
in Dear'"

01 . 20 Indine
21·30 Mitd
31 . 40 GenUe
41·50 Steep
51 . 60 Abrupt
61 - 70 Torturous
71 . 80 Breakneck
Sl ·90 Precipice

L......... Width De.", Uplands Width Height
1. Cul-de-Sac 30' . 180' 30' . 180' 1. Cul-de-Sac 30'·180' 30'· 180'
2. Dip 30'-180' 1'·20' 2. Boulders 2' . 12' 2' . 12'
3. Sinkhole 20'· 120' 10'-100' 3. Rise 20'· 120' 4' . 24'
4. Excavation See Sub·table 4. Elevation See Sub-table
5. Water Course See Sub·table 5. Mound 60' . 360' 10'-60'
6. Dingle See Sub-table 6. Hummock 100' -600' 32' -42'
7. Dale 60'·240' 21'·40' 7. Hillock 200' ·1200' 42'·52'
S. Dell SO' -480' 30' - 180' S. Knoll 300' - 18lX1' 52'·62'
9. Sasin l00'·lM 50' ·360' 9. Butte 400' . 2400' 62' ·72'

10. Bottom 1M ·4M 90' . 540' 10. Hill 500' ·3M 72' . 82'
11. Glen 2M· 12M 100'· 1M 11. Ridge see SlJb-tabie
12. Vale 3M. IBM 200' . 1200' 12. Mount 600' • 3600' 82'· 92'
13. Hollow 4M - 24M 300'· 1800' 13. Oiff See Su!).table
14. Valley 5M - 30M 400' - 2400' 14. Pike 800'·4800' 92-102
15. Gorge 2M· 12M 600'·3600' 15. Vantage 1M ·6M 102'-112'
16. Defile 1M ·6M 700' - 4200' 16. Spur 2M - 12M 112' - 122'
17. Cleft 100··lM 800' -4800' 17. Tor 4M - 24M 122'-132'
lS. Crater 10'-lM 10' . 1M 18. Mountain 5M·3OM 132'·142'
19. Chasm 30' - 180' 900' - 5400' 19. Ered 6M·36M 142'·152'
20. Canyon 5M.3OM 800' - 4800' 20. Crest See SuMable

M- 1000'

Excawation- Width Depth Elevation Width Hetght
1. Trench 1'-100' l' - 20' 1. Monolith 9' • 54' 20'·200'
2. Often 3'· lS' 2' - 12' 2. Tumulus 60'·360' As Width
3. Furrow 2"·12" 1" . 6"· 3. Barrow 80' ·480' 40' . 240'
4. Pit 3' - lS' 4' . 24' 4. Totem 4' - 24' 30' . 180'
5. Hole l' - 6' 60'·360' 5. Tower 10'·60' 20' . 120'
6. Well 2'-12' 40' . 240' 6. Spire 3'-lS' 10'·100'
7. Mine 2' . 12' loo'·lM 7. Building 10' . 40' 10'-40'
8. Reservoir 40'·240' 10' -60' 8. Stairway 6' . 36' 30' • 180'
9. Terraform 1'·100' 3' . 300' 9. Terraform 90' . 540' 90' - 540'

10. Cistern 6' . 36' 20'· 120' 10. Heap 4'·240' As Width

·PROS 10% of Stairway
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Fladands
1. Cul-de-sac
2. Hydrographic - Water

Course if Desert
3. Trees· Sand if Desert or

Mountain
4. Sand . 20 - 120 Hexes if

Desert; Move -2"
5. Flora· see SlJb-tabie
6. Trap· See Sub-table
7. Swamp - See Su!).table
S. Mud Flat - Salt If Hard

Packed Desert
9. Fauna - See SlJb-tabie

10. Field-SeeSub-tabie
11. Construct - See Sub-table
12. Gra"lend . see Subtable;

Sand if Desert
13. Muck· 1 - 6 Hexes; Move

·4"
14. Rocks - See Sub-table
15. Pumice - Move -4"; No

SiWtting if Riding
16. Slime· PROS SLIP as

Breakneck Slope
17. Inclosure· See Sub-table
18. Lair· As Monster lair
19. Ruins· See Sub·tables
20. Passages - See Sub-table;

Random Direction,
PRoe 10'l1iIHex of end



Crest Ridge Tr.p
Top Contour of 12' - 19' Top Contour of 5'·10' 1. Pitfall

Typ. Height .2 Mile Hexes Slope Type Height .2 Mile Hex.. $'... 2. Snare
1. Dome 7' . 42' 1 -4 Gentle 1. Dune 4' . 24' , - 2 Mild 3. Fauna·
2. Summit 8'·48' 1 -6 St... 2. Fold 6'·36' 8 - 48 Gentle 4. Stakes
3. Point 9' , 54' 2· 12 Abrupt 3. Escarpment 7' . 42' 4·24 St... 5. lure
4. Peak 20' . 120' 3 - 18 Torturous 4. Rough 8' - 48' 2· 12 Abrupt 6. Deedf.U
5. Hom 40' . 240' 4·24 Breakneck 5. Broken 8' . 48' 2· 12 Torturous
6. Pinnacle 60',360' 5,30 Precipice 6. Hogback 8' . 48' 1 ,6 Breakneck ·Webs, etc.

Ty..
1. Steep
2. Scarp
3. FAlIt
4. Crag
5. Bluff
6. Promontory

Cliff
low... Contour of 14'·19'

Height .2 Mile Hexes
6'·36' 1-6
7'·42' 2·12
6'-36' 10·60
S'-48' 4-24
10'·60' 6·36
20' . 120' 30 . 1111

510",
St...
St...
Abrupt
Breakneck
Abrupt
Precipice

Dine"
Flora .nd lair Alway. Prnent
Type WKhh Depth

1. Clearing 1'· 10' 1'·10'
2_ Glade 2' . 20' 2'·20'
3. Grot 3' . 30' 3'· 30'
4. Grotto 4' ·40' 4' - 40'
5. Cave 5' - SO' 5'· 50'
6. Cavern 6' ·60' 6'·60'

Endoture·
Type .2 Mile Hexes

1. Pen "
2. Sheepfokt %

3, Coup "
4. Pigsty 1 ·6
6. c:orr.l 2 . 12
6. Kennel 3 - 18

·No Move Penalty. PROB JmE,

of domestiated cre.tures NA
1 • 100 with PROB 80% Guar·
dian/Herder

·Completely dry except in rainy season or
during flood

1. Freshet·
2. Gully
3. Ravine
4. Channel
5. Widdis·
6. Hydrographic

·00 not negate Slope Penalty

W.ter·Course
W.ter Depth 1"·6" Although Fe.ture Is

Full Sind
2'·12' 1'-6'
6'·36' 3'·18'
20'-120' 10'-60'
SO' ·4SO' 40' - 240'
100' . 1M 60' . 360'

See Sub-table

Type
1. Track
2. Path
3. Trail
4. Gravel Road
5. Roman Road
6. Asphalt

P....•
Bonu. Move AdjusbTlents
+1" Fauna Passage
+2 l' . 6' Overgrown
+3 2'·12' Marked
+4 Construct
+5 Construct
+6 Construct

Construct·
8"·48" Tall

1. Hedgerow
2. Fence Paling
3. lowWatl
4. Pavement
6. Pile
6. Signpost

·No Move Penal·
ty if less than
creature's height,
otherwise ·2"

Swamp·
Ty.. .2 Mile Hexes ....lty

1. Morass 1 ,6 ·1"
2. Mire 2· 12 ·2"
3. Fen 3· 18 ,3"
4, Boo 4 - 24 -4"
5. Mwsh 5 - 30 -5"
6. Ouawnir. 6,36 ·6"

Gr••and·
Type .2 MUe HeQl .......t ....,ty

1. Field 1 - 6 6"·36" 0"
2. Pasture 2 . 12 6"·36" 0"
3. Paddock 3 - 18 6"·36" 0"
4. Meadow 4·24 9" - 54" ·2"
5. Heath 5 - 30 10' . 60'. ·3"
6. Range: 6-36 20'·120'· -4"

·True Swamps .ppear only on Maps ·Steppes;.nd Pl.ines .ppe. only on MIPS.
Flora hi{tler than vtewer negates: sighting.
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RavlSled Ru ins
Roll Cia.., Condition. Covering lif Applicable), State, Keeper, and Sub-tables

Clus
1. Ruins
2. Relics
3. Remains
4. Vestiges
5. Remnants
6. Refuse
7. Wrecks
8. Skeletons
9. Antiques

10. ArtifKtS

Condition
1. Partially Covered
2. Fully Covered
3. Above Ground
4. Rocky Slope
5. Inside Cavern
6. In Crevice
7. Beneath Overhang
8. Large Crater
9. Partially Sunken

10. Q10rrcd and Burned

Couring
1. Sand
2. Ashet'
3. Cinders
4. Earth
5. Thicket
6. Mold
7. Slime
8. Rocks
9. Webs and Dust

10. Vines

State
1 . Crumbled and Decayed
2. Disfi!JJred and Defaced
3. Wonn-eaten
4. Crystali:ced and Petrified
5. Corroded and Eroded
6. Collapsed and Tumbled
7. Mouldy and Contaminated
8. Dangerous Operational
9. Partially Operational

10. Fully Operational

Keeper
1. Mechanical
2. Giant Types
3. Dragon Class
4. Undead Types
5. Lycanthropes
6. True Giants
7. Animals
8. Insects
9. Trap

10. None

Ruins
1. Manor
2. Village
3. CitY
4. Citadel
5. Castle
6. Temple

Mo_
l. Hut
2. Hovel
3. Hall
4. Villa
5. Cottage
6. Palace

Citadel
1. Tower
2. Tower and Outer Wall
3. Great Keep
4. Keep and 4 Towers
5. NO.4 and Outer Wall
6. No.5 and Moat

Viii.
1.2·12Huts
2.4·24 Hovels
3. 6· 36 Cottages
4. No.3 and Ditch
5. No.3 and Pallisades
6. NO.5 and Moat

Castle
1. Keep and Pallisades
2. No.1 and Moat
3. No.2 and Walls
4. No.3 and Manor
5. No.4 and 4 Towers
6. No.5 and Outer Wall

City
1.7 ·42 Houses and Citadel
2. 8·48 Houses
3. 9· 54 Houses and Wall
4. No.3 and 1 . 4 Citadels
5. 20·120 Houses
6. No.5 and 1 ·4 Temples

Temple
1. Altar
2. Shrine
3. Sanctuary
4. Oracle
5. Pantheon
6. Monastery

Relict Tools
1. Tools 1. Ladder
2. Machines 2. Plow
3. Tombs 3. Pick
4. Annor 4. Hoe
5. Weapons 5. Anvil
6. Cootainef1; 6. Axe

Machines Tombs
1. loom 1. Grave
2. Grinding Wheel 2. Sepulcher
3. Clock 3. Mausoleum
4. Balance 4. Catacombs
5. Potter's Wheel 5. Vault
6. Press 6. CryPt

Armor Weapons
1. BreastPlate 1. Dagger
2. Greaves 2. Scimitar
3. Gauntlets 3. Hand Axe
4. Helmet 4. Spear
5. Chainmail 5. Trident
6. Shield 6. Battle Axe

Containers
1. Barrels
2. Urns
3. Trunks
4. Jars
5. Bottles
6. Boxes

Remains
1. Utensils
2. Apparel
3. Harness
4. Toys
5. Optics
6. Tome

Utensils
1. Eating
2. Digging
3. Writing
4. Navigating
5, Meawring
6. Musical

Apparel
1. H...beric
2. Boots
3. Cloak
4. Tunic
5. Mask
6. Breeches

Harness
1. SwiTlmer
2. Flyer
3. Giant Animal
4. Small Animal
5. Man·Si:ced
6. Colossal

Toys
1. 0011
2. Vehide
3. Weapon
4. Tool
5. Game
6. House

Opdes
1. Monocle
2. Spectacles
3. Spyglass
4. Mirror
5. Colored Pane
6. Perisrope

T_.
1. lexicon
2. Scroll
3. Manual
4. Tablet
5. Book
6. Codex

Vestiges
1. Pyramid
2. Mound
3. Fountllin
4. Totem
5. sewers
6. Monolith
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Py,.mid Mound
1. Burial Tomb 1. Sacrificial
2. Temple 2. Burial
3, Observatory 3. Treasure
4. Pataee 4. lair
66% have 5. Saaed
stepped sides; 6. Polymorphed
the rest are flat.

Fountllin
1. Giant
2. SUtued
3. Miniature
4. Geometric
5. Wish
6. Spray

Totem
1. Mammal
2. Human
3. God
4. Monster
5. Bird
6. Snake

Sewers
1. l' Square and Open
2. 2' Square and ()pen
3. l' Sq..Iare and Closed
4. 2' Square and Closed
5. 4' Square and Oased
6. 0' Square and Closed

Monolith
1. Column
2. Hewn Statue
3. Minaret
4. Obelisk
5. Effigy
6. Monument



Remnants Road Tombstone Stgnpost Channel MalOnary
1. Road 1. Track 1. Plaque 1. Guide 1. Tunnel 1. Mud Bricks
2. Tombstone 2. Trail 2. Cairn 2. Omen 2. Pipe 2. Stone Bricks
3. Signpost 3. Grallel 3. Staff 3. Trade 3. Well 3. Marble Blocks
4. Channel 4. Roman Paved 4. Beacon 4. Warning 4. Passage 4. Plaster
5. Masonary 5. Asphalt 5. Pyre 5. Emblem 5. Canal 5. Wattle
6. BrK:lge 6. Concrete 6. Stone Pile 6. Boundary 6. Aqueduct 6. Stone Blocks
7. Wall
8. Edifice Bridge Edifice Works Structure Well
9. Works 1. Rope 1. Carved Cliff 1. Arsenal 1. StlIirwav 1. Stockade

10. Structure 2. Wood 2. Sculptured Mound 2. Granary 2. Ramp 2. Barricade
3. Stone 3. Colossal Statue 3. Paved Plaza 3. 91aft 3. Fence
4. Earth 4. Palace 4. Viawet 4. Spire 4. Rampart
5. Natural 5. Mill 5. Reservoir 5. Roof 5. Dike
6. Brick 5. Calendar Stone 6. Cistern 6. Tunnel 6. Partition

R.fu. Offal Sewage Paru DilUrds Food Fuel
1. Offal 1. Viscera 1. Soap 1. Buck}! 1. Leather ScI1lPl 1. Fat 1. Wood
2. Sewage 2. Bones 2. Body Wastes 2. lacing 2. Papyrus Scraps 2. Fruit 2. Coal
3. Parts 3. Gore 3. Oils 3. Crossbar 3. Hand}! 3. seeds 3. Peat
4. Discards 4. Grizzle 4. Slop 4. Pommels 4. Shield 8010$ 4. Vegetables 4. Dung
5. Food 5. Fat 5. Chemicals 5. Arrowhead 5. Pole 5. Minerals 5. Petroleum
6. Fuel 6. Talons 6. lint 6. Spi"e 6. linen Saaps 6. Meat 6. Wax

Wrecks S.. Vehicle lend Vehicle Air Vehicle
1. Sea Vehide 1. Raft 1. Sledge 1. Balloon
2. land Vehicle 2. Canoe 2. Wagon 2. Wings
3. Air Vehicle 3. Pig BlocIder 3. Utter 3. Hang Glider
4. War Engine 4. Longboat 4. Carriage 4. Unusual·
5. Submarine 5. Merchant Ship 5. Wain 5. Peredlute
6. Subterranean 6. Man O'War 6. Chariot 6. Roc Carriage

Wer Engine Submarine Subte".nean ·Unusuel Air
1. Onager 1. Dolphin Sled 1. Mole Sled 1. Propeller Driven
2. Screw 2. Sea Horse Carriage 2. Rock Borer 2. Jet
3. Ram 3. Giant Turtle House 3. Mine Cart 3. Re-Entry Capsule
4. Tower 4. Diving Bell 4. Earth Borer 4. Space Craft
5. Springel 5. Pocket 5. Worm Saddle 5. Helicopter
6. Trebuchet 6. Nuclear 6. Rat Chariot 6. Anti-Grall

Skeletons
1. Small
2. Man-Sized
3. Giant
4. Unusual
5. Skulls
6_ Colossal

Sm.lI
1. Miniscule
2. HalfJing
3. Owarven
4. Pixie
5. Gnome
6. Kobolds

Man-Sized
1. Man
2. Elven
J. Orc
4. Troll
5. Lizard Men
6. Snake

Giant Unusual
1. Ogre 1. Cubic
2. Hobgoblin 2. Crystaline
3. True Giant 3. Multi·Limbed
4. Dinosaur 4. Multi·Headed
5. Sea Monster 5. Winged
6. Whale 6. Armor-Plated

Skulls Colossal
1. Miniscule 1. Humanoid
2. Man·Sized 2. Allian
3. Giant J. Reptilian
4. Coloual 4. Ursoid
5. Multi-Horned 5. Amphibian
6. Multi-5ockets 6. Crustacean

Antiques Statues
1. Statues 1. Miniature
2. Furniture 2. H.If·Sized
3. Engravings J. Life·Sized
4. Idols 4. Giant-Sized
5. Fittings 5. Abstract
6. Handiaaft 6. Magic IJG. l24)

Furniture
1. Throne
2. Chest
3. Giant-Sized
4. Miniature
5. Stone Seat
6. Stone Table

Engrllvings Idols Fittinp
1. Battle Scene 1. Stone 1. Faucet
2. Coronation 2. Plaster 2. l..-np
J. Punishment J. Metal 3. Bell
4. Religious 4. Wooden 4. Frescoe
5. Romantic Height: 1" - 20" 5. Hinges
6. Curse 6. Knocker

H.ndicretu
1. Basket
2. Vase
3. Miniature Painting
4. Ab.cus
6. Ship's Figurenead
6. Bust
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Tropical Sub-Tropical Middle Latitude High latitude
01·20 Hex" 10 - 60 Hexes 31·50 Hex" 41-60Hox" Flowers Unuwal FIO'Nen

1. Skunk Cabbage 1. Flax 1. Water Lily 1. Blueberry 1. Delphinium 1. Rose
2. Monstera 2. Tapioca 2. Anemone 2. Heather 2. Lily 2. Iris
3. Oil Palm 3. Prickly Pear 3. Buckwheat 3. Goklenrod 3. Sunflower 3. Geranium
4. Pineapple 4. Bilberry 4. Smartweed 4. Dandelion 4. Snapdragon 4. Nasturtium
5. Traveler Palm 5. Crowberry 5. Pigweed 5. Horseradish 5. Lotus 5. Poinsetta
6. Hemp 6. Hemlock 6. Pokeweed 6. Ragweed 6. Foxglove 6. Rhododendron
7. Down Grass 7. Nettle 7. Gooseberry 7. Cocklebur 7. Mullein 7. Petunia
8. Bamboo 8. Nightshade 8. Strawberry 8. Thistle 8. Columbine 8. Morning Glory
9. Papyrus 9. Pipeweed 9. Raspberry 9. Sagebrush 9. Hollyhock 9. Poppy

10. Mushroom 10. Belladona 10. Blackberry 10. Bluegrass 10. Lavender 10. Carnation
11. Tree Fern 11. Bladderwort 11. Alfalfa 11. Timothy 11. Daffodil 11. Camellia
12. Willow 12. Ivy 12. Clover 12. Wheat 12. Azal.a 12. PrimroS8
13. Sugarcane 13. Coffee 13. Water Chestnut 13. Alder 13. Woundwort 13. Aster
14. Cotton 14. Currant 14. Cranberry 14. Barley 14. Honeysuckle 14. Daisy
15. Rush 15. Hops 15. Milk Weed 15. Oat 15. Buttercup 15. Chrysanthemum
16. Tea 16. Huckleberry 16. Spiky Grass 16. Millet 16. Philodendron 16. Marigold
17. Seaweed 17. Grape 17. Water Cre" 17. Bracken 17. Violet 17. Tulip
18. Canna 18. Scrub Grass 18. Blackthorn 18. Gorse 18. Gladiolus 18. Hyacinth
19. Flower 19. Fruit 19. Herb 19. Mistletoe 19. Spiderwort 19. Narcissus
20. Unusual 20. Unusual 20. Unusual 20. Unusual 20. Unusual 20. Rare

Rife Flowers Vegetables Unusual Vegetables Herbs Unusual Herbs Molds
1. Orchid 1. Rice 1. Lettuce 1. Oregano 1. Frankincense 1. Yeast Mold
2. Rock FIOINer 2. Parsley 2. Corn 2. Thyme 2. Gum Arabic 2. Amber Mold
3. Vampire Orchid 3. Parsnip 3. Squash 3. Anise 3. Tanna 3. Brown Pudding
4. Vampire Vine 4. Carrot 4. Pumpkin 4. Dill 4. Myrrh 4. Lime Slime
5. Yellow Lotus 5. Celery 5. Endive 5. Caraway 5_ Saffron 5. Crimson Ooze
6. Purple Lotus 6. Potato 6. Asparagus 6. Ginger 6. Tarragon 6. Ochre Jelly
7. Blaclc Lotus 7. Egg Plant 7. Sprouls 7. Sage 7. Chicory 7. Sludge Mold
8. Venus Fly Trap 8. Pepper 8. Artichoke 8. Alum 8. Apasar 8. Mildew Mold
9. Belladona 9. Sweet Potato 9. Radish 9. Garlic 9. Bay 9. Musty Mold

10. Wolvesbane 10. Peanut 10. Green Beans 10. Rosemary 10. Marjoram 10. Stale Mold
11. 81ack Orcn id 11. Mustard , 1. Cauliflower 11. Allspice 11. Savory , 1. Fusty Mold
12. Man-Eating Tulip 12. Cabbage 12. Turnip 12. Paprika 12. Basil 12. Fester Mold
13. Silver Chimes '3. Rhubarb 13. Broccoli 13. Cayenne Ppr. 13. Cardamom 13. Smutty Mold
14. Swallower Vine '4. Spinach 14. Rutabaga 14. Black Pepper 14. Chervil 14. Muck Mold
15. Whispering Vine 15. Beet 15. Tomato 15. Tartar 15. Coriander 15. Rankle Mold
16. Enchantress Vio. 16. Peas 16. Lima Bean 16. Curry 16. OJmin 16. Reek Mold
17. Eye FIOINer 17. Bean 17. Popcorn 17. Spearmint 17. Fennel 17. Fetid Mold
18. Clinging Blossom 18. Maize 1B. Meloo 18. Chili Pepper 18. Mace 18. Rancid Mold
19. Tigersbane 19. Onions 19. Watermelon 19. Sesame 19. Pekoe 19. Dry Rot Mold
20. Leech Flower 20. Unusual 20. Rare 20. Unusual 20. Rare 20. Scum Mold
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Protecti,e De,ice Informati,e Device
1. Machine 1. Stone
2. Staff 2. Flask
3. Vial 3. Orb
4. Garment 4. Diadem
5. Tolilffion 5. ernul Ball
6. Armor 6. Neckt.oe

WINds, Flowers, Vegebble•• Herbs. and Mold.

ArtKaets
1. Weapon
2. Entertainment
3. Protective Device
4. Offensive Device
5. Informative Device
6. Leadership Device

Weapons
1. Sword
2. Dagger
3. Hammer
4. Club
5. Battle Axe
6. Javelin

Entertainment
1. Animated
2. Musical
3. Oancing
4. SelVing
5. Intensifying
6. Dreaming

Offensive Device
1. Hand
2. Vase
3. Eye
4. Box
5. Harm
6. Vat

Leadership Dt,ice
1. Ring
2. Gem
3. Throne
4. Rod
5. Sword
6. Scepter



Lofty Trees

Trees range in height from 4' - 400' when mature. The tree size table gives the number of.2 mile hexes that the stand of
trees will occupy. The tree type is actually the strain predominant in that stand of trees and is II function of latitude. The
latitude is stated in numberof5~ile hexes from the equator located between the 5~ile hexes of row XX17 and XX180f the
Barbarian Altanis, Desert Lands, and Ebony Coast Campaign Maps. Actual Climatic Zones will vary; the guideline is intended
as a simplified aid only.

Tropical Sub-Tropical Middle Latitude High Latitude
01 - 20 Hexes 10·60 Hex" 31 ·50 Hexes 41 . 60 Hexes Not Fruit Unusual

1. Baobab 1. Cediill' 1. 8irch 1. Buckeye 1. Almond ,. Orange 1. Balsa
2. Jac:ar.nm 2. RoJeWood 2. Bauwood 2. Beach 2. Brazil 2. Lemon 2. Bay
3. Mahogany 3. Satinwood 3_ Alder 3. Yew 3. Butternut 3. Lime 3. Bayberry
4. Mand'lineel 4. Poplar 4. Cottonwood 4. Holly 4. Cashew 4. Grapefruit 4. Betel
5. Mangrove 5. Stink Tree 5. Dogwood 5. Spruce 5. Cooonut 5. Breadfruit 5. Brazilwood
6. Monkeypod 6. Macadamia 6. Catalpa 6. Douglas Fir 6. Filbert 6. Citron 6. Calabash
7. Tamarind 7. Magnolia 7. Hawthorn 7. Balsam 7. Hazel 7_ Cherry 7. CamphOf
8. Teak B. Ash 8. HickOfY 8. Pine 8. Hickory 8. Mango 8. Date
9. Banyan 9. Locust 9. HltCkberry 9. Cypress 9. Pecan 9. Nectarine 9. Carob

10. BoTree 10. Olk 10. Maple 10. Bristlecone 10. Pinon 10. Olive 10. Chinchona
11. Cycad 11. Soapberry 11. Aspen 11. Hemlock 11. Pistachio 11. Avocado 11. Clove
12. Ebony 12. Sweet GJm 12. Elm 12. .)Jniper 12. Walnut 12. Papaya 12. Coffee
13. Palm 13. Sycamore 13. Plum 13. Larch 13. Kola 13. Kumquat 13. Cork
14. Upas 14. Tulip 14. Tallow Tree 14. sequoia 14. Bitternut 14. Pawpaw 14. Kapok
15. Ombu 15. Willow 15. Beetwood l5. LInden , 15. Litetli 15. Pomegranate 15. Rubber
16. Chinchona 16. Persimmon 16. laurel 16. Winterberry 16. Winterberry 16. Ouince 16. Sapodilla
17. Date Palm 17. Osage Orlnge 17. Sorrel 17. Eucalyptus 17. Chestnut 17. Apricot 17. Mesquite
18. Nut 18. Nut 18. Sassafras 18. Redwood 18. Nutmeg 18. Anetlovy 18. Mimosa
19. Fruit 19. Fruit 19. Nut 19. Arborvitae 19. Cacao 19. Peadl 19. Fig
20. Unusual 20. Unusual 20. Unusual 20. 'i'usuII 20. Cinnamon 20. Banena 20. Rare

18. Jewel TrH

Size·
.01 . 1.0
1 ·6
3· 18
5·30
7-42
9·54
30 - 180
MAP ONLY
MAP ONLY
MAP ONLY
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Trees
1. Stand
2. CoppiC1l
3. Copse
4. Thicket
5. Grove
6. Brake
7. Timber
8. Wood
9. Forest

10. Woodland

·Size is number of .20 mile hexes
filled with trees. Halve for Plains
and Steppes and Ouarter for
Mountains in 5 mile hex. MAP
ONLY means that the size appears
on the 5 mile hex campaign map.

Incense Tree
Tree Man

Unique Future
1. Sacred Sycamore Hot-line to DeitY
2. Spear Ash Nymph Home
3. Tree of Enlightenment Telepathic
4. Tree of Knowledge Skill From the Fruit
5. Tree of Ufe Resurrection in 8 Hours
6. Tree of Fate Ouest of Profit
7. Golden Apple Tree Fruit as Potion of Longevity
8. Tree of Healing Heals 1 ·6 Pips by Vapor in 4 Hours
9. Tristriseult Telepaths Memories of Passion

10. Golden Fleece Tree Boult! as Luckstone
11. Tree of Heaven Giant Spider in Tree Form
12. Thunder Tree Sentient· Control Wuther/Month
13. Tree of the Universe Pods Contain Animals, Birds, and Humans
14. Tree of Portent Shaking Leaves Predict
15. Tree of Hilt! Sorcery One Random SpelllDay
16. Tana Tree Bunt Leaves Control Mummy
17. Great Tree Branches make 1 . 10 Magic Arrows or 1

Magic Sword
Gem Fruit; PROB SO'I' of a Gem hYlabited
by a Jewel Worm
Burnt Leaves Attract Wikt Geme
Talking PROB 60%. Active PROB 30%

19.
20.

Rare
1. Crabapple
2. Witch Hazel
3. Box
4. Redbud
5. Ginkgo
6. Bottle Tree
7. Mangosteen
B. Wahoo
9. Raisin Tree

10. Myrtle
11. Laburnum
12. Poinciana
13. Fringe Tree
14. Mulberry
15. Ironwood
16. Lancewood
17. Jujube
18. Brasswood
19. Fawnwood
20. Unique



Fauna

These guidelines are Intended as an aid in developing a world in which your players can hunt, engage in trapping, and "live
off the land." Insects. birds, and small mammals can be dispatched with one blow. For this reason. many are listed as ahit die.
and this indicates that Ofle point of damage will subdue or kill the creature. Giant creat\Jres range from 2 - 16 hit die. The Ar·
mor Class. Hit Die. and Move of the fauna listed is recorded as AC . HD . MOVE.

Humid Continentll
1. Red Deer 5·1·18
2. Elk 5·2·14
3. Wolf 7-1-12
4. Horse 8·2·24
5. lion 6-3·12
6. SQuirret 2 • ~. 18
7. Panda 8-1-6
8. Racoon 2·0-12
9. Fox 4·1·24

10. OJipmunk 2·0· 14
11. Rabbit 2·0·20
12. Sheep 7-%·6
13. Goat 7·1·8
14. 8ldger 3· % . 10
15. Wildcat 5-3-18
16. Rodent 1-0-8
17. Dinosaur . VAR·
18. Insect . VAR·
19. 8ird . VAR·
20. Monster - VAR·

Sub-Tropical
1. Hyena 7-1·10
2.liOrt 6-3-12
3. Rhinooerous 3 ·4 - 9
4. Giraffe 8 - 1 - 10
5. Monkey 6· Y.t - 10
6. Armadillo 2· 1 ·3
7. Sloth 8-1-4
8. Koala 7·1·6
9. Elephant 6 - 8 - 12

10. Shrew 2· % • 24
11. Woodchuck 5· 'h - 8
12. O'limpanzee 6 - % - 10
13. Platypus 7· 1 . 3
14. .JasJJar 7-4-18
15. O'linchilla 3 - Y.t - 10
16. Python 6-2-8
17. Dinosaur -VAR-
18. Insect . VAR .
19. Bird . VAR·
20. Monster . VAR .

Semi·Arid
1. Ant
2. Cattle
3_ Dog
4. Hyena
5. Gopher
6. Porcupine
7. Armadillo
8. Hare
9. Bat

10. Mole
11. Kangaroo
12. Yak
13. Coyote
14. Puma
15. Copperhead
16. Tortoise
17. Dinosaur
18. Insect
19. Bird
20. Monster

2 - 0 . 1
9·2·9
6·%·10
7· 1 . 10
6·0·8
4-y,,'4
2·%·3
3·0· 16
4·0·24
9·YJ-4
7·2· 14
7 - 2 - 6
8· 1 ·8
4·4·12
5·%·6
2 - 1 ·3
·VAR­
·VAR·
·VAR­
-VAR-

De....
,. lizard 5·0·6
2.Ca-nel 8-2-14
3. Horse 8-2-24
4. Iguana 6-0-9
5. Gila Monster 5 - % - 6
6. Cobra 5·'6-4
7. Rattlesnake 6 - 0 - 4
8. Tortoise 2·1-3
9. Toad 5-0·6

10. Gerbil 9-0·6
11. Mole 8-%·4
12. Prairie Dog 4-0-6
13. Coyote 8-1-8
14. Lynx 5-1-8
15. Hyena 7-1-10
16. Ass 8-1-12
17. Dinosaur ·VAR·
18. Insect . VAR-
19. Bird - VAR-
20. Monster . VAR·

Tundra
1. Yak 7·2·6
2. Wolverine 4·1 - 12
3. Musk OK 8·3· 10
4. Reindeer 8·2·18
5. Bison 8·4·18
6. Boar 7·1·16
7. Bear 3·3·10
8. Caribou 7 . 2 . 24
9. Polar Bear 4 - 3· 10

10. Walrus 5·4·6
11. lemming 4·0·10
12. Panda Bear 5·2·8
13. Gnu 8·2· 16
14. Frog 5·0·4
15. Wart Hog 5· Y.t - 14
16. POfcupine 4· Y.t - 4
17. Dinosaur - VAR-
18. Insect -VAR·
19. 8ird - VAR·
20. Monster . VAR .
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T1i91
1. Sable Antelope
2. Kudu Antelope
3. Camel
4. Mastodon
5. Boar
6. FOK
7. Sh~p

8. Ass
9. Moose

10. Chamelion
11. Snapping Turtle
12. Badger
13. Oppossum
14. Pig
15. Gazelle
16. Anteater
17. Dinosaur
18. Insect
19. Bird
20. Monster

8-1·24
7·2-20
8 - 2 - 14
4·10-8
7 - 1 - 16
4-1-24
7·%·6
8· 1 . 12
7-3-18
9-0-8
2-0·4
3-%-10
6-%-8
9-0-10
6-1·24
8-%-6
-VAR·
-VAR-
-VAR·
·VAR-

Tropical Wet
1. Tiger
2. Orangutan
3. Gorilla
4. Tapir
5. Peccary
6. Hippopotamus
7. leopard
8. Boa Constrictor
9. Crocodile

10. Tree Frog
11. leech
12. Spider Monkey
13. Sumatran Rat
14. Rhinocerous
15. Wolverine
16. Beaver
17. Dinosaur
18. Insect
19. Bird
20. Monster

6·4·14
7·%·10
7·2·12
8·1 ·10
7·'6·14
4·4 ·6
5-2-20
8-2-3
4-3-6
0-0-6
8 - 0- 1
4·%-9
3·0·9
3·4 ·9
4 - 1 - 12
5-'6-9
·VAR­
·VAR·
·VAR­
·VAR·

Tropical Wet and Dry
1. Panther 5-2-15
2. GreatApe 6-3-9
3. Anteater 6 - %, - 6
4. Impala 6-2-15
5. Zebra 7-2-15
6. Coral Snake 5 - Y.. - 3
7. Gorilla 5-4-6
8. Snail 8-0-1
9. Baboon 4·2·12

10. Salamander 7 - 1 - 6
11. GuineaPig 7-0-4
12. Crocodile 4 - 3 - 6
13. Otter 6-0-6
14. Peccary 5-%-9
15. Water BuHalo 7 - 3·6
16. Toad 5-0·4
17. Dinosatr - VAR .
18. Insect . VAR-
19. 8ird - VAR-
20. Monster - VAR .



Marine
1.0uer 6·0-6
2. Weasel 5-0·9
3. Jellyfish 9 - \0(, - 3
4. SeaCow 9-4·3
5. Seal 8-\0(,-3
6. Walrus 7·3·3
7. Beaver 5·}Ii - 9
8. lemur 5·0-9
9. Water Buffalo 7·3·6

10. Sea Snake 5· Y.. . 3
11. Sea Turtle 2·2·3
12. Alligator 4·3·6
13. Water Mocassin 6· Yi. 3
14. Crocodile 4 - 3 ·6
15. Crab 5·0·3
16. Clam 3·0-1
17. Dinosaur . VAR·
lS.lnsect -VAR-
19.5ird ·VAR·
20. Monster . VAR -

Highlands
1. Cave Bear
2. Mountain lion
3. Goat
4. Llama
5. Sun Bear
6. Grizzly Sear
7. Skunk
8. Stag
9. Ram

10. Rat
11. Spotted lion
12. Salamander
13. Wolf
14. Racer Snake
15. Turtle
16. Weasel
17. Dinosaur
18. Insect
19. Bird
20. Monster

4·3·9
4·2·10
5-\\-9
7 ·2·9
5·2-10
3·4-8
7 ·0 - 9
5 - 3 - 14
4· 1 - 9
3·0·9
5·3· 12
7 . 1 ·6
7 - 1 . 16
5·Y.,-3
5·0·2
5·0·9
·VAR·
·VAR·
·VAR·
-VAR·

land Birds
1. Oriel
2. Robin
3. Nightingale
4. Hummingbird
5. Cardinal
6. Woodpeck!!r
7. lark
8. Crow
9. Jay

10. Finch
11. Hawk
12. Starling
13. Wren
14. Thrush
15. Mockingbird
16. Swift
17. Owl
18. Falcon
19. Game 8ird
20. Unusual

Water Birds
1. Albatross
2. Bittern
3. Egret
4. Pelican
5. Heron
6. Crane
7. Tern
8. loon
9. SWan

10. Sandpiper
11. Gull
12. Penguin
13. Gannet
14. King Eider
15. Fulmar
16. Frigate Bird
17. Plover
18. Ibis
19. Game Bird
20. Unusual

Unusual Birds
1. Condor
2. Peacock
3. Vulture
4. Eagle
5. OwI·Bear
6. Gerfalcon
7. Roc
8. Cockatoo
9. Myna

10. Parrot
11. Flightless
12. Flamingo
13. Ostrich
14. Macaw
15. Toucan
16. Ouetzal
17. Jacana
18. Sunbird
19. Shoveler
20. Stirge

K_ 5JEM8IEOA-7"r

Unusual Insects
1. Dragonfly
2. lantern Fly
3. Scorpion
4. Stink Bug
5. Bed Bug
6. Ananin Bug
7. Kissing Bug
8. 81ack Widow
9. Tarantula

10. TrapdoorSpider
11. 8ird Spidef
12. Bolas Spider
13. Purse Spider
14. Crab Spider
15. Water Spidef
16. Yellow Jacket
17. Water Bug
18. Beetle
19. Gnat
20. Aphid

Insecu
1. Locust
2. Grasshopper
3. Cricket
4. Cock roach
5. Praying Mantis
6. Termite
7. lice
8. Mayfly
9. Ekltterfly

10. Bee
1 t. Ant
12. Wasp
14. Fly
14. Mosquito
15. Tick
16. Flea
17. Brown Spider
18. Centipede
19. Crab
20. Unusual

Game Birds
1. Grouse
2. Pheasant
3. Prairie Chicken
4. Bobwhite
5. Woodcock
6. Turkey
7. Ouail
8. Goose
9. Duck

10. Mallard
11. Teal
12. Pidgeon
13. Blackbird
14. Buzzard
15. Cock
16. Gobbler
17. Road Runner
18. Snipe
19. Stewing Hen
20. Flyer
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Civilizations

and

Technological Levels

The following ch.-t can be used to detennine the relativ, technological/civilization level of a village or section. There are
actually eleven levels, increasing in sophistication;a "0" on the ten-sided die is considered either 0 or 10, lit the Judge's option.

The populetion density of.., .re.willl.gely be detennined by the civilization .nd till.ble I.nd within the .re•. There.re
t3,856 acres .nd 21.66 squ.re miles in each 5 mile hex. Hunting tribes require one SQuare mile per member. but one square
mile of f.nnl..,d will ...pport • population of 320. Agriculture requires a density of 30 per squ.re mile for m.ximum utiliza·
tion. A vIII. of 220 pure hunters would require II hunting range of ten helle, for support. A viii. of 660 farmers which
farmed an entire hex would support an additional 5,140 population group.

The wilderne.. map assumes that all hexes are lightly wooded, ellcluding mountains. The woods shown are especially
dense. requiring horsemen to walk mounts. The only true clear terrain hexes are those within and adjacent to the names of
plateaus .nd pl. Ins. TlUabie land is the farmland cleared by farmers. Any civilization above Level Two has to ·100'J' tillable
land within the hex in whict'llt Is loe.ted. Thus. agriculture helles will support a population of 640 to 6,400. When entering.
hex containing. villege, tower. or castle, a 6 on a six-iided die indicates that the feature in question has actually been found,
and • 5 Indicates th.t. small farm or hamlet (10·60 population) has been foond instead. Players following a road. coastline.
or river that intersecu a village, negates the necessity of "encountering" same.

CIYIlilltton
O. Anarchy
1. Democncy
2. Tribll
3. Agraritn
4. Religious
6. Tributwy
6. Oligwchy
7. Republic
8. AristocrlCY
9. Feudal

10. Dictltonhip

e­
W.r4ord
He""..
Dlief
Moy",
ClericG__

Noble
Sena.",
CMrlonl
King
Emperor

001_
M.,or. Qlves. Pits
EarthwOfks. Ditches
Pallisade. Patrols
Citldel. Militia
Temple, T~s
Keep. Garrison
Outside Troops
Walk. M.mines
Fortress. Resel'\les
Castle, Vassal Armies
Multi·Fortress. Allies

Population Density

Ttch_
Papyrus, Stone Wheel
Stirrup. Wlterwheel, Bronze
Agriculture, Rudder,lron
Sundial, Linen, Candles
lantern, Chariot, Felt
Scntw, Windmil,. Silk
Crossbow. ChlinfNil, Spinning Wheel
Hourgl•• StageCOach
Knitting MKhine. Compass, ptate Mail
Rockets. Glasses. Damascus Steel
Telescope, Calculus. Sextant

Baronie.

Upon building. stonghold. a player-<:haracter must clear every four hexes (five miles eact'l) radiating from the hex in
which his stronghold isloe.ted. Whlledear terrain hexes can be maintained monster·free by patrols. mountainous, swamp. and
dense wood hexes cannot be maintained free of monsters. For this reason, Barons usually do not maintain patrols in these
areas. preferring the mort tillable. clear terrain and hilly hexes.

Investments will increase the population of a hell by ten able·bodied men per month per 1.000 GP invested. Adjacent
hexes are affected.t the rate of five men per month unless mountainous, swamp. or dense forest hexes.

Inc:ome

Time is stated in pmt months unit" otherwise specified. A Barony will yield income from the rWi materials, basic corn·
merce, fiefs,..,d taxes besed upon the number of five mile helles with population centers, their civilization levels, and adjacent
cleared hexes. Multiply the civilization level by the population to obtain the maximum income possible from the population
center. Each .djacent hex (excluding hell" counted adjacent to another center, and uncleared hexes) will yeild 10'" of the
population cent8r income. This maximum, if taken in anyone month, would reduce the area to zero income fO( one year.nd
re... lt in widtsprtad ditcXlf'l1ltnt. di.......nd reduction in the population by 10"'· 6mlo. -lJdicious income liking is a function
of the Baron's cl...
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Judicioul Percentage
Cleric
24"

Fighter
20%

Thief

'5"
A.....in

'3"
Magic Uler

8"
"'uld
20%

Elch percentage point over the judicious amount will increase the probllbility of non-response to I general level call-up
by 2% and the desertion rate by 1".

Satellite baronies c.nnot .xceed th. number of non-player characters permitted the Baron by his Charisma. Each barony
must be cleared, I stroflltlold builtand garrisoned, and a non-played character of O.... 'evel installed as an administrator_ Players
who go off advenwring Clnnot administ.r a barony. The non-played char&C\er must hIVe served the pllyer 4+ game weeks
Ind, once established, no longer counu toward the NPC total of the player.

Population centers can be converted in alignment by: 1) Subjugating them end maintaining I police force. 2) Building a
10,000 GP temple Ind Installing a priest, or 3) Investing 10.000 GP in th. village to provide employment. Changing the align­
ment of I village requires one game month per 20 population. Any investment will yelld a return of 10%/game month except
seasonal returns, which yield 20% during the season and nothing in the off-season. Raw materials present can be determined
by the Judge,.nd rtdical ch.nges In income ....e pO$$ible (+/- 40%1.

It is inoJmbentupon Iflemployer to feed .nd hou. his workers and fightars. Basic subsistence costs 20 GP/pne month
for ..ch employ". Armies Cln '1ive off the land," depending upon the tillible land in.ach hex. Dice as normal for the per­
centage of tillKNe lind. Ed percentagil point will feed 10 men if p.sing through or 20 men each day thereafter up to I
maximum of 10 days. Hexes subjected to the m.lmum depletion rate beyond ten days will feed 10 men/percent. point/day
for ten additional days and thereafter must be treated as If mulmum income (plunder) had been taken.

T,adeGuMl.

Bec:.u. most inhabitanU ..... self-sufflcit1'lt, tr_ is limited to towns or Innies where specializltion is evidenced. Since
all village populations are stlted In Able-Bodied Men, the actual maximum mwket potential is roughly four times greater.
Demend is the willingness to buy, not the abilitY to produce. High prices demand wealthy customers.

Product C'-I
Common
R...
Extraordinary

o.m..d/WMk

'"22%

56"

For exampl.: Wine. classed as Common. sold in 8 village with a
population of200·2oox 4·800; 000 x 1"· B qUllfts of wine, which,
since wine sells for 1 GP per quart, would yield 0 GP per week.

EXlmples of Product Class: (SIe JG Booklet I)
Common - foodstuffs, wine, mead, clothing, rope, tools, nets, feed, seeds
Rare· prOOllssed foods, armor, weapons, machanisms, luxuries, oils, sundials, imporu
Extr80ridlnary - fantastic creatures, parts and eggs of fantastic creatures, magic items, magic weapons

Examples of Price:
Bushel of Maiu
Fur Pelt: Small

Medium
large

Barrel of Fish
Bushel of Fruit
10 RabbiU
Fox
D..,

Be"

3GP
, GP
2 GP
5 GP
6 GP
4 GP
, GP
, GP
5GP
6 GP

Dragoos
Giants
Hydra and Balrog
Sea Monster
Goblins and Kobolds
Orcs, Hobgoblins,

and GnoHs
Cockatrice, Basilisk, and

Medusae
E...

700 - 1200 GP/Hit Di.
100 - 1000 GP/Hit Die
200·700 GP/Hit Die
300· 800 GP/Hit Die
1-6GPeach

1-10GPeach

100 - 600 GP each
1I4th of the type

Gorgon and Manticora.
Chimera and Wyvern300 - 800 GP

Gargoyle. lycanthrope,
and Minotaur 100 - 600 GP

Purple Wonn 10,000 GP
Centaur, Unicorn, Griffon,

Giant Insects, and Giant
Animals 400 - 900 GP

Djlnn and Efreet 10,000 GP
Pegasi and Roc 1200 GP
Parts 1/10th of the tYpe
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The Tarantine Palace
1. Grand Reception Courtyard· This courtyard is lined with stOll' benches whereon persons desiring an audience must wait
their tum to speak with the Taran. The order of selection is as follows: City State Nobles NA 206·1, Emissaries and Messen·
gers from Foreign Rulers NA 106· " Prominent Citizens of PSL 7 and hig,er NA 306 + 2, Military leaders NA 106 -1,
Citizens of PSl 4 • 6 NA 406. Merchants and Traders NA 306. Citiuns of PSL 1 . 3 NA 106· 1, and All Others NA 206.
Many gulfds search for hidden weapons and dleek all but Daggers into a guarded bin protected by an elite squad. Nobles may
retlln. ceremonial Sword or similar weapon. Twenty-four guards, FlR, NX . lG. LVl 2. HTK 12·10 - 11 . 10·12·9. ACL
2, WPN SWord.

2. Ch.",ber of Oocm - Convicted citizens and recalcitrant nobles are forced to await their judgement within this chamber
decorated in somber colors and horrific murals. Manacles line the walls near the stooe bendles, and the chamber is unheated.
Prisoners and Interpleaders NA 506 and twentY Guards, FTA, NX . LE, LVL 2. HTK 12 - 11 . 11 . 13 - la, ACl 2, WPN

M"".

3. Printe Audience Waiting Chamber· Persons bringing tribute or expensive gifts are taken Into this chamber wherein three
I.rge tables are set with condiments, desserts. and rich wines served by 6 Dancing Girls, FTA, NXX, LVL 1, HTK 2 . 1 ·3·3
. 3 . 1, WPN Dagger. Order of selection of persons waiting for an audience is based entirely upon the relative value of the gift.
Supplicants NA 306 +2,.nd ten Guards, FTR, NX - LG, LVL 2, HTK 7 -10 -12 - 14·15, ACL 3, WPN Spear.

4. The Onyx Throne Room ·In the west end of this huge, columned Throne Room. the Taran holds public audiences from the
OnYIl Throne. The path leading to the Taran is lined with 36 Elite Bodyguards, FTR, NXX. LVL 4. HTK 23 - 30 - 25·20·
18 - 17 - 18 - 22 - 16 - 14. ACL 3. WPN Spears and SWords. The chamber is also attended by personal retainers of the Taran,
NA 306 + la, LVL 106 + 2.

5. Office of the Grand Vizier· Mon.et the Canny awaits the Taran's summons within this office. A small library and several
cabinets filled with scrolls and tablets line the walls. Sixteen personal retainers of the Grand Vizier. FTR, LGN, LVL 1. HTK
3·7-2·1 -1·2· 3·4·2·6·5·4 ·2-3·3 ·4,ACL 6. WPN'Short Sword,protect his person.

6. The Garden of Repose - Highly regarded guests, Ministers, and the Taran use this ellotic garden to consider proposals and
deliberlte decisions of import. Ten Guards stand at eltCh end of the garden, FTA, NX - lG,lVl2, HTK 12 ·10·8·4 ·6,
ACL 3, WPN Spe.- and SWord.

7. The Inner Council Room - Around a large. oval table are arranged the chairs in which the council members sit when the
council meets. A large map of the Ebony Coast is depicted in tile laid in the floor. Four Elite Body~ards, FTA, NXX, LVL 4,
HTK 18·23· 20· 17, ACL 3, WPN Halbards and Swords, guard each door.

8. Council Dining Room - $everal long tables and serving cabinets are arranged in this room, which is used for court dinners.
A large hearth for WArming food stands in the southwest corner. The silver dining service worth 4,240 SP is guarded by two
Palace Guards. FTR, NXX, LVL 2, HTK 12 -'1, ACL 3, WPN Spear and Sword.

9. Imperial Kitchens· Two ovens, two large tables. and several cabinets with cooking utensils line the walls. Three cooks and
four kitchen servants work here, FTA. NX . LG, LVL 1, HTK 2 . 3 . 1 . 1 . 4 - 3 - 5, ACl 7. WPN Dagger. The Minister of
Dome.tlc Affairs tastes all foods served to the Taran's family. Six stewards are generally serving ~ests somewhere in the
palace. A door in one corner of the room leads to a spiral staircase which descends to the basement level kitchen storage
room and ascends to the levels above.

10. Gu..d Barrack - Guards live and eat here when not on dutY or "on leave." At anyone time. 406 guards will be present.
and 306 guards will be sleeping. FTA, NX, LVL 1, HTK 5·3·1 - 2·2·4·6 -5·8·2 -3 ·4-6·1 -2 -3 -3 -6. ACL9.
WPN Short Swords. The room contains 100 bunks, 60 chests, and three tables. There are alw..,.. 25 guards on patrol within the
palaot.

11. Garden of Larette . ThisSlTlall ~rden is used for private discussions and is the frequent meeting place for the Ministers and
their spies.

12. Office of the Minister of Domestic Services - The Minister'. office contains a scribe, thr" servants, two guards, and two
errand boy., FTR.NXX, LVL 1, HTK 2 - 1 ·4·3·4·5·2· 1. ACL 9. WPN Dagger arid None (errand boys and servants). The
Minister of Domestic Services also serves as the official Taster for the castle.
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14. Minister of Revenue· The office of the Minister of Revenue contains a scribe, an ICCOUntant, three servants, four guards,
and two errtnd boY', FTR, NXX. LVL 1, HTK 2· 1 ·3 - 4·3 - 5 ·2- 1 ·5·4 ·4, ACL 9, WPN Dagger and None (errand boy.
and ..rnnts), The Minister of Revenue h. four gu.ds. not to protect his person, for he i. considered, minor official. but to
lee to it that no tampering of the boob takn place.

15. Minister of L.nd M.n8g8ment· This offK:e resembles nothing SO much lS.n exotic jungle. Hidden among the proliferous
potted .nd h80Qing pl.,ts.re a S1Cribe.t his desk, three serv.,ts. two gu.ds• .,d two err.nd boys, FTR, NXX, LVL 1, HTK 2
. 1 ·4- 3·4 - 5·2, ACl9. WPN Dagger WId None (erl"8nd boys 8nd Mrv.,ts).

16. Mlni.ter of Foreign Affairs - The office of the Minister of Fomgn Affairs mlk.. UII of three scribes, three sef1Iants. two
VolardS. and four errand boys. FTR. NNN. lVl1,HTK 2 -1 -4 -3·&·2-3 -5·4 -2·4 ·3,ACl9, WPN Dagger and None
(errand boysand serv.,ts), This office is lavishly appointed and holds m.,y heavy wooden c.binets wherein variious Treaties,
Trade Agreements. and reports from spies and Ambess¥tors are held.

17. T....n·s Robing OI.mber - This room contains the Robes of State, a. well .. thirty other changes of wardrobe and sever,1
suits of armor for the Ta,.,. It is locked.

18. Mlni.ter of W•. The Minister of War employs two scribes, th,... serv.,ts. two guards, .nd two errand boys, FTR, NNN,
LVL 1, HTK 2·1·4·3 - 5·2 -3 - 1 - 3, ACL9,WPN Dagger and None (errand boys.nd serv.ntsl,to carry out his com­
mands and aid him in administering the military units of the City SUte. The walts are decorated with many medals and awards
given to the Minister of War during the course of his lifetime for hi, perform~ in the line of duty.

19. Head Sage - The office of the Head Sage contains two Scribes, three servants, two guard., and one errand boy, FTR, NXX.
LVL 1, HTK 2 . 1 ·4 ·-3 . 5 . 2 . 3 - 1. ACL 9. WPN Dagger and None (errand boy and servants). M.ny scrolls and tomes may
be found on ,helves which line the waHs of the office, some of them relating to legal arrangements of the Taran with members
of the council and citizens of the City State.

20. Garden of Mlniuars· In this garden,the Ministers ol1en take a walk or sit for a bit of relaxation from their tasks. Only the
Ministers and the guards which stand at each entrance to the garden, FTR, NXX. LVL 2, HTK 8 . 4. ACL 4, WPN Crossbow
and Sword, may enter.

21. Parade Grounds. On the hard.packed clay earth of this area, the soldiers practice drills and maneuvers, and it is here that
the Taran stages military parade displays for visiting dignitaril!f from foreign coontries. At such times, seats are set up within
the shade of the overhanging crosswalk for the use of the audience.

22 . 25. Stables - In these stables are stalls to house 70 . 140 horses. The stables currently contain 84 horlln for the troops
stationed .t the castle and 12 horses for the personal use of the Taran. Tack rooms are nestled in each Stable and contain the
necessary equippage for the equestian troops.

26. The Wiz.d's Tower. First Level - The Wizard's Tower has been purposely left unkeved to allow for the Judge's personal
discretion In describint the Tower m its contents. based on the c.mpaign he or she moderates.

27. Portcullis Tower· Ten Archers. FTR, NXX. LVL 1, HTK 4 - 2 . 3· 1 ·5. ACL 7. WPN Crossbow. uke turns at the ArraN
dlts. A ladder I.ads to the next level of the tower, and twenty Spe.rs. Shields. and Short Swords are stored in racks .Iong the
walk.

28. Portcullis Tower· Ten Archers, FTR, NXX, LVl 1. HTK 4 - 2 ·3· 1 ·5, ACL 7, WPN Crossbow. Uke turns at the Arrow
dib. A Ildder leads to the oextlevel of the tower, and twenty Spears, Sh_lds, and Short Swords are stored in racks along the
walls.
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Second Level

1. Catwalk· Thestairsand catwalk give access from the ground floor to the second level of the castle. On the catwalk, al$O, are
stationed Archers, FTR, NXX, LVL 2. HTK 8·9·11 ·7·8· 9. ACL 4, WPN Crossbow, who may defend this access to the
upper levels in case of invasion.
2 - 4. Balucks - These barracks are reserved for mercenary companies under long-term contract with the Taran. Each hal 100
bunks. chests. and stools. Mercenary companifl: have more liberal leaves, and only 506 will be on "active" duty in the palace
at anyone time. FTR. NXX. LVL 1, HTK 2 -5 -4·5·4·3·1·6·3·4·2 ·3·3·4·1·2 -5,ACL 8, WPN Short Swords.
Two Sergeants. FTR, NXX, LVL 3, HTK 15 - 14, ACL 7, WPN Longsworth. and a Captain. FTR, NXX. LVL 5, HTK 30.
WPN Scimitar are in ch..-ge of the mercenaries. Each chest contains 406 GP, 506 SP. and 606 CP (PROS 20% of Special
WellPoo). An additional 25 Mercenaries accompanied by 5 Militiamen are always on patrol in the citY. DutY assignments are
handled with colored tiles hung on each bunk every morning. For a full description of mercenary units, see Book I, p. 14.

5. Barrack - This barrack houses Shu Shar's Bowmen when they are on dutY in the citY. The barrack is often empty because
the Bowmen make frequent trips to the Bard Citadel nearby, The room contains bunks and trunks for each member of the
unit. Each trunk contains 406 GP, 506 SP. and 606 CP (PROB 20% of Special Weapon). For a full description of Shu Shar's
Bowmen, consult Book 1,p. 13. Bowmen are FTR, NXX, LVL 1, HTK 2·5· 4 ·5·4 - 3·1 ·6·3·4·2·3·3·4·1·2·5,
ACL 8 WPN Bow.

6. Martial Monks - This huge area houses a complete martial arts school, with sleeping quarters, divided from the rest of the
area by curtains, for the 406+30Monks, MNK, LG ·LN, LVL3, HTK 14 ·15-13·12-13·11·14 ·15·14·16·13·15·
17 - 16 - 15 . 13·12· 14 . 11. ACL 7, WPN Ouarterstaves, who are on duty teaching 306 + 10 students, FTR, NXX, LVL 1,
HTK 2 - 3 - 1·2·4·2·2 . 1 ·3·5·2 . 1, ACL 9. WPN Dagger, and taking turns at the Murder Holes opening into the ceiling
of the Throne Room and Waiting Rooms on the Ground Floor. Only the most fanatically toyal followers of the Taran, who
must also be expert marksmen, are permitted the dutY of training Longbows on every gIJ"t to avert treachery.

7. Portcullis Tower· Ten Archers, FTA. NXX, LVL 1, HTK4 ·2·3·1 -S,ACL 7.WPN Crossbow,take tums at the ArrCNI
slits. A ladder leads from the lower level to the next level of the tower, and twentY Spears, Shields, and Short SwO(ds are
stored in racks along the walls.

8 - 9.Stlirwell· Six Elite Bodyguards. FlR, NXX, LVL3, HTK 12·11·13-1S-14-12.ACL3,WPNSword,proteetthe
stairwell at all times. Each stairwell h. an Alarm Gong to wmmon additional help if needed hanging on the walls.

10. Library· In this room are stored tomes and records used by the scribes. ministers, officials, and military uniu of the castle
and the CitY State. Shelves and racks line the walls and are built into the room to create aisles of files for storage of these
dOOJments. Several large tables wrrounded by chairs are arrange in the center of the room to facilitate the gathering of infO(·
mation by the scribes, who are the most frequent users of the library, NA 106, LVL 1.

11. Librarian's Ouarters . Eric takes an active interest in magical talents passed down by lineage in families. and his room is
filled with family charts, census tiles, and family histories. Ponderous books which have been deemed invaluable are sealed in
a large glass case along the north wall.

12· 14, Scribes' Ouarters - Twenty Scribes and messengers keep the records of the Ministers, particularly those of taxes and
tributes, here. Each group is administered by a Chief Scribe, and his authoritY is second only to the Head Sage. Ministers
requesting services from these offices are often referred to another office due to "overload." Manv of the state records are
disorganized and sPread throughout these three chambers and the Library.

1S. Barrack - In this barrack are housed the Palace Guard. A number of bunks and chens to aocommodate this elite group
fill this room, in addition to several tables surrounded by chairs where many of the guard while away some off dutY hours
playing knucklebones oreatirlg, fill this room. For a more complete description of the Palace Guard, see Book 1, p. 13. Guards
are FTR, NXX. LVL 1, HTK 2·5·4·5·3·4 -1 - 6- 3 -4 -2- 3- 3 -4- 1 -2 - S,ACL 8, WPN Short Sword.

16. Infirmary - The threat of disease beirlg a constant danger within the CitY State, all persons living within the castle of PSL 7
or greater are confined here immediltely upon becoming ill. Outsiders are expelled posthaste from the p.laca if it is found that
they suffer from any illness. Leprosv and plague are the two most fewed diseases in this area. Attended by slVen servants and
a Physician (once per week), patients who are not members of the royal family must pay fO( any treatment they receive in ad·
vance. It is a common practice to amputate infected limbs, and simple medicines are available, though quite expensive.

17. Physician - Hrath the Leech has four apprentices and eight nurses which attend the sick. He relies heavilY on medications
purchased within the citY and is not particularly knowledgeable. Expensive potions, powders, and salyes are locked within a
huge, iron chest. Hrath enjoys entertaining and keeps a large stock of wines and liquors purchased under the guise of "medical
supplies." There is a 50% PROB that he will be intoxicated.
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18. Wizard's Aesearch Chlmber - Forgotten experiments and many darlgerous surprises fill this room, which is avoided by the
present Wizard. Although knowledgeable about the method of recharging the architectural and defensive runes of the Castle­
Palace, the relatively inept Wilard cannot comprehend the processes developed by his venerable father, who "disappeared" in
a cloud of yellow smoke in this chamber some five years ago. Things appearing half alille move slowly within murky jars and
crystals. A pallor of fear and distress seems to fill the dusty air itself. Cobwebs COlIer vats and olassware still smouldering from
chemical reactions be!JJn Oller a decade ago. An iron fence containing no gate commluioned by the present Wizard after his
father disappeared bars access to the room from the spiral staircase.

19. Storeroom - Within this storeroom is kept enough preserved foodstuffs, Oftins, and water to feed the oa:upants of the
palace for two months. Vermine are an occasional problem here when the Wizard f.ils to maintain the proper enchantments_

20. Armory -Ten Heavy Crossbows, twenty-five Lidlt Crossbows, sixteen longbows, twenty Short Bows, five longswords, six
Military Picks, thirty-two Polearms, and forty Short SWords .re stored along the north will of this room. On the east will .re
stored ten bundles of thirty Arrows each, fifteen Spears, six bundles of fifteen au.rrels each, six Slings with pouches of Lead
Shot, and • Blow~m with ten Darts. Arranged on the south waU are forty Shields, fortY Helms, and ten OlIinm.i1 bmics. An
anllil and forge with toots stands in the center of the room.

Third level

1. Seraglio - Continuing the custom set by former monarchs, the Taran keeps a h.em of 30 concubines from as many dif­
ferent nations, 25 dancing girls, and 16 serving maids in this huge .re_a. Pillow-suewn areas are partitioned off with expensive
tapestries to form an assortment of smaller rooms in which selleral of the females keeps her small store of personal belongings.
In fact, the Tar.n spends little time here, and all the women of the palace may hllle quarters here, should they desire female
companionship. Ten Amazons, FTA, NXX, lVl 2, HTK 8 - 11 -10 - 9 - 6·7 ·5·12 - 6·8, ACl 8, WPN Spear and Swords,
protect the only entrance, and only females or the Taran are allowed within.

2. Catwalk· The catwalk is ""arded by twenty Palace Guards, FTR, lNN, lVl 2, HTK 4 - 6 . 7 - 6 - 4 - 10 - 8 - 7·9 - 13,
ACl6, WPN Crossbow and Sword,.t all times. A large gong located at the top of the staircase may be used to sound an alarm,
if necessary. The staircase itself can be sprung with aleller located on the catwalk to cause it to become a slide. A $mall caul­
dron of oil above the stairs can be tipped onto the slide to prellent firm footing.

3, The Taran's Chamber - Only by depressing three keys in the right order will one be able to unlock the iron door to the
Taran's chamber. A peephole collered with a plate can be slid aside to ascertain who is on the catwalk outside. Atar will be
within the chamber 20% of the time during the day and 60% of the time during the night. A +2 Shield, a +1 Scimitar, and an
ornate Helm are mounted on the west wall. A complete collection of weapons of all tYpes is mounted on the south wall. Ar·
raved along the east wall are the Taran's huge wooden bed, three trunks of clothing, several cabinets containing military gear,
and a low table holding a relief map of Tarantis.

4. The Taris's Chamber -The Taris leads an actille life and heads several political groups designed to further Tarantine trade and
break down old customs which restrict foreign contacts and treaties. Her chamber is filled with art objects from many lands,
and a huge wall map showing the principal countries of the known world dominates the north wall. Four serving maids tend
her many wardrobes and exotic plants. A large bath is located near the west wall, separated from the rest of the room by a
gauze curtain. The Royal Jewels of State are mounted in a glau case in the northwest corner of the room: Tiara 8,957 GP,
Necklace 4,680 GP, six Rings 1,925 GP, and two Armbands 770 GP each. Any attempt to open the case without saying the
word, "alinkaime:' wilt result in the entire chamber filling with a potent Sleeping Gas 1ST -6). The door is protected by a
Aune of Stunning (up to 36 levelsl against any male not wearing the Aing of Aur.

5. Nursery· This nursery contains only female offspring and is attended by six servants, FTA, NXX, l Vl 1, HTK 6 - 5 . 4 . 5
2·3, ACt 9, WPN Dagger, and four nurses. The door is ~arded by two Palace Guards, FTA, NXX, lVl 2, HTK 11 - 12,
ACl 3, WPN Spears and Swords. Within the room reside four little princesses ranging in age from two years of age to eleven
years of •.
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6. Female Servants' OJ.ters· Fifteen handmaidens and seven nursery women live here In relulve luxury. A small founuin
sprays perfumed water into a marble pool in the center of the room, and each woman's living area i, cordoned off by wtin
OJmins. Sleeping furs, wardrobe cabinets, small trunks, table" and chairs Ire to be found in 30 OJrtlined lreas arranged
around the wall•.

7. Dining Room . Three butlers and two serving girl., FTR. NXX, LVL " HTK 6 - 7 - 3 - 2·4. ACL 9, WPN Dagger, sene
mells prepared in the downstairs kitchen and brought up in the dumbwaiter in Room 8. serving trlYS, eating utensil., .nd
pl.tes of gold and silver worth • total of 2,680 GP are locked within the ironwood cabinets on the east wall. A large, ornate.
oval table is used by everyone on this floor, but the monarch. seldom dine here, preferring to take meals In their quarters un­
leu some state dinner requires their pretence dowl"l5uirs.

8. Dumbwaiter and Storlge - Provi,ion, are stored here for use in the event of siege. A dumbwaiter operated by a Ilrge hand­
er.nk brings huge trays of food from the kitchen below. The dumbwaiter is sealed with an Iron-banded trapdoor when not in
use.

9. Gu.rd CIPtliin's Planning Room· Thi. meeting room i, seldom used but contains plans of the P.I8C8-c.stle and ne.rby ...,
for u. in planning patrols and defensive measures in the event of an atUCk. A secret passage leads from thi, room to the stair­
well in the southeast corner of the room.

10. Pandemonium Room - Women near childbirth and inf.nts below the. of two yeal'1'nt cared for in this chamber by sil<'
teen servants .nd four mid-wives. The room is guarded by four Palace Gu.-ds, FTR, NXX, LVL 2, HTK 5 . 4 - 9 - 11, ACL 6,
WPN Spa. and Sword. eur,."tly, eight babies and two very pregnant concubines are being housed in this room.

11. Pal.ce Guard Captain's Chamber - The present Captain of the Guard does not enjoy ceremonies nor palace life and spends
linle time in thi, omately-decorated room. For further information about the Captain of the Gu.-d or hi, LieutenWlts, see
Book 1, p. 13. He lets his Lieutenants use the room when on duty on the Third Floor. A collection of II1TIS is.-'*9d .Iong
the south w.Il, .nd several ~ing tebles and piles of sleeping furs are in the c:entler of the room. An ench.,ted Gong sounds
in uniton with any alarm gong struck within the castle and is mounted on the north wall. A +2 Spa.- and three Shields are
hung near the door. There is a JO'J' chance that 306 Palace Gu.-ds will be "gaming" in the room with 102 Lieu~uIt any
one time.

12. Male Servants' Ouartets - Tt1i. room i. furnished with twenty bunk., nigtltshlndl, and tl'l,lnks. 406 interpretel'l, Kribel,
butlers. fitness uperts, wine tasters:, falconen, and other servants will be here at anyone time, FTR, NXX, LVL 1 - 2, HTK 3
·7 - 4 - 5·6·4· 12 . 10·5·4·3·4, ACL 9, WPN Dagger. Twenty Short SWords and Shields are mounted near the door for
use in the evenl of trouble.

13. Armory -In this room i. stOl"ed the prized collection of weapons accumulated by the Tarin. Twenty·two Shields, ten Liltlt
Crossbows, a Canesword, five Short Swords, two LongswOf'ds, sil< Scimitars, a Boomerang, six Throwing Stars, three Darts,
thirtv-ooe Daggers, a Short Composite Bow, three Lances, leven wits of Plate Armor, two Quarterstaves, and equipment for
making repairs on arms and armor are oonteined within this room,

14, Males' Nursery. The male offsprillg are cared for in this chamber until the age of 7 years. Fourteen servants, FTR, NXX,
LVL 1 . 2, HTK 4 - 7·8 - 6·5 - 4 - 3 - 10 - 4 - 2 - 6 - 3·4·2, ACL 9, WPN Dagger, are assigned to teach elementary customs
and manner,. each of the seven boys within is treated like a petty king, and each has a personal bodyguard. The room i, filled
with games, toys, miniature shIps, blunt weapons, and flags. The door is guarded by two Palace Guards, FTR, NXX, LVL 2,
HTK 12· 13, ACL 5, Spear and Sword.

15. Guard Room - Only the elite of the Palace Guard woo have been carefully screened for loyalty are permitted to take this
station. Thirty Hell"lV Crossbows and thirty Light Crossbows are kept cocked and loaded here at all times. A heavy c...ldron
of boiling oil is maintained at the top of the staircase, and p.ses of colored tile are required of everyone wishing to ascend.
Thirty Palace Gua-ds, FTR, NXX, lVL 2. HTK 12 . 11 . 10 - 12 - 14 - 9 - 10 - 11 - 8 - 7, ACL 5, WPN Spears and Short
SWords, are on constant alert here. An additional 306 PalllCe Guards are resting within the chllTlbers.

16. Wizard's Laboratory· Strange equipment fills this chamber. Most of it was accumulated by past Wizards and cannot be
used without constderable research, but some of it is used by the present Wizard. A Multiple Crossbow i. mounted facing the
suirweU, .nd many potions, urns, and coffen filled with unknown substances are ranged on sheMs and tables about the
,oom.
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Basement Level

Three wells are located in each basement level room except the Treasury Rooms. Most of the area is no longer used, al·
though it was once an important part of the daily activities of the occupants of the castle. Now, Giant Rats, Giant Snakes,
Giant Spiders, and other creaWres prefelTing the dark recesses have been reported by the guards who are a»igned to the still­
used portions of this level. The guards have little stomach for being assigned here, and it is often used as a punishment. The
storage cellar end dungeon are the only ~arded areas.

1. Dung&On - Several torWre areas, cells, and pits are located here, but only the cells and torture areas nearest the stairwell are
ever used. A forgotten archive of allegedly arcane books is located in the southeast corner, locked within a ceiL Giant Rats
plague the prisoners unfortunate enough to be confined here, especially at feeding times. Giant Roaches are often seen on the
ceilings and walls, and the stench is nauseating. SixtHn guards, FTR, NXX, l Vl 1, HTK 2 - 1 - 4 - 5 - 2 - 3 - 6 . 5, ACL 5,
WPN Spears and Swords, are stationed near the stairwell and the well.

2. Wizard's Zoo . This large laboratory was obviously designed to conuin living creatures, but it has been neglected for five
years. Huge stocks of grain and other foodstuffs have been scattered about the floor. Moldy carcasses and unidentifiable piles
of animal matter have putrefied within iron cages_ A few cages stand open, their locks broken by some mysterious Ito the ob­
server) force of great suength. The fetid air attests to processes still active.

3, Storage - Extensive stores of wine, 9'"ain , dried meats, vegeUbles, wood, oil, and other perish.bles are stored within this huge
basement area. Two Guards are stationed at the foot of the stairwell, FTR, NXX, LVl 1, HTK 6 - 4, ACl 5, WPN Short
SWord. Protective runes designed to preserve are emblazoned over etch bin or room and function well as long as only the cor­
rect stuffs are stored therein. The Wizard must recharge these runes once per lunar month to maintain their potency.

4 . 5 . 6. Secret Passages -.These secret passages lead to the Royal Treasury and are etch protected by two lions, Ho 3, HTK
14· 15· 14 - 13·16 -14, ACl6, 2 Claws 103 and Bite 206·1. The lions are trained not to attack any party accompanied
by a person wearing either the Royal Crown or the Royal Tiara.

1. False Treasury - All members of the palace except for a select few believe this is the location of the Treasury. Deposits are
carried to this location and are later transferred in secret to the acWal hoard in Chamber 10. Two lions are chained to the
north wall; their chains are long enough to attack anyone who ente", the room if they are not first winched close to the wall
by the use of a handcrank near the door. The Lions lie Ho 3, HTK 12 . 13, ACl6, 2 Claws 103 and Bite 206 . 1. Two Elite
Guards are stationed in the stairwell, and four guards are in the Guardroom beyond, FTR, NXX,lVl2, HTK B- 7 - 9 - 6 - 5
·6, ACL 5, WPN Short Swords. Chests filled with stones are piled about the False Treasury, and 190 GP litter the floor.

8. lion Keeper - Clavan the Shrewd, FTR, lGN, l VL 4, HTK 27, ACl6, WPN Scimitar, is one of Atar's most loyal retainers
and has undertaken the task of maintaining the Taran's lions. The court believes that he died in a hunting accident eight years
ago. An alarm gong connected to the Taran's room can be used to alert the palace in the event of intrusion. Clavan has four
murder holes and a barred opening in his iron-f'einforced door out of which he can fire six loaded Heavy Crossbows. A sixty
feet deep pit, 40' x 40' in area, can be opened in the floor by triggering a lever within his room.

9. Treasury Entrance' A Giant Lion, HO 10, HTK 54, ACl 6, 2 Claws 106 and Bite 306 + 1, named "Avelatar ," and two
female Lions, Ho 3, HTK 14 . 11, ACL 6, 2 Claws 1 03 and Bite 206 - 1, prowl this area.

10. A female lion, Ho 3, HTK 16, ACl6, 2 Claws 103 and Bite 106· 1, and four cubs have laired next to the door, separa.
ted from the rest of the treasury by a triple-locked, ~ .. barred iron grating extending to the ceiling. Sixty leather sacks filled
with 200 GP each, 127 sacks filled with 200 SP each, 315 sacks filled with 200 CP each, 45 bars of goldwonh 120 GPeach,
36 bars ofsilverworth 120 SP each, 50 bars of Iron worth 120 IP each, ten silver urns worth 250 sP each and each filled with
325 EP, a gold, gem-encrusted coffer worth 2,050 GP and filled with 210 PP, an Amber vase worth 340 GP and filled with
necklaces, bracelets, torques, rings, and chains worth a total of 9.560 GP, an iron chest containing an adamantite Shield worth
3,480 GP. a mithril Mace worth 960 GP, a Chainmail wnic of platinum worth 2,640 GP,and a velvet pouch holding a Sun·
stone worth 5,100 GP, two Sapphires worth 1,100 GPeach, eight Onyx worth 130 GP each, and a Gold Pearl worth 19,450 GP
are storad in this room. A 20' long silver chain worth 1,220 SP suspends a golden candelabu worth 5,310 GP over the hoard.
A Topaz statuette of a Dwarven lord worth 6,250 GP sits on a stack of 25 bronze casks filled with salt and worth 90 GP each.
Thirty I.,.ge iars of oil worth 200 GP each and an ornamental Scimitar with a gem-studded Scabbard worth 615 GP stand in
the southwest corner.
11. Inner Treasury· Three {J'een porcelain chests worth 65 GP each contain three gem-encrusted silver urns worth 315 GP each
and filled with 1,400 Pe.,.ls worth 25 GP each. Forty bars of adamantite worth 200 AP etch, twenty-two bars of platinum
worth 200 PP each, fiftHn ban of electrum worth 200 EP each, and seventy ban of gold wOfth 200 GP each are stacked on a
raised platform. A huge +3 Loogsword with an Amethyst-studded hilt worth 14,780 GP hangs on the south wall and casts a
purple glow throughout the chamber. A marble staWe of an Amazon carrying a Medusa head (worth 3,150 GP) wears a
COfonet with three Sapphires WOl'"th 3,490 GP. A large golden mask worth 2,815 GP sits upon and ebony and ivory game tab4e
worth 1,350 GP. Within the table are ten golden playing pieces studded with Black Pearls and worth 860 GP each.
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Palace Encounter Table

Die Roll Encounter 27·30 Ambassador 63 - 64 Physician
01 - 04 Chief Advisor 31134 Spy 65·66 Monk
05 - 06 Minister of Wa, 35 - 38 Diplomat 67· 70 Maid
07·08 Minister of Foreign Affairs 39 - 40 Foreign Emissary 71 - 72 Court Jester
09 - 10 Minister of land Management 41 - 42 Admiral 73·76 Siaye
11 . 12 Minister of Domestic Services 43· 46 General 77· 78 Cook
13· 14 Head Sage 47·52 Guard 79-80 Valet
15· 16 Chief Accountant 53· 54 Child of the King 81 - 83 Butler
17 - 20 AOCOlJnt.nt 55 - 56 High Priest 84-86 Gardner
21 - 22 llblllrian 57·58 Priest 87 - 90 Hired Servant
23 - 2.. Tu Collector 59 - 60 Scribe 91 - 92 Nanny
25·26 Minister of Revenue 61 - 62 Wizard 93·00 Citizen

Palace Encounter Stats

Title CLS ALN LVL HTK ACL AOM PSL STO INT WIS CON OEX CHA WPN
Chief Advisor MAG NNN 101 026 009 010 137 168 167 144 106 146 lOS DOG
Minister of War FTO NEX 091 031 006 040 124 154 166 178 166 117 133 185
Ministerof Land Management DOD NNN 071 026 009 010 113 138 112 183 102 123 118 IFM
Minister of Foreign Affairs FTO NEA 071 026 006 040 113 168 114 145 103 113 096 185
Minister of Domestic SCrvices FTO NNN 061 024 006 040 113 102 128 113 145 125 136 185
Chief Accountant FTR NNN 041 025 006 040 118 142 148 158 114 157 086 185
Accountant FTR NNN 021 026 006 040 105 136 183 143 136 124 122 185
Held Sage FTR NNN 011 029 009 010 108 173 156 142 125 126 157 185
librarian FTR NNN 011 024 006 040 103 134 147 093 118 106 122 185
Tax Collector FTR NNN 021 031 006 040 105 133 113 114 188 094 103 185
Minister of Revenue FTR NNN 031 023 006 040 114 137 107 121 lOS 141 177 185
Ambassador FTR NNN 021 024 006 040 112 133 162 147 111 112 107 18S
Spy THF NNN 011 031 007 030 104 164 117 084 158 156 096 UDG
Diplomat FTO NNN 031 021 006 040 118 '11 136 133 101 107 096 185
Foreign Emissary FTO NNN 081 026 006 040 117 134 154 138 137 092 093 18S
Admiral FTR NNN 081 022 006 040 113 113 124 111 117 108 103 185
General FTO NNN 081 024 006 040 114 133 166 121 114 113 168 185
Guard FTO NNN 011 030 006 040 106 154 161 114 155 114 121 185
Child FTO NNN 011 024 006 040 073 125 166 103 122 162 132 DOG
High Priest CLR NNN 091 026 006 040 083 144 137 188 126 165 093 Staff
Priest CLR NNN 021 025 006 040 086 134 168 167 125 138 164 Staff
Scribe MAG NNN 031 022 008 010 055 116 154 155 113 112 157 DOG
Wizard MAG NNN 031 025 008 010 076 112 177 086 143 145 084 Staff
PhYsician CLO NNN 031 023 010 008 064 105 157 151 138 124 116 ITN
Monk MNK LNE 031 027 010 008 074 147 141 134 138 101 148 "IFM
Maid FTO NNN 011 022 010 008 033 113 081 103 115 121 173 None
Cou" Jester JES NNN 011 025 010 008 044 154 174 107 104 156 107 DOG
Slave 8EG NGE 011 020 010 005 012 lOS 134 113 107 095 124 None
Cook FTR NNN 021 024 010 008 046 136 137 132 111 102 137 ITK
Valet FTO NNN 011 028 010 008 042 138 167 147 156 128 124 DOG
Bo!le, FTO NNN 011 029 010 008 043 158 136 124 148 122 164 DOG
Gardner FTR NNN 011 029 010 008 043 132 127 117 166 113 114 DOG
Hired Servant 8EG NNN 011 023 010 005 012 125 075 111 114 105 168 None
N..,ny FTO NNN 021 024 010 008 056 116 141 107 138 114 135 None
Citizen FTO NNN 011 030 010 007 043 165 143 103 144 142 112 185
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The Soaring Stan Clu b

An elite social club on the west side, the Soaring Stars Club is "the place to be," Anyone who is wealthy, popular, or of
the nobility belongs to the Stars. Contacts can be made here and information bought or sold; the gossip flows freely. The Stars
Club features a large bar made of wood from the near-extinct Moonwood tree. It is delicately and beautifully carved with
sctnes of the heal/ens and earth, Nymphs, Satyrs, EII/es, and other creatures of the woods frolicking about, and fantastic
creatures such as Unicorns and Pegasi. Moonwood tables and chairs surround the bar. A large dance floor made of polished
marble with a stage is set agianst the back wall. Some type of entertainment is usually provided for the enjoyment of the
patrons.

To the right of the game room is the hot baths room. In it, seven small wooden tubs are filled with warm water agitated
with wooden paddles by a slave girl at each tub (CHA 15 or hiltler). In the very back of the Club is a fortune-telling room.
Milisca, a seer from Seraphine works here, telling the future for 15 GP per reading. She is 80% accurate in her readings (-10%
per day into the future).

SItgOI Ranir it the mllllqr of the Soaring Stars Club. He is a quiet mllll who it not given to the frivolities of the rich,
despite his own considerable wealth. Untoo Twee, the bartender, greatly enjoys his job because he hears all the local gossip
iWnOng the high class clientele. He also likes to talk and cannot be trusted to keep a secret. Untoo has a bad leg and walks with
a limp. He receil/ed his injury while in the military during the Battle of Crowrun.

No one with a PSL of 7 or lower can become a member of the Club. Membership costs 50 GP per year, and any unac·
ceptable behavior is reason to lose membership, as well as status.

CLS ALN
Milisca
SAG NNN

LVL HTK ACt ARM

094 023 010 005

PSL

105

ST"

114

INT

167

WIS

156

CON DEX

127 166

CHA

135

WPN

Dart

Sagel Ranir
ILL CEN

Untoo Twee
FTR CEN

K. SIENt8lEPA-~

103

092

023

010

010

006

005

105

107

176

104

124

186

105

157

165

136

157

176

145

146 +1
Throwing Kife

177 Dagger
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The Burnt Dragon Club

The Burnt Dragon i, a club for those professing to be Magici.n, lor people Involved with magic) only. Not only is it a
place for relaxatIon, with various games, hot baths, and the like, oot it I, also. pIece where Mages can gather to discuss new
techniques.nd ideas. Club membership is 100 GP. month, oot.1I food and drink is free to members. Both the food and the
drinks are of very hlltl quality, so the membership fee is well worth it. To gain membership. an individual must prove magical
abilities and be PSL 9 or higher. The club is managed by Thetavelus, a prominent Magician and good OOsinessman. He employs
three bouncers who guard the door, FTR. NNN, LVL 3, HTK 12· 14 . 15, ACL 6, WPN Scimitar. The bar is tended by Theta­
velus or Zeresa, hi, prettY, young wif•.

Atop the ber i, • revolving crystal ball radiating prism.tic colors. Three similer balls hang from the ceiling over the bar.
Expensive murals.nd tlpestriesadom the polished wooden walls of the club. VIsitors are not allowed in the club because a lot
of trade secrets cIrculate here that are not meant for the ears of outsiders.

CLS AlN lVl HT" ACl ARM PSl STR INT WIS CON OEX CHA WPN

Thetavelus the Marvelous
MAG NNN 11M 029 010 007 106 156 196 186 ,.7 167 157 Wend

z.....
WIT NNN 122 025 010 005 106 127 176 168 137 178 179 None
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Meriem Catwolf Folk
The "Meriem" are a highly-intelligent. free-roaming fact of the Catwolfs closely related in appearance to Warcats. Unlike

the Ware.ts. however. the Meriam are completely sentient, have I highly-developed sense of honor. have evolved a civiliution
independent of Human-kind. and believe themlltlves to be descend..,u of an lonelier race. Their ferocious appearance is
enough to dissullde most predaton. but chief of their defenses is the ability to Charm oth.r creatures (up to 10 HD or 10 LVL
once per dayl if they can Induce the creature to look directly into their eves. Although they are four·legged, the Meriem
possess an opposing thumb and three fingers which are retractable on their front paw•. Their tail. have sensitive touch. and the
",.nem use1hem with 9r..t dexteritY to signal in sign language, indicate direction. climb,.nd grasp simple objects.

The Meriem's thick fur co.t prOVides a protective covering e~.1 to ARM 024 to ARM 063 (ACL 8 to ACl4), depen·
ding upon the sizt of the cre.ture. Color.tion of their fur is liWlt.nd r.nges in soft shldes from punt white (smallest size) to
golden yellow. Size r.nges from 4' to 10' in length with body weights from 100 to 600 pounds (HD 106, 2 Oaws 102, Bite
1061. They be.... their young in litters 1104 cubs) only once in • fem.te's lifetime .nd form. family grouping of 206 adults
to protect the young during the first three years only. They live 406 + 110 years normally.

The Meriem disd.in the ownership of objects and have little intercourse with treders .nd others evidencing rnateri.lism.
They h.... been known to exchange .rvices for knowledge, howev.r,.nd are believed to possess. vast store of knowtedge in
IMir "Revered Ones" lMen." 0"" 100 years old).

TheMeriem rlOge Ifeety in end out of Tartntis on their own business, end it is comidered tre-son to kill • Meriem within
tht wll's of the city. The Meriem nner spe.k, but mlOY Humll'll hlVt I.....ned their sign I.... or gestures. Some Mlriem
h.,e devIIlQP.t ,,*1 .bilities (PROB 5"/20 V....s of Age) which do not require spok.n enchlOtmenti. They prefer ''hNIing''
mlllic .nd sometimes perform this service to avoid the necessity of hunting. Friendships between the MIriam end HumtnOidl
.. r.. but h-e bien rwportId. In such~,. teleptthlc link h. be<:orn'lI)pWent between the two species after..,.,..
v-'S of coowt (+210 per V...,. The Mlriem will lWVlr stay in one pllC8 long, elCClPt in a family pICk, and CIO trIV'tI as
_iftty as. 19lt Hot. for up to 3 hours without tiring.

II: S/EMl!iIE£III-71
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BKkground

The Azurerain Pirates

Detailed mOte fully in the CitY St.te Campeign Installment conuined in P9SUS 6, the stronghold of Birezni., where the
Pirates who work hand-in-glove with the government of Tar.ntis, are located. is given a cursory deteription in the following
pages. The hues referred to in the descriptions are those of the mil> of the five-mile hex numbered 2625 on Campaign Map 4.

The Azurer8in Pir.tes

~~...../
Ten yean ago, • freebooter approached Atar the Lion, the ruler of Tar.ntis (Hex 2'327, Campaign Map Four) with an

Interesting proposition. An agreement was reached between Atar and the man who has since ben known as the Suhawk.
The $eahawtl: gtthered together ,II the local pir.tes, prjv'teen, buccaneers. and the other refuse of the water and

molded them together into a brotherhood· an association of independent captains which would eliminate competition
befWHn them. At.r and the m.rkets of Tarantis would share in the enterprise. It soon became recognized that ships liCf!nsed
by the T.rentine Merchants' Association would be guaranteed passage by the Brotherhood if a slight fee was Plid. Vessels
which were not registered would be fair ~e for the pirates. Seized goods were then auctioned by the Brotherhood monthly.
It has been rumored that Atar sometimes denies registration to vessels carrying goods he covets and then buys them at the
IUCt.Ion when the ship is taken by the Brotherhood.

In time, a camp grew around the market site about 1B miles northeast of the city of Tarantis. The Seahawk, a cautious
type, developed a system of protection for his men. Lookout points were situated along the Azurerain River. Agents of the
Brotherhood were sent into the cities and towns along the river. It is rumored that, by this time, agents can be found in most
major cities in the known area. A carrier pigeon system was instituted about five years ago, thus insuring quick communica·
tions between outposts. It is not uncommon for magic to be used to notify the Seahawk of wealthy prizes.

Ships used by the Brotherhood vary in type. Most are owned by the Captains although ships are also known to be
under the ownership of patrons who receive a portion of the booty when it is sold. The main type of vessel is a c1inker·built,
shal1ow-draft ship, close in design to the Viking WI( boat. This type of ship can be used with sails or oars and is quite capable
of long sea journeys. Smaller river craft are also used. In most cases, the crew is entirely composed of members of the Brother­
hood although some vessels use slaves as rowers.

The governing body of the Brotherhood is the Council of Captains. Each captain (who must posseu a ship and at least
fifty men) has a vote in Council deliberations. The Captain.Qeneral has three votes and decides the action if a tie vote rewlts.
The T.rentine Merchants' Association and Atar the Lion each get one vote. General meetings are held twice a year, and at least
three.quarters of the captains must be present in order to have a voting quorum. New Captains are appointed as voting mem­
bers only with the approval of two·thirds of the voting membership. Quarrels within the membership are normally decided by
a fonnal duel if agreement cannot be enforced by the members. Violations of the Articles of Association of the Brotherhood
are tried before a judicia' board consisting of the Captain-Generaland two Captains elected every two years.

Shares of sold booty are normally divided in the following fashion although minor variations are known to exist.

~ Master of the vessel. Uwally the Captain.
1010 Officers and bodygUlrd.
~ Crew.
1010 C8ptain.Qeneral.
15% Brotherhood treasury.

5% Atar the Lion and the Tarentine Merchants' Association.
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Average Ship Charaeterinics

Length: 65' to 70'
Beam (width): 13' to 15'
Crew: 55·60, usually two per oar.
Officers: 3 . 5
Average Speed: 3· 7 knots rowing, 4 . 11 knots sailing, usually with one mast and a large, square sail.
Armament: Some ships mount small ballistae on a platform on the bow. Individual crewmen are armed with their personal

weapons. Some captains elect to use unarmed slaves as rowe"" but the rest of the crew is armed.

Offices of the Tarentine Merchants' Association

Representatives of the Associacion can be found in meny towns and cities of the known world. A typical building is
three stories high. L1vlng quorters for the agent and his family are found on the second floor. There are also living qUlrters for
the guards (2 - 8 Fighterl, all in Leather Armor, bearing Longsworth). The strong box is also found here.

The third floor contllns storerooms and a carrier pigeon loft. 5 - 15 birds are kept, watched owr comt.ntly by •
trainer. Using these birds, the Igeflt otlways keeps in toudl with the home organization. Messages are .lwaY' sent In coda, and
the code is known only to the agtnts.

The first floor holds the offices for the Association, Record files are maintained by 1 ·4 saibes. The licensing office i.
in the rear. Licensing permits and the Assodatlon's seal are kept in a locked strong box during business hours and transf.rred
upstairs-at night. Aver. costs are 1 CP per ton of common goods, 1 SP per ton of luxury goods (win., fin. cloth, .tc.), and
1% of the value of valuables Uewelry, fine books, spices, magical items, etc.). Slaves are priced according to the use of the
slave. Common slaves are insured for 1 CP per 10 slaves. Trained slaves are 1 SP each. Harem girls, fine cooks, body 18fV8nts,
and scribes are insured for 1 GP each.

Permits may be denied (and the informetion passed along to the main office) if the cargo exceeds certain values):

Cargo Value
0-50GP
51·100GP
101·500 GP
501 - 1,000 GP
1,001 - 5,000 GP
5,001 - 25,000 GP
25,001 - 100,000 GP
100,001 - 500,000 GP
500,001 - 1,000,000 GP
1,000,001 - 2,500,000 GP
More than 2,500,000 GP

Chence of Oenill
,%
5%
8%

'0%
'5%
20%
30%
40%
50%
75%
BO%

AttlCk Chence
,%
7%

'0%
'5%
20%
30%
45%
6O'l6
80%
95%

1"""
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Attack chance is the percentage roll to determine If the Brotherhood will attempt to take the unlicensed merchant
vessel. Note that bribery may be resorted to by shippers to attempt to gain a proper license.

1. Watch Tower· Hex 1120. A platform built in a very large oak tree serves as a watchtower. It holds 10 men on each of its
two stories and is entered by 8 rope ladder which is only lowered when the guard Is changed every 18 hou"'. If danger or a prey
approaches, carrier pigeOl'ls are released to relay the message upriver to Birezn1a. Guard: FTR, LEX, LVL 2, ARM 060, HTK
8 - 6 ·6- 5·5 - 5 . 5·4 - 7 -8, WPN Heavy Crossbows and Cutlasses.

2. Ferry· Hex 2015. Black Diccon, Half·Orc, THF, NNN, LVL 5, HTK 21, ARM 020, WPN +1 Dagger, cherges 1 SP per man
or beast and 3 SP per wegon or cart. Beneath his black, hooded robes, Diccon wears a reinforced breast and back plate, and
he distrusts anyone who is not obviously a Fighter Of I Pirate.

3. Stone Tower - Hex 2115. A Light 81111118 is mounted on the roof of the 20' taU, 15' diameter stone tower which holds 15
men, FTR, LEX, LVL 1, ARM 060. HTK 5-4 -4 ·3- 2·7·5·4·3·4 -6 -6 ·4·4· 2, WPN Various, and a Caplein, FTR,
CEX, LVL 3, ARM 060, HTK 20, WPN Cutlass.

4. Auctioneer· Hex 2215. In 8 two-story, stone building, the locals bid on the loot stolen by the Pirates. The auction takes
place on the last two days of each month. A belOWllfOund vault holds goods being stored for 8uctioo. The stai", to the v8ult
are always guarded by two men, FTR, LEX, LVL 2, ARM 060, HTK 7·6, WPN Cutlass" and Boarding Pikes. The vault door
is trapped with 206 poisoned, spring·fired Darts_ Only the auctioneer, MAG. LEX, LVL 3, ARM 080, HTK 12, WPN +1 Dag­
ger, and the 5eahawk hIVe the key.
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5. Seahawk's Hold· Hex 2316. The Seahawk, FTR, LEX, LVL 9, ARM 050, HTK 38, WPN +2 Cutlass, is often absent from
the Hold (20% PROB he is in Tar.ntis, 40% PROB he is on a raid. 10% chance he is at the Red Lion Inn). The stairs to the
second floor are gu.,ded at all times by two Pirates. FTR. LEX. LVL 1, ARM 060, HTK 6 . 5, WPN Cutlass. A trapdoor in
the Seahewk's room on the second floor leads to a hidden stairway to a tunnel below ground level which serves as an escape
tunnel and is barred by I magically-locked, heavy door. Only those who live at the Hold know the secret password required to
deactivate the well. A treasure room to the ~ft of the door contlins locked strongboxes holding 15,000 GP, 15,000 SP,
25,000 CP, 10,000 GP In jewelry, 15,000 GP in gems and potions of Ether Form, Dominue Birds, Flying, Persuasiveness, al'\d
Dragon Control. The treasure is guarded by an Iron Golem which will always attack unless the control word, known only to
the Seahl'Wk and his closest companions, is spoken.

6. Accounting House - Hex 2316. Two Clerics, two Scribes, al'\d six slaves, HTK 8·6·2·1·5 - 4·4 - 3·2·2, WPN Maces
and None (sllves), work hara, keeping the records of the auctioneer and the Pirates In order.

7. Temple of Neptune. Helt 2317. This is a local shrine to the patron of the river. All monetary donuions are used to plate the
marble stawe ofNeptune;all non9Jlditems are exchanged for gold plating. The current worth of the StitUl is 22,500 GP. The
statue stands on a h;gh et.i. _mounded by a 15' wide and 30' dHp moat filled with river water. The temple is presided over
by Nordak the C..ric, two acot'(tft ItId three custodian !r-'ards, HTK 24 . 13 . 13 . 10 . 11 . 7.

8. Armory. Hax 2317. The In'I'lory conUins 2 Light Ballistll, 25 casks of oil, 150 Ballistll Bolts, 50 Heavy Crossbows, 100
Light Crossbows. 2.000 Crossbow Bolts, 300 OJtlasses, 500 Boarding Pikes, 200 Knives, 150 $ITIall Shields. 100 sets of Leather
Armor. and 100 Gnppling Hooks. Five Pirates guard the contents. HR, LEX. LVL 1, ARM 060. HTK 6 - 5 - 5 - 4 . 3. WPN
Cutlasses and Pikes.

9. Rope Maker· Hex 2417. BoIdikker. Goblin, FTR. CEX, LVL 1, ARM 060. HTK 4, WPN Dagger, makes ropes for use by
the Pirates. 66 GP .. hidden bentlth a rope coiled in the upper loft.

10. Red Lion Inn -Hex 2116. Big John, HR, NEX. LVL 4, ARM 060, HTK 21, WPN + 1 Mace owns the Inn. Fast Eddie. THF,
NEX, LVL 3, ARM 060, HTK 11, WPN +1 Dagger, runs the kl"lUcklebones games in the corner. He often cheats, but the
mance of detection is 6% cumulltive per roll. Rooms upstairs (PROS 40% availablej are 2 SP per night, including breakfast
and a drink on tha hoo•. Customers are Pirates, NA 1004, LVL 1 - 2. The establishment's till is kept in a locked cash box
and contains 120 GP, 100 SP, 80d 55 CPo

11. Granary _ Hex 2117. The watchman, FTR. NEX, LVL 2, HTK 8, ARM 060. WPN Club, guards 20 . 200 tons of grain.
depel'\ding u pan what the latest raids have produced.

12. Barrack· Hex 2216. The barrack provides living quaners for 50 + 1020 Pirates and their personal belongings. The Pirates
are HR,CEX, LVL 1 - 2,ARM06O, HTK4 -6·7·3 - g -2 -5 - 3·7·8·5 -6 -2 - 5 -4, WPN Cutl.ss.

13. Lathey's Pllce· Hex 2317. Captain Bigboot Lathey, Orc, FTR, CEX. LVL 6, ARM 050, HTK 25, WPN +1 Cutlass, and
his cronies are tha Seahawk's main competition. They control .bout a third of the Brotherhood's votes and are always trying
to undermine the authority of the Sfahawk. Bigboot will pay money for any information which may prove damaging to the
Sfahawk.

14. Bellagio's· Hex 2318. Captain Bellagio, FTR, NEX, LVL 5, ARM 050, HTK 38, WPN Cutlass generally votes with the
Seahawk on policy matters.

15. Brig· Hex 2418. Cells contllin 108 Pirates (usually iailed for fighting). 206 prisoners being held for ransom, and 104
others. All cells are on the upper level of the building. The lower levels contain quarters for the overseers and field slaves.
There are quarters for 150 slaves. who are chiefly employed in working on the nearby fields, and 10 overseers armed with
Whips. Slaves are kept chained at all times, and attrition rate is high· 10% chance of disease cumulative per month held in
slavery. Slave raiding is 01'Wl of the Pirates' many activities.

16. Watchtower· Hex 3116. A wooden tower 20' high and 15' in dilmeter holds a ten·man garrison, FTR, LEX, LVL 1,
ARM 060. HTK 6 . 5 - 4 ·3·2 - 1 ·4·5·6 ·5, WPN Cutlasses Ind Light Crossbows.

17. The Keep - Hex 2612. A beacon fire on the roof of this stone Keep is sometimes used to guide ship to the camp or relay
signals. The norm,l garrison is 20 men, HR, LEX. LVL 1, ARM 060. HTK 6·5·4 - 3 - 2 . 1 ·4 . 5 - 6 - 4, WPN Ug,t Cross­
bow. A trap door on the first floor leads to the caves below.

18. Ruins· Hex 2610. Here are the remlins of what was once a large building which was destroyed by fire long before the
Pirates found it. The area is shunned by the wperstitious sailors. almougn some say that the place was once I rich temple to.
local cult of kille".
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Events and Encounters in Town

If an encounter is rolled for in the town. roll 1020 for the type of occurrern::e.

1 A party of drunken Pirates (HTK: 8. 6. 4. 3. and 3) accost the party and demand that they buy a round for them
at the Red Lion. They will fight if the party doesn't come across.

2 Old Wilf, a one·legged retired Pirate offers the party a secret map (fake) of the dungeons below the Seahawk's house
for 200 GP. If pressed, he will say that he is not able to search them himself because of his bum leg. (This encounter
may only happen once. If it is rolled a second time, rollltg8in.)

3 Mother Jujy, an old hag, offers good luck chlnns to the party, 1 SP each. They are worthless.

4 A band of slaves is being led to work in the fields, and one attempts to escape. H. runs toward the party while the
overseer chases him. It is a serious crime to aid a slave and a duty to capture all escaping ones.

5 A drunken Pirate is observed being robbed by a small boy. The boy. Grldo, knows all about a secret tunnel that leads
beneath the mountain to a hidden temple.

6 An impressment gang has a 35'" chance of noticing a player-dlaracer and will seek to capture him.

7 Party is offered employment by a representative of the Tarentine Merchants' Associ.tion .s a crew member for a
raiding expedition.

8 An Elf, chained to a wagon, whispers to the party leader that he will pay handsomely if they will relnse him.

9 A scantily·dad woman (Argelis, Class: Fighter; Alignment: CG; LVL: 4; Social Level: 4; STR: 15; INT: 12; WIS: 11;
CON: 13; OEX: 15; CHAR: 17; POW: 16; END: 14; STA: 13; AGll: 16; SPD: 16; lEO: 18; lCK; 8; GAM: 7;
Weapon: Longbow) walks toward the party. If the party says anything suggestive or improper, Argelis will fight. She is
a member of the crew of the Revenger. HTK: 23.

10 A rough·looking character gives the party leader a scrap of paper and whispers, "It must be done tonite, matey." The
paper has a large black spot. and beneath it is written: Prog the Grim. (This encounter may only happen once. If rolled
a second time, roll again.)

11 A beautiful woman asks the party leader to help her to find her father who is rumored to be a prisoner of Bigboot
Lathey. She will pay 1.000 GP if her father is released. Lnhey demands 2,000 GP for the ransom of the prisoner.

12 A ship-less Captain. Tindel the Red, Oass: Fighter; Alignment: LG; LVL: 3; Social Level: 3. STR: 17; INT: 11, WIS:
14; CON: 14; DEX: 9; CHAR: 11; POW; 17; SPD: 13; END: 14; lEO; 11; STA: 15; lCK: 8; AGIL: 8; GAM: 14;
HTK: 16. approaches the party and confides that he is a little down on his luck but is seeking investors to help him
get a new ship. He shows the party haU of a treasure map showing the legendary island of Dariabar where fabled riches
are conoealed. IThis encounter may only happen once. If rolled a second time. roll again.)

13 A street vendor approaches, selling "official" Pirate head scarves for 2 CP each. He is very penistent.

14 Two Pirates begin a fierce brawl as the party paues. There is I 25% chance that one of the party is struck by one of
the combatants.

15 A rum-seller runs past the party yelling. "StoP. Thief!" to a fugitive disappearing into a doorway ahead.

16 A lady of the evening propositions the party leader.

17 A drunken Pirate lies sprawled in the gutter muttering about men and "a dead man's chest." He has 3 sP in his pocket
and I treasure map (fake) hidden under his bllrldana. (This encounter may only happen once. If rolled a second time.
roll again.)

18 A recruiter for the ship, levantine lady, accosts the party and seeks a trained archer for the ship's company.

19 A Pirate walks past the party carrying a woman over his shoulder. The woman appean drugged. If aided, the woman
will pay the party 100 GP.

20 A mounted messenger knocks down the party leader. He carries a list of unlicensed shipping to the Seahawk.

The Pirate stronghold is refuge for about 418 Pirates and their families. If the ....dge does not hlYe "The Azurerain
Pirates" in p.... 6. he or she mu.t create the necessary stats for any Pirates encountered in this section since there i, nat
enough space in this pro;ect to include all the information contained in the Installment. 83



Village Construction Tables
W.II Seetions.nd Streets

Die Roll
1
2
3

•5
6

Numt. of W.II Sections
2 - 12
4·24
8 - 36
8 - 48

10 - 60
12 - 72

Wall Height
To detennine wall height, multiply the number in parenthesis on the W.II
Thtekness ChIrt by the actUal thickness. Grates range from 6' to 36' high.

W.II length
To determine the length of each wafl section, multiply the wall thickfle" by
1't02O'.

W.II Thickneu .nd Type

Die Roll
1
2
3

•6
8

-O·Oronze
-I • Iron

Elf'th 12x1 Wood (4l() 8f'tek I~II.) Stontl (311.1 Ma,ble 1311.) Grlte
10' 1' 2' .' 2' l.«iced ," diameter 0-
20' 2' .' 8' .' 2" diameter 0
30' 3' 6' 12' 6' 3" diameter 0
40' .' 8' 16' 8' '" diameter I-
SO' 6' 10' 20' 10' 2" diameter I

Wood Brick Stone Marble Grate 3" diameter I

DI. Roll
1
2
3

•5
6
7
8
8

10
11
12
13,.
15
16
17
18
19
20

Wall C"'KterittM:i
Secret G,te
Stained
0._
Batter 3" . 18"
Spiked Top
Pointed Top
Castellated
Arrow~its 11/10')
Crumbling
Cantil.....red Pletfonn
Parapets 0130')
Glass Embedded
Overgrown
Dry Ditch
Moat
Iron ReInforced
Magically Reinforced
Small (Posternl Gate
Gate Tower
Tower Both Ends

me Roll
1
2
3

•5
6
7
8
9

10
11
12
13,.
15
16
17
18,.
20

W.II o.fen.s
None
T.boo Symbols
Multiple Crossbow
Iron Pelk!ts
Spe'rTrap
Arrow Trap
No"
Gas Spheres
Tar Pits
Mirrors
Watch Creatures
Pits
Magically Protected
Stones
C'tapUlt
Onager
Trebuchet
Dart Thrower
Greek Fire
Cauldrons (1/30')

Die Roll
1
2
3

•5
6

Number of Streets
1 . 10
1 - 20
3 - 24
• - 32
4·40
6 - 60

Street length
To determine the length of each street, multiply
the width by 20' to 200'.

Street Width and Type

Die Roll Trail O"t G..... Wood Brick Stone
I I' 2' 3' 2' 5' 10'
2 2' .' 6' .' 10' 20'
3 3' 6' 9' 6' 15' 30'• .' 8' 12' 8' 20' '0'6 Dirt 10' 16' 10' 26' SO'
6 Dirt Gr.vel Wood Orick Stone 60'
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Shop Type.

To find the tYpes of shops a village will have, note first the number of $hops the population will allow on the Population
Chaft. Then note the ted'lnological level of the village on the Village Technologica Chart. If a village has a technological level
of Tributary with a population of 200, four village shops and two government works building should be rolled.

Vil~ Population Level Chart

Percentage
Die Roll.,

02
03
04

ll5·06
07 - 08
09·10
11 - 12
13 - 14
15 - 17
18 - 20
21 - 23
24 - 26
27·29

Population
I.
20
30
40
50
60
70
80
80

100
110
120
130
140

Shops
1
1
1
1
2
2
2
2
2
3
3
3
3
3

Percentage
Die Roll
30-32
33·36
37 -40
41 - 44
45 - 49
50 - 55
56 - 60
61 - 64
65 - 67
68-70
71 - 73
74·76
77 - 79

Population
150
160
170
180
190
200
2'0
220
230
240
250
260
270

Village Shops

ShOO'
3
4
4
4
4
4
5
5
5
5
5
6
6

Percentage
Die Roll
80 - 81
82 - 83
84·85
B6 - 87
88· 89
90 - 91
92 - 93
94·95

96
97
98
99
00

Population
280
290
300
310
320
330
340
350
360
370
380
390
400

Shops
6
6
6
7
7
7
7
7
8
8
8
8
8

After locating the te<:hnologic~1IIllv,,1 of the village, roll on the chart In the technological level indicated. Roll for no more than
one - third of the shops In that category. The remainder shall be rolled for from the tower technolgicallevels.

Village Technological tevel Chart

•

Rolla 12 - sided die to determine the village technological level.
A roll of 12 indicates a re-roll. The column of numbers next to
the technological level indicates the number of government works
buildings to be rolled for.

Anarchy
Democratic
Tribal
Agrarian
Religious
Tributary
Oligarchy
Republic
Aristocracy
Feudal
Dictatorship
Re-roll

o
1
1
2
2
2
3
3
3
4
4

'--.---



Village Shop Charts

Anarch.,.
1. Flint Cutter
2. Tanner
3. Stone Cutter
4. Tavern
5. Wheel and Cart Shop
6. Stone Tool Maker
7. Plow Maker Shop (Wood)
8. 0)1 Keeper
9. Wise Man's Den

10. Weaver's Shop
11. Basket Market
12. Open Air Market
13. Yoke Maker
14. Stone Weapon Maker (Axe. Knife)
15. Spear Maker
16. Smoke House
17. Shield Maker (Skins)
18. Jeweler (Unwt Stones, Bones)
19. Armorer (Sreasplet., Bone)
20. Rainmaker

Democracy
1. Horse Breaker
2. Bow Maker
3. Fortune reller
4. Stable Keeper
5. Mold and Pattern Maker
6. Raft Builder
7. Glove Maker
8. Tavern
9. Remedv House

10. Axe Maker
11. Net Maker
12. Sandal Maker
13. Drum Maker
14. Water Witch
15. Leader's Houte
16. Stirrup Maker
17. WuelWneel M.ker
18. Bronze C.ster
19. W.terSkin M.ker
20. Carver's Shop
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Tribll
1. Cenoe Maker
2. Railsplitter
3. Oil Shop
4. Miller
5. Hunting Dog Trainer
6. Pitch Maker
7. Wine M.ke,
8. Ate Maker
9. Tavern

10. Sword Maker
11. T..m
12. Hone Keeper
13. CoIl Supplier
14. S.lboIt Maker
15. BllCksmith (Horse Care)
16. Hand Axe Maker
11. Fur Trader
18. Spike and Wedge Maker
19. Helmet Maker (luthed
20. Shield Maker

Agr.,ian
1. Sundial Maker
2. Linen Shop
3. Robe Maker
4. Book Maker
5. Candle Maker
6. Oil Lamp Maker
7. Coppersmith
B. Scribe
9. Tavem

10. Inn
11. Carpenter
12. Wagon Builder
13. Slate Cutter Shop
14. Pole."" Shop
15. Mace Maker
16. Tailor
17. Pottery Shop
18. Sail Maker
19. Bricklaver
20. Honetrlder

Religious
1. Lantern Maker
2. Chariot Maker
3. Hat Maker
4. Silversmith
5. Leather Annor
6. Master Builder
7. Ghost Olaser
B. Undertaker
9. Composite Bow Maker

10. LocksmiC'l
11. Slaver
12. Navigational Shop
13. Pipeweed Shop
14. Brewery
15. Religious Symbols Shop
16. Lance and Javelin Shop
17. Jail (Law Enforcement)
lB. Trap Maker
19. Temple
20. Herb and Spice Shop

Republic
1. Ship Builder
2. Hotel
3. Slave Market
4. Bath House
5. Swine Market
6. Cattle Market
7. Clerical Aid Shop
8. Sculptor
9. Lumbennill

10. Shipyard
11. Bake Shop
12. Interpreter
13. Building Supplies
14. Stage Hire
15. Foundry
16. HourglassShop
17. General Store
18. Sage's House
19. Jade Shop
20. Gladiator School



Arlstoc...cy
1. Pl.te Annor (Annorer)
2. GeoIOlliS!!Sago I
3. Rugs .nd Ttpeltries
4. Siege Tower Builder
6. Deed Recorder
6. VIII. Clerk
1. Leech (Doctor)
8. AssIstlns' Den
9. Mining Engineer

10. Ship ClIPtalns' Guild
11. Pottery Shop
12. Animll TraiN"
13. Th...·Qen

14. Mutk Shop
15. s.lIon' Hln
18.1'10__

11. ThMtiIr
18. Brick...,.,
18. _'Guild
20. Court of Uw

Onllrchy
1. CrOiIbow M.ker
2. C....nmlll (Armorer)
3. TrIP Designer
4. Anist
5. Poison Shop (Ak:hemlst)
6. Accountant
1. Astrologer's Shop
8. Minerai s.oe
9. Dounilt (SIgel

10. Body Sn.tcher's
11. MIIP M.ker
12. Feed. Seed••nd Dry Goods
13. Minstrll GuUd
14. M....
15. librll'Y
11. Wigs
11. Cour1hau.
18. Moneyc:tt..r
18.......... 50.....
20. Hypnotist

OICUItorlhip
1. Telescope S...op
2. Sctlool of Mattl and Science
3. Gladl.tor Arena
4. Siege Engineer
5. Sages' Guild
6. Monastery
1. Taxidennist
8. Glass Shop
9. Sign p.inter

10. Circus
11. Survey Shop
12. Sanitation Station
13. Worn",,' Clothing Shop
14. Orc.mitDry
16. Lamdry Service
16. Landscape Service
11. Investigltor
18. Falcon Trainer
18. GI.. Cutter
20. R.tCh..,

F_
1. Rocbt Bulkier
2. Roed EngI.....r
3. Cade Engineer
4. F~"'SchooI
&. Megic 5choot
6. M.......,~ice

7. Astronomer (Sage I
8. Catapult Builder
9. Elcecutlon YIrd

10. Building Inspector
11. Actors' Guild
12. Spectacle Shop
13. Steel Factory
14. Ship Captlins' Sctlool
15. Siege Tower Boilder
16. A....lns· Guild
17. House of the Insane
18. VIII. Bookkeeper
18. Millury Induction Center
20. H I of Gre. Druid

T,lbuWy
1. 5crhI M.ker
2. Windmill Builder
3. Silk Goods
4. Monevlender (Bank I
5. C.-pet M.ker
6. Goldsmith
1. Barding Maker (Armoryl
8. H.lbtrd, Morning Star••nd Flail Maker
9. GllSs Blower

10. Debton' Priwn
11. Tax Collector
12. Sheep M.rket
13. House of JoV
14. Infonn.nt Shop
15. Town Crier
16. Saddle Designer
11. Transportation Shop
18. Butcher
19. BureaJcrat's Office
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Government Work Charts

Castle
Vassal Training Center
Tomb of the Overlord
Fortress
OdeLm
Gladiator School
Temple
Bathhouse
Prison (law Enforcement)
Citadel
Mil itary Headquarters
Town Square
Tax Office
Village Meeting Hall
Emperium
lookout Tower
Keep
Village Coroner
Village Printing House
Military Induction Center
Burial Grounds
Village Court
Debtors' Prison
Sentry House
Military School
College
Capital (Temple Dedicated to a Ruler)
Guardhouse
Village Defense Wall
Pantheon ($everal Temples)
Stadium
Theater
Noble's Dwelling
Sentrv Station
Circus (Sinilar to Arena)
Markelplace

Anarchy
None

Democracy
,. 5 Tax Office
6 - 15 Village Meeting Hall

16 . 20 Community Warehouse

Tribal
1 - 2 l,x Office
3· 4 GUlrdhouse
5 - 6 Waterworks
7· 8 Granerv
9· 10 lookout Tow.r

11 . 12 Lelldership Home
13 - 14 Temple
15-16 Jail
17 - 18 ViIl,geMeeting Hall
19· 20 Village Court

Agrnian
1· 2 Citadel
3· 4 Militi. Headquarter,
5 - 6 Town Square
7· 8 Tax Office
9· 10 Town Meeting Hall

11 - 12 Community Warehouse
13·14 Lookout Tower
15·16 leadership Home
17 - 18 Jail
19 - 20 Temple

Religious
1. Temple
2. Temple
3. Burial Grounds
4. Prison
5. Citadel
6. Militia HeadQUlfters
7. Public Bathhouse
8. Town Square
9. Tax Office

10. Town Meeting Hall
11. Community Warehouse
12. Lookout Tower
13. Leadership Dwelling
14. Town Annory
15. Waterworks
16. Gr8n.ry
17. Town Stable
18. Large Tomb
19. Temple
20. Temple
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Tributary
1. Pantheon (Sever.l Tempi",)
2. Circus (Similar to Aren.)
3. Marketplace
4, Temple
5. Bathhouse
6. Borial Grounds
7, Prison
8. Citadel
9. Militia Headqu.ten

10. Garrison Headqu.ters
11. Town Square
12. Tax Office
13, Village Meeting Hall
14. Emperium (Royal Warehouse
15. leadership Dwelling
16. lookout Tower
17. Keep
18. Town Postal System
19. Military Induction Center
20. Village Court

Oliprchy
1. Stadium
2. Theater
3. Noble's Home
4. Sentry Station
5. Pantheon
6. Circus
7. Marketplace
8. Village Court
9. Temple

10. Bathhouse
11. Prison (L8'N Enforcement)
12': Citadel
13. Tax Office
14. Viltage Meeting Hall
15. lookout Tower
16. Postal System
17. Burial Grounds
18. Sentry House
19. Military School
20. Windmill

Republic
1. Temple
2. Bathhouse
3. Prison
4. Citadel
5. Military Headquarters
6. Town Square
7. Tax Office
8. Village Meeting Hall
9. Lookout Tower

10. Buri.l Grounds
11. Village Court
12. Military School
13. College
14. Village Defense Walls
15. Pantheon
16. Stadium
17. Theater
18. Noble's Home
19. Circus (Similar to Arena)
20. Marketplace

Feud.1
1 - 3
4 - 7
8·11

12 - 15
16· 19
20 - 23
24·25
26 - 27
28- 29
30·31
32 - 35
36 - 39
40 - 41
42 - 43
44 - 45
46·47
48·49
50· 51
52·54
55 - 57
58-60
61·64
65· 68
6g·72
73· 75
76 - 78
79 - 81
82 - 84
85· 87
88-00

91
92

93·94
95· 96
97·98
99-00



Aristocncy
1- 2 F(l(tress
3 - 6 Odeum (Music Hall)
7 - 10 Gladiat(l( School

11· 14 Temple
15 - 18 Bathhouse
19· 22 Prison
23·26 Citadel
27· 30 Military Headquarters
31·34 Town Square
35-38 TaltOffice
39·42 Village Meeting Hall
13 -16 Emperium

47 Lookout Tower
48 Keep

.9· 52 Village Coroner System
53·56 Village Printing Hoose
57·60 Military Induction Building
61· 64 Burial Grounds
65·68 Village Court
69· 72 Debtors' Prison
73·75 Sentry House
76·78 Military School
79 - 80 College

81 Capital
82·84 Guardhouse
85·87 Village Defense Wall
88· 89 Pantheon
90·91 Stadium
92· 93 Theater
94 . 95 Noble's Dwelling
96·97 Sentry Station
98 . 99 Circus

100 Marketplace

Dictatorship
,. 3 Naumachial (Place to Hold Mock Sea Battles)
4· 6 Castle
7 - 9 Vassal Training Center

10· 12 Tomb of the Overlord
13-15 F(l(tress
16 - 18 Odeum
19 - 20 Gladiator School
21·23 Temple
24· 26 Bathhouse
27 - 29 Village Printin9 House
30· 32 Military School
33 - 35 Burial Grounds
36 . 39 Village Court
40 - 42 Debtors' Prison
43 - 45 Sentry House
46 - 48 Military Induction Building
49·50 College

51 Capital (Temple Dedicated to Ruler)
52 Guardhouse

53 - 55 Village Defense Wall
56· 58 Pantheon (Several Temples)
59 - 61 Stadium
62 . 64 Theater
65·67 Noble's Dwelling
68 - 70 Sentry Station
71 - 73 Circus
74 - 77 Marketplace
78·80 Prison (Law Enforcementl
81 - 83 Citadel
84·86 Military Headquarters
87·89 Town Square
90·92 Tax Office
93 - 95 Village Meeting Hall

96 Emperium
97 Lookout Tower

98 - 99 Keep
100 Village Courier



TARANTIS ENCOUNTERS
TYPE OF ENCOUNTER

1 Attack«t
2 Chall."9'!
3 Sl.nder/ln.... t
• Guntioning
5 Proposition
6 Special

UNUSUAL er.cUUNTER IHoi 20 skied OM)
1 Maltt I Giap. ROKh.. 11 lnek.,eopH ,. Ofc.
2 CI.ic 7 Glant RIb 12 hid' 17 Op.
3 Bwd • 0....,111'1 "Zombln " '''''in
• '"ullonit. t lizwd Man 14 Goblins " T,oI
5 Vlmpif. 10 Mwman 15 Gilln. 20 Djlnnl

WHO ENCOUNTERED
, • 3 MIIn IS.. 3 IL)

.. Meriem C.twoIf
5 Unu...
8 Roll Ptf Quart.,

ENCOUNTERS WITHIN QUARTERS
THIEVES SHOPKEEPERS TRADESMEN SEA FRONT SAGES TEMPLES MERCHANT NOBLES

1 Apprentic. Shopper Rack.t.... S.ilon Vizier PiI"im W.tehm&n AUI..in
2 Footpad Bodygulrd Akhemilt Buccan., libf.rian Acolytu R_ Spy
3 Fenee Monevchanger labonr Pir••• SeritM 0- Merchant Sheriff

4 Burglar Black Mark.t", W..... ... elPgln r"nst.tor p,let. rUmM Mftcenwy
5 Cutpurle Tr.desmln P.ck. 0"61:'" e"I"" S_ c.,...... Nobl.

• CatOOrgl., Merchant Wood""an
Sh_ R...._ Sooth..y• ....... Adv.ntu,.,

SPECIAL ENCOUNTER
1 Pickpock.t
2 Storyteller
3 Impreument Gang
.. Culti Kidnap
5 ....
6 Messenger
1 P.rformer
8 lamplighter
9 Buffoon

10 V"i1antlts

11 Town Crier
12 Fugitiv.
13 SIr.t Urchins
14 au...ed S.kltf
16 Gamblltf
16 Mistaken Identity
11 Drunken Sods
18 L.....
19 Count.rfeit.,
20 Str.,.. Encoun1ltf

STRANGE ENCOUNTER
1 Awninl Coil...... Upon
2 S... CM.ring Coil....
3 Balcony CoH Upon
4 Sed. ehlir F Upon
5 Sp~ With Muddy W._
I Knocked Down by Ru......, e.m.I
1 e.r,1tI Leden e.t Overturm On
• Evidence Planted Upon
• Hi! by , Stone

10 Pftilou. Encounter

PERILOUS ENCOUNTER
1 Arrow From Nowher.
2 Add F,Il. Upon
3 S..... Fal. Upon
.. Lamp Post hIls Upon
5 Alchemist Expkttion

• Seww Oat expiation
1 H~Tr8m"'"

• Roc Exereln Upon
• Wei Crumbln Upon

1b Chamber Pot F,•• Upon

SOCIAL LEVEL

HMr.,chy 1 2 :i • 5 0 CARRIED
LVL SL NOBLE GENTLEMEN MILITARY GUILDSMEN MERCHANT GENERAL WEALTH
'06 1 G G G -, G $1.., lD6·1CP
106 2 G G Gladiltof labor... G S.... lOSep
1012 3 G G He'IId/P. Apprlntt« G VilI,in 1061'
1012 • G lowly One Militia JourntylNn Trader F'Hm,n loeSP
1012 5 Page/Varllt Olvotl' Merclnlry Craftsman Hucksltt' Citinn 106 GP
1012 • Holy Puh, Well Born Garrison MI'ler Vendor Bur.lucrat 106 EP
208 7 Holy One G.ntry elvalry Guildmllttr Mongtr Deputy 206 EP
20. 8 High Born Pr.tlnd.r S.flNnt Councilor Propfietor Shet'iff 306 EP
200 9 Than. Ard.y Maglstrat. Engin.., 0 A.."t W 106 pp
20. ,. Mali» Aristocrat Vizi.,IS. Foot C"U1in 0 Ma.,.tt W 206PP
.06 11 Bash' Kni,t'lt Patrilrch Bathe c.ptain 0 0 W 206MP

'06 12 P'O\l Sultan 0 Foot G.n,," 0 0 W 306MP
.06 13 Amir Admini. 0 Cn-'rv 0.,.,1 0 0 W 2D6AP
'06 ,. CM.f Ad"ilOf 0 Admir,1 0 0 W 301'"
506 15 Grand Viz.., 0 Army Commandtr 0 0 W ..,. ;.,
506 ,. RljahIMinist., 0 Fleet Commander 0 0 W 501'"
506 17 Ma,.n Prine. 0 0 0 0 W lIll8 141
506 18 Teri. Qu"" 0 0 0 0 W 701141

8020 '8 Ta'in Monarch 0 0 0 0 W 801141
8020 20 God/Godett" 0 0 0 0 W IIll6U

G - Guard o . DtpUtv P,trol W·Women lI,nor. SL for the...ncount....)

90
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SLANDER AND INSULTS
(·2 if Opposite Alignment, ·1 if Different Alignment, +2 if Opposite Sex)

ATTACK
If no logical reason is app.lrent for the ltiKk, use the following uble to determine the pur­
pose. Encounters with persons of Len' 6 or higher will also inyolve companions equal to the
LeYel Guildline Ind will be 106 levels low... then their liege. Noble' and Genttemen will also
hln bodyguerd, equal in number to their party lize. Thirty percent of all attacks will be to
wbdue the player(s), Ind a111ttae:ks marked with uterisks will be to c~nure the pLayer(s). In­
telligent encountered Ittackers will no attae:k a superior party but will harlU and harry them,
innead.

91

Ogre
Wenching
Archery
D.",
Daggers
Trappers

5

Magic User
Figtlter
Thief
Sage
Bard
MonkR,,_
Paladin
Illusionist
Cleric
Druid
Beggar
Demon
Assassin
Armorer
Alchemist
Knight
Witd!
Buffoon
Slmurai
Blrbarian
Berserker
Animal Trainer
Valkyrie
Amazon
Viking

•
Snitched On
Mocked
Scratched
Kick.cl
Gripped
CaUed Nlme
Stroked
Knuckled

CI•• Abbr'Yi.dom

MAG
FTR
THF
SAG
BRO
MNK
RGR
PAL
ILL
eLR
ORO
BEG
OEM
ASN
ARM
ALe
KNT
WIT
BUF
SAM
BRB
BER
ANM
VAL
AMZ
VIK

4
Military
Footracing
Dicus
Shell,
Fi,t"=uff,
Adventurers

5
Spilled Upon0,_
J.....
Pu..od
Binen
Licked
Fondled
Jumped

CAPTURE REASONS
1 To Sacrifice
2 To Use., Decoy
3 ToEnsll"
4 Use in Prisoner TrMte
5 To Impress into Work
6 Use a, Ransom
7 E.parment Specimen,
8 Alchemi,t Ingredient
9 ToPoIymorph

10 To Feed to Pet

11 Dotsn't Like Comrades
12 Dislikes Clothing
13 Nouriety Desired
14 Int1!rfering With Pfans
15 In the Way
16 Drunk or Ch.rmed
11 ReI"ious Hatr.cl
18 Rn...
19 Juklusy
20 Capture·

sPECIAL OCCURRENCES
1 (Ar...n ArriYing/Oepllrting
2 Ca,.lry Call to Am'll
3 Will Militia Call to Arms
4 Footmen Call to Arms
5 Fire (4% Chance to Spread)
6 EpKtem6c Outbreak lRol1 au.te,)
1 Null Bettie Won/Loft
8 Holiday Announced
9 Execution Tomorrow

10 C.bration of Festival
11 Curfew {Fullitjye Southtl
12 Non<itizen To: (106 GP)
13 Ga," locked (BriJlnd Sougtltl
14 Flying lIlegellMage Southtl
15 Jail Break (2 GP Reward for Each of 406 Escapees)
16 Warchen Depleted - 2 GP!SL
11 Special Sale at (Roll Shop)
18 War or Treaty Decllred
19 HorM or Weapon Confiscated
20 Birth or Death of a Noble

1 2 3 •
1 Sneezed Upon Spit Upon Vomited Upon Fallen Upon
2 Cursed Insulted Demand Made Stabbed
3 Tripped Slapped Punched Shook

• Pinched Challenged """.... Pulled
5 Slipped Snubbed Bunod G_

• Laughed At Nibbled Poked Bumped
7 Drooled Upon

B_
Grabbed Searched

8 Hu,""" Kissed P,nod Tu,"""

CHALLENGE (Roll 106 and 106-1)

1 2 3
1 Duel AQilinst Scoundrel Noble Merch.nt
2 Contest Drinking Arm Wrestling Hor....acing
3 Tournlment Jou'ting Javelin' Wrntling

• G.... Of Knucklebones Ratr~ Scorpions
5 Irate Suitor With Scimitars Rapier, e-.
• RKluiter from Matines Army Mercenaries

SPECIAL ENCOUNTERS
TOWN CRIER

1 General (All to Arms
2 Ship ArriYiAt or L..,i",
3 Special Occurrence

4·6 All's Well

1 Mistaken Identity
2 Doesn't Like Appearance
3 Doesn't Like Cia"
4 Alignment Hatred
5 Race Hatred
6 Robbery Confitc."
1 lun·
8 Temporary Inunity
9 Imagined Slight

10 Clan Hatred

..... ': ..::.:..
.::":;:":'::"" -:: '.



Area Mapped
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UNIVERSAl. I"ORMAT INFORMATION

This P,oduct II' JlldlOl Guild U..I_I Rol' ....)'1.., ..........IU.. 0Hltln-.:l for UH
with .11 game tViIl",1 .nd ",",ul." • sepoa,.t. ""OI IVlt.m '01 It, UM. TM Ut0901Io'
Of It.U.luIIiIOCl ........t.d to be .ppllubt.. to tM mlllo.!tll' ollM pu~st>ed rulo
•....1,,"1 tlul IfIOuld not be ClOnllod...OCI In. onl... st.tllllle. opon 'or lAO. Snould tM poa ••
tleut.. lllmo moclYnlcs ..... plo....d requlr.. tn.. UM 01 .n addltlonll lI.m or It.llitle nol
'ound In tt.l. form.t. tIM Judt. It .n«"H"9Id to.dd II. All unused ut...rl. m.... tI.
IlIno.OCI. TIM "aN" 01 In. tl.lllllt, ,1_ u""m. 1~ In. ~tu." so,n of nu.".n
ch....tlt"llt'tt "l\9Ot IHtw..n 0 nd Iw."'y with tIM normal pe.ton '''''l9lng .1
I.n. Sinco .d"..,luroul cn..oet.. ' tIo........'"9Q. th.l. tIe9'nnlnt elll'Kto,IItICI,..
.......ted with 306 10 'I.......n,. of th.oe 10 .I,ht"n. A eampoarllOn eherl II pro·
.. Id.d to permit Itil Jud90 to Quickly eonYlrl ".lu'l on tile 106,206,306, 1020, .nd
~O ••ng" I.om one to Ih. ottll•• In\l:,poll:llon m", ~ not"l.Ir... wlllllOlTlO II,Urol,
but the Jult90 IfIO.. ld kMP In ",lnd Inl:l Ih_ .ro .u911l1.d v.IUI'lI ont....nd ",~ tit'
modlllOCl 10 lull Ihi to... 01 In. ump.lon n. O' lOA Is mod••tI....

n. tII,1t UMI",ptlon, on 11>1 "110"'\1: lor ~Ie " ••y 10 wlaelll' Irom on. , ..."
,yll,," 10 .noln... tnl:l on. tel ol.IIII.I\c.. unnot eo". lho flold .d"UlI.I.... TM1Q·
'or,. Olen .poll o. m ..lul.nod Iltl ...n. ,......1 ........uch.1 StoP P"'lOn o. In ..l11·
tIlthy. UnlllU••,tectl Of .rtldes .ro de'lcrlbod In thl toxt wr-. fhll .ncount...d 0'
In. lpoclilloctioll .t 11M .nd. TIM Jud9I CIIn Inon udtn .n oqul...I.,1 spetl o ••,lett
I,om tM IVltom tIOIno Used.

Ow tM IIIltl. 'Mdl 01 till' p,Od..ct. tn. Judo>o ,nould ....10 tIM Qu.nl1t"-.
and dlll.lt»utlon 01 tIM IfNIU nd ••Uf.el.. E.ch , ..... Iylt.m .nd ..." umpoallln
...... '0 Nil 01 • I of d unlqu. unto IItell. TM J\Id9II. romlnded to .dJUIf
tho ","o..nt 01 I.-w llItilo b....0111.., or CIII.tlng to eOl"l9Ond with In. um·
l1oi:,," n. 0' 'M mod ..

0 ..... cn•••Cl." 'n! ,I",n ...,yl ....mounll 01 d.tcrlpllon dependln, upon tho
tmOO.t.nc:. 01 II.. CI\I...t.. to Ih••d",nlur•• MlnO' Indl .. ldUlII.ro 11110<1 whore IIl1t
encoun'..od In 11M I"" .ncl III•• onl... In. mOif CU.IO'II' dot.1I1 ,I n. M.Jo. Indl"l-
..U11 _ , whO.. IlrIt encounterod .nd n ",uen dot.1I ,I n .... d.Il •• tll•
for tMIr Int ecct 10". In adCIIltlon to tIM loxl IIstl n .lpn.tle1lul lI'U 0' tho
et",Kt 'M" .........tliliu ",.... oe ,I n In en.rt fo.m It tM d .f tn.
..-..ca. TIM tlrtAttoni ofll1O POHlIbl. mo••ct "hlla follow. In tIM o,d'" ,1_.
." 'M _ 0' u.t1,nuSTA I".OU'" CHA O. PSV Id.poo"Olng on whlen I. uled I.ttl,
'M II•• I.. number. Indlut. tho KlU" .tIllll.....nd tho II. nu",oe. IndlUles 1M
_bet 01 t ....... pO:' euo... 11111 In. ,bllity m", be tO'ltH wnllOut el'lOtkln, for st"'1"'m_
CI.S • e .... 1••n Indlutl.n of tIM ch....t••'1 p.oIOl,lon o. m.ln occupoatlon. AtI­

..."t11lons ......pl.lned on. following l.tlIo.
AI.N . A.........nt f1 .n Inde" 01 • ener.ct..', p.o<IllOOlltlon low.,d tn. mo,,1 0'

"hlul cllOle.1 to Do m'd' du.l", tn. ,.m•. AIl,n",.nl II 'bb.."IU'dln d.sun·
dl.., Impo.tancc f.om 1.11 to .I,hl. Tn. third I.tt.. Indlc.t•• onl.... MlPPfl.ted
....~.

LVI. . c LA...I It .n In"".. of " .....perletlc•• nd Ii<m .cq.. I.... In th. "her '.,"
", oeCuPlllon Of p.ol...lon. Th. lI.st IWO numtlo'l lMlute tM .ct l el'"
I Md lho ... lndlcatlll ... totol number of oeeup.Uonlln wnlch tho ch.,.e·
t..- IYI ..Ined ,kill•

HTK - HIli 10 Kill II thO nu",ber of hll poolntl n...... ry 10 ..fIlI«. eh•••ct..- unc:on­
tdoU'l Whon rodutod to ''''0 01 to .... IM CIY,.et ... w ..... roduCl:'d to. "".U...
• mount oqIMI to tM tlIIrltl.,~CON.

ACI. • A.m CI " .n Indlutlon of lho del'" 01 dltlkulty 01 "'Ittl.., tI.1Qd uoon
tnt dcf , nnOf.

ARM - A,mo. Typa II I ..........ry 01 tho Imount 01 d.mago It IlIlOHlltI. for Ih.
c.... rKlIt" 10 .tIIortl dUO 10 the p,otodlon of wo,n ermOl .nd dotnln,. WOI,lng.
lot 01 .''''0' will low.. tn. AGI. .nd SPa olin. enor.CI". Ourln, nor"," eom·
tilt, lho amount 0' dMn.,. wnlCh eon tIo .tIIorbed par round I, .qUlI to on.
t.nth tho ARM wllh .11 dotlm.t Imounlt d'Opped. Fo, In511nCl. ARM 022 will
pro,,1do 02 oolnll of P'Olotllon"r round. Tho ARM Illh'lu", Of tn. plotll 01
ermor lI,t.d In ttlllollow!nl en.rtl•

PSI.· 1lI,lONll SOCIII L..valls.n Ind.x 01 tn. eh...c",'.socl.1 ,tlndlnt. Tn. first two
dllllil Indlc." 11M I.... In tn..... In wnlcn tho en."clor tHl_. Ind tn. t"l'd
n....... Indfut" lho I..... 01 nofOf"'''' IIII....d wltnln • t.onl ...-mll. "dl\K.

STA • Str.".ln II ... I...,.x 0' tIM elY...I......blllt ... 10 .pp1y an....tc.at fO,to.
INT - ,ntoUllaneo II ... Inde" 01 tho cn."eI••~ rUlOnl... pow..-, lu.nl.., Itlltlty, con·

cAnt"tlon. 1r'lCl...-y•
WIS· Wisdom Is.n IndI ... ol tno en..Itt.... Intulll... lucl9Omont .nd knowledgo 9'lned

frtlm .,,_lanCl.
eON· Conllllullon lI.n Inde" of. elll.Itt..·1 HltlIlI' 10 wlthlllnd proMU,..nd ph....

• leal IIOrdlhlpl withOut parm....nl lIO.m .. _tl as tn. "cupanll... POw...1 of In.
elY••eI...

O£l( .0.""'"11' Is.n lndlutlon of. en."d..'1 eoo'dl"'llon .nd m.nlpul.ll tlIUI ....
CHA • Ch.,I..". II.n Inclot" 0' th. eh.r.el.,'1p.rson.1 m..n.tl ......no po' Il n.H•
END· Endu"nc:. II' mutureollho .mount 01 p"lI'Ilc.IIII.1I to whleh Ih. cnor.elOr

CIOI be IUtlJoctOCl .
AOI. • A"It)' II ... In..... 0' tllO dI..Kter" .ltIlltll' to m_u....r Ih••ntlf. l>ocI....
I.ED • ~Ip Is .n hi"'" of lho en..oet ltIllly to CO",,,, ...d tho ._.ct 0'

.banI _1I...lt'''''''I,.nd bocKt m .
LCK· Ludr of tho dtarlCt Uonohlp wltn the 'Oleos thll conUot tn,t

ca..8dw"I lato. TM ffrst two $tIll the lCtuat I.CK••nd 1M tnlrd II lho
_ .. 01 I'""" tnll dI...I.,.I,t1e un tie lOlled w"hout Incurrl... tho "wrlth
oln. ......."Y .PcI0f0k "'blllt)' " .n IndoJr of tho d\I'KI...~ .bltt... 10 chan"" .nd u.. pslonlt.-...

wt'N . WOoIPoft I' .n Indicltlon 0' tho waopon eommonl ... uulad ,"et mOlt Ilk..... to
.. UM I" eomtlll. Atltw."t.tlon••,••lIpl.1nocl on, 100Iowln, t.tlIo.

"88REVIATIO~S
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UNIV."SAL CO.. IIAT STATISTICS

a .....1l STATISTICS V V CONSIO.......LV WITH .ACH a SVST.", ANO TH. MOST SIENSlTIV.
01' THISI STATISTICS THOSE UILO TO .. ISOLVI: COM T. JIIATH." THAN COM~LIT.LY10NO...
THIS VIT"'L A ............S NY OTHI: ..S DO. W. H...VI ~ROVIOI:O TWO STATISTICS TO IO&IIIMIT YOU TO
ADJUST THI: ONECLOSIEST TO THIE SVST.M VOU USI!:. "1EI'IEJII TO THIl DlI:lI"lNITIONS 01' AIIIM AND ACL•

...00 "'LL THlI: II"OLLOWINO OI:SCIIII"'VIE .....TINGS ' .....TINGS "'1111: II"OUNO TO THIE LI:II"T 011" THI:
OUc"I"IONI TO OI:TlI:"MINI: THI: ..... 1140.. TV" (ARM). MULTI~LVTHlI: "RMO" TV~IE (A"M).V THI:
""TINa OIl"THIE CONST"UCTION MATI: .. IALUSI:OTO DI:TI: .. MINIE TH. TOTAL O"'MAGE TH. ITEM CAN
A.SO". WITHOUT I'''ILU''lI:. WHI:N USINO THIS SYSTIEM, ONLV THlI: SIo4!I:LO 0" .00'1' A"MO" WILL
A.SOIII. OAMAGI:, NOT .OTH.

SKI AT
TOGA
OAESS
RO.1t
OOWN
HA.IT
.USKINS
TROUSIERS
"A""ALOONS
H'T
O ROI"'E
0 81E50",
l"ROCK
J"'CKIlT
.RIItCHIE5
HoUSI:CoAT
UNOIItS

"A
COWL
l"OOTGEAR

A ....... III.L

AOO CONSTIIIUCTlO", MATI:IIIIAL 0"'1. Y
FOIII CACH ARTICLIE 0111 LAYEIII WOR"".

o"AWI:IIIS
LOI"'CLoTH
U"'OItRSHIRT
..I.TTICOAT
HoSIt
LIEGGINGS
STOCKINGS
.LOUSt:
SHIRT
HALP' TUNIC
VEST
SMOCK
A"1II0N
MA"'TLIE
SHAWL
CA"I:
SUIIICoAT
J"'II'D'"
SHIP'T
JIl"KI'"
CLOAK

SHIELD
1 GUARD
2 ....SKIlT 0 UARO
:I NIET CLOAK
4 "ARRV W.AIOON
S BUCKL."

• TAIIIGItT
1 HEATItIll

• AS~IS
• KITI:

10 GIERHON
II PAVIS TOWltR

HIlAD
...... NO TI... ftA

2 COIl'
3 HOOD CROWN
4 TU" ......N
! CA~

• HIlLM
7 .ANOIED HI:LM
• CIIIIlSTIlO HELM
• .ASINI:T

10 C"IUTIlO ......SINET
11 H.AUMIl

MAT.IIIIAL
,"I:IH"O"CI:M.NT)

LSILK, LIN.N, CLOTH
2 SO"T L.ATHEIII "'NO WOOD
:I 1I"1I:LT, LIGHT "'UIII
4 WICK.III.HIl...VV "UIIIC"')
SHARD LlI:ATHIEIII.CLAY C"')
• H"'ROWOOO, HORN•

.0NIt ("I)
7 OOLO, CO....E.R. MAR.LI:.

J ..... OIt C.. 2)
• ILIlCTRUM, SILVI:R.

.1II0NZIE C.31
• "LATlNU" C.3)

10 IIIION C.4)
II DAMASCUS STEEL C.4)
12 AO",MANTITE, HIGH CHROME

STEELC· !1

SII: M..'::UAI ... LS

CHI:CKQUAJIIDS
NI:CKGU.....D

1 NASAL GUA.. O
2 VISOR
I IIICINFOIIICI:O·

BODY
I SHOULOI:R OUAROS
, .I:LT
3 SKlftTEO .1I:LT

• GI"OLIl .....
, W"ft CLOAK
I ."S:ASTPLATlI:
7 SKlftT.O ."IlAST~LATIl

• TUNIC
• HOOOIlO TUNiC

10 COAT
11 S."LIID COAT
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