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CHAPTER

O N E :

INTRODUCTION
TO THE

CITY STATE

Welcome to the City State of the Invincible Overlord,
a city that has spawned countless adventures in the
hands of Judges throughout the world. Necromancer
Games is proud to present this revision of the City State
complete with 3rd Edition (Revised) Rules, but retain-
ing the First Edition Feel that made Judges Guild famous.
Yes, we have updated the rules, statistics, and monsters
to meet with third edition rules, and we have added a
little more detail to the descriptions provided in the
original. But have no fear, none of these changes alter
the fact that, like the original, the City State of the
Invincible Owverlord can still be placed into any world,
any time, and any location with minimal work.

The City State of the Invincible Overlord is a vast city
with shops and services that simply can’t be found else-
where. Over 350 locations are detailed for your use but
you, as the Judge, but DMs (or Judges, as we call them) can
always add more, or even eliminate some of the locations
presented here. As a lawful evil city, most individuals are
out for themselves, and completely content to stay out of
other people’s problems. The laws, while strictly enforced,
require that someone bear witness to a crime, interest-
ingly, witnesses tend to avert their eyes and simply don’t
“see anything.” As with travel through the untamed wilds,
the goal here is survival, which is accomplished by most
without much trouble.

The City State thrives on trade and mercantile activ-
ity resulting in a constant ebb and flow of individuals of
all types. Trolls, orcs, and even ogres are commonly seen
on the streets of the City State, and many have their own
homes and some even have positions of esteem and
respect within the government. Any creature with an
item to trade, or a service to provide is allowed into the
City State, so long as they follow the many labyrinth
laws, or at least don’t get caught breaking them.

In addition to the City State itself, this book also
contains another Judge’s Guild product based in the
City State known as Wraith Overlord. This collection

of dungeon locations beneath the City State is a deadly
battle ground for many temple factions as well as the
Assassin’s Guild, Thieves’ Guild, and Amazons work-
ing directly for the Overlord.

Wilderlands Campaign Setting: The City State of the
Invincible Overlord was the very first fantasy city supple-
ment for fantasy roleplaying. It has always been easily
dropped into any fantasy campaign, and this version is no
different, for those desiring to learn more about the
Wilderlands campaign setting in which the City State is
located, and the races found there, visit Judges Guild
online at www . judgesguild.com or see the Judges Guild and
Necromancer Games product The Player’s Guide to the
Wilderlands. For those Judges, a free download is available
at www.judgesguild.com that briefly details the unique
races of the Wilderlands setting that are mentioned
throughout this book. Of course, you as the DM, are free to
change such designations in this book to fit your own
personal campaign.

ORGANIZATION OF THIS BOOK

This book is organized into chapters. You are currently
reading Part I: The City State of the Invincible Over-
lord. After this Introductory Chapter, Chapter 2 provides
additional background and alternate rules for the City
State. Chapter 3 describes the criminal justice system in
the City State. Chapter 4 provides detailed encounter
tables for the various areas of the city, including the dark
warrens of the docks. Chapter 5 provides a description of
the various streets and shops, as well as gives guidance on
how to use the main portion of the book. Chapter 6 gives
a series of rumors and legends surrounding the city, great
for use by the judge as either adventure hooks or as means
to draw the players into certain areas of the city. Chapter
7 provides detailed encounter tables for use on the mean
streets of the city, individualized for the streets and areas.
Chapter 8 lists all of the many locations in the City State,
with the exception of those few locations fully described
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in later chapters. Part II: Wraith Overlord, begins with
an Introduction in Chapter 9 which also includes back-
ground information required to run some of the dungeons.
Chapters 10-20 detail various dungeons in, around, and
beneath the City State and lead into Appendices de-
scribe important NPCs, new monsters and gods, and new
magic items.

Crry STATE OF THE INVINCIBLE

OVERLORD (CrTY STATE; METROPOLIS)
Population: 80,000 (20,000 able bodied)
Technological Level: 8

Racial Composition: Mixed (human 72%, dwarf 16%,
halfling 5%, elf 3%, others 4%)

Alignment: N/LE

Average Citizen: Since this city is the center of the
northern Wilderlands, even the lowest person is bet-
ter than the average city dweller (usually at least a
Com3 or higher, except children) with shopkeepers
usually being even more skilled (Exp5 or higher,
often much higher). There are few pure commoners
within the city walls. It is not unusual to see even
common NPCs with class levels appropriate for the
city, such as rogue or fighter. Many denizens have
seen extensive military service or are retired adven-
turers and visitors should beware — this is no village
of common oafs.

Ruler: His Most Terrible Majesty, the Invincible
Overlord, Hygelak XI, the Dread Klipmaran Noble
(LE male human [Tharbrian] Ftr20)

Other Important Figures: Grand Vizier Balarnega
(LE male human Ftr16)

Resources: The greatest market and trade center of
the Northern Wilderlands other than Viridistan
Allies: The dwarves of Thunderhold, the Skandiks at
Croy, Modron, Byrny, the sea monster Maelstron
Enemies: Virdistan and the Green Emperor, the
Skandiks at Ossary, the Pirates of Hagrost, Orcs of
the Purple Claw from Dearthwood, Warwik

Located on a bluff on the western edge of
Dearthwood on the Estuary of Roglaroon, the City
State of the Invincible Overlord (or just the “City
State” as it has come to be known) was founded in
3075 BCCC (“Balozkinar’s Corrected Commoner’s
Calendar”) on the ruins of what is believed to be the
ancient capital of the long lost Dragon Empire of the
Orichalans.

Though known as Ryan’s Ruin by sages, Rhamsandron
by wizards, and Normoot by Altanians, the city came to
be known as the City State of the Invincible Overlord
and its former name under the Dragon Empire was
forgotten. The title “Invincible Overlord” has been held
by every ruler of the City State since its creation. Because
the city was initially founded by a dwarven hero, the city
became home to a large expatriate population of dwarves

and is allied to the dwarven city of Thunderhold to the
north. Many years ago, Lucius the Great — a Tharbrian
warlord — took advantage of a civil war and he and his
allied clans swept eastwards and conquered the City
State. Since Lucius’s reign several hundred years ago, the
City State has come to dominate the region.

Though the City State is situated at the intersection of
the ancient Rorystone Road, most trade is done by ship,
as the Estuary of Roglaroon allows large drafted ships to
sail inland as far as the City State. Asaresult, the Estuary
is thick with pirates who prey on this trade.

Though few know his true name, the current Invin-
cible Overlord is Hygelak “the Dread,” a cruel ruler
whose elite group of assassins and secret police known as
the Black Lotus roam the city and the surrounding lands
enforcing his will and eliminating rivals.

The City State is plagued by the Orcs of the Purple
Claw from nearby Dearthwood and from the fell beasts of
the Troll Fens and Mermist Marshes to the northwest
and southwest. The Overlord has had several strong-
holds built or occupied by those loyal to him to keep
these creatures in check. He has even posted rewards for
their slaughter.

Despite its labyrinthine laws and evil reputation, the
City State of the Invincible Overlord is a popular desti-
nation for adventurers of all types and is regularly visited
by most merchants and traders. Most visitors depend
upon the fact that virtually anything can be bought or
sold in the City State, so long as the proper taxes are paid.
Sale or purchase of information about the Overlord’s
armies, armaments, ships, or defenses is considered high
treason, but the complex laws and regulations of the City
State do not prevent the sale of any other item, creature,
of person.

Imposing simply by its size and reputation, the City
State is open to creatures of all races, religions and
backgrounds willing to follow its laws. Although the
population is predominantly human (or human-related,
such as the barbarian altanians and fierce amazons),
goblins, orcs, trolls, ogres and demonic houris can be
seen on the city streets along with less frequent encoun-
ters with a wide variety of other creatures. A stroll down
any street of the City State brings the sights, sounds, and
smells of a thriving city, but visitors should remember
that laws here are designed to protect the interests of the
Overlord, commerce and the creation of new wealth, not
individuals. Violence breaks out often, with the jaded
citizens simply turning and walking away from the scene
of a crime.

The beautiful palaces, imposing towers, fabulous
temples, and more ordinary buildings of the City State
are stacked on foundations and dungeons thousands of
years old. Built upon the ruins of ancient cities, rumors
of wealth hidden in deep catacombs and bardic tales of
hidden palaces beneath the earth circulate through the
lands. While few travelers act on such tales, a majority of
visitors to the City State go out of their way to visit some
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of the most magnificent locations, as well as those
somewhat darker, more frightening locales spoken of in
songs and tales.

An elaborate judicial system maintains order in the
City State. Constables, guardsmen, deputies, sheriffs,
marines, knights, and a secret police — the famed Black
Lotus — enforce a chaotic but uniform peace on the
various quarrelsome inhabitants. The judicial system
allows for different courts for clergy, merchants, nobles,
and other factions, creating differences in the punish-
ments for certain crimes. If PCs run afoul of the law, they
will most certainly require the assistance of a litigation
trickster for their defense.

ORGANIZATIONS

The following organizations are of importance to the
City State, either in its day-to-day operation, or in its
politics and livelihood. Each organization is only briefly
described, it is up to the Judge as to whether these
organizations are important enough to describe more fully.

AW ENFORCEMENT

The following organizations enforce order in the City
State, though not always for the cause of justice.

BLack LoTus

The Black Lotus is a body of secret police with spies at
all levels of society. Any attempt to create an uprising,
attack the Overlord, or other treasonous activity is usually
discovered within 1d6 days. The Black Lotus is under the
direct control of the Overlord and has their own set of
hidden dungeons where they “question” anyone thought
to be involved in a potentially treasonous event. It is
rumored that in times of relative peace and inactivity the
Black Lotus creates their own revolutionary groups, osten-

sibly to “identify” potential revolutionaries, but realisti-
cally, it is to keep busy. Few members of the Black Lotus
know more than the few individuals they come into
contact with, only the highest ranking members (whose
names are a state secret) have knowledge of the full
breadth of the spies recruited by the Black Lotus.

All members of the Black Lotus are fanatically loyal,
something insured by the fact that several members have
the specific duty of spying on other members. Members
of the Black Lotus are skilled information gatherers,
adept at concealing their true faces, and particularly

skilled at subterfuge. See the Rules chapter for more on
the Black Lotus.

CONSTABLES

The garishly dressed constables are often laughed at, but
such laughter only takes place when they are not nearby.
Constables are responsible for assisting nobles and magis-
tratesin the serving of writs, deliveringjudgments, capturing
escaped prisoners, and bringing reluctant defendants to
court. The constables are also responsible for guarding and
caring for the City Jail. The constabulary is often adumping
ground for noble sons, especially those not in line for
inheritance, and is often considered a way for them to
outgrow their adolescence while serving some public good.
In general, the constables are an arrogant bunch of men, full
of self-importance, and unlikely to speak to anyone they
consider being of lower social standing. See Area 16 on
Beggar’s Street in Chapter 3 for more information. Con-
stables generally wear leather armor with small shields and
carry maces and occasionally short spears.

CityGUARD

The City Guard is commanded by a senior captain and
organized into throngs exactly the same way as the

MiLTARY UNITSAND LEADERS

The following lists shows some of the minor differences in the naming of units and leaders in the noble and regular
armies. Leaders in the noble army must have certain social standing, often based on their noble heritage or standing
in the Knighthood. Leaders in the regular army obtain their positions through skill and leadership alone.

Regular Army Title Unit (number) Noble Army Title
Sergeant Throng (100 foot) Sergeant

Captain Vasthrong (500 foot) Captain

(none) Lance (5 horse) Knight

Sergeant Squadron (50 horse) Knight

Captain Equithrong (500 horse) Knight Bachelor
General Battle Knight Banneret
Captain General Vasthost Noble (SL 11-14)*
Army Commander** Army of the City State —

*These nobles must have proven leadership abilities, and have achieved Knighthood.

**The Overlord commands the entire army at all times, except in major wars where control is turned
over to the regular army commander, Commander Tergo Di Bragit (Ftrl5).

Overlord**

5
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military (see below). The City Guard is responsible for
controlling gate traffic, quelling riots or uprisings, and,
finally, the arrest of criminals. Generally, the City Guard
is more effective at capturing criminals than the Con-
stables, but they most often need to be ordered to do so.
The City Guard is mostly made up of career guardsmen
and warriors who are dedicated to their jobs. City Guard
normally wear chain shirts, small shields and carry
shortswords and light crossbows.

THE REGULATORS

Thissuper-secretorganization operatesunder the Overlord’s
control, but can also make decisions on their own regarding
what they consider to be treasonous activities. Membership
is very tightly controlled, with all new members requiring
unanimous approval by all present members as well as the
Overlord. They operate out of asecret level below the Cryptic
Citadel where they store items of great power for use in
supporting the Overlord. When they do act, they often act
under the guise of the Black Lotus. Few people know of the
existence of the Regulators, let alone their deadly actions on
the Overlord’s behalf. Any situation that is not resolved
quickly by the Black Lotus is taken care of by the Regulators.
A number of the Regulators are also high-ranking members
of the Black Lotus.

MILITARY

Military organizations in the City State are complex.
Foot soldiers are organized into “Throngs” or companies of
100 men lead by a sergeant. Each throng has 40 slaves
(Com1; longswords) that help carry arms and supplies as
well as taking care of cleaning duties. Five sergeants are
commanded by a Captain with Wall Captains often
assigned 2 additional sergeants because the garrison troops
are often augmented by militia and peasant levies during
an emergency. Captains are generally permitted an or-
derly, 2 arms bearers, and 1d6 additional servants. Five
throngs together are called a “Vastthrong,” and 2d4
vasthrongs plus 1d4 equithrongs (see table on page 5) are
calleda“Battle.” Battles with more horse than infantry are
rare. Battles are augmented by mercenaries, militia, peas-
ant levies, engineering companies, knights, and Bachelor
Squires which usually add another 500 troops total. Camp
followers including hucksters, laborers, houris, concu-
bines, and noblessightseersadd another 240400 individuals
to the traveling group. Three or more battles together are
called a “Vasthost” or Army.

The Overlord maintains at least 2 Vasthosts in the
field at all times. These reflect the essentially dual nature
of his military. One Vasthost is made of predominantly
regular army types, most of who are simply career military
personnel with a long heritage of military service. The
other semi-permanent Vasthost is made up mostly of
nobles, knights, and mercenaries, which acts as a coun-
terbalance to his regulars. The Knighthood’s relatively
recent, and popular, creation has led to even further

animosity between factions, and has come close to plung-
ing the City State into civil war. The increasingly feudal
nature of the City State leads the Overlord to trust his
noble army little more than his regulars. Needless to say,
the two armies fight poorly together, except in dire
emergencies. After a successful campaign, any Vasthost
that advances to the City State is usually given another
mission immediately. If the force fails to respond, the
Overlord immediately cuts off all supplies, fearing the
immense power of his own armies.

Horse units are divided up somewhat differently from
foot units. The basic cavalry unit is a “lance,” which, in the
noble army, consists of a Knight in platemail, his squire
(also armed and armored), a page, and 2 mounted bowmen
for a total of 5 men. Ten lances (50 men) are termed a
Squadron which is led by the most senior Knight in the
group. Ten squadrons create an “Equithrong” 500 strong
lead by aKnight Bachelor. Cavalry units in the regular army
have a similar organization but are more lightly armored.
Consult the side box for terms of rank and standing.

GGuUILDS

In addition to the military and secret police organizations
discussed above, a number of guilds hold considerable politi-
cal power in the City State while others exert influence in
other, darker ways. These include the Assassins’ Guild, which
many claim is linked to the Black Lotus, the Beggars’ Guild,
which sell the information gained from overheard conversa-
tions, the Mercenary Guild, which operates under a special
permit from the Overlord, the Merchants’ Guild, which
controls the commerce of the city, the Sages’ Guild, which
has some of the most ancient texts in the Wilderlands, the
Thieves’ Guild, which is arguably the most powerful organi-
zation in the city that is not sworn to the Overlord, and the
Craftsman’s Guild, which won its freedom from taxation due
to a recent civil war.

AssASSINS GUILD

At this point the Assassins’ Guild (Location 140) is
essentially owned by the Overlord. Many of the most skilled
assassins are on direct salary from the City State. Many
members of the guild are also part of the Black Lotus. The
guildattempts tomaintain anair of independence, but loyalty
to the Overlord has allowed business to expand in a quasi-
legal manner with most members immune from prosecution
due to their work for the City State. The Assassins’ Guild is
essentially at war with the Thieves’ Guild, a war that is carried
out in the tunnels and sewers beneath the City State.

Becears GuiLD

Once no more than a collection of beggars staying
together to avoid persecution, beatings, and robber-
ies from others, the Beggars’ Guild (Location 30)
has grown into a minor power in the City State.
Beggars are almost completely ignored by most people
traveling the streets, allowing them to overhear bits
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and pieces of various conversations. Eventually, sev-
eral of the beggars realized they could turn some of
this information into power. Some of this informa-
tion enabled them to force the nobles to acknowledge
their right to existence in exchange for silence.

The Beggars’ Guild now controls several smuggling
operations in and around the City State, and are thus
considered rivals by the Thieves’ Guild. The much
smaller Beggars’ Guild maintains its existence through
careful dissemination of information about the ac-
tions of the Thieves’ Guild to the Overlord and the
Nobles. Itisadangerous balance, harming the Thieves’
Guild beyond a certain limit would certainly provoke
an all-out attack despite the protection granted by the
Overlord, and not providing
enough information might
anger the Overlord or the
Nobles enough for them to
withdraw their protection. In
either case the Beggars’ Guild
would almost certainly be de-
stroyed.

All beggars are required
to pay 20% of their earn-
ings to the Guild. Inreturn,
they get gruel twice a day
and a place to sleep on a
first-come first-flopped ba-
sis. While all beggars are
Guildsmen, 1st level beg-
gars start at SL 1. SL 1
beggars are not allowed in
the Guild Hall between
dawn and dusk as a general
rule, which often precludes
them from getting a good
night’s flop space.

MERCENARY GUILD
The Mercenary Guild (Lo-

cation 257) operates under
a special permit from the
Overlord. It hasits own rules,
regulations, and court sys-
tem for enforcing these rules,
thus making mercenaries
somewhat outside the law.
Mercenaries hired directly
from the guild are loyal to
their jobs, skilled, and can
generally be trusted. The
guild is loyal to the Over-
lord, as a requirement of
their permit, and can be
called to duty in his name
(with proper fees paid) at
any time.

MERCHANTS GUILD

The merchants of the City State gained enough
political power to be permitted their own court
system and sheriff. As major controllers of com-
merce in the City State, and therefore income
generated through taxation by the government, the
Merchants’ Guild (Location 255) is slowly gaining
political clout nearing that of the nobles. Many of
the guild members, and leaders, are almost as crimi-
nal as members of the Thieves’ Guild. As a result
the Overlord has final approval on the election of
all guild leaders, and a number of members of the
Black Lotus have infiltrated the guild.
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SAGE's GUILD

As collectors of knowledge, the Sage’s Guild
(Location 281) is one of the oldest institutions in
the history of the City State. While there is debate
outside the guild about the actual length of their
existence, the guild claims to be over 3,000 years
old, and that it was founded by an order of scholars
that decided to permanently reside in the newly
founded City State. The order flourished during
the ancient Dragon Empire, and survived its fall.
The present Sage’s Guild has some of the oldest
texts in the Wilderlands; only the sages in Viridstan
and Tula have a more prestigious reputation.

On the surface the guild is simply a source of
knowledge, at a price, and remains neutral in the
various politics of the City State. Behind the
scenes, the sages use their knowledge to help main-
tain the stability of the City State through long
term plans that often take decades to complete.
Throughout the history of the City State, they
have had a hand in every major event. Their goal
is to avoid a fall of the City State and the possible
loss of their vast library of stored knowledge.

THieves GuILD
The Thieves’ Guild (Location 135 and Chapter

14) is arguably the most powerful organization in
the City State that refuses any oath of fealty to the
Overlord. Their secret meetings, intimate knowl-
edge of the tunnels and sewers beneath the City
State, and thefts from important nobles and mer-
chants makes the guild a thorn in the side of the
Overlord. While he has taken steps to try to gain
control of the tunnels and sewers beneath the City
State, the Thieves’ Guild still seems to act with
relative impunity. Despite knowledge of their guild
headquarters, the Overlord is unwilling to risk the
chaos and loss of life involved in a direct assault.
An organized guild, even one that is not loyal to
him, is probably better for stability than different
isolated groups of warring thieves.

Presently, the guild also has its own problems.
They no longer follow the ancient gods worshipped
by the original brotherhood of thieves and now
some of the old master thieves have risen as Skel-

etal Thieves and are seeking to destroy the guild
(See Chapter 14).

CRrAFTSMAN’S GUILD

Almost 50 years ago the Craftsmen revolted
against the warrior dominated ruling faction of
the City State under the leadership of Mung, a
high priest of the gods of Pegana (See location
#309 or the chapter detailing the Temple of
Pegana in Part II: Wraith Overlord). After three

years of violence the Craftsmen won freedom from

government regulations and taxation. This vic-
tory was due in part to a creature known only as
the “Beast of Mung” whose size, violence, and
power proved extremely potent in battle.

While craftsmen still have many rights and free-
doms, there has been a gradual reduction in freedoms
and an increase in “indirect” taxes and tariffs that
have lead many to speculate another revolt could
occur in as little as a few years. The Craftsman’s
Guild, although rather disorganized at times, is still
a political power that must be dealt with by the
nobles and merchants of the City State.

TEMPLES

The City State has no set religion, and allows
virtually all faiths to be practiced within its walls so
long as they do not question or challenge the Over-
lord or his authority. Half of all emergency taxes are
divided among the various temples and religions.
This helps insure the obedience, if not the loyalty,
of the various religions in the City State. Unlike
many areas, there is complete religious freedom in
the City State. Citizens and visitors may practice
any faith and rituals they desire so long as they do
not break other laws of the City State. The main
temples of the City State are described in Chapters
11-13 and 16.

CITYATTRIBUTES

It is against the law for any merchant, inn-
keeper, vender, etc., to make change unless he has
a moneychanger’s license. Patrons asking for
change are threatened with legal action.

Slavery is both legal and normal in the City State. It is
not considered evil and, although very low in social status,
slaves do possess a modicum of rights and protections. In
some cases, slaves are more carefully protected and cared
for than commoners. Every shop, tavern, inn, and similar
establishment has 1d4 slave grooms to guard horses for
patrons. Most (60%) have extra slaves (2d6) that perform
other menial tasks. Any additional slaves or servants are
mentioned in the descriptions of individual locations.

During daylight hours there are at least 3d6 pedestrians
and 1d6 horsemen on any major street. No stranger will
interfere with, or aid another, even if the law is broken.
Citizens of the City State find survival is much easier if
they simply look the other direction.

Gambling is legal in the City State and games of some
type are played in almost every tavern, inn, or barracks
one might visit.

Common and Altanian are the major languages spo-
ken in the City State, all vendors, shopkeepers, and
innkeepers of any race understand these two languages as
do a majority of the citizens.

Various creatures and NPCs of extremely disparate
alignments reside together in the City State. Trolls,
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gnolls, kobolds, goblins, orcs, and even giants are seen
occasionally on the streets. Fear of the law, and the
bloody riots that can and sometimes do occur helps keep
violence between various creatures and beliefs in check.

PoLTics

The City State of the Invincible Ouwerlord is
ruled by a hereditary monarch with minimal input
from a Clanute (Senate) that the Overlord can
summon when he chooses. The Clanute, and all of
its acts and resolutions, exist at the discretion of
the Overlord who can overrule them at any time.
There is a one-third chance each year that a
Clanute consisting of 30+1d6 Lords, 12+1d4 Pa-
triarchs (chosen from a full range of churches and
temples), 1d6 high ranking wizards, 1d4 druids,
1d4 master bards, 1 ranger lord (normally from the
men of nearby Dearthwood), and 1 paladin lord, is
summoned. Senators receive one vote for every
200 troops under their command, with a minimum
of one vote. If actually called into being, there is
a 1 in 12 chance the Overlord disbands them on
any particular day.

The current Overlord himself is lawful evil, as
have been most of his predecessory, and fully intends
to maintain his iron-clad control over the City State
and the surrounding areas. His laws are aimed at
making mercantile trade easier and swifter to in-
crease revenues and wealth within the City State.
While there have been attempts to overthrow the
Overlord in the past, all have failed and resulted only
in increased power and support for his rule. Strict
enforcement of laws (when the criminals are caught),
and a complete lack of religious bigotry on the part
of the Overlord and his laws, keeps the City State in
order. There is a 16% chance per week that the
Overlord institutes and “emergency” tax (2 gp/level
for nobles; 1 gp/level for merchants and gentlemen,
1 sp/level for all others). Fully half of this tax is
divided evenly among the various churches and
temples in the City State with no thought as to the
god(s) involved. This action provides support for the
Overlord from the various religions, even though
many of those religions are almost at war with each
other.

HisToRry

The history of the City state is recorded in 52-
year and 104-year cycles, with various lapses due
to the destruction of records on a nation-wide
scale at various times in history. The discovery of
a broken obelisk detailing some history of the area
caused several revisions to the existing Common-
ers’ Calendar. Arguments and discussions between
sages vary, but most agree that the City State was
originally founded approximately 5,460 years after

the Uttermost War, a war that left almost the
entire world a ruin. The City State, or at least the
various ruins of Cities that once stood here, is
presumed to be approximately 3,000 years old.

The City State now follows a calendar with 18 months
of 20 days each followed by a 5 day celebration at the end
of each year. Some people still follow an old calendar
known as the “Commoners’ Calendar” which sometimes
leads to confusion as to the timing of certain celebra-
tions. These problems are resolved by the Town Crier.

The history and politics of the City State can, and
should, be changed by the Judge to fit more closely with
their own campaign world. More details about the orga-
nizations and alternate rules of the City State are presented
in later chapters.

SURROUNDINGS

Though the City State can easily be set in any fantasy
campaign, the follwing information is provided for those who
wish to use the city in the Judges Guild Wilderlands setting,
or who wish further information about certain elements of
that setting which are marked on the City State map. The
City State of the Invincible Overlordissetin the Wilderlands,
a wild area fraught with danger. While the Overlord does
controlmostof the areasaround the City State, there are afew
areas nearby where even his power is limited.

BARBARIAN ALTANIS

The lands to the south are know as “Barbarian Altanis”
and are home to the nomadic tribesmen known as
Altanians. These red skinned barbarians roam the lands
of their more advanced ancestors sticking to their tribal
ways. They speak their own language, Altanian, which is
a common tongue in the general region. Most speak it in
addition to Common. They refuse to recognize the
Overlord, or any lord other than their own chief, but are
considered of minor importance as they never organize
into large enough groups to be able to attack the City
State. Tribes are generally limited to 1d4 x 100 individu-
als. Forevery 100 in the tribe, 3 Shaman (Clr3) act as sub
commanders. The chief of the tribe is usually the most
powerful warrior (Brb Lvl 3+1d6) or the most skilled
tracker (Rgr Lvl 4+1d4).

Many barbarians do leave their tribes to find work in
the Mercenary Guild, but those that do are often consid-
ered traitors. Several Altanis settled down and became
tributary lords answering to the Overlord. These 3 “Trai-
tor Barons” abandoned old tribal ways and built
strongholds from which to carry on an active slave trade.

Those that can successfully negotiate with an Altanian
Tribe might be able to discover the locations of ancient
cities and forgotten towers, locations normally passed up
by the superstitious tribesmen. While there are occa-
sional raids against traveling caravans, the repercussions
against all Altanian tribes in the area are severe enough
that few tribes wish to risk the hatred of their neighbors.
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WiLo ORCS OF
THE PURPLE CLAW

This massive tribe of orcs lives in the nearby
Dearthwood. They are warlike, and extremely
dangerous. Fourteen years ago they attempted
to cut off all supplies to the City State but were
finally beaten back. Losses on both sides were
staggering, but it was the death of their Amazon
queen/priestess that turned the battle. They are
presently ruled by her daughter, a powerful
queen (female Amazon, Ftr4/Clr5) biding her
time for another attempt at the City State.

Since the attack, the Overlord successfully ap-
pealed to the druids to protect the woodsmen
brave enough to live adjacent to the Dearthwood.
Numerous expeditions aimed at discovering the
orcs’ hidden stronghold have either met with
failure or disappeared altogether. The Overl
and the druids keep a close watch on the
Dearthwood for signs of another attack.

GGOBLINS

Goblins are generally forced to live on a
separated reservation consisting of ahuge
tunnel complex outside the City
State. Although permitted to work
in the City, they must be out-
side the walls by sundown.
These rules were instituted
after a royal party was inter-
rupted by a drunken goblin
mob that tunneled into a
ballroom. It is now illegal to
sell wine or liquor to goblins
within the town. The reserva-
tion itself consists 0of 40d 10 goblins
theoretically ruled by a goblin king
named Simsktak the Spendid (Rog7). It is
rumored that he is willing to do secret tunnel-
ing within the walls of the City State for
exorbitant fees.

I

MERMIST SWAMP

Somewhat further away from the city is
Mermist Swamp, an area known for dis-
ease carrying insects, strange warped
creatures, and rumors of vast treasures s
and lost cities hidden in the twisted
undergrowth. Rumors of various crea-
tures living there remain unconfirmed,
leaving the swamp virtually ignored for
military and political purposes. The
swamp is also home to monstrous frogs
and a temple in the city pays homage to
the Toad, a deity said to reside in the
swamp.
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OTHER AREAS

Other areas of interest include Thunderhold, Castle of
the Dwarven King and the Sunstone Caverns. See
www . judgesguild.com for a free download detailing the
dwarven fortress of Thunderhold.

CrmYy QQUARTERS

Like all large cities, the City State is divided into
sections, not so much by exact boundaries but by the
minds of its citizens with respect to who lives, travels, or
works in different areas. While these boundaries aren’t
always very precise, they are used as general guidelines by
the citizens of the City State when various locations or
areas are described.

The area east of Regal Street and south of Silver street,
including Slash Street, Hazy Street, Dim Street, Dead-
Broke Street, Cutpurse Row, Street of Shadows, Temple
Street, and even parts of Guardsman’s Road are consid-
ered to be the Thieves’ Quarter.

West of the Thieves’ Quarter is the Commoners’ Quar-
ter which stretches west of Regal Street to Wailing Street
and includes Tempest Street, Caravan Street, the Street of
Maelstroms, and the area around Slave Market Plaza.

The Merchants’ Quarter is to the north of Silver
Street and bordered to the west by Regal Street and the
Temples. The Merchants’ Quarter encompasses the Street
of Crafts, Shady Street, Scud Street, Barter Street, Damp
Street, Haggle Street, and Silk-Merchant Street.

The Seafront Quarter is broadly defined to include
everything south of Sea Brigands Street as well as some of
the alleys to the north of it. The western boundary
includes Festival Street and Wailing Street while the
eastern boundary is the estuary itself. Within these bound-
aries lie most of By-Water Road and Beggars Road as well
as Hedonist Street, Murky Street, End Gate Road, Water
Rat Road, and Fog Street.

The northwest corner of the city, including areas
around Twilight Road, Triumph Avenue, Ox Cart Road,
Prefect Street, and the area around the Square of the
Gods is considered the Nobles’ Quarter.

Depending upon which citizen one speaks to, the
Plazas are often considered areas of their own due to the
massive press of peoples from widely varying backgrounds
that can be found within.

In the chapter detailing City Encounters these differ-
entareas of the City State are referred to as each can have
its own set of random encounters.
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NEW RULES

The City State uses a few alternate rules that the
Judge may, or may not, want to incorporate into their
game. These rules include dealing with such things as
slavery, gambling, and social levels. Some of the rules
provided here are vary basic and can certainly be
expanded upon, altered, or eliminated by the Judge.

SocIETALFACTORS

SocIaLLEVEL

Alignment in the City State is generally not as impor-
tant as the concept of “Social Level” (abbreviated SL).
Social level is simply a measure of an individual’s impor-
tance in society. Those of low social level have little

clout, and few friends with any power. Individuals of high
social level know the most important people in there
area of expertise, as well as those in others, and can call
in favors and assistance in various situations. Shopkeep-
ers have asocial level varying from approximately 3 to as
high as 7 (and sometimes higher) based on the number
of people that shop there, the type of people that shop
there, and their social levels. Adventurers and merce-
naries are generally considered unimportant in the grand
social and political organization of the City State and
often rank quite low. The Judge has the option of
allowing successful adventurers to gain prestige as they
meet with success, or to lose prestige if they meet with
several failures.

SOCIALLEVELS
Hierarchy

SL  Noble Gentleman Military Guildsman Merchant General
1 — — Gladiator (beggar) — Slave
2 — — Page/Servant Laborer — Serf
3 — — Militia Apprentice Huckster Serf
4 — Constable Recruit/Mercenary ~ Journeman Vendor Freeman
5 Page Well Born Guard/Garrison Master Craftsman Trader Citizen
6  HighBorn Gentry Man At Arms Expert Monger Bureaucrat
7  Thane Chevalier Cavalryman Guildmaster Proprietor Deputy Sheriff
8  Aristocrat Pretender Sergeant/Engineer ~ — Agent Sheriff
7 Knight Magistrate Squire/Aide — Magnate —
10 Count Chief Magistrate Knight/Captain — — —
11 Baron Lord Mayor Knight Bachelor — — —
12 Viscount Patriarch Knight Banneret — — —
13 Duke — General — — —
14 Earl — Army Commander — — —
15  Senator — — — — —
16 Royal Minister — — — — —
17 Prince — — — — —
18  Queen — — — — —
19 King/Overlord — — — — —
20 God — — — — —

The names and values associated here should be altered freely by the Judge. Some individuals might have higher or lower SL values than their title
might indicate. A Duke that has lost face with the Overlord, or with other nobles, could potentially be several ranks below SL 13. The reverse is also
true, acts of public heroism, or public recognition by the Overlord can increase social status.
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Social Level is not based on any particular attribute
score, nor does it reflect any specific skill. It is simply a
relative measure of an individual’s perceived importance
to society. It plays no role in combat, but it does play a
role in dealing with the courts, constables, and guards-
men. Individuals with a high social rank are generally
perceived more favorably than those of low social rank.

Social rankings are also divided up into hierarchies.
Members of the certain hierarchies are not necessarily
considered equal to those of other hierarchies, despite their
potential SL. Some hierarchies have a limit of progression,
changing to another hierarchy generally requires a great
expense of money, and a drop in SL of at least 1.

SLAVERY
As a lawful evil city built on the backs of those it has

conquered, slavery is an everyday fact of life. In the context
of the City State, owning and using slaves is considered
neither good nor evil, simply a fact of life. While there are
slave owners that do mistreat their slaves, the majority of
slaves are considered valuable assets and are treated ex-
tremely well. In some cases, slaves are allowed to own
property and even trade goods. The murder of a slave is still
considered murder, unless it is performed by the owner.
Owners can easily claim the slave was a runaway and was
being punished. However, like all things in the City
State, the social status of the murderer is often taken into
consideration. Slaves have virtuallynosocial status, any
slave committing a crime suffers the full penalty
under the law and the owner is also given partial
responsibility for the crime.
Slaves are priced on their
health, age, skills, gender,
race, and a variety of other
factors. The prices pro-
vided in the tables below
reflect prices in Slave
Market Plaza black
market prices might be
higher or lower de-
pending on the
circum -
stances. 4
Trade of %

slaves on v

the black market within the area of the City State is
considered treason and is punishable by death for all
involved.

Slaves come from all walks of life and can possess a
wide range of skills. At the same time, there are very few
slaves with arcane or divine spellcasting abilities. Such
abilities are rare, and those that possess them can often
find a way to either break free or purchase their freedom
within a short period of time.

BooNsAND DUTIES

Nobles, by virtue of their status, are granted boons and
duties on a regular basis. PCs making it into the Noble
hierarchy must roll once a month to determine whether
they have been given eitheraboon, oraduty (50% chance).
Consult the table below for the various boons and duties.

NEW SKILLS AND SkiLL USES

(GAMBLING

Gambling is a popular pastime in most of the taverns,
inns, and barracks of the City State, as well as the specially
designed gaming halls. The Judge can choose any method

of handling games of chance, in this small space

we provide a simplistic new Skill designed for
use in games of chance. The Judge should keep
in mind that all gambling halls have table
limits and house odds are generally set so that
the gambling hall or tavern makes money,
no matter who might come out a winner.
Losers are generally other customers, some
of whom might decide a winner was
cheating and make plans for

some revenge. Skill in
gambling is not specific
toanyclassandiscon-
sidered a cross-class
skill for all but ex-

perts.
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SLAVE VALUATIONS

The following table is designed to assist the
judge in assigning market values for various slaves.
Virtually any humanoid race can be captured and
sold into slavery.

Base Value (ap)
Adult Human 70 gp
Age Modifiers (apply to base value)
Under 10 x1/2
Under 20 x3/4
Over 40 x1/2
Over 60 x1/4
Racial/Ability Modifiers
Common Non-Human race +10
Uncommon Non-Human race +20
Remarkable Ability (over 14) +5
Extraordinary Ability (over 16) +10
Below-Average Ability (under 10) -5
Restrictive Ability (under 6) -10
Skill Modifiers (cumulative)*
Per marketable skill with 4+ ranks +10
Per marketable skill with 6+ ranks +20
Per marketable skill with 10+ ranks +50
Per other skill with 4+ ranks +5
Per other skill with 6+ ranks +10
Per other skill with 10+ ranks +20
Per use of Skill Focus feat +10
Per additional language spoken +5
Other Modifiers (apply to adjusted value)
Renowned (famed gladiator, x 2 or more
artisan or entertainer)
Disciplined (lash scars, brands, x 3/4 or less

mutilation, etc.)

*Marketable skills include Craft, Profession
and Perform, as well as possibly skills such as
Handle Animal, Heal and Survival at the DM’s
discretion. Other skills such as Climb and Lis-

ten have less impact on a slave’s value.

GaMBLING (INT)

A skilled gambler understands the mathematics
and statistics behind various games of chance and
can use this knowledge to more effectively place
bets. Individuals with at least 5 ranks in the Bluff
skill or in the Sense Motive skill receive a +2 circum-
stance bonus to Gambling checks (these bonuses do
not stack). The limit per hand or play is 5 sp x PC
level and the limit of winnings at any particular table
or game is generally 5 gp x PC level. Winning more
than the limit generally makes one unwelcome, some-
times in a violent manner. PCs can lose the limit and
continue playing, with the distinct chance of losing
the limit again. The judge can decide to play each
hand out, or use one roll of the dice to decide the
outcome of an entire evening.

Gamblers can attempt to cheat, but this adds 10 to
the DC value of all Gambling checks and requires
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BoONsAND DUTIES

A PC nobleman given either a boon or duty must roll 2d6 and

consult the list below.

2. Billet Soldiers (10d10) at a cost of space and 1 gp/man
per month

3. ForcedLoanto Overlord (1d10x 1000 gp; repayment
probably each month same as SL as a percentage

4. Benevolence — Free will gift of 1d6 x 1000 gp to the
Overlord

5. Military Appointment — 2d6 weeks, campaign de-
termined by the Judge

6. Council of Conspirators Appointment — ferret out a
traitor or insurrection plot in 1 month or lose 1d6 SL

7. Underlord Appointment — Emmisary to outlands to
collect tax and tribute

8. Previous Duties (2—7) lifted — all duties

q. Previous Boon (10—12) revoked — one boon

10. Grant of Monopoly — 50% return on investment per
month until revoked)

1. Justice — Judge any rival on “treason” (adjudicated
by the Judge)

12. Bookland Grant — Building in the City or 1d6 acres
just outside

The above can be adjusted in any manner the Judge sees fit.

making a DC of 20 to avoid being caught. Anyone
caught cheating is usually taught a rather violent
lesson. PCs with at least 5 ranks in the Sleight of
Hand skill receives a +2 circumstance bonus to skill
checks made while cheating, this bonus stacks with
the +2 bonus provided by either Sense Motive or
Bluff for a possible total of +4. The Judge should use
their discretion when setting limits, adjudicating
cheating, etc.

Task DC Notes

Lose Limit 5 or lower Anyone with a skill check
of Sorlower loses the limit.

Lose 1/2 the limit 6 Half the betting limit was
lost.

Break Even10 The PC neither won nor
lost any money.

Win 1/2 the limit 15 Win half the table or hand
limit.

Win the limit 20 Win the limit and be asked
to leave.

INTERROGATION AND T ORTURE

Asalawful evil society, various powerful elements within
the City State regularly interrogate or even torture prison-
ers. Skilled interrogation often resultsin the victim revealing
some information, sometimes without realizing it. At the
same time, simple interrogation can only do so much.
Skilled liars, knowledgeable cheats, and those with some-
thing very important to hide can often evade probing
questions. This is where torture comes in. Skilled torture
can force the secrets out of almost any individual, or drive
them irrevocably insane. The tables below use Wisdom



CHAPTER TWO:NEW RULES

checks to avoid revealing information while being interro-
gated and Constitution checks toresist the effects of torture.

Unskilled beatings are generally ineffective in forcing
a victim to reveal information. Only skilled mental or
physical torture can break an individual.

INTERROGATION

The victim of an interrogation is usually placed in an
uncomfortable seat, and is somehow in an inferior position to
theirquestioner. The victim must rollad20, add their Wisdom
bonus (if any) making DC 5 or higher to avoid revealing
information. This DC is modified in the following ways;

Reason DC Modifier
Skilled interrogator +4
Denied food and water* +2
Shown incriminating evidence ~ +2
Knows allegations are false -2
Full day of rest -1

*A full day of rest with food and water negates the
DC modifier for being denied food and water. The
Judge should alter any of these DC modifiers as they
see fit. Otherwise all of the values above are additive.

TORTURE

Skilled torture wears away at a person’s desire to live,
and their ability to resist pain. Eventually, the victim
almost always gives up any information they have, as well
as going so far as to admit to crimes they did not commit.
The victim is allowed a Constitution check vs DC 5 with
the modifiers described below. It should be noted that
every 4 hours of torture inflicts a temporary loss of 1 point
of Constitution and 1 point of Wisdom. If Constitution
reaches 0, the victim is revived, allowed to rest, and the
process is started again. If Wisdom reaches O, the victim
becomes a babbling wreck willing to admit to virtually
anything.

The values below are additive. Every 4 hours of
torture adds 1 to the DC value of the Constitution
check while reducing the victim’s Constitution by 1,
a combination that usually results in a “broken”
prisoner within a few days.

Victims tortured for more than 8 hours in a day are
likely to die under the strain (Constitution check
[DC 15] or die). Every 2 hours beyond 8 in a single
day forces another Constitution check with a -2
circumstance modifier to avoid death.

Reason DC Modifier
Novice torturer +1
Skilled torturer +2
Expert torturer +5
Every 4 hours of torture +1

Shown incriminating evidence ~ +2
Knows allegations are false -2

NEW CLASSES

The following new classes can be found in the City State.

AGENTOFTHE BLack LoTus
(PresTiGE CLASS)

Usually discussed only in whispers, agents of the
Black Lotus are feared throughout the City State.
These secret police are not feared for their physi-
cal attacks, though they are known to make people
“disappear” but rather for the fact that they seem
to know everything while almost nobody knows
who they are. Many members of the Black Lotus,
though not all, receive special training as silent
agents who can sneak into a party, or simply walk
in disguised, to gather information and listen for
whispers of conspiracy.

An agent of the Black Lotus is a member of the
Black Lotus, an organization with strict member-
ship requirements, including that of complete
loyalty to the Overlord, and be accepted by other
Agents of the Black Lotus as well as receiving the
approval of the Overlord himself. The approval
process rarely involves a direct encounter with the
Overlord, as he accepts the advice of ranking
members of his secret police.

While many of these agents have histories as assassins
or rogues, anyone with the proper skills can be accepted
into the ranks of Agents of the Black Lotus. Once one
becomes an agent, they remain an Agent of the Black
Lotus until they die. It is understood that any attempt to
leave or betray the organization results in a quick death,
if one is lucky. This does not mean that other skills can
not be practiced or learned; simply that one’s loyalty
must always lie with the Black Lotus and the Overlord.

Hit Die: d6

REQUIREMENTS

In addition to being a member of the Black Lotus,
acceptance by other agents and the Overlord, the candi-
date must fulfill the following criteria.

Skills: Disguise 4 ranks, Gather Information 4 ranks,
Hide 8 ranks, Move Silently 8 ranks, Sense Motive 4
ranks.

CLass SkiLLS

An agent of the Black Lotus has the following class
skills (and the key ability for each skill) are Balance
(Dex), Bluff (Cha), Climb (Str), Craft (Int), Decipher
Script (Int), Diplomacy (Cha), Disable Device (Int),
Disguise (Cha), Escape Artist (Dex), Forgery (Int),
Gather Information (Cha), Hide (Dex), Intimidate
(Cha), Jump (Str), Listen (Wis), Move Silently (Dex),
Open Lock (Dex), Search (Int), Sense Motive (Wis),
Sleight of Hand (Dex), Spot (Wis), Tumble (Dex), and
Use Rope (Dex).
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AGENTOFTHE BLack LOTUS
Level BAB Fort Ref will Special
1 +0 +0 +2 +2 Quiet movement, master of disguise
2 +1 +0 +3 +3 Sneak attack +1d6, sense action
3 +2 +1 +3 +3 Information gathering, poison use
4 +3 +1 +4 +4 Sneak attack +2d6, shadow step
5 +3 +1 +4 +4 Greater disguise

Skill Points at Each Level: 8 + Int modifier

Class Features: an agent of the Black Lotus has the
following special class abilities:

Quiet Movement (Ex): agents of the Black
Lotus are trained to insure that their cloth-
ing and weapons make no noise as they
move, and to remain as inconspicuous as
possible. At st level they gain a +1 bonus
to all Hide and Move Silently skill checks.
This bonus increases to +2 at 3rd level
and +3 at 5th level.

Master of Disguise (Ex): study of
secrets possessed only by the mas-
ters of the Black Lotus grant an
agent of the Black Lotus a +2 §
bonus on all Disguise skill
checks. This bonus is cumula-
tive with any other synergy
bonuses.

Sneak Attack (Ex): an agent
of the Black Lotus gains
the ability make a sneak
attack that is exactly the
same as that of a rogue. "-Q,J‘
Damage dice for their Q
sneak attack is additive
with sneak attack damage .
gained from other classes, and has (j
the same restrictions discussed in
the PHB.

Sense Action (Ex): although an agent
of the Black Lotus doesn’t really gain
the ability to read minds, their acute
study of a wide variety of people
and creatures gives them keen in-
sight into the interpretation of
body language and facial expres-
sions. This ability allows them to
sense, and even predict the ac-
tions and thoughts of an
individual, giving them a +1 bo-
nus to attack rolls, a +2 bonus to
Bluff, Diplomacy, Intimidate and
Sense Motive checks, and a +2
bonus on Initiative rolls for com-

bat.

A
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Information Gathering (Ex): agents become experts
at gathering information. Not only do they receive
a +2 bonus on all Gather Information checks, but
they also gain a +2 circumstance bonus on Listen
checks when trying to overhear a conversation
and on Spot checks when trying to read lips.
Poison Use (Ex) : agents are trained in the use of
poison and never risk accidentally poisoning
themselves when applying poison to a weapon
or handling poisons for other reasons.
Shadow Step (Su): at 4th level agents gain
the supernatural ability to step from
gr shadow to shadow as a form of short
i range teleportation. While this ability
has a limited range (max 60 ft.), it
lends credence to the rumors that
agents of the Black Lotus can simply
disappear into shadows. The agent
must be able to see their destina-
any magic or
circumstance that prevents
teleportation negates this abil-
ity. Shadow step can be used
as many as 5 times per day,
but no more than once per
round. It is further limited by
the fact that shadows must be
present. For example, an agent
could not shadow step in a brightly
lit room with no shadows.

tion and

Greater Disguise (Ex) : transformation
into another individual is neither easy

of the Black Lotus have perfected
a means to assume another
person’s facial and vocal char-
acteristics for an extended
period of time. It takes several
hours to perfect the transforma-
tion, which can last up to 4 days,
and any specific agent can only
perform this once per week.
This ability grants a +10 bo-
nus to Disguise checks when
assuming the identity of an-
" other individual and a +5
bonus to Bluff checks while act-
ing as that individual.
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BEGGAR (N PC CLASS) Deformity (Ex): Nearly all beggars have some defor-

mity or unique quality. All beggars must roll on the

The diseased wretch begging for a few coins or a crust .
accompanying table.

of bread, the rambling visionary in tattered rags, the
blind seer with a small cup for donations, the twisted
hunchback grabbing at a sleeve cursing passersby for
their cruelty, beggars are a common sight in any large
city. Because of their lowly status, they are ignored and
paid as much attention as a pile of refuse. As a result of
this anonymity, beggars often hear overhear private
information that would not otherwise be revealed pub-

licly. Their poverty, low station and miserable condition

also often gives them visions. Thus, beggars are a rich ~ 8¢P¢€ bongs, }f any. Correct or not, a bgggar always
source of local information and predictions givesaprediction toaperson donatingsufficient money

The beggar (abbreviated “Beg”) is an NPC class (see accompanying table). A beggar’s divination power
is not a spell and takes only a round to pronounce,

though beggars normally make a show out of their
predictions. A beggar may use this power
once per week per beggar level.

Foresight (Ex): Beginning at 3rd level, a beggar may
make a prediction about any person donating sufficient
money. The prediction acts as a divination spell. The
base chance for a correct divination is different for a
beggar than for a priest and thus is different from that
listed in the spell description in the Player’s Handbook.
The chance a beggar’s divination is correct is equal to 2x
the total of the beggar’s beggar level plus his Intelli-

similar in many ways to the commoner NPC class. In
fact, except for the differences detailed below, a beggar
is treated as a commoner. Some beggars take levels in
other classes, such as fighter, rogue, cleric, sorcerer,
witch or adept. Often, a beggar’s true nature is belied by
his or her external appearance—some may be the
miserable wretches they appear to be while others are r/); 3
master guildsmen or devout priests. ‘

Bestow Curse (Su) : Beginning at 4th
level, a beggar has the ability to be-
_ stow curse on any person who cheats
them or mistreats them as per the
spell bestow curse at a caster

\ level equal to the beggar’s

In the City State, at least one level of

beggar is required to gain admit-
c68 cdured toe characterlevel. A beggar may

| use thisability once per week

person who selects his or her first |
\ for every beggar level.

beggar level immediately has his or : =3
her Social Level reduced to 1, though 18 / i Increased Local Knowledge

he or she is now considered part of the (E?C) : At6th IFYelr abeggar
Guildsman Hierarchy. J| gains an additional +2 to

Hit die: d4. \ his Knowledge (local) skill

checks.
chittt?rili;:rgl\/??}veso As per the commoner Enhanced Vision (Ex): Begin-
Class Skills: A beggar’s class skills (and the ndl;:lgn;; OZ tk;;:it csmbeesgnglzrrz
key abilities for each) are Gather Information : P
. ) L accurate. The chance a pre-
(Cha), Knowledge [Local] (Int), Listen (Wis) diction is cotrect is equal to
and Profession [beggar] (Wis). 4x the total of the beggars
Skill Points at 1st Level: (2 + Int modifier) beggar level plus his Intelli-
x 4. gence bonus, if any.
Skill Points at Each Additional Level: 2 t  Local Knowledge Mastery
+ Int modifier. _ (Ex): At10th level, a beg-
Class Features: A beggar has the follow- e gar gains another +2
ing special class abilities: | cumulative bonus to all

Local Knowledge (Ex): At 1st level, a/ N ~ ___ - 1 Knowledge (local) checks.

beggar gainsa +2 to all Knowledge (local) 4(_".‘ B ] =/ Weapon and Armor Profi-
checks. '\\ |

ciency: Like a commoner, a
beggar is proficient with one
simple weapon. He is not profi-
¥ cient with any other weapon,
nor is he proficient with any
type of armor or shield.

Eavesdrop (Ex): Beggars gain a +2 bonus to !
Listen and Gather Information checks, since per- {
sons tend to forget to lower their voices when
speaking around a beggar. '

Despised (Ex) : Because beggars are despised,
which is both their blessing and their
curse, most NPCs have a default atti-
tude of “Unfriendly” towards them.

Starting Gear: Tattered rags,
stained bandages, a small
cup or bowl and 1d4 cp.

17



CITY STATE OF THE INVINCIBLE OVERLORD

DONATIONS, KNOWLEDGE AND PREDICTIONS

Beggars are a rich source of local information and predictions. Players may donate money to a beggar and ask for
information or a prediction. After they hand over their coin, the Judge rolls the beggar’s minimum price secretly.
If the price was met, make a Knowledge (local) check to determine if the information given is correct or, if a
prediction was requested, roll to determine the chance of the prediction being correct as detailed above. Regardless,
the beggar always answers the question asked (though with false information if the donation was insufficient) or
provides a prediction of some sort. Only information about the city and only predictions about the giver of the
donation are answered. It is important that players have only sketchy knowledge about prices and chances.

Level Minimum Donation Knowledge (Local)* DivinationAccuracy**
1 1d6 cp +7 —
2 2d6 cp