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"...to Carfhage then T come, where a cauldron oc unholy h e s  
sung all about mine ears." 
- Sf. Ariqitstane, 
Confesnovs 

Since ancient times, great cities have loomed large, both 
in the imagination and in fact. They are the capitals of 
mighty trnpires; centers of intellect and an; places of 
wonder and excitement. They are also cesspools of crimi- 
ndity and depraviry, that can easily remove the sheen 
from an\ visions of glory thae a visitor may have brought 
with him. For good and for ill, cities take every aspect of 
civilizatim, pack them cheek-by-jowl and serve them up 
in concentrated form. The greater the city, the stronger 
the flavcs of the experience it offers. What will happen 
when ycu visit a great merropolis? No one can say for 
sure, except that whatever it is, no other place in the 
world co d d  match it. 

Wekome to The World's Largest CzW. Here you will find 
the ulrimate example of one thing that, it seems, no high 
f m t q  rdeplaving campaign can ever realIy do without: a 
ciry No matter how many dungeons yout heroes explore 
and how many monster lairs they brave, they will always 
have to find an urban center where they can buy supplies, 
sell plunder for cash, get healed, and find a hook 

HOW Fro USE THIS BOOK 
Before ~ Q L I  plunge into the bustling Streets of the city, 
though, ~ K ' S  WOrKh explaining some of the philosophical 
and technical aspects of this book in xder to make the 
contents easier to use. 

First of all, we should make dear &;it we deqigned the 
Worlds Largest City -hereafter reEerred EO as "the city" 
-with a high fantasy campaign world in mind. All of the 
core Dungeons & Dragons PC race5 are represented here. 
A goodly selection of intelligent mces whom you might 
not expect to find in a city ate here also, but they are 
exotic minorities. The material coiitairied herein is quite 
versatile in that you will find NPCs, locations and plot 
hooks suitable for a variety of adventure types. Whether 
you prefer lots of hacking and slashing in your adven- 
tures, powerful magic, p l i t i ca l  intriLme, thieving aud 
skullduggeryr defending law and order, social climbing or 
economic competition, you wdl fmd something here to 
suit your fancy. You wiIl even find rour:hes of gothic hor- 
ror in the Lamplighters District (map sectinn H). &ut its 
millieu is, above all, one of fantasy. 

We would aIso like to make clear thar  The Worlds krgert 
City is both a less linear and a more story-orienred prod- 
uct than many d20 adventures, including its predecessor, 
The ~ o v l d ' s  ~ n r g e s t  Rungeon. Instead, it 's something of a 
cross between an adventure and a setting book. There is 
no single overarching story line here for the heroes to 
follow (except, perhaps, for the merastory of the city's 
history and ongoing present). Tnstead, you will find here 
a vast assortment of small stoties, as we11 as hooks that  are 
defined only in genera[ tenm, so tbar you can connect 
them to the larger campaign world of which vou make it 
a part. I'OU may use any ar all of the conlent in this book in 

your campaign in whatever order circum- 
stances dictate; just k r  the needs of 

I 

for their next adventure. The \Vorldk hrgPst 

City provides you with a city Ue 
no othei, ready fur you to 
drop into your campaign 
world w ~ l i  only a bit of 
tailoring to smooth out 
the edge<. The metropo- 
lis that unfolds in these 
pages is Jesigned to be the 
greatest city in the known 
world - a vast mUIEirrlCia~, mul- 
ticultural hodgepodge of wealth, 
culture, virne, intrigue and villainy; 
a place \\there anything can happen and 
probably will at some point. I f  you need it, 
you can find it here; and you'll find plenty of 
people, creatwes, places and things worth investi- 
gating btlsides. The ciry herein is a mircocosm of she 
world that revolves around it, and once your heroes enter 
its gates, they wiIl never be quite the same a s  before. 

moment guide you. 
' the 



Also, we have chosen to condense and imply much 
hard dormation, such as NPC and monster gats. W h i l e  

W Q U J ~  dredge up ~i they searched comprehensively for 
loot. It would have been tedious and 5 1  
list every single minor magic item or gc 
these locations, so we stuck to major CUIII I ~ W L W ~ ,  ~ I L U  1 

most important personal items and magic irems. Feel fi 
to tailor these lists and fd in the details in such a way 
works best with your campaign. It’s a big and wealthy c 
with some wry wealthy people in it. 

Finally, the category “Activity” describes typical goin 
on a t  the location, and/or how the residents are likely 
react to the PCs’ presence. 

The conclusion of each chapter describes one or mt 
meta-plots covering goings-on within the district and p 
sib17 connecting it with events and NPCs in other pa 
of the city. In keeping with the non-sequential nature 
the book as a whole, they do not necessarily script ou 
strict series of events for your PCs to follow; instead, tt  
descnbe opportunities for the PCs to involve themsel? 
more intimately in the life of the city, along with the p 
sibIe comequences of doing so. YOU will also find at I 
end of each chapter a random events table for that disrr 
As DM, you should feel free to use it a5 often or as iihie 
as you Me,  or ignore it all together. We include Them ro 
provide some flavor for each district, and voii should take 
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me-consuming 
:rnstone at some 
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usehi, smh information also takes up space, and we 
wanted to devote as much as we could to including more 
locations, more information about flavor and ambience, 
and more $tory hooks. The Appendix will giw YOU appro- 
priate guidance for producing a f d l  set of stats for any 
NPC. For ;1 more detailed explanation of how we organize 
key dormation in this book, read on. 
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ree 
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INEOKMATION YOU’LL EIND HFRF, 
AND I N E O R M A T I O N  Y O U  WON’T 

Sixteen chapters -one for each of the city’s administra- 
tive distrirts - form the core of The World’s Largest C~ty. 
Each chapter begins with an ovemiew of The district and 
discussior! of general concerns connected to mme than 
one location within the district. A list of important ot 
particularlv interesting locations within the dirrnct then 
follows. E d  location reveals some important aspect of 
the political, social, religious or economic dynamics of the 
city; or it acts as a center of an activity that could draw PCs 
into an adventure; or ir is simply an intriguing place $0 
visit, a flash of color in the vast canvas of your campaign. 

Each location listing begins with a map number and 
name, followed by a n  overview of that location. Boxed 
text provides a physical description - information that 
you, as Dhl, can use to describe the place to your pjavers. 
This information may be ftlnctional in nature, or it may 
set the mood of the pIace, or it may serve both of these 
purposes. A brief description covering what happens 
there and who does it follows the boxed W X ~ .  

The caregory “Residents:” lists the NPCs that beIong 
ro the location. We call them residents even if it’s a place 
of businez5 and no one actuauy lives there. If an NPC is 
likely to he .found at this Xocation when the PCs go there, 
he or she IS a resident. 

We do not provide stat blocks for every single NPC. 
Given the sheer number of NPCs both great and small in 
this book, we felt that doing so would prove cumbersome. 
Instead, below “Residents,” YOU w i l  find each major NPC 
and each rategory of minor NPC with a key to a generic 
set of information that ptovides an apptoxirnacton of an 
appropriate stat block. That key consists of the standard 
Dungeons & Dragons 3.5 class and level abbreviations 
(including rhe NPC classes described in the Dungeon 
Master> Grrtde), and is linked to generic stat blocks found 
in the Appendix. 

Boxed text below the Gst of NPCs describes any mea- 
sure of note at the location, including magic items 
the person of the NPCs. In most caws, you as DM may 
assume that NPCs have minor personal possessions and 
pocket change on their persons, even if that is not 
specified here. You wxll also note that certain large and/or 
particularly wealrhy locations, such as major temples 
and the residences of venerabie noble families leave you 
considerahle leeway as to the fulI extent of  what  your PC5 
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them no more - less - seriously than that. 

DFTRILS, DFTAILS,  DETAILS 
For additional ideas on how to bring this city to l i fe 
in your gaming sessions, you could do worse than 
to consult AEG’s Toolbox d20 supplement, which 
contains page after page o f  handy charts and tables 
for use in a Dungeons and Dragons campaign. In 
particular, the  tables in Chapter 3, which deal with 
cities, are entirety appropriate for use with The 
World’x Largest City. 

HOW ‘1‘0 USE ’rHE WORLD’S LARGEST 
CITY I N  YOUR CAMPAIqN 

How you incorporate ?&e \vorld’s Largest City into your 
campaign is prerty up much to you. You can drop it into 
your campaign world whole, potentially utilizing every 
bit of information on these pages, and also using rhe ciry 
as a framework for creating locations and NPCs of your 
own. Many of  the adventure huoks set out here are meant 
to connect the city with the outside world, and they are 
framed in terms vague enorrgh so that YOU may adapt 
them to the particulars of your world simply by adding in 
relevanr details. 

Similarly, you will notice that the vast majority of -- 
( buildings on the maps have no l ~ a t i o n  number. They 

a r e  blank slates, waiting fm you to fill them in according 
to your needs and wants as DM. They also leave open the 
possibility of allowing your PCs to buy real estate in the 
city, in case they want to establish a safe house where 
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corporate from this book into your campaign world. 
t of the locations described here can be made to stand 
ieir own, or ported into a campaign world by them- 
'5 mth little or no adaptation. For instance, if you 
' a temple to the god of destruction anywhere in your 
d, the Priests ofcalarniry (see location J5) will fit the 
If you just want a rough-and-tumble tavern with pit 

trghts to entertain the customers, you could do worse 
than to make use ofThe ReaperTavern (see location N24). 
And so on. The World's Largeest City offers vow a long list 
of parts that you can add on an ad hac basis, ifthat's what 
meets your needs best. 
If you choose to incorporate the city into your cam- 

paign as in entity unro itself, you should also look for the 
hints th2t we've scattered throughout the book on how 
your PCr: wn become part of the city's fabric. Some hooks 
suggest ways by which the PCs can gain allies among 
those who hold power and authority (and not all of those 
potential allies hoId their power by respectable means). 
Some location entries that describe important institu- 
tions, swzh as the City Guard and various temples, list 
criteria that PCs udl have to meet if they wish to become 
a member of that organization. 

It is a150 possible that the City Council would decide to 
ennoble a PC that has rendered the city truly extraordi- 
nary senice of some kind (see the discussion of nobility 
below, 3~ the end of the Government section). As DM, 
you may use this as a discretionary way of rewarding 
your plaiTers, or dangle it as goal toward which to strive. 
However, there is a concrete prerequisite: The PC being 
ennobled must be of 10th level or higher, or a have least I 
level of Aristocrat. A lower-level PC who is a commoner is 
a highly d i k e l y  candidate for the aristocracy, under any 
circumst mces 

THF WORLD'S LARCjEST CITY: 
BASIC fACTS AND CONTFXT 

"What i s  :he c i t y  but the people?" 
- Shnke.peare, 
CorioIan tis 

OVFnVl F1V 
The city occupies a section of land measuring about 4.5 
miles west-east and 3.5 miles north-south. Ocean shore- 
line marks its southern border, and the centerpiece of its 

border - except for the ingenuity of the dwarves, who 
burrowed into them and, in their OWII way, turned them 
into habitable land. The city walls extend across the 
northeastern quadrant of the city, then due south along 
the eastern edge of the Artisans Dic;trict. This leaves 
the Entertainment District, the Bazaar Disnict and the 
Lamplighters District outside of the walls, and indeed, all 
ofthese districts either did not exist or were mere suburbs 
when the walls were first buiit. The main thoroughfare 
leading into and out of the city cuts a diagonal northeast- 
southwest swath through the Bazaar District, the Main 
Gates (location Di)  of the City Walls and the Travelers 
District, passes to rhe north of the Spire, and ends at the 
steps oC the Council Palace. AI! of the main roads leading 
from other regions of the continent feed into the main 
thoroughfare a t  various points, joining into a single great 
stream, so that it may in truth be said that all roads ulti- 
mately lead to the city. 

With a steady stream of residents and potential resi- 
dents coming and going all the time, it is d&icult to 
fix the city's population with much precision (alrhough 
that doesn't stop the government and interested private 
parties from trying; see location IP). However, best 
estimates currently put the resident population at about 
250,000, give or take 3 fpw. Of these long-term or perma- 
nent residents, about 15% are dwarves and 15% are elves, 
most of whom h e  in the enclaves set aside for their race. 
The collection of eviI demi-human races known as the 
humanoids accounf for 10-15s; only a rough estimate 
exists because no one has dared (or even considered it ter- 
riblv wrthwhiIe) to make a n  accurate accounting of their 
overall population, not even the humanoids themselves. 
Miscellaneous non-human races, inchl ing  hawings and 
gnomes, make LIP a further 15% of the population. f i e  
remainder of the ciry's residents are human, or of mixed 
ancesm (half-elf, half-orc, etc.). 

H [STORY 
The ciw owes its existence to a feature of terrain with no 
practical use at all. The Spire, as it is universally known, 
is a spike of rock tha t  rises 300 feet straight up into the 
air out of otherwise flat surrounding ground. The Spire 
has existed since time immemorial, so irs origins lie well 
beyond the reaIrn of histoy. It is, however, an awe-inspir- 
ing and thoroughly unnatural-looking piece of geology. 
It is easy to understand how those who look upon it can 
believe that it is not a natural feature of the landscape, but 
the willed creation of a god. 

southwestern-most district is the port, which is built on 
the best natural harbor for hundreds of miles in any direc- 
tion. The caastd land to the southeast turns ro marsh. The 
elves found the enormous wdlows and mangrove trees in 
this otherwise unprofitable patch of iand congenial, and 
so they claimed it as their own. Ta the northwest, stark, 

The Spire's supernatural appearance has placed it at the 
center of most of the region's religious belief? and prac- 
tices for as long as these lands have been inhabited. Long 
before the city's founding, the great human, eIven and 
dwarven kingdoms that dominated the region al l  claimed 

3 . 



the Spire a5 the most important sacred sire of their respec- r 

/I: 
tive religims. The fact that it stood ar an important cross- 
roads and ivithin hailing distance of an excellent natural 
harbor WBS important, too, but its 5 t a t l 1 ~  as sacred ground 
even more so. The three kingdoms came together and 
fought 3 terrible battle in the shadow of the Spire to settle 
once an for all which one ofthem would h a w  it fur their 

But the h a d e  settled no  such thing. All three factions 
stubbornly clung to the field even after they were too 
exhausred TO fight anymore. Equally unwiIling to cede 

own. 

. \--, <, 
ground, they had no choice but to make peace and share 
the site. They agreed to build a city atound the Spire, and 
to share rccponsibdky for governing it. 

Undcr t5e treaty that came to function as the city's 
charter, the elves were granted dominion over the coastal 
wetlands to the southeast, while the dwarves gained con- 
trol over the bluffs to the northwest. The former became 
the Ehen  District (map section P) and the latter became 
the Dwanren DistrFct (map section A), both official adrnin- 
istrative districts of the city, Rut within their boundaries, 
it was officiallvacknowledged that the elders of each race 
could govern as they saw fit, without interference from 
the city Council. In return, the elves and the dwarves 
both agreed that the remainder ofthe city would exist a5 a 
multiracial metropolis in which, because of their superior 
numbers, The humans would probably always dominate 
politics and rhe economy. FIaving districts of their own 
dowed both the elves and the dwarves ro retain their 
self-respect as equal claimants to the Spire, even though 
they would always be distinct minorities swamped by 
the more numerous humans. NO matter how much the 
humans dominated the rest of the citv they would always 
have their own areas where their word was law 

Blessed by the Spire - and the site's geographicd 
advantage - the city quickly grew into a vital trading 
center, a great and wealthy city where merchants, tour- 
ists, fortme-seekers and pilgrims alike from all over the 
known world came for businyss, amusement, advenrure 
or devocion. 

I But great cities have a way of dtawng unwelcome 
attention, as we11. A horde of evi! humanoid and gobli- 
noid tribes, drawn by the role that the Spire played in 
their own primitive religions, descended upon the city 
with the aim of taking that sacred landmark for them- 
selves. This humanoid army swept through the suburbs 
ourside the walls, but they could not break through the 
,Main Gat? by force. A terrible siege ensued. The ciry's 
defenders resisted, led by the elite Palace Guard unit of 
the Civ Chard and the Guardians of The Spire. At last, 
a despetarc sortie from the Main Gate broke through 
the besiegers and pinned them against the bluffs to the 
northwest. Here, however, the humanoids held fast, and 
the city garrison was too exhauqted to press the attack any 
funher. 
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ding that they should be granted 
heir own, because they, too, Wefe 
le City Council refused, O f  COKTSe. 

l v h v  should they w h g l y  rub shoulders with orcs and 
Is? ?he presence of these ... creatures ... would be bad 
lushess. But the humanoids refused to move. Against 
yone else’s expectations, they found and cited a line 
le city charter that decreed that all who lived for a 
cient period o f  time in the shadow of the Spire would 
,me citizens. 

-.)e Councilwere not pleased a t  this, but there was Iittle 
they could do. The siege had lasted long enough so that, 
technically spealung, the humanoids had Iived in sight 
of the Spire long enough to qualify The humanoids had 
turned the city fathers’ own law against their descendants, 
and even if the C o u n d  chose to argue the point that the 
law should not apply to invading hordes, they did not 
have enough armed might left to crush the humanoids 
for good The humanoids continued to hold the ruined 
suburb. The city hastily flung up a wall along the fmnt line 
(the section that is now attached to the colosseum), and a 
group of arcane spellcasters joined their powers to cast a 
monumental wall ~ f f ~ c t  along the northern edge of what 
now became the Humanoid District (see map section R). 

Since then, the humanoids and the original three races 
have learned to coexist, but never happily Humanoids 
gained representation on the Council, but only throrigh 
a non-humanoid proxy, and they are not allowed out 
of the Humanoid District for any other reason without 
official -permission of the city government. Eventually, 
the Cawicil decided to make the best of the situation, 
and they contracted with the humanoids to devote part 
of their district to housing convicted criminals. It i s  an 
uneasv amngement, but m e  that has remained more or 
less stable to the present day. 

X TOTE ON TFRMTTNOLQCjY 
THF “HUMRNOTDS” 

The terminology in The World’s Largest City : ... ;ch +h-+ >.--A :- &LA n . . _ _ A _  F n I____ 

-. 
agrees 

W I L I ~  t l l a l  uxu I I I  tt1c U U ~ I ~ ~ U I I ~  OL vrdgorls core 
books except in one instance. The Monster Manual 
defines “humanoids” as any demi-human intel- 
ligent r ice, including elves, dwarves, hafflings 
and gnomes, as well a s  evil races such as orcs 
and goblins. Here, however, we use “humanoids” 
exclusivdy as a shorthand description of the loose 
alliance of orcs, goblins, kobolds and other evil 
demi-human races that attacked the city and who 
now inhabit the Humanoid District. There should 
be no confusion between the sense in which we 
use the term, and the meaning that it has in the 
Monster Manua!. 

As is appropriate for a city founded in  compromise, nego- 
tiation and all-around exhaustion, th- city is governed 
by committee. Sixteen delegates, one from each district, 
form the City Council, which meets in the Council Palace 
(see lcation 11) and debates and decides a11 important 
maners facing the city The agreement ,3fa majority of ten 
delegates is required in order to enact a law or a tempo- 
rary mandate, and much wheeling and dealing surrounds 
mosf vofes. Each delegate is chosen by acclarnarion of his 
district and serves for life, or until retirement ... or until 
deposed by popular uprising. That lasi bit is not written 
into the city charter, but it is from time ro time a reality of 
politics in the city. 

It is also an improvised reality of politics in the city 
that the Council is occasionally composed of more than 
sixteen members. In practice, the Collncil may appoint 
additional delegates for anv reason, or to r e p s e n t  any 
constituency not defined by geography. Exceptionally 
wealthy individuals have been known to, essentially, buy 
their way onto the CounciI. At such times, B 2/3 vote is 
needed to pass a measure. 

The Council members are a varied lot. The present 
deIegate from the LampEighters DisTrict is a vampire 
named Sir Milton Dennis (see locaticln H2). and by all 
appearances, he will be en the Council for quite a long 
time to come. But some delegates are ielected according 
to local tradition, The Guards Distric+ is almost always 
represented by the Lord Protector of the City Cuard. The 
Dwamen District i s  always represented by the senior clan 
leader, m d  the Elven District sends their Chief Elder. The 
Humanoid District is aIways represenred by a human, who 
may be a renegade who actually lives among the hunan- 
oids (such as the current representative, Oswald Antarax, 
location B3), or who may be someone who f d s  sorry for 
them and the way the rest of the city treats them. 

High officials appointed by the Council oversee various 
functions of city government, but some departments are 
better funded and wield more authority than others. The 
CityTreasurer (see 10CaTiOn 13) is the most important and 
powerfd such official, with the Harbcrmaster (see loca- 
tion MI) not terribly far behind. The City G i r d  holds 
an espezidy powerfir1 position in that 1 t has considerable 
popular respect, and almost always has direct representa- 
tion on the Council. But most otherdeFartments are quite 
weak, a:: they do not have the manpower or political clout 
ro get things done. Many of these k e r  departments 
exist in name only, and in order to accomplish anything 
substantial in their bailiwick, the Council has to persuade 
a nobIe or other such wearthy citizen to fund and manage 
the project. 

For instance, the ciry government does very little in 
the area of maintaining public healrh Whenever there 
is substantial work to be done in fighting disease, the 
temples do ir. Whenever the governmeit decides to erect 
a monument, the task is farmed out to a noble or wealthy 



INTRODUCTION’ 

the privilrbges of patronage. Lrkewise with projects for 
snaint3inirtg or repairing public srructures lrke the city 
walls or the sewen. 
For more detailed discussions of the strumre, func- 

tions and lrharacter of the city’s politics and government, 
see rhc location entries for the Government District (map 
secrion IL Here is a brief list of the most important ciry 
departments: 

= City Gucd. The City Guard combines the functions of an 
army and a police force into a single organization, albeit 
a Iarge 2nd muIti-faceted one. The Guard has long been 
the most respected public institution in the city. For a 
detailed discussion of the structure and missions of the 
City Gu ird, see the entrie5 in the Guards District, as well 
as the location entry for the RIace Guard (location 12). 
T~EOSUTY Here, as in all grent cities, money is a liighly 
reliahIe source of  power, and the Council takes great 
pains tc make sure that its revenues are kept in good 
hands. Tor more about th? City Treasury and its opera- 
tions, see location eiitry 13. 
kiarborniwlastcv. The city’s port is an economic lifeline, 
connecting it with lands across the seas. Unless it 
operate..: efficiently, many legitimate merchants (and 
smugghm, for that matter) would find it impossible to 
keep th:%mselves open for bminess. For more about the 
Harbonnaster and the port, see the Iocation entries for 
the Docks District (map section M). 
Miry. T!ie Navy’s chief duty is to ensure the security 
of ocean-going trade. Llke the City Guard, i t  is also a 
military force charged with defending the city from 
seaborne attack by foreign foes. It has been generations 
since any ~ c h  threat has reared its head, but one could 
argue that the latger pirate bands - the ones powerful 
enough to take over an island and use it as a base of 
operaticins - are more or less the equivalent of hostile 
sovereign powers. Certainly, to a city that reIies so heav- 
ily on c,>mmerce with lands across the seas, any serious 
threat E O  foreign trade is  almost as grent crisis as physical 
invasion. For a more detailed discussion of the Navy and 
its structure and missions, see the entries in the Naval 
District !map section 0). 
~nminnl  Couits. Ultimate authority in the city rests with 
the Citv Council, but it obviously has too much on its 
plate without having to decide the fate of every petty 
thief and  vandal in this vast city, or having to adjudi- 
cate evrry claim over a broken contract. The Criminal 
Courts iandle all  matters of crime and punishrnene on 
thpir brhalf, and rule on civil disputes as well. Nobles 
appointed by the Council sit in judgment and hear 
cases, and rule on guilt or innocence, and the extent 
of pun-qhment (most criminals convicted of serious 
crimes ;Ire simply thrown into the Humanoid Disnict 
and foryotten). Extensive knowledge of the city’s laws 

necessiv+ 
their Courts and 

ib nvz ntcessaniy requrreu 01 one appomreu IU wwt as B 

judge (although it does help); noble rank is a : 
however. For more about the Criminal 
operation, see location enny FI 6. 
Criers. Actually, this is not a ciry department, 
a function (if !oose!y controIled) of city got 
that bears mentioning. The Council contracts 
Criers Guild (see l m t i o n  115) ro declare procl: 
whenever news needs to be spread quickIy th. 
the city. 

In addition, it should be noted khat the City 
reserves for itself the right to reward individuals who 
have rendered the city great sewice (whether for a single 
extraordinary deed, or an entire career) by ennobling 
them. An ennobled individual wins the privilege of being 
addressed as “sir,” or l a d y , ”  as we13 more material rewards 
- a grant of cash, trade goods or items; an annuity paid 
in cash o t  trade goods; rea! estate; or some combhatian 
thereof. At the very least, the new noble party gains the 
right to buy real estate in the Nobles District (map section 
E) and live there. f i e  nobIe’s spouse also gains the title of 
“Sir” or “Lady” (as appropriate). If the Council declares that 
the title is hereditary, the noble’s first-born child becomes 
heir to the title and all privileges that come with it. 

In practice, however, the city’s aristocracy can gain for 
themselves considerable leeway in how they apply the 
rules of noble privilege and inheritance to their own situ- 
ations. Noble families that intermarry may also combine 
their family names, as was the case with the Rotburn- 
Severs clan (see location ETS). All such fine points ofher- 
aldry are handled by the tribunes a t  the Hall of Heraldry 
(see location E17). 
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SOCIAL DYNAMICS 
The city’s social dynamics flow along two different paths, 
one racial and the other based on wealth and social class. 
The two frequently intersect, of course, but this distinc- 
tion nonetheless provides a sound basis for irnderstanding 
how the city‘s citizens interact with each other and see 
their place i n  the larger scheme of things. 

The three races who founded the city get dong well 
enough with each other. This is not a marter ofloving one’s 
neighbor so much as it i s  having lived in close proximiry 
for so long that  one barely thinks anything of it anymore. 
The humans, dwarves and elves don’t exactly hold hands 
and sing campfire songs with each Other, but they do 
respect each other’s mrf and their right to worship a t  the 
Spire. Dwarves and elves may go about the entire city as 
they please without any fear of hostility from humans. 
Humans are not permitted in the Dwarven and Elven 
Districts without offkial permission, but when they enter 
those parts of town, they do so without feeling any overt 
hostilisy toward them. The dwarves rarely enforce any 
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I the wealthier humans generally have 
e, Elves hold to their prerogative more 
: the coin of non-elven tourists who 

KC d I I I J I I W ~  UUL of taking in their exotic way of life. 
3rher good and neutral-aligned derni-human races, 
.h as haf ings  and gnomeq, also inhabit the ciry, but 
s m d e r  numbers. Even so, they generally have littIe 
ubIe bIending into the city's social fabric and carving 
their own niches. In  this vast, vaned and cosmopohan 

ce, a h o s t  no one gives their presence a second rhought. 
:ir nunbers are not large enough to threaten anyone 
z's position in the larger scheme, and they sometimes 
hIpOrFant roles in both the private and public sectors. 
3ut thr same cannot be said of the humanoids. AI1 of 
' three major races hold them in contempt, and some 
:n re& them with abject loathing. They are newcom- 
, they are uncouth, he i r  claim to be Children of the 
re beggars belief and, well, they're OTCY and giioUs and 
dins ... and  suchlike .... h y  one of those things would be 
1 enou<h, but taken all together, well .... The other races 
ieve the lirimanoids fit for only the most menial and 
5 t  desirable jobs, such as taking care of common crimi- 
s. The humanoids know well how the other races feel 
)ut them, but thev'vc staked their daim to rhe Spire and 
y're not backing down from it, As long as the various 
e-base 1 tribes that compose their horde stick together, 
ir god wiIl someday return and aff i rm their claim to be 
true Children of the Spire. 

It should be noted, however, tha- the humanoids' 
notion of  'sticking together# strikes the other races as 
quite odd. Once the setdement that granted humanoids 
part of the city as their own went into effecr, the cohesion 
that had allowed them to come so close to conquering 
the city altogether collapsed. Suddenly left tu their own 
devices. the various tribes and war bands mmed on each 
other and began to squabble over the territory allot~ed to 
them. Intramural warfare has been a constant of life in 
the Humanoid District since then, and the various tribal 
groups hate each other as much as they loathe the humans, 
elves and dwarves. 

111 terms of distinctions based on social status and 
wpalth, the social structure of the city bears marks of both 
a feudal aristocracy and a plutocracy. I:ven rhough there 
is no monarch to serve, many families down through the 
ages have been rewarded for service to city with property, 
generotis pensions and hereditary tides. Many ennobled 
families have become so through military service, but 
Council membership and some other high o€fices also 
qualify m e  for nobility. And, as in a n y  place where there 
are pfenty of opportunities to become rich, one may also 
buy the trappings of genthty if one h,is enough coin in 
hand. Wealth can translate into fame, and fame into high 
political office, so in an indirect sense it is possible to start 
with nothing and eventually get rich enough to buy one's 
way into the aristocracy 
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caries and lawyers), tradesmen and merchants who haven? 
yet struck ~t rich form something of a middle dass. These 
folk support themselves in modest, but cozy style and have 
earned a measure of dignity, but they still bow to and curry 
favor from those wealthier and more noble than they. 
Common laborers, p e q  criminals and the indigent form 
the base of the social pyramid. Soldiers fa11 somewhere in 
between the middle and the bottom; for although the City 
Guard ranli-and-file are paid but modestly well (one could 
generally earn a more lucrative Iiving as a mercenaT), the 
institution has such deep and broad respect among the 
citizenry that  service in it automatically confers respect- 
abiliw. 

E C O N O M Y  
Trade forms the basis of the city'5 economy. Its size makes 
it a substantinl importer of food and nw materials such 
as metal ingots, lumber, wool, cotton and silk. The sheer 
number of jewelers makes it a n  exceknt  place tu sell gem- 
stones.  he sheer amount of wealth bulging at the coffers 
of its highest and mightiest residents make it an excellent 
market fer exotic luxury items from abroad. In return, its 
traders and cdtsrnen exporc finished goods to all comers 
of the known world. 

'Because of its excellent harbor, the city is also a natural 
focal point for ocean-going trade. Anyone who wants to 
reach faraway lands across the seas (as well as anyone 
from hraway lands who wants to come to this region 
of rhe world) must pass through the civ. Unusual and 
intriguing goods of all sons- some of them magical in 
nature- dow into the city from abroad. The city makes 

a natura! home for any4 
through trading with d 
dream of adventure on I 

Tourism, both religii 
cant part of the city's t 

Colosseum games, the 
the procession of the G 
from outlying regions. 
the Spire, it would be 
not see constant trdfic 
themselves, if only m c l  

A5 to those who actt 

professional guilds re1 
groups of craftsmen, sra 
guild stands for every 
work, the idea being tE 
etc. stands together un 
will have strength in n 
acting on their own. Ev 
his guild, and in return 
pension upon retiremi 
him from working. Guuas also represen[ t i i t l i t  I I I C I ~ ~ F I C ' L ~  

political interests, petitioning the Council, noble families 
or temples for help as needed. 

Here i s  a list of the city's guilds: 

Apo!hccaries. In a city where there are plenty of clerics 
who wi1l heal and cure for a suitable offering, advanced 
medial  science is simply not necessary. But a small 
number of apothecaries carve out a Living by supply- 
ing herbal remedies to those who cannot afford divine 
healing, or have ailments too trivial to trouble a priest 
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me who wants to make a fortme 
istant lands, as well as those who - 
and ncr0~5 the high seas. 
3us and secular, forms a signifi- 
~ o n o m y .  Attractions such as the 
Lamplighters District and even 

uardians of the Spire draw visitors 
Given the universal veneration of 
entirely surprising if the city did 
in pilgrims who want to see it for 
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e i n  their lives. 
iaUy do the cityS work, trade and 
,resent the interes~s of different 
idesmen and skitled laborers. Each 
citizen who Eolloms that line of 

iat if every mason, weaver, potter, 
d e r  their own guild banner, they 
umbers that they would not have 
ery tradesman pays annual dues to 
receives the guarantee of a modest 
mt, OT in case disability prevents 

- 

. 1 1  1 . .  .-.--.. _I^_ La--, 



b 
P 

and other raw ingn 
Thev rlqo keep an e 
smalIPr and less n F 

invt 
bacl 
vari 
in c . Ul"?  

* 

tries to insirre the quality 01 neros 
d i e m  that rheir members import. 
ye on the temples (especially those 
:putable cults) to make sure that 

y.LL.,L'7 cLLl sclIing their services too cheaply 
:ebv making the apothecary's trade irrelevani. 
e n  This guild includes all who prepare breads 
pastries. Tn d e r  to ensure the quality and steady 
PI:- of flour to its members, the Bakers Gudd ha5 
:sttid heavily in mills in outlying districts. It has a l s ~  
ked expeditions ro faraway lands to investigate new 
eties of grain and identify backup sources of supply, 
ase of local drought and famine. 

u u r i k 5 i n i f h ~  {location P33). The Blacksmiths Guild 
includes armorers and weaponsmiths as well as smiths 
who fashion more mundane irems, which makes gives 
thk guild 3 Iot of political heft. Shoeing horses and 
fOT@n!: tools doesn't bring you much attention, brit 
when vour members suppIy the City Guard with arms 
and armor, you become friends wirh rhe most widely 
respecred organization in the ci ty Because of their close 
relatiorlship with their favorite armorers and weapon- 
smiths the City Guard will usuallv lend their political 
influence to the Blacksmiths Guild in any dispute. 
Rrnu~r. This guild includes those who distill spirits 
fT0m grains, as well as brewers. They maintain 3 strong 
rivalry with the Vintners Guild, whose members they 
regard as snobs. The Brewers Guild maintains strong 
cornmcrcial ties with outlying farming ateits, from 
which they get their raw materials. 
Carpmrm (location L32). This guild includes all wood- 
workers, whether they specialize in coiismiction proj- 
ects. crifttng functional items or fashioning decorative 
items. 'rhc Carpenters Guild has long-sanding com- 
mercia' ties to outlying regions, in particular with the 
sawverq who S U ~ Q ~ V  them with wood. 
Clothwrs. This guild includes tailors, furriers and every- 
one else who fashions clothes and apparel [tom doth, 
wool, sik or fur. The Clothiers Guild maintains close 
ties with the Weavers Guild, and usually SUPPOKS them 
withour hesiration whenever the Weavers feel threat- 
ened. The only point of contention between them (and 
is an important one) is the matter of imported fabrics. 
U d k e  the weaver?, the CIothiers Guild encourages the 
importation of  fabrics from abroad, both t o  limit the 
ability rjf narive weavers to contrd the price of cloth, 
and to offer their customers a wider variety of prod- 

Cooks. This guiId includes all who prepare food (other 
than bread), whether they labor over a common tavern 
spit, or assemble great feasts for the well-to-do. Even 
the cocks who serve in noble households are guild 
members; no common servants they, and thev are 
treated .IS skilIed professionds worthv of respect. 

ucts. 

- ~ o o p m  (iocanon ih I). in13 guiia muuaes ail wno m a K e  
barr~ ls ,  casks and other such conrainers. The Coopers 
Guild maintains close relationships with the Brewers 
and Vintners Guilds, 3s well as the Navy and shipown- 
ers -- in other words, they take care I O  stay friends with 
theiT best customers. 
~ourksons .  This guild includes all who are paid to 
prow& companionship. Brothels are less legal in the 
city, although they require a license from the Master 
of Games (see location CS) in order to set up in the 
Entertainmenr District. 
C n m  (location 115). As noted above, the Criers Guild 
does so much of its business with the city government 
That jT 1s pnc t i cdy  the Council'r; own press office. But 
it also receives business from private clients who want 
to m;ike public announcements. 
Entertoinrrs (location C2ll. At one point, the cisy had 
separate guilds for ddferent kinds; of entertainers. 
There were guilds for acmrs, musicians, jesters, bards, 
jugglers, tumblers, puppeteets, and so on. But a11 of 
them eventually merged into a single guild for tu'o 
basic reasons. First, each guild by itselfwas too small to 
e x m  much pull. AIso, too many entertainers had (or at 
least, considered themselves to have) muItiple talents, 
and divided their loyalties between more than .one 
guild Now, al l  entertainers are represented bv a single 
guild organization, and it. is one of the 1arg.m (as well 
3s one of the most varied and flarnbovant) guilds in the 
CiV. 
Fishermen (location M33).The elves do not permit com- 
mercial fishing in their district, SI? the Fishermen GuiId 
includes only coastaI and ocean-going fishermen based 
in the rest of the city. 
Garnrjtcrs. This guild includes all tho:e u4-m run games 
of  chmce. ' f i i s  is not one of rhe city's more reputabIe 
guilds, bur in fact, they regulate as well as represent their 
members. The Gamesters Guild rourinely inspect their 
own membership to make wre thai their games are 
(reasonably) honest, as well as defend members against 
accusations of cheating. - Gruwrdiggcrs. The Gravediggers Guild )does not have the 
standing or numbers that it did in the ciry's ea& years, 
simplv because there art. so few burials now, compared 
to earIier times. Even so, it limps Q ~ W : I K ~  on the dues of 
the funeral workws who remain in t'le ciry. The guild 
has long tried, without success, to incorporate the 
dwarves who tend to the Mausoleum in the Dwarven 
District (see location Ala), but they insist that their 
job5 aye a defining characteristic of their racial identity, 
rather than a mere profession. 
Jewelcis. The Tewelers Guild includes gerncutters, goId- 
smiths and silversmiths, as well as everyone who crafts 
gemstones and/or precious metals into luxury items. 
As you might expect, this is one of the city's wealthier 
guilds 
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0 EamyIlpliten (location L9).The only individual guild to 
have a disrrict named after it, the Lamplighters Guild iq 
a private organization that organizes and carries out the 
lighting of street lamps every night. 
httyers. The will of  the City Council, capricious though 
it may be sometimes, is the most important source of 
authoritv in the city But the city is large and ancient 
enough to have built up a canon of laws that determine 
what can and cannot be done in the absence of a direct 
edict bv the Council. The Lawyers Guild includes the 
small glnup of scholars who devote themselves fQ 

studying and parsing those laws and selling thek exper- 
tise to the public. 
knthenr1orkei-s. This guild includes tanners and all who 
make ~ D O ~ S  and garments from animal hide, except for 
s h o ~ s .  T i e  crafting of learher and hide armor is covered 
by the Ihcksmiths Guild, however, since they repre- 
sent armorers. 

* hngshowmrn (location MZO). Carts and wagons provide 
the vast m a j o ~ t y  of cargo transportation in the city, 
but shirs must be unIoaded by hand. So the guild chat 

of its members work on the docks, loading 
ing merchant ships. Because an unusually I 
tion of longshoremen are oversized hum 
giants), this membership of this guild is 
and physically intimidating compared to tl 
guilds. 
Muritime qftrrerr (location M38). S a i h  
and officers are officers, and neveT shaIl the two sn; 
the same professronal association. So officers h; 
their own ppild, separate from the Sailors Guild. 1 
Maritime OEfiCeTS Guild has a much smaller memb 
ship, of course, but they enjoy standing on the dign 
of rank. The guild pushes for vigorous prosecution 
mutineer5 in the Criminal C O U ~ ~ S  and mediares dispu 
between their members and rhe merchants and nob 
who employ them. It is also quite a wealthy guild, c( 
sidering its small size. Career naval officers do not j( 
the Maritime Officers Guild, lust as City Guardsmen 
not join the Mercenaries Guild; the armed sen ices  t: 
cam of them, so they don't need a guild. 
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orkwith smne for construction pur- 
they have close ties to the Sculptors 
hers of the two rvorlr togerher on the 

r .tction ofmonuments and building? that featuse a 
clecorative Stone carving. 
u m e s  The City Guard, the Guardian4 of the Spire 
l e  Wyrm’q Scales give the city all the official and 
3fficial protection it needs. But a thnving market 
red blades exists nonetheless, fed by demand for 
111 guards, pnvate bodyguards and the like. NobIe 
es have even been known to hire small private 

armies t5 settle feuds. The Mercenarieq Guild provides 
a labor exchange, and IS also notoriously effective a t  
settlinb; disputes benveen employers and i t s  members. 
It draw5 many (though by no means all) ofits member5 
from cashiered City  Guardsmen, would-be enlistees 
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who cuuldn’t meet Guard standards, as well as aposratc 
Guardians of the Spire. Humanoids are dicproponion- 

I ately represented in this guild, also. 

.. . . -  , ... 

guild for portraitists and orher decorative painters. Tts 
members rely almost exclusively cn patronage &om 
nobles and wealthy  commoner^ for their living. As 
a result, they feel fl at ease amunc other guildsmen, 
except sculptors and entertainers. 
Pottm.This guild includes a11 who make clav vessels for 
mundane or decorative purposes. 

0 Ituunners. This guild includes all pfessional messengers 
and conriers. Private messenger firms form a primirive 
postal system within the city, and reputable firms will 
only employ guild members. The Runners Guild is 
unusual in that it values yauths and ngenuity, whereas 
most craft and professional guilds enshrine the virtues 
of experience and tradition. Other guildsmen therefore 
tend to regard the runners as whelp:; and upstarts, and 
indeed, their membership skews younger than most 
Other guilds. 
SnrIors (location M8). This guild includes all ordinary 
semen, as well as the crew of freshwater vessels such 
a5 those that ply the &en District. Ships’ officers 
have their own professional organhation, the Maritime 
Officers Guild. Elves that navigate :he E h e n  District 
form a clique within the guild and remain aloof from 
other members. The Sailors Guild maintains a somewhat 
adversarial relationship with the Maritime Officers Guild 
(as well as ship owners), as it batgains for higher pay and 
defends its members against accusations of mutiny and 
dereliction of duty. The Sailors Guild dso provides bare- 
bones support services for the families of ocean-going 
sailors (who are away horn home fckr long periods of 
time) and aho s d b  Me insurance to it: members. 
~cnbec  (Iocation r i i ) .  This guild represents the clerks 
who transcribe documenrs. The city government 
employs a vetitable army of scribes all by itself. 
Smlptovs (location 120) .  This is another di re  artisans 
guild, but its members are not as snobbish as paintea 
because they are often called upon to work alongside 
masons in the building trade. Sculptcirs also rely hesv- 
iIy upon private commissions from aristocrats and the 
weaIthy, and from time to time a fortunate sculptor gets 
tu wosk on a civic monument. 
Phiywnghts (location 0 3 ) .  This guild includes those 
who design and construct ships, boats, barges and other 
water-borne vessels. The Shipwighr5 Guild maintains 
close tic5 with the Navy, which is a constant and lucra- 
tive source of commissions. However, rumors have long 
circul;lted that it also has clandestine relationships with 
smugglers and pintes. Elven shipwrights. who build 
barges and gondoIas for w e  in the Elvm District, do not 
beIong to this guild. . Tramsters (location NG). This guild includes hostlers, 
as well as those who drive carts, wagons, carriages and 
other animal-drawn conveyances. The Teamsters Guild 
is hardly the city’s most glamorous. The guild also 
regards the Runners Guild with some ruspicion, fearing 
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and other large humanoids to steal business from them. 
An entrepreneur in the Warehouse District named 
Norman Corbisher (see location Ns) is also causing a 
stir within the guild by employing ogres as cargo bear- 
ers. But the teamsters know that their work, though 
humble, i s  crucial to the iifr of the city, and they can 
1iteraUv bring it to 3 standstill if they so choose. 
Th i~ur s  [see lacation G31. In its own warped sort of WAY, 

the Thirves Guild is the largest and most influential of 
the city'q trade guilds. It has it5 hands in illicit activity 
in almost every district, and aggressively tries to clamp 
down on any "freelancers" who try thieving without 
their permission. 
Tinkerr The Tinkers Gudd represents all shoemakers, 
whethe: they serve wealthy or humble customers. 
They cooperate with the Leatheworkers Guild when ir  
comes to matter concerning the s q p l y  of leather and 
hides, because their interests almost always coincide. 
~ m t n e r >  a i s  guild includes those who d isd l  spirits 
€ram fruits, as well as amemakers. The winemakers 
regard beer and ale as hoi polloi, fit only for boors and 
slobs. They prefer to have nothing KO do with brewers 
and so insist on maintaining their own guild, despire 
the fact that both make alcoholic beverages for a living, 
and that neither guild is exceptionaily hrge, wealthy or 
influenrial. 

9 Weuum (location N12). This guild incIudes everyone 
who creates cloth from saw fiber, whether it be wool, 
s d k  or plant fiber. The Weavers Guild maintains a gen- 
erally friendly relationship with the Clothiers Guild, 
but resents the m e  of fabrics imported from outside 
the city (and therefore woven by someone else). The 
guild periodically petitions the Governing Council for 
prohibj tiveIy high tatlffs on imported fabrics. It i s  a ven- 
erable institution in the Warehouse District, historically 
wealth, and powerful compared to most other guilds. 
Because of this, the head of the Weavers Guild gmer- 
ally has an inside track on getring the district's Council 
seat. 

~r F: r,1 c, I o N 
Practically every religion in this part of rhe world reveres 
the Spire. Almost alJ of them believe that the Spire was 
created by {or i q  otherwise intimately connected with) 
their creator d e i v  hence irs divine nature. This god takes 
different names and different racial affhities in each reli- 
gion, but the same rough template stamps the mythology 
that underlies every one of them. But all of these sects 
believe rndmittedEv, with varying degrees of fervor) that 
their version of god is the m e  god, their faith is the true 
faith, and h a t  their followers and them alone ate the true 
Children of the Spire - a chosen people whom their god 
has singled out for its blessing. Many of  these religions 
are apocalyptic in their beliefs, in that they preach that 
someday their god will return and make explicit EO everv- 
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will of the true god decrees thar their fdlowers 5 

hold dominion over the Spire, the surrounding lam 
aU who live on those lands. This apotheosis of tht 
doesn't necessarily mean divine (or divinely-ins 
smiting of those who belong to the false religion! 
then again, it might .... The beiicfvaries from sect ts 
as does the exact degree of smiting involved. 

But as far as the religious life of the city is conc 
not all sects are created equal. As is the way of thh 
practice, there are reIigions, and then there are ... CUI 

Three ancient sects dominate the religious life 
city They are racial in nature - the ancient faiths 
humans, dwarves and elves who founded the city It i! 
three That inhabit the great temples rhat effectively c 
off the Spire &om anyone else who wants to get cEos 
They got here first, and every third-rate meet preach 
comes dong after d just have to deal wilh that. 

Qf course, orher sects, most of them aspiring to 
thing more than third-rate status came along aft€ 
and they want their plot of sacred ground, too. No 
these religions are racially exclusive, as are the 01 ~ 

three sects. Their deity may represent an abstract prin- 
ciple, such as luck or war. Or it may be a national god; 
some foreign kingdoms want that their priests should 
be represented in the shadow of the Spire. Smaller sects 
have splintered off frwm the three main racial religions 
as well, although not a l l  of those groups have survived 
through the ages. The largest and most successful of these 
by far is the human racial sect known as theTrue Children 
(see location J3). Unlike many other offshoot sects, it still 
thrives today. A11 of them keep smalIer, less impressive 
tempIes as close to the Spire as they can get. With the pos- 
sible exception of the True Children, none of them will 
ever be as respectable as the original three sects, however. 

The humanoids also revere the Spire. That's why they're 
here in the first place, after all. They do so through a 
jumble of ncial/rribal cults that jostle each other for atten- 
tion within the rough patchwork of the humanoid com- 
munity However, that lack of unity, along with the forma1 
restrictions on their ability to move about outside their 
own district, has prevented the humanoids from gaining 
represenration at the foot of the Spire that they feel they 
deserve. 

Of course, in a city a5 varied and lively as this one, 
almost anyone with enough ambition and spiritnal fervor 
can start his or her own religion. The Freelance Worship 
Hall (se e location Jls) gpts by on collecting rental fees 
from tiny sects with more faith than followers, who can- 
not afford a Temple oftheir own. Preachers who lack even 
a small steadv fdlowing can find a free place PO spread 
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no means rare, or else the city would not have seen fit to 

devote public space to them. 

tion 17). Such fotk gravitate ta the Spire and they are by k 
~ 



With x c h  a jumb 
from, mcst in the city 
themselves to one se 
relieion ;!s a matter of a -  - 
one or n 
racial re1 
to the C 
JZ), but I 

goddess 1 

would b 
and loca 
comnass 

- 
f 

1c "I I C I I ~ : 1 " U J  yldCLICF 1" C-IIVVJC. 

' hedge their bets and do not limit 
ct. Everyone has theiT own racial 

~ default. But most wiU also take on 
Pore religions of abstraction in addition to their 
igion, For instance, a human sailor might belong 
hildren of the Creator (see below, and location 
3150 worship the god of the sea (and maybe the 
of luck, for guod measure). A dwarven apothecary 
rlong to the Stone God Feuowship (see below, 
tion Ill),  but might also worship the goddess of 
ion (see location N36). A half-orc assassin might 

believe ir one of the orcish tribal religions that flourish in 
the Hummoid District, but also belong to a cult revering 
death an?, destruction, such as the Priests of CaIamity (see 
location JS). And so on. 

The Guardians o f  the Spire (see location J4), the wamor- 
monks who have taken it upon themselves to guard the 
Spire, are a multi-racial and multi-denominational order. 
They accept any candidate with an appropriate level of 
skill and ;I sound moral character. They are old enough to 
command deep and widespread respect, but they are also 
recent enough so that the primacy of the original three 
sects means much Iess to them than it does to the sects 
themse1vt.s. 

Here are brief descriptions of the ciry's main racial reli- 
gions. .More about each can be found in Section J, the Spire 
District. 

~ h r l d w ~  oftke Cmrmfor. This is the main human religious 
sect, and as such it is the city's largest. As such, they have 
more money a t  their disposal than other sects, and they 
eXeK the most pdirical and economic influence. The 
Children of the Creator believe that their god created 
the worId and then left it specdically TO make room for 
human settlemenr. Historically, there has been much 
debate mer whether or nor this allows for sharing the 
wodd with other races, but tolerance of other races bas 
solidified into their doctrine through the ages. The very 
existenre of the city leaves them Iittle practical choice 
in the matter, and the Children of the Creator temple 
and clergy have benefitted so much from the city's 
wealth that they would be fools FO upset its dynamics by 
preaching war againsr non-humans. - Stone God M o m h i p .  The dwarves believe that the Spire, 
as a geoIogicaI formation that is divine in origin, i s  
by itsell proof that they are the true Chirdren of the 
Spire. After all, who among all the races of the Material 
Plane, i s  more at home among stone and rock than the 
dwarves? The priests of rhe sect debate among them- 
selves whether or not this proves that their god is acm- 
ally nat 'e of stone, but this is a minor point of conten- 
tion. 
Lady of the Heawrns. The elves of the city believe that rhe 
world m a s  created by the mating of a male deity and 
a female deity They then spawned all of the animaXs 
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favorite. However, the father deity then drowned in the 
primordia1 deep and the mother deity, in her sorrow, 
leapt from the earth into sky and in the process, created 
the heavens. The Spire, in their belief system, marks the 
beginning of her path; it is a strand c f  earth that pulled 
up after her as she ascended. She remains in the heav- 
ens, and so for the elves, who await her return, living in 
and among the trees is a sort of continual communion 
with her. The Lady of the Heavens (tlie church, not the 
goddess herself) maintains generally friendly relation- 
ships with druidic cults, and visiting non-eIven druids 
have a sacred grove of their own in the Elyen District 
(see locarion P25). 
Humanoid Sccts and Sub-sects.The various humanoid races 
have their own sects and sub-sects, and  so their beliefs 
and practices vary. They are united, however, in the 
belief that their creator god departed from this world to 
test the worthiness of his children. If they proved their 
worth through fighting other races, their god would 
return and destro). those other races, granting ultimate 
victory and dominion over the world to the humanoids. 
In most humanoid sects, victory over the d e r  races is 
a pre-condition for rhe god's return, which leaves open 
the question ofwhy they would need their deity's aid if 
they were aIreadv beating their enemies. The humanoid 
sects ,tlso vary in the extent to which other humanoid 
races are included or  excluded from their gods grace. 
Will the orcs hme to fight the goblins after the humans, 
elves :md dwarves have been defeated? They also differ 
as to the timing of their god's return. Hoes it anger their 
god that for now, the humanoids have agreed to share 
the Spire with other races7 There is n3 universal agree- 
ment on these issues, and it is unlikely that there ever 
will be, the humanoids being as they are. 

H O L l  UGYS 
A variety of secular and religious holidays are celebrated 
in the city. The secular days are meant to inspire 10y;tlty to 
the city government among the cirizenq- and/or stirnulare 
economic activity. Each major racial religion celebrates its 
own principal holy day, and so there are four that are gen- 
erally recognized in rhe city. When the city was founded, 
it was decided that the human, elven and dwarven seccs 
would have their holy days a t  a ddfesmt nirning of fhe 
seasons, so that they would be equaIly spaced from each 
other and would not seem to conflict with each other. The 
humans chose the end ofsummer, to celebrate the coming 
harvest and pray to their god for plenty The elves took the 
vernal equinox to celebrate the coming #of spring and the 
revival of nanire. The dwarves chose the winter solstice 
because their cavernous dwellings kept them comfortable 
during the coldesr time of the year, when everyone else 
needed furs and f i e  to stay warm. When the hirrnanoids 
came along, h e y  received the s immer  solsKice by default, 
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3rd month, ~ o t h  day - E I U ~  ~ n l y  nu). For the Elves, this 
is supposed to be a day of meditation and communion 
with their god. All Elves are supposed to stav home 
and spend their time in contemplation and/or attend 
reIigioiIs services, the largest of which are herd in the 
Hall of the Elements (location P3) and in the Temple of 
The sh, (location )IO). The services are led by the senior 
clerics of Ladp ofthe Heavens. 
4th moiith, 19th day - Fool’s Cap. Fool”s Cap is a folk tra- 
dition rathyr than an official holiday but it is tolerated 
as relativety harmless by the city’s secular and religious 
authorities. On ~ool’s Cap, alI adults must wear motley 
or othcnvise silly-looking headgear as a light-hearted 
renunciation of their sober duties as mernbes of the 
community. Men who defy the custom are supposed 
to receive a hearty pounding between the shoulder 
blades, Iadics a tug of the hair. Nowadays, even mem- 
bers of the City Council play along, wearing silly hats 
ro the Council Chambers. Rut it shoriid also be noted 
that a h  hough the precise origins of Fool’s Cap are now 
forgotten, it is largely a human custom. Elves, dwarves 
and humanoids who h e  to go along to get dong join in 
the merriment, but other non-humans can be grumpy 
about ir and don’t take kindly when they are aqsaulted 
for their refusal to play along with the gag. 
6th rnovth, ~M!I dav - Humanoid Holy Day. The human- 
oids rewnt the fact that the other main religious sects 
gave them this day of worship by default, and some 
humamlid sects express thar resentment by celebrating 
as manv several days before or after the 30th day of the 
6th month. Other than that, the day cunforms more or 
less to I he practice a i  the other sects. Humanoids may 
akstain from work (unless they perform an essential 
service, such as working in the Colosseum), and the 
various tribal shamans perform their most important 
religious service of the year on this day. 
7th month, 15th dov - nay ojhe.This  is a secuIar holi- 
day ore mized by the g d d s  and informally recognized 
by the city goveri~ment. Representatives from each 
guiId gather in the’l’ravelers District in the morning and 
parade rlown the main thoroughfaarc to the Spire, where 
they 1e;rve offerings TO their racial gods (the offerings, 

of course, are collected bv the temples and divvied up). 
A11 puildsmen are entitled (even errnuraged by  their 
guilds) to take the day off from work, and the guilds 
sponsor games at the colosseum. 
8th nionth, 30th day- Festival ofthe s~>u. This is a secular 
hoIiday sponsored largely by the Sailors, Maritime 
Officers, Longshoremen and Fishermen Guilds to 
improve the image ofThe Docks and those who rely on 
the sea for their livelihood. The port closes for most of 
the day, and local taverns spruce themselves up as best 
they can. The guilds hold boat races, ;ind the Fiqhermen 
Guild holds an exhibit of exceptional and exotic catch- 
es. The Nmy also partkipates by staging maneuvers and 
even mock battles. 
9th month, 5th day - Human &Iy Dnv. I n  theory, all 
humans should spend this day in worship and religious 
cont.pmp1ation. But in truth, humans. by virtue ofbeing 
the most numerous race, cannot stop working en masw 
without shutting down the city. So it is largely a matter 
of individual discretion whether or not one treats this 
day a3 a true holiday. Nevertheless, bcth the Children of 
the Creator and the  Tnie Children hoId well-attended 
ceremonies in their temples by the Spire, and humans 
who cannot devote this day to woiship are strongly 
encouraged to donate money to the  temple^. . ?wh month, I &  day - ~ d r s n n s  Festiivl. This i s  nor so 
much a holiday as ;in annual fair held in The Pavilions 
(localion LIO), sponsored by the artisans guilds to 
popularize their various trades. Select representatives 
from each artisans guild sets up shop and gives public 
demonstrarions of  their craft. 
12th rvonth, ~ 2 n d  day- Uwnwen Holy Day. The Dwarven 
District completely shurs down on this dav. The Gate of 
the Srane Fathers is barred, except to dwarves who wish 
to enier, and the Great Smithy is shut down and locked 
up. Dwarves who work outside o f  the Dwarven District 
must close their shops or athenvise refrain from work 
(only City Guardsmen receive &per sation;. Religious 
services are held in the Stone God Fellowship Temple 
(location JII), and also in the !-id of the Ancestors 
(location A ~ o ) .  The latter is led by priests and the clan 
lead ess. 
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his district, the place 
If its inhabitants are 
both their environ- 
not mean that there 
strict, however. The 

representative on the City Council does nor help matters. 
The old politician and his supporters value ancient mdi- 
tional laws  above all eIse, and many cowidet their policies 
to be archaic and narrow-minded. Since most residents of 
the district tend to be more open to nvw ideas and new 

with activity during 
y workers busily toil 
(Iocation A23) bum 
fits many metal and 
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day, and worshipers 
xa t ion  A ~ Q )  and the 
A7), where they can 

urbed surface, how- 

people than the average dwarf, these pojicies quietly stoke 
the fires of disconrent within the otherwise peaceful dis- 
trict. 

Despite the progress made III recent time, strangers 
are still not openly welcomed in the Dwarven District, a t  
least nor officially. The entire popdatior ofthis part of the 
city is comprised exclusively of dwarves, and members of 
other races arc not allowed to build homes or Q W ~ I  busi- 
nesses. <l'hey can be admirted into the tistrict for various 
reasons, however, provided they obtain a written permis- 
sion at the Gates of the Stone Fathers (location AI). Still, 
many sirangers - from curious visirm to merchants, 
buvers, and dignitaries a l l  cornem of the world - come 
to the district on a daily basis. These foreigners are some- 
times accosted by the City Guardsmen surveying the 
sole entrance into the Dwatven District, as well as bv the 

ever, 5 e M 5  01 curmoll are oegmning to sprout. While the 
majority .>f citizens obediently follow city laws, a small 
undergrotmd network of thieves and smugglers works to 
gain control over a number o f  shops in the district. This 
Dwarven Underground recruits youths who strongly feel 
they do nor have much of a say in their people's politics. 
The Dwarven Underground has only a small foothold 
in the arm, but profits from the new but quickly rising 
movemert of dissatisfied youths who wish to see changes 
in the current pohics of the place. 

For rheIr part, most marute dwarves view these dissatis- 
fied and disorganized youngsters as naught more than 
chiIdren foliowing a new trend, but there is a distinct 
tendency of dissatisfaction toward the 
currenf stste of poritical affairs within 
the district. The recent nomination 
of Tham Gravbeard as the District's 

Dwarven Militiamen who enforce the law within the 
area. Yet a11 but the most troublesome of strangers may 
visit the district as they please, with few complaints from 
the residents. The only area thar rcmaina closed to them is 
the fomfied region under the bhff. 

Unlike most other city districts, the Dwarven District 
has its own regiment of armed guards to protect it. This 
regiment, called simply the Dwarven hhlitia, rxclusively 
recruits soldiers of dwarf blood, almosr a l l  of who were 
born and raised within the districr. A standard Dwarven 
MiIitia patrol includes four men: two regular Militiamen 
(Dwarf Ftr~), one elite M aman (my& ftr3j, and one 
lieutenant (Dwarf Ftr5). For more information, see Ioca- 
tion A2. 
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STONE PATHERS 

These massive gates clearly stand out from the 
inner city wall, as if they naturally sprouted out 
from the gray stone like flowers from fertile soil. 
Largely made from adamantine and standing 100 
feet tall, the gates are wide and bulky, forming a 
massive rectangle upen which intricate designs are 
proudly displayed. They are composed ofthree dif- 
ferent entrances. The main gate is 50 feet wide and 
80 feet high, forming a perfect rectangle that rises 
up to the exact center of the towering structure. On 
each side of it, exactly 25 feet away, stands a smaller 
entrance which form small rectangles one-fihk the 
size of the main gate. Strong portcullis made from 
black iroi bar both of these smaller gates. 

The surface of the smooth adamantine structure 
is decorated with a multitude o f  bas-reliefs made 
from silvery mithral. On either side of the main 
entry stands a massive, 50 foot high shield over 
which a large hammer looms. Both shields and 
both hammers are made of shiny mithral laced 
with pure white gold. Their designs are perfect 
and would appear functional were It not for their 
trernendms size and the fact that they only slightly 
protrude from the surrounding structure. 10 feet 
above the main gate stands a wide and perfectly 
wrought anvil made from mithral and imbedded 
with brilliant yellow golden threads. These designs 
indicate +he entrance into the city's famed Dwarven 
District. 

This grandiose gate, wrought from mithral and adaman- 
tine, marks the formal boundary between rhe Dwarven 
District and the rest of city. The dwarves crafted it TO give 
the impression of a main gate leading into an imponant 
and highly f o d i e d  stronghold, but the structure has 
no real military significance. The dwarf craftsmen wbo 
fashioned it centuries ago just wanted it to intimidate 
the other residents of the ciw. It forms the only entrance 
leadxng into the Dwarven District. A standard patrol from 
the Civic Guard, composed of  two dwarves {including one 
corporal:, an elf. and a human, is posted here a t  all  times 
These soltliers coordinate their task with the members of 
the hw- I , en  Militia who regulate access into the district 
(see location A2). 

RFSIDFNTS 
Just inside the Gates of the Stone Father stands a small 
stone table around which a dozen members of the dis- 
trict's Dumven MiliTia - responsible for regulating 
entrance into this part of the city - can be found at 
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ACTTVITT 
Dwarf characters can enter and lea 
the G2tes of the Stone Fathers as 
charactet must request written 
inform the Militiamen posted h e  
ing it. Traditionally, only dwarves 
part of the city while strangers on 
to enter under special circurnstani 
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populace have changed over the 
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p a y  well for this service. If the PCs agree, they must 
first find a way to disguise him and then vouch for him 
at the great gate. But why does this man wish to enter 
unseen? Vas he banished from the district on an earlier 
v i s i t ?  And why does he want so badly to rcnwn? 

* A group of dissatisfied youths recently gathered at  the 
Gates of the Srone Father to protesr against the law 
requiring foreigners to obtain written permission to 
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enter the district, and many non-dwarves now sup- 
port their cause. This protest, however, mused 50me (- 
ttaditionalisrs of ehe district to mourn a demonstration 
of their own. Both groups converge on the gates simul- 
taneously, and are now on the verge of  fighting The 
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; L i  ’ , I  RZ. DWARVFN MILITIA BARRACK .;. 
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Standing in front of the Gates ofthe Stone Fath 
a large and extremely tongtwo-story building IT 

ofdark Freen marble. Its facade faces the great ~ 

and has no doorway. Instead, four cornpk  
designs decorate the front wall, deeply engn 
upon the stone o f t h e  second ROOK. Each on 
these ancient dwarven marks is encircled by a t 
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mithral ring, which clearly distinguishes and sepa- 
rates them. The first of  these designs is a powerful 
but stubby hand holdfng a large golden hammer, 
which sbines brightly when the sunlight hits it. The 
secovd is an elaborate, long-handled great axe with 
a wide, .serrated scarlet blade. The third i s  a mas- 
sive anv I made of the purest silver upon which the 
form ofn short and thick bladed sword can be seen. 
The last o f  the symbols is a stern dwawen visage 
framed h y  an elaborate helmet and a thick, flowing, 
gray beard. 

On the longer walls on the side of  the building? 
somber frescoes displaying the ancient history of 
the Dmrven District stand for all to see. These 
frescoes are cunningly cut by a number of doors 
and winlow5, which blend perfectly well with the 
decor. 

h i 

place for the dwarven representatives cf the district. The 
symbds imprinted upon the wall facing the Gates of the 
Stone Father are the heraldry of the fcur dwarven clans 
who shaped the district in the wake of the original settle- 
ment that created she city. Anyone looking at the designs 
on the other walls of the building can easily understand 
the stories of the brave dwarf heroes who came to the city 
in search of mithml and B place to live. The stories, mestly 
made of complex but easiIy understanrlabIe figures, por- 
traits, and symbols, clearly emphasi2.e the fact that the four 
clans worked together in order to shape the district into 
its current form. ‘While this remains QIW of the largest and 
most elaborate structures in the f ivarven District, it now 
hou5es a good number of dwarf warriorj. 

RFSIDFPiTS 
In addition to the City Guard who keep a watch on The 
Gates of the Stone Fathers, rhe denizens of this district 
are protected by a small but competent Dwarven Militia. 
Although they only have jurisdiction n&n the Dwarven 
Disrrict, the Militiamen of this small force are viewed 
positively by most of the population: the streets of the 
district are deemed safer than any other in the city Arnar 
Blacktorith, a prominent member of the Scarletaxe Clan 
(see Iocation AS), Ieads the Militia by irniversal consent. 
He and his men use this building as a barracks, complete 
with training areas, administrative offices, meeting rooms, 
dormitories, and stores of food, armor, gear, and weapons. 

His small but efficient force is strategically placed near 
the sole entrance of the district, which aIlows the M i h  
to lend :I hand to the City Guard at the of the Stone 
Father should trouble arise. 6 0  percent of the Militiamen 
can be found here a t  aLl times, while thr: others patrol the 
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district. Arnar Blacktooth aiso serves as his own liaison 
officer with the City Guard. Though not formalty bound to 
the City Guard, he keeps in regular contact with his peers 
there, and when conflicts arise, inevitably defers to the 
City Guardsmen. 

A typical Dwarven Militia pamol consists of two regular 
Militiamen, one elite militiaman, and one lieutenant. A 
regular mi!itiaman is equipped with a battleaxe, a short 
spear, a shield, and a suit ofchainmail. An elite militiaman 
is simiIarlv equipped, but carries a masterwork battleaxe 
and shield A lieutenant carries a +I short sword, wears a 

masterwork breastplate, and holds 3 masterwork shield, 
but some afrhern also carry magical potions. Arnar and his 
Commanders wear masterwork full plate armor and carry 
masterwork weapons as well as magical nnes (see below 
for details: 

Marshal Arnar Blacktooth: Dwarf Ftr l8 .  

Militiamen Commanders (Ravik, Morivon, and 
Thogalir): Dwarf Ftrl2. 

Militiamen Lieutenants (40): Dwarf Ftr6. 

Elite Militiamen (160): Dwarf Ftr3. 

Regular Militiamen (240): Dwarf F t r l .  

a wide array of adventuring gear a: 
of food and drink. Arnar Blacktooth 
suit of mastenvork full plate armor : 

The barrxks of the Dwarven Militia is filled with 
suits of chainmail and breastplate armor, 'battleax- 
es, short swords, short spears, heavy shields, and 

; well as stocks 
wears a golden 
and carries a +3 

4-2 keen short sword and a +4 heavy shield. Morivon 
owns brmm ofnatural armor +5 and Thogalir car- 
ries a paiv of +Z throwing hammen. 

ACT1 V I'm- 
If the PCs interact with any of the Militiamen, they can 
easily learn that the Militia is in charge of security in the 
district as well a5 the name of its commanders and its 
Commancler-In-Chief. They can also hear about recent 
news and tumors. If there are dwarf PCs who look like 
competent fighters among the party, they might bet invit- 
ed t o  join the M h t i a  (see sidebar). Experienced fighters 
m l l  receive special tank and privileges, while others are 
considered new recruits. Competent dwarf warriors may 
aIso find employment as part time Militiamen, should they 
wish it. Non-dwarf candidates wishing to join the Militia 
are politelv asked to contact the City Guard instead. 

The Barracks is one of the few buildings in the district 
that actually has a basement. It contains a dozen large 
holding cells, separated from one another hv a thick stone 
waIl. h c h  contains enough bunk beds to accommodate 
six prisourrs, as well as a long table and wooden stools. A 

smgle iroii POT~CUIHS, wnicn is iocma 
6.11 DC 24 Open Lock check to raise 
the cells. ~ i g h t  members of the Mdjt 
there are prisoners within. Otherwise, only the lieu 
responsible for the jail area can be found here ( 
the keys to unlock the cells). 

he hoId: 

FNL1Sl'INCj TN THE 
DWARVFN MILTTTA 

DwarFPCs may enlist in the Dwarven Militia as 11 
as they meet the proper class prerequisites and 
deemed fit fer service (that last part is entirely 
DM's discretion). PCs joining a t  the tank of reg 
militiaman may be of any level a s  long as at It  

half of their levels are as fighter or paladin. A 
of 3rd level or higher (with at least half o f  th 
levels as fighter or paladin) may enlist as an t 

militiaman. 
It is more difficult to enlist a s  an officer, and s 

applications will be received with skepticism. 
in 

ail, ail oniceis must nave me fi 
military service i s  also required, even i r  11 is norning 
more prestigious than campaigning with a merce- 

tQ 
tain i ts elite reputa- 
just anyone. First of 

:at Leadership. Prior 
. r . .  . , I  . . 
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Dwarven Militia doesn't ma 
tion by giving a commission 
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nary band. A PC applying for a lieutenant's com- 
mission must be 6th level or higher, with a t  least 
half  o f  those levels as fighter or paladin. Trying to 
join the Militia as a commander would be exceed- 
ingly diflcult. The PC would have to  be 11th level 
or higher, with at least half of those levels a5 fighter 
or paladin. joining up a5 the new Marshal without 
significant backing from one of  the dwarven clans 
would be unthinkable. 

IIBDKS 
Marshal Blacktooth, supported by some membcrs of 
the Conclave of Elders, wishes to expand the jurisdic- 
tion of the Dwarven Militia hevond the borders of the 
district. He hires the PCs to convince members of the 
city Council to alIow his men to paw01 the ~ o b l e s  and 
Guards DistrictS, as weI1 as aiding in the containment of 
the Humanoid District. In so doing, he hopes to impose 
the kind of order the denizens of the district alreadu 
enjoy, 
A series of mysterious the& takes place within the 
Barracks. The thieves seemed especially interested in 
stealing weapons, btrt other gear (such as rope and 
climbing tools) was also taken. Marshal Blacktooth SUS- 
peas that some of his men ate  behind these thefts and 
hires outsiders to investigate. While three Militiamen r * -7- 

are indeed stealing the goods, the PCs also discover that 
a powerful sorcerer controls them. Why does he wish to 
amass weapons? And why is he stealing them from the 
dwarves? 



A ctrange disease recently struck the warn-ors of thr 
Dv an en Militia, and almost half of them experienct 
svrnp13ms such as fatime, nausea, and incontrollablr 

,east 
lire: 

: PC 
;ive! 
Clar 

i s  

AJ. STABLFS AND S'I'ORFS 

s h n  r s h .  An investigation reveals thar a magical dis 
taints -he food of the barracks. Marshal Blacktooth I 
the P t  s to uncover who is behind this and why. 

a Morivm challenges one of the PCs t o  a dud.  If thl 
accepts and wins the friendly challenge, Morivon g 
him a n  amulet w t h  the symbol of the Scarletxe 
engar ed upon it, which signifies that the wearet 
mend ofrhe clan. 

I 
On either side o f  the Dwarven Militia's main ba 
racks stands a long, roofed, and partly open-a 
structure comprised of various stalls. Some 4 

them have no doorway the s ide facing the ba 
racks (2nd none of them open up on the othr 
side) .  These are obviously house horses, ponie 
and mu es as well a good number ofwagons, cart 
and chariots. A greater number of compartment 
however, have doors equipped with locking rnech, 
nisms. These seem to be used to store crate 
boxes, a n d  barrels of different sizes and make. 

~ ~ ~ 

These two large buildings once served as a marketplact 
where the craEtsrncn of the district could offer their wares 
This market, however, was long ago converted into a seriet 
of compsttments serving as either a stables or a storagt 
area. The storage compartments are now used by the man) 
anisam of the district to store their goods before bringin{ 

.I . 

' 4CTZVITT 
For 5 sp per day or 12 g p  per month, the PCs can we the 
srables to house their horses, which will be fed, washed, 
and otherwise cared for.They can also rent a 20-foot square 
lockrd space in which they can store anyrhing they like 
for the price of 15 g p  per month, even if they are not 
residents of the district. These prices are nonnegotiable 
and PCs attempting to bribe Burkon will quicldy have the 
Dwarvtm Militia breathing down their necks. The Stables 
and Strnes also offer transportation to anywhere within 
the city limits. A wagon pulled by a team of four horses 
and dnven by a competent teamster costs 6 sp for each 
district crossed. This price is reduced to 5 sp fOT regular 
patrons and most merchants of the district. 

: 

; 

1 
; 
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H O O K S  

* One of Burkon's teamsrers never returned from his 
last assignment. He was transporting a human mer- 
chant named Urkkar the Fat, who specializes in selling 
expensive dwarven jewelry he collects throughout the 
distnct on a rnonthIy basis. Both men, the merchant's 
pricey wares, and a pair ofbodyguarda; have disappeared. 
Gurkon hires the PCs to uncover their fates and rescue I 
them, i f p 0 ~ 4 l e .  

A 4 .  HOUSE OE CLAN STTAVI:RANVTT, 

r 
r 

them to rhe Bazaar District to sell them. Many among 
them also use the stables to store their steeds, as well as 
their chariots and wagons, while the others use the conve- 
niendy p'aced stdbles TO purchase transportation services. 

RES! DFNI'S 
Burkon hianytongues, a young but competent administra- 
tor who speaks m a w  different languages, is in charge of 
renting out spaces in the Stables and Stores. FIe employs 
a handful of teamsters in charge of transport, repairmen 
who take care of the buildings and wagons, and hostlers 
tending for the horses, ponies, and muIes. At least four 
members of the Dwarven Militia constantly survey this 
area. 

secludes the area. Made from three distinct type 
o f  stone, each section o f  this building is a uniqut 
work o fa r t  devised by the most ta le i ted architect 
--,-I n-.&*A Lo +L - h e +  *:$LA - - C , _ l n C  ;n +L A;< 

This large and elaborately designed manor house 
dominates the southeastern portion of the district, 
facjng a verdant park at the foot o f  the wall tha t  

e 
5; 

s 
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trict. The exterior o f  the manor i s  a strange but 
elegant mixture of  white, rose, anti sandy stone 
decorated by thin columns of mithral, bas-reliefs 
platted by gold and silver, and colorful frescoes 
showing dwarves working in a number o f  different 
t r a r l m c  qhrrnd in tho farm nf 2 c n i t i r o  knrKrnchn0 
. . Y I _ d .  -1 , ' .  yL- I " .  . . I _  IY. . . .  Y I  ,A d 'I""'b I IV.*L* , .YC,  

the house stands as one of the richest and most 
ancient in the district. Above its niain eltrance, 
which 5 situated in the heart of the interior c o u r ~  
yard, i s  a massive crest in the form o f  a brilliant 
silver anvil upon which the pale and dull silhouette 
of  a s hart, wide-bladed sword can be seen. 

One of the oldest buildings in the district, rhe Mouse of 
Clan Silvetanvd enjoys a pasticuhly revered statuq.Those 
who visit the area are often drawn to its rich and sumptu- 
OUSly decorated exterior. The most prominent members 
of the Silveranvil Clan have alwavs stavcd within its wal ls .  

Burkon Many-tongues: Dwarf Ex@. 

~ ~ ~ ~ l ~ ~ ~ ,  Repairmen, and T~~~~~~ 112): ~ ~ ~ r f  
Expl. 

Dwarven Militiamen Patrol (41: Dwarf Ftrl-3. 
and over the course of manv generations they have paid 
hefty w m s  of money to enmw that their houqe remains 
the most impressive in the district. While some may argue 
that the dumineering atchirecture of the Gates of the 
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or even the intricate entrance to the Mausoleum is more 
remarkable. none of the other family dweUings in the dis- 
trict can ccmpete wirh the House of Clan Silveranvil. 

RFSlfEFNTS 
Members of the Silveranvil, the richest and proudest clan, 
have long been appointed to lead the city's dwarves. In 
recenr years, however, dissension among the youths of 
the district [who have littlc or nothing rn say in matters of 
politics) as  well as sribtre changes in the political climate 
caused rhe Silveranvil Clan to diminish in PTeStige. The 
clan's elder. Farnir the Blessed, is Tharn Graybeard's most 
relentless competitor. and works hard to remove him from 
his post on the City Council. 

The IIIQ.;~ liberal and open-minded of the clans, the 
members c3f the SihTanViI cherish the arts - including 
the fine a n  of  politics - above all else. They keep smiths, 
bards, and p o d  pljticians in high esreem; even those of 
other race:: or creeds. Their flexibiliy and good-hearted- 
ness are Faigely responsible for the fact rhat non-dwarves 
are now widely accepted in the district (even if the laws 
requiring written passes into the district was never offi- 
cially changed). The Silveranvil Clan is aIso extremely 
weahthy, which helps them find many allies among the 
members cf  other dwarf clans. 

u w a I * c 2  "I L l l l J  Clnll I L 1 , U  I" VI- l l l V L  

hearted than average. They are also cu 
races, and especially interested to ]ear! 
witness non-dwarven types of a r t  fonm ( b u u  ab r i v  

poetry or even gnomish dance). Though most still call t 
district their home, many members of the Silveranv 
work in other parts of the city during business hour 
allows them to meet people from all races and satisf 
curiosity. Of all the dwarves, they are the most like1 
"cuwed by wanderlust and become adventurers. 

Rrnir the Blessed: Dwarf Brdl6. 

il Clan 
'S. This 

their 
vtobe 

Fromon the Dancer, Son o f  Farnir: Dwarf Brl.. d7  

Farnelle: Dwarf RogZJAri3. 

Silveranvil Aristocrats (1 9): Dwarf A r i l .  

Servants and Repairmen (1 3): Dwarf Corn 1; 

en 
he 

Inside House Silveranvil i s  a collection of fine 
ehen wine that includes over 200 bottles (worth 
between 20 and 50 gp each). A score of paintings 
and as many tapestries o f  human, elf, and dwarf 
design are arranged throughout the house (each 
is  worth between 50 gp and 500 gp). Locked and 
t r amed  coffers also hold the clan's treasure. which 
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amounts to over 34,000 gp 
elry, and precious stones. 
without the proper key, a I - -  ̂ *  .-. - I ,  

n assorted coins, jew- 
b open these coffers 
aracter must succeed 
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ent poison-covered darts into tl 
chanical; manual reset; Atk +' 
- *A* *  *v-h,,lmv L.,;- ; I l ; P P  nr 1 iuiigcu, pi>uit  (caiIIv!i Liawic i  'uiaitl  jurcc, u\- 73, 

paralysis); multiple targets (up to  three targets in a 
lO-ft.-by-lO-ft. area); Search DC 25; Disable Device 
DC 28. 
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hCTIV1-m 
Like all ancestral clan dweuings, many locks prem 
intruders from entering House Silveranvil.Traps of rema 
able designs also guard its treasures. Anyone atremptink 
rob the place must first avoid the aristocrats and servanrs 
of  the house, unlock its doors, and avoid the traps set upon 
the chests and vaults which contain clan riches. 

H O O K S  
Earnir the Blessed strongly believes that the policies of 
Tharn Graybeard w d  greatly hamper the prosperity of 
the district. Though he suspects that Tharn is bonorabIe 
and act5 in what he foolishly believes to be in the best 

. .  
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- - I  
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7- -. 
interest of his people, Farnir would Lrlce nothing more { 
than to see him discredited. Through his son Fromon, ' 
he  employs the PCs to investigate f i a r n  and see if he 
has any skektons in his closet. 
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with the young dwarveq who are 
v their eIders are leading their 
ches the P T ~  and a s h  that they 

fore she 
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talk some sense back into his granddaughter be 
does something that wilE either put her in da 
shame the entire clan. 

-45. HOUSF O f  CLAN SCARLFTAX F 

This simple but sturdy looking building is  r 
from dark gray stone and decorated by a nul 
of large and nasty-looking axes engraved up01 
walls. The axes are painted in a blood-red hue v 
gleams menacingly in the sun. Massive stonf 
umns dominate the inside courtyard, flanking 
iron doors which are also painted bright red. 
open into a central antechamber that leads int 
various ~ O O M S  of the vast, t w o - ~ t o y  high man 1 

h k h  
? COJ- 

great 

o the 

The ptin0:igal dwebng of the Scarletaxe Clan is a simple 
but practical edifice composed of large rooms and corn- 
dors. The narrow, slit-llkc windows of the building, as well 
as the thick wails reinforced with iron, make it look more 
like a fortress than an actual place of residence. It is also 
one of the most recent buildings in the district, at a mere 
150 year. old. It has bcen the home of rhe heads of the 
Scarletax: Clan ever since the clai-t’s original manor was 
destroye? (see location A35 for further detaiIs). 

RF,SIDK:YTS 

Members of the ScarIetaxe Clan arts among the rare 
dwarves who hold warriors in higher esteem than crafts- 
men (smiths in particular) and noble: (who connol the 
political affairs of the district). They easily rank as the 
dwarves’ most martially inclined clan, and most of its 
members have served in the Dwarven M i h a  or the Ciry 
Guard ;if some point in their lives - a i d  many currently 
do. The strongest and most reliable of their warriors, Amar 
Blacktktooth, is the current Marsha! of the Dwarven Militia, 
and most of his commanders and lieutenanfi also belong 
to his clan. 

Scarletaxe dwarves are Shon tempered, but easily 
befriend those they respect; and what they respect most 
is cowage. They are ferocious in bade ,  disciplined at any 
task they undertake, and trained horn childhood in the 
ways of combat. Though they may a t  first appear stern, 
uncouth, or even shy, they still enjoy good food, strong 
drink, and amiable company. There is 3-1 old saying in the 
district “Don‘t drink with a Scarletaxe unless yon have 
naught to do fQT a menth or two.” 

Ervik Broken Nose isthe cumenthead ofclan Scaderaxe. 
A relatively young dwarf, he  took the reins when his 
uncle passed away three years ago. His eldest son, b v i k ,  
just came of age. H e  now serves in tht3 Qwarven M i h a  
but continues to live in his family’s houqehold. Aarnor the 
Strong, Grnar BIacktooth‘s elder brother, also resides here 
fohm+iig his recent retirement fram the Militin. 

Ewik Broken Nose: Dwarf Ftrl6. 

Rovik Scarletaxe: Dwarf Ftr l  1. 

Aarnor the Strong: Dwarf Ftr9 

Scarletaxe Nobles (1 7): Dwarf Ft* l ,  

Sewants and Repairmen (9): Dwarf Corn 1. 
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House Scarletaxe contains a collection o f  hundreds 
of  exquisitely crafted weapons (considered rnaster- 
work if the need ever arose to use them). Several 
iron chests, locked and hidden behind secret 
panels, hold the clan's treasury, which amounts t o  
17,000 gp in coins and precious stones. To find any 
o f  the six different secret wall panels that hold the 
clan's treasure chests, one must succeed a t  a DC 
24 Search check for each panel. Opening any o f  the 
chests without the right key requires a DC 32 Open 
Lock check. Aarnor Scarletaxe carries a potion o f  
bulf's strength (7 doses) and a +3 throwing uxe of 
returning. Ervik Broken Nose wears +2 chainmail 
and carries a + I  large sted shield with the blazon of  
the clan ttnprinted upon it. These items have been 
in  the farrily since the foundation ofthe city. 

ACTFVITT 
Llke the other ancestral homes, House Scarletaxe is under 
lock and key. The house i s  guarded by warrior clan mem- 
bers under the supervision of Aarnot, who coordinates 

RFSTDFNTS 
This relativeIy large building belongs to Baradir Craghand, 
arguably the most accomplished stone worker i n  the dis- 
trict. Craghand has been fashioning sarcophagi fOT thc 
recently departed for decades. He inherited the trade from 
his father and his two uncles, and now dedicates I 
in the pursuit of a craft which dominates his ever 
ing moment. A proud member of the Silveranvil 
Craghand is also involved in the pditical affairs o f t  
trict and re.eligioiisEy attends public assemblies and 
important political events. 

Baradir Craghand: Dwarf ExplZ. 

Apprentices (3): Dwarf Expl. 

to sculpt 

250 w) 7 

Forkshop; 
s stones 

Stones of different sizes and fine tools 
them can be found inside Craghand's w 
among them are a dozen semipreciou 
(worth 50 gp each), a lump of gold (worth 
and a pouch containing 180 gp. 

security around the family dwelling. Anyone spending too 
much rime outside the premises risks being accosted by 

AcrIvlFw 

Aarnor or one of the clan's younger warriors. 

HOOKS 
Aarnor approaches the PCs, explaining that a curse has 
befallen him. Though he is ashamed to admit it, he is 
now weak and fearful, having lost all strengrh and cour- 
age. Since he would never admit such failings to the 
members of his clan, he asks the PCs for help. Wdl they 
be able to find a cure for him? Or discover the spell- 
caster reymnsible for his strange affliction? 
A strong warrior PC is asked to teach the young dwarves 
of the c!an foreign fighting techniques, which might 
give them an edge in bartle. The PC w d  be well-corn- 
pensaced for his troubles. 

~ 6 .  SARCOPHAGUS BUJLDFR 
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on ordinqry residences. Great stone sarcophag 
of  uniquf designs flank the front of the house or 
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This single story house, made from bluish gray 
stone, looks like many typical dwetlings in the dis- 
trict. It is  shaped in the form of  a simple rectangle 
and i ts roof is flat. The front of the house, however, 
has sever11 dark blue glass windows, seldom found 
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with rich ?olden inlays interwoven into its lid, whi 
sculptura relief shaped in the form of  a rnuscu 
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rosy veil. The other is  simpler but no less beautiful, 
i ts tid forming unusual patterns in a multitude o f  
lustrous colors. 

lis iife 
v wak- 

Clan, 
be dis- 
other 

Craghand can fashion sarcophagi of terrific designs. The 
prices for such items varies horn 800 g p  to 8,000 gp, 
depending on the materials the stone crafter uses as weii 
as the time he requires to fashion the tomb in gueqrion. 
Anyone who meets him can easily win his fniendship by 
showing an jnterest i n  the politics of rhe district and ask- 
ing Craghand pertinenK quessions about current events. 

llOOKS 
Vandals have recently destroyed one of Craghand's 
tombs. The sarcophagus was made for the human 
Valkenbane family (see location E4), and many believe 
that the act  served as a protest against the non-dwarf 
populace's right to be buried in the Mausoleum. Was it 
vandals wishing to support the policies of the current 
representative on the City Council? Or was it a ruse 
from youths who want to prove that Tharn Graybeards 
policies will only bring further trouble to the &strict? 
Craghand hires the PCs to find out. 



THE: WORLD'S LARGEST CITY 

17. SHRTNF OE T H E  SPIRE 

This round building is  made from white marble 
adorned with pear-shaped stained glass windows 
of  dark blue and green shades. A large pair of 
doors, made of the same stone but reinforced by 
strips c f  blue-green iron, tead into the edifice. I ts 
domed roof has been built from a dull silvery alloy, 
solidified by eight thick laces of  golden threads, 
which run from top to bottom where a thick but 
finely worked golden brace encircles the entire - 
structure. At the summit of this elaborately crafted 
roof stands a reproduction of the Spire, made of 
a platinum alloy which shines brightly during al l  
hours o f  day and night. 

Ar first glance, the Shrine of the Spire seems ILke a min- 
iature redica of the Hall of the Ancestors (location A30), 
but a clo>er look reveals that aIthough both buildings have 
the same shape and were wrought from the similar materi- 
als, none of their respective decorative features match. In 
many ways, the Shnne of the Spire is a much more austere 
place, harboring no special design other than its intricate 
srained glass windows and elaborate roof. 

The Shrine of the Spire serves as a secondary temple 
to &e Stme God ~ellowsliip Temple in the Spire District 
(location J I  I) ,  a$ most residents of the distnct prefer IO 

practice -heir relipon a t  the rial1 of the hcestors.  It was 
raised ha'o centuries ago to accommodate the growing 
population of the district as well as the many patrons who 
bury the r beloved in rhe Mausoleum or the Tomb of the 
Ancients (locations A10 and A i l ) .  Todav, it is mainIy used 
by the members of the Dwarven Militia posted nearby, as 
well 1s those who inhabit the southwestern part of the dis- 
trict. When needed, the Shrine also services outsiders who 
wish to conduct funeral rites for those they place within 
the Maucoleum. 

The Shrine of the Spire is divided into three rooms.The 
main room, which takes most of building, serves the wor- 
shippers, complete with an altar, holy symbols, and bench- 
es whew worshrpers can sit. A walI separates the temple 
from the other two morns e n  the southernmost side. One 
room i s  reserved for the Shrine's a c o I p s  and any visitors 
in need of lodging, while the other is the priestess' private 
abode. 

rrFs1DFN'r.S 
Narika Graybeard, a wise and aging Stone God Fellowship 
priestess, runs the place with a handful of  acoIytes. 

Narika Graybeard: DwarfClr8. 

The Shrine of the Spire is a simple Tilace, but upon 
its altar stands a gold cup (worth 50 gp), a jew- 
eled box (worth 75 gp) that hold: prayer sheets 
dedicated to the Shrine, and a lockrd iron chest in 
which 75 gp, collected from ckaritade worshipers. 
Three 6 foot-tall stone replicas o f  tbe Spire, weigh- 
ing 800 Ibs each can also be found here (these 
could be sold to other temples for approximately 
1,200 gp each). 

A C ' r l V  1'1Y 

The Shrine of the Spire offers shelter tc rhose m need, and 
it is the onIy institution in the district that would mnsider 
housing non-dwarf characters for free. 'While there is little 
need fpr this service (and in fact only cery little demand), 
Narika Graybeard is proud to offer it. :;he is also a skilled 
healer and wiU gladly offer her service5 for free, provided 
those she heals respect her faith. Dnnarions, of course, are 
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some repairs. Because it is considered a poor dwarf‘s ver- 
sion of the Hall of the Ancestors, the generosity of those 
few who use it is not enough. Narika wishes to change 
this unforrunate situation however she can. 

HOOKS 
Natika Craybeard is a n  advocate of peaceful relarions 
between the races. As such, she worries about how her 
cousin, T’harn Cravbeard, runs the political affairs of the 
district. He wants her to stop feeding the poor of non- 
dwarf heritage and h i t  her ministrations to “district 
residents” (i.e., dwarves) only. She asks the PCs to help 
her convince him that such an action wodd only harm 
the commercial and diplomatic status of the district, and 
cut the c‘warves off from the rest of the city 
In an efFort to attract more people to her temple and 
raise mrney to pay for its repair, Narika Graybeard and 
her acdvtes recently offered free food and drink to 
those who come to pray at the Shrine. The ruse werked 
and the Shrine has wen more worshipers in recent 
weeks. The high priest of the Hall of Ancestors, how- 
ever, ha3 condemned her action as unlawfd Narika 
hires the PCs to find other ways to raise money, make 
repairs, and attract worshipers. 

A8.  SORTCTL AND SONS: FMBALM€RS 
Standing between the shadows of the City Mal1 and those 
of the Ha!! of the Dead, this large, single-story rpsidence 
consists of simple stone of a sandy coloraeion. A simple 
iron plaque bolted upon the front wall reads, in large 
dwarven runes, “Sotkil and Sons: Embalmers.” This is 
the house and place of business of Erek Sorkil (Dwarf 
Expll) and  his two sons, Narkil and Marik (DwarfExpcp4). 
Embahers  bv trade they service both the residents of 
the district and those of non-dwarf blood who use the 
Mausoleum to bury their dead. Over rhe years, they 
benefited from the MausoIeum’s status among the noble 
and rich merchant families of the city, who consider i t  
LnfiniteIy preferable to simply cremating their dead like 
common laborers. 

Sorkil arid sons offers typical embalmer services. Their 
age-old methods include the use of natural and alchemi- 
cal herbs, powders, and solutions to treat corpses in 
order to prevent decay. They also clean and dress up 
corpses, and use makeup to make them more appealing 
when required. Full treatment of one corpse costs 3011 
gp. Several embalming herbs and alchemical solurions 
( W Q ~  a total of I QQ g p  if resold) can be found in Sorkil’s 
glace. Thc embalmer also carries a pouch with 67 gp and 
three chuitks of amherwonh 85 gp each. 

At the foot of the bluffs 
part o f  the district stand 
which is  divided in three I 
and most impressive is r 
rectangles carved from bl 
rock. From east to west, 
shorter and narrower tha 
ernmost o f  these looms o 
and holds large double c 
doors are made of black 
shapes of  countless skulls and bold dwawen runes 
that read, “The Hall of the Dead.” 

East o f  this impressive structure, just below the 
high bluffs, is a 20-foot high wall ofdull black stone. 

7 - 1  . 1 . I . .  .. .. - - A . .  

dominating the western 
s a high stone structure, 
listinct sections. The first 
nade from three massive 
ack and lustrous volcanic 
bach of these rectangles is  
n the previous. The west- 
ver 150 feet above ground 
ioors in its center. These 
iron. Upon them are the 
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I nrs prornonrory surrounas me inner courcyara, an 
elaborate garden filled with black roses and purple 
tulips. In the middle of the garden are two small 
structures of pure white stone, which stand aut 
amidst the dull black. Each of  these is composed 
o f  a roof supported by walls on the north and 
south sides. Inside the open structures, the walls 
are decorated with frescoes representing dwarves 
a n d  members of  other races performrng funeral 
rites. West of these, upon the impressive black 
wall, stands a pair o f  massive iron doors with many 
skulls in bas-relief upon them. They appear exactly 
like the ones leading into the Halls ofthe Dead, and 
their inscription reads, “The Mausoleum.’’ 

The Hall of the Dead i s  the sole entrance into the 
Mausoleum (location 1410). 

RESIDENTS 
Sentries from the Dtvanen Militia wards The exterior 
of the Hall of the Dead a t  all times. This magnificent but 
macabre place is mn by Zurir Hardwill, an  old and highly 
regarded Stone God Fellowship priest. ne lives here with 
his wife Mauri and daughters Karmi and Zurki, who help 
him in his duties. Zurir, now mostly an administrator, 
keeps a record of all those buried within the hfausoleum, 
but his chief responsibility is to ensure that the affairs of 
the prestigious crypt remain m order. He is responsible 
for selEing available space within the MausoIewm as well 
as arranging and scheduling funeral services fot those 
who use it. Zurir also occasionally pamols the corridors 
of the Mausoleum to make sure that everything within 
remained undisturbed. Either he or one ofhls daughters 
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prepares the crypt where the newly dead is to be buried by 
dusting the coffins that might alreadv be there and Irghr- 
ing candles to receive the deceased. rc--- 
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Karrni Hardwill: DwarfCFr3. 

f u r k i  Hardwill: Dwarf Clrl . 

Qwawen Militiamen Patrol (4): Dwarf Ftrl- 3. 

In Zurir's office, one can find a large volume bound 
with leather and bone, titled, A Record of Thase Who 
Are Fortunate, which lists the names o f  everyone 
buried within the Mausoleum and the Tomb of  the 
Ancients, the date he was put there, and the num- 
ber of the crypt into which he was placed. The book, 
howeve: does not hold any map showing the layout 
of  the fdausoleum's many crypts, and only Zurir 
and his family know the layout o f the  place. Another 
book in the office, this one without a title, contains 
information on the families that purchased one or 
more crypts within the Mausoleum and the Tomb 
of the Ancients, which crypts they have, how much 
they pa d for them, who made the payment, and 
wher the transaction was completed. A large chest, 
kept locked at all times (successful DC 34 Open 
hock check t o  pick) contains 817 gp. Zurir holds 
the onl) key to the lock. He also wears silver brac- 
ers ofd,wawen design that function a5 a ring o f f r e  
rnovemcnt, the only truly valuable item from his I adventuring days. 

Both the doors leading into the Hall of the Dead and those 
opening into the Mausoleum are closed and locked at alI 
times. A successful DC 30 Open Lock check i s  required 
to unloci them. The Militiamen guarding the entrance 
can inform anyone wishing to speak with Zurir the Wise 
that the! simply need to bang on the doors to attract 

sarcophagus from Baradir Craghands workshop (location 
Ah) and make sure the priesress of ShAne of the Spire is 
availa'ote for the East rites of the deceascd. In other words, 
he can arrange complete funeral services. 

Three to six times each month, a body is buried within 
the Mausoleum. When the deceased was a resident of the 
district, a funeral prayer is performed at the Hall of the 
Ancestors, folbwed by a procession (sometimes simple 
and sometimes elaborate) which bring the deceased to the 
Hall of the Dead. There, the corpse i s  placed in the center 
of the white structure for one day before being entered in 
the Tomb of the Ancestors. According to ancienr beliefs 
codified in Stone God Fellowship scripture, this"fina1 rest" 
allows the soul of the dead to journey TO the Underworld 
unscathed, where it wiU then achieve feliewship with the 
Stone Cod. When a dwarf is placed there, the Hall of the 
Dead is closed and no visitors can set foot into the inner 
courtyard. FQS foreigners, the last rites are perfumed 
at the Shrine of the Spire and the procession brings the 
deceased directIy to the entrance d the Mausoleum, 
where the corpse is placed in one efthe many crypts. 
Once every other week, the aging priest brings 90 

% of the Ha11 of the Dead's earnings to the Hall of the 
Ancestors. A contingent of four elite Militiamen ( D w a r f  
Ftr3) escorts him. The rest of the money is used to pay for 
the living expenses for Zurir's family, as well as the normal 
upkeep for the €Id of the Dead. 

HOOKS 
A group of enraged and drunken humans stage a protest 
in front of rhe Hall of the Dead, ckiming that one of 
their own, a famed adventurer, s'hoiiId have the right 
TO be buried within the Mausoleum for free. Zurir asks 
the PCs to either disperse rhe crowd or convince the 
district's Conclave of Elders to benc the nile5 for this 
one man. 
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nized network of interconnected crypts. Th! 
holds hundreds of different rooms, and whi 
corridors are empty, i ts walls are adornec 
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Dark passages and chambers engulfed in shadows 
form a great labyrinth in this seemingly disorga- 

2 area 
le the 

I with 
c-ountie55 Das-reiiers ana Trexos. I ne nas-reliefs, 
which are still in terrific shape despite their obvi- 
ous age, cover most of the surface o f  the lower 
walls. They are shaped in the form oftiny humanoid 

5 in silent wails 
squietingly life- 

llhc. l lc I 1 c5Lucb. UII L I ~ C  ULIICI I I~ I IJ ,  are extremely 
ince the paint used to make 
the passage of time. In some 

skulls. M a n y  appear to be screamin; 
o f  desperation, and all ofthem are di 
I : L  TL,~. -- &L- -&L-.. L--. 

difficult to discern, 5 

them has faded with 
places, ncwever, a rew of these once beautiful paint- 
ings are still visible. They depict dwarfs, elves, and 
humans ourneying across a great underground 

mountain to arrive at a place of  peace. Thi 
make up 'he upper portion of the walls. 

Most or the chambers found here cont, 
.I. _. - . . I . . :  I r I r I . 

ain elabo- 
rase sarcopnagi rnaae OT coiorrui stone, and cleverly 
adorned with bronze, silver, gold, or even platinum. 
Some of these also have jewels imbedded upon 
them, but the great majority are plain, rectangular 
boxes of ordinary stone. 

The dwarves carved an ever-expanding necropolis into 
the bluff m accommodate noble and rich families of 
non-dwarven blood who wished to give their loved ones 
proper burial. The nobles pay well for this privilege and 
the dwanm are happy to accept their money. The east 
and south part of the labyinth is reserved for them while 
the northeastern portion of it, called the Tomb of the 
Ancients, is kept for the dwarves (see Iocation A l l ) .  

RFSTDFNTS 
Aside frurn Ztirir Hardwill and his family (see lOCaEiOn 
h 9 ) ,  who occasionally venture down these parts, none but 
the dead dwell here. Zurir's clan are also the only people 
famhar with the layout of the Mausoleum; no map of the 
place was ever drawn. 

It 1s said that vast quantities 
within the Mausoleum, as 

I within the hundreds 
owever, are entornbec 
ipir nwnprq and thii+ 

often noble families are buriel 
year, This rumor is indeed tr 

hi i witk 
tF -.....-.-, _,._ .I.UL robbi 
stone coffin open (often breaking them in the pro- 
cess) in arder to Rain access to the wonders within. 

lii of C'y 

- 
While some minor magical items can occasior 
ally be found, most of the riches consist o f  si lw 
and gold goblets, precious stones, finely wrougk 
jewets, and gold and platinum pieces, as well a 
- _  .-I.. . . . I  . I .  -I Lountiess omer nom-magical Treasures. I ne exact 
details are up to the DM - as are the traps which 
lie waiting in more than a few sarcophagi for just 
such an occasion ... 

A C T I Y  I'1T 

When the dead ofrich and noble families of non-dwarven 
blood need to be buried, a procession (led by Zutir) brings 
them to their assigned crypts. From time to time, dwarf 
stone workers are commissioned to e n w  the Mausoleum 
and dig new crypt chambers in the west in ordet to accom- 
modate more people. There are currently no workers 
awigned here: plenty of empty rooms are currently avail- 
able to accammodate the deceased. 

HOOKS 
Disturbing rhings are taking place in the Mausoleum: 
bodies have disappeared, tombs have been desecrared, 
and some ofthe treasure buried within has been stolen. 
In the course of a thorough investi- 
gation, Zurir iincovers evidence sug- 
gesting that undead walk among 
the buried corpses. He asks the 
PCs to determine the nature of 
the disturbances and put an end to h , 
them. As they investigate, they dis- 
cover that cunning tomb robbers 
have planted evidence of the 

.... 
... . ... 

Imdead: the trouble here is 
simple greed rather than 
unholy apparitions. 
These robbers, how- 

l 
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work for Mortenheim, the Dean of 
ircane Academy (location Kp), who 

..- .- conrinue his studies. It is up to  the 
stop the scheme and restore order. 

rs ofa  hidden entrance into the Mausoleum have 
d the City Cormcil. Stories of theft and desecra- 
lound throughout the district. &owing full well 
l is  will tarnish the Mausoleum's reputation (and 
he district considerable amounts of money), a 
*?r of the Conclave of Elders hires the PCs to 
igate. 

% ni l .  i k i E  T O M B  O f  T H F  ANCTFNTS 

A mass ve door of dark bronze blocks the end c 
this pa7sageway. Beyond the door is  an intricat 
series o f  passages and chambers, which appear tl 
be natural caves. The stench ofdried mildew linger 
in the s a l e  air. In some areas, wide and sticky sp 
der webs block the way, and a thick blanket of dus 
covers the floor. This dust, however, is  not undiz 
turbed: the footprints of humanoids can clearly b 
seen upon it. 
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Strength check. It is unlocked, but its sheer bulk makes it 
a formidabre barrier. 

This network of underground cave; is in some ways 
the continuation of the Mausoleum, but it was built 
much earlier. The vast labyrinth of crypts is reserved for 
the burial of dwarves who either lived in the district or 
rendered great service to the city. The stone chambers 
and corridors of this area are so ancieni- that they are very 
smooth and now seem to have been naturally formed, 
though they were originally carved OUI from the bedrock 
in elaborare configumrions. Unlike the corridors of the 
Mausoleum, no frescoes or bas-reIiefs adorn the walls. The 
only decorative features in the Tomb o f  the Ancients can 
be found within the crypts thernsehs: more elaborate 
sculptures, frequently adorned with dwarven nmes, were 
often carved within the waUs and c e h g  of the catacombs. 
Many of these, however, are now as pbin and austere as 
the corridors. 

Somewhere within this labyrinth li: the many tombs 
of the Founders. These dwarves, four in all, each led one 
of the dwawen clans that came to the city long ago. In 
some circles, their deeds and visions are revered, and 
most dwarves in the district grant them some measure 
of respect. Legends hold that the Founders were buried 
with many riches, but also that their knowledge and greed 
reach beyond the grave. They were entombed in the only 
sealed crypts ofthe area. The stone sIab!; leading into these 
crypts Jre marked with the sed of thcir respective clan, 
and have never been opened since the day their occupants 
were buried here. 

RF,SID€NTS 
As with the Mausoleum, there are no living NPCs to speak 
of here. Not even Zurir's clan dares to disturb the crypts 
and toinbs of this area. They simply deposit the newly 
dead and depart as quickly as they can. 

The long deceased Founders are now part of the walk- 
ing dead: liches infected with greed and using their pow- 
ers ta destroy a l l  those who disturb their rest. h y o n e  who 
dares breach their tombs might pay fcmr such foolishness 
with their lives. 

The Founders (4): Dwarf liches, ,as per the 
Monster Manual. 

which are almost all guarded by traps. Withir 
of the crypts lies one ta six sarcophagi, them 

., 
sarcophagus, determine randomly for each as i 
a 20th level encounter. Four of the sarcophagi 
tain the phylactery for one of the dwarf liches. 



ACTIVITY 
A successfa1 DC 23 Strength check is required to move 
one of the dabs that seal the four tombs of the Founders. 
Moving ot breaking any one of these primitive sfone 
doors, however, activates a set of glyphs of warding, which 
unleash a Iightnmg bait spell. The spell acts as if cast by a 
lQth level wizard. The glyphs magically reset after each 
use; those who touch the doors after being shocked once 
are in €or a nasty surprise. 

HOOKS 
Rovik Scarletaxe, of the Smrletaxe Clan (see location 
AS), is plagued by visions ofhis forefather, the venerable 
founder of his clan. w i th  his father's help, he obtained 
written permission from the district's ConcIave of 
Elders to check out if the tomb of his ancestor has been 
disturbed. He hires the PCs to investigate. 

A T Z .  S T O N E  TFRRACFS 
Ar the foot ofthe great bluff, jrtst below the open cliff-face 
chambers ,Ire ten great stone terraces. High colonnades 
border thew massive walkways. Each column found here 
is made of a different type of stone, 3s if its designers 
wanted to remind their peers of the many SOITS of rock 
which grace their c ~ a t i ~ n s .  Comfortable-looking stone 
benches and wide tables are spread out throughout the 
many great OUFdQOr pratforms. Most of them open into a 
groao-like corridor leading inside the bluff. 

Throughout most of the day, many inhabitants of the 
district can be found on the terraces. During weekdays, 
dwarf WQtkeTS come to this place to have lunch or din- 
ner and meet some of their friends. Many patrons of the 
Burrow (location AI+) also come to the Stone Terraces to 
enjoy some good old-fashioned merrymaking. During 
holidays, t4e termces are filled with celebrating inhabit- 
ants, Most other times of the year it i s  fairly quiet, and 
large enough so that groups of revelers rarely disturb 
those who have come here for a little peace. 

The Stone Terraces are a good place to meet just 
about anyone, from dwarf commoners, craftsmen, and 
Militiamen KO high level dignitaries and rich aristocrats. 
This is undoubtedly the best place in the district for a 
pickpocket to earn a few gold pieces. O n  occasion, politi- 
cians who need tu perform public speeches use the ter- 
races, as do artists who appreciate the solimde and the 
view. 

HOOKS 
A group of thespians from another part of the city are 
perfomtng for a small throng of dwarves.Their innova- 
tive performance reqirires audience p3rtiCipaThI. They 
soon inchde one or more of the PCs in their act. If they 
perform well, the PCs might be invited to join their 
troupe or work on a special project with them. 

a Wne ot the distflct s most tamous 
cians is making a speech. A larg 
the Pes) has gathered to hear hin 
soon follows as someone in the aud 
planned assassination attempt. 

AI3.  CLIPE-PAC€ CHAMBFRS 
Hang the face of the great cliff that  dominates tht 
ern part of the district are about forty chambers carved 
into the rock. Many narrow stairways, aIso carved from 
the bedrock, lead to these various chambers. They serve 
as shops, stores, and sometimes also residences for many 
dwarves of the middle class. The fronts of these chambers 
have been converted into storefronts where fine arms, 
armor, jewels, statuettes, and other kinds of metalwork and 
stonework are offered. Anyone looking for gear, weapons, 
armor, and any sort of metalwork and stonework can f i d  
what they want here. While some of the dwarf artisans and 
craftsmen (Dwarf ~ q 5 - 1 0 )  might be &ring to barter wirh 
fnendly foreigners, most insist that the items they selI can 
only be acquired at the prices they have set. 

~ 1 4 .  THE BURROW 

: west- 

At the end of one ofthe many stone terraces under 
the great bluff stands a small establishment where 
dwarves can be seen at all hours o f  day and night. 
It features two entrances, each opening onto a dif- 
ferent terrace and each displaying a simple stone 
sign upon which thick dwarven runes have been 
laid. The signs read "The Rurrow." Beneath each 
sign is a square opening carved directly f rom the 
rock of the bluff. Each o f  these leads into a relatively 
long and wide corridor, which in turn opens into the 
establishment itself. 

The Burrow is  essentially a single oddly shaped 
room divided into four different parts. The first is  
the common room, where two dozen long stone 
tables and five times ar many stools are neatly 
arranged. The second is a long bar made out of 
stone, which takes a ~ r n a l l  portion of the common 
room. The third is  a long corridor, which holds 
numerous small private booths. The last part, at 
the end of  the corridor, is a small kitchen and stor- 
age area where several cooks are hard a t  work. 

FS I I3 F NTS 
Kerdic Longfoot, a retired dwarf adventurer, is the ptopri- 
etor of the Burrow. He and his four sons, Kerrhil, Eridil, 
Drundic, and Verok, run rhe most popuIar tavern in the ~- 

c entire district. Open twenty-four hours a day, the establish- 
ment employs only the best cooks and hardest worlcing 
barkeeps, and all of them in turn work long hours behind 
the bar. While G r d i c  remains in charge of the Burrow, 
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hi1 takes care of purchasing the needed 
;upplier is Graybeard’s Brewev, from 
sorts of ale. The entire Longfoot f x d y ,  

and most of their workers, are well-trained warriors who 
at one pcint in time served in the district‘s MiIitia. Because 
of this and the fact that Kedic made a fortune while he 
was an adventurer, their countless regulars respect them 
greatly, herdic often recount tales of his adventuring days 
and his <on mmdic  sings songs, which usually delights 
the Burrnw’s customers. 

-- 

RLD’S LARGEST CITY 
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erdic Longfoot: Dwarf Rog8. 

erthii Longfoot: Dwarf Ftr4. 

rundic Longfoot: Dwarf BrdSJFtrl 

Eridil and Verok Longfoot: Dwarf Ftr2. 

Barkeeps and Cooks (6): Dwarf Corn ’I. 

Customers paries): Dwarf Coml. 

Kerd;c i-ongf~ot has a +Z short sword and 
spell turrling. Both he and Kerthil carry at I 
gp on tCreir persons a t  al l  time. The p e p  
. I  c . I . .- .Am . .. I . . I .  rne trurrow as ar Eeasr LVU gp in it, D U ~  tn 
can vat-). Verok, the youngest son, wear! 
of  elweti design worth 450 gp (from h 
advei tcr ing days) under his tunic. 

a ring of 
easr 100 

b cash of 
IS amount 
j a brooch 
is  father’s 

ACTTYIlY 
Of all the phces in the district, the Buiww is the place to 
meet people, enjoy an evening of merry making, and find 
adventuring oppomnities. A true mmor mill and nest of 
information, the Burrow is also a n  excdlent place to hear 
the iatest gossip from the k a r v e n  Di!,trict. One can find 
various dormants, conracts, and employment offers here, 
and characters in need of a clandestine rendezvous with a 
disrrict dwarf can find no better place ihan the burrow. 

HOOKS 
* A dwarf youth steals an item from one of the PCs and 
attempts to disappear through the crowd in the tavern. 
This is QTW of several members of a srnaIl gang ofdissatis- 
fied youth who play daring games with strangers. They do 
not need to steal, but instead do it to bi? admitted into the 
gang. Who conrrds these youths and why are they acting 
like common pickpockets? 

AIS.  TIANVTR’S PLACF 
A simple red door sticks out from amidst the various shops 
and storefronts that open up from the face of the bluff 
A namw path made of gray gravel leads to this place. In 
front of rhe door is a small stone sign reading “hnviks  
Place:’ T h i s  quaint residence is the home of Ran& the 
Runner (Dwarf k@), an old dwarf messenger, now long 
retired, and his wife Gertha (Dwarf Ccm2). The pair trav- 
eled TO many foreign places in their youth, but are now 
contenr to reside in the district and enjoy what time they 
have Eeft. 

Their only son has recently disappeared, however, leav- 
ing a dark cloud over their otherwise peaceful lives. He 
was last seen leaving home to go to the Pavilions in the 
Artisans District (location Lio), where he was seeking 
employment 3s an apprentice jeweler I he was not skilled 
enough to earn a position with any of the jewelers of the 
Dwanrtm District). In truth, he  chose a path that his father 
wouid never have approved of, and thus never bothered 
informing his parents of his new pdession . . . but they 
cerrainIy don’t know that. 

Gertha inherited a silver tiara from her grandmother. 
She keeps the ancient family heirloom in a locked chest 
a t  the foot of her bed. It is worth abari t 100 gp, but most 
dwarves of the district would pay five times as much for 
it. 



A wide network of beautifully wrought private 
chambers, common halls, and family dwellings 
linked by equally attractive corridors, has been 
carved out from the surrounding rock. Each and 
every wall in this area i s  made of pale gray stone, 
which has been intricately sculpted to  form various 
designs of obviously dwarven design. Though old, 
these molifs remain in surprisingly good shape and 
make the place a unique and intricate tapestry a t  
which onlookers can only marvel. 

A great statue stands at an important crossroad 
near some o f  the entrances leading into this area. 
This monument, made of shiny bronze, depicted 
four old dwarves. One stands proudly, holding a 
thick volt me close to the flowing beard that falls 
to his be'ty. His wrinkled face seems to hold the 
dwarven rirtues of  determination and confidence. 
A second figure is posed for battle, a wide axe with 
a heavily serrated blade in his hand. A massive 
helmet hides the features of his face, but the sinew 
o f  his powerful arms can clearly be seen. The third 
bronze dwarf si ts upon a wide anvil. H e  holds a 
short but thick bladed sword and his neatly wifed 
hair is  held in place by a thin circlet upon the crown 
of his head. The last figure is  robed in elaborate 
garments and his hair and beard are woven in long 
strands tl-at fall to the middle of his chest and back. 
He holds a wide warhammer, its oversized head 
resting u p n  his shoulder. 

A large portion of the Dwarven District consists of thi 
vast underground complex of interconnected chambers, 
which seri'e either as a primary or secondary dwelling to 
the inhabitants of the area. While many of fhese residenc- 
es have seen little or no w e  in recent years, they remain 
usable and are regularly cleaned. One of the reasons why 
this underground network was built was because the f k S E  

inhabirants of the district were miners who searched for 
gold, silver, and michral (they eventim1Iv found some 
in location Ais). In addition, old habits die hard. While 
most of thP dwarves who live in rhe district are now per- 
fectly accustomed to life outside, finding it more practical 
in their constant dealings with the humans and elves of 
the city, they maintain this network as a safe-ty precaution. 
s f  troubk ever hits th? disnict, they can always retreat 
here TO safery. 

The statue at the crossroad is rhe oldest in the enrire 
district. It represents the four dwarf founders, each the 
head of o re  of the four clans that came t o  the city long 
ago. Many dwarves view them as great visionaries who 
gave their people hope and a safe place to live. 
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this area.The rest of the ( 
homes to wealthier dwa 
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Treasures here are mi 
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h ou seh 01 d s. Exceptio 
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s (Varies): Dwarf Corn1 . 

atrol (Varies): Dwarf Ftrl-3. 

x t l y  limited to small quanti- 
pieces, the savings of modest 
ns can  be made, of  course, 
n. In Some chambers, salted 
,om, and armor can also be 
the occasional piece of jew- 

:l relatively undisturbed through 
: of the Militia conduct regular 
x t e r s  are not allowed within this 
less extreme ciicumstances force 

A C T I V I W  
Although one can mvt 
this area, several units 
patrols. Non-dwarf char 
part of the district, u n  
the authorities to let tht 
accompany non-dwawt 
they are escorted back 
corridors leading to tb 
sealed by a number of s 
by levers at various places throughout the complex. Each 
if these places are under the cate of a trusted resident of 
the area, who is charged with sealing off a given corndor 

:m in. Also, known denizens must 
:s who enter this area; orhenvise 
outside. In times of trouble, the 
e exrerior of the district can be 
tone slabs, which can be activated 

is the situation warrants it. 
A handfd of secret passageways can be found in the 

western part of this complex Each of them leads to a dif- 
ferent locaeion outside of the city wall. They are carefully 
hidden and almost impossible to find from outside (three 
consecutive successful DC 35 Search checks are needed to 
discover each of them). These secret escape passageways 
are known onIy to a few prominent citizens of the d i s ~ c t ,  
as well a handful of carefully selected Militia members, 
who keep a close watch upon them. From the inside as 
well as from the outside, they are blocked to trespassers 
by a number of massive stone slabs. It is said that several 
traps, which can all be deactivated at  once using a simple 
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lever, also prevent intruders from entering. These passage- 
ways were built to ensure that the dwarves could evacuate 
the district should they ever need to. 

,- 
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gro'ip ot humanoid raiders discovered the entrance 
onr of the secret passages leading into this part of 

e diarict. Almost miraculously, it seems, they have 
oidrd the many traps and pitfalls, and also managed 
open the barred doors leading into the district. They 

tx-e ransacked several homes and kidnapped dwarf 
iildtcn before quickly disappearing through the secret 
Issageway from whence they came. The Militia i s  wary 
operating ourside the district, so the families beg the 
3 need to track them down and save the children. 
freakish series of earthquakes disrupted the ancient 
und.itions of a small area wirhin this section of the 
strict, causing several cave-ins. Many dwarves are 
ipped OR the other side of  the debris, and many fear 
ey could suffocate. The PCs are brought into the area 
lend a hand in the rescue operation. 

TFTF SOTJRCF OF LTFF 

The pa5sageway west of the Founder statue split 
in two. I t s  northwestern branch opens into 
large common room, in which many stone table 
and stools have been set. The southwestern pas 
sage. however, leads to a set of massive door 
of unbelievable beauty. These double doors wer 
made from thick bronze o f  a shiny luster. A dozen 
thick bars o f  black iron reinforce the already soli1 
structure.  framed by the same metal, these door 
suggest being fashioned to resist a siege, bu 
a secord look at the intricate designs upon ths 
hrnnrp ~ r i r f a r ~  imntips th2t t h w  wprp a h  madp fi 

The pa5sageway west of the Founder statue splits 
in two. I t s  northwestern branch opens into a 
large common room, in which many stone tables 
and stools have been set. The southwestern pas- 
sage. however, leads t~ a set of massive doors 
of unbelievable beauty. These double doors were 
made from thick bronze o f  a shiny luster. A dozen 
thick bars o f  black iron reinforce the already solid 
structure.  framed by the same metal, these doors 
suggest being fashioned to resist a siege, but 
a secord look at the intricate designs upon the 
bronze surface implies that they were also made to 
inspire . w e .  Most of the designs consist o f  ancient 
dwarven runes of  unfathomable meaning, but a t  
the top of the doors are the distinctive symbols 
of the b u r  founding dwarf clans, fashioned from 
rnithxal inlay. 

Insidta these intricate doors stands a vast and 
splendid hallway. The walls appear to be made of 
pure gosd and the fire burning in the many torches 
set in highly stylized silver sconces cast eerie shad- 
ows upon them. In the center o f  this great place 

R FSIDFN'TS 
At all times, bur elite guards from the Uwarven Mihia are 
posted outside this hall. They are charged with protecting 
the main source of water the dwarves have access to inside 
the underground cornpIex These Militiamen do not hold -- __ 
the keys that unlock rhe doors leading into the great hall. 
The S a m e  of Life, as the inhabitants of the district caIl it, 
is a vast p o l  of pure water, which is considered by many 
TO be among the greatest treasures of the underground 
dwarven complex. Although the dwarves do not actually 
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mary wsource should the residents necd to shut down the 
district and fall back into the catacombs. 

Elite Militiamen [4): Dwarf Ftr3. 

Hidden behind the secret panel on the south wall 
is  a small chamber seemingly filled with riches. The 
treasure, however, is a fake one. A siiccessful DC 20 
Appraise check confirms that the ccins a n d  jewelry 
stored here are next to worthless. See below far 

L 

more tnformation. - 
ACTTVI'IY 
Two secter doors can be found inside this haI1. The first 
one lie.; behind a large sliding panel upon the northwest 
wall. A successful DC 28 Search check is required to spot 
this panel and a subsequent successful DC 22 Strength 
check is needed to slide it open. Behind the panel is a 
large ~ipestry, which i s  actually a well made reproduc- 
tion of one of the most ancient of its kmd. The tapestry, 
howevrr, is old, discdored, and moldy next to worthless, 
Its true purpose is to hide the small secret door behind it, 
which requires a successf~~l DC 30 Search check to find. 
This secret door leads into a passageway. that ends with an 
identical secret doorway, which opens into chamber that 
gives access to the dwarven undergmu nd complex. 

The southwestern w d l  of this hall also holds a wcret 
paneI.This panel, made of rhe same material as  the golden 
wall, can be spotted with a s~rccessfui DC 20 Search check. 
It opens into another Iarge room, which contains three 
wide piles of treasure. Large opened coffers fded  with 
gold, silver, and platinum pieces as w,:lI as with jewelry 
and various other items of seemingly tremendous value. 
These items, however, are not W Q ~ I  uhat they Seem and 
only sellre to cover the wide pits underr eath. Each of these 
pits requires a successful DC 29 Search check t o  notice. 
Anyone applying more than IO Ibs. of pressure upon any 
of the piles opens the pits; they must then succeed a t  a IX 
22 Reflex save, or else fall 100 feet to the bortom. 

IIOOKS 
The water of the Source of Life has been poisoned. 
Because non-dwarves have access to this pan of the 
dismct, and very few residents can actually enter this 
room, the few digniraries and Militia officers hold- 
ing the key to this place arc the prime suspects. The 
Conclave of Eiders feel that their best option is to hire 
outsiders - the PCs - to find out who his behind this 
and why. 
Commotion from the Source of Life disturbs the peace 
of the area. The Militiamen guarding the place fetched 
someone who could unlock the doors as well as other 
Militiamen to watch their backs. All of them were slain, 
except for a Ione survivor, who says that he saw a foul 



beast emerge from the water and kill everyone before 
retrcatinq to the abyss with the corpses of those it 
slaughtered. The PCs need to explore the Source of Life 
and s h y  the creature, which may be a water elernenral 
or an aquatic outsider of the DMs choosing. 

~ 1 8 .  S U ~ P T X  R Q O M S  
This series of simple chambers, are interconnected by 
short but wide corridors in this section of the under- 
ground complex. Each room is filled with stacks of wood- 
en crates and barrels of different sizes and make. 

The dwrrves use these chambers 10 store food and 
drink. T ~ P  Dwarven Militia is in charge of ensuring that 
the stock of supplies is well maintained, and a contingent 
of four MiIitiamen (Dwarf Ftrl) guard the pbce a t  all 
times. Because the dwarves take every precaution in case 
they need ro refreat to their underground complex, they 
store great quantities of ale here as well as dried fruit 
and salted meats in various chambers within this part of 
the district. These goods are refreshed on a regular basis, 
as the dwarves take them out of the srotes to use them 
before the\- spoil and replace them with fresh provisions. 
Should the city OT distnct fall, there is enough food 
within the stores of the underground complex TO feed the 
entire population of the district for three months. 

In the northwestern portion of the undergroun 
maze is an elaborate labyrinth of narrow passagt 

I ,  . . r . I  I I I -1 
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ways rougniy cut out worn me neoroclc. I nese pas- 
sages lead to a vast  number of small unfinished 
chambers dug into unusual shapes. Strong wooden 
beams support the ceiling in several places. 

This part of the underground complex was once rich in 
m i n e d  deposits, but now only a tiny portion of it can 
be exploited. When the dwarves originally arrived in 
the city the discovery of mithral within the heart of the 
bluffs played an important part in their choice to remain. 
Rumors of recently-discovered placinum and gold nuggets 
abound, as do stories of uncouth and vile creatures living 
in the deeper sections of the mine. 

RFSTDFNTS 
~ h ~ u g h  must of the Old Mithral Mine is mused, a riny 
portion of it is alive with activity. 40 dwarf miners, under 
the supervision of Dorak Stoutshield expIoit a n  area that 
includes a dozen small chambers. This area is relatively 
deep underground, and traveling from there to the mine's 
enhance takes severa1 hours.The miners have set up camp 
near their dig and only return to the district once e v e v  
two weeks to take a welldeserved respite and refill their 
sappbes. 
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IE WORLD’S LARG€ST CITY 

[Sorau xoursnieia: uwarr KogJ. 1 

Dwarf  Miners (40): Dwarf Exp3. - 
Anyone searching for gold or platinum might find 
small veins of it in this area. For each day someone 
spends searching here, hem is allowed a DC 25 
Intelligmce or Profession (Miner) check. Success 
indicates that they have found an area where they 
can dig out either gold (75% chance) or platinum 
(25% chance) ore, which can be smelted down into 
valuable metal. Each miner working it produces 
enough ore to realize 40 gp (for gold mines) or 10 
pp (for platinum mines) per eight hours worked. 

ACT 1 V 1‘17- 

Some passages o f  the Old MithraI Mine were closed down 
long ago planned cave-ins were triggered in order to shut 
The passageways off forever. Since most of them run deep 
into the rock ofthe earth, the dwarves did not want to take 
any chances by leaving them open. After 311, who knows 
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M’Wdl rnrna~e rnignt oe iurmng unaerncatnr ~urnor s  
about mvsterious creatures from far below abound, but as 
far as an!’one can tell these are mereIy stories told by dwarf 
parents to their children. Unwary explorers could easily 
get lost in the old MithraI Mine, however, and the DM 
can easilv expand it into a dungeon complex many times 
larger than what is shown here. 

Somewhere, hidden deep inside the old Mirhral Mine, 
is a serirs of small but well-furnished chambers. These 
rooms are used as the secret headquarters of the Dwarven 
Undergrmnd, an unofficial organization made up of a 
few handfuls of individuals who meet on a regular basis 
to share inlormation on their activities and ensure that 
thejr agenda is progressing according 10 plan. They wish 
to break the power of  the traditionalists in the district, 
easing the old taboos against dowing  outsiders in and 
freeing dwarven poIitics from the stagnation in which 
they fin? themselves. They have begun sIowly: WorkLng 
conjointly with thieves and smugglers based in the Docks 
and Warehouse mistrict, the Dwarven Underground is 
attempting ro bnng non-dwarven items imo the district 
and sell them for less than what the local merchants sug- 
gest. It’s 5ard going, however.Thoagh they do manage to 
make rnrney, black marketers are not the most welcomed 
people in the disrrict, as most of its citizens are not only 
law-abiding individuals but also fervently protectionist 
of their own people and their economy FOZ now most of 
the Underground’s activities focus on smuggling items 
of dwarven make out of the district. They use the old 
M i t h d  Mine to meet and stash their goods. See Darakoris 
House (location AM) for further detalls. 

IOOKS 
No one has heard from Dorak Stou&eld and his min- 
ers in over a month. A search party w a s  sent to the min- 
ers’ camp, but never rerurned. Friends of Dosak (or one 
of the miners) ask the PCs to investigate. 
One of the many closed passageaays o f  the mine 
was reopened by a fell crearure, who now terrorizes 
the mhabitants around the mine entrance. They hire 
the PC3 to hunt down and drive the beast back from 
whence it came. 
A smaIl army of humanoids led by a senior cleric of the 
Wests of Calarniry Temple (see location J5) recently 
discovered a way to use one of the cJd corridors of the 
mine to gain access to the Dwarven District. They are 
planning an invasion - an effort to “liberate” their 
comi-ades in the Humanoid District - and hope r~ 
seize the whole of the Dwarven Disr rict in the process. 
The dwarves d need all the help they can muster if 
they hope to drive these aggressors hack. If the PCs are 
in the district when this attack occurs, their help will be 
needed to put it down. 
word of the activities of the DWaTVen Underground 
has reached the Conclave of Elders. They hire the PCs 
to locate and arrest any smugglers mociated with them 
who might be in the district, a task that might not be a5 

easy as it looks considering the size and complexity of 
the Old Mithral Mine. 
The PCs are hired by the district Conclave of Elders to 
investigate the rumors of emeraEd f ndings in the Old 
Mithral Mine. In their search, the PCs discover that a 
renegade member of the Silveranvil Clan has not only 
uncovered emeralds within an abaidoned section of 
the mine, but has also secretly begun to steal them for 
himself. Who is helping this renegade in his endeavor? 
Members of the dwarven community? A spellcaster 
from another district? Or perhaps even some organized 
criminal moup from outside of the c.r+ 

Bp 



A ring of heavy black stone neatly set together with 
mortar encircles a wide basin filled with stale water. In 
the center of  this pool is a dark marble plateau upon 
which stands a great statue of a dwarf warrior. The statue 
is carved from green marble and dominates the area. The 
warrior is 5ome 9 feet tall. He wears a kilt, laced sandals, 
and breastplate armor, carved in a remarkably detailed 
faashion. Brilky muscles can be seen from under the cloth- 
ing. The dwarf holds a battleme in one hand and a short 
spear in the orher. His head i s  framed by a thick mane of 
iinndy hair, but his face ifbeardless and youthful. 

This is the statue of Kaar the Bloodthirsty, an ancient 
hem who once single-handedly saved the lives of the four 
otiginaI divarf founders of the district. While the ta les  
of his deeds are shadv a t  best - he is often portrayed as 
harsh and unduly violent - his exploits are recounted 
in manv books, poems, and songs, and all the inhabitants 
of the district are familiar with his legend. &ar dlegedly 
stood up aqainst an entiTe army of savage QKS in order to 
the save the founders who were then on a diplomatic mis- 
sion. Became of his importance in the lare of the district’s 
history, a peat artist built this statue in his honor. 
Theugh the fountain where the starue was placed is now 
broken (it. source CUT off by tremors i n  the ground cen- 
turies ago)< the place s t d  serves as a playground for dwarf 
children. Roth children and parents can be found around 
this area throughour the day. Anyone interacting with the 
dwarves gathered around the statue can Iearn from them 
about the legend of Kaar the Bloodthirsty: 

HOOKS 
Legends from the ancient eta state that G a r  eventually 
met his match in a cunning OK sorcerer, who trapped 
his soul within a Lfellke statue in his image. Some 
residents of the district believe this tale, and the recent 
discovery of the herds chronicles, written by one of his 
contemporaries, seems to confirm the story The text 
also reveals that d y  an ancient artifact, in the form of 
Kaar’s helmet but made from marble and of the same 
scale as the herds grearer-thm-hfe statue, can release 
~ a a r  from his ancient imprisonment. Can the PCs find 
this oversized (and heavy) helmet? And once they man- 
age to piit it on the statue’s head, what incantation do 
they need t~ sing in order to release the soul trapped 
within’ 

- 
The corridor abruptly ends at a set of massive 
bronze doors, each decorated with the face of an 
angry bull. Though the images are only slightly 
elevated from the otherwise smooth surface of  
the doors, the horns protrude for about two feet. 
Within the nose Q f  each bull’s face, set within the 
nostrils, is  a fine golden ring. 

Beyond the doors stands a large but oddly shaped 
hall. Massive columns form a number of different 
structures within it, joined by high walls which help 
to support the vaulted ceiling. Each of the three ta l l  
but narrow stone ”buildings” on the western side 
has only one door, made out o f  strong iron. There 
are several windows surrounding these buildings, 
and their walls run up te the ceiling. On the eastern 
side stands a massive, almost fort-like structure, 
made out of stone and surrounded by narrow slits 
perfect fer archers and crossbowmen, and can only 
be accessed through art iron portcuik, which in 
turn leads t o  a strong iron door. 

This haEl, affectionately called the War Room by most 
denizens of h e  area, was the first fortified place built by 
the original dwad settlers. Officially maintained by the 
Dwarven Militia, the War Room never actudly saw any 
use, despite its practical design. The dwarves, however, 
lLke to think that i€things turn bad they can use it to house 
their most important dignitaries until the  trouble passes. 

Though the buildings to the west contain only simple 
military gear, and large sacks fdled with sand, the S ~ C -  

ture to the east ran actually be used as a fortdied room 
where high-ranking officers and district officials could 
plan m h a r y  strategies, I t  contains maps of the city and 
the district, various .types of supplies, and enough arms 
and armor to equip a hundred Militiamen. 

RES1 DENTS 
There are always four to twelve experienced members of 
the M h a  guarding the War Room. 

Elite Dwawen Militiamen (Varies): Dwarf Ftr 3. 

Soldiers’ gear, food, ale, detailed military maps 
(both old and new), and weapons and armor of 
various sorts can be found in the War Room. 

In recent years, the Mht ia  has used the grounds around - + 
the  various buildings within the War Room to train new h 
recruits. Because of its unique design and secluded ioca- 
tion, special exercises can be performed here with ht le  or 
no difficuly. Abem one week out of the month, rhe pIace 
is used by trainers and hf&KiameII to hone their skills, and 

. 
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milk 
parr] 
(see 
ro hi 

CIN maneuvers requirrmg coor- 
i units. Under specd circum- 
permission to take part in the 

harven  Militia. If the PCs are 
icularly good combatants, Marsha! Amar Bladrtooth 
location Az) may even hire them to teach new tricks 
s mpn. 

;S 
le PCs are hired to train the men of the Miliria. f i r i n g  
e exprcises, one of them attempts to murder one of the 
1s. Why was this man hired to assassinate the char- 

acter? Who is behind the affair? An old enemy of the 
parry? Or perhaps a fanatical and xenophobic p u p  of 
the community who wish to frighten all foreigners out 
of the district? 

* A p u p  of foreign humanoids recently dug a long tun- 
nel that brought them IO this room. They obviously had 
a detailed map of the area and were undoubtedly sup- 
ported by magic. Now, they have barricaded themselves 
inside the f o r d e d  chamber and refuse to abandon the 
place unless the dwarves hand them a truly outlandish 
ransom. Appalled by the reiuctance Qf his senior corn- 
manders to take back what is righrfuUy theirs, Marshal 
Blacktooth hires the PCs to "storm the castle." 

A22!. MEETlNCj HALT, 

A large, flat-roofed building of sandy colored stone 
stands at the foot of the bluff in the northwestern 
part of the open-air neighborhood o f  the district. 
d series o f  massive columns of the same material 
and coloration supports the part ofthe roof cover- 
ing a large porch on the front of the building. A 
flight of steps, as wide as the building itself, opens 
upon this simple gallery. There are no doors lead- 
ing irto the edifice; only a massive, perfectly square 
archway 

A long halfway stands inside, flanked by a row of 
colurnnr, of dark and lustrous brown stone, which 
support the ceiling and roof. At the end of the hall 
is  a wide dais of she same highly polished stone. 
Upon this simpte podium is  a rectangular dark 
green marble block about 3 feet high. 

RwrDEwrs  
During most of the year, the Meeting Hall serves as a gath- 
ering place that anyone from the dismct can use. Family 
gatherings, clan meetings, wedding celebrations, and 
simiIar sorts of events take place here. During the winter 
months, as well as on rainy days, the districsk politicians 
somerimes use the Meeting Hall to address the populace. 
Because so many people wish to use t t e  place for special 
or private events, such as clan gatherings, a designated 
administrator takes reservations. T h i s  dwarf, one Nirkon 
Fellblade, is a noble and venerable old fellow from the 
Silveranvil Clan in the twilight of his yt:ars. Nirkon is also 
in charge of appointing peopIe to clean and maintain the 
Meeting Hall, and he maintains a st& of twenty to heIp 
him. 

Nirkon Fellblade: DwarfAri7. 

Administrative Staff (20): Dwarf Cornll. 
The Meeting HaIl is one of the first buildings constructed 

families in need of shelter 
constructed. After a couple 
facilities were completed, 

in the district. Its original purpose was to house the dwarf 

verted into a place where dwarves of all ilk could meet 
and discuss matters of the day. The place s d I  retains this 
function todav. 



Using the Meeting H d  is a free service offered to the 
communitv, and any denizen of the district can use it. 
Funds for the upkeep and repairs are taken from the dis- 
trict‘s treasury and handed out as needed by the Conclave 
of Elders. Any resident of the district can reserve the 
Meeting Hall  with Nirkon Fellblade (provided there are 
no confl~cting dates). Although it seldom happens, for- 
eigners are sometimes allowed to use the Meeting Hall, 
but they must first agree to rem the place at the cost of 
300 gp per day Then they must ensure that no residents 
are actuallv using the facJility, and present their case to the 
Conclave Qf Elders to receive permission (entertaining 
friendly relations with members of the Conclave always 
helps). Those well known and well respected within the 
dwarf community have a much easier time of it during 
this process. 

HOOKS 
During a small and private wedding ceremony, the 
groom suddenly fell iU  and rhhe wedding was postponed. 
TWO days later, the dwarf died of an unknown ailment. 
The bride-to-be suspects that her aristocratic father is 
behind the ordeal because he always obstinately refused 
to let her marry a commoner, even though she loved 
him. Is This a ruse mncocted by a foe of the father ofthe 
bride or is her rich family actually involved in the death 
of her would-be husband? And what manner of magic OT 

poison w a s  used to murder the groom? Is this the work 
of someone in the district or were outsiders involved? 

A23. T H F  5RFAT SMITHY 

This 50 ‘uot-long building is cruciform. Its walls 
are windowless, made of  dark gray stone blocks. 
In fact there are only two sets of  windows in the 
entire structure: one some 30 feet above ground, 
and ano’her 5 feet below the f lat  roof. There are 
no pane5 in these windows, which are fitted with 
bulky iron bars. The soje entrance to the building 
is marked by great set of bronze doors. Dwarven 
runes have been carved into the stone above the 
door; they read, “The Great Smithy.” The roof of  the 
large strrrcture is comprised o f  f i a t  burgundy tiles 
from which twenty chimneys protrude. Pale gray 
smoke rises from them, forming a thick smog that 
constantly hovers above the place. 

The Fre oftwenty hearths and furnaces bathes 
the inter or in a golden orange light and warms the 
place to an uncomfortable temperature. The Great 
Smithy k a veritable bustle o f  activity, as dozens o f  
workers melt various types of metals in a score o f  
hot furnaces and hammer strips o f  iron or mithral 
upon wide anvils. The sound oftheir crushing ham- 
mers reverberates through the open hall. 

Lhe most accomphshed dwarven smiths I 
craft at the Great Smithy. Within the comfori 
of their own community, which view the 
uncanny importance, these metal and we 
fashion works of intricate design, trerneni 
iry, and high value. Their wares are in high 
they are more than happy not only to sup1 
of the many residents of the district, bur also to sei1 thexr 
valuables in other parts of the city. only dwarves mav 
work in the Great Smithy? and among them only the 
apprentices who have proven their mettle and work ethic 
to the Master Smiths will ever cast iron in this place. The 
dwarf smiths judged less worthy by the Masters must find 
employment somewhere else. While most of them even- 
t u d y  serve in the Dwarven Militia or become apprentices 
to other crafismen, some also fmd employment as smiThs 
in other parts of the ciry. For rhe dwarves, this is consid- 
ered a shameful S Q ~  of exile. 

Headed by Grand Master Karn Hammerhand of the 
Hammerhand Clan - who is considered one of the 
best living smiths 0x1 the planet - the Great Smithy is 
renowned as the greatest colIected of iton workers in the 
world. Au cultures and civhations that have heard about 
the city or that have seen the work of the artisans from 
the Great Smithy are aware of the worth of the items fash- 
ioned there. Many warriors of the city, in fact, refuse to use 
any arms save those made by the dwarf weapon smiths of 
the Great Smithy. 

Since its foundation, members of the Hammerhand 
Clan have run the place. Not only do the Hammerhand 
excel a t  all sons of metal craft, but they are also considered 
great visionaries and inventors. Throughout the years, the 
men of Clan Hammerhand experimented with r n ~ g  d&- 
ferent types ofmetal to form new and experimental alIoys. 
They have developed remarkable techniques allowing 
them to make items of impressive durabihy, pmcticabil- 
ity, and design. Among the twelve master forgers of the 
Great Smithy are ten members of the Mammerhand Chn, 
including Grand Master Kam, who heads the prestigious 
instinttion. Below them are over 100 experienced journep- 
man smiths, as well as a score of apprentices who have 
only recently been accepted among the elite smiths’ rank. 
There are also five young apprentices being evaluated by 
the Masters+They are called ’‘outsiders” and must work for 
one ofthe Master Forgers for a period of at least one year, 
after which time the Master decides whether he is worthy 
of becoming a fully-accepted apprentice or not. 75% of 
those worhng at the smithy are of the Hammerband Clan, 
1% ate of the Silveranvil Clan, and the remaining work- 
ers are a mix of the other two dwarf clans ofthe district. 
No foreigners, not even those of grear renown, have even I _  

been invited to work at the Great Smithy. Some of the best a -  
dwamen smiths of the world, however, have occasionauy 

’ 

been allowed to visit the establishment and work a t  its 
forges. 



The C.reat Smithy 
houn a day; the man 
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iirerariy viorares w m  acriviry 14 
y dwarf smiths toil dav and night 
s. The smiths of the Great Smithy 

eight-hour shlfts, during which time they take no 
~t any time, there are at least four master forgers, 
icymant smiths, and a dozen apprentices working 
desperate times, these numbers can be doubIed 

bd, but ir  takes exceptional circumstances for the 
7 5  the Great Smithy to change their routine, and 
not happened in many decades. Because of the 

iluables found therein - and because the institu- 
he most lucrative in the district - members of 
itia constantly patrol the area around the Great 

~ I I U I I ~  and a contingent of elite Miliriamen guards its 
soIe entrance. 

Grand Master Karn Hammerhand: Dwarf Exp 
121Wis 6. 

Master Forgers [4): Dwarf Expl5. 

journeyman Smiths (36): Dwarf ExpS. 

Apprentice Smith (72): Dwarf Expl.  

Bite Dwarven Mifitiamen (4): Dwarf Ftr3. 
~ ~ ~ 

Ingots of metal can be found inside the walls ofthe 
Great Smithy, from valuable silver, gold, platinum, 
and rnittlral t o  the more mundane iron and copper. 
Different types of alloys, especially steel used to 
fashion arms and armor, are also commonplace. 
Precious and semiprecious stones, which are used 
to embellish the more intricate pieces fashioned by 
the Master Forgers can also be found here. These 
are kept under lock and key at al l  times. At least 
five hundred finished products can be found within 
the Great Smithy, ranging from mundane everyday 
items (such as horseshoes and tools), to strange 
art piec~s,  ordinary and masterwork weapons and 
suits of armor, and fine metal jewelry. Like the 
gems, they are stored within a locked chamber near 
the entrance of the establishment, requiring a suc- 
cessful DC 30 Open Lock check to pick. 

AC'I'IV[lT 

Although the Great Smithy oniy rarely welcomes strang- 
ers, some foreigners of special status (such as dignitaries 
from othrar parts of the city or the world) or skills (such 
as famous metal smiths) are sometimes invited to visit. 
During such rimes, extra measures are taken and addi- 

--"d- 

tionaI members of the Militia are brought to keep an eye 
on the lccked rooms and coflers holding the Smithy's 
various valuables. Characters who entertain good rela- 
tions with a Master Forget or Grand Master Karn can 

I -  ... r r  I -- 

this is only acceptabIe in special circumsrances. Most of 
the equipment fashioned in tbe Great Smithy is  sold to 
partner dwarf merchants or wholesalers who handIe the 
business srde of the affair. 

HOOKS 
In  recent weeks, sevetal items have been stolen f r ~ m  
the Clreat Smithy. These were little trinkets af first, but 
the last few were of gteeater vaIue (pel-haps even magical 
in na w e ) .  The PCs are asked to org,mize a stakeout in 
an attempt to uncover the person responsible. When 
they realize thar one of the most vtanerable smiths of 
the place is behind the thefts, they must act quickly and 
discretely in order to preserve the Great Smithy's inter- 
na ti0 nal reputation. 
The last two days of production wfre waqted, as the 
Master Forgers realize that the iterrs created by their 
smiths are worthless. The meral used to fashion them 
is soft, and it bends and breaks easily. Someone tam- 
p e d  with the stock of raw mate~als ,  or with the fires 
of their forges. Whatever the case, magic is involved, 
requiring further measures to fix thi3gs. The PCS must 
not onIy find the problem and locate the cdprits, but 
a h  uncover a way for the Great Smithy to resume its 
normal activities. 
The Great Forge requires a prodigioiis quantity of raw 
metal to fuel it, and Grand Mastet !&rn is always inter- 
ested in finding good new sources 3f supply. He and 
the fiarnmerhand Clan have entered into a business 
relationship with the Sir M o n q p  Tieran (see location 
E13) to exploit a recently discoveted nine. He has never 
dune business with humans before quite this intimately, 
however, so he hires the PCs to inVt.Stigate the Tieran 
faamilv for him. Alternately, Grand Master Grn  could 
also hire the PCs to investigate rumors of yet another 
excellent deposit of metal ore in another location. 

A 2 4 .  WRXFHOUSF 
T h i s  simple single story building, like many others in the 
distrrict, is built of pale gray stone. Its walls, however, are 
windowless and its flat roof holds no chimney. A single 
door, made of iron then painted violet, leads to the meet .  

This elongated building originally served as a ware- 
house where the artisans of the Great Smirhy stored their 
mw materials as well as some of their nose ordinary fin- 
ished goods. Today, the building continues to serve this 
purpose, but the Master Forgers prefer to keep their com- 
pleted items within the Smithy i t s e l f u d  their partners 
(mostly merchants or wholesalers) come to pick them 
up. Accordingly, the warehouse is usually only half full. 
It holds all sorts Qf raw metals, as well  :IS additional tools 
needed for work at the Great Smithy, such as hammers, 
anvils, and pincers to hold molten rneta: , 



A pami  nr  tour elite nwmamen ( m a n  r r m l  guams me 
premises at all times. The sole entrance to this budding is 
kept Iocked, and only two keys exist. One is kept in one 
of the safes of rhe Great Smithy while h r n  Hammerhand 
himself carries the other (see location A 2 3 ) .  Picking the 
lock requires two successful consecutive DC 26 Open 
Lock checks. Failing any of these checks freezes the mech- 
anism, which makes the door impossible to open unless a 
locksmith repairs it (which takes over four hours of work 
and a succt-ssful DC 30 Open Lock check). 

HOOKS 
A theft was tecenrly attempted a t  the Warehouse. 
Some of the culprits distracted the Militiamen while 
a t  least one other artempted to unlock the door. The 
maneuwr spoiled the lock completely, and even the 
dissrict locksmith cannot repair the intensive damage 
(the mechanism was  mined with acid). Grand Master 
HammeThand hires the PCs to find a sohtion to this 
problem, and perhaps investigate who was behind the 
atternptd burglary. 

A25. qR.Z‘YBFARD’S BRFWFRY 

Unlike most dwellings in the district, the roof o f  
this large building i s  a pointy structure made from 
bright yellow clay tiles. A dozen chimneys of  dark 
red brick protrude from the roof, and billowing 
white smoke farms a wide cloud above the other 
buildings of the northeastern part of  the district. 
The house itself is  made from red brick, between 
which a thick layer of gray mortar can be seen. 
A wide and well-kept path, paved with the same 
material. leads to the entrance of the building, in 
front of which i s  a colonnade of white pillars. On 
either side o f a  large opening stands a great door 
made of oak, which could easily be shut .  In front of  
the house is a wide sign carved out of maple. The 
words, “Graybeard’s Brewery” are carved upon the 
sign in dwarven runes. 

Inside is a large working area where several dif- 
ferent types of ale ate made. Wide basins dominate 
the inside o f  the building, which also hold several 
stacks of sacks filled with wheat, barley, and other 
products needed to  produce the brew. On either 
side o f  the entrance, both walls are filled with piles 
of  wooden barrels, metal kegs, and glass bottles 
filled wit? ale of different grades. The contents of 
the barxers are stenciled along the side and the seal 
o f  the C-aybeard Clan (the face of a wizened old 
dwarf) ctn clearly be seen upon their tops. A wall 
separates a small area of the building, which serves 
as the aeministrative office. 

brayoearas Brewery IS me secona iar 
respected institution in the disrrict. 
men of the Graybeard Clan have perf 
ing. Their business offers ale of ddfer,,.. 5LauGG y L L c c , ,  

including specialty ales that onlv they can product 

RFSTDCNTS 
The place employs 90 skilled brewers as well as several 
sellers to deal with the merchants who purchase i i  
ucts. Threkir Graybeard, one of Ciry CoiinciLnar 
Greybeards brothers, runs the pIace. While the E 
i s  owned and has always been operated by membet 
Graybeard Clan, it employs dwarves horn aU four ( 

Graybeard’s Brewery is open 24 hours a day. i 

30 empIoyees are QII the premises at all times (working 
in shifts of eight hours), including at least two of the six 
master brewers, twenty journeyman brewers, and ten 
apprentices. The masfer brewers are the recipe specialists 
and supervise the work of the journeymen, who have a 
number of specific tasks TO perform. The apprentices, for 
the most part, do most of the grunt work while they slowly 
learn their craft. 

Threkir Graybeard: Dwarf  ExplZIAriG. 

Master Brewers 22): Dwarf Expl 0. 

Journeyman Brewers (20): Dwarf ExpS. 

Apprentice Brewers (10): Dwarf Expl. 

ts prod- 
I Tharn 
kewery 
’s of the 
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4t least 



of the ale barrels that had been sold to the Burrow 
Greybeard hires the PCs to inves:igare. They could 
uncover a well-plotted coup, aimed ;tr a bigger political 
scheme, or a simple dispute among employees that took 

Vast amounts of the raw materials needed to 
producc ale can be found in Graybeard’s Brewery. 
Dozens o f  barrels filled with fine ale can also be . - ,  om’neo ,  incrmng rwenry OT --clrayneara s cloiae 
Stream,” the brewery’s most renowned recipe. TF 
adrninktrative ofice of the Brewery also guards 
locked chest (successful DC 20 Open Lock check 1 
pick) containing a record ofthe business’ patrons t 
well as ,me large sack holding 2,000 gp. 

city come to Graybeard’s Brewery and f d  their wagons 
with barrels and kegs of ale. These retailers and whole- 
salers usuaIly bring back their empty containers to the 
brewers, who can wash and reuse them. Dwarves from the 
district are welcome at the Brewery any dav from 8 a.m. 
to noon. Anyone can purchase direcdy from the Brewery, 
provided they buy it in sufficiently large amounts. To 
do so. they must deal directly with Threkir Graybeard. 
WhiIe the old dwarf proudly respects set prices, he can 
offer substantial discounts to merchants who agree to buy 
exclusiwly from him. Kerdic Longfoot of the Burrow (see 
locarion A14) is one of those loyal buyers who benefits 
from this kind of deal. 

The Brewery offers difEerent grades of d e ,  a11 o f  which 
is of fine quality. “Graybeard’s Own,” the most common 
ale, ir; produced in vast quantities. “Graybeards Red,” 
“Graybeard’s Yellow,” and “Graybeards White” are special- 
ty ales in high demand among wealthy or noble circles. 
The best kmd of ale produced here, however, remains 
“Graybeard’s Golden Stream,” which take5 four years to 
mature. While the more common ales are produced and 
sold in large wooden barrels only, speciaIry brews are also 
available in smaller containers, such as metal kegs and tall 
glass bottles. 

HOOKS 
* The shipments of the last three merchants who pur- 

chased ale from the Brewery were attacked outside the 
district. Many of the merchants were killed and the 
others were badIy beaten. The barrels and kegs of ale 
they carried were destroyed. Witnesses and victims 
of these atlacks say that a bevy of masked humans 
were responsible. Why does this band of murderers 
concentrate their attack? solely on merchants buyiiig 
from Graybeards Brewery? Is someone trying to dis- 
suade merchants from doing business with the ancient 
dwarven instirution? Or is this simply a coincidence? 
Threkir Graybeard hires the PCs to find out. 
One or Graybeard’s journeymen has recently disap- 
peared. A frantic search could not uncover him.. . until 
seven1 days ago, when his body was discovered in one 
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a mrrn tor the worse. 

A 2 6 .  THF CTRFR HOIJSF 

I 01 a it.riLea yara T I I I ~ U  wirn appierrees. 

;trict 
‘ront 

ne trees are 
short and neat\y trimmed, and form 3n orchard t h a t  
extends northward up to the face or the mountain 
and eastward to the great wall making the edge o f  
the district. The building itself is 20 feet high. Its 
roof is f l a t  and includes several chimneys. On the 
southern side, the fence is  made from the same 
” _ _ _  - - I - - - J  _ L _ _ _  _ -  L I . .  L -  - A . . . I  I I  ruse-coiurea sTone d> me nouse aria reacnes rne 
high wall that separates the Dwarven District from 
the Humanoid District to the east, In front o f  the 
building is a large pale green rnarlile slab cut in I the shape af an apple. At-the center are carved the 
words “Cider House” in dwarven ruties. 

The Cider House is a relatively new institirrion in the 
Dwarven District, only slighdv over 103 years old. Before 
this pIace was  built, the entire area was a field where 
apple trees grew aplenty. They legally bzlongcd to a l l  resi- 
dents of the district, but few of them a1:hrally used them. 
When lbnik Greenhand, a n  enterprimiing young dwarf; 
presented a concrete p h n  to the district’s Conclave of 
Elders rxplaining how to expIoit the place, the ConcIave 
permitted him to build on the site.The ;ipple trees formed 
3 natura1 resource which could be put to good use, and 
Greenhand did not intend to see them squandered, The 
Conclaye also agreed to give him exclusive rights to the 
orchard. In  exchange, Greenhand was to give the district 
45% of all his earnings. This agreement ends in three 
years. 

R G S  I 13 F KTS 
Under the supervision of Korvik Green) aiid (who handles 
all administrative duties), a master appIe grower named 
Ronok Longsleeve and a master cider maker named 
Thurnoir Scarlctaxe, twelve dwarves work at the Cider 
House. They are responsible for seasorial apple picking, 
for taking care of the apple trees (mostly by cutting away 
dead wood to keep them strang), and for making the dif- 
ferent q-pes of ciders. 

Koruik Greenhand: Dwarf  Expl 1 /Rog3. 

R o d  Longsleeve, Master Cider Maker: Dwarf 
Exp8. 
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Exp6. 

Dwarf Erp3. 

Dwarf Expl. 

journeyman Apple Grower and Cider Makers (9): 

Apprentice Apple Grower and Cider Makers (4): 

as vast containers where the I 
ferment, empty wooden barrel’s, 
crates. Wmthin the administrativ 
,,:, r?.n+-;n;nn CRi-i nn qnrl 1 . 
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Hundreds of barrels and bottles o f  various types 
o f  cider can be found at the Cider House, as well 

iquid is  placed to 
glass bottles, and 

e office is  a locked 
aaic culrrallrlllF. Rv 51 cabinet with dmzu- 

r 
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ments pertaining to the yearly harvests and payinf 
customers. Several books on apple picking anc 
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upon a shelf. A basket filled with fresh apples stands 
in the center of a wide stone desk, surrounded by 
paper and ink. 

ACTIVITY 
The Cider House produces sweet apple cider in three vari- 

l a s t  ha! 
only ty 
and mc 
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sold to 
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from the Cider House, but instead mu5 
the few merchants from the district tLluL .,L1.J 

1ICtS. 

IlOOXS 
Greenhand‘s contract with the district’s Concl 
Elders will be up for renewal soon. Although he 1- 
some financial difficulties in recent years (most 
to bad weather and poor harvests), he is confide 
he can make the establishment even more pro 
However, he does want a contract that wdl bf 
lucrative for him. He hires the PCs as his main at 

and negotiators, asking them to bribe, coerce, or 
wise convince the members of the ~onc jave  to a1 
his demands. 

* The last harvest was not a good one for the Cider 
The apples were small and dry, and their colorati 
an odd dark green that Greenhand and his ern! 
had never seen before. The strange apples (whic 
in fact magically mutated), produced biner cider, 
hewould never dare sell. Why did someone ramp 
rhe harvest? Who is  trying to discredit the Cider 1 
Someone who wants to evict Greenhand and h 
ness in order to take the place for himself? Or sin 
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West of the high wall bordering the distr id stands 
a great qouse that stands over 50 feet tall. In front 
of it is  a tiny wooded area sti l l  untouched by civili- 
zation. The house itself is made from white stones 
and its three distinct facades hold a number of dif- 
ferent colonnades composed of the same material. 
Though each of  these facades has a doorway, it is 
clear that the principal entrance is a t  the heart of 
the structure: a high set of double doors framed 
with an intricately carved archway covered in hun- 
dreds oi dwarven runes. On top of the doors is a 
massive and perfectly round bronze plate embla- 
zoned M ith the face of a wise old dwarf wi th a flow- 
ing beard and helmet. The heraldic symbol stands 
nrit frnm t k ~  nfhpnwkp nilre i i i h i t m  ctnna A f  the 

- 
One of the first buildings to be built in the disnict, House 
Graybeard is the traditional seat of the clan's leaders. For 
generacions, those who have led the clan and their many 
advison :typically their brorhers ot uncles) have lived 
here. Thoirgh old, this beautiful manor is well kept. Llke 
many of Khe buildings in the district, it was so well made 
that unless disaster strlkes, it will remain standing for 
uncounted generations to come. 

RES ID F NTS 
The members of Clan Graybeard are, for the most part, 
rigid, conservative, and inflexMe. f i e v  tend to view the 
world as eirher black or white, and most fail to grasp the 
many shades of grav in between. Of all the different clans, 
they are the most xenophobic, and many among them 
view non-dwarven cultture as an affront - and even a 
threat - to their own cultural heritage. In fact, many 
Graybeards fear that the uniqueness of their own people 
wilI eventually disappear if the common dwarven popula- 
tion is allowed to intemhgle with the rest of the city. 

The members of this clan are often stern and highly sus- 
picious of strangers, but they do get aIang well with mast 
dwarves. ' h a t  they fear above all else is chaos. They view 
order as the goaI all respectable societies should strive 
for, and many Graybeards are wiIling to enforce law and 
order thTDUgh every means at their disposal- even if this 
means anaulling the freedom of other dwarves. After all, 
they know what is best for their people. 

T h a r n  Graybeard, the clank elder, is the district's official 
representative on the City Council. He and his brothers 
play a key role in district poliftics and all are par t  of the 

-. Conclave of Efders. Tharn hopes to reintroduce 5ome of 
the old code of conduct, and rekindle traditional dwarven 
values within the district. He and his brothers would prob- 
ably rule the place with an iron fist were it not for the fact 
that  the members of the other clans are watching them 

* 
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ence should be removed from the district.The Graybeards' 
views are regarded by some of the younger dwarves as 
archaic and inflexible, and many residmts are beginning 
to question their leadership. 

Each of Tharn Graybeards brothers days a n  important 
role in the cIan. Threhr takes care of Graybeards Brewery 
(location A251 and thus generates most of the clan's rev- 
enue. He can be found there most or  the time, but he 
lives here in rhe ancestral home. Thurcn Graybeard is the 
principal political advisor of his elder trother. He fdlows 
Tharn everywhere and, when need be, clefends his interest 
at the district Conclave of Elders. The youngest brother, 
Thurvilc, takes care of the ancestraI holrse and represents 
T h a n  during private clan meerings. 

Tharn 'The Elder" Graybeard: DwarFAril SJFtr 4. 

Thuron Graybeard: Dwarf Ari 14. 

Thurvik Graybeard: DwarfAri7. 

Threkir Graybeard: see location A25. 

Graybeard Aristocrats (15): Dwarf Ari l .  

Servants and Repairmen (1 0): Dwarf Corn1 . 

House Graybeard holds a wide var ety of ancient 
dwarven items: weapons, shields, armor, helmets, 
clay and silver mugs, iron combs, gold brooches, 
rnithral necklaces, bronze armbands, and so an. 
They are worth about 10,000 gp, in total, but they 
have deep sentimental value to  all rpsidents of the 
district, who would pay up to  four times their actual 
worth in order to get them back. A kidden, locked, 
and trapped vault under the manor house also 
holds clan treasures, which total 28,000 gp in plati- 
num coins and precious stones. To gain access to 
this vault, one must find the secret trapdoor within 
the floor of  the first story house (successful DC 32 
Search check to  notice), unlock it (with a success- 
ful DC 28 Open Lock check), and descend a 50-foot 
long ladder that leads into a small underground 
chamber. Anyone stepping upon thi. floor of  this 
vault without first pushing a hidden button (found 
upon the wall near the ladder, with a successful DC 
34 Search check) automatically triggers a word ~f 
chaos trap placed upon the room: C R  8; magical 
device; location trigger; automatic relet; spell effect 
(word ofchaos, '15th level cleric); Search DC 32; 
Disable Device DC 32. 
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A c r T v I n  
While most ofrharn's decisions are revealed at the Hall of 
the Ancestors (location A ~ o ) ,  all of them are made here. 
Each week, Tham and his three brothers gather at House 
Graybeard to discuss important political affairs. In the 
rare instailces that Tharn cannot attend (because of his 
duties a t  the City Council), Thuron presenrs his brother's 
views and ideas. Once per month, other members of the 
Graybeard Clan are allowed to participate in these meet- 
ings and share their ideas. ]However, since the members 
of Clan Graybeard strictly follow ancient custom, only the 
head of each individual family is welcomed. Some youths 
of the clan are beginning to openly question this PrNFiCe, 
as all ether dwarven clans are much more inclined to lk- 
ten TO their younger members. Characters visiting House 
Graybeard might receive permission to see one of the 
elder brothers. ~. if they are dwarves. Non-dwarf charac- 
ters wilI nwer  be allewed inside; as such a person is never 
welcome 3 t  the ancestral manor. 

HOOKS 
Dissatisfied youths of Clan Graybeard, supported by 
a number of district residents from the other clans, 
ate protesting in front of House Graybeard. This small 
throng claims that the politics of the clan are too rigid, 
that thfir views of non-dwarves are too narrow, and 
that their attitudes towards the young members of the 
clan are an affront to modern life. The PCs are hired by 
the Graybeard elders to disperse the crowd and make 
sure this type of chaos does not happen 
again. WlTl they perform their duties 
or d they be swayed bv the throng's 
ideals? 

A.28. HOUSF OE CLAN H A M M E R H A N D  

< .  . * r  ber of intricate wotk~  of art  1 

Countless works of metal - 
armor to highly stylized we: 
jewels, and similar items - c a ~  
stead. The elaborate stained g1 
bars designed to prevent any o 
place. Many runes and wondr 
the ptotective bars, allowing th, 
interior decor. 

RES I O  ENTS 
fie members of the Hammerhand CIan have long 
important roles in the  Great Smithy (location A23) 
the foundation of the city, the males of the cla 
devoted themselves to this respectable institutio 
many &mimethands have in turn become Grand 3 
of the Great Smithy, For cenruries, most sons of tl 
were encouraged to become weapons crafters anc 
smiths. Those who chose other professions (either E 
of ineptitude or lack of interest) were often regal 
odd by their family or AH-out shunned. 

Because of this, the members of the smdesr  di 
clan are often either deeply entrenched in i 

tradition or F O t d y  disenchanted by it. T 
ditionahsts of the clan support the poli 
Clan Graybeard and ate Tharn's best allies 

dwarf community. Many of rhcse dwan 
wish to maintain the 

trol over the Great ! 
which greatly con1 
to their financiai 7 

Non-smith member 
Hammerhand Clan 
ing within the distr 

allv join the ranks 
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windows cavered with elabc 
glass parleis. The walls arf 
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This wide and richly decorated manor is shaped 
in the form of an oversized "U." It is undoubtedly 
one o f  tl-e most beautiful buildings in the district, 
marlo frnm A n r t  uwpn dnn? and holding dozens of 

w s ~ ~ l u  rle+iunprl qtainpri 
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1 covered with designs 
CdIvru IIIc I v I I I I  I l a ~ ~ , 4 1 i e r s ,  maces, and mauls. 
They are only perceptible from a distance, however; 
when one stands close t o  the walls they appear 
only a5 shapeless carvings. The principal feature of 
this grea: residence is the oversized hand holding a 
huge hammer hanging over i ts main entrance. This 
insignia was molded from a brilliant combination 
of rnithvl, sifver, and gold. 

Although the Hammerhand Clan is the smallest and least 
influentirl in the district, its ancestral rwidence is prob- 
ably the ;nost wondrous of all the main clan residences. 
Because cf their close relationship with the Great Smithy? 
members of Clan Hammerhand collected a great num- 

hrQUghQUt t h e  centuries. - 
from fashionable suits o€ 
ipons, cauldrons, statues, 
n be hound in their home- 
ass windows conceal iron 
lutsider from entering the 
0115 designs also decorate 
em ra fit perfectly into the 

. .  U 
Dwarven Mditia, but r 

them now live in other parts of the ci; 
find employment among the ranks oft 
Guard or as apprentices to artisans ou 
the district. 

Most members of this clan are 
haughty, and gd. They also tend 
resourceful loners, happy to work long nours 
by themselves. The Hammerhands are high- 
ly skilled metal and weapansmiths, even by 
dwarven standards. Because of this, as well as 

Great Smithy, those who become smiths are 
highIy respected among the disrrict's deni- 
zens. 

I 
the tremendous success and reputation of the 9 

For generations, House Hammerhand has I 

been the seat of the cIan. Today, it houses ,, 
4 

a dozen members and employs twice as b 
many servants, who attend to the upkeep 
of the ancestral dwelling as well as the resi- 

dents therein. Vurkon One-Eye, the clan's 
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der, can be found here all the time. Although 
ially leads the clan, his cousins Barkon and 
1 the t rue reign of power. Barkon is a shining 
old dwarven aristocracy while &&on is a 

member of the district clergy. Grand Master Karn, 
leads the Great Smithy, also lives within House 
ierhand, though he is seldom here. 

urkon u’One-Eye” Hammerhand: Dwarf Aril 7. 

arkon Hammerhand: Dwarf Aril  3. 

uurkon Hammerhand: Dwarf Clr6. 

Karn Hammerhand: See location A23. 

Hammerhand Aristocrats (70): Dwarf Ar i l .  

Servants and Repairmen (24): Dwarf Corn 1. 

I -  
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Clan Hammerhand has a surprising amount of 
riches stored in its ancestral home. The clan’s 
most important artifacts are ancient weapons ands 
suits of armor crafted and signed by the forefathers 
who forged them. All these arms and armor are 
of mastrwork quality and some are even imbued 
with magic. The most important is a suit o f  +4 half: 
plate annor offort$cation (heavy), which Vurkon 
wears o l e  day out of the year, on the Dwawen 
Holy Dav. A total of 6,500 gp worth of coins, jewels, 
and precious stones can also be found in House 
k! am m e h a  n d . 

RCTIVI’IY 
Hause Hammerhand is fairly quiet mojt hours of the day. 
Family members gather TO enact the riruars of their kind, 
and to discuss matfcrs of the day, but mosr are fa r  too 
I Y L ~  at the Great Smithy TD be troubled with affairs here. 
Outsiders are welcome if they have specific business with 
the clan, though non-dwarves will be watched with sus- 
picion. OccasionaUy, one of the clan’s younger membetx 
will act out, losing his temper while speaking to one of his 
elders or otherwise causing a commotion. Such incidents 
are considered family business, and most other dwarves 
simply look the other way. 

1roOIEs 
* Age has caught up u;rth the clan’s master and rumors 

of Vtrrkan’s imminent death abouId, but he obsti- 
nately refuses to let go. With the help 05 his loyal 
cousin Barkon, he hires the PCs to locate an ancient 
artifact reputedly lost somewhere in the tombs of the 
Lamplighters‘ District (locations H:, and H6), which 
he believes w d  provide him wirh youthful vigor. The 
exact disposition of the artifact - wl ether it does what 
Vurkrm believes, is inert, or is activelv cursed - are up 
to the DM. 

~ 2 9 .  ErovsF OE MARKA SCARLETAXE 

This simple single-story house is made ftor 
gundy bricks. The roo f  is  composed of t 

D 

o f  the area. A Single wooden door leads inside thi 
home, which holds a dozen windows that can bi 
closed with wide wooden shutters of pale blue. 

RES I IIFNTS 
The daughter of a prominent noble of the Scarletaxe 
Clan, Marka is also a self-proclaimed :ipokeswoman for 
tolerance, peaceful relations, and accept; nce of the various 
beings who live within the UT.. . inchding those of the 
Humanoid District. She claims that a l l  citizens of  the city 
should have equal rights, regardless of Their background. 
Perceived as an eccentric, Marka is nevertheless an irnpor- 
tant member of her clan. While her brethren do not share 
her point ofview, some recognize the m1:rits of her words 
They would not, however, raise their JJoices or take up 
a r m s  in the defense of tho, 
district. Marka’s zeal makes 
even among her own clan. A4 
view her as an excessive, and 3ulllr~l~ttc3 L l d L y  I I w d L l ,  

and most of these seldom listen to her frequent public 
speeches. 

J 
/ 
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Thurnon, who works at the Cider House. When not mak- 
ing public appearances to promote the cause of universal 
equality, she can be found a t  her home. hn-non  lives 
with her but spends most ofhis time at the Cider House. 
Since he i s  also considered a strange dwarf, they both 
understand each other and usually get along weL Their 
respective occupations often requires them to spend time 
away from their house, so their servants are often left to 
themselves. 

Marka Scarfetaxe: DwarfAri 7. 

Thurnon Scarletaxe: see location A26. 

Servants (4): Dwarf ‘Expl. 

A total of 400 gp worth of jewels and precious 
stones c;;n be found in this dwelling. Marka herself 
also car: es a c2 keen dagger. 

ACTJVITT 
From time to time, Marka Scarletaxe gives speeches in 
front of her own residence. When this takes place, she 
attracts a small rhrong of people that usually become 
tumultuous and sometimes even violent, thus forcing the 
Dwarven Militia to intervene. Markis brother has asked 
her repeatedly not to engage in this sort of activity in front 
of their house, but Marka strongly believes that the resi- 
dents of the district should be enhghtened and she never 
shies awav from an opponuniry to speak in public. This 
bas earned them some animosity from the community 
but also attracted a few dwarves to her cause. A handful of 
good friends now support Marka in her activities, and they 
asi t  her regularly. 

HOOKS 
Marka Scarletaxe has begun receiving death threats. She 
hires the pcs TO investigate the source of these threats. 
Who in the district wants to shul her up? Is this a con- 
spiracy that includes non-dwarves from other parts of 
the city? Is this a cunning trick devised by a humanoid 
wishing fo elevate his people’s rights by causing a con- 
troversv? Or is Marka’s o m  zeal responsible for the 
entire ordeal? 
Marka Scarletaxe has disappeared. Fearing the worst, 
her brother T ~ K I T I O ~  or one of her good friends hires 
the Pci to find out what happened to her. a s  she 
faailen tn someone who does not share her view, or is she 
simply workmg to further her cause in another part of 
the citv and just never bothered to tel1 anyone that she 
would he gone for a while (unlikely, but not inconceiv- 
able)? I--the PCs find her, can she convince them to join 
her in her crusade? 

Made from a rare kind of white st( 
orated by countless veins of pale UIU 

this structure i s  the largest in the ent 
befits the dwarves’ political. and spiri __-.  __  - 
gravity. The edifice is perfectly round, divided by 
two pairs of great bronze doors on i t s  northern and 
southern face. Each holds an intricately made sym- 

ly dec- 
c d I l U  purple, 
ire district, as 
ttial rpntpr nf 

bo1 inside a thick rnithral ring. The blazons on’the 
northern doors depict a hand holding a wide ham- 
mer, and an old wise dwarfwith a flowing beard and 
helmet. Those on the southern doors symbolize a 
massive axe with a serrated blade, and a large anvil 
upon which the shape of a thjck but short bladed 
sword can be seen. 
25 feet above ground, a row o f  deep alcoves is 

visible. Each holds a different statue representing 
either a dwarf warrior, a dwarf priest, or a dwarf 
smith. There are twenty ajcoves and statues in 
all. Just above them i s  a wide band painted with 
colorful designs: an amalgam of different frescoes 
painted upon bas-re tiefs. The images represent 
various dwarves of  many professions in different 
stages of their lives, from birth to old age. 

Ahnw them arp Innu hiit narrnw winrlnwc F P ~  a t  

5 feet from one another; they run almost to the roof 
above and are covered with beautiful stained glass 
panels in blue and purple shades. The images in the 
windows vary considerably, representing dwarves 
performing several different tasks from prayer and 
meditation to mining and crafting metal. Above 
these stained glass panels is a wide roofseemingly 
made of  pure gold, which forms a high dome. At 
the center I S  an excellent representation of  the Spire 
made of shiny mithral. 

T h e  Wall of the hcestors is the most impressive budding 
in the district. It is also an extremely imporrant center 
of the dwarves’ racial religion - possibly greater than 
the Stone God Fellowship Temple itself (location J 1 1 As 
such, it is the home of the greatest dwarf cleric: Barakan 
Silveranvil. Batakan, dubbed “the Contemphtive” by his 
many servants is a pious and dedicated priest who spends 
many hours paying homage to the Spire and the deity 
which his faith believes created it. As head of the dwarven 
ternpIe, his responsibiliries are many, but he shares this 
burden with K a d  Silvermane of the Scarletaxe Clan 
and M Q ~ O T I  Graybeard. while Mordon has been a deric 
for many years, Karvik found his calling only after years of 
service in the Dwarven M i h a .  
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eader of the Sfone God Fellowship clergy, 
u a ~ i f ~ a i i  2iivtlranvil is in charge of the spiritual affairs of 

amen religion. Mordon Graybeard, for hi5 part, 
r e  of the more mundane affairs, such as the trea- 
d maintenance of the Hall of the Ancestors. He is 
i h q e  of Barakan's agenda as well as preparing the 
+ the monthly gatherings of the district's Conclave 
E. For his part, Karvik Sdvermane handles all that 
ed €oor the masses. He also leads the experienced 
w!io in turn train the new acolytes. In addition 
Kk and his two head priests, there are twenty 
and ten young acolytes serving at the Hall of the 

uILcJLars. A contingent of Militiamen takes turn to guard 
both entrances of the Hall. Although viewed as an unnec- 
essary precaution, this ancient tradition remains a pan of 
Me at the Hall, and four guatds are always posted ;It each 
entrance. Twelve temple guards, privately hired by the 
Conclave of Elders, are responsible for guarding the vault 
of the treasury 

h i d e  from being the seat of the dwarven religion and 
thus the most important place of worship in the district, 
the Hall oflthe Ancestors also serves as a meeting pIace for 
the representatives of the city's four dwarven clans. These 
dwarves all belong to what is known as the Conclave of 
Elders, who meet here once a month to determine dis- 
trict policy. Four members of each clan, chosen by the 
d a m  EherfdVeS, arc allowed to partake in this meeting. 
Barahn,  the Head Priest of the Hall of hcesrors ,  sits on 
the Conclave of EIders as an official representative of Clan 
Silveranvt 1. 

Barakan "The Contemplative" Silveranvil: Dwarf 
Clr14. 

Mordon Graybeard: DwarfClr9. 

Karvlk Silvermane: Dwarf Clr7. 

Priests o f  the Spire (20): Dwarf ClrS. 

Acolytes ofthe Spire (8): Dwarf Clr l ,  

Temple Guards (12): Dwarf Ftr6. 

Elite mawen Militiamen (8): Dwarf Ftr3. 

The Hall  of the Ancestors contains many riches. 
Statues, paintings, tapestries, basins, and holy 
symbols of  silver, gold, and mithral abound within 
its halls. Though often large heavy, these items 
would easily total 100,000 gp if they could sorne- 
how be sold. The temple's treasury, which contains 
the district's most important valuables, lies in a 
hidden, locked, and trapped vault. lo gain access 
to this vault, one must first find the heavy hidden 
panel that blends perfectly with the wall (successful 
DC 36 Search check to notice), slide it out ofthe way 
(successful DC 22 Strength check), and then use 
three different keys, or succeed a t  ikree different 
Open Lock checks (DC 27, 34, and 36, respectively) 
in order to open the vault door. Failing any of  these 
checks instantly triggers three trap';. The first, a 
simple sliding door that falls from t h t  ceiling, traps 
the thicves inside the TOOM (PCs standing within 
10 feet of the doorway may attempt ii DC 28 Reflex 
save to jump out o f  the chamber, and thus avoid 
the ottrer traps). The second trap sends a fusil- 
lade of poisoned spears (fafling froin the ceiling) 
through the room: CR 12; mechanical; touch trig- 
ger; Atk +22 ranged; multiple targets ( l d 6  spears 
per target in a 20-fL-by-20-ft. area); poison (large 
scorpion VW~QITI, DC 18, ld6 Str/ ld6 Str); Search 
DC 32; Disable Device DC 30). The h s t  trap sends 
a puff o f  poisoned smoke that, within 3 rounds, fills 
the chamber with burnt other fumes (DC 18, 1 Con 
drain/3d6 Con). t f  successfully opentd, the Hall of 
the Ancestors' treasure vault include:, over 300,000 
gp worth of coins, jewelry, and precicus stones. 

AC'I'IV 1'13' 

The Hal1 of the Ancestors is opened to all dwarves, a t  all  
hours of  day or night. The doors leading inside are never 
locked and the Militiamen guarding it:; entrances never 
prevent a dwarf from entering the pl:ce. Nm-dwarves 
cannor step inside the temple unless they have written 
permission from Barakan, Mordon, or Kanik. Once per 
month, however, the Hall o f  the Ancestors is closed to 
allow the sixteen members of the dist-ids Conclave of 
Elders to gather. Their deliberations iisiraUy last for a 
day or so, but sometimes takes several days to complete. 
During such times, those who wish to worshiF need to go 
to the Shrine of the Spire (Iocation AT). 

HOOKS 
Recent acts of vandalism have deseci-ated the exterior 
wails, statues, and frescoes of the Hall of the hcesrors. 
A s m d  group of extremists, headed by a dwarven 
cleric, daim that foreigners are responsible for these 
atrocious acts and request that the disi r ict 's Conclave of 
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strangers within the borders of the district. Some mem- 
bers of  the ConcIave believe that would hamper the 
good relations with the other denizens of the city and 
diminich the prosperjty of the district citizens. Others 
wish to bar access to strangers altogether, chiming 
that things were better for the dwarves when outsiders 
stayed out of their districts. As the Elders debate the 
questien, Mordon Graybeard hires the PCs to uncover 
the culprits in an attempt to quell any dispute that m37 
arise from rhis siruation. 

A3X. T H F  ASSASSIN'S D F N  

r 
This simple house of drab colored stone look 
others in the district. Only one door made I 
thick wood leads into it and i t s  roof is  f lat. Hoi 
&I  . i . . i r  . I .  - 1  I I . I  

1 
(5 like 
]Ut of 
Never, 

me nan aozen winaows spacea arouna i n e  walls 
of the dwelling are blocked with solid-looking iron I grills. 

R F S I D F N T S  
Though there are very few murderers in this district, 
one denizen named Zurek LongIocks is reputed to be 
a dangerous and ruthless assassin who degedly kiIled 
hundreds in his younger days. Whether these rumors are 
m e  or not, he isn't letting on. Whatever he did in the past ,  
Zurek Longlocks is now a respectable, law-abiding citizen 
of rhe district. In the twilight of his life, he stays clear of 
rrouble and none of the residents can say anything nega- 
tive about him - save for the story that his wealth came 
from murdering others. 

Zurek Longlocks: Dwarf Rogl3, 

he h a s  accumulated during his adventuring d 
It holds over 5,000 gp worth of  gold and 51 
-..:-_ - - A  -^--I-:"- --^I..- & ^ A  I..-I - - A  . 

The house o f  Zurek contains all the precious items 
ays. 
ilver 

gers, amber necklaces and earrings, platinum and 
bronze bracers, as well as an ivory e l f  comb and a 
strange bone flute. On his person, Zurek carries a 

CUiTIS, iUUy d l l W  >dppIIlIG r l l C I U 3 t ~ U  Cup> dIlU dag- 
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+2 shorl sword, a ring of natural armor i-3, a pouch 
with 300 gp worth of assorted coins, and the keys 
that u n l x k  every door and chest in his home. 

ACTlVTT7' 
Zurek Longlocks was indeed once an assassin, but the 
now-retired murderer is content to live the remainder of 
his life in the simple house in which he was born. Anyone 
asking him about his past life wilI receive only riddEes that 
raise more questions than they answer. Over the years, the 
cunning dwarf has become an expert at gracefully dodg- 
ing any questions regarding either his adventuring days or 

however, is always on his guard. All the doors of11 
(including the sole entrance into it) and the mar 
holding his possessions are locked. Many of the! 
are also Rapped with various kinds of contrapti 
exact nature of which is up to the DM. 

i~ house 
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HOOKS 
A p u p  of human pirares from out of rown ha 
to the Dwarven District claiming that Zurek's n 
must be burned down. They say that he killec 
of their comrades five years ago, in another c 
that they have finally located him, they want revenge. 
The PCs are hired by the Conclave of Elders to find out 
whether these men are teIling the truth or if their infor- 
mant is playing a trick on them. 
An old enemy of Zurek wants the venerable assassin 
dead. He hires the PCs to kill him, but first they must 
unlock the many doors and avoid the various traps of 
his house. Unless the rvitry assassin can convince them 
that he is not the man they are after, they will also have 
to face him in battle - and make sure he does not use 
one of his many di r ty  rricks against them. 
Zurek Longlocks wants to clear his name and hires the 
PCs to prove once and for all thar he is not an assassin. 
He has a complicated past, however, and the PCs might 
find things that. the experienced adventurer does not 
want them to know. 



CART’S HOITSF that can help restore blindness or deafness, that can instill 
vitality in someone’s bodv, or that can help people sleep 
soundly. Once per month, Aranok meets with a wholesaler 
from out of town, who sells him rare herbs and spices that 
du not gtow within the c i ty  itself. 

HOOKS 
0 Aranok recently discovered ;1 way of improving hi5 

broth of vigor, but he needs t o  secure a rare plant that 
only grnws many miles awav from the city. He hires the 
PCs to journey outside, into the wilderness, and obtain 
some for him. 

se color and a 
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A33. T H E  BRONZE BASTLLTSK 
In the center of a wide nng of purple-colored stone is a 
large bronze statue, shaped in the form of a large, thick- 
bodied reptile standing on four powerful legs. Long spikes 
protrude from the creature’s back, and irs fsce i s  f l a ~  and 
nasty looking. Though the statue is completely fashioned 
from dark bronze, the eyes of the creatwe are peen,  as if 
pale stones had been place within the deep eye sockets. 

The Bronze Basilisk holds a place of importance jn 
the history of the district. Long ago, i t  i s  said. when the 

pioneers of the four dwarven clans originally came to 
the  city, a mear monster haunted 

Aranok the Herbalist: Dwarf Expl2. 

AH sorts of herbal concoctions and remedies can be 
found in :he Apothecary’s House. This includes 40 
draughts o f  non-magical healing brew and a dozen 
doses of  broth o f  vigor (see below). I 

A 
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remains there TO this day. The park around the Bronze 
Basilisk is: used as a recreation area where dwarf children 
and parents frequently come to pIay or walk. 

The only things of value in chis area are the eyes of the 
Bronx Aasilisk, which are actually emeralds set within 
the statue’s eye sockets. Each is worth 500 gp. Removing 
one of the statue’s eyes requires spending a t  least one hour 
loosening it up by weakening the cement gluing it into 
place. Afrer that, a successful DC 20 Strength check is 
required to pry i t  out. Thieves, however, should be care- 
ful to avoid attention, particularly from the neighboring 
houses, as well as the frequent Militia patrols that  guard 
the area. 

Characters interacting with any resident of the district 
can learn how the dwarf pioneers worked together to 
defeat the basdisk that was preying on them. For many 
dwarves, the Bronze Basilisk incarnates the spirit of 
friendship and cooperation, which they feel epitomizes 
their corner of the city. 

HOOICS 
+ Thieves recentIy stole the eyes of she Bronze Basilisk. 

Though these stones are no more ptecious than any 
other of their kind, they were fashioned to mimic a 
basilisk‘s magicaI gaze by one of the district’s most cel- 
ebratcd artisans; should someone activate their magic, 
the resuIts could be devastating. The Conclave of Elders 
offers the PCs twice as much gold as rhe stones are 
worth for their quick recovery. 
Legends hold that the Bronze Basilisk is actually a 
guardian that atcacks any non-dwarf characters who 
walk close to it. The animated statue, however, attacks 
only at night. Other tales state that touching the eyes of 
the statue makes it come alive for a short while. During 
this time, it attempts to kill anyone standing in its path, 
but its most terrifying featwre remains its pet*ifying 
gaze, which now turns people to bronze. {Stars: Large 
animated object imbued with the special purifying gaze 
attack of a basilisk, as per the Monstcr Manual.) 

people steal from the dwarven artisans and smuggle t h  
goods out of the district, where he can sell them for a good 
profit. They make him money and they serve to defy the 
Conclave ofHders, who will stop a t  nothing to put an end 
to such behavior. 

Darakan: Dwarf Rug14 

Darakon carries a +2 hand axe and a pouch with 
800 gp. Under a stone slab is Darakon’s treasure 
horde, which was stolen from many residents ofthe 

ACTTVI’W 
Darakon does not have many fnends in the district; he 
presents the facade of a shy and lonely dwarf who always 
deches  invitations TO social gatherings. He dreams of 
becoming a great leader someday, however. He uses his 
guile and intellect to entice youths to join his cause. MS 
“associares” steal for him while he takes care of reselling the 
goods they acquire. Darakon may approach the PCs if he 
believes they can be of service to him or his organization. 
ne recently established a secret base of operation for his 
group somewhere in the Old Mithral Mine (location A19). 

HOOKS 
Darakon’s small band is actually w o r h g  for a power- 
ful g o u p  of organized smuggIers from ourside the 
city. while Darakon would never admit it, he is acm- 
alry obliged to work according ~ C I  this group’s rules 
and obediently pays his dues fo them. PCs monitoring 
the activities of the Dwawen Underground eventually 
come across this fact, and now have a new enemy in the 
smugglers. Will they attempt to infilmte this group or 
fall victim to one of its many assassins? 
D a d o n  has inadvertently horned i n  on the turf of one 
of the citty’5 other smuggling rings - perhaps Stavros 
Elrnonds gang (see location M16) or the naval officers’ f- 
smuggling ring (see location 026)  -and they are none 
roo happy about it. Suddenly Ftightened, Darakon hires 
the PCs to protect him while be figures a way out of his 
predicament. 

--- 



X35. T H F  RUENS O F  
I3 0 WSE SCARLFTAXF 

A massive stone foundation dominates the immediate 
area. Crushed stone debris of dark gray and burgundy 
hues form ;1 pile over the stone platform. Bits ofbent metal 
and blackened wooden beams also protrude horn this pile 
of detrirus. 

These are the Temains of the original House Scarletaxe, 
which had been built by the original members of this dwarf 
clan (see location As). The building was destroyed some 
250 years ago by a combination of localized earthquakes 
and a mysterious fire that weakened the whole structure. 
Many dwarves believe that black magic was involved in 
the desrruction of the original House Scarletaxe, but many 
others say that dwelling was weak to begin with and poorly 
maintained over the centuries. Whatever the reason, the 
fire ravaged the inside of the house and the entite stone 
structure fell while a blazing inferno was still raging inside. 
Sever21 members of the Scarietaxe Clan were killed dunng 
this incident. 

There is nothing left of value inside the ruins of House 
Scarletaxe. and no one ever comes here anymore. Very 
little takes place here. The ruins are shunned by m o a  
dwarves ofthe district, who heIieve they are haunted. The 
current members of Clan Scarletaxe reside in their new 
house, at location As.  

HOOKS 
* The ghosts of the Scarletaxe members who perished 

here frequently appear ra spook the neighboring resi- 
dents. They ask the PCs to hVeSEigate, but they soon 
realize that there is only one way to appease the spirits: 
to kill the descendants of those responsible. 
Rumors abound about the existence of a vast under- 

TJESTS 
Extended adventures in the Dwarven District tend to 
revolve around themes of law versus freedom, and that of 
the collective good weighed against the rights of the indi- 
vidual. The clan leaders have brought many benefits m 
their people, but they are also stodgy anc dex ih le .  Their 
hidebound traditions hold back the youiger members of 
their community, and alienate many other city residents 
who would otherwise provide excellent resources to the 
dwarves. The tension between young and old, between 
tradition and innovation, between the needs of the many 
and the rights of the few, is a constant factor in everything 
which takes place here. 

THIEVES’ qAMBIT 
For decades, the city’s infamous Thieves Guild (see 
location G3) bas been trying to infihite the Dwarven 
District. Because of its mostly law-abiding (and exdusivdy 
dwarvenl citizenry, as we11 as its competent and virtuous 
Militia - not KO mention the fact that the Thieves Guild 
has few dwarves in its organization - i t s  effo1~5 have thus 
far been in vain. Grand Master Ezerhn the Mindful, akg-  
edXy the greatest dwarven thief in the city, took it upon 
himself to change this situation. The recently appointed 
Grand Master of theThieves Guild wants not only to prove 
to his peers that such a feat is pos- 
sible, but he also wishes ta gain a 
foothold in the district he long 
ago called home, and then slowIy 8 
emact his tevenge upon the 
priviIeged nobles who drove , 
him away. 

ground complex now buried under the ruins of House 
Scarletaxe, but not even the members of the cIan can 
confirm the existence of such a maze. Wishing to get 
the facts straight, members of the Scarletaxe Clan hire 
the PCs to dig into the ruins and explore this mythical 
underground complex, if it indeed exists. 
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been working for years to establish a mong base of opera- 
tion for the Thieves Guild in the Dwarven District, and 
recently wveral missing pieces of the puzzIe fell into 
place. Because of his position as a Grand Master, Ezerlan 
cannot n& taking charge of the operation himself, so 
he reIies on his good friend and feIlow thief: Therkon 
Blacktongue, a dwarf who quickly rme to the tank of  fox 
(master) In the Thieves Guild. The younger thief hopes to 
be nominated wmg (overseer) of the Dwarven District, 
and thus he does everything in his power SO complete the 
mission Ezerlan gave him. He also works with a group of 
competent dwatven rogues from the Guild. With Ezerlan's 
help, Thetkon made several contacts with some of the 
disrnct's dissatisfied youths, including Fromon Silveranvil 
of the the Silveranvil Clan (see location A4), the son ofthe 
famous Farnir. 

Ezerlan and Therkon concocted a plan to take over the 
aiready established h a r v e n  Underground (see locations 
A19 and A34 for more details). They wish to {owe the 
members of this small band to join the Thieves Guild and 
use its secret base of operation as their own (they have an 
informant in the Underground). However, ]Darakon, who 
leads the Underground, wanrs nothing to do with the 
Thieves Guild. He met Therkon several times and each 
time rejected his offer, mainly because he does not want ta 
abide by anyone else's rulcs. Thus the two factions recently 
began a secret was that disturbs the peace of the district 
and threatens the security of its citizens, 

There are three different ways the PCs may get involved 
in this adventure. First, ifthey have ties with the Conclave 
of Elders or the Dwarven Militia, or if they recently 
spent some time in the Dwarven District or talked to its 
populace, they might Iearn of the Violent conff ict between 
unknown factions, which Ied to a series of bloody inci- 
dents in which innocent hstanders were hurt. In this 
case, the Conclave of Elder of the Dwarven Mht ia  could 
hire them to investigate, or they c ~ u l d  simply take it upon 
themselves to learn about these mysterious events. 

I the Thieves Guild or an - 

:rground's 
the group 
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illicit group worlung with the city 
glers, for instance), or if one of th 
they may be approached by Ezer 
their aUies in order to help them cmush the Undt 
leadership. They may even be asked to d d m t e  
on rhe cuild's behalf. 

Lastly, if the PCs previously dealt wirh Darakon or it' 
the Thieves Guild considers them enemies, they might be 
asked to join the Dwarven Underground or a t  Ieast help 
the gang remain independent+ Whomever the PCs decide 
to work for, or whichevcr group they choose to help, they 
soon find themselves in the middle of a potentially deadly 
confhct. 

Far from being an all-out war, this conflict remains 
more implied than overt. It also brings the PCs to several 
locations throughout the Dwasven District: rhe Ruins of 
the first House Scarletaxe (location A 3 9  where the last 
ambush took place; the Dwarven Mines  (location M y ) ,  
which hold the Undergrounds secret base; and perhaps 
even within the MmSQleUm (location Aio), in which a 
mythical artifact may be found that could seal the fare for 
either side. The PCs will have TO deal with sneaky rogues 
striking from the shadows or the safe distance of rooftops. 
Furthermore, the involvement of Frornon Silveranvil, the 
son of a prominent dwarf leader, will complicate things. 
Working in conjunction with the Thieves Guild, the repu- 
tation of Fromon's entire family might be put in jeopardy, 
and both the Thieves Guild and the Underground may 
expose him if it suits their purpose - after all, political 
instability in the disrrict would setve both groups quite 
well. FinalIy, a t  least one member of the Underground 
actually works for Therkon and provides the f i i eves  
Guild wdl vital information. How wiIE Darakon deal with 
this traitor, should he be uncovered? How will the PCs? 

Depending on which faction the PCs side with (the dis- 
trict's authorities, therhieves Guild, or the Underground), 
several things may happen. rf the PCs dismantle the 
Underground and Expose 
the plans of thefiieves 

, 
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of Elders rewards them well, and many in the district now 
consider them honorable and just champions. If Darakon 
OT one of his loyal acolytes survives, the PCs have a new 
enemy. Perhaps most importantly, E z e r h  might try to 
infiltrate the district again. Even if the HCs expose his plan 
(or his involvement in the affair), he does not relinquish 
hi5 dream. In  fact, he may even judge that the PCs did him 
a favor by getting rid o f  a competing group. 

If the PCs helped the Thieves Guild, they might alien- 
ate districr authorities. However, if they succeed in either 
convincing the yourhs of the Underground to join the 
Guild or crush the gang, they win an important ally in 
Ezerlan. If, on the other hand, they fail in their mission, 
Ezerlan may use them as scapegoats -in which case they 
risk being banned from the Dwarven District and possibly 
imprisoned. 

Finally, if the PCs worked with Dankon and saved his 
group, they risk Aenating both theThieves Guild and the 
disrrict authorities, but they can also make a small fortune 
by associating themselves with the Underground. They 
may even decide to take over the organization for them- 
selves. 

Whatever the case, if they kept F ~ Q ~ O I I ' S  involvement 
quiet (or successfulIy helped him cover his tracks, cut his 
ties with theThieves Guild, and save the reputation of this 
family), they might make a new friend -- one who i s  both 
affluent and well-connected TO district politics. Otherwise, 
the Silvernad CIan loses prestige and it? influence in the 
district diminishes. 

TABLE kl: DWARVEM Disralcr RANDOM ENCOUNTERS 

d2O Encounter 

1-2 Dwarven Militia patrol 

3-4 Pickpocket 

5-7 Messenger 

8 
9-1 0 
11 Dwarven noble and entourage 

12 Dwarven Underground smugglers 

13-14 Off-duty Militarren 

15-1 6 Dwarven tradesmen/crah men 

17-18 Dwarven merchant 

14-20 Dwarf family with chtldren 

Human or other non-dwarf shopper 

Human OF other non-dwarftrader 
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hiving in its v e v  midst? The humanoids who dwell here 
are violent and uncouth, clashing violently with each 
other in a n  endless mggk for dominance. The district 
resembles a war mne, with many buildings reduced to 
rubble and many more only barely habitable. Watchfires 
burn openly on the streets, throwing grotesque shadows 
across the rooftops and alleyways, and the sounds of clash- 
ing arms a r e  never far away. 

And yet, some would argue that the Humanoid District 
is an indication that the city's highest ideals are king met. 
For if o m  and bugbears can coexist here, then anyone 
- no mater what their race or philosophy - can 
find a home here are well. Their continued survival 
constitutes a devotion to the spire which even the 

' - - - J  . I _ _  .---- ---_. __, _ _ _  ~~ -. 

Beyond that spectacular exception, the siege eventually 
settIed into a banal routine. The stress of wartime gradu- 
ally gave way to unconscious acceptance, as it became 
increasingly clear rhat The humanoids would nor be r o w  
ed without a considerable efforr. Both sides strengthened 
their defenses, rebuilt their battIements, and waited. The 
occasional skirmish would flare up, but nothing to dis- 

rupt the uneasy peace. Members of the city's 

most fervent religions would be hard-pressed to match, 
and their presence serves a further deterrent from 
invaders who would have to through them if 
they wished to claim any part of the city proper. 
As loathe as the powers-that-be are to admit it, 
the humanoids are here to stay; at least this 

The r e d e n t s  of the Humanoid District 
descend from the or&& invaders - mem- 
bers of that ravening horde which descend- 
ed upon the city in an effort to claim the 
Spire for themselves. At the time, the district 
they now occupy was little more than slums, a 
haven for the city's lost souls. The monstrous 
horde seized it and quiddy dug in, using the 
tangle of streets and alleyways to rheir advan- 
tage. House to house fighting ensued as the 
city's defenders tried to expel them, but &e cast 

proved inordinately high and they were forced to 
retreat back to the walls. 

A lengthy siege ensued, consisting m a d y  of 
isolated skirmishes and regular volleys with various 
catapults and siege engines. The city c d d  gain supplies 
from the harbor, but they were unable to repulse the 
horde fmm its northern borders. An effort was made to 
smoke them out, setting the easternmost slums (what 
is now the Bazaar and Enterhinment Districts) ablaze. 
The fires consumed most of the buildings, though the 
humanoids were able to halt the flames before they 

I way they're under some form of control. F 

. 

\ 
.I pr 

' 



i 

I -  

3, 
i 
I '  

.. 

1 

A decat 
edging th 
adhering 
seers of tl 
coalition 
bled tribe 
audience. 
bylaws in 
the Spire 
open am 
these cre, 

cgdii t i d u i ~ n u i &  wit11 LLIF iiuiiiaiiviu3, 

ies or trading for pdaged goods. 
:e passed in this manner, neither side acknowl- 
e unspoken truth, but. both sides more or less 
to it.Then something happened which even the 
?e Academy District couldn't have predicted. A 
of humanoid leaders, representing "the assem- 
s of the Spire" petitioned the civic leaders for an 
They chimed residence in the city under the 
the charter, which said that all who lived under 
For five years or more should be welcomed with 
IS. The city leaders where aghast. How could 
atLlres, which had until recently seemed bent 

on the cim's destruction, now ask for membership within 
its community? But under the law, there was littIe they 
could do. The humanoids had the right and their proposal 
would bring a formal end to the war. They asked unly for 
control of the district which they held and representation 
on the City Council as other districts had. This last pan 
caused considerable consternation, but in the end, again, 
it adhered to the law. It was simply easier to accept rheir 
demands than to refuse them. 

That was centunes ago. Since then, the humanoids 
have beccme an accepted, though still disdained part of 
life in the city. A pait of huge waIls, erected during the 
war, flank the district on the east and west, while a mas- 
sive walE ofform - Created by a cabal of wizards in a futile 
effort to Ftarve the monsters out - contains it from the 
north. The city's main wall forms the southern border, 
effectiveh limiting the monsters to this single district. 
Overall, it is a hodgepodge of dilapidated buildings, for- 
tified strongholds, and flat-out rubble. Some areas have 
not been repaired since the invasion, while others have 
been only cmdeIy maintained. Copses of sickjy-looking 
trees -the remains of former parkland - dominate the 
northern and western boundaries. Though the human- 
oids ocradonally gather wmd from these areas, they are 
mainly left TO more sinister denizens (see the appropriate 
entries below). The sections closest to the Monsters' Gate 
(location B1) are better-maintained, and used fot intetac- 
tion with the rest of the city. Further out, the buildings 
are maintained only sporadically, save for the twin keeps 
which anchor the district's main thoroughfare. 

Those who hoped the confined quaners would cause 
the monsters to perish or retreat, however, have been 
sorely disappointed. Rude farms growing lichen and 
fungus have sprung up in building basements, while the 
stench of pig sties mixes m t h  the more foul odors of OK 
sweat and gnoll grease. The district contains a number of 
wells which provide d r h g  water, and unscrupuleus 
humans continue to trade far weapons and other sup- 
plies. Tliough the city engineers walled up all the sewer 
and underground entrances, a large tunnel extends north 
beneath the wall of force, allowing raiding parties to leave 
the district and harass nearby villages and caravans. Some 
tribes have even been allowed entrance TO the city proper, 

> 
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from weakening the assembled humanoids, the boundar- 
ies have formed a protective shield under which they are 
able to live with a remarkable amount ofsecurity 

The district also provides the city with a remarkably 
simple solution to its prison problcm. It is walled off, dif- 
ficult to escape, and rife wirh danger. What better place 
to store the city's convicted lullers and other criminals? 
Under a deaI brokered with the various humanoid lead- 
ers, the city pays them a nominal fee in exchange for 
taking in the city's prisoners. Those convicted of a serious 
crime are branded with a "P" an the b2ck of their hand 
and unceremoniously dumped just inside the district 
wails. They are not permitted to leave the district under 
any circumstances, but must find a way to survive amid 
the ravening humanoids and limited supplies. Critics 
argued that this wouEJ simply give the humanoids more 
fodder for their ranks, but in fact the opposite as proven 
true. While the odd half-orc or clever human can ingrati- 
ate himself with a particular tribe, most are either scooped 
"p for use as slave Z a h  or simply hunted for sport. Only 
the mosr cunning can survive and remain free, stealing 
what they need while staying hidden from the various 
gangs which hold dominance in this diritrict. A few have 
actuaIly managed to form gangs of their own; they gather 
enough prisonen to carve out a slice of territory and 
guard it against a l l  comers. The humanoids grudgingIy 
accept these groups, though they'te viewed more as stub- 
born nursances than equals. The civic government doesn't 
care one way or the other, as long as prisoners never leave 
rhe district. It allows them to get rid of their undesirables 
while avoiding the costs incurred from hilding an actual 
jail. 

Organization of the district is in a constant state of 
ebb and flow Occasionally, in its histmy, a charismatic 
leader has risen to unite the feuding tnbes. He wil1 rule 
the district like a king for a few years, enforcing his will 
and adding to his coffers through surreptitious raids and 
the like. Then he is either deposed or forced to flee, and 
the humanoids below him WllI fall to inlighting again. 
Most of the time, the district is thus divided by warring 
gangs who clash with each other for control of resources 
and territoty. There are currently nine humanoid tribes 
vying for control of rhe district, as well as numerous 
smaller bands which pay tribute TO them. ._  and a pair of 
prison gangs who have proven ruthless enough to sur- 
vive. They hold ever-varying chunks of territoy, marked 
only by their ability to defend it from their nearest rivals. 
Clashes are common, though rareIy enough to dilapidate 
the overall population. Every tribe has sworn and oath to 
unite in the face of external opposition, and those who 
wish to send a force in to wipe out the humanoids would 
be srqrised at how quickly they can close ranks. Their 
squabbles are p r d y  internal; even the most thick-headed 
of their number understands what would happen if the 
test of the city could truly divide them. 



In dealing with the rest of the city, the monsters have 
turned TQ a proxy. Osgood Ancarax (see location S3), the 
bastard son of a disgraced nobleman, serves as the district's 
official diplomat, negotiator, and representative on the 
city council. While he makes no presumption to govern, 
he is expected to look out for rhe disrrict's interests and to 
keep the city out. Considering that he's held the post for 
ten years without yet being a w e d  into strudel, his skills 
are considered quite potent. 
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T,OCATTONS 
B I ,  MONSTFRS' 5ATF 

Straddling the edge of the great northern wail, 
this imposing fortress is the only ready means 
o f  entrance to the Humanoid District. Its granite 
sides have been constructed from huge stones 
quarried from the Dwarven Dlstrict, rising sev- 
eral stories to overtook the district from afar. The 
rock blends searnlessly into the surrounding wall, 
rendering the fortress inseparable from the sur- 
rounding ramparts. A tall watchtower on the south- 
eastern end is constantly manned, as banners 
depicting the city's coat of; 
base of the tower is a great 
of ironhanded oak; this is t r i r  swumerri crirrance 
to the gate proper. Those passmg through must 
check in with the phalanx of guards standing watch 
and state their business in entering the Humanoid 
District. Similar checkpoints can be found in the 
corridors connecting the fortress to the Court of 
Law (location F16); they are barred by a series of 
steel portcullises which can be quickly lowered at 
the first sign of trouble. 

Inside, the fortress consists o f  easily defensible 
stone corridors, barracks, and rallying points capa- 
ble of holding a large number of marshaled troops. 
Marching soldiers come and go from alf directions, 
while crossbow-armed sentries are stationed as 
regular intervals. The corridors leading from one 
gate to the other are narrow, and the doors which 
are along their length are al l  stoutly locked. They 
end at a large staging area, dominated by guards 
and flank& hv arrhprq in ;1 wripc nf i i n w r  land- 
ings. Here, visitors, humanoids and prisoners are 
processed before being allowed into the district 
proper - accessible through a singte steel barri- 
cade in the northern side of the fortress. The barri- 
cade may be sealed with little difficulty and another 
portcullis lowered in  case of danger. 
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gate areas, or who looks llkc they don’t belong. In addi- 
tion, a few wizards from the Cadre Wizards division of 
the Guard (see hcntion F8), are attached to the garrison to 
help rvidi defenses, and clerics from the three major racial 
religions make regular appearances in case their healing 
spells are needed. 

Prisoners are an unruly, defiant lot, usually shackled to 
within an inch of their lives and being hustled towards 
the gate at the northern end of the fomess. Prisoners are 
never bound in groups larger than two, and are always 
accompanied by ten heavily-armed guards apiece. 

The captain in charge of northern end of the gate is 
h d y  Trim Valkenbane, the head of one of the city’s most 
distinguished farndies (see location E4), and a stocky bsu- 
nette who views her post as the first line of defense against 
the horde. Though barely 5 feet tall, she has been known 
to stare rabid gnolls into submission, and her command is 
among the best-discipjined in the entire fortress. She per- 
sonalh inspects every pass into and out of the d:srrict, and 
though she’s known some of the “regulars” for years, she is 
never less than stiffly formal with them. She spends her 
off hours in the Guards District drinking a t  the Officers’ 
C h b  (location F29), or out on the rarnpxrs watching the 
humanoid fires burn. 

Colonel Eddis Monteback commands the entire gar- 
rison. He srudies military history constantly, bur because 
ofthe lengrhy period of peace which the city has enjoyed, 
he’s had little opportunity for practical experience. He’s an 
excellent organizer and has a good sense of small unit tac- 
tics, which has accounted for his rise through the ranks, 
but as far as personal experience goes, he’s never had to 
command trmps in battle. He secretly fears that he’s not 
up to thr: task, but he dare not voice his concerns to any- 
one else. He just does his job as well as he can, and hopes 
that should the test ever come, he will prove worthy of 
his post. Colonel Montebacks quarters ate attached to his 
office, a rampart OR the highest level of the fortress where 
he can scan the district for any signs OfaCEiVity.  

Five other captains and twelve lieutmants round out 
the garrison’s officer corps. 

always stationed here.The guards are all quartered within 
the fortress and know its corridors welI. They have been 

Captain Trina Valkenbane: Ftr7/,4riZ. 

Colonel Eddis Monteback: Ftrl3,  

Wall Guard ORicers (17): Ftr7-11. 

Wall Guardsmen (580): Ftrl-7. 

Typical Merchant (varies): Exp4. 

/ 

/ 

/ 

/ Typical Prisoner (varies): Rog3-6. 



The Guardsmen here carry standard Wall Guard 
arms and armor: longsword, longbow or crossbow 
as their primary weapon, and chainmail armor aug- 
mented by a small steel shield. Sergeants (Ftr4-7) 
carry a mastework halberd. A tiny handful sport 
+ I  short swords as secondary weapons, typically 
heirloorrs passed on from an adventurtng father 
or uncle The officers of the garrison have access 
to magic arms- and armor appropriate to their rank. 
For lieutenants, this means a primary weapon and 
armor wrth bonuses equivalent to tl each; for cap- 
tains, a mmary weapon and armor with bonuses 
equivaleqt to +2 each. Captain Valkenbane wears a 
suit of + I  full plate, and has a sun blade, and a + I  
bashing -~eavy steel shield. Colonel Monteback has 
amassed a comfortable fortune, which he stores 
with variotls moneylenders throughout the city. His 
quarters are decorated with rugs and tapestries 
totaling some 500 gp in value. He wears a set of 
+zfull plnte, carries a + 7 flaming bunt crossbow, and 
possesses a set of eyes of the eagle which he uses 
to monitor the distria. In addition, the fortress has 
two riflg ofinvisibrhty, and a horn ofblasting, which 
Colonel Monteback may assign as he sees fit. The 
items are usually kept in a Secure room in the 
middle of the fortress. 

Merchants have nothing more than the wares 
they're selling and a few copper pieces; they're far 
too smart  to  bring anything else of value into the 
d I st rict. 

ACTIVITY 
Traffic through the gates is extremely light. Barely a hun- 
dred people pass through them each day, inchding new 
prisoners and the odd scout which the guards send out 
every now and again. Entry intu the Humanoid District 
requires a special pass, which the sentries check a t  both 
the entrance to the fomess and the exit at  the other end. 
Magic items which may assist in a possibje escape, such 
as carpets offlylng and the Iike, wilI be confiscated, and 
rerumed anIy when the owner returns on h i s  way out. 
Certain merchants are aliowed to ply their wares in the 
district and members of the government may venture 
there far reasons of their own. Of course, ptiSOneTs consti- 
tute the Gate's most regular travelers. 

In addition, small groups of humanoids may pass 
through the gate into the city, searching for work as 
mercenar es or menial laborers. Such humanoids require 
a petsonal validation from Osgood Antarax (see location 
B3)! and no more than ten may pass through the gate on 
any giver day. The ogres who now work for Corbusher's 
Heavy Trmsport (see Location N8) and the hobgoblin 
enforcers employed by Lucan's Domestic Service Agency 
(see location 119) are examples of humanoids who have 
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city. They are always monitored doselv during the> 
sage rhrough the fortress. Any who cause troub 
promptIy tossed back over the wall. 

The further south one moves rhmugh the fQRW 
less militarized it becomes. The guards are a little 
relaxed and their numbers aren't quite so many Hes., ._.. 

bureaucrats d o d y  begin to take over, until, as one exirs 
this area, one is fully immersed in the court  of Law. The 
guards here mainly serve to escort prisoners who, upon 
conviction are led through the fortress en route to their 
final destination. Prisoners are led in chains through the 
fortress, to a central processing room where their names, 
crimes, and date of conviction are entered into rhe records. 
They are then s h a d e d  rightly while a hot iron is pressed 
to their left hand, searing the letter "P' into their flesh. 
It goes without saying thar they are divesred of all equip- 
ment before being sent to their fate; they pass through the 
gates wearing norhing but a prisoner's tunic and a pair of 
sandals (though thankfully, they are not shackled or oth- 
erwise bound). It is degal for those so marked to be found 
in any other part of the city; they must remain in the 
Humanoid District for the remainder of their days. The 
main trouble comes when prisoners attempt to escape, 
usually by seizing a hostage or similar acts of desperation. 

Once sekased into the district, the prisoner d need 
to get imder cover immediately. The surrounding build- 
ings (locations B2, B3, 84, and  ST^) provide a modicum 
of activity with which they can mask their movements, 
but outside of that area, they are immediate tatgets. The 
smart ones move around in the daytime, knowing that 
most humanoids are active at  night. If they're lucky, they 
can either find a den where they can safely hole up or 
come into contact with one of the two prisoner gangs in 
the district. The rest are invanably picked up by one of 
the humanaid gangs, who wilI eithet hunt them for sport, 
or capture them for use as slaves. Prisoner slaves are set 
to work farming the vile fungi which the humanoids use 
as food, clearing nibble from some buildhg or  another, 
or preparing defenses from threats by other gangs. Life 
expectancy for such prisoners is brutally short; most don't 
survive the year. 

Every now and again, the guards will send orrt a scout to 
probe the Humanoid District and get the lay of the land. 
Scout duty is exceptionalIy dangerous, 35 the monsters 
view such activity as a hostile act. Guards discovered 
within the district are slowly killed and then set on dis- 
play as an exarnpIe to others. Accordingly, scouting duty 
is by volunteer only. Each scout is equipped with a nng 
of inv~sibility and orders tu return within 24 hours come 
hell or high waTer. Those who don't are presumed k i h d ,  
though efforts are occasionally made TD recover the body T 

1 

(and more importantly, the nng). In the seven years he's * 
commanded the fortress, Colonel Monteback has only 
Iosr three scouts t~ the humanoids, a statistic ofwhich he 
is jusrifiably proud, 
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HOOKS 
prisoner breaks loose and holes up in a sectire section 

F the fortress, taking hostages in rhe process. The PCs 
-e asked to resolve the situation, preferably without the 
)ss of innocent lives. 
Cs with the ability to fly (through spells, mounts or the 
ke) ate asked to provide aeriaI reconnaissance for the 
)mess They muSt launch from the roof, do a circuit of 
le district (perhaps taking fire from ambitious deni- 

zens), and then return to report what they have seen. 
The PCF are asked to shadow a group of humanoids who 
are depdrting the d ishc t  in search of work. They must 
keep an eye on evevh ing  the creatures do wthout 
drawing attention to themselves. 
A determined band of humanoids storms the gate and 
seizes the area just beyond.They send messengers back to 
the remaining tribes, demanding that they mire and take 
the city. f i e  PCs must either stop the messengers before 
they reach their destination, or help Captain Valkenbane 
and her men retake the occupied part of the fortress. 

e A scout has gone missing in the District. Colonel 
Monteback asks the PCs to find him (or his body) before 
any of the humanoids do. 
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a5 I T  uy a Ifre, ariw rrie purtuiii> guaroirrg rnc build- 
ing’s iorthern entrance stands open invitingly. In 
the courtyard beyond stand a group o f  armed men, 
who look on expectantly a t  any interlopers. Targets, 
practice dummies, and other training implements 
are scamred about the area. 

This location has been designated by the Wall Guard as a 
testing ground for any humanoids who wish to sign on 
with a mercenary band. It is close to the wall, so it allows 
the gzrards to keep an eye on it while denying its use to any 
of the monster tribes. The agreement which allows it to be 
run was reached after painstaking diplomacy from Osgood 
Antarax, who is very proud that it has worked out so well. 

H F S I  I lKYTS 
1 A small force of one dozen Wall Guardsmen i s  stationed 

here, positioned atound the portcdis conrrok on the 
second story of the gatehouse. Mercenary bands wishing 
to hire himxmoids for duty can arrive here and conduct 

business with their prospective employees. They can 
test prospective clients or just sign a contract under the 
(relative) protection of the guards. Mercenary bands usu- 
ally h a w  permission from the city (obtained by appIying 
to Monsters’ Gate garrison commandPr Colonel Eddis 
Monteback; see location BI) to come here, and while 
hiring humanoids isn’t considered good form, there is 
still plenty of  competition to get on the list. Only one 
band operates here a t  any single time, and whatever deals 
they make while on the premises are considered bind- 
ing. They typicalEy send a small group of reptesentatives 
(two or three) to meet with interested humanoids, dong 
with a brace of fellow warriors TO back them up in case of 
trouble. 

The humanoids who come here are &en ourcasts from 
their tribes, looking for a new start or perhaps escape 
from a n  enemy. Those who belong to a tribe are there at 
the behest of their chiefrain, hoping to earn some money 
for theit brethren. Goblins and kobolds are almost never 
accepted; only the larger humanoids are seriously consid- 
ered for work. 

Wall Gmardsrnen (12): Ftrl-7. 

Mercenaries (1&30): FtrZ-5. 

Humanoids (varies): Bugbears, gnolls, 
hobgoblins, orcs, and orges, as per the Monster 
Manual. 

- 
There is no treasure here beyond the equipment 
o f  the characters present. Any payment is  made 
elsewhere upon completion of services. No merce- 
nary officer Is dumb enough to pay a humanoid up 
front, and cestainly isn’t dumb enough to bring the 
money into their den. 
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“Try-outs’‘ in which humanoids demonstrate their martial 
worth, take place here on a reguIar basts. Those who are 
hired usually leave immediatdy for service elsewhere. 
The city frowns on using humanoid mercenaries within 
its walls, but there are no laws preventing it. Even so, most 
“monsters for hire’’ end up in low end johs as extortionists, 
or guarding the home of some underworld lowlife. Aq few 
are shipped off to distant wars, there to bring glory and 
recognition for their fat-away tribe. 

The Walt Guard are forbidden by agreement from listen- 
ing in on negotiations between humanoid and mercenary. 
Even so, some of them occasionalIy overbear snippets of 
conversation and dutifully report it back to their sirpe- 
riors, a practice which sends usgood Antarax into fits. 
Humanoids who don’t sign on here sometimes go else- 
where in the city to seek their fortune. The jobs are scarcer 
out there, but the humanoids can dictate their terms more 



readily, and don’t have the Wall Lriard breathing down 
their neck. 

HOOKS 
PCS who aren’t too choosy can come here seeking new 
members of their party. 
A humanoid sen~es a chance to rid himself of his ene- 
mies within his tribe. He contacts rhe PCs, offering to 
betray his chieftain tn them if they will help him seize 
the thrum. H e  wishes to hold such negotiations here, 
where neither side holds and edge and where he knows 
be wzll not be spied upon. 

* k group of humanoids springs a trap, intending to seize 
the structure and ransom it back to the city. The guards 
manage to dose the portcullis, but they and the unsus- 
pecting mercenaries are now trapped here with dozens 
of hurnmoids. With l i d e  f i r m  to organize a proper res- 
cue, the ranking Wall Guardsman on the spot asks the 
PCs to help 

R 3 .  HUMAN 0 ID “F MBASSY”/ 
H O M F  O E  0SC;OOD ANTARAX 

Like the other buildings clustered around Monsters’ 
Gate, this one once served a military function, Its 
stout stone walls have been well maintained since 
the humanoid invasion, and the gates look ready 
to  repel any invaders. A pair o f  silent stone stat- 
ues flank either side of the entrance - enchanted 
guardians, by all accounts. The ramparts are only 
half as high a s  those of Monsters’ Cafe, and the 
proximity to nearby building.; affords no appre- 
ciable view. The area is shrouded in shadow most 
o f  the day; only when the sun is  highest in the sky 
does it shine upon the stone walls. 

The interior has been kept in good shape and is  
tastefully decorated with a variety of fine objects. 
But for its location, it might be the home of a 
noble fa-nily. The upper chambers are reserved 
for the master of the house, containing private 
libraries, dining rooms, and sleeping quarters. The 
ground floor holds meeting rooms, studies, and 
a hrge banquet hall which can hold many dozens 
of guests. The largest o f  the meeting rooms has 
a huge map of the Humanoid District along one 
wall, with the territory of various tribes marked by 

can 
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throughout the lower floors standing silent vigil 
over the voceedings. 

Usgood Antarax, the selt-appointc 
the Humanoid Districr, makes his 
outfined it with all the trappings o 
finery that few in his position cod 
h successful close inspection (DC 20 Spot check) of 
interior decorations reveals that they are actually quite 
and threadbare.Though fastidiously maintained, it is E 

that Many of the objects here should have been repla 
long ago. 

In addition to serving as his personal headquarters, the 
building serves as a meeting place for outsiders who wish 
to formally speak with the humanoids who dwell here, as 
we1 as neutral ground where tribes so inclined can meet 
to iron our their differences. 

RESIDENTS 
Usgood h t a r a x  was born to the chambermaid of an 
unknown ciry nobleman, the product of his father’s wan- 
dering eye. His mother was dismissed from her post upon 
giving birth, and forced to turn to a life of pmsntution 
to make ends meet. He grew up with an envious eye on 
his father’s family, and swore that  one day he, too, would 
be pawerhl and respected. He learned the manners and 
bearing of a noble by spying on his betters, emulating 
their example in all things. He got so good at it that he was 
able to slip into their parties and gatherings, insinuating 
himself with the upper crust though he never had two 
pennies t o  rub together. It was through this insinuation 
that he planted the rumors which destroyed his father 
- rumors of financial impropriery and sexual blackmail 
against female members of rhc upper class. 
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anslatmg, a task which belped 
k t  position. Humanoid merce- 
r~ the rough neighborhood he 
1, he picked up smatterings of 

Orcish, Goblin, and Draconic. Other humans would use 
him to translate with the interloping humanoids, and he 
used his psit ion to help the monsters cheat or swindle 
their would-be employers. The himanoids soon began to 
trust him with more and more; by the time his mother 
died, he realized that - while he would never be a mem- 
ber of the human elite - he could make a name for him- 
self by working as a go between in the Humanoid District. 
~ r o m  there, it was only a matter of time before he became 
its offrcial representative. 

Antarax has built a little piece of the noble Iife here 
in the Humanoid District. His inherent good taste and 
breeding-by-example lets him put on the airs of a true 
nobleman, while his skiils and skullduggery make him an 
excellent politician. The humanoids in the district view 
him as a true neutrd, which allows him to broker agree- 
ments between them. And the civic government views 
him as a preferable alternative to any humanoids, which 
has given him a seat on the Council. 

He generally acts in the best interests of the District 
-fighting for improved humanoid rights, drawing atren- 
tion away from the hidden exit (location BTi) and the like, 
He does this more because he knows what his neighbors 
will do FO him if he ever fails them. The humanoids don’t 
take compromise very well, and Antarax has learned to 
couch anv deals he brokers in terms of benefits rather 
than liabilities. 

His household staff consists of fifteen human ex-pris- 
oners - mostly fernaIe - whom he has rescued and 
allowed t n  serve him in exchange for protection from the 
slavering hordes. It is well known that he takes liberties 
with his smff, but he rarely beats them and they are always 
well fed - luxury compared to the alternatives. All are 
welt-trained and act every bit the proper domestics. He 
won’t tolerate anything less. Most of them live in 

- 

trust any flesh and blood guards with his protection. They 
are controlled with a n  amuler which he wears arormd his 
neck; he0 is never without it, even while bathing. 

For a11 his srrength and power, Antarax has no inter- 
est in uniting the humanoids beneath his rule. It would 
do nothing bur paint a large target on his back for every 
ambitious tribal leader with delusion? of grandeur. It 
would turn the rest of the city against him, as they would 
begin to see him as a menace rather than a mediaror. And 
even if he could unite the district, what would he gain 
from it? He has the seat on the City Council aIready, and 
governing a motley collection of humanoids is not his 
idea of moving up. Re prefers the sole of deal broker, it’s 
safer, it’s easiet, and it preserves the illusion that he is a 
true nobleman. 

Osgood Antarax: RogT 0. 

Servants (I 5): Com2. 

Shield Guardians (1 2): As per the Monster 
M a m a / .  

Osgood has amassed 2,000 gp in gems and gold; 
he earned i t  through political kickbacks, tribute 
from the humanoid tribes, and flat-out theft. The 
trappings of his castle -tapestries, paintings and 
the like -appear to be worth some 6,000 gp, but in 
truth, they are worth barely 400 gp. Osgoad carries 
a + 7  frost mpier for protection, though he’s never 
had to use it. He wears a ring o f m i d  shielding on 
his left hand, which, like the amulet controlling the 
shield guardians, he never takes OR. 
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mortal fenr of him, for he will throw them 
out into the streets shouId they displease 
him, which is tantamount t o  a death 
sentence. 

For protection, he empIoys 
dozen shield guardians, who serve 
as bodyplards, defenders and watch 
dogs for him. He conned some 
wizard out of them awhile 
back, and he dares not 
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from the various humanoid tribes whom he represents. 
Any interaction which “normat” citizens have with the 
Htimanoid ~ i s t r i c t  is normally conducted here; oth- 
erwise, Anrarax cannot guarantee anyone’s safcry. He 
revels EY playing the political game with the monsters, 
considering their underhanded rutbIessness much more 
“pure” in their motivations than members of the human 
government. The meetings are often loud and boisterous 
(humanoid-friendly food is served), and Antarax always 
has a t  least two shield guardians with him. Those who get 
parricularh violent are slain; i f  has  only happened three 
times, every time done to preserve htaKaX’S safety His 
main goal in s u c h  proceedings i s  to maintain his neu- 
traIity, and thus retain the perceprion that he is the only 
mediator between the district and the rest of the city. 

Among his other duties, Antarax is responsible for issu- 
ing passes to the humanoids that allow them to leave the 
district. He is exrrernely strict in ~ h ~ m  he chooses; he 
cannot appear to give bias to any single ttibe, nor can he 
violate the strict quota enforced by the Wall Guard. That 
ustially means he says ‘id’ as a matter of t o u r ~ t ,  and the 
response to such decisions is rarely popular. Usually, only 
requests horn the  tribal leader himself are honored, and 
then onIy for a dare Of Antaraxx‘s choosing. 

HOOKS 
A map in Antarax’s private chambers bsts the layout and 
defensive capabilities of every tribe’s headquarters. The 
Wall Guard (or some other interested party) hires the 
PCs t‘o bwgain with him for it, or else stage an eIaborate 
break-in. 
Antarax invites the PCs to his home as his guests and 
offers a tour o f  the Humanoid District. It may be dan- 
gerous, hut  refusing the invite might make an unneces- 
sary enemy out of  him. 

* Someone has stolen Antarax’s amulet and is using the 
shield guardians to wreak havoc. When they finish with 
him, they’ll likely move on to the Monsterss Gate (loca- 
tion R1) The amulet has to be found or the shield guard- 
ians destroyed before that happens. Frantic, he hires the 
PCs to help him. 
One of Antarax’s servants flees his castle, looking fot 
protection. She sneaks past the gate and finds the PCs. 
She promises them inside knowledge of his political 
deaIings (which may be used to blackmail him) if they 
w7u help her. 

Little i s  left ~ Q W  but the walls themselves, w 
have weakened in points but remain standin 
hnn-- .-m..,,-p +-“- L*- hnnn .-++A .=h...-J ..ta-wbl.A 

This ruined keep apparently o 
auxiliary to the larger structure or Monsters’ t a t e .  
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to escape. A group o f  armed guards - rnercen, 
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building’s two entrances (the jutting former gate- 
houses on the eastern side). 

Inside, the barren interior is dark and gloomy, lit 
intermittently by smoky lanterns. 

Two dozen or so merchants’ stalls fill the area 
from one end to the other. Each stall is heavily 
guarded - again, by mercenary muscle - and 
contains items which might appeal to humanoid 
sensibilities. lron spears, dried footstuffs, water- 
skins, and the like are all for sale behind the stalls, 
mostly available in bulk only. Groups of  humanoids 
are clustered here and there, haggling with she mer- 
chants or gesturing at the goods they have brought 
In exchange. One far corner has been cleared of 
stalls, and apparently freed for the humanoids to 

are always there, arguing Over a wagonload of hides 
or motley coltection of  swords. 

This area has become a rough trading post for the district. 
Since mosr humanoids cannot travel to the Bazaar District, 
they come here, where they can trade with each other and 
any humans unscrupulous enough to have dealings with 
them. The quality is low and the prices are outrageous, but 
in some cases it is the only opportunity the humanoids 
have to get what they need to sray alive. 

RFSl  I1 t: ‘V‘I’S 

The merchants here are indeed close to crimina1. They 
have uniformly been banned from the Bazaar Dishict, and 
trade here only because it is the only place that w i l l  buy 
their shoddy goods. Many are sporting scars QK missing 
teeth, and they all Stay dose to their respective guards. The 
good news fmm their perspective is thar they can often 
gain a great deal o f  money in trade. The humanoids deal 
in stolen goods and in gold, which they can’t unload any- 
where else. A sale that might go for IO gp anywhere else 
can fetch upwards of 30 gp here.. . as long as you’re w h n g  
to pay for proper protection. 
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wna aeai nere are a surly ana oaa-rem- 
.sllke having to bargain for what they 
s d P  facto status as neutral ground means 
ieir aggressive instincts in check. The 

ants charge outrageous prices and the humanoids 
it. But they also know that they can’t get what they 
n!where else; those few who can get to the Bazaar 
‘t aten’t treated any better 

lerchants (varies): Exp2-4. 

erchants’ Bodyguards (varies): War2-4. 

Humanoids (varies): Bugbears, gnolls, goblins, 
hobgoblins, and O m ,  as per the Monster Manual. 

Treasure here cor15 
1.  . I  1 1 .  

,ists of  stolen coinage which the 
numamias aeriver and any of the shoddy trade 
goods on display. Prices for food and weapons 
are three times the average stats in the Player’s 

nuch gold Handboqk. The humanoids will bring a s  r 
as they need to complete a sale. 
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Merchants without suitabk p a r d s  for their goods are 
often set upon and robbed; the lucky ones escape m t h  
only minor injuries. Business here takes place only a5 

long as vou can defend what is yours. The humanoids 
aren’t spared such attention either. As with anywhere else 
where different races mix, fights are not uncommon. The 
merchants’ bodyguards take steps to ensure the safety 
of their tmployers, but otherwise let the m~nsters  fight. 
Losers are sent packmg, and usually won’t return without 
greater numbers t o  back them up. Once they have com- 
pIeted thrir business, the humanoids make heir  way back 
to their respective territor). as quickly as possibIe. Other 
tribes have no compunctions about ambushing rivals 
going to or remrning from 3 trade. 

I i 00 KS 
* The PCs track down a ser of stolen goods, just as they 

are being turned over to a merchant in exchange for 
a wagonload of moldy bread. The merchant refuses to 
pve  back the items without compensation. though 
his customers won’t protest if the PCs chome to take it 
back by force. 
A merchant has come acroqs a rare artifact with holy 
significance to several tribes in the district. He plans to 
auction it off at the trading post, selling it ro whichever 
tribe can give him the most for it. The PCs can be there 
to serve as additional bodyguards, to bid on the item in 

- -  
an effort to keep it om of humanoid hands, or basically 
just TO prevent the riot that will no doubt ensue when 
the auction is complete. 
A tnbe of humanoid5 has acquired something valuable 
to the FCs -possibly a hostage or maybe just a beloved 

magc  item. 1 hey can rry to trade lor I t  here, t in t  learned 
what the hurnanolds want, and tEen haggling with 
them until a price is agreed upon. Once they have what 
they want, the humanoids renege on the deal, leaving 
the characters with few options other than attack. 

R 5 .  E ORTRFSS O f  
K I N 5  WFFD THE MRCjNTFXCFNT 

This two-story stone keep has certainly seen better 
days. The walls have been breachrd and crudely 
repaired in Several places, with chunks o f  rubble 
used to fill in the holes. The front gate looks quite 
sturdy, however, despite its numeroiis battle scars. 
A $mall sign posted next to it reads: “Now entring 
da relm uv WEED da Magnifisent. All HALE King 
Weed.” Graffiti o f  various sorts has been painted 
around the wafts. From the 
eyes peer hatefully over the 
can occasionally be spottet 
bright red banner depicting d SPIKY pianr or some 
sort flies above the keep’s tone toher, whose roof 
has been painted a sickly shade of yellow. Greasy 
smoke rises from the center o f  the keep, and the 

I ramparts, slitted yellow 
stones and a hairy hand 

1 clutching a pole arm. A 
- - --.I- - 1 .  .~ .I-. 

surrounding area i s  choked with crabgrass and 
puddles of offal, which grow more stagnant the 
closer one gets to the walls. 

Inside, the keep stinks of goblin flesh. Some 
of the buildings have been torn down, while oth- 
ers arc standing only because of some unseen 
miracle of engineering. They hold supplies of  vari- 
ous sorts - mostly smoked meat and vile-looking 
waterskins. Tents and yurts made from pig hide 
are scattered across the marshaliqg yard, each 
containing bedrolls for several ~ Q W  gobrins than 
they can comfortably fit. A central bonfire - the 
source of the smoke - is constantly lit, and goblin 
cooks surround it using the flames to roast spits 
of unidentifiable bits of  meat. The gatehouse is in 
slightly better shape, with goblin soldiers standing 
guard their as vigilantly as Such creatures are able. 
The interior walls, Ii ke those of the e.<terior, are fes- 
tooned with graffiti. 

The tower 15 apparently the realm o f  King Weed 
himself. The main foyer is flanked by hordes of 
goblin mardz and hiincr with tanprtripc rlenirtina 

the same bright red sigil that flies on the banner 
outside. The central throne is carved from oak 
and looks as though it was discarded from some 
wealthy noble’s dining set and left to rot on a gar- 
bage heap. The words, “KING WEED“ have been 
carved into the top o f the  back. The upper stories 
contain more storerooms, a series of lookout posts, 
and the private quarters o f  King Weed himself. 
Several trap doors leading to the lower levels are 
scattered throughout t+e keep. 



HUMANOID DISTRIC 

I ais Keep was origmauy p a n  QI me ~ i r y  t u a m  gamson 
back when this district was just a shim. It became a focal 
point for the defense when the humanoid army invaded, 
and was breached only aftet a pitched fight lasting most 
of two day?. Since then, it has been chimed by various 
rribes, none wf which have been abie to hold onto it for 
very long. Its current occupants are former slaves who 
had been subjugated by rhe orcs who originally called 
it home. They are led by one of their own, a shrewd but 
cruel goblin who calls himselfweed. 

Though they appear crude, the repairs to the waLI are 
actually quite sturdy, and will stand up to most assaults 
(hardness 7,200 hp). The kobolds of Reinhold's Engineers 
(locanon B I ~ )  have rigged it with several nasty traps 
designed to collapse into spiked pits if tampered with IDC 
15 Search check to spor, DC 20 Reflex check to avoid). 
The front gate has a hardness of 6 and 150 hit points; it 
can be barred From within if necessary. King Weed can 
musrer some 300 goblins in defense of the keep, but ne  
one has directly attacked him since he seized power. A 
tunnel between the keep and Reinholds Engineers ~ Q W S  

the goblins and kobolds ro move back and forth at wiU. 

KCSIDEPu'TS 
Back when he was just another slave, Weed always longed 
to free hi< people from their bond. He struck a secret 
bargain with a rribe of nearby kobolds W ~ O  paid unwilb 
ing fealty TO the OTCS who ruled over h e m ,  and when the 
OKS ventuted our ro do battle with their rivals, Weed and 
his followprs overpowered their guards and seized the 
fortress for themselves. When the remaining orcs came 
back, they fell into a series of traps laid by the kobolds. 
Weeas penple promptly crowned him as their "king," and 
they have qince maintained control of both the fortress 
and the immediate srrrrounding area. 

Soon after his emancipation, Weed discovered a tunnel 
to the sewers under the keep, and made it available to his 
kobold allies. The city proper had walled up the sewers 
during the war, but numerou~ tunnels still ran under the 
Humanoid District.. . including one which led all the way 
past the uull OfJorce and our to the nearby countryside. 
Using the tunnels, the kobotds could engineer the col- 
lapse of any building in the district, which King Weed 
used to dispose of those who threatened him. The other 
tribes soon learned 10 leave the goblins alone. 
The passaye out of the district have proven even more 
successful Weed allows bands of humanoids to use it to 
conduct raids on oatlying villages and caravans. He can 
raise revenue that way without having to risk his forlow- 
ers at all thar way; they need only collect a petcentage of 
the Ioot from returning humanoids. Weed had hi5 kobold 
allies rig the surrounding tunnels wirh all manner of 
traps; onlv those who agreed to pay for the privilege were 
allowed to pass through them safely King Weed has made 
it clear that he wdl collapse the tunnel should anyone 
threaten his sovereignty, which is all the more reason for 

other humanoids have a means of exiting the disrric 
King Weed i s  quite proud of what his ingenuity has don 
for his people. 

These dayys, King Weed appears as a mid-sized 
of indeterminate age. His limbs are long and skin 
yet his face is strangely bloated, with a long puf 
smetching out past his chin. He has developed 
sized pot belly, though the excess has yet to spreat 
remainder of his body, ne dresses in a purpXe f: 
bathrobe, whicb he daims are royal vestments, an! 
a tin stage actor's crown which has been augment4 
very real gems collected as tolls. He can usually bt 
loiinging upon his throne most hours of the day, sur- 
rounded by a harem of goblin kmales. For all his apparent 
foolishness, however, he is quite cunning, and governs his 
people with a 3neaky efficiency. He speaks with a self-sat- 
isfied smile on his face that  can be infuriating. He carries a 
pair of meat cleavers (treat a5 hand axes) beneath his robes, 
and he won't hesitate to use them if he feeIs it warranted. 
A number of his subjects sport missing digits for failing to 
enact one of his policies quickly enough. He has survived 
three assassination atcempts from members of his tribe, 
ahd is constantly on the lookout for a fourth. 
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ur m e  areas u m u m : ,  are t yp i ca l  gumin:, 
.I! wear the sign of King Weed on their 
d r d 1  obey his orders without question. 
nst him crop up periodically, as they do 

iumanoid community, most understand that they 
-etter under him than they would under anyone 
nishment for most infractions is eithet death or 
which generally amount to the same thing, since 
xeft of their king’s prutection are killed by the 
smanords within hours. Cuatds carry short pole- 
d swords, while an archery unit is stationed atop 

the ramparts with short bows. Females and children of the 
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The goblins have amassed quite a horde, 
in tolls from returning raiding parties. The 
some 700 gp in various coins, gems toti 
gp, and over 2,000 gp worth o f  foodstuffs 
implements, and other assorted swag. Th 
piled in a large room in the keep tower, wf 
Weed can chortle over it whenever he lil ... ” r. _ I  I I !  

ded in it will fetch a combined 100 gp, if rerr 
and prooerty cleaned. There are no magic itei 
the keep. 
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tribe are unarmed. 

King Weed: Goblin RogS. 

Goblin Followers (600): As per the Monster  
Manud. 
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The goblins emerge from thp keep only infrequently, 
mostly on thieving missions against other nearby tribes. 
\Tisitars to the keep usually consist of rziding parries, there 
to barter for passage out of the districi.. King Weed takes 
25% of the cut, payable upon return.Those who hold out 
are not allowed FO return; Weed simpFy won’t issue the 
order to disarm the traps i n  the passageway hiding par- 
ties are not alfowed to linger in the keep any longer than 
is necessary; the goblins don’t t rus t  them at all. 

Ironically, the mmt dangerous place for any human- 
oid raiding party is just outside the keep doors, as they 
return from a successfd raid. Other tribes will often lay 
ambushes, seizing the raiders’ ill-got g:iins and slaughter- 
ing them where they stand. The goblins do nothing to 
interfere in smh conflicts; they simply bar the door and 
start laying down bets on who and how many will survive. 
Other tribes have Ieamed to send reinforcements when 
they expect a raiding party to return, in order to keep their 
r i d s  from claiming rhcir hard-earned swag. 

Humans are almost never ahwed  into the keep. The 
only exception is Osgood hntarz  (see location B3), who 
makes calls on King Weed to discuss issues pertinent to 
the district.The goblins knowbetrcr than tolet any P ~ ~ S W R -  

ers escape rhrough their mnnek, and the City Guardsmen 
have nothing to say to either the odious little king or his 
subjects. Non-monsters who approach the keep \vi H have 
IO endure hurled trash and shouted insults; those who rry 
ro get through the door without direct permission from 
King Weed will be attacked. 

HOOKS 

* A raiding party has captured slaves from a merchant car- 
avan and handed them over to King Weed as payment 
for passage. Weed intends to ransom them back to their 
families, but most of them cannot afford his exorbitant 
price. The families hire the PCs ra jnfdtratc the keep 
and rescue the prisoners. _.  or if they’re feeling bold, 
negotiate with King Weed personally for their release. 
The PCs are on a scouting mission for the City Guard 
when they overhear one of the other tribes discussing 
a plot t o  overthrow Kmg Weed by turning him against 
his kobold allies. The PCs wll need -0 decide whether 
to help thwart it, or to let ir go forwatd, perhaps altenng 
the balance of power in the district. 
A coup against King Weed succeeds, forcing the wily 
old gvbIin to flee the district. He approaches the PCs 
and offers his vast treasure to them if  they will MI his 
usurper and restore him to the throne. Of course, he 
has little intention of handing over his treasure once 
they’re done, and will try to eliminate them/drive them 
off once he’s secured power again. 
The PCs have been trapped in the Humanoid District, 
either through a fluke, or fate or perhaps are wrong- 
fully canvictcd prisoners. They hear about the passage 



beneath King Weeds tortren that leads to freedom, but 
in order to reach it, they musf first penetrate the keep 
and then negotiate the numerous traps which Iine the 
length of the passage. 

136. FORTRESS OE 
'FHF ROWSTEINS B R F R K E R S  

- Ionghouses, perhaps 
- and since then h a s  ha( 
x e s  of masonry added tr 
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This ramshackle structure looks as thuugh it has 
been cobbled together by a gigantic child. It was 
originally built of oak 

1 

it to provide some semblance OT increasea P~QWL- 

tion. Though the engineering is  suspect, the results 
seem strangely durable, and the presence of scar- 
tine alonE the sides suggests that it has repelled 

arranged in a square - 
chunks Q f  stone and pi1 3 

I -- 
mare than i t s  share of attacks. Hard points along 
the walls hold clusters o f  disciplined guards, while 
sharpened stakes line the perimeter and make for 
an impo: ing natural defense. judging by the nurn- 
ber o f  bodies impaled on those stakes, they have 
done the r job quite well. 

Inside, the place has the air of a well-disciplined 
soldier's barracks. Quarters are laid out with mili- 
tary efficiency, and though crude and smelly, are not 
dirty in tqe slightest. Supplies are neatly arranged 
in appropriate locations and weapons are orga- 
nized intq smarthoking arsenals. The former long- 
houses, +which now form the fortress walls, hold 
barracks, kitchens, planning facilrties, and living 
quarters for the fortress's civilians. Yellow banners 

1 flank t h e  four cornersof the central courtyard. 
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Guard residing here ... almost. Their F 
them a perennial force in the Humat 
numbering only about 150 adults or 
best-equipped humanoids in the district. They l i ' t  

shirts instead of leather, and their weapons are a1 

This is the stronghold of a powerfu! hobgobh tribe 
calied the Bowsning Breakers. 

RF S 1 J3 F N 'F' S 

The Bowsuing Breakers are one of the last holdovers from 
the ongrnal humanoid horde which invaded so long ago, 
making them more rigidly milrtaristic than most other 
humanoid tribes currently existing. A deep-set discipiine 
and respect for the chain of command is instilled in them 
from birth. The children march and drill euev day, while 
females serve alongside the males in a permanent state 
of war. Their discipline can be felt in ever corner of the 
fm-tress. Hobgoblins patrol the inner vards and outer 
war1 nllke, maintaining tight rinks and vigilant looks 
at all times. Those not on active duty are cleaning thelr 
weapons or performing calisthenics; one of them is even 
thumbing through a "Do& of military philosophy, mouth- 
ing the words slowly hut with enormous conviction. Were 
it not for rhe cruel bestial fnces poking from beneath the 

:ai chain 
1 Of good 

r .  . . J  

quality 
'I'he Breakers are led by a rather small war chies 

HggurP the Axe. His nasty tempered is filtered thro 
almost fanatic devotion to order, leading to harsh F 
mefyK for even the tiniest infraction of his elaborati 
His claws have been repiaced by steel nails, whrc 
driven painfully into is flesh. Thev grant him an ex 
damage in unarmed attacks. 

Hggurl the Axe: Hobgoblin Ftr5, +ld4 dam, 
unarmed attacks, 

Hobgoblins (150): AC 17; otherwise, as per 
Monster  Manual. 

The Breakers have amassed only 
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Tor neeoea supplies, rney rarely have very much 
in the way of  stolen or extorted goods. Several 
months' worth of food is buried in strategic loca- 
tions throuEhout the courtyard. Hggurl carries a + I  

eapon. battleaxe, which serves as  his primary w 
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The Breakers' discipline has allowed them to survive 
numerous threats, despite numbering only about 150 
adults. Theyke currently facing trouble on two fronts: 
The Bladed Smile gnolls have laid daim to the main thor- 
oughfare, pressing their numerical advantages in an ever- 
increasing series of skirmishes; and the orcs ofthe Rotten 
Jaw (see location B7) are pushing against their southern 
flank, despite a persisrent vacuum in leadership. In  These 
fights, the Breakers strive to maintain mhtary discipline 
and employ conservative tactics, trying to minimize their 
o m  losses while inflicting as many as caution w d  allow. 
Thev have an implied nonaggression agreement with the 
Iron Jaw tribe (see location B24),  which provides some 
security for their northern flank. With the Rotten Jaw in 
chaos, they are hoping to force a settlement on them, and 
then focus all their attention on desnoyhg the g n o k  

Before the current crisis, the Breakers were quite active 
as mercenaries, and many traveled into the city in search 
of steady work. Their knowledge of other distticts is bet- 
ter than that of the other humanoids in the region - the 
equivalent of b o w l e d g e  (City) +2 for each member. 

points of damage before being breached. 

r 
5. 

The fortress irs& has a batdness of 6 and can take 150 



I to further shore up their defenses by 
proper engineers and setting them to 
!em. The engineers' families hire the 

are to rescue them. 
Breakers acquire a wand qffrrchalls from an unknown 
ce. and intend t o  use it to wipe out the Smile once 
for all. In  the process, they set fire to many sur- 
iding buildings, and if they aren't stopped, it codd 
ad throughout the quarter. 
Breakers commit an assault on the PCs - robbing 

L l l r l t  home, assaulting a relative, etc. - and leave evi- 
dence irnplicaating she Bladed Smile. The hope to goad 
the PCs into attacking the gnolls, thus weakening rheis 

spw 
* The 

.L -:. 

enemics. 

B7.  FORTRESS Qt; TIE€ ROTTFN JAW 

Like the Fortress o f  the Bowstring Breakers (loca- 
tion B6) this location has a haphazard quality to it, 
though :he design appears far older. Hastily-built 
barricades were constructed between a variety of 
structurps, creating a stronghold out of what had 
previously been an unremarkable block of build- 
ings. The defenses have since been fortified with 
rocks and stones; in one case, it even appears as if 
transmute mud to rack had been cast on one of the 
walls. It actually appears like a miniature fortified 
village the size of a single city block, and containing 
nearly a dozen buildings of  different sorts. 

Inside. the sense o f  being in a village only 
increases. Pigs root about the muddy open areas 
as groups of orcish females and children go about 
thnnr r h n r n r  fir,- M ~ I A C  rtinrl n n T 3 r r l  3tnnrr t h e  I~IIFIc 
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while others work at herding the livestock or repair- 
ing a bit o f  wall. The southeast corner contains a 
large square bell tower, which has apparently been 
converted into a meeting hall. The bell has fallen 
out o f  this place and apparently been incorporated 
into the uearby wail. A monstrous jawbone, taken 
from some fell beast, has been mounted on the 
tower in rts place. 

The fortressjvillage mntains the bulk of the Rotten Jaw, a 
powerful orc tribe composed of several different smaller 
bands. The area i s  fulI of orcs, with dozrns sleeping in 
crowded quarters. Despite the squalid conditions, howev- 
er, thev are quite self-sufficient, raising pigs and growing 
mushrooms in The underground basements, which have 
been expanded somewhat in recent years.The battlements 
;Ire all strong (hardness 7 ,  200 hit points) and can with- 
stand attack from anvone in the district. 

The fortress itself contains some 300 crcs, three rimes a5 

much as the area could normally support. h o t h e r  150 
swearing fealty to the Rorren Jaw occupy the buddings to 
the northwest, making them the largest tribe in the dis- 
trict. For all the cramped conditions, residency in the fot- 
tress is ;1 sign of great prestige, for there they are ssfe from 
attack Historically, they have long been a major factor in 
district politics. Years ago, a mighty o x  chieftain named 
Cracktooth created them by fiising together sevetal dispa- 
rate orcish tribes into a singre group. IIe attained untold 
glory for his people by leading them to victory against 
a bulette which had made its way into the district. The 
bulettek jaw still decorates the fortress tower, and forms 
the unified tribes namesake. 

But now, troubled times have come to the orcs. 
Cracktooth was recently killed in an altercation with the 
Iron Claws (see location &27), leaving them rudderless. 
The Rorten Jaw has sworn vengeance igainst the Claws, 
but without their commander, they lack the impetus to do 
much against them. The tribe is currently being governed 
by a rough council of commanders, representing the 
various smaller bands which orighalIy made up the Jaw. 
They are keeping on top of things for now, but fissures 
have begun to appear in their unified h n t .  It may only 
be a matter of time before the Jaw collapses into smaller 
groups and their formerly dominant position becomes 
pist another memory. 

Broken Jaw Orcs (300): As per the Monster 
Manual. 

~ 

The tribe has amassed a great deal oftreasure from 

wer, 
: 20 

wpen LOCK cnecK to PICK me m o r  10 tnis  Treasury). 
Who has the right to distribute it has become a con- 
stant sticking point for the governing council, and 
even the choice of guards is met with accusations 
and suspicion. 

IOU5 

ACTIV1TY 
In addition to internal smfe, the Jaw :5 facing enemies 
an several fronts. The Iron Claws (location B27) remain 
defiant foes, and yet they annot rum their full attention 
to them. The Bowstring Breakers (location B6) ate cornpet- 
ing with the Jaw for Jiving space, and a; the orcs expand 
westward, they may end up entering rhe fray over the 
main thoroughfare (location BIOI. Recendy the band of 
gnolis known as Cruelty took up residence ne& (loca- 
tion 824). It is unknown what their ambitions are, but 
they cannot bode well fox the Jaw. With enemies on mul- 
tiple fronts, the Rorten Jaw has responded with ferocity 



ana tenacious conviction. 11 temams to ae seen, however, 
whether rheir inrernal divisions ultimately overcome 
thcrn, leaving their foes to pick over the carcass. 

I I n n K S  
Expansion of the Jaw's underground mushroom farms 
threatens to collide with the kobolds' extensive tunnels 
(see locations 818 and B30). Concerned about stability 
in the region, Osgood Antarax (see location B3) hires 
the PCs to travel through the kobold tunnels and COI- 
lapse those nearest the RoKen Jaw's fortress. 
One of the Rotten Jaw's fiercest wamors sets his sights 
on a PC, believing h a t  if he can defeat the PC in com- 
bat, he can ptove himselfstrong enough to reunite the 
tribe beneath him. 

* In an effort to stave off dissolution, the Jaw attacks one 
of its n'*ds... just as the PCs are passing through. They 
must survive house-to-house fighting and charges by 
bellowing humanoids of one persuasion or another . . I 
or perhaps they nil1 have the opportunity to tip the bat- 
ance of power by aiding one particnlar side. 

l38. CO1,ISFUM A N N F X  

This soli( 
o f  the gj 
District from the Entertainment District to the east. 

1, well-built structure is a technically a part 
reat wall which separates the Humanoid . -  - 

It is constructed of rhe  same thick stone, and has 
the same sense of rmplacability as the remainder 
of the wall. The gated entrances are oversized, as if 
to accommodate larger species, and the bare stone 
walls ahnw them give lend a w n w  of indomitahlp 
will. 

Inside. the complex is sirnilarty oversized, with 
rooms a i d  corridors big enough to accommodate 
a giant i' need be. The lower levels are comprised 
of  pits and cages, holding both reluctant gladiators 
and the savage beasts they will fight. The upper lev- 
els hold more austere quarters, designed for more 
willing combatants. The rest i s  storage, containing 
everything from spare weapons for the fighters, 
to huge props such as siege towers and chariots. 
Everything the Coliseum may require is stored here 
for possible use; there's even a set of  boats and 
water tanks, which can be used to simulate naval 
battles. 

The annex to the Coliseum is run as a part of the 
Humanoid District. Indeed, it i s  even administered by 
humanoids, falling under the unofficial domain ofa rapa- 
cious ogre rnage and R family of his mundane agre f0110~- 
ers.The City Guard a l l o w  them TD run the Annex because 
i r  keeps t'leir own members out of ham's way. The Annex 
contains everything necessary to stage gladiatoria1 spec- 

.--~-", 1.. -.-~. I ..-._ I,". .-._ l.y_____ 

to escape through the Annex; all ofthe ti 
back to the district or to h e  field ofthe Cohseum (location 
CZ) itself. 

This arrangement stems from the fact that the Coliseum 
straddles the Humanoid District and the Entertainment 
District. It served as a birlwark for thp defenses against 
the initial humanoid invasion, and as the siege continued, 
the wall naturally grew up around it. That left rhe Annex 
in the Humanoid District, however, and while it wris 
initiaUv administered by "normal" bumans, the nitmber 
of monsters and prisoners who entered the games neces- 
sitazed that new management step in. For all their crudity 
however, they have kept the Annex in excellent shape. It 
contains weapons, armor, and accouterments of all variet- 
ies, enabling the Coliseum to put on whatever spectacle 
the crowd demands. It's all stored neatly in one of the 
building's immense moms, or else ordered from a variety 
O f  merchanrs throughout the city 

-7.. " 
il 
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1 of the Coliseum Annex is Titus 
-indeterminate age who arrived one 
his services to the Coliseum ewn- 

Ye would groom gladiators and provide exotic beasts 
hem to fight if only they would allow him KO run the 
'x as he saw fit. They agreed and for the last century, 
as been the master of the Coliseum's "prep work." He's 
,ricious and somewhat whimsical overlord, given to 
rge fighrs of fancy when it comes to acquiring new 
atom. He might dress a slavering half-orc in fine 
)r or put a stodgy dwarf on the back of a miniamre 

chariot. But he rakes his job seriously, and the cruelty and 
sadism u hich mark all of his species i s  never far from 
sight. 

 is assistants are a famdy of mundane ogres, who have 
served him willingly for generations now. Their matri- 
arch, Takthena the Pungent, is a shameless sycophant who 
regards her master with a mixnm of horror and awe. Her 
loutish brother and three ugly sons do most ofthe physical 
labor in rhe annex: building cages, moving heavy equip- 
ment or keeping the gladiators in line. They snap to obey 
any of the Titus' orders, but otherwise revel in their place 
a t  the top of the food chain, treating both gladiators and 
noncombatant u n d e r h g s  
with bemused contempt. 

m y  nurnoer 01 giauiarors ana utanires may ~e rouna 
here as well, preparing to fight in the games. Training 
facilities are quite adequate, and many fighters CQme here 
in their off-hours ro keep their skills in top form. In addi- 
tion to the usual routine ofperformets, humanoids come 
here to test their mettle in the games, and pnsoners wiil 
submit themselves in an effort to buy their freedom. Lone 
monsters can often make quite a name for themselves in 
the Cohseurn, earning the security and riches which they 
could never achieve on their own, whik prisoners see the 
games as one of the few ways they have of esaping the 
district. 

Titus Rapax: Ogre mage, as per the Monster 
ManuaE. 

hkeena the Pungent and Family (5): Ogres, as 

Gladiators (varies): Ftr2. 

per the Monster Manual. 

L t u ,  keeps his earnings in a portable hole, which 
he carries in his back pocket. It holds 2,500 gp in 
gems and platinum pieces, which he uses both to  
keep the  annex running and to gloat over when he's 
by himself. In addition, he carries a cube of force 
which he uses to keep hknself safe while directing 
the acquisition of dangerous animal:;. Takeena has 
the mundane ogres' fortune - 500 gp - wh ick she 
keeps in a canavas sack worn around her neck. She 

~ 

inside, but they must never touch them. In addi- 
tion, the annex h a s  weapons and armor of al l  variet- 

Anyone who removes anything, how?ver, will have 
to answer to Titus. 



fight and main. While they earn no money, Titus gives 
them a roof over their heads and a modicum of security. 
The standing rule is that any prisoner who survives 30 
bouts in the ring w d l  be granted his freedom, provided 
he leaves The ciry and never returns. To date, only a small 
handful of prisoners have ever managed to reach that 
prize. More often, they die in the pits while the howls 
of the mob cascade around them. Stdl, many see that as 
preferable to a life of constant fear in the district. 

In addirion, Titus and the ogres periodically conduct 
hunting expeditions, to capture exotic crearures and 
remrn them to the arena. They have special passes allow- 
ing them to leave the disirict fer these purposes, and are 
very good a t  procuring strange new beasts for the appe- 
tites of the crowd. Owlbears and umber hulks are regular 
combatants, a5 are even stranger beasts such as otyughs. 
Those that survive are kept in cages beneath the annex, 
where the ogres keep them poorly fed and tormented to 
maximize their rage. Contests often pit teams of gladia- 
tors agaimt such beasts, which Titus claims is gladiatorial 
combat in its purest essence. 

HOOKS 
A group of prisoners plans an audacious escape, first by 
setting the caged monsters in the annex loose, and then 
bohing through the arena while the ogres are engaged. 
The PCs are on watch in the nearby rower and must 
decide between containing the monsters or re-captur- 
mg the prisoners. 

* An enemy ofthe Pcs pays the ogres to kidnap them and 
place them in the games. They find rhernselves cages 
beneath the annex, where they must either escape, or 
be thrust into lerhal combat. 

* The ciry decides they need to inspect the Annex to 
ensure that the ogres aren't unduly exploiting their 
charges. The PCs are asked to make replar inspections 
of the premises and to keep the ogres on their roes. 

"9. THE EIANCjTNq T R F F  
This huge, decrepit oak dominates the surrounding land- 
scape, its skeletal branches spreading aut in what seems 
like a thousand different directions. The bodies of nearly 
a hundred humanoids hang from different branches. The 
oldest are f ide  more than skeletons, while the newest 
have been hanging far just a few days. Crows and buz- 
zards flosA here by rhe dozens, rheir feathered bodies 
forming a gruesome foliage for the nee. Before the cur- 
rent turf squabble (see location Bin), the tree was used IO 

display t!ie bodies of traitors t o  various tribes. After being 
killed, his corpse would be displayed here, as a warning to 

unity among the tribes. Only trait 
to do 3 0  with those killed in inter- 
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district's 

ors were thus displayed: 
rribe tussles was  consid- 

en 
>rt 

ered unduly inflammatory 
The practice remained until the recent trouble 

the Bladed Smile and the Bowstring Breakers. I 
to establish dominance, both sides began displaying their 
kills on the Hanging Tree, and the lower branches S O Q ~  

became festooned with gnoll and hobgoblin corpses. 
Each side would CUT down their dead, only to have them 
replaced with fresh bodies after the next skirmish. The 
practice is inflaming the tensions between them, and may 
be the match head that goads them to open war. 

The forces of King Weed do not make use of the 
Hanging Tree. 

I 

BIO. MAIN STGRFFT 
n i s  large thoroughfare is rhe widest in the city, and saw 
regular parades by the City Guard before the humanoid 
invasion. Now, it houses a variety of d w e h g s  and crude 
businesses, al l  populated by humanoids (and a few pris- 
oners) and built in the remains of the shops which once 
lined the sneer. The thoroughfare itself is filled with boul- 
den  and debris, providing easy cover for those attempting 
to traverse it. The boulevard is currently chimed by three 
hcn'ons - the Bowstring Breakers (see 1ocaTion B6), the 
Bladed Smile (see location BZ2), and King Weeds minions 
(see location B5). Weed keeps his soldiers in close hand, 
venruring only into the westernmost stretch of the saeet, 
bus the other two tribes are engaged in near-constant skir- 
mishes over it. Small-unit battles are a daily occurrence, 
and residents must pay protection money to both groups 
if they wish to stay healthy. 

BTI. WATCHTOWFRS 
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These tall wooden towers have been placed near the IWQ 

main entrances to the district, and they afford a clear view 
of most of the wall. The humanoids erected them in a rare 
dispIay ofunity -ccarefulIy negotiated by Osgood Antarax 
(location 83) - and nearby tribes continue to staff them 
with regular shifts of watchrnen.They have orders to keep 
an eye on a l l  human acrivities along the wall and to sound 
a warning if any threat to the district appears. Each tower 
contains a contingent o f  five humanoids (OTCS, bugbears, 
or hobgoblins) armed with longswords and bows. The 
leader of each shift has a loud ram's horn, with orders to 
sound it at the f r s t  sign of danger. The towers themselves 
are nearly four stories tall, with a hatdness of 5 and 90 hit 
points, The humanoids are Qical members of their spe- 
cies, as described in the Monster MnnuaI. 

I 
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structure was clearly once an 
amphitheater, where plays were performed and 
athletic contests took place. Stone seats ring a large 
central arena big enough for dozens o f  combatants. 
Its diameter is only slightly smaller than the grand 
Coliseum nearby, though the Coliseum i s  not nearly 
as  shopworn as this structure. Portions d t h e  seat- 
ing have been broken, a5 if by huge stones, and the 
rampart!* atop the amphitheater have shattered and 
fallen to the ground far below. Pedestals which once 
held statues of men and women in athletic poses 
have bepn broken off, the art claimed by some 
slaverinp humanoid tribe or another for purposes 
better le't unconsidered. The tops of the entrances 

wrEiiii ICK tu d X I K ~  UI 1uuirt5 ucricdtii t r i r  hLdriu3. 

Strangely enough, there is no grafitti anywhere here 
- most unusual for the Humanoid District, The 
grounds surrounding the amphitheater are littered 
with bowlders, fallen trees, and collapsed buildings. 

The amphitheater is home to one of the few benign 
residents of the Humanoid District - a stone giant named 
Sheercliff who works in the docks. 

R F S I D C \ T S  
Exiled by $is fellows for some unknown reason, Sheendiff 
was unable to find comfortable quarters within the c i t y  
proper, and so headed here, where he could live a life of 
quiet solitude aiid enjoy what cornfotts he could. He was 
living hen: when the humanoid army invaded. Not wish- 
ing to be identified with the horde, but neither feeling 
inclined to3 risk his life on behalf of the city, he simply 
holed up nnd waited for the fighring to end. A n y  human- 
oids which approached had their bells rung for them, and 
the rest were too busy with the city to pay much attention. 

He rise. before dawn each morning and travels to the 
docks, w b m  he works loading cargo and moving anides 
of heavy freight. He sometimes travels through the main 
gate in the Bazaar District, though mostly he simply chm- 
bers over the northern wall and travels on his way.'l'he city 
guards know about him and leave him alone; his presence 
as a productive citizen of the city has been on record for 
longer than  any of them have been alive. In the evenings, 
he comes home and spends hours hurling rocks a t  the 
nearby buildings. He's reduced all of them to dust, but srill 
takes delight in bashing the rubble into new and intcrest- 
ing configurations. Once in a blue moon he hires a scribe 
to come 3rd read philosophy to him, which he debates in 
the IQW rumbling voice y i c a l  of his b n d .  But mostly, he 
just keeps to himself, content to ignote and be ignored by 
the remainder of the disrnct. 

Sheercliff spends most of his wages on the large 
amounts of food required to  sutain him, and upon 
subtle indulgences like the visits from the scribes. 
He has six perfect emeralds -his only possessions 
from before his exile - which he keeps in his quar- 
ters mounted in a smooth stone holder. They are 
worth 400 gp apiece. He never allows anyone into 
his lair, 50 he believes them quite safe. Should they 
ever be stolen, his wrath will know no bounds. 

A CTIVI%Y 
sheercliff dislikes uninvited ViSitOTS; th x e  who approach 
the amphitheater will receive a bellowing verba1 chal- 
lenge. Those who do not respond or whose answers are 
not TO his liking will be given a warniig in the form of 
a boulder flung across their path. Those who persist will 
receive the full brunt of his wrath; Sheesdiffe has no 
shortage of rocks and will go to any length to protecr his 
privacy. Humanoids often receive no warning at all. Thosr 
not wishing to be shelled into oblivion must approach 
under a ff ag of truce. 

Assuming that you can gain entrance to the amphitbe- 
ater, you w d  find him a cufl but not unpleasant host. He 
d l  answer their questions as best Ire cin, provided they 
don'r invorolve anything that can be directly used against 
his neighbors (such as defenses, p a d  schedules, and 
the like). He is always interested in new5 about his fellow 
giants, and will debate philosophy for hsurs with anyone 
who lets him. 

?he koboldr: have never been able to tunnel underneath 
the amphitheater; Sheercliff is too well-versed in their 
ways to let them. 

HOOKS 
* The PCs encounter a band of Sheercliffs kinsmen in 

search of him. They make no indication of their inten- 
tions towards the stone giant, but are quite keen to find 
him. Even ifthey wish him well, he will likely appwci- 
ate being informed before they arrive Ion his doorstep. 
Sheercliffs gems have becn stolen! The PCs purchase 
one or two of them in the Bazaar District a t  a consider- 
able discount from their market value. That's before the 
angry ssane giant catches up with them and threatens 
to mash them into paste. Giving them back d placate 
him somewhat, but they must help him hunt down the 
remaining gems and the rhieves who rook them if they 
wish ro stay off his bad side. 

* The nearby humanoids plan to ambush Sheercliff on 
his way ro work. The PUS spot the a m c k  3s it begins. 
Unless they come to the stone giant's aid, he will be 
overwhelmed by sheer numbers and taken down. 
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This man-sized hole bores straight into the wall, traveIing 
abouc a third ofthe distance before finaIly collapsing into 
rubble. It marks the spot where a prisoner - a wizard Qf 
some infamy- attempted a breakout, alongwith three or 
four compatriots. They underestimated the weight above 
them, however, and didn’t think to shore up their tunnel. 
The cok~pse killed them d l  in an instant. The Fllnnel E k e s  
near an angle of the wall and is hidden in shadow - easy 
to miss unless yodre looking for it (successful DC 25 Spot 
check to notice). A prisoner or a humanoid with proper 
engineering skills (OT perhaps the help of Reinholds 
Engineer<; location B18) may be able ro shore it up and 
keep digging. 

BV4. WALL RUPTURFS 
These atear were the target of various humanoid attacks 
over the wars ,  and were never properly repaired due tQ 
safety concerns. They are imseemly clefts in the archi- 
tecture, gonged out by inhuman hands or long destroyed 
siege engines. The Ciry Girard keeps a cIose eye on them, 
but because they don’t significantly weaken the defenses, 
no other action is taken. Occasionally, a humanoid will 
bury something of value within their confines; their prox- 
imity to the guards means that none of his compatrioTs 

I ------= -- - 
ta the skull of the humanoid’s grandf; 
ocwsionally spor such interlopers, but u 
alone. - 

s r 5 .  RUTNFD WALLS 
The crumbling masonry here once represen 
wall, which ran for several blocks and fo rm 
of the modest park ro the southwest. Now, 
in the park has withered and died, and rhe P 

but a few scattered lines of masonry. It was 
city defenders made a heroic stand during t 
invasion, holding the monsters a t  bay whil 
ers at the wall evacrrated the last few resic 
Dwarven District. Evenhafly, however, they weir uvciiun, 

and their bodies mangled beyond recognition.Their blood 
and bones intermingled with the soil here, leaving a trace 
of their essence behind that remains even after so many 
generations have past. 

Anyone standing in the area - between the large 
tree to the north, the parkland to the south, the build- 
ings to the east and the wall to the Dwarven D i s h c t  to 
the west - facing a humanoid or evil-aligned opponent 
gains a +I circumstance bonus to any Will saves, and any 
Intimidation checks made against them automatically 
fail. 

- 

ted a Iorv, low, 
:d a boundary 
the greenery 

raU i s  nothing 
here that the 

h e  humanoid 
e rhe defend- 
Ients into the ,- 
. . . - - - I.--I- - I 

s r 6 .  S ~ I N D L F L F +  WOODS 
This former parkland has taken on an eerie, desolate qual- 
icty. Many of the trees are dead, having been burned black 
by fires long ago. Those which stirvive are strangely sick, 
seeming almost feverish in their growth. It is here that an - 

outcast drider arrived long ago to make his home. FIiF 
true name is unknown, but the humanoids call him 
Spindlelegs; i t  is rumored that he undertook the test to 
his goddess in some hidden antechamber of the citv, and 
when he failed, he had nowhere to go but here. 

He makes his home in the treetops, hshioning 
carnodage out of leaves and mud to disguise his 

glossy bIack body. H e  feeds mostly OR lone strag- 
glers, whom he brings down with a bow and 
poisoned arrow before WmpQing them in his 
threads. Human prisoners form the bulk of 
his diet, bur lately heS been dining on Rooks 
Skull orcs from nearby (see locarion B2S). The 
orcs have made several efforts to burn him out 
(hence the charred rrees), but he has always 
survived, and invariably claims a sentry or ~ W D  

in retribution. The orcs keep a watch on the far 
eastern rooftops of rheir territory and try t o  lob a 
shot at him when they spor him. 

spindlelegs’ camouflages gives him a +Z 
competence bonus to Hide and Move Silently i 

checks. His arrows are tipped with his own poi- 
son, causing damage as per his bite. Otherwise, he is 

the equivalent of a standard drider, as per the Monrter 

- 

-,. 

- -  
Manual. 
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block has been transformed into 
fy first knocking out the houses’ 

rtdirlg walls, then constructing new ones through the 
rubble and shabby carpentry. Visitors rnusr weave 
out of several buildings that are accessible through 
bni in their exterior u d s  as much as their intended 
cec.  The Iabynnth periodically ends in blind alleys, 

n e  nas a sranaing agreement mrn me iron uaws \see 
lomtion B27) to pToteCt their west flank, which he does 
by tricking interlopers into his labyrinth, before kiiling 
them one by one and devouring their carcasses. Someday, 
he may leave the disrrict for good, in search of a mare or 
more of his own hnd. Rut until then, he remains one of 
the district’s most fearsome inhabitants 

~ o t h o s  is a standard minotaur, as per the Monsfer 
Mununl. Ne has collected 350 gp worth of valuabks in his 

y dug pits and cunning reversah which destroy all 
f t i rec t ion .  ~ h r  generic nature ofthe shanties, and  
t that  the hbvrinrh runs through both intact build- E N  c; 1 NEE K S  
rd open-air mins. makes it extremely confnsing. 

The maze eventually leads to rhe central courtyard, where 

mberirg in the dozens, the minotaur population in to have but the roof to 

iy one ‘eft. Lonely and bitter at having no kin, he takes 
fru4tr;itions out on the other humanoids, often hiring 

nself a 5  a mercenary to lead one tribe against another. 
is positively suicidaI in these attacks, wading in with 

lair. 

R I 8 ,  R F I N  HOT,niS 

ninotallr named Lorhos makes his home, Originally This large whitewashed building aF’P”‘entlY used 

co‘laPsed onto the upper level# leaving it a dan- - drsttir-r has &wIy de&neJ so that Lothos is now the 
g 
b 

tl 
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indon. Some say he‘s seelung an honorable death, if so, 
j cermnly taking his time about it. When not fighting 
one tribe or another, he stays in his mate; hi5 lonelv 
lows ofien echo across the district in the dead of night. 

.erous-looking pile of  rubbte. The lower floor has 
teen heavily fortified, with steel plates haphazardly 
iveted over the windows and a vault door replacing 
+e wooden one which originally graced the front of 
ha L, , ; lJrm~ A &*++-*-A -:-- L..-- -L. AL- - Y v 

door. It has since fallen, but has been nailed to the 
wall next to the door using great ircn spikes. The 
sign reads, “Reinhold’s Municipal Engineers.” 

Inside, small piles of rubble and 3 fallen beam 
or two mark the complex maze of rooms on the 
tower floor. The center rooms are filled with smelly 
nests composed of ripped cloth and other far 165s 

savory items. A larger room towards the back con- 
tains a shrine to a strange draconic god, complete 
with smoking braziers and a circular al tar  on the 
floor. An armory contahs a series o f  short bladed 
weapons and javelins, while a large chamber in the 
back holds a series of smooth stone boards which 
are filled with chalked formulae writteq in Draconic. 
The sense of being watched pervades every corner 
of the building. 

Before the invasion, this locarion held a group of civic 
architects - led by one Gephart ~Reinliold -who were 
responsible fm maintaining the keep in Iocation Bs, 
the noith wall to the south, and various other important 

buildings. When the humanoids came, it was sacked and 
occiipied by a band of kobolds who r a m ’  to be known by 
the moniker on the front sign: Reinhold:, Engineers.They 
have reinforced it, sealed the doors and windows from 
potential intruders, and no\*’ use it as rhi=ir base of opera- 
tions while they delve and expand into the sewers belotv. 

K s 1 D F N‘I’S 
ReinIioId’s Engineers cansisrs of some 100 adult male 
kobnlds, wirh an equal number of female<; and young. Few 
of them c m  be found here, however, save when sleeping 
or in the face of a serious threat. Most are either down in 
the sewers building and repairing tunne!s, DT conducting 



various bits of thieving and spying against the remainder 
of the district. They use secret entrances to move around. 
never e r n e r p g  for more than short periods of time and 
then only under cover of dark. For many generarions, 
they lived in considerable fear of the other tribes, paving 
tribute to the ot-cs in the nearby keep (location B7) in 
exchange for being allowed to live. That changed when 
King Weed came to power (see location B5). The goblin 
showed them how to use the underground runnels to 
mike back at  their foes, while providing protection 
against anv potennal attacks. 

Officially. the kobolds are beholden to Weed. They set 
t r a p ,  dig tunnels, and otherwise turn the underground 
xeas  of the disrrict into giant death traps - a l l  a t  his 
behest. In reality, he pays them for their services, doling 
out an (admittedly) smalI portion of his take in exchange 
for keeping the traps up and running. This suits the 
kobolds just fine. They have no interest in ruling and 
don? want to present themselves as a target for the other 
tribes. King Weed can appear to call thc shots, and take 
the subsequent risk. In the meantime, they're ftee to pur- 
sue their mining activities and further secure their tribe 
against any potentid threats (see location R30 for mort  
options). 

The tribe is led by a pair of clerics, Urkbak and Gekalt, 
who lead in the worship of their patmn god. Ten elder 
males, the d i e s t  of the remainder, €om a rough council 
which helps in the decision making process. Turiiover in 
leadership used to be quite high, but it has slowed since 
The!? struck their deal wjth King Weed, The occasional 
digging accident and the rare unfortunate caught stealing 
from the other humanoids are t h ~  only casualties they 
cufler these days. The clerics cite it as evidence that Their 
god is pleased, 

Urbak and Cekalt: Kobold Clr3. 

Other kobolds (ZOO): As per the Monster Manual. 
~~ 

The kobolds have approximately 500 gp in hidden 
Jse it to 
n't  steal 

A C T I  V 1 - n  
As with any kobdd lair, the entire building is rigged 
With traps, designed to be triggered should any intruders 
enter. There are 3-5 spiked pit traps (dumping the victim 
into the Imsement, which i s  lined with msty bladeq) and 
2 4  falling block rraps (heavy debris dropping from the 
ceiling) Fcattered rhroughour the bidding. Treat them as 
standard hazards of their type as  described in the mngeon 
Muster'5 c;uide. 

and the kobolds will s c m e r  up here at t 
intrusion, It is extremely difficult to spot 
(s~iccessftll DC 30 Spot check to noticel 
larger than Small size attempts to climb up after, 
the riskofbringingthe entire roof down: 15% char 
round, which doubles to 30% iftwo ot more Mediu 
ot larger creatures climb up. Treat the results a5 a 
as described in the ~ u n g e o n  M R S ~ W ' ~  Guide. Kobold 
roof are immune to such damage. 

h secret door in the basement leads to a tunnel1 
the kobolds' lair and King Weed's keep across th 
from there, they can spread out to anywhere with 
underground warrens; see location BTO for more informa- 
tion. 

H O O K S  
A descendent of Gephatt Reinhold believes that his 
ancestor's notebook - containing priceless infoma- 
tion on engineering and architecture - w a s  hidden 
within the walls of his shop. He tasks the PCs rohring it. 
back. 

* The kobolds decide that King Weed is a Threat and plot 
to eliminate him. Their scheme involves destroying his 
keep and arranging to that the city Guard will take the 
blame; the results could itnit the monster tribes and 
launch a fresh attack againsr the city The PCs get wind 
of the plot and must decide what to do about it, if any- 
thing. 

B J 9 .  H U M A N O I D  PAWNSHOP 

he runs 
ice each 
rm sized 
cave-in 

Is in the 

ietwecn 
e street; 
lin their 

This dusty warehouse i s  located near Monsters' 
Gate, right next to the humanoid "embassy'! run 
by Osgood Antarax {location B 3 ) .  The outside i s  
battered, but still serviceable and marked with the 
usual array o f  humanoid p-raflfiti on the northern 
side. The v l int 
in several I 

Incirle thP Cnnn nnim I n  arrau nr n i n r r ~  nnipctq 

v 

ford "pawnshop" is written in red pi 
anguages above the door. 

I I I ,  r 1 .  I .  
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some nearly worthless, some without price. They 
are stacked in piles or else loosely organized by 
type, with weapons and armor taking up most o f  
the western third of the shop. A craggy old human 
sits in a large cage by the front door. A strongbox 
full of money sits next to him, and a curious walk- 
ing s t a f f  i s  clutched in his right hand. Beside the 
cage squats a huge green troll, with a sour expres- 
sion on its face. It is  bound by a collar at i t s  neck, 
which i 5  attached to a chain and runs into the cage, 
where it is connected by a plug to the wall. 

- 
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ieen set UT as a strange butter between 
rood Antarax and the remainder of the 
wish any humanoid tribe t o  lay d a i m  
ich lies just across the stfeet from his 

which could make life uncomfortable if3 group 
bngth decided to daim it. So instead, he arranged 
xchant to set up shop, an arrangement that suits 
es quite well. 

Y 

S 
ishop's owner is Angus Fell, an unscmpulous 
3 ha5 worked with unsavory sorts in the past. 

to cut the Thieves Guild in on his action, he 
reiocarea here, where he exchanges stolen and looted 
goods for money. He's the onIy reliable way for the human- 
oids to quickly divest themqelves of the spoils from their 
raids, and as such is used by every major tribe in the dis- 
trict.The troll, known only as Skrunt, is his bodyguard and 
insuranw policy. He keeps the creature in h e  through a 
stuff of fire, disguised as a walking stick, which he threatens 
to incinerate the creature with if it ever misbehaves. This 
is largely a bluff - the stuff would likely burn down the 
shop and everything in it a5 we11 as the troll bur Scrunt is 
two dim t o  pick up OR it. He's a miserable, bad tempered 
beast who takes every oppor~~nity he can to lash out a t  
easy targets. 

Angus Fek Exp8. 

Skrunt: Troll, as per the Monster Manual. 

I 

In addithn to the staff ofjire, Angi 
locked in his strongbox (DC 20 C 

us keeps 800 gp 
)pen Lock check 

to un~oct), tor use as payment tor pawned goods. 
3er of 
o the 

. .  
The corners of his shop can contain any numl 
treasurer. a s  well, the details ofwhich are up f 

- r  1 r  

1 1 most in shoddy ;hap but still usable - can 
be purchased here, at twice the price listed in the 
Phyer's Handbook. 

ACTION 
Angus bilks his customers terribly, as any good fence 
does, by paying rock bottom prices for clearIy superior 
goods. Thr truly worthy materials he srnumles out into 

At the tirst sign ot trouble, he sends Skrunt into action. 
The troll is too big to squeeze 5ut of the pawnshop's door 
(Angus cut him into pieces to bring him in), but he'll hap- 
pily disembowel anvone his master allows him to, using 
his great claws to rend miscreants apart. A simple insult 
or snide remark can be fatal when dealing with Skrunt, 
and most customtn mind their Ps and Qs when browsing 
here. 

Angis's cage is locked and unlocked from the inside; 
it is intended to provide him with protecrion should any 
customers get out of band. 

HOOKS 
* S h n t  breaks loose from captivity :md launches ram- 

pages through the nearby area. Osgocd Antarax asks the 
PCs to hunt him down for the good of the districr. 
A t r h e  ef backstabbing humanoids helps free Sknrnt 
from his master. The troll now resides with them ... 
threatening to sbif~ the balance of p w e r  in their favor. 
The Pcs must ensure that the troll i s  either killed or 
breaks away from his new fnends. 
Angus acquires a piece of the PCs' property, wbich was 
stolen a few days previous. He refus.es to divulge the 
seller: the PCs will need to get past &runt somehow if 
they wish to convince the old man tc) help them locate 
the thieves. 
1-2 thief manages to slip in and steaI the money in the 
strong box.. . while it and Angus arc locked in the cage! 
The pawnshop owner enlists the P O *  aid to solve this 
mystery 

- _- 
the city at large, where associates of his sell Them at a 
staggering profit. He justifies the practice by giving out 
money for junk too, which he keeps in the store and 
tries to sell to the humanoids in the district. They prefer 
him to the Trading Post (location R4) because he has 
cash, and because he'll make a deal for anything the 
humanoid4 may have. Basicauy, he seems more in 
tune with the humanoids'attitude rhan do the other 
merchants a t  the Trading Post. 



B20. R U I N F T )  CHURCH 
This sad-looking stnicmre w a s  once a satellite temple qet 
up by Children of the Creator, the city’s largest largest 
human religious sect. 11 fell during the invasion and ha5 
since been turned into a catch-all shrine for the district’s 
various denizens, few ofwhom are lucky enough to travel 
to the larger Humanoids Temple in the Spire District 
(location J6). Though each tribe worships its own deity 
in whatever fashion is appropriate, they come here to 
pay homage ea the Spire. The walls and roof have been 
repaired everywhere but on the western end, where a 
simple a h  looks out onto a bnlliant view of the Spire 
towermg over the nearby buildings. Even the Monsters’ 
Gate is overshadowed by the inspiring edifice; the deni- 
zens Qf the Humanoid District take great comfort in the 
view, knowing that  their god (whoever he is) will come 
some day and delivet the entire ciTy unto them. 

In periods where the disrrict was unified, the chapel was 
open to a!l; himanoids could come and pay homage to 
whichever god they followed, while praising his/her even- 
tual return to rhe Spire. During periods where the district 
was divided, the church became a hotlv-contested piece of 
real estate, as different tribes battled to claim it (much of 
its damage has come from such conflicts). At this moment, 
the h a e n  Jaw (see location 37) claims ownership. They 
had initially taxed any other humanoids who came to wor- 
ship there, but with the death of their leader, enforcement 
has slacked off. It is difficult say what will happen if they 
try to rcinlorce their ownership more stnktlp 

B 2 1 .  LAIR O f  T H F  B R S H F R S  

The entrance to  this disheveled building is  dark and 
smells strongly o f  rotten meat. Fungus and moss 
grow along the stones and the ground surrounding 
the building has a wet, unpleasant consistency. The 
sound of snuffling growts can be heard within. 

Inside, a group of  40 or SO huge goblinoid crea- 
tures is gathered around a series of cooking pits. 

L I I F  C i c a L u i c D   IF pnrincu VI,  I Y L R  y7qca YI ~ ~ w g c =  

formed from collapsed sections of the roof. They 
seem to have a hard time waiting for the meat tQ 
finish; several of them keep reaching into the stew 
pot to !>ut/ bubbling pieces of flesh out whether 
they are cooked through or not. 

These ats the Bashers - “dems what bashes stuff” - 3 
tribe of bugbears who have become anathema to rhe 
remainder of the district. They gather here to cook what- 
ever thw have found to eat. unlike other humanoid lairs, 
there is little here in the way of defense, and the bugbcars 
haven’t even bothered to set a watch. The fire pits are the 

center or atwntIon, as we11 as wnarevc 
ing in those pots. 

!r evil stuff is brew- 
-., 
+- - --- , :-. , ~ ,  
. .  

RES1 DENTS 
The Bashers are typical bugbears in that they rapidlv 
consume everything edible in the area. This ha 
multiple clashes with other humanoid tribes who 
wish to either lose their own food supply or beco 
of the menu themselves. Consequently, the R a s h  
der around the district with little rhyme or reasor 
spnce by force and stripping the area of everythin1 
In their tenure here, they have already lulled a l l  tl 
in rhe nearby woodlands and driven o€f or eate 
resident for blocks. They have IIQ formal leader, tJlyu5, I 

a Iarge specimen named Basher Bob seems to carry the 
most authority. 

The Bashers are amazingly adept a t  climbing, and can 
clamber up the sides of walls and across piles of rubble 
with remarkabIe dexterity. Their vertical movement rate 
i s  the equivalent of walking so long as their hands are 
empty, and they gain a +2 competence bonus to any 
attacks hunched from above their opponent, in which the 
opponent is caught flat-footed. 
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Bashers (40): Bugbears, as per the Monster 
Manual, +2 competence bonus to attacks from 
above when opponent is  flat-footed. 

I 1 
The Bashers have accumulated very litt 
in their constant wanderings. Individual 
gp worth of stuff and a few worthless bi 
metal, but  the tribe as a whole has almc 
of value. 

le treasure 
Is have 2-5 

rst n 0th i ng 
ts of shiny 

A c r l  VIm 
The Bashers’ regular diet currently comes from the nearby 
corpse pit in location B Z ~ ,  which they routinely mine 
for scraps. They much prefer fresh meat, however, and 
anyone who enters the area qualtfies a5 lunch. They m d l  
ambush any likely targets, stnking from above as well as 
from around and behind. They are unaware of the prison 
gang in location B36, but would no doubt smoke them 
out at  the earbest opportunity if they were. The Bashers 
occasionaUy go on rads outside of the district, but because 
they are inherently lazy creatures (and because King Weed 
hares dealing with them’), they prefer to wait and ambush 
rerurning raiders rather than go through all the trouble of 
leaving the district themselves. 

H O O K S  
One ofthe bugbears gets trapped in the corpse  pi^ while 
mving to fish out a body or two. His companions have /--- 

. Y  

left him there, unwilling to find a rope strong enough to ’ 
haul him up. Ifrhe PCs were to help him oiit of the pit, 
he would be very grateful. . . though his gratitude would 
be short-lived a t  best. 

’ 
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nch a raid on location US, intendmg to 
ed and take control of the tunnel lead- 

inR out of the district. They act with stealth and cun- 
i d  their attack catches the goblins by surprise. 
eed begs the PCs for help before his “kingdom” 
hrown. 
v Guard asks the PCs FO eliminate or drive the 
-5 out - they‘re disrupting the district’s “ecol- 
king on 40 bugbears a t  once, however, is a ta l l  
nd the characters may need to adopt indirect 
s to achieve their goals. 

:ST OF THE BLADFT) SMTT,F 
This cleared stretch of former residences i s  now the cen- 
traI gathering place for one of the district’s most powerful 

sisting of Some 300 gnoIls (as pes the hfonster Mmunf), lays 
claim to most of the surrounding territory The H C C O R I -  

modations here resemble a filthy kennel, wirh clusters of 
moss and lichen growing along the walls. 

The tribal leader, Gg’rugg Hav’chk, divides those 
beneath him into individual packs, each led by an undcr- 
ling. Each pack has free rein but all must answer to 
Gg’sugg i f  they wish to remain in the tribe. The Haded 
Smile ha5 made plenty of enemies, so those outcast from 
the coIIective ate invariably hunted down and destroyed. 
The remainder have realized that with h e i r  large num- 
bers, they wield a great deal of power, and have sought to 
dominate ar; many of their felIow humanoids as they can. 

Their e%rts have brought them into conflict with the 
Bowstring Breakers (see location B6), who squabble with 
them over the main thoroughfare (location Bi0). The 
Breakers use superiors tactics, but the Smiles’ nrimbers 
and anirni1 cunning help even rhe odds. 50 enrapptured 
are the Snide in this conflict that they pay little atrention 
to their northern borders, where other gangs have begun 
to quietly establish their presence. 

The Blzdrd Smile have a collected hoard of 700 gp, 
which Gg sugg keeps in a dugout ho1e under 3 mattress 
in rheir headquarters. 

I factions. ‘the Bladed Smile, a loosely organized gang con- 

, 
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S 2 3 .  HFADQUARTFRS O F  ’I’H€ 
NRTLED BOOTS 

- _ %  

This odd hobgoblin nibe of about 100 has taken up resi- 
dence in a former pottery factory. The Boots believe that 
as long as humanoids remain within the district, they will 
never enjcy the respect they deserve. They must instead 
seek dominance within the city itse E... which means 
integrating with it. They teach their children Common 
and even Elven, and practice etiquette (such a5 using 
utensils) which other humanoids would scoff at. They 
use the factory to make crude but usable clay pots, which 
they then $.e& to sell in the Bazaar District and elsewhere. 
Some trair, as mercenaries, but when they leave the dis- 
trict, they r r y  to mimic codes of conduct picked up from 
observing the most respected proper military organita- 

- 
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tions, such 3s the t i t y  Guard. A tew have considered a 
career in politics. All of this is intended to k K  the Nailed 
Boots hlend in with human society, becoming another 
part of the great mosaic that is the ciry The factory brings 
them income, which they hope to use to purchase new 
quarters elsewhere Some day, A few have even left the dis- 
trict for good and have begun preparing the way for their 
brethren to join them. In the meantime, the Boots still 
squabble with their neighbors, fight over territory, and 
oppress those beneath them. just Me any other human- 
oids would. 

Trear the Nailed Boots as hobgoblins as per the Monster 
hfunual, but with Knowledge (Human Cdture)  +3. The 
tribe has collected the rather considerable sum of 1,100 
gp, which their commander, Kraxus I)orninar, jealously 
guards. 

Sl4. SFCRFT LAIR OE CRUFL“S“Y 
I n  the wake of the Rotten Jaw’s (see lccation 137) loss of  
its leader, rhis small group of 50 gnolIs has crept into the 
shadow of their fortress and lies in WaiK. Their presence 
has largely gone undetected by the ora ,  and they intend 
for it to remain so. . . at  least until their plans are complete. 
The band, calling itself simply “Cmelry” consists largely of 
religious fanatics, who worship a demon ssociated with 
the moon. They have been hounded aw:iy by their fellows 
in the Bladed Smile (location B22), but have clung togeth- 
er through their combined ferVOt. They remain very quiet 
and watc-hfd, emerging only rarely t o  hnnt, and then only 
in srnaIl packs. They don’t even light a fire out of concern 
for alerting the o m .  

When the time i s  right - when a lull moon rises on 
3 paKiCllIar date - they will steal fofor-rh and seize the 
HumanoidsTernple (location J6) from its curtent wardens. 
They will then begin their unspeakable rite, sacdicing 
one member o f  every major r3ce within the city in order 
to summon their demon. They believe he is tied in to the 
Spire and, once present, will purge the city of all Me, Ieav- 
ing a scavenger’s wonderland for the gnclIs to loot at their 
leisure. 

only time will tell if they succeed. 
The members of Cruelty possess unnarural zeal, render- 

ing them immune to feat effects, Intimidate effects, and 
mind-alscring speIls. Othenvjse, they art: standard pol l s  
as per thin Monster M~ntraE They have no treasure. 

S 2 5 .  HFADQTJARTFRS OF ‘TIIF 
ROOK’S SKULL 

This former inn is now headqirarters for mme 100 orcccs, the 
largest such body aher the Rotten Jaw. They have seized 
control of the surrounding block, bur unlike other tribes 
have shown no urge to expand past those borders. They 
collect tariffs from a few small p u p s  of :ooblins and hob- 
goblins in the region, deriving most of their sustenance 
from slave-tilled mushroom farms, or from hunting in the 
nearby woods. They are aware of both Shwrcliff the srone 



giant (locanon H l 2 )  and hpindlelegs the dnder (location 
~161, but give the two creatures a wide berth.Their biggest 
beef is with the nearby VaIhalla’s Fden (see location R3J), 
who occasionafly raid their territory in search of slaves to 
free. The only thing which keeps them from wiping the 
humans out is insufficient numbers. 

The Rook‘s Skull uses the rooftops of their territory to 
move aromd, refusing to appear en the streets unless it is 
absoluteIy necessary. Consequently, most of the buildings 
thew haw crudely fashioned skylights or other forms of 
entry, with Iadders to allow easy entrance. They will harry 
attackers on the streets with bow and arrow fire, using the 
roofs TO their best advantage and only attempting melee 
combat if xbsolutely necessary. 

The Rol2ks Skull i s  very used t u  operating in the sun- 
light, and do not suffer from light sensitivity like other 
orcs. Othtmvise, they are identical to normal orcs, as per 
the Monsfl-r Manual. 

BZ6. PTJPPFT THFATFR 

This vacant lo1 
surrounding b . I . F .  

o r rns a natural semi-cirde with the 
Idings. At the apex is a large wood- 

I .  . I ,  I 
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en stage mrrr for wnar appear to ue nana puppcrs 
and mar-onettes. A wide variety o f  miniature scen- 
ery has been intricately details on the stage’s vari- 
ous backdrops, while a sign reading “backstage” 
points to a narrow alleyway just to the left. The 
area in front ofthe stage holds row after row of  flat 
wooden benches, carved from logs and stretching 
a14 the way back to the nearby street. The benches 
can hold approximately 100 Medium size creatures. 
A sign OR a post behind the rearmost bench lists 
weekly show times in various languages 

This open-air theater houses rhe Slap and Zuzu show, a 
demonstration of puppeteering which constirutes one of 
the few forms of recreazien in the district. 

RFSJDFNTS 
When Albert St. CIaire was planning the murder of his 
wife, he never though  he’d get caught. A successful actor 
and pzippeteer, he coveted the enormous fortune his 
noble-born sponse m o d  to inherit. Unfomnately for 
him, the Mirror Guard had their eye on her for very ddfer- 
ent reasons, and they were there when St. Clair emerged 
from her chambers, bloody knife in hand. He was imcer- 
emonioudy e d e d  to the Humanoid District. 

He survived lor a few years by toadying to the OK tribe 
which origindly occupied location 85, serving as a CQUR 

jester to be humiliated for their amusement. He recited 
doggerel verse and bits and pieces of different plays, try- 
ing desprrately to find something thar would connect 
with his captors before they tired of his antics and 
ate him. His recitations were terrible disasters, but 
be found the orcs responded to his puppet shows 

- the manonettes, the band pi 
a routine called Slap and ~ u m  th  
various figures whacking each 0th 
renditions of the performance ke- 
o m  for several years. 
When King Weed launched his COUP, St. 4 
stood by and did nothing, content to wait UI 
settled. The resules were something of a mix 
Weed had ne interest in keeping him captive, 
was he interested in the Slap and Zuzu shows.. . leaving 
5t. Clair without any protection from the District’s other 
denizens. Rather than wait to be abducted or W e d ,  how- 
ever, he made B desperate gamble. Feigning protection 
from King Weed, he set up shop in a nearby lot and began 
performing Slap and Zuzu for the general public. 

Needless to say, it was a hir. 
Today, life for St. Clair is far from good, but it could be 

worse. He performs his show nightly putting his puppets 
through the wringer to the delight of the hooting cmwds. 
In exchange, he gets to live, and earns enough food to 
support himself. The humanoids now know him and 
generaIly Ieave him be; they don’t want the h n n y  puppets 
to slop. Even so, St. CIair rakes nothing for granted, and 
always keeps an eye out €or potential trouble. 

Now in middle age, St. Clair has slowly adapted to Me 
inside the district. He dresses in a leather jerkin 
and breeches, which he pirrchased a t  considerable 
cost some time ago. His limbs are thin horn the 
lack of good eating, but he’s retained a wiry 
musculature and can move quickas light- 
ning if he wishes. He keeps his hair and 
heard modestly trimmed, bur since 
he lacks a mirror he can’t be as neat 

He keeps his head 
others a t  all times, 
tial, always subser- 

as he would like. 
lowered before 
always reveren- 

survived this long 
to humanoids. 

vient. He hasn’t 
by talking back 

1 mainlv for 
LS. Repeated 
:amongthe  - 
Clair wisely 
itil the dust 
ed blessing. 
but neirher 

I 
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laire: ExpS. 

B27 .  TOWER OF T H E  IRON CLAWS 

Albert St. Clair h a s  no treasure, but his puppets are 
surpnsirgly well-crafted, having been stolen from 
a travelirig carnival by his former orcish masters. 
They are are a dozen different puppets, all kept in a 
large mahogany trunk which he keeps with him at 
all times - he even sleeps on it. If sold on the open 
market t7e puppets would fetch somewhere in the 
neighborhood of  150 gp. 

T 
5t. &irk performances draw a motley assortment of 
humanoid:: from across the district. The theater IS unof- 
ficially neiltrai territory, but that doesn’t stop €ights kom 
breaking cut on a recurring basis. Audience members 
think nothing of knifing each other in the aisles, and 

’ 
. 

the presence of copious amounts of vile liquors (mostly 
from the brewmeisters in location B34) only feeds the 
fire. External histrionics cease however, when the show 
begins. To a man, the humanoids are enraptured by St. 
Clair’s expert displays of puppetry, howling with laugh- 
ter whenever one of his creationq smacks another one 
around. Though the gags are rough and simpIistic, the 
sheer variety of torments h i s  Iirtle hand puppets inhct 
on each other is enough to keep the mcmsters in stitches. 
Interrupting a performance is  a good way to get killed. 

HOOKS 
St. Clair has disappeared, and the humanoids kidnap the 
PCs to serve in his stead. Unless they want IO be stuck 
running a Slap and Zuzu Show for The rest of their Iives, 
they’ll need to find the puppeteer and restore him to his 
formet posirion. 
St. Clair’s puppers have been taken and he begs the PCs 
to help him recover them.They’l1 find the humanoids of 
the district surprisingly helpful, a4 they want the show 
to go on more than anyone. 
while the PCs are attending a performance of slap 
and Zttzu, one of the humanoids in attendance causes 
trouble. The incident quickly intempts enjoyment of 
rhe show, which sparks a full-bore monster riot. In the 
melee. the PCs are mistakenip identifit:d as the perpetra- 
tors and targeted for a senom pounding. 

This th ree-story building sports barred windows 
from all four walls, from which malted and torn 
coverings flap in the breeze. Doors in the center 
of each side are banded with iron, and the sloped 
rook opens into a small courtyard in the center 
o f  the building. A series of rope ladclers allow the 
denizens to clamber up to the top OF the building 
without traveling outside. As with many buildings 
of this sort in the district, guard posts can be spot- 
ted along the rope, where troops can scan the area 
for signs of activity. The third story here gives them 
an excellent view to the east and south. 

fnside, it i s  apparent that the building once 
served as a prison. Long corridors evenly spaced 
iron bars, cordoning each floor off Into a series 
o f  stone cells. The cells have been converted into 
livrng quarters and storage areas; the barred doors 
have been wrenched off, and hammocks or leather 
mats have been hung in the cells. The cell blocks 

en-air courtyard now filled hit t i  cooiing pits 
:s of nasty-looking weapons. Humanoids o f  

- - n  - - , . - - -  
to bugbears. It takes a moment to realize than a 
large number of  them a re  female. 



humanoid tribes within the district. 

RFSIDFNTS 
The Claws’ leader and namesake is Veka Ironclaw, born 
to an orcish father and a human barbarian mother. 
Abandoned by her kin because of her mixed bbod, she 
learned to fight to survive, and used her orcish heritage 
TO great advantage when battling for scraps of food and 
Clothing. She began entering the gladiatorial contests in 
the Coliseum (see location C1) at an early age, where she 
defeated 3 number of opponents who were ostensibly 
stronger and more competent than she. Encouraged by 
hex succew, she entered the tlumanoid District, intending 
to join thc Rotten Jaw tribe (location ET). To her outrage, 
the  be's leader declared her his property and attempted 
to add he: to his harem. She killed the orc with his own 
blade in 5ont of the encire tribe, and then fought her 
wav clear along with several other females. She quickly 
realized she would need to form a gang of het own if she 
wished to wrvive. 

Over rhe next few months, she abducted females from 
a number of other tribes and began drilling them as war- 
riors. Initially t e d i e d  of her, they slowly found a new 
sense of liberation in the fighting technique she imparted 
to them, and soon embraced her beliefs in female quality 
Since then, the Iron Claws have collected new recruiis 
from all rf the District - those tired of  living under the 
boots of their male counterparts as well as those (like the 
gnolls) who already lived in coequal societies and simply 
saw the half-orc as a better proposition than they had. 
In addition, they gathered a handful of desperate male 
humanoids, outcast from their tribes and eager to find a 
new source of protection. 

Today, the Iron Claws number almost 200, three-quar- 
ters of whom are “liberated” females. They preach a 
doctrine of  ruthless empowerment - of females taking 
from males what will not be given for themselves, Each 
of  them IS at least equal to any male in the district, and 
their canny choice of  headquarters has allowed them to 
survive niimerous incursi~ns. Veka‘s tough leadcrship has 
endeared her to most of the tribe, and there is nothing 
they wouldn’r do for her. 

Veka Ironclaw: Half-orc Ftr6. 

Iron Claws (200): OTCS, gnolls, bugbears, and 
hobgoblins, as per the Monster Manual. 

rRICT 
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:Id. In addition, 
nd coins in the 

from some longforgotten battlefic 
the Claws keep 800 gp in gems a 
topmost cell of the tower - the only cell Y 

sti l l  has its door intact. The other gang men 
have squirreled away a few silver pieces hem 
there, but Veka is adamant in insisting that I 
I .  I . I 1  

vhich 
ybers 
: and 
:very- 

tning they procure goes towards the Detterment of 
the tribe - and o f  course, she is she only one who 
decides what that betterment will be. 

ACTTVITT 
The Iron Claws engage in just as much violence and 
uncouth behavior as their maIe counterparts. Though 
casual brrvade is much less in evidence, they are still fero- 
cious fighters, and show little mercy to those they engage. 
Veka is the unquestioned leader of the gang; no one even 
thinks of speaking against her. The control she exhibits 
over the Claws - male and female alike - is akin to a 
cult of  personality, and were she to perish, it is unlikely 
that the tribe would hold together for longer than B few 
weeks. 

The other humanoids - especially the OTCS - hate the 
Iron Claws with a blind fury, both for their success and for 
their perceived defiance ofthe “natwal order.” The Rotten 
Jaw (see location B7) is particularly keen to wipe them 
our, in retaliation for the death of their leader. They have 
launched several attacks against the Iron Claws’ strong- 
hold, but each time they have been repelled. Veka i s  aware 
that she is surrounded by enemies, however, and keeps 
a careful eye on impending strikes. She pays Lothos the 
minotaut (location 817) to bellow a warning should any 
large groups be found moving through his terntov. In 
the meantime, the Claws engage in the usual assortment 
of raids and pillaging stnkes. 

HOOKS 

The Claws abduct a female PC (preferably a barbarian) 
and attempt to induct her into their ranks. The other 
PCs will need to rescue bet. ,  . although ifthey play their 
cards right, they could end up in charge of the C l a w  
themselves. 
Veka Ironclaw has decided rhat her time in the city is 
done. She departs one evening, taking the Iron Claws’ 
treasure with her. The other gang members ask the PCs 
to help find her and return the gold to them, which 
they will happily split with the party. The money will 
help them escape the city and allow them to s t a t  again, 
rather than risk remaining in the district without a 
leader. 
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District isn’t pleasant, and the 
ienever a resident dies, the body 

.A. .& -=-.. for food by one ofthe other resi- 
-IS taken to one of these open pits and cast in. The 
L qsrite deep, extending beneath the undergrorind 
n borne cases, and hold hundred? or bodies in vaTi- 
tes of decomposition. The Wall Guard periodically 
hes a heavily-armed contingent to add a layer of 
j the C Q ~ ~ O S ~ ;  it helps with decomposition, and 
~ the spread of disease (to which the humanoids are 
IC, hut wdiich codd cause considerable probIems to 

The edre of the pits are quite slick. Those who approach 
within 5 fzet must make a successful nC 10 Reflex save or 
else lose their footing and slide into the pit. It’s 30 feet to 

ot the city). 

the bottom, rhough the mass of offal a t  the bottom renders 
aU damage as subdual damage only. Getting out - and 
mure irnportantIy, securing oneself from the plethora of 
diseases incubating down there - is another story. The 
sicknesses: include blinding sickness, filth fever, and 
the shakes, and must be resisted as per thp rules in the 
Dungfon hfaFter’s cutde. 

R Z g .  WAT,T, OE EOTTCF 
The northern boundary of the Humanoid District is 
bound by an enormous wall offorce which contains both 
the monsters and the prisoners within. It begins a t  the 
edge of t:ie eastcrn wall (which was breached during 
the invasiim) and exrends all the way to the bluffs of the 
D w a r v m  13istrict. It was created immediately after the war 
by a consrminrn of wizards led by Magnus Valkenbanc, 
who was I iter ennobled for his efforts. Many weeks were 
spend in ?etermining the idea1 location, and the strain of 
making tbe effects permanent left several of the casters 
inva lid. 

Thy wall itself stretches 25 feet high, and extends the 
length of a former thoroughlare. A series ofrune-encrust- 
ed stones, buried beneath the cobblestone street, main- 
rains the spell and enwres that i t  wiIl never id. The stones 
were buried through magical means; the street itself is still 
Iargely paved, making it too tough to dig through nlthout 
rnagjcd rntans. An all-dwarf contingent ofthe WaI1 Guard, 
led bv an officer from Commander of the Walls General 
Kothrad Granite‘s shff (see location F3) is routinely dis- 
patched to make sure the wall is still hnctioning, and that 
none of the Humanoid District’s various denizens have 
tried to break through it. 

830. ‘I’UNNFT~ ENTRANCES 
Each of these locations is a secret door leading into the 
extensive .;eties of warrens and sewer tunnels which 
stretch beneath the Humanoid District. The entrances *re 
practically invisible to the naked eye, requiring a success- 
fit! DC 25 Spot check to notice. In addition, they a.te very 
small, built bv and intended for kobolds. Medium size 

I, 

creatures anernpring [CI  pass Tnrougn rnem must maice a 
successful DC 20 Escape Artist check, i 1 order to wriggle 
through. h rge  size and Iargercharacters cannot used these 
entrancias under any circumstances. Sm~lll size and smaller 
characters can enter and exit without a rv  problems. 

Beyond rhese entryways is an extended series of cor- 
ridors and passageways extending to every corner of the 
districr. There are few rooms; just a series of antechamben 
and storage areas where the kobolds keep supplies. The 
remainder is tuni~els, dug with little lntent other than 
allowitig passage from here to there in r1:lativc qafety. 

R F S I D E N‘I’S 
At any time, the kobolds of Reinhold. Engineers (loca- 
tion &w)  maintain a presence down here.They will rarely 
engage interlopers personally, but will rely on the area’s 
numerous dcadIy traps to dispatch their enemies for them. 
‘In addition, there may be an odd ooze or fnngus down 
here, st the DMs‘ discretion. 

Unless a kobold is caught entering or leaving, there are 
no NFCs ar the entrances themselves. 

Kobolds (varies): A5 per the Monster Manus/. 

Gray Ooze (varies): As per the Monster Manual. 

Violet Fungus {varies): As per the Monster  
Manual. 

The only loot to be had here is the kobolds’ sup- 
plies, stored in periodic antechambers beneath the 
streets. Supplies consist of mangy waterskins filled 
with brackish liquid, strings of dried rat meat, and 
a few stands of  cast iron spears for defense. The 
kobolds’ real valuables are in their h i r  at location 
61 8. 

I 

A CTIVI’I? 
The sewers were not especially large a t  the time of the 
humanoid invasion. They were mainly used for runoff 
from the othpr a v a s  of the city, consisting only of a few 
wide shicewavs and access tunnels. During the siege, 
 he city’s defenders seaIed these areas off a t  the northern 
wall, preventing the humanoids from in-’ltrating the city 
rhrough the underground. They have s i n c ~  fortified the 
barricades to ensure that no resident of the Humanoid 
District can possibly break through. With little to interest 
them in these h W C T  levels, most of the humanoids let the 
tunnels be, concentraring their efforts on the areas above 
ground. 

The mie exception was Reinhold’s Engineers. f i e  
kobolds (iften used the tunnels to hide from t he  orher 
tribes, and over the years eKpanded them to an impressive 
series of warrens. Thev opened secret enrrances through- 
aut the district, allowing them to travel anywhcre they 
wished without being spotted, and excended the main 
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collapse of buildings above; all t h y  needed was a target 
and a few weeks preparation time. 

Today, the tunnels give rhe kobolds (and their goblin 
allies) the edge they need to survive in the Humanoid 
District. Thev can move about in peace, spy on their 
neighbors, and rerahte against attacks by arranging for an 
architectural mishap to befall their foes. Every square inch 
of the tunnels is filled with a variety of nasty traps, which 
spring when anyone except the kobolds passes through. 
King Weed (location B5) charges a toll to let raiding par- 
ties pass through rhe main drainage passage - the only 
time outsiders emer the area st all. The rest ofthe time, it’s 
left alone. The other humanoids have loqt enough O f  their 
number in the tunnels to convince them to respect the 
kobdds’ sovereignty. 

Traps can be of any variety found in the Dungeon Mash’s 
Ctridr. Assume that 2-5 lie benveen any given entry point 
and any ether entry point, of a challenge rating appropri- 
ate TO rhe party The kobolds know enough to avoid the 
traps themselves; they may, however, spting an ambush on 
any interlapen who find themselves ensnared on a  pi^ or 
trapped briieath a falling block. 

E4 00 K S  

I his broad tunnel (ZU w e t  wiae, 1 w  

from King Weeds keep at location B5 
wall o f f m e  at location E29 before tert,,,,,.,.,, JUY. 

a stagnant pool a hall-mile north of the city w a k  The 
opening is hidden by a copse of trees, making it a n  ideal 
place to sneak in and out. The tunneI was originally used 
as the city’s primary sewer line before the humanoid inva- 
sion. The exit was cokpsed during the figh-hting and the 
rest of the city forgot about it. Since then, the kobolds of 
Reinhold‘s Engineers (see location BI8) have dug it out 
and stabilized it, giving the humanoid? a secrerive way of 
entering and leaving the city. 

Entrance to the tunnel is accessible anIy through King 
Weed’s castle (location Es), which he uses to extort tolls 
from those wishing to use it. Other entrances have been 
heavily trapped or outright collapsed by the kobolds, to 
prevenr interlopers from venturing further into the tun- 
nels. Humanoid raiding parties use it on a regular basis, 
traveling to and from the disrrict to outlying farms and 
caravan tracks, where they prey on whatever targets look 
tempting. Most raiding parties number I 5-20 humanoids 
of various sorts (one species p - x  party), and know better 
than to reveal the tunnel location to anyone who may 
be following them. NO prisoner haq yet made use of the 

The &’all Guard discovers one of the 
entrances, and needs to know how 
extensive the kobolds’ tunnel network 
is. Thev disparch the PCs to take a 
bok. 
In an pffort to bargain for his life, a 
kobold reveals the tunnels and the 
location of all the traps t u  another 
tribe, which intends 10 use them to 
eliminate their rivals. The PCs must 
decide whether to let the attack pro- 
ceed as normal, or protect the kobolds’ 
SeCreT by eliminating the interloping 
humanoids before they can exproit the 
tunnels. 

* The koboIds have broken through the 
walls separating their warren4 from 
the rim sewers. EventuarIy, they will 
convince the other tribes to start qui- 
etly ferrving troops there. The PCs get 
word o{ this, facing them with the chal- 
lenge ofbearing back the incursion and 
repainng the wall. 

r 
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rctnnci. King Weed ref 
kobolck’ IMPS have cla: 
reach i r  through the di6 

~ _ _  uses to Rrant them access, and the msrmwrs 
imed any others who have tried to 
jnirtk other tunnels. 

jded storefront is decorated with the skulls 
d rats, which line the front wall like tiles. The 
N S  have been boarded up, but the door is 
.e? and decorated with the crude painting of 
r ~ t .  Bfack smoke rises from a rusty chimney 

br: i Id i n g’s roof. 
je$ the walls are decorated with an appalling 
ion of  expired rodents, hanging from the 
In a number of large skewers. The rats have 
burned beyond recognition and are crammed 

up against each other like shish kebobs. A srnok- 
ing barbpque pit lies in the center o f the chamber, 
with mope rats slowly roasting on spits. A pair of 

s rotate the corpses, burning the flesh until it 
IS seared black. A third goblin with a brace ofthrow- 
ing krivrs strapped across his chest watches them 
work. 

In  additinn tothe carcasses, the area contains R plethora of 
traps and snares, a variety of baits, lances for jabbing inso 
small holvs, and six hand-pulled c a m  for carrying all 
of that equipment. 

Escarl and Weez “Stunty” Earbiter art! goblin brothers 
whose father ran afoul of King Weed (lccation B5), result- 
ing in the family’s exile. While the selior Earbiter snc- 
cumbcd to the district’s merciless pecking order, his sons 
refused to give up so easily They allied themselves 10 the 
Bowsrriiag Breakers (location BG), promising them sready 
supplies of food in exchange for protection from the other 
tnbes. They made good on their promise by setting traps 
for the district’s enormous rat population. As the  only pest 
control service in the area, they were hugely successful, 
and thev SOOR fiIled the Breakers’ storehouses with piIes 
of dried rat meat. Their initial endeavors successful, they 
soon moved to other forms of vermin, such as snails or 
giant cockroaches - selIing their kills to other human- 
oids as foodstrtffs. 

But i r  wasdt until they ventured outside of the districr 
that then business really took off. Reahing that the city’s 
more civilized residents would pay them even more to 
get rid of vermin, they began seiling their services t o  
the humans and dwarves elsewhere in the ci ty with the 
money that mme in, they could afford to hire more work- 
ers. Today, they are a thriving business, coIlecting vermin 
from all corners of the city to be deposited here and trans- 
formed into delicacies for the district’s humanoids. Carl 
and Stunty do quite well for themselves, even after the 
Breakers take their (substantial) cut of the proflts. 

The brothers charge 2 cp for a kebob ofbarbequed mt, 
and I cp for fried giant cockroach. Acrually eating what 
they serve may result in cramps and mild food poisoning 
(a  loss of 2 Con points for id6 days) for any non-human- 
oid race. 

I Cart and Stunty: Goblins, a5 per the Monster 
Manual. 

Other Employees (10); G 
Monster Manual. 

oblins, as pc :r the 

The goblins have hoarded about 303 gp in I 
coins, which they keep stashed in the most r 
sive carcasses about their establjshment. The 
goes to operating expenses and to keep the Brei 
from withdrawing their protection. 

epul- 

kers 

ACTIVTTT 
In addition to other goblins on the payroI1, Carl and 
Stunty pay a number of  humans to conduct operations 
for them elsewhere in the city Employees have instruc- 
tions to hring all vermin carcasses here, to be added to the 
menu; this results in a sready stream OK cans containing 
all maimer of traps, snares and corpus rcdcntia moving to 
and fsom Monsters’ Gate. The gobiins themselves still 
catch rats within the district itself, but only leave the area 
under special circumstances. The humans who work for 



ehem are mostly unreliabie sons horn the citys under- 
class, who take calls only in the seediest parts of t o w n  (Le., 
their customers are those who can't afford to hire a more 
respectable operation). 

The Bowstring Breakers keep a careful eye on the busi- 
nes5 - which has become quite a cash cow for them 
- and occasional!tv rough up the employees if thev feel it 
warranted Thus far, however, they have irddicted nothing 
worse than a few black eyes, and while Carl and Srunty 
diligentlv skim off the top of the profits, they have nor yet 
amassed emugh to draw any real ire. 

The Bladed Smile (location B??), the p o l !  tribe cur- 
rently skirmishing with the Breakers, has smashed up the 
business several rimes in a n  effort to disrupt their opera- 
tions. But :he goblins are very good a t  hiding, and rebuild- 
ing i s  often as easy as building a new set of snares. 

King Weed (location 85) ha$ a standing death sentence 
against the brothers, which he rettuactively announced 
when he realized that they were exiles from his "king- 
dom." He refuses to back i t  up with any kind ~f reward, 
hmvever, and most denjzens wont anger the Breakers 
by slaving their cash cows ... not unless there were real 
money on the table. Even so, Carl and Smnty are cautious 
when dealing with other goblins, who may take a shot at 

them in an effort to gain favor with Weed. 

HOOKS 
* Cad and Stunty have agreed to smuggle out a disttict 

prisoner, hidden in one oE their carts beneath the rat 
traps. V'hen the hue and cry goes up, the City Guard 
enlists the Pcs'hetp to track the missing prisoner down. 
The Rat-Catcherh Union is a good place to start. 

* A hit has been called in on the brothers, c o u ~ e s y  of 
King W'ced. If successful, it wdl spark an open war 
berwcen Weed and the Breakers, disrupting the balance 
of power in the district.The PCs have been asked to stop 
the assaaination. 
One of  the brothprs' human empIoyws has disrurbed 
someth:ng large and nasty in the bowels of the ciry 
(such as a bulette, or some other appropriatelv destruc- 
tive monster). The PCs must stop it; on the way, they 
are joined by a n  unusual group of allies - humanoids 
from the district! They claim that if word leaks back 
that the Rat Catchers caused this, it could spark a new 
war between the Humanoid District and the rest of die 
city.. . B war which they betieve the humanoids cannot 
win. 

1533. WALL q w a m  *roww 
This fortilied outpost commands a view of the district 
from the east, and is used by the WaEI Guard to monitor 
the activities 05 the Coliseum (location CI) below it. It 
is accessible through a large gate on the Enterhinment 
District side and is absolutely off limits to all but the Wall 
Guard. Some IQO troops ate stationed her a t  all times, with 
orders both to patrol the eastern w a i l ,  and ro maintain 
order at The nearby Coliwum. They keep a particularly 

close eye on the Morkkurt family jsel 
they view as the area's biggest potent 
the tower is quipped with a smaFl c 
purposes, and a ballism which fires gl.l>=- sluFI 

ing a crude form of tear gas. The gas was ca 
no less a personage than Oberheirn WetzeI, tl 
Conjuration a t  the Arcane Academy (location I 
ties are limited and it is to be used only in the < 
ing at the Colise~rm or attacks from the human 

The guards here are standard Wall Guardsm 
commanded by a mptain (Frrll).  The tear gas t! 
the following SMTS: Type: Inhaled, DC 15. Initial Damage: 
1 Con, Secondary Damage: 3 d6 Con. 

B 3 4 .  HATR OF TRF DQq 
E RFWMF 1STF RS 

This large hall is where most o f  the dist*ict's alcohol The 
owners, a twisted gnome prisoner named Aug Sverinsen 
(Gnome Exp7') and his s ix  dimwitted human partners 
(FeralPrisoner3-5), brew an absolutely vile variation on 
basic grog. A series of great vats arranged along the main 
chamber are full of alcohol, rvliich they transfw to barrel? 
and sell to whoever comes along. The product is nearly 
undrinkable - prisoners who sample the ody yellow 
liquid swear they used real dog hair in the brewing but 
it carries a powerful kick, and the humanoids don't mind 
the taste. Barrels of the stuff seIl for 5 sp each, and every 
monster in the district has a wineskin or two socked away. 
Aug and his partners pay protection money to both the 
Bowstring Brealcers (Iocation B6) and the Bladed Smile 
(location OZ), as the other business in the area do. The 
Smile tisuaIly takes their payment in product. 

Aug has scraped together some 100 gp in savings, which 
he keeps in an old sack in his office. Aside from the inven- 
tory of grog, this is the only treasure on the premises. 

B 3 5 .  COTTAqF Ofi FDI'L'W XFLWTLT,A 

Thc top of 
c defensive 
es contain- I 
ncocted by 
he Dean of 
C!); quantr- 
m e  of r io t -  
.oids. 
en (Ftrl-7}, 
hev use has 

In the midst of the near-ruins that constitute this 
area of the district stands a decidedly odd phenom- 
enon: a neat cottage: sunny, white -washed and 
kept in excellent repair. The presence of numerous 
maeical runes. etched on the structure itself and a 

9 small flower 
t and a bored- 

innlcinv rar r a n  DP F D O ~ P O  on In? imide s i l l  o f  one 

Y 

Series o f  large stones surrounding it. 1 

garden grows in one corner o f  the p l ~  
I I .  . , .  . L  ._... - . J . . L I . - ' - -  

. . .  D - - -  -- - -  - r - - - - -  - - -  
window. 

Inside, the trappings closely match the outside. 
Several cozy rooms contain comfortable furniture 
while a btazing fire roars in the hearth. The smell 
of baking bread permeates every corner of the 
structure, and on sunny days the light streaming in 
seems to vanquish the district's overall gloom. A 
small shrine to the local deity o f  longevity fills one 
corner o f  the main roam. 

.f- 
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!d against humanoid beam and those of 
'he cottage belongs to Edith Xelwilla, a 

true erce-imc wno bas lived here €or over 30 years. 

RESFDF N'l'S 
Edith X e ' d a  was Once a cleric of the local god of time 
and endurance. She won this house in a card game with 
a group cf her fellow priests. It originally belonged to a 
powerful wizard who didn't feel like moving when rhe 
humanoids invaded and set up the wards which remain in 
effect today. Here, Edith has made a lovely home for her- 
self amid the horrors of the Humanoid District, praying to 
her god and relying on mate food and water spells to keep 
her supplied. She usually summons base items &e flour 
and butter, then cooks what she needs herself. Strangers 
who get Dast the wards are welcome to stay for a meal, 
though at the moment, she doesn't have the room to take 
on extended guests. 

He spare bedroom is being occupied by a husband-and- 
wife academic team, Jek and Votetgi Kasslos. The two 
wizards have launched upon an ambitious programs m 
catalogue the behaviors of various humanoid races, and 
are using the cottage as their base of operatjons. 

Edith Xelwilla: Clr6. 

lek and Votergi Kasslos: Wiz8. 

Edith h a s  treasure, though .. , . - _  the objects in her 
house ~ ' 1 1 1  tetch a total ot 75 gp if sold. lek and 

1 Jek car- 
an emer- 

Vortegi pach have a ring of inwiibility an1 
ries a ca8-pet offlying, which he will use in 
gency 

ACTIVTTT 
Each day, the two wizards don their nngs uf invisibility and 
venture forth to study the nearby tribes, bands ofprison- 
er5, and w e n  Sheerdlff the stone giant (location BIZ). 
They return to make copious notes of their discovery, 
and are hoping to publish 3 book sometime in the near 
future. Their strict vow of  noninrerfetence means t?iey do 
not intervene in any conflicts. though they can provide a 
wealth of idormation on the district's denizens if anyone 
thinks to ask them. Over time, they have grown somewhat 
protective of the districts and dislike efforrs to disrupt 
"their" monsters from any established routines. Those 
looking to embark on a mission of slaughter will receive a 

cold shoulder from the pair. 

c u l m  mainly renos ner gamen, pmys TO ner goa, ana 
cooks. She never leaves the codines o f t h e  cottage, even 
under duress. Her deity seems to want her  there and those 
atrempting 70 remove her from her home may experience 
dl favor or curses, at the DM's discretion. 

HOOKS 
The two wizards have been stranded OUT in rhe field, 
without their magic items to protect them. Their col- 
leagues hire the PCs to rescue them. 

* E d i t k  cat has gone missing. She pleads with the PCs to 
find i t  for her. 
Suspicious of Edith, the monsters have decided to wipe 
the cottage off the map, wards or nri wards. They can 
breach the walls, they can fire missiles and the like at 
it.. . or throw torches upon The thatched roof (although 
Edith can use her create water spells m put them out). 
The PCs rake shelter there in time KO aid with the 
defense. 
The City Guard wishes to make use of E d i t h  home as 
an outpost in the Humanoid District, and are prepared 
to reniwe her by force. She asks the PCs for help; they 
may play a role on either side ofthe conflict, or perhaps 
resolve it by osfering an alternative sclution. 

s36. PRISON C ~ A N C ~  HEADQUARTERS 
This shabbilpmaintained building ha5 '3ecome the home 
for a band of 30 human prisoners (Feral Prisoner2-6). They 
have come here following a devastating attack by the Iron 
Claws (location B27) to lick their wounds and recover. The 
wrecked two-story house has had its eninnces barricaded 
and its windows boarded up. The prisoners are all hardy 
survivors - many are convicted muiderers - armed 
with a variety of scavenged weapons. They have enough 
food to last several weeks, which they cached here earher 
in case of emergency. They believe they can hold out here 
Iong enough to decide what to do next. 

Unfortunately, none of their plans i d d e d  th? Nailed 
Boots bugbears (see location B23), W ~ O  have moved in70 
the area and stripped it of anything usable. There is no 
more game in the sparse woodlands to f ie west and while 
the bugbears never discovered their carefulIy-hidden 
stores, there is now no way of replenishing them. The 
prisoners have talked about ambushing the bugbears and 
driving them away, but that may reduce their numbers 
even further. Others have suggested making an escape 
attempt over the walls into the Dwarven District, but that 
offers its own share of problems. Either way, the band is 
in fairly desperate straits, and will need to do something 
drastic if they hope ru sw-vive. 



~ 

This wall building as once a storage warehouse, 
which was built and rebuilt several times during 
the course o f  the humanoid occupation. Its long 
oaken sides are tal l  and imposing, lit by torches 
spaced oeriodically along the front. There are no 

entrances; a set of  slid- 
I installed on the eastern 

- 
windows or other apparent 
ing wooden doors has beer 
- : A -  :- - ^ I 1  5iae i r i  r idrruw dileyWdY. Guards stand watch on 
the corners, carrying battered weapons and alert for 
any sign; of activity. 

Inside the building consists of a huge common . .  I ,  I ._  room p2rtitrOned by screens into drrterent areas. 
Sleeping chambers are on the eastern side, while 
the western areas holds storerooms and a central 
chamber dominated by a huge table. The fvrnish- 
ings all bok scrounged, same hastily repaired from 
near-junk Sputtering torches provide illumination 
for the building. 

This building currently serves as the headquarters for 
ValhalIas Fallen, a band of prisoners who represent the 
last, best hope €or survival within the district. 

RFsmEwrs  
The Fallen started out as another prisoner band, clinging 
together ~ Q S  survivaI and facing bleak odds in the unfor- 
giving atmosphere of the district. Several of their number 
were ex-Guardsmen, however, and as time went on, They 
began emulating mhtary discipline as a survival tool. 
They SQOII began launching raids on other tribes, aimed 
at freeing fellow prisoners and thus increasing their num- 
bers. This strategy proved quite successful, and now they 
almost rank as a tribe themselves, complete with rertitorv 
to connol and enmity of nearby rivals. They number 75, 
and a few dwarves and elves can be found sprinkled in 
their number. Their leader is “Sir” Slate Ruttness, an ex- 
Wall Gua-d sergeant who believes that discipline is the 
key to survival. 

b o n g  their number are a few wizards, and Rurtness 
has filched a some low-Level spell scrolls over the years, 
including shield, magic mirrile, and p o t c c t m  fmm mil. 

Slate Rutkness: FtrS. 

Wizards (3): Wiz3. 

Valhalla’s Fallen (72): FeralPrisoner3-4 

What litt’e treasure the Fallen can get their hands 
on, they Jsually trade for supplies right away. Slate 

t never leaves his 

1 are the principle goals of the Fallen. 
lirect threats to their Territory, and 
d more at increasing their numbers 

‘‘I‘ 
ho cannot join them std ~ ~ O C K  TO d i e  
iough the area they control is Tarselv 
Dners and scattered himanoids who 

__. 
).Their strategy thus far has 

. .  

been ve  
1 .  

CrUl v i v u  GlllU L1ynC-q 

They respond to d 
launch attack aime 
than &cting- ham 
successful. Those w 
for prorection and tl 
populated, the prist 
dwell there have a better chance of survival man average. 

The group has no status with Osgood Antarax, and i d  
even recognized as residents by the city. But Runness 
figures that if his p u p  gets big enough, they’ll have to 
recognize him.. . and perhaps even deal with him as a 
genuine personage of rhe district. Membership in the 
Fallen is very strict and those who join are expected to 
obey orders without question. This causes problems with 
the more independent-minded prisoners, but as far as 
Rutmess is concerned, those who don’t like it are free to 
take their chances on their own. 
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men7 WI 
F a h i ,  t 1 
prowes: 

0 Slate Rr. 
Antarax 
d iplom n 
in rhis e 
The Fall 
And Fort- 

nougn TO ne senrencea to imprison- 
istrict would do well to seek out the 

.- -b-. ,v--iing woald inevitably require a test of 
and/or loyalty. 
mness launches a scheme m assassinate Osgood 
(location B3) and ustirp his position as chief 
t for the district. The PCs can either assist him 
ndeavor or try to prevent it. 
en intend to kidnap King Weed (location 135) 

I_^ e him to let them u s e  the tunnel to out of the 
city to escape. Osgood Antarax asks the PCs to either 
prevent the kidnapping or stop the F d e n  from escap- 
ing their confines. 

B 3 8 .  DRRKTRFF’S BARBER A N D  
LFFCHERY 

This eerdv clean establishment houses the district’s only 
rea1 doctor.. . if that’s the right word for it. Mystic, evil- 
hoking s igh decorate the walls, while the sheIves con- 
tain all manner of bubbling potions and the hke. Several 
“operaring theaters” contain COTS for patients and a grue- 
same-Ioohng set of surgical TOOIS. 

The s u q e r y  i s  sun by an elven prisoner named Zinderos 
Darktree Elf ExpT), who was convicted of murder after 
one of his treatments N e d  a patient. He had an evil rcpu- 
tation of working black magic and conducting unwhole- 
some experiments, whick led the other drnizms of the 
district IC) give him a wide berth. In truth, he wasn’t 

-~ ___._-__,, -11 ll--.-._- .- r.3-”L 

ing medicine, believing that no one worild seek him out. 
To his surprise found the monsters more than willing to 
engage his services, eager to gain the “blessings” of a dark 
necromancer such as he. HP plays the role to the hih, 
wing highly questionable methods to cure injuries, pull 
teeth, and the Ilke. He’s just skilled enltrugh to keep his 
patients from dying, though the cures are ofcen painful 
and always couched in pseudo-mystical gobbledygook. 
Any wizard or sorcerer ran spot him for a fraud instnnrly, 
but others may take longer; he’s very good at what he does 
(give him a +lo competence bonus to BIuff checks for 
purposes of passing himself off as an “evil necromancer”). 
He charges 2 sp for a vkir and has 320 gp in profits buried 
under the floorboards of his shop. 

B39. GAMBLINCj DFN 
This unnamed emblishment is actualIy nothing inore 
than ruins in the upper stories. Faint lighring coming 
from what used to be the celIar door speaks t~ its real 
purpose. Beneath is a long, low room dedicated to various 
forms ofgambling.. . but gambling with .I humanoid tw is t .  
The games are harsh and brutal, consisting mainiy of bets 
based on how long it will take someone to scream, how 
maiiv rats can be killed on a single knife throw and the 
like. Clusters of humanoids are grouped around various 
pits and tables, exchanging money and hooting excitedIy. 
Fights alp not uiicommon, but the establishment has an 



staff who is charged with breaking up such disturbances 
(usually bv pounding every participant unconscious). The 
owner, 3 half-orc r o p e  calling himself Crassius Horriblis 
(Half-orc RogT), spends his time dreaming up newer and 
more exciting tortures for his ciwomers to bet on. He 
charges an entry fee of 5 cp to enter, and customers are 
weXcwme robet with each other, as well as the house. Grog 
from the %air of the Dog Brewmeisters (location 834) i s  
available nn tap, a5 are a few vile foodstuffs. The pIace is 
extremely popidar, and the raucous calls from the crowds 
can be heard for blocks around. 

QIJESTS 
Quests wirhin the Humanoid Districr differ from queqts in 
other districts in that the PCs cannot jmt come and go as 
they please. The district is easily the most dangerous in the 
entire city. and as such makes it difficuh to simply drop by 
and check up on a plot point. PCs will need special permis- 
sion to enter, and then are expected to coilduct their busi- 
ness as quicklv as possible. f i e  City Guard operates here 
as if it were a combat zone, using well-hidden scout5 or 
heavily armed units when they dare to venture there a t  all. 
Those who linger too long (even powerful and confident 
PCs ) risk their continued safety and even ifthey have the 
abhry to remain, why on earth would they want to? 

The only exception to this rule is if the PCs are prison- 
ers themselves, having been consigned t o  the district for 
heinous crimes, real or imagined. Such characters are 
much more capable of conducting quests here, and indeed 
an entire campaign can be established covering their 
adventures within the district as prisoners. Those trapped 
within the district naturaIly have a much greater stake 
in what goes on there, as they nn't run away from their 
problems by simply retreating back through Monsters' 
Gate. Regardless of the Pcs'background, the quests below 
are set up to assume that they have a vested interest in 
the outcome.. . and that they either won't or can't simply 
abandon the district to its fate. 

T U R P  W A R  
The consnnt squuabbles between various humanoid tribes 
always threaten to erupt in open war, which could rip the 
balance of power in the district forever. If one side earns a 
quick victory, it can swallow up the losers' territory, claim- 
ing more ' subjectsn and resources, and generally raising its 
standing in the district. On the other hand, if they battle 
each other to a standstiI1, rival gangs may fa11 on them 
when thev are at  their weakest and absorb their terrirq 
New playrrs are entering the field a11 the rime, as smaller 
bands of humanoids grow in size and become big enough 
to challeiiye those whom they ostensibly serve. And every 
now and rhen, the entire district becomes united under 
a single Eeader, who can then direct the entire district to 
follow hi5 whim. 

3 U L l l  szrugg1e5 I 
spiral out of contn 
conflicts outlined 
more obvious exan 

The Iron Claws ( 
tion B7) are ripe 
rhe Jaw's leader, i 
considered an afl 
humanoids coul 
Velda Irondaw J 
upstan tribe's d 
would love to ti 

since the Ioss of 
direction. 

9 The B o w s ~ n g  B 
(location B22) cs 
out once and for 
of the main thor 
a tasry target ra 
either the Breakt 
ry could lead to : 
risk to themselves. 
The Nailed Boot (location B23) could move en m u s e  to 
another district of the ciry, Ieaving a vacuum in their 
little corner of  rhe district. The scramble to fill it could 
ignite any number of turf mrs. 
King Weed (location BS) and his kobold allies sit upon 
one of the most vital secrefs in the district - a reliable 
way out. Should another tribe decide that the little 
bastard is COO big for his britches, they might launch 
an attack to take his fortress (and the entrance to the 
tunnel Q U ~  of the district). Other tribes might easily go 
to war as well, just to prevent their r ival  from seizing 
control of the exit. 
Similarly, the koboIds of Reinhold's Engineers (ioca- 
tion BIS) - possibly the most powerfu1 group in the 
district due to their unseen nature and ability to launch 
devastating sabotage atracks - may decide that one of 
the other tribes is too dangerous to live. Their attack 
-collapsing an entire fortress and decimating the tribe 
in question - could prompt a scramble to fill the void. 

Regardless of how the conflict begins, it has devastating 
repercussions for anyone traveling in the district. Parts 
or all of the area become an active war zone, as roaming 
bands of humanoids take shots at  one another, set up 
ambushes, or engage in Ilat-out wall-to-wall battles to the 
death. Neutrals, such as Sheerdflthe stone giant (location 
B12) and Spindlelegs the drider (lomrion R i a )  will either 
attempt to remain above the fray, or sell their services to 

one side or the other. Other individuals caught up in the 

Y 

COnffiCt will l d d y  be killed, or else enslaved as 
the war effort. Smaller tribes and individuals - especially IL 

part of ('- 

prisoners - won't have an easy go of it, thoLigh groups 
like VdhaIlak F a k n  (location B37) w d  give a t  least as 
good as they get to anyone who tries to destroy them. 
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w e  the opportunrty to 
their attention on one 
le who’s left standing 
ire that the balance of 
given tribe may be dif- 
defeat, even for power- 
‘s and carefully-chosen 
ng ai1 important lender 
stmtegically important 
se the oppormiiitv €or 
soners, for example, or 
: former occupants are 

ngle ruler is difficult, 
ich a ruler would need 
;t be prepared to forge 
nd requires a force of 
enmities from flaring 
Osgood Antarax, who 

vided since it bolsters 
Antarax will generally 

. . .  I - - -  - .. but should it look I&e 
his leadenhip standing may be threatened, he  will come 
oLit swinging, using htc shield guardians to ensure that 
whoever I $  angling for his seat doesn’t get it. 

Regardless of the final outcome, however, a struggle of 
this w e  ail1 affect the district permanently. Buildings may 
be destroi.ed, new defenses erected, and movers and shak- 
ers W ~ Q  once commanded great respect could be reduced 
to little more rhan serfs. The DM should be prepared to 
change h i s  ensounrers here accordingly and to keep the 
new power dynamics in mind for the n ~ x t  time the human- 
oids decide to take a serious swipe a t  each other. 

-. -_- 

.__-- 

CRUFLTY’S QFFTON 
The p o l l  cult calling itself Cruelty (see location B24) 
inrends to summon a demon from the HumanoidsTemple 
(location ~ 6 ) ~  and use it to wreak havoc Throughout the 
city While it i s  unlAely that  any summoned eutsider 
will succeed 111 perpetraring quite the 501-1 of widespread 
carnage Cruelty is hoping for, it could still cause consder- 
able damage and threaten many innocent lives. Numerous 
people w r d d  want such a plot thwarted, and not just loor 
thc welfa-e of the city. Osgood Antarax doesn‘t wanc a 
demon Ioose in his district, and even the other humanoids 
might bak  a t  such an overwhelming evil. 

A quest based around stopping Cruelty’s plan (or stop- 
ping the demon shodd that fail) can span the entire 
district, arid involve a lengthy duel of wills between the 
Pcs and the gnolls. In the first place, the gnolls shouEd be 
pottrayed as infinitely more cunning than typical gnolls. 
These are no mere scavengers who see nothing beyond 

the wherewithal to plan their ITIQV~S extremely carefully. 
As fanatics they believe fervently in their cause, and wont 
jeopardize. it by making stupid mistakes. 

- 
- their immediate needs. They are quiet, patient, and have 

(be first step m involving the YCs In their scheme i s  to 
teak word of their activiries. The most obmnus source for 
this is Osgood h ta rax ,  who has plenty of contacts outside 
thc disttict and who keeps a dose eye on “his” territory. 
He may have noted their arrival in thp Rotten jaw‘s terri- 
tory and become concerned a t  the unnatural quiet with 
which they went about their activities. Alternately, he 
(or the ITS) may have heard disturbing rurnorr; from one 
of Reinholds Engineers, who spied QII the gnok before 
suddenly disappearing. Tt could just be enough that  m e  
of the speIlcasting PCs sees dark signa and portents, and 
can pinpoint the Humanoid District as the center of the 
disturbance. 

In  order to complete their plan, the gnolls first need 
to gather cenain Items to them. The ritual may require 
specific artifacts, which must be taken fiom their owners 
elsewhere in the city The PCs must learn what the gnolls 
are after and how they intend ro reach it, possibly by spy- 
ing on them, possibly by consulting schdars or otherwise 
deducing what they require to enact their horrid summon- 
ing. f i e  city’s sheer size may work against rhe PCs in this 
instance: if they srop Cruelty from seizing one artifact, 
anorher one can be found fairly easily. 

Once the gnolls have what they need, they must abduct 
victims for sacdice. For the sumrnon~ng to work, they 
must take one member of each of the yity’s major races. 
What constitutes “major” is ultimately up to the DM, 
bur it shouId include at least one elf, one dwarf, and one 
human, It night possibly include other races as well, such 
as gnomes or orcs. The list shouldn’t Lecome too large 
- no more than seven or eight cacrificps at most - but 
it should provide a varietv of targets for Izmeltyto abduct, 
thus creating more opportunities for the PCs to thwart 
them. Asain, the teeming multimdes within the city will 
make the Pes' job difficult, but the very act of countering 
Cruelty’s moves may be enough TO rhrsw off their time 
table, and DMs wishing to make things interesting may 
require il rare 0-1 unusual race to be among the necessary 
sacrdices. 

Assuming that Cruelty eventudly achieves its goals 
(despite the PCs’ best efforts to delay them), the next stage 
comes in summoning the demon itself. They will need 
to seize the Humanoids Temple (location 16: and hold 
it without garnering attention, and then conduct their 
ritual, which lasts about two hours. It climaxes with the 
sacrlfrce of their assembled victims (who were likely kept 
bound and gagged in the hours and days leading up to the 
event). The PCs can certainly r ide to the rescue, but first 
they will need to determine when and where the sacdice 
14 to take pXace. If an arcane or divine spellcaster in the 
party has been experiencing visions, he may be able to 
ascertain the exact moment of  the sacrifice. Someone with 
a knowledge of astronomy and/or th? demon the gnolls 
worship could also pinpoint the night OF the sacdice. 
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can alwaw stop it before it wreaks too much havoc. The 
creature cdi i  be a n y  of th r  types described in the ~ o n r t c v  
ManrraI hut it must definitely bc I )  powerful and 2)  per- 
fectly willing t o  raze the city to the ground. As it is linked 
to t h ~  moon, it should probably have a lunar motif TO its 
appearance, with moon sigils on its armor or perhaps a 
pale luminescent glow. The City Guard w d  be called in 
to stop it. but they should be hopelesdy outmatched, and 
the futiIif.7 of their efforts may cause the populace co flee 
in a panic The size and strength of rhe demon shouId be 
adjusted to provide a fitting challenge for the PCs, though 
it must ako have enough power to knock the Ciry Guard 
and similar opponents aside with ease. If the PCs need a 
hand, a powerful spellcaster can lend them some magic 
iternswith which to combat the creature. Of course, they'll 
first need to find such a figure, and with the entire ciry in 
an uproar, that won't be easy. 

PRTSON B R F A K  
The prisoners who call the Humanoid District home have 
it rough, to say the least. Their lives are brutal and short, 
often ending 011 the point ofa humanoid's spear or toiling 
away as an abused slave. The onIy guarantee for long-term 
survival is escape. ._  though of course, that's easier said 
than done. Prisoners have no equipment ~t valuables, 
and borb d i e  humanoids and the human merchants in 
rhe distnct are forbidden from s e h g  them any. Their 
distinctive branding m a r k  them as outcasts from the get- 
go, and the City Guards will go to considerable lengths t o  
prevent a prisoner from leaving the area. rf you want to 
break someone OM, vou'II need t~ put a surprising amount 
of thought into it. 

The PCq c o ~ d d  plan and execute a break-out either 
because They are prisoners themselves, OK because they 
require the help of one of the prisoners within the dismct. 
Either WPJ, the most obvious exit - Monsters' Gate (Ioca- 
tion B1) - is sirnpk nor an option. The guards inspect a!I 
travelers carefully and are on strict watch for any prisoner 
making a bid for freedom. The sheer size of the Gate and 
the number uf guards on duty makes it a practical impos- 
sibility {QT a poorly-armed group of prisoners to slip 
through. SimiIarly, the Coliseum annex (location B8) is a 
veritable dead end, with a wily ogre mage controlhg the 
keys, snd a tower full of guards to cut vou down even if 
you make it out to the Coliseum itself. 

That leaves nvo deceptiveiv difficult options for anyone 
planning an escape. The first 19 breaching the wall sorne- 
how, either by climbing over it or tunneling under it. 
Both w a w  present problems. In the first place, a constant 
rotation rf guards is on the watch far just such an occa- 
sion, and in the second, the number of magic items that 
can h e l p f i c h t e  such an escape is  extremely small in the 
Humanoid District. Smuggling in a r n p t  of flyng the  
like is possible, but it will require careful planning and a 
wll2ingneTs for someone to take the tlsk of slipping the 

item past the guards. (Outside characters caught with such 
an item will likely be imprisoned themselves unless they 
announce i t s  presence to the guards beforehand.) A diver- 
sion to draw away the guards' attention is also possible, but 
it must be rigorously timed, and the characters wiIl still 
need some way to either scale over or tunnel under the 
wail q~lick~y. 

The other means of escape is perhaps the easiest - the 
large twine1 that runs from King Weed's fortress (location 
B5) FO an enRmce far from the district (location B31). 
King Weed dishkes non-goblins, and he ha5 given stricr 
orders not f~ let anvbody through, but he may be con- 
vinced otherwise if a small group of prisoners is willing to 
perform certain services for him.The nature and difficulty 
of such a service may vary, but it will donbtless be unpIeas- (I 
ant, and should provide a strong challenge to even the 
most stalwart group of PCs. And there's always the chance 
that King Weed wiIl double-cross them, hoping they wil1 
die in one of the tunnel's many hidden traps.. . 

fi 
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successfu’Iy traverse the tiinnel and make their way safeIy 
out of the city 

EFTIAT, ])RTSONFR N P C  C L A S S  

CLASS SKILLS 
The feral prisoner’s skllls and key abilities are: Climb (Str), 
Hide (Dex), Intimidate (Str or C h 4  J~unp  (Str), Move 
SilentEy (Ilex), SurvivaX (Wis). 

CLASS FFATURFS 
All of t i e  following are class features of the feral pris- 

oner. 
Weapon and Armor proficiency F e d  prisoners learn 

to use ivhnrever weapons they have handy. All feral prison- 
ers are proficient wirh the club, dagger, heavy mace, jav- 
elin, light hammer, light mace, morningstar, qumerstaff, 
spear, and warhammer. Feral prisoners are not proficient 
with armor of any sort. 

loughness: At 1st Iwel, the leral pmoner receives the 
Toughness feat. 

Specialty. At 2nd level, the feral Friisoner’s Survival 
skill is increasedby 3 ranks. 

Bonus Feat: At 4th level, the feral prisoner receives any 
one unarmed combat “basics” feat. He receives another 
such feat at 8th lever. 
Rough Living: At lo th  level, the f e d  prisoner gains a 

+2 natural armor bonus to his AC. The f e d  prisoner also 
gains a T2 competence bonus with all saves made against 
environrnenta 1 hazards. 

Starting Gear: 5d4 gp worth of equipment.Class 
Feature 

TABLE K T :  THE FERAL PR~SONER 

Base Fort Ref  Will Def Init 
Lvl Att  Bonus Saw Save Save Bonus Banus Special 
1 4 J  t 2  tl +1 +O t1 Toughness 

2 t l  +3 +2 -4-2 +1 +1 Specialty 

3 t2 t3 +2 +2 + I  t2 

+3 +4 +Z +2 +2 +2 Bonus Feat 4 

+3 +4 + 3  +3 t2 +3 
+4 +5 +3 *3 +2 +4 

+5 + 5  +4 +4 c 3  4 

+6 +6 +4 c4 +3 +5 Bonus Feat 

t6 4 +5 c5 +4 +5 

5 
6 
7 

9 

10 t7 +7 +5 +5 +4 +6 Rough Living 

TABLE B.2: HWMANOlD QISTRICT R ~ H D O H  ENCOUNTERS 

d2O Encounter 
1-2 Band ofprisoner5 

3-5 Lone prisoner 

6-7 Orcs 

7-8 Bugbears 

9-1 0 Cnolls 

11-12 Goblins 

13-14 Kobolds 

15-1 6 Hobgoblins 

17-1 8 Walt Guard scout 

19 Wall Guard patrol 

20 Mercenary captain 



FRVTFIW 
Not all of the settlers who came to live within sight of the 
Spire arrir e$ at once. And of the latecomers, many could 
not afford to live within the increasingly regimented 
districts of the ciry. Originally home to the city's north- 
ernmost slums, the first incarnation of the Entertainment 
District grew out of those increasing numbers arriving to 
find a bettrr life for thernseIves. Shut out of the best the 

While gaining in popularity, the unofficial disrrict was 
still regarded as unsavory by most of the rest of the city 
While good for a thrlll or a laugh or two over the course 
of a few hours, anyone wanting to spend more of their 
time there was considered either criminally insane or just 
plain crimiiial. Thefts and rnuggings were a 
way of life for some, though the dis- trict folk 

0 a 0 1 1  

amuse thrmselves, as well as make a living. 
The wide {ields of this area proved ideal for 
all manner of sports brought from far-off 
lands, and regdar wrestring matches, 
marathons, and even spear throw- 
ing contests were soon estab- 
lished. 

The orqanized play, and 
the wagers which followed, 
set this atea apart from the 
areas to the west and east. 
Once this drew the attention 
of  more gentdied folks, all manner 
ofbusinesses sprang up to accommodate the needs 
of the growing number of spectators. Soon every- 
thing was readily available, from food and drink 
vending ar  the games, to the courtesans who 
were waitmg to help you celebrate your reams 
victory afterwards, h a  price. No longerplaying 
to just a local crowd, the sports contests evolved 
to encourage repeat viewing; some by toning up 
the violence and introducingbloodshed, others by 
relying on elaborate choreographed performances 
that showcased spectacular moves with little risk of 
injury. While still considered frivoIous by many 
within thr walls, the pastimes being developed 
here drew a new type of permanent resident to 
the distnrt, those who longed 'to get into the 
action. 

ciry had to offer -at first economically and then physi- 
cally with the construction of the city walls - this 
mowinp immigrant n o d a t i o n  had to find wavs to 

to oversee 

nobles who will- 

the district - tak- 

found themselves 
cut off and shunned 

P One such was Sir 
Harald Bridger, who 

spurned the family wiinemak- 
ing business to become a r e g -  

lar contestant in the fighting 
matches. Though deprived 
of the family fortune he  

was to inhent, he made 
another by adventur- 
ing with a band of  
Ilke-minded outcasts. *-d:4 Retirinp to the citv a 

dkIW] by their familes. 

* 

L 

- 
wealthy and popular leadw, 

Sir Harald never f q o t  his days in 
the games, and attributed much of 

his success to the informal train- 
ing he received there. In tecogni- 

a 
:opos ed, and fol: [ght far, 

the construction of a massive arena made 
of the same strong stone which encompassed the 

city itself. Though the existing wooden amphitheater was 
deemed sufficient by most, and had been in use for over a 
generation, he hoped the new structure would bring the 
status and legitimacy the stdl informal district lacked. - 



*iucrant backmg ot the Councrl, work an 
llGIU .u r v r l X  "was well under way when the first human- 

war. 
agair 
the 7 

that 
wall 
ern I 

fire I 

of Lf 
- f  --_ 

oid raid? began on the city, signaling rhe start of their 
The incomplete structure acted as a partial bulwark 
i5t  the invading army, sparing the northern teaches 
NOEL of the fighting a t  first. When it became dear 
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the memy was entrenching itself along the northern 
and beginning to expand eastward along the north- 
,arnparts, the extreme measure of setting the shms on 
vas taken. As the area had been evacuated, major loss 
e was prevented. However, the ramshackle buddings 

U L  wood, mud and thatch that had become the standard 
since the district had risen from its ignoble origins were 
no match for the Barnes. Soon a wide open swath stood 
at the west end of the district, gaping and without cover 
for an attacker to hide from the watchtowers. Though the 
old arena burned as well, the new stone "Folly" lived up 'to 
its name and thwarted the plan by providing enough of a 
firebreak that the humanoids were able to extinguish the 
flames before they were driven from the area. 

Seeing the aftereffects of the fire, the Council decided 
to wall ir the attackers using the raw materids intended 
to finish the stone arena. Many of the now-homeless dis- 
trict dwellers proved their civic mettle by heeding the call 
for extra workers to complete the work in record time. 
Their reward included use of the leftover stone to repair 
and r e p h e  their own dwellings, or the opportunity to 
resettle within the city walls themselves. To this day 
one can e a d y  determine location in the district by the 
makeup of the surrounding buildings, from city stone to 
the west 70 the original wood and mud structures border- 
ing the Bnaar District to the east. 

TIT€ Fh'TFRTAINMFNT DTSTRTCT 
HERE AND NOW 

Out of t4is rebuilding came the roots of the modern 
Entertainment Distnct. In. additiDn to rhe first freestand- 
ing stone residences to be built here, the reduced popu- 
lation allswed for the construction of large* buildings, 
housing, real businesses and the roads to support rhem. 
Though the war years were lean times for the district, 
once the humanoid matter was settled the incomplete 
arena was pressed into service as venue for a variety of 
entertainments. The populace needed the release the 
district ofyered, making it more popular than ever. On the 
tenth anriversary of the humanoid truce, the city leaders 
acknowkdged this fact by expanding on the newly chris- 
tened Coliseum (location Ci), making it more grand than 
even Sir Ilarald Bridger had hoped. 

The new facdhies brought in performers from far and 

and orher buskers as well as profe4sional gladiators found 
the new district 3 must-stop on any journey through 
the region. Its fare having expanded far beyond the eth- 
nic sports matches of its early days, the Entertainment 
District was officially recognized by that name by the city 

I 

I wide. TraveIing theatrical troupes, storytellers, jugglers 
\ 
* 
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leadership, and w t h  the patronage ot the ncme rarnuies 
was bepnning to develop into an almost respectable 
destination. For the most part that remains a surface 
impression masking the still-seedy naxre necessary for 
the district's operation. In reality, this ir a place where the 
usual class lines blur. An indispensable outlet for many 
behaviors considered unacceptable within the city walls, 
color and activity reign here at a11 hours of the day and 
night. Diversions are offered fur ever$ tasre and purse. 
Here, too, the everyday person (or low-level PC) can find 
just enough adventure to get a thrill, knowing rhey can 
go home to a hot meal and a warm bed. For the more 
intrepirl, inquisitive, or unfortunate, though, adventures 
found in some darLer comers are not a'ways so risk-free. 

But for the rypical visitor to the Entertainment District, 
what you see is what YOU get. During the day, if you stick 
to the main roads, the general famdy fare one might 
expect during a city festival is evident on every cornet 
Clowns and candv-stands abound, with trained animals 
here and there to beckon you into the lobby of a puppet 
theatre or to an impromptu duet between a bard and his 
raven famihar. JU5F around the corner, though, there are 
crowded, often narrow streets filled with the raucous 
behavior the unattached young CitkZenT~ looks to sample. 
Here topical parodies of the council arid nobility can be 
found as B main course, with suggestions of ribald behav- 
ior between unlJcely pairs of popular figures - border- 
ing on the slanderous - for dessert. 

KFFPTNCj T H E  PFRCF - (IEEICIALLT 

Authority in the district flows along PWO separate lines. 
There is the public face of the city leaders, as seen in the 
city Guard, which patrols the major thoroughfares day 
and night, as well as in a special Courcd representative 
appointed Featly, known as rhe Master of the Games. 
This Games Master acts as an ombudsman for the visjting 
citizens, as well as handing down proclamations govern- 
ing the conduct of business within the district, either to 
enforce the will of the Council, or as a '3ealth measure to 
insure the sdety of all. Most edicts are short-lived, such 
as forbidding the sale of pork snacks when a shipment of 
tainted meat is discovered. 'She ban wou!d typically be lift- 
ed once all district vendors and carts were inspected, and 
the affected product destroyed. Similarly, when conflict 
appears imminent -whether of the local variety or &om 
invaders - performances can be suspended district-wide 
a t  the Games Master's discretion to minimize the number 
of citizens at risk. 

Some regulations become permanent, though, such 
as the ban on humanoids taking part in theatrical per- 
formance~ of any kind (with the exception of fighting 
in the Coliseum). This proscription :as been on the 
books since shordy after the Coliseum was completed: A 
few startup performing companies a t  the time unwisely 
chose to incorporate gnoIls and orcs into their produc- 

AND U N Q ~ ~ I C I A L L T  
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scenes, sweral humanoids took their parts more seriously 
than the companies took their security measures. After 
a series of deaths among both the cast and the audience, 
a strict rncratorium was imposed which lasts to this day, 
It is still the Games Master's responsibility to investigate 
productions which appear to be "too real," though with 
the populace becoming accustomed to the use of iIlusion 
magic, the complaints to the current Games Master are 
few and quickly dispensed with. 
In addition to this public face, the district protects its 

own. The (hard canit be everywhere, nor de they patrol in 
numbers hTge enough to calm a riot. What remains i s  left 
to an infoma1 security force recruited from the perma- 
nent populace and performers of the district by the Court 
of Grins. ' h e y  are known as rhe Tumbler Troops after 
an incident in m.hich a girl's kidnapping was thwarted 
by a remarkable display of acrobatics from twin street 
performers. Thai story ended, as most interventions by 
the Tumblers do, with the perpetrators being turned over 
to the Guard for punishment. Rumors persist that this 
is nor always the case, such as if the crime was commit- 
ted agains: a non-citizen and the suspect cannot be held 
accountab!e by law. Whispers suggest that  such matters 
are handled by a vigilante shadow court, which operates 
outside of the normal city processes, and is answerable to 
no one bur themselves. 

The Guard welcomes the help of the Tumblers, but 
wouId frown on the activities o f  an extra-legal CQUR, if it 
could find any evidence ofone. Whenever a disreputable 
noble or rradesman turns up with a new grin cut in his 
throat, thp Mirror Guard conducts operations to uncov- 
er any such organiwtion, always with no results. And 
Tumblers are recognimble only when they act. They do 

not admit to membership, and carry 
no identification other 
than the passwords they 
u5e amongst themselves. 
They are allowed to con- 
tinue operating because 
the threat that any 
street performer could 
be a trained vigilante is 
a n  effective deterrent. 
Despite the name, not 
a l l  acrobatic street per- 
formers belong t~ the 
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the misperception. It has becomt 
tip any performer attempting acts 
matter the qualiq- just i n  case. TI 
performers to add a few simple tw 
repertoires, which can carry them L 

dissuade anyone [rem 
t standard practice to 
of acrid finesse - nu 
lis has prompted most 
mbling moves TO their 
m the lean days. 

CT COLTSFUM 

Dwarfing everything in the district but the walls that 
abut it, this massive arch-shaped arena appears to 
be composed of a variety of  shades of  marble, from 
blue-gray near the bottom, to white, to blood-red 
near the top. This beautiful veneer i s  polished yearly 
before the opening match of the season, and masks 
the true strength ofthe stone used to build the skel- 
eton of the strudure beneath. Numerous alcoves 
dot the otherwise sheer exterior walls, some holding 
a wide variety of statuary proclaiming the specifics 
o f  the coming matches while others forming arch- 
ways into the structure for ventilation. The enor- 
mous main gate is centered in the east wall, and 
stands open except for the turnstiles that stretch 
across it. Smaller service and trades entrances are 
found OR the south face, near the city wall. 

stairs piercing the walls, allowing for hundreds 
Threading the Fnside is a series of  tunnels a i  

minimizing bottlenecks. The wall-tunnel circlii 
the structure at ground level holds dozens ofwe 
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people to move about the twists ana turns- wnile 
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the stadium a t  the end of  a day 
open for free access events. Wid 
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each of the five tier 
The first four tier 

which stretch three-quarters ot the way around the 

ed levels above ground. 
s are filled with marble benches 
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arena, while the topmost holds the densely packed 
wooden bleachers o f  standing room only, which 
brings the total capacity to roughly 75,000 Medium 
size creatures. Private balconies and benches are 
built into the City Wall section so that they seal off 
the horseshoe-shaped arena. These areas reserved 
for elite patrons and they are accessible only by 
(guarded) walkways from the fourth tier. All seats 
provide a good view o f t h e  center stage, which is  
sunk into the ground below the first t ier and ringed 
by hidden elevators enabling access from the 
Underworld below. Adjustable shade is  provided 
through an ingenious canvas and wood roof that 
can be extended or withdrawn by the concerted 
efforts of a few dozen workers stationed strategi- 
cally in the exterior alcoves. 
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neIore me srurage nasemenrs were milt, the stadium 
would ocren be flooded, and full-scale ships floated on 
the surface to reenact famous sea battles or pirate raids. 
These mock naval battles were temporarily halted when 
they flooded the Undernorid as well as the stadium and 
rendered the underground service area uselesq. Rut puhIic 
demand for their return grew roo great to ignore. Now, 
a tuall of done is used to seal the stage floor before naval 
battles and while the cleanup is relatively easy, the magic 
producing the dispehble wall needs to LP recharged 
after every use. As a result, these spectacles are grouped 
together in high summer and have become a highlight of 
the CoEis4:urn’s year. For three day5 before the commence- 
ment of ship warfare. the public is invired to swim in the 
fiIled areqa, free of  charge. 

The turnstiles are operated by inserting a token of a 
specific size and weight into the handle, which unlocks 
the mechanism for a single individual to pass. Tokens are 
sold in booths placed in a semi-circle around the gate, 
as  well a s  some of the larger businesses in the district, 
and at the Master’s Mansion (location C5). A srnaIl room 
buiIt intc wall allows access to the turnstile mechanism, 
which rerds out the total number of r ims  made by all 
stiles. A key (copies of which are held by the Guardian 
and the <;arnes Master) can reset this number, as well as 
change the number of turns per token (such as on bting- 
a-friend night, or family day), tokens per turn (during 
costly cvtmts, to keep previously purchased tokens from 
providing a discount), or even unlock the mechanism for 
sponsorelf events such as the annual Monster’s Ball, or 
the Sea Swim, when the ground-level onc-way doors are 
propped open for easy access. Two aisles are large enough 
for humanoids of up to Huge size to pass through, and 

have turnstiles of adjustable height. Larger individuals 
cannot be accommodated within the Coliseum without 
magical intervenrion. 

The array ofseatuary set up in the outer alcoves depend 
on the tvpe of match, the current champions or public 
favorites, and the closest festival dates of particular deities 
favoring the arena. The panern of the placement has been 
srandsrdized over the decades such thar it alIows a knowl- 
edgeable fan to ascertain the current lineup a t  a brief 
glance, including such details as the pa51 performances of 
the combatants. 

h r n o r s  have existed since the City W d l s  were extend- 
ed that they held secret passages lead ng back from the 
arena and into the city. These hidden passages supposedry 
allow nobles and other wealthy citizens a last means of 
escape from the city should a siege ever succeed. While 
most consider these tales to be mewly exaggerations 
inspired by the tunneIs connecting to the Annex, some 
make assumptions based on the way the separate seating 
for nobles is handled, and  how heavily guarded it is. The 
Guardian and the Council respond to t’hc tumors by keep- 
ing silent, which only fuels the specidations In realiry, 
officials foster this rumor, hoping it will attract enemies 
of the city within the arena during open conflicts. Once 
confined to the narrow sradium, iiot only can the Guard 
strike a t  them from the nearby wall tower, but an army 
without room to maneuver would become trapped and 
easy prey for the ghosts of the dead gladiators summoned 
by the C:uardian’s horn (see below). 

--7 T--’ 
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RFSTDFNTS 
Though built with city funds, the Coliseum is a self-sup- 
porting imtitution, busy with attractions throughout the 
year which pay for its maintenance and operation. The 
Master of rhe Games oversees the t r u s t  set up to run the 
arena, though in practice all day-to-day operations are 
overseen by the Guardian of the Colkeum. In addition 
to managing a staff of 100, who are responsible for arena 
activities horn cleaning the stands to repairing the statue 
of &rald, the Guardian runs the Combat Academy (see 
location c 3) and a c ~  as the liaison between the Annex, its 
gladiators, and the population of the district. Appointed 
by the Games Master, the Guardian is traditionally an ex- 
gladiator (rhough usually nor one of the ex-prisoners) who 
has survivcd 30 or more to-the-death bouts in the stadium. 
Carrick Jeth has been the Guardian for nearly hvenry 
years, surviving the terns of more than three Games 
Masters by keeping up the appearance of a well-run attrac- 
tion at all times, and keeping word of any irregularities 
from reaching anyone outside 05 the walls. A nice profit 
every year, most of which ends up in the Master's coffers 
for "genera! use," hasn't h i m  his tenure either. 

He and his staff have rooms in the arena, ranging from 
cramped and spastan dormitories in the Underworld, to a 
spacious suite of three rooms built into the top tier of the 
stadium directly over the main gate. The suite includes 
the Guardian's office, a den, and a private bedroom. By 
tradition, 2 sentry team of two Wall Guardsmen is always 
on duty af the main gate. When the arena is in use, this 
number is supplemented by a varying deployment of 
Guard patrols - usually 5-10 two-guard sentry teams, a 
four-guard patroI protecting access tQ the private boxes, 
and a group of rurenv off-duty guards who work the roof 
d u h g  inclement weather - and a single four-guard wall 
patrol. While assigned to the stadium, the Guard are tech- 
nically under the command of the Guardian and routindy 
follow orders relating to the arena. 

Master of the Games Geoffrey Beavers: see 
locatior C5. 

Guardian ofthe Coliseum Garrick jethk Ftrl2. 

Coliseum Attendant (100): Ftrl . 

Typical Gladiator (varies): Ftr2. 

Wall Guard Sentries (varies): Ftrl-7. 

Though the proceeds from tht 
removed daily to the Master's 
Jeth maintains the general fund 
from a built-in lock box in his ofice (successful DC 
25 Open Lock check to pick), which typically has 
1,500-3,000 gp in it, and 15  refreshed by the Games 
Master monthly, after payroll and repair expenses 
have been levied, jeth's private cache (1,700 gp) 
is held with a hidden chest of the same kind in the 
den, built into the stone walls. The Guardian keeps 
a small sum (3-60 gp) on himselfin a small pouch 
at all times. He's not above rewarding a staff mem- 
ber on the spot for a good performance, and also 
prefers to buy his own meals. 
He also carries afigurine ofwondrous power (ebon 

fry), which he uses to attend meetings o f  the Court 
of Grins (see location C?). Always slung around his 
neck is the Horn o f  the 
of ice.  He only removes 

I I. . .. . . . . . . . .' 
Coliseum, the symbol o f  his 
it while training, or to go to 

sleep. IT acrs as a special horn c~fvalhalla, summan- 
ing 4dlO ghosts o f  dead gladiators who manifest 
to serve the Guardian and destroy or possess the 
city's enemies. It only functions when blown within 
the confines of  the stadium; outside it i s  just a 
regular horn. 

A C T I Y I I T  
By and large the business of the Coliseum is gladiatorial 
contests. Every year sees the introduction of a new fight- 
ing style, or a new weapon that comes into vogue. A new 
champion is chosen by the people and all is fresh and 
exciting again.. . until the inevitable death and disappoint- 
ment which occurs sometime before winter, that is. And 
rhen the cycle starts all over again; rebirth, joyous new life, 
and then death. All for the COST ofa token, (typically 1-4 cp, 
depending on the contestants). 

HOOICS 
* A man believing there i s  a code to the statuary place- 

menr hires the PCs to do some legwork for him. He 
thinks the code either relates the times and routes 
used to transfer the box of ice  receipts to the Games 
Master's mansion, or broadcasts the results of the fights 
beforehand (<.e,, he assumes they are fixed). After days 
of  wandering after the money shipments, and keeping 
scorecards of the bouts, the Fcs discover no correlation 
EO the statues. They may, however, find a code relating 
to the C O W E  of Grin's meeting places. 
Someone has stolen the Guardian's Horn, and the PCs 
are hired to quickly find it and deliver the perpetrator 
tn the Guardian. / 

- 

A strong-willed ghost possesses the Guardian, and '* 
arrempts to use him to summon arena ghosts to possess 
the audience (including the PCs), and build an army to 
take overjdestroy the city. 
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:e to the paved plaza before rhe Coliseum 
irrnous figure of a gladiator, his bare head 

,kvvmLd invitinglv, but with sword and shield a~ 
lis coIossal statue of the citizen moqt responsible 
-oliseum’s existence greets its visitors, who must 
ween the bronze sculpture’s legs straddling the 
I to the main gate, and it stands tall enough to 

the third tier alcoves of the arena. Constructed 
rjth anniversary gala commemorating the arena’s 
,m, this landmark gave the Coliseum its present 
weell as becoming a prime area for groirps ta meet 
7tering the stadium. 

While most of the statue can be trusted to shine from its 
annual dzaning, the giant HaraIds fret and lower legs are 
ofien tarnished or mdcr  repair. What started as long-dis- 
credited rumors of secret cornpartmenfs holding treasure 
turned in to a drunken ritual of strtking rhe figure anywhere 
within a n i s  reach for good luck. Atremprs KO d a w  touch- 
ing the st.itue were met by protests frum the residents of the 
district, many whom had come EO believe in the supersti- 
tion. An imderstanding was reached wirh the Civic Guard, 
which strbpped enforcing the ban if one was caught hitting 
the statue bare handednose  using eitherweapns or tools, 
howeb-er, continue to be anested unless they make a large 
contribution t~ the maintenance of the starue. The risk 
increases The potentid reward in the eyes of some, so the 
statue continues to take dsinage in the dead of night. 

C3. HRRRT,D’S COMBAT’ ACXDFMY 

This complex consists of  a sprawling two-story 
stone structure and an unattached square arena, 
the largest buildings between the Coliseum and the 
northern wall of  the city. Unremarkable except for i ts 
size, the main building has no signage, few doors, 
and no windows, necessitating torchlight inside at  
all times. A single person guards each of the doors. 

The arena is centered on a sunken pit, not 
unlike that  of the Coliseum but less than a third 
its size. No below-grownd structures are visible, 
nor any mechanical l i f ts  such as those found a t  the 
Coliseum. Those  who enter through one of  the open 
gates in the center of each wall find themselves 
exiting through an arched tunnel onto the stadium 
floor. Those here to test their mettle proceed to the 
center, while the rest turn to the side to climb the 
wooden bleachers capable of accommodating up 
to a thousand Medium size spectators surrounding 
the  pit. A permanent wooden roof-like structure is  
supported above by rafters and poles, though a gap 
lies between it and the walls, allowing for sunlight to 
enter the arena. Huge braziers stand in the corners 
of  the prt providing for additional illumination and 
heat. - 
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t w m  and to survive the Coliseum. Aside from a few con- 
necting. hallways, the ground floor of the main building 
consists of a series of  long, wide rooms with dirt-covered 
floors and a wide square chamber in t i e  rear No matter 
rhe time, there arc always practicing students scatcered 
throughout the rooms, which are opezi enough to allow 
fret movement, but whose walls are decked with all 
manner- o f  weaponry and armors. Observant visitors will 
notice lhat  the equipment found in each room folhws a 
thyme. One focuses on knife work and 8;horr bladed weap- 
ons, while another concentrates on interactions between 
spears 2nd shields, and su on. Thougl- the grvund f loor 
doorr;, and Elallways and the stairway leading to the base- 
ment are wtde enough for Large size creatures to pass. the 
upper floor and the stairs leading to it are not. 

The upstairs i s  entirely filled with b;imcks for the use 
of the studelits, faculty, and any voluntiry gladiators. It is 
able to accommodate up to two dozen individuals, though 
there are no kitchen facilities and linited srorage. The 
utilitarian rooms hold Little more than a small table, a 
lamp, and well-padded couch that doubles as  a bed. 

The Easement area mostly consists of a number of large 
storage rooms. The material kept here is reserved solely for 
those training in the rooms above UT sparring in the acad- 
emy arena. It is also the starting point c f  the onIv tunnels 
hading to the Coliseum from WiThn rhz district, allowing 
fot unmolested transfers of graduates taking to the field of 
honor, regular training visits from the humanoids of the 
Annex, and wepkly inspections by the (;uardian. 

R FS I DE YTS 
WhiIe the Guardian of the Coliseum i s  nominally in 
charge gf the awdemy, he is seldom present outside of 
the courses he teaches, and the few hoirs it takes for his 
weekjy iiispection of the grounds. He has appointed a fac- 
ulty of three fighters teaching basic, advanced, and gladi- 
atorial combat. They act as a triumvira:e oveT the schoo1 
when the Guardian is absent. The basic combat coach is 
Phius Kasuson, a middle-aged human particularly adept 
at close-in fighting with a shield and dagger. Another 
human, Olga Haraldson, serves as the arhanced tutor, and 
as an il!cgitimate descendant of Sir Harald Bndger she 
keeps a hallowed family tradition alive The gladiatorial 
coach is a dwarf named Har Doomseekvr, a s~~rvivor of 32 
bout5 in the Coliseum, and an oEd adversary-turned-friend 
of the Guardian’s. 
h additional stafiof five serve 3s guards, sparring part- 

ners, and aU around handymen for any odd jobs that pres- 
ent thrmselves. Their duties include keeping a11 inventory 
of the weapons, making sure they are repaired or repIaced, 
cleaning the blood from the exercise rooms, and raking 
and laying fresh each day dirt to cushion the falls. 

Phius Nasuson: Ftr5. 

Olga Haraldson: Ftr9. 
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Average tuards/Staff (5): FtrZ. 

Average Students (varies): Ftr l  

The tuition supposedly goes to the Coltseum to help 
pay operating expenses, but the current Guardian 
allows the SCIIOOI t o  collect the fees and keep a 
modest amount (750 gp) in a locked chest (SUC- 

cessful DC 22 Open Lock check io pick) in the base- 
ment. Of course, the real wealth d the Academy 
are the tools used in the training - its weapons. 
Though s b r t  in quality, the collection makes up for 
it in the quantity stored down in the storage rooms. 
There are between 2,000 to 4,000 gp worth ofweap- 
ons, armor, and other supplies stored here. 

Phius Nasuson carries a +2 dagger in a pouch 
on his belt. When outside the cornpound, he also 
wear5 his + Y  longsword. Olga Haraldson wears a 
belt ofgicnt strength +4, the better to surprise her 
students when teaching them not to prejudge 
opponents. Har Doomseeker wears boots ofstriding 
and sprinting whenever he leaves the compound. 
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In additional to 1 
location B8) comes in monthly 10 teach special classes to 
those seeking entrance to the arena. Those who impress 
him are allowed to join the humanoids and prisoners 
training in the Annex, and it is from this group that the 
highest percentage of survivors and crowd favorites hails 
from. During these monthly visits, Titus and the Guardian 

rial S C ~ O Q ~ ,  but i t  is not just for rhose 
Tor a nominal lee, the arts of fighring 
I any and all. The courses rake three 
it is 75 gp per week, with the cramped 
mwn in. Those willing put off their 
; to help spar with incumbent students 
e t  a discount after three months, as can 
I extend their terms to nine months, 
ns only held in the academy arena on 
ed by the public at the bargain price of 
case, the price drops to 40 gp a week, 

- 

he usual instrucrors, Titus Rapax (see 

- 

arrange for fans of die Annex gladiators to meet with them 
up close and personal, for a fee. 
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Iemy nor the Guardian has applied 
h i l d  to enlist their cadet fighters as 
1 permission to carry on in that trade. 
ie Games Master nor his p a r d  have 

1 it on this fact, and rhe Courtesans Guild can- 
something about which they are ignorant. They 
side in one of the basement storerooms for cots 
Id separated by, boxes. An hour's entertainment 
ored gladiator costs 5-20 gp, depending on his 
e guard on the doors is doubled during this 
th to prevent anv embarrassing discoveries, and 
ny humanoids or prisoners from escaping out 
istrict. Any gladiator or student living here can 

$e requisitioned in the same manner. Refusal could mean 
expulsion from the school, but as free fighters, at least they 
get to ket-p half of the fee. 

HOOKS 
* h frieiid of one of the PCs goes to the academy, and is 

killed ~1 the m e e t  one night, though he isn't robbed. 
The PCs discover that a smau-rime crook assassinated 
the friend in order to open a slot for his l i d e  brother to 
get off of the streets. 
One of the students is killed by a pracnce weapon that 
turns put to be poisoned. The Academy instructors hire 
the PCF to find out who did it. They discover that the 
weapon in question was misrolrted - it should have 
gone to the gladiator games in a day's time, to be used by 
a long-shot challenger against a mediumlevel fighter. 
Sound.: Iike the fix may be in! 

C+.  ORNA'S SCHOOL OE SMILES 

This complex of buildings I 
the Combat Academy, and 
stables, a three-story b1a( 
dormitory, a single-story wl 
_ - _  .. L : I > ' - -  ---I - L _ _ _  - 

ies immediately east of 
consists of two small 

Ik-and-white checkered 
iitewashed stone ctass- 

ruum ociiairiv. ariu a rww-stom red brick residence 
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for the teachers. The courtyard between the builf 
ings holds a small grove of  trees with a clearing I 

the center, which is  used by the advanced classe 
The fountain just to the north of the complex ah  
~ n n r  . - C C  h.1 tL- rtinrlsn+c h d n r o  n r m r i c ~ l t r  th- pi4 sees use by the students. More precisely, the citi- 
zens %equenting the  fountain serve as  a test audi- 
ence, and there is always a stwdent or two there 
making their first attempts to ply their chosen 
trade. 

Founded by a noble who renounced her birthright for 
her mte calling and became famous as a clown, this trade 
schooI atternprs TO teach the art  of entertainment. While 
a few bards have come out of its curricuhm, it remains 
onented toward more visual forms of entertainmenr. 
Originah the school specialized in the various forms of 
physical comedy: pratfalls, juggling, mime and mimicn;. 
Over time the needs of the students and the popularity of 

other forms of entertainment waxed :md waned, neccs- 
sitating a broader curriculum. The school now featurel; 
counes ranging from the forms of dmce and singing TO 
geekery such as sword swallowing and fire-eating. If it 
gets a laugh, OT a tear, or can otherwise stir the emotions, 
they teach it here. 

The dormitory was designed to hold 30 students, giving 
each their own 20'xlS' room. Since tiere are generally 
twice 2s many in anendance, the students must double 
up (or tripIe up! in some cases, since status and money can 
still wrmgle a single room for those furtunate eneugh to 
have if). The curriculum is divided into three year-long 
increments. For those students who can pay, the cost is 
1,200 gp per yeaq over hab! of the students a t  any given 
time are first-years, a5 the return ratib drops after each 
term. 

IlFSIDFNTS 
The school. keeps its staff of seven quite busy. The 
Headmistress is Zanada Bravesinger, ar eK who has been 
in charge lor the past seven years. Her recent appoint- 
ment has raised the profile of the school dramaticalIy, 
and she hopes to capitalize on its new-fbund prominence 
by pushing for the construction of a r d  school theater. 
WhiIe her specialty is dance and dtamaric recitation, 
she and her peers share duties for the general classes 
equally The rest of the teachers include a bardic dwarf 
(named Rkod Grayfighter), an elven thespian [Naranet of 
Tharken), and three humans (Erick, Georges,, and Muriel) 
specializing in slapstick, juggling, and song. The seventh 
staff member, Dennis, is a n  aging ex-Civic Guardsman 

who acts as the handyman/cook for 
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Rkod Crafighter: Dwarf Brd5. 

Naranet of Tharken: Elf Brd4. 

Erick: Ftr31ExpZ. 

Cmrges: BrdS. 

Muriel: Rog4. 

Dennis: Ftr5. 

Students (60): Corn2. 

The majority of the S C ~ Q Q I ’ S  money i s  kept in a trust 
to pay i ts bills, though a locked chest (successful 
DC 1 5  Open Lock check to pick) in the teacher’s 
residence holds an emergency fund o f  75 gp. 
Besides whatever the noble students brought with 
them tu the dorms (successful DC 12 Open Lock 
check t o  pick the door locks), the most valuable 
items are the musical instruments in the classroom 
building. These range in value from 150-750 gp. 
Given the nature of the school, the building itself 
is  left open for students ‘lo practice in a t  all hours, 
though t i e  instruments are locked up in a metal 
cabinet (successful DC 18 Open Lock check to  pick) 
when not in use. 

Zanada Bravesinger wears bracers of armor +2 at 
al l  times. Rkod Grayfighter generally tries to sing 
for his supper and has a harp ofcharming to help 
with this goal. Naranet keeps a potion ofglibness in 
his pockets at all times. Erick has a +lfrarne tongue 
longsword, which he likes to use in his routines to 
Set things alight. Ceorges has a potion ofcharisma, 
and a potion ofdurkvirron secreted on his person. 
Muriel wears an amulet ofnatural armor+3. Dennis 
keeps his personal money (SO gp) in a locked box 
{successFul DC 25 Open Lock check to pick) under 
his dresser. When away from the school he carries 
his old Guard primary weapon, a masterwork long- 
sword. 

R CT 1 v I’IY 

A number of students come from nobEe birth and ate 
here to pursue a different type of life. A few come from 
merchant or guild families, and a few had from the tradcs- 
men claw, having shown enough talent to gain spnwr- 
ship from a noble family Generally these scholarships 
are investments, so that  the entertainer’s skds  are a t  that 
family’s c dl for not less than ten years after graduation. 
The maicrity of the students, however, have their fees 
waived 0 7 1  the understanding they will ptovide the school 
with a pwcentage of their lifetime earnings after gadu-  
ation. This percentage varies depending on the number 

VI ycdL> d L l C L I U C U ,  WJL11 d WlIC y r d t  gldUllrltC “Wine 5@% of 
their earnings, a second year graduate 4~%, and 
ing it all three years forfeiting 30%. 

However, these so-called “Future Ea: 
“Fwnitures,” as the other students call Fhem), 
to an entrance exam before they can pass on to 
class. The faculty wants to be sure the school’s i 
has a decent chance Of paying QE7 so all are invc 
initial exam, which coven a l l  a.ipects of ente 
While this tests for general competence, the second-yeat 
exams concentrate on the student’s chosen specialty. The 
entire faculty makes the decision, so the penalty for subtle 
mistakes can be lessened by rhe general vote. For the third 
year, however, only the teacher of that specialty adminis- 
ters the exam, and that instructor’s decision is FinaI. For 
those attending under this option, they must tender back 
a l l  of all earnings to the schoo1 (to defray costs) as long as 
thev are studying there. And if the yearly amount i s  less 
than 10% of the tuition fee then the student is dropped 
regardless of the exams result. Performers who can’t pro- 
mote themselves and their talents can’t live off them, and 
they offer no more return on the academy’s investment 
than those who have nothing to promote in the first 
place. 

In  addition to the classes, rhe fee C O V ~ T S  room and 
board. Also, the fees help sponsor a yearly feast in the 
fall commemorating the founding of the school (which, 
m everyone’s relief, is catered). The remainder of the 
school’s funds come from a parade of a l l  students and 
faculty in attendance, current and former, starting from 
the Fountain of the Three Worthies in the Nobles Olstrict 
(location E18) and working its way around the Bazaar and 
back to the school, taking up to four houn and generating 
a huge appetite in even the smallest participant. During 
the exhaustion after the feast, the faculty determines ifany 
of their former pupils have been lax in tithing back to the 
schoo1, using the peer pressure generated in the gather- 
ing to eIicit compliance. Concerned teachers track down 
those who miss the yearly party, to make sure all is well. 

The school takes its mission seriously, and besides its 
scholarship acrivities, it works closely with other institu- 
tions in the disnict. Three times a year the school brings 
in experienced teachers and gladiators from the Combat 
Academy (location 0) to train a select number of stitdents 
in the arts of sell defense and survival. While most will 
never have need for these skilIs, certain artistic specialtlcs 
can rile the crowd as well as paufy it, and there arc fcw 
beasts as dangerous as an enraged audience. There is, how- 
ever, a yearly fourth visit which is passed off as a refresher 
course for past graduates. In reality, this extended training 
period is for The benefit of the Court of Grins (see location 

- 
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C?) during which the gladiators secretly min the Tumbler / 

Troops. 
Other collaborations include monthly internships a t  

thc local theaters, which let the students familiarize rhem- 
selves with potential employers, as well providing the 
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(small) source of revenue. So does a 
pera House (location F20), which gets 
m u r e  to more potential patrons. And 

. . e ..____ _ _ _ _  Jomrnons (location C12) to provide 
remedid acting training for their volunteer workforce 
isn‘t just ;I point of civic pride. It also increases the pool of 
porential students, as does the good will the school gets 
from providing a royalty-free scholarship to the winner of 
that theater’s yearly talent competition. 

HOOKS 
A a, 
taler 
r r . 4  n 

esperate first-year Furniture student with some 
It hut little luck, is behind the curve in producing 

Lvul for the school. After an unsuccessful (and slightly 
flat) atrempt a t  soliciting a donation while serenading 
the PCs, he tatgers the most affl uent-loolung PC with 
a pickpocket attempt. If caught, he tries to make a deal 
with them, offering to act as a distraction whenever they 

need one, no questions asked, in 
exchange for forgetting the 
incident. 

Headmistress Brave- 
singer hires the PCs to 
locate a number of former 

students who missed the 
latest anniversary feast. 

Nor all of them were 
parricularly late on 
their tithes, and their 

last known loca- 
tions have turned 
up enpry. Most 
turn up after a 
little digging, 
but four seem to 

have genuinely 
vanished. When 
the bodies start 

turning up, the PCs 
find themselves track- 
ing a former student 
who washed out of the 

school during the first- 
year entrance exam, and 

has decided to take revenge 
on those who made it in thar 
year. 

C 5 .  THF MASTFR’S MANSION 

Though by no means the largest huflding in the 
vicinity, the position of this single-stoly two-winged 
house signifies its importance. Situated adjacent to 
the western edge of Tumbler’s Square on the road 
leading to the Coliseum, all traffic headins to the 
arena passes right in front of it. Apparently made 
from a black lacquered wood, the whole building 
has an eerie sheen to it that draws your attention 
a s  you walk by. A separate private stable painted a 
matching black lies just to the west. A sign posted 
a t  the corner of the road announces the Games 
Master’s work hours for the current day, and points 
the way to an iron reinforced door on the eastern 
face of the building. 

During the specified hours, the dow i s  unlocked, 
and opens to a wide carpeted entry ~130171 furnished 
with comfortable stuffed chairs lining the outer 
walls. Across from the entrance, and in front of 
~ W Q  doors leading further into t t e  house, are 
three scribes seated behind massive desks labeled 
“ FeeslFines,” ‘ I  Forms,” and “Appoiritrnents/l nfo.” 
A fireplace sits in the southwest corner o f  the room. 
A number of paintings dot the walls (including a 
portrait of the current Master of the Games just 
above the Info desk) and a stylized map of the 
Entertainment District stands on the northern wall. 
Rounding out the decor ofthe room are a series of 
stuffed animals, some complete ( such  a5 a pair of 
wolves flanking the fireplace and the squirrel on its 
mantle), others just heads mounted on the waft, 
including several stag a n d  a moose. 

This is the official dwelling of the district’s representative 
on the CouncLThere are private offices in the central por- 
tion of the bdding,  which are furnished along the same 
lines as The waiting room. Srorerooms, filing cabinets and 
staff quarters round out the contenrs of the  mid-building. 
The western wing holds the Games Master’s private apart- 
ments. They consist of the master suite, *? number of guest 
rooms, a formal dining room and its accompanying well- 
stocked kitchen, and a libraryflounge where the guests 
who frequent dinner parties are entertained, before and 
after the meal. 

R€SIL)FNTS 
The current Master of the Games, Geofhey Beavers, lives 
here with his d e  of twenty years, Amanda Archer. A 
short, middle-aged man with thinning gray hair, Geoffrey 
has an infectious grin and a well-practiced speaking man- 
ner that puts people a t  ease. Born into a tradesman’s house- 
h d d ,  Geoffrey left in his teens to find his fortune outside 
The city, returning after twenty years a made man with all 
of the slid5 of a politician. Now able to live among the 



nobility (even if he wasn’t one of them himseLff) Geoffrey 
ingratiated himself to more than one Council member, 
and eagerly accepted his appointment here as a reward. 
Neither his speech, manner, nor dress betrays his origin 
these days, though he doesn’t take pains to hide it. H e  
stays in touch with his family to this day, and he displays 
the fruits of their labor a t  their tanning and taxidermy 
business (located in the Artisan District) with relish in 
his home. 

The fout scribes, the cook, and the coachmanjvalet are 
all employees of the civ, and hold their positions regard- 
less of the current Master. A Civic Guard patrol unit (use 
the standard Civic Guard patrol configuration of 2 Ftsl, 1 
Ftr2-4 and i Ftr4-7) also uses the mansion as a base, but 
in practice they are entirely at the disposal of the Master 
and wind up doing as he sees fit. The scribes control the 
money, the bulk of which is sent tu the City Treasury 
(location 13) each night under guard. The Games Master 
must formalIy request specific amounts for any special 
projects being funded, but it is extremely rare for him 10 

be denied any, 

Geoffrey Beavers: Rogl 1 . 
Amanda Archer: Ari5. 

Scribes (4): Exp3. 

Valet: Com2. 

Civic Guard Patrol (4): Ftrl-7. 

200 sp is kept in an open cashbox at the Fees desk, 
to make change or fur petty cash during the day, 
Any surplus funds are removed hourly to a large 
safe in  the central rooms (successful DC 25 Open 
Lock check to pick), which is emptied at night of all 
but  500 gp. This safe also contains an additional 
300 gp of the Master’s personal monies. Gate 
receipts from the Coliseum also come here, fetched 
a t  the end of the day under escort by two o f  the 
Civic Guard. 

Geoffrey Beavers also keeps 150 gp in a l~cked 
metal chest (successfut DC 22 Open Lock check 
to pick) in the master suite’s office, along with 
Amanda’s jewelry (500 gp), his copies o f  the 
district’s finances, and other important papers. He 
also k e e x  the hat ofdisguise and winged boots from 
his seco nd-story days in the chest. 

the distrkt, or 100 gp per month 
which he pays 50% to the Count 
countenance his restraint on tb 
cannot help, or if a petitioner insists, an appointmi 
be set up with the Master of the Games. Such rn 
are conducted in the Master’s private office in the 
wing of the building. 

A c r  iv in-  
The district’s formal business is conducted daily between 
the hours of IO a.m. and 3 p.m. Here one can acquire rhe 
various permits for operating in the district, as well as 
pay for license fees, purchase tokens for the Coliseum, 
and ask questions on activities. Typical fees include 1 sp 
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It’s a heist? And an inside job, at that. One of the scribes 
has decided to take the money and run. He arcanged 
to be the one handling the nightly Treasury deposit, 
and plans to empty the safe entirely and make off with 
the lot. Either he hires the PCs to help him, supplying 
them with the route and makeup of the patrol guarding 
the transfer, or they are innocent bystanders, caught up 
in the activity when another group attacks the guards. 
Regardless, the Minot Guard has caught wind of these 
plans, and has sent another double patrol of eight Civic 
Guard to shadow rhe tmnsfer. They w d  be on hand to 
surprise any artackers. Innocent PCs may end up hav- 
ing to track down escaping thieves to clear their own 
names. 
It turns out that the Games Master didn’t leave town to 
achieve his fortune -he made it in town as a cat bur- 
glar, stealing from the very nobles with whim he would 
later hobnob. Certain members of the Council are aware 
of this - having used his talents in the past - and hire 
the PCs when an old associate returns to town after 
years of lying low The PCs must keep the associate from 
revealing the past. To complicate matters, neither thief 
was a member of the Thieves Guild at that time, upping 
the stakes should the secret get out. 

~ 6 .  TUMBLFRS SQWARF 

Taking up a nearly a quarter of the district, this 
wide open space is  actually more of an oval than 
a square. It includes several ponds brimming with 
stockt es. 
Paved I rg- 
est fc the 
Grana botlnfain ar m e  normern eage 01 trie uml. 
Psychologically, if not physically, the Square divides 
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and 
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primarily stone structures built since the human 
invasion, and those to the east are the mud i 

wood buildings o f  the original slum. 

2d goldfish, and a number ofwooded GOY 
areas reach into this greenery, and the la 

rrms the “square” of the name around 
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Tumblers Square takes its name from the number of poles, ~ 

ropes, and uneven bars set up around the oval. In all but 
the most inclement weather visitors wdl see two or three 
aerial acts no matter their path through the square. On 
pleasant summer days, whole families come to picnic or 
otherwise enjoy the grass under shady trees, as well as the 



imprvmrtu shows put on bv the larg 
ers that  gather here each day. On i 
very same perfomcrs huddle under 
hoping eqough visitors brave The we 
enough t3 eat thar day 

In a clearing in the center of the sc 
post rising over 30 feet high. It cant 
light from the top. T h i s  light providc 
tion a t  ni4ht for a human to see for 
square stirrounding it. Even more a 
snap attached through a hole a t  the 
all  the wny down the pole where i t  CI 

ing out a t  the 4-foot level. The stra 
a t  an att,ichcd Ieather harness wit 
Anyone wearing the harness can, wi 

Average Passerby (Varies): Co 

- 
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There is  no treasure here, save 
and passersby carry with them. 
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pare stands a tall iron 
inually emits a bright 
:s sufficient illurnina- 
roughly a third of the 
mazing is the leather 
rop. The strap reaches 
d s  around a bar stick- 
p ends 150 feer later 
h adjustable catches‘ 
t h  a little practice, fly. 
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what perfor me r s 

ACTTVI‘IT 
When the district’s moTe mobile distractions come to 
rest, they concentrate here. Musicians, acrobats, dancers, 
animal acts, and borderline vagrants all take up serni-per- 
manent residence as the weather allows. The open field 
near the pool QII the southern end of the square becomes 
a veritahlt: tent city during the summer. The Civic Guard 
allows thii, since the adjacent guard tower can easily keep 
an obsenemt eye on things, and visitors seldom wander 
into thar 3rca. However, no open fires are allowed. 

The Fl!ing PoJe is one of the showcase attractions of 
the district. It costs I gp per five minute interval to ride, 
with a rnurimum of  six consecutive ’turns.’’ The magic 
invested i n  the harness allows the wearer to defy gtavity 
as per the flv spell, as long as the straps remain closed. The 
length ofihe leather rope attached to the harness restricts 
the wearer 10 the boundasies of the square, just shy of rhe 
watch tower to the south but enough to overfly the Grand 
Fountain :location C7) to the north, and a couple of ware- 
houses on the eastern edge of the square. 

Safety features include a contingency feather fdl spell, 
should the harness’ magic ever fail, and an activation 
stone, which musr be carried on the wearer’s person while 
in flight (otherwise the f ly  speIl expires and a second 
f e a h  ,fall spell is cast as above). Once in flight, the clasps 
of the harness are held as by an urcune lock from a 6th level 
caster, though if the wearer can break that spell ef€ect, it 
is then possible to slip out of the harness, TOSS away the - > activation stone, and fall. 

The Hying Pole is open during daylight hours on dry 
days only, afrer which the activation smne is locked up 
in the Master’s Mansion (see location Cs). The harness 
is always left in place overnight, since removing it would 

mean pulling me scams out as tne cop .x m e  pole, awpei- 
ling rhc magic and mining the effect.7’he rolled up sttap 
and harness are covered with an oiled rloth for the night, 
OT during rainy weathcr. 

HOOKS 
Unwritten but understood rules keep the competition 
friendly and the audiences safe. Biit when ;1 rivalry 
benvcen two groups of performers ~ r n s  hmsile, break- 
ing those Unwritten rules, not even the Tumbler Troops 
can guarantee safety. The PCs are hired by the Games 
Masttnr to heIp restore order in the square. 

* A death occurs when a boy slips out of the Flying Pole’s 
harness. When the official, City’s Eyes investigation con- 
cludes it w a s  all a n  accident, the boy’s father hires the 
PCs to look into the matter. Someone has been manipu- 
lating the harness to smuggle goods y t  the city walls, 
but how? 

C7. S R R N D  EOU‘NTAIN 

iected at the compass 
manates under pressure 
?e Spire in the middle of  . -  

Spraying a 30-foot high je t  of water straight up into 
the air, this decorative landmark or  the northern 
edge dTumb1ers Square has a central basin and 
four smaller pools conn 
points. The main spout el 
from a representation of tl 
the basin. A catch basin in the torm ot a miniature 
replica of the city itself i s  bi 
foot spike, the miniature city 
captured water, which drains rnrougn me Tiny c i y  
gates and over a series o f  tiered waterfalls into the 
basin below. A low wall surrounds the central bawl, 
bu 
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uilt h a l h a y  up the 20- 
walls holding onto the 
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ilt with a wide step to s i t  on. 
Each of the four secondary pools has a slightly 
ler seatless wall decorated with ctatuary along 
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smaller water jets aimed towards the pool’s center. 
Each set depicts scenes from the history af the city. 
The west pool disptays the discover/ of the Spire 
and first settlements in the area, The north pool 
shows the establishment of the city proper with 
the construction of the great walls. ‘The east pool 
consists of a memorial to the  humanoid invasion 
that cost this district dearly. The south pool is  
designed to be changed out every so cften, allowing 
the fountain‘s decor to be updated, and therefore 
timeless. The current arrangement commemorates 
the annual parade o f  guildsmen on the Day of  Ease 
ho I id a y. 

h i i t  over a century ago in the name of civic improve- 
ment, the money for construction and the poIiticaI will 
to finish it, came from a coalition of TWO noble families, 
the Hawkins and the Rotburns. Heady involved in the 
arts, the two houses were friendly rivals, sponsoring 



There i s  no treasure here, save I 

and rmt<:~rchv r s r r v  idth thpm 

:tion on the fountain was COIXI- 

n of a treasure buried under the 
by rhe ghosts of wmkmen buried 
either ghost nor treasure exist, a 
' a  long-lost scion of the Hawkins 
is discovered and identified, the 
lemise could unvt  the continued 

- 
eagerly collaborated on the project that would enshrine * C5nStru' 
their devction to the district pennanent!y. However, the pleted! a legend bega 
Hawkins family suffered a series of misfortunes before foundations, guarded 
the fountain was completed, and was subsumed into the 
Rotburn clan by marriage, leaving control of the fonn- lies here, Of 

tain's well-being in their hands (foT more on the btburns If this body ! 

- now the Rotburn-Seivers - see location E15). circcumstances ofhis < . . _ _  ~ r - - -  - - - -  - -  - ~- 
The southern pool is removed evev one existence Of, and Current succession the ~ & I L K T -  

* The Water wizards' magic gets out of control an$ 3 

Wizards proclaim their innocence and hire the PCs to 
discover the truth. In fact, a water elemental has taken 

If the characters investigate the origins of the water 
a wizard 

- a professor of conjuration at the Arcane Academy 
(location m) - ammpting turn the Fountain into 
his own bowl of commanding water elcmentals. 

to five years, depending on the whims and fortunes of the 
b&urn.seivers family, sir ~~i~ (now that he has left the 

much time to screening proposals, but are not always 
particulady fussy about which one5 they accept, and they 

like of the aflist's personal on 
the other band, would prefer to turn their discretionary 
authority into a money-maker, allowing anyone to buy 
the right to put on their own display for a 
months - perhaps even t o  auction off that right. New 
statuary k commissioned months in advance, and the old 
fountains are removed to storage when they are retired. 
Occasionally old statuary i s  btought oiit of retirement 
for a special occasion, such as the gladiator figures [or the 
celebration of the Coliseum's founding every 50 years. 

'la'" 

famay business to his children) and Lady Accala devore water 'Fur drowms a citizen their act. The 

will often grant a commission based on their like or dis- residence in the spring that the FOnnrain. 

Their 
they uncover 

of 

Average Passerby (Varies): Cornl. 

Average Performer (Varies): Brd2. 

Water Wizards (21: Brd4. 
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ACTIVETT 
The founrain is a natural staging area for the many 
entertainers performing for money and attenrion. 
Of particular note are the Water Wizards, a pair 
of bardic brothers who spend the afternoon (or 
all day in rhe hea t  of summer) serenading the 
crowds and using minor magic to manipulate 
the fountain flows. In addition to the entertain- 
ers, the fountain is home to a number of the 
district's indigent, who spend the dav begging, 
sleeping on the great step around t h e  center, or 
even bathing in the central basin. This Iast is illegal, 
so The C:vic Guard puts a stop t o  it, usudy with a 
warning, if observed. The vagrants presence is tolernted 
here more than in other areas due to the fact that the 
fountain was built on the 5ite of a natural spring that used 
to suppli, the only potable water in this area for those 
without weIls. There are other sources these days, but it's 
now accepted behavior. 

I 
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rnaKeup Qf this open field on the northeastern 
2 of the district is  split between trampled pas- 
# packed dirt and a surprising number of hardy 
exctic trees, bushes and flowering weeds. 

ounding the bare patches are old posts and 
stakes sticking in the ground, some with bits 

m e  still attarhpd. In some arPas the soil has 
setting up and 
eneath. Indeed, 
UQ towards the 

northern edge ot the tield; it provides a natural CUI- 

_ _  - . .  - - r -  - -  - - - -  -~ 

worn away after years o f  travelers 
moving awt, exposing the granite b 
a few low, rocky hills have sprung ... ^ . I  

de-sac, i i  which the other detritus left by past visi- 
tors accumulates, either by the fortune of the winds 
or deliberate dumping on the way out. 

The northeastern corner of the district is a camping 
ground u d  by traveIing shows and carniwls. Even in 
the days after the Entertainment District was formar- 
ked, this area remained a slum. The fairgrounds were 
considered the dregs, home to only the worst of the city’s 
displaced and indigent When the city expanded outward 
the C o u n d  decided to push the squatters dwelling here 
further out, and give the area over to the marginally more 
respectable (and mote transient) foreigners. There is 5tdI 
a small s tdement  of the poorest descendants of those 
unfortunates past the northern hills. As in those early 
days, rhe incoming shows mI1 hiee day laborers from their 
number, and some living there have develop generational 
bonds with the repeat acts. 

The rehionship is symbiotic in a sense, as the repeated 
visits over centuries by beings, their wagons, and their 
belongings from a l l  over thc wodd have left a curious 
mark on the immediate flora. They form a ~ o t t  of natural 
botanical garden - a wide variety of foreign plants grow- 
ing from the seeds carried and dropped during shows 
here. Some of the vegetation that has flourished is quite 
unusual bv local standards.The local indigems - leamiiig 
the pattens of growth and the vasietfes that have gener- 
afed over several generations - use their knowledge to 
support themselves in benveen dav work by selling cut- 
rings ofthe prettiest or taresf flowers in town. 

Average Indigent (Varies): Corn1 /Rogl~ 

Average Performer (Varies): Brd3. 

RCTTV I’IY 

Mingled respect and distrust draws a line between the - -- 
\. 
‘* 

districts denizens and the “foreign” showfolk of the travel- 
ing carnivds. Though the fairground is technically open 
a t  all time< - anyone may camp there for a small fee paid 
a t  the Ma5ter’s Mansion (location C5) - custom dictates 
that a l l  shows register beforehand, and reserve B spot an 

tile y c a t ~ y  ~ciiruclie. r u i  iiir rasi e i p i  y w i s  UKKC nave 
been three returning shows of note: a carnival which sets 
up hugr. tents for traditional flying acrobatics and downs 
in the early spring: a highly trained %Id“ animal act in 
the fall; and a troupe of acrobats, bards, mimes and downs 
who perform all of the traditional circus acts to new 
highly 3pecialized theme each summer, complete with 
new costumes. music, and jokes. 

F100 lis 
* The PCs are apptoached by a cook from the Lost Lagoon 

Inn (location GIZ) seeking rare, foreign herbs to com- 
plete a dish being prepared for a very important guest 
tomorrow. I f  the meal goes well, it might positively 
affect the eatery’s prestige.The cook knows of the botan- 
ical diversity ofthe northerii fairgrounds, but cannot be 
seen searching these by rivaIs, lest the secret ingredient 
be rermealed. Armed with a descriptio7 of the requested 
plants, the PCs haw a very difficult :earth in order to 
make the deadline.. . unless they choose to cnt one of 
the Iocals in on the action. 
The Pcs are hired to follow a recently departed traveling 
show to find and return to his family a noble’s son who 
disappeared in the district the day tEe show left. They 
discover the son haq not left volunt:rily as suspected, 
but is being held disguised as a caged animal by the 
owlbear tamer, whom the boy saw killing another man 
and feeding the remains to his creatures. 



C 9 .  CAI  ERNS OF TTIF: EORCjOTTFN 

The hills on the northern borders o f  the fairgrounds 
to a 
hid- 
thil- 
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The cramped tunnels are home to a colony of abandoned 
children, halflings and half-breed demi-lnm~ans. They 
are outcasts and runaways w i ~ h  nowhere else to go. The 
original forgotten child was named Calm,  and he w a s  the 
offspring of a noble of the city who had a tryst with an 
&en midget srarring in one of the yearly carnivals. When 
that carnival returned several years h e r ,  the mother 
attempted present the child to his father’s faamih: only 
to be rebuffed and ridiculed when the boy’s shon stature 
became apparent, Through contacts Fhe now married 
noble got the carnival’s permit revoked, and saw’ to it that 
this partirular traveling show was never allowed to work 
here again. It a fit of rage, the mother abandoned the five- 
year-old boy at the fairgrounds, where be would have died 
of exposure that first night ifhe hadn‘t stumbled upon the 
cave entrance. 

RES 113 F W ’ S  

The caverns can hold between 20 and 30 haman-sized 
children, toughlv half of which are present on any given 
night. Beqides Calen, there are two halflings, and the rest 
are hrima n. 

Calen: Half-elf Rog8. 

Halflings (2): Halfling Rog3. 

Human Children (21-28): Rogl 

d a loose 
:aining 40 

a total o f  20 gp. Personal items lie scattered about 
the caverns, filched from various marks over time. 

Cp, L W  >Ll, drlW I W  gp, d5 Wrll d3 t r l l ee  gems W o r t h  

CaCen keeps a leather bag hidden behinc 
stone in the wall of his personal cave, cont 
_- -,fi _ _  --- I  i n  _- _ _  . __I1 _ _  rL--- _ _  

A C‘l’I V I’m 
Young Calen’s survival instincrs were strong, and beg- 
ging came to him natriraflv. His first marks were the 
slum dwellers to the north ofthe fairgrounds, and he was 

always al4e to find food among them. After a n  unfortu- 
nate run-in with an older boy, he learned to always retreat 
to the safety of the caves to rest. He also learned that the 
world isil’t a safe place for the weak. Venturing further 

,irected LO 

1). Other5 
nstitution - 
m, he had 
~ r n  he f e l t  
gotten,” as 

nilar lines w 

into the district, he soon found friends li  
without parents or a proper home. some 
the Blessed Saints Orphanage (see Iocatic 
- those he felt could not make it in suc 
- he brought back to the caverns with him. So< 
others living with him underground, with whr 
the need to protect. Recruitment into “The For 
they style themselves, has continued along sir 
ever since. 

Begging didn’t always work to keep them fed, especial+ 
when their numbers grew. With no other way opm to 
them, the children turned to stealing. Many found they 
had a knack for it. They work the crowds a t  Tumblers 
Square (location C6) or the Grand Fountain (location C7), 
depending on their unobtrusive size to avoid the attention 
of the City Guard. They must also take care to stay clear of 
the Thieves Guild, which mostly works the western side of 
the district, but wo~ild not be pleased a t  any rivals - even 
pint-sized ones - in the area. 

Those who survive the lifestyle for a few years usually 
grow too big for rhe caverns. When forced to leave, the 
now middle-aged Calen sees to it that these graduates of 
his cchool of hard knocks are set up topside in a variety of 
menial professions. Over the years 3 number of children 
have survived to become stabbre hands, cooks, coachmen 
and even successhl tradesrncn and entrepreneurs. Not 
only have they become invaluzble resources for a surpris- 
ingly Iarge spy,hlackmail network that Calen has devel- 
oped, but also they conrinue to look out for their subter- 
ranean brethren. Whether that means getting jobs for the 
older ones, or funneling part of their pay back down into 
the caves, most never forget their roots. 

HOOKS 

After participating in shady activity, the PCs are 
approached by a lad of no more than eight. He tells 
them theyte been spotted performing their nefarious 
deeds, and it’ll cost them. Two more of the Forgotten 
wait near by to run interference if the PCs decide io  get 
violent.They ask for a minimum of  IO g p  to go away and 
hold their peace. 
An unexplored passage in the cavern leads to a water- 
filled grotto. It is used as a well in the spire Darrict 
(exact location left to the DM’s discretion), and th? c a w  
gives entry into the city proper. The Forgotten intend 
to use it ta expand their operations, never realizing that 
is will bring the Thieves Guild crashing down on their 
heads. 

* One of the Forgotten witnesses amurder, and theguiIty 
party grabs him. The Forgotten contact the PCs far heIp, 
hiring them to recover their brother, who i s  being held 
in order to keep the organization from informing the r ~ - -  
Civic Guard 
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ed for the shape ofthe ingenious 
chitecture. It lends the impression o f a  cathedral, 
th a kigk, warm brown, two-story entry hall in 
e front. Three pairs o f  double-doors open into 
e hall, which then blossoms into a multi-story 
m e  shape rising to a sharp off-center metallic 
tint that stretches up and back towards the front. 
tis impression is reinforced by the stained glass 
ndows decorating the front hall, and the carved 
rages o f  mythological figures on the doors and 
irner posts. 
Inside. two crystal chandeliers provide light over 
e open foyer, which is large enough to hold a 
~ hundred patrons. With i t s  marble accents and 
I F ( d  frarnpq the  dprnr w p k s  o f  nnulpnce It i s  

trials 
able. 

j the 
jther 
rams 

Smnn npqr trip Pmrance- a nnx onice to me ien. and 

ton- 
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opulencr on a budget, however, since the mat€ 
supportiig the glitz are sturdy and unremark 
This expensive veneer is an illusion that takes 
stant attention, and cracks appear here, behinr 
potted plant in the corner, and there, on the ( 
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a coatroom to the right, both of which also grant 
access to the backstage area. At the far end of the 
hall, opposite the doors, gilded double stairways 
wind up *he sides ofthe hail: one ending in a gallery 
overlook ng the entry hall, the other over the main 
entrance to the auditorium. 

The gallery stretches out in both directions into 
a dark green carpeted corridor running around the 
outside of  the main chamber itself, with six equally 
spaced entrances to the chamber’s balcony seats. 
The corrtdor ends in additional stairways two-thirds 
o f  the wey around either side of  the dome, leading 
up to a smaller corridor servicing the two entrances 
to the second balcony, and down to four private 
boxes ne 31 the stage. There is a door on the outside 
center of‘ the highest corridor, but it leads to the 
outer skirl of the dome, and is kept locked. 

The stage i tse l f is  a combination proscenium arch 
and thrust stage, so accompanying musicians must 
be placecl on a special sedan in the center o f  the 
first balcony. A special lighting system built into the 
dome u w s  a few lanterns operated by stage hands 
to produce a radiance close to half that  of full day- 
light from the reflections offthe inner surface. The 
seats on the main floor form a semi-circle around 
the thrust stage, leaving standing room space for 
up to a hundred in the sunken area between. All 
told, the theater can hold an audience equivalent to 
1,250 Medium size creatures. 

The Homis the largest private theaterin the Enterlninment 
District. Its unusual architecture was created with supe- 
rior acoustics in mind; it allows even hushed utterances 
on stagr ta be dearly heard in the highest balcony seats. 
The decor has been seen as an attemp by the architects 
to attract the interest and goodwiu of potential patrons. 
but that misses the point a bit. While t‘re Horn reguladv 
sees nobIcs in attendance, the mock opulence isn’t for 
their benefit. They could have the real thing bv staying in 
their m;insions and villas. The design is meant to give the 
crrdinay district dweller a taste of what their betters take 
for granted. Visitors marvel at the ingerious design of the 
dome and its acoustics, and some incorrectly suspect it to 
be magical. Few understand that the ilIrision making isn’t 
limited to what’s on stage but actually stretches into the 
lobby e t e v  time a tradesmen momentarily forgets his sta- 
tion and finds himself in a daerent  world. 

nFSIDFKTS 
All roId. there are 30 members in the HOT~I’S TheatricaI 
family, o f  those, twenty are reguIar performers, while the 
orher ten see to the box office, usherhg, and the other 
duties required to set the stage each night. They are a 
very egalitarian group: all are involved i:i the set building, 
moving, and strske, as well as the minor repairs around the 
theater. And when a show requires a smaller cast, those 
not performing share the burden ofthe stagehands out in 
the lobby. 

Of course, every company has i t s  star, which in this case 
is the half-elven Sir Kirby Pumrnell. His title comes from a 
far-off land, as he is happy to relate, in honor Qf a magnifi- 
cent performance in his youth. His expression of opinion 
as if i r  were fact infuriates most peopIe :ust meering him. 
However, his experience is real, and his r a h t  nor in ques- 
tion; after discovering the wisdom in his words (as they 
regard to performing anyway), many people are willing to 
overlook she way he says it. 

One person to whom he is not endeared is the spokes- 
person ibr the company, responsible --or the p b l i c i ~ ,  
raising sponsors, and coonharing specid events a t  the 
theater. Currently this duty falls to Deandra Fdten, who 
has been with the Horn for over twenty years. Though 
she once dabbled in performance, she’s strictly behind the 
scenes these days. While respectful of Sir Kirby’s experi- 
ence, she doesn’t appreciate the fact that he never takes 
finances into account, and doesn‘t seem ro realize that he’s 
not in charge. 

Sir Kirby Purnmelk Half-elf Exp?. 

Deandra Falten: Exp4. 

Performer (79): Exp4. 

Crew IS): Corn3. 
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the statue, advertising the upcoming performance. Worse 
for the statue, it has become common for rival theaters to 
commit a little mischief by painting the gray stone with 
brighc, shiny colors announcing their own productions. 
~h~ H~~~ no longer to the civic Guard when 
rhis occurs, as the perpetrators have learned to clean up 
their own me5ses h e r  a week or two. The repeated paint- 

his Lordship, leaving him (if anyrhing) even doughier and 
more smooth-featured than he originally was. 
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tieslopeofthehillandthenstepping Ci3. OE T H E  BEHOLDER 
on the stair-like benches. The stape - 
IS held here a close, intimate quality 
can be sifting on its very edge. The 

pro+itv of the Commons to the open fields ofTumbIers 
Square ( lmtion Ca) makes it an ideal location to stretch 
out, lay b d ,  and watch the fireworks put on by the More 
Than ReilI outfit (see location C28) during the summer. 

This theater in the round was created as venue for trav- 
eling stage productions. The resuhs are only partially suc- 
cessful, a j the minima1 setup is sometimes overwhelmed 
by the gtandiose plans of some companies, while shows 
of the appropriate size often forego dragging their set 
through town, and instead set up a makeshift theater 
more cheaply in the Fairgrounds (location CB). 

The management, which consists of a few civic-minded 
volunteers such as EUis Ragone (Com3), puts on local 
productions during the off weeks. Without a regular 
company, these local productions pull from whomever is 
available, with varying quality In addition to the produc- 
tions, public contests are periodically held TO find the best 
new s~inperjdancerlente~arainer in the city The winner 
gets to prrform as  a warm-up act for the next traveIing 
show production. AI1 local productions take place free o f  
charge, though the traveling shows may charge their own 
rates. 

Amateur performers may take special adjiinct courses 
at Qana’s School (see location C4) three nights a month. 
Run in the Common’s arena by several advanced students 
from the school and overseen by an instrmtor, these ses- 
sions are offered free of charge, and are a real opportunity 
for some. The yearly Founder$ Talent Competirion gets 

all of the individual winners c 

This high, square brownstone building has decora- 
tive white cornerstones inset at the top with carv- 
ings of a giant eye painted alternaxely green and 
red. t h e  three metal-clad doors on the east side 
range in size, with a medium-sized one to the left, 
a small door in the center, and a door for Large size 
creatures to the right. Small shuttered windows 
ring the top, just below the roof. 

The entry hall doubles as the backstage area, with 
rooms to either side acting as prop storage rooms, 
dressing rooms, box office, and whittever else the 
company requires. This hall i s  kept dark before per- 
formances, but afterwards i s  brightly lit while the 
actors greet the audience as they leave. The walls 
are covered with the playbills of past Derformances, 
and portraits o f  stars from years gone by. 

The seats are reached by walkinj: through the 
open curtain from the hall and across the stage, 
which stands at ground level. The stadium arrange- 
ment of seats extends upward around three-quar- 
ters of the stage, holding up to 530 viewers of 
varying sizes. Mimicking the door arr,angernent, the 
chairs are proportioned for Medium Size creatures 
to stage left, Small size creatures out rn front, and 
Large size patrons to stage right. 



Since the founding of the city, formalized theater had 
generally been sde ly  a pastime of humans and eives. The 
Eye was cnnstnrcted to change that. Owned and operated 
exclusivelv by demi-humans, this theater caters to actors 
whose opportimities have traditionally been limited in 
other venues. Pioneering the use of tactics such as cast- 
ing polymotph or enlarge on halflings to fill the roles of 
humans, and of gteen-face panromime for humanoids, 
the Eye has come to be known as a supporter of experi- 
mental forms and ideas. They see themserves on a mis- 
sion TO educate the theatergoing public and therefore 
above the competition, though they maintain a friendly 
tivalry wirh the human-centric Nom. 

RESIDENTS 
The staff, which consists of the regular company of ten 
players plns the manager, a stagehand, and an in-house 
special effects wizard, lives in the three single-story 
dweIlings adjacent t5 the theater. In  good weather, most 
of them gather for one meal a day outdoors in the 
courtyard between the theater and their stable. On the 
weekends, all companies in the district are welcome to 
join them, though generally no more than a hakf-dozen 
individuals show up. Sen, the sta&stablehand, is an 
amateur chef as well. 

The manager of the Eye is Rolof Goodfeast, a halfling 
graduate of the Qana’s School of Smiles (location c4). 
After spending ten years as a streer performer, h l o f  was 
discovered by the then-manager of the Eye and recruited 
into the standing company. Cutting his teerh on halfling 
roles, his easy manner with “biggies” made the transition 
to magically-assisted human parts a natural one. As the 
hand-picked succcssor to his mentor, Rolof has been run- 
ning the Theater for the past three years now and works to 

put his own stamp on it by being more human-fnendly. 
Working closely on cross-promotions for other shows 

in the district, Rolof spends a great deal of time at dinner 
parties in the city, drumming up interest in new areas and 
from new audiences. The latest seasun has seen fewer new 
works, and more traditional fare, which some have criti- 
cized as selling out the theater’s principles to gain a wider 
audience. 

Muro Chesner, a gnome wizard, is the theater’s resident 
special effects aperator. In addition to casting his own 
spells, Muro is responsibIe for activating scrolls pur- 
chased fmm More than Real (see location C28), and for 
keeping track and using the theater’s magic items (such 
as the five bags of dud of illusion currently QIY hand). 

Humanoids are outlawed from the stage by the Laws 
of the Revel, which means that actors of other  race^ here 
often don green-faced makeup to act humanoid paw.The 
greatest .uxor of these painted caricatures is Otus, who 
some sa! brings real pathos ta the roles he plays, rather 
than the usual greenie comic slapstick. NQW in his tenth 
year of spsidence at the Eye, he regdarly performs a t  pri- 

Otus is actually a-full-blood OK passing for a hal€ 
secret he must maintain to pursue the life he loves. 

Rolof Goodfeast: H alfling Exp41Rog3. 

Mum Chesner: Gnome Wiz6. 

otus: Orc, as per the Monster Manual. 

Sten: Com3. 

Eye ofthe Beholder Perfiormers (1 0): Com2. 

RoEaf keeps the bulk ofthe theater’s money - 750 
gp - in a false bottom in his dresser (success- 
ful DC 20 Spot check to notice). He also keeps a 
locked chest (successful DC 14 Open Lock check to 
pick) with 700 gp in it as a decoy. Rolofwears the 
theater’s hat of digwise, which has been in his pos- 
session since he graduated to the bigger roles, such 
as a position on the Court o f  Grins (see C?). Rolof 
also arms himself with two daggers and a short 
sword, masking them with the hat ofdisguise, and 
wears a ring ofprotection +3. Muro carries a wand of 
enlarge and a potion of alter 5e,f: 

ACTIVITY 
While the Eye often perfoms plays, musicals, and vari- 
ety shows written speci€ically to appeal to the halflings, 
gnomes, and dwarves who make up their regular audi- 
ence, it rotates these with classics shared with the human- 
dominated theaters as well. No matter the show, all seats 
are always 16p. 

H O O K S  
During a performance, a carefully positioned dispel 
magic causes problems on stage. Some injuries r e d ,  
but luckily no deaths. h l o f  asks the PCs to help inves- 
tigate whether this was just a prank, or a more serious 
effort to undermine the theatet. 
Humanoids wanting access to some of the more sensi- 
tive areas of the city (perhaps the Cruelty polls; loca- 
tion lB24) have threatened to reveal Oms’ secret unless 
he agrees to help their plans during his next command 
performance. Other humanoids want to out h m  to 
show the ridiculons nature of the Laws of the Revel, and 
push for its repeal. rf the secrer gets out, it could cawe 
the Eye of the Beholder to be closed permanently. o t u s  
hires the PCs to get him out of this situation without 
destroying anyone’s careers. 

CT4. THE STLVCR THROAT MUSTC HALL 
T l k  simple whitewashed hail is marked by a painted 
yellow birdie with musical notes flying from its mouth 
next to the double-doors near the building’s IIOKheaStern 
comer. The interior consists of one long room open to the 
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I r l t  L n t  t J L  L l l r  room is filled with four foot square tables 
a n d  chairs. On the other end ofthe mom, to one side, IC an 

'citchen and bar. 
cause the denizens of the Entertainment Drstnct 
merally welcome in the nobles' rvclusive QerA 
xsn't mean they w i t  enjoying the efforts of that 
n. That was the thought that brought a second 
I Jble familv named Guy Easrlands (Ati3) togerhcr 
mrnoner bard named Tameka Gloria ( B r d l ~ )  to 
r Silver Throat, which was designed to produce 
isly ribald - and wickedly accurate - parodres 
my show? bust ask the nobles who frequent both 

ventre.;). Their repenoire has expanded in the decades 
since its :ourding, and now includes originaI song and 
dance variety acts a5 well as comedy improvisation. The 
format h-s evoIved as well, for when the Throats were 
renting mace at the Horn Theater (location G10) their 
monthly shows used that stage's setup in straighrfoward 
parallel tc thar of the opera. 

After purchasing their current performing space, 
the Throats broke down the normally rigid separation 
bemFeen performer and audience, and nightly perfor- 
mances ir m informal dinner theater atmosphere became 
the nom.  Shows cost the price of the meal plus s sp, and 
start promptly. Those corning in late have to walk past the 
stage. Not only are these Iateccrmers heckIed, but they are 
often grabbed or pulled onstage and incorporated in to the 
Iatesr number. Built for fun, rather than profit, the halI's 
meager e:irnings are collected by Eastland's accoimtant 
each morning, with most of  the proceeds being reinvested 
into the p-oductions. 

C 1 5 ,  RUEY'S RFST BOARDINqHOUSF; 
Made of c.xt brick and cheaper masonry than other build- 
ings nearby, this three-story structure show5 signs of age 
and wear. Qne of the few brriIdings in the southwest sec- 
tion of thr district to survive the flames OC the humanoid 
invasion, Xiuby's has been a fixture here since the area's 
earliest frtiewheeling days. Reasonahlc rates of 1 sp per 
week far a spare but clean bed and breakfast keeps Ruby's 
perpetrtallv near irs twenty-boarder capacity. The current 
proprietor. a retired human acrobat named Rudy (Exp3) 
- his name causes confusion sometimes - also provides 
d o m a l  ieferrals to heIp boarders land jobs, or match 
fresh arrivals with seasoned mentors. Rudy keeps a Iock- 
box (successful DC 12 Open Lock check to pick) under his 
kitchen cupboard, but it never contains m o ~ e  than 1 o gp. 

C I 6  CAI'S' h LLFY 
This area b a s  one of the most apt names tn the entire citv. 
Cats cas per the Mmstrw ~ m u f l / )  everywhere congegate i - .. - - 

\ 
in the narrow alley behind Ruby's Rest (location Cis) 
- drawn by the distribution of scraps from the kitchen 
- to ljghr, serenade, and make littIe cats. They do so in 
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show Unfommately, at the sound of 1 human voice in 
song, Imig years of begging outside of Ruby's kicks in, and 
the cats expect to be fed scraps from any passerby while 
the son,< continues. [f  they are not fed, they begin their 
own serenade of sharp hisses and the painidlv loud yelps 
of a car on the prowl. A fyw down-on-their-luck citizens 
occasionally go a little stir crazy and come here TO sit and 
stare a t  the cats. Their presence is probably the origin of a 
local story, concerning a cat lover ghost who doesn't take 
kindly to anyone messing with her cat;. This confluence 
of  peopie Iends the area to dandestine meetings, at least 
some oi' which may bc of some interest to the Mirror 
Guard. 

C I 7 .  CLOAK AND CjOWN 
COSTUME S H O P  

The storefront here i s  a colorfully painted mural 
depicting a parade of fools and harlequins. Inside, 
a pair of tailors wait to fit each customer exactly, 
while long rows of coats, cloaks, pantaloons and 
footwear lie just beyond the main foyr. Six appren- 
tice tailors scurry through the forest of costumes, 
following a complicated routine to sElect the right 
costume for their patrons. 

The Cloak and Cown providcs appropriate clothes for 
theatrical performances, as well as a wide variety of non- 
theatrical events. The staggering number of religions in 
the city means that any number of festivals, parades, and 
celebrations might be going on a t  any rime. Nobles rou- 
tinely hold masquerade balls, and the rumber of  theatcr 
cornpanics operating in the city numbers in the dozens. 
The Clo;ik and Gown i s  here €or a11 of die, providing out- 
fits of every sort for nearly every concemble occasion. 

RFST n t; k ' T S  

The &o$s parricular specialty i s  masks: the owner, Exiart 
Rwerbottom, can transform a simple piece of papier muchp 
into sturning visages of rooks, demons, 2nd wild animals. 
Each is a one-of-a-kind creation, and most are worn only 
once befme being set aside forever. Riverbottom has even 
consulted iliusionists for his most expewhe pieces, imbu- 
ingthem with magic that ~ I ~ Q W S  rhem tovanish in a show- 
er of gold a t  the moment of immasking. Costume jewelry 
is another favorite of his, and many of thrl shop's pieces are 
pracrically indistinguiqhable from the re $1 thing. 

Exiart Riverbottom: E x @  

Apprentice Tailors (6): Exp2. 



The premises has a few genuine magic items amid 
i ts false grandeur, including two cloaks of charisma 
t2 and a cloak of arachnids. These may be rented as 
normal, but cost 2 gp each per night and are intend- 
ed for frwolous (i.e., low-risk) use. The costume 
jewelry i s  worthless, but car, appear quite valuable. 
It takes aq successful DC 15 Appraise check t o  spot 
their actual worth; failure indicates that the viewer 
has been fooled into thinking each given item to be 
worth annvwhere from 100 to 1,500 gp. 

ACTIVIT1' 
SO effective are the shoIjs masquerades that they are often 
used by those with less frivolous goals. Spies and thieves 
hoping t~ disguise their origins have been known to 
kequent the Cloak and Gown, purchasing outfits which 
alIow them to blend in to their targees' household or 
entourage They are difficult to separate from the normal 
patrons, however, and Riverbottom and his employees 
rarely think to ask questions. 

Costume rental costs anywhere from 5 cp to I gp per 
night, depending on how much preparation is entailed. 
Masks are for sale only; 2 sp is the price for most, though 
the most expensive GX-I cost upwards of 50 gp. Any cus- 
rom jobs Le., those requiring a very specific look) must 
be made several days in advance so that Everbottom and 
his tailors can prepare it. 

H O O K S  
A piece of jewelry from the shop has been swapped in 
place of a simllar irem wurxh many hundreds of gold 
piece?. Riverbottom has been indicred in the crime. He 
begs the PCs to find the stolen jewelry and clear his 
name. 

* The trail of a n  assassin leads to the shop on the eve Of an 
important holy day. He purchased a costume in order 
to blend in with the worshippers at a large public ritual 
and get closer to his target. Riverbottom remembers 
the assassin, but states that six other people rented 
nearly identical costumes (depicting a famous icon of 
the religion). The PCs d need to track down all seven 
if they hope to uncover the killer bpfore he strikes. 

* A Sir Xavier Dudgeon (location ES) is throwing a mas- 
querade ball, with a valuable prize to be given to the 
most daring costume in attendance. The PCs need the 
prize for reasons of their own (perhaps it is the vital 
clue to a n  important treawre); once they have come up 
with costume ideas, they must turn to the Cloak and 
Gown to deliver them. 

* The PCs need the services of the Cloak and Gown 
(possibly for the adventure hook directly above), but 
Riverbottom is overwhelmed with requests. He's will- 
ing to qive the PCI; priority. ". if  they help him out with 
a little task first. There's a particulady rare style of cloth, 
which some say has magical properties. If the PCs were 

, he would r 
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c18. THE E O R ~  
A downscale competito 
(location CI~), the Pa 
ends left behind by t r a ~  
to the district. After eve 
(see location CS), seve~ 
for possible gold among the dross. Items such as broken 
bow shafts, knives with the point missing, or stained 
cloaks and orher clothing are brought before the leader 
of the Pack, Janina Spar (hg2), who examines each item 
carefuIly before paying a fair price or rejecting it. She 
keeps a reserve of 35 g p  in a locked cabinet (successful 
DC 18 Open Lock check tu pick) to finance these deals. 
Having had to do repairs on many of the items 50 salvaged 
(some of them previously magical, for those who want a 
leg up on item creation), Janina has recently branched Q U ~  

to doing item repairs and alterations. For this task, she has 
hired on two new employees, Dewitt (Exp2) and Claudio 
(Expi). For those who inquire, the Pack also serves as a 
pawn shop of last reson, with the understanding that any 
ilems that can be sold, will be. 

c19. p o w a s  O E  PERIL 
Despite the melodramatic name, this estabiishment - 
still in development - promises "magicai gates" that 
lead to adventures safe enough for citybred thrdl-seekers 
who want to sleep warn in their own beds tonight. This 
warehouse has had dozens of doors recently added all the 
way around, but there's nothing magical about them,They 

F 
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: s t i l l  being built, but from those already 
business looks to provide cheap and 

:plicating dungeons or other wilderness 
h e n  completed, it will pit the c~ i~ to rn -  
:k challenges, including sparing with 
Icing and destroying stuffed monsters. 
sttrs tip the hand of the operation’s secret 

bankroller - R o d s  Genuine Monsters (location C20) 
- and rleariy Rod has found another use for his old, 
worn out stock. WhiIe h a 1  is happy to pawn of€ his lefr- 
overs as challenging opponents for ersatz dungeoneers, 
the man he’s hired to run the attraction has loftier goals. 
AIdo Sladek (War?) plans to add a variety of encounters 
building on the dungeon settings, such as an artificial 
rnomtain cliff to climb to reach the dungeon, and puzzles 
within a trapped lair to out-think rather than to fight. His 
god is to provide low-level adventurers with opportuni- 
ties for training or potential employment, either as mock 
opponenrs or to restock the various encounters with non- 
lethal (and non-stuffed) creanires. 

c m .  ROAL’S ~ F N U I I V F :  MONSTFRS 

This ramshackle wooden building would appear 
to be in severe disrepair and possibly abandoned, 
were it not for the sign proclaiming, “Here There be 

dows, and the iron clad door tl 
except when customers step up 
*I ---., :..c*+:-- - - I - ->-  
v 

figures I irking within, though 
a giant cat or the fumy beak c 
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hes i ta  nt VI ewer. 

RES I D E N T S  
?he pruprietor, a dwarf named Roal Hammerhand, is a 
retired hunrer who Lkes to stay curren: QII the habits and 
populations of the great beasts, so that he can get their 
poses and their diorama environments just right. He 
works constantly to update the coUecrion with the new 
and the exotic; the shop is closed regularly for a day on 
the weekend as a handful of exhibits are returned to the 
warehouse across the streee, and the r ew attractions (ox. 
not-so-recently-recycled ones) are wheeled in. 

Since retiring from adventuring fifteen years ago, 
Hamrncrhand has relied on fhends and contacts to supply 
him with new creatures, as we11 as replacements For those 
to whom the vears have been unkind. He used to treat, 
gut and stuff all of his own trophies in a workshop a~ the 
warehouse, with varying degrees of success. Suc years ago 
he hired an assistant, a taxidermist named Pratt Beavers, 
who improved the quality of the exhibirs grearly 

The fact that  Pratt Beavers is the nvphew of the cur- 
rent Games Master, Geoffrey Beavers (location CS), may 
have had nothing KO do with his hiring, but it has helped 
Hammerhand get out of a few predizaments. Nevet a 
cheerful felIow, Hammerhand didni react kindly when 
a gang of kids started harassing him a few years back. 
Suspecting they would try to damage his collection, he 
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Monsters!”, the formidable-looking bars on all win- 
i a t  remains closed 
to take a look. The 

a tantalizing paw of 
if a hybrid beast are 

~ I U V ~ I I Y  I I ILCTIUI  u t l r r b  d hrldUUwy glimpse O f  the 

srraregicaiiy pracea in the limited light to e 

Roal’s bills itself as the safe way to view the 
wild ... stuffed and mounted in a poor facsimiIc of 
its environment. Set up like a good old-fashioned 
haunted house, this attraction use5 5tuEfed animals 
and monxters of all descriptions. The bars are for 
show onIv, a s  none of the exhibits are alive to break 
out, and t i e  bass themselves aTe sirnpIy wooden rods 
painted a glossy black. o ther  than the light streaming 
through the door when open, there does not appear 10 

be much ditimiiiation inside. The windows are boarded 
up and the torches and candlelight used throughout the 
interior gives an eerie qual i ry to the stuffed creatures: the 
flickering flame gives rhe illusion of movement where 
there should be none. The cteatures on displav here 
range from mundane bears and wolves, to more ferocious 
creatures such as umber huIks and rust monsters. The 
p w c  de reiiStance is a small hydra, its six snapping beaks 
frozen in 11 moment of attack. The management has been 
experimenting with sound-producing spells to make the 
creatures seem more lifelike. 



Games Mxter, the stunt Lkelv wouId have landed him in 
the arms of the Civic Guard. 

Roal Hammerhand: Dwarf Ftr7SRog5. 

Paatt Beavers: Exp4 

stands in the midst o f  them, and in the middle of it 
is a wide stone sign that reads, "The Bardic Hall." Hammerhand keeps his wealth in a portable hoi 

stuffed in the bottom of  his left boot. It holds 4,OO 
gp and Ferns worth an additional 5,000 gp. It ais 
holds his plate armor, and a dwarven thrower fror 
his adventuring days. H e  wears an amulet ofnatun 
armor +2 and keeps 7 gp in a money belt as a decc 
for potevtial thjeves. 

' 
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For s sp, an individual is dowed  in to walk around, read 
the brief ptacards near each figure, and even touch exhib- 
its (lightlv) to experience the real texrures of the creatures 
persunalb. After feeling the downy texmre of the feath- 
ers of an owlbear, or the rough scales of a harpy's taloned 
feet, cusmmers who have newt left the  city often feel a 
connecticn to the wild that draws them back when the 
next exhibit is ready. For an additional 3 gp per person, 
Hammerhand will take them on a guided tour of the 
exhibits, relating personal recollections and anecdotes 
about the animals. While the creature facts are accurate, 
the storieq are 3 t d e  stretched. 

FlOQKS 
?'he PCs hear that Hammerhand is looking to expand his 
collection to display exnnples of the undead. Ifithey can 
get their hands on any ... &ad undead, Hammerhand 
will make them a good offer. Hell purchase othet crea- 
rures, too, though on the cheap. 
A source of controversy is the fact that Hammerhand 
stuffs and mounts intelligent, social monsters as well as 
the hamless type. That choice returns to bite him when 
an angry lizardfolk comes looking for his clutchmate. 
Hammerhand hires the PCs for protection from an 
unspecified enemy. 
Matusiel's Menagerie (location Rt;) loses animals 
t o  neg!ect, sickness or even age from time to time, 
which would seem to provide an ample resource for 
Hammerhand to exploit. However, Matusiel can? stand 
him at?d refuses to haw anything to do with him. Fle 
wants h e  PCs to masquerade as buyers for him. In 
addition to bankrulling the purchases, Rod will pay the 
characters between 1-10 gp for each animal, depend- 
ing on the tvpe. He tries to keep secret the fact he is 
start in^ a side venture selling the leftovers to wizards, 
alchemists. and even restaurants. 

Once a small and very simple tavern, this place gradualIy 
grew to its present size over the course of several gen- 
erations. It now doubles as the guiIdhouse for rhe ciry's 
Entertainers Guild. A wide variety of entertainers come 
here to pass time, swap mformation, and trade materials 
with each other. 

11 ES I n E w r s  
The Bardic Hall attracts all sorts of artists and enterlain- 
ers, not just bard?. The Treevheim family (see location 
117) owns 50% of the tavern and the real estare, while 
three ather rich noble families own the other half. They 
leave the institution in the care of a trusted mamger 
named Boratios, who spent several years warking for the 
Treevheim befui-e being offered his current job. Known for 
his good humor, Boratios hkes to keep himself informed 
of what goes on in the ciry's art scene. Because many per- 
formers come to the Bar& Hall to meet others of their 
kind - and on occasion begin t o  petform on a whim 
- Boratios knows many young promising talents. He has 
a side deal with the Oan& School of Smiles (location C4), 
which pays him a good sum of money for each new talent 
he b m g s  to the organization. Boratios also has contacts 
with a number of expert barkeeps, serving maids, and inn- 
keepers, who can help those who gather here find work. 
The Hall itself still serves as an tavern of sorrs, and wine 
and spirits are available for those who ask. A quartet of 
bouncers provide security though they are rarely needed. 

Boratios: Expl 1. 

Bouncer (4): War4. 

Entertainer/"Student" (15): Exp l .  
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Aside from a great selection of ale and wines, and 
a locked safe with approximately 300 gp in it, there 
is  little o f  value at  the Bardic Hall, save for what the 

I aatrons ofthe Dlase carry. 
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is one of the 
artisrs, and a 
formers begii 
times dming 
the place ev, 
are actually h 
ro impress hi .. . . 

ts many sorts of people, and thus 
:s in the city to meet adventurers, 

L L I 3 d I 1 3 .  D ~ T ~ S  abound at the Hall, and per- 
-i to play, sing, dance, or act on a whim many 

a single evening. Thus entertainment filIs 
en though none of these men and women 
[ired (or paid) to do so. h y o n e  who wishes 
s peers with his performance or knowledge 

would do weU to visit the Bardic H d .  

IIOOKS 
A bard with a twisted sense of humor heard about the 
PCs' deeds and decided to write a song about them. 
The song, however, is a satire that makes the PCs look 
like buffoons who were fortunate enough to escape 
their dventures  14th their heads srill attached to their 
necks. 'The chantey quickly became a popula~ song a t  
the h d i C  Hd, and the PCs are the unwlling laughing 
stock OF the place. HOW will they correct this problem 
and res-ore their reputation? Will they play along? Wirl 
they confront the song's composer? WiIl they challenge 
those who sing it? 

C21. THF DANCLNq BONFS 
The main entrance to this tavern and fortune hall opens 
into the public wagering area. Innocuous games of  chance 
are in public view, with card and dice games preeminently 
situated, forcing visitors to pass several tables before 
reaching the bar a t  the far end. The entrance to a private 
gaming mom is  visible past the bar. T h i s  passage to the 
other wing is guarded by a large brute of a man known 
only as Leopold (War4). Leopolds job is to protect the 
owned o&e and the strongbox full of proceeds (success- 
ful DC 15 Open Lock check to pick) therein. 

Originally called the Lucky Break, this establishment's 
current name derives from a skull and pair of arm bones 
on a shelf Over the bar. Whenever a customer (or the 
house) chears, the bones start bobbing up and down for 
several minutes, the teeth chattering as the jaw falls open 
and s l a m  shnt. The bones belonged TO a partner of the 
originaI cwners, and his surviving partners had them 
installed here as a deterrent when they first discovered 
this strange habit. The current owners, a pair of haIff ings 
named F d  and Jam (Halfling Rags and H a h g  Ftt6, 
respectively), removed the grisly ornaments when they 
arrived on the scene. The bones were brought back to 
theit permanent resring spot when rests showed that as 
long as the house followed their own posted rules and ran 
honest games, the bones remained silent for them. And it 
always caught the cnstomers. 

C23.  HOUSF OE SULf LLLMENT 

This edifice looks out o f  place in the district, being 
built of the same materials and with :he same craft 
and sensibilities as one might find in the more 
expensive areas in the city, such as the Nobles or 
Spire Districts. A fine slate-tiled roof protects the 
three-story wood structure, and the two story-tall 
doubledoors lend the impression of  a meeting 
hall, temple or some other public place. On a sign 
attached to the wall near the front door are a num- 
ber of holy symbols from a variety oideities, al l  of 
which fal l  under the heading of  personal relations 
(love, sex, friendship, etc.). All of which belies the 
fact that it sits in the heart o f  the city's red light 
district. 

Within the doors i s  an enormous foyer setup like 
a chapel. Rows of seats begin a few yards into the 
room, facing the gigantic hearth an the opposite 
wall which is  itself surrounded by a number of 
equidistant altars. The side walls are covered with 
deep red drapes that can be pulled Jack to reveal 
a number o f  windows. Over the hearth, and cover- 
ing the stone facade of the wall al l  the way up3 are 
a series of paFntings representing the deities wor- 
shiped here. Some are actual portmito;, while others 
are merely symbolic ofthe powers involved. 

Two hallways on either side ofthe hearth lead fur- 
ther into the house. The left is  bright y lit and obvi- 
ously leading to a number of smal er chambers, 
and the right is only dimly so with only a few of the 
nearby doors visible. These worship chambers are 
little larger than a closet, holding a simple bed, a 
plain altar, and a donation box on the wall. The ~ V Q  

corridors are joined by a third, connected to a series 

covered beds filled with the softest down, carpeted 
floors, and gilded attars. A wide stayrcase leads up 
to the living quartets an the second floor, and the 
meeting rooms and common areas such as the 
kitchen on the third. 

This unique instirution is run by priests 3f the love deities 
of the V ; I ~ ~ O U S  races, as well as the cults of other deities 
with similar spheres of influence. Both a practicalbordello 
and an active temple, the rules of both are dictated by the 
tenets of' the various gods involved; while not Tegregated 
bv race, the priests' practices vary by the exact deity war- 
shipped. While this can be complicated, the participants 
long ago agreed to err on the side of tolerance when it 
came to the consensual beliefs involved. In that spirit, the 
priests here form an informal council to govern the House 
themselves, since no one priesthood relxives preference 
or privikge. 
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Leadership of the House passes yearly from sect to sect; 
the current Head of House is Aronus Fadi, a human priest 
of the goddess of love. His lieutenants on the House 
CounciI are Telinta Rinain, a n  half-elven priestess of the 
god of pain. and H h r a  Wade,  a halfling priestess of the 
goddess a €  f e r thy  It is their responsibility to ser the 
agenda a r d  schedules for worship throughout the year. 
Since not all of the priests here have the support oftheir 
greater cmgtegatiorw the House Council also has the 
duty to see to the well-being of all those practicing within 
these hal's. 11 does this by promoting a camaraderie 
among all the sects, so that inside this building thev sre 
all membrrs of the same family. At the same time, it puts 
a strain on the House's relations to their parent churchcq, 
which limits the amount of financial support they receive 
as well. 

of the twenty priests running the Home, nearly a 
third came here not because of the accepted practices 
of their chwch, but because thev felt an inner calling 
from their deity to do this kind of work. The priesthoods 
losing them to the House do not always agree with this 
calling, and challenge the right of the House to accept 
them. When this happens, a trial takes place, wherein the 
Council hears arguments from the 
renegade priest, and their home 

\ $  

2 
sect, and uses magical means $ *  (4 
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to determine if the priest 
is truly 01- a path set bv 

tne Louncii iras mrnea mwn applications ro join rn the 
past, most sects grudgingly accept i ts  outcome. If the 
priest is accepted, the former sect mav demand 3 portion 
of the money he or she brings in as recompense. 

While this further limits the prosperiry of the House, 
in practice it does not impact the operation 3f all. There 
is never a Iack of worshippers willing to contribute dona- 
tions, and the priesthood here lives quite well. 

Aronus Fadi: Clr5. 

Telinta Rinain: Half-elfCIr6. 

Hikara Valade: Halfling Clr3. 

Typical Priest (20): Clr2. 

Every week, a group o f  five priests takes the pro- 
ceeds (700-1,000 gp) to deposit within the City 
Treasury (location 13), as well as tithing to the indi- 
vidual temples to which the priests o f t h e  House 
belong. An amount of 1,000 gp is  kept on hand, in a 
locked chest built into the Council table OR the third 
floor (successful DC 12 Search check to discover, 
successful DC 20 Open hock check to pick and pro- 
tected by a g/yph of warding which strikes anyone not 
saying the passphrase with the blinding sickness, as 
per the Dungeon Master's Guide. In addition, a cache 
of healing magic is  kept in the chest: Five potions of 
heoling, a scroll of three cure serious wounds spells, 
and another o f  three remove disease spells. 

'I' r v I'IY 

Traditional worship takes place in the 
front hail on most holy days and regu- 

larly throughout the week. A schedule 
\ \ posted inside gives specifics for the 

up those priests then available, explain- 
ing some of the differences in styles 

and tastes. Not all priesthoods will accept 
worshippers of a ddferent (or no) faith, but 

current month. The brothel is open 
ar alI hours, and simply involves 
checking in at the desk to the 
left of the rows of sears in the 
front hal1. The priests and priest- 
esses participate i n  both activi- 
ties. Worshippers of a particular 
deity can wait here und a priest 
of their denomination i s  avail- 
able. Otherwise, if the wotship- 

per doesn't have a preference as to 
which denomination is involved, 

the attendant at the desk will offer 

1) 
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ice can be made, a fee is coIlected up 
-. ), and the worshipper is escorted to the 

I. Once introductions have been made, the 
ates with the worshipper for the second pan 
lich remains the priest's (or is tithed away, in 
ly this can range from 5 gp to over 50 gp, and 
n the donations box on the wall. 
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m A city vestalJcicric of a virgin goddess i s  defecting to 
new a priesthood and is joining the House. The old sect 
hires the PCs tQ bring her back before a trial is called, 
because they are sure they will lose. 
A pair of betrothed priests split when one goes to join 
the House. But just as suddenly as he left, he rctrms 
to his home congregation again. The House hires the 
PCs to find out why. Did be change his mind voIun- 
tarily? He didn't; he is actually under the d u e n c e  of 
3 spell. But was it placed by the old church, or by his 
betrothed' 

c24. THE MASQUFR'S R E V E L  
Most bto:hels offer a measure of discretion to their clien- 
tele, but this two-story brick business adds a new dimen- 
sion by mandating that every face in the house -patron 
and staff dike -be disguised. Expert assistance -mag- 
cal or mundane, sophistication commensiirate with price 
- is provided to any client who arrives in his natural 
face. The brothel has a standing order with the Cloak and 
Gown (location c17) to provide any spare masks which 
they may need. The result is a continual masquerade ball, 
with patrsns dancing and drinking in the foyer, the first 
floor padxs, the wrought iron balconies, and the private 
morns above. The courtesans constantly flit in and out of 
the patty. recognizable in the multi-colored, skintight, 
full face masks which they never remove, even outside 
of the brothel. 

A custmner enjoys the party unfil the escort of his 
choice is .ivailable, and the two go up EO the rooms above. 
The visit costs the customer 15 g p  per ten minutes of 
rime, and there is no rush. The parry i s  always waiting, 
and the d d s ,  while expensive, are never watered down. 
Some clients come just for the party, which is why the 
Revel mandates a cover charge of 10 gp, (the firsr ten 
minutes of escort time are discounted to 5 gp). 

Behind the party Iies one ofthe district's darkest. secrets 
The origirial sraffwere indentured or outright slaves, who 
long ago turned the rables on the establishment's owners. 
The owners are now trapped in the guises of the harlots 
and gigolos they mistreated. Their masks cannot be 
removed; it contains their sods and facilitates the magic 

low profile, but there are a few lefrover masks - mixed 
in among the mundane creations of thta Cloak and Gown 
-which embody programmed polymotph, mindaltering, 
and suggestion magics. For the right price, the Revel wiIl 
wreak similar justice on an unsuspecting client. 

C.25. HEART'S DFISTRF 

The shape o f  this house is said to vaiy according t o  
the mood of its owner and the expectations ofa big 
client. In all guises it is a large, three-story building 
filled with the sounds o f  activity. Typically reminis- 
cent of the big, expansive mansions o f  a type most 
commonly found in the Nobles District, the marble 
columns in front are part of a f a p d e  that opens up 
into a large white room with a fireplace to the right, 
a woman a t  a desk to the left, and a wide spiraling 
staircase up to a hallway balcony OR the next floor, 
and the spacfous, Iwxurious rooms byond. 
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which now forces them to act as the slaves they once mis- 
treated. Most of the slaves went back fo their former lives, 
but a few remained to continue the business, including 
the foreign sorcerer, Rico Dubyk (Sot-8) who learned the 
secret of the masks and led the quiet revolt. They keep a 



lhis house ot ill repute actually has a very high reputa- 
tion, due to the skills of proprietress, an elf wizard named 
Nehanra Coppershine. Heart’s Desire makes no secret 
that they use illusions, glamours, polymorph and other 
magics. In reality, the jobs ofthe dozens of apparent staff 
are actuallv filled by only five women and a few magical 
consmcts. Coppershine’s personal quarters and lab are 
located on a penthouse built onto the roof. It is here that 
she cream the wonders that bring her business to Me, 
such as a pair of unique flesh golems which can polymorph 
SEI! at her command. 

Nehanra Coppershine: Elf Wizl6. 

Courtesans (5): Corn3. 

Flesh Colems (2): As per the Monster Manual, 
plus the polymorph self ability at  16th level 1 /day. 

Typical Similacrurn: Rog3. 

Nehanra Coppershine uses Leornund’r secret chest 
to hold the Desire’s profits, amounting to 8,000 
gp, as well a5 copies o f  her spellbooks, and a simi- 
lacrum OF the Guardian of the Coliseum, her fellow 
member of the Court of Grins (location C?), who 
guards this treasure. Nehanra keeps 30 gp secreted 
among her robes, a5 well a5 the tiny replica chest 
(50 gp) ieeded to summon her secret chest. She 
wears a r E n ~  o f  wizardrv W. and a mue of the moun- 

ACTWITY 
It is said any request can be made and delivered on here. 
The staff dsks clients a series of pointed questions as to 
the specifkcs of their fantasies, and are then treated to the 
sight of several escorrs matching these desires lining up 
and down the staircase for inspection and the final choice. 
The costs vary depending on the level of reality chosen. 
Simple glamours can cost as Iittle as 75 g p  an hour, with 
the more elaborate iUusions and spells raising this into 
the hundreds. 

A non-advertised senice - only avaiiable to repeat 
clients who are generous with their spending - involves 
making their ultimate desire as real as possible. For a 
significant price (dependenr on the da i cu l t ,  involved), 
Nehanra wll create similacrum of a famous individual to 
serve as a personal escort for the ctisromes. Since this is 
meant to be a private service, the customer must agree to 
refrain from opedy parading this new purchase out in the 
open, and special contingency speIls are placed on the con- 
struct t o  insure his compliance. Fees are nonrefundable 
if the COPY is destroyed as a consequence of disregarding 
these warnings, of course. 

Nehanra Loppershine nm 
er materials to create a c 
though she does not telI th  
A noble hires the PCs to discover wh 
seen in two places a t  once. The trad 
purchased a similacrum of the noble’: 
the rival bribes the PCs to keep his s 
Coppershine hires the PCs to mack d 
dacrum. It was ordered under false pretenses, modeled 
on the client’s husband, rather than the hunk down the 

y his d e  has been 
Ceads to a rival who 
swife. dfound out, I 

ecret. 
own a missing sim- 

street whom she claimed was the object of her desire. 
The client killed her husband, planning to replace him 
with a more pliant version. f i e  new husband copy 
awoke early, and left before the commands of obedience 
were given. He plans to seek revenge on his “wife” and 
resume his old life. 

cz6. THE DRYADS’ DEN 
One of the more fanciful structures in the district, the 
budding itself looks like the huIl of an old sailing ship, 
cut in half and flipped upside down. This nautical theme 
extends to the interior, from the wooden anchors set into 
either side of the main doors, to the chandeliers made 
from rudder wheels. With no proper windows in the main 
hall, all light comes from those wheels. A bar sits off to the 
right a s  you enteT, with the kitchen just past it. Booths are 
built into the bulkheads around the room, with tables scar- 
tered throughout the open area. A large flatboat, flipped 
upside down, serves as a small stage ar the stern. A stairway 
leads up to private moms above. 

The Dryads ]Den is a fancy-sounding name for a mod- 
erately-priced (though colorful) feasthall and “resthouse:’ 
Here one can be served a fine meal, and catch a song 
or dance routine, waired on by servers dressed as those 
immortal ladies of the forest (in SA scarves and stitched 
leaves and sometimes as mermaids, in tlIne with maritime 
feast days and major turning points in the yearly tide). 
There are escom for h e r  (ranging for 10-50 g p  per hour), 
each working out of a mychologically themed room. 

The Den was built by a retired sea captain, Wilburn 
Sharpe (Ftr3), partly with money from a friendly noble. 
He followed his partner’s advice with regards to the name 
of the establishment, but otherwise stayed with his own 
vision of the decor. The partnership did not last long, but 
fortunately Sharpe hired an excellent chef, and his own 
connections secured the freshest and choicest seafood. It 
has become tradihonal for some noble families to rent out 
the hall for an all-night party when itheir newest member 
tomes of age. 

I 
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ERLD'S LARGEST C I T Y  

YOU 

The bubbling pool near the entrance to this estab- 
lishmenr seems to be filled day and night with 
folks relaxing in the steaming waters. Surrounded 
by carved columns and statues displaying stylized 
representations of hands and well-proportioned 
human hodies, the pool is shaded by a cloth roof 
stretched between the upraised arms of  the larg- 
est. Anendants dressed in yellow silk robes stand 
by with towels and cool drinks, while others escort 
patrons into the thatch-roofed building apparently 
made from mud and bamboo. 

Theopen area immediately inside has an immense 
open fire pit at the center, vented through a hanging 
chimney, and surrounded by a number o f  lowtables 
and seat-pillows made from silks in one of the pri- 
mary colors. To the left as  you enter is  the welcome 
desk, staffed by exceptionally attractive specimens 
of the three main ram? in v r w n  mhps To the right 

1 
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are a series of locker rooms in which guests stort 
their clothing and change into the red silk robe! 
provided for them. To the back of the room i s  tht 
h-r + e n A d  ku qnntbrnr r ~ r n n n n  mC +La a , m l t f i a h ,  .-;iLn, 
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employees, who take turns moving throughout the 
room to serve those patrons not otherwise indulg- 
ing the facilities. 

A T-foot silver statue of an open palmed hand 
stands b y  the only other exit, a door just to the left 
o f  the bar. The flames from the fire cause the light 
to dance over the hand, which also flashes with 
light at regular intervals. Upon a flash, one o f  the 

Y 

and escorts him or her into one o f  the many small 
rooms behind the door. 

Renew bi'ls itself as the uhmare r e h t i o n  destination for 
citizens o;the city Essentially, it is a massage pador paired 
with soothing mineral springs baths and a bar serving 
SpeciaLIy created patent tonics as well as the usual alco- 
holic fare Massage i q  the extent of the services they offer 
in the back rooms, though, as the establishment docs not 
have the necessary licenses TO operate a hrothel. They do 
have reciprocal agreements and cross-promotions with the 
Heart's Desire (see location C25), and can shuttle a patron 
there aker their massage fur an additional 1gp.rheir stables 
outside hwe two shrinered coaches for that purpose, or if 
a cmqtomer wishes t o  be picked up and dropped off some- 
where else, such delivery service corn a minimum of5 gp, 
and total I ost depends on the destination. 

, RFSII>FYTS 
A staff of wenry Sees co the comfort of the guests and two 
bounccn see to their safety The staff are rotated through 
the varioiis pawions of masseuse, bartender, waiter and 
lifeguard; towel attendant by the whims of the owner, Ela 

Poxon. Renew You was her brainchild; ;I way FO turn away 
from the haTShne55 of her early life a'; a harlot and yet 
still malce money off of the hedonistic ways of her clients. 
Poxon trains her employees in rnassag~, using relaxation 
techniques that she learned in foreign lands. She knew the 
effect she wanted to achieve, and if what she needed didn't 
exist, she had it built. 

Ela Poxon: Rog4. 

Typical Masseuse (20): Cornl. 

Bouncer (2): Wad.  

An office strongbox (successful DC 28 Open Lock 
check to pick) in the back holds 230 gp, the rest 
being deposited weekly with the accountants Ela 
has employed since her courtesan days. She wears 
a ring ofwarmth at all times. 

A c'r 1 v 1 - n  

Clients regisrer at the welcome desk, and choose what 
"rejuvenations" they wish to enjoy. For I hose just wishing 
to lounge about the fire, a I gp cover charge will suffice, 
and waitresses takes their orders to the bar. A dip in the 
hot springs out front goes for s gp per hour, with a 5 sp 
charge f o r  towel and another I g p  ~ O T  r-obe r e n d  Those 
wishing a masseuse get to choose among those availabIe, 
and what services to partake. Face and shoulder massages 
run 1 gp for each fifteen minutes, wh le full body mas- 
sages cost 1 g p  fOK the same time and requires robe rental 
as abow. Adding warm mineral oil to the mix COSIS an 
additional t gp. Additional services include manicures 
(5 sp), pedicures (1 gp), and warm, smooth, oil-scented 
stones (S sp) to place between the finge-s and toes during 
the massage. For those who can't decide a three hour pass 
is availalde, grving the purchaser free ac xss  to all of these 
services for 20 gp. 

The bartender can mix R variety of horse specials, which 
are supposed to boost your strength or vour immune svs- 
tern while decreasing your spleen. These additives can be 
added m any dnnk for a cost of f  g p  per Imoster. Ela Poxon 
got the recipes from herbalists in her acquaintmce, so 
thew special house blends may acrudlv have a short-term 
positivc benefit (healing, attrihute b o n x ,  erc.). But they 
also i&ct a penalty to another cornpliw,entary stats/abili- 
ties a t  the DMk discretion. 

HOOKS 
After repeated offers, one of the masewes gives i n  to 
the money and prostirrites herself to a regular client 
during a session. The clienr is now blackmailing the 
ma5sewe for continued sexual favors with the threat of 
gerting her fired or even shurting the business down. 
The PCs are hired to help while keeping it quiet. 
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entrances to  the 50-foot tower can be seen; one 
must enter via the wooden double-doors set in the 
single story building attached to its southwestern 
corner, The view into each of the twenty windows is 
different from that of i ts neighbors. Even windows 
that appear to connect to the same room invariably 
show differ1 
ing number 
quite dyinan 
ling swordsman ana  a aozen SKeietai unaeaa, or 
a water elemental which interrupts its search of 
the room to  mimic the shape ofthe viewer, and so 
on. A similar spectacle awaits those who open the 

wt activities being performed by a vary- 
~ o f  inhabitants. The vistas are generally 
i i c :  a sword fight behveen a swashbuck- 
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doors, up until they step over the threshold. 
Once past the doors, the visions subside into an 

entirelv different. and rather mundane scene. The 
first room is set up a s  a storefront, with shelves 
along the walls holding representative paintings 
c > w . .  .. . I  I r .I  

theater community for the last 55 years. Behind the 
counter across from the door sits a young el f  in 
blue-white robes, scribbling away in a large leather- 
bound book. 

of past enens, tesamoniais, ana awarcls trom tne 
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which his apprentices can access for petty cash. 
Also in the safe are four scrolls containing minor 
illusions, two doses each o f  the potions enlarge 
and ralter se!f and four bags of dust ofrllusion. 

Rayeron keeps the sum of 30 gp in his robes, as 
we11 as a kat ofdisguise, and a pearl ofpower (4th). 
Pangal carries scrolls of major image x4, and aiter 
scljx2. Olin keeps a pinch of dust of illusion on his 
person at all times. 

ACTJVJTY 
The first-floor annex to the tower acts as a showroom for 
the wizards' services, with regularly refreshed programmed 
images on all of the portals. An apprentice helps patrons 
figure out what it is they wish to purchase, performing 
additional examples if requested, and sets up an appoint- 

The tower belongs to Rayeron the wizard, who spe- 
ciahies in theatrical wonders. 

RFSIDFYTS 
Run by the human iUusionist hyeson along 
with three apprentices (the elven Pangal, and 
humans Olin and Brenton), this building serves 
as a special effects shop for the various theaters 
in the disrrict. All of the companies in the city 
know that Rayreon's tower is the place t o  get that 
spectacular finale for your larest show. And rhey 
do not pIav favorites among the businesses that hire 
them. Rawron doesn't accept commissions to "do a 
better explosion than so-and-so had." His apprentices 
work with the buyers to detail a specific effecr, so that 
each new show has something unique, rather than just 
flashier versions of something else. 

, .. . .  
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chased at the higherrate. For a Bat fee of 3,000 gp, Raveron 
will cast a prngmmrned illttsion anywhere Within the city as 
long as doing so isn’t I prohibited by law. 
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In addition to creating minor magic effecrs and items 
for performers, the wizards of  the tower produce the 
nightlv skv light shows during festivals, holidavs, and 
private evenps. In fact, the Gestia family (location E6) 
and the Lime familv (location E7) have developed a small 
feud over which of them can gef the better light Show for 
the Founding ceremony each year. Every year they up  the 
bids to the tower to secure exclusive ctlntracrs, but so far 
without success. fiayeron is happy to accommodate their 
celebration plans, but onlv if it doesnt exclude other busi- 
ness as a requirement. 

In  addition, More Than Real has bem experimenting 
with scrolls containing very speufic programmed iUu- 
sions. One spell records live performances as a compIex 
formula, and they are attempting to create a second spell 
to encode these into standard scrol! format. The noble 
bankrolling this isn’t counting on rhe furor that wdl erupt 
among the entertainment workers and their guild if this 
plan comes to light. In  addition, one cf the apprentices, 
Fangal, has been tovjng with combining the two sreps 
into a single master spell, hoping to cash in on the side. 
Unfortunately his botched attempt has trapped a touring 
group inside a scroll, a fact he is trying to keep secret 

C29. pT,AYFRS’ LIVERY 

The smell as you approach this wide, low wooden 
red and white building leaves no d3ubt a s  to i t s  
purpose. These stables are set up along a wide, 
open corridor in the center ending on either side in 
two tall doors that swing outward. A’ong the corri- 
dor QTI both side are dozens o f  stalls ranging from 
spacious enough to contain a harntsed carriage 
on the ends, to barely large enough to hold a colt 
in the center, Three wagons and a carriage are cur- 
rently stored in the stalls a t  the westsrn end, while 
a nearby desk and stool serve as thr office, and a 
half-dozen o f  the smaller central stalls are used to 
hold the feed. Of the rest of the st:illsl a few are 
empty, and the remainder are filled with horses of 
various breeds, two donkeys and five mules, with 
a small kennel of dogs thrown into the mix on the 
eastern end of the stable. 

As its name suggests, this establishrncnr specializes in 
keeping transport animah and beasts of burden needed 
by entertainers. Surplus food and supplies are kept in the 
loft above the stalls in the main stable, reached via a ladder 
behind the coach, or ant in the cenrer stall on the south 
side. Thrrre is also a storage area holdirg a pair of heavy 
crossbow~s and bolts for emergencies. 
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The liverv currentlv belongs to a pair of human brothers, 
Elijah and Barret Chen. Both are excellent horsemen, as 
are their five stable hands -three humans, a half-elf, and 
3 halfling who takes care of the kennel. The brothers have 
2 room on the second floor of rhe stable, and all but one of 
the stabIc hands (who is married and lives off-site), sleep 
in the stalls near their charges. Barret has the best busi- 
ness sense. and handles any special requests the customers 
make. 

Elijah and Barret Chen: Com5. 

Stablehands (5): CornZ. 

Barret keeps a small sum (20 gp) in a locked drawer 
of the ofrice desk (successful D t  18 Open Lock 
check to pick). The bulk of the profits are deposited 
once a w e k ,  with nightly SUMS (50-150 gp) kept in 
a locked chest (successful DC 20 Open Lock check 
to pick) in the brothers’ rooms. 

ArITv1‘l-f 

While a full serv ice stable, the Livery primarily serves the 
needs of the plays and spectacles, providing that sense of 
realism or  stage or the horsepower needed to move sets. 
Coaches or wagons may also be hired (I gp/half-day per 
horse with a deposit required, four times that amount with 
drivers included) by private citizens who want to arrive at 
their choseii attraction in sty]?. The stable offers discount 
rates for traveling outside the c i t y  walls ( i e . ,  within the 
Entertainment or Bazaar Districts), which avoids certain 
regulatory fees within the city walls. The boarding of ani- 
mals is a profitable sideline, as is the sale of dogs t o  nobles 
and adventurers alike. A few riding dogs are available as 
well, thouqh they cost half again as much as the standard 
prices (thr Livery keeps them for use in the shows and 
for their best halfling clients). Their reputation for taking 
exemplav care of every anima1 under their roof ensures 
that no stall qtays vacant for long. 

t 1 0 0 K S  
0 The Chen brothers recruit P O  with riding skills to 

drive additional coaches hired to fiIl the demand on a 
feestival day. The noble passengers make a point of being 
condescending. .. until they are attacked by an armed 
gang mdde between the districts, outside the walls. 

This building is little more than a bright blue shack 
with a wooden door whose top half swings open 
independently of the bottom. When left open, a 
countertop i s  revealed inside en the Same level as  
the lower half of the door. Within is  a narrow room, 
well lit from the many open windows and filled with 
a dozen seamstresses, ranging in age from girls 
to over old crones, sewing while sitting amid piles 
of cloth pieces and discards. In addition, shelves 
crowd into even the tiniest space, lined with the raw 
materials of dress making such as bolts of  cloth, 
and thread spools and needles in various shape,, 
sizes and colors. A doonvay in t h e  far wall leads to 
a darkened back room. From here, the sounds o f  
hammering and the slicing of cloth can be heard. 
The area behind the shack been cleared out around 
the back door, and surrounded by large wooden 
barrels. Though their markings indicate they once 
held wine, beer, or even water, the traces of color 
spotting them and the spaces around them sug- 
gests they are now used to create the colors of the 
cloth sewn within. 

- 

The Dancing Needle is a seamstress’ shop known for offer- 
ing unbeatable value for die price. 

H F S l  DENTS 
The owner/organizer of this endeavor is a spry octogenar- 
ian known as Mother Jasper. She has run the place for 
over 40 years, having previously worked for a defunct 
thratre company, and (briefly) for Cloak and Gown (loca- 
tion C17). Pressured by Exidart Riverbottom tQ share 
some of the dyeing techniques she’d developed over the 
years, Mother Jasper decided to sn-ike off on her own She 
started the Dancing Needle tu compete directly with the 
Cloak and Gown, as well as make dresses for middling- 
highborn ladies looking for top quality a t  a reasonable 
price. But over the Years a new mission has developed: ta 
provide an alternasive w a y  of life for starry-eyed girls wha 
don’t make it on die stage. While Mother Jasper is the only 
person living here on a regular basis, it isn’t uncommon 
for a stray girl or two to stay on the cots in tbe backtoom, 
whether rhev accept her offer of training in a new profes- 
sion or not. By offering them shelter and work, Mother 
Jasper keeps them from the clurches of far less savory 
professions. 

Mother Jasper charges less than what her work could 
bring on the open market, but she does what she does for - 
the love of thi work, And while her body has bepm to i..--.- y--- - 

betray her, at her age she’s srill nimble enough to continue n 

her work with dves and colors. As a result, there is seldom - 

more than a pittance on hand, though her work has gar- 
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effecr only works on these blades; other blades placed 
in the scabbard receive no benefit. 

t many oi her suppliers, which arc 
tering new clothing or repairs. 
~ keeps down is to allow her 

natrons t.3 supply the raw materials, while she keeps any 
r TO apply to other projects. The back workroom is 
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I withas  many shelves as the front, all bursting with 
,athered over the past four decades. 

other Jasper: Exp7. 

Typical Seamstress (1 2): Exp2. 
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to operating expenses and to p; 
tion, a pair of matched scirnita 
sheathes in the back room. The * .  

The SOIF: treasure in this place is 20 gp, kept in a 
wraDnPc bolt nf rloth on the shelves. The rest goes 

ty the girls. In addi- 
rs hanging in their 
y were a gift from a 

satisfied customer trom a traveling show many years 
2r with 
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ago; Mother jasper has found nothing bent 
which tc cut delicate silks than their clean ed 

ACTIVT'W 

The shop is open from dawn to dusk, and many girls work 
Iate into the evening as well. Mother Jasper tries not to 
overburden them, but most have come to adore her and 
will do anything $0 help the shop out a5 they can. 

H O O K S  
* Mother Jasper's habit ofreusing material, and her own 

faulty memory, has gorren her into trouble. A noble 
matrm- has purchased a gown for her daughter's cotil- 
lion. Unfortunately the lace involved in its construc- 
tion is the same as that used two decades ago for a dress 
commissioned by the matron's rival, who will take great 
pleasure in revealing her own daughter in that dress at 

the balI to embarrass the matron. Ar a loss for how to 
rernedi? the situation without damaging her business' 
reputation, a coalition of Idothet Jasper's suppliers hire 
the PCs to keep this from happening, and to keep i r  
quiet. Whether this involves switching out the new 
dress, switching out the old one, or just preventing the 
rival's daughter from reaching the party, the situation 
is complicated by the fact that  both daughters have a 
thing for bad boys ~. . as personified by one of the PCs. 
A forejqner approaches the PCs for help. He is seeking 
to recover the scimitars hanging in the shop. They are 
symbol of his royal family and stolen property - the 
thief who gave them to Mother Jasper pilfered them 
fmm a cousin to the Caliph of his land. He ha5 unsuc- 
cessful!y bargained for their return, and was warned by 

-, 
a 

the Civic Guard when he negotiated too aggressively. 
He has obtained a pair of similar Scimitars and needs 
the P c ~  to make the exchange while he affords him- 
self an alibi. His story checks out, but the scimitars he 
seeks to recover are actually magical, with the scabbards 

Children are always the first to find the Court o f  
Crinr. If you seek it, just follow the peals of  laugh- 
ter. Every day a different area in the district is  tar- 
geted by the Court, which is not a #;ingle location 
but rather a floating institution. I f  there is  a set 
pattern to its wanderings, none understand it save 
the entertainers who sit on it. 

This district-wide show involves puppets, acro- 
bats, storytellers, mimes ... and o f  murse, C ~ Q W ~ S .  

As it varies its location from day to day, the Court 
is constantjy reinventing itself and can be the high- 
light of any child's visit to the district. No matter rts 
current form, it can always be distinguished from 
the random groupings o f  street perlbrmers by the 
master o f  ceremonies, a head clown with distinc- 
tive make-up (yellow half-happy, bluc h a h a d )  and 
wearing a black-and-white checkered jumpsuit. 

The court concentrates its attention on entertaining the 
children, since this also guarantees a bigger audience 
in general That is not to say the performers neglect the 
adults, especially the parents, as sillinejs involving them 
i s  one good way to keep the kids g i g g h g .  The gags often 
come a t  the expense of the adults, leaving them with an 
itching powder-filled shirt or b o t s  tied together. When 
interacting directly with the children, it is the performer 
himself, or one of his cohorts, who gets :he pie in the face. 

RFSlDGhTS 
The head clown, known only as the Sercne SmiIe, orches- 
trates every performance, calling up acts with a wwe of a 
hand, and reaching into the audience to select a volunteer 
when needed. Repeat (or possibly observant) viewers d 
note that under the makeup, the person playing the Serene 
Smile changes from day to day. So does -he makeup of the 
Court itself as some acts fall out of the jbld and new ones 
spring up to take their place. One day Smile could be 
a human male, the next an elf whiEe on a third a female 
h a h g  is praying the role. No matter the person playing 
it, the persona remains the same: p1ayir.g up the emotion 
depicted on whichever side of the face is directed a t  the 
audience. And regardless of who it is, %!re rest of perform- 
ers rake their cue from him or her. 

The Serene Smile directs the show solely by gestures, 
without making a sound. That description doesn't apply 
to the others, however, as they tumble atound making 
cartwheels or producing Coliseum tokens from behind 
a child's ear. Some never seem to shut up- Those are the 
storytellers, spinning yarns spanning from ancient myths 
'to the discovery of the Spire TD current tirban legends. 
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That is all commonly known, and believed.. . but there is 
anotlier, darker side to the Court. This misted version actii- 
allv came first, and now performs in parallel to its light- 
hearted C O L I S ~ .  This primordial inmmation is the seat of 
the districr's underground jusrice system, conducted as fnr 
hum the eyes of citv law as the crimes it punishes. This 
judicial Court of Grins doesn't necessarily meet dailv, as ihe 
uther does Rather it is called into being when events war- 
rant it, and theTurnblerTroops have a criminal in custody. 

The Court's make up varies each time it convenes: it is 
compos ed of five randomly sclecwd Tumbler Troops and 
a permanent body of four prominent district individuals. 
Magic is used to notify thow selected of when and where 
to meet, and they are expected to make time for it iinless 
doing so v,ould compromise the group's secrecy: When a 
seIected Court member, even a standing member, cannot 
appear, another Tumbler is summoned as a replacement. 

DIS' 

The permanent standing members serve unrri TWY 

Tumbler Troops are always on the loc 
but when they are ''on duty" they WE 
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resign, save for the Commander of the Misro 
who automatically passes the position on if 
Selected by rhe other permanent members wh 
gap in their numbers appears, a new Court rn 
thoroughly screened to make sure no philosop 
ficuIties will arise while sentencing offenders, In 
to the Commander of Masks, the standing mem 
rentIy include the owner of the Heart's Desire, 
Coppershine (see location C25), the Guardian oi 
Coliseum, Garrick Jeth (see location CI), and manag 
the Eye of the Beholder theater, Rolof Coodfeast (see 
tion C13). A1 standing members of the Court ate expq 
to use their podtions, powers, and abilities to uphoL 
strict ideals ofjustice that the Court espouses, and to r 
Kah its secrecy above all, 

Typical Tumbler Troop (5): Rog2/Expl. 

The Serene Smile: As appropriate. 
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~ T I U  LdnIy S d p ,  dh we11 d> any omer weapons they 
might normally carry. One member ofthe team carries 
mastenvork manacles, while two others have tangle- 

1 foot bags, They also carry a supply of  10 gp apiece to 
bribe onlookers. or pay for accidental damages. 

ACTIVITY 
Those brought before the hidden Court have a chance to 
expIain themselves, though the circumstances of their 
capture generally weighs heavily against them. When 
guilt is in doubt, or in cases whwe death 1s a possible 
punishment, the Court uses magical means to determine 
the truth. I f  found guilty by a majority of the Court, the 
defendant receives an appropriate punishment, decided 
trgon and enforced through a variety of means such as the 
spells mark ofjndgmenf hypnosis, or even a geasjquest. I f  the 
sentence is not lethal, modify m e m q  is used t o  remove 
specific knowledge of the Court and trial ,  leaving just the 
aftereffects of the judgment. On a capital sentence, one of 
the Court i s  tasked with delivering the fataf cut: a charac- 
t e r i s t i c  sliced throat from ear to ear. 

First performed in conjunction with the vigilanre ver- 
sion, the floating Court of entertainment doesn't always 
play at the same venue as the other, more lethal court, but 
has always been used as a diversion to prevent discoverv 
of i t s  darker cousin. Even with no memories of  the tri- 
als,  those punished are sometimes indelibly rnatked with 
their judgment, both physicaIIy and in the new behaviors 
they exhibit. kimors of the Court of Grins have vet to ( 
make a connection between these incidents, the secref 
trials, and the bodies of the punished, but the combined 
effect is powerfiil enough so that the stories remain a con- 
stant part of life in the Entenainment District. 
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(location C41, gaining experience a t  tke DM’s discretion 
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illsand moxie i s  approached 
force, the Tumbler Troops, 

est spanning the district to 
haracter. 
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y of several folks who turn 
en taken before the Court 
i i l ty? And will digging for 

the truth of the matter only get the PCs into more hot 
water? 

FSTS 
1 

The Entertainment Dismct is a vast carnird, a world zinro 
itselfwithin the city, and it offers OppOKUnitieS for PCs to 
rise and fall without ever having to leave its borders. 

DUELIN9 EOR DOLLARS, 
OR CjRAPPTJTNCj FOR CjOLD 

The Coliseum (location Ci)  offers melee combat-oriented 
PCs an rxcellent chance to experience excitement and 
build fame and fomne doing what they do best. It also 
offers t h e  who have been consigned as prisoners to 

the Humanoid District as good an opportunity as any to 
redeem themsehes and gain their freedom. 

For convicts, the best way to the Coliseum is t~ see 
Titus Rapax, the ogre mage who runs the Coliseum Annex 
(location SS). He’s cruel and whimsical, but he also enjoys 
his position as a gatekeeper to the games, and he knows 
that his livelihood depends on supplying an endless 
stream of  combatants. A PC with even minimal qualifica- 
tions to become a gladiator should have little trouble con- 
vincing ?’in15 to give him a chance. A free gladiator d 
need to ~ C I  through Harald’s Combat Academy (location 
BS) first - a less harrowing experience than dealingwith 
the Coliseum Annex right off the bat, but such are the 
advantages of not running afoul of the  law. Conversely, 
Titus sneers a t  those who have nor been toirghened by life 
in the Humanoid District, and he only takes che very best 
that the Academy can offer. 

Success in the arena (which consists of little more 
than surviving) eventually brings freedom for convicr 
gladiator<, and celebrity. The most celebrated gladiators 
can become the toast of the Entertainment District, rec- 
ognized :md cheered a t  local taverns. They can then use 
their experience t o  either embark on an adventuring or 
mercenary career, a cushy life as a gladiator instructor, or 
even a term of service in the City Guard, 

A N  ACTOR’S LTFFF FOR M F  
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entertainer on the side. If coursework a: Oon& isn’t in the 
fates, then the PC couId just plunk down in a pubIic place 
and start entertaining the passersby for .3ocket change and 
XP. This would also put the PC in an excellent position t o  
meet others, whose friendship could prwe vduable down 
the road. 

Serving an apprenticeship as an entertainer could lead 
to opportunities to perform a t  more prestigious venues, 
hke the Horn (location C10) or the Opera House (location 
F20). It codd also lead to noble patronage, or engagements 
at dubs such as the Ruby Barge (location ElO), which offers 
enrereainment along with gambling and refreshments. 

TROWHLF? LIFE TS TROUBLE 
h d  of course, h e  Entertainment Disaict offers opportu- 
nities to get into trouble. It’s an excellent feeding ground 
for pickpockets (some of whom could Calen’s street 
urchins of “the Forgotten;” location C:9), so if the PCs 
need to have a valuable item taken from them to get them 
into a n  adventure, this is one the best parts of the city in 
which to have that happen. The concentration of brothels 
in this d is t r i c t  also allows the PCs plenty of opportunities 
to corn? into contact with the less repirtabIe elements of 
the city s social order. If you want to pu: the PCs in a posi- 
tion where they may be defrauded by sF arps, the traveling 
carnivals that set up in the Fairground (location C8) attract 
plenty of experts in that sort of thing. 

A classic adventure template - that  in which the 
heroes are falsely accused of a crime, or are simply in 
the wrong place a t  the wrong time - can also take place 
here because of the prevalence of p e p  crime and fraud. 
Suppost: a PC were to catch a pickpocket - particularly 
one of Calenk kids - and the Civic Guard and passersby 
did not see the theft attempt, but only the pcs roughing 
up a n  apparentIy helpless stranger? SupTose a carny set up 
ar the Eiirground were to cheat the PCs? How would they 
handle it? 

Trouble? Life is full of trouble. 

TABLE c.1: ENTERTAWMEHT DISTRICT RANDOM ENCOUNTERS 

d2O Encounter 

1-2 
3-4 
6-8 
-. 

Turn bler Troops 

Clvtc Guard patrol 

Street entertainer 

1-8 Messenger 

9 
10-1 1 
12  

Crakman/Tradesman 
Pickpocket 

Performing arts student 

13 Fairgrounds (see location C8) indigent 
- The Entertainment District also offers bardic PCs a chance 14-16 

~ 7 I to have a quiet career without the rigors of adventuring 1 7  
- perhax a welcome break from the mals of the road, 
an opportunity for a comfortable retirement, or even a 
chance to start on& career sbwly. A Iow-level PC with 
performing ability could enroll in Qana’s School of Smiles 

- 
Spectator from autside the district 
Gladiator 

18 

19 

20 

Co u rte s a n 

“The Forgotten” urchin (see location CS) 

Court of Grins (see location I?) 
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other, and delegations comprised of all three negotiared The Council agreed that the merchants could not use 
with outside merchants for goods and materials to be sold the farmers’ lands without compensation. To avoid prob- 
city-wide. Iems, the Comcil itself set a fair price and offered to buy 

As mare traders and merchants arrived, the city Council eveqnhing within a quarter-mile of the 
set aside S D X ~  for them in whai is now the Artisans and Main Gate. Ther also offered 
Travelers Districts. But the city’s fame spread and F ,Q to sei$ the farmers 
soon the designated areas were so ful  . -‘2 more land beyond 
spective buyers could barely squeeze t h r  that boundary for a 
congested aisles toward the overrun st 
merchants -and many of the fledgljng guilds 
as well - went to the C Q U I I C ~  and half- 
requested, half-demanded more space. They 
pointed out how necessary their goods were 
to the city and its occupants, and how difficult 
it was for them t o  sell or trade under the cur- 
rent cramped conditions. The Council agreed 
but could not offer them more room bccause 
the ciry was aEready full. 

Then one merchant, a man named Rundor, 
had an idea. Rather than bring it to the Council 
directly, he decided to test it personally. He gave 
up his tin\+ stalI in the crowded merchant square 
and set up a large tent just outside the city’s 
Main Gate. Travelers encountered him 
before even entering the city, and were 
able to examine his wares and purchase 
rhem without going out of their path. 
News of Rundor’s tent spread, and 
soon ciry residents were venturing 
out through the gates to shop at his 
stall. The cther merchants were furious 
but only because they had not thought of 
the idea f rst. They quickly rehnquished 
their crorvded stalls, and moved th 
goods DutLide the city w a h .  

f i e  space immediately beside the gates 
and the mzin road had been kept empty to 
avoid any risk of foes approaching unseen, 
but beyond that most ofthe land had been tilled 
and divided into farms. The merchants descended 

. /-’ 

significandy lower price. 
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ost of the land near the Main Gate. Then 
they offered to rent that 
land to the merchants. 
This w a s  the beginning 

The Bazaar District is 
one of the rowdiest, live- 
Liest, most colorful pans 
of the city People from 
all over the world come 
here t o  sell, buy, trade, 
steal, examine, and sim- 
ply watch. The streets 
are filled with odors, anyone else. 
from the sweet smell of 
fresh fruit to the tang of 

strange spices to the 
must of old books 

that a person can stand in a single spot in the Bazaar for a 
full dav and hear every language still Fpokm, and maybe 
some that are not. I t s  casual atmosphere and sense of 
welcome make the Bazaar truly specia.. Most humanoids 
within the city walls are reviled and treited like criminals, 
animals, or both. The Bazaar is differe it. It hosts visitors 
from every land and every race, and so 111 race5 are treated 
equally. It is difficult to hurl insults at an orc or a goblin 
when a man walks by wenring nothinq but blue mk and 
making sounds as if he has swallowed an angry chicken. 
Some district residents have prejudices, of course, but 
thev are just as Lkely to be the target cf other prejudices, 
and no one group has enough power to pose a threat to 

The Bazaar is perhaps The mosr energetic district 
in the ciry. Other areas, like the Entertainment 
District, may be more focused in terms of what 
they offer, but the Bazaar is a place of constant 
mOhoTI and has an excitement 211 its own. Its mar- 
ketplace never actually closes, and though many 

merchants close up shop at niyhtfall, others stay 
open throughout the night. Still others wait u n d  

darkness to set up their wares, usually taking over 
the stall of some merchant who goes home in the eve- 

nings. Thus the place is always shiftir g, and a t  any hour 
people can find places to sit and talk a i d  buy, 

Pan  of its charm lies in the fact tkxt sections of the 
Bazaar have no ftved form. Many of kts shops are little 
more than cloth stalls supported by a Landftil of wooden 
poles which can be moved in minutes. Merchants take 
advantage of absences to expand their booths or s h h  
them ti> a better location, so a particular shop may not be 
in the jame place mice  in a given week. The Surveyors 
(the dishkt's peacekeepers; see Iocaticn D17) make sure 
paths remain open, brit straight is not a concern - a path 
may run straight and clear for two rows and then sud- 
denly turn left because a merchant's staIl sits astride it. & 
long as patrons can still move around a n d  make their way 
cleanIy through the area, the Surveyor:. do not object. 

LAW A N D  ORDFR 1N T H F  BAZAAR 
The Bazaar is part of the city, and has representation 
the Council. In addition, the more established merchants 
and traders have their own council, which they =I1 the 
Lords of the Bazaar. These men and weimen decide basic 
d e s  of behavior for the district and also arbitrate dis- 
putes. They do not set prices, since e%erjone is entitled 
to sell their own goods at whatever price they see fit, but 
the Lords will not permit the sale of goods under faIse 
pretenses, nor will they allow sellers ru deliberately cheat 
a patron. The Lords m w t  once each week in the cenrer of 
th? MarketpIace (location DS), which is otherwise kept 
clear as a thoroughfare, The membership Qf the Lords 
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twenty. Thus a man can be a Lord of the Bazaat but not 
sit a t  the table for a year because he  was not one of the 
twenty selpcted to serve h a t  function for that term. Once 
appointed a Lord of the Bazaar, an individual rerains that 
title unless he engages in behavior that demeans him and 
the entire district. The Lords of the Bazaar do not receive 
special treatment other than the respect of their peers. 
They appoint one of their number each year to Serve as 
the district’s representative on the City Council. The cur- 
rent repreFentative, a tall elven woman named MirieUe, 
owns an apothecary shop (see location D24). 

The disrrict technically has the City Guard to keep 
the peace, though most soldiers despair when assigned 
here. Its constant chaos i s  more than a trained warrior 
can handle, particuIarlv with the shlfting buildings and 
constantly changimg populace. Fortunatejy the merchants 
realized long ago that they would need to provide for their 
own protection. Each of the major merchants tasked a 
handful of their most trusted private guards t5 watch the 
BazaaI as a whole, and they then trained others to the task. 
Now these Surveyors see to the security of the district, the 
safety of irs occupants, and the ease of its meets. The City 
Guard recognized that they could not handle these tasks 
effectivelv, and happily granted them to the Surveyors 
instead. The Guardsmen stay focused upon the Main 
Gate, and protect that portal and the city walls around it 
from at tack  They rarely venture more than a dozen paces 
from the gates when on duty, and coordinate with the 
S U ~ V ~ ~ Q T S  to make sure no one troublesome slips past 
them in either direction. 

S 0 M F ; T I I I N ~  EOR FVFRY TASTE 
Not every aspect of the Bazaar is pleasant, of course. The 
city has laws forbidding the sale or purchase of certain 
goods and services, but Bazaar residents find ways around 
these restrictions. For example, slavery is illegal in the city 
and its environs. Yet the Bazaar has indentured servants 
-legally free men and women who have voluntarily sold 
their service to pay off debts. The Bawar also has a flour- 
ishing black market where other proscribed items can be 
purchased or sold. Though they do not openly encourage 
it, the Lords of the Bazaar recognize this suurce of income 
for their &strict and do not actively prevent such sales 
unless the seller draws attention to himself T h e  golden 
rule of the Bazaar is, “Your business is your business,’‘ and 
every resident follows that guideline diligently. 

For some visitors, the Bazaar is an inconvenience, an 
obstruction on their way to serious business within the 
city. For others, it k an amusement, something to distract 
them from their weariness and provide a chance to recov- 
er from their travels before passing rhrough rhe Main 
Gates. But for many, the Bazaar is a destination in and of 
irself. Almost any item that can be bought or sold is here 
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those who can identify explain, 1 

ties. It is a place ta gain money wl 
a place to find strange and unfami .__. _ _  - __ __._ 

place to equip for any occupation, and a place to diq 
anything unwanted. MQR established merchant‘s 
in the Travelers and Artisans Districts may provid 
able service, but the sheer bewildering variety of 
and services avdable here simply can’t be beat. 

The Bazaar is an excellent place to hear about evt 
the world beyond the city. It also gives Visitor3 a c 
to learn more about the city before entering its wz.--. --- 

some ways the Bazaar is a microcosm of the whole city - 
it has all the races, travelers, artisans, entertainers, guards, 
nobles, and even prisoners, all mingling together into one 
strange, laughing mass. During the day the Bazaar i s  an 
emberam place full of energy and enthusiasm. At night i t  
p w s  more furtive but retains a n  air of playful mischief. 

.-, . 
mSF O f  

shops 
e reli- 
good5 

’fits in 
hance 
t k  Tn 

For some it can be a place of despair, but those who make 
their homes here wouldn’t dream of living anywhere 
else. 

IONS 
DI.  MAIN QAT€ 

I I 
These enormous double doors are visibl 
anywhere in the Bazaar. Their massive doa 

. I  

e from 
r frame 

gigantic bronze brazier like a stylized sun crestir 
the horizon. The doors are flung wide and you c; 
see their heavy hinges, each as ta l l  as a man ar 
_I _ _ _ _  s r---  I :_ -_  T--~ . - - - -  - & * - A  , : A  

rears up into a rnrghty stone arch cappece with a I 

>ridpec. i i u r r i  r im ivy  I IUI~. x r i i i t r ~  bidiiu tu mirier 
side, relaxed but fully armed, and you feel their eyes 
upon you as you step closer. 

In I g  I 
id  I 

This massive gate is the primary city entrance, allowing 
access through the walls and separating the Bazaar from 
the c i ty  proper. The Care was part of the original wall 
design and has not changed since, though the timbers of 
the doors have been replaced more than once. The doors 
are never shut except during an attack, but guards stand 
here a t  all hours, examining everyone who enters the  city 
and ofien asking to see their behgings  QT their name 
and business, The great brazier above the doon holds coal 
and wood and oil to fuel a beacon fire that guides travelers 
to the enrrance to the city each and every night. 

7 I 
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1RLD’S LARGEST CIT’ 

r 
prison here is the largesr of any of the 
he City Walls - as well it should be, 
Ute i s  the only large overland entry point 

iy. 800 Wall  Guard officers and soldten - 250 
are duty at any given time - keep watch 
the flow of Traffic. The remainlng 50 soldiers act 
ve, and pass their time in the Gatehouse (]oca- 

-e Ied by Colonel Wallis Waterford, a dedicated 
xtent officer who has nonetheless been made 
iy the long years of peace that the city has 

-..~-, _-  In his entire career in the Wall Guard, he has 
never been in a serious fight, and he would welcome 
the chance to show off his military prowess. Colonel 
Waterford gazes out from the battlements on the roof 
of the Gate, toward the far honzon, dreaming of a fight 
with a band of brigands or the chance to defeat the city’s 
enemies on the field Q€ battle. In his heart, though, he 
knows that that chance is unllkelv to come. and that he 
will probably play OUI his Guard career either here, break- 
ing up travelers’ quarrels and watching OUT for smugglers, 
or in a staff lob H the Wdl Guard headquarters (location 
F F ~ ) .  Without meaning to, he tends to take out his frustra- 
tion by going hard on those unfortunate enough to be 
detained by his men. 

Colonel Waterford is assisted in his duties by elght 
captains and sixteen lieutenants. Unfortunately for htm, 
one of t h e  lieutenants is Sir Varus Siiijint, the effete 
young head ofa noble family with a distinguished history 
of Guard service (see location E14). Lieutenant Sir Varus 
i s  weak and ineffectual and, in Colonel Waterford’s eyes, 
anything but officer material. He would lLke to be r id of 
him, but believes that, because of the Varus famiIv his- 
tory, the Wall Guard high command will not remove him 
unless Lieutenant Sir Varus makes siich an obvious borch 
of things fhat Et cannot be ignored. 

50 sentries stand on each side of the door at all times. 
Ten more are stationed abng the archway above. The 
Main Gate is always open and usually very busy. Eve11 
at night peopie will be passing into and our of the city. 
During t’h dav it is a steady stream. They can have almost 
any origin, occupation, and business inside. Humanoids 
are not allowed through the Main Gate without qpecral 
permission. 

Colonel Wallis Waterford: FtrlQ/Rgr3. 

Lieutenant Sir Varus Sinjint: See location E14. 

Wall Guard Ofkers (24): Ftr7-11. 

Wall Guardsmen (725): Ftrl-7. 

Passers-by paries): Coml. 

!ne buarasrnen nere carry sranodru wail kudrc i  

arms dnd armor: longsword, longbow or crossbow 
a s  their primary weapon, and chainmail armor aug- 
mented by a small steel shield. Sergeants (Ftr4-7) 
carry a mastework halberd. The officers of the gar- 
rison have access to magic arms and armor appro- 
priate to their rank. For l ieutenants,  this means a 
primary weapon and armor with bmuses eqviva- 
lent t o  + I  each; for captains, a p-irnary weapon 
and armor with bonuses equivalent to +2 each. 
Lieutenant Sir Varus Sinjint carries the arms and 
armor of his illustrious ancestor Leneral Cratian 
Sinjint (see location E14). Colonel Waterford car- 
ries a +2 thundering longsword and wears mjthral 
furl plate ofspeed. 

The sentries by the doors are cordial and often slightly 
bored. They study each approaching person and Iook for 
anything suspicious or potentially dangerous. If a sentry 
sees something that could be a problem, he pulls rhe 
individual in question aside to speak with him. Then he 
asks the person’s name, place of origin, destination inside 
the c iq ,  and intentions, and asks to sei: any weapons and 
other 11 ems. More experienced Guard <men can perfom 
these interrogations so easily and casually rhat their sub- 
jects doni even notice - it is merely il city Guard being 
polite, saying helIo, and asking variouq pleasant queSEiOn5. 
PCs can make a DC; 3 5 Sense Motive cr Innuendo check 
to reaEi.!e the purpose of the questions. If a PC manages a 
succes&l DC 20 Charisma OT DC 16 DJphmacy check, he 
can bnlie the guards to overlook anything supicious he is 
carryris.  lie senrries posted above h;we crossbows and 
longbows and are ready to shoot if anyone causes trouble, 
though thev wd not fire unless one of the door gxards 
signals or is attacked. In case of attack rhe archway guards 
will also sound the alarm, which sign;rIs the men in the 
gatehouse to close the gate and aid their comrades. 

HOOKS 
The sentries stop 3 man and woman heading back inm 
the city. T h e  man is heawset and clearly wealthy, with 
fine clothes and expensive boots. liut the woman is 
wearing a W O T ~  dress and a frayed shawl, and her thin 
face shows lines from fatigue. The sentries arc suspi- 
cious and ask the PCs to escort the woman back to het 
home in the Bazaar while they speak to the gentleman. 
The sentries pull one of the PCs aside and ask him to 
open his belt pouch. He docs so, and a ring falls out. It’s 
not his, and he diddt put it there. But who did?The PCS 
have to find QUt before the sentries Ernest them for the 
theft. 
One rifrhe sentries waves a man thmugh even though 
he is carrying a massive blade and tugging a wild dog en 
a ropi. Then be waves through aiicrlier man, someone 



the PCs recognize as a criminal who has been e d e d  
from the ci ty w h a t  is going on here? Has the Sentry 
been bribed? Neither of those two men handed him 
money. The PCs have to figure out what's happening 
before one of these two ne'er-do-wells causes trouble. 
CoIonel Waterford has concocted a scheme to rid him- 
self of Lieutenant Sir Varus Sinjint, whom he considers 
the weakest officer in the garrison. The colonel hires 
the PCs to produce a situation that would disgrace 
Lieutenant Sir Varus, forcing the Wall Guard high corn- 
mand 10 transfer him. This could take a variety of forms, 
such as getting the young noble drunk so that he either 
misses his shift or shows up drunk. Another possibi1- 
ity would have the PCs engineering a violent incident 
just outside the Main Gate while Liemenant Sir Varus 
commands the sentries there. His superior officers udl 
all be mvsteriously unavailable to give advice, leaving 
sole command responsibility to him. CoIoneI Waterford 
predicts that he will waver and botch the situation (but 
with no harm done in the end, since the PCs will pre- 
sumably nut let the incident get out of hand). 

D2.  5ATFHO'IJSF 

Just east o f  the Main Gate stands a door c 
wood with a small grated window at  e) - .  . . . I .... ,I * 

,f rough 
le level. 

Behind it 15 a large room, with Wall Luardsmen 
sitting an3 standin-g about. None of them L 

armor and a few hold tankards or platters. 
vear full 

K 1 

Budt into the city walls rhemselves, this stone structure 
houses the guards assigned to the Main Gate garrison 
(location DI), but who are not part of the duty rotation. 
It is carved from the stone of the city wall and has two 
entrances, a door leading out into the b z a a r  District and a 
door opening onto the city proper.T'he Gatehouse has only 
two rooms.Thc first is the mess hall, where the guards can 
eat and dnnk or just sit and relax. Past that, and accessible 
by a door in the mess haps side wall, are the bartacks. 
This l o w  room contains numerous rows of bunks, ( 

BAZAAR DISTRICT 

Wall Guardsmen (50): Ftrl-7. 

The Guardsmen here carry standard Wall C 
arms and armor: longsword, longbow or cros 
a s  their primary weapon, and chainmail augrnt 
by a small steel shield. 

.4c'I'IVT'T"y 
Here, the Guardsmen live, eat, relax, an 
their shift. They spend most of their off-dt 
in the mes5 hall or wandering in the Ban 
Guardsmen often drink and play cards o 
well. They t a k  about recent events, trade stories, and gripe 
about their lob and their living conditions. 

~ 

H O O K S  
The pcs see a small figure slip through the front door 
into the Gatehouse. Ir is clearly nor someone affiliated 
with the Wall Guard. should they tell someone, What 
could the person be doing in there? Or did they US? the 

I 

gatehouse as a way to sneak into the city wthout pass- 
ing through the Main Gate? 

* The PCS observe a man stepping up to the Gatehouse 
and, after a moment's conversation through the grate, 
the Guardsman at the door lets him in. Who is he  
and what w a s  A so important that the Guards let 

with a small table beside each and a chest a t  each 
foot. The Guardsmen sleep here, hanging armor 
and weapons on hooks in the wall. Privies have 
been carved into the far end. The Guardsmen have 
food delivered from the Farmer's Market. 

ES 1 DENTS 
The Gatehouse typically holds 50 men, but can house over 
ioa. They cerve as a small reserve force that can teinforce 
the Main Gate in time of crisis, or dispatched inre the 
city if something happens that the Civic Guard can't quite 
handle. Win-Guardsmen are rarely alIowed into the mess 
haII, and usually only for interrogations or extremely 
important and very private conversations. No one except 
Guardsmen is allowed into the barracks. 

P 
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suggests, this is the Iargest and most 
he entire city, its primary artery, its 
At this point, it is also the principal 

to the city. The road here is easdy wide enough 
ral large wagons to pass abreast. The ground has 
:ked down tight, and very little dust rises, despite 
dy flow of men and beasts along it. Though not 

flat, it is reasonably IeveI, and leads with minor 
Id turns through the stalls and tents to the gates 

mpossible (nor even desirable) to keep the road 
C K d l ,  uut the local authorities do their best to make sure 
that trafiic doesn't stop and thar everyone moves along. 
Both the city Guard and the Surveyors will stop anyone 
from hngering; by law nothing may be built within ten 
feet of the road in the Bazaar District, so there is no rea- 
son to dawdle. No one is rushed m pushed aside (unless 
a foreign noble arrives and cannot pass thmugh) so long 
as they make progress in either direction. The edges o f  
the road are kept very clear; otherwise, the district's mer- 
chants would be more than happy to leap in and claim the 
road as their own private showplace. 

HOOKS 
0 A man dragging a small but overloaded cart couapses 

on the main road. His cart overturns, dumping its goads 
everywhere and completely blocking the road. The Pcs 
come to his aid, but what really happened? Was  it an 
accident or something deliberate? 

* One o i the  PCs finds a ring along the side of the road. 
It is heavy goold set with a large ruby -clearly a thing 
of value - yet it has no insignia or writing. Whose i s  
it? And how do the PCs get the ring back to its owner 
before itS missed? 

m A mar, demands to see the Lords of the Bazaar. He 
claims that he can pave the entire Main Road for them, 
coating it in stone and making it stronger and impervi- 
ous ro harm. The Lords ask the PCs to investigate this 
man and his audacious claim. 

D 4 .  MARKFTPLACF 

An enormous tent, easily big enough to hold the 

L 

Main L a t e  within its confines, rises a full three 
stories high at its peak, tapering down to about 
10 feet tall a t  the edges, where thick wooden poles 
support it around the sides. In many places the 

people, tables, dividers, and items t"rt fill the inte- 
rior. A steady din rises from within a:; if insects were 
buzzing nearby - the sound of constant activity 
a s  hundreds of people roam the ter  t's narrow cor- 
ridors, buying, selling, and browsing;. 

This enormous tent, known simply 3.; the Marketplace, 
is the heart and soul of the Bazaar and houses mosf of its 
shops. 

RFSIDFNTS 
when merchants first moved their wares here from inside 
the city many wanted to erect permanent buildings. The 
Council said no. This was city land and the merchants 
were merely renting space. Anyone who set up a perma- 
nent structure of their own could the:i lay claim to thar 
location indefinitely, and eventually the Council would 
lose control, SO they decreed that o n l ~  temporary stmc- 
tures could be used. The merchants set up their tents and 
stalls and left space between each one, lrut as more traders 
arrived those spaces narrowed until the stalls formed solid 
rows. Then, after a massive storm, one 'ur trader spoke to 
his neighbors and suggested they buy and erect a tent over 
their three stalls. Several nearby merchants asked to be 
included, and soon a large ten1 covered their area. Others 
followed their example, and before long the marketplace 
was a profusion of tents, jostling each ather for space. To 
defuse the fights this caused, the Council taxed everyone 
in the Bazaar and used the money to erect a singIe massive 
pavilion over all the stalls together, which became known 
as the MarketpIace. 

The merchants and traders of the Marketplace vary 
as widely by race and station as they 110 in the types of 
goods that they offer. Any district rnerc'iant or trader who 
wishes to sell his wares and does not have a n  established 
shop comes to the Marketplace. Over time the Cmmcil 
relaxed its edict and allowed more prosperous merchants 
to build permanent shops outside the Marketplace, but 
this tent is still the center of its trade. It is divided into 
four quadrants, each with a particular fccus.The northeast 
quadrant, called the Hood Zone, focuses on armor, weap- 
ons, and other ways to cause or prevenr bodily h a m .  The 
southeast quadrant, the Garment Disrrict, concenttates 
on apparel and accessones. Local farmers sell their fresh 
food in the Marketplace's northwest quadrant, appropri- 
ately called the Farmer's Market. The Jumble, the market's 
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southwest quadrant, is for miscellaneous wares that do 
not fit in the other three areas. Each quadrant. includes a 
Stakepost, a booth set up by one of the major pillars sup- 
porting thP great Kent. Bazaar officials s i t  here with a chart 
of their quadrant and its occupants. ~ l i e y  can rent unoccu- 
pied space to those in need, and a h  direct patrons to the 
appropriate s t ah .  The quadrants do not have any visible 
boundaries, so newcomers often wander through without 
realizing rhev have entered a new area. Those who visit 
the Marketplace frequently soon learn their way around, 
based upon poles and other landmarks. 

The Marketplace is a busy, noisy place. In warm weather 
all the flaps are pinned back and a cool breeze blows 
rhrough, while the tent  shields everyone from the sun. 
When it's cold out, the flaps are lowered and the tent 
retains all the heat from its occupants, staying cozy even i n  
rhe dead of winter. The tent is Strong enough to withstand 
heaw rainstorms and snowstorms, and i t s  solid poles keep 
it upright even against powerful winds. The interior has 
a strange but not unpleasant odor: the combination of 
sweat, spices, fruits, oils, and metal. 

The City Guard never sets foot in the Marketplace, at 
least not cn official business. Instead they leave the tent's 
security TO the Surveyors, who are specially trained to 

handle rhsr environment. The Sirrveyors mete out rheir 
own justice, but anyone who commits a serious crime is 
turned over to the G i v  Guard aft:teIWaTd to face official 
sentencinq and punishment. 

TradFrS (Varies): Expl-6. 

Customers (Varfes): Corn1 ~ 

Surveyors (Varies): WarS. 

BAZAAR DISTRICT 

Surveyors use a variety of small melee weapon 
including hand axes, clubs, short swords, ar 
maces. Most people carry at least at least a l ittle I: 

r "  ., ' I  4 

5, 

i d  
)it 

I ot coin on them, but some nave a great deal more. 
Magic i s  not uncommon in the Marketplace, 
some stalls have minor magic items for sale. 

and 

- 

ACTIVITT 
Almost anything that can be carried by hand is bought 
and s d d  in the Marketplace. Each quadrant has its own 
specialties, and each contains its own stalls. Each stall has 
a different proprietor with a ddferent level of experience 
and honesty Some are outright crooks, others are crafts- 
men, others are shrewd appraisers and bargainers. PCs 
should be able to find almost any non-magical item they 
can imagine or want 1rere.The rarer the item, the more dif- 
ficult it m d 1  be to find and the more expensive it WLU be, 
unless it i s  bidden in one of the Tumble stalls. Characters 
can get their own items appraised here, and selt them for 
a t  least half their stated value - how large a percentage 
they get depends upon which merchant they meet. 

The Marketplace i s  also an excellent place to conduct 
clandestine business, because the constant motion and 
incessant noise make it easy to meet people and discuss 
matters unnoriced. Cutpurses and pickpockets abound 
here, enjoying the unlimited oppomnities for theft. The 
Thieves Guild is always well represented here, but the 
Surveyors do their best to prevent larceny and violence. 

HOOKS 
The Merchant Prince (see location D16) swaggers by 
his thugs harassing each merchant in turn for their 
"rent." He sees the PCs and, apparently impressed, offers 
rhem jobs. 
A stranger wanders through the Marketplace, talking 
to many of the 10~x1 merchants, He Seems interested 
in booths based soleIy on their lOCatiQnS,  and several 
times he pulls out small pouches and hands them to 
the merchants. What i s  he up to? Does it bode i l l  for the 
Marketplace? Some of the sellers hire the PCs to find 

* A wiry young man grabs a necklace from a passing 
patron, bur she notices and screams for help. The PCS 
are standing nearby as the thief darts into the crowd. 

* A man bv one of the Stakepotes claims someone has 
thrown him out Qf his own booth. The Surveyors are 
nowhere in sight, so he grabs the PCs and offers them 
money to help him. 

* The air grows heavy with moisture and turns an 

out. 

* I  

unhealthy green: a major storm is corning.The Surveyors 
ask the PCs to help them untie the flaps and lower them 
in place to protect the Marketplace. 
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THE: WORLD’S LARGEST C1TY 

1 I I carry &e-handed melee weapons. Siort  swords are 
I r  F . _I I ,  . .  

A t  the very center 07 the tent stand tour 17: 
poles, each one easily 10 feet around and gi 
together in a square. These are the pavilion 
trat supoorts and stretch high overhead, to tl 
peak of the tent. The space between thesf 
has booths and no furniture, save a sing 
wooden table with chairs set on one side. 

I 

 he Crocsing is the heart of the Marketplace, 
graphically and socially. The Lords of the Bazaar 
each week to discuss mattes concerning not 
Marketplace but the entire district. 

lasswe y 
rouped 
‘ s  cen- 
he very 
1 poles 
le long 

both geo- 
meer here 

only the 

H EH 111 E NTS 

The LO& of the Bazaar are the district’s ruling council. 
Any successful merchant or trader who stays here a t  least 
one year can be nominated for membership and must be 
approved by a majority vote. From the members, twenty 
are selected each year to sit a t  the table, mn meetings, 
and hear disputes. The twenty chosen Lords of the Bazaar, 
including the district‘s current Council representative, sit 
a t  the long r;lble, all facing into the square. TWO Surveyors 
stand in front of the tabIe to make sure no one approaches. 
More Surveyors stand on the outside of the square, keep- 
ing watch from every side. When not in her shop, rhe 
districtk current City CounciI representative, M i r i d e  (see 
location D24) can be found here, arguing and debating 
with her FeH5w Lords. 

Miriefle: See location D24. 

Surveyors (Varies): W a f .  

Lords 

4q‘ 
I4 
: 

r studded leather armor and 

I a tavorrte. I ney also carry saps and daggers. Loras 
of the Bazaar wear robes or other fine clothing 
to demonstrate their wealth. Many go unarmed 
but some carry ornate swords and daggers. Every 
Lord has at least a small knife hidd-n somewhere. 
Surveyors do not have magic items, Ibut many ofthe 
Lords possess minor magic - amulets ofprotedion 
and ofnatural armor are popular, as are a variety of 
magical rings. Details are up to the DM. 

ACT 1 V I‘ I Y 
During meetings the Lords discuss recent events, Bazaar 
business, and any new concerns. Those at the tabIe lead 
the discussions. The other Lords assenible alongside the 
table t o  contribute their thoughts and 10 vote on matrers. 
Surveyors stand by each pole and keep non-Lords from 
approaching during meetings. Once the Lords are ready 
to hear disputes, the Surveyors allow others into the 
square to state their concerns. Everyone else waits their 
turn outside. Anyone can ask to preseni a problem for the 
Lords’ consideration, though doing 50 means the speaker 
i s  bound by their decision. 

When the Lords are not meeting, the Surveyors use 
the square as a convenient place to cocrdinate their own 
activities. They will chase off anyone else who enters the 
square without permission. 

H O O K S  
* A stranger has been lurking around the Crossing, exam- 

ining the poles, the table, and the chairs closely. The 
Surveyors apparently haven’t noticed him, but the PCS 
have and his behavior is definitely suspicious. 
While the Lords meet at  the Crossing, a crisis near the 
edge of the Jumble pulls away all the Surveyors. They 
ask the PCs to take their place and keep the Crossing 
secure and the supplicants orderly. 
The Lords are meeting tonight but their table is miss- 
ing! The Surveyors ask the PCs to help find it and 
return it in time. 

D 6 .  ELFFTEOOT STATTON 
~ ~~ ~ 

This large, solidly built booth faces t i e  Main Road. 
d sign overhead reads, “Fleetfoot Station - we 
carry for you.” The booth has sturdy wooden walls 
in back and on the sides, and a solid wooden 
counter in front beneath the sign - it is even has 
a tented roof. A bizarrely clean and neatly-dressed 
half-orc stands behind the counter, noddrng to 
passers-by. “Need us to carry something for you?” 
he asks. H e  has a quill in one hand and a sheet of 
parchment on the counter before hiri. 
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through the Bazaar when he grew wearv and thought of 
turning back. Seeing a half-orc sirting by the side of the 
road, the noble tossed the package and a handfur of gold at 
him and said, "Here, carry this for me."& half-orc, whose 
name was Grahl, decided to accept the commission. After 
he came back, having delivered the package successfully, 
Grahl found that news of his task had spread among the 
nobles. Several more sought him out and paid him as a 
package bearer. Before long, Grahl hired a n  assistant, then 
several new bearers. Then he built his booth and had the 
sign put up. Fleetfoot Station is well-known throughout 
the city ncw, and accepts commissions from people of any 
class or occupation. 

RFSI D E N'I'S 

Grahl still owns and operates the station, though he  no 
longer does any heavy lifting himself. He has four full- 
rime employees and several more he can call ifneeded. 
Graabl can usually be found at the booth - when not 
there he is eirher home (a very nice house eIsewhete in 
the district), in the Marketplace, or in one of the numer- 
ous taverns of the Travelers District (he's particularly fond 
of the Painted Target, location GS). His assistant Cedina 
is usually in the booth with him. f i e  bearers lounge on 
comfortable beiiches in back. 

Fleetfopt is a popular business and often has several 
customers waiting for their turn at the counter. 

Crahl: Half-orc BrbZJRgr3. 

Cedina: Half-elf Expl /Rogl 

Bearers 14): Com2. 

Grahl carries a + I  short sword and wears an elven 
chain shirt beneath a well-made suit. He carries 
39 gp ard a ruby worth 25 gp in a pouch. Cedina 
wears leather armor and carries a short sword and 
a dagger. She has a + I  amulet of protection. The 
bearers rach have a set o f  gauntlets of ogre power, 
which Lrahl supplies and which they have to return 
if they ever quit. 

A c'l'IVI,rY 
Fleetfoot wilI carry anything from the city to another 
location m fetch anything back, within cemain guidelines. 
The objects must be small enough for one person to carry 
by hand, must not be iIlegal either in the city or a t  the 
destinaticn, and cannot pose a danger to the individual 
or require special care during transport. Grahl will accept 
jobs involving plants, animals, and even people, provided 
they meet those guidelines. The cost depends upon the 
size and delicacy of the object, the distance it has to travel, 
and how quickly it has m be there. To carry a full backpack 
ro a city three weeks away c a t s  IO gp. 

the duration of the job. 

"7. DFNNY'S DFALS 

with a large, unwicIdy 
ce the sack starts wnrh- 
r runs off and Cedina 

- L,VL'ILYIIC 'IyyLuaLLlcu c l C C L l U Y l  

sack, and while negotiating a pri 
ing and moaning. The strange 
opens the sack to discover a starved, feverish 
woman. Grahl refuses to carry slaves, since t 
I l legal in the city and asks the PCs to find out \ 
woman i s  and who abducted her. 
The Vasilakos Brothers (see location E2t) annou: 
they d begin ferrying packages and heavy k 
well as messages throughout the city. Grahl is a 
and challenges this new rival to a competition. v( 

can deliver the most packages the farshesr in 01 
gets zo stay; the other has to fold their business 
victor's operations. Grahl hires the PCs ta make sure the 
centaurs don't try to cheat. 

a One of Grahl's runners has disappeared during a job 
- she picked up a package from someone in the city 
and has not been seen since. crahl asks the PCs to find 
het and make sure she's okay. 
Grahl i s  loolung for more pack bearers, and offers jobs 
to the PCs. He d pay them of all fees collected for 
rheir labor, with a minimum of I gp per week, and wilI 
provide them with food and lodging when in the city. 
He also Ioms gauntlets uf o"qe power to each of them for 

nce that 
ioxes as 
nnoved 
Thoever 
le week 
into .the 

This shop looks large enough from the outside, but 
when you pass through the rough wooden front 
door you find yourself in a narrow aisle squeezed 
between overflowinE shelves. All manner of items 

ate 
1 nY 
ind 

pilea upon one anomer. HI m e  Tar eno OT me snop 
a desk has been crammed into the corner, and a 
tiny wizened figure sits behind it, watching you 
intent ty. 

This pawnshop offers a motley assortment of mundane 
goods, but is popular in the district because almost any- 
thing can he pawnd here. 

II ES 1 DE KTS 
Denny arrived in the Bazaar several years ago. At first he 
had a booth in the Marketplace and sold random items of 
dubious quality - many said his goods looked like they 
had been looted from corpses or stolen from inattentive 
travelers. Denny also put out word that he w h g  to buy 
almost anything, and that he would buy items and sell 
them back to the owner later a t  only a slight mark-up. 
Soan his tables groaned beneath the weight of the items 
they held, since Denny never turned away a n  ifem and 
always had money t o  buy them. When a bankmpt spice 



i 

much he COUIO get ror his mop, 
,ansferred his wares to the new loca- 
3s been there ever since. Everyone 

IO the xactly where it is and how to find 
it, and many of the same people who insult his business 
during the day show up on his doorstep at  night, haping 
to pan-n their goods for some much-needed cash. 

Denny is a gnome of middling years, though his rvrin- 
Wed brow, thinning hair and long beard make him look 
older. He owns and runs the pawnshop and lives upstairs, 
He is obsessed with money but fascinated by items with 
strange stories and colorful histories. He also loves secrets, 
gossip. and dirt, and knows far more about his neighbors 
than thev might hke. Sometimes a feIlow named Ball 
helps him, though Ball never works inside the store. 

Denny: Gnome Rogl 1. 

Ball: FtrslJRog4. 

Denny carries a +3 keen short sword and a rnaster- 
work silver dagger. He wears a +3 amulet Of natural 
urrnos under his shirt, and has a ring ufinviribi/ity 
tied to a loop on his beit. The safe behind his desk 
(successful DC 25 Open Lock check to crack it) has 
400 gp and five emeralds, each worth 100 gp. The 
shop contains many masterwork items and a few 
magical ,terns, though the latter are al l  kept in back 
and on11 brought out when specifically requested 
(or wher Denny knows he can sell them). Upstairs 
in his apartment he has another 500 gp, three 
rubies w x t h  200 gp each, and one diamond worth 
400 gp. Fall wears +3 studded leather armor and car- 
ries a + I  keen short sword and a masterwork sap. He 
keeps thleving tools, flint and tinder, a whetstone, 
and a piece o f  chalk on his person at all times. 

h c r  1 v i n  

People ofren duck intu Denny’s Deals to see what new 
items he has procured or to sel l  him some of their own 
belongings. Most customers do so when the shop i s  other- 
wise empty, since they consider it embarrassing to have to 
pawn their possessions OT to covet the cast-offs o f  others. 
Denny is always wiIling to talk to prospective customers 
but will not talk to someone W ~ O  does not arrive either 
with an item to sell or looking to buy. Hi5 first question 
when someone enters is a curt, “Buying or sehg’”  Any 
answer other than one of those two alternatives is met 
with a loud harrurnph. 

He will happily appraise anv item and w d  always point -, 
4 

out faulcs that could-lower the value. ‘?hen he will offer a 
very low price, almost but not quite insulting. Denny Ioves 
to hnggIe, and d actualIy go higher than intended if the 
customer i s  guod at bargaining (less because he was beaten 
than because he enjoyed himself). He will never offer full 

value, even on a brand-new item In XEawless condition. 
When he buys something, Denny reminds the customer 
that he cannot guarantee the item will not be sold before 
they remrn. Denny d happily sell items as well - mu- 
ally at  about 25% higher than its averag- price. Again, he‘s 
d i n g  to go lower if thc customer hag;;ies with him well 
e n o q h ,  rhough he  always mutters about how he’s practi- 
cally cutting his own throat and what a great value the 
customer is getting. If someone comes i n  10 buy back theit 
own item Denny x d  sell it to them at lo!& more than he 
paid for it, citing his operating costs. 

B d  almost always visits under the covet of night, and 
only then when he is confident that no one will spot him. 
As his possessions suggest, he is a burglar who supple- 
ments IIenny’s inventory wirh iIl-go-sten goods in return 
for a cornmission on the saIe. 

HOOKS 
+ A resident claims she saw a strmqer ducking into 

Denny’s Deafs with the necklace stolen from the 
Maskztplace. Denny denies this, a n c  the Lords of the 
Bazaar authorize the PCs to search his store, rhough 
they are warned not to damage anvthing or remove 
anything else. If the PCs do their job properly, the mil 
may lead back to B a l l  - or to one of Elenny’s customers, 
fencing stolen goods of his ONTI. 

* Denny hires the PCs to protect his shop for seven1 days 
- and then disappears. No one knows where he’5 gone 
OT why. - The Lords of the Bazaar have noticed lhat Denny always 
seems to have pIenty o f  gdd  around, ‘ar more than one 
would expect given his business activities. They com- 
mission the PCs to watch him and his store and figure 
eut where he’s getting all that money 

* One [if the PCs browses through DennyS Deals and 
later realizes hek missing one of his own kerns. Could 
he have left it a t  Denny’s stow? hnd, if so, how d he 
get i t  back without Denny cIaiminp it and v n g  to 
“sd“ i t  to him? 

D 8 I F s M F R T LDA’ s 

Ahead lies a booth consisting o f  four long tables 
arranged in a large square with space a t  the center. 
Each table is piled high with clothes, and more 

i r  . Rang rmm r a w s  srarionea in rne cenrer ana racing 
outward. People crowd around the tables, plucking 
a t  various garments and holding them up for exam- 
ination. An enurrnous woman, clad in a strange . * .  . . * .  , . . .  . .  
mishmash ot clothes as i t  she had raridornly raided 

L 

her own stock, stands in the center direaing the 
chaos. 

Esmerdda’s is one of the district’s most popular (and 
improbably successfril) clothing mercha7ts. 



Esmerilda is a large woman with a surprisingly pleas- 
ant face, and an easy-going manner. She has loved 
clothes all her life and always wanted to be a seamstreess. 
Wnfonunately while she inherited her mother’s talent 
she got her father’s physique, which made finding clothes 
difficult, and his massive hands, which made delicate 
needlework impossible. Esrnerilda persevered and as 
soon as she was old enough, she set up her own stall in 
the Marketplace. It began fairly modestly with the hand- 
ful of garments she had managed to sew. A few desper- 
ate patrons bought her clothes, including one man who 
purchased a poorly assembled but. handsomely dyed blue 
shirs. He returned a short time later and demanded his 
money back. A foreigner happened to be nearby and, see- 
ing the shirt, desired it for its bright color. He offered to 
buy it from the other man, who rehsed - but Esrnerilda 
bought the skirt back and then sold it to the second man 
for almost the 5ame amount. He decided to wear it imme- 
diately, and gave her his old shirt in the process. A passer- 
by then offered to buy that s h h ,  and Esmerilda suddenly 
had a new business. 

Esmerilda is ftiendly and very outgoing, and Ioves to 
chat with customers. Esmerilda can tell a persods cloth- 
ing sizes and even shoe sizes a t  a glance and knows exacrly 
which colors and styles will look best on anyone. She 
employs several assistants, a l l  of them deft with needle 
and thread, and can thus spend all of her time haggling, 
examining, and suggesting attire. She has an excellent eye 
for size, coloring, and fashion, and she need never worry 
about the more delicate aspects of her craft again. Her 
employees are all young women of varying races, who she 
keeps buey repairing and altering the garments before 

ChLLlClllUd3 13 dlWdy> ClUWUFU 

merchants, and the Surveyor 
other Marketplace regulars. 
any clothing provided it is dl 
able shape - tears are not a 
are expert seamstresses, but f 
not be repaired. Each type of 
table - pants, shirts, cloaks, 
the racks. Customers can broi 
them up to examine them. ( 
on, though only under Esme 
fair person and offers a reaso 
serviceable clothing. EsrneriFda has an exceUent eye for 
details when it comes to clothes, and c m  identify anyone’s 
garments once she’s seen them. 

=---. _ _ -  . . . . 

HOOKS 
0 Esmerilda calls over one of the Surveyors and shows 

him a shirt she just bought. It belonged to the Merchant 
Prince (see location D16). The Surveyors ask her for a 
description of the seller, and ask the PCs TO help them 
search €or the man. 

0 The PCs are asked to retrieve an important mewage 
that was sent to the Lords of the Bazaar by a spy in the 
Marketplace. The spy said the message would be inside 
the red vest at EsmeriEdds. But which red vest? And 
what if someone else buys that vest before they do? 

a Esmedda has brokered a deal between a cloth trader 
and a tailor. She asks the PCs to go get the bolts of cloth 
and bring them to the tailor, but when they arrive the 
trader and his warel; are missing. Was it a trick or did 
something happen to them? 

D g ,  BATTFRFD BLADES 

W Esmerilba carries a + I  dagger and a sap 
a t  her bdt .  She has a ring ofcharisma on her rig1 
hand and 45 gp in her belt pouch. Her assistant 
carry daggers and sewing implements. Behind th 
table, tucked into her sewing box, is a pouch COY 

taining another 100 gp and a pearl worth SO gp. 

. She i s  a favorite among the 
s always stop to chat. 3s do 
Esrnerilda will happily buy 
x e n t  quality and i n  reason- 
n issue, since her assistants 
rayed or worn material can- 
clothing belongs on its own 
and jackers - or on one of 
me the goods and even hold 
Dutenvear can dso be tried 
rilda’s watchful eye. She is a 
nahlp nrirp for used but stiIl 

table. Even with the added supports the 
groans beneath the weight of so much meta 
:- ---.m-nA .,.;+h ,,mv;Ahr ,C ,.mqnnnp qnrl 

This large booth has only one heavily reinforced 
table 

II - it 
luvrlcu w l L l l  w L . o p , v ~ I ~  armor 

he 
On 

pieces. A Srnal!, stocky man stands behind f 
table, occasionally hammering a t  a helmet set 
the small forge before him. 

Tighe Restin is a weaponsmith and armorer. 
Unfortunately, he’s not a very good one. His 

weapons and armor are seniceable bur not par- 
ticularly good quality and he knows it. Fortunately 

there’s always someone looking to buy cheap equipment, 
and soTighe always finds customers for his wares. He also 
bnys used amor and weapons, and most of the items on 
his table did not mme from his forge. 

1 
- f  
i 
I 

? 
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1410. T H E  'YARD 
e Reqtin i s  often mistaken for a dwarf due to his short 
ire and broad build. He is fully human, however, and 
n 1 1 . 1  s . 7 I .  ,. Thk iinnrriinipd FnatP ci tc <mark i r i  thp mirlrllo n.F mua at me tact, just as ne asserts tmt he IS a solid 

r someone with no magic and no dwarmsh bbod. 
a taciturn man but becomes talkative on three 
weapons, armor, and fishing. Though not a very 

11th he i s  a good judge of metals, and offers low 
but fair money for usable armor and weapanq. Me has an 
apprentice, 3 young half-elf named Worhain who shows 
great promise with metals but is hopeless with haggling. 

Tighe Restin: Exp4SFtrl. 

Worhain: Half-elf Expl. 

Tighe carries a masterwork warh; 
feather aprons are the equivalent c 
He keeps 130 gp tucked into a sm: 
under tbe table on his side. 

amrner and his 
if leather armor. 
111 box mounted 

ACTIVFTI- 
Battered BIades is a busy place and always has B few old war- 
riors hanging around trading stories with Tighe. Tighe can 
examine m y  weapon or piece of armor and tell the owner 
what it is, where ir came from, what quality it has, and how 
much it i s  worth. His estimates on wort11 are based upon 
how muc5 he ~ v d  pay for it, of course, so they arc usually 
about SG% ofthe actual market d u e .  He repairs armor and 
weJpons, even those not bought in his shop, for a small fee 
(I sp for minor repairs t~ armor, 2 s p  for major repairs; 5 cp 
for minor repairs to a weapon and I sp for major repairs) 
and vr i l l  also sharpen blades for 2 cp each. Tighe knows 
more about armor than most of the city's residents, and can 
show someone how to put on or adjust almost any variety. 

HOOKS 
0 Tiighe has several new suits of armor on his table. They're 
in good shape except for obvious signs ofcombat, and in a 
style not seen here before. He tells the Pcs who sold him 
the armor hut insists that he bought it fairly. 
T i d e  mentions to the Surveyors that a stranger had 
his S W Q ~  sharpened recently and was ashng qtiestions 
about t4e Merchant Prince (see location D16) a11 the 
while. The Surveyors know they would be immediately 
noticed so they ask the PCs to stay nearTighe and f o l l o ~  
or capture the man he points out. 
Someone offers Tighe a very good deal on several s1iit.s 
of armor and several weapons, but insists that he retrieve 
the items from a nearby location. Tighe hires the Pcs to 
fetch the goods for him. 
One of the blades on Tighe4 Table, though covered in 
grime, IS clearly a quality weapon, far better than his 
usual w m s .  Once cleaned, the masterwork longsword 
i s  lovely, the work of tme expert. Who would sell such 3 

sword and why? 

. . 1 1 1  - ~ ~ - -  lrl-- _ ._ ~,".-- , .  ... ..,_ - ,  

the Blood Zone. At first, it appears t l i a t  a merchant 
must have folded up his tent and g m e  home, but 
that wouldn't account for the thick ropes strung 
through heavy corner posts, which cordon off 
the square. Two men circle each olher within the 
square, each with swords drawn. b third man, 
wielding an axe, is  venting his rage tipon a hurnan- 
sized post near the far corner. Sebera! Surveyors 
stand near the ropes, watching. 

When the first weaponsmiths set UP shop in the 
Marketplace they quickly realized they would need some 
pIace for customers to test their Ware<. They petitioned 
the Lords of the Bazaar, who agreed to set aside space for 
the purpose within the Rlood Zone.This became the Yard, 
a squaw bounded by waisr-high ropes where weapons 
can be tested safeIy and without incic!ent. Several large 
wooden posts stand about the Yard, as do mannequins 
made from wood, cloth, and hay. 

RFSFDFKTS 
No one funs the Yard - it is avaiIable for anyone in rhe 
Blood Zone to use. It is rarely empty, ,ind usually has a t  
least three people testing armor or wcapons within. At 
Ieast one Surveyor keeps watch here ai. a l l  times, to pre- 
vent accidents. 

Weaponsmiths varies): Expl /War1 . 

Surveyors (Varies): War 3. 

and carry saps or short swords. They may ha 
minor magrc item if the DM wills it. 

l x m  I v i-rr 
Those using the Yard may have any melee weapon and any 
type of armor or shield. Rmged weapons are nor allowed 
here, however - those must be taken to one of the 
archery ranges along the Bazaar's outer edge. Ostensibly 
the Yard is only for testing the amor and weapons from 
;1 Biood %one smith or merchant. PeoFIe often use it to 
bIow off Steam, however, entering the :;quare and facing 
one another in mock-combat.The Survevors make sure no 
one gets seriously hurt. 

I IOOKS 

Two men  face d i n  the Yard, each wielding a longsword. 
Before the Surveyors can step in, one of the men kills 
the other and then flees. The Sutveycn ask the PCS ta 
help lrlcate the man and deliver him for interrogation. 



can complete nis TITST srrme, nowever, ne mops ueau. 
The Suiveyors ask the PCs to help detemrne what 
kilIed h :m. 
A stranpr is seen over near the Yard for several dam 
in a row He warches the various fights and demonstra- 
tions and speaks with several of those involved. The 
Surveycrs want to know his identity, and why does ir 
look $&e he’s recruiting fighten? 

* One day a sign appears on one of the Yard’s boundary 
posts. It says, “Yard entry: 4 cp per person plus I cp per 
additional weapon.“ The Yard ha5 always been free for 
use behire. Why have the Lords of the Bazaar changed 
that policy - or is this someone else’s work? Curious 
hfarket2,lace sellets ask the PCs to find out whar‘s going 
on. 

D I I .  T H E  STANDS 

A flat canopy covers this area, supported by stout 
poles at  the  comers. A tow platform sits at the 
far end, stretching corner to corner, and a heavy 
wooden podium stands at i t s  center. Just beyond 
the cano3y and the platform is a small, solidly built 
wooden shed. 

This open-air auction house stands just  past thP 
Matketplnce near the Jumbles. It sells bulk lots and 
smaller items of higher value. Most people sell their own 
items in the Bazaar, whether they buy a booth or find a n  
interested merchant. Rut some prefer to let others do the 
work for them. Those patrons head to the Stands.The auc- 
tioneerq will sell anvhing that is not illegal and is worth 
a t  least 2 gp. The Stands got its name because it has no 
chairs fer bidders - they must stand before the platform 
throughout the auction. 

RESIDENTS 
A grizzled old human named Silas Link owns and runs 
the Stands. Silas wa5 a rhief in his youth - and a very 
good one at that - but age has caught up with him. 
He initially created the Strlnds a5 a way to fence stolen 
goods bur those davs are behind him; he now enjoys the 
business because ir gives him a chance to handle other 
folks’ valuable and take their money legdv. It also keeps 
the Thieves Guild out of his affairs; he received no small 
number of ominous warnings during his davs as a fence. 
He has severaI assistants and half ;1 dozen security guards 
to help hsm with his work. 

Silas LFnk: Rogl2JExp4. 

Silas’s Assistants (5): Expl /Rogl . 

Stands Guards (6): Ftr5. 

311dh L l I l K  W C d l >  I I td3LCIWUl!% ICULIICI 

protackon tZ, boots ofelvenkind and L I U W ~ ~  UJ wvciri- 

kind, and a +2 keen short sword. H e  carries 20 gp 
and a sapphire worth 30 gp. His assistants do not 
wear armor but they each carry a dagger or a short 

-v sword. The guards wear breastplates and caT 
longswords or battleaxes and large steel shields. 

.4 C‘rr VJ’W 

Between auctions the only people to visit the Stands are 
those to list their items with Silas. During auctions, the 
Stands are packed wirh both locals and foreigners. Silas 
is very careful about his auctions and very up-front 
about his rules. He does not ask where 
an item came from but he wiIl not 
sell anything dlegal or anything thar 
he knows is stolen. When someone 
brings him an item, he examines it 
and estimates its value. An assistant 
writes down the item’s description, 
quantity, condition, and estimared 
value, as well as the seIler’s name and 
a minimum price, if any. During a n  
auction Silas mnds a t  the podium 
as his assistants - flanked by the 
guards -bring each item up one at 
a time. Items go 10 the highest bid- 
der, whu must pay on the spot. Silas 
takes I 5% of the final sale price and 
the Test goes ro the seller. He will not 
sell anything before an auction, but 
can be bribed into letting prospec- 
tive buvers examine merchandise 
privately Silas  is an expert appraiser, 
and is often asked to i d e n t ~  and 
evaluate items, particularly those of 
dubious origin. 

HOOKS 
Silas holds hi5 lat- II( 
est auction, which 
includes a very 
unusuaI ring, beauriful- 1 y 
carved gold with a large ruby. The 
Surveyors are curious about its ori- 
gins, but when they try to track down 
the seller it turns out that he gave Srlas 
a false identity. Silas hires the PCs to 
track down the seller for him. If it’s 
a thief, he intends to give the man’s 
name to the Thieves Guild rather 
than risk h e i r  wsarh. Will the PCs 
allow him to do so? Or will they 
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e Guild and it5 thugs? 
;es Silas of cheating him by switch- 
iiting horn for a replica. Silas denies 
d to discover that the horn has been 

Iced since he took possession of it. H e  hires the PCs 
nd out who did this switch, how they got into his 
, a i d  what they want for the real horn’s return. 
announces that rhe Stands d be dosing down 

ro weeks. But why? He clearly enjoys his work, the 
ness is thriving, and everyone knows him. whv 
Id he stop! A seller hoping to list a large number of 
s with Silas hires the PCs to find out what’s really 
g on. 

- I l u ~ e  of Srlas’ guards have disappeared, along wirh sev- 
eral smallbut valuable items from his shed. He hires the 
PCs to go after them. 

DI 2. CKFMATORlUM 

This foul-smelling stone building has a dour and 
uninvitivg look to it. A trio of chimneys rises from 
the far end and the walls are in serious need o f  a 
scrubbing. In front of the establishment is a stone - 
urn perched upon a tombstone with the won 
“Crematorium” cawed onto it. 

Because of the lack of space for cemeteries in rhe city, al l  
but the most wealthy are cremated when they die. This 
rundown-loolung buiIding fulfills that need for those 

i, 
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are unloaded on the ground floor via wagon. There they 
are sorted and separated before being unceremoniously 
pIaced in one of three incinerator QWRS below ground. 
The ashes of the bereaved are rypically scattered on top of 
the mount above the Dwarven ’District, OF eIse in one of 
two locations to the north of the city Th: crematorium has 
commissioned race- and denominaticn-neutral plaques 
at all three locations to commemoratt: all hose whose 
eanhly remains have been entrusted to their care. 

RES ID E N  T S  

The undertaker, Ohvender SiEes, runs this place with a 
mixture of detachment and ennui. He r2ahzes how neces- 
s a r y  his job is to the smooth functionixg of the city, and 
knows that he’ll always have customes no matter how 
poorIy he works. He and his assistants operate on the 
barely-competent level, and never go out of their way to 
comfort the bereaved who pour through their doors. All 
they care about are the fees that their service5 generate. 

Otwender Siles: ExpS. 

Assistants (3): Exp2. 

There’s nothing that really qualifies as 
inherent to this place. However, wo-thwt 
. f  . . r ,  

treasure 
d e  items 

rnat arrive on tne persons ot tne rec,:ntiy departed 
are quickly found and snatched up by the crema- 
torium’s employees. At the DM’s d scretion, they 
may have any number of filched QhjeCtS in their 
possession. L 

XCTIVTm 
The crematorium dl prepare urns for -hose who wish it 
and who can pay the modest 2 sp charg:. This has earned 
them thhz gratitude of many members of the city’s under- 
class, who otherwise would not be able to afford such 
services. The undertaker, Otwender Siles, takes care of 
each case personally, and even holds up the cremation o[ 
other bodies so that the ashes can be pm3erly gathered for 
the bereaved. This practice stands in stark contrast TO the 
nonchalmt w a y  the crematorium conducts its other busi- 
ness, and many people consider it the saving grace oE an 
otherwise poorly-run service. 

They’d change their tune, however, if they knew what 
Siles’ rea1 business was. The crematorium is more of a con- 
venient front than an actual profession; it helps dispose 
of the evidence while ptoviding plenty of fresh supplies 
for a very profitable body marching enterprise. Siles seUs 
cadavers pidded organs, and similarly gruesome objects TO 

those interested. His clientele are rnosth academics: phy- 
sicians and scholars studying anatomy (iiduding those in 
die Ph ysrcians’ Hall, location 023) .  Occxiionally, however, 



his customers include f a t  less savory individuals, whose 
motives are anything but benevolent. WhaT they do with 
the bodies matters not a whit to Sites; he cares only that 
they pav. AI1 evidence of wrongdoing disappears in the 
incinerators, and even those who ask for the loved ones‘ 
remains have no real way of knowing whose ashes they 
receive, short of divining magics, As galling as it may be, 
the city’s intellecmal community has made some huge 
leaps forward thanks to the cadavers Siles supplies, and in 
his less mercenary moments, he likes to think of himself 
as a parron for higher learning. He’s not stupid enough to 
reveal wh3t he does to anyone he doesn’t Trust, however, 
and his customers - his real custumers - c m  always be 
relied upon IO keep their mouths shut. 

HOOKS 
A vengeful spectre has begun haunting the cremato- 
rium, cmsing all manner of disruption. It won’t rest 
rrnd Sjles returns a valuable ring which he stole from 
the spertre’s mortal body. SiIes hires the PCs to dispose 
ofthe mectre, but won‘t admit that he has the ring. 

m Someone has decided to get even with Siles. They stuff 
the pockets and underclothes of a recently deceased 
body full of an alchemica1 elrploqive, and then wait for 
his underlings 10 pick it up. When i t  hits the incinera- 
tors, i r  will level most of the block. The PCs get wind 
of the plot and must decide 8 they want to prevent a 
caIamitv. 

D 13. SC: RI BNER’S 

This small stall is little more than an open space 
framed by cloth hanging from wooden uprights. 
The clo:11 in front has been draped up and past it 
waits an older man sitting on a Small wooden stool, 
patiently watching the crowd. A second stool, this 
one larger and more cushioned, sits beside him; 

nFSl DFV‘I‘S 
Many of the city’s inhabitants do not know how to read, 
pzrticdarly among the poor and the hurnamoids. Yet 
some siniations require writing or reading. Scribner’s 
prwides the solution to that dilemma. Harrigon is a pro- 
fessional scribe and once worked for Tirakon Karilyn of 
the City Council (see location G22). But he grew older 
and his limbs became stiffuntil he could no longer pace 
the long halls taking his master’s dictation. or rwn up 
the stairs to fetch a scroll_ Finally Harrigon was released 
from his duties. He wandered aimlessly, not sure what to 
do with Iris life, ilintil he wound up in the Bazaar. While 
Harrigon was sitting in a tavern drinking he noticed a 
man nearby writing a h e r ,  and corrected his spelling. 

mrnougn annoyeu ar 11151 t~ i r  i i ia i i  ~rcvvc i ru  ruuup.b to 
ask Harrigoris help a t  finishing the letter, and soon 111 
reading and writing h e r s  for several bar patrons. 
he clearIy had plentv of potential cusromers, Han 
decided to rent 3 stall in the MarkeTlace. Scribner 
been a fixture cver since. 

~ a r r i g o n  is an old man with sharp features and 
deIicate hands. He is not very talkative but is an exct 
listener and he has a great deal of experience convit 
people to open up to him. He runs his shop all by 
self. 

Harrigon: Expl O/Brdl /Wizl 

Harrigon carries a + I  dagger, a wand 
d e s  and a + I  keen knife. H e  does no 
I . I .. u . .  . - _ .. _ _ &  - - I  - 

OfMdgit mis- 
t wear armor 

DUT ooes nave a U ~ L I I C L  cy nuiurui urmor +2. His  
als of ink and his ink pens, plus treasures are his vi 

his spellbook. 

A C T l V I m  
Harrigon will read or write anything for a fee. He w d  not 
agree to do anything clearlv illegal or anything for which 
he can be tried, prosecuted, or punished, llke &king his 
name to a document encouraging treason. He has written 
recipes, bade plans, personal Iwe letters, and a variety of 
other items, and read just as manv. Harrigon can read and 
write over twentv languages fluently and can decipher 
a t  least three more. He charges 1 sp per page he writes, 
double that if written in a dpad or obscure language (DM’s 
discretion). Reading costs half the price (5 cp per page). 
Hamigon can recognize almosr any written language and 
can either translate i t  cleanly or puzzle it out. By accepting 
a job, he guarantees that anything he reads or writes for 
the client w d  remain confidential. Most of his ciistomers 
want privacy, so when ~ a r r i g o n  is working he lowers the 
front cloth to dose off his stall completely. 

HOOKS 
A stranger asks Harrigon to translate a s c d  for him, 
but Hartigon does not recognize the language. What he 
can piece togerher makes him very uneasy, and he hires 
the PCs to protect him against anv fallout from refusing 
the job. 

a Someone hires Harrigon to attend the next Lords of 
the Bazaar meeting and copy down every word they 
say. Why would anyone want a transcript of rhe Lords 
meeting? What do they hope to gain from it? Uneasy 
about the commission, he hites the PCs to discreetly 
investigate his client. 
Someone delivers a message to one of the PCs, suppos- 
edly from a noble they’ve met befote, and though the 
letterhead looks similar it i s  not authentic.They take the 
false message to Harrigon to see what he can tell them 
about its origins and who wrote it. 

Y 
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streets. ~ i n y  shops, and changing pathways. The Compass 
Point offers an easy solution: selling directions for a 
surprisingh reasonable amount. The place also setls tea, 
biscuits, and similar fare, and some Iocals come here just 
for the food and the friendly atmosphere. 

RESIDENTS 
Madame Dwns and runs the Compass Point. OriginaIly 
this house belonged to a successful fur trader, but when 
his business collapsed, several moneylenders put it up for 
auction. Madame acquired it, renovated it, and opened it 
as the Compass Point. She lives on the second floor, which 
is Iarge enough to have several guest rooms though she 
does not rent them out. She bakes all of her own goods 
each morning in the kitchen behind the main room. She 
is a small, rail-thin woman with a pinched face and white- 
streaked black hair pulled back in a tight bun. Despite her 
appearance, she is very friendly and is always willing to 
chat with both strangers and locals. 

The Ca-npass Point is a popular location and everyone 
knows it. This is exactly what Madame and her silent 
partners wanted. ‘She shop is really a fmnt for the Thieves 
Guild and the thin profit it earns is more than offset by the 
wealth of mformation it provides. Madame is the districtb 
Wolf (see Iocation G3 for details). Not only does she col- 
lect the ill-gotten gains of &e thieves beneath her, but 
she reports every afternoon and every evening on who is 
going where, who is doing what, and which wearthy trav- 
elers have umirdered through. Various thieves beneath her 
then act on that dormation, returning any gains to the 
back of her shop for dispersal As a front, her operation is 
perfect, nc  one suspects that she belongs to the Guild and 
even the ne‘er-do-wells spotted slinking out of the back of 
her shop are presumably only there for the pastries. When 
asked about them, she only smiles and says that everyone 
is welcomti here as long as their money i s  good. 

Madame: Rog70JExp3. 

trouble (it would interfere with her disguise othr 
wise) and wears a ring of charm penon. She keel 

(successful DC 25 Open hock check to crack) hid- 
den in her room (successful DC 15 !;earth or Spot 
check to find). 

hC‘1‘ I V 1 7 1 ’  

Madame personaliy approaches everyone who enters. 
She says bello, asks what they would Idse, and is gener- 
aIly pleasant. AIthough not pushy, Madame is very good 
at extracting information and can quickly find 5ut each 
customer’s business, current activities, plans for the day, 
and geperal level of wealth. Her food is good, panicu- 
Iarly the pasrries, m d  her tea ranges from mildly fruity to 
strong and  spiked. 

The thieves under Madame are under strict orders not 
to approach unless the shop is empty. Their mistress has 
gone to great lengths to erect this harmhs  facade, and she 
won’t have some cloddish underling n i n  it just because 
ther can’t wait. Thieves in the district come only in the 
dead of night, and onIy remain long enough to drop off 
their good or receive new orders. Madame smuggles loot 
back to the Thieves Gudd in barrels of Illour or even (if 
the Object i q  small and particularly wluablel baked in 
her pastries. Her operation is one of the most successful 
in the ciry quiet, low-key, and ralung n regular profits. 
Accordingly, the Thieves GuiId has refriin ftom opening 
other illicit business, such as brothels or the like. Madame 
doesn’t % V m E  such activity spoiling her “lmrnless old lady” 
persona. 

IFQOKS 
Madame mentions to the PCs that something has hap- 
pened to the Merchant Prince (see location DIG). No 
one has seen him for several days. She seems genuineIy 
concerned, as rhe two of them get along we!! and he is 
one of her regular customers. 
The Compass Point is closed one morning! Madame 
does not answer the door and her hearth is cold. 
Upstairs, her bed is empty and does not look Ilke it was 
slept i n  last night. Where is she, and is she all right? 
The Thieves Guild (among others) would dearly like to 
know. 
Madame seems frazzled one morning and when asked 
she mentions furnors that people have been selling 
their shops and leaving the Bazaar. ‘I won’t go,” she 
insists, and if anyone asks whether someone’s tried to 
make her she replies “They wouldn’t dare?” Are her 
fears unfounded or is there something going on? And if 
Madame i s  so sure she’ll be okay why does she seem so 
worried, 
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He leaves a short u ile later. The nexf morning is 
body i s  discovered in the Squats (location D35). Did 
Madame kiu him? 

"15. INDENTURE HALL 

One of the largest structures in the Bazaar, this 
house has been maintained better than many 
in the wighborhood. The walls are sound, the 
doors properly hung, and the exterior paint still 
fresh enough to make the place presentable. The 
window all have heavy shutters locked in place 
and two burly guards stand just outside the door, 
inspectiqg everyone who approaches. Despite its 
tidy appearance, something about this place radi- 
ates despair - most likely the people who enter, 
heads h mg low, and eventually leave again, trailing 
behind comeone else. 

Slavery i.; illegal in the city. But this doesn't necessarily 
mean that slavery does not exist here; it just goes by other 
names. The ITIOSE popular is "indentured servitude," and 
the center for that is the Indenture Hall. Those who live 
in the Hall are indentured, meaning they have received 
money in exchange for a pledge to do whatever is required 
until their debt has been paid off. The Hall lets private 
citizens or businesses hire these indentured workers 
in exchange for a commission, and the buyer owns the 
servant in everything but 

though many t h d  he is merely a fig 
abound that the Thieves Guild pulls the sninl 
place, and even that some indentured servanr 
napped from foreign lands. Gast denies them, 4 

but his protestations have done little to  diminish 
ter reputation. 

R F  S I J3 E NTS 

111cu wasr, 
Whispers ___ 
5s on the 
5 are kid- 
3f course, 
I his sinis- 

Gast is a cold, unfriendly feellow, fixated on business. He 
sees people as commodities, and can size up a poten- 
tial worker's strengths and weaknesses after only a few 
moments. Gast uses this s k d  t o  place servants where they 
will be most useful, and many unscrupulous business- 
men come to him whenever they need help - hiring 
a n  indentured servant is a larger up-front expense than 
hiring a new employee, but the servant's contract can be 
manipulated so that it extends for years or even decades, 
and that initial cos1 is more than repaid, especially since 
the employer can give the servant only enough food to 
survive and function. Gast has several guards around the 
f i U ,  inside and out, to make sure no one tries to escape 
and that no one is rescued. As he is quick to point out, if an 
indentured servant has concerned friends and famdy. they 
should pool their money and buy the servant's freedom. 

Cast: Half-orc ExpS/Ftr2/Rog2. 

Guards (4): Ftr4. 

Indentured Servants (Varies): Coml . 
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ofprotection +3 and an amulet of 
carries a + I  dagger and a cane 

! kcen rapier within. He keeps 400 
gp in a safe in his ofice (successful DC 1 5  Open 
Lock check to crack). His guards wear breastplates 
and c a m  tongswords, spears, and daggers. Those 
entering indentured servitude are stripped of every- 
thing except their clothes, though most have long 
since pawned anything of value. Businessmen and 
private citizens enter here only to visit kin or to 
hire servints, and can be of  any  race, occupation, 
or status. 

Most nobles and reputable businesses shy away from 
Gast's services, prefecring less odious ways of procuring 
servants. But there's always plenry who have no scrupies 
about using East and hjs thugs, as long as i t  will find thpm 
&able help and save them money. Cast examines each 
potential servant and will turn away anyone in poor health 
or too frail to handle simple menial tasks. Everyone else 
is examined and interviewed, and Gast notes their name 
and skills on a list. Then he asks how much money they 
need and offers a term o€ servitude in return. For someone 
healthy but unskilled he wiIl offer I gp per year of service. 
Those with moderate skills receive 2 gp per year and those 
with good cmft skills or good combat skills receive 3 gp. 

SpeFlcasrers rarely enter servrtude but C a s t  is eager to get 
them and will offer as much as 6 gp per yeas for someone 
who can cast magic. 

Once rhe terms have been fixed he  -7resents the indi- 
vidual with a contract, which they must sign before wit- 
nesses -- usually hi5 guards. Then Gaf.t gives them the 
money and one day to fulfill any obligztions and set any 
other affairs in order. His guards wiIl Rick down anyone 
who tries to run or hide. The servants ate kept within the 
Hall until hired, and provided with simple beds, rough 
clothes, and plain but filling food, Gxst ~ Q P S  not him 
~ervanrs out for less than one monthi service. If a servant 
dies while working, Gast considers their debt Faid in full, 
but 8 someone runs and escapes, he holds any other kin 
responsible for the remaining debt. 

TlOOKS 
Gast complains that his Ha11 is growjng empty. No one 
is entering indentured servitude anv inore. This should 
be a cause for rejoicing, but what if those people are 
being priIled into something else instvad -something 
even worse? Cast hires the PCs to fin;. out what? going 
on. 
A new servant appears in the Hall. H e  looks a lot like 
the missing Merchant Prince (see Iccation DIG), but 
why would he be there? And if it i s  hiin, why doesn't he 
simply have his men pay for his reIem? The Knights 
hire the PCs to find out ifthat is their leader, and if so to 
help him leave by any means necessary. 
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- 1  , .  . .  
One of the PCs’ friends has fallen on hard times and 
enters Tndenture Hall. Then she disappears. Where 
did she go? Gast won’t say, which is unusual since his 
business is technicdy legal. The PCs have to find their 
friend and help her get back on her feet and out of 
debt. 

m Gast somehow nins afoul of the other half-orc in his 
business: Lucan of LucanS Domestic Service Agency 
(location E19). Soon, Lucan’s thugs (bobgobIins from 
the Nailed Boots nibs see location B23) are attack- 
ing indentured servants all over the city, and scaring 
potential servants into stayingaway from Gast. The PCs 
are asked to find out what happened and resolve the 
cod ic r  before anyone else gets hurt. 

~ 1 6 .  TRADER EORTRFSS 

This building is  not the largest in the Bazaar but 
is one o‘the most impressive. The walls are stor 
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in an irvposing rampart. A pair of double doors 
- polished wood with heavy metal hinges - fills 
the cum ng archway in front and the windows are 
tall, narrow, and arched a s  well. The entire place 
resembk a fortress that’s been shrunk down to 
the size gf a large house. It even has a flag waving 
above ? depicting a full moneybag with a crown 
atop it oder a blue background. 

The Bazaar is part of the city and thus under the control 
of the City Council. The Lords of the Bazaar handle the 
district’s daily concerns and only ask the Council for help 
with extreme situations. But the district has another ruler 
- or so he claims. This is the Merchant Prince, and he 
and his fcllowets use this eccentric structure as their base 
of operations. 

RESIDENTS 

The Merchant Prince grew up as an urchin. He Iived on 
the streets, surviving by his wits, hi5 quick fingers, and his 
sharp k d e .  Over several years he  gathered like-minded 
youths into a large street gang. They began terrorizing 
merchants, destroying theit booths and wares and disap- 
pearing before the Surveyors could catch them. Then the 
gang leader notdied the merchants that he would make 
sure their goods were safe - for a price. Some refused, 
but manv paid the small amount because it was easier 
than worrying or replacing damaged property With that 
money the gang bought a small house and began to live 
comfortably. TheThieves Guild came calling, but the gang 
happily paid the larger organization proper dues, avoiding 
trouble n*hile allowing the Guild to focus more on pick- 
pockets ;rnd burglaries than the protection racket. 
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even bought a larger house and had it rebuilt to r 
a mhtary fortress. 

The Merchant Prince thinks he runs the Bazaar 
iv, the Lords of the Bazaar tolerate him because I 
the place relatively crime-free, and because gettir 
him would be a bigger hassle than simply leaving 
The Thieves Guild allows him to operate unmof 
long as he pays his dues (the Merchant Prince considers it 
a ‘‘fax’’ on “his” property), and the rest of the Bazaar goes on 
as it always has. 

The Merchant Prince is a slender, handsome man who 
looks far younger than his years thanks to his half-elven 
nature. Me dresses extremely well and wears fine jewelry 
and ornate weapons, so that those who do not know him 
well might well think that he is a high-ranking nobleman. 
His manners ate impecmble unless he loses his temper, 
at which point he reverts to street shng and the rough 
namlre ofa  thug. fie Merchant Knights are all rhugs of 
varying races. Some have copied their leader and put on 
airs, while others s t d  dress crudely and act worse. 

The Merchant Prince is not as weaIthv as he pretends, 
since much of his revenue goes toward his clothes, the 
house’s upkeep and the top-notch food and drink he and 
his men have. He keeps a household of several servants, 
but they c o s t  him very little. The most important thing 
for him, however, is not money but respect, and that he 
definitely has.. . even from those who hate him. 

Merchant Prince: Half-elf  RoglO/Ftr3. 

Merchant Knights (30): Ftr3 / Rog2. 

Indentured Servants (4): Coml. 
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The Merchant Prince wears an elvepl chain s h h  
beneath his velvet doublet, and a ring ofprotection 
+2 on his left hand. He has gloves of dexterity tucked 
into his belt alongside his +2 keen short sword and 
silver dagger. He carries 24 gp and two sapphires 
worth 50 gp each in his belt pouch. His men wear 
chain shirts and carry longswords and daggers. 

A C T  I V 177’ 

The Merchant Prince takes a tour of the Bazaar every 
day with at least two Knights at his side. He also spends 
a t  least one hour holding audience, when he conducts 

I 

any business that cannot be handled out on the streets. (- 
Occasionally he summons merchants to his home to 
express his displeasure or revise their financial arrange- 
ments. 
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behind it. 
twhaiit Knights are in disarray. Their Prince has 
rared! They beg the Pcs to help them find him, 
p e  out what happened to him. 
nger approaches the Trader Fortress and spends 
I hours speaking privately with the Merchant 
, After he leaves, the Merchanr Prince surnm~ns 
5. He teIls them that this stranger proposed a very 
ve business deal, but he doem't fully trust the 
4e hires the PCs to follow the stranger and find 
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a The Merchant Prince decides that the dues he pays 
the Thieves Guild are no h g P T  acceptable. The Guild 
responds with ominous rumblings and threats of vio- 
lence. The Lords of the Bazaar ask the PCs to speak to 
the Prince, and get him to change his mind before an 
underworld war breaks out. 

1317. StJRVFY HOIJSF 

2 Marketplace 
hard not call 
s more suited 

IO a rornrortdoie nouse tridri d PWIILC headquarters. 
Flowers trim the tidy front lawn, and vegetables and 
herbs graw in the garden in the back. A t  any given 
time, men wearing the badge of the Surveyors may 

Perched just beyond the edge of tht 
tent, this barracks building tries very 
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This is the headquaners ofthe Surveyors, the Marketplace's 
private security force. 

RFSl  DENTS 
When the City Councd created the Bazaar Distrrct, it 
naturally fell imdet the authority of the Civic Guard. But 
as more penpIe arrived to trade here, and rhe district grew 
more crowded and less ruly, the the merchants began ro 
lose confidence in the Guard's ability tu keep die peace. 
Many of them assigned their best personal guards to 
watch the Bazaar as a whole. Over time these guards 
learned to wotk together, and formed a proup wsponsible 
for the safety of the Bazaar and its inhabitants.Tbese were 
the first S~:rveyors, caIled that both because they look out 
over the district and because they make sure walkways are 
kept dear  and useable. - >1 

' 
The Surveyon report TO rhe Lords of the Bazaar, not 

the City Council. The Lords tax vendors in the district 
and that money pays for the Siirveyors' lodging, clothing, 
weapons, frrod, and salary. The Surveyors handle their own 
recruitment and training, and will accept people of any 

race ana occuparion wno nave rrgiir SKWS. Lne ranK 
and file answer to the Chief Surveyor a d  his lieutenants, 
the Head Surveyors. The Surveyors an. Ba73ar residents 
themselves and are on kiendly terms with must of the 
other citizens here. They know everyorre and every place 
in the drsrrict, and will not interfere with private business 
unless it breaks a city law or threatens personal or prop- 
erty damage. 

206 h-veyors live in the Survey Ilouse. The Chief 
has his own room, as do his five Heads, and each Head 
directs two squads of hvenry Surveyors each. The regular 
Surveyors share rooms, four to a room. 

Chief Surveyor: MarlO. 

Head Surveyors (5): War7. 

Surveyors (200): War3. 
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The Surveyors know their job and any unusual instruc- 
tions come from the Lords of the Baaas, usually dur- 
ing one of the meetings a t  the Crossings (location Ds). 
Criminals are banded over to  the City (hard  for punish- 
ment and iiicarceration - ~rr rvey  House does not have 
a jail. With questions of cordicting arithoriw, the City 
Guard always has jurisdiction. 

Despiie their casual appearance and attitude the 
Surveyors keep a very tight schedule. Each squad patrols 
a particular portion of the district, and they rotate every 
week. Patrols x e  run in pairs, who check in at set loca- 
tions at particrrlar times. Each squad alsc work? either the 
daytime or the nighttime shift, and two shifts overlap. 
At least €out off-duty Survq.m~ stay at the house at all  
times to guard the headquarters, though they iisuaIly sit 
outside m d  chat with passers-by. District residents can 
go to Survey House and request aid if they cannot find a 
Surveyor on patrol; someone will be dispatched to look 
into the matter. 

PCs may pin the Sunreyors withoui much problem. 
Even low-leveI PCs will have skills and powers bevond 
those of most Surveyors. Supplanting one ofthe leaders w d  
be a tricky matter, however, as they are a tight-knit bunch. 

HOOKS 
Someone has attacked Survey House, killing or inca- 
pacitating the Surveyors there and srtting fire to the 
building. who would do such a thing? Many of the 
Surveyors are too injured to investigate and instirution- 
a l  pride prevents them from throwing themselves upon 
the good offices of the Crvic Guard; t h y  ask the PCs to 
help them instead. 
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or oastructmg nrs business in oraer to ala a local nvar. 
T h e  Lords of the Bazaar hire the PCs to look into the 
marter ro spare the Surveyors the obvious conflict of 
interesr. 
One e\ ening 3 Surveyor patrol does not reach part of 
the BaTaar. The next morning they still do not appear. 
The Surveyors are patrolling as normal, so they must 
be delr'3eratelv avoiding that area. But why? The Lords 
of the Kazaar ask the PCs to investigate, and to provide 
protectiou in the interim. 

DE8. TIIF SILKEN Y F I L  
rhis sma'l stal1 is draped with silken scarves in several 
colors, forming a filmy but surprisingly effective blind. 
Inside is a single small round table, also draped,with a crys- 
tal ball a t  its center, Lady h d a  (Elf Rog4) sits behind the 
table, waiting patiently for customers who wish to know 
their fuhire. Anda is an elf, though that is impossible co 
see since ihe wears more dk scarves wrapped around her 
head and one over her face. She claims to see the future 
bur most of her "visions" are shrewd guesses based upon 
her ability to read people. She keeps 
a silver dagger at her side €or 
protection. 

tu ~ T S I  glance ~ n i s  srani IOOKS very simuar TO m e  x i K e n  

Veil - it is roughly the same size, has colorfuI drapes 
hanging across the front and making up the back and side 
walls, and has a single table inside. There is no cry: 
however, and Deeda (ExpQ), the owner, does nc 
mystic powets. What she does claim is the ability t' 
out a person's potential soulmate in record time 
is one of the Bazaar's nosiest peopje, though she 
enough rhat other residents tolerate her or even 1 
She knows everyone, which helps her de-Terminc 
her clients should meet. For additional money she 
lip the meeting herself, either ovedy  or subtly; L 
a human of middling Years, and she carries a masterwork 
mace which she swings with surprising skill. She also has 
a dagger and a ring ofcmputhy 

DZO. STOCKYARDS 
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This large open atea holds the cattle, oxen, sheep and 
other livestock brought for sale a t  the Bazaar. Rather than 
scatter them throughout the district, the Lords of the 
Bazaar set aside an area right in front, just off the main 
road and facing the Main Gate. They fenced it and cre- 
ated the stockyards. A11 domesticated animals larger than 
knee-high or more numerous than twenty are placed here 
prior to sale. SmaIler interior fences block off areas so that 
ddferent species can be kept separate. 

RESIDENTS 
Agrizzled oId dwarf named Crain runs the stockyards. He 
does nor care for animals much but he is good at Iogistics 
and iq not bothered by the stench ot the droppings or the 
noise. Crain has ten assistants of various races. 

Crain: Dwarf Exp4/Brb3. 

Crain's Assistanfs (10): ExpZ. 

Crain carries a masterwork whip and a + I  short 
spear. H e  wears dwawen chainmaif. He keeps IO0 
gp in a locked strong box (successful QC 20 Open 
Lock check to pick) in his office - a small shack in 
the center of  the Stockyards. H i s  assistants each 
carry whips and short spears and daggers, and wear 
leather armor. 
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HOOKS 
The PCs stop by the Stockyard but C r a b  is not there. 
Instead they meet an officious little man named Marlin, 
who tells them he is now in charge there. Why would 
Crain have left and where did he go? Something i5n’t 
right, and it’s up to the PCs tQ figure it out. 
A trader delivers a handful of cattle and then disappears. 
Crain hires the PCs to find out who he is, where he 
went, and why he would leave behind valuable mttle. 

* Someone opens all the gates within the Stockyards and 
all the animals get loose inside. Crain hires the PCs to 
lend a hand putting everything back in otder, then asks 
them to find out who did this and why. 

D2J. SL. .ZU~HTFRHOUSF 
Right next TO the Stockyards i s  a long, low budding that 
reeks of blood. This i s  the Slaughterhouse, where Iive- 
stock is turned into meat and hide and horn. A large man 
named Handsome Harry (Brb3/Exp2) - so large and 
ugly manv mistake him for a half-orc - runs the place. 
H a r r y  is fully human, though extremely big and strong 
for his race, and he carries a masterwork hammer (treat as 
a wathammer) and a masterwork skinning knife (meat as a 
kukri and assume that Harry  has the appropriate weapon 
proficiencv) that can kill and flay people as easily as cattle 
and sheep. He and Crab are good friends and work closely 
together. Harry runs a tidy side business selling horns and 
other parts his customers don’t borher to C d e C t .  

D22. EXOTIC DFLTqHTS 
This small shop’s side walls are covered in cartons, each 
conrainhga different spice. Olien andTerrianda Fleuteren, 
the gnome pair who own and run the shop (both ofthem 
Gnome ExpSlDrd1) know every spice by name, appear- 
ance, scent, and property and can advise clients expertly 
on their purchases. Most of their spices are purely for fla- 
vor but some have mild medicinal purposes and a few can 
be poisonous if used in large measures. The FIeuterens are 
well-liked and treat most of their neighbors Ilke favorite 

74.23. BLFSSFD THTNQS 

I This booth looks like a temple collided with a 
tinker’s cart. Religious icons hang from hooks all 
around the walls, interspersed with Daintings and 
scrolls, while statues, goblets, candlesticks, jewelry 
and even weapons completely cover the tables. A 
large box to one side holds chips of  rock, with a 
sign proclaiming, “Spire Fragments!” tacked to the 
front. 
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) nieces and nephews - they often disappear for weeks on 
end, only to return with new spices and small toys and 
trinkets for the children. They sometimes require the p ~ o -  
tectiw sen ices  of advenruress for these journeys. 

Brian Ash: Expi’/ RogZ. 

Crif: Half-orc ExpSJBrd3JRogl. 
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BAZAAR DISTRICT 

a rnaster.vork dagger. Grifwears a + I  chain shirt and 
carries a +2 mace and a dagger. He has 40 gp and 
a ruby w3rth 50 gp in his belt pouch. An unlocked 
strong b3x hidden inside a small reliquary in the 
booth (siiccessful DC 20 Spot check to notice) con- 
tains 251, gp and 300 gp in assorted gems. 

ACTEVTT?' 
Brian will enthusiastically examine any religious astifacts 
brought t n  their stall. Grifwill de his best TO sell anything 
and evervthing to anyone who approaches. Most of their 
wares are mundane religious items, and mosr of the relics 
are fakes -but a few are very real, and (at the DM's dis- 
cretion) surprisingly powerful. 

HOOKS 

One of the relics. allegedly the finget of a demigod, 
disappears. Brian admits rhat it was a fake - the case is 
old enough and from the right region but the finger i s  
recent and mundane. So why would someone steal it? 
Brian and Grifhire the PCs TO find out. 
Gnf runs into the PCs and is clearly terrified. Brian is 
away on one of his gathering expeditions, and one of 
the items in thpir stall just started glowing. Grif has no 
i d e a  what to do, and begs the PCs to hefp him. 

* Half the stall's contents suddenly blacken and crumble 
one mcming. Grif is both furious and frightened, and 
asks tht. PCs to find out what's going on. 

D24.  RFMFDIFS 

This handsome little store h a s  all the marks of a 
profitable, well-tended establishment - the walls 
are smwth and clean, the windows sparkle, the 
floor gle?ms, and everything rests neatly in i ts  place. 
A small 3ell tinkles on the front door, announcing 
the presence of visitors, and the place smells of 
mint, jasvine, and a few other unidentified scents. 
The shop is pleasantly tool and just stepping inside 
invokes a feeling of  relaxation, as does the welcom- 
ing smite of the woman behind the counter. 

The Bazaar has several shops and sraIls that sell herbs, 
flowers, chemicals, and remedies. Some are better than 
others. Rwnedies is one of the best. It is well-known in 
the distrirt, and everyone agree? that Mirielle knows her 
craft and treats her customers fairly. Those who frequent 
other aphecaries do so for one of three reasons: they are 
more interested in saving money than in buying the best; 
they have angered Mrielle and have been banned from 
her stow: or they owe her money for past purchases and 
wish to avoid her. 

ence and a fnendly bu reserved manner. 
loose, flowing robes and carries with he 
of ffowers and herbs. Her cousin Ninevel 
shop, and indeed ofcen funs it completely 
Bazaar's current Council representative, a 
called away for long m e e h g s  a t  the Couns 
tiQn 11). 

Mirielle: €If Drd 8/Exp4. 

Ninevelle: Elf Exp3/Drd2. 
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the counter. Ninevelle carries a bongsword, a dag- 
ger, and a scroll of entangh. 

ACTIVITY 
Mirielle does not work magic in her shop, but she does 
not need TO. Her herbs and other remedies can cure many 
Illnesses, ease many pains, provide added strength and 
resilience, and solve other minor physical and mental 
problems. She stocks herbs, minerals, flowers, seeds, and 
even rnos organic spell components. She does not sell 
poisons, however, and will nor sell dangerous remedies in 
quanriries large enough to cause ham. 

1100KS 
MirielIc has been receiving threatening notes tacked to 
her shop door in the mornings. Sher hires the PCs ro 
shadow her and protect her from harm. 

* Someone breaks into Remedies and steals severaI pow- 
erful herbs that could be used ro creare poisons and 
other harmful concoctions. MirielIe is furious and hires 
the PCs to find and punish the thieves. 
News reaches Mirielle that a smnger claims to have sev- 
eral heTbs she has heard of but never seen hersetf. She 
asks the PCs to check him out and, if everything seems 
safe, approach him about buying the herbs. 

D25.  LAND OF TONTCS 
This staIl in the Jumbles (the proprietor wanted to set 
tip shop in the Earner's Market but was forbidden entry 
there) is the opposite of Remedies. The owner is a gnome 
named Transom (Gnome Exp5/Rog2). Once cusmmerS 
tell him their problems, he goes to his racks filled with 
bodes  and vi& of varying shapes and sizes, selects a 
bottle more or less a t  random and sells it to them, promis- 
ing that, if they take it properly, it will heIp. The bottles all , 
contain the same mixture of cheap wine, fish oil, and vari- C. 
o w  herbs, which acts - ifit acts a t  all - as a mild laxative. 
Whenever people return and complain, however,Transom 
replies that they must have used the tonic incorrecdy. 

I 
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magical tattoos as well. 

R BS I D E N‘I’S 
Nhalgren is a tall, slender young man W ~ O  wears his long 
brown h a h  pulled back in a braid. He also wears a sleeve- 
less shirt to show off the tattoos along his arms. A5 a boy, 
NhaIgren showed a fIair for two things: a r t  and magic. 
He became a wizard‘s apprentice at the Arcane Academy 
(location K2), but was kicked out for disobedience. He 
tried his hand at art next, but preferred mk to paint and 
found that there was not much market for ink drawings. 
Eventually be wound up in the Bazaar, where he was 
lucky enough ~5 find work assisting an ink and paper 
seller named Mynis. Nhalgren Ioved paper and ink and 
had a good eve for both, and with his help Myrtis’ bnsi- 
ness flourished. 

Then one day, a traveler appeared, his skin covered in 
strange bhe  traceries. It was the first time NhaIgren had 
ever seen a Tattoo and he was fascinated. He left that night 
and was gone for two years, but when he returned he had 
mastered the art  of taaooing. A new sign was then added 
to Mynis’ booth: “Tattoos Available Here.” That proved 
popular, and soon Nhalgren and his mentor had pur- 
chased an actual shop, the front half for writing supplies 
and the bask half a tattoo pador. Borh halves have done 
well, though with slightly dlfferent clientele. 

Nhalgren is still a rebel - he hates being told what 
to do, and d argue with clients if he does not approve 
of theit tattoo design. Myrtis is short and solidly built, 
with thinning white hair and a friendly smile. He Ukes to 
chat and sometimes forgets details bur he never forgets 
a name, a face, or an ink. Both men’s fingers are pema- 
nentIy ink-stained. 

Nhalgren: Exp6/Sor 4. 

3 Myrtis: Exp8. 

A c‘r I v i-rr 
Inks carries every type of ink, writinf: implement, and 
paper or parchment imaginable (save truly homfic materi- 
als, like parchment made from human :lesh). The quality 
Ofhfyrtk’ wares is excellent and his prices are fair. Anyone 
buying in bulk, or buying repeatedly, gets a 10% discount. 

Nhalgren is a gifted tattoo artist, capable of creating 
masterwork tattoos and of imbuing thesc images with any 
sorcerer spell he knows. The bearer of the tattoo can then 
msf the spell as if he were a 4th level wizard or sorcerer. 
It can be cast as many times per day as the character’s 
Intelligence bonus d allow - in othw words, if some- 
one with an Intelhgence score of 12 gers one tattoo with 
a ISt-levei spell, he can cast the spell once per day. Casting 
the spell does not require components. The total number 
of bonus spells available ta a character is the madmum 
number of spell-imbued tattoos he cm have - thus 
Nbalgren, who has an Inzelligence score of 18, can have 
only four spell-tanoos. Treat each spell. tartoo as a magic 
item for purposes of detection and dispelling. The tattoo 
is destroyed if The image is removed cx‘ marred beyond 
recognition. Nhalgren charges 5 g p  for a smalI mundane 
taFtOO and 25 for a large one. SpelI-rartoos are always large, 
and cost 500 gp for a 0-level spea, 1,QOC gp for a lSt-level 
speu and 2,000 gp for a 2”d-1eve1 spell. Nhalgren is very 
picky about the customers to whom h t  will grant spell- 
tattoos, Ultimately, it is up to the DM whether or not he 
chooses to give one to a PC. 

HOOKS 
A stranger enters Inks and demands a speU-tatroo. 
Nhalgren refuses and the man warns that he’ll regret 
his decision. Nhalgren hires the PCs to find out who the 
stranger is, and protect him and Mytt  s if necessary. 
NhaEgren hears of a strange new ink developed in a 
foreign land chat possesses magical pnperties. He hires 
the PCS to fetch it for him ifpossible. 
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He hireq the PCs to locate and, if necessav, rescue his 
partner. 

D27. MJDWAIY 
This strip dong the main road has seven1 stalls facing it, 
Each stall contains a game of chance or skill (or both), 
designed to enterrain visitors and take their money. At 
one stall people pay 3 cp to throw three s m d  darts at an 
apple b o b k g  in a water barrel. Another booth has people 
guessing which numbers a pair of dice will reveal - those 
who p e s 4  right win a prize. Another has several strange 
knots ofstring, and people pay for the chance to try nnrav- 
ding them before an hourglass runs out. An so on. Some 
of these gimes are rigged to prevent the customers from 
winning, hut many are good, (relatively) honest fun. 

D28.  PATCHWORKS 

and orgaiized, with items - hooks, wooden feet, 
glass eyes - hanging from hooks or resting on the 
lined anr  labeled shelves between. A figure 5its on 
a stool b!~ a long padded table in back; he looks as if 

This shop looks as if it were pie( 
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and seveval other elements, and looks as if it would 
f a l l  apart in an instant. The interior, however, is neat 
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R F S 1 IT t: N'rS 
Ironjaw Lethair was a barbarian healer of some renown, 
as admired for his crafting skdls as his combat prowess. 
Unfortunately he had a string of bad luck, and with each 
unIucky encounter he lost another piece of himself, the 
first and worsr being his lower jaw. Each rime, Lethair 
replaced that part with a prosthetic, and dove back into 
bastle.WLen he lost his right Eeg: below the knee, however, 
even he rraIized it was time to hang up his battleme. H e  
came to the city and tried his hand as a woodworker but 
had trouble adapting to the quiet Iife of a craftsman. Then 
an old comrade stopped by for a visit. Lethair's fnend had 
lost his 1e:'t foot to a troU attack a few months before, and 
whde visiting he complained about the clay ball his sur- 
geon had Tiven him as a replacement. Lethair carved him 
a new foot from hardwood, which fit in his old boot and 
was considerably more cornfortable, more agile, and more 
attractive than the clay ba11. Word got around, and soon 
Lethair fomd himself busy making a variety of prosthet- 
ics. H e  enioyed the work - and the idea of helping those 
who had suffered as he had - so he found a new location 
and reopened his shop as Patchworks. 

Lernarr IS a gnzzrca nair-orc wnose 
scars. H e  has a n  iron lower jaw, a hars 
leg and foor, a jade upper right ear, and 
carved from a strange green wood. H 
doesn't know how to raIk to anyone except oth 
riors, and gets particularly flustered around worn 
children. Ironjaw misses the thrill of combat but 
he's too old and too damaged to fight any more. Ins 
spends his time figuring out ways to repair other n 
warriors so they can be as deadly as ever. 

Ironjaw Lethair: Half-orc Brb71ExpS. 

:r war- 
en and 
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tead he 
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hide armor st i l l  stands in the corner and 
battleaxe still hangs above his worktabl 
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Lethair no longer wears armor. thou& his suit < 
' his +Z ~ e e n  
le. When he 

goes OUT ne carries a + i  irgnt mute rashioned to 
'rs a t  
him, 

resemble a walking stick, and he has two dagge 
his belt. He rarely carries more than 20 gp on 
though he h a s  another 30 gp back in his shop, 
about as loose change. 

lying A 

i a 

ACTIV I ' IY  

Lethair is an excellent woodworker, stone carver, and 
metalsmith, and his particular forte lies in body parts. 

e has a variety of materials around his 
shop, from soft woods to hard metals 

to stones to s a ,  and selects the one 
that will be both most useful and 

most comfortable for the cn5e at 
hand. He examines each cus- 

tomer's wounds carefully, then 
discusses options until they 

agree. Then 
he names his 
price, which is 
quite fair for the 
amount and qual- 
ity of work. He d 
take detailed mea- 
surements of the prosthetic 
site, but will insist that the customer h ,  
come back several times for fittings. 



A replaceqent digit (finger or toe) 

A replacenent nose or ear (nonfur 

Replacinp a section of  flesh (with s 

A simple shape (like a ball or a ho 

A real stic but stationary hand or fc 
&gL $ A replacewent foot that can flex lil 
Y ...... 

- 

cost 

1gP 

ictional) 2gP 

omerhing like silk) 1 gP 

IOt  4 w  
te a real foot 6gP 

l0gp plus 

ok) for a hand or foot 2gp 

A replacement hand that can open and close 1QgQ 
A weapor to replace a hand (or foot) 

cost of weapon 

cost o f  each 
part plus 5gp 

doubled cost 

rfnubled cost 

A hand or foot with variants 

(can be swapped out) 

Replacements in iron instead of wood 

A replacement hip, jaw, or other bone joint 'OEP 

Replacements in semiprecious stone 
(marble, jade, etc.) tripled cost 

Replacements in tripled cost plus 

precious metals the cost o f  the metal 

Replacements in tripled cost plus 

precious stones the cost ofthe stones 

A perfect replica of the 

damaged /missing part 

normal replacement 

cost plus 15gp 

HOOKS 
Lethair has heard rumors of a strange new material 
wirh the density of stone, the flexibility of soft wood 
and thr strength of hard metal. He could 
create amazing limbs with something 
Ne thx, so he asks the PCs to travel to 
the land where the material was suppos- 
edly discovered, ve+ the rumors and 
bring back the material if possible. 
k tha i r  receives a message aslung him TO 
see a new customer but at a location that 
makes him uneasy He agrees, but asks 
the P C S  to shadow him and make sure 
nothine goes wrong. 

D Z ~ ,  TFRFN'S SURGERY 
?%is largtx, solid building is near the Main 
Gate on &e far side of the  Markerplace. 
TereR, The man who runs it, has been trained 
as a healer and surgeon (ExpS/&d2) and 
uses his skds  to aid the wounded and 
diseased. He will use herbal remedies to 
reduce swelling and pain but generally 
resorts to hi5 scalpels and needles to repair 
genuine damage. Teren i s  very good at 

surgery, and the locals will usually come to 
him rather than malung the lengthy trip to 
Bonata's Hospice (locarion €W). 

n3o. c:om F X C I I R N ~ F  

This building is not very large but it is well-built, 
with rough stones fitted tightly togetier and a neat 
tiled roof. A door stands along the side but in front 
i s  a narrow window with a wide wooden sill. Bars 

counting something on a table off to one side. Two 
dwarven guards stand or? either side o f  the door, 
with two more beside the window. 

A dwarf named Crezig runs an exchmge here, where 
he w d  accept foreign coin and exchange it for the city's 
own. 

RE Sl Fh T S  

Crezig has always loved coins, counting and organization. 
He studied with several merchants in E is youth, learning 
how much different coins were worth, and then set up his 
business in a small staH near the front of the Marketplace. 
 is success allowed him t o  build this shsp a year later, and 
be has been a Bazaar fixture ever since. 

Cra ig  is a dwarf, though he is taller and slighter than 
most of his kin. He is obsessed with money - less with 
possessing it than with knowing eveqlhing about it - 
and will jump a t  the chance to study a 1 unfamiliar coin. 
He has several cousins - rugged veterans of the Dwarven 
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Militia and the City Guard, all of them - defending his D3I. T A ~ ~ ~ - s  
shop a t  all hours, since he lives elsewhere in the Bazaar 
and does not bring the coins home with him. He does, 
however, have a private collection of rare coins in his bed- 
TOOXI. 

Crezig: Dwarf Exp9. 

Guards (4): Dwarf FtrG. 

11u11g L l l C  lll"3t 
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part icu la r. 

Every marketplace should have a junk shop - a t  least, 
that's what Tandy believes, and she is only too happy to 
oblige. Her booth sits in the center of the Jumble and 
is easily the m o ~ t  disorganized collection of worthless 
items in the entire city But Taandy doesn't seem to care. 
And, despite the mess and the fact that most of her wares 
are broken and useless, she always has peopIe browsing 
through the piles looking for unsuspected treasures. 

A C T l Y l n  
Crezig can exchange any foreign coin for local currency 
He can also appraise and exchange gems, bars of metal, 
carved bole, and almost anything handheld that is used as 
money somewhere. He charges a 5% fee for this exchange, 
and will ply the customer in their choice of  coins, bars, or 
gems. Crezig is also the Bazaar's resident currency expert 
and will idcnrify a currency's origin, name, content, and 
value for I sp per fact. None but he ever enters his shop, 
and the guards will stop anyone who tries to enter. The 
currency heing exchanged is set on the outside of the win- 
dow sillfpr Crezig to examine, and if the customer accepts 
his rare the currency is passed through the bars and the 
payment is slid back across. The Surveyors routinely wak 
past the Coin Exchange on their patrols. They are on good 
terms with Craig's guards, and wilI willing help out if 
anything 5eerns amiss. 

RESIDENTS 
Tardy is a large middle-aged woman with pIain feamres 
but a warm smile. She mmes from a wealrhy family and 
has an apartment in one of the nicer buildings in the 
Bazaar, and more than enough money saved up to support 
herseLf She loves people, however, and loves bargains, and 
loves hunting through piles and finding random objects. 
Thus her staIl i s  perfect for her. She gets to talk ta crrstom- 
ers and dig through junk all day long. 

Tandy: Exp3. 

I 

. "  

Tandy has 16 gp in her belt pouch and another 
gp in a small pouch nailed under the inside ed 
of one table. 

HOOKS 
Will wonders never cease' Crezig receives a stack of 
coins he has never seen before and cannot idenrify 
He hires the PCs to find out more about the man who 
broughr them. 
Someone kiUs or incapacitates Crezig's guards and steals 
all the money from his shop. The Surveyors search for 
the cul?rit but Crezig hires the PCs to investigate as 
well. 
A stranger inquires whether Crezig will accept deeds 
and titles as currency, and suggests that he may have 
several soon -for right land here in the Bazaar. Crezig 
tells the Surveyors, who ask the PCs to follow the 
stranger without being noticed. 

ACTIVIlT 
Tandy will buy anything that can fit on her tables. She 
isn't picky but doesn't offer much money in return and 
usually buys in bulk: 1 sp for a pouchful, 3 sp for a sackful. 
She prices her items randomly, at usually no more than 
2 sp each, and will happily accept a few silver pieces for 
someone to fd up their pouch with as much as it can hold. 
Most of the items OR her table have little value, but many 
are still usable and a few are actuauy worth money. Minor 
magic items show up in the pile as well, but Tandy rarely 
recognizes them as such. 

-1 

HOOKS 

Tandy has a new pile on her table and it's all i n  unusual- - 
ly good condition: clothes, weapons, belts, belt pouches ( 
and even some jewelry When asked, she says a srzmger 
sold it to her a t  her usual prices. The Surveyors ask the 
PCS to help them track the seller down and find out 
where he got all these items. 

I 
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a strange ring in her pile. It is old and 
i both valuable and possibly magical. 
j to find out more about it, and see if 
otential buyer. 
mdy one night but does not rake her 

money. They take everything off her tables, however. 
Why would anyone want that much junk? She asks the 
PCs to investigate for her. 

* One of the PCs has sold a pilc of old clothes toTandy, 
and realizes too late that a valuable possession was stuck 
in with them. The PCs go co Tandy's but the item is 
gone. Now they haw eo rrack it down and hope the new 
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D3.2. THE STALLS 
This mw of staIls right on the edge ofthe Farmer's Market 
facing the Jumble contains a variety of  foods, all ready TO 
eat. One stall sells gnlled sausages, another has roasted 
corn, anather has hunks of grded meat and fresh-baked 
bread, and so on. No two stalls have rhe same food and the 
owners Cooperate more than compere, directing custom- 
ers TO whichever food they fee1 &e that day. Borh visitors 
and residents stop a t  the Stalls for their meals and eat 
while wallung around, or find a quiet place to lean or sit. 

D33. HAZARD STABLES 
The Stockyards (location D ~ Q )  occasionally holds horses, 
but onlv wild ones intended for purchas? and breaking. 
This stables holds trained and broken horses people wish 
to trade OT sell. The stables' name is actually from the first 
owner. a half-orc named Hazard. The currenr owner is a 
man named Van (Corn4), who employs several younger 
men and boys (Coml) to help keep the stables clean and 
the anim:Js webfed and well-tended. Van will rent out 
stalls for a night or two, in case a traveler does not want 
to leave his horses in theTravelers District, but he prefers 
co keep only those animals intended for sale, and be helps 
arrange sales for a percentage of the final price. 

D34.  SQUATS 
Just back from the main mad on the opposite side from 
the Marketplace and behind Falden's Farm is a n  empty 
stretch wjth scattered tents. This is the Squats. Most 
visitors stay in the Travelers Districr, but some cannot 
afford those lodgings - or have been refused cnrrance. 
The Bazaar has several buildings where a visitor can rent 
a room for the night, but by far the cheapest alternative 
is the Squats. Here a visitor can pay I cp per night for 
enough space to pitch a rwo-person tmE, or 3 cp to rent 
a tent that? already set up. The tents are clean and empty. 
Mardel (half-elf Corns), who runs the Squats, will accept 
anyone provided their money is good, and he will eiect -._.- > anyone who makes too much noise or starts a fight with 
other customers. The Lords of the Ba7mar are not thsded 
about the Squats but they recognize the need for cheap 

housing and so t 

always swing past 
for the slightest si 
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much bigger than most of the dwl4lings in this 
district. 

The F a h h  Farm is an anomaly and a :hrowback - rhe 
last patch of farmland in a district othvrwise ovemm by 
commercia1 development, still farmed by rhe descendants 
of the family that refused to sell it. 

R F S l  DF N'I'S 

When the civ was first created this entire area was used 
for farming. Rut as the merchants grem roo numerous to 
stay inside the city walls they migrntec here, and finally 
the City C Q U ~  bought up the land and rented it to the 
traders and merchants, creating the Eaza3tTo speed ~ r p  the 
process they offered the  farmers an excellent deal: mare 
money than the land was actually worth, plus as much or 
more land farther OUT at far below the going market price. 
Everyone jumped at the chance TO make some money and 
increase then hoIdings - ai1 for except on? family. The 
hldens had been one of the first to pla:it crops here, and 
they stubbornly refused to sell their I md. The coimcil 
doubled their offer and halved the price they wanred for 
the land beyond, which angered the cther farmers, but 
still the Faldens wouldn't sell. Several (Iouncil members 
advocated removing the stubborn famil*/ through force of 
law (or jusr plain force) but others pointed out that they 
owned the land legally and were valued citizens. Findy 
the Council decided to let the marter Jrop. They hoped 
that, once the Bazaar was in hIl swing, the Faldens would 
get tired ofheing surrounded by traders and would accept 
the offei and move. They even set up the Stockyatds and 
the slaughterhouse right by the farm, hoping the ?me11 
would encoutage the family to leave. 

That never happened. Instead the Fadens formed alIi- 
ances with their new neighbors and quickly became a 
fixture. ' he i r  descendants have been here for ages and 
they show no signs of giving up. The other residents have 
come to consider the Faldens as their cwn rebcIs, and as 

a symbol of their district's independence. Several yeas 
ago a wealthy noble decided he wanted the land and used 
threats and violence to bully the Faldens, but his hench- 



men qu~clclv lound themselves surrounded by angry mer- 
chants and shopkeepers, and the City Guard had to rescue 
the rhugs by arresting rhem. No one has threatened the 
Faldens since. 

Hans Falden, the current patriarch, is in his nineties but 
still heaIrhy and active. His d e  Bridget i s  only a few years 
younger ‘rut, except for her snow-white hair, could easily 
be mistaken for someone less than half her age. Their KWO 

sons and three daughters still live the f a r m  as well, 
along with the sons and two elder daughters’ spouses and 
c h i k e n .  

Hans Falden: Exp41Drdl. 

Bridget Falden: Drd2. 

Other Faldens (17): Exp2. 
- 

The Faidens carry knives (treat as daggers) and 
whips bt:t no other weapons. Hans does have a 
-+ 1 dancing longsword that belonged to an ancestor, 
which h;ngs above their mantle. He also has 40 
gp and 6 sapphire worth 100 gp tucked away in a 
strong hox (Successful DC 1 5  Open Lock check to 
pick) bereath a trap door in the family room. 

ACT I V I T1’ 
Falden Farm is a working farmstead. They have plots for 
vegetable. and grains and pens for cattle, sheep, pigs, 
chickens. and horses. The haldens have a stall in the 
Farmer’s Market and bring their meat5 and dairy and pro- 
duce there every day 

IIOOKS 
Johann Fdden, Hans’ eldest son, approaches the PCs. 
An anotiymous Lord of the Bazaar has been pressuring 
them to move, and Johann wants rhe PCs to find out 
which Lord ir is and make him or her back off - but 
withour alerting his father or the Suweyots. 

* l h e  taldens livestock starts d v i q  
ease or is someone targeting thei 
the family into moving? No one i i  

them figure it out, so they turn tc 

tion. 
Hans’ youngest daughter, Gerta, h 
thinks she’s run off, since Gerta is 
re+ lhed living on the farm. €It 

her and bring her back, or a t  lea: 
her. 

D 3 6 .  R O T B U R N  TMPQRTS 
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A storefront dominates the first floor of this large 
two-story buitding. Wide panels, resembling over- 
sized doors frequently used on barns, open up 
during the day to reveal a vast store filled with 
hundreds of different trinkets. Fine elven combs 
and brooches, well wrought necklaces and paint- 
ings, ebony and bronze statuettes, ancient maps 
and tapestries of intricate designs, foreign foods 
preserved in glass, carved scroll cases and dwarven 
walking canes, and a vast number of other items 
lie around the store. The many counters and tables 
filled with goods can be clearly seen, even from out- 
side. A small signs that reads, “‘Rotburn imports” 
hangs from a post in front o f  the building. 

This store offers a wide variety of items for a vast array of 
prices. Although the cost of the items here are high, char- 
acters can find fine and rare treasuws hew which no other 
place in the city offers. 

RFSIDFNTS 
The sfore is owned by the aristocratic hrburn-Seivers 
family (location EH), and has always been the comer- 
stone of  their financial empire. It is currenrly managed 
by the heir to the family tide, Edetha Ratburn-Seivm. R 
sharp businesswoman in her own right, Edetha turns a 
good profit every year, in the tradition of her ancesrors. 
Fks, an old collecror who delights in buying and reseIling 
merchandise on behalf of his noble patrons, assists her in 
overseeing day-to-day operations, and handles all of the 
scut work of  running the company. Buyers working for 
the Rotburn-Scivers scour the civilized world in search of 
rare and wondrous items, which they always bring here 
for resale. Because of the narure of what he sells, and the 
wide berth his employers give him, Fiss often lers people 
bargain with him. Particularly skilled individuals can rhus 
obtain better prices for the goods he sells, provided they 
are w i h g  to bargain for a while. Fiss wdingly welcomes 

-*- -- 
characters wishing to barter PO& urovided thev have r 

Y Y I r  

something interesting to offer (something old, r A ,  and ’ 
reasonably valuable that Fiss believes he can resell for the 
Rotburn-Seivers). 

. 
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Edetha Rotburn-Seivers: See locat 
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ion E15. 

135 LI tF kuIIICiCIIuI. I LI I lFvFl IuI I rogue, 37 hp. 

Helpers (6): 1 st level human experts, 3 hp 

Edetha keeps 2,000 gp on hand in petty cash, in a 
I strongbox in the back office. Fiss’ private militaq 

memorabilia collection is worth over 500 gp, bul 
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less (and thhs the e‘ntire collection wouli 
be sold t o  an interested party in order to f 
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~ U V Y I S  

A rare and highIy valuable item wa; stolen from rhe 
store, and Edetha Rotbum-Seivers hires the K S  to 
recover it, claiming that the ancient t d e t  is a power- 
ful artifact.fie PCs investigation eventually leads them 
to a member of the Thieves Guild, who pocketed the 
item and was Iater murdered in a dark alley. Fdl~wing  
blood prints, the PCs uncover the culprit: a cleric h t n  
the Priests of Calamity Temple (location Js), who had 
hired the thief to steal the item for him in the first place. 
Claiming that the trinket was handed down to his group 
by thFir god, the cleric seems waing to die to keep the 
item. The potent a d a c t  actually hoIds power over those 
touching it, rendering them mad witn greed to possess 
the thing. If the PCs recowr the item and return it to 

Rotburn-Seivers Imports, what wdl Edetha and Fiss do 
with Et? 

Anything goes in the Bazaar District. Trwelers from every 
corner of the world congregate here to meet, bargain, 

purchase goods, and enter and Ieave the greatest city 
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a price). iuumerous items orwonn l ie around in the 
store, but these seldom stay in place for long; a t  
least haliof the inventory changes every month. I B  
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ACTTVITY 
Rotburn Imports is open from dawn until dusk and Fiss 
happilv entertains visitors with Iectures on the various 
pieces for sale in the store. Once a month, he sits down 
with Ederha to go over the books in detail. Travelers 
sometimes stop by hoping to sell items gained on their 
joirrneys, but Fiss’s favorite buyers are the perty nobles 
and bourgeois, who come here to find a irems of culmral 
significance which they can add to their collection. Fiss 
permits open browsing of all his items, though hi5 assis- 
tants keep a close eye on any potentia1 thieves. 

Because ofthe natiire ofwhat he sells, and 
the wide berth Edetha gives him, Fiss often 
lets people bargain with him. Particularly 
skilled individuals can thus obtain better prices 
for the goods he sells, provided they are d i n g  to 
bargain for a while. Fiss willingly welcomes char- 
acters wishing to barter goods, provided they have 
something interesting to offer (something old, rare, 
and reasonably valuable that Fiss believes he can resell 
for the  Rorburn-Seivers). 

- 

- 
- 

- 

in history. Customers push and jostle through the 
marketplace as merchants hawk every conceivable 
product from their stalls. A spirst of near-anarchy 
prevails, and even the Ciry Guard have to give way 
to thc dictates of the crowds more often than not. 
Within the Bazaar District, almost anything can 
happen. Any conceivable perso?, place, or thing 
can lie in one of its nooks and crmnies.. . each one 
holding the potential for adventure. 

SLAV€ TRADF 
Slavrry is dlegal inside city limits, chough excep- 
tions are made for rravelers whci do not intend to 
stay long and who bring slaves with them. In the 
districts outside the walls ,  slaverv - though srill 
illegal - does occasionally appear. However, it is 
disguised somehow, or some ouasi-legal version 
has filled that niche. Tn the Bazaar, s h e s  are called 
’indentured servants,” selling several years of ser- 

vice in return for a lump siun to pay off various 
debts. The City Council does not approve, 
but people are Cree to contract their services 
if they choose. 

Recently, however, actual slaves have 
begun appearing inside the city walls. These 

slaves are all adults, aI1 in good health, and all from 
the three major races. They wea- rags and chains 
and have a beaten, hopeless look about them. The 
Council does not approve, but the men and women 
who possess these slaves are among the city’s most 
powerful residents. Thus the Corinci! cannot take 

’ 
/ 
I direct action. 
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source. And all evidence point5 to the Bazaar. The City 
Guardsmen who man the Main Gate [location Dl)  have 
seen thew slaves entering with their new masters and 
mistresses, who subsequently exited the city alone. Thuq 
the slaves a t e  being bought or a t  least received somewhere 
in this disnict. 

Why should the PCs get involved? Several possible rea- 
sons: 

Greed. The Council is willing to pay a handsome fee to 
anyone who can idemfy rhe slavers and put a stop to 
rhis new slave trade. Certain members will add hefty 
bonuses if the characters can also implicate those 
among the city’s elite who bought slaves fQt personal 
use. 
Civic duty. Slavery is a vile institution, and it  demeans 
not onlv the slaves but any place where such practices 
occur. Ey bringing slavery here, the slavers have stained 
the city’s reputation, and the only way to remove that 
blemish is to catch and punish them. 

* Moral indignation. Slavery is wrong - it steals the 
rights from an intelligent person and makes them lirtIe 
more than Iivestock. Such villainy cannot be allowed to 
exist, and irs victims must be frecd. 

L l l C  S l d v c l y  1u1g uue5 lllueeu l lave l i  

A stranger named Etian approached c 
runs Indenture f i l l  (locarion D15). 
form a partnership and Start sellins 
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provide housing for the slaves, and access to potential ~ 1 - 7 -  

ers, plus local knowledge. Etian would provide the : 
themselves, and enough money to bribe guards am 
other officials who might look their way Gast, u~h  
always wanted to get out from under Madame‘s cc 
and wriggle free of the Thieves Guild, agreed. 

Etian upheld his end of the bargain, returning the 
day with a sack of gold coins and a few days after that 
a wagonload of people. Cast didn’t recognize the pf 
who were wearing cast-off clothing, so he wasn’t ~vG,,,,, 

that  they might be recognized. He contacted his usual 
clients and hinted thx, instead of “hinng” an indentured 
servanr for a specific term, they could perhaps buy some- 
one outright. Several of them jumped at the chance, and 
soon that first group of slave? were sold and gone 

Etian is a thief and a killer (half-elf Roglo). He has been 
waylaying travelers on their way t o  the city, stripping 
them, binding them, and tossing them into his wagon, 
then delivermg them to Gast. Since he wants to get every 
coin he can from these transactions, Enan has also been 
selling his nctims’ armor and weapons to Bartered Blades 
(location D9) and their clothes and other personal effects 
toTmdy (lowtion D31). Once he captured a pair of broth- 
ers bringing a herd of cattle to sell, and med selling the 
livestock at the Stockyards (location D20) but fled when 

he discovered that Cram needed his name m order tu  
sea1 the deal. He has also bought a bundle of clothes 

from EsmeriIda (location Ds) to clothe his victims 
once they’re back a t  Indenture Hal!. He robbed 

the Coin Exchange (location D ~ o )  to get the 
money he needed, and has bribed the guards 
at the Main Gate to ignore any slaves thev see, 
though he was too late t~ stop them from sep- 
arating one customer and his new purchase. 

Madame suspected Gast was up to some- 
thing and, by spving on him, found out about 
the slave trade. She threatened to e q o s e  
him if he did not cut her in for a pcrcent- 
age of the profits, and Gast agreed but toId 
Etian, who subdued Madame. He wanted 
to kiII her but Gast said no - the Thieves 
Guild would be after them if they did - so 
thev tried using Fleetfoot Station (location 

D6) t o  send her far away instead. That plan 
failed, and Etian had to flee again and abandon 

Madame there. 

> ‘  - 
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ching the road, walnng Ior more 11 kely 
sees a trio of adventurers and pounces 

LIIL1ll. L u L I  are no match for him, and he quickly 
-eats them, strips them, and tosses them in his wagon 
ng wirh their gear. 
,asr calls his repular clients and teUs them that he will 
auctioning off the latest set of slaves tomorrow night. 
e clienrs should come to IndenTUre House a t  dusk and 
ng cash. 
Hore weapons and armor appear a t  Battered Blades, 
-1 more clothes and small items appear a t  Tandy’s. 
;ast is growing frightened, both of the chance of expo- 

sure and of his new partner. Etian i s  proving to be utterly 
ruthless, and though Gast pretends to be tough he is actu- 
ally a coward. He has been considering turning Etian m, 
but knows if something goes wrong the half-elf will kill 

For his part, Etian 
suspects his partner 

may be having second 
thoughts. He soughr 
out Gast because the 
half-orc knew the city 
and it5 people and 
already had clients 

in place. But now 
thar they’ve sold 
several batches 
of slaves, Etian 

has a good han- 
dle on the Bazaar 
and knows most of 

Gads best clients by 
si& He no longer 

needs the half-orc, 
and is considering dis- 

solving the partnership.. . 
by &g Gast. Then he will 

dispose of Madame as well and take 
over both Slumber House and Indenture 

Hall, using the two as recruiting grounds 

him. 

for his slaves. 

OUTCOMES 
The characters may stumbIe across Etian by pur- 
suing him from the Coin Exchange robbery or 
tracking him horn the Stockyards, Esmerildds, 
Tandy’s Table, or Battered Blades. They may 
notice that Gast i s  acting suspicious, or watch 
him and Madame long enough to see Etian 

Tf  confronted, Gast will break down, 
admit his guilt, blame Etian (and Madame, 
for controlling him so tightly that he was 
desperate to break free), and offer to help 

stop bv Indenture all. 

_ _ _  .._._ r..w-.” ..<..+ -*...- .. ...LLxLyI 

tion and disappear into the crowd. If confronted in private 
he wil1 pretend ignorance and then attack, hoping to 
escape if the odds ate clearly against him. 
Etian has a list of the people he has bribed, and Cast 

keeps careful records of his slave sales just as be does of 
his indennrre hires. Between the two the Council wiU be 
able to clean house, and will be very pleased with the char- 
acters for their assistance. So will the Lords of the Bazaar, 
especially if Etian (or Gast)’s death or punishment was 
grisly enough to dissuade others from ever considering 
sIaving as a viable occupation. 

SFRRCH EOR ROTALXY 
The Merchant Prince (see location D16 1 c h m s  to run the 
Bazaar. In reality he is  little more than a glorified thug, 
a gang leader who has pur on airs. But he is allowed to 
continue, in part because he keeps the crime from getting 
out of control, and pays off the Thieves Guild. Now he bas 
disappeared. The Lords of the Bazaar were nor involved - 
they would rather have him there than some other, more 
vicious criminal. The Surveyors feel the same way, while 
the Civic Guard never involve themselves too deeply in 
the Bamar’s business. Most of the local residents torerate 
the Merchant Prince and his Knights, and some even lJce 
him. So what happened? 

Why should the PCs get involved? 
Friendship. The Merchant Wnce is not a bad person 
- delusional, perhaps, but for a thug he is also surpris- 
ingly honorable. He is also intelligent and witty> and 
very loyal to his friends and employees. The characters 
may actuaUy count him as a friend, in which case they’ll 
certainly want to know what happened. 

* Stability. Kothing criminal occurred in the district with- 
out the Merchant Prince‘s knowledge. With him gone, 
freelance criminals have free reign, particularly those 
inclined towaTd violence. It’s acnrally in the Bazaar’s 
besr inrerests to have him returned. 
Personal Gain. The Merchant Prince has his fingers in 
most Bazaar activities. If he’s in trouble, he woidd be 
very grateful to anyone who rescued him. He couId 
show that gratitude in money or favors or even a job, 
whether with him or  with some local business. 
Control. Whoever took the Merchant Prince must 
be very powerful to get to him through his Knights. 
Whoever gets him back would, by definition, be more 
powerful. The Merchant Prince would be grateful for 
the rescue. So would the Lords ofthe BazaxThat would 
put them in the rescuer’s debt, which would give him 
- or them - a great deal of power in the district. 

The Merchant Prince’s disappearance is a good example of 
an exceIlent plan gone horribly wrong. Denny, the gnome 
who owns Denny’s Deals (location D7), is obsessed with 
both money and rare items. Transom, the gnome who 
owns and runs Land of Tonics (locatior D251, is a greedy 



con amsr. iney are nrst cousms ana Know eacn mner weir, 
which i s  why Transom went to Denny when he first heard 
the rumor that the Merchant Prince owned a fabulous 
ruby statue worth a fortune. 

The two gnomes quickly became obsessed and Iis- 
tened carefillly for more information. They watched the 
Merchant Prince‘s house and his movements but could 
find no indicaaon of this stame. He must have it hidden, 
they reasoned. So they decided to force him to tell them 
where i t  was. Transom had a recipe for a truth serum that 
would make the Merchant Prince tell them anything they 
wanted to know. Nl they had to do was grab him, get him 
to drink it, ask him about the statue, and take it for them- 
selves. Blinded by his own greed, Denny agreed. 

The pair broke into Remedies (location D24) to steal the 
necessary ingtedients. Then they concocted their truth 
serum and set up the rest of their plan. On the nigh1 of the 
Lords of the Bazaar meeting, Transom paid a trio of street 
urchins to steal from a merchant and flaunt their theft. 
They overnirned several other stalls while escaping, and 
this C Q I I T I I O ~ ~ O ~  drew the SUIWYQR from their posts a t  the 
Crossing {iocation Ds). It also drew the Merchant Prince 
and his Knights, since neither they nor the Thieves Guild 
had authorized the theft. 

While everyone was chasing the youngsters, Denny 
and Transom snuck up on the Merchant Prince. At the 
rjght moment Transom distracted the two accompanying 
Knights and Denny ambushed the Merchant Prince him- 
self, knocking him unconscious. Then the two gnomes 
dragged their victim back to Denny’s Deals, drugged him 
with the rtuth serum, and waited for him to wake up. 

FYF NTS 
Unfortunately. Transom’s truth serum recipe was as fake 
as the rest of his potions. Instead of making him tell the 
truth it wipes out the Merchant Prince’s memory 

Denny a n d h n s o m  panic.They had planned to find out 
the statue’s location, claim if, and then put the Merchant 
Prince somewhere he‘d be found. Acwrding to Transom 
the truth semm would prevent him from remembering 
what happened. Instead theyte  got an amnesiac thug on 
their hands, no money in sight, and his men probably tear- 
ing rhe district apart. 

The Merchant Knights get a little worried when the 
Merchant Prince does not return that night. The next day 
they S t a n  looking for him. They grow more frantic as the 
dav goes on. 

Transom convinces Denny that they have to get r id of 
the Merchant Prince. Denny refuses to kill him - not 
from squeamishness but because he knows that kding 
their victim could be a death sentence for them as well. 
Instead the cousins devise a new plan. 

DennyS hired hand Ball runs several errands for them. 
First he goes to Battered Blades (location DY) and gets 
his w o r d  sharpened, muttering about the Merchant 
Ptince all the while. Next, Ball sells the Merchant Prince 

into indentured servitude. Last (IC 
something strange is going on but c 
half-elf without his clothes and his 
sells the Merchant Prince’s clothes to Esmerilda (location 
Ds) and his sword to Tighe (who doesn’t recognrze him 
from earlier that day). Denny, meanwhile, i s  wres 
with himself. The Merchant Prince’s heavy gold rin~ 
with a large ruby, is a beautiful piece, and magical be! 
But it‘s too recognizable. &dy he throws it away - 
found by a stranger, who sells it to Tandy (location I 
She eventually gives it to Silas Link to auction off a 
Stands (locanon D i l J  

The Merchant Knights, desperate, go to the Lords of 
the Bazaar for help. Now everyone knows the Merchant 
Prince is missing, and everyone i s  looking for him. 

Denny hires some locals to mind his shop and hides. 
Transom, however, continues to run his stall. 

A noblewoman tries to buy the Merchant Prince from 

’ 
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Gast, seeing only a pretty young man she can control. 

OUTCOMES 
The damage ro the Merchant Prince is reversible. MirielIe 
(see lmt ion  D24) needs a sample of the truth swum, or 
the recipe, and then she can create an antidote ro restore 
the Merchant Prince’s memory. 
If confronted Denny admits his pan in all this and 

Swears he didn’t mean to hurt the Merchant Prince. He 
also points out that he stopped Transom from killing the 
man. Transom, if confronted, denies everything, then 
hurls several foul-smelling potions (treat the vials as 

I 

t- 

I 

1 

thrown splash weapons and their contents as burnt othur 
fumes poison, as per the Dungeon Master’s Guide) a t  his 
accusers and tries to run. 

s f  restored, the Merchant Prince is very grateful. He is 
also amused when he hears the rumor, and displays a small 

1 

horse statue he recently purchased. The seller claimed it 
was carved from ruby but it’s really garnet and not panicu- 
larly valuable. 

Tighe returns the Merchant Prince’s sword, free of 
charge. Esmerilda returns his clothes as well. SiIas will not 
return the ring, however, unless someone can verify that it 
belongs to the Merchant Prince. 

RAISINq T H F  RFNT 
The ci ty owns all of the Iand i n  the Bazaar Districr except 
for the Faiden Farm. The various merchants and traders 
rent space from the city, and even rhe oldest and steadiest 
tenants have year-to-year leases which the City Council 
could revoke ar any time. They have no reason to do so, 
however, since the entire reason they own the land 1s 

to make sure all traders and merchants can use it fairly. ~ 

Several times since the city’s formation sumeone has tried -f 

to buy the land from the Council, and more than one C 
aspiring landlord has used threats and force where money 
and poIitics faiIed. But each time the Council has held 
onto the properry. 
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Ir, rumors have begun again, saving that 
en buying Iand in the district and is 
down all the shops and staIls and homes. 

lenrs have heard these rumors before, of course. 
e ,  however, the Citv Guardsmen aren't making 
act and the Lords of the Ra;?aat seem unusually 
nuld the storim be true? Has someone found a 
Le the land away from the CounciX? Ifso, the new 
,nuld have total control over the Raiaar, since he 
uld set any price on rental spaces, or forbid them 

,hould the PCs get involved? 
wemation. If the characters live and work in 

the Bazaar, their own livelihood is at  risk. As long as 
the CounciI owns the land, everyone can Tent space at 
a fair price. s f  someone else takes control that security 
vanishes. 
Greed. NO one has t e e n  able 10 break the Council's hoId 
on the land. If someone has finally figured out a way, 
thev might be looking for partners. Even a tiny percenr- 
age of profits off the rent would be a fortune, and could 
establirh the characters as major figures in the city 
Coyaltv. Even if the characters have no shops of their 
own and don't Jive in the Bazaar, they n a y  have friends 
there. Thpse friends could lose their homes and rheir 
businesses if the property changes hands. 
Independence. The Council has refused every offer on 
the Bazaar's lands, including those from long-standing 
tenantq. If someone is about to buy the property, the 
Counctl must be wdling to consider counrer-offers. 
This C O U ~ ~  be the residents' chance to own their own 
homes and shops and no longer be beholden to any- 
one. 

The City Council still wants to hold onto rhe district's 
lands. They do not want to selI them. But they may have 
no choice, because their own Iaws may prevent them 
from interfering. 

The rumors are tnre. Someone is trying to buy the 
Bazaar lands. someone clever and unscruprilous. And that 
someme is: the Faldens (location D36). 

More precisely, it is Johann Falden, Hans' eldest son 
and heir. Hans, like his father before him, was content 
TO work rheir smaIl farm surrounded by the rest of the 
Bazaar. But Johann is more ambitious. He wants to expand 
rheir lands. He also wants to tear down the more annoy- 
ing Bazaar businesses and erect more pleasant, less color- 
ful establishments 

W h m  the farmers boiight their rand beyond the civ 
walls, back when the city was built, they each purchased 
a set acreage. But each contract contained a clause allow- 
ing the  farmers m buy more land at the same price, 
provided thar space did nor encroach upon another farm. 
An addendum mentions that unclaimed land can be pur- 
chased dlrectly from the city, but that anv busincses or 
tenants already occupying that space must either sell their 

own claims to the land or agree to quit it before the sale. 
No one remembered that clause until last month, when 
Johann was showing the original contricts to his son and 
noticed the wording. 

Since then, Johann has been gathering information 
and resources. He does not have the money to make these 
purchases himself, of course, so he recruited a partner 
the Meychant Prince (location D16). The Merchant Prince 
wants respectabhty more than anything, and becoming a 
landowner would grant him that status. Between them they 
recruited a third partner: Denny, from Denny's Deals (loca- 
tion D7). Denny has the money They need, and has bIack- 
mail materia1 on half the people in the district. Between 
them, Johatin, Denny, arid the Merchant Prince have the 
brains, the daring, the money, and the legal authority to 
buy out the entire Bazaar and make it their own. 

Johann has been scouring out Eocations and areas. He 
has walked through the Marketplace, figuring out which 
booths lie would need to buy to control the entire pavdion. 

The Merchanr Prince has spoken to the City Guardsmen 
a t  the Main Gate. He warned them that certain events 
might occur soon and thar several residents might get 
upset, but that it was strictly Bazaar business and not to get 
in v d  ved . 

The Lords of the Bazaar and the Surveyors are the big- 
gest rhreats to the plan. To remove the Surveyorsl Denny 
snuck into their barracks (location DIT), killed several of 
them, and set the entire building ablaze. The Lords are 
next, and Ball has examined the Crossing (Iocarion IDS) 
carefulIy and made certain plans for the next Lords rneet- 
ing. Johann has been over to the Yard and has quietly hired 
several ruffians there to carry out any di? work he might 
need. 

Denny has proof that M a s  Link (location DII) commit- 
ted a major theft years ago -a theft that was never solved, 
and one that would earn him a one-way ticket to the 
Humanoid District. He i s  forcing Sdas IO cIose the Stands 
and move away. Denny also ha5 blackmail on Crain (loca- 
tion DZO), and forced him to sell The Stockyards to Marlin, 
who has already signed them over to Johann. 

Johann wants to make sure he has the leg31 details right, 
so Denny has contacted a gnome who specializes in law. 
This other gnome has wrirten back but in ancient gnom- 
ish. Denny sends Ball to Harrigon (location I3131 to have 
the scroIl translated. Then, realizing it might give away 
their plans, Denny breaks into Scrihner's and steals back 
the scroll and Karrigozis notes. 
Denny and the Merchant Prince agree that MirieIle 

(location 1324) could be either a strong ally or a major 
threat. She is too hones[ to be bribed and too pure to have 
any dark secrets that would make her amenable to black- 
mail. They t ry rhreatcning her, but when that fails they 
decide to kidnap her and hold her until the sales are f i n d  
They set up a supposed herb seller as a lure. 

BalI is a greedy man and realizes that he might get 
more for turning Denny in than he WllI for aiding in this 



scheme. H e  sends word to the Lords of- the Bazaar that he 
might know something imporrant, and says he’l1 sell them 
the information. Thev agree, and he leaves notes aboilr the 
plan in a t d  vest at Estnerilda’s (location DR). Denny finds 
QUt but thinks the vest i s  atTandy’s (location D ~ I )  instead, 
and steals her entire inventory to be safe. 

Since Ball knows firsthand how dangerous Denny can 
be, he decides to get some protection. He tries to buy a 
spehatton from Nhalgren (see location D261, but the 
tatroo artict wonk sell him one. The Merchant Prince 
also speaks to Nhdgsen, hoping for his aid, and when 
Nhalgren refuses the Merchant Knights abduct him. 

Meanwlde, Hans Falden finds out whar his son is doing 
and threatens to expose him.Toprevent that, Denny seizes 
Johann’s youngest sister Germ and Fek Hans she’lI be 
remrned unharmed as long as he doesn’t interfere. Mter 
his sister’s abduction Johann realizes that Denny is dan- 
gerous. He speaks to Crezig (location D30) about exchang- 
ing deeds for money, in case he needs to either buy Denny 
out or run for his Iife. 

FVFNTS 
Johann appears at the next Lords of the Bazaar meeting. 
He announces his intention to buy all the land in the 
district, and says that he wlll buy out shops and stalls at a 
set price. Harrigon records the details. The City Council 
objects but Johann shows them the clause. His family 
has the right to purchase the Iand a t  an adjusted version 
of the rate they paid generations ago, because the Iand is 

n 

still held by the city ani 
Johann has: Hans’ pro1 
behalf of their family. 

Enough merchants t; 
depopulates overnight 
no choice but to advol 
Merchant Pnnce lean 
waits for his chance to i 

OUTCOFTFS 
If NhaIgren is rescued 
escape as well. 1fMiriel1 
that Nhalgren and Ger 
directIy, rhe Merchant 
about this scheme or hi 
them if it will help him 
Lords’ gratitude. 

Tf confronted, Ball 1 

Lords of the Bazaar. H 
Denny, particularly if 1 
himself. I f  confronted, 
back upon the fact tha 
rights. Benny, if confronted, will pretend ignorance and 
then either run (if outmanned) or atrack. 
If G e m  gets home safely, W s  denounces Johann’s 

actions. Denny wants to kill &e old man and Johann tefus- 
es. The Merchant Prince Eades back to let his two partners 
fight it out Provided no one interferes, Denny and Johann 
wind up fighting over whether to kill Hans. Denny is about 
to kiU Johann when Ball d e s ,  t h g  his employer by sur- 
prise. With Denny dead the deal falls apart - Johann does 
not have the money to finish the deal, though he does gain 

the Stockvards and the 

1 



Slaughterhouse (location D21). The City CottnciI debates 
changing its poky and lerting long-time Bazaar residents 
purchase land. 

The Lords of the Bazaar reward Ball for his help by 
giving him Denny's De&. The Merchant Prince makes 
it look as  if he were only involved to keep Denny under 
control. juhann is disciplined by his father but did not do 
anything ilIegaI so he receives no other punishment. 
If the PCs heIped foiI Johann's plan, they are rewarded 

with monev, favors, jobs, and even shops (if they want 
them). 

If G e m  is still captive. the plan succeeds. Johann buys 
all of The district land and Denny buys a l l  of  the shops and 
homes. Jnhann tripIes the size of Eatden Farm, covering 
the entire district east of the main road. He and Denny 
ser new prices for rent on the rest. The hferchant Prince 

'r 
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is given the Marketplace, and full control over security 
throughout the district. All three of them become Councsl 

J "' 

delegates, switching off as the districr's official representa- 
tive. Ball swallows his resentment and stays 1oyal.Th.e new 
landowners reward anyone who helped them accomplish 
their goals. 

TABLE 0.2 BAZhhR DlSTRlCr RANDOM ENCOUNTFRS 

d20 Encounter 

1-3 PrckpocketlTh ief 

4 Merchant Prince 

5 

6-7 

8-1 1 

Civic Guard Patrol 

Surueyor Patrol 

Shoppers 
12 Indentured Servant 

13-1 4 Messenger 

15-1 6 Craftsmanpradesman 

1 7-1 8 Bazaar merchant 

14-20 Beggar 
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me bovernmenr UIsTrm as an exciusive resLaenmi area 
where thi5 new aristocracy would live. Tucked away in a 
quiet corner of the c i q  far from the bustle of the Docks 
and the Travelers Districr (and nestled against the sector 
of the city walls least IikeIy to be attacked), they couId 
enjoy their offiiriauy sanctioned reward in tranquility. NQt 
every noble family dwelIs in this district, but those wlm 
don’t s t d  come here for parties, celebrations, and political 
meetings. It holds the highest concentration of  aristocra- 
cy anywhere in the city, and any commoner who appeats 
here is either a Servant or a trespassing vagrant. 

TO add to the ambience, the city gave the area large 
patches of gTeen space and dotted it with attificial ponds 
of varying size. These features give the Nobles District 
a scenic aspect, while sirnuItaneously affording its resi- 
dents more privacy than they could find elsewhere in the 
city (However, at  least one of the ponds is also the focus of 
mysterious rumors of an aquatic monster that somehow 
gor in and now haunts its murky wxters; see bcatbn E10 
for more details). 

The heart of the Nobles Dish-ict, stretching from the 
citv wall to the  west, to the Hall of Heralds (location E3 7) 
and the Statue of the Three Worthies (location E18) to 
[he east, i.; known dormally as its ’‘old money” neigh- 
borhood. The oldest and largest of the city’s aristocratic 
Tesidences- full-blown mansions, most of them - are 
located here, But not everyone who lives here comes 
ftom a venerable bloodline; some of the mansions once 
belonged to nobles who died withoirt leaving an heir, 
leaving thr house ro be sold to 3 newlv-created aristocrat, 
or to a noble clan of newer vintage looking to improve 
their accommodations. Most of the Iots in this neighbor- 
hood include generous allotments of land besides the 
house, and their residents use this open space for gardens, 
for copses of trees that provide a woodsy retreat in 

just soutn 01 m e  oia money 
section of the district k the “new 
money” neighborhood, where 
more recent additions to the aris- 

the neighborhood to the 

the heart of the city! or grassy lawns that accom- 
modate recreational riding OT other such sport. 
However, there is no architectural confor- 
mity in terms of the disttict’s visual style: 
all were built according SO the whims and 
tastes of their original owners. The only 
common thread that holds them together 

.. . , 
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using the location descriptions in this chapter, or creating 
similar locations for your own campaign. 

Noble residences are organized around three basic func- 
tions: providing private Iivhng quarters for the family; pro- 

viding space that is more public, in which the family 
can entertain guests or entertam themselves; and 
ptoviding living space for h e  servants and storage 

space for household goods. Rooms devoted to 
the first function are mostly bedrooms. along 
with an occasional private study, library or sit- 

ting room, In multi-story houses, they occupy 
the fop floor or floors. Noble residences are 
generally large enough su that they may very well 

Villas nestle cheek-by- 
jowl on some blocks, so 
that they look more Lke 
well-appointed townhouses in 
the middIe of a city than the pri- 
mary residence of a rich and tided 
familv A couple of the residences 
here equal those in the “old money” 
neighborhood in size, including the 
Kotbuni-Sievers House (see location E15), but they are 
outstandjng exceptions. Naturally, the addresses from this 
part ofthe district have a bit less prestige attached to them 
than those just to the north. 

Smaller residences and businesses that cater to the 
aristocracy dot the area east of the Statue of the Three 
Worthies. Here, the Nobles District begins to bleed over 
into the Guards District, but the wealth and tastes of the 
nobility still weigh h e a d y  on those who live and work 
here. T h p  houses belong to government officids and welI- 
off commoners who are keenly interested in climbing the 
city‘s social ladder. The shops mostly sell IUXUI-V goods 
OK provide services that are reIativeIy expensive because 
of their thoroughness, quality or special appeal to the 
aristocracy. One of the ~ O S E  notable establishments is the 
nightciuh known as the Ruby Barge (location E ~ o ) ,  which 
admits members and their guests only, and allows no one 
to join who does nor have an official noble rank. 

A CjUrDF T O  NOBLFS’ RFSIDFNGFS 
This chapter samples the city’s aristocratic class by describ- 
ing hvehe different noble families and the houses in 
which they live. Obviously, these houses are quite unlike 
the smaller, less ostentatious residences found elsewhere 
in the city. This i s  especially rme of the mansions in the 
‘bld money” neighborhood. It would be laborious and 
not terribly useful to describe them all room-bv-room. 
Each house is Iarge enough SO that there are rather a lot 
of them; some of them perform redundant functions; and 
some of them are used very little or not a t  all. Not every- 
thing that happens in every room of a house that large 
WLU be interesting. Instead, here are some general rules 
to keep in mind about how the city’s nobles live when 
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have more bedrooms than family members to 
accommodate, so that they have plenty of space for 

guests, OT for future generations. Many families have also 
contracted in size, so that some rooms (hat were needed to 
house previous generations are not needed now. 

The public rooms are similar in function to the living area 
of a mor? ordinary home. Family members tend to spend 
most of their waking hours here, doing whatever it is they 
are indined to do. Mementos and reIm of the family (at 
least, those they care TO disphy) are set nut in these rooms. 
They also entertain guests here, and noble famhes tend to 
do a lot of entertaining. Not only do they pass the time with 
fellow members of their class (whether out of a sense of 
genuine friendship, or simply to keep up appearances), but 
strangers seelung charity or backing for business proposals 
also come calling. The larger residences have a great hall, 
a long room with a high ceiling, ostentatiously decorated 
with the clan’s most impressive relics- arms, armor and 
other expensive items that belonged to dustrious ances- 
tors, sculpted busts, portraits, tapestries and the &e. The 
dining area is also likely to be reIativeIy large, so that it can 
accommodate guests without a problem. 

More service-orienred rooms rend to cluster toward 
the back of the ground flour. They are less glamerous, and 
therefore kept largely out of public view. Servants live on 
the premises (since their employers’ needs or potential 
needs don’t shut off a t  a cemin  time of day), in modest 
rooms that are, nonetheless, much cleaner and more 
comfortable than what one would find in t h e  poor parts of 
the city. YOU can also assume that every house has a large 
kitchen and spacious pantry, and a modest wine cellar is 
by no means out of the question. 

The househo~d staff should vary according to the size 
of the family it has to serve and the house it has to care 
for. The larger the family and/or house, the more servants 
are needed. As a general rule, each adult familv member 
should have a personal servant - a valet for the men, a 
maid for the women - who also attends to household 
chores when there is nothing else to do. These are gener- 
ally the senior members of the household s d f ,  and they 
have the right to order around the others. These other ser- 
vants include housemaids for cleaning and laundry duv, 
footmen to greet and announce guests (as well as attend 



scrubbing up aher meals. The racial make-up of the city’s 
household servants should vary according to population. 
While moqt dwarveq and elves who enter domestic service 
do so in their home districts, it’s not unknown for them 
TO serve human noble$, especially if thev are outcasts. 
H a h g s .  half-elves and other intelligent races that are not 
incompatible with civhzed life may also be present. 

A final note on noble villas: you may find the list of 
treamre for noble residences to be rather vague compared 
to other hcations. Because very wealthy families live in 
these houws, you may assume that there are a lot of items 
here that have at least some measurable value. For that 
reason, however, listing every item in detail would prove 
painstaking and redundant for all concerned. So we focus 
instead on the most significant items: the family cash 
hoard, truly unusual personal possessions, and powerful 
magic items. You may assume that the ladieq of m y  given 
house (and many men, as weU) will have jewelry above 
and beyond what they wear on their person at any given 
nrne. Individual family members will have a little pocket 
money in their bedrooms or on their persons. Servants 
wilI haw modest savings tucked away in rheir qirarters. 
Finally, y ~ u  may also assume that these households are 
wealthy enough to have on hand a modest supply of magi- 
cal curatives, such as Y<eoghtorn’s ointment, cure light ~vounds 
potions, w e  direase potions, and the like. 

T, 0 CAT1 0 NS 
€ 1 .  WESTWARD T O W E R  

This circular stone tower rises 30 feet above the top 
of the city walls. It is lightly manned, a s  a general 
rule, and serves mainly as a point from which to 
observe seaward approaches to the city. The first 
two floors of the tower contain barracks for 100 501- 

diers plus their officers, as well a s  a small armory. 
Each floor above that is dotted with firing slits for 
archers, with a parapet running around the inside 
o f  the tower providing footing and a walkway. From 
the roof of the second floor, a staircase winds 
around the Inside o f the  tower, connecting the bar- 
racks area with each parapet and,  finally, the roof 
of the tower. A stone rampart rings the top of the 
tower, and there is  a large brazier here for lighting 
signal fires. 

The Westward Tower, like the stretch of wall on 
either side of Et, i s  not a high priority when it comes 
to maintenance and r e w i r s  so its stones show a 
few chips and stains compared to other sections of 
the ci ty wall. Its interior and exterior have a rugged 
feel. Nonetheless, it i s  still entirely serviceable for 
mifitary purposes. 
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direction. 
Even so, the W d  Guard insists that The Westward 

Tower i s  an important observation post for city defenses. 
They don’t want to cede too much importance to the 
Navy, and so they maintain a garrison of 50 soldiers here, 
half of whom are on duty at any given time. Captain Yard 
Tcmhclm, a dwarf, commands the garrison. He plans on 
retiring from Guard service soon, after ;1 largely iindis- 
tinguished career, and this posting was given to him as 
quiet assignment that would ease him into civilian Me. 
His second-in-command is an elf, Lieutenant Elessa Sleet; 
she has boundless ambition and doesn’t much lrke being 
posted to a backwater, but she accepts i T  as a necessary 
first step in her career. She would Lke nothing more than 
TO prove hersellby Ieading her soldiers in a fight, and she 
often finds herselEdreaming of scenarios that would give 
her that oppormnity here, however unlJcely they may 
be. 

Of the rank and file, all of rhem are equipped with 
longbows and longswords, and most of shem are elves. 
Most of them are aIso inexperienced the post makes an 
excellent place where they can get used routine l i f e  in 
the Wall Guard. There is also a Cadre Wizard (see locatioii 
F8$ on duty here at all times, to mainmain the beacon fire, 
use ranged spells on the enemy and duminate targets at 
night. In a genuine crisis, more wizards would augment 
the ganison, but in peacetime one per shift is plenty 

At any given interval, eighr of the soldiers udl man the 
ramparts on top of the tower, watching out Over the sea, 
scanning the hotimn for signs of activiry. Fheen stand 
ready by archery slits, while the remaining two are posted 
as sentries a t  the tower entrance. It’s not very exciting, but 
it’s their d i q  The officers may be anywhere, inspecting 
the soldiers at their posts, 011 the roof sharing in observa- 
tion dury, OT attending to administrative chores in their 
rooms in the barracks. off-duty soldiers can be found 
Iounging in the barracks, or at the Drunken Fletcher FW- 
ern (see location Ez). 
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Captain Vard Ternhelm: D w a r f  Ftr9. 

Lieutenant EFessa Sleet El f  Ftr41Sor3. 

Wizard: WisG. 

Wall Guardsmen (100): Ftrl-7. 
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inere just aren t enougn QI fnem to maKe nim a prosper- 
ous haMing. Stout’s latest stunt to draw in more custom- 
ers is to employ an aging wrestler, a dwarf named Gern 
Hartgeld, to take on all guests with the promise that if the 
challenger can beat Gem, the house will cover his tab (up 
to a reasonable limit, of course). If he loses, however, he 
mu5t buy R round of drinks for ail of the patrons present. 
So far, he hasn’t had much trouble handling the upper 
class fops and green ehen soldiers who hang out here. 
Gem also doubles as the bouncer, though his senices in 
that regard are rarely needed. He comes cheap as weU; 
Stout giver him roam and board and a n  occasionaf mug of 
ale, which suirs him just fine. 

Stour himselftends bar. His wife Daisy cooks and makes 
sure the pmtry is afways well stocked, and their daughter 
Edwina works as the serving wench. 

Stout and Daisy Fletcher: Halfling Corn5. 

Gern Hartgeld: Dwarf War6/Exp2. 

Edwina Fletcher: Halfling Corn1 = 

Because the Drunken Fletcher is such a marginal 
business Stout Fletcher doesn’t have much coin 
on hand. H e  keeps a locked chest in m e  the back 
room.; (successful DC 20 Open Lock check t o  pick) 
containirg 100 gp and 1,500 sp. 

ACT IV 173’ 

Gem sits by himself a t  a small table in the middle of the 
common area. ‘The other Tables are arranged so that his has 
a little separation from its neighbors, making it srand out. 
Gern generally minds his own business until someone 
chaIlenges him. He wiu fuu-on grapple with his opponent 
or just arm wrestle, according to the challenger’s choice 
(it’s all the same to him; he’s confident of winning either 

In  the latter case, resolve the match as a simple opposed 
Strength rest. However, keep in mind thar k r n ,  a wily 
fellow who has been around, knows various methods of 
cheating and will not hesitate to use them in a pinch. The 
DM should feel free to give him a +4 competence bonus 
when resolving the rest. However, allow Gem’s opponent 
a DC 20 Spot test to notice his cheating. Anyone within 5 
feet may also make a DC 25 Spot test to notice. 

If the challenger wishes to full-on wrestle, he must strip 
off any weapons and a m o r  on his person. Stout ndl come 
out from behind the bar and clear away some tables so that 

way). 

or renaerea unconscious, ne also 
will not submit until he has ~ C C U I T  

age equal to 75% of his total hit poi1 
to cheat at wrestling. At the DM’s di 
++competence bonus to his attack lv,I. y9cll Ll l l lb  lAc yyca 

so, however, there is the chance that he will be spotted; use 
the Same checks as when he cheats a t  a m  wrstling. 

Tf the challenger is detected cheating (by whatever 
means the PC may choose), Srout declares that the chal- 
lenger automatically loses the match. 

HOOKS 
A soldier from the Westward Tower (see location El )  
garrison is an immigrant from a foreign land. Stuck in 
a dull job on the edge ofrhe city, he is  bored and home- 
sick and wishes to desert. He would never speak of this 
inside the tower, of course, but he might open himself 
to strangers in the Drunken Fletcher (such as the PCs) 
who look lrke they might be able to smuggle him out of 
the city. 

~ 3 .  TORKA’Y MANOR (HOARLEG 
~AMIL-Y)  

Torkay Manor was built in a period when rustic 
fashion (or rather, an imitation o f  rustic fashion 
using better and more expensive materials) was all 
the rage in fashion and visual arts, as well as archi- 
tecture. The Torkays wanted a simple, rectangular 
layout, a facade painted white and stained earth- 
brown, and a roof covered with shingles patched 
with straw (to make it look like thatch without 
having the actual disadvantages o f  a thatch roof). 
By the time the Hoarlegs bought it, it was an archi- 
tectural curiosity regarded by other nobles with 
bemusement. But Sir Lothar Hoarleg overlooked 
the kitsch and ignored the stylistic irony. The house 
reminded him of the country gentry that he had 
known from living in outlying lands, and it lay right 
here in the Nobles District. Thus, it reminded him 
o f  importance and respectability. Otherwise, the 
house i s  not terribly exceptional for the neighbor- 
hood. It has small public rooms and servants’ 
quarters downstairs. The entire second floor is the 
family’s private apartment complex. 

Torkay Manor houses the children of the late Sir Lothar 
Hoarleg, a halfling who was ennobled for service to the 
city. 
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1st a miller and grain trader in an 
1 singdarly ambitious one. When 
iyone had known for generations 
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through the ciry, Lothar saw his chance. 
of the grain thar he could find for leagues 

ved a t  the Main Gate one day a t  the head of 
rwan laden with foodstuffs. Hi5 timing was 
he Council was indeed set to debate a strict 
hasure, and had put the City Guard on alert 
ng. 
illy, the entire city hailed L o t h  Hoarleg as 
led a once-in-a-hfetime profit for his efforts, 
i.J also offered him a noble title in gratitude. 
u'e to offer it twice. Now Sir Lothar, Hoarleg 
.n the Nobles Dishct and moved hiq family 
the remainder of his life, he reveled in his 

-roundings, as well as the popular goodwlll 
?revet draped around him. Five years ago, 
death, he sold what remained of his milling 
if his son Rafe and daughter Miranda might 
oy the fruits of status that he had spent his 
ring. 
.ed through their father's papers, however, 
.ad7 Miranda discovered rhat Lothar wasn't 
25s rescuer depicted in his popular reputa- 
le had spent much of his pre-noble career 
irt ofmanipulating the p i n  market, hoard- 
;elling what he had when supply was short 
re high. And although the drought thar hit 
le surrounding lands w a s  indeed unusually 
admirted in his private papers that he had 

I threat of famine by discreetly buying up 
1 withhoiding the grain from saIc until the 
111 but unbearable. 
iscovery, the Hoarleg heirs have disagreed 
do with their father's papers. Although both 
eply disillusioned wirh him, Sir h f e  favors 
amily secret hidden. Legally speaking, he 
her's title, and he fears that the Council wilE 
.y of rheir noble stahis if the truth became 
o worries that public opinion will turn on 

him more sharply than on his sister for the same reason. 
Lady hfiranda is a t  IeasT 3s adamant that the famiry come 
clean, as nothing could be worse than keepimg a shame- 
ful secret far the rest of one's life. Their relationship has 
deteriorated over the matter, brit Miranda ha5 so far been 
reluctant to act without her brother's consent. 

Sir &de and Lady Miranda are a11 that  remain of the 
Hoarlcg family; their father was a widower long before 
he passed away, and neither of them have yet married. 
Thev share Torkav Manor with their household 5tafC Sir 7 

' h f i s  valet (formerly hi5 father's), Lady Mirandds maid, 
two other housemaids, two footmen, a cook and a scullery 
maid. Both Hoarlegs spend most of their time here, 2s 

there is no longer a Hoarleg family business fOK them to 

attend to. However, their strained relationship has caused 
Sir Raf? and Lady Miranda to divide the house's private 
quarters between h e m ,  with each sibling more or less 
staking out his or her own territory. 

Sir Rafe and Lady Miranda Hoarleg: Halfling Ari4. 

Maid, Valet: Com3. 

Other Servants (6): Coml. 

Sir Lothar left his children a sum of coin befitting a 
noble family o f  middling fortune. Sir Rafe and Lady 
Miranda split it evenly between them, and presently 
they each keep 5,000 gp in a series o f  banks. The 
interest gained on their investments is more than 
enough to support their lifestyle. Sir Rafe has only a 
couple of personal items o f  notable value: a signet 
ring made o f  gold and inlaid with platinum (market 
value 500 gp) that his father had forged to cel- 
ebrate his elevation to nobility, and a stone ofgood 
luck, which he also inherited from Sir Lothar. Lady 
MFranda has; a variety o f  jewelry items worth 2.500 
m altogether that &e inherited from her mother 
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Sir Lothar also left  behind Some rnPrnorabilia and 

Is0 an a m u l ~ t  of natura/ armor +3. She 
ter item made up for herself shortly after 
out with her brother. . .  . I . 

bits of this and that that have never been claimed 
by either of his children. As a result. they just seem 
to belong to the house mow. Most noteworthy 
among these is  a +Zfrarning burst bastardsword that  
he had forged shortly after he was elevated to nobil- 
ity. S i r  Lothar had no practical purpose for it since 
he lacked any sort of combat training or experience 
and, as a halfling, he was too small to ever use it 
effectively. It was a vanity for him: a mere imitation 
o f  the arms and armor he had seen displayed at 
other noble houses. It now gathers dust in the great 
hall, in the grip o f  a human-sized sui t  o f  full plate 
armor mounted on a stand. 

AC'F1VI'I"Y 
Visitors to Torkay Manor will not have much rruuble get- 
ting to see m e  Hoarleg or the other - both lead lives of 
aristocratic ease and often have nothing more pressing to 
do - brit they wdI not likely get to see both Hoarlegs a t  
once. Such i s  the strained nature of the relationship these 
days. Both are distracted by the disagreements between 
them, and their response to other people's problems 
are likely to appear distant and vaguely uninterested. 
However, anv hint that a visitor could Le used to help 
resolve thc disputes tearing apart the Roarlegs will imme- 
diately seize their interest, as will any hint that perhaps, 
the family secret has gotten out witbout their lino~inp. 



~n case 01 an attacK on tne nousenoin, no one WUI pur up 
much of a fight. Neither Hoarleg has any fighting expen- 
ence. One of the servants may think to grab the +2 flnming 
burst bastnrd swword from the g e a r  hall and fight back with 
it, but that's about it. 

H O O K S  
Relations between the Hoarleg heirs have deteriorated 
to the point where the unthinkable has become pos- 
sible. Sir Rafe trembles with a n x i e t y  that his sister will 
reveal the truth about their father and ruin the family. 
He dares not harm her himself, but he hires the PCS to 
remove her as a worry. 
Converdp  Lady Miranda fears that her brother is 
crumbling under the weight of the family secret and 
may take their disagreement to unthinkable depths. 
She hiws the PCs as bodyguards to protect her and/or 
investigate her brother's intentions. 
R possible threat from outside the family has brought 
the Hoarleg heirs together, though without erasing 
their di5erences. A vague, mysterious note lefr a t  rheir 
front door threatens that things now secrer wilI become 
public tiniess the Hoarlegs pony up to the author. Sir 
Rafe and h d y  Mjranda hire the PCs to fmd out the 
identity of the blackmailer and how milch he knows. 

Valkenbane Manor, also known a5 "The Castle" or 
"Castle Valkenbane" because o f  i t s  size and forbid- 
ding aspect, sprawls across a plot o f  land that is 
large even by the standards of  the Nobles District. 
It has only one story and organizes i tse l f  into a 
public area, a servants' wing and the private wing 
for the family itself. There are 24 rooms in all. The 
main house is nonetheless an imposing affair, with 
tal l  ceilings and a high roof ringed by ramparts. 

The manor grounds also feature a large historical 
museum, about half the size of  the main house, 
devoted :O the war against the humanoids and, by- 
the-by, the dynastic greatness o f  the Vatkenbanes. 
It sits apart from the main house, as do unused 
stables. Architecturally, the museum is  a jumble, as  
successive generations of  Valkenbanes have added 
on to it bit by bit, whether out of need for more 
space or for exercise o f  the ego, A hFgh, sturdy wall 
interposes between the museum and the main 
house, to keep the general public at bay. 

RES ID F N 7'5 
The Vaikcnbanes are one of h e  most venerable of the 
nobIe families, and although the design and sheer size 
of their home stnkes some citizens (even 50me of their 
fellow nobles) as arrogant, no one has ever denied their 

claim r o  rame. I ney [ r a w  iatlir 1115 

humanoid invasion and the unex 
war. At that time, Magnus Wker 
wizard who served as the headr ___-___ _ _  ._-. 
Arcane Academy (location m). Magnus was a scholar by 
profession, but also a ferocious patriot, and during die 
siege he left his academic duties and went to the city walls 
an his own initiative, striking down as many of the enemy 
with his .ipells as he could before he gave in EO exhaustion. 
The City Guard commanders were grateful for his help, 
but also viewed him as a bit of ;1 freelancer, and therefore 
potentially dangerous to his own side. 

Magnus' moment came after the siege had settled Lnto 
a lengthy occupation. It was he who wen1 before the 
Council with a plan to starve the enemy out by casting 
an enormous wall o f f o m  immediately to the north of 
their position; he who gathered his colleagues together to 
implement the plan; and he who led them in the casting. 
Overnight, Magnus Valkenbane went from being per- 
ceived as a well-meaning, but off-kilter zealot to a genuine 
hero of the city, every bit as much as the dashing Guard 
officer Zerkis Uone (see location E7). 
The Council promptly granted him 
a hereditarv title, a d o t  of land 
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line has continued unbroken almost rwice her height. She prides herself in running the 
His descendants have fol- tightest company in thewall Guard. hd she has little sen- 

timental regard for the humanoids who pas5 bv her watch 
always either studied every day, Tolerating no nonsense from them - although 

gC Or served in the Guard (Or even done in that, her martial virtue may be the cause more than her 
len the other). Beginning with hls great-gand- Valkenllane blood, 

added the large war h d v  Ti-ha hardly Cats a rypical profile for a noble- 
D the manor grounds. The mu5eLun used woman of the city, but her husband, Sir Cairns Wentnet- 
the ‘Ore Of its colIection ar first* but since then Valkenlmne, is  less eccentric. A younger son of another 
added bits and pieces of historical value wher- of civ’s ancient ,,&le families, sir Cairns devotes 

nature. Glotificatjon of the Valkenbane famdy has a h y s  La+ Trina have a son, dexxander, who some- 
been the subtext of the museum’s mission, however. d3y inherit the Valkenbane title and fortune, but their 

Over the generations, the Valkenbanes have acquired a arranged match in the 
compbcawd reputation that draws admiration from many, first driven bv the valkenbanes’ need to continue 
resentment a d  even fear from others and from some, both the family line and the need find a suit- 
at the Same time. O n the one hand, they are stout patriots, able for a son who tr,ould not jnhefit the family 
and many a klkenbane has set aside aristocratic leisure to now 
Serve and defend the City, No one denies thern That. But On prefers the company of other soldiers to life at home. Sir 
the other hand, they have a reputation 3s fire breathers, at Cairns, a hmid and unassuming fenow by nature, has 
times overly theatrical in their professed devotion to the raised subjject of~r ina  from the city ~~~~d on 

account of the risk to her person. He alss believes that  she civ- and rather too full of themselves to boot. 
A related pan of their family character is rheis g e n e d  should devote of herself to her family. p,ut he does 

loathing of humanoids, an attitude so constant through- not a r ~ e  these points very foKefuIly I?r for long, It 

inheritance. Sir Magnus seethed with hatred for them up interests outside ofhiq ma*age, 
and how tbev had despoiled his beloved clty. Since then, Lady’rtina spends little time at home. she devotees mt,ch 
various Valkenbanes have been known to toss off a l a r m  of her off.duty ilours ro drinking n,ilith her fellow ofiicers 
ing (though someeimes entertaining) diatribes against in the Ciuards District, Or simply at the fires burn- 
rhe humanoids, sometimes in front of the Council, and ing in the Humanoid aistsict from the r,3mparts abve her 
sometimes advocating their literal extermination. The clan feels cmptv \r,itholrt her, 
i s  therefore troubling to those who would rather live with but sir a ~ o f h i s  time in either the 

museum or the main house. Young Nexander the hrrrnsnoid presence than entertain the 
unreaIistic prospect of getting rid of them is always present as well, tended to by 
altogether. his nanny and at least one of four 

live-in turns that the family 
rent head of the family, follow employs to educate him. The 
tradition by serving in the household staffis head- 
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also a small farnilv that currently dily builri, she has nonetheless 
been known to sra*e down rabid gnolls 

‘ 
Ps in One ’V Or the Other; 

the 

tis VaEenbaneu the 

could, be ‘hey military, Political Of C U ~ ~ E J  in himsev to managing the Vakenbane museum. He and 

is strained, It was 

Having produced the required Lek, Lady 

O u t  the generations that it Pafl af their genetic i s  fair to say that he is lonely, but as of yet he has not taken 

In truth, Vakenbane 
spellds 

Ladv Tnna Vdkenbane, the cur- 



Lady Trina Valkenbane: Ftr7JAri2. 

Sir Cairns Wentner-Valkenbane: Ari3. 

Valet: Corns. 

Maid, Nanny: Com3. 

Tutors (4): Exp4. 

Other Servants and Museum Staff (13): Corn2. 

The Valkenbanes keep 20,000 gp in a nondescript 
room in the family apartments. The door o f  this 
treasure chamber is guarded by a greater b h t  g\yph 
ofwarding. The blast is electrical and causes 1Od8 
damage (Reflex Save for half damage, as usual). 
The glyph yields only when the Valkenbane signet 
ring is pressed to it. Lady Trina possesses the ring, 
but generally leaves it with Sir Cairns when she is 
on duty with the City Guard. 

Apart Erom the signet ring, the most important 
o f  the family’s personal items are Lady Trina’s arms 
and armor, al l  heirlooms of her family that were 
commissioned for his own use by General Qdo 
Vatkenberg, the first of Sir Magnus> descendants to 
attain high rank in the City Guard. There is a Sun 
Blade, a suit of +Jfu/ /  phfe and a + 7 bashing heavy 
steel shield. Lady Trina doesn’t typically carry that 
last item on the job, however, as her duties on a 
usual day involve administration and supervision 
more than actclal fighting. She doesn’t have any 
jewelry of  note. 

S1r Cairns doesn’t have any valuable jewelry, 
either. Bt l t  he does wear an amulet ofhealth +2 on 
a gold main {add 30 gp to its market value) and 
he keeps a helm ofcomprehend Ianguages and read 
magic in his office at the museum. Young Alexander 
also has a notable personal item, an nmulet ofnatu- 
raE nrmor t3 that he wears on a child-sized chain 
around his neck. 

The family museum contains items that are more 
notewordy for their historical significance than 
their rncnetary or practical value. There are arms 
and armw that are, at best, masterwork or of slight 
magical power; uniforms and banners; and some 
commemorative a r t  objects relating to the war 
against the humanoids. There is, however, a very 
valuable item associated with Sir Magnus here - a 
rod o f l o d y  might that he carried with him during 
the siegg.. It i5  kept in a glass display case guarded 
by a greater y e / /  g/yph of warding flesh to stone) 
keyed to the Vatkenbane signet ring, l ike the glyph 
guarding the family coin hoard. 

DIST 

n CT I v I TI’ 
With the lady of the house so often av 

in the family museum, visitors to the Castle will usually 
he left hat in hand. Neither Valkenbane spouse is terribly 
used to taking callers, and on the rare occasions when one 
of them is available, he or she udl be short with them. 

In case of h o d e  action against the household, one of 
the servants will by sure to spirit Alexander to safety, but 
the rest wd not put up much of a fight. Sir Cairns is not 
a fighter, either, and has never handled a sword except 
as a museum piece. If Lady Trim happens to be home, of 
course, that is another matter altogether. She will send 
one ofthe sewants to fetch the City Guard, while she tries 
to rally anyone in sight to fight with her for the House of 
Valkenbane. 

man of the house spending much of _. . . 
0 

HOOIES 
Because of their prominence and their habimal fire- 
breathing on the humanoids issue, VaIkenbanes are, 
from time to time, the target of assassination plots. Sir 
Cairns fears that there is substance to a crop of rumors 
currendy floating about. Despite bis wife’s scoffing rlr 
the idea, he hires the PCs a5 private bodyguards for her. 
Alternately, he fears for the life of their son and wishes 
to hire bodyguards for him. 

€5. CASTRRWUOD M A N O R  
(SIR XAVTFR D U D ~ F O N )  

Castatwood Manor is  an L-shaped 1 
nized along the lines o f a  typical no 
The long side of the “C’ contains the 
at the cap o f  the “L,” the great hall, w 

I. I . I  . .... . . .L’L’- .. 

)uilding orga- 
ble residence. 
public rooms; 
here the origi- 

nal owners am rneir most aTDItIVU5 entertaining, 
sits perpendicular to the axis. The short side o f  the 

ove the public 
xrtrnents. 
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storage areas. A second floor built ab 
rooms contains the family’s private ai 

Castamrood Manor was recently vacated bv the family that 
had built it, and it is ~ Q W  home t o  a wealthy, but enigmatic 
newcomer to the aristocracy, Sir Xavier Dudgeon. ITS only 
unusual fearure is, nonetheless, very much a unique plece 
ofengineering. It is an addition mad? by Sir &vier shortly 
d t e r  he moved in. An escape tunnel mns under the house, 
beginning under a closet on the ground floor and emerg- 
ing from underground in a copse of trees outside the 
city walls to the west. It is accessible from the house by 3 
hidden trap door (successful DC 20 Spot check to notice). 
Qnlv Sit Xavier and his trusted valet Bayles know of its  
existence. He obviously fears some h n d  of attack against 
his person, and wants a secret rowe out of the house as a 
safety valve. 
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A?LDTS LARGEST CITY 

oble stamus and the genemus deeds done 
ialf that gained him his title, Sir Xavier 
1s a mysterious figure. Without a doubt, 

althy He gained his current notoriery ten years 
n he began donating considerable sums of money 
profile public improvement projects, such as the 
ent refurbishing of the city walls. No one knew 
lad acquired d that wealth, and Dudgeon himself 
iosefully vague gon that point. But faced wth  his 
generosity, the Council felt that it had no choice 

bur ro grant him a noble tide (and the entree into ansto- 
cratic society that came with it). 

Dudgeon promptly purchased Castanmod Manor, a 
d a  in the Nobles District that went on the market when 
Sir Lucius Castarwod died without an heir. He has lived 
there ever since. But despite his title and fancy address, no 
one among the civs upper class feels truly cornfofiable 
around him.  is cIaim ta nobility rests solely on h i s  gen- 
erosity, which flows from his personal wealth, but since 
no one knows exactly where that wealth comes from, it 
makes his status somewhat distressing. The most flatter- 
ing rumor that circuIates about him is that he wa5 born 
to a noble family in a far-off Iand, and that he hides his 
foreign origins out of embarrassment. Other rumors hold 
that he was once a highly successful mercenary captain, 
or that his fortune comes from smuggling. piracy and 
brigandage. There are even murmurs that he was once a 
slave-trader, or a highly-paid assassin. 

His lifestyle also suggests that he has something to hide. 
Sir Xavier enjoys making the rounds of upper class soirees, 
and his combination of wealth, charm and rugged good 
Looks makes him one of the city’s most eligible bachelors. 
But apart from that, he guards his privacy well. He has he 
never been defmitively linked to any romantic liaisons, 
and the fact that he Iives abne in a well-guarded villa 
generates c~onsiderable suspicion. Unique among the city3 
aristocratic households, his entire domestic sta f f  is male, 
and a11 are trained fighters. In fact, they go about armed in 
the course of their duties, stanling visitors with clumsily 
hidden battleaxes OT swords by their sides. Whenever Sir 
Xavier notices his guests are startled by this fact, he passes 
it off with a light assertion about how one can never be too 
careful, and doesn’t his esteemed visitor also have house- 
hold staff who can protect him? 

Sir Xavier lives alone and employs a stdf of fauneen 
men, all aiwhom live at Casranvwd Manor frrll-time. His 
valet, Rayles, supervises them. There are four footmen, 
who attend to housedeaning as well as greeting pests,  
and a cook. Unique t5 the d a s  in the Nobles District, 

more stay on the roof, watching the perimeter. They wear 
Feather armur and carry heavy cmssbows. 

m’e have deliberately left Sir Xavier Dudgeon’s true 
personal history something of a riddle, describing him 
as a man of mystery whom you, as DM, may frt into your 
campaign as works best. Dudgeon could be a legitimate 
businewman (or a wea l th  foreigner) who is simply 
paranoid about his personal safety and the safety of his for- 
tune, and chooses his associates rather &idly. Or he could 
be a man with a criminal past who has bought his way into 
respectability with ill-gotten gains. We leave it up to YOU, 

for the enigma of Xavier Dudgeon i s  uhmate!y at least as 
important than the truth. 

Sir Xavier Dudgeon: Ftrl Q/AriT. 

Bayles: Ftr6. 

Cook, Footmen, Guards (14): F W .  
- 

For a wealthy noble, Sir Xavier doesn’t keep that 
much money in his house. A large locked chest 
(successful OC 20 Open Lock check to  crack) in the 
master Bedroom contains 5,000 gp and 1,000 sp. 
The chest is trapped with a poison needle (carrion 
crawler brain juice, DC 13, paralysis) t8 ranged; 
Search DC 22;  Disable Device DC 2 2 ) .  A jewel box 
concealed in a false bottom of his nightstand (suc- 
i 

i 

OT nfs coin niaaen, cacnea in nrcnes carvea rnua 
his escape tunnel. There are six of these niches, 
all o f  them disguised so that only Sir Xavier can 
recognize them on sight (successful DC 25 Spot 

:essfvl DC 20 Spot check to notice) holds 1,000 gp 
worth of precious gems. He keeps the remainder 

c - 1 .  . I .JJ.. ~ I J . .  _I __. - J  ._L- 

check for anyone elseto notice). Each niche con- 
tains 3,000 gp in coin and 2,000 gp worth of  gems 
dumped into sacks. 

As for personal items, Sir Xavier Nears a plati- 
num srgnet ring inlaid with adamantine, worth 
500 gp. We also wears at  all times (even when he 
is asleep) a ring of invisibility and a periapt ofproof 
ogainst poison. BayFes is the only 0 t h  member of 
the household who has any jewelry of note - a 
pearl set into a platinum pendant worth 400 gp; 
it has no chain, and he carries it in his pocket as 
a charm. tn the doset o f  his bedroom, Sir Xavier 
keeps a +2 mighty deaving bastard s w r d  and a suit 
of+Zchainmarl. He claims that they are family heir- 
looms, and that he has never used them himself. 

there are also four armed guards posted outside the house 
a t  all times, working in 12-hour shifts. TWO conceal then-  
selves amongst the shrubbery outside the house, ~arroIling 
and looking out for suspicious movement in the street and 

 TOW-^ and green clothes and c a T  h a d  CrQSSbOwS,TWO 

ACTIT ,,,>- 
Anyone approaching CastanvoDd Manor will be observed 
by the grlards.  pc5 may make an opposed Spat test to rry 

behave suspicious~y, how- 
ever, the guards will let them pass. Instead, all visitors are 
met at t h e  front door by two footmen, who will look them 

notice them. Unless the 
the Funds- They shirts under 



judgment about whether they aught to be allowed to see 
Sir Xavier When in doubt, they will send for Bayles. 

Si* Xavier himself receives visiton in the main room 
of the manor, and he treats everyone of noble rank (or 
anyone whom he suspects of being of noble rank) with 
amiable, i:' somewhat oily, courtew, eager to make friends 
among the social elite. Everyone else receives a guarded 
civility, a d  the distinct feeling that one ought not to 
push Sir &vier too far. 

An actual armed attack on the huusehold will trigger 
a sophisticated defensive response from both Sir Xavier 
and his household staff. His men w d  fight to the death to 

defend him. Bayles and the footmen will stall the attack- 
ers as long 39 possible while Sir Xavier rushes ro his bed- 
room and dons his armor and takes up his weapon. The 
guards outside the house are trained to nish inside ilthey 
hear any commotion from within - ifthey don't, one of 
the footmen will break o f f  and summon them, ifpossible. 
Sir Xavier wiIl fight alongside his men imtil the battle 
clearly brpns to go against him. At this point he will 
activate his nng of inwi~ibi l i ty  and flee, using the escape 
tunnel urder the house. B a v h  will accompany him if the 
situation ailows. From there, his contingency plan allows 
him to escape by $ea (ifthe siruarion i s  really dire); h e r e  
is a small cove nearby with a cave where he can hoIe up 
while waiting for a hoar, or he can make his way south to 
the Docks by foot. 

* hir -vier i s  
associate. He 
nent member 
of business by 

9 Sir Xavier hit 
who was sent 
Disrrict. The 
prisoners kno 
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being bIackmailed by a former business 
wants intermediaries who are not perma- 

of his entourage to "take care of" this bit 
a n y  mean5 necessary, and hires the PCs. 

r s  the PCs to spring an oId friend of his 
enced to imprisunment in the Humanoid 
Friend may be found among the band of 
su71 as Valhalla's Fallen (locanon B37). 

i 
I 

HOUSE (C~FSTTA FAMILY) 
i 

ively modest house built on spacious 
es the Gestia family, a noble clan 

(or notorious, depending QU how 
for their association with the arts 

;ic. The Gestias have always closed 
from the outside world as best they 
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privacy, though to what end becomes apparent 
S Q O ~  as one enters the front gate. The grounds , 
the house both show the lingering scars of  mag 
experiments conducted by generations of  Gest 
flash burn marks, impact craters, objects lod: 
I . I  I . ,  I .  

This cornparat 
grounds hous 
long renownet 
you look at it: 
of arcane ma€ 
off their estate 
could, by planting talt hedge5 and trees all around 

: as 
m d  
ical 
ias: 

in tne grouna or in places not easily explained. 
They regard these things a s  the price of advancing 
knowledge, but they know that not all of their neigh- 
bors will see it the same way. 

+ha c r ~ n n n r ~ c l t  it i c  rlaqr t h 3 t  +La &milt, \ i n l i i m c  i ts 

ged 
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rmes rarely to scholars of arcane magic. 
lstess are integrated into the life of the 

ILA.uLclughly as anyone else, they ate generdy 
3 as a Iitzle eggheaded, wrapped up in the study of 
hat only they know how to channel. They’re won- 
hen they use their powers on your behalf - any 
~ r a r y  of the great Magnus Vahkenbane would tell 
- but most of the time, the city’s wizards and 
Seem to be off in a world of their own. Not a pub- 

:d Iot, them - especially the deans of the Arcane 
(Iocation K2). 
unfair reputation, of course, especially to the 

~ L l l u l a ~  5 of the Academy, who see themselves a5 servants 
of the public good in their own particular way. How can 
advancement of arcane knowIedge not serve the gen- 
eral interest, after all? And no one exemplified that way 
of thmking more than Larrus Gestia, the founder of the 
Arcane Academy that still bears his family name. As B 

reward for his extraordinary labors, the Council granted 
him a hereditary title. Since Sir Lams’ time, by family tra- 
dition at least one chiId from each generation must studp 
arcane magic. 

The ~ k s t i a s  have not always endeared themseives to 
their neighbors, and for reasons that have nothing to do 
with their personal qualities or the respecrabbiIity o f  their 
chosen profession. But as E h F h  ha5 been a long line of 
arcane spellcasters, many a Gestia has felt it necessary 

to practice his or her craft and conduct research an the 
grounds. And although they are spacious grounds, it is not 
uncommon for those who live in the immediate vicinity 
to startle at a variety of visual and sound effects: dazzling 
flashes of light in the middle of the night, booming explo- 
sions interrupting medtimes, stray extraplanar creatures 
popping up in the middle of a garden party, and the Lke. 
On this account, the Gestias have had to master rhe art of 
the profuse apology. But their work continues nonethe- 
less. 

As if this does not make matters difficult enough for 
the family the current head of the clan, Sir Goraint Gestia, 
chose necromancy as his spec ialty... and is not terribly 
discreet about practicing it. While death magic is not a t  
a11 unknown in the city (it has just as many practitioners 
here as anywhere else), the noble class generally regards it 
as eerie and vaguely threatening. Playing around with the 
dead in rhis manner subverts the natural order of things, 
after all, and the nobility like to keep things orderly, lest 
they Iose their right to lord it over the common folk. The 
vampire Sir Milton Derek(see location €X2) has repeatedly 
shooed Sir Getaint Out of the city graveyard (locations HS 
and H6), though he did grudgingly agree to provide some 
skin and hair samples in order to plawte him. To make 
matters worse, Sir Geraint’s “experiments” sometimes 
escape into the neighborhood. Every now and then, a 
skeleton OT a zombie turns up in the “old money“ section 
of the district - a hazard to public sa€?% though noth- 

ing worse than that so far. But as a 
scholar of the arcane, Sir Geraint 
had to choose a speciaIty, and he has 
never looked back. 

In fact, he takes great pride in 
his most audacious experiment to 
date, even as his feuow aristocrats 
murmur in revuIsion at: it. Working 
in cooperation with an e d  cleric of 
his acquaintance, he has creared an 
intelligent (more or less) undead ser- 
vant for his household- a mohrg, 
whom he calls Lyric, and who now 
serves as his vdct. Togerher, Sir 
Geraint and his associate cast create 
undcnd OR the body of his former 
valet, just deceased, with the cleric 
c o m p e h g  rhe creature to obey Sir 
Geraint during the process of cre- 
ation. As an arcane spellcaster, Sir 
Geraint could not assure his own 
permanent control over the mohrg 
that he created, and he hopes that 
having the aid ofa divine spellcaster 
wiEl insure it. The orher household 
servants resent Cyric, and most 
visitors ta Gestia FXall react to it 
with fear and/or revulsion. But Sir 



Geraint remains blissfully confident that his creation will 
eventuaaajly revolutionize household management for his 
fellow aristocrats, freeing them of the CQSS associated 
with keeping living servants. 

The re5t of the Gestia clan do not hold Cyric in the 
warmest regard either, and are a t  best conflicted aborrr 
Sir Geraint's passion for necromancy. His wife Lady Wills 
enjoys the ease and luxury of a noblewoman's life, but 
she does not even pretend to understand his work, and 
she looks askance at his weird, mysterious associates. 
Neither of their children - their son Eddis and daugh- 
ter Aanis - p h  to follow in their father's footsteps; if 
anything, rhey have decided to rebeI against his example. 
Eddis has chosen to specialize in abjuration at the Arcane 
Academy in the belief that the magic that he learns is fun- 
damentally different from his father's work. Abjuration 
preserves life, rather than manipuladng life and death, or 
so his rea5oning goes. Manis has turned to divine magic 
and become a cleric (lawful good), serving as an acolyte 
of the Children of the Creator (see location J2). Even so, 
the Cestias hang together as a family in spite of their d5- 
ferences. No doubt, Sir Ceraint's bearing has much ro do 
with this, as he has always carried himself as 3 harmless, 
good-natured husband and father. He may play enthusias- 
tically with the dark forces of death in his occupation, but 
it does not show in his pleasant, ruddy-cheeked face or his 
unassuming manner of dress. 

Wirh f i n i s  recently departed to tnke up a temple 
cleric's life, only Sir Geraint, Lady W i h  and Eddis remain 
as fuu-time residents. And even then, Eddis spends much 
of his rime at the academy, panly because his studies 
demand ir and partly because he refuses to have anything 
to do with his father's work. Besides Cytic, the Gestias 
employ a maid for Lady Willa, Eddis' valet, two house- 
maids, two footmen, two cooks and a scuIlery maid. Their 
s d f  tends to be inexperienced, since it is so difficult to  
find people d i n g  to wotk with Cyric for any length of 
time. 

Sir Ceraint Cestia: Wiz7 8. 

Lady Willa Cestia: AriS. 

Eddis Cestia: Wiz2/Ari2. 

Aianis Cestia: Clr l  /Aril. 

Cyric: Mohrg, as per Monster Manud.  

Maid, Valet: Com2. 

AH Other Servants (7): Cornl. 

The Cestias keep 10,000 gp in a bag ofholding (type 
41, which in turn sits in an unlocked chest in the 
master bedroom. A greater spell g/yph of warding 
(eyebite) protects the chest. The glyph is  keyed to 
the Cestia family signet ring, which is atherwise 
unexceptional. Sir Ceraint wears the ring at al l  
rimes. 

In addition, Sir Geraint wears a headband af 
inttllect + E  and a pearl of power, 9th-level spd set 
into an amulet; the latter stores energy draipl. Lady 
Willa's jewelry totals 5,000 gp in value. She wears 
half a f  it at any given time, and keeps the other 
in an unlocked jewel box in her nightstand. She 
also wears an amulet ofhealth +4, a gift from her 
husband. Eddis wears a pearl ofpower, 1st-kvel spell 
set into an amulet, and he uses it to store shield. 
A l l n i c  i= anirinn-rl =c n ~ r  2" x r n l v b  nfthe rhildrpn rluaP,,> ,a c y c I y ' y ~ c "  u., rLa U., %._- I" -. . ... - .-..... 
of the Creator, and she wears a ring ofprotection + T  
besides. 

As one might expect. the Cestias are quite wealthy 
in magi 
created 
behind more oaas ana en05 man ne can tram. ir  
\ m a t  n o d  tn rzitglnolle thp maoir itpm7 that thp 
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c items. in addition to what Sir'Ceraint ha; 
through his own skills, his ancestors left  
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Gestias have lying around the house, in cabinets, 
drawers and closets, roll on Table 7.7 (Random 
Magic Item Generation) in the Dungeon Master's 
Guide for ten minor, five medium and one major 
magic item. If you generate weapons, armor or 
shields on your initial roll, roll over. Ifyou generate 
an i tem that requires divine, but not arcane magic 
on your second roll, roll over. If your PCs manage a 
thorough search o f  Cestia House, feel free to gen- 
erate more random items using these guidelines 
to simulate items left behind by past generations 
of Cestia spellcasters. In this case, however, wands 
should have less than their full charge, and potions 
and scroll5 may have lost their power due to the 
passage of time. 

ACTIVITY 
Sir Geraint greets all visitors with Cyric at his side. 
He takes every oppomnity to show off his "creation." 
Therefore, Lady Wdla receives visitors whenever possible, 
and she does so a5 the embodiment of aristocratic grace. 
In case of attack, Sir Geraint and Eddis will use their spelEs 
to fight off any foes. Cyric will defend his master to the 
death, but it is also the case that Sir Geraint w 4  fight to 
defend Cwc.  In fact, it is a n  open question whether he 

. "  
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wd give greater priority to fighting for Cv ic  QT fighting 
for his family. 
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predicted, something has gone terri- 
i c .  Sir Ceraint’s control over the crea- 
m -perhaps because the cleric with 
ated double-crmsed him, OT because 
w35 ill-conceived to begin with. In 
ias killed m e  of the other servants 

house. Sir Geraint needs ro track 
wn Cyric quickly, because he is a h i d  of the damage 
his reputation if the news gets out. Too embarrassed 
the calamitv to inform the City Guard, he hires the 
s to help him. He wants his rnohrg servant returned 
him if possible, but accepts that it may be necessary 

Y 

to destroy it. 
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hall, where Sir Zerkis Lione hung 
armor, as well a s  other relics o f  his 
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Built on a generous plot of land, as are most of 
the mansions in this neighborhood, Lione Manor 
has only one sprawling story. Architecturally, the 
public area o f  the house centers around the great 

his arms and 
:lorious military 

culrrl ~IUIILLIulldllY, IIuwcvcI, 1 1 1 3  llcare recent heirs 
ervants’ 
: house. 

Hn enormous wing comains me Tarnriy s private 
rooms, but Lady Maris  Eastland-Lime, the mother 
of the current head of the clan, recently had a suite 
o f  apartments built especiatly for her. These were 

have siarcely ma& use OS it at all). The s 
quarters are located toward the back of  the . . . i  r - 1  I 

added specifically so that t h e y  would stand apart 
from the private wing, as an eXpE5SiQn of her dis- 
approval o f  her son’s lifestyle. 

L i m e  Manor is one of the largest mansions in the bld 
money’ section of the Nobles District, and it houses one 
of the oldest and most famous of the city’s aristocratic 
families, the Liones. 

RFSIDFUTS 
The Liones are one of the oldest and most respected of the 
cisy‘s aristocratic bloodlines. The esteem in which they 
are held sterns not just from their longeviry, but from the 
historic dr*eds of their dustriom ancestor. Zerlus L i m e  
was only a captain in the City Guard during the terrible 
siege of the humanoid tribes. But ir fell to him to bear 
the Guard standard during the dramatic b a d e  tlrsr drove 
the humanoids back against the dwarven chffs. His role 
made him a magnpt for foes, but hc never left the van- 
guard of the attacking force and slew (by his own rough 
estimate) three dozen OKS and hobgoblins, and an ogre 
single-handed. He did so despite the encumbrance of the 
standard, which he never let dip. He fell back only at the 
end of the day, when the Lord Protector summoned him 
to help the army regroup. 

For this distinguished feat of arms, Zerkis Lione received 
a promotion to general from the Guard (hy eventuaIly rose 
to Commander of the Walls), and a noble title a n d  a gener- 
ous annuity from the Council. His family line has contin- 
ued unbroken to this dar. But while a strong tradition of 
military service held sway over his descendants for sev- 
eral generations, the trappings of wealth and aristocracy 
eventually distracted them. At present. the onlv martin1 
aspects of the Lione family are the heirlooms on display in 
the great halI of Lionp Manor, most of which have g o w n  
dusty with neglect. In fact, the present 5ead of the familv 
barely makes use of rhe room a t  all, preferring to pass the 
time in wrroundjngs less stodgy and imposing. 

Indeed, Sir Zerkis r v d d  scarcely recognize his current 
inheritor. Sir Brevin Lione is a cIassic young aristocrar, a 
man of leisure who, while in the prime of his Me, has no 
trade or profession because he simply doesn’t need one. He 
i s  a fop and a dilettante, who has dabbled in various fine 
arts and even studied arcane magic briefly: But they were 
all merely pastimes to him, each sampled and discarded 
in turn JS they began to bore him. At present, he spends 
much of his time in the company of actors and entertain- 
ers, hosting them ar Lione ,Manor or sharing their revels in 
the pubs and brothels ofthe Entertainment District. From 
time to time, he shows UQ at the Ruby Barge (see location 
E ~ o ) ,  bur g a m b h g  doesn’t interest him terribly much; 
it’s usuallj~ at the insistence of one of his hangers-on who 
couldn’t get into the exclusive club otherwise. 

Sir Breviris‘ mother, Lady M a r i s ,  wawhes her son with 
no small degree of concern. She is a blue-blood herseIf, 
the daughter of a respected aristocratic clan. Such is the 
standing of The Zione family, however, that she married 
Brevin’s father awestruck at rhe prospect of joining the 
House of Lione. Her present disillusionment concerning 
her son and the bloodline that he represents is therefore 
a11 the greater. She turns up her nuse at Brevin’s boon 
companions, feeling that rhey are unworthy of  the head of 
a noble family, especially one as august as theirs. Scandal 
- or worse - will come of this, mark her words. She aIso 
understands that upkeep of family home, combined with 
BTevin’S lavish spending and their absolute reliance on 
the family annuity for incomr, has put their finances in a 
precarious state. The truth - hidden from oursiders, bur 
acknowledged by the Liones themselves - i s  that before 
too long, they will either have to CUT expenses (Rreviris 
lavish lifestyIe being rhe most obvious target) or find 
another source of income. Otherwise, they wil1 go into 
debt for the first time in the history oftheir bloodline. 

The household consists of Sir Brevin, Lady Maris, a valet 
and a maid for each, respecrively, two housemaids, two 
footmen, three cooks, and two scullery maids. Sir Brevin, 
when he is at home, is lLkelv to be surrounded by his “artitis- 
tic’’ friends (and their hangers-on, as well), all of whom 
can hardly believe their luck at being able to leech off of 
an old noble family whose wealth iq  presumably fathom- 
less. As a result of this, Ladv Maris rends to confine herself 



to her wing of the house. When he is om, Sir Brevin some- 
times takes his valet, Gdes, wirh him, just because having 
a servant follow him impresses the crowd with which he 
runs. Giles never complains about this: it makes his Me 
more interesting than that of most of h i s  peers. 

Sir Brevin tione: Ari2/Sorl, 

Lady Maris L ime:  ArilO. 

Lady Maris' Maid, Ciles: Corn3. 

All Other Servants (9): Coml. 

The Liones have surprisingly little coin for a fam- 
ily of their rank, largely because o f  the spendthrift 
ways of Sir Brevin and many of his recent ances- 
tors (and despite the best efforts of Lady Maris). 
They have considerable wealth, of course, if only 
because of L i m e  Manor, the land that i t 's  built on, 
and a handful o f  unusual items. But relatively little 
of it is liquid. The only consequential source of coin 
in the house is 3,000 gp that Sir Brevin keeps in a 
half-empty chest in his bedroom (successful DC 
25 Open Lock check to pick; Lady Maris does not 
have a key). 

As for personal items, Sir Brevin has nothing o f  
unusual value. Any jewelry that he might once have 
owned, he h a s  either given away or sold. Lady Maris 
has personal jewelry worth a total of 1,500 gp that 
she wears on her person, as well a s  a stone ofgood 
h ~ k  set into a silver pendant (adds 20 gp to its 
market value) that she wears around her neck. 

And then, of course, there are the relics of  Sir 
Zerkis that the family has atways kept on display 
in the great hall. Not even Sir 5revin dares to sell 
these- a t  least, not yet. Most valuable of these are 
the +3 vorpaE long sword and +3 rnoderatafortifica- 
tian ha/fp/ate that Sir Zerkis took into battle with 
him during the charge that brought him undying 
glory, There are also his old badges o f  rank, which 
have little vatue in terms o f  their basic materials, 
but could fetch a hefty price from collectors if they 
could be validated. 

ACTIVITY 
Even when he i s  home, it is not certain that Sir Brevin will 
receive unexpected guest?. Sometimes, he just can't be 
bothered ~n these cases, his mother wil1 step in to uphold 
the ideal D€ aristocratic courtesy, gritting her reeth all the 
while a t  what a fine son she raised. Lady Maris believes 
that i t  is Fler duty to help rhe less fortunate when asked, 
and sherries to lend a sympathetic ear to those that come 
to her asking for help. ~t pains her, therefore, when she 
simply wnnot aKord to give much money away because 
of her son's ndd spending habits and u n w h g n e s s  to 

armg m as mucn casn as ne tosses about. u > N  mevm 
deigns to receive callers, he affects a drawling. la 
ness to other nobles, and scarcely hides his boret 
everyone else. 

In  case of an armed attack OR the household, nl 
fight back. In fact Sir Brevin's firsr insrinct is t 
his life, and the same is largely m e  of any of his 
might be about. Lady Maris  may try tQ face dow 
ers, but neither she nor anyone else in the h o w  
any fighting experience. 

HOOKS 
Sir Brevin understands that his family's finances are pte- 
carious, but he i s  not so sensible about how to cope with 
the situation. He has heard rumors of a great treasure in 
a distant land, and he wants to fmance a n  expedition to 
find it and bring it back. 
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that Sir Brevin has m n  oE and e + d I e d  at Oana’s 
School of Smiles (location C4), hopeful of becoming 
an entertainer. She is a l l  the more scandaiizcd because 
her farnilv, the Eastlands, were rocked when her cousin 
Gtiv teamed up with a lowly bard to h n d  a music hall 
(The Silver Throat; location C14). she hires the PCs to 
bring her son back to Lione Manor by any necessary 

tre a disrepirtabre lot, means. 
hem. What are their 
‘r son and slathcnng B 8 .  STFFT,WFATHFR CjARDFNS 
any actrial talenr. She (RAKIJL CLAN) 

1 find the truth of the 
matter. 

0 Ladv hfaris may have found a way to ease the family’s 
financial crunch and make a respectable man out of her 
son at the same time. The ruling family from a distant 
land rcportedlv wants to arrange a political marriage 
between their daughter and rhe son of a noble family 
from the citv. She hires a PC with suitable Diplomacy 
skill ranks to nave1 110 that country and present their 
suit. 

Steelweather Gardens is a sixteen-room, two-story 
mansion laid out in a general pattern common to 
the Nobles District: spacious dining and entertain- 
ing rooms and servants’ quarters downstairs, pri- 
vate ~QO~TS for the fam 
first floor includes a 1 1  
owner’s pride and joy. 
built by a wealthy family, and it IS  ornately decorated 

iily and guests upstairs. The 
brary that was the previous 
The mansion was originally . .  

both ifiside and out. It has been well cared for down 
through the ages, and its stones have weathered 
gracefully, giving it an ancient, yet comfortable 
aspect. Over this venerable foundation, Rakul and 
his family have laid a colorFul, even gaudy facade o f  
their own, consisting o f  decorations native to their 
people, as well as clumsy attempts to adopt the 
fads and t ics o f  the city’s native aristocracy. 

The grounds o f  Steelweather Gardens extend 
to the large pond to the northeast and rhe street 
to the south, giving the residence stlbstantial sur- 
rounding green space. The original owners were 
avid landscapers, and their gardens gave the house 
its name. Landscaping does not intcrest Rakul so 
much, however. Instead, he built an enclosure for 
his pet leopards and a small aviary for his hunting 
falcons. 

s, ’‘ .! RFSIRFNTS 
The Rakul clan are a recent, but aIreadv notonous 
addition to the city’s nobdity. TIIF head ofthe fam- 
ily, Rakul (his people do not belirve in surnames), 
once led a nomadic trjbe in a hnd fat from the 
city. His triba1 relipon revered the Spire, how- 
ever, although none of his people had ever come 
remotely close to setting foot wirhm the city h- 
its Then, some twenty years ago, he and his fol- 

lowers fought and destroyed an unemproyed mercenary 
company that had turned bngand and wrought havoc on 
one of the city’s most important overland trade routes. As 
it happened, R d d s  motives had nothing to do with safe- 
guarding the fortunes of the city’s merchann, and every- 
thing to do with securing new gra7ing land for his people. 

I ’ 



But the City Council was grateful enough for his help that 
they offered him a hereditary title and a comfortable villa 
in the Nobles District. k k d  came to the city for the first 
time to hear the Council's offer. Overawed by its splendor 
and by his first glimpce of the Spire, he decided to stay 
and leave behind his life as a nomad chieftain. 

A full qeneration has passed since then, and in that 
time Rak1.d and his wife Cleama have adapted to (if not 
entirely awimilated into) the city's aristocratic clasq. They 
still dress in the general style of their mibe, which h k s  
quire exotic by ciry srandards. But their clothes are made 
of finer fabrics than were available to them when they 
lived on horseback in outlying lands. Fine perfumes now 
waft about them, rather than the smel1 ofsweat and beam 
of  burden. And although they brought a shaman to live 
with them and keep their tribal deities as household gods, 
they also donate money to the Children of the Creator 
Temple and show WSpeCE to irs doctrines. 

The library of SteeIweather Gardens exemplifies how 
the civ has changed Rakul and Cleama, and how they 
have changed their new surroundings to fit them. When 
they acquired the house, the library w a s  cleady a center- 
piece. The collection contained many rare tomes, and 
the room that housed them was obviously cared for with 
great pride and affecrion. Rakul rcceived the book? along 
with the house and kept h e m  intact. He himsclfis semi- 
litetate and does not fuIly appreciate their value, but he 
knows that having the collection confers a certain pres- 
tige. However, he has allowed his shaman Neetha to place 
a large idol of their tribal god in the middle of the room, 
and he has also decorated it with various exoric artifacts of 
his people. Some of these items are warI&e in nature, and 
most have only sentimental value. 

But if Rakul and Cleama have adapted to the city with- 
out comrletelv dissolving their old identities into it, their 
children act as if they were born to it - and a IirtIe too 
much so for their parents' liking. Nestor, their son and 
heir, spends much of his time (and money) on the town, 
drinking and gambling in the company of other dissolute 
children of the n~bllrty. He spendstoo many of his days a t  
the Rubv Barge (location E ~ o )  for their liking, but when 
he isn't there, he's usually off at more downscale taverns 

t o q h r  TO 
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and gambling dens. lheir daughter Yent 
piing to gad abour as freely as her broth4 
parents with her spendthrift ways and I 
the self-discipline and commanding dig! 
be a tribal leader's birthright. 

Rakul, Cleama and their two children a1 
Steelweather Gardens as their primary resider 
though Nesror wanders off on his own a great 
may or may not come home at night). PeneEoI 
almost a11 of her time at home, but suIks a g 
Neetha, the nomadic priestess whom Rakul a n  
brought with them from their native tribe, lives 
appointed room in the family quarters. She also ~ L I ~ 1 ~ L l u ~ l ~  

as d e  facto head of the household staff, even though she 
greatly resents such a duty. shc feels that it is beneath 
the dignity of a holy woman to manage servants, oversee 
party preparations, and the 1Lke. The remainder of the 
household staff consists of RakulS valet, Cleama's personal 
maid, a valet and a maid to attend to the children, two 
housemaids, two footman, three cooks and two scullery 
maids. A few of these servant? are favorites whom Rakul 
and Cleama took with them from their mbe. They hired 
the rest in the ordinary way, from the city's own labor pod. 
In fact, Hasry Oldbottom of Hasty's Labor Exchange (Ioca- 
tion El 1) regards them as one of his best customers. 
In addition, RakuI retains several personal servants as 

parts of his tribal past that he simply cannot bear to shed. 
They are two bodyguards - sons of two of his most IovaI 
companions from his nomadic days - who accompany 
him in public at all  times, a keeper for his pet leopards and 
a falconer who cares for his prized hunting birds.There are 
two pet leopards, kept on chained collars, in the enclosure 
and twelve falcons in the aviary. Rakul takes considerable 
pride and pleasure in keeping these animals, and visits 
them at  least once every day. 
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Rakul: Brb J 2 /Ari 3. 

Cftarna: Brb31Ari3. 

Nestoc Ari4. 

Penelope: Arf3. 

Neetha: AdpG. 

Rakul's Valet, tfearna's Maid: Corn5. 

Rakul's Bodyguards 12): B rb3 / Ftr2. 

Falconer, Leopard Keeper: Exp3. 

Other Senrants (1 I): Cornl. 

Leopards (2): As per the Monster Manual. r 
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Falcons (72): As per the Monster Manun/. 



25 Open Lock chet 
in the master bedrr 
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E a locked chest (successful DC 
:k to pick) containing 5,000 gp 
lorn. Each ofthe children has a 

.__..__ - _ _ _  essful DC 20 Open Lock check 
to pick) containing 2,000 gp in his or her roam. 
Neetha has her own small hoard as a token of Rakul 
and Clearna's gratitude: 5,000 sp in a locked chest 
(successful DC 20 Open Lock check to pick) in her 
bed roo rn . 

Rakul's most valuable personal possessions (in 
sentimental as well as monetary value) are the 
arms and armor that he inherited along with leader- 
ship of his tribe: a s7 speed scimitar with precious. 
gems inlaid into the hilt (add 500 gp to the market 
value) and a suit o f  +2 cold resistance hide amor .  
Whatever gems and jewels he plundered during 
his nomadic years, he generally gave to Cleama 
or divvied amongst his followers. Cleama has a 
variety of jewelry acquired this way, worth a total of 
5,000 gp, but she never wears all of it at  one time. 
She a!so wears a n'ng ofprotection +2, which Rakul 
considers the most valuabfe bit of plunder he ever 
gave her. Cleama has a weapon as  a relic of her old 

1- a + 7  keen spear- but 
these days. Nestor has no 

cxpcrrvrice LU qJCdK V I  rrl the arts Qfwar, but when 
he came of age, Rakul had a + I  wounding scimitar 
made up for him as a token continuation of family 
trrrrlitinn Mpctnr wparc it nrniirllv ~ h p r p ~ p r  hp oops 

- 
life as a chieftain's wife 
keeps it in her bedroom 

---- c- __^_I. -r :* 

> ,  

add 50 gp to i& market value), a gift from 
ier. However, neither she nor anyone else 
. .1 I ~ ~ ~ ' d . -  . C * L -  ' I _ - - I -  -___:_- I  

r - - - I  .- o---' . , _ . . 1 b , Y " I .  " . - " . * I  --I- I .-  - - " -  

but doesn't have any idea how to use it. Penelope, 
a t  any given time, may wear any number of pieces 
from her mother's jewelry collection. She also has 
a gold pendant with a pearl of power (3rd level) set 
into it ( 
her fat1 
in the famriy nave any iaea or me rrerri 3 rridgrrdi 

properties. 
Neetha also has her own valuable personal 

possessions - talismans of her past as a tribal 
priestess. as well as  powerful wondrous items in 
their o w  right: a jigurine of wondrous power (silver 
raven) and an incandescent blue ioun stone, which 
she always wears. 

The library o f  Steelweather Gardens has a hand- 
ful ofunusually valuable books in the collection that 
Rakut inherited when he bought the house. They are 

b 

on the vagaries of  the rare book market. There i s  
also a + J  tome ofunderstandhg, the true nature of 
which the family is quite unaware. 

A C T I V I m  
This much of the old tribal chieftain remains in h k u l :  
He treats all visitors, even those of whom he is suspicious, 
with a rough-around-the-edges courthess and generous 
hospitdiry. Guests a t  Steelweather Gardens invariably 
receive offers of food and drink that may strike a city 
native as exotic, even bizarre or distasteful. And k k u l  
rarely takes no for an answer. Those whom he considers 
friends may be sent home with a package of delicacies of 
his people and a brief lecture on how hard it is to find just 
the right ingredients in the ciq. 
rf h k u I  is artacked in his home, he wlll make an 

instant decision about whether or not he has time to don 
his armor and take up his shield. d he decides not, he 
will draw his scimitar and fighr where he stands. He wilI 
defend his family to rhe death, and grant no quarter to one 
who has violated the sanctity of his borne (unIess there is a 
very compelling reason to do SI)). Likewise, his bodyguards 
will defend him and his €amdy against all hawrds. Cleama 
will also rush to take up her spear, bur her first p r i ~ r i t y d  
be safeguarding the children (maternal instinct, and she 
also knows that Rakul can handle himself). 

Neetha will use her spells a s  best she can to defend the 
family, hut if the battle turns against them, she may use 
the opportunity to flee, or even turn against her former 
masters. Or she may remain loyal to them to the death; as 
DM you should consider all of her options open. 

Unlike their parents, Nestor and Penelope are soft.They 
have link or no training at arms and will not fight. The 
same i s  true of the househoId staff besides Neetha. 

HOOKS 
0 Neetha is greatly tired of city life. She also resents her 

master and mistress for forsaking the old ways in favor 
of corrupt new ones. But she lacks the nerve to the tell 
them directIy that she wishes to lenve their service. 
Instead, she hires the PC5 to stage help her stage her 
own kidnapping and smuggIe her ornit of the city Or 
- assuming she i s  in a particularZv foul mood - she 
hire the PCs as assassins to put Rakul and Cleama out of 
her misery and null$ her bond to them. 

* Unable to talk his son inro a more 2ignified Mestyle, 
h k u i  hires the PCs to dissuade (by whatever methods 
prove most cost-effective) some of Nestor's least desir- 
able companions from hanging around with him. 
Ra!d frequently patronizes the scribe Harrigen (loca- 
tion %13 3)  to help him decipher important docnments. 
One day while in Bazaar, however, fikul had his purse 
cut hy a Thieves G L I ~ C !  sweet operative. R&ul got his 
hands on the culprit, but passersby and the Surveyors 
interfered before he could meet out a tribal chief's jus- 
tice. He now wishes to wage a persona1 war against the 
Thieves GuiId to satisfy his outraged honor. He hires the 
PCs as mercenaries to heIp him gain his revenge. 



Propp Manor is a rectangular house, laid out 
according to the general pattern o f  noble resi- 
dences: servants' quarters and public rooms on 
the first loor, family quarters on the second floor. 
The upstairs includes a recent addition: a m a l l  
suite of  apartments built to accommodate the wife 
(and ant cipated Family) ofyoung Baron Rropp. The 
ground f oor features a large veranda with a pleas- 
ing view of  the small pond that the Propps share 
with their less ostentatious neighbors. The house is 
of a recei t  vintage, and everything still looks quite 
shiny and new. The Rropps (or rather, their houre- 
hold stafq work hard to keep it so. 

i 

Propp Manor stands as one of the largest residences i n  the 
"new money" neighborhood of the Nobles District and 
bears the name of the family that resides in it. 

RFSIDFNTS 
Comparatively speaking, the Propp family are newly- 
minted nobles, and they came to prominence through 
means tantamount to buying their way into respectahility. 
As a convquence. Sir Deramus Propp has never quire 
achieved the acceptance into the aristocracy that he so 
clearly craves. But that  doesn't stop him from trying. 

his farnil? literally from rags Y riches 
Sir Deramus likes to brag that he rook 

within the qpan ofone genera 
that's not cntireI y true. By "rag 
he means that his family had 
becn weavers for as long as 
anyone couId remember. 
But the Propps always made 
a respecrabble living by theii 
work, and the cloth that the! 
made has a long-standing 
reputation for durability and 
suppleness. Sir Deramus' 
father served for many years 
as head of the city's Weavers 
Guild, in which poqition he 
invested goodly sum5 (bot 
the Guilds and his own) in 
cotton an ;I sheep farms. 
During l i s  lifetime, 
these hWSKmentS did 
not pav rff as well as 
he had Eoped, but it 
did menr that he left 
his son s~bstantial real 
estate ho!dings, as we11 
as the f a r  ily business. 
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Deramus Propp came into his inheri 
weaver, but as the owner of 3 potcntial cornrnerci: 
As a result, Deramus spent much more time man 
hoIdings than he did at a loom. Within a decad 
made the family enterprises more lucrative than 
ever could, and he became a man of considerabl 
Fame quickly fullowed, and through ashite cam 
and liberal d i s ~ b u t i o n  of gifts, he got himself st 

the Warehoirse District's delegate to the Counci 
nerivering his archrival, Johan Kirelaw (we locat 
After fifteen years of energetic service, during 1 
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both made friends who admired his spirit and detrac- 
tors who found him ovcrbeanng, he retired fnom public 
service. Lobbying through friends and proxies convinced 
the Council to grant him a noble ride, though without an 
annuity. 

After 25 years 3s a veritable engine of ambition, Sir 
Deramus Propp has spent his retirement trylng to enjoy 
the social prominence he sought so eagerly. Hr never 
misses a high society party or pubjic function if he can 
help it. He and his wife, Lady Vera, attend the opera regu- 
larly, although their interest in it is largely feigned. Rut for 
all their effort a t  fitting in, the Propps still suffer from the 
curse of newly-minted aristocrats: The more esrablished 
nobles still look down on them as "new money." 

' ' S  
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le appetite these dam for running 
weaving cloth, and he spends his 
touatic leisure with h d y  Vera, or 
:ers drawn by his wealth and s ta tus  
ember. Day-to-day management of 
has fallen to his son Baron and his 

rlL1g:lliCl U1Ud 23c': N-13). Wilma looks after the 
)oms and cloth sales, while Baron oversees the farms. 
both children stand to inherit the assets that come with 
ieir current bailiwick. But both also eye the other sibling 
rith a mixture of covetousness and suspicion, as both 
Todd like to be their father's sole heir. 
The entire Propp family lives full-time a t  h p p  Manor 

Sir Deramus and Lady Vera; Baron and his wife Elanee; 
and Wilma. During rhe day, Baron and Wilma are off run- 
ning the family businesses. ~n fact, Baron's responsibhties 
often take him out of town for weeks at a time. 

The Propps employ a household staff of fourteen ser- 
vants. 

Sir Deramus Prcpp: Exp8JAri2. 

Lady Vera Propp: Arid 

Earon, Elanee and Wilma Prepp: Ari3. 

Servants (14): Coml. 
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The Propps keep most oftheir cash at the family 
business, but like any noble worth their salt, Sir 
Deramus and Lady Vera always have plenty on hand 
to handle expenses. They keep 5,000 gp in sacks 
under a false floor in a closet (successful DC 25 
Spot check to find) in the house's private quarters. 

Sir Deramus always wears the finest clothes, but 
has no jewelry to speak of except for a silver signet 
ring (50 gp for the materials) that his father had 
crafted a5 an heirloom. Lady Vera owns assorted 
personal jewelry worth a total of 3,000 gp, and she 
always wears as much o f  it as she possibly can in 
public to show off the Propp's wealth and status. 
She also wears a ring of protection +2 that her 
husband had made for her (one never knows what 
will happen to a woman of means). Wilma has no 
jewelry except a gold bracelet inlaid with sapphires 
worth 500 gp, but she also wears an amulet of natu- 
ral a m o r  t7. In a fit of paranoia about her brother's 
intentions toward her, she also recently purchased 
a +2 defending dagger, which she carries concealed 
on her person. The paranoid fit passed, but the 
dagger remains with her. Baron wears an amuJet 
ofhealth +2. Elanee has assorted personal jewelry 
worth a total of 1,000 gp, and she also wears a ring 
offorce shield +2. 

Propp Manor also has i ts share (Fnot more) of 
decorative items about the house, most o f  them 
accumulated in a spending spree just after Sir 
beramus was ennobled. One the more valuable 
Qn@S i s  a silk tapestry worth 5 0 0  gp, which is hung 
in the dining room. Far more valuable than that, 

Zagy. They bought it from Tandy's Tables (tocation 
D31) while slumming in the Bazaar District. As one 
might expect, Tandy had no idea of , t ~  true nature 
and let it go for a paltry sum. Consequently, none 
of the Propps know what it is  either: they think 
it's just a charming curiosity, and tkey are almost 
embarrassed by where they bought it and how little 
they paid for it. They keep it displayed on a mantle 
in one o f  the public rooms. 

ACTIVITY 
Sir Deramus tends to assume that any visitor whom 
he does not recognize has mme cap in hand, looking 
for favors. FFis reaction will depend on his mood of the 
moment. There are days when this form of begging grati- 
fies him because it is a tacit acknowledgment of his noble 
status. But there ate also days when if's all a major pain in 
the neck to him, and he does not feel parricularly gener- 
ous. One suspects that this is because he was not born to 
nobiliry, and therefore not entirely used to the idea that 
others look up to him as a matter of course. If Sir Deramus 
is not present, M y  Vera will stand in for him as best she 



can, but her  abllity to answer for her husband is limired 
to obviow or rehtively small matters (likewise for EIanee 
if Baron is unavailable). 

The Propp children will size up any and all visitors 
they encounter to see if they can help them in business, 
intrigue, or both. This applies whether those in qiiesrion 
are there IO see their father or either of them. 
No one in the household has any real fighting experi- 

ence, and no one will resist if the household is attacked. 

HQQIiS 
Baron Propp is concerned by reports of raids against 
Propp-owned farms in an outlying area. The identity of 
the culprits is unclear. He hires the PCs to investigate 
the matter and prevent further trouble. 

* Jealous of her husbands work, Elawe Propp insists on 
accompanying Baron on what will be a long business 
trip. Faced with a d e  who will not take “no” for a n  
answer, Baron Propp insists on a t  least hiring the PCs 
as bodyguards to escort them, as travelers’ d e s  have it 
that highwaymen are a genuine hazard these days. 
At present, neither Propp s i b h g  has the nerve to mur- 
der the other in order to become sole heir to the Pmpp 
fortune. But they are not necessarily above trying to 
discredit the other in their fatherk eyes. A n y  plot ofthis 
sort could involve hiring the PCs to do the actual dirty 
work. 

EIQ. POND OE THF FFIFRALD 
WATF RS 

The surface of the deep-green water here occasionally 
betrays s i p s  of movement beneath, such as unexplained 
ripples, bubbles, or splashes. Sometimes, a small part of a 
monstrous body - or something that looks like it - wlll 
break rhrough the surface. 

So called because of its unusual green-tinted water, the 
Pond of the EmeraId Waters is one of the largest of the 
district’s a d i c i a l  lakes. It also has a Secret artached to it 
that has made it a source of uneasiness and mystery for 
generations. Rumors abound that a terrible beast lives at 
the bottom of the pond, preying on unwary swimmers 
as well as the fish that were introduced into it as part of 
the original design. No one quite knows how it got there 
since the pond was amficially constructed, but one con- 
jecture states that it has a secret passage to the sea. The 
villas immediately by the pond have seen their property 
vaIues drop since the rumors first surfaced, and the fami- 
lies that Iive there stay away from the cursed waters. 

There is, in fact, a monster jiving a t  the bottom of 
the Pond of the Emerald Waters, at least sometines. 
Unknown TO anyone past or present, the original excava- 
tion for the pond uncovered a natural gate to the elemen- 
ral pIanes. Falor the last 100 years, tojanidas have from time 
to time gated in and spent some time in the pond. It is 
not necessarily the case that one is always present, but no 
more than one i s  present a t  any given time. The age of the 

tqan iua  (as per me Manner Manuail 1s 1 

cretion. f i e  tojjanidas have used the p‘ 
lair, so Standard treasure for the creature IS present, ~vzrig 
in a heap a t  the bottom of the pond, bur invisible from the 
surface because of the tint and murkmess of th 

HOOKS 
A nearby resident claims to have seen the rr 
desperately wants to hire someone brave en 
down there and investigate the matter once 

€11. WASTY’S LABOR FXCHANC 

The house has been repurposed to suit t h t  Ilccu3 

of the business that now occupies it. All o f  the 
upstairs bedrooms have been refurnished to house 
boarders, two to a room. There is a large common 
room downstairs, which also serves a5 a waiting 
room. Ironically, the old servants’ quarters h a s  
been convereted into a living area for the propri- 
etor, and the other downstairs room5 into offices. 

This old house, once the home of a minot noble family 
whose ambitions (alas) proved greater than their fortunes 
OT their longevity, now hosts a n  employment agency 
for domestic servants run by a h a n n g  named Hasty 
Oldbottom. 

RES I DENTS 

Hasty Oldbottom i s  a shrewd but (mostly) honest busi- 
nessman. Many noble families turn to Hasty IO provide 
them with reliable household stag? as well as temporary 
laborers. In exchange for a finder’s fee, he sends mer a lad 
QT lass for the job with the assurance that he or she has 
been carefully screened for any physical or moral defects 
that would make them a Liabhty to the household. Unlike 
his less S C ~ ~ ~ ~ U ~ Q U O U S  competitors, Hasty rarely resorts to 
underhanded means to find prospective servants. He 
recruits a t  the Blessed Saints Orphanage (location Gl t ) ,  
advertises i n  the less prosperous neighborhoods, and 
sometimes hangs out in the Travelers District Iooking for 
newcomers in need of a job. He usually finds enough suit- 
able candidates to fill his ciiencs’ demands. 

Hasty both lives and works here, as does his daughter 
Clothilda, who helps him screen job candidates. DLrring 
business hours, a dwarf named Torgar may be found 
loimging around the common room and generally keep- 
ing an eve on things. Hasty  employs him as a guard, ro 
make sure the boarders don? get into any mischief and 
occasionally TO esmrt a placed candidate to his or her new 
employer. Torgar also collects on the boss‘ outsranding 
debts (if &sty‘s boarders cannot pay up front, he deducts 
their rent from their future earnings). Torgar doesrir talk 
much and he has a hard-eyed look that  discourages casual 
conversation. He used to live in the Dwarven District, btir 
was e d e d  for reasons that he refuses to discuss. He wiU 

’ 



admit, though, that working for Has 
jc lhs that  'le could gct in the ciy. 

Hasty Oldbottom: Halfling Co 

ClothiIda Oldbottom: Halfling 

Torgar: Dwarf Ftr41Rog3. 

- 

Boarders (varies): Corn 1 

1 

Hasty keeps about 100 gp in a I 
(successful DC 15 Open Lock che 

I office. Also, ClothiIda wears an iw 
~ 

I 

<.": 
" -. 

i -T  

E."'"y I lP.3 .Y'-yy.Cu "I LLlc I Y'"""" I %  L Y Y L l l l Y L l  l C C C l l L l l  > L V  10 "I1L Y I  L 1 1 C  I""" - 

out on his job and disappeared without p a p g  up back 
rent that he owed to Hasty. The arnnunt is not incon- 
sequential, but he can't spare Torgar to track the man 
down. Therefore, Hasty hires the PCs to find the man 
and get his money. 

mX. 

CornZ. 

€1.2. ELFFTHOMF (BFLLFkIJF 
EAMILT) 

ocked strongbox 
ck to pick) in his 
3ry brooch inher- 

ited from her late mother, worth 125 gp. 

ACT 1 V 1 TT 

Hasty  rents OUT the five upstairs rooms to prospective 
job candidates (two to a room) who have no pIace eIse to 
live, which provides him with another source of revenue, 
Anyone who comes to him truly destitute can charge the 
rent against his future earnings - provided, o f  course, 
that H a m  thinks he can place him in service. 

Usually, Hasty's aristocratic clients come to him when- 
ever they want to hire through him, but he also makes the 
rounds from time to time, just to check in on the housc- 
holds with whom he has done business. Whenever he is 
away,  Clothilda is more than capable of mnning the office 
herself. 

11OOliS 

A maid that Hasty sent over to a noble family never 
showed up a t  their estate. She seems to have disap- 
peared wirhout a trace. Faced with having to return his 
fee, Hasty hires the PCs to Iocate her. 
Hasty suspects that Torgar may be stealing from him, 

In spite of  its name, Fleethome i s  not a dockyard, 
but a residence of modest, but respectable size. 
In terms of  its architecture or landscaping, there 
is  l ittle to distinguish Fleethome from other sirni- 
la+-sized villas in the Nobles District except for 
the ship's anchor set on a granite base outside the 
main entrance to the house. Otherwise, the layout 
of the house is divided into three general areas: 
pubtic rooms (including the ancestral hall), ser- 
vants quarters, and private rooms for the family. 

Fleethome hvuses the Rellevue family, a clan whose repu- 
tation was buiIt on feats of bravery on the high seas. The 
anchor was taken from Admiral Ronald Belleme's flagship 
at the B a d e  of Monckton Point, which was damaged so 
badly in the battle that ir was scrapped shortly thereafter. 
The a n c e q t d  ha11 displays other of the Adrni rab  artifacts 
and mementos. 

Given the current organization of the family, however, 
the private rooms are informally divided into three clus- 
ters: one for Sir &mi& Bellevue (and hi4 son Bertrand, 
when he visirs), another for Lady Clarissa Bellewe and her 
husband, and a smaller cluster for Wilmot Bellevue and 
his wife 

skrmming off of the top when he goes to collect debts 
omTed to the agency. Hasty hires the tO Torgar, 
both on his rounds and after business hours, to see if 
they can find any evidence one way or another. 

RRSFD'h'rS 
The Beflevuc clan owes its prominence to the heroic deeds 
of their illustrious ancestor, Admiral Ronald Bellevue, 
who starred in the Navy as B humble cabin boy only to rise 
a l l  the way through the ranks, distinguishing himself a t  
every step. A5 an abIe seaman, no s t o m  could keep him 
f o m  the rigging of a ship. As a lieutenant, he captured 

__.__I__ '. 



a pirate vessel a h O S F  single-handedly after his board- 
ing parry was ambushed. As a captain, he  won much 
praise from his sailors and superio~s alike for bringing 
his ship back to port with no loss of life after a storm 
surprised him while he was on patrol. Finally as Admiral 
Bellewe (and his descendants always refer to him as ”The 
Admiral,” even though two of his direct descendants 
achieved similar sank), he capped his career by leading 
a squadros of Navy ships to vicror)r in a boid campaign 
against the notorious pirate Jiacomo the Cruel. Despite 
being badly outnumbered, Bellevue placed his ships so 
that they pinned ~iacomo’s larger fleer against the coast at 
Monckton Point, forcing the pirates to sail directly into 
the wind I f  they were to get away - or indeed, maneuver 
at ail. The pirates were crushed, and Belleme’s acrions 
ended the direst threat to its maritime trade that the ciry 
had known for ages. In gratitude, the Council awarded 
him a hereditary title and an annuity, as well as a villa in 
the Nobles District which had lust come on the market, 
and which Sir h n a l d  subsequently renamed Fleethome. 

Continuity has been the watchword of the B e h u e s  
down through the generations since. By family tradition, 
the first-bnm Beuevue son has always served in the Naw, 
and the current Bekvues are no exceprion. The current 
bead of the clan, Sir Hamish Bellevue, served for twenty 
years, reaching the rank of captain before he retired. His 
eldest son, Bertrand, is currently a lieutenant on a patrol 
vessel. 

The current generation of Believues also maintains 
commercial enrerprises that  descend directly from Sir 
FbnaEd’s activities after he retired from the Naw. He 
found himself wealthy and famous beyond anything he 
imagined when he was a mere cabin b y  foisted off on the 
semce by a poor family. Rather than spend it on a t f e  of 
ease, however, he invested much of his newfound wealth 
in ocean-going trade, establishing connections with mer- 
chants and ship owners that his descendants maintain to 
this day. Now that he, too, ha5 retired from the Navy, Sir 
Hamish Bel leme divides his time between serving on the 
City ~ o u n c i l -  he is the district’s official representative 
(see location E17 for more) - and managing his family’s 
hVeStmenTS. In thrs Iatrer duty he is aided by his sister 
Lady Clarissa and his second son, Wilmot. They meet 
frequently with explorers, mariners and merchants from 
both near and abroad, all of whom desire that he invest in 
their ventures. such is the value of having the Rellevue 
name attached to any venture associated with ships and 
shipping !hat they never want for activity. 

In fact, the Bellevues have recently struck up a joint 
venture with the Rotburn-Seivers’ merchant business 
(see ~ Q G I F W ~ S  El5 and D ~ T )  in which both parties nil1 
5erve as middlemen for exporting rare and exotic goods 
through the city to lands overseas. Under their deal, the 
Rotburn-Yeivers will bting in fine silks, art objects, spices 
and other items through overland caravan rontes from 
theh regionaE sources. In turn, ships financed by the 
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they may presumably be sold at a stec 
of their exotic origin. h d y  Clarissa n-- . I --__ 
with Edetha Rotburn-Seivers - an experience that she 
did not enjoy, for Edetha is a nororiously aggressive dealer 
-but she and Sir Hamish are hopeful that they w i l l  reap 
a windfall from the  venture. 

The Bellevues have yet a third family tradition, 
one that is less well-known and would make them t 
ter of controversy if it were widelv known. It, too 
its origins to  S i r  Ronald, who was badly - aImo 
tally - wounded at the B a d e  of Monckton Poin 
a catapdt stone crushed his Ieg. He did indeed 1, 
leg, but upon his return to the city, an archbishop ok the 

though 
he cen- 
1, traces 

t when 
ose the 

S t  mor- 

+ .  

True Children sect offered to TestoTe it to him by means 
of a regenmtp speIl. The cleric did w without charge, in 
gratitude for Admiral B e h u e ’ s  heroism. Since rhen, he 
and his descendancs have always donated generously 
- if discreetly - to the True Childten. Most of the pres- 
ent Bellewes have no wish to get involved in religious 
controversy, fearing that it would tarnish the clan’s wide- 
spread popularity and thereby prove bad for business But 
young Wjlmot Beuevue has shown signs - dismrbing to 
both his father and his wife - of being very much a mie 
believer in the schismatic faith. 

In  particular, Wilmot seems very much drawn to 
Archbishop Spehr &Iris (see location J3), a controversial 
figure wirhhin the True Children for his fiery preaching 
against the legitimacy of the humanoids’ claim to the 
Spire. In particular, WiEmot is taken with Archbishop 
Kalris’ recent c a b  for a war of extermination against 
the humanoids (a concept that is not entirely out of Iine 
with the ~rigind teachings of the sect - or those of rhe 
Children of the Creator, for that marter). Although the 
B e h u e s  have not been particularly fond of the human- 
oids as a matter of famdy history, Sir Hamish and Lady 
CIarissa are nonetheless alarmed a t  this development. 
Like everyone involved in trade, BeUevues have profited 
from the city’s social and political stability, and anything 
that threatens that stability also threatens them. They fear 
that Wilrnot wiu begin funneling family money and other 
forms of material support to the rogue archbishop. 

The Bellevues manage their commerciaI affairs from 
home, holding business meetings in the public moms 
of Fleethome. Therefore, it is not uncommon t o  find Sir 
Hamish, Lady Clarissa, and Wilmot a t  home during busi- 
ness hours as well as in the evening. The private quarters 
are presently arranged so that Sir Harnish and Wilmot 
have their own separate apartments, as do Lady Clarissa 
and her husband, kidan Strand (the third son of a minor 
noble family; kidan is a quiet fellow who remains in the 

- -  I 
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background a t  Fleethome). Remand BeUevue lives at  i- 

him away from the city for weeks at a time, and he spends 
many of his hours ashore at the Naw base in the Naval 
District (see location 020). The household staff consists 

Fleethome i n  theory as much as practice; patrd duty takes k 
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-. - of valets f'sr Sir Hamis 

C'lan=a'q maid and the 
late wife he doesn't ha 
\we) :  three housemaic 

Sir 

CIi 

Be 

Wi 

h, Witmot and Aidan Strand; Lady 
maid who waited on Sir Hamrsh's 
ve the heart to turn her our ofscr- 
Is, four footmen, three cooks and 

illery maids. 

' Harnish Bellevue: Ftr61Ari6. 

arissa Strand-Bellevue: Ari8, 

rtrand Bellevue: Ftr21Ari2. 

lmot Bellevue: Ari2. 

jan Strand: Ari4. 

Maids and Valets (5): Com4. 

Other Servants (12): Corn2. 

The Bellevues are a wealthy family, befitting their 
noble rank and history of successful investing. Sir 
Harnish keeps the majority of the family cash under 
a false floor in the master bedroom (successful DC 
30 Spat check to notice). There is  a total of 500 pp 
and 20,000 gp here, and when the family needs to  
pony up as part of a business venture, it draws the 
funds from here. In addition, Lady Clarissa and Sir 
WiCmot each keep 2,000 gp for personal use, stored 
in a locked chest (successful DC 25 Open Lock 
check to pick) i n  their private rooms. 

As far as personal items go, Sir Harnish wears 
an amulet ofhealth +4. Except for Bertrand, none of 
the other Bel lewes are armed, and neither is Ardan 
Strand. But Sir Hamish has provided forthe protec- 
tion of the rest o f  his family by giving Lady Clarissa 
and Wilrnot each an demental gem (water) set in 
gold and attached to a chain (add 50 gp to i t s  mar- 
ket value) so that they can wear it as a pendant. 

Their most important treasures are the relics 
of  The Admiral himself. The most notable among 
these are the +3 kcen Img sword that he wielded 
at the Battle of Monckton Point and the bracers of 
armor +6 that he wore from the time he was first 
promoted to admiral. By family tradition, they are 
passed down to  each first-born Beflevue son and as 
such, they sti l l  belong to Sir Harnish. &ut after his 
retirement from the navy, he gave them to Bertrand, 
who treats them with reverence, and wears them 
even when off-duty. There is also a suit o f  h e n  
chain that the Elven District's Council of Elders pre- 
sented him in gratitude for his Victory a t  Monckton 
Point. Among the lesser, more purely sentimental 
relics are Sir Ronald's old badges of rank. These 
have fittle value in terms of their basic materials, 
but if they could be validated, there are collectors 
of  relics who would pay well for them. 

AC'I'IV I'IT 

The Bellevuesare usedto taking many visitors at Fleethome 
because of their business interests, but they are keenly 
aware thar most of the non-aristocrats who come to see 
them want access fo rheir wealth and/or connections. 
Their first instinct is to m a t  anyone with a brisk courtesy 
that is designed to help them son out t!ie losers from the 
promising candidates without being too rough abour it. 
Anyone who impresses them d l  find their conversalion 
becoming less guarded as the meeting goes on. 

In case of an attack on the household, Sir Hamish will 
go immediately TO his private quarters to fetch the mas- 
terwork longsword that he keeps in ca5e of emergency. If 
Kertrantl is present, he will also fight. Rut they are the only 
family members with combat training, much less expen- 
ence. Nonetheless, Sir Harnish supplied his family with 
elemental gems for a reason, and they will use them in case 
of  a genuine threat to their salety. 

H wo KS 
The Bdevues are a storied and weli-connected family. A 
commercial rival, jealous of the advmtagcs that suppos- 
edty come with their social standing, may be sabotaging 
Belle\ue-sponsored merchant ships. Sir Hamish hires 
the PCs to help him get to the bottom of the matter. 
The Bellevue name is still feared and reviled in local 
pirate lure. Rumor has it that the m o ~ i  prominent pitate 
gang in the region has targered the clm for kidnapping 
or assassination as revenge for The Admiral's long-ago 
crusade. Lady CIarissa hires the PCs as bodyguards for 
rhe duration of thc threat, or investigators to look into 
the validity of the rumms. 

* Lady Clarissa hires the PCs because she needs a band of 
explorer/adventurers to travel to a distant Iand to find 
new trade goods, such as spices, gems or rare arcane 
spell components. As of now, the:r ships carrying 
Rotburn-Seivers merchandise away from the city wdl 
return with empty holds, and emptJ l d d s  are unprofit- 
able holds. 

~ 1 3 .  TIERAN M A N O R  ('FIEBAN 
FA M T T;Y) 

I 
iside, Tieran 
outside. The 
ooking moss 

Though kept clean and tidy on the i r  
Manor shows age and wear on the I 

stones look tired and faded, with ugly-11 
growing between them. 

I 

This rmdence harises the Tieran family a noble clan with 
long-standing ties to the Children of the Creator Temple 
(see Xocation J2). It is unusua1 for m e  of the city's noble 
families to have ties to a religious institution a5 intimate 
3s rhe Tierans', and t h ~  current generation casts its eye 
on the realm of commerce to diversify i t s  activities and 
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money compared to rheir noble peers. A modest villa (at 
least by the standards of their neighborhood) was all they 
could afford to build. The family has long understood that 
their ancewral home needs a faceIifr, bur they have not 
been able to afford one until very recently. 

TLUM l i b  u~igum, tile uiiiurtln VI [ne Lrexu 
disavowed worldly things in order to focus ( 
worldly mystery presented by the Spire. Let 
the Guard and everyone else WQV about the 
and commerce; a temple is custodian of tb 
has no other role. This didn't stop the temp1 
rnuhting vast wealth down through the age, ' 
it always tried to remain aloof from worldly 
the war against the humanoid tribes chipped 
innocence. It was a crisis such as the city ha( 
and under orders from Grand Patriarch leeron 

r'5 clergy has 
in the othet- 
the C O U ~ C E I .  ___ 
' politics, law 

e divine and 
e from accu- 4 
butt officially, 
matters, But 1 

away at that 
1 never seen, 
1 e Ti Fra n, the 
! rnmhrt-in= 

€7 
church sent clerics to heIp man the city walls, CYI..IYIIA.I 

its defenders and confounding the attackers with divine 
magic. when the Guard finally sallied forth in the battle 
rhat made a hero out of Captain Zerkis Lime, the Grand 
Patriarch followed close behind, h e a h g  the wounded 

and raliying anyone within the sound of his voice. 
When the clamor of war died down, the battle 

had made a hero our of him as wel1. Grand 
Patriarch Tieran played a n  important role in 
the eventud peace S e t t h e n t ,  solidifyhg 
his reputation as something more than a 
simple man of faith. 

Although a cleric had never been made 
a noble in the city's history, a cry went up 
i n  the Council to break new ground in 

although relrictantlp and he often admit- 
ted aStenvard that he never felt com- 
fortable as Grand Patriarch Sir Jerome 
Tieran. But he also understood that the 
city needed heroes, especially emerg- 

ing from a time of great duress as it had, 
and he r rusted that his descendants would 

figure out how IO handle the obligtions that came 

It is to the credit ol the Tieran clan that SIT Jerome's 
descendants chose to arrempt the same delicate balancing 
act as he did. By tradition, the first-bornTieran (and they?- 
fore, the heir to the title) has aIways joined the Children 
of the CreatorTemple and served in some capacity None 

have risen to the rank of Grand PatriarchjMarrkrch, 
although many have become bishops and even arch- 

bishops. While it is not unusual for younger sons 
and daughters of noble families (who are unlskeiy 

to inherit the family tittle or much of its wealth) to 
join the clergy, i t  is ahnost unheard of for a noble 
heir to do so. h d  yet the Tierans have made a 
habit of it, working to preserve a deIicate bal- 
ance between meditating on the will of the 
divine while enjoying that which belongs to 

his case. Grand Patriarch Tieran accepted, 

r 
7 with fame. 
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the Tieclns have always lagged 
n accumulating wealth. Having 
fmm the clergy, they had little 

: wcai i i i  L u  ucgln with. Afraid of inspiring doubts 
their piety, they have shied away from Eucrative 
'ss ventures that would make them money, and 

: so many generations ago. 
the current head of the clan, Sir Montagu Tieran, 

tO change hat. L&e his forefathers, sis 
gu entered the of the as 
IS he came of age. After twenty years of service, 

produces silver and some gold, and the miners there 
believe that platinum awaits discovery there, too. He has 
also just signed an agreemenr with Grand Master Kam 
Hammerhand of the Great Smithy (see location A23) and 
severai elders of the Hammerhand clan to sell them the 
producfs of the mine. His Hammerhand partners have 

for platinum veins, as welI as increase the mine's overall 
prQducdvitY+ 

Sir Montagu and his wife Lady Vanessa rive fd-time 
a t  Tietan House. Fergus spends most of his days at the 
Children of the Creator Temple. Val im visits as often 
as she tan, but the monastic life of the Guardians of The 

kly on the annuity that the Council granted to Sir 'greed to dwarven mining lo 

however. he recently retired from his 
&e temple and resolved to set himself up in business, 
Publicly, he dismisses any suggestion that he i s  break- 

Spire requires her to spend mOS* of her time at  
(location J4). Sir MQnmP'S and 

Lady Vanessa's maid head the household staft which also 
includes three housemaids, three footmen, two cooks 
and 'two scullery maids. Fergus' valet and Vanessa's maid 

were demoted to footman and bouse- 
maid when the Tieran children 

entered religious orders, as 
-* +- they nc Ionger had need 

of personal servants 
;~t that point. 

ing with family tradition and points out that his son 
and heir Fergus is now a priest, and his daughter Valiera 
was just accepted as a disciple of 
the Spire. Privately, however, he admits that he is 
tired of worrying from year to year about 
whether or not the famiEy can meet 
its eqenses without selling off 
their heirborns or going into 
debt. He also knows that the 
familv house could w e  a 
goad refurbishing. 
h part of his first 

majot venture, he has 
acquired a mine in 
an outlying area 
that  cumently 

-, .. . -\. 
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Lady Vanessa Tieran: Ari8. 

Fergus Tieran: ClrSJAril . 

Vafiera Tieran: MnkllAri l .  

Valet, Maid: C o d .  

Other Servants (10): Corn2. 

HOOKS 
e Sir Monragu’s miners report that a monster lurks in the 

caves beneath the area where they are presently work- 
ing. Thi5 also happens to be one of the locnrions where 
he hopes to strike platinum. Persona~ly, he  thinks that 
the reports are nonsense, but he hires the PCs to inves- 
tigate, along with a couple of Hamrncrhand cIan mining 
experts. 

$AM 1 ldT) 
€14. qu ~ R D S M R N  HALL (SINJINT 

Guardsman Hall i s  box-shaped compared to other 
noble villas - square with two stories - but the 
grand columns that hold up the second floor as  it 
cantilevers over the front entrance give it a certain 
dignity. It is organized along the usual lines, with 
the ground floor divided between the servants‘ 
quarters and the house’s public rooms (the largest 
of which I S  the great hall, which houses relics of 
the family’s military service over the l as t  century or 
50). The second story contains the family’s private 
rooms. 

Guardsman Hall is belongs to the Sinjint family long 
renowned for its tradition of mhtary service. The house’s 
most unus td  feature is the large wine ceIlar - really lust 
a converted basement - that was built underneath the 
house by order of Sir August Sinjint, father of the current 
head of the family, It houses one of city’s most extensive 
coljections of fine wines and spirits, and is accessible by a 
stairway that leads down from the kitchen. 

RFS I D F. N‘I’S 
The Sinjint family has a long hisrory of affiliation with 
the City Guard. It traces its noble Sfanis back to General 
Gat ian  Siajint, who served for 30 years as Lord Protector 
of the city Guard. Sir Gratian didn’t earn his fame through 
garnering T lot of battlefield honors; the city kmw only 
peace during his tenure. But his administrative skill and 
his ohViou5 care for the rank a n d  file earned him the loy- 
alty of soldiers and officers alrke, and he was immensely 
popuhr within the Guard itself. He was also a master- 
ful politicim, and effectivelv lobbied the Council for 
increases in pay for a11 ranks, as well as refurbishing the 

Guard pushed the Council to grant him nobIe stat1 
the proposal met little resistance. 

Since then, the Sinjints have lived on this estatt 
have also retained their dose ries to the City Gu: 
farniEy trrdition, the first-born son must serve in t‘ 
of the divisions of the Guard. The current head olzl 
ily is  Sir Varus Sinjinr, great-great grandson of Sir G 
Varus takes pride in his famih history, but unfom 
he lacks his ancesror’s leadership skills. He servt 
lieutenant in the Wall Guard, manning the day s 
the city’s Main Gate (location D1). However, hi 
and fellow afficcrs don’t hold him in much esteem 
consider him lam and indecisive, and might not follow his 
lead in 3 crisis. J t  doesn’t help Khat he returns to the family 
estate when off-duty instead of living in barracks; whiIe it 
is understandabic that he would Took afitet family matters 
when not on duty. it aIso makes him appear soft and effete 
in the eyes of his fellow Guardsmen. 

Jn fact, the current generation of Sinjints are a h o s t  a5 

well known for the exceptional collection of fine wines 
and spirits accumulated by their father, Sir August Sinjint, 
as they are for their martial family history. The fact that 
Sir Varus takes great pride in his family wine collection, 
and is known to enjoy sampling it from time to ‘time 
does nothing to help his reputation as a soldier (though 
he seems blissfully unaware of thar). In fact, though, it is 
his younger brother Marcus who manages the wine col- 
lection. Marcus inspects the wine cellar daily, keeps the 
inventory and is always on the lookout for suitable addi- 
tions to the collection. As a younger son of nobdity who 
stands to inherit reIativeIy M e ,  he has devoted himself 
to the study of viticulture and distilling spirits, hoping to 
make a business out ofit someday. He occasionaIly travels 
to vineyards and distderies outside the city and is lobby- 
ing both hir brother and their mother, Lady Marcella, TO 
use some of the family’s wealth to invest in a winery. 

Neither Sir ihrus nor Marcus are married, and so they 
alone share Guardsman FIalI with their mother. Though 
well-spoken and pleasing in appearance, Marcus is so 
preoccupied with his studies and with the family wine 
collection that he has littIe time for courting. He brushes 
off his mother’s concerns by telling her that he will settle 
down once he has established himself in business. And a t  
any nte, Lady Marcella is more concerned with her older 
son, a bland fellow in Loth look and manner, who has so 
far taken lirtle iniKiariVe when it comes to finding a wife 
and perpetuating the family line. She has taken to scout- 
ing out cligible daughters of the nobiIity for him. There 
is a story floating amongst the city‘s aristocrats that she 
even approached Lady Trina Valkenbane of the venerable 
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Valkkenbane clan (location E4} for advice in this marter. 
The story goes thar Lady Trina (herself a captain in the 
wa11 Guard) glanced across the crowded room at Sir Vatlrs 
and promptly laughed in Lady Mascella’s face. 



Servanrs make up the re 
Lady Marcella has a maid wh 
wars,  and Sir Varus and Man 
c,+ \Yfir..r’ TT-L* L, L,, t n n  

items 
which 
hold h 
stewar 
men, t 

Sir 1 

memb 

s t  of the Sinlint household: 
IO has waited on her €or many 
:us also have their ownvalets. 

y u L u 7  yaIc.L llaJ v L c - I I  n t ~ ~ w n  to take food and personal 
to him from Guardsman H d  whde he is one duty, 
does little to enhance the esteem in which his men 
tim. Marcus’ valet doubles as the households wine 
.d. In addition, there are two housemaids, TWO foot- 
hree cooks and two scullery maids. 
Jarus is usually on duty during the day, but all other 
err: ofthe household are likely to be present. 

Si 

c 

ir Varus Sinjint: Ari4/Ftr3. 

Lady Marcella Sinjint Arig. 

Marcus Sinjint: AriZJExpl. 

Maid: Com6. 

Val& (2): C o d .  

Other Servants (9): Com2. 

The Sinjint clan has a rather modest hoard of  coin 
far a noble family. It amounts to l0 ,OQO gp, and it is 
kept in a locked chest (successful DC 25 Open Lock 
check to pick) in the master bedroom, where Lady 
Marcella sleeps. 

Sir Varus goes about his duty beariig his ancestor 
Sir Cratian’s best arms and armor, no matter what 
anyone else says about how much - or how little 
- he deserves them. These include a +3 mighty 
chving longsword, a suit of +2 5R 73 plate armor 
and a +2 blinding heavy steel shield. Lady Marcella 
has 3,000 gp worth o f  jewelry a t  he- disposal, and 
she also wears an amulet ofhealth +2 at al l  times. 
Marcus has only one personal item of note, a 

figurine of wondruus power (ivory goat). However, he 
also has a n  exceptionally useful collection of books 
on viticulture and distilling spirits in his bedroom. 
Three of them are quite rare and worth 100 gp each 
on the open market. There is also a tome ofunder- 
standing + 7  in his collection. 

The famous Sinjint wine collection encompasses 
about 1,000 bottles o f  wine and spirits. About 100 
o f  these are exceptionally valuable, either because 
they are rare and old, or because they are made 
with great care or by unusual processes. They are 
worth anywhere from 50-500 gp eaci .  

Also, relics of the military careers of the various 
Sinjint Guardsmen from Sir Cratian fill the great 
hall, but they are largely o f  sentimental value to the 
family. The best o f  these items, Sir Cratian’s arms 
and armor, always go to the eldest Sinjint serving 
in the Guard. The only other piece worth noting is a 
masterwork longsword with a grip inlaid with gold 
and precious gems, worth 500 gp altogether. The 
Council and h e  City Guard presentlid it to him on 
the occasion of his retirement as Lord Protector, 
and it is inscribed to that effect on the blade oear 
the hilt. The family has always cons dered it a trea- 
sure item rather than a proper weaFon. 

ACTIVJIT 
Truth be told, Lady Marcella exerts the srrongest influence 
in the Sinjint househdd, and she is rhe most Itkely farndy 
member to receive visitors, yielding to her sons only if it 
is apparent that the business at  hand is with them specifi- 
callv. 

If the household is atracked, Sir Varus wdl probably 
fight back, but he is the only famiIy member with military 
training. Note that if he does choose to fight, his arms 
and armor make him an opponent formidable beyond his 
level. However, Marcus wilI resist if it appears that the 
wine collection is threatened, using his frgunne ofu)ondrous 
power (wry goat). 



curiosity t~ those who appreciate fine wines and spirits, 
and the Sinjints have even received visitors from foreign 
lands who wish to see it. Marcus is generaIly obliging of 
such requests, but does not let anyone alone inside the 
wine cellar. He watches all visitors with great care, 

HQO KS 

Vague ramors that his men intend to muthy against 
him (not against Guard service, but against him person- 
ally) have reached Sir varus’ ears. Unwding TO confront 
his men directly, he hires the PCs to find out if the 
rumors are m e .  

* Marcus Sinjjint has heard rumors that vintners in a land 
across the seas make wine with techniquesunfamiliarto 
anyone in the city, using fruits that are unknown in this 
corner clf the world. He wants investigate far himself, 
but it will require a long sea voyage. He hires the PCS as 
bodyguards, as he is concerned abour pirates, and also 
the uncertainties of doing business in a foreign land. 
Sir Varus is painfully aware that his peers and men hold 
him in low esteem. He has hatched a mad scheme to 
create a rhreat to the city, so that he could rush in, save 
the day and make himself into a hero. He hires the PCs 
to recruit thieves or brigands - they could be profes- 
sional robbers or simply a tribe of o m  - who will cre- 
ate that threat 

Rotburn House is  one of the largest villas in i ts 
part of the Nobles District, equal in size to some of 
the more venerable mansions in the “old money” 
part of town. It is laid out according to the general 
principles informing the design of  the city‘s noble 
residences. The bulb-shaped end of the house 
contains the public rooms, including the expansive 
great hall. lady liana Rotburn, who built the house, 
originally conceived it a s  a gesture of extravagance 
for i t s  own sake. She really didn’t have anything to 
put in it, but she wanted a grand, high-ceitinged 
room that would impress visitors. The current 
generatioi o f  Rotburn-Seivets have turned it into 
a private art gallery and keep their eclectic collec- 
tion here. Otherwise, Rotburn House has extensive 
servants’ quarters stuck a t  the narrow end of the 
buildmg, and extensive private apartments upstairs 
as well as a small suite o f  rooms downstairs (the 
latter usually reserved for guests). 

l he  kXbUrn-heiVerS clan rose eo prominence genera- 
tions ago as merchants specializing in imported goods 
from far away lands -exotic weapons, crafts, rare metals, 
gemstones, anything that folks in the city couldn‘ 
find within a day or two’s travel. Their famiry h 
Rotburn ~mports, brought them fame and fortune. 
in the person of shrewd, strong-willed Ilana Rotbu 
clan made the jump from economic success to p 
and social success. Ilana leveraged her fame as head 
of the city’s most successful merchant companies 
hersell selected as the Council delegate from the 
District. She represented her constituents ably 111 LillL 

Council, winning reductions in import duties and con- 
stantIy urging stronger measures to safeguard important 
caravan routes. 

TIana Rotburn credited her success to her aggressive 
negotiating sryle. She treated city officials and other politi- 
cians much as she did her suppliers; every request became 
a negotiation in which she began by staking out an imrea- 
sonable position, knowing that she would scale back her 
demands rater in the name of compromise. She rarely 
backed down in a confrontation until she had secured 
what she wanted, and the higher the stakes the more 
stubborn she became. Most notoriously, she harangued 
the Council and browbeat city diplomats to declare war 
against foreign kingdoms that, in her view, were not suf- 
ficiently helpful in putting down brigands along rhe mra- 
van routes. The city subsequently negotiated treaties with 
those lands that proved very helpful, but many on a11 sides 
of the issue insisted afterward that her threats were not. 
Her supporters, on the other hand, insisted that her fI am- 
boyance had helped bring attention to an important issue, 
and given the city’s representatives a too1 with which 10 

win imponant concessions. After she retired from politics, 
the CounciI awarded her a noble title; it was said a t  the 
time that her friends felt indebted to her and her enemies 
were just glad to be rid of her. Upon her death, her eldest 
son, Sir Tarento bfburn-Seivers (the Seivers name com- 
ing from his father), inherited the title and the family line 
has continued unbruken since. 

Much time has passed since the Rotbum-Seivers were 
just wealthy commoners. The family’s current crop, led by 
Sir  Dane Rotburn-Seivers, c a n y  their aristocratic dignity 
with ease. They still own and operate Rotbum Imports 
(see location D37), not because they need the income, but 
otit of family tradition. Sir Dane has largely retired from 
managing the fortune. He left. strategic management of 
their assets to his eldest daughter and heir, while day- 
t o d a y  operations of Rotburn Imports falls to a trusted 
employee, Fiss. Sir  Dane and his d e ,  Lady Accala, devote 
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morn raraway w a s .  bur neither Sir Dane not  Lady Accala 
he actually studied art  much; they base their collection 

p l y  on their own questionable gut insrincts, the advice 
others (also sometimes questionable) and, on occasion, 
: asking price of an item. They tend to assume that 
: more expensive a piece, the better it is, although t h i s  
m't stop Sir Dane from driving a hard bargain to get 
Their approach to collecting art has therefore drawn 

--me derision from other aristocratic connoisseurs who 
see them as rasteless lunkheads. Artists, too, will take their 
money, but cornplain behind their backs about their tight 
purse srrings. The Rotburn-Seivers remain utterly oblivi- 
QUS to such criticisms. 

Despite their elevated bearing and pursuits, commerce 
and sharp trader's instincts still run through their veins, 
coursing just under the polite surface. Edetha is just as 
hard-headed as any of her ancesIors. Among her mer- 
chant peers, she has a reputation as a ferocioiislv tough 
negutmtor - as hard and shrewd a bargainer as the for- 
midable Ladv Ihna herself. This is also to say, however, 
that Some of those peers &e her not one bit, and would 
delight in seeing the House of Rotburn-Seivers fad in 
their enterprises. Edetha ignores such criticism, saying 
that her lob is to run Rutburn Imports, not run it into the 
ground. 

And in her defense, it must be said that she has not 
only maintained most of the company's existing trading 
relationships, but forged some new Ones of her own. For 
instance. she and the venetable BeFlevuecIan (see Iocatioii 
E12) ate  presently cooperating on several different short- 
term commercial ventures, wherein Rotburn Imports will 
bring goods overland from foreign soitrces and scl1 them 
to the Bellewes and their partners for expurr overseas. 
All of the Rotburn-Seivers live full-time at Rotburn 

House, although Edetha spends most of her days at 
Rotburn Imports, tending to business. Sir Dain and Lady 
Accda Lve the aristocratic good Me, and if they are not 
a t  home. they are traveling, or off on some matter hav- 
i n g  to do with their a r t  collecnnn, or some othw suitable 
pastime. The household staff consists of Sir Dane's valet, 
Lady Accala's and Ederha's maids, two housemaids, two 
fmtmen. two couks and a sculleq maid. 

Sir Dain and Lady Accala Rotburn-Seivers: AriXJ 
ExpZ. 

Edet ha Rot bu mSeivers: Ari3 / Ex p2. 

Valet and Maids (3): Com3. 

Uther Servants (7): Coml. 

About half of the family's coin is kept a t  Rcltburn 
Imports. But Sir Dain and Lady Accala keep 20,000 
gp on hand at Rotburn House for household 
expenses, and to cover all but the most exceptional 
purchases for their art collection. They store 10,000 
gp of this hoard in sacks under a false floor in the 
master bedroom (successful DC 30 Spot check to 

(successful QC 25 Open LI in 
Ed eth a 's  bedroom. 

Sir Dain has no personai i w n s  w exrepr imal  
value. Lady Accala has a spectacular diamond neck- 
lace worth 3,000 gp; Sir Taranto Potburn-Seivers 
had it made for his wife, and it became an heirloom 
of the family. Edetha has r 
but she does keep on he 
items that once belonged Lw LdUy llF1114r Ll lL IL jL  uj 

persuasion and jgurines of wondrous power (gdden 
lions). Though she was laathe to acknowledge it, 
the former gave her a bit of an edge in negotiations, 
and she had the latter made up just i 7  case she ever 

notice). Another 70,000 gp 5 t  sits in 3 locked che 
ock check to pick) 
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erred in her choice of enemies. 
The most interesting treasure items at Rotburn 

House are in the a r t  collection. It ccntains a hand- 
ful of paintings, tapestries and sculptures worth 
considerable 5ums based on their aesthetic merit 
rsL- - _ _ I  - _ _ I  - L  . _ I  .- n -I .-I-- A - - .  . A ' . -  - . 
\trie w x . 1  rridrKeL vdiue ilwctwtcs aepenaing on 
which artists and styles are in and out of favor), a5 

well as a lot o f  mediocrities and ouL-and-out junk. 
Some of their more distinguished pieces are works 
by lniern Dorakan (see location G20) and Ranar the 
Shaper (see location L7). But there are two items 
whose true value none ofthe Rotburn-Seivers com- 
prehends. One is a brightly painted deck of  cards 
that Lady Accala picked up a s  a curiosity while on 
holiday in a distant land; it is currently spread out 
inside a gla 
many things. 
about the siLL e ,,al,ll, w I L I  3FL I I I h v  

5 s  display case. I t  is, in fact, a deck of 
The other piece is a gold-plated sphere 
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it in a pattern that seems to describe a dragon. It is, 
in fact, a major artifact: a Gold Dragon Orb. (Either 
of these items cart be swapped oitt for different 
and/or less powerful artifacts i f the DM wishes.) 

Edetha rarely receives visitors at Rotburn House, as she 
attends to business a t  the office, for the most part. She 
tends toward impatiency when it comes to social matters, 
since work absorbs $0 much of her attention. Sir D a h  and 
Lady Accala, on the other hand, receive guests wirh the 
gentility that one expects from a nobleman and his wife, 
and they are usually eager to see anyont who might be an 
artist, art dealer, OT fellow collector. 
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In u s e  of an attack on the household, Edetha will use 
her f i p m n n  of wondrous power to defend herself and her 
family, white they attempt to flee or raise the alarm. 

Vu1 Corine was the son and heir of the El# 
House of Corine (see loation P7 and Ovctvi 
Ehen  District), and stood to inherit not only t o  
wealth, but leadership of m e  of the four nobl 
of the elves. In time, he would have become Chief Elder 
- leader ofall the and the Disnicl 

customary for everv being groomed for a pc 
of importance, and received a pIum assignment esc 
the ChlefElder to city Council meetings. In the cot 
this duty, lIowever, he fen in love with a human 
- E~speth hnt, daughter of a modest family wI 
as a funcrionary in the council Scandaljn 

tak him out of marrying E~speth. When he 

HOOKS 
Edetha has reason to believe that a group of caravan 

& h a t e d  by brigands. She asks the PCs to investigate 
the maner. 
Troubhng rumors have reached sir Dain that a piece 
of statuary m his coIlection is really a sacred object 
that was stolen from a temple in a foreign land. In fact, 
ernissanras from the C o u n d ,  who in turn were visited 

refam it without compensation. Before he does so, Sit 

gwds r e d a r ' Y  used IrnPons has been Council delegate. He enlisted in the ~1v.m~ ~,egion, 

by amba55adors hat are Pressing him to this breach of elvcn noble tradition, vel's father to I 

not, 
Dain Wmts the PCS to look h I 0  the mXkr for him, SO he dishherired v01 and barred him from any further 
that he 'an satisfy Inimself Of Ihe truth Of the a'lega- 
t1on. 

contact with his family. Such is the prestige ofthe ~ o u s e  
of Corine among the elves that V d  C o m e  never dared 

to feel 

I 
Untd hdy Accaki was plagued wrack- remm the Elven &strict; he felt and his son continues 
ing pains' and a fever. The source, as it turned out, was 
a cursed amulet that she had started wearing as part of 
her persona! jewelry. A cleric took care of the curse and 
removed the amulet, but she now wishes to know 
how she could have acquired it under false p ~ e -  
tenses. She asks the PCs to trace the origin of the 
amulet and punish whoever was responsible 

they lfve under an informal ban against It. 
I 
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for circulating a cursed item. -- 
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16. CjRFFNWOOD HOUSF 
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iuuri i~ drt- r d t t i r i  S r i l d l l  drlU s p d i x i y  lurrlished by 
the standards of the district, but it is sti l l  a more 
imposing residence than most in the city. 

A modest residence by the standards of the Nobles District, 
Greenwood House passed through several owners before 
landing in the hands o€ a half-elven offshoot of the 
Connes, one of the Sour most prominent famhes in the 
Elven District. It contains less family memorabilia and 
inherited bric-a-brac than most other noble residences, as 
rhe first Corine EO live here had little of his own, and did 
not add much to it over the course of his Me, and neither 
did his w i f t a ,  who was a commoner by birth. 

R E S l D € Y T S  
sir slate Corine is currentlv the onsy half-elf to head one 
of the oty',. noble families. But even if he wasn't the only 
half-elf in 1 hat position, ir is a l l  but certain that he would 
be the moct famous. The s t o ~  Qf his father, 1701 Corine, 
became oni. of the city's most talked about socrety scan- 
dals in its dav, and its conseqitences stdl reverber- 
ate, both here and in the Elven District. 
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i d  Elspetks case drew much attention 
ters of the city, and public sympathy 
iind the handsome young couple who 
~ c h  for their love. It even became the 

pf popular drama that played to packed houses in 
:rtainment District even before they could marry. 
rhusiasm persuaded the City Council (over the 
ns of the Chief Elder of the elves) to gram the 
If of noble blood a hereditary t i tk and a modest 
, which allowed him to buy this villa in the NobFes 

Corine inherited his fatherk tide and the family 
, , J upon his death. He did nor, however, inheriT the 
resignation with which Sir Vol Corine accepted his fate. 
Sir Slaw recently married a human woman, ensuring that 
any heir he may produce will be, a t  most, one-quaner 
elven blood. But be still insists that his father was unjustly 
disinherited by the House of Corine, and that leadership 
of this ancient elven family belongs to him by right. 
The practical reality that the elves would never accept a 
half-eLf with a quarter-elf heir a t  the head of one of their 
leading families scarcely occurs ro him. Where his father 
gained a sad wisdom with age, his son seems impetuous 
and stubborn. 

As t~ how Sir Slate intends to go about cIaiming his 
rightful inheritance, his phns vary according to his 
humor. He i s  at least reasonable enough to understand 
that taking on the powerful House of Corine single-hand- 
ed is a very ambitious undertaking. He often speaks as if 
he wouId be content with simply getting some heirlooms 
and property of which his father was particularly fond. 
But he also taIks of trying ro use the C O W t  system to force 
the Connes to acknowledge his rights of inhentance 
- a n  unlikeEy proposirion, since the city charter clearly 
acknowledges the elves' right to live by their own laws 
within the Elven District. And a t  his moments of highest 
dudgeon (which are, fortunately, few), he even dreams 
of recruiting his own private army to storm the Ehen  
District and take the Great Bole of the C o r k  (location 
P7) by force. 

Though he has never visited the d v e n  District, there is 
a c t d y  no legal prohibition against Sir Slate doing so. He 
has a  day passport, obtained properly at the Temple of 
the Sky: location JIo), but he has never used it. The Nerise 
clan pnests at theTemple (as well as Rector of Permissions 
Erden Aer) approved his request despite his obvious 
lntent to disrupt a noble elven family. 'The fact is that the 
Nerises and the Aer view Sir Slare as a potential thorn in 
the side of a rival house, and they might well support him 
up to a point. It is also possible that he would gain some 
support from the House of Elesse - as conservative as 
the Elewe are, they also see the Corines as rivals. 

His wfe  Miranda has heard it all  bv this point in their 
marriage. She comes from a family of welI-off curnmon- 
ers, and so she is COntenT with her current estate as the 
young wife of a famous noble. She harbors 110 particular 

interest in becoming a great Iady of the eives. And yet 
Sir Slate's talk of grand plans of recapturing his father's 
birthright seems not to alarm her a t  all. Lady Miranda 
doesn't take it seriously - perhaps not as seriously as she 
should. 

An elderly elf named llois heads the household staff; 
he sen  ed 3s Sir VoI Corine's vaIet and stayed on after his 
master's passing LO 5ewe hi5 son. He is too old to do much 
work, however, and remains mainly on the strength of Sir 
Slate's loyalty to him. The rest of the staff consists of Sir 
Slate's rleJacfo valet, Lady Miranda's maid, two housemaids, 
two footmen, two cooks and a scullery maid. 

Sir Slate Corine: Half-elf Arf5. 

Lady Miranda Corine: Arj2 

Ilok: El f  CornX. 

The Corines skate by on their 
7 nfln on 2nd 1 n R  nn in an 11114 

master bedroom. Sir Slate also keeps his fr 
personal arms and armor in the clcset: a + 7  
tongup hgsword  and +2 chainmail. 

A C T  TV T I T  

Neither Sir Slate nor Lady Miranda have any professional 
interests, and SO they spend much of their time entercain- 
itig OT engaging in pastimes suitable ET aristocrats. They 
are conscious, however, that their resources are not great 
compared to other noble families, and so they try not to 
overdo things. 
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can; he wrll gladly sacrifice what is left of his life for this 
branch of the Corines. 
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Of a l l  cf the family heirlooms in the Great Bole of 
the Conne, there is one in particular that bol Cotine 
lamented not inheriting. Sir Slate has determined that 
it ought IO be his by right, since his father considered it 
his own He hires the PCs to fetch it for him by hook or 
by crook. 

* The PCs encounter Sir Slate in one of his wild moods, in 
which he describes his grandiose goal of hiring ;1 private 
armv to seize his inheritance bv force. Since the PCs 
are obviously a capable lot, he would llke them to cast 
their lot with him, and find more soldiers of fortune. 
He speaks of further meetings with them at Greenwood 
House to plan the operation. But an obvious question 
arises: Is he serious? And if so, just how serious is he, 
really? 

€17. HALT, O F  HERALDRY 

This sprawling structure is one o f  the older sur- 
viving buildings in the city. The amount o f  spare 
that the Hall o f  Heraldry needs has grown steadily 
through the years, as the history of the city has 
accumulated heft and the rolk of the nobility have 
grown. To keep up with this, the building has  added 
room5 - even entire wings - a s  needed. It seems 
like additions to the building are always under 
construction or being planned. Architecturally, it 
resembles a patch of  mold left in the dark and 
damp, grqwing all the time, just because it can. 

Even so, the layout o f  the building is always 
organized and re-organized to separate the her- 
afdss three basic functions. One wtng functions 
as a library for al l  official documents pertaining to 
noble families. Another is the museum, where the 
artifacts collected from various families are housed 
and displayed. A third wing provides office space 
for the most senior staffand also includes the Hall 
of Judgment, where the heralds decide all disputes 
that corne before them. 

Shortly after the Council began awarding noble titles 
to its distinguished citizens, a handful of noble pooled 
funds to cwate an institution that would honor the names 
and deed5 of aristocratic families. Since then, the Hall 
of HeraIdry has served as a ha11 of records, miiseum and 
even a court of law, all in the name of glorifying the ciry’s 
nobility 

ine neraius K I X ~  o r n u a i  recclms or \ 
entitled to claim noble status, as weH 
births and deaths. They also keep a r 
tu  the nobihy! soliciting a donation of 
relic from each clan to put on display. I 
heralds have also taken on a legaI h n c t  
tired of d e a h g  with matters of inhe 
answering petty questions about whi 
noble birth could keep his or her fami 
rying into another noble family. Any E 

(if anyone) receives the property or pel 
upon his or her death goes before a t 
whose judgment is Iegallv binding. 

Arris Selden, a half-elf schoIar who counts himself a 
direct descendant of a second son of the Lione family (a 
has the papcrs to prove it) holds rhe office of Senior Her, 
and runs the Hall of Heralds. His ~ W O  most i m p ~ ~ . t ;  
tasks are raising funds from noble famhes for the on! 
ing maintenance of the Hall, and rendering judgment 
disputes over property and tides. In theory, these two jc 
present him with a potential conflict of inrerest, as ii 
almost inevitabIe that he wil1 have to weigh disputes in 
which one party has h e n  more genetous to the Hall than 
the other. But Selden, a proud and unyielding man, insists 
that  such considerations do not influence him rn any way. 
Not ewryone sees things quite the way he does, of course, 
but SeIden p a y  them no mind. 

In  his judicia1 frincrion, he has the help of four lawyers 
who hold the title of tribune and are kept on retainer to 
study and rule on such disputes. A11 of them are comrnon- 
ets, but they are experienced legal professionals all the 
same. Cases are decided by majority vote of  the tribunes, 
with Selden presiding over their deliberations and casting 
the tie-breaking vote, il necessary: 

Direcrly below Selden on the organizational chart  
are Curator Koris Ballow, who runs the museum wing, 
and Senior Archivist Daphne Selden, W ~ O  maintains 
the archives. Ballow i s  a pudgy man with a carbuncled 
nose who has nonetheless mastered the art  of charm- 
ing important people, and he i s  skilled at getting noble 
families to parr with items for the museum collecnon. 
Daphne Selden, Arris Selden’s wife, is tall and severe in 
appearance. She has the mechanical! orderly mind of an 
incessant organizer. The archives contain detailed records 
ofeverj noble family t h a t  has ewer existed in the city, even 
bloodlines that have long since gone extinct, and Daphne 
seems to have all of them at her fingertips. Both of these 
departments have a banalion, 50 strong each, of clerks and 
assistants to perform the menial tasks of running such a 
large institution. 
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As an outgrowth of their role In arbitraring disputes 
between nobres, the heralds have also taken on the role of 
assigning a representative to the City Council. Whenever 
the spot opens up - eirher because the previous represen- 
tative has died or is stepping down - the heralds gather 
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worthy candidates, which they then 
esirabhiry. They offer the job to the 
st. If he refuses, they go down the  list 

LIIILII L I ~ ~ Y  1 1 1 1 ~  >ulllrone who accepts. They usually don’t 
3 go very far down, as nobles tend to put a premium 
Lk and distinction (that’s why they’re nobIes, after 
L theory, the heralds FI-Y to find the worthiest indi- 
to represent the district. In practice, however, they 
-he nobles who have donated the moq  money to 
dege of Heralds. Representatives from the district 
br life, and a new one will not be chosen until the 
one dies, retires, or otherwise steps down. 
district’s current representative is Sir Hamish 

Belleme (location EIZ), who rook up the position soon 
after his retirement from the Navy. Sir Deramus Propp 
(location E9) CQVetS the job, however, and donates fiiri- 
ously t Q  the College of Heralds to get on Arris Seldenk 
good side. No one knows when Sir Hamish intends to 
retire, but Sir Deramus (among others) intends to be 
ready when he does, In fact, Sir Deramus has called on the 
Bellevues to drop heavy hints on the subject. This has not 
exactly endeared him (or his family for that matter) to the 
Bellewes. 

Arris Selden: Half-elf Expl 0. 

Daphne Selden, Horis Ballow, Tribunes (7): 
ZxplO. 

Assistants and Clerks (100): Corn1 -3 .  

For such a large building, housing an organization 
devoted to chronicling the city’s nobility, there is 
very (ittle of  value here. The museum collection is 
mostly bric-a-brac, items donated because the fam- 
ilies in question felt that they COUM be spared from 
their own collections. The only exception is a thick 
book heavily bound in what appears to be animal 
hide dyed the color o f  ebonwood. A noble family, 
long extinct, gave it to the museum as an heirloom 
that had been in their library a s  long as anyone 
could remember. They had no idea that it was, in 
fact, a book of u i k  darkness. Even now, nobody at 
the museum realizes i ts true nature. It is kept on 
display in a glass case, amongst the personal let- 
ters and cameo portraits. 

ACTIVITT 
The Hall of Heralds is open only during business hours: 
9 am until dusk. During this time, the s t d g o e s  about its - - 

‘7 
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daiIy affairs, puttering with this and that, filing or retriev- 
ing documents, and the U e .  They will assume, unless 
pointedly told otherwise, that  any and all visitors are 
there either to see the museum, or to inquire afrer docu- 
ments about a given family. 

1 

m rn w,,, I L . 1  

* A clerk working in the archives has, much to his hor- 
ror, misplaced some records relating to a prominent 
noble family. WhiIe this is hardly a hanging offense, he 
knows that Daphne Selden would nor see it that way if 
she knew of his mistake. Fearing for his job (at the very 
least), he begs the PCs for heIp in diweetlv recovering 
the documents. 

C I 8 .  EOUNTATN O f  T H F  T‘HRCF; 
WORTHTFS 
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This commemorative fountain honors three heroes 
of the humanoid siege. I t  is a major landmark of  
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between the fountain and the strept. dnttpd with 
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The Fountain of the Three Worthies was commissioned 
by a group of nobIe famiIies shortly after the setdement 
that granted the humanoids permanert residence in the 
city limits. The settlement was not an unalloyed victory, of 
COUTSC, as most would have preferred that the humanoids 
just go away and leave them alone. But it  was a victory 
of sorts, enabled by some genuine heroics, and the city’s 
aristocracy wanted ro honor the heroes in some manner. 
At the center ofthe fountain is a 20-foot tall marble statue 
depicting Sir Zerkis Lione (see locarion ET), Sir Magnus 
Valkenhane (see locarion E4) and Grand Patriarch Sir 
Jerome Tieran (see location E13), in heroic poses. The fig- 
ures in The statue are all the more striking btcause the eyes 
are crafted from extremely valuable materials - genuine 
pearl for the whites and black diamond for the pupils. 
Some observers swear that the eyes glow in the dark of 
night, and while it is Uely just a n  optical illusion, there 
could be other reasons for this effect as well. 

RES1 D E N T S  
The fountain’s builders were well aware that the eyes of 
the stattie would attract thieves because of the value of 
the materials. They also suspected (rightly) that the statue 
would stick in the craw of their new humanoid neighbors. 
It has propaganda value, after all - it suggests that the 
city defenders won a great victory while defending their 
homes against a vile horde of invaders. The humanoids, of 
coime, have always looked at it differently, seeing them- 
selves as rightful claimants to the Spire who were simply 
fighting for what was corning to them. The nobles who 
commissioned the fountain therefore feared that human- 
oids would try ro vandalize it, with the eyes being the most 
obvious target because of their monetary value. 



a a = - Lly*  L C J L I \ I Y  3 IJ 
A q e N c r  

7 

tect the srariie down through the ages. Two small water 
elementals live in the pool and serve as guardians. In addi- 
tion, the eves of the statue were themselves nermanentlv I 

imbued with powerful magic that w d  unleash cursed 
energies on anyone who disturbs them. 

Water Elementals, Small PI: As per the Monster 
Manual. 

The eyes of the statues are the only parts that 
could conceivably be removed from the site and 
sold (the hazard posed by their magical properties 
notwithstanding). Black diamonds being as rare as 
they are, each is  worth 5,000 gp. Touching either 
eye o f  Zerkis bone will activate a holy word spell 
centered on that eye, as if cast by a 20th level cleric. 
If an evii creature of  the humanoid subtype, or 
even a humanoid creature belonging to a race that 
is usuall) evil-aligned, touches an eye of  Magnus 
Valkenbarle, it must make a Fortitude save as if a 
14th level sorcerer cast finger of death on it. If it 
dies as a result of this effect, it must then make a 
Will save a s  if a 17th level cleric cast soul bind on it, 

..I Ll  I *  I ., r . I  I , r  witn rne eye antng as m e  reposirory Tor rne SOUI. IT  

a chaotic creature touches an eye o f  Jerome Treran, 
it must make a Fortitude save a s  if a 20th level wiz- 
ard cast-qesh to stone on it. Anyone who survives 
the act oitouching an eye of  the statue may try to 
pry it lome using the Disable Device or ODen Lock . ,  
skill (DC 25, as ;hey are set in the eye sockets quite 
firmly). 

ACTIV1'I-V 

What used to be the 
tavern now serves as ; 
reception area for e 
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clean- houses job candidates who have n 
place to  stay. 
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This building now houses a n  employment agency for 
domestic servants. 

R F S 1 13 F N TS 
If Hasty Oldbottom (see location E l l )  miis the city's 
most reputable service for providing domestic servants, 
then the charming, ruthless half-orc h c a n  runs the least 
reputable. Lucan gets by with his polished m a n n m  (he 
can be astonishingly smooth for a half-orc) and rates for 
his service that are almost half ofwhat Hasty charges, but 
he i s  a thug a t  heart. He makes up for the low fees that 
he charges by forcing his job-seekers to kick back part of 
their pay to him Once they have been pIaced in a house- 
hold. These terms ensure that only the most desperate 
folk will sign on with h c a n ,  but he can live with that. 

The water elementals will ignore anyone who zs clearly 
frolicking in the water for amuqemmt, 50 much so that 
their prewnce wiEl not be detected, unless by magical 
means. However, Fhev w d  attack anyone who heads 
directh for the statue. 

/- 

HOOKS 

Sorneoiie does, indeed, make off with the statues' cov- 
eted eyes. The PCs are hired to recover them. But 
were denizens of the Humanoid District behind 
The theft, or was it the work of a more subtle 
adversxy, who wishes to sow further dissent 
betwem the humanoids and the rest of the city? 
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an can onIy maintain his hold over these unfom- 
through intimidation. To that end, he employs his 
er brother Govin as an enforcer, as well as a pair of 
blins, Erek and Belek, who have permits to work 
e the Humanoid District. The hobgoblins belong to 
tiled Boots tribe (see Iocation B23) and if necessary 
1l upon additional members of their tribe for aid. 

Lucan keeps 100 gp and 2,000 sp in lacked chest 
(successful DC 20 Open Lock check to pick) in his 
office. In addition, Lucan and his enforcers each 
carry concealed masterwork short swords on their 
persons at all times. They also use clubs in situa- 
tions where they don’t need to worry about offend- 
ing the sensibilities of their noble clients; Lucan 
carries a t - 7  club and Covin, Erek and Belek use 
masterwork clubs. 

-hem can get by in poIite society when they have to, ACTIVITY 
dernmth that veneer, they enjoy dishing out a good 

beatmg. Lucan and his boys reguhrly make the rounds of 
the Nobles District under the guise ofproviding customer 
service, checking in with their clients to make sure that 
the semnts that they have provided are working out a11 
right. In fact, these visits are meant to tell those servants 
that even though they now h e  wTth a noble family, Lucan 
can s t d  get TO them any time he wants. And if going in 
through the front door doesn’t work, Govin, Erek and 
Belek know how to find every servants’ entrance in the 
district. 

Only Lucan and Covin live here full-time; Erek and 
BeIek go home to their tribe (location B23) a t  night 
unless Lucan needs some nocturnal d i q  work out of 
them (which is not terribly unusual). At any given time, 
there may be as many as twenty job candidates Ian- 
guishing in the cellar, slee 
bedrolls. 

Lucan: Half-orc War1 

Covin: Half-orc Ftr4, 

Erek and Belek Hob 
War3, as per Monster ! 
They possess Knowled 
Culture) +3. 

Coml. 
Boarders (varies): 

Unless he already knows you, Lucaucan meats anyone who 
is not ohvioudv a noble (Le.? a client QT a potential client) 
QT a potential worker with suspicion. He’s done enough 
underhanded deeds in his day to worry whenever he 
draws unexpected attention. Likewise, Govin, Erek and 
Belek know how t o  read Zucan‘s body language. They wdl 
tense for action as soan a5 they see him doing so. 

HQQKS 
* Lucan worries that he’s losing his edge; a lot of che 

people whom he placed in service (many more than 
usual) are refusing to pay their kickbacks. He and his 
boys can’t keep up with all of the thumbs they need to 
break. Lucan hires the PCs as temporary help, just until 
he’s ali caught up. 
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It mrn5 aut that a girl whum he i s  trying to sell into 
domestic service, and who m s  delivered into his hands 
by a pirate, is actually the daughter of a prominent 
foreign family. Her parents, operating through high 
diplomatic channels, have persuaded the City Council 
to put the City's Eyes (see location F9) onto the matter 
of her abduction. Lucan senses that the investigation is 
getting dangerously dose to him. The girl i s  no longer 
worth the trouble thar she could bring down on him. 
He hire4 the PCs to return her to her famdv discreetly, 
in a ww that closes off any further investigation by 
the city authorities and diverts any lingering suspicion 
from him. 
Govin has tired of taking orders from his older brother. 
He wants to stage a COUP, but doesn't t r u s t  Frek and 
Belek ro back him until the deed is actualJy done, and 
he doesn? dare act by himself. He hires the PCs to stage 
a break-in and robbery and take care of Lucan in the pro- 
cess. The PCs can either abet or foil Govin's usurpation. 

FZO. THF RUBY BARGF 
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only the finest furniture and the most expensive 
trappings. The house staff dress in crisp uniforms, 
and the guests are  all aristocrats or other VlPs 
dressed for a night on the town. The level of activ- 
ity is  always higher in the evenings than during the 
day, but a t  all hours, song, musfc or bardic verse 
rises above the hum of general festivity. 

The gambling area consists of  fifteen gaming 
tables, each manned by a dealer and arranged 
around a slightly elevated observation platform 
(from which the shift manager can observe the 
action) and a cashier's cage located off to one side. 
Behind the bar are stairs leading down into the 
wine cellar. A small kitchen and back room5 that 
serve as d k e s  are also behind the bar. An elegant 
set of dwble-doors leads out onto a veranda set 
by a small artificial pond. Here, guests may drink 
and get jome fresh air while takmg a break from 
the gamcng tables. During warm weather months, 
musical \icts sometimes perform out here. 
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RES1 DENTS 
The club is owned and managed by Reesa Volair, a 
dark-eyed half-elf whose fine features and exotic 
ance help her charm her clientele (especialIy d 
guests) into parting with their gold. She hcrseIf c 
the night shift, when the club is busiest. She le: 
day shift to her assistant manager and right-hand 
square-jawed former City Guardsman named R u h  
A veteran of many Guard foot patrols, Brant is both tough 
and shrewd, and he brooks little nonsense from emplov- 
ees and patrons alike. Vdair considers him the perfect 
person to handle the daytime crowd, which is smaUer, but 
full of rich idlers and dissolute characters who drink and 
gamble while decent folk are earning a living. Experience 
has taught her that cham works less well with this crowd 
than coercion, and Brant is much better than she at strong 
arm tactics. 

The Ruby ~ a r g e  opens at noon and closes well after 
midnight. During business hours, either Volair or Branr 
are always present. In addition, eight burly guards help 
them keep an eye on things; two watch the front entrance 
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appear- 
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to make sure unwelcome guests get no farther; two secure 
the veranda; and the remainder are stationed a t  each cor- 
ner of the floor. A barkeep serves up d d s ,  which are in  
high demand at all hours, and a serving wench i s  always 
on hand to nan orders between the bar and the gambling 
floor. A chef works the  small kitchen in the back in case 
anyone wants food. During the evening shift, a dealer 
works each of the gaming tables, but only half as many 
are present during the day, when there are generally fewer 
guests. Similarly, Reesa Volair makes sure that an endless 
succession of singers, musicians and bards enrertain her 
customers from the stage, though she saves the besr of 
them fer the big evening crowds. 

'Reesa Volair: Half-elf ExplO. 

Rufus Brant: Ftr8. 

Guards (8): Ftr3. 

Dealers, Bartender (varies): Com3. 

Cashier, Chef, Serving Wench (3): Corn2. 



receipts are kept the wine cellar, 
inside a well-locked (successful 
check to pick) but deceptively 

shabby-looking trunk. The trunk is hidden among 
empty crates. It contains 500 pp, 5,000 gp and 
20,000 sp. A locked chest (successful DC 25 Open 
Lock check to pick) in Volair's office contains 500 
gp and 2,000 sp. This is meant to function a s  a sort 
of  decoy in case of  burglary or a takeover robbery. 
Only Volair and Rufus Brant have the keys to these 
containers, and they carry them on their persons 
a t  a l l  times. of course, there is also a considerable 
amount of money floating around the gaming floor 
a t  any gwen time, both a t  the cashier's station and 
kept at each gaming table by the dealers. During 
the day this amounts to 200-500 gp and 1,000-2,000 
sp; at  nieht, that amount doubles. fn addition. The 
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per crate. 

ACTIVI'IY 
The Rubv Barge t u n 5  a variety of gambling games 
involving cards, dice, and any orher means of random- 
ization that might be in fashion at the moment. IT is 
up to the DM, of course, how to handle gambling in a 
given campaign. If you have already established popw 
lar forms of gambling in your campaign world, and 
those games would appeal to an aristocratic crowd, the 
Rubv Rarge offers them. If you wish to abstract 
the activity of gambling, you may meat each 
bet a PC makes as an opposed test in which 
the houw receives a +I inherent bonus. This 
bonus reflects the 5% house edge that any sane 
casino would build into its games. If the PC wins, he is 
paid off a t  even money (that is, he receives a profit equal 
to the amount of his bet). The Ruby Barge handles bets 
ranging from 1-5,OOO gp. A bet toward the higher end of 
that range w o d d  cause a commotion in the club, 
immediately grabbing evervone's attention. 

The Ruby BarEe i s  an exclusive club, and the 

d F 

the dealers, cashiers and other workers a t  the club are also 
loyal to Volair and Brant, and they probably cannot be 
bribed 10 fix the games or orherwise act againsr the club's 
interest. But the DM's discrerion is the final guide here; 
nothing is truly inconceivable. 

Most of the patrons are well-behaved; they are nobles 
with repurations to uphold. But as with every establish- 
ment of this type, every ~ Q W  and then someone will 

act in an mbecoming man- - 
net, fueled by alcohol or 
gambling losses. That's why 
there are guards inside the 
casino as well as outside, 
and thev wil1 act auickiv to 

.e any 

.em. 

guards art' under orders not to cLIt breaks to any- 
one who is not a member or a guest of a member. 
Whether the guards can be bribed or otherwise 
persuaded to bend the club rules is ultimately 
up to rhc DM, but it shodd be noted that 
Reeesa Volair is a shrewd judge af character 
and understands whom she can and can- 
not trust. She would not hire anyone 
whose integrity she doubted. She also 
pays well above the norm for places 
of ~nter tamment ,  ro encourage loy- 
altv among her employees. Similarly, 

) 
' 



HOOKS 
Reesa Volair suspects that a regular guest is cheating at 
one of  her games. However, the house staff hasn't been 
able to find any proof of this. She hires the PCs ro keep 
an eye o n  the suspect while he i s  in the club, and spy en 
him outside the club if necessary. 
Rufus Brant suspects that one of  the cashiers i q  stealing 
from the till, bur he has no hard proof. He asks the PCs 
to spy on that employee outside of rhe club. 

* A regdar patron owes The Ruby Barge a great deal of 
money. \gainst the wishes of Reesa Volair, who prefers 
subtle methods of persuasion, Rufus Brant goes ahead 
and hires the ?Cs to collect on the debt by any and all 
necessary means. 

* Reesa W a i t  finds that she no longer has as much time 
as she wants to sign up entert3iners to play a t  the club. 
She hires the PCs as talent scouts. In particular, she 
would consider it a singular COUP ifrhey could persuade 
the famous but reclirsive singer Serene Ariaborn (see 
location F20) to perform a t  the Ruby Barge. 

€21. VASILAKOS BROTHFRS 
CjUaDF A N D  MFSSFNCjFR SERVICE 

.. 
and a series of  irnrnaculat 
the usual accouterments 
I ._._ LL.- - l L L I L _ _ I _ - I  

This wide white building appears to be l i t t le more 
than a particularly clean r e t  o f  stables. Doors i n  the 
front swing wide, revealing an open central area 

ely-maintained stalls. All 
o f a  stable can be found 

nere, rrioJgri i r i t .  s r i w v m  which hold the equipment 
are too high for most humans to reach. A map of 
the city h a s  been laid out along one wall, providing 
extensive details of street names, business titles, 
and the like. Next to the map is  a sheaffull o f  blank 
scroll papers; a feather pen and an inkwell stands at  
a nearby 'desk, which lacks a chair and is also placed 
too high For all but the tallest humans. 

A trio ofcentaurs work one of the city's most efficient mes- 
senger services from this bailding. 

BFSIDEN'TS 

The three Vasilakos brothers (Achilles, Hemes and 
Acheron, fmm oldest to youngest) claim roots in thc area 
that date from before the city's founding. They take advan- 
tage of the fact that they are a more efficient mode oftrans- 
portation than a rider on horseback, combining as they 
do both mount and rider in one creature. All they need 
is a destination and they can get a passenger or a message 
there faster than anyone else in the city. Achilles claims to 
hold the r c o r d  for the speediest crossmg from one end 
ofthe tit?, to the other, and none of his clients would dis- 
pute that Hemes and Acheron are only slightly dower; 
the sight of them galloping through the thoroughfare, 

aoagtng oncommg camages ana  1 

pedestrians, is not soon forgoiten. 1 
extensive knowledge of the city an 
never once becoming losr during a1 
A delivery that doesn't arrive within two hours of  being 
accepted is rare indeed. 

Achilles, Hermes and Acheron Vasilakos: 
Centaurs, as per the Monster Marrual. 

The brothers all carry shortbows and arrows (tho 
they rarely have need of them), which they kee 
their stalls. They keep 30-50 gp in a locked strt 
box (successful PC T8 Opcn'Lock check to pic 
on a shelf. Their business is obviously much rno 
profitable, but they take care not to leave any loo 

1 I .  I 1  I .: . __ .__  
Se 

re I 
week to do the books and to deposit any prufits the 
brothers have made. 

tasn lying aroma. Hn accountam arrives once a 

ACTIVITY 
The vasilakos brothers wilI transport anyone or any- 
thing that they can carry on their back to destinations 
within the city. They base their fees on distance traveled. 
Messageq can be delivered for I sp per district crossed. 
They will carry small packages and parcels at a rate of 3 sp 
per district crossed. Passengers riding bareback cost sp 
per district crossed, and the brothers will even consent to 
wear saddles for particularly delicate passengers at a rate of 
I gp per district crossed. The only areas where they refuse 
to Travel are the Humanoid District, and certain ominous 
addresses in the Lamplighter District (even then, they 
will drop passengers within a block of the premises if so 
ordered). None of the brothers wilI carry more than two 
passengets under any circumstances. 

HOOKS 
One of the brothers disappears after taking a suspicious- 
looking passenger to a fairly grim pan of town. His 
siblings hire the pcs  to find him. 
Achdes bets one of the PCs that he can traverse a given 
section of the city more quickly than the PC can with 
his mount. The race is on' 
The brothers have been saving their profits with the 
intent of buying up a piece of land and turning i t  into a 
park. The o d y  problem i s  getting the current owners to 
sell. They enlisr the Pes' aid to help procure the deeds. 
A messenger senice relying on carrier birds is close to 
shutting down after a series of mid-fhght arrow attacks 
have decimated their flock. Is i t  the brothers, hoping to 
eliminate their cornwetition? ~r someone else us in^ the 7- - t 

centaurs as a scapegoat? It's up to the PCs to sohe the b.- 
mystery. 
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r r 1  undercut 
Guild rates, or work for services in kind. Or a nobIc might 
need errands mn for which household staff are unquali- 
fied, because they lack the diplomatic, criminal or magical 
5kds needed. Adventurers are also excellent candidates 
for carrying otit private investigations: the City's 
Eyes can't be expected t o  look into every Lit& 
thing, not even if a noble family requests it (and 
ofcourse there could be marters about which they 
would rather the Cats did not know). 
Crime is a perpetual ~ource  of anxiety for the 

nobIes brcause of the great wealth that many of 
them possess. Even the pOOTeSt noble family has 
assets far beyond the means of the typical corn- 
moner. ItS not uncommon for nobles to grouse 
about the lack of Civic Guard p a d s  in their dis- 
ttict (although the Guard runs patrols here just as 
Srequentlv as eIsewhere in the city)b and how you 
can never find them when voii need them. Nor is 
it uncommon for rumors about nobles being tar- 
gered by criminals to circulate. The Thieves Guild 
rarely knocks over a nobles' houseboId -it tends 
to draw a lot of anention- but those robberies 
which it does authorize are both spectacular and 
amazingly lucrative. Even when rhev are focused 
elsewhere, however, rhe District still features its 
share ol colorful outsiders. Thc rumor of the day 
has it thar a master assassin lurks in the district, 
robbing any lone noble whom he can corner, 
and killing his vicrim to eliminate thc only wit- 
ness to the crime. In fact, assnssins de infiltrate 
the Xoblcs District, so encountering one is not 
imposFibIe. But the rumor is false in that there is 
no single master criminal systematically preying 

Any and all such encounters can easily be spun out into 
a larger context, and make an excellen? p e s t  or adventure 
far the PCS. 

TAM E.l: NOBLES D ~ S T R I C ~  RANDOM ENCOUNTERS 

020 ENCOUNTER 

1 Crvic Guard patrol 

2-3 

4-5 Off-duty servants 
6 Pickpocket 

7-8 Tradesman on an errand 

9-1 0 Servants on errands 

1-6 nobles (individual, family. group of friends) 

11 Beggar 

12 Merchant 

1 3  Commoner come to  ask a favor from a noble family 

14 Assassin 

15 Cleric from the Children o f  the  Creator 

16 Covtn, Erek and/or Belek (see E14) 

17 Cestia-created zombie or skeleton 
(only ~f near Gestia House, see E6) 

18 Torgar (see E l  1) 
19-20 Messenger 
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points in between, the Guards District fairly glows with 
dignity and respectabrlrty. Even the smiths who toil in 
the forge5 near the southern edge of the district prefer 
to think of themselves as armorers rather than humble 
blacksmiths, and revel in their status as suppliers to the 
City Guard. 

By day, the Guards District hums with the rhythm of 
official business being done, even in modest ways. City 
Council members and other high citv officials do not 
frequent this part of town, but the activity here has its 
own kind of self-importance. Guard senttry teams march 
back and forth bctwcen bamcks and their posts, and mes- 
sengers and staff officers hustle to and from the various 
Guard administrative buildings. Lawyers, judges, clerks, 
pIaintiffs md  defendanrs alke stream into, out of. and in 
and around the Law Courts, al l  in the name of making the 
city's legal svstem work. 

By night, the Opera House is a beacon of culture and 
the area around it awash with theater-goers enjoying 
themselves and eating and drinking before and after 
the show. But even with the feqrive air, the crowd itself 

dlllUllg Ll1C:lll 3Ul l lCUdy.  

The Guards District is also one of the best kept in the 
city - which is both a source and a consequence of its 
dignity as a place where much of the city's business is 
done. The roadways are alwavs in perfect repair, trash is 
not allowed to accumulate, and everything is neat and 
orderly, as b e h s  the place where the City Guard has made 
its headquarters. The Guard's buildings are mostly low- 
slung - never more than two stories i n  heighr - SO the 
district's skyline is dominated by the mawive and baroque 
Opera House, and the severe solidity of the Cout~s of Law 
The majority of the buildings in the Guards District are 
made of stone ot brick, giving this district a very solid 
appearance. 

TFTF CTTT 5UARD 

OR~ANIZATION OF 'I'fIC CjIJARD 
The City Guard f d f i I l c  a variery of roles in the city They 
are its peacekeepers, its military defenders and its enforc- 
ers of the l aw In i t  pursuit of these divergent goals, the 
Guard is divided into three main branches: Civic Guard, 
Wall Guard and Mirror Guard. 
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Tht- Cvic Guard is charged with 
the c’;ty Thev maintain the peace 
comrnnpities, quell public dismrba 
and lawbreakers, and guard the pris 
ofhxv. An officeT with the rank of I 

i t ’s  a particulatly important district 
in each of she eleven districts in whi 
presence. The Palace Guard takes cai 
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keeping order within every report filled by the Civic Guard. The Mirror Guard 
within and between has no official uniform, as they work wdercover. 
nces, arrest criminals The Guard senior command consists of twenty officers 
soners and the Court who hold the rank of general The overall commander 
captain (or colonel, if of the City Guard holds the rank cif Lord Protector, 

oversees operations and he must personally approve all appointments and 
ich it bas a substantial promotions above the rank of colonel In recognition 
re of the Government of  the recognition of the role that the Gnard plays in 

District and Sir Milton Derek‘s private army assumes keeping the city safe and running smoothly, the b r d  
responsibility fot the Lamplighters Disrrict. The Dwarven Protector, by tradition, also represents the Guards Districr 
and Ehen  Districts have their own racial mditias, and the on the City Council. Beneath the Lord Protector are the 
Guard has never established much of a presence in the rhree commanders of the branches of the service: the 
Humanoid District. Some distticts also have a dedi- Commander of the City, who leads tht Civic Guard; the 
cated office and barracks to serve as the Iocal Civic Commander of the Walls, who leads the Wall Guard; 
Guard headquarters. A branch of the Civic Guard, and the Commander of Masks, who commands the 
the City’s Eyes (known colloquially as the “Cats“), Mirror Guard. The identiry of the Commmder of 
investigates crimes when investigation is called for. Masks is kept secret from the public (as well as any- 

The Wall Guard defends the city from external one below the rank of colonel who is not a member 
threats and maintains the city walk and pates. It is, of the Mirror Guard. In public, the Commander of 
in effect. the city’s army. Its primary mission is to Masks slways wears heavy robes and a full mask. 
defend the city and its people against foreign foes, The current Lord Protector is General Lady jennas 
and it was the Wall Guard that bore the brunt of the Ironside, a former mercenary captain who joined 
fighting against the humanoid invaders. Wall Guard the Guard as a mere private scldier after a Wall 
detachments are sometimes 5ent out to hunt brigands Guard expedition arrested her entire company on 
plaguing the city’s trade routes. And if pubIic disorder the suspicion that they were brigands. The ca5e 
were to exceed the Civic Guard’s ability to handle ir, the against them was weak, 
Wall Guard wouId be mobilized and sent in to restore but she accepted a 
order (known as “Calling the WalY). 

The PgIace Guard is officially a division of the Wall than risk a trial 
Guard, though it is so prestigious on its own that it and internal 
sometimes seems like a separate branch ofthe service. In  exile in the 
fact, service in the Palace Guard is the most prestigious H u m a n o i d  
appointment for a Guardsman of any r a n k  They are an District for her 
eIite unit charged with guarding the Council Palace ( h a -  
tion It), [he Treasury (location 13) and other important 
government facilities in the Government District. Their 
duty is limited to the Government District except in time 
of emergency. Because of their elite status and their rel- 
ative isolation from the rest of the Guard, the Palace 
Guard are perceived within the high command as 
snobs and potential renegades, and this has often 
been a sere spot between the Lord Protector and 
the unit’s commander, the CoIonel of the Palace. 
FOT more about the Palace Guard, see location 
12. 

f i e  Mirror Guard is mote talked about than 
seen. Thev are the shadowy secret police root- 
ing out sedition, treason, doomsday cults and 
other potential threats to civil order. The ,Mirror 
Guard is somerimes said to have agents everywhere, 
spies OR every street corner and moles in every organiza- 
tion. But not everyone believes this, and in fact their actu- 
a1 reach is limited by their lack of numbers. Ffowever, it 
would serve their purpose well enough if everyone were 
to believe that they are everywhere. Without a doubt they 
make great use of paid informers and they have access to 



Under the deal, her company would disband and the rank 
and file would Ieave the city, never again to set foot within 
100 mile?. while she herself was bound to serve rhe city 
until such a time a5 the court would release her. Once in 
the Guard. however, she worked her way up through the 
ranks with lightning speed, proving her worth beyond a 
doiihr at every step. Her appointment as Lord Protector 
and subsequent ennoblement by the City Council caps 
one of the most extraordinary (certainlv one of the most 
meteoric) careers in the history of the City Guard. She is 
known throughout the Guard as an ingenious and thor- 
oughly practical leader who is concerned with results 
much more than process. Lady Jennas does not tolerate 
disorder or inefficiency in the ranks of her command, and 
she also makes it a point to keep herselfwell d o m e d  on 
what is going on in the city 

The Commander of the City is General Gessian Vaivoid. 
An extended relative of a family ennobled for distin- 
guished Guard service and a staff officer for most of his 
career, General Vaivoid rose ro his current position on the 
srrength of his personal connections and political skill. 
He places great emphasis on keeping the G u a d s  public 
image polished, rising his charm to make sure that mem- 
bers ofthe community are happy with the Civic Guard as 
a provider of public services, and his political connections 
to keep the city officials who control the City Guard’s 
budget i~ a hcnd ly  humor. Lady Jennas holds General 
Vaivoid in some contempt because he lacks I I I M C ~  of a 
record as a field leader, but she p d g i n g l v  respects the 
value of his personal netwotk and his knowledge of the 
city’s neighborhoods. 

The Cornrmandes of the Walls is General Rothrad 
Granite, a dwarf and a military engineer by training. ~oot 
General Granite, Guard service is his eneire reason for 
being and unlike the currenr Commander of the City, he 
has no interest in politics or personal connections ourside 
of the organization. He inspecrs the city walls aImosr 
obsessive’y, keen to insure that they are always in superb 
repair. As a leader of soldiers, be believes that constant 
drdl and adherence to strict routine are she best ways to 
maintain dixipline and combat readinen, and because of 
that he is wen as something of  a martinet by his soldiers. 

The Commander of Masks goes by the title of Lord 
Quicksilver, as have all recent Commanders of the Masks. 
The current officeholder is a half-elf, Genera1 Drake 
Elshore. General Elshore has spent his entire career i n  
the Mirror Guard and understands quite well that the 
effectiveneqs of his branch of the service depends 
anonyrniFy. Those who know him view him as a dry and 
emotionless fellow who hares any sort of attention. He 
reserves his wrath for any of hi? agents who seem more 
fond of being noticed than is good for them, and upsets 
himself aver very little else. 

p A I ’ K O L S  

Civic Guard patrols fan ou 
neighborhoods. They t 
needed, but in practice, tl 
efforts in commercial are3 
be needed. All Civic Gum 
chain around their neck, a 
need reinforcement, they 
ing this disness cal1 blow t 
on the sound of the first 1 
number of Guardsmen car 
a h  cany brass discs en$ 
arms on The front and the 
ber of the Guardsman on I 

Civic Guard patrols is 
Guardsmen, including a t  1 
human. Usually it is made 
(Ftrl), one slightlv more c‘ 
and file (Ftr2-3), and led 
class with a t  least three Le\ 
be joined into a squad uni 
(Ftr4-7, or multiclass with a t  least four levels of fighter) 
for certain missions or in times of trouble. 

Standard equipment for the Civic Guard i s  studded 
leather armor, chain shins for corporals and higher ranks, 
and B small wood shield, baton (treat as a quarterstaff), 
short sword, and a light crossbow or short bow for a t  least 
one member of the squad. in times of war or riots, they 
put on chainmail and draw longswords and h a w  shieids 
from the Armory (l~cation E5). 

The City’s Eyes investigative squads are also uwally 
organized into four-person teams, but their equipment, 
weapons and armor is very personalized. There i s  a vague 
attempt to insure that alI three major races are repte- 
sented on each team, but it is not mandated or forced The 
Cnts come from 311 professions and many, ifnot most, are 
former adventurers. They often equip themselves with a 
variety of magical items to allow them to use such spell 
effects as detect magic, detect poison, Iocntc object and speak 
wtth dcad as investigative tools. 

The WaII Guard does not patrol; their job involves 
guatding important buildings and fixed points along the 
city waI1. They us~rally operate in Iarger units than the 
Civic Guard, and make little attempt at  racial balancing 
within them. See individual garrison locations along the 
city walls for details. 

As standard equipment, Wall Guardsman carry a long- 
sword, longbow or crossbow as IbeiT primary weapon, 
wear chainmail and carry a small metal shield. In  times 
of war, they put on plates to upgrade their mail to half- 
p h e  and draw polearns from their gamson armories. 

i 



The Guard 
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ind shomword. Many also carry a bag or 
and a hand crossbow to discourage spies or 
nessages are stored in Ieather covered iron 
sealed in wax or lead with the seal of the 

i t  it. 

FN1,TSTINq IN T H F  CjUART) 
Any PC with at least one level of fighter, ranger or 
paladin may enlist in the Wall Guard or Civic Guard 
as a rank-and-file Guardsman. PCs who cooper- 
ate with the Guard and do so with gallantry and 
distinction may be offered a field officer’s cornrnis- 
sion (lieutenant or captain, depending on PC level) 
as long as they have at least half of their levels as  
a fighter, ranger or paladin. It is highly unlikely 
that they could receive a higher level commission 
unless t’lev have served formally in the Guard for 

e, no matter how distinguished 
- military pursuits. Also, the feat 

LedUYhllip is a pre-requisite for any rank in the 
Guard higher than sergeant. 

At t he  DM’s discretion, 3rd level or higher PCs of 
the appropriate class may enlist at the rank of cor- 

at least a litt le whil 
their career in othei 
I A A A - - - l . ! . .  ! -  . . 

poral, qualifying them to lead a Civic Guard patrol 
unit, or small detachments of the Wall Guard. 4th 
level or higher PCs may join a s  sergeants. 7th level 
or higher PCs with the Leadership feat may join 
as lieutenants, which qualifies them to serve as a 
subordinate officer in a city wall garrison or a Civic 
Guard district command. 9th level or higher PCs 
may join as captains, which would qualify them 
to command a wall garrison or command a Civic 
Guard district {although such an appointment to 
someone without prior Guard service would cause 
resentment among brother officers, and in the 
ranks as  well). 

This large residence is  severe F R  i ts appearance, a s  
suits the personage to which it always belongs. It is 
built from weathered granite and marked only with 
the seal ofthe City Guard above the steel doors. All 
of  the windows are barred and narrow, so that they 
function a s  arrow slits. The residence is three sto- 
ries tall, except for a square tower that rises a fur. 
ther two stories on the north end of the building. 
On the top floor is the war room, which contains 

an artifact known simply a s  the Table. It is a 20-foot 
by ZO’-foot complete scale model o f  the city. Side 
tabtes hold a wide selection of colored blocks to 
represent Guard units, allies and various threats. 
Cloves enchanted with mag8 hand allow the blacks 
t o  be easily moved on the table, The walls are lined 
with reference books and places to files reports. 
The Table is used to pian the defense of the city 
a s  well as parades and other civic events, and it i s  
considered to be the most accurate map of the cky 
in existence. 
On the top level of the tower are a variety oftele- 

scopes and spyglasses with which t o  observe the 
irnmedlate area, as well as  a large horn to signal 
warning and call the Guard to duty. The latter is not 
terribly useful nowadays, and is an ancient artifact 
from when the city was rather smaller than it is 
now. 

This is the offkial residence of the overall commander of 
rhe City Guard, the Lord Protector. It i s  aIso the Guards 
command center in times of crisis. 
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ably spartan, the oniy touches of luxury are items left 
over from previous Lords Protector. The only exception 
is the librnry, which Lady Jennas has expanded. She does 
maintain an extensive personal armory and a large train- 
ing mom [ she has a habit of conducting official meetings 
while indulging in weapons practice) with it5 own bath. 

THE TABLE 
The Table IS  a minor artifact, and one tied to the 
very fabr c of the city. The scale model changes in 
real time to  represent any change to the physical 
nature ofthe city. If a building burns, then its model 
on the taSle is replaced with a burned ruin. I f a  new 
house is built, it appears magically there on the 
tabte. Bu: equally, ~t serves as the literal eyes o f  the 
Lord Protector, as the holder ofthe Lord Protector's 
seal can rcrye on any unwarded point in the city a t  
will, choosing either to see it in her mind's eye or 
to projecr it above the table for all to see. 

Only the highest ranking members of the Guard 
and the Lord Protector's personal staff know the 
secrets o f  the Table. 

n F S I s) F YTS 

Lord Protector Lady Jennas Ironsides i s  a soldier through 
and through. She wears her steel grey hair close cropped, 
and her eyes are ice blue and hard. Ln a way she is still the 
hard-bitten mercenary officer that she was before circum- 
stances bound her tu  the city Guard. But even though she 
was not born in the city, she has come to Iove it fiercely, 
and she devotes herself to maintaining the safety of it and 
its people She has no patience with dereliction of duty or 
corruption. She is used to being obeyed when she gives 
an order and those who question her had best have a good 
point. As Lord Protector, Lady Jennas always wears her 
personal arms and armor in public. 

f i e  four doors into the residence are each guarded by 
a stone golem worked into the StfUctiIre of the building 
itself The Lord Protector only activates them in time of 
extreme crisis and almost no one in the city knows that  
they even exist (since they never been used). 

The doors are also guarded by sentry teams consisting 
of four V a l l  Guardsmen commanded by a sergeant (the 
sergeant carries a mastenvork longsword as a primary 
weapon, while the ordinary soldiers carry halberds). They 
answer directly to an officer on the Lord Protector's st&, 
which coqsists of twentv officers whom she hand-picked 
from the Civic Guard and the Wall Guard, ranging in rank 
from promising young lieutenants to seasoned colonels. 
Ten ordei lies are a h  on hand to act as personal servants 
or messengers. The staff officers and orderlies generally 
go about their duties unarmed (except for a single primarJ 
or secondary weapon) and unarmored, although they all 

l l d V C  d L C C 3 Y  LLJ W d L l  VUdI IU 

need to fight. 
h d y  Jennas h e s  alone 01 

refers to her staff as her fan 

Cord Protector Lady 1 

Stone Coierns (4): Stl 
Monster Manual. 

Staff Officers PO): Ft 

Orderlies (70): Ftrl-3 

Wall Guard Sentries [ 

'Lady Jennas equips hers 
and armor, which are al l  

bow and a +2 mcderatefor@cution breastplate. She 
also wears a ring of protection +3. The s t a f f  officers 
have access to magic arms and armor appropriate 
to their rank. For lieutenants, this means a primary 
weapon and armor with bonuses equivalent tQ +1 
each; for captains, a primary weapon and armor 
with bonuses equivalent to +2 each; and for d o -  
neis, a primary weapon and armor with bonuses 
equivalent to +3 each. It is up to  the DM's discre- 
tion how much of the bonus to allocate to special 
abilities. The stone golerns are equipped with stone 
heavy shields and large stone + I  bastard swords. 

Lady Jennas keeps her personal fortune - 2,000 
gp - in a chest in her bedroom. The chest is 
trapped with a blast glyph of warding keyed to the 
insignia on the pommel of her rapier. She also 
keeps in her closet the traditional token o f  the 
Lord Protector's office, a +4 urrow deflection heavy 
sted shield. Lady jennas has never carried a shield 
in combat, much less a heavy one, and she sticks 
closely to old habits. 

cessful mercenary leader: I .  

A C T  I V I'm 

It i s  unlikely that PCS d ever have permission to enter 
this building unless they are Guardsmen or their expertise 
is needed by the Lord Protector. Even in rhe most peace- 
ful times, the Lord Protector's house is heavily guarded. 
What goes on inside the Lord Pmtector's office is much 
speculated about and - and for that reason, many would 
pay highly to get inside dormation an the Guard high 
commands private deliberations. 

HOOKS 

i 

. "  "". 
i 

e--- - The PCs find a message tube of the sort used by the [ - 
Guard, closed and bearing the Lord Protector's seal. 
what is doing lost like this, Or worse, the sed is already 
broken, but the message i s  still inside. 
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t a shadowy tigure scaling the tower oh the 
L*rvIu ,,,,,or's residence. Only someone a t  their exact 
location would notice the climber. what do they do? 
Although the Civic Guard commands genuine respect 

ugbout the city, Lady Jennas is alwavs concerned 
it qhould stay that way. Rumors have reached her 
some Civic Guardsmen in the TraveIers District, 
Dock$ and/or the Warehouqe Distcict will ignore 
i n ~ l  activity in exchange for bribes. She hires the 
as qpies (answerable enly to her and her personal 
) to hang around any or all of those districts and 
er relevant intehgence -or even run sting opera- 
i, making contact with Civic Guardsmen to see if - 

tney are, in fact, corruptible. 

62. C I V I C  CjUARn HFi\DQIJAflTFRS 

This two-story building is  made of solid granite, 
wrth narrow, barred windows that easily double 
as arrow slits. The doors are iron decorated with 
bronze inlays o f  the coats of arms of the city and 
the Guard. The interior houses the administrative 
hub of t he  Civic Guard - duty roosters, reports, 
pay records, the works, Desks and cabinets full of 
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personal quarters for the Commander of the City. 

files l ines the walls. On the ground floor is a i 
by 20-foot table with a heavy parchment map 
-:A. --.,..&-A -.. :* I&  :- . . - * A  ** *..-I-:- - 
Guard dispositions and operations to visiting v!Ps 
and a s  a reference when sorting out communi? 
nrnhlprnc Thprp are Pxtpnsiw 2nd W P F ~  annnintpr 

The day-tu-day operations of the Civic Guard arc handled 
from this office. Ir is one of the busiest of the Guard 
offices. wfth messengers constantly stream in and out oh 
the building, bearing reports and messages from all over 
the citv. 

RFSI1)FUTS 
Commander of the City General Gcsqian Vaivoid can be 
found here when be is not in the field. He is young for 
a man of his responsibhies a t  only 35. His great uncle 
was Commander of the City before him, and groomed his 
nephew for the post. While some within the Guard (even 
his direct superior, the Lord Prorector) look down on him 
as mate oi a political animal than a soldier and credit his 
current pest to bald-faced nepotistm, he i s  popular outside 
of  the orpnizatioii for his wide range of social contacrs. 
Given the Civic Guards mission, that actualIy qnaIifies 
him quite well to lead this division of the service. General 
Vaivoid alwavs wears bewtifully taiIored uniforms. His 

'\ ' hbck hair is greying a t  the temples, his beard is a neatly 
trimmed goatee, and his eyes are blue-green and unread- 
able. 

- 

General Lady Catherine Delisle is General Vaivoid's 
chief of staff and second-in-command, and she handles 
the Civic Guards administrative matters. As a patriotic 
young noblewoman, Lady Catherine rushed off to join the 
city Guard when she came of age, but she proved less then 
expert a t  arms than she had hoped. However, she proved 
to be extremely adept at organization and logistics and 
became a top-notch staff officer. Genera1 Vaivoid h e w  
a gem when he saw one and promptly recruited her into 
his personal staff. Lady Catherine wears her auburn hair 
pinned back into a tight bun and her hazel eyes are bidden 
bv speciacles. Her uniform is always straight and correct. 
She is alwavs proper and polite, using the correct title and 
form of address for whomever she mee;s. Lady Catherine 
is aware of her relative shortcomings as a combat soldier, 
and she declines to cany a weapon OT wear armor as a 
result. 

Srrgeant Lothar Hand is General Vaivoid's orderly and 
informal bodyguard. Sergeant Hand received his current 
post a f tN  he rescued General Vaivoid from an assassina- 
tion attempt by a rogue member of the ctiminal/subver- 
sive group Rattus Rex (see location N4). He was promoted 
for valor, and lifted out of the humdnzm duty of a corporal 
p a t r o h g  the Warehouse Disrrict. It is not a job that 
Sergeant Hand cares for, however, as the strain of having 
to be almost constantly alert has worn on him. To cope 
with thr demands of the job, be started using an dlegal 
stimulant obtained from smugglers whom he knew from 
h i s  days in Warehouse District. while LT keeps him alert 
it alsu makes him paranoid, and it is entirely possible that 
one day he wilI snap. He is 3 well built man, his brown 
hair cut cIose, his green eyes darting this way and that, his 
hand nevet far horn the hilt of  his sword. 

Four patrols with standard Civic Guard arms and armor 
stand sentrv around the building at all times, increasing to 
six during emergencies. In addition to those mentioned 
above, the Civic Guard headquarters ha:; a staff of twenty 
officers ranging in rank from lieutenant to coIonel, and 
ten orderlies. The staff officers and orderlies generally go 
about their duties unarmed (except for a single primaw 
or secondary weapon) and unarmored, aithough they all 
have access to Civic Guard a r m s  and armor in case they 
need TO fight. 

General Cessian Vaivoid: FtrJ/Ari 7. 

General Lady Catherine Delisle: WarGIAri6. 

Sergeant hathar Hand: Ftr41Rog3. 

City Commander's Staff (20): Ftr6-72. 

Orderlies (I 0): Ftrl-3 

Civic Guard Sentries 16): Ftrl -5. 



his office. He also carries a Euckstona. 
land carries a non-regulation weapon 
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speed and carries a +2 moderate fort$cation light 
steel shield. His personal weapon is a + 3  axiomatic 
longsword. The sword and shield are the traditional 
totems of 
Sergeant 5 
as part o f  his joo as clenerai vawoia 5 nooyguara: 
a +? shocking burst bastard sword. The staff officers 
have access to magic arms and armor appropriate 
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weapon end armor with bonuses equivalent to +1 
each; for captains, a primary weapon and armor 
with bonuses equivalent to +2 each; and for colo- 
nels, a primary weapon and armor with bonuses 
equivalent to +3 each. It is  up to the DM's discre- 
tion how much of the bonus to allocate to special 
abilities. 

Apart from personal weapons, there I S  no trea- 
sure here to speak of. Payroll information is also 
stored here, but the actual money is  drawn from the 
Treasury (see location 13) on an as-needed basis. - 

A C T I V I 7 T  

Unlike the Lord Protector's House, visitors are expected ar 
rhe Civic Guard Headquarters Citizen petitions, reports 
of problems, pleas for help, a11 come through the doors. 
A specialized section of the staff deals with such matters, 
q i n g  to route people to the proper channels. 

bergeanr nana IS  convinces VI 
will be made on General Vaivoid 
ing event, but he cannot convince the Lommanaer 
of  the City of the danger. The desperate sergeant 
recruits the PCs to help him keep General Vaivi 
safe. Is he correct about the threat or has he fin; 
drifted into paranoid fantasy? 

A group of citizens are having problems w 
something - giant rats, zombies, QT some otl 
problem that  the PCs have dealt with before. 1 
citizens hire them to make a presentation to 
Commander ofthe City about how to deal with 
problem. 

General Vaivoid needs an urgent message de 
ered, and all o f  his orderlies are out for some reason. 
Will the PCs, as loyal citizens o f  the city, take on this 
small yet important task? 

$3. THE 5 A T F  HOTTSF 
- 

Guard admin- 
i as solid and 

roreoiaarrig ab iiitl city wails Lrierriselves. It is a 
grim and dark place, populated almost entirely by 
somber dwarven and human staff officers who tend 
to the administrative work o f  keeping the walk in 

Though small compared to other City 
istrative buildings, the Gate House i: 
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s are monitored and administered 
. The building also serves as the 
ve headqnarters for the Wall Guard. 
: larter purpose, but the Wall Guard 

r pressing needs outside of warrime, and individual 
ns dong  the wdt  have considerable autonomy in 
5 after their own logistics. 

N1 S 

ander of the Walls Geiiesal Kothrad Granite spends 
rnings here, prior to his daily soim inspecting the 
jr personally overseeing repair work. His small 

The Gate House has a staff of rwenty officers ranging 
in rank from lieutenant to colonel, and ten orderlies. 
The staff officers and orderlies generaZy go about their 
duties unarmed (except for a single primary or secondary 
weapon) and unarmored, although they all have access to 
Civic Guard arms and armor in case they need to fight. 

General Kothrad Granite: Dwarf Ftrl5. 

Colonel Alvin Streek Ftr8/Rog3. 

Gate House Staff (20): Ftr7-12. 



t a m e  neovy steer snieia, on a snouiaer swap even 
though he cannot use it and his favored primary 
weapon, his +3 mighty cleaving greataxe, a t  the 
same time. The greataxe is an heirloom of his 
family, and he insists on carrying it instead of a 
regulation Guard weapon. Colonel House carries a 
t -1  speed h g s w o r d  and has access to +3 chainmail. 
The staff officers have a t t e ~ s  to magic arms a n d  
armor appropriate to their rank. For lieutenants, 
this means a primary weapon and armor with 
bonuses equivalent to +1 each; for captains, a pri- 
mary weapon and armor with bonuses equivalent 
to +2 eaci; and for colonels, a primary weapon and 
armor with bonuses equivalent to +3 each. It is up 
to the DPA’s discretion how much ofthe bonus to 
allocate to special abilities. Otherwise, there IS  no 
treasure of note in the Gate Mouse. 

 TI VI’EY 
Outsiders are not allowed into the Gare House unless 
they have official business with the Wall Guard. Anyone 
allowed past the senmes \vi11 find staff officets quietly 
shuffling through reports, dispatches and purchase orders, 
or receiving messengers from the wall garrisons. General 
Granite keeps a large office here, of course, but when he i s  
present a t  headquarters he is Ilkely to be putrering about 
in the general staff area, staring over someone’s shoulder, 
reviewing documents, barking orders in his qteely voice, 
or pacing the floor and marking time until he can leave 
and make hi5 rounds. 

HOOKS 
A messenger comes to the Gate House that General 
Granite and Colonel Street never arrived a t  the tower 
on the rvalIs where they were expected that afternoon. 
The staff panics, fearing thar it wilI be the end of their 
careers if something has happened to the Commander 
of the Yi’alls on their watch. They rush out into the street 
and flag down the PCs, begging that they find General 
Granite before word gets back ta the Lord Protector. 
Colonel Street is in a panic because a blackmailer 
has Ieatned of his o f f - d q  vices and is threatening to 
expose him to General Granite. He begs the PCs to help 
him unmask and deal with the extortionist. Is it a crimi- 
na1 gan:<, a foreign agent out to subvert the city’s arm y... 
or an agent of the Mirror Guard7 
The Comcil have ordered the Wall Guard to put down 
brigands operating along a major trade route, one that 
happens ro run through a part of the region of which 
one (or more) of the PCs is native. General Granite 
wishes TO hire the PCs as guides who will escort a small 
team of staff officers derailed to gather intelligence and 
scout ahead of future operations. 

I nis nonaescripr TWO-seory ouiiair 
of the Criminal Courts gives no clur 
ty of its tenants. It might be a shop 

top, or the office o f a  rniddlii 
someone or other ... except that thi 
shingle by the front door is so fadf 
much illegible. However, the drat 
by itself is so unexceptional in its 
it rarely inspires any curiosity in 
o f  whom are absorbed in busine: 
courts or enraptured by the prospi 
at the opera. The windows are always tightly shut- 
tered and the front door locked and guarded by a 
magical ward. 1 

The Mirror Guard maintains it5 veil of secrecy by hiding 
in plain sight, keeping its headquarters in one of the busi- 
est parts of the city, in a building that no one would bother 
ro notice. Its agents come and go a t  all hours o f  the day and 
night, always dressed in unobtrusive civilian disguises. 
But the Mirror Guard has few enough agents so that the 
comings and goings are rarely noticed. The headquarters 
building is theirs alone, and other Guardsmen never ven- 
ture there. 

ll FS 1 n E  NTS 

fie Mirror Guard is far and away the smallest separate 
branch of the City Guard. ~ i z h  less than 100 full-time 
members of dl ranks, the Mirror Guard could barely mus- 
ter the peacetime garrison of a tower on the City WJalls. But 
its reputation - the subject of hushed whispers and the 
cause of nervous glances over the shoulder - far oiitstrips 
its numbers. It is the city’s secret police, an intelligcnce- 
gathering a r m  devoted to rooting out treason, subversion 
and threats to social order in general. Because of i t s  lack of 
numbers, the Mirror Guard wnnot be everywhere a t  once, 
and as a result, i t s  actual value as a spy service is debatable 
But its reputation, embodied by the mysterious person 
of its leader, Lord Quicksilver, leads many to believe that 
they are evervwhere at  once, always listening, always on 
the lookout for threats to public order. 

The City Council has always been ambivalent about its 
own secret police force. The Mirror Guard was formed by 
Council decree at the time when large nUtnbetS of foreign 
pilgrims began to swell the Spire nistricr, bringing with 
them alien religions whose influence (or so it was feared) 
might disrupt the social fabric that the ciry’s established 
religions helped maintain. With foreign trade growing by 
leaps and bounds with every passing yeat, its duties soon ,F- 
came to include keeping an eye on foreign visitors in C 
general. From there, it was hardly a Ieap tu begin spving 
on potentially treasonous permanent residents as welL 
But a t  the same time, the Council has aIwavs been anxious 

‘ 
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h of more than 100 for them. The Mirror Guard 
:xtend their reach through cuirivating informants, 
’re are never enough of them to do their job com- 
sivelv, regardless of what their reputation may say 

Mirror Guard has the flattest command structure of 
inch of the City Guard. It is led by a senior Guard 
known formally as the Comrnandcr of Masks, but 
h l l y  as Lord Quicksilver. Subordinate to him are 

his mu Watch Commanders, W ~ O  supervise the comings 
and goings of the Mirror Guards agents. Below the Watch 
Commanders, however, all agents are considered ro be of 
equal rank. 

General Drake Elshare’s two Watch Commanders are 
Colonel Utho Oldford and Colonel India Moor. CoIonel 
oldford is the City Guard’s highest-ranking halflmg, but 
since he, we General Elshore, has spent his entire career 
in the Mirror Guard, this disrincnon is barely noted with- 
in the Guard as a whole. He serves as the day shift com- 
mander. 13.e is of middle age and widely regardcd within 
the branch as General &bore’s protege. The rwo have 
served toqether for many years, and oldford is as close as 
anyone wems to have come to being Elshore’s friend. His 
temperament is as dry as Elshore’s, but his cherubic face 
still allow him to pass a? a typical halfling merchant or 
inkeeper, as he did when he was a fieId agent. 

Colonel Moor is the night commander. Young-looking 
and darklv seductive, she was an actress and and makeup 
artist before she joined the Mirror Guard in search of a 
more exciting life. NeedIess to say, her prior career experi- 
ence came in very useful during her days as a field agent, 
and she ?till supervises field agents’ disguises while she 
is on her watch. Her playful manner gets under General 
Elshords skin and arouses his suspicions, but he cannot 
deny that India Moor has served the Mirror Guard well 
enough and long enough to earn his respect. 

The Mirror Guard’s operating procedures are designed 
to protect their agents from public exposure and insu- 
Iat? them from the rest of the Ciry Guard. Mirror Guard 
agents d c  not make arrests themselves, d e s s  they are 
close by the headquarters, because transporting prison- 
ers across significant distances makes it more likely that 
thc agents wdl be exposed. Instead, Civic Guard squads 
are sent to arrest the persons in question. They then take 
the prisoners to the Civic Guard headquarters (location 
E?), where they rendezvous with Mirror Guard agents, 
who then smuggle the prisoners into the Mirror Guard 
headquarters. Field agents answer only to their awn com- 
manders and discuss their investigations wifh no one else. 
The Watc!~ Commanders screen all oftheir reports before 
passing them along to the Commander of Masks. The 
Commander of Masks passes all important infomation, 

t. 

along with arrest requests, to the Lor41 Protector’s staff. 
The Lord Protector then reIavs arrest requests to the Civic 
Guard. The Lord Protector also determines what inteh- 
gence about subversive activity the Commander of Masks 
may present to the City Council. 

Since spying i s  their main occupation, the Mirror Guard 
has no uniform. Agents wear street clothes suitable KO 
whatevt*r disguise they want to rnaintflin. They have no 
standard equipment, but almost all of them carry weapons 
smalI enough to conceal on their person - unless, of 
course, a weapon is part of their disguise, in which case it 
may be as large as the agent wishes. Thri same with armor 
- if it may be concealed, it may be worn. Within these 
limitations, the DM has complete discretion over Mirror 
Guard NPCs equipment. 

General D r a b  Elshore: Half-elf Fog 1 1 /5or3. 

Colonel Otho Oldford: Halfling Rogl1, 

Colonel India Moor Rog8/Exp2. 

Mirror Guard Agents (100): Regl-6. 

General Elshore carries a Iuckblude with three 
wishes. Colonel Oldford carries a + 7 b r i l h t  energy 
shortsword. Colonel Moore carries a + 4  dagger 
coated with giant wasp poison (as per the Dungeon 
Mvlastcr‘s Guide. In the office of the current Watch 
Commander on duty are two mtdaOion of thought 
and one circlet ofperrumion, al l  of t h e n  useful inter- 
rogation tools. Qtherwrse, however, there i s  no trea- 
sure here - except, perhaps for pos!;essions taken 
from prisoners, and documents of interrogations 
that might provide useful information. 

ACT1 vrm 
Mirror Guard field agents come and go at all hours. The 
ground floor of the headqnarters contains storage rooms, 
where the agents store their disguises and relax in between 
missions. The upper floor is taken up with archives of 
interrogation reports and field reports, as well as the watch 
commanders’ and the Commander of Masks’ offices. 

The basement is rather less hospitable, and that by 
design. Here, in small, dank, poorly lit rooms, i s  where 
interrogations take place. The methods used vary from 
agent to agcnt, and the only cummon factor between them 
is that they are usually effective. Storage morns off to one 
side contain personal irems and other material evidence 
confiscated from prisoners. 

Needless to say, outsiders are not welcome at M i m r  
Guard headquarters. All entrances are gmrded by a greater 
glyph OJ tvurrling keyed to a special amulet carried by each 
member of the Mirror Guard. Anyone who attempts to 
pass the ward without using the amulet will have gens cast 
on him, that compels him to remain ~ I E  least 100 yards 



away from the building. o n  the other hand, anyone who 
makes i t  Fast the ward (by whatever means) will attract 
only mild interest horn the occupants, who wiIl assume 
that the visitom are other agents in disguise. 

HOOKS 
A Mirrrr Guard agent has spotted the PCs as foreigii- 
ers whose actions bear watching. He tails them wher- 
ever they go, and the PCs may or may not notice him, 
dependmg on how well their Spot and Listen checks 
turn OUT. If and when mamers come 10 a head, the agent 
may demand to know what the PCs are up to - or 
offer o re  or more ofthem commissions in the Mirror 
Guard. 
If one or more of the PCs gets involved with one o f  
the city j: private organizations - whether it be a trade 
guild or a smuggIing ring - the  Mirror Guard may f r y  

to recruit them as informantq. 
One of the PCs is arrested and taken to Mirror Gtwd 
headgwrters for interrogation. Someone has framed 
him as ;t troublemaker of some sort. The PCS first task 
is to convince the interrogators of his innocence. His 
second s to find out who framed him and why: 
A srranqer accost5 the PCs and tells them a wild tale 
about how the Mirror Guard is following him every- 
where be goes and means him ham.  He begs the PCs 
to protect him, or at least help him evade his pursuets. 

E 5 .  T H E  ARMORY 
This is w?iere the City Guard keeps its stores of heavy 
weapons, 3s well. a5 its reserve cache of standard weapons. 
IS i s  also where simple repairs are made. The Armory is 3 
fortress, plain and simple, made of heavy stone with thick 
iron door5. The interior doors are also iron, though not a5 

thick as those to the outside. 

inere are mree morns to the Armory proper: The wfPr 

armory, where the standard weapons, shields a i d  R 

used by the Guard on a day to day basis are stored 
inner armory, where the heavy weaponry and heavy a 
for ciry defense is stored; and lastly, the deep arr 
guarded by an iron golem (as per the Monstw Mar 
where special weapons, akhemical silver, cofd iron ar 
permutations of magic are kept for emergencies. The 
Guard being what it is, the ]DM should have conside 
leeway in stocking this location with magic weapon: 
armor. It i s  worth noting, however, that the GLWC 
acquired quite a stockpile of bane weapons of various a 

carefully tagged for emergency use, dong with most 
mon specid ability enchantments, such as flaming or : 
A handful of holy weapons have been donated by va 

temples and a very few m~01.c'~ of dayng are carefully 
banded against time of need. 

During the day, there are about a dozen armorers (1 
9, hired through the ~hcksmiths Guild, on duty het 

E 6.  THF RALACT,AVA STARTd€ 
The Civic Light Horse, a unit of the Civic Guard, i 
t imed here. The Light Horse are under the personal con-  
mand of the Commander of the City, and they firnction 
as a ready reserve to intercept villains M put on a show of 
force IO disperse trouble before it happens. 

The Light Horse can m o b h e  twenty troops of  four 
riders each, commanded by a lieutenant. The Light Ilorse 
is one of the exceptions to the attempt to maintain racial 

balance, 3s they have only two dwarven members 
(dwarves 3s a whole not being very good equesni- 
ans). The Light Horse are experienced Guardsmen 
equipped with lances, as well as standard Civic n Guard arms and armor. 
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practices and less on basic weapons training. Of the raw 
recruits, around one-quarter drop out o- are forced during 
the six months of inrense training. Experienced soldiers, 
on the other hand, almost always make it through their 
four-month training course. Roughly 500 recruits are hv- 
ing in Breakers a t  any poinr in time, ahng with 60 train- 

wants (4): FtrJ-8, 

Light Horse (80): Ftrl -4. 

\ K F R S  BARRACKS 
I: of the largest building in the Guards com- 
;torits high and sprawling. It houses incoming 
hile they train to become Guardsmen. It can 
to 600 recruits and has the largest kirchens of 

any ot tne barracks. ~t i s  a bleak, joyless building and 
moving from it to a permanent barracks post is a time of 
celebration for a newly minted Guardsman. 

An average of 100 new recruits enter into the Guard 
each month. Fifteen to twenty of those are experienced 
soldiers who are separated into a ddferent training scheme, 
one that focuses more closely on Guard procedures and 

ers. 

$8.  CADRE WIZARDS TOWER 
~ 

The Cadre Wizard Tower is a large, circular four- 
story tower faced with grey stone. Arrow slit-like 
windows begin on the second story and circle the 
building. The doors are made of heavy oak bound 
with iron etched with glyphs and ma3ical sigils. On 
the opposite side of the tower from the doorway is 
a wall of  bricks, but the wall has an unplanned and 
unfinished look to it. To the mundane eye, there is 
nothing special about the wall, but looked at with 
the aid of detect magic or such it can be seen t h a t  
each brick bean a unique arclane mark. The memo- 
rial wall is  unofficial, but no member of the Guard 
will disturb it. 

A massive and ancient shield guardian as old 
a s  the tower itself guards the main entrance. The 
interior ofthe Tower is lit by irregularly placed items 
with continual frame cast upon them. Portraits, 
tapestries and statues decorate the walls without 
rhyme or reason. Each Cadre Wizard has his or her 
own private roam protected by an urr.one /d a t  the 
very least, and many have layered magical wards to 
protect their private space. The Tower has a kitchen, 
but it is rarely used, as the Tower has no permanent 
staff. 

This rower is the headquarters of the Cadre Wizards, an 
s d i a r v  unit that  S U Q ~ O ~ ~ S  the City Guard. 

RFST I) F h T S  

The Cadre Wizards provide magical su~port for the City 
Guard. ~t i s  a dangerous and often thankless job, but 
vital to defending and maintaining law and order in city. 
The unir was founded a t  the suggestion of Sir Magnus 
Valkenbane after the end of hostllines wish humanoids, SO 

rhat the Guard would have permanent ;lid against hostile 
spellcasiers - a role S i r  Magnus had performed on his 
own iniriative during the siege of the city. Since then the 
Cadre Wizards’mission has been to contain any threat that 
the Guard’s main force cannot handle using their normal 
equipmrnt and tactics.They then gather the proper equip- 
ment from the Armory (location F5) and gather ~iipp0t-t 
from the temples and Wizards Guild as necessary. While 
they have proven effective in containing magical threats, 
the Cadre Wrzards’ mission is often dangerous and casual- 
tie5 are nor unknown. 



bince the units tounamg, Lord notectors have argued 
that all graduates of the Arcane Academy (location K2) 
should serve in the Guard as Cadre Wizards for two years, 
but the Academy has successfully blocked such legisla- 
l on in the Council. 30 the Guard is forced to rely on 
those they can recruit or press into service. Most of the 
Cadre Wizards are wizards who could not have attended 
the Arcane Academy without the financial support of 
the Guard, offered in exchange for service after gradu- 
ation. They are supplemented by wizards and sorcerers 
sentenced by the Courts to service in the Guard as pun- 
ishment for minor offenses, and other arcanists who are 
so desperate for work that even this seems l&e a good 
idea. members enlist for at least five years of service. 
This service is backed up by gear and other magical oaths 
if needed. The amirion rate i s  just high enough among 
the Cadre Wizards so that just about every applicant in 
accepted. 

Many of the Cadre Wizards are misfits and miscreants 
who are here because they do not fit in anywhere else. As 
such, they are the bbck sheep of the Guard. But as long 
as they perform their duties, their indiscretions while in 
the service are generally overlooked. Those that survive 
their tour of duty often end up back in service as Cadre 
Wizards, having no other place in society where they fit 
in. 

Cadre Captain Veritas Vale was recruited from her 
mercenanr unit by the Lord Protector to command the 
Cadre and impose some discipline upon them following 
the death of her predecessor at the hands (claws?) of a 
demon. Captain Vale is a tough, no-nonsense elf who has 
served in some demanding posts. She expects those under 
her command to put in their very best and she is intent on 
forcing structure, discipline and training on the Cadre. 
Vale's speciality is countermagic and anti-spellcaster tac- 
tics. Her slender body i s  wrapped in magical tattoos, her 
black hair falls in a single braid to her ankles and her eyes 
are a blue 50 dark they appear black. She dresses in a mid- 
night blue Guards uniform and carries a silver st& 

Cadre ChapIain Lieutenant Loris is an odd man, a vol- 
unteer t~ the Cadre Wizards. Apriest ofthe god of magic 
as well as a competent wizard, he joined the Cadre to try 
and bring the faith to the other wizards. Loris is a kindly 
man, if a bit out of touch with the reality that the rest of 
Cadre Wizards live in. Try as he might, he has had very 
little success in gathering converts and leading them to 
the straight and narrow, but he keeps trying. Loris has a 
ready smile and a word of encouragement for everyone 
but he a150 cannot res i s t  the chance to preach, He has 
thinning hlond hair and 'bright blue eyes. Loris dresses in 
hull Cadre Wizard garb with his holy symbol prominently 
displayed. 

Archie the Tower Gdem is an ancient shield guardian 
that once belonged to one of the very first Cadre Wizards 
and somehow achieved sentience over the centuries. 'He' 
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weekly in a pattern made known only to the 
Wizards, to gain entrance. Those who do not km 
password or are not in the company of someone wh 
wil1 be politely turned away. Any violence w d  be m 
deadly force. Archie is bright and observant. He is I 
even happy, to talk to those who put in the effort t 
manicate with him but he still will not let someui 
without knowing the proper password and he will 
it be tricked out of trim. 

The official allowed strength of rhe Cadre Wizards is set 
at 40 but they rarely reach that level. Currently, beyond the 
Commander and Chaplain, the Cadre has 21 additional 
members, nineteen wizards and specialist wimrds and two 
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sorcerers. 

Captain Veritas Vale: El f  Wirl 0. 

Lieutenant Loris: 51 r4/Wiz3. 

Cadre Wizards (19): Wirl-9 or Sorl-9, 

Archie: Advanced 24-HD as per the Monster 
Manual, shield guardian with the ability to talk, Int 
10, Wis 12, Chr 10, 161 hp. 

The Cadre's most powerful equipment and magic 
items are stored in the Armory. Under normal can- 
ditions, there is  no treasure to be found here except 
personal possessions and small sums o f  money. 
Moderate and minor magic items (personal pos- 
sessions) may be distributed among the Cadre 
members a t  the DM's discretion. 

AC'rlVI'rT 
Anyone attempting fo enter the Tower through the main 
door will be met by Archie and, unless they have the 
password, they will not ger any further. fithey argue with 
Archie long enough, one of the Cadre d l  come d0u.n to 
see whar is going on. 

It would not be terribly hard for a PC with at least 
one level a5 a n  arcane spellcaster to enlist in the Cadre 
Wizards, as the unit is always recruiting. 

HOOKS 
9 A madman has discovered kchie'5 control amulet and is 

using the shield guardian to rampage through the city. 
k h i e  musr be stopped, but the Cadre does not wish . .  

him destroyed. They hire the Pcs on the condition that 
the amulet be recovered (or desmoyed) and the criminal 
stopped, but k h i e  himself should remain substan- 
tially unharmed. 

' 
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fig. D'ARCY HALL 

This is a sprawling mansion, a former residence 
o f  a noble family. The windows and doors are cun- 

ainted to look like 
Ted. The gargoyles 
creatures and keep 
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D'Arcv Hall is the headquarters of the City's Eves, the 
investigarive branch of the Civic Guard. The City's Eyes 
know almost as much about what i s  going on in the city 
as the Mirror Guard, but the Cats' view of the ciry is even 
darket t h m  that of the Mirror Guard, as they get sucked 
into inve.;tigaring the worst crimes the city has to offer. 

D'Arcy Hall used TO be the home of the D'Arcy fnrnily, a 
now extinct arisrocraric bloodline. The last DArcy d e d  
the how? to the city, so that it might be used for the pubIic 
good. Berause of its location, i t  was assigned to the Guard. 
The D ' k i y  bequest also included an endowment to make 
sure that the house would always have a full staff of ser- 
vants, tht: family's last gesmre to their loyal household 
staff. The Cats take full advantage of this, making WArcy 
Hall one of the most comfortable posting in the Guard. 
But the Cats believe that they are due some comforts, con- 
sidering the unpleasant nature of their work. 

RE ST DE N'I'S 
The Cirv's Eyes are a fairly recent addition to the Civic 

Guard. Before their formation, investiganon of major 
crimes W I S  done by ad hoc units assembled for that  case 
and then disbanded. During the tenure of Lord Protecror 
Sir Arthur Garret, however, the Guard at Iast formed a per- 
manent investigative unit that could pool talent, informa- 
tion and investigative skills towards solving problematic 
crimes. The City's Eyes barely survived their first decade, 
as thev discovered that a gnsly string of murders had been 
commirred by the son of a Councd Member. The politi- 
cal fallout almost Fore the City's Eyes down, but the Lord 
Protector stood by them and they weathered the s torm ~t 

, ~ . . was during this they earned their nickname of the Cats, 
for Iike cats, their curiiosi-ty almost killed them. 

Since then, the Cats' position in the city has solidified. 
The people of the city lLke it that there are Guardsmen 
d o s e  main purpose is to hunt down murderers and 
other victous criminds. The acquisition of D'Arcv Hall 
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gave them a permanent and independent base of opera- 
tions. Nost Lord Protectors have tended to leave the Cars 
to their work, happy to let them get on with job. The 
Commanders of the City, however, have tried to insure 
that rhe C3ts accept political reality and not to upset the 
city's political elite. The Cats are not d e d  in for every 
murder, but only for those of important people, those that 
are pan of a pattern or are simply bizarre and disturbing. 
Knowing that the Cats are on the case iisnally has a calm- 
ing effect on the populace. 

The Cats are often recruited from the ranks of adventur- 
ers who have the specialized skds  3rd sharp intellects 
needed for investigation. They receive basic Civic Guard 
training, but are then left to rhcir own devices. The Cats 
have access to customized magical trlloh for detective 
work, that provide them with access tc &fed magrc, delecL 
pmson, locate object, speak wi!h dead and slmslar magic. They 
can call upon help from the temples and Wizards Guild, 
bur they prefer not to, as it tends to lead to fiirrher political 
entanglemenrs. 

The City's Eyes are directed by Colonel Crofran House, 
a deep thinker and trusted advisor to the Lord Protector. 
CoIoneI House is only seen a t  D'Arcy Hall  or a t  his club, 
the hr i s thenes  Club (see location F:!6). Nowhere else 
seems to interest him, and even the Lcrd Protector must 
visit him rather than summon him into her presence. 
Colonel House is a large man, above average in height 
and well above average in girth. His thinning black hair 
is brushed back and his grey eyes betra-r more than a hint 
of shrewdness. He has a first-class mind and welcomes 
pitting i t  against the puzzIe of an unsohvd crime. Colonel 
House does not suffer fools gladly, or at aI1 if he can man- 
age. Nor does he wish t o  leave his comforts. He expects 
his Cats to gather information for him and then he will 
suggest where they shouId go with it, Lf they have not 
figured it out themselves. He i s  a demanding commander, 
but he recognizes the skills and talents of his people and 
will back them to the hilt, as long as  they are doing their 
job. 

Lieutenant Althea RadcM, a half-elf, serves as Colonel 
House's personal secretary and Lnfomai chief of staff. She 
i s  very organized and is very good ar translating Colonel 
House's lazy scrawl into the cipher used by the Cats. She 
insures that the reports are organized properly for him to 
read and that the messages he writes gets sent out prompt- 
1,: Lieutenanr Radclrff is waspish and bitingIy perceptive. 
She is not enrirely fond of her job and xts difficulties, but 
she appreciates the pay and status i t  entasls. She hopes 
that her forbearance wLU be rewarded eventuaIlv with a 
promotion to the Commander of the City's or rhe Lord 
Protecror's personal staff. She is above average in height 
and slender with ash-blond hair worn in a right braid and 
deep bIire eyes. She keeps a repeating crossbow in a drawer 
on her desk, 

Lieutcnant Byron Yorkist is the m a g d  advisor to the 
City's E w .  Lieutenant Yorkist chose service to the City 
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ing his magical eduwtion. He found himself assigned to 
the City's Eyes - a task no one else wanted - and he has 
thrived in rhis environment. ColoneI House allows him 
to spend his free time as he wants as long as he is available 
when needed. Lieutenant Yorkist loves the cushy life in 
D'Arcy Wall, and to make sure he gets to stay here, he has 
honed his magid skills to be mast useful the Cats. He 
is tall and slender, with a shaved head and dark eyes. He 
usually dresses in a black suit with a full cloak and hat. 

Captain Samiel Sword i s  one of the most experienced of 
the Cats, and he is the unit's official second-in-command. 
Captain Sword has been one of the Cats' top investiga- 
tors for over twenty years and has a much more intimate 
knowledge of the underside of the city than be would 
wish on .myone. He is hard-bitten and cynical, with 
only the smallest spark of idealism underneath it all. H e  
tries to insure that new members of the Cats are quickly 
brought u3 to speed on the dangers of the job, as he has 
lost far ton many friends over the years and he does not 
want anyme to add to that number. He is scarred and 
weather braten -the effect of years on the streets - his 
dark hair IS thinning and his expressive eyes are sunken. 
He dresse5 in practical clothes with a mithral vest (treat 
as a chain 5hirt of half the weight) concealed rmderneath. 
The D'Arcy gargoyles are old and cunning. They know 
the ins and outs of the house well and obey their master 
- the poqsessor of  the house, which in this ca5e is the 
commander of the City's Eves - in aU things, If they 
sense that the household is threatened, they will fight to 
the death to defend it. 

Colonel House attempts to keep the active strength of 
the City's Eyes a t  five investigative squads, give or take a 
member or two. The Hall has a dedicated civilian staff of 
30, includmg a first-class chef, a librarian and a doctor. 

D'Arcy HaU has a variety of items of evidence and 
mementor: from past investigations stored in locked cases 
and an ehrensive library. Srored in the basement are a 
w d e  variety of investigative tools, both rnagica1 and mun- 
dane. However, the most valuable items may be the fdes 
of past cases. n e y  are kept in a triple-locked room (three 
successful DC25 Open Lock checks to pick). The files are 
also encoded in a cipher known only to the City's Eyes. 
The files contain dorma t ion  QII secret passages in the 
sewers, dark secrets that could be used to blackmail just 
about any wealthy merchant, noble house or pious temple 
in the city and more. 

Colonel Croftan House: Expl3. 

Lieutenant Althea RaddifE Half-elf Ftr31Rog3. 

Lieutenant Byron Yorkist Wiz6. 

Captain Samiel Sword: Ftr5/Rog4. 

D'Arcy Gargoyles (6): As per the Monster Manual. 
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EIO.  ’€‘El€ INEIRMARY 
The City Guard’s hospical is a two-story glazed brick build- 
ing with a full basement. Usually onIy the ground floor is 
used to treat the day-to-day injuries acquired on a dangcr- 
QUS job. In times o f  emergencies, however, the basement 
and upprr floor are opened up  to provide additional space 
for tending to the wounded. In peacetime, the infirmary 
ha? a mixed s t a f f  o f  eighteen clerical healers (CIrl-5) 
drawn fmm various temples in the Spire District or the 
College of Oracles (location K1) on a temporary basis and 
twentv e q e r t  doctors (Expi-5). 

EII. ’I‘HF: P A R A D F  CjllOUND 
This are2 is paved with wekended cobblestones. It is 
used for daiIy organi~~t ion  of patrols, for reviews and 
public diqplays. Sometimes the stones bear chalk marks 
left m’er from practice reviews or other gathering of the 
Guard. 

There are usuaUv a couple of  patrlds of Guardsmen 
(either Civic or Wall) patrolling the groznd at any particu- 
lar time, day or night, as a twelve-hour shift guarding and 
sweeping the Parade Ground is a standard punishment for 
minor infractions of  discipline. 

EI1. T H F  TRAININq fIFLDS 
The Training Fields is paved with a rnimre of 5urfaces: 
sand, giavel, but prirnardv cobblesrones. Some areas have 
free-standing walls set up, obvioudy with qome demon- 
stration purpose in mind. Training dummies and targets 
are scattered across the fields and rearranged almost daily. 
Tactical drills and weapon training of all type happens 
here, mostly during the day but occasionally a t  night, 
to acclimatize the rank and file to wt~rking in dLfficult 
condition. Sometimes the Cadre Wizads are called DIE[ ta 
add their skills to the training, using illusions and other 
non-lethal s p e h  for simulation purposes, and to teach the 
basics on how t o  cope with magic and rinusual situations. 

$13. THE WOLCSHFIM BARRACKS 
This is a typical Guatd barracks, skeping 240 Civic 
Guardsmen and Wall Guardsmen charged with patrolling 
and standing sentry a t  Guard buildings. Privacy i s  limited, 
as each room sleeps a patrol offour in two bunk beds, but 
rookies d notice immediately that they have more space 
to themselves here than in the open barracks of Breakers 
(location F7). Sergeants and higher ranks, however, do 
have their own rooms. Guardsmen keep their persona1 
weapons and armor in their rooms 3rd are expected to 
care for them, only going to the Armory for repairs, 
replacements, or when special weapons are needed. 

P T 4 .  T H F  CITY’S SHTFLIS 
This tavern is frequented by off-duty rank and 
file from the Guard. It is a place where they 
can relax among their friends and swap stories 
and news. It i s  a large and birsy tavern, serving 
food and drink a t  all hours. The building is 

built of stone and the interior is deco- 
rated with mementos of the Guard, 
awards, old shields, portraits of famous 

Guardsmen and such. Bards often play 
here and exchange news and gossip with 

rfthe PCs need to meet or look for some- 
one affiliated with the Guard, this is an excel- 
lent place for it.The atmosphere is much more 
relaxed than at a barracks or citv wall garrison, 
and civilians mingling wit5 Guardsmen d 
not draw nearly as much attention. However, 
it is also an exrremely Unfortunate place in 
which to get into a row with a Guardsman, as 
you wiIl iiievitabIy encounrer a large number 
of combat-trained patrons ready to help out 
their brother or sister in tht: service. 

the off-dirty Guardsmen 



age quaualiry but quickly refilled. Guard personnel get a lE& 
discount on their meals (though not on their drinks). 

f15. T H E  H A N q E D  MAN INN 
The Hanged Man Inh is where the Cadre Wizards {loca- 
tion F8) and the investigarors of the Ciry's Eyes (Iocation 
F9) relax between missions and drown their sorrows. The 
Cadre ant! the Cats are both outsiders within the Guard 
and thus, they feel relatively comfortable in each oth- 
ersb compsny. The Hanged Man is 3 grim place, IiteraIly 
built around an ancient gallows. The gallows stand in the 
center of rhe inn, a table placed upon them over the trap 
door. The upper floor is a gallery and looks almost directly 
across to the gallows. For reasons that are not read- 
ily apparent, it is almost impossible to scrye or magically 
eavesdrop on people and conversations in the Hanged 
Man, making it a useful place to discuss current cases in 
confidence. The Cats sometimes use it for off the record 
interviews. 

The Hanged Man has one of the best selection of hard 
liquors in the City, those seeking to drown their sorrows 
will find comfort here. Their meals are good, especially 
the honey ham and the eel pie- with first class bread and 
pastries baked on the premises. Prices are reasonable and 
the rooms upstairs are clean and quiet. 

F I 6 ,  T H E  COURTS OF LAW 

The Courts o f  Law are housed in a single huge 
building 5uilt of solid stone and clad in white mar- 
ble, though the exterior ofrhe building has not been 
cleaned for so many years that the marble appears 
grey. It rises six stories above the ground, holding 
a warren of officers above the Courts of Law proper 
on the ground floor. Above the main entrance is 
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the ground floor and watch the staircases on the 
upper and lower levels. 

Only t k  top hyo floors have external windows. 
The rest of the building is lit only by continualframes 
placed in mirrored lamps t o  insure a lack of shad- 
ows. The four basements are used for document 
storage, so they are sealed against flooding and 
warded against damp and fire. 

AU matters of law and legality are dealt with 1n the Courts 
of Law. While the Council makes the laws of the ciry, it is 
in the Coiirts that they are enforced. From the filing and 
approval r4 civic licenses to civil suits and crimina1 friars, 
all takes Flace within this massive buiiding. 

M l l l O r  

_, 

roms in the Courts of Law 
1 cases and minor crimina1 
;eat about 100 peopre and 
d g e .  Major Courts, where "f 
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o u r ~ ,  wnere most CWI 

offenses are heard and tried, E 

have a single podium for the ji 
major civd cases and criminal otlenses are heard and triec 
seat about 150 peopIe on the flour with a n  upper gailer 
that seats another SO. The judges' podium is set up for par 
els of three judges. The Grand Court is reserved for onl 
the most important of trials (treason, parricularlv heinou 
murders and such) and seats 600 people on the main floo 
with an additional 500 in the upper gallery. It has an ornat 
podium for the judges' panel to impress everyone presen 
with rhe weightiness of the occasion. Each of the judge 
podiums has the city sea1 affixed to ir. These seals radiate 
zone oftruth (successful DC 17WdI save to negate in Mino 
Courts; DC 19 Will save ro negate in Major Courts; and th 
Grand Courts Seal requires a successful DC 24 Will sav 
to negate because ir has been heightened and i d e n e d  b 
metmagic). The judges wear personal seals that protec 
them from the effect of the mne of truth. In addition, aU 
of the courhooms and judges' chambers are protected 
against srryrng and orher forms of divination magic. 

In a typical trial, both sides of the case ate represented 
by a qualified lawyer. In criminal cases, the city retains 
the services of competent lawyers to plead on its behalf. 
UnIess the two parties reach an agreement before the r i a 1  
is over, rhe presiding judge w& deliberate over the evi- 
dence presented and render judgment. In trials deemed 
important enough to have three judges, a majority vote 
will derermine the outcome. Felonies, from relarively 
smail ones to thieving to murder QT treason, are punish- 
abIe by permanent e d e  to the Humanoid District. Smaller 
offenses are usually punished by levying fines. 

Chief Judge Sir Voss Steelhand, a stern and tough 
dwarven aristocmr, jurist and retired adventurer is respon- 
sible for dealing with most adventurer-related cases. k i n g  
a former adventures himself, he is w h g  to give his fer- 
Iow adventurers a break on disturbances and minor crimes 
but he will also deliver unto them a strong lecture on civic 
responsibility. ~e also recommends to aII adventurers that 
they become citizens of the city a t  their earliest opportu- 
nity. 

On a normal day, there are eight minor court and four 
major court judges on duty, each one with a staff of six 
clerks, twenty Civic Guard panols and 150 other scribes 
and functionaries. 

But by far the oddest permanent employee of the COUR 
is Minerva the Keeper, a gynosplnx who has been around 
longer than anyone can remember. She is fascinated by 
the human ability to create paperwork and organizational 
systems, fmding them almost as fascinating as traditional ( 
puzzles and riddles. She applied for work here ages ago ' 
- and was apparently accepted without qualm -. and 
she installed herself as chief record keeper and archivist. 

' 
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all of the d e s  of the bureaucracy be 
although she d also give advice 
for a new riddle, puzzle or even an 

nformation. As to why the city allows 
reaucracy a t  the heart of irs legal system to be run 
him, Minerva does not require m y  pay beyond her 
;htb is politicdly neutral and she insures that the 
j are kepr safe, guarding them as if they wete her 
nd in fact, she behaves as if she considers them her 
a1 property). 

dge Sir Voss Steelhand: Dwarf Ftr61Ari4. 

ther Judges (11): Ari4iExp4. 

- .  

Clerks o f  the Court (72): Exp2. 

Scribes and Functionaries (150): Com2. 

Civic Guard (80): Ftrl-7. 

Minerva the Keeper: Gynosphinx DivinerGI 
Loremaster3, as per the Monster Mnnual. 

Minewa watches over the collected fines, fees and 
confiscated items until they are collected by agents 

I in triplicate, coun- 
of the Council 

aiiu I i c e 3 u I y ,  w u-= Lancii  away  LO the city coffers. At 
1 

of the Council with forms signec 
tersigned, and sealed with the s 

Tm.lrrlnr 4- hn *..,-.. c, 

any one time there is an average o f  3,OOO gp wort1 
of  wins and goods here. 

ACTIVITT 
Typically, rhere are peopZe coming and going from the 
Courts all day Iong: citizens filing licenses and petitions, 
prisoners and their guards moving to cr from CQUIT, law- 
yers discussing cases. It will only be difficult to enter the 
Courts if there is a major rrial happening, in which case 
security wdl be tightened, with additirrnal Guard patrols 
stationed as needed. 

HOOKS 

9 A friend or relation of one of the PCs has been arrested 
and awaits trial. As a foreigner, he has no idea how the 
city's Iegal system works, and he begs the PCs to navi- 
gate the bureaucracy for him and organize his defense. 

EI7. T H F  CHAMBERS O f  TIIF TVORY 
SCROLL 

This rundown two-story brick building has a carved 
wooden sign over the front door announcing the 
presence o f  the Chambers o f  the lvary Scroll. It 
seems rather out of place among the other build- 
ings of the district. The doors and windows are in 
good repair, thanks to some of t he  Ivory Scroll's 
former clients who paid for their legal counsel with 
repair work. But the slate roof i s  missing pieces, 
and some of the holes are covered by weighted 
tarps, while others have rags stufTed in them. 

Inside, the building is in slightly better repair 
but still run down. The desks, furniture and even 
the law library are second hand or scavenged. 
Notes are written on scraps of paper and haphaz- 
ardly filed. The chairs are wobbly and the desks are 
scarred by age and use. 

The Chambers of the IVQV Scroll is a group of idealistic 
young lawyers who seek to improve the lot of the poor 
and downtrodden. They are willing to work on cases that 
come to them for liitle or no fee. Sometimes they accept 
payment in kind, accepting whatever goods or Jabor 
their poor clients cqn provide. They will sometime even 

help down-on-their-luck adventurers, especially if the - adventurers seem to share their ideals. 

Joohann Vincent is the driving force behind 
Chambers of the Ivory Scroll. Vincent was 

the 
not 

so high-minded earlier in his career as a Eawyer. 

arrange a conspiracy that EOK a cornmcrn laborer wone- 

' 

Defending an aristocrat accused of murder, he helped 
- 

fully convicted of &e crime that his client actually cs 
mitred. The laborer was given the usual senreme for 

v 

om- 
his 

crime, and he was kded for sport bdore his first day in 
- .  I Humanoid Qistrict was OUT. Vincent felt deeply ashamed 

of his conduct and from then on devotetl himsrlf to doing 
penance. He has never admitted to anyone his youthful 
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a gadfly and rabble rouser, seeking justice for the poor. 
Johann aIways appears rumpled, wirh wild brown hair 
and sharp green eyes. 

Us topher  Tange, a Iawyet who has lust finished his 
education in the law and wishes to put it to good use 
helping those who cannot help themselves, is Vincent's 
protege. Tmge is a hard worker who puts in Iong hours 
studying the laws of the city. Convinced that using the 
law i s  the hest way to challenge it, he swks test cases to 
put his thf-oties into practice, Tange is a very personable 
fellow and known for his amusing anecdotes. He is slight- 
ly below ai'erage in height with neat black hair and dark 
eyes, he wually wears spectacles and slightly rumpled 
suits. 

Chauncv is a n  investigator, messenger and general 
troubIe-shsoter for the Ivory Scroll. Johann saved him 
from being thrown to the humanoids for a crime he did 
not commLt, and now he tneS to heIp out others in the 
same situation. Chauncv is short and srodcy, with big 
scarred hnds .  His head is shaved and his eyes are dark. 
He is absolutely loyal to Johann Vincent and the Ivory 
Scroll. 

There are four other lawyers in the office, all of them 
young, idealistic and energetic in their pursuit of justice 
for the cwmmun person. 

Johann Vincent: Exp4/Brd3. 

Kristopher fange: Exp3. 

Other Lawyers 14): ExpZ. 

Chawncy: Rog3IFtf .  

Unless ycu want second-hand legal 
little of value here. 

books, there is 

HOOKS - If the PCs hire the Ivory Scroll lawyers to represent 
them bur claim destitution, Vincent and his cnlleagues 
may accept the use in exchange for future services. In 
essence, the PES will be on call for the Ivory Scroll a s  
investigntors or errand boys until their debt is repaid. 
Johann needs to locate a group of ex-adventurers as wit- 
nesses. H e  turns to the PCs TO help in finding them. 
Kriistopher Tange's brother Nikolas, an ex-bouncer 
turned reacher, has gone missing. will the PCs search 
faor Nikolas? Kristopher suspects that the abduction is 
somehow linked tu a caqe that the Ivory Scroll is pres- 
ently working on. 

The Chamber ofthe Learned Book CY 

beautifully tended half-timbered build 
a tasteful brass plaque advertising t 
the business beside the door. All o f  tl 
are watched by large, well-dressed dc 
also act, without putting too fine a pi  
bouncers. 

The interior ofthe building is tastef 
with dark wood panelling, fine port 
various members of the Chamber pa 
ent, thick carpets and fine brandy in 
ing rooms. Everything about the offic 
wealth, efficiency and secrecy. The pi _ -  . - 

are warded against magical spying, as many of the 
Chamber's clients have secrets that they do not 
want to be repeated. 

The Chamber of the Learned Book is one the wealthiest 
and most powerful law offices in the city. I t  counts many 
aristocrats and wealthy commoner? among its clients. As 
long as you can pay their hefty fees, the Learned Book will 
insure that the l a w  can he made to serve your purposes. 

B F S  I D F N TS 
The Chamber of the Learned Book is led by a trio of expe- 
rienced lawyers, one from each major race. 

Roland Bock i s  the head of  Chamber, an experienced 
dwaven legal scholar who has also practiced law for 50 
years. A grufL direct fellow, Bock handles the highest 
profile cases for the Chamber, but usually not as the lead 
attorney. Instead of presenting the case, his strength is in 
researching, organizing evidence and plotting strategy. 
Bock dresses conservatively, with his black beard precisely 
brridcd and his hair carefully rrimmed. His blue eyes are 
hard and his mouth is usually turned down in a frown. 
Bock manages the Chamber with iron discipline, and 
he insures that everything functions with practiced effi- 
ciency. 

Giovanni Lupanni is a son of a farnib of cobbIers. From 
such hizmbic origins, he has made his way in the legal pro- 
fession by dint of hard work and effort. Now a respected 
legal scholar as well as a practicing lawyer, Lupanni is the 
public face of the Learned Book. He spends a great deal of 
time meeting clients socially, a t  the Opera, at parries, in 
the best taverns - but he actually spends very little time 
in the CQUT~S. His role is client management and attracting 
new business for the firm. Eiovanni dresses in the latest 
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civil aw A retired judge, he u 
of the city’s civil code like few 
W-iitemg keeps his honey blo 
and his Indigo eyes have a dark 
is a lway well dressed and nev 
cerned. 13.is long service in the !I 
he has many longtime friends 01 
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leri.5h Whitestag is an elf anc 
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I the Chamber’s master a€ 
nderstands the intricacies 

The house speciality is duck in mcshsoom sauce and 
they have an  exceUent wine and liquor celfar. 

I . 1  otners rn me proression. 
lnde hair neatly trimmed, $20. THF NEW O P E R A  HOIJSF 

: and knowing quality He 
rer seems hurried or con- 
egal profession means that 
1 the bench, and his ability 

to cite precedent and case law as if it was on the tip of his 
tongue makes him lthc Learned Books most fearsome trial 
attorney. 

The Learned Book has ten other Iawyers, 27 clerks and 
scribes in service along with a security staff o f  ten door- 
men. 

Roland Bock Dwarf Expl2. 

Ciovanni Lupanni: Exp9. 

Jerkh Whitestag: E l f  Expl5 .  

Other Lawyers (101: Exp5. 

Clerks and Scribes (273: Corn2. 

Doormen [I 0): War3. 
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ments. The firm also has many files < 
inforvation, wills, letters, secrets, man 
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The Learned Book takes most o f  its payment in 
letters o f  credit, deeds and leases and other docw 

3 f  valuable 
~y o f  which 

dre I T I  ,I U r l Y d l t  L V W H  IcIluwIl ul l ly  L~ the inner 
, I  

circle. La&, they keep around 2,006 gold on hand 
for paytng simple fines and fees, informants and 
such. 
c 

HOOKS 
A PC accidentdy witness a lawyer of the Learned 
Book t$ving a “gift” to a judge. The Learned Book now 
needs 10 find out how much the PC knows and if he is a 
threat. Minor legal and bureaucratic entanglement start 
to ensnare the characters as the agents of the Chamber 
investjgare them. 
The Learned Book hires the PCs to protect an important 
witness from threats to his life. 

~ 1 9 .  THE C~AVFL 
The k v c l  tavern is housed in a n  elegant, ha!f-f-timbered 
budding with a black iron gavel is mounted above the 
door. The interior is decorated in dark wood with lots of 
quiet booths. Magical wards discourage eavesdropping 
and scvnng. It is frequented by lawyers and judges, and it - 7 is known as a dace  where leeal deals are made. The iudaes 

Y I Y  

I dine upsrain, while the lawyers and others frequent the 
ground floor of the tavern. A rrio of musicians often plays 
during the lunch and dinner service, providing a civilized 
backdrop to the discussions. 

The exterior ofthe New Opera House i s  a spectacle 
of multicolored marble, gilded statues of all sizes, 
*r+...rr .,.:-A*.-.? - - A  A-****+,.A A,,., -I%* ;n+nr;nr 

i s  just as lush, with heavy velvet curtains, fine paint- 
ings and decorative hangings, crystal chandeliers 
lit by continuo/ frame and rich carpets covering 
polished marble floors. No expense was spared to 
make the Opera House shout, “This city is  wealthy 
enough to build me!” 

The New Opera House is the rhird built on this location 
- hence its name, despite being over a century old at 
this point. The fust opera house was torn down afcer the 
Council declared that the growing theater needed a iasger, 
grander one, and it was replaced by the muclr larger sec- 
ond opera house. The second opera house was destroyed 
by a mysterious fire stightly less then fify years after its 
completion. When the New Opera House was planned, it 
was decided that  it would be the epitome of high culture 
in the city and as such, the building itself had to be a work 
of  art in its awn right. It succeeded in the 5ense that it is 
certainIy distinctive and dominates thi i  district, its bright 
colors and flashy gilding contrasting with the dark sdidity 
of the nearby COUW of Law. 

R FS 1 13 E NTS 
The argument over design for the New Opera House in 
the Council lasted for several years and ultimately ended 
with the most complex - and expensive - Of the propos- 
als being accepted. The Opera H Q W ~  combines the most 
expert dwarven construction method; with ehen  high 
aesthetics and the human love of desily innovation, and 
it is extremely baroque as a result. Anyrhing in the p h h c  
areas that can he decorated, is decorated. Gdt fairly &ips 
off the building, and while it is impressive, whether it is 
beautiful i s  up to debate. 

The p d  auditorium is decked ont with velvet covered 
seats and, with FWO balconies and sixtecn private boxes, ir 
can seat over 1,100 for a packed performance (and often 
does). The stage is made of expensive hardwood, with a 
spacious orchestra pit in front. The acoustics are surpris- 
ingly good and there are no poor seats in the house. A11 
can see the stage and hear the music quite well. Magic31 
lighting allows for a variety of effects on the stage, includ- 
ing the spotlight for featured performers. There are many 
trap doors and lifts built into and under the stage, and an 
extensive network of catwalks and cibles above allow- 
ing for quite impressive effects even without the use of 
magic. 



These is a second auditorium for smaller ot private 
performances, with only one level of seats. It is no less 
impressive than the grand auditorium, with velvet seats 
and a mggr curtain decorated with the arms of the city. 
The private auditorium, as it is known, only seats 200.The 
private auditorium does not have the flexibility of the 
grand auditorium when it comes to lighting or staging, 
bur it is sfill possible to do quite a bit with the space. 

There is 3 bar on each level of the Opera House to serve 
drinks befsre the show and during intermissions. The 
drinks are of high quality but even higher priced. Serious 
patrons of rhe Opera have their own glasses stored on site 
and personal supplies of liquor stocked. 

The bachstage areas, by contrast, are entirely utilitarian. 
Lifts and cranes move props and scenery as needed and 
these greai machines simply lie abour when not in use. 
The only areas of hmry are the personal rooms of the 
stars of the opera, which are well appointed with exquisite 
furniture and fittings, many of the items being p f t s  from 
admirers. Two huge basements store props and costumes 
from previcrus productions. There is a concealed entrance 
in the rear of the house for the performers and stafE 
Deliveries of props, materials and consumables are also 
made thronrgh this hidden passageway. 

The grounds are well tended, with neatly trimmed and 
r d e d  lawns. Beauth l  beds of flowers lining the white 
stone driw to the entrance provide a riot of narural color 
to contrast with, yet complement the mdticalored marble 

Cameron Tate is the manager ( 
handling all ofthe details ofmnn 
taking that is the Chartered Cit 
Company. He is one of the fefi 
well with Thliri hian, the arfistic 
Tate is a wizard a t  mathematics 
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lv askew, his blond hair 
act, however, to disguise 

and he has turned a profit each. 
mow cost of running and maim 
(costs that are o d v  somewhat c 
noble patronsJTate is charming 1 
his expensive suit always slight 
imperfectly combed. It is all an 
his shark-!& business sense. 

VaIiri Arian handles the staging, and vets and approves 
all productions sraged in the Opera House. She n ~ n s  the 
stage side of things ~ t h  an iron hand and everyone who 
works with or for her is, to some degree, afraid of her. She 
does nor sham or rant, but speaks with such icy venom 
that o d y  the brave51 crass her more than once. Valiri is a 
tall elf and thin, with raven-black hair and dark blue eyes, 
and she dresses in black trimmed with lace to emphasize 
her pale skin. She is so rarely seen outside the Opera 
House that some believe that she is a vampire. 

Serene Ariaborn i s  the cument lead soprano of the 
Opera company, a beautiful woman with a b e a u t h l  voice. 
Many come here just to hear her. She is young for one in 
such a position, but her natural talent makes up for her 
inexperience. Serene has many suitors, but seems conrenf 
to be singIe for the moment, rhough many seek to change 
that. She is quier and contemplative when not performing. 
When performing, however, she pull her whole heart into 
her part and the audience loves her for it. Serene is slightly 
above average height and slender, vrith long bIond hair so 
pale it is almost white, her eyes are the blue of the sky. She 
dresses simply when not dressed for the stage and rarely 
wears jeweIry beyond a simple amethyst medallion on a 
silver chain. 

The New Opera House also has its own ghosr, as 
all great opera houses must. He IS known as “the 

Mournful Man” by the old hands- at the @era. He 
appears as a handsome human in fine clothes that were 

fashionable a century or more ago, and a lingering smell 
of mses and ashes surmunds him. Occasionally, when the 
house is nearly empty, he will appear on stage and sing 
tragic songs. The existence of the Mournful Man is an 
open secret among those who work the Opera house and 
there is much speculation about who he is. Some of the 
legends that surround this mysterious figure are: 

- 

0 He was a young singer betrayed by his mentor, who 
feared being eclipsed by such a talented singer and 
walled him up in the basement when the New Opera 
Hoiise was built. 
He is the ghosr of the architect of the New Opera House, 
who went mad during its construction and took his own 
life by leaping off the top of the unfmished building. 



a subversive who was assassinated by the Mirror 
nd buried beneath the foundation of the Opera 

tofournful Man watches The dress rehearsal of a 
om rhe upper balcony, it is considered a good 
)t the shmv. 

e Mournful Man was Otto Kasarin, one of the 
greatest jingers of his age, before he  was betrayed by his 
wife and best friend. He fell into drink and ruin and dis- 
appeared from pttblic view, SO that everyone thought he 
was dead. In fact, he was plotting his revenge. One night 
when his ex-wife and ex-best friend were in the (old) 
Opera House, he snuck in and, in a drunken rage, set fire 
to the building. He was the only one who perished in the 
fire and naw his rcgret and loneliness bind him to this 
location, where be was unce happy. 

It is rraditional for stagehands in the Opera House to 
wear all black uniforms with hrlI, fean reless black masks 
when they are on stage, so that ther can move props 
and scenery without distracting from the acrion. Four of 
the stagehands are in fact flesh golerrs, named Comedy 
(“Korn”), Drama (‘Dram”), Opera (“C$s”) and Tragedy 
(‘%ad’). They do the heavy moving ar d work the cranes 
and rifts. The stage gdems have a modicum of intel- 
Iigence, and although they cannot talk, they can answer 
yes-or-no questions with nods or a shake of the head. 

The staff required to run the O p r a  is huge: The com- 
pany numbers 80 performers with an orchestra of 45; 
there are 60 backstage crew that handle costumes, props 
and scmery, an administrative staff of 35 under Tate, a 
grounds and maintenance crew of 70, 3 r d  50 ushers. The 
ushers patrol the grounds and building as a d  as show 
patrnns to their seats. They wear fine red u d o r m s  over 
chain shirts and carry barons with whi:h to direct people 
(treat as a qUaKerSraff if used as a weapon). The ushers are 
very p l i te  but forceful in keeping the rabble awav from 
the Opera House. As many of the ushers ate former City 
Guardsmen, most listen to rheir advice, 

Cameron Tate: ExpS/Rogl 

Valiri Arian: El f  Brd9. 

Serene Ariaborn: (Wingless) Half-celestial Brd6, 
as  per the Monster Manual. 

Otto Kasarin, ‘The Mournful Man:” Ghost Brdl3, 
as per the Monster Manual. 

Kom, Dram, Ops and Trad: Advanced flesh 
golerns, Str 23, Dex 10, Int 7, Cha 5; otherwise as 
per the Monster Manual. 

Performers (SO): Brdl-4. 

Crew, Administrators, Maintenance Hands (1 65): 
Corn 1 -4. 

Ushers (55): F t R  or War2. 

There i s  a small fortune worth of costumes and 
props in the basements of the Opera House, but 
getting them out, let alone reselling, them would be 
a nightmare. The ticket office has a t  least 200 gp on 
hand a t  any time. Well hidden in Tate’s office (suc- 
cessful OC 20 Search or Spot check to notice) is a 
safe (successful DC 30 Open Lock check to crack) 
which holds 3,000 gp. 

L 

A C‘r I V I T Y  
The ticket office is open from noon to dusk every day 
except for public holidays. Lines of servants buying tick- 
ets for their master often form in the early morning for 
pOpLl!aT Shows. 
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The best show of the season is closing its run earIv and it 
is vital for some social climbers that they be seen a t  the 
final performance. These people are wiIling to pay exor- 
bitant amounts for tickets iE only they can be obtained, 
so one such desperate soul hires the PCs to find t ickm 
by any necessary means. 
The revival of a classic piece, one that Otto Kasarin 
starred in years ago, has caused the “Mournful Man’’ to 
appearing during performances, causing immense dis- 
ruption. Tare hires the PCs to solve this problem quietly 
before it causes serious problems for the Opera House. 

* One of tSe stage golerns has gone missing.I‘ate wants it 
back, bur he does not want the public to know that the 
Opera uses golem labor, so he has not approached the 
Guard. Instead, he hires the PCs to track it down. Where 
could a 7 foot-tall mute have vanished to? 

* A wealtthy patron smitten with Serene Ariaborn wishes 
to  arrange a private rendezvous with her, but wishes EO 
be discreet about it. Would the PCs act as his intermedi- 
aries? 

EZI. CFLFSTIAL SCHOOL O P  FTUSTC 

The Celestial School o f  Music has a fairy-castle feel 
to it, being made of white marble with large windows 
(many of them stained glass) with mock crenella- 
tions aton3 the top and a multitude of minarets, each 
with it5 own Rag. The building is  two stories high 
and includes a performance hall along with school 
roams, living quarters and an extensive garden. 

The interiors is also decorated with an enchanted 
music motif: musical notes, paintings of famous 
singers and composers, murals taken from famous 
operas, and 50 on. Decorative carpets cower pof- 
ished hardwood floors, and the individual practice 
rooms are quite well soundproofed. 

Run by Viresia Rose, a beloved but now retired diva of the 
Chartered City Opera and Performing Company (location 
F20), the Celestial School pains young singers and musi- 
cians for rhe Opera and other roles. 

RFSIJJFNTS 
Viresia Rme i s  getting on in years. but she is still beauti- 
ful and dynamic and her voice can still inspire extremes 
of emotion. As a half-elf, she has already outlived most of 
her contemporaries and she occasionally drifts into remi- 
niscing about her youth in the Opera and how, “Things 
were so r n x h  more exciting back then.‘’ She is 3 willowy 
woman and tall, with ash blond hair that would drag The 
ground if Tinbound, and her eyes are gray and distant. She 
usually dresses in loose gowns in soft colors, lavender 
being a favorite of hers. Viresia only works w<th the most 
talented of the students, for she does not  have the patience 
for dealing with any but the very best. 
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thc schoo1, handfing both adrninistratic 
ing. He is very devoted to Viresia and ~h alwayb ~ e ~ l n g  
new things to amuse and please her, which usuallv involve 
music performances. Vale is  of average height with 
ning btack hair. He wears a monocle as an affecta 
though his brown eyes are still sharp. While he ca 
sing, he is a slulled instrumentalist and he knows hc 
get the best aut of other singers and musicians. 

The school has twenty teachers and 120 students, a 
half of whom live in the school, with an administr 
staff of 30. 

Viresia Rose: Half-elf Brdl3. 

Epsilon Vale: Brd7/€xp2. 

‘Music Teachers (20): Exp3. 

Staff (30): Com2. 

Students (I 20): Corn1 . 
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The school has a large collection of instruments and 
sheet music, but their resale varue is limited by the 
fact that they are all marked with the symbol of the 
school. Viresia Rose owns an extensive collection of 
jewelry - gifts from her many admirers - most of 
which are extrernelly distinctive and would be very 
difficult to fence. The entire collection is worth well 
over 5,000 gp. But such is  Rose’s enduring popular- 
ity that victimizing her would arouse the collective 
anger of the operatic community and their noble 
patrons, making it a risky proposition. 

ACT I V I  TT 
The school is always on the lookout for talented singers, 
musicians and especially teachers ofthe musical arts. Any 
musician or singer is welcome to display their talents for 
the school in an attempt to win a place. Open auditions are 
held on the first of every month. 

Most recitals are opcn to the public for a nominal fee of 
5 sp. 

ROOKS 
Someone has been stealing instruments from the 
school, only to return them a few days later, polished 
and in perfect tune. Viresia Rose hires the PCs to find 
out who is doing this and why? 15 i s  possible that  Tazone 
(see location P25)  i s  involved in some way but is he aid- 
ing or harming the school? 
Viresia Rose has heard KhaC there is a young humanoid - 

! 

I 

i 
I ’  

singer whose voice is so b e a u t h l  that even the o m  cry t 
when they hear it. She wants the PCs to rescue the poor 
creature and bring her to the safety of the school. 
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tasteful and v; 
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(and every but 
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LP’S LARGEST CITY 

OF MUSIC 
restaurant that  caters to the 
1 see and be seen. It is all built 
tng interweaving with a wel1- 
eave in and out bemeen the 
Ickgrmnd of soft music. The 
3) wear pale greens and grays 
I when not needed. 
those who are not wealthy 

for food and drink given in 
le semi-privacy of the Carden 
In others in search ol  the lat- 
I gossip to be cashed in at the 

arry. The Carden is renowned for its chef, 
(Elf Exp) ,  and his vegetabIe dishes aiid sal- 
) maintains an excellent selection of exotic 
dandelion and blackberry) and liquors 

LF c;af‘rs 
hop provldes a wide selection of small, vet 
duable gifts for its patrons. Ranging from 
ers and candies TO perfumes and jewelry, 
tas something to please almost every taste 
Iget). Its small space is carefully used to dis- 
le available items and its smaU staf f ,  includ- 
Josip Gentle (CornQ, i s  veT  efficient. 
s is renowned for having just the right 
dy, and men who ate courting often seek 
: on what they qhould get their paramour. 
nor i~nreasonable in the shop, but tend $0 

the size of the buyer’s purse (Gentle having 
that sort of thing). When 3 Iast minute gift 

AIIcuIy, ,,,itIe Gift is the place to find i t .  

€24.  * r m  LAST smq 
This inn IS the destination of choice for visitors from out 
oftown who have come ra hear the city! famous operatic 
performances, and by virtue of this fact it has also become 
known as  a place for opera performers and their patrons 
to mingle after a show. It is a beautiful two-story stone 
building The common room on the ground floor has 
large windows facing the New Opera House so that the 
patrons can be watched coming and going. The interior is 
tastehllv decorated in wood panelring and theatre post- 
ers. Upstairs there are private rooms available for rent. 

The inn i s  rwn by Famir Ducatti (Brd4), a former singer, 
and his family ( s i x  Cornl-3). On some night?, Farnir will 
entertain his pattans by singing, but that is rare these 
days, as his voice is not quite what i t  once was due to age 
and lack of practice. Furl meals are served before shows 
and light meals afreruwds. The Last Song is well known 
for its exquisite desserts and fine hazelnur liquor. 

f25. TAZONE’S MUSIC 

Tazone’z Music is a two-story brick building with 
extensive windows, behind which are dlsplayed a 
multitude of musical instruments, from horns to vio- 
lins, from flutes to bagpipes. The name o f  the shop 
is painted in gold leaf on the polished oak door. The 
windows on the upper story have  brlghtly painted 
shutters and window boxes full offlowering herbs. 

The interior o f  the shop is cluttered with instru- 
ments. new and old, files full of sheet music and 
accessories (such as cases) for the instruments. For 
common instruments, several type3 will be avail- 
able, but exotic ones are less well represented. 

If one needs an exotic musical instrument or the score to 
the latest opera, Tamne’s Music is the FIace to go. He also 
makes exquisite - some say magical - stringed instnt- 
ments. Much of the string section of the Opera House’s 
orchestra uses instruments made by Tazone. 

RESIDENTS 
Tazone is an old man, but thin and spry 2s only oId men can 
be He IS slightly below average in height with only wisps 
of white hair left, and his eyes are a sparkling blue. Tazone 
personally makes most of the stringed instruments that the 
shop sells, and he is especdly found of v i o h  and lutes. 
He is always delighted to have new customers, especially if 
they setm interested in playing one of the instnunents that 
he has crafted him& Lfpressed, he will admit that he can 
make magical instruments for those rhat desre such, but lie 
usuaflv only does so for special customers. 

In fact, Tazone is a necromancer and his magic instru- 
ments, while they do increase the musician’s playing ability 
or give other powers, also drain minute 3mount of life-force 
from the player and transfer it toTamne He is actmllv well 
over 200 years old, and has moved from place KO place to 
hide his secret. 

Marcia Goss is Tazone’s senior assistant and an expert 
maker of woodwind instruments. She is aIso a skded musi- 
cian 1ierseK but b roo shy to play in pubic.Tazone took her 
under his wing and has tried to nunure her sk&. She is a 
young woman wirh mousy brown hair, which she usually 
wears in a bum She dresses in muted colors and always has 
a t  least one flure with her. She has no idea ofTazone’s secret, 
despite how closeIy she works with him. 

‘’old Man Gurd is Ezone’s handyman. He is a h u h g  
man with a slight hunch. His hair is b 1 d  and wild and 
his eyes dark. Gurd sweeps, deans and maintains the shop, 
avoiding the eyes of the cusmmers when possible. He never 
speaks, however, 2s he is a mute. Gurd serves as Tazone’s 
“harvester,” gathering whatever specialized paas his boss 
might need, by whatever means he needs to employ. Gurd 
is immensely careful not to leave behind any clues or ways 
to trace things back ro himselforTazone. 
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Tasone can make most musical instruments, but 
his preferred one to  sell has the following abiti- 
ties: +5 competence bonus to  appropriate Perform 
checks and +2 enhancement 'bonus to Charisma 
when performing or using bardic music ab 

When the musician uses a bardic music abil- 
i t y  or achieves a memorable performance with a 
Perform check with the instrument, the musician 
takes 1 hp of damage. If the bardic ability can only 
be used by a gth level bard or higher or achieves 
an extraordinary performance with a Perform check 
with the iTstrumenf, the musician takes 1 point o f  
permanent Constitution damage. In both cases, the 
damage is  perceived a s  general fatigue and exhaus- 
tion. 

Faint transmutation; CL gth; Create Wondrous 
items, bestow curie, cat's grace, eagk's splendor, 
nondetection, vampiric touch, creator must be evil; 
Price: 3,500 gp (1,750 gp + 140 xp); Weight: by 
instrument. 

Tazone: Wizl3JBrdl. 

Marcia Goss: BrdZIExpl. 

ceals a l l  o f  his rnagica 
and mundane means) i 
-L-- I l : A A - -  ----- 

"Old Man" Curd: RogSJFtr2. 

Tazone keeps only 100 gp in his cashbox. H e  con- 
I tools {using both magical 
n the basement of the work- 

5 1 ~ ~ .  niriurri d r r w r l v  his books o f  arcane magic 
5 Search 
and gem- 

v 

and' other odd items (successful DC 1 
check t o  find) is a pouch with 500 gp 
stones worth 2,000 gp. 

ACTIVITY 
The shop ic a great source of information about what 
in going on in the snobbier end of the city's music . .  

scene. Tazone and Eoss hear most of the rumors and 
have contacts among the Opera House orchestra, the 
CeIestiaI School of Music (location FZI) and many of the 
bards who wander the city and beyond. They are g o d  
contacts to cultivate if one i s  interested in such things. 

It wouId require a great deal of skill and knowledge 
to recogniw the bone work on TazonA magical instru- 
ments as human bone and that the strings and bows 
are made li-om human gut  and hair. His magic both 
strengthens and transforms the materials into some- 
thing erni?ently suirabie for musical purposes and 
airnost unrecognizable as their source materials. 

is  drawing offthe Lfe force of the musician at an acceler- 
ared rate. In SO doing, it has also turned him into a nr- 
tuoso of growing fame.Tazone needs the item destroyed 
before anyone traces it back to him, kle has con 
a stow about a fay curse and asks the PCs to he 
save the musician's life, However, the musician dc 
want to be saved, and would rather die for the sakt 
art .... 
Tazone has heard about a cursed harp in the city, 
wants to investigate it. He will hire the PCs to 1 
"Before it can cause more harm to my friends, thf 
cians." It is his hope that the PCs d l  locate it so that 
he can use Curd and his magic to snatch it for his own 
use. 

cocted 
tp him 
Jes not 
:of his 

and he 
find it, 
'musi- 
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mer of the elite gambling dub the 
location E20) overhears Marcia Goss 
n the park and has become enchanted 

pldy1116. ohe wishes to hire the girl to play a t  

y ,  but whenever she tries to approach her, Goss 
h i r  has no time for an ex tendd  conmhip, so 
~ the PCs to help her locate the mysterious f lu te  

F ANTIS'I'HFNFS CLUB 
;tory stone building i s  designed 10 look forbid- 
a t  it will discourage attention from anyone who 
idy a member. The heaw shurters that cover the 
I f  the club are usually closed and the front door- 

way has two sets of thick, leather-covered doors to muffle 
noise coming in off rhe street. 

The Antisthenes Club allows its members to escape 
the huriy-burly of the world around them in a quiet 
and secure atmosphere. T a h g  is onIy permitted in the 
Outsiders ROOI-Q. Most members simply read or ponder 
in silence with a glass of liquor and, perhaps, a meal as 
their only companions. The htisrhenes Club 1s said to 
have a superb chief in charge of its kitchen, an e x d e n t  
library and even benet liquor cellar. Membership in the 
dub is both restricted and very exclusive in whom it 
allows to join the ranks, it counts among its members the 
Commandet of the City's Eyes, ColoneI Crofran House 
(location F9) and several faculty members of the Arcane 
Academv (see location K2). 

P27- THF q L O B F  CLUB EOR 
VF N T U  K F K S 

The two-story building that houses the Globe Club 
has been expanded several times, each time in a 
different style. The oldest section of the building is  
built of stone, with two brick expansions, one half- 
timbered, and the section that houses the museum 
is built in a neo-classica! style and clad in white 
marble. However, all of  the windows are barred 
and the doors are made of stout oak reinforced by 
steel bands. 

The interior of the Globe Club is  equally eccen- 
tric. Inside the main hall visitors are greeted by a 
stuffed and mounted dire bear, posed in mid-lunge. 
The interior furnishings come from all over the 
known world - carpets, furniture, portraits and 
tapestries, all clashing with one another, yet some- 
how achieving a unique style al l  their own. The 
locks on the building are devilishly difficult, many 
offoreign design, and it is  rumored that there are 
traps, magical and othewise, protecting the build- 
ing a s  well. 

The Globe is a place for adventurers $0 meet, share tales 
and exchange tricks of the trade. Some have called it the 
unofficial adventurers guild of the city. If one has made 
a reputation as an adventurer, one might wish to seek 
membership in this exclusive club and become part ofthe 
city's adventurers' network. It also houses the Museum of 
Adventure, a collection of oddities donated by the mem- 
bers that i s  open monrhlv to the general public. 

RFSIDFNTS 
Randolf Whe lm runs the Globe Club. A former adven- 
turer turned successfd merchant, he exemplifies the 
spirit of the Club. S d l  in good shape in middle age, he 
dresses expensively but not always ir. the best of taste. 
He has a fondness for fur trim and purples. Whelm's red 
hair is shot through with grey, his eyes are blue-green. He 
act5 the amiable buffoon, but this is a cover for a first-rate 
mind. 

Agha Solak Iskender is the major-domo of the club. 
Once a prince in a foreign land, he was deposed and 
became a mercenarj. His path eventwlly crossed that of 
W h e I m  and they became business partners. When Solak 
(Agha is a mllrtary r a n k  in his homeland, roughly equiva- 
lent to colonel, and his people put their famdy name 



city and W i l h e h  convinced him to work for the Globe 
Club. Solak i s  a large man with sun darkened skin, his 
bead i s  shaved and he has a thick bushy beard. He dresses 
in exotic fnshion to plav up his foreign wrigin, with loose 
pants and shirt and a wide sash, often with his scimitar 
thrust through it. Solak is loud and bokterous, almost 
piratical in demeanor. He works a5 hard as any of the staff 
and is well respected by them. 

Cutator Vehn oversees the Globe Clubs museum and 
library. She is a precise and organized half-elf, perfect for 
the job. She often finds herself in arguments with Solak 
over the proper way to manage the club, but they respect 
each other, though they wuuld never admit it to anyone 
else. Vehn dresses severely in greys and blacks. For all 
that, she is very easy to talk to and loves to record the 
stories of the members of the Globe Club for the libray. 
Vehn is especially interested in tales of mysterious tombs 
and lost cities and endlcsdy fascinated by unique tr3ps. 

~n fact, Curator Vehn is one of twins. Her sister is 
named Vohn, and both arc cat burglars. She sometimes 
impersonates her sister to provide her with an alibi. They 
are happy to use the resowces of the Globe Club to plan 
their latesT caper. As burglars, they avoid combat and harm 
as much as possible, but they seek interesting magic items 
whose powers are unknown to their current owners. 

The Globe Club has a staff of 22, including a first class 
chief, two masseuses, and a tailor. Work in the Globe Club 
i s  much smght after as it pay5 well and the tips ate occa- 
sionally plwnomenal. 

Randolf Wilhelm: Rogl3. 

bgha Solak Iskender: FtrX/Rog4. 

Curator Vehn and Vohn: Half-elf  WizS/Rog4. 

Staff(22): Corn1 -3. 

fhistbrical or magical intere 
iem must be valuable to  
. ._ r . . l  I 1  . t  1 

The museum has many fragments of maps and 
ruins, preserved pieces of  monsters of al l  varieties 

, anditemso st .  Certainly 
some of tt I someone. 
The Glohp’s Prnwwnrv Tiinn iinrwfl in ;1 safe in - m -  -I - - I - -  - -  - . - . - - . - 

Wilhelm’s office) contains 5,000 gp in coin 
and small art works. 

s, gems 

ACTJVIIT 
Membership in the Clobe Club is by invitation only, but 
that dms not mean one cannot try to catch the attention 
of the members. Adventurers are often invited to speak of 
rheir iatest adventures to the weekly dinners held by the 
G h b e  Club members. Membershrp i s  available onlv to 
permanenr residents of the city New members must con- 
tribute an artifact KO the museum upon joining and pay a n  
annual fee of 50 g p  for the privilege of membership. 

1 I I C  IY IUXLZI~~ UI nuvcllLtlLr 13 wprn W R W  a mvnm IO non- 
members, for a nominal fee of3 cp (a11 dons 
It. provides a n  opportunity to see what b 
members of the GIobe Club have accompli 

HOOKS 

The PCs hear an announcement that  tl 
has decided to offer an invitation of mei 
the first year’s membenhip fee waive 
group of adventurers to complete a citv-1 

ited to chariry.). 
tave deeds the ’ 

shed. 

le  Globe club 
nbership, with 
d, to the f i rs t  ~ 

wide scavenger 
< a w  inifit& tn hunt. Several groups of noted adventwet- _ _  - ~ - -  

participate and seven1 of them are quite intent c 
ning. . On a v i s i t  to the Museum, one of the PCs spots an 
v i t a l  clue related to something they have been re 
ing. Unfortunately, it is in a locked glass case. Tk 
try to sreal it or try and get access by becoming 
hers of she cIub. 
Vehn and Vohn see thaT the PCs can be used as a L 

tion for 3 caper that  they have planned - a burg 
a noble residence - and forge invitations for them to 
an exclusive party in the Nobles District. 

E.2.8. THF OgEICFRS CLUB 
This beautiful mo-story stone building is decorated with 
banners ofvariorrs units of the City Guard. The large doers 
are bronze-bound oak and beat the seal of the city and that 
of the Guard (the club has no official standing, however). 
The interior is well-appointed, with smoking and dining 
rooms, and even a few bedrooms for members who are in 
need of a place to stay for a day or two. only members and 
their guesrs are allowed in the club. 

The Officers Club offers a place for retired and active 
officers of the Guard to meet and swap stones of the 
service. It offers privacy and comfort for a reasonable 
membership fee, fine meals, and drinks are also available 
for a small charge. The Club maintains a superb collecnon 
of local ales and beers, as well as a n  extensive wine cellar, 
and their toast beef is farnoris. 

fiag. THE RTDTNq CJ,U& 
This fme building with an attached stable is a gentleman’s 
club that caters tu the officers of the City Guard.The build- 
ing is built of brick, with shurrered windows to keep out 
bad weather (and prying eyes). Only member5 and their 
guests are allowed inside. Guards (private coiitmctors, 
nor City Guardsmen) in very smart uniforms enforce this 
policy. 

The W i n g  c lub  provides expert riding advice and 
training, a hrmat  for ;1 discussion of the equestrian a m  
and a yearly show of riding. It is little known that the 
Riding Club also fronts for a exclusive bTothe1 almost - 
exclusively patronized by the officers of tl 
building irself, but not rhe stables, is warded 
and other forms of magical eaves-dropping. 

Guai 
ainsr 
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Apart from school books, records and practice 
weapons, there is not much of value here. The 
Colonel keeps 500 gp on hand in his of ice as petty 
cash but al l  o f  the rest o f  the academy's finances 
are conducted through letters o f  credit. 

MANSTON 
if dark stone and its gothic appear- 
o emphasize the dark and mysteri- 

ture of its owner. The gargoyles on the roof watch 
vho pass by wirh dark 5mne eyes. The naRO\V win- 

dows a 
curtair 

The 
drer rl 
crime 
F9) fer 

re shielded from prying eyes by dark green velvet 

mansion had been abandoned for several decades 
ne Terrible murder of its previous residents. The 
is s d  unsolved, one of the City's Eyes' (location 
Y failures in living memory The wizard Athamus 

Xandor tWizlO) from a distant and little know land 
arrived in the c i q  bought the building and remodeled 

IS. 

it, seemingIy overnight. His household servants are all 
kobolds, Xandor being granted a special license to have 
them within the city. Most of them, however, speak very 
M e  Common. Many strange rumors surround the wiz- 
ard and his mansion, some of which may even be true. 

$31. THE zusrm ACADEMY 
OE ARMS AND WAREARF 

I 1 

L 

This two-story b~ 
. 1  . .  I 

across the windows. The doors are in 
etched with the symbol of the Zustu 

for morning drills. 
I 

The Zusrun Academy o f  Arms and Warfare i s  a school of 
the military arts catering to children of the aristocracy 
and wedthy commoners. The Zustun Academy works 
closelv with the Wall Guard and employs both serving 
and retired officers as instructors. The Academy accepts 
studems between the ages of eight to sixteen. 

RESIDENTS 
C o h d  Angstrom Bujold (Walt Guard retired), is the 
Headmaster of the Academy. Colonel Bujold is as close 
to a legendary hero of the Wall Guard as anyone living 
could be. for his exploits in the last major campaign 
against brigands attacking the city's caravan routes are 
well known throughout the ranks. It w a s  in those battles 
that he received his disfiguring wounds, but he refused 
magical healing to make himself whole again, saying 
that they were badges of honor, and that he would gladly 
have given his life for the city and the soldiers he led. Qf 
course, his wounds also forced his retirement from active 
service. His  left eye was replaced with a carved orb of crys- 
tal and enchanted so that  it functiuns as a crystal bn33, and 
his right hand is made of wood, permanently enchanted 
to tha t  it fitnctions similarly to hand vfglory, except that it 
allows him to wear three magic rings on that hand instead 
of one. A spare man of slightly above average height, his 
grey hair is close cropped and his right eye is a pale blue. 
He always dresses is a midnight bIue military uniform 
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Visitors without a specific purpose will be directed to the 
Headmaster’s office, where the Colonel’s secretary can 
answer basic questions about the Academy. PCs in Guard 
uniforms can probably bluff their way though unless they 
run into the Colonel or Apoula, who know how to tell a 
genuine Guardsman from an impostor (-6 penalry to Bluff 
or Disguise checks to that end). 

Anderstlottir teaches young women, of both noble and 
common birth, how to defend themselves in private night 
classes in the academy’s gym. Colonel Bujold approves 
of her extracurricular activities and has tacitly lends the 
academy’s support. Others might nor approve however, so 
the classes are kept quiet, with knowledge of them spread- 
ing by word of mouth. 

I iQQKS 
Apoula .hdersdottir has been caIled home to deal with 
a family emergency, she wouId like one of the PCs to 
take over teaching her night classes while she i s  away. 
One of the PCs is mistaken for a visiting trainer and 
dragged inside to instruct a class in the use ofa particu- 
lar m e  of weapon. I€ the PC plays his cards right, he 
might be able to parley this into a pOSiKiOn working for 
the Academy. 
A representative of a noble family hires the PC5 to 
smuggIp contraband food (a box of Sweets) There is 
monev to be made smuggling illicit goods into the few 
student< who reside at the academy and messages (and 
the occasional student) out - not a great deal of money 
mind you, but muney a l l  the same. If one is taking a 
long view, contacts with prominent individuals and 
families could be made this way. 

GUARDS DISTRICT 

1 1 . .  , - I  . I *  1 

. .  , a  

firing range that runs the entire length of the roo 
(nearly 60 feet) and is  used for testing weapons. 

a iucranve ana presngious part ot tneir overall trade, rhncp 

members of the Guild have traditionally played a 
prominent role in the guilds &airs than their nur 
would seem to jus* For that reason, the guildha 
always been !mated in the Guards District, close t 
guilds single most important customer. 

At present, however, the Grand Master Blacksm 
Markan the Black (see location O32), a highly resp 
smith who is based in the Naval District. Markan is a 
highly respected figure, who runs an honest business, 
does good work, and treats his journeymen and appren- 
tices well. None of his fellow guildsmen has a bad thing 
to say about him personally. But it is nonetheless the case 
that he should not have been elected Grand Master. It 
was o d y  squabbling among the traditionally elite smiths 
of the Guards District that split their ranks and produced 
Markan a5 a spite candidate. Markan, good-natured soul 
that  he is, bas done his best to heal the differences within 
his membership and rally the Guild armmd him. But 
Iingering differences within the ranks and the fact that 
Markan spends relatively little time in the disrricr makes 
rhis task difficult, 

I 

; 

1 
f33. APEEL CROSSBOWS 

Apfei’s Crossbows is a n  unassuming, half-timbered 
two-stov building. The windows are barred and 
the stout oaken door is  reinforced with bronze. 
Above the door is a sign showing a large red apple 
oierced bv a polden bolt. In the basement there is a 
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$32.  BLACKSMTTHS 5UTLD Apfel provrdes the crossbows to the crossbow specialists 
in the city Guard, and to discerning customers, 

ity of the crossbows. Apfel irsuaIly has rwenty or so light 

This guildhall is a heavily constructed two-story stone 

doors are marked with the 
and a more than a place Of f ie  shop also sells bolts, but they are not up to the qual- 

SPbol ofthe a crossed sword and smlrh*s hammer+ 
The ciw’s B13Cksmiths Guild takes under its wing a’1 

crossbows, a dozen heavy cmssbows, and several hand 
crossbows for sale at any given time. He also has Several of 

craftsmen who fashion metal into useful objects, whether 
they be h~rseshoes or halberds. Its members encom- 
pass a broad range of specialties. But because 

the weaponsmiths and for commercia1 produc- ’ 

armorers who sup- tion. Apfel is a master of ‘ 

ply the City Guard 
CQnSTitute such 

a new experimental crossbow 
of his own design that he 

has just pronounced ready 

his craft and half of the 
crassbows for sale are 

masterwork items. 
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ofel is a former mercenary crossbowman who 
om a long line of clockmakers. Since retiring 
mercenary trade, he has apptied his considerable 
:a1 talent to improving the crossbows he sells. 

I cannot help but be fascinated by the crosqbow and 
to improve it. He can, and does, taIk fur hours on the 
ct. Those who share his interest will often receive 
munt, especially if they agree to field test his latest 
ovement. Apfel and Steel (see location E361 often 
together to construct new and interesting mcchani- 

evices to improve the cro5sbows LO which they are 
I, 
fel's children serve him as apprentices, and they 
U hard workers. Asa is the eldest; the only daughter, 
, is the youngest, with Klaus falling in between them 
;e. Luna wishes to follow in her father's footsreps 
Tecome a mercenary before settling down to a more 
irary trade. The two boys are happy being part of the 
:smiths Guild and building crossbows. 

Tomas Apfel: Ftr7/Exp2. 

Asa Apfel: Exp2. 

Klaus Apfei: Expl. 

Luna Apfel: Ftrl  . 

Beyond the good 

designs and pieces of crossbows 
cashbox contains 500 sp. Tornas 
bow from his old mercenary days 
L-.. -r _ _ _ _  J :- I-:- L-J- - - -  

s in the shops, there are five sets 
ot mastenvork tools in the workshops, numerous 

in progress. The 
keeps his cross- 

,, a + I  light cross- 
uuw g s p w ,  i r i  riih ue'wruwrri. 

ACTIVITY 
with his days as a hired blade over and his career as an 
inventive cr&sman in full swing, Tomx Apfel wilI most 
hkely be found tinkering with some contraption or lov- 
ingly shaping a new crossbow. But with his children now 
old enough to help him, he can always find the time to 
meet with a customer and show off his latest invention 
- especially if he thinks he can sell that invention for a 
good price. 

Apfelb latest invention is a heavy crcssbuw that he has 
deqigned for greater pmetrating power Before firing this 
weapon, you must choose one of three dlfferent options 
for if the attack is successful: critical threat range of 18-20; 
critical hit dnmage of x4; or an extra ld4 damage (does 
not apply if a critical hit is inflicted). *is crossbow costs 
three times the normal price of a heavy crossbow It is 
not ;1 masterwork weapon; it 15 not magical; nor can it be 
enchanted. 

H O O K S  
* Luna becomes interested in the PCs because she thinks 

they could help her start her career 35 a mercenary. She 
i s  wllling to give the characters a masterwork crossbow 
(light, hand or heaw) in exchange far helping her. 
Tomas needs somcone to field test an i m p ~ ~ e d  heaw 
crossbow. He will offer to give the prototype to the tes- 
ter after the field test is over and rhe crossbow has been 
throughlv investigated for problems. 
An aristocrat approaches the PCs, aslung them to buy 
one of Apfel's famed masterwork heavy crossbows for 
him. He says he wants it as a surprise for a friend, so he 
does not want to be seen buying it.  Shortly after the KS 
deliver it to the Hristocsat', it is used in a political assas- 
sination and left behind. IT is now n p  io  the PCs to prove 
that they have n o  criminal involvement in the murder. 

f34. KRXHF'S BOWS AND FhFTCHINCj 
Ktahe's BOWS is run by a retired elven ranger. He crafts 

bows, but they are of vanable quality. The shop is half-rim- 
bered decarated in a rural elven style, with flower boxes 
in every window. The door is painted preen with Krihek 
name in both Common and Ehen  painted on it. During 
the day, archery buns are set up behind The store. 

Kriihe (Elf Rgr6lExpZ) runs the shop wifh his wife 
Erriel (Elf Com3), their twin sons (Elf Corn21 and three 
apprentices (Ex@). The quality of the elf bows and arrows 
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is always nrgn, DUT m e  quaiiry 01 r e  composire DOW 

depends on what has become available on the market. 
Therefore, he is much more likely to have masterwork- 
quality longbows and short bows avadable than composite 
bows. 

P35. p€UFLOPF’S  CAqF 

The exterior of this two-story shop is made of 
glazed brick arranged in geometric patterns and 
the windows are barred and magically warded, with 
some of the second-story windows being madl 
o f  stained glass. Magically suspended above thi 

that i s  always kept well polished, so that it reflects 
the sunlight. 

L 

Penelope Kalvan, a weaponsmith-wizard, specializes 
the creation of non-lehal weapons and rapture devices, 
which she tries to sell to the Civic Guard. She is always 
interested in seeing new non-lethal weapons, magical and 
non-magiial, from different parts of the world and will 
often purchase such from adventurers. 

Inside the shop is a collection of  items both mundane 
and exotic: batons, man-catchers, staves, bola, nets, blunt- 
ed arrow 2nd bolts.There are aIso common weapons such 
as daggers, longswords and shortswords enchanted with 
the mevc!frrl quality by Kalvan herseK. 

RESIDENTS 
Penelope K a h n  is surprisingly voung for one SO accom- 
plished in the magical arts, and  she has worked with both 
academic and adventuring magic. She turned her hand to 
magicar devices that subdue and capture after a complex 
mission in which it was necessary IO capture a group of 
dark wizards alive. She figured that the best market for 
such goods would be in the city, so she made a deal with 
the Blacksmiths Guild to set up shop cateringparticulady 
ro the Citv Guard. She is usually reserved, only becoming 
animated when discussing the complexities of magic. 

Autumn is Kalvaris companion and bodyguard from 
her adventuring days, and now her chief weapon tester. 
Autumn is a tall, athletic &en woman with long chestnut 
hair and grey eyes. She moves with a dancer’s grace and is 
always clad in hunting leathers over elvm chnin. Aiihirnn 
would dearly love to have the chance TO work with the 
Civic Guard in the capture of dangerous criminals OT ani- 
mals. 

Steel is the half-orc weaponsmith who actually fabri- 
cates the nonlethal weaponry sold in the shop. Steel Tardy 
leaves hi5 workshop, knowing that, because he happens 
to look more lske the orcish side of his family than the 
human side, he risks hostile reaction3 when he goes D l l t  

in public. He is content to toil in obscuriry, having access 
to superb tools and budding new and interesting devices. 

xee i  ana lomas nprei (locarion ~ 5 4 ~  spena mucn nine 
together discussing new designs for weapons. Steel I 
practical woTking clothes and puts OR a full hooded 4 

when he goes outside. 
Kalvan has two apprentice wizards working for he1 

Steel has three apprentices smiths m help with his cu 
jobs. 

Penelope Kalvart: Wizl2. 

Autumn: Elf Rgrl 1. 

Steel: Half-orc RogS/FtrZ. 

Kalvan’s Apprentices (2): Wiz2. 

Steel’s Apprentices (3): Expl.  

- 
levels o f  the shop. Beyond the magic weapc 
exact inventory of  which is left to the DM’s 
Zion), the cash box contains a t  least 7,OOC 
,,_I -.,- I _ _ -  ‘I - - A - J  - - - - - _ _ I  ” 

- 
-,and 
rreni 
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AT1 of  the doors into the shop are arcane locked 
(Autumn and Steel having magical keys) and fur- 
ther layers o f  rnaEical protection protea the deeper 

m s  (the 
I discre- 

naivan 5 rieaviiv wdrueu UW5Uridi ruurrih there is  
1 gp. In 

. . . .  

a stockpile o f  spell books, scrolls and other minoi 
magic items. 

R CT 1 v I ‘ I T  

Penelope Kalvan thoroughly enjoys her current profession, 
so she will be found in her shop at just about any time of  
day. She has most common weapons available for sale but 
exotic weapons would need to be commissioned (Kalvan 
welcomes such commissions but insists on a deposit of 
half the finished price). If a customer wants a demonstm- 
ti5n of any given weapon, she will have Autumn do it. 

HOOKS 
Kalvan is working on spells and items to captllre flying 
creatures, but she needs rest subjects. She hires the PCs 
to capture flying creamres for her - the larget and 
more dangerous the better. Alternately the PCs could 
offer to act as living targets byway of fly potions or ather 
magical effecrs. In either case, she will reward them 
handsomely with ;1 combination of coin and enchanted 
items. 

9 Steel has gone missing. &Ivan fears he has been deport- 
ed to the Humanoid District and asks the PCs to locate 
him while she secures papers to insure his access to the 
city. She will happiFy Offer them credir in her shop in 
exchange for their efforts. 
Kalvan is working on items to act as counfermeasutes P 
against evil outsiders. could the K s  acquire (or sell if , 

they dready have) appropriate trophies from such crea- 
tires for rise in her magics? 

c 



mad as decoration as welI as for protection. 

RES1 DKN'I S 
Phoebe Diamondsteel is an unusual dwarf and she runs an 
unuwaI shop, A retired adventurer, she decided to return 
to her family's roots and become an armorer. Rut her non- 
traditional designs cause friction with her professional 
brethren in the Dwatven District, so she left and set up 
shop in the Guards District instead. Diamondsteel special- 
izes in mail that can be concealed, as we11 as decorative 
armor, but she also produces standard mail armor for the 
Guard. She is mined is both the art of the armorer and the 
jeweler and her designs reflect such pxpertise. 

Her assistant is a s k u n  I h d o n ,  an elveii armorer who 
oversees the manufacmre of the rings and construction of 
the mail. Viridon liws in exile from the Elven District from 
other elves after a youthful lQVe affair went badly wrong 
and hr was blamed for his Iovert death. He i s  very fussy 
and precice. ~e usually wears gloves, but his hands always 
have a few nicks on them from working with the mail. 

Uris Kam is a newcomer to the qhop, recently joining as 
a journeyman after five years of service in the Wall Guard. 
He is heavily built with scarred hands and a shaved head. 
Diamondsteel put him in charge of assembhg finished 
suits of armor for the Guard, and he works all hours to 
insure that new suirs arp ready when they need them. He 
is gruff and has Lnlepatience for small talk and orher tnvi- 
alities, but the obverse of his curtness is that he i5 a very 
efficient worker. 

The shop also employs fDUT appTentiC?S who handle 
mosr of the painstaking work of fitting the mail together. 

Phoebe Diamondsteel: Dwarf Ftr71Exp4. 

Koskun Viridon: 'Elf ExpS/Ft f .  

Llris Kam: Ftd /Exp l .  

Apprentices (4): Expl. 

sive a suit IS, the more easily ir is noticed. TO penetrate 
the disguise requires a successful Spot check, the DC of 
which variec according to the pricejquality of  the armor in 
qirestron.To deternine the price, add 25% to rhe cost of an 
ordinarv suit of the same type of armor per mu1tipIe of DC 
5 that the Pheobe's armor requires to spct. ~oor instance, for 
a suit of Phoebe's chainmail designed for concealment that 
requires 3 successfuI DC IO Spot check to to notice, the 
price would be ZSO% that  of the price of an ordinary suit of 
chainmail. m addition, thev are all masterwork items and 
weigh 5% less than usual due to the high quality steel used 
in their manufacmre, but when worn they only count as 
8oOc of  their weight for encumbrance purpose due to their 
fine fitting. 

The decoralive pieces also command a higher price 
because of their aesthetlc qualities and the higher price 
of their materials; they sell for three times the price of an 
ordinarv suit of the same type of armor.They are generally 
commissioned as display pieces for noble residences, or as 
costumes for the rheater or opera. 

IYOOKS 

Phoebe Dhmondsteel requires a particular type of high- 
grade steel for her mail, and someme has stolen the 
latest shipment. As her supplier on1y:tllow he* a limited 
amount of the steel each season, she hires the PCs to ger 
it back, or find 3 suitable replacemenr. 
A shipment of Phoebe's chainmail, dong with hel- 
mets and shields, on their way TO the Guatds Armory 
(see location FS) have gone misshg. Worried that 
thev might be piit to nefarious ends, Phoebe and the 
Blacksmiths Guild are looking for them. Bur thev do not 
wish  the Guard to know that  someone broke Guild secu- 
rity so it musr be kept quiet until the armor is recovered. 
Are the PCs up to rhe task of investigating under those 
conditions? 
Koskun Viridian suddenly goes missing one day, and 
Diamondsteel asks the PCs to look for him. She knows 
that  he feeIs a certain kinship with the e d e d  branch 
of the Corine family (see locarion EI 6) because of his 
own personal circumstances. In fact, Viridian went to 
Greenwood House to present Sir Slate Corine with a 
mastenvork chain shirt, and got caught up in the half- 
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elven noble’s plans to seize what he views as his rightfur 
inheritance. Will the PCS persuade Viridian to return to 
rhe shon, or will they get caught up as well? 

~37 .  m e  Q’UFNC:TFTNC~ 
The Quenching is the tavern where the ctafters and work- 
ers of the Blacksmith Guild retire for a d r d  and a meal. 
I f  one wants to meet the Guild members on a neutral 
ground, this is the place to do so. The Quenching features 
a large brass-bound quenching tub as its sign. The building 
itself is a half-timbered &air with a large common room. 

Private rooms for meetings and meals are available 
upstairs. Roast pork and spiced dark ale are the house spe- 
cialties. 

~ 3 8 .  WFYLRNRER’S SWORDS 

Weylander’s Swords is  a stout stone building with 
a large forge in the back. A rusted and pitted two- 
handed :,word is mounted above the door to the 
shop. The shop’s front door is made of heavy oak 
and has -he name “Weylander” branded into it. At 
any time during the day, the sound of  the forging 
of  blades echoes off the stone o f  the building fill- 

f the ing the air with the clangs and hammering o 
forge. 

The walls o f  the shop are lined with rack 
, . I  . .  

:s o f  
swords ana mere are several practice dummies in 
the center o f  the shop. Weylander expects that his 
customers will want to test their blades before buy- 
ing them. 

\X‘eylander i s  a master swordsmith, one of the best in the 
city Besidp making fine blades, he also makes trick weap- 
ons, such as sword canes, for the right customers. 

RESIDENTS 
WcyIandet IS a powerful man, hi5 body corded with 
mtiscles and covered with Scars. He keeps his bland hair 
Short and his face clean shaven, and his eyes are steel grey 
like the swords he forges.There i s  a brand in the shape of 
3 broken ?word over his heart. Weylandet does not talk 
about where he comes from or where he learned to forge 
swords. In truth, he is a hcretic priesr, exiled from his 
homeland. His abiliry to make exquisire blades a gift from 
the god of the forge. 

He is awisted by Atseli, a dark-skinned woman who is 
always rohed and veiled with a headscarf. She i s  also an 
d e  from 3 foreign land, having learned the swordsmiths 
art in defiance of her native traditions against women 
entering That craft. She and Weylander met by chance 
(though t!iey would call it fate) on the pafhs of exile and 
they have worked togethet ever since Arseli never speaks 
to anyone other than Wcplander and even then her voice 
rarely rises above a murmur. She crafts the knives, daggers 
and manv of the conceaIable blades for the shop. 

Weylander believes in promotin! 
working and bladesmithing, and he c 
suc apprentices despite his closed n; 
respected even among the weaponsn 
Quarter, and occasionally a dwarf is Sent to ai 
wirith him. An apprenticeship with Wevlandet i 
ered an honor within the Blacksmiths Guild i r  
(or perhaps because of) the aura of btuoding my: 
surrounds him. 

Weylander: Clr9JExpZ. 

Arseli: Exp8. 

Apprentices (6): Expl. 

r 
Weylander is not c 

1- _. -.. !.- I. 

bstentatious, and does not keep 
rriucri rrioriey in riis shop. There is 500 gp in an 
unlocked cashbox concealed under a heap of odds 
and ends in a corner o f  the forge (successful DC 15 
Search check to spot). 

4c:’r I VF‘lY 

The shop itself is usualIy watched by one of the appren- 
tices, Weylander preferring to spend his time a t  the forge. 
Those who wish to speak with him will be shown back to 
workshop where he will speak to them berween his tasks 
at the forge and anvil. Wevlander can enchant swords but 

he rarely does so cxceppr for commission horn the 
Guard, and usually then only for types ofmagic 
weapon (such as bane weapons). 

,: 
. .,. 
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The bhdes made by Vi'evlander himself and hrseIi  m 
of masterwork quality. Those crafted by his apprentices 
are ordinary 

HOOKS 
* A strange creature is hunting in the sewers. Weylander 

needs a drop of its blood to make a bnne weapon against 
it. He asks the PCs to obtain it for him in exchange for 
a magic blade. 
A g o u p  of tribesmen from Arseli's homeland have 
come to take her back. Weylander hires the PCs to keep 
Arseli safe, or to locate the leader of the tribesmen 50 

that he can negotiate with them for her freedom. 
0 Rumors abound of a powerful magical sword in the 

Humanoid District, over which the tribal chiefq are bat- 
tling. Jf they are true, Weylander wishes to inspect it. 

He asks the PCs to brave the Humanoid District to find 
out the truth of this matter. 

The City Guard is always recruiting and talented people 
can go far serving in its ranks. The Wall Guard can always 
use new members who already possess combat experi- 
ence, and the Civic Guard has need of a wide variety 

ot talents. PCs of a high enough level can parlay their 
experience and advanced ski115 into an officer's commis- 
sion right away, or immediate edistment with an elite 
unit, such as the City's Eyes or the Cadre Wkards. For 
PCs concerned with their reputation in the eyes of city 
residents, service in the City Guard i s  a relatively easy way 
to gain a modicum of respectabiliv, as the Guard is held 
in high general esfeern. Service in the Guard can also be 
used as a way of allowing the PCs to network within the 
city, as it can easiIy lead to opportunities to meet residents 
of all races, ranks and walks of Iife, including the wealthy 
and powerful. Feellow Guardsmen - especially those 
with deep roots in the city - can also prove an important 
source of useful connections. 

A Guard-centered campaign d be rather unusual in 
that it immediately places the charmers in a position 
of authority, but aIso puts them under the control of a 
higher power. This allows for a strongly mission-oriented 
campaign where the characters are given speufic tasks to 
accomplish under fixed deadlines, be they crimes to solve, 
conflicts to prevent or just another p a d .  If the PCs fail in 
their mission, their superiors will make sure that They pay 
for it some way, great or small. 

Guard service is also an excellent way to start a cam- 
paign in that it provides a reason for bringing the PCs 
together in the first place.They could all be assigned to the 
same patrol unit or Wall Guard garrison, if they are Eow- 
level fighters (or of any physical comkat-oriented class). 
Or they could be a newly-recruited investigative squad for 
the City's Eyes, or agents for the Mirror Guard assigned 
to work together on a special mission. Arcane SpehSterS 
can always join up with the Cadre Wkrds, of course, and 
find themselves artached to a City's Eyes team or a Civic 
Guard patrol. 

Guard service also provides an excelIrnt way to get PCs 
to familiarize themselves with certain parts of the city, QL 
explore many different parts of the city. A Civic Guard 
patrol unit wlll by the nature of its duties learn the ins and 
outs of its beat. A Cadre Wizard QT a City's Eyes team, on 
the other hand, could find itself in rhe Travelers District 
one day and down by The Docks on r h ~  next, even while 
working on the same mission. 

TAnLE F.1: GUARDS Dinmic~ RANDOM ENCOVNTCRS 

7 Off-duty Guard officers 

10 Lawyers 

Noble 

d2O 
1-3 
4-5 

6- 
a 
8- 

11-13 

74-15 

16 
? 7-1 8 

19 
20 
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Encounter 
Civic Guard patrol 

Off-duty Guardsmen 

Messengers 

Criminals being transported to the Law Courts 
(locatton F16) 

Escaped prisoner 

Tradesmen/Craftsmen 

Mirror Guard agent 

Zustun Academy cadets (see location F32) 



a wide a;ea around the main thoroughfare remains a 
constant bustle of activity all year roimd. Day and night, 
people of all races and creeds come t o  this part of the 
Travelers District. Some simply pass through on their way 
to another part of town, but most look for a bargain on 
adventuring gear, search for a warn  bed to sleep in for the 
n igh ,  or seek a place where they can enjoy a good meal 
or a srronq drink. Because of the conmntly flowing sea of 
people, this place seems crowded and disorganized, and 
sometimes even chaotic. 

From the moment they pass through the Main Gate 
(location DI) into the city proper, weary travelers can 
find refreshment, enjoyment and a place to rest. In the 
Travelers District, inns and taverns abound, and most of 
these businesses press close to the main thoroughfare. 
These establishments vie for foreigners' coin, even though 
there is plenty to g o  around, and many of them regularly 
offer seasonal discounts and rebates to first-time cwtom- 
ers or regular patrons. Every tavern and inn in this part of 
the city, however, enjoys its own peculiarities; not only do 
the owners and managers work hard to make rhcir pIaces 
of businew stand out from all the others, but thev make it 
a poinr of honor to do so. In the Travelers District, no two 
inns or taverns arc alike. 

Not as numerous or popular as taverns and inns, but 
nonetheless less impodant or practical, srores offering 
everything a traveler might need abound in the Travelers 
Districr. From good boots and waterproof cloaks to slow- 
burning lanterns and warm bedrolls, these settled busi- 
nesses oft'er a u  sorts of practical gear, which make them 
perfect fcr advenmring heroes ns well as mundane trav- 
elers in need of replacement equipment. Adding to the 
bustle of activiry, a vast number of street peddlers hawk 
food, dr ink ,  and what they refer to aq "local arts and crafrs:' 
They mainly operate in the thoroughfare, where every- 
thing can happen and all sorts of people can be met. 

Stables and other businessps, such as bakers, brewers, 
and bntchers, stand farther back from the thoroughfare. 
These places support the vlns and pirblic houses of the 
district, but most of them aZso supply the residents of 
the area a4 well as the occasiond travelers who would 

I #I., 
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securiry experts can thus find plenty of employment 
oppormnities in the Travelers District. 

Cutpurses also make a decent living here, but any 
thief who i s  not part of the Thieves Guild will soon have 
to deal with irs edorcers. 1n the Travelers District, no 
official organization offers protection to buwwsses in 
exchange for gold, services, or the exclusive righrs to 
supply them, but S ~ O S P  who know better are happy to 
provide “gratuities” to known members o f  the Guild. 
Smaller groups of thugs and smuggIers sometimes try 
to gain a foothold in the area, but the local merchants 
and businessmen remain strong enough to ignore such 
little fish. Only the Guild itself has the clout to enfotce 
its wiIl.. . and even they musf struggle sometimes in the 
unpredictable whirlwind of activity rhat defines this dis- 
trict. 

This busy thoroughfare c 
the entire district. All so 
*:&Le” - : A *  ,.rcL., *A - l  

structures to wide stone edifices o i  elabo 
designs. They house a wide variety o f  busir 
establishments: Inns, taverns, food markets, 
taurants, dry good stores, and a variety of 5h 

offering all sorts of different traveling gear. 

uts a wide swath through 
‘rts o f  buildings stand on 

C I L I I ~ ~  ~ I L X  V I  lllc uuvcu bheet. from ~ i m ~ l e  wooden 

RFSJDFNTS 
At all times, several hundred ro many thousands of people 
can be forind dong the main thoroughfare of theTravelers 
District. Common fork fil1 the wide paved street on their 
way to work in the morning or to a favcrite tavern in the 
evening. Merchants, wholesalers, and their employees use 
The thoroughfare TO bring their goods fmm one place to 
the next. Adventurers and other travelers search the main 
path for comfortabIe or dfordable accommodations, or 
for much needed supplies for their next journey. Children 
and youths play in the street, making the already busy 
route seem even more crowded. would-be healers, card 
sharks, peddlers, charlatans, and Street performers work 
in the thoroughfare, earning their bread by swindling 
others into giving them their money. Pickpockets abound 
(and thrive) in this part of town, and beggars can be found 
at  almost every intersection. Everyone who comes and 
goes from the city passes through here at some point 
-sometimes, it seems that  they are all passing through at 

once - and as a result, it is not a place for the timid. 
Those who know the Travelers District say that anyone 

can be found here. Provided one is willing to maneuver 
through a sea of people, representatives of any number 
of strange and foreign cultures rub shoulders with local 
merchants and adventurers, as well ;is the inevitable 
thieves and beggars. One must remain wary when jour- 
neying in the main thoroughfare, as ccluntless famished 
predators wait for the right victim. Although the city 
Guard patrols this area, they sometime!: turn a blind eye 
TO whar goes on in the street, overwhelmed by the sheer 
quantity of distractions and incidents great and small. 
XVliile they do intervene to settle particularly disruptive 
disputes, thev rarely pursue thieves who steal a single 
item from a merchant’s shop or lift a person‘s pouch of 
gold. If asked to do so, most Guardsmen argue that there 
is no point pursuing cunning pickpockets, as they almost 
always evade putsuers through the thick crowd. In fact, 
some Guardsmen in this part of town accept bribes from 
members of the Thieves Guild, whose i d h e n c e  is par- 
ricularly strong in this disnict (see location G3 for further 
details). 

The main thoroughfare i s  also a phce where count- 
Iess street peddiers who are unable to find success in the 
Bazaar District try 10 cam a living. Among them are a 
smaIl group of youths offering their services as guides to 
foreigners to any pan of the district; a couple operating 
from a battered wagon that sells salted meats of remark- 
able quality for half the usual price; a band of young thugs 
who sometimes intimidate lone passersby into paying a 
“righht of passage” fee; scores of old men and women, manv - - -  

This is the main road that runs through the ciry. The sec- 
tion rhat runs through the Travelers District i s  especially 
busy, bustling with activity a t  311 hours of the day and 
even most hours of the night. 

of them retired adventurers, sitting on street corners in 
silence as they watch the crowd go by; and a handful of 
cunning and daring swindlers who try to entice people 
into playing games of chance that most cannot hope to 
win. The number and type of NPCs in this location is 
literally beyond counting. 

r( 
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During all hours of day c 
and night, passemby, peddIers, tourists, locals, and the 
occasional entertainer trying ito earn a gold piece all fill 
the main rhoroughfare. Amidst the multitude of people, 
nobles’ carriages and merchants’ wagons pulled by mules, 
ponies, own, horses, and sometimes even humanoid 
hands work theirway through the stir. Children occasion- 
ally pIay in the busy thoroughfare during the day. Cats, 
dogs, and other domesticared animals also roam there 
as well. Within this environment, any number of things 
couId take place, from a random pickpocket ro a full-bore 
riot, 

HOOKS 
A young messenger woman seeks a foreign adventurer 
who frequently visits the cjty She seems desperate to 
find him and begs the PCs for their help, saying she has 
an urgent message to deliver. The man she seeks usually 
visits inns and taverns in the Travelers District when 
in town. If the Pcs help her, they discover the man’s 
murdered body in a dark alley, with aU his belongings 
stolen. The PCS must now help the runner locate his 
next of kin, but this wiIl require them to travel out of 
the city W h a t  is so imporrant about this message? Js 
this rhe location of a buried treasure, a great employ- 
menr opportunity, or simply a letter from a loved one? 
b downirodden jester spots one of the PCs and begins 
to mimic everyrhing he does. Unbeknownst to rhe PCs, 
the jester works for an organimtion from the ciry (such 
as the Thieves Gudd, Entertainers Guild, or any other 
trade group) which is interested in evaluating the PCs’ 

A simple two+story house made ofwood and paint- 
ed Bright red stands out amidst the other ertablish- 
ments o f  t he  main thoroughfare. A wide blue sign, 
also made of wood and standing 2 feet in front o f  
the building, CQntai f lS  three lines o f  bold yellow 
letters, written in Common, Elven, and Pwarven: 
“Barlon and Sons: City Guides.” 

I 

R I? S t I> E NTS 
Barlon (and now, his nine sons) have run a successful 
business for the last four decades from the ftrst floor of 
their family dwelhg, offering their services as guides 
to visitors from out of TQWR. A retired adventurer who 
fell in love with a citizen of the city and had a large fam- 
ily wirh her, Badon the Widower, now lets his sons and 
grandsons run the business. His eldest son, Darlon takes 
care of the administration while the other eight - now 
all rnasrer guides - specialize in different districts of the 
city. They also subcontract out assignments and train new 
guides. While Barlon’s progeny make up the majority of 
employees, they pe*iodically hire youths who know their 
way around town. AS least three dozen guides are available 
a t  all times, though rarely mote than one or two master 
guides and half a dozen guides are here at any given time. 
Almost one hundred people work for Barlon and Son on 
a part-time Or fidl-the basis. 

Barlon the Widower: Rog9. 

Dadon the Administrator: Expl5. 

Master Guides (2): Exp8. 

Journeyman Guides (7): Exp4. 

Apprentice Guides (2): Expl . 
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ttress lie a +3 short sword and a 
$t gold and mithral bracers of 

_n (worth 750 gp apiece). Darlon 
wears a pair o f  sandals of speed, a gift from his 
father. A total of 500 gp can also be found in the 
padlocked strongbox of the establishment (SUC- 

cessful DC2Q Open Lock check to pick). I 

ACT 1 V 
The services of an expenenced guide can be a genuine 
blessing EO someone visiting the ciry, especially a first- 
time visitor. For the price of 1 g p  plus 5 sp per district 
crossed, myone can hire one of Rarlon‘s experienced 
guides TO bring one person or group to any place in the 
citv For i gp, a guide gives a tour o f  the main attractions 
of anv one o f  the city’s disrricts. Also, there is a 2WL 
chance that any one of rhe experienced guides can also 
heIp with a request for a specific irem o f  equipment, 
directing his charge to a shop that will give a IU-W% 
discount to one of Barloris clients. All rnaqter guides have 
contacts with places of business within the district and 
can arrange a meeting with almost any resident, make 
sure an inn has a morn available, or even purchase items 
on a customer’s behalf. 

HOOKS 
One of Badon’s eqerienced guides approaches the PCs 
and offers his services for free, stating that he would 
be honored to serve heroes such a s  themselves ( t t ~ s t -  

ing the PCs to reward him anyway out of their own 
generosity, for more than the standard rate). The guide, 
cunning and desperate, works for an enemy uf  the PCs 
who holds his children hostage. He needs t o  lure- 
the PCS to a specific place (or alert one of his 
henchmen of the PCs’ whereabouts a t  a speufic time), 
where their enemy and his aliies can attack them. rfthe 
PCS uncover the ruse,  ill they take pity on the guide 
and help him save hi5 children? Or wiIl they slay him 
in the heat of battle against their foe? 

53* T H E  TIIIFVFS CjUILD 

This relatively small single-story hc 
stone some distance away from tF 
ougfifare would look quite ordinary \ 
the fact that several ragged beggars 
close to  it. 

can practice those panicular trades. However, the Guild 
sees itself as a legitimate trade organizat:on like any other. 
After a l l ,  it mediates disputes between i t s  members and 
protects their interesrs by reguhting who can practice the 
crdr and how The Thieves Guild’s met hods for keeping 
their members in h e  pay less attention to the hws of the 
city than with other trade guilds, but the Guild leadership 
belicve th;lr resuhs matter more than lpgality (especially 
when d e a h g  with thieves). 

u s e  of sandy 
re main thor- 
Mere it not for 
s sit or stand 

I 

RFSIDFNTS 
. There are many different gangs of thieves in the city 

but only one Thleves Guild. One could grirmble that the 
Guild i s  nothing more than a spiffed-up gang itself one 
that feeds off of bandits and cutpurses by regulating who 
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house located away from the main thoroughfare. However, 
it has a n  enormous secret basement containing the Guilds 
main offices, meeting halls, and treasury as well as sev- 
eral escape tunnels leading to other parts of the city. This 
house serves as the main guildha11 of the organization and 
the base oloperation oofits Inner Circle. It is not, however, 
the onlv safe house the orpnization has in the city. 

While the Thieves GuiId might seem loosely organized, 
it closely follows its own particular - and somewhat 
rigid - ?et of rules. The Inner Circle of grand masters 
(called worgs) Ieads The Guild. Their numbers consist of 
five elders - each of them with several decades in the 
organization - who make all the important decisions 
pertaining to the Guilds activities. The Inner Circle also 
regulates and protects each of the group's many guildhalls 
spread throughout the city 

Under the lnner Circle is a group of sixteen overlords, 
caUed wolves. Each operates within a different district of 
the city. Tlic Overlords handle all affairs pertaining to their 
respective guildhalls. Their jutisdiction, as well as those 
of their subordinates, is Lunited to a single district. Each 
verlord oversees a handful of masters (foxes), journeymen 
(dogs), and a few apprentices (pups).The number of opera- 
turs varies from one district to another, so not d l  overlords 
are considered equal. The more successful run vast thiev- 
ing operations and efficient informants' networks, whde 
the lesser ones still struggle to make their guildhalls inff u- 
ent within the territory of their appointed district. 

Cat burRIars, cutpurses, and bandits make up the major- 
ity of the Thieves Guild, but some select guildsmen work 
directly for the Inner Circle. These men and women, 
called hounds, play one of three roles. They a R  enforcers 
who protect their fellow guildsmen, but also keep them 
in line should they think about defying the Guild. Worgs 
of the Inncr Circle send enforcing hounds where they are 
needed, rhough a few of them work on a dairy basis for the 
overlords ro help keep their subordinates in check. They 
still report to the Inner Circle. 

Secondly, hounds sometimes become internal spies 
assigned to 3 particular guildhall. Although they appar- 
ently work as expens or masters for an overlord, these 
infiltrators report all incidents to the worgs of the Inner 
circle themselves. The practice keeps the overlords on 
their toes and ensures their loyalty to both the Guild and 
its supreme leaders. 

Finally, a growing number of guildsmen work as spies. 
They freqwndy go undercover, and often operate exclu- 
sively outside the Guild itself Trained by the Guild's 
hounds, thry repOK ro both the overlord of their district 
and to the rnembm of the h n e r  Circle. While the spying 
network remains relatively small, the Guild works hard 
to expand its operations and hopes to offer its services to 
a wider network of  patrons, such as politicians, nobles, 
and rich merchants from the city. In a perverse wayt they 
model themselves afcer the Mirror Guard branch of the 
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serve private interests instead of :  
the public good. 

Membership in the Thieves G 
While some exceptions can be ma-.- ,-- ___- _lll 

rienced rogues, for instance), members first nee 
accepted as apprentices (pups) and serve a master t 
a minimum of one year. Tliis apprenticeship can 
to six years, depending the wit, tdent, and a 
of the student, as well as the will of the master I 

him. Once an apprentice graduates, he becomes 
neyman (dog). Journeyman are recognized as 
(foxes) if they show exceptional talent and serve tl 
particdariy well. A master can become an overIord (wolf) 
only when he has proven himself time and again over the 
course of many years, both as a cunning thief and as a loyal 
servant of the organization. Members of the Inner Circle 
(worgs) appoint their own. Only overlords (wolves) who 
have served the organization loyally for many long years 
can hope to become worgs - but first a posinon must 
open. When a member of rhe Inner Circle needs to be 
replaced, it is only because he has passed away (from one 
cause or another). 

- .. 

hat rhey quite blarantly 

d to be 

last up 
mbition 
training 
a jour- 

masters 
le  guiId 

:€OX) for 

STqVINq Up WTTH 
THF THIEVES 5UXLD 

PC rogues may join the Thieves Guild, but they 
must start a t  the very bottom, as apprentices. 
Because of the rigidly hierarchical and necessarily 
suspicious nature of  the Guild, they cannot and 
will not trust anyone they don't know with a higher 
rank. Even as mere pups, the PCs will be watched 
closely by more senfor guildsmen, and even be sub- 
jected to initiation to prove their trustworthiness. 
The only possible exception to this rule might be 
a particularly notorious non-Guild rogue who has 
defied all of  the Guild's attempts to put him down 
- in other W Q ~ S ,  the Guild decides that it's easier 
to co-opt thFs particular competitor than stamp 
him out. 

The Thieves Guild provides numerous guildhalls (one 
in almost every district) where its members can meet in 
private, share infotma~on, discuss elaborate schemes, 
hone their skills, and purchase tmEs of the made a t  dis- 
count prices (up to 50% off of regular prices). Additionally, 
a guildhall offers bedding, stores of food, fully stocked 
kitchens, private offices, and training grounds for all 
guildsmen belongmg to it. Guildsmen may only practice 
their craft in a specific city district, but any guiIdhall 
welcomes a l l  members of the Guild. When a guildsman 
becomes too we34 known in a particular city district, the 
Guild relocates him (and often helps him take on a new 
identitv). Additionally, several safe houses, maintained 
and reserved for guild members, he in each city district. 
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.looking dwellings provide guilds- 
o hide or Test, as well a5 food and 
need. 
ilso provides i t s  members with a 

I in times of need. Though the Guild might enforce 
regulations for its members, it does not hesitate to 

a guildsman who has fallen on hard times or who 
y needs to be protected or relocated. It also never 
o XIVaTd giddsmeii who perform particularly well, 
ding privileges, rank, or monetary compensation to 
OST ambitious, loyal, lucky, or successful members. 
;uiId also has an unofficial agreement with the City 
€. When the authorities catch some of irs members 
b act. Guild representatives free the mlprit guildsmen 
bribes - or, when needed, blackmail. In  instances 
I the thieves face trial, the Guilds influence can usu- 
ither reduce their sentence or ensure The culprits' 
;e before they serve their hull sentence. This practice 
many gold coins to the Guild each year, but also 

guarantees the protection and good treatment of  a l l  its 
members (which in turn secures their lovalty to the otga- 
nization). 

Furthermore, the Guild's enforcers seek to prevent a11 
freelance rhieves from operating within the city proper, 
thus giving exclusive rights to thievery to rhe members 
of the Guild. Though this might be true in theory, sev- 
eral independent operators and competing gangs actively 
trouble the Thieves Guild's affairs. Small-time pickpockets 
and occasional burglars can be hard to catch in the act, 
and S Q ~ C  manage to operate freely outside the Guild for 
months ct even years before they draw its attention. Still, 
the Thieves Guild makes a serious effort to maintain its 
control over the c i ~ k  illegal activities, and the Guild's rep- 
urarion often discourages those who would dare commit 
burglary bv themselves. In the case of individuals whom 
the Guild finds particularly irritating:, they may even coop- 
erate with the Citv Guard in putting their criminal careers 
to rest. 

Every guildsman pays 3 monthly fee to the Guild, and 
he mwt  dm share a percentage of his earnings with the 
organization Apprentices give all their earnings tQ the 
Gudd, while journe-vman give up 50% of rhe money they 
make. Masters only hand OUT 25% of their earnings, while 
overlord!: and worgs do not pay anything.'rhe money they 
collect from their subordinates, however, serves IO pay 
for the maintenance of their respective guildhalIs and the 
manv safe houses spread throughout the city, as well as 
paying the salaries of freelance operators they sometimes 
hire, and the like. Guildsmen are assigned to one particular 
guildhall (nin by an overlotd) and can only practice their 
crdr within a single city district. They are also forbidden 
from partaking in Thieving or spying operations outside 
the Guild. 

Grand Mistress Viranah the Magician, Worg: 
Half-elf Rogl41Sor5. 

Grand Master Nordek the Pitiless, Worg: R0g7 8. 

Grand Master RorF the Bull, Warg: RoglZ/Ftr6. 

Grand Mistress Zirelle the Shadowy, Worg: 
Rogl6. 

Grand Master Burivan the Sly, Worg: Elf Rog9/ 
Wis7. 

Grand Master Ezerlan the Mindful, Worg: Dwarf 
Rogl5. 

Master Hounds, Guild Internal Spies (40): Rogl2. 

journeyman Hounds, Guild Spies (20): Rog 8. 

Journeyman Hounds, Guild Enforcers (60): Rog 
5]Ftr3. 

Foxes, Master Thieves (70): Rog8. 

Dogs, journeyman Thieves (SO): RogS. 

Pups, Apprentice Thieves (YO): Rogl. 

Treasures abound in the vast undprwound labv- 
rinth of the Thieves Guild, 
glar who wou1d rob thieve: 
the many deadly traps, wnlc 
and defeat the guildsmen who guard tne wealtn or 
the mast influential organization in the district. The 
traps here are left to the DM's discretion, but may 
include anvthing found in the Dunwon Master's 

Y 

but the ambitious bur- 
i will first need to avoid 
ick the countless vaults, 

I ,  I ,  r 
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Guide - or even worse perils. Remember that no 
one IS quite so careful about his own treasure as 
someone who knows well how to steal. 

n c'r Ivr n 
No one can entPr the main guildhall of the Thieves Guild 
imnoticed; it is constantly guarded by enforcer Hounds 
disguised as beggars. Only members of the Guild can 
freely walk inside the premises. and thieves in disguise 
guardiug the area accost any non-meml,er who approach- 
es the budding. Non-members seelung ,In audience might 
be allowed inside after they pay a proper bribe and explain 
their business to a mastet (fox), but only ifthe worgs deem 
them or the reasons bringing them 'to their main guildhall 
important enough. Those most familia- with the Thievcs 
Guild do not dare apptoach this pIace. For &airs pertain- 
ing to the Travelers District, rhey instead consult with 
OVeTSeet Faribar rhe Furious (location G35).  
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ber ot the lniier Circle, hires the PCs for protection. 
Burivan, although not particularly fond of Viranah, has 
no plan? to act against her, a d  may in fact become an 
importniit ally if she doesn't kill him out of pure para- 
noia. The true threat comes ftom Rori the Bull, who is 
hoping that ~ i r a n a h  will strike against a non-threaten- 
ing member and  plunge the Guild into internal warfare. 
Will the PCs realize that Rod the  Bull cames the real 
threat? Will they be able to prevent him and his allies 
within the guild fcom taking their employer's life, will 
thev help eradicate the threat and stabilize the power 
struchrre within the Guild? If 0 1 i t  of the Wotgs dies, 
who wi!l take his or her place? Will the PCs witness the 
beginning of a new era for the organization, one led by 
a single Grand Master who rules with an iron fist? 
The city Council hires the PCs t o  infiltrate theThieves 
Guild in an attempt to learn the internal structure of 
the organization, th? composition and identity of its 
Inner Circle. and any secrets the group may possess 
(including rhcir dealings with other groups, such 
as smuqglers and money launderers). This delicate 
operation, though highly profitable, is not without risk. 
The Thieves Guild treats hostile spies and saboteurs 
as would anv military organiution - by executing 
them. 

,- 

Other places offer lodging 
mules, and other steds,  but 
the district has to offer. The 
hands, but true experts in th 
burden . 

)le5 painted dark green 
Travelers L- District. 

, food, a n d  care for horses, 
the Main Stables is the best 

staff here are no mere stable- 
e care of horses and beasts of 

RFSIDFN'I'S 
Rovan Mvlulefriend has been 
almosr haIf a century. A grot 
officially work for him, but 
senile, is no longer capable o 
StiII, he remains officially ir 
employees work hard to mal 
selfinto trouble. A young elf 
learned her tradp from him, 
operations of the establishment. She is gsatefuI to the old 
mail, who rook her off of the street, and now makes sure 
that everyone treats him with the kindness he deserves. 
Other ernpIoyees pitch in when they can: working extra 
shifts, running interference with the customers and mak- 
ing sure that Mulefnend's legacy i s  untarnished by his 
current condition. 

Rovan Mulefriend: Expl 0. 

Innarah: El f  Exp8. 

Master Hostlers (6): Exp6. 

journeyman Hostlers (1 2): Exp4. 

Apprentice Hostlers (14): Expl. 

Years a simple leather necklace 
TrOm which hangs a rare green pear! worth 300 

Id a hidden r Rovan Mulefriend \ 
I .  rn I 

running the Main StabIes for 
xp of experienced employees 

MuIefriend, now aged and 
f handling ownership duties. 
L charge of the place and his 
ke sure he does not get him- 
woman named Innarah, who 
rakes care of the day-to-day 

- 

gp. Innarah carries a silvered dagger a r  
pouch holding 250 gp. 

A CTIVIT1' 
For the sum of 4 sp per day or 15 g p  per month, anyone can 
stable his steed here. These prices inclrtde feeding, groom- 
ing, and daily exercises supervised by a master hostler. 

ETOOKS 
* Horse thieves recently stoIe several steeds from the 

Main Stables. Rovan hires the PCs to track them down 
and bring the horses back (they each belong to a ddfer- 
ent patron) - a n  endeavor that leads the PCs far from ' - 

the city into the wilderness The thieves are part of a 
largc band of brigands. Will the PCs be able ro use guile 
and stealth to steal the horses back and return them to 
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the cin-p Or will they discover that something mt 
t e m 5 l e  lies behind the existence of this group (such 
a growing cult of demon worshipers or an import; - network of slavers)? 

55. THE PATNT'FD TARqFT TAVFRN 
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This clean whitewashed building appears to be a 
typical tavern in many respects. The food is good, 
the ale is  stout, and the clientele are a little rowdy, 
but no more so than is typical for such establish- 
ments in the Travelers District. A sign depicting a 
bullseye hangs above the door; passersby with a 

as 

int 

bit too much ale in them otten take to shootlnR a t  , 

IF a isrup wnnnm W ~ P P ~  Z T T I X P ~  ~n xnp wail d t  o m  

- 1 - 
it with arrows and every ~ Q W  and then, the owner 
needs to have i t  replaced. The only unusual fixture 
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end o f  the main room; it 's designed to spin a t  the 
slightest push and has an obvious mark where a 
person can be affixed to i ts surface. 

RFS IIE F N'I'S 
What makes the Painted Target unique isn't the Iayout, the 
food, or the customers. It's the entertainment, which the 
owner Pete Ryethistle has incorporated into every aspect 
of tavern operation, He's a knife-thrower, who spent his 
formative wars performing with a traveling camivar 
before settling here to enjoy his retirement. But be found 
he couldn't keep the old life OUE of his biood, and so five 
nights a week, he puts on a dazzling performance with 
flying blades and close shaves. His subjects are always 
women - volunteers 8 the crowd seems ripe for it, the 
barmaids ifciistomers prove less than willing. In ten years, 
he has yet to draw blood, so those who know him have a 
lot of confidence in his work. Any customer who submits 
to being his assistant for a single performance gets all food 

a percentage of the evening's take. An.r wwman hoping 
to get a job at the Painted Target must endure a round 
on the spinning wheel before they are even considered, 
and Ryethistle has been h o w n  to make similar demands 
upon those asking for information. 

Pete Ryethistle: Rog8. 

Barmaids (5): Com3. 

Besides the evening's take (which runs in the 
neighborhood of5S75 gp), and the 'ood and drink 
itself, there is little o f  value in the Painted Target. 
As a traveling performer, Pete Ryethktle was always 
used to living on thin margins, and he runs his 
business the same way. 

ACTIVITY 
The tavern i s  always packed to the gds  around per- 
hrnance  time, and bets circirlate over who will be 
Ryethistle's assistant for the evening. Though they would 
never admit it, many of the regulars are there to see if 
Ryethistle wiu finally lose his touch. The tavern Owner 
often punctuates his basic routine with other acts of 
knife-throwing brilliance, such as sl ic in~ bottles in half or 
knocking open spigots from across the room. His talents 
with thrown weapons have the additional. benefit of dis- 
couraging patrons from causing trouble or skipping out 
on the bill. EventuaUy, Ryethistle knows he'I1 grow too 
old t5 keep up the act. When that happens, he'Il have to 
decide between taking on a new knife thrower or closing 
up his "retirement" tavern for good. 

HOOKS 
0 A cantankerous customer has sabotaged the spinning 

table so that Ryethisrle will inadveflmtly kiU whoever 
his next assistant is. The Pcs spot if. Whether or not 
they use this knowledge to avert disaster, the tavern 
owner begs them to find out who is behind the despt- 
cable act. 
A suitable PC from within the party is asked to take on 
knife-throwing duties on a part-time basis. It's a good 
source of income and can ler the party use the Painted 
Target 3s a de facto base for his operations. At the DM's 
discretion, successfd knife-throwing can also earn XP 
far the PC. 

9 Similarly, Ryethistle challenges a n  appropriate PC to a 
throwing contest to see which one is the better blades- 
man. He offers to split the evening's t&e with his oppo- 
nent in payment for his efforts. 
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A few small dwellings stand in front of this mas- 
sive five-story high structure, which faces the main 
thoroughfare. Built from tare imported wood of a 
satiny golden hue and harboring modern architec- 
tural designs, the building’s exterior stands out in 
the midst o f  the older and often drabber establish- 
ments o f  the district. An amalgam of dwarven, 
&en, and human concepts were clearly used in 
the design, and despite its strange shape, its overall 
appearance remains quite remarkable. At the top of 
the building, a wide banner of  pate blue silk floats 
gently in the soft breeze; the words, “Kaman’s Inn’’ 
are sewn upon it in thick golden threads. 

J 

As with taverns, inns abound in this part of town. Though 
a few stand out, none can match Kaman’s Inn in sheer size 
or sryle.‘rhe strange design of the exterior is well matched 
by what can be found inside. A multitude of different 
tiers, connected to m e  or mow other levels by elaborate 
staircases and cunnin& shaped passageways, effectively 
separates  he different sections of the Inn. Each tier offers 
clients a different atmosphere. 

RE STD F Q’I‘S 
Ornia Kaman rims Kaman’s Inn. Ownership of the place 
is split between various members of her family, whom one 
may accurately describe as human nouveau riche attempt- 
ing to elevate the prominence of their name. She employs 
talented chefs and barkeeps, and dedicated manservants 
and chambermaids. Senior Chef Crootion’s delicacies are 
the talk of the city’s gourmands, and the customers found 
here range from wealthy locals ta our-of-lowners looking 
for someplace exotic to stay. 

Ornia Kaman: RogSjWiz 6. 

Crotion: Expl3. 

Chefs (2): Elf and dwarf Exp7. 

Assistant Chefs (731: Exp3. 

Barkeeps (4): Corn4. 

Servants and Chambermaids (25): Corn3. 

A heavy, Ixked iron coffer (successful DC 25 Open 
Lock check to pick) in the inn’s basement holds 

sive 
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from 2,030 gp. Ornia also keeps am exten 
spellbook and a wrand of magic missiles on he 
all timer. 

hive dmerent qections 
They cater to the clien 
or order food rhey can 
able o f  these, simply 
fish and seafood. Cour 
rate the walls of the t 

stink of its cuisine can 
Another interesting cJ 
b u n d  Room, attracts 
a large bar offering si 
Though the Round Rc 
alcoholic beverages, t 
service extremelv qui( 
is indeed perfectly rou 

The middle tiers, d 
and offer some of the 
the city‘s three main t 

compose the lower tiers of the Inn 
t d e  who wish to have a quick drink 
I take with them. The most remark- 
called rhe Fishery, offers palatable 
ttless dried and varnished fish deco- 
otherwise simple room, where thc 
be almost too much to bear at times. 
iarnber on the lower tier, called the 
a fair number of locals. It harbors 

trong d r d s  at competitive prices. 
)om offers only a limited variety of 
he atmosphere is inviting and the 
:k. As implied h its title, the room 
ind. 

I. 

wee in all, serve more formal fare, 
finest cuisine prepared by each of 

aces. Many connoisseurs argue that 
en cuisine remains of unsurpassed House Lavender‘s elvt 

qualtty, but House Graymed’s dwarf food and House 
Skyblue’s human food has their share oE supporters as 
well. While the dwarven and elven restaurants still need 
to become popular, the human chefs workrng at House 
SkybIue attract many residents of other parrs of the city, 
who frequently travel here to dine. 

A wries of rooms offering di€€erent ambiances for dif- 
ferent prices, compose the upper tiers. Vast and boldly 
decorated, the atmosphere they provide cannot be found 
anywhere eIse in the city: a simple but camfortabIe cot in 
the middle of a redistic woodland decor, a restful place 
upon what seems to be a wide beach of golden sand; a 
heart-shaped scarlet room with BR oversized bed for new- 
lyweds; a librarian’s study fded with fake ancient tomes 
and thick sofas; a tomb-Ltke chamber drenched in shadows 
offering a wide coffin as a bed; and so on. Kaman’s Inn 
o f k s  daily, weekly, and monthly rates to its customers, 
but prices vary from two KO four times the price of a good 
room a t  a more typ~cal inn 

The restaurants of the second tiers and the simple ceun- 
ters of the first tiers see all sorts of people pass through 
Because ofthis and the fact that the phce became popular 
among those who can afford it, anyone can meet almost 
any body in &man’s Inn. Many people view this respect- 
able and stylish inn as a good pIace to hold private meet- 
ings, especially when they want to impress those not 
famihr  with what the establishment offers. 

HOOKS 
The Pcs witness a young boy stealing from one the 
Kaman’s Inn patrons. The boy, obviously too young 
to belong to the Thieves Guild and too clean and well 
dressed to be a simple street urchin, attempts to evade 
pursuit in the busy main thoroughfare. If the PCs tnves- k 
tigate, they learn that the boy recently joined a small 
band of daring youngsters from the NobIes Distnct who 

I 



UI I L . 4 1 ,  V U L  I Y I  L l l l  . * A 1  1 1 1  "l *&. I" 111 

his small group or wiIl they leave 
done? 

G J .  SOFILL'S DRY GOODS 

I 

, 

J I  3 

A large, oddly shaped four-5 

r d r r i j  d r iu  d ueue pearl Iwvriri JWU gpj, a5 well as a 
+3 keenflornhg dagger. 

tory high building 
dominates this section of town. Built from different 
kinds of  woods - all faded to a dull brown gray 
shade - the vast 5trubure resembles nothing so 
much as an amalgam o f  different barn-like struc- 
tures roughly assembled by inexperienced carpen- 
ters. Several simple doors and a few very large ones 
lead one into the structure a t  various locations, but 
iron grills bar all o f  i ts windows. Bald yellow letters 
have been painted directly upon various walls of the 
estabiishment, just under the high roof; they read, 
"Sofill's Dry Goods." 

I 

Sofilh Dry Goods offers equipment, rations, cheap SOLI- 

venirs, and practically anything one needs €or the road. 
Located in a huge batn-like building behind Kamaris 
Inn and near the main thoroughfare, Sofill's is not The 
only such establishment in the Trade r s  District, but it is 
the largest. Most of it customers are advenrurers, SCOUTS, 

explorers, and other travelers who need to buy gear a t  

economical prices. Locals and more careful, sophisticated, 
or picky adventurers usually avoid the place altogether. 
Still, sofill's Dry Goods remains one of the most popular 
and lucrative stores in the district because of it5 variety 
and bargain prices. 

The various additions built onto the original store 
throughout the many years now form a single massive 
structure that resembles a barely habitable wreck. Inside, a 
maze of shelves, counters, and cabinets displav all sorts of 
equipment, food rations, and cheap 'local arts and crafts." 
Moving through s o f a s  Dry Goods can be a considerable 
chaIlengr when customers fill the place, though shop 
attendants and department managers can help patrons 
navigate through it. 

RESIDENTS 
The proprietor, one Likaron Sofill, run5 Sofill's Goods 
with a dozen managers, each in charge ofa specific depatt- 
ment. The place also employs several attendants to guide 
shoppers, as well as many general laborers. Each of the 
vanous departments offers different sorts of items: weap- 
ons, dothing, armor, adventuring gear, speciahed tools, 
salted meats, dried fruits and assorted vegetables, low qual- 
ity painting and sculptures from the three main races, 
cheap local crafrs presented a s  souvenirs from the ciw, and 

--..lA._I_ 
7 so on. In truth, however, there i s  little forma1 oreaniza- 
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tion to the place, making a mockerv of its "departments." 
Thus, cans of salted pork tongues, dream catchets made of 
pine and feathers, and climbing picks can be found in the 

A c r i v i n  
During business hours, from dawn to dirsk, characters can 
find almost any mundane item at Sofds Dry Goods, with 
the exception of animals and transportxion items. Prices 
are no higher than those listed in the Player's Ehnibook,  
and sale prices mark down to as much as 50% off. On 
average, Sofili's offer most items a t  a 10-30% discount, but 
their entire stock is of middling qualitv blades might rust 
fas.ter; a tool might break more easily; and a t r a i l  ration 
might not be as tasty OT sustaining as it could have been. 
Certainly, ~ Q U  will not find magic items here. 

l I O O K S  
Norfinna, a young member of the Thieves Guild oper- 
ating in this district, approaches one of the PCs while 
he shops at Sofill's. She uses her charms and natural 
good looks to seduce him, and attempts to convince 
him to lend her the money she needs to purchase an 
awful painting said to be a reproduction ofa great elven 
masterpiece. If the PC falls into her trap, she promises 
to repay him within one month, and in the meantime 
encourages him to woo her further. After  several weeks, 
during which time Nolrfinna evaluates the PC's worth, 
she robs him of a l l  valuables and disappears into a safe 
house the Thieves Guild operates, siruated in another 
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district will the PCs prevent her from committing her 
dastardly crime or will they need to chase her through 
the city streets7 Wdl they be able to locate her once she I 

5 8. T H  F BUTCH F E'S S H 0 P 
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has evaded them or will ;hey be able tQ retrace her steps 
to her secret hideout? 
Two customers argue over who should be allowed to 
purchase the last ivory pipe avaiIable in the store. A 
fight breaks OUT and the PCs witness the affair. The 
two men want to purchase the item at all costs, and 
offer a large sum of money to the deparnnent manager, 
who then calls Likaron to handle the dispute. If the 
PCS imwtigate, they Iearn that the pipe, presented as 
barbarit. memorabilia from a faraway tribe, was actually 
stden h n  the Mausoleum in the Dwarvcn District 
(location AIO) and is in fact a valuable anifact beiong- 
ing to m e  of the city's noble human families. One of 
the combatants i s  an agent of the family, while another 
is a merchant, who hopes to buy the item cheap and 
then sell it back to the fmilv at an d a t e d  price. 
Which side will the PCs' take? Will they make a friend 
or an enemy of the noble family? Will they investigate 
hew thP pipe was stolen from rhe sacred Mausoleum 
or will they simply insist on bringing it back W h e w  it 
belongs? 

P4 WlUC', hqud'r UUl 

east of Sofill's Dry 4 
, built structure h a s  

dows reminiscent 
A wide stone slab 1 1  

L 

which faces south. The words, "The Butche 
Shop" is carved in it in Common, Elf, and Dwarf 

.̂' 

I 

iutrig V I  u d i K  grdy 5rone stdrids 
Zoods. The massive and Simply- 

a flat rooftop and square win- 
d ancient dwalven architecture. 
ies in front o f  the establishment, 

Jffers all sorts of fresh meats to local 
places of business throughour the city. 
and city merchants make up most 

Butcher's Shop's smaU meat counter 

- 
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The Butcher's Shop 1 

inns as well as other I 
Though wholesalers 
of its business, the ' 

asaacts a fair numbe, vl y'yLLu..+ ilcurr15 Rll.YIl oyL- 

cialry meats in small quantities. It also sells a variety of 
high quality salted meat well-suited for the r o a d  a favorite 
of many adventures since the meat not only tastes good 
but also lasts twice as Iong as similar products (though it 
costs twice as much). 

RES I I3 FNTS 
Dwarves of the Scarletaxe clan originally built the pIace 
that would evenrually become the ButcherS Shop, but they 
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All sorts I 

Shop, but 
board und 
private ck 
(worth 50 
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sr Redapron, Grand Master Butcher: Dwarf 

r Butchers (2): Dwarf E x p l 2 .  

yman Butchers (20): Exp4. 

If fresh meats abound in the Butcher’s 
the only wealth lies within a hidden floor- 
er Korrnor’s bed, in the Master Butcher’s 
iarnher It contains nine bloodstones 

gloves 
.I a sack 

- - _  . 

gp each), a pair of plate iron 
.ed with jewels (worth 2,000), ant 

holulng 300 pp. 

H 0 0 1 i S  
The PCs are hired to investigate the disappearance of 
an elf from one of the four noble families of the Elven 
-. . . r  1 . . .  1 . 1  .1  . 
Uishxt. Atter a long mvestrganon, wnicn prirs rnem 111 

contact with many d o r m a n t s  from both the nobility 
and the underworld, the Pcs hear rumors suggesting 
that there are humans and dwarves who kiIl elves and 
want their bodies to disappear sometimes cutting their 
victims into pieces, which are later sold a t  the Butcher’s 

,’ g, 
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Shop. Some of the more elaborate rumors hint that 
the murderers are tied in 50me way to the Priests of 
Calamity (location 351, the cult of chaos and destruction. 
rhcse rumors are u n m e ,  and PCs who suggest other- 
wise will insult Redapron and his butchers. Why are 
such vicious stories circulating? Did competitors from 
another district or an ehen whoIesaLer (likely affiliated 
wirh the House of Aer) whom Redapron refused to do 
business with start them? 
A member of the Thieves Guild has infiltrated the 
Butcher’s Shop. & m o r  discovers that his new butcher 
puurposefulIy poisoned meat, and caught the man red- 
handed. He hires the PCs to uncover the man’s accom- 
plices, and what he was trying to accomplish by ruining 
the produce and reputation of the establishment. If the 
PCs agree, they might learn that smugglers who have 
long wanted to sell valuable (and somi:times illegal) raw 
meat from exotic beasts to the Butcher’s Shop hired the 
Thieves Gudd to s d y  i t s  reputation. 

59. ERFSH PRODITCF: MARKFT 

This wide, wooden, single-story structure faces 
a large park of  neatly cut grass. An oval platform 
stands in the middle of the green area, from which 
peddlers offer all sorts of fresh produce and criers 

L 

invite people to visi t  the newly built Fresh Produce 
Market. Large doors that remain open during the 
daytime mark the northern side. Through these 
doors l ie ~ Q W S  of tables and counters filted with all 
sorts of fruits, vegetables, and other farm produce 
such a s  honey and milk. 

Foreign proprietors of large and highl:r siiccessfirl farms 
financed the construction ofthis new building, hoping to 
create a lucrative establishment with rvhich they would 
gain a foothold in the city. While it is still too early to 
re11 whether the venture of these agricdhtral bourgeois 
will succeed or fail utterfy, the Fresh Produce Market is 
a welcome addition TO the many shops and businews of 
the district, who lack the time to travel nut to the Farmers’ 
Market in the Bazaar (location D4). Travelers, however, 
rarer? reach this area, and get most of their produce from 
the Farmers’ Market. Still, many I Q C ~ S  and foreigners 
come here on a daily basis. 

RFSIDFHTS 
About 40 merchants own small stalls a t  the Fresh Produce 
Market. Morik Stell, the ~ O S T  d u e m i d  of the lot, works 
a t  the area’s largest stand. Once a rich and successful busi- 
nessman, Stell recently fell on hard times and was forced 
ta take on empZoyment selling produce for ;1 foreign 
nobleman with substantial agricultural holdings. His fel- 
low merchants respect Stcll, however, and they regard him 
as one of the most cunning and charming sellers in the 
business. The man also has ambition. He has developed 



TRAVELERS DISTRICT 

a network of contacts throughout the city in the hope 
of finding someone who will loan him gold coins with 
which he may return to his positiona moneylender. Stell, 1 

910. THE HUNTERS* LOT)$€ 
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however, knows t ha t  he must tread carefully in the city, 
and he takes his sweet time, content (but not happy) to 
simpIy sell produce i n  the meantime. 

The merchants and patrons of the Market typically 
carry pojiches of coins (of various values, ranging 
from 5-20 gp total). Morik Stell also holds a silver 
comb wcrth 75 gp (recently lifted from a customer), 
a masterwork short sword, and a pouch containing 

33 gP- 

Morik Stelf: Rogl3. 

Merchants (40): Expl-5. 

A C T I V I T Y  
Character? can obtain all sorts offresh foods a t  the Market 
- mostly exotic fruits and vegetables, though B some 
more mundane varieties are thrown in as well. If they 
appear as strong warriors or successful adventurers, Stell 
might apFTOach them to see if they can help him rekindle 
his old business. He needs two things: people who can 
Iend him a large sum of money at a reasonable interest 
rate and a few loyal strong a m 5  to take on the role of 
bodyguards and enforcers. 

HOOKS 
* Morik Stell hires the PCs to recover a stolen trea- 

sure from Tomlin Goodberry and the Shopkeeperk 
Association in rhe Docks Disrrict (location M42). He 
explains that Goodberry stole his valuables and essen- 
tially pirt him out of business. d the PCs agree, Stell 
pays them a sum eqmI to 20% of whatever treasure they 
bring back TO him, plus the possibility of further work. 
Is Stell telling the m t h  or is he using the PCs to make a 
quick profit at the expense of the innocent (in this case, 
at least) Goodberry? Why did Goodberry want Stell out 
of business in the first place? 
U R ~ ~ Q I V I I  to most of h s  peers, SteU stole money from 
a rich patron. With it, he hired two bodyguards (dis- 
guised as assistants) and found someone to Iend money 
to, at a rmsonable interest me. But when his new clienr 
disappears and the rich patron from whom SteIl stole 
remrris with the city Guard to accuse him of theft, he 
quickly Finds himself stuck between a P Q C ~  and a hard 
pIare.  ill the PCs agree to locate SreIl's recalcitrant cli- 
ent and return the money? Or udl they prefer to uncov- 
er evidence that might incriminate Stelland prove that 
he stole from the patron in the first place? Does Stell's 
client work for the rich patron, who planned the whole 
affair from the get go? 

Lull U U I I U ~ I I ~  IllCIUC V I  3 L U I W r  L I I I I -  

> the thorouehfare. Reminiscent 1 
Y 

o f  a typical hunter's cabin, the simple exterio 
design holds a wide wooden sign depicting a set o 

- I  rr _ . . . I  ~ Ln I . I stag s anriers. insic 

rustic but comfort; 
fireplace. A long cc 
fead to different pri 

r 
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ge, a wme common room overs 
able sofas huddled near a warm 
)rridor and a set oftimber stairs 
ivate rooms. 

The Hunter's Lodge offers comfortable bedding at eco- 
nomical prices. Simple breakfast is included in the price 
of all moms, but it5 kitchen offers nothing but fresh h i t s ,  
newly baked breads, goat milk, and dried nuts. Considered 
by many to be the best place in rown to get a comfortable 
mom a t  a modesr price, the Hunter's Lodge remains a 
favorite of those who miss the wiIderness. Many adven- 
turers frequent the establishment, but some city dwell- 
ers doing business in the Travelers District also use the 
Hunters' Lodge. Each ofthe inn's many moms is decorated 
with trophies from a particular type of animal or magical 
beast. The innkeepers refer to each of these rooms by the 
trophy it bears: the Boar boom, the Elk Suite, the Lion's 
Chambers, the Owlbear Cage, the Hippogriffb Vault, and 
so on. 

RESIDENTS 
The Lodge is owned and run by Serkis, a retired adven- 
turer, and his daughters Sonia and FaatuaUa. They hire a 
handful of competent innkeepers, but most ofthe employ- 
ees come from the local populace, who work as chamber- 
maids, busboys, and gardeners who make sure that the inn 
and its surroundings remain clean and hospitable. 

Serkis: El f  Rgr9. 

Sorria: Half-elf Rgr7. 

Fatualla: Half-elf Brd4. 

Innkeepers (4): ExpS. 

Chambermaids, Busboys, and Gardeners (13 ) :  
Coml. 

The strongbox (Successful DC 18 Open Lock check 
to pick) o f  the Hunters' Lodge, found in Serkis' 
office, holds a total o f  400 gp in assorted coins. 
Serkis himself wears a ring ofspell turning and a 1-4 
leather armor under his finery. Many o f  the trophies 
found in the Hunters' Lodge could also be sold to 
natural museums, collectors, and researchers for 
anywhere between 50 gp and 250 gp apiece. 

r 

F 
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Aside from old furniture and kitchen accessories, 
the only valuables a t  the Blessed Saints Orphanage 
are a small golden statuette of  an appropriately 
benevolent deity (worth 300 gp in arly temple) and 
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,hies of the Hunters’ Lodge came to life 
s patrons. Several people were maimed 
Ihy fell to the floor, lifeicss once more. 

kis hires the PCS to uncover whu is behind the 
inge magic that put life into it. They discover that an 
enemy of the ranget W X ~ E S  the retired adventurer 

1 his two daughters dead. Why does this wizard hold 

the other dwellings ofthis part o 
ofdouble doors made of  sturdy 
the simple structures, but stroi 
L_ :-A -r L,*L c,.- -c--. .  

h a grudge against Serkis? 

T H E  BLFSSFD SAINTS 
HANACjF 

Two large sandstone bulky buildings stand out from 
f the district. A pair 
oak give access to 
qg iron bars block 

irie WI I ICIUW~ Y I  uulll I I V C  hLUlr-high edifices. The 
words, “Blessed Saints Orphanage” are engraved 
upon the stone above the double doors on the 
faqade of each building. 

Because of the constant traffic through the Travelers 
District, patentless children often find their way to this 
part of the city, figuring that the sheer numencal odds 
rvill turn up someone to help them. Others are sometimes 
literally !eFt in the district bv their departing caregiv- 
ers (it bemg easy to hide such a heartress deed in plain 
sight), thus forcing them IO fend for thernscIves. The City 
Council and the cIergy of the Spire long ago purchased 
rhese d i k e s  to convert them into a simple orphanage. 
They did this in order TU sa t i s f y  a growing demand from 
the local popdatien as well as horn strangers visiting the 
city who found that there were Just too many parentless 
and homeless yoringsters left to fend for themselves in 
this part of town.The orphanage w a s  thus eqrablished not 
only t o  accommodate the children, but also to assuage 
public oyinion about the problem. 

Since its foundatton, the BIessed Saints Orphanage 
has welcomed countless homeless youths into its halIs, 
offering them food, lodging, and rudimentary education. 
Run by the clergy of several faiths and financed by rhe 
City Council, the Orphanage welcomes any child in need. 
Those who run it also work hard to keep the children 
off the streets, lest they fall mthin the sricky web of the 
Thieves Guild or some other sinister agent. 

J1 S I DF VTS 
Currenrh, Bishop Charles Urdanus (of the Children of 
rhe Creator) and Priestess Elia Meloka the Pure run the 
orphanage. Several other clerics and commoners freely 
give their time PO help them care for the children. While 
the vohmteer clerics handle the children’s education and 
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hand at different other tasks, such as watching over the 
chiidren, helping prepare food, and so on. Overall, almost 
200 children and youth? live a t  the orphanage, includ- 
ing a small band of disgruntled teenagers led by Virian, 
a delinquent human female who secretIy hopes to join 
thp city’s infamous Thieves G d d .  She desires the skilIs 
they can teach her, in order to one day avenge the murder 
of the her parents - that IS, if she can find whoever was 
responsible. Vinan’s small gang is neither strong nor truly 
menacing, since tts members are inexperienced yourhs 
who content themselves with occasional petty thefts and 
acts of vandalism. Many elders working a t  the Orphanage 
fear t h a t  Virian and her group might become a bad influ- 
ence on the orher children. They also suspect that she 
might develop into more than just a nuisance if allowed t o  
coniinue in her ways. 

Bishop Charles Urdanus, Headmaster: CIr6/8rd3. 

Priestess Elia Meloka, Headmistress: Elf Clrl 0. 

Volunteer Clerics of the Spire (7): Clr3. 

Volunteer Layfolk (22): Corn1 . 

W a n :  Rog2. 

Street Rats (10): Rogl . 
Orphans (182): Corn1 

L 

a recent tapestry representing the Orphanage in 
fine colorful threads (worth 400 gp). 

A C ‘ l ’ l V I ‘ f T  

Th? Blessed Saints Orphanage welcomes visitors all year 
round. Bishop Urdanus and Priestess Mzloka meet parenis 
looking to adopt children at any time --.they’re more than 
happy to help find homes for some of their little ones. 
Ther do not give up the children easily however. Parents 
wishing to adopt must be upstanding members of the 
city, possess legitimarc jobs, and be able to support and 
care for children. Potential adoptive parents must prove 
their credentials to both Headmasters. With the help of 
volunteer clerics, the Headmasters investigate any poten- 
tiaI parents’ background, interviewing neighbors, family 
members, and friends and associates as necessary. While 
far from PeTfeCt, KhiS process allows the Headmasters to 
evaluate the worth of the parents-to-bc, and thus ensure 
the adopted child’s furure well being. 

run the Orphanage kitchen, volunteer layfolk maintain 
the buildings and its sirrrounding grounds and lend a 
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is distresm~gly small. Adoptive parents general!v prefer 
to take younger children into their homes, thus leaving 
the older kids and youths in the care Qf the orphanage. 
When a child becomes old enough to seek apprenticeship 
and learn a trade, the Headmasters and volunteers guide 
him rhmngh the proccss. Most children who “graduate” 
from the Blessed Saints Orphanage become honest and 
hard w o r h g  individuals, many artisans, merchanrs, and 
craftsmen hire them as apprentices. Once the child can 
fend for himself, he usually leaves the Orphanage on his 
own, bur often returns to lend a helping hand to rhe kind 
cletics and volunteers who gave liim a chance i n  life. 

Representatives from trade guijds looking to recruit 
new apprenrices sometimes visit the Orphanage to inquire 
after the older children and meet promising candidates. 
Hasty Oldkiotrom, the agent who specializes in finding 
servants for the households of the Nobles District (see 
location E 1 1) visits regularly; any promising youth aged 
twelve or older may find Oldbottom to be his or her ticket 
out and into a Me of domestic senice. Bishop Urdanus 
and PrieSTeSS Meloka try to mainrain friendly relations 
with all of them, as anyone who can provide a better life 
for their charges helps them in their mission - and also 
helps free up space for younger orphans who have no 
other piace to go. 

tiens, more generous donc 
Headmasters, who write th  
give in a register that any 
read. 

Irs always meet w t h  one of thf 
ieir names and the amount they 
me visiting the Orphanage can 
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I the PCs. When caught, she 
clares they are obviously more 
hem, she sees what she hopes 
10 convince them to train her, 
1 I 7 ,  I 1 .  

H O O K S  

Virian attempts to rob 
confronts them and del 
skilled than she is. In t 

to  become and she tries 
offering her services as a loyal and naraworPcing servant. 
If the PCs accept, she later either asks them to help her 
find the men responsible for her parents’ murder or 
cries to use their expertise and contacts to do so herself. 
She nevertheless remains loyal to the PCs as long as 
they near her well. 

* Virian’s gang of street rats has caused a l l  sorts of trouble 
in the dim-ict. Their actions have incited hatred and 
anger towards the Orphanage, and the PCs witnpss a 
crowd of protesters gathering before it. Most of these 
peopIe want to see the institution move to another part 
of town. What do the PCs do? rfthey choose to involve 
themselves in the matter, a question presents itself: Pld 
Virian truly bring this commotion to the Orphanage, or 
are their some other culprits behind the protest? 
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The facade of this establishment - shaped in 
the form of a great ‘IC’ - is built from simple 
yellowish brown stone that look quite ordinary on 
the outside. The interior of the Lost Lagoon Inn, 
however, is a lavish and strange place. A wide pool 
o f  water, surrounded by what appears to be sand 
beaches and coral reefs, dominates the first floor of 
the establishment. Thought this extravagant decor 
resembles a natural lagoon, the effect is ruined by 
the subtle yet distinctive stink emerging from the 
shaltow and stale water. The interior walls have 
been plastered with seashells o f  different shades, 
which ai50 fails to make the place appear like a 
natural formation. 

The LOST Lagoon Inn was Q K ~  renowned for the quality 
of its seafood and its affordable bedding. In recent years, 
however, the food became less palatable and the price of its 
rooms almost quadrupled after the last proprietor invested 
in some badly needed renovations. The unique ambiance 
provided by the Lost Lagoon attracts many visitors all year 
round. Locals, however, prefer to frequent other establish- 
ments; many of them find the place both tacky and expen- 
sive. Still. the inn’s disrinctiveness and great location make 
it one of the most successful businesses in the district. 

Those whi 
ambiance 
celebratin 
Lost Lag04 

R FS I I) E NT 
The prop 
Soribon, i 
h e  Lost 
people - 
concierge 
one seem: 

Writ 

Clam 

Sorit 

Chef 

Bust 
Carder 

3 enjoy this kind of lavish and somewhat surreal 
return year after year. Newlyweds and couples 
g their anniversary also frequently come to the 
3n Inn. 

S 
rietor, Suribar, his wife Clarvinn, their son 
md their daughters Rikarinn and Isavinn, sun 
Lagoon Inn. They always seem to be hiring 
’ chefs specializing in seafood cuisine, busboys, 
s, Chambermaids, and gardeners - because no 
j to stay in their employ for terribly long. 

bar: Expb. 

ion, Rikarinn, and Iravinn: Exp2. 

s (4): Exp3 

mys, Concierges, Chambermaids, and 
ters (1 5): Cornl. 

The proprietors of the Lost Lagoon Inn have accu- 
mulated a total o f  2,000 gp, which they keep in a 

requires a successful DC 20 Open Lock check to 
pick. Clawinn also wears a finely wrcught platinum 
bracelet worth 150 gp and a ring ofj;:atherfal/ing. 

locked chest in their private chambers. The ct 
requires a successful DC 20 Open Lock checl 
-:-I, rl-fio8-r _ Ipm t m r n i r r  C ; n n h r  tirmiinht nl3t;r 



HOOKS 
* Before h e  met her husband, Clarvinii was LI member 

of a gacg of pickpockets competing against the city's 
Thieves Guild. While she disassociated hetsetf from 
this group a Iong time ago, a few people in the Thieves 
Guild still hold a grudge against her. They have now 
kidnapped Clarvinn - without the permission of the 
Thieves Guild - and asked a large ransom for her 
husbanc:, equaling the sum of money they lost because 
of her, F ~ U S  interest. Suribar cannot p v  this sum, so he 
hire? the PCs to find his wife, offering what little he 
can in exchange for their aid (including free food and 
bedding for the remainder of their lives). Wlll the PCs 
uncover the kidnappers? Will they make an enemy of 
the Thieves Guild, even though these guildsmen oper- 
ate without its knowledge? Will they save Clawinn's 
life or will they discover that Claninn herself is behind 
the ordeal, as part of an attempt to secure some monev 
before she leaves her husband? 

913. THF PAWNSHOP 

This sing e-stow building of burgundy brick looks 
old ani  

chimne 
of them. insiae, several coiurnns OT Drown smne 
support the 15-foot htgh ceiling o f  the single large 

Y Y V I  

1 rundown. Its fiat rooftop harbors three 
y5. but smoke protrudes from only one 

, . I  I *  r L . _ L  _. 

room that takes up the entire space o f  the edifice. 
Within it, stacks o f  clothes, racks of weapons and 
shields, and various types of trade goods are scat- 
tered in vaguely identifiable heaps. Pieces o f  armor 
and strange sculptures lie on tables. Severat glass 
counters display jewets and other fine items, and 
volumes and 5crolls hang in bookcases. Piles of 
tools and 311 sorts of other items l ie in every corner. 
A close look a t  these objects reveals that they are 
not new for the most part; the edges of weapons 
are blunt or rusty, the shields are dented, the 
clothes are dirty or have holes in them, the books 
are old or somehow damaged, the sculptures are 
chipped, and so on. Other items, however, seem to 
be in perfect condition. 

TRAVELERS DISTRIC7 

them. HoweveT, greater magic gear sometimes 
...._. -~ -1 n 1 I T  - r-. way ro m e  rawnsnop as well. vne ( 
and beasts ofburden for sale, with th 
kept a t  the Main Stables (location G1 

The pawnshop is the best place in the disnicr to find 
a good deal on second-hand weapons, clothing, tools, 
adventurer's gear, artworks, musical instruments, books, 
jewelry, maps, old memorabilia, and anything else of 
modest value. f i e  r ~ ~ n s h o p  sells most used irems a t  

4 ~ %  discount, but some ran also be bought for up to 
7WA off of the typical price o f  an equivalent item bought 
new. Occasionally, the Pawnshop offers magical items 
a t  reduced pnces (up to 30% off), like minor wondrous 
items, +I weapons and armor, potions, scrolIs and wand< 
wirh lest: than their full complement of charges left in 

:an even rind horcps 
e animals in question 
:j. I 

RES I DENTS 
Owned by a conglomerate of local busines 
Pawnshop has become an important location I 

guidance. Avarrian, a cunning d e s m a n  wit1 
honeyed words, runs the place with sever: 
managers and clerks. The expenenced mama) 
member of the Thieves Gudd working under 
the confidence of the place's propriefors. Whd 
pect he might be involved with the Guild, no o 
confronted him on the matter. This unspokf 
ment between Avarrian, his superiors in the Gu 
Pawnshop proprietors mdces everyone involved happy, 
and avoids unnecessary conflict. 

Avarrian, Master Thief: Rogl4. 

Assistant Managers (5): ROg5.  

Clerks (14): Corn3. 

The Pawnshop offers all kinds o f  secondhand 
items, but its inventory changes from one week to 
the next, 5.0 it rarely offers the same deal twice. The 
petty cash o f  the Pawnshop, kept in an unlocked 
box, contains about 200 gp, while its locked strong- 

:k) 
le5 

(7 
UWX>J,  dfiu d poucri wttri Stufeii prccivus s ~ w r l e S  

(worth 2,400 gp). 

ACTIVITT 
Members oftheThieves Guild often come to rhe Pawnshop 
to sell stolen irems. While hardy  the only place in the 
city where thieves can unload stolen merchandise, the 
h W n 5 h O p  takes almost everything, from simple second- 
hand clothes to intricate pieces of art and valuable magic 
items. It also keeps an iinofficial agreemetit with the 
Thieve? Guild, and the men and women working at the 
Pawnshop never ask questions to those sebng oblects ro 
them. Many ordinary folk of the district also frequently 
come to the Pawnshop TO exchange their goods for other 
things they need. This allows the poorer citizens to get 
bargain prices on second-hand items, while increasing 
the sheen of legitimacy overhying the Guild's fencing 
activity. 

finds its way to the Blessed Saints Orphanage (location 
AI I). Avarrian maintains a good relationship wirh the 

Some of the clothing the Pawnshop fails to sell C 
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h a m  to heIp him at the Pawnshop in exchange for 
lage, clothes, and even tools he finds hard to sell. 
dventureers returning to the city with treasures can eas- 
rse the Fawnshop to get rid of some of the less valuable 
IS they do not wish to keep. Specialized shops, such as 
elers, weaponsmirhs, alchemical laboratories, and the 
are stili the best places to sell the high-quality h o t ,  

the p:~wnshop remains a good place to sell or trade odd 
IS. Many adventurers based in the city frequent the 
blishment on a weekly basis, hoping to find a bargain 
I rare, valuable, or potentially helpful item. 

KS 

ighreous members of the City Council hire the PCs 
> infiltrate the Pawnshop and investigate its ties to 
le Thieves C d d .  The PCs might discover Avarrian's 
iernbership in the Guild and the fact thar the shop 
roprietors turn a blind eye to the many thieves unIoad- 

mg stden merchandise a t  the estabhhment. W d  the 
PCs make an enemy of the Thieves Guild by trying 
to shutdown or discredit the phce? Will some of the 
poor locals who use the place convince them not to 
say a word of their findings? Or will the PCs try to take 
advanrage of the situation and turn a profit from their 
discovery? 
Burghs recenrly broken in and stole some of the 
Pawnshop's most valuable items. Avaman suspects that 
the culprits were either rogue members of the Thieves 
Guild or non-guildsmen. He hires the PCs to investi- 
gate. Will they expose the operarions of maverick Guild 
members or will rhey heIp the Guild catch "illegal" bnr- 
glars outside their organization? W d  their acnons make 
them friends or foes among the members of the Guild? 

q14. LADIES O E  LUCK C ~ A M B L I N C ~  
PAKLOR 

prising!y spacious, accommodating many g 
of chance run by the proprietors. Dice is by f, 
_ _ _ _  . _ _  I - -  _ _  _ _ _  .IL1.- - 1  _ _ _ -  _ _  A - 

The Ladies of Luck is a sturdy two-story affair, 
tucked away in a dark back alley. I ts rooms are sur- 

ames 
ar the 

mosr popular game, airnougn many cam games 
are atso offered, and the house recently installed 
a wheel of fortune, which i s  seeing heavy action. A 
wjde balcony oversees the gambling tables, occw- 
pied every night by a row of gorgeous courtesans. - -  
They wait for the evening's crop of players to arrive, 
blowing kisses to those they favor and egging the 
customers on with shouts of glee. 

w llr;,, L I , C  L.C4U*L> V L  L U L n  w.33 l"U" cuc4. It L l a U  a y'"""C1Y. 

originally intended as a brothel, it found itselfa seller in a 
buyers' market. The girls were beautrful and far too skilled 
TO part with their services cheaply, and yet those who 
codd afford them were a11 well-occupied elsewhere. For 
a time, it looked as though the business would go under 
and the girls would be thrown out OD the street. Then the 
owner, a half-orc madam named Aglaiia Thagarm, came 
upon a stroke of genius. The place had a few gambIing 
tables which did decent business. Why not expand the 
operation, only instead nf paying sash nut to the winners, 
they would give favors from the girls? 

The formula worked &kc magic. Those who couldn't 
othenvise hope to afford such charms would flock to 
the Ladies of Luck, hoping to win enerigh for a night of 
bliss, QT a t  Ieast a kiss from their favored courtesan. The 
ploy soon transformed the place intcl one of the most 
popular gambling dens in the city, and the girls were more 
than happy TO pIay along. It actudly meant working less, 
since the number of winners was comparatively fewer 
(the house could also rig their games m thin the ranks of 
winners even more), and it gave their clienrs the feeling 
that they had truly won their services, instead of simply 
buying them. The house deaned up, and they now had an 
enticement to set them apart from the competitors. Since 
Thagram implemented her plan, the Ladies of Luck has 
been v e v  lucky indeed. 

RFSlnFNTS 
As a half-orc, it goes without saying that kglaria Thagram 
is large and homely, but she more thin makes up for it 
with her expansive charms. She speaks many languages 
fluently and understands the nuances of courtesy in a 
hundred ddferent cultures. In addition, the Ladies of 
Luck has two other partners - a dwarf named Fahrnarn 
Rippershins and a human who goes Q ~ I Y  by Drun. Both of 
them play cards with the regulars most evenings, though 
Fahrnam also doubles i i s  a barker when business is slow 
The establishment maintains eight girls - a l l  of whom 
are quite comely and know how EO ply their feminine 
wiles - as we]! as several dealers and a quintet of burry 
bouncers (3  humans, 2 half-om) for those rare occasions 
when trowble arises. 

Aglaria fhagarm: Half-orc Exp6 

Fahrnam Rippershins: Dwarf Ftr4. 

Drun: Rog5. 

Girls (8): Exp4. 

Dealers (4): Corn3. 

Bouncers (5): Warl. 
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thrown into the street - and Aglaria Thagram knows 
enough local brawlers to make sure that anyone mho seri- 
ously misbehaves is taught a lesson he’n never forget. 

-. 

HOOKS 
Any of these scenarios can be forcibly leveraged upon rhe 
PCs if they have gambled at the brothel and lost.: - One of the girls is sweet on a hard-luck customer and 

gives him a set of loaded dice with which to beat the 
house. She asks the PCs to help spirit the dice zo him 
during the game, and to help him out if he mns into any 
trouble. 
The Ladies of Luck pays off to the Thieves Guild to 
stay in business, bur their money doesn’t buy anything 
resembling real protection. A group of competitors 
breaks into the brothel one night and trashes the place. 
-1 - 1 1 .  1 - . I *  

The Ladies of  Luck still needs to pay out cash win- 
nings on occasion, and retains a sum of 750 gp to 
cover its bets at all times. It makes anywhere from 
75-250 gp a night in profit on top ofthat. Gamblers 
who cot re  to play have their own stake, and may 
have one or two magic items scattered among 
them as well 

ACTIYITT 
The clients here are generally very well behaved, and 
while the games get a little rowdy at times, the bouncers 
keeps the clients in hand. The establishment’s regulars 
maintain miversally good decorum, while newcomers 
eager to press their luck S Q O ~  follow suit; they’re usually 
roo futated on winning the night of their dreams to cause 
trouble. The establishment offers a wide variety of games 
to test one’s luck, and they are willing to entertain games 
they haven’t heard of, provided the player is willing to 
stand up to a little extra scrutiny. Cheaters are dealt with 
quite harshly - usually by being bearen senseless and 

unwilling to trust the LUrld - who may have turnea 
a blind eye after being bribed - the owners ask the 
PCs to heIp them hunt down the culprits and exact 
revenge. 
One of the gamblers breaks the bank, winning more 
than anyone thought he codd. As a prize, he  asks for 
a Iegendary courtesan who lives in a foreign land, well 
away from the city. The owners ask the PCs to deliver 
the message to her, and persuade her to make a one- 
night appearance at the Ladies of Luck. 

915. THE RFSTCFSS TRAVFLFR 

This nameless but intricate sculpture represents the hopes 
and dreams of many visitors and locals. It was created by 
one of the first artisans ever to come to the city, and has 
since become a beloved local landmark. The figure of a 

man that tirelessly guides a horse carrying bags filled 
with nameless wonders inspires foreigners and citi- 
z e n ~  alike, and many in the disrricr view the bronze 
effigy as the most important symbol in the area. 

While never oEEiclally named, the local populace fie- 
7 quendy refers to the statue as the Restless Traveler. 

~ 

The statue of a magnificently shaped bronze horse, 
seemingly led by a human male made of  the same 
material, stands upon a wide and perfectly sound 
elevated platform. This dais of dark green marble 
creates the appearance o f  a ~ U S C ~ Q U S  pasture in the 
midst of summer. The dark brown body ofthe horse 

out worn m e  Deautitul but s o r n ~ e r  statue. H man 
wrapped in a cloak o f  bronze pulls a t  the stallion’s 
reigns. Shadows from the metal cowl hide the 
statue’s face. 
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In the southeastern corner of the Travelers Oistria 

driu lower r i u u w b  UI ~ r i e  died. JLLIUUY t ree-  ~ I I U  
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frequently stop Restless Traveler - extremely ieavy but also 
I .  I . I ,  I .  lventuress and merchan . 

ro admiral the detailed work of art, few denizens of the 
c i t y  linger around the Restless Traveler for more than few 
miiWTeS. Not or& does the bronze sculpture stand close tQ 

-a1 houses of ill repute, but the RestlessTraveler is one 
e far. orite meeting places for members of the Thieves 
J, who frequenrly use the area to exchange goods or 
mation. 

Passers-by (Varies): Corn1 . 

Thieves Guild Members (Varies): Rog3. 

tirrnly set upon the marble dais upon wnlcn It 

stands- would be worth over 5,001) gp if it could 
be moved and sold in another city. 

I I 

ACTIVITY 
While members of the Thieves Gurld seldom linger 
around the statue, they frequently schedule rendezvous 
hete. Anyone who wishes to contact the Guild can come 
to the area arorind the Restless Traveler and tell those 
who frequent the place t ha t  they w s h  to speak with a 
mildsman. Since a t  least one thief remains in the area 

stands a great manor house of  brig,ht green brick. 
At three stories high, it looms above the Smaller 
- - A  I _ .  _ _  L -f LL- ---- rL..LL-.. ---- * -J 

neatly cut shrubs frame the narrow paved pathway 
leading to i ts  main entrance. Several windows of 

o r  . 1 .  I I I . r  I. r I 

more impressive, and despite its size and height 
the structure seems lean and elegart, strongly sug- 
gesting an elven design. 
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mercnant worked crosely wlth the local Thieves Guild. 
The familv now finds itself at the mercy of the Guild, 
which threatens to seize their belongings and put the 
family on the street if they don’t play along with their 
schemes. Orakko, Sir Jikko’s youngest son, recently joined 
the Thieves Guild in order to pIease the guildsmen and 
ensury that his father’s investment remained sound. His 
daughter J u a n  and the other family members are des- 
perate to find a solution to their problems. TO pay for food 
(as well as the lowly salaries of the only two servants that 
remain), the Vikoren family now relies on the goodwili of 
friends anti a couple of moneylenders. The family’s debts 
increase with ~ a c h  passing week. 

Sir Jikko Vikoren: Ari l  4 

jikkara Vikoren: Brd5. 

Orakko Vikoren: Ftr2IRogZ. 

Other Vikoren Relatives (9): A r i l ,  

Servants (2): Corn T , 

1 I 
Vikoren Manor holds no great treasure, but sc 
valuables, like silver utensils and porcelain pl: 
can still he found there. Sir Jikko Vikoren cat 
lr,h*t J _ m l ; m C  -CcL- Cn-:EL.l- ...- -rL - 

m e  
ites, 
’ries 

v y l c a t  I F 1 1 1 x t 1 r 3  LIIC i a r r j l l y  wuIt I t  - d 1rier.t. 100 
gp - as well as a silver headband, the last of the its 
precious heirlooms, worth 300 gp, on his person. 

L I 

AC‘I’XVITT 

The Vkoren family was once an important voice in 
Travelers nisrrict politics. J h r a ,  Sir Jikko’s daughter, 
spends a b t  of time with rich merchants and Auent ia l  
aristocmts living in the disnict, hoping to be appointed 
assistant to the district representa~ive on the city Council. 
Because the ancient rivalry between the Vikorens and rhe 
Kadyn family (see location G22 remains strong, and 
because of her family’s soiled name, J&ra‘s efforts have 
thus far led her nowhere. In  the meantime, Sir Jikko and 
his children struggle to get the fnmiiy out of debt. The 
farnijy now relies on the small monthly stipend paid by 
the merchant in whose business Sir Jd&o invested all 
their remaining money. Because of their financial diffi- 
culties, the IrAorens are willing to rent out rooms in the 
family residence - something no proud members of the 
aristocracy would normally consider. 

- J-M Y I K U W ~  conracrs m e  YLS, expia 
Thieves Guild coerced her father and t 

brother Orakko was forced to join the c 
ensure the family would not go bank  
the PCs to intervene in he* family’s favoi 
the Guild’s leaders to let them be. Jikkar 
friendship to offer, and she promises to  
in any way she can in the future. She can 
PCS to stay in the family manor for free 
they wish. W 4  the PCs be able to save 
the clutches of the Guild? Will they becr 
the family at the risk of making enemies 
GuiId, OT will rhey choose to remain neut 
that does not directly concern them? - sir Jikko Vikoren asks the PCs to lend h 
owes a large sum to a disreputable foreign moneylender 
who came to colIect the debt, but he cannot pay him. 
d the PCs refuse, they subsequently learn that one of 
Jkko’s cousins was murdered a t  the family manor. If 
the PCS investigate, they learn that the men responsible 
for the crime work for the moneylender as bodyguards 
and enforcers. Will the PCs help the Vikoren family or 
choose to ignore the entire affair? 

I --- . .. 
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A small house located S Q M ~  distance from 
main thoroughfare attracts a number o f  m a r  
and locals each night. LOW and windowless 
small wooden structure looks out of place w 
the busy district, appearing more a t  home wit1 
wood or rural village. 

I the 
igers 
, the 
ithin 
hin a 

Members of the Thieves Guild run this unlicensed gam- 
bling house. 

RFSIDFN’I’S 
This establishment has no formal name; “The G a m b h g  
House” i s  simply a popular, i d o ~ ~ d  usage. I t  attracts 
many visitors during its operating hours between mid- 
night and dawn. h few bouncers make sure that no one 
causes a fuss or Xingers for long outside the premises. 
While many people in the district know of its existence, 
few have dared to complain about ir, and indeed many of 
the less scrupuIous enjoy its seedy pleasures. Maritta the 
Lucky, a n  important member of the Thieves Guild, and a 
dozen croupiers run the place. Enforcers from the Gudd 
ensure their secutity. 

Maritta the Lucky: Half-elf RogJ5. 

. * -.5 
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Croupiers, Thieves Guildsmen (12): ROg3. 

Bouncers, Thieves Guild’s Enforcers (6): RogZ or 
Ftr3. 



I carries a pouch with at least 500 
i. By the end of each evening, this 
3 over 5,000 gp. She also wears 

aracea oy naturai armor +5 and carries a + I  dagger 
enchanted by a permanent invisibility spell. Each 
of  her croupiers and bouncers receives a bonus 

ch 

lance. 
these 

itence 

and obvious ties to the Thieves Guild. The Civic Guard 
CapEain in charge of the Travelers District receives 20% of 
Gambling House earnings, which he in turn shares with 
his men as necessary. One of Maritta? bouncers pays the 
bribe to an intermediary each week, thus ensuring that 
there are no problems with the law. The actual exchange 
takes place a t  the Lost Lagoon Inn (location G12). 

HOOKS 
Members of the City Council hire rhe PCs to investigate 
the gambling house and discover who among the City 
Guard officers receive bribes. The PCs, however, soon 
realize that the Council doec not wish to go against the 
Thievrs Guild and force the Gambling House to dose 
down. It simply wanrs its fair share of rhe money. Are 
thev helping a greedy Councilmen gain tainted money, 
or wll the money colIected be invested in the city’s 
dasrructure or perhaps even pven  to a charitable 
cause? 
A murder committed on the property has forced the 
Gambling House to shut its doors temporarily. Because 
the City Council does not m 5 t  the City Guard to inws-  
rigate (afrer all ,  many already know the Thieves Guild 
pays them off), they hire the PCs to uiicover what hap- 
pened. Is this a simpIe isolated act ofrevmge against a 
greedv croupier? Or i s  someone else pulling the strings, 
hopmg to shut the glace down forever? 

CjT8. SCOUT’S DW€LLTNq 
This smalI house resembles many other private dwellings 
in the district. Built from drab sandstone, its unremark- 
able size and design allows it to blend perfectly w t h  the 
surrounding dwehngs. An adventurer named Sovirah 
(Elf Rgrl3) lives here. She sometimes offers her services 
as a guide or scout to those who wish to explore the lands 
around the city. WhiIe she does not go out of her wav to 

Befitting someone of her expertise, S Q V ~ ~ I ’ S  services 
do not come cheap. She wllI serve as a guide to any within 
the Iands with which she is faimilar for the sum of 100 gp 
per dnv, plus expenses (provisions, the cost of room a t  inns 
when available, and so on). Sovirah, hc,rvever, obstinately 
refuses to work with those who would willingly harm the 
natural world. If she discovcs that those she works for 
intend to h a m  nature or any of its inhallitanrs, she quickly 
turns against them. 

Sovirah owns several maps of outlving regions, kept in 
a locked chest in her bedroom (successful DC 18 Open 
Locks check to pick). She also wears a +2 impvwed fire 
wnrtance leather armor and a carries a +.< rapicr, as we11 as 3 

pouch lnith three emeralds (each werth 750 gp) and 300 
gp in loose coins. 

HOOKS 
Sovirah hires the PCs to accompany her on a journey. 
She bas been paid by Monenheim Wetzel, the Dean of 
Necromancy at the Arcane Academy (location K2), to 
recover a rare herb fomd only outside the city proper. 
She offers half of the reward &red bv the wizard 
upon recovery of the plant. Sovirnh needs the PCs’ 
help because she knows she wdl need to contend with 
several dangerous creatures before she can reach her 
goal; she informs the PCs of the potential obstacles in 
advance. During the adventure, Scvirah realizes that 
the ingredient she seeks can onlv be used to concoct a 
deadly poison and she aborts the mission. Will the PCs 
continue in her stead DK will they side with her? Wlll 
thev bring the ingredient to th? enchanter to collect 
the reward or will they investigare the reasons why he 
would want to brew this poison in the first place? 

51 9. KUTHAN THE LOCKSMITH 

A sturdy house of gray stone stands here, with 
a single chimney protruding from its flat roof. 
Though ordinary in appearance, a wide stone slab 
placed in front of the house makes it stand out 
from i t s  surroundings. The image of a key being 
inserted into a lock has been deftly carved into the 
stone of the slab. 

The home of Samir Kuthan onIy srands out by its impres- 
sive and well-made sign. The simple, single-story S ~ ~ U C -  

ture, clearly of dwarven design, serves 3s both the private 
residence and place of business of the most famous lock- 
smith in the district - and undoubtcdy one 5f the most 
sought-after in rhe entire city. 

-1 7 advertise, many local merchants and residents know her, 
I 

and can direct those in need to her door. 



RESIDENTS 
Kuthan’s repcation as a n  honest businessman has Iong 
been esrabirdwd. The locking mechanism5 he builds are 
impressivrly durable and hard to pick. Kuthan also makes 
strangeIy-formed keys especially designed to fit into his 
high-quality locks, and offers his services to those in need 
to pick locks for which they have lost the proper key. 
Kuthan employs R quintet of expert locksmiths beneath 
him, and i j  i n  the midst of mining wo apprentices, who 
perform r o s t  of the menial tasks a t  the shop. 

Samir Kuthan: Dwarf Expl6. 

Journeyman Locksmiths (5): Exp5. 

Apprentice Locksmiths (2): Expl. 

Over a hundred locks o f  different designs but o f  
extremejy high quality can be found in Kuthan’s 
workshop. The corresponding keys for these F d z s  
are  kept iq a safe in the lock maker’s private ofice, 
along wit? 4,000 gp worth of precious stones and 
coins. Picking the lack requires a successful DC 35 
Open Lock check. Kuthan carries a special lock pick 
of  his own design, which bestows a +5 competence 
bonus to any Open Lock checks. 

.4 c‘l 1 1- 1 n- 
Characters can purchase high quality locks from Kuthan 
for twice the going market pnce for locks of compa- 
rable qualiw To determine the Open Lock check DC for 
Kuthan’s hnndiwark, estimate the DC based on the discus- 
s o n  of DC in the Dungeon Mastcr’s Guide, then add a +5 
competence bonus. For a fee, they can also have Kuthan or 

one of his expert locksmiths Secure the 11 

(such as a chest, for instance). Characters 
Iiuthan or m y  of his locksmiths to open a lock for 
must explain rheir reasons for domg so. Because the 
maker obstinately refuses to help rhieves, he never 
mgly agrees to help someone break into a home or o 
box, safe, or chest he believes was stelen. Adventurer! 
found such items in a treasure hoard might convincr 
to help them, but it will cost them 25% ofthe cash ai 
resale value of whatever they find inside. 

Will- 
pen a 
j who 
3 him 
id/or 

HOOKS 
The master locksmith recently acquired a r n y s t ~  
box from a foreign adventurer - a box that not 
he can open. He hires the PCs t o  discover where 
couId find the strange, magical key that would LU 
the box. 

* Kuthan hires the PCs to prorecr him against the Th 
Guild. His constant refusal ro help its member 
earned their animosity He believes several of them 
plot to steal from him, and perhaps even trvfo force i i i w  

into working for them. 

520. T H E  HOUSE OF COLOR 

!riOUS 

even - 
they 
dock 

iieves 
‘s has 
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many windows and strange graffiti decoratc 
waHs. Colorful, intricately designed, and t 
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,tory high dwelling 
laLC> Ll lE  r I I a I I 1  uiwiuugii iaic+ Shutters cover its 

! i t s  four 
reautiful 

IO IOOK a1, rne gramrt m a w s  rne nuuse appear like 
none other in the district. 

Many regard the House of Colot, as many ZocaIs call it, as 
one of the district’s minor artractions - or distractions. 

R F S 1 J3 E NTS 
The Doraku family, which has itself spawned many tal- 
ented artists down through the generations, owns the 
House of Color. For many years ~ Q W ,  AmielIe Doraku, 
the current owner and head of the family, has invited art- 
ists from all Q V e I  the city to display their talents on the 
exrerior walls. As a result, the family dwelling is decorated 
with mdtitudes of colorful paintings that change from 
one year to rhe nex?. She proudly continues rhis tradition, 
and many of her own sons and daughters get involved 
in the yearly “celebration,” which lasts one month every 
spring. Iniem, Amietle’s youngest son, is alse a talented 
and successful sculptor. 

drnielle Doraku: Brd8. 

lniem Doraku: Exp5. 

-+ , 

..--- 
Other Doraku Family Members (91: Exp?. 



House, worth anhhing from 5 to 500 gp i 
Aside frnm Iniem's work, only a few ofthese 
are actually for sale, however. 

In front ofthe House ofcolor, on the 
&L- &L LL., I : - -  ,. .-:--I- - 
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of  sturdy oak. A wooden sign hanging from chain 
depicts a pair o f  Scissors cutting into a shirt. L ACTIVITY 

Only friends Of the farnib and connoisseurs Invited For a hundred yeam, the Clothier's House sold all 
Arniel'e Or Iniem can enter the To the 
Doraku family, their p~vate dwelling is neither as an art 

from the Doraku must first make contact with a fafamily 
member. This can be accomplished fairIy easily, as moqt 
artisans i n  the district and many artists and art  collectors 
from across the city know them. Anyone recognlred as 
skilled painters may have the privilege of being invited to 
work on the House of Color, though this is only possible 
once a year, during the annual celebration. Of course, 
those W ~ Q  help paint the house receive no pay except for 
the sarisfxtion of a job well done, a bit of renown, and the 
hendsh ip  of the Doraku farndv. 

Of sorts of garments to locars and foreign wsitors alike. While 
the founder of the now highly respected estabIishmcnt 

continue to fashion ,-lothes ofvarious grades. 
gallem '0' a Store. AnYQnein''res'ed Purchasing arc passed away years ago, his children and grandchildten 

RES I DFYTS 
Today, W h a  Maur takes care of running the family busi- 
ness, while her two sons make c l~ tht !~  with a handful 
of professionals on the second floor, and her daughter 
Uranna sells them with several assistants upon the first 
floor. The store of the Clothier's House remains opened 
dawn until dusk, but seamstresses and weavers work 
around the dock to ensure that it rernam filled with fine 
dothing, even dunng the busiest months. 

HOOKS 
* Vanda!s sabotaged the beautiful paintings of House 

Dorabi. Amielle hires the PCs to investigate, which 
leads them to a group of competing artists from the 
Artisans District, who hired youths to vandalize the 
place. rhe PCs learn that h e y  were never invited to 
work tm the House of Color. Their petty resentment 
translated into a savage act ofvandalism. 
Thieves stole valuable works of a r t  from the Doraku. 
The P(7s need to locare the thieves and prevent them 
from selling the goods before someone smuggles them 
out of the city. W d  they make a n  enemy of the Thieves 
Guild as they attempt to return the stolen goods or 
will they be discreet enough in their mission to leave 
no trace behind? W d  the smugglers who were prom- 
ised these works of art come after the PCs to get their 
monev back? will the Thieves Guild hire enforcers to 
hamper the PCs' next endeavor or will it simply use 
its inPuence to prevent anyone it knows from buying 
from CT selling to them? 
Nored art  collectors Sir Dane and Lady Accala Rotburn- 
Sievers (see location E15) are scheduled to visir the 
House of Color with some workmen to collect a work 
of Inien Doraku's that they recently purchased. A 
visibly upset h e m  hires rhe PCs to bodyguard the 
Rotburn-Sievers on their journey, expplaining that he 
has had a premonition that they wiIl be robbed on the 

. 

wav bnck, when they are slowed by the statue and most 
vulnerabIe. Is he simply hysterical - or does does the 

- 
-7 P -/* 

r' Thievrs Guild have a plan in the works, about which he 
knows more than he IS letting OR? 

I 
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Wilma Maw: Exp72. 

Uranna Maur: Rog6. 

Maron and Barran Maur, Master ClothFers: 
Expl 0. 

Clothiers and Saleswomen (23): Expld. 

Clothes m d  raw clorh to fashion 
in the Clothier's House. The famil 
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them abound 
y's locked safe, 
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precious iewels and assorted coins. The strongt 
requtres A successful DC 20 Open Locks check 
pick. to I 

ACTIVJW 
Character. can find all types of clothes a t  the Clothier's 
House, k~rn sturdy adventurers' O u t f i t s  and warn winter 
cloaks TO rtch fur jackets and fine sllken scarves of various 
hues. About half of the items in this store are of average 
quality, while the remaining cIothes are intricately made 
and cost anywhere from 25% more than to ten times the 
normal amount. Saleswomen guide patrons who come 
to the store, offering expert counsel without pressuring 
anyone to buy (thus ensuring a pleasant and easygoing 
atmosphere). 

HOOKS 
* Wilma ~ a u r  hires the PCs to secure a shipment of 

minor magical g3rmenFS. She h o p ~ s  that these items 
will attract new and richer patrons to her store, but fears 
that their high V ~ L W  may attract thieves. The PCs must 
escort the shipment from the Docks to her store. 

522. HOUSF OF KRRTLYN 

I I 
A large manor hous 
a fenced yard, in 

- I r *  I.* + _ _ _  

looks quite magnificent, the smaller bt 
simple but sturdy-looking wooden buil 

.-.I I .  I I ,  

e o f  pale blue bricks stands upon 
iich two other smaller buildings 

Ldll dl>U UT ~ r r r ~ ,  While the castle-like structure 
iddings are 
dings. One 

ot mem o~viousiy serves as a stable. 
I 1 

This place belongs to the KariIyn family, a rich and influ- 
ential htrman clan thar pIays an important role in the 
political and economical affairs of the district. Although 
the elabonre manor house appears to be a fortified place, 
the battlements are merely an affectation. It holds no true 
miLtary purpose, aside from the fact that it offers only 
narrow slits for windows, that  its foundation and walls are 
thick, and that its main gate includes a working portcullis. 
A thick br:ck u d  that stands some 20 feet high encloses 

the grounds around the rnanar house. 
of the smaller wooden structures s e w  
servants, gardeners, and personal guards workin 
family. The other building horises the family's stc 

R E S  I D  F: N 'W 
Composed of the entire extended family, the RariIyn 
household includes over 30 family member; of different 
ages, from infants to venerable elders. Tirakon Katilyn, the 
current head oftbe family represents theTraveIers District 
at the City council. Many mew him as a haughty but hon- 
est businessman who would risk his own personal fornine 
in order to help the district prover. XR truth, dthough 
Tirakoii Ioves his district and represents it admirably on 
the City Council, he is as ruthless as he is greedy, and 
many of those who have wronged him in the past paid a 
steep price for their misrake. S t d ,  Tirakan enjoys the sup- 
port of many merchants who profit from his politics, his 
wealth, and his business contacts and associates. Because 
of this, those unfamiliar with his modus opmundi beIieve 
him to be honest and trustworthy. 

Rumors tying the KarJvn famiIy with the Thieves Guild 
abound, but nothing has ever come of them. Because of 
Thken's great influence, wealth, and contacts, many over- 
lords of the Guild indirectly dealt with him or one of his 
many businesses. The family owns a share of several suc- 
cessful inns and taverns, as well as other establishments 
throughout the city It also owns several houses within the 
district, which it rents out. 

Those rumors persisr in part because Tirakon takes great 
care over the safety of himself and his loved ones, main- 
taining a phalanx worth of bodyguards, who parrol the 
grounds and sometimes accompany him in public. Many 
of them are retired veterans of the City Cuard, and they 
are led by a tough, hard-faced ex-Dwarven M h i a  officer 
named Verdek. 

A small army of servants works a t  the Karilyn House, 
including butlers, chambermaids, gardeners, cooks, and 
bodyguards. The family works them very hard, but pays 
them well, and never abuses them undulv. Most of them 
are extremely loyal to their employers, and would never 
think of spying or informing upon them. 

Tirakon Karilyn: Ftrl O/Rog7. 

Karilyn Family Members (29): Aril -1 2. 

Verdek Dwarf Ftr9. 

Bodyguards (12): Ftr5. 

Servants, Cooks, and Gardeners (20): E x p l  
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they are not, strictly speaking, part 
lility, they are among those cam- 

as wealthy as nobles. Therefore, 
4 . 1 L Y . Y  . - , ,_  w the guidelines for determining 

the treasure in aristocratic residences presented in 
the “A Guide to Nobles’ Residences“ section ofthe 
Overview to the Nobles District (see p. 166) and 
treat thl: House o f  Karilyn accordingly. Otherwise, 
the Karilyns keep 20,000 gp in sacks hidden under 
false floorboards in the Master Bedroom (success- 
ful DC 25 Search check to notice). 

Ttrakon also carries several potions and minor 
magical items, including a ring of mind shidding, 
which h? uses in conjunction with his duties on the 
City Council. His bodyguards al l  wear chain shirts 
under s:reet clothes (acquired from Phoebe’s Mail, 
Eocatiov F37) and carry masterwork longswords. 
Verdek carries a t 1 thundering battleaxe and a hand 
crossbow as his weapons of choice. 

ACI ’ IV I ’ I 7 ’  

Experienced warriors who know how to be discreet 
can find employment at the Karilyn House; Verdek, the 
Master of the Guard, frequently hires new guards to 
ensure that the house remains well protected. 

Once ;I month, the ~ a n l y n  family organizes a soiree and 
invites several nobles from other city districts to attend. 
Depending upon the season or  mood, they could take the 
form of great festive dances, masked balls, or elaborate 
meals reqerved for the aristocratic eIite. Though Tirakon 
has not yet been ennobIed bv the C i v  Council, he knows 
that it is only a maiter of time, given his family’s wealth 
and his service on the Council, so he feels no awkward- 
ness at mingling with proper nobles. At other times, the 
Karilvn famiry hires expert entertainers and stages private 
theater showings or other kinds of specracles. only the 
best of the best can hope to partake in these soirees, and 
only the most renowned, successfulul, or unique entertain- 
ers will be asked to perform. 

HOOKS 
Tirakon Karilyn secretly wants to see the  Vikoren 
family (see location GIG) out in the streets. He hires 
the PC:S t o  investigate che Viiorens in order to learn 
where J&o invested his money and then e h i n a t e  
the source of the income. If the PCs agree, they learn 
that a foreign merchant holds what little remains of the 
Vikoren weahh and pays a stipend to the family with 
the profit he makes on the investment. The PCs must 
ensure that the merchant stops paying the Vikoren 
familj- Will they help Tirakon destroy his rivals or w d  
they turn against their employer? 

claims to have evidence of his family’s close Ties to the 
Thieves Guild. Whether or not the evidence is hard 
and fast (and it is ulrimately up to the DM’s diSCWti0n 
whether or not the Kiralyns have any real connection 
to the Guild), Tirakon realizes that a proper scandal 
would severely damage his chances of becoming proper 
nobility just when social promotion seems within his 
grasp. He hires the PCs to investigate and suppress the 

it one of tk 
district. 5evl 
form the ou 
-T r rmnn: rh  

mmer. 

923. THF HALL OF T H E  RFSERFNTS 

The unusual design of this large building makes 
i e  most beautiful and strange in the 
era1 distinct materials o f  different hues 
iter surface of the structure. Low walls 

g lccr l l~ l l  basalt and bright bfue stone, parapets 
o f  pine carved with elven designs, roofs composed 
o f  tiny gray gravel neatly glued together, and a 

. I  r .I r I . .. . r  L ~ . .  massive aorne OT silver Torm rne mer ior  OT me 
building. Inside, several distinct levels open into a 
wide common hall containing comfortable chairs 
and low marble tables. Foreign tapestries, colorFul 
frescos, and elaborate sculptures lavishly decorate 
the ptace. 

L I 

Elves, dwarves, and human architects, master masons 
and carpenters, as well as a number of other great artisans 
recently completed the construction cf this magnificent 
snucture. Undoubtedly the most elaborate-looking build- 
ing in the district, rhe Hall of the hsidenrs serves as a 
meeting place for the dkFriCt leaders, merchants, and poh- 
rickns. Despite its name, only the e h e  can actually access 
rhe hall, and a contingent of four standard Civic Guard 
patrols watch the place, aostIy to keep out tourists and 
riff-raff. This being the Travelers District, there are always 
plenty of both around. 

About ten years ago, T i d o n  Karilyn (see location G22) 
and several business associates created a special fund to 
finance the cansmction of the great hall with the aim of 
creating one of the most beautiful buildings in the city. 
When Tirakon was appointed as the district’s repsesenta- 
tive on the Ciry Conncil, construction OR the Hall of the 
Residents finally began. The project WRS completed about 
a year ago. Since then, it has become a place were the elite 
of the district could meet to discuss maneis of importance 
regarding the economy, the culture, and the political state 
of affairs. From time to time, important merchants and 
nobles from other districts come to the Hall to deal with 
the political elite of the district. 



. ... 

TRAVELERS DISTRICT 

Oraton Kardyn, Tirakorls second cousin, runs the Hall 
of the Residents with a goup of competent assistam. 
Re schedules rendezvous and meetings, maintains the 
building and surrounding grounds, and makes sure that 
no commoner enters the place. Since its foundation, the 
Hall of the Residents has artracted numerous visitors 
from other districts as well a5 from out of town. These 
men and women, however, can only view the outside of 
the intriczteiy designed budding. StilI, many come to the 
place and people often stand upon the grounds around the 
Hall to admire it. 

Oraton Karilyn: Aril 3. 

Attendants (75): Com5. 

Civic Guard Patrols (1 6): Ftrl-7. 

Works of a r t  worth a total of  20,000 gp decorate the 
Hall o f  t h e  Residents. Oraton also carries a purse 
with four precious gemstones (each worth 500 gp) 
as well ac, a total of400 gp in assorted coins. L 

A C'I' I v I n  
Rich merchants, politicians, and influential residents I 
the district come to the Hall of the Residents every month 
to meet with Tirakon Kanlyn and discuss matters of 
importance, especially news from the Ciry Council delib- 
erations. Twice a week, they also gather among themselves 
to make business deals or political decisions concerning 
the district. Sometimes, they use the Hal1 of the Residents 
fox feS t iViTk5 ,  such as great balls and VIP weddings. 

HOOKS 
Rioting residents from the district have gathered around 

sacr, some ot the customers have been known to recriiit 
the chefs and waiters for their Q W ~  houschol 
skill and experience), but many adventurers 
it rich also frequent the establishment. The fm 
sive at House Ellender, but the most Talented 
in the city make it. Because of its particular cl 
restaurant is one of  the best places to meet in 
powerfu! people from ddferent parts of the cit 

Lurirhien Elleader owns House Ellende 
the place with his wife Cebriah and her sister Mi 
Lurithien and Cebriah each wear a diamond ring I 

2,000 gp. Muriah carries a masterwork flute and a 
with dud of sncmng. 

Lurithien Ellender: El f  Expl4. 

Cebriah Ellender: Elf Expl2. 

Muriah Ellender: El f  BrdlO. 

Master Chefs (2): Elf Ex10 hp. 

Waiters (6): El f  Exp4. 
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the Hall of the Residents to vent their anger just as the , 
PCs happen by. OverwheImed by the angry mob, the 
soldiers guarding the Hall shut i-ts doors, thus mapping 
many wealthy merchants and their respective retinues 
inside. Unless the PCs completely ignore the situation, 
they won realize that the rioters seem controlled by 
magic instead of acting out of their own free will. Who 
conrrols the mob and how can the PCs stop him? 

q24. HOUSF FLLENDFR 
Built from pale rose and green marble, this sumptuous 
manor of elven design faces the main thoroughfare. The 
elongated and rectangular architecture stands out amidst 
the busy street, and the elven sigils carved above its blue 
doors read, "House Ellender." 

Fomer:v an elegant manor, House Ellender is now used 
as a restartant. It serves fine elven cuisine and exquisite 
wines imported from different corners of the world. Most 
of House Ellender's patrons are nobles or wealthy com- 
moners trving to acquire the trappings of aristocracy {in 
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much 
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BOOZE STAND 

*re15 and kegs, neatly tied together 
strong ropes, stand before a low and battered 

den table. Under the table, wooden crates con- 
ng small glass cups stand in a heap. Between 
iarrrls and rhe table, a handful of people offer 

Y- 
I 

his time to educating the children of the Rlessed Saints 
Orphanage (location G1l), He ROes there four times a 3roprietors of this simple makeshift establishment 

cheap ''0'' 5"" 'fa P'flicu'arJY Potent a'c'holi' week, teaching the orphans hoxv to read and Wtitp, as well 
'age Cd their own desig11. The!' rent out the s d l  lot as the history of &e ciry and simple m:,themadcs, While 
e mh'in Ihe KariJyn (Ioca- 
G22) WhiIe most of the Booze Stands profit serves to 
Jr the costly rent, the opmtors still make enough to 

away his wife spends time in the gardens, creating artrac- 
tive 

. ,  
i g  a coholtc beverage shots to al l  passersb 

handful of employees and make what they consider 
a decent living. 
ree brothers, Barvel, Narkan, and Yrano, mn the 

rLuL- with a handful of assistants, while their elder broth- 
ers Morik and Daran work long hours to make the alcohol 
they neerl to supply their small business. Their distillery 
operates li-om a nearby cottage that they inherited from 
theirparents. Aboozc shot costs 2 cp and the Booze Stand 
attracts many ordinary folk, street rats, and foreigners 
looking for a quick drink. The Booze Stand remains open 
24 hours :I day, and City Guardsmen keep a dose eye on it 
to ensure that arguments between inebriated patrons do 
not turn lnto brawls. 

The Booze Stand runs on thin profir margins and thete 
is never much money lying around. Barvel, Narkan and 
Yrano each carry a pouch with about 30 gp worth of 
COil-lS. 

Cj 10 SC 14 0 0 LMASTF: R'S H 0 IJSF 
Thiq house of dark brown brick looks like many others in 
the district. Gardeners and carpenters obvious maintain 
the dwelling and the grounds around ir in good shape. 
Soribon Schoolmaster (Expl4),  a retired schoIar who 
worked Iong years in the Academy District as a professor, 
lives here with hi5 wile Drurnelle (Coin8). Now retired, 
Soribon, who never had children, seems content to live 
the remainder of his life in Deace. He devotes most of 

Bawel, Narkan, and Yrano: Corns. 

Morik Corn?". 

Daran: Rog4. 

Attendants (5): Ceml. 

HOOKS 

A large manorial home Guilt f rom gray stones o f  
various shapes and sizes stands in a remote comer 
of the district. This massive three-story structure 
stands out because of the odd stones used in i t s  
construction and the thick layers of pale gray plas- 
ter separating them. 

One of the first buildings construcred in the c i q  Brakon 
Manor is the home of the farndy of rhe same name. 

Jr t: s I n t: N'I'S 
The rich and influentiaI Brakon rnerchznts always played 
an important role in the city's politics, notably in the 
affairs pertaining to the Travelers District. Several of 
their ancestors were once appointed to the City Council, 
but it has been several decades since a Brakon herd such 
an important position. Still, the famil,? remains one of 
rhe richesr in the distnct, and thus its 
members are stir1 respected by the 
social elite. 

A fight between patrons of the Boow stand ends in 
murder. The PCs witneqs the event and muq decide 

or let him escape. If the PCs intervene, they may 

whether to assist ;the City Guard in arresting the 
murderer (who happens TO be a competent fighter), 

discover that this man worked for a rich patron 
who wmted to see the murdered man dead. Will 
the PCs bring the young noble who hired the 
mwderous warrior to justice' Will they discover 
that the murdered man stole the heart of the 
noble's wife and planned to flee the city with 
her? Will they help the nobje's wife escape 
the clutches of her evil spouse? 
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widow, currently leads the fandv. Her eldest son, Orillin, 
served in  the City Guard as a n  officer, but he retired a few 
vears ago to alleviate S O ~ F  of his mother’s burdensome 
tasks. Rumors persist that Hellin has been gradually losing 
her mind, but thus far no one have proven them. The fact 
that Orillin now speaks on his mother’s behalf and that the 
elder widow seldom comes out o f  her house do not help 
assuage the rumor m&, however. Though HelIin Brakon 
suffers frcm extreme old age, she i s  far from insane. ~n 
fact, she still makes all the  important decisions regard- 
ing her family. Following her counsel and the lnnuence 
she has ir_ the district, Erriefle Brakon, Odirss cousin, 
became an assistant o f T d o n  K a r i I y  (see location G22), 
the district’s current representative on the Ciry Council. 
She hopes to one day master the mysterious art of poEitics 
and become ;1 great leader within the district. In the mean- 
time, Erridle seems content to support and assist Jcarilyn 
and his policies. 

Hellin Brakon: Aril2. 

Orillin Brakon: Ftr8. 

Errielle Brakon: AriSJBrd3. 

Brakon Family Members (201: Aril-5. 

Sewants (79): Com2. 

The Brakons have built UP considerable wealth. so 
that even th t 
of the city’! 
rnaners wh I 
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and treat Erakon Manor accordingly. The coffers 
of  the BrIkon family contain 16,000 gp in jewelry 
and coins, most of it kept safe in the bedrooms o f  
the senior family members. Orillin also carries a 
+3 long sword while ErrieEle possesses a potion of 
eagle’s sp’endor (7 doses left). 

HOOKS 
An unknown individual recently threatened the life of 
En-ielle Brakon. Her would-be assassin shot an arrow 
from a nearby rooftop. Errielle was hit, but survived. 
f i e  assailant got clean away. Fearing for her niece’s life, 
Hellin has  Chillin hire the PCs to become ErieIIe’s per- 
sonal bcdyguards. ErieUe, however, obstinately refuses 
their hetp, and the PCs wlll need to protect her from 
afar. Will they catch the assassin the next time h~ 
str~kes? WiI1 they get along with Errieue and become 

G 

menus OX me Brakon tarnu 
with the assisrant of Tirakoi 
enemies among the city’s rich and powerful’ 

i28. RUDYN’S RAKFRY 

This large wooden structure faces one of the wide 
avenues in the district, some distance away from 
the main thoroughfare. The three-story high build- 
ing would look quite ordinary were i t  not for the 
various chimneys protruding from i t s  high roof and 
the cloud of puffy smoke issuing from their stacks. 
The smell of warm bread lingers in the aFr around 
this edifice, and a simple wooden sign shaped 
in the form of a loaf of bread hangs from chains 
riveted upon a beam standing out on the edifice’s 
facade. 

I 

Raking 24 hours a day, Rudyn’s Bakery is the largest and 
most important supplier of bread and pastries in the dis- 
trict. It sells directly to the inns and other establishments 
of the district, to a few markets in other parts of the c i q  
and to anyone willing TO wait in line a t  its extremely popu- 
lar freshly baked goods counter. The success of Rudyn‘s 
Bakery lies in the handful of secret recipes handed down 
by its founder to his descendants, as well as in the fact 
that  about 50 years ago the Master Baker hired chefs of 
&en and dwarven blood to expand the bakery’s already 
vast selection. The place now offers bread and pastries of 
human, elven, and dwarven origin as well as hall a dozen 
special types of breads that only they know how to make. 

Most of the Bakery’s main floor serves as a stock room 
holding all sorts of fresh breads and pastries, but a smaIl 
portion serves as a counter where people can buy fresh 
goods directly from Rudyn’s.The second floor of the estab- 
lishment serves as a warehouse to store different kind5 of 
flowers and spices, and also as administrative offices. The 
third floor houses the Rudyn family’s privxe residence. 

RFSIDFNTS 
Farron Rudyn owns and run the family business with 
his two daughters, h v a  and Avirra. Three Master Bakers 
- one dwarf, one elf, and one human - and a score of 
evert  p a s q  and bread makers work for them around the 
clock. mile most of them bake, Avirra and a couple of 
other experts see to customers at the counter, which opens 
at  before dawn and doses at noon. 

Ronav, Farron’s youngest son, has no interest in the 
Bakery, however. He was recently accepted as an appren- 
tice in thefiieves Guild, a €act that he keeps hidden from 

7-- his family. He covers it up by pretending to go out with 
friends and drink hard s i x  nights a week. His father is (- 
under the iliusion that his son i s  a hopeless bum, but his - 
sisters suspect his involvement with the Guild. 

L - ~ ~  
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: Expl4. 

-ra Rudyn: Exp8. 

-,..: Rog2. 

hers (3): ExpJ. 

kers (22): Exp3. 

t a l  o f  3,000 gp in the coffers of the 
9 offices of Rudyn’s Bakery. Over 2,000 
w d 5 ,  coins, and precious stones can 
in the family’s private abode. 

HOOKS 
Faarton Rudy 
fire at the B 
firehall 5croll 
witnesses le: . .- . .  
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.n hires the PCS to investigate a suspicioiis 
Ikery. A clue left behind - fragments of a 
- reveals a connection to magic. Key eye- 
d the PCs to the Academy District, where 

they ti7d the young mage responsible for the incident. 
He’: a 5tudent a t  the Arane Academy (locarion K2). 14s 
it tu rmd out, the youth accidentaIIy trigged the scroll, 
panicked, and ran away. Will the PCs bring the youth 
to the authorities or will they accept his o f k r  of help 
in exchange for their silence, Will this cause the young 
wizard to lose his apprenticeship or wiIl the Academy 
understand that accidents happen? 

929. THF BATWIIUUSF: 

This large build 
I.. ..L . - I 

ing constructed o f  pure white stone 
~ ~ T Q O T S  several long colonnades on its faqade and 
sides. The words, “The Rathhouse” engraved upon 
the face of the three-story high building, cannot be 
missed. A pair of marble double doors opens upon 

1 
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tabtes s r t  a t  various levels on the establishment. 

a wide staircase that leads to a high platform when 
paying customers can access a large outdoor pool 
Several doors open into private chambers, corn 
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The Bathhoirse is a welhaintained building in which sev- 

eral large pools, sa~mas, and private tubs are made available 
to the public. The Bathhouse offers a variety of cleansing 
methods. from soaking the body in special liquid solutions 
to rubbing it with scented oils and herbs. Its staff lectures 
its patrons on hygiene and its suppliers keep its qtoreq 

weIl-stocked with scented oils, soaps, and shampoos. 
The Bathhouse also offers 3 variery of special alchemical 

. . _-. 

‘7 solutions that relax the muscles and clean the skin of any 
e t humanoid creature. 

R FS 1 DE YTS 
Zarrion, a veteran adventurer, now runs the Bathhouse, 
which is a public facilitv overseen by tht. c i ~  government. 
Several masseurs of elven and half-elvm blood work for 
him, as well as attendants and maintenance n-orkers tak- 
ing care of the various baths and pools. Zarrion embezles 
from the Bathhouse ro line his pockets, and over the 
course of severa1 years he amassed a small fornine without 
arousing the suspicion of anyone in the C ~ t y  Council. 
He sends all the wealth he steals ta a powerful group of 
humanoid thugs who kidnapped his three children a few 
years ago. These humanoids live some distance away &om 
the city and they scnd an agent to collect the ransom once 
a week. Zarrion will soon be able to pav the rest ofthe ran- 
som, ’but he still needs a few more months to accumdate 
the money. 

Zarrion: Ftr 13. 

Expert Attendants and Masseurs (40): Exp3. 

Maintenance Workers [XI): Com3. 

The City Council provides the Bathhouse’s operat- 
ing budget, which is supposed to include funds 
for buyhg supplies and petty cash. But thanks to 
Zarrion’s embezzlement, none of the money stays 
inside the Bathhouse far very long. h i d e  from the 
goods stored here and whatever its many patrons 
bring, the place holds nothing o f  vahe.  

ACTIVITY 
Though a revered institution of the distiicr, the Bathhouse 
relies on the generosiry of the City Couiicil to maintain its 
costly efficiencies and pay the salaries of its highly trained 
personnel. while most in the city agree rhat the Bathhouse 
offers essential services to the population, many in the 
C i v  Council would t k e  to begin charging for use of its 
facilities, to better shoulder the burden 3f operating i t. For 
now, it remains accessible t o  wetyone, though by unuet- 
ten agreement mostly nobles and rich merchants and 
adventurers visit the inside of the lavish establishment, 
while the common folk restrict themselves to the outside 
public p o d  to cleanse themselves. T h e  Bathhouse opens 
from dawn and closes shortly before m:dnight. 

The luxurious inner facilities have very real therapeutic 
bendits, which - some in the Council argue - is all 
the more reason why the Bathhow? should a t  least srart 
charging its wealthy parrons. Each hour spent in treat- 
ment significantly eases ones aches and pains, healing I 
point of nonlethal damage. 
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rhe PCs to investigate the Bathhouse and determine 
if Zarrion is misapprupiating funds from his budget. 
I f  the PCs discover the rruth, will they have pity on 
Zarrion and his children, and help him save their lives, 
Or wilI they opt to simpIy let justice deal with h e  old 
fighter? 
A weird fungus has ruined the sanitary conditions of 
all pool5 and ‘oaths at the Bathheuse. Zarrion hires the 
PCs to investigate. The cnuse o f  this sudden infection 
is magical in nature, al l  who bathed in the soiled water 
might die from a terrible disease within one week. Will 
the PCS be abIe t~ find a treatment in time or d hun- 
dreds oi people perish of this mysterious ailment? 

550. F:Mr)TT WARFHOUSFS 

A series of  seven rundown wooden buildings stand 
upon this abandoned lot. The long, uncut grass of  
the surrounding terrain and the general condition 
of the stluctures suggests that no one has us8 
them for a long time. 

These seven empty and seemingly abandoned warehouses 
uqed to be filled to the brink. Their proprietors, unabIe 
to find another tenant, closed them down when the rich 
merchants renting the place decided to SSOR their goods 
elsewher?. While several merchants and whole- 
qalers offered to rent a few of these buildings at a 
time over the past 35 years, the owners obstinate- 
Iy refused to do business unless they rented all 
seven warr=houses and took care of their upkeep. 
Several years ago, the proprietors took their lsu+ 
ness elsewhere and sold the empty warehouses 
and the lot upon which thev stand to the Vikoren 
family (location G16). Unable to find someone 
to rent them and having no money to renovate 
them, the hmily is now wrlling to sell the lot for 
whatever they can get for it. 

Since they were first abandoned, decade5 ago, 
these warehouses have become one of the favorite 
meering p!aces of members of the Thieves Guild. 
Because no one pays much attention to these run- 
down eddies,  thev make ideal locations for clan- 
destine meetings, and from time to time guilds- 
men go there 10 exchange goods or information. 
On occasirn, these guildsmen stash some of their 
Ioot in One of the warehouses, carefully hiding the 
goods tinder piles of debtis. These treasures never 
remain in place for more than a couple of days. 

Illicit lavers and homeless beggars also occa- 
sionally t i w  some of these buildings to meet or 
sleep in, but the Thieves Guild always drive thrw 
people away when thev carch them. 

- i n e  h’itcorens rinaiiv Iouna a pow 
unused lot. Because they sirspecr 
houses withuut permission, they 1 
the place out and empty each building before t 
tial buyer comes to visit. The Pcs, however, 
a stash of stolen goods, which belong to thc 
famdy (location G22). They were planted t b  
member of the Thieves Guild hired bv a younj 
mi5EOCrat who wanted KO help Tirakon Kardyn 
the Vkorens. Will the PCs see through the n 
thev be able to kelp the Vikorens sell the p13c 
this obstacle? 

931. THE C~RQTTO 
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A large and perfectly square building of dark gray 
stone faces the main thoroughfare. In front of this 
five-story edifice, a large statue stands upon a ped- 
estal in the middle of  a basin filled with water. They 
were made with the same material as the building. 
The statue i tself  resembles a fully armed dwarfwar- 
rior. Thick Qwarven runes painted silver decorate 
the wide blade of the statue’s sword. They read, 
“The Grotto.” 
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:lance, the Grotto seems like any other tavern, jovial. Many adventurers and locals are reguhr patrons, 
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wn cavern lies within the ordinary 
-... ~. - ..- >ale grav stone walls look as if they 
ed through the bed rock. The floor is uneven 
wrought, as if carved with axes and picks. 

40-fOOt high ceding bo1ds several stalactites 
aIlv drip with what seems to be mineral-rich 

led k r o k  Silverand runs the Grotto with 
dwarf barkeeps and a handful of  bouncers. A 
he Silveranvil Clan founded the Grotto long 
e then many of his descendents have run the 
;e of the seemingly real and shadowy decor 
I, it appears to be a rough and uncouth place, 
ance of this unique tavern is usually light and 
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attracts many tourists. Dwarves abound in the Grono, 
making up almost half of its regdar clientele. h k e  many 
taverns, it's a good place to hear the latest news and bit QE 
gossip, as well as find adventrtring opportunities. It serves 
high quality dwarven are, a specialty of the Dwarven 
District. The Grotto offers no food, no wine, and no other 
types af alcoholic products, but the place is famous for it5 

excellent ale, the fine quality of its service, and its unique 
character. 

Karok Silveranvil: Dwarf Expg/ Ftr6. 

Barkeeps (4): Dwarf Exp3. 

Bouncers (5 ) :  Dwarf Ftr7. 
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I (see location A t tor details), worth 4073 gp to most 
dwarves but only 40 gp to anyone else. 

AC‘I’IVI7-f 

Three times a week, Karok travefs to Graybeard’s Brewery 
in the Dwxven District (location A25) and brings back a 
wagon full of barrels, kegs, and bottles t o  the Grotto. The 
round trip takes him roughIy eight hours, but when the 
Grotto opens its door at 4 p-m. Katoks wagon lies empty 
and his newly acquired brews are neatly placed behind the 
main bar. ?”he Grotto opens for business seven days a week 
and does not close until just before d a m .  

HOOKS 

* Karok is happy with what he gets from Graybeard’s 
Rrmvery but he aha wants to expand his selection. He 
hires the PCs to ravel to a foreign city, where a well- 
reputed dwarven brewer lives, and returns with a full 
shipment of his best ale. On their way, several groups 
attack or t ry  to dissuade the PCs from completing their 
task. At first glance, it looks as though agents of the 
Graybeard Brewery want to prevent Xarok from buying 
from another supplier, but further investigation reveals 
that a competitor of Graybeard’s is actually w n g  to 
discredit it. 

q3.2. T H E  HFRBALTST’S SHOP 
A tiny dark brown wood house faces the main rhorough- 
fare. A simple sign hanging from an iron pole besides the 
only entrance reads, “Ceranthan and K a r e k  Herbalists.” 
A wide wooden counter dominates the inside of the build- 
ing. Shelves containing clay jars, small wooden boxes, and 
glass vials filled with dried herds cover all four walls, and 
countless bundles of herbs hang from the ceiling’s high 
beams. A riny iron safe and a large wooden table upon 
which various containers and tooh of the apothecary’s 
trade take mosr of the remaining qpace behind the coun- 
ter. 

fect row between ~ W Q  narrow roads in the northwestern 
part of the Travelers Dismct. Donated by the Karilyn fam- 
ily (location G21) about twenty years ago, this lot became 
the most ambitious and socially conscious housing project 
in the history of the Travelers District. Completion of this 
project not only bestowed a place to live for several poor 
families, but it. also improved Tirakon Kardyn’s populann, 
among district residents, and undoubtedly helped him 
become the district’s representative on the City Council. 

Today, the locals call these buildings the Slums, because 
the famhes living here arc poor and fill them to the brink 
Hundreds of impoverished commoners live within the 
Slums. Each family pays a low rnonthlv rent to the Kanlyn 
family in exchange for a small primte apartment shoe- 
horned into the tightly-packing buildings. Many of these 
tenants hquently don’t pav their rent, as they cannot afford 
even the small cost of living in the Slums. The Grilyn 
family makes it n point to tolerate these poor commoners, 
though many rivals believe that they do this simply to keep 
the hard-won support of the district’s population. 

534. TNITAMOUS THIEVES’ D W F L L I N ~  
This simple burgundy brick house looks Ne a n  ordinary 
residence, with the exception of a large honr yard sur- 
rounded by a low picket fence of dark green oak. Several 
“No Trespassing” signs in various different languages hang 
from the fence. 

Sisters Danlka and hforlyn - master thieves from the 
Thieves Guild - live here, While they da not make it a 
point to distinguish their house from its srimundings, 
they take careful measures to ensure that no unwanted 
visitors come poking around. Several wires, hidden in the 
front yard, &K all persons inside the house of wouId be 
intruders (successf~l DC 20 Spot check to notice the wires; 
successful DC 15 Disable Device to render them useless). 
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Guild for years. They both hope 
s ofa particular district, but they 
> open up. They currently report 

iribar the Furious, the Overlord of the Travelers 
ict (see location G35). While Danika seems content 
the current state Qf affairs, her younger sister MorIyn 
,re ambitious and impatient. In fact, she intends to 
ler Faribar, hoping that either D a d a  or h e r s e l f d  
his place. Morlyn, however, needs accomplices to 
nplish this goal; she does not want the Guild's worgs 
spect her involvement in the assassination. 

leges, including the tu11 tmst ot h15 worg superturs, whlch 
only sent one internal spy (the hound called Ribanon), to 
keep tabs on him. Faribar considers Ribanon to be one of 
his m03r trusted foxes. He suspects his true nature and 
purpose, but since he has nothing to hide from the worgs 
of the Guild's Inner Circle, he trusts the man complerely 
and is actually pleased ro have him reporting on him 70 

the worgs. 
Members of the City Guard stay clear of this building. 

They know full well that the Thieves Guild operates from 
it, but they remain content to watch his many operations 
from afar and turn a blind eye to its occupants - all 
thanks to the arrangement between theThieves Guild and 
the City Guards operating in the district (see location G3 
for more details). 
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Over the years, Danika and Morlyn accumulated 
over 4,090 gp worth o f  coins, jewelry, expensive art, 
preciou! stones, a s  well a s  golden and platinum ll trinkets. They keep these riches under lock and key Faribar the Furious: Rog121Ftr5. 

Ribanon: Half-elf Rogl2 

Danika and Morlyn: See location 634. 

Foxes, Master Thieves (9): Rog8. 

Dogs, Journeyman Thieves (35): Rog5 

Pups, Apprentice Thieves [I 5): R3gl 

(succes:;ful DC 2; Open Lock check to unlock thi 
coffer holding their wealth). Danika carries a rapie 

J I  CI uv 

Mor ly  carries pipes ofpain, a + I  short sword, and a 
potion o r  barkskin 4. 

h 

HOOKS 
Modyri approaches the PCs in disguise, and hires them 
to murder Fanbar for her. To convince them, she reveals 
several evJ plots in which Aribar was involved, and 
hinrs t'lat he caused many of the PCs' past misfortunes 
or failed enterprises. She offers a lot of money for this 
service, as well as her expertise in any endeavor they 
might want co undertake in the future. She also prom- 
ises them the friendship of the Guilds next dist*ict 
overlord. 

535. THIFVFS' GUILD HALL 

The guildhalf holds several locked ard  trapped cof- 
fers in various hidden cornpartmenxi, ai l  of them 
containing the accumulated wealth of  Faribar and 
his group. In total, over 50,06Q gp in assorted 
coins, gems, and jewelry can be rt:covered from 
the Guildhall. There are two basic kinds o f  traps 
that protect the thieves treasure coffers. Chest 
Smeared with Poison: CR 10; mechanical; touch 
trigger (attached); manual reset: poison (black 
lotus extract, DC 20, 3d6 Con/3d6 Con); Search DC 
28; Disable Device DC 30. Poison Arrow Trap: CR 
12; mechanical; touch trigger; manual reset; Atk 
+I5 ranged; l d 6  and poison (terinav root, DC 16, 
1 d6 Dex, 2d6 Dex); multiple targets (up to five tar- 
gets in a 20-ft.-by-20-fi. area); Search DC 28; Disable 
Device DC 34). Faribar the Furious 'Nears +5 stud- 
ded leather urmor and carries eyes of Lhaming and a 
pouch with three diamonds (each worth 5,000 gp). 
Ribanon fights with a pair of+2 hand UMS. 
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no deccrative features. Its windows are F 
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forms the only entrance. 
a 

The Thieves Guild uses this location as its district guild- 
hall, which both provides them with a relhble meeting 
place, and diverts attention from the Guilds true head- 
quarters in location G3. 

ACTlViTY 
RFSIDFNTS Members of theThieves Guilds and t h e i ~  associates (srnug- 

glets, informants, and the like) frequent the guildhall. 
They come to see Faribar, one of his foxes, or any other 
member of his band. Faribar seldom leaves the hall, pre- 
ferring TO lead his group from its comfort and security 

The disnict guiIdhall appears a5 a simpIe and rather 
inauspicious meeting place. It is run by Faribar, calIed the 
Furious, because of his legendary short temper, with the 
help of a dozen foxes (master thieves), One of the most 
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His thieves are extremely active in the disrrict, but 90% of q3 6 .  
their business focuses on s d i n g  from foreigners, wheth- 
er by picking the pockets of passersby or commandeering 
wagons filled with merchandise. Among his guildsmen, a 

END 

This Tong low building clearly once served as 
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small group of dogs and foxes specialize in burglaw The 
crimes they commit are infrequent but highly profitable, 
;targeting local nobles, merchants, and other rich propri- 
etors. When they prepare an operation, they make sure 
that no dues  Iead to them - in fact, they always plant 
falsified evidence to mislead those who would atrempt FO 
uncover the culprits. 
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ineys on its roof. I ts doors are 
l i te strong, though pitted with 
! of four silent forges lines one 
11 numerous anvils are scattered 

b w f u  biuric r d p u r  driu d a c r i d  

granite table, once used tQ stack weapons, now 
Serves a s  a makeshift bar. There are no chairs in the 
place; the stients don't seem tu  require them. 
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HOOKS 
* Faribar sees the PCs as potential abes, even future 

guildsmen. He spies on them and arranges several 
encounters with them, using his foxes and dogs to 
evaluate their strengths, weaknesses, and characteris- 
tics by taunting them, stealing from them, and even 
fightinE them. If the PCs impress Faribark men, he 
approaches them himself, at  first in disguise, then in 
his t rue  identity. If the PCs do not seem interested in 
aicit operations or theft, Faribar leaves them alone but 
keeps a close eye on them. He later tries to use them as 

scapegoats, pIanthg evidence oftheir involvement in a 
crime his men committed. 

fiis former smitl 
into one of the , 
It caters exclusive 
homunculi, and tb 
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created beings are unintelligent and lack the 
motivation to leave their masters for any reason, 
have developed and with it, a of unique 
identity. The End serves as a haven for such beings, 
gVhg them a place where they can fee1 at home and inter- 
act with others of their kind. 
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r such a n  establishment. Though many - 



ed by Tempus the Free, a small 
life in the senrice of a great 

lroudest moment, Tempus was 
ness, which transformed him 
to a unique soul. FIe remained 

I the  old man untd his death, a t  which time he set 
to explore the world. His years of travels imbued him 
I a strong sense of self, but also an acute feeling of iso- 
in. HV did not belong to any of the races he met, and 
?ed many of them treated him with fear and horror. 
went-aally made his way to the city where, forthe first 
e, he found othcrs of his kind with which to inter- 

--.. In an immense philosophical leap, he realized that 
location helped build cornrnuniry - that a place which 
other coiistmcts considered “theirs” w o d d  help them 
refine their protean identities. Using funds which he had 
gathered from over a century of  travel, he purchased an 
abandontbd ironworks, and the VigiPs End was born. 

The re@\ar ciientde are a truly bizarre mixture of arti- 
ficial creations, from tiny farnhars to colossal guardians. 
They stand around in small clusters, engaging in strange 
cenversafions ranging from gossip about their masters 
to philowphical quesnons about the nature of existence. 
Hamrrnculi tend to gather on top of the bar, chattering 
with each other and whoever else comes along. Some 
customers do nothing at aIl; 
rhey simply stand quietly 
bv rhe wall 
sense of bel 
the places SI 
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Customers (varies): Any monster of the 
“construct“ type, a5 per the Mender Manual. 

At anytime, the Vigil’s End contains 5-50 artificial 
constructs of various sorts [though they would like- 
ly object to being referred ta as ”treasJre”). Tempus 
has three wands of shocking grasp, two wands of light- 
ning bdt5 (3rd level caster), and a staffofjire for use 
by his customers. H e  routinely replenishes them 
with fully-charged models, wh rch he purchases in 
the Bazaar District. Tempus has acquired a vast 
fortune during his travels, which he keeps buried 
in the cellar of the Vigil’s End (successful DC 30 
Spot check to notice the disturbances in the dirt. It 
is  rumored to contain over 100,000 :;p, though no 
one has been foolish enough tu try arid steal it. The 
actual amount present is up to the DFd’s discretion. 
The Vigil’s End never closes and Tempus has no 
need of sleep; anyone wishing to cia rn the fortune 
would first have to  face the building owner... and 
any customers who may be around as well. 

- -. 
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Food and !iquor are served here in small amounts for those 
beings which requite it. The prices are unusually cheap, 
for Tempus has little need for profit (3&509/0 less than the 
listed price in the Player: Handbook. “Alternate” forms of 
libarion c3n be found here are well, from magical electric- 
ity to cleaning and polishing services, also available for a 
nominal fee. Though living creatllres are not specifically 
barred from entering, few find the environs comfortable. 

There are some - particularly among the arcane spell- 
casting d r s s  - who would Iike to see the Vigil‘s End shut 
down. They believe it is an incubator for insurrection, 
encouraging otherwise-obedient constructs to overthrow 
their masters. But their argurnenrs find little traction 
among those who participate in the city government. 
Tempus has never had any trouble with the Civic Guard 
(his customers are extremely well-behaved), and the mw- 
em and sbakers in the Travelers Distrjct voice ne  objec- 
tions to their presence. Unless that changes, the V i d s  
End will continue to provide the one thing its customers 
need. a place to call their own. 

HOOKS 
9 A homunculus has m n  away from its master and is now 

hiding nt  the Vigd’s End. The PCs are asked to track it 
down and c~nvince  it to return to work. - A band of loca1 wizards have decided to take matters 
into the-r own hands. They plan to attack the Vigil’s End 
and desrroy or deactivate every construct in the place. 
The PCs get wind of the plan. Can they intervene before 
the ensuing riot destroys the nearby neighborhood? 
Tempus approaches the PCs for help in retrieving his 
former master’s notes - lost for centuries - which 
may provide the key for bringing sentience to countless 
other grlems and constructs. NeedIess to say, there are 
quite a few people who would do anything to prevent 
the notes from falling into his hands. 
A non-Guild thief whom the PCs know sets out to 

crack the Vigil’s End and get his hands on the treasure. 
He soon disappears.. . but was he done in by the Vigil’s 
customers, or are they just scapegoats for the real perpe- 
trator? 

IJESTS 
The Traders  District sees the beginning of cotlntless 
lengthy adventures, but rarely figures in any of them. The 
huge num5er of inns and taverns means that adventurers 
garher hen: from al? over rhe world, preparing themselves 
for expedjrions or coordinating with their fellow party 
members. The district happily caters to the beginning and 
the ending of their stories, but rarely plays a part in the 
heart ofthem. 

The Thieves Guild provides quite a different experi- 
ence, however. Though they do not control the district 
to the exfent that they would like, they are still a potent 
force, and their members can show up in any number of 
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district have been robbed or victimized by their 
and heroes looking for wrongs to righr are boui 
one sooner or later. The Guild is a PQWerfUl eni 
hundreds of members and the ability to melt li 
into the shadows. Making enemies out ofthem c 
countless long-term adventures, and an adversar 
always return to cause more trouble. 

WRKTH OF T H F  BLACK QUFFN 
A band of foreign adventurers, led hy a man na 
rhe Barbaric, has recently arrived in the city h 
latest adventure, they found an ancient and pow 
fact, which they brought to the Travelers’ Distri 
to sell it. Not knowing how powerfu1 or v a h d  
they sold i~ to a street peddler, who in turn soh 
Pawnshop (location C13). h a r r i a n ,  who mns 
correcdy identified the object and quickly bn 
findings t Q  the attention of Burivan the Sly, a p i  

in the Thieves Guild (see location G3). Through hi5 many 
contacts, Butivan found a wealthy buyer for the item, and 
arranged a meeting between him and Avarrian, who wants 
to get rid of the artifact as soon as possible. 

The buyer, one Ilernnivar, works for a powerful warlord 
who has dared to think the unthinkable and wishes KO add 
the city a5 the centerpiece jewel to his CTOWTI of conquests. 
Though the city might not be directly affected by his 
action - a t  least not right away - such a powerful item 
in his hands would nevertheless spell trouble. Ar the very 
least, it would threaten the fragile balance between neigh- 
boring lands, as well as disrupting trade in the area (which 
would undoubtedly affect the city‘s economy). In time, he 
may be able to stealthily d i r r a t e  the city and attempt to 
overthrow the City Cound .  with such a powerful artifact 
in his hands, his plan might work. 

The artifact is called the W d h  ofthe Black Queen: a well 
wrought bronze rood believed to have been the pmpetty 
of a queen of olden days. It combines the powers of a rod 
L$ alertness, a md of lordly might, and a ring of mind shielding. 
It also bestows i t s  wielder with the benefit of permanent 
bulli strengfh, m q y  urnor, and shield speIls as if cast by a 
loth level wizard, for as long as he holds the item in his 
hand. However, only a character of chaotic alignment can 
benefit from its powers. In the bands of any other charac- 
ter, this artifact functions as a mundane rod. 

While at one ofthe many inns or taverns of theTravclers 
District the PCs hear rumors about a group of advenriirers 
who brought an ancient and artifact to rhe city The artifact 
in question was- allegedly sold to a 10~31 store, but na one 
truly ~ Q W S  where M find it. Meanwhile, Ivon and his 
group, who spent most of their time at the Ladies of Luck 
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(location G14), learn from one of their escorts that a fabu- 
lous artifact was recently brought into town. Foollowing 
a brief investigation, they conclude that the street ped- 
dler to whom they sold the item cheated them and, from 
him, learn that the artifact now belongs to Avarrian. Not 
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Council, who learned about the transaction and hopes to 
either secure the item for himself or simply prevent rhe 
warlord fwm obtaining it. Whether they are motivated by 
greed, dutv, or an insatiable need for advenrure, the PCs 
need to acquire the Wvath o f t h e  Bluclz Queen and make sure 
ir does not fa11 into the a r a n g  hands. 
d the K s  patiently wait for the item €0 change hands, 

they mal be able to corner Remnivar and his men, but 
facing the warlord's agent (a  wizard) and his bodyguards 
in battle might prove to be a dangerous game. If the PCs 
confront Ivon and his group, they may realize the tmth,  
and even decide to help Ivon get his treasure back. On 
the other hand, they may make an enemy of the strong 
barbark  with their insults and lies, or simply decide that 
they should trick him or steaI the artifact for themselves. 
In this u s e ,  the PCs also have to deal with a grotrp of 
angry barbarians in addition to the warlord's agents and 
the Thiel es Guild. 
If the "Cs uncover the truth and act honorably (either 

by helpirg Ivon reclaim the artifact or preventing the war- 
lord fron; obtaining it, or both), rhey may win the respect 
of several people, including members of the city Council 
- especially if  the PCs learn of The warlords ploy through 
Remnimr. In this case, the City Council may hite them to 
seek out the warlord and put a stop to his scheme before 
he can harm the civ further. This may invdve diplomacy, 
or a major foreign campaign by the Wall Guard, OT both. 

Ir, on the other hand, the PCs fail to prevent the artifact 
from falling into the warlord's hands,  hey may need to 
infiltrate his army in order to put a stop to his schemes. 
Fading that, the PC4 may need to stop the warlords efforts 
to infiLltrjte the city, or contain the damage his activities 
are causing, but i n  this case many innocents might get 
caught in the crossfire. 

, -  

d20 Encounter 
1-2 Civic Guard patrol 

3 Thieves Guild thief 

4 Freelance thief 

5-6 

7 

8-4 

foreign Tourists 

Messenger 
Craftsman Fradesman 

10.11 Adventurers 

12-1 3 Street Entertainers 

14-1 5 Beggars 

1 6-1 7 

18-19 
20 

Traveling merchant 

Street peddlers 
Virian's Street Rats (see location 611) 
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When shadows grow long and thoughts turn toward the 
darkly romantic, the citvlooks 70 the Lamplighter District: 
a cluster olparkland and Gothic cottages perched just out- 
side its eaqtern wall. The area has earned a reputation as a 
haven for Mrn and unnatural creatures.. . but also a place 
of magic and enchantment, where the night offers dark 
enticements to snare the willing and unwilling alike. 

In the early days of the city's construction, the area 
served as (I cemetery, housing the bodies of the dead om 
beyond the walis where there was no threat of disease. 
k time went by, the cemetery filled up; the c i v  made 
plans to evpand it out inte the woodlands to the south, 
but before they could do so, they were blocked by a wily 
nobleman named Sir Milton Derek. A m t i w  of a disrant 
Iand, Sir hfilton arrived quite unexpectedly, and  produced 
documentation giving him ownership of the entire area. 
The land had been ceded 20 his father, he claimed, who 
was an archbishop of the Children of the Creator. He 
intended t o  assert his rights over the claim, which meant 
the city could not expand its cemetery bevond its current 
borders. The claim seemed to be in order and the city's 
legal scholars agreed: The land was his to do with as he 
pleased. 

TO everyone's great relief, he did not demand that the 
cemetery Se moved. Indeed, he allow free access to it 

Sir Milton was always d n g  to make an excepti 
though the cemetery grew slowly, thrre were sti 
new plots every vear. In this way he retained th 
wilI of the city whiie ensuring that his property 
become a necropolis. 
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D T S P O S I Y ~  OE THF REMAINS 
With i ts  traditional burial ground mostly inacces- 
sible, the ci%y has had to find alternatives to bury- 

*.  
the grounds set aside for the process well to the 
east of Sir Milton's hoidings. Those who can afford 
it receive a proper funeral ceremony, invoked to 
whichever god or gods the departed adhered to 
before the pyre is set aflame. Those who can't 
afford a proper ceremony are disposed of in weekly 
mass burnings, the only way to dispose o f  bodies 
efficiently. This has since become the established 
custom &the city: Noble families pay the dwarves 
to inter their dead in the Mausoleum in the 
Dwarven District (location AlO), while a lucky few 
are buried in the cemetery. The rest are cremated, 
and even religions forbidding such treatment have 
been forced to modi6 their doctrine to accomrno- 
date this reality. 

ing its residents who have departed from this life. 
Today, 99% of the dead are cremated, usually En 
the grounds set aside for the process well to the 
east o f  Sir Milton's hoidings. Those who can afford 
it receive a proper funeral ceremony, invoked to 
whichever god or gods the departed adhered to 
before the pyre is set aflame. Those who can't 
afford a proper ceremony are disposed of in weekly 
mass burnings, the only way to dispose o f  bodies 
efficiently. This has since become the established 
custom &the city: Noble families pay the dwarves 
to inter their dead in the Mausoleum in the 
Dwarven District (location AlO), while a lucky few 
3 ~ -  krrrinrl in the r m r n o t o n ,  Tho rPct s r ~  r r p m i t d  

But there was something odd a b u t  Sir Milton, a qual- 
ity which many noticed brit few could put their finger 
on. He never appeared in the daylight for starters, all 
his meetings and-rendezvous took place at  night. As the 
years and decades passed, his youth never dimmed, and 

I compliments about his apparent agelessness soon gave 
way to mutterings about black 

magic or worse. Finauy some 
50 years after his arrival, the 

truth came out. Before a 

wealthy and powerf~d of the 
city who had become 

I' 
stunned gathering of the 



. ”. 

I 

1 WS LARGEST CITY 

of the ~m Sead - a vampire who drained the blood of th 

Before the stunned assemblage could react, howeve. 
he spoke again. He had not come TO the city t o  dominat 
or terrorize its citizens, he claimed, but rather to Iivc i 
harmony with them. He believed qiiite fervently in th 
power of the Spire, he said, and wished to remain so that: 
might “cure” his condition. He swore that be would neve 
kill for siistenance - “1 embrace only those who accer 
me openly,” he claimed - and refused to create others c 
his kind. Another vampire would just be a competitor fc 
resnurce5. he said. and his mesence would help keep th 

I 

z 

e 

e 
city free of other undead. 

Thoug5 some were outraged by his gall and spoke of 
destrwirg him, others were swayed by his eloquent rea- 
soning. €<e had long been a member of the city’s upper 
crust, and had made many friends among the nobility. His 
parties m w e  well-known and much beloved, and those 
close to him, though a h d e  unnerved by his aura, never 
felt thre>tened or endangered by him. It was decided to 
aUow Sir M i I t ~ n  to stay, on condition that he obey the 
city’s Ian s without question and that he work to actively 
prevent any Other vampires from viewing the city as 
their home. To this he agreed, and ever since then, he has 
served an; a strange but enduring reminder of the city’s 
tolerance. He’s practically a fixture in the City Council, 
and his knowledge of the past is unsurpassed. Those 
who k n ~ w  him treat his vampirism as a private matter, 
like a heart condition or a family scandal. As long as he 

L A  
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doesrL’t rivage the chambermaids, they’re happy to leave 
his undvad status alone. Besides, he‘s such a charming 
man ... 

The Limplighter District is a h o s t  entirely his prop- 
erty, ma-ked by a huge parkland estate which he has 
opened to the public. The buildings to the north of the 
estate were built at his request, and now hold tenants 
of rich and varied personality. Ramshackre townhouses 
cornpefe with curio shops and odd taverns, all joined by a 
mixture of cobblestone streets and rich green lawns. The 
woods to the south are rich in game, and residents are 
welcome to hunt there so long as they leave before dark. 
Fog often creeps in from the marshlands to the south, giv- 
ing a haunted, fairy-tale atmosphere to the district, which 
resident5 say they wouldnk trade for the world. Thar~gh 
all  are aware of their landlords nocturnal activities, they 
woiddn’t live anywhere else; the fear Ahat Sir  Mdton gen- 
erates is easily surpassed by the sense of dark romance 
that he brings to their lives. He holds regularbalk among 
the lawns and gardens, with glowing lanterns lighting 
the proceedings and haunting music filling the air. The 
Lamplighter District is one af the safest in the city with 
criminals kept at bay by a private force of guards. And 
stcangets and outcasts can often find a home here, for Sir 
Milton opens his arms to those who don’t fit in. Those 
who h e  here couldn? conceive of living anywhere else. 

of it? ~ t ’ s  never prudent to be out after dark anywhere 
in the city; here a t  least, they are up front about it, and 
those extra stout locks are nothing TO be concerned about, 
really, Certainly, the odd swooning girl is sometimes 
found with a little less blood than she started with, but 
she was usually asking for it, and the nothecaries in the 
district wdl nurse her back to health quickly enough. The 
noises 3re easily ignored, and the ocaisional fir of dark 
cackling echoing through the aIleyways is just parr of the 
atmosphere. Tt’s not as ifthere were anything to really fear 
here.. . 

The only area that Sir Mdton does not own is the s t ~ p  
of buildings along rhe city’s eastern wal1, which were 
incorporated into the city before he  arrived. The vast 
majoriry of these belong to the lamplighters for whom 
the district is named (Temetery District” was deemed 
too ghoulish). They and their famhes dwell here, along 
with a few shops catering to their needs. Most of them 
look askance a t  their wealthy neighbor to the east, but 
like the rest of the district, they are hirly unconcerned. 
He doesn’t bother them, and they see no need to interfere 
in his affairs. 

The district’s crime rate is exceedingly low. Criminals 
who do appear in the district are there only to discuss 
business, preferring to actuaEly conduct any exchanges 
elsewhere. Street crime simply doesn’t exist and the onIy 
threat of violence comes from those who were never 
human enough to fear it. Sir Mdton maintains a troop of 
mercenaries, the Wynn‘s Scales, to maintain order, while 
the Civic Guard patrols those areas closest to the wall. 
Besides, the thieves themselves have reason to fear the 
dark here, and whatever stalks the district in the bitter 
warches of the night won’t h i t  its depredations to the 
law-abiding. 

Sir Milton himself is the districts representative on the 
City Council. For daylight meetings, which he cannor 
attend, he sends a proxy - Edwina Idarcurn - who is 
his devoted servant and whom he t rusts  to act in his best 
interests. Sir Milton surprises the Couricil every ~ Q W  and 
again by showing up for a daylight meeting, but he does 
so wrapped in cloth from head to toe and usually only on 
extremely overcast days. It helps keer, his political ene- 
mies their toes and msiire that he cannot be dismissed 
simply by refusing to hoId any meetings a t  night. 

The forest to the south of the district is a wild and 
overgrown place, chock f u U  of game. Wharever dark 
forces hold truck in the district are al;o prevalent there, 
and people disappear just often enough to give travelers 
pause. Jt is safe enough in the dayligh-, however, and Sir 
Mil~ora always dismisses those who disappear as foolish 
unfortunates who don‘t understand the dangers of the 
wild. He has poinredly refused to o ~ e n  the area up 10 

development of any sort. 



-..- -----, ...- --. .&*\ "-a'""" Y C I L V L J  "L L l l C  C ' L , ,  " " I L C I C  

he is a convenient scapegoat for various plagues and evils. 
Every ROW and again, someone attempts to assassinate 
him, usuallv wirh the zealous adherents of some faith or 
another as his guide. Sir Milton is not easy to kill, how- 
ever. not d y  are the Wym's Scales well-disciplined and 
alert, but the vampire himself rarely deeps in his lair, pre- 
ferring to -otate between a series of heavily trapped hide- 
aways. Assissins whom he catches are ususlly turned over 
LO the Guard - a pracricc that burnishes his reputation as 
a respondde member of the community and an "honor- 
able rnons-er? Even so, there are no religious institutions 
of any SOR in the Lamplighter Disrrict. Sir Milton forbids 
the public display of religious symbols on his p r o p e q  
and most of the people who gravitate there are not reli- 
giouslv inrlined anymy The one church erected in the 
district burned down over a century ago when its chief 
cIeric wen' insane. The cemeterv is the one phce where 
an open display of religious pietv is permitted, though Sir 
Milton docs allow symbols in the privacy of one's home. 

Above al1, the Lamplighter District serves as a mem- 
branebeween c i h a t i o n  and the wild; a placed ciaimed 
by the city hut which exists at least in that pastoral 
state in which the unknown slowly creeps in. It's mQSt 
prominent citizen obviously likes it that way, and since 
he doesn't look to go anywhere soon, the Lamplighter 
District wi'l likely remain where it is, perfectly balanced 
in dark, romantic twilight. 

This broad expanse o f  parkland Fs downy, green 
and immaculately maintained. Rolling fields of 
grass carpet the ground beneath spreading trees, 
which cluster in a colossal grove in the southeast 
corner. A r M c i a l  ponds have been created here and 
there, and while there are no formal paths, visitors 
have no probtems striding through the greenery Q~I  

foot. 
an entirely more sinis- 

ter bent. t h e  trees seem to grasp a t  passersby, their 
branches -brrning menacing latticework across the 
moon. Thrfbg slips in like an unseen knife, reducing 
visibility to nearly nothing and hiding any number 
of secrets behind it5 empty white expanse. The park 
becomes ittterly silent in the dark; the calls o f  birds 
and occasional sound of visitors is swallowed up, 
leaving da-kness and ominous muffles in its wake. 

At night, the park takes 

Twilight Park is a part of Sir Mdtonk formal estate. He ha: 
opened it up to the public and permits visitors there any 
time of dav 
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some 20-50 guards watching over the 
keeping the peace among the visitors. WI 
outside their jurisdiction, nearby membe 
Guard will enter the scene in the case of pa 
disturbances. 

In  addition, it is possible to run into a=,, ..ul.lyc. ", 
people visiting the park. Many F i d  is soft green expanse 
refreshing after enduring the crowded conditions of the 
city, and make a point to visit it as often as possible. ~t is a 
favored rendezvous for Iovers who vaIue the privacy of the 
enveloping trees, as well as conspirators who wish to meet 
in a public place. Street musicians can be found playing 
here in the daytime, though food and other refreshments 
are never soId (S ir  Milton can't stand litter). Crime, of 
course, is unheard of. Muggers know berter than to Imk 
in the park unduly long; it's simply tempting fate. 
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n iocKea iron aoor 1s maaen 1x1 an alcove pist OII m e  
main gathering chamber. Beyond it, stone steps lead 
down into a tomb holding neatly a dozen coffins. It i s  here 
where Sir Milton presumably takes his rea. 

A metal covering, operated by a crank in another alcove, 
can be drawn across the apex of the dome, cutting off SUR- 

light in t h ~  daytime.Though some would question placing 
a in a vampire’s home, where filtered sunlight might cause 
a huge threat, Sir Milton finds it quite comforting. He 
believes i t  puts his human guests at ease, and it allows him 
to gaze at The moon and the stars a t  night. 

RESIDENTS 
Sir Miltoa Derek is somewhat s m d  for a vampire. His 
features are handsome and predatory, however, and his 
immense magnetism resonates regardless of his height. 
He wears +e hair close-cropped, and dresses simply but 
elegantly in silk clothing. 

On the mrface, Sir Milton appears to be an anomaly for 
a vampire. Though he evinces a faint air of superiority, and 
sometime. condescends when he is speaking, he regards 
humans as something other than cattle to be slaughtered. 
He has formed many friendships with human nobles, 
often passing the camaraderie from father to son as sub- 
sequent generations come of age. He donates money to 
charities and his governing of the district, while some- 
what harsh, is considered fair by those beneath him. He 
appears to have taken his VQW of never killing seriously; 
though a seemingly endless array of ”victims” in the dis- 
trict is a l l  too happy to offer themselves to him, he never 
drains more than a token amount ofblood, allowing them 
to quiddv recover. He’s hardly a beloved figure - his 
predatory features are  just too unsettling for that -but he 
seems to have overcome the fear and revulsion that most 
humans exhibit towards his kind. 

Sadly, irk all a facade. In truth, Sir Milton is just as cruel 
and self-serving as any vampire; he i s  just supremely adept 
at hiding it. While the Lamplighter District swoons with 
incurabIe romantics hoping for a little nip on the neck 
he does his true hunting elsewhere in the city - in the 
Travelers District and other areas full of undesirables 
whom no one wiU miss if they suddenly disappear. He 
often disguises himself during such forays, dressing in 
fiIthy dothes and hiding his face beneath a broad floppy 
har. There is no seduction in such encounters; he sim- 
ply selects a prey and runs him or her to the ground. 
When he s through feeding, he takes the body back to 
the Lamplighter District, where he buries it in the cem- 
etery (after cutring off its head to ensure that it doesn’t 
rise again). The ghouls in location H7 often devour the 
remains, which both disposes of the evidence and keeps 
them from attacking any living beings in the district. 
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political power, and den 
of the various guilds an’ 
the government functic 
peers are mere neophyte 
span of years. It is deceptively easy to manipulate them 
should he wish. He considers the clan elders of the elves 
to be the closest thing he has to real peers because of their 
long h e s  (and consequent patience) and their grasp of 
history. But even then, each Chief Elder only serves on 
the City Council for twenty years at a time, and even they, 
ultimately come and go while he endures. 

Beyond his Machiavellian games, his main priority i s  to 
ensure that his hunting ground remains secure and that 
other undead don? come “poaching.” He’s beady involved 
in the mystical side of the c i t y  and assists various wizards 
in developing new wards against the undead. Not only 
does this allow him 10 stay abreast of the development oE 
potential weapons against. him, but it continues to reassure 
the populace that they have nothing to fear fmm him. 

As far as the city‘s myriad teligions go, he remains pas-  
sive. Certainly, the presence of so many holy symbols in 
a reIativeZy enclosed space i s  cause for concern, but the 
city supports plenty of people with no particrdar religious 
affiliation. He takes care to only select victims wlthout any 
apparent faith and to steer we11 clear of various congrega- 
tions and their kadcrs, He’s had to deat with would-be 
vampire hunters just often enough to avoid their favored 
recruiting groimds. As far as the Spire itseVgoes, he con- 
siders himself cert3ira that all of the city’s major religions 
are nothing more than elaborate yarns spun to keep the 
commoii folk in thrall. But there is also a ~ X F  of him that 
wonders if their prophecies of a divine return are me.. . 
and what will happen m the city if they are. Regardless 
of the outcome, he intends to be there to see it, as he has 
come to appreciate what the city for what it provides him: 
the perfect playground that he has all to himself, in which 
he can strut about openlv as a vampire with little overt 
hostshy directed his way. 

Sir Milton Derek Vampire Pa120, a s  per the 
Monster Manual. 

Wyrm’s Scales (5-20): Ftr4-7. 

The Wvrm’c <rz-Ip< centripe wpar w a l ~  msil and . ..- ‘ - I , ’ ’ . ’  -I--- I - . . . 1 . - -  ..I-. .,-..- . 
carry serrated longswords; their shift leader carries 
a + I  longword. The possessions at Sir Milton’s 
estate - paintings, furniture, and rare books - are 
worth a total of 30,000 gp if a proper buyer can be 
found. In addition, Sir Milton has a vast fortune 
deposited at the City Treasury (location 13). 
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tme and hold potential hunters. 
of reinforced iron, and secured by 
nust each be picked before it can 
i have a pair of triggers on them, 
&I DC 25 Spot check TO notice. 
es the door t~ slam shut again and 

electrified gate to lower in front of it. TQUChing the 
2s causes 3d6 electrical damage (Fort save for half dam- 
). The gate has a hardness of IO and 60 hp. The gate and 
lr wlll not unlock until one hour aftet the following 
set and must be broken down to escape fireak DC 25 
h for yare and door). 
h e  criffins - aIE twelve of them - are similarly 

..-+ped, designed to trigger when they are open. Six of 
them will release a sleep gas (inhaled, DC18 Fostimde save 
resists, o 'Unconscious 1-3 hours) that will affect everyone 
within the basement, The remaining six coffins, when 
opened, release a concussive blast designed to flatten 
everyone within the room. Everyone within the basement 
must make a Fortitude Save (DC 3 5). Those who succeed 
are stunned for one round and deafened for m o  rounds. 
~ ~ O S P  wilo fail take Id8 points ofdamage, ate stunned for 
tow rounds, and are deafened for 4 rounds. 

The DM may trap some of the coffins with additional 
obsracley ifhewishes. Sir Milton tries to avoid lethal traps, 
however (he has a reputation to protect). Rather, they 
should be designed toward capturing or incapacitating 
their victims, so thar he may turn them over to the City 
Guard. 

Sir Milton actually sleeps here only rarely, preferring 
his various secret lairs throughout the city He makes 
every eftbrt to appear to reside here full-time, however, 
and refuses even to keep servants in his other properties 
for secutitv reasons. When he does sleep here, he never 
goes near the basement. A hoIlowed out pan of the cehng 
serves a d ;  his coffin, lined with earth from the park (his 
native soil) and surrounded on all sides by marble. It is 
accessible only through a small crawlsgace disguised as a 
heating vent in the Eibrsry (only Small size or smaller crea- 
tures mav access it) and blocked by a huge marble stone 
requiring a successful DC 30 Strength check ta move. Sir 
Milton usua!y assumes gaseous form in order to reach rhe 
modest coffin-sired area beyond. 

In addition, 5-20 members of the Wym's Scales stand 
sentry in teams of mwo around the estate a t  all times. 

t100k'S 
* A group of would-be hunters enters the estate and 

is trapped by the devices in the basement. However, 

-, they inanage to break down the door and escape the 
4 trap before Sir Milton awakens. He asks the PCs to 

track down the miscreants for him so that they may be 
brought to justice. 
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may use them in one of his ongoing political schemes) 
in order to gain access to it. 
Ifthe PCs have occasion to speak to Sir Milton here dur- 
ing the day, the metal shield over his glass dome starts 
to open - threatening to expose him to the sun. kle 
rapidly retreats to safety, but thereafter blames the PCs 
fer tryrng to kiIl him. They will have to uncover the real 
assassin if Khey wish to return to his good graces - OT 

even forestall him from taking revenge on them. 

H 3  CjROUN IDS KEEP F RS' COTTA q€ S 
This pair of houses is used mainIv for dquipment storage, 
with o d y  a few moms set aside for Iivrng space. A trio of 
large famllres dwells here, charged with mainraining the 
grounds and Sir Milton's estate. The patriarch of h e  larg- 
est clan is Benton Mcheely, a dour, joyless man whose lun 
and associates are similarly sullen. Rumor has it that the 
families descend from cnminals, rescued from execution by 
Sir Milton's mercy 111 truth, the vampire simply pavs them 
well While the men see to the gardenirlg and groundskee- 
ping chores, the women see to Sir Mihm's estate: washing 
the floors and dusting rhe shelves and iirmimre. Strangely 
enough, a l l  05 the maids are either older women, or quite 
homely; the one amct ive  daughter WIS shipped away m 
distant relatives as before her twelfth bkrthday. 

The houses are as neatly maintained as the grounds, 
with bedrooms for each family member and a pair of cen- 
tral chambers for dining and gathering. During the day, 
they can be found scattered throrighout the park, taking 
care of various chores. There are some 40 groundskeepers 
in all (E~p3-7 ) ,  all belonging to one of :he three families. 

The men all carry gardening implements, which may 
be used as weapons in case of attack (treat them as clubs, 
sickles, and handaxesj. Brencon hIcFrce1y stores the f a r -  
ily forrunes - nearly 800 gp - locked in a strongbox in 
the basement of rhe southernmost hoL se. 

H 4 .  'TURTLE POND 

This huge artificial pond dominates the eastern per- 
tion ofTwilight Park. Its perfect oval shape i s  framed 
by an iron grate, with a thin strip o f  shore between 
the barrier and the water. Reeds grow in attractive 
clumps and  the occasional duck lean be spotted 
floating on the water. Eddies and ripples criss-cross 
the pond, as i f a  large boat had just passed by. Every 
now and then, a hoary gray-green shell breaches the 
surface briefly before vanishing onct? again. 

The Turtle Fond attracts large crowds of people, who 
are forbidden from srpproaching the water. A pair of the 
Wym's Sales  stand watch to ensure the gate isn't climbed. 
The waters are much deeper than nermal, with the shal- 
lows near rhe shore descending to a dtbpth of over SO feet. 



Turtle Pond is named for the colossal giant turtle that sir 
Milton had moved at great expense to this pond. It spends 
its days swimming down in the depths, breaching only to 
breathe and to enjoy the occasional sensation of sun on 
i t s  back. It is a truly ancient creature, older even than Sir 
Milton, and has long ago accepted this pond as its only 
home. Sir Milton has great dfection for the culossal beast. 
He claims it lends a sense of permanence to the atmo- 
sphere. Given that the turtle is at least twice as old as Sir 
Milton, it’s no surprise that he shouId feel so. Ifaanythhg 
were to hanpen to it, his revenge against those responsible 
would be Ileliberatz and purposefully excruciating. 

Giant Turtle: CR 6; Huge Beast: HD 1 Od10+30; 
hp 9 0  lnit +O; Spd 20 ft., swim 40 fi.; AC 20, touch 
9, flat-footed 18; Atk Bite +16 melee (4d6+8 bite); 
Full AtR +16 melee (4d6+8 bite) and +I 2 melee 
(2d8+4, 2 claws); Space/Reach 30 ft. by 40 f t . / l O  
ft.; SA Snatch; AL N; SV Fort +13, Ref 4, Will +8; 
Str 27, Dex 10, Con 21, Int 6, Wis 10, Cha 2. 

Skifls ond Feats Hide +7*, Intimidate 414, Intuit 
Oirection +I 0, Listen +IO, Search +J5, Spot + T  7, 
Alertness, Cleave, Power Attack 

Wyrm’s Scales Guards 12): Ftr2. 

The turtle h a s  no appreciable treasure, th 
are welcome to present the odd bauble d 

suits him (see Hooks). 

ough CMs 
own in the 

ACTTVlTl’ 
Every day a t  noon, bead groundskeeper Brenton McFreeIy 
(see location H3) carts a wagonload full of carp up to the 
pond and shovels them in. The dead fish are quickly 
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highlight of any visir to the pari 
been made to stock the pond with 
gobbles them up before they have 
MiIton has Iooked into transporting live fish for h i  
but since the creamre dcesn’t seem to  mind dead fis’ 
issue is hardy pressing. 

The vampire himself sometimes visi~s the cream 
moonlit nights, tossing i t  fish and watching its c 
shell gIeaming in the starlight. He intensely dislike 
interruption to these sojourns, save in the most pressi 
circumstances. 

HOOKS 
* In a moment of wanderlust, the turtle pushes over the 

irFn gate and goes exploring. S i t  Milron hires the PCs to 
track it down and Teeturn it -unharmed - to its home. 
A valuable measure, or an object that the PCs require to 
complete another adventure, lies hidden h the muck at 
the bottom of the pond. Not mIy must they find some 
way to get to it, but they must distract the turtle while 
doing so. 
If the PCS visit the Turtle Pond, they see an darning 
spectacle: h his daily feeding ritual, Brenton McFteely 
underestimates the turtle’s eagerness, which results in the 
wagon overturned and the groundskeeper in the water. 
The nrrtle is too occupied snapping up fish to notice the 
old man beneath i t s  bulk, and if the situation remains 
unchanged, McFredy md drown. What do the PCs do, 

re on 
rag= 
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and can they avoid harming the turtle while doing it? 

H5. CITFY CEMETERY - ETFLDS 
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other and competing for space. Every now and th 
a particularly large statue or a small rnausoleu 
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This stretch o f  parkland is  festooned with head- 
stones, religious symbols, and grave markers of all 
varieties. Winding paths curve through row upon 
row of Eraves, all crowded haphazardly aEainst each 

en 
I t?l  

D r e a K h  i r w  pdrrerri, rurrrirr ig idiiumdin uy wmui ihe 
confused may find their way. The graves are all very 
old, most dating back several hundred years and 
more. The newest can be fuund along the southern 
boundaries, where Sir Milton is slowly permitting 
additional graves to be added. Despite the crowded 
conditions, the grass between the headstones gives 
the cemetery a pleasant look, and the ravens which 
occasionally roost in the trees are generally quiet. A 
wide swath of  near-wilderness divides this section 
o f  the cemetery in two. 

-,- 

In ages past, this area held the bodies of those departed 
who had money, but lacked the breeding ro join the 
proper tombs to the north (see location H6). It has been 
largely barred fmm new additions, but several times a year 
Sir Milton alIours an exception ta be made. 
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treasures and valu- 
ames iirl Duriea along wim h e i r  former owners 
here. B u t  records are spotty and grave robbers hop- 
ing to score a quick reward will have their work cut 
out for them digging grave by grave. And of course, 
they would have to find m r n e  way o f  dodging Sir 
Milton, who doesn’t want anyone disturbing the 
deceased. Then there are the ghouls in location 
H7, who could provide a nasty surprise for anyone 
digging too deeply ... 

Beyond the odd cleric and a few young couples whose 
idea of romance leans towards the gothic, there is little 
activity here. The dead rest as quietlv a:; they can and the 
whole place feels more ILke a monument to the city’s past 
rnwe than a practical graveyard. 

H O O K S  

A band of grave robbers looking for valuablPs stumbles 
across Sir Milton disposing of one of his ki!ls. He slaw 
several of them, bur the last few escape. They stumble 
across the PCs and beg them for help before the vam- 
pire can hunt them down. 
An evil cleric raises Some or all of the cemetery’s m i -  
dents as undead. Sir Milton hires the PCs to help him 
destroy the unclean things, as he ha: no interest in let- 
ting other undead creatures despoil his district. 
The key to an orhenvise unrelated adventure - a n  
important artifact, say, or the map to ;t secret locale -is 
buried somewhere in the cemerery. The PCS must first 
deduce which grave it is hidden in, and then exhume i r  
without drawing attention to themwlves. 

H 6 .  CITY CFMFTFR’Y - 
NECROPOLIS 

This area is dominated by a huge ccrrnplex o f  stone 
and marble crypts, arranged tn a cross pattern 
along flagstone streets. The crypts belong to vari- 
QUS noble families and religious orders, who could 
afford to inter their dead here rather than commit- 
ting them to the ground. The vaults are all huge 
- t h e  sFze o f  large houses in some cases - and 
most sport either she family’s crest or the holy 
symbol ‘ofthe religious orderio which they belong. 
Most are stoutly locked and accessitile only through 
huge stone doors. Some o f  them have even been 
permanently sealed with brick and mortar, leaving 
their occupants to remain undisturbed forever. 
Occasionally, offerings of flowers can be Teen deco- 
rating the entryways, but such ge‘jtures are rare. 
The dust and age ofthis place drive away all but the 
most persistent mourners. 

In the center o f  the necropolis stands a stone 
square, with paths leading off in the four cardinal 
directions. In the center of the square, a flame has  
been lit in a stone brazier, fed by oil-soaked wood. A 
metal plaque below the flame reads, “We keep vigil 
over those who gave us so much.” 

The necropolis is eerilv silent; there are even fewer visi- 
tots here than for the more modest grave5 to the south. 
Ravens roost here, as they do throughout the rest of 
the cemetery, but they remain mute, as if savoring the 
muffled quiet of their surroundings.T‘ie streets are swept 
regularly, and the flame in the center fed with oil-soaked 
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maintained at a l l .  Many of them are overgrown with vines, 
and the pres which guard their entrances have rusted 
shut. Lrke the rest of the cemetery, they are more histori- 
cal landmarks than honored memories; the ever-burning 
flame is the only sign that someone still cares about the 
occupants 

RES1 DFNTf 

The necropolis is deserted save for the odd student here IO 

examine 3 crest or a cleric practicing r i tes  at the crypt of 
his faith. 7 hose wishing to arrange a chdes t ine  meeting 
could harc'v find 3 more ideal location. 

Though not specified in this encounter, it's entirely 
possible that  the crypts could house one or more undead, 
&e the ghouls in location H7. A wight, a ghost, or even a 
lich could Flaw been entombed here, either rising afrer its 
mom1 body was laid to rest or sealed in by whatever cult 
or sinister lam+ created it. such creatures would have dif- 
ficulty esc;!ping their confines - and if they do, they will 
find an ins-ant enemy in Sir MiIton (among others) - but 
their presence could lend an additional layer of dread to 
the ahead! unsettling necropolis. 

A5 with the simpler graves to the south, there could be 
any numb-r of t reaw~es  sealed in the tombs with their 
former owxrs. And as with the other graves, attempting 
to retrieve them presents a grave risk. Not only d Sir 
Milton pursue the thieves incessantly, but those associared 
with the tomb (the religious sect or wealthy family) d l  go 
to great leiigths to redress the insult. Whatever fabulous 
valuables 3 JV within the tombs, they are well-protected 
- even il rheit guardians do not watch over them 24 
hours a dai 

ACTIVr'lT 
As with the cemetery fields above, activity here is largely 
limited t o  maintenance and a few visitors coming FO pay 
their respects. An encounter with a gang of grave robbers 
or some mxauding undead is cettainly possible, but such 
occurrences are exttemely rare. The necropolis has simply 
been forgo-ten by toe many people to makc it a hub of 
activity, an11 those who do come here usually attend to 
their business and move on as quickly as possible. Even Sir 
Milton tends to vay away, visiting only when he's seduc- 
ing some young girl and wants to perfect the "image" of 
gothic romance for her. 

HOOKS 
* A freelarce thief is preparing to bdk the Thieves GuiId 

(Jocation G3) out of 3 very substantial sum - large 
enough t o  set him up fer the rest of  his days, and there- 
by justify the equally substantial risk+ He intends to hoIe 
up in the tombs until the heat is off, having prepared a 
nearly empty crypt with supplies of food and water. The 
PCs could stumble u p n  the area before the robbery and 
trace it back to the thief; or they couId be hired by the 
Guild to hunt the miscreant down for them. 

i n e  r u  near U I  a more-man 
designed their tomb as a great ma: 
traps tQ thwart those who venturE 
were solved and an interioper reac 
tomb, it would open up onto a much larger dung 
stretching to the east, one that codd easily prove tc 
the world's largest.. . 
A zealous religious cult hoping to frame Sir Mil 
begins p h h g  desiccated corpses amid the rombs. T 
the characters join in condemning the vampire or E 
him clear his name by finding the real culprits? 

H7.  5 H O U L  WARRFNS 
This empty tomb has long been scoured of any hur 
remains which my once have belonged there. Now 1 

home to a pack of ghouls who surreptitiously feed 
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fresh corpses from the cemetery, and on stragglers in 
surrounding woodlands. Their tunnel system exte 
throughout the necropolis and into she cemetery fir 
to the south, allowing them to reach any grave they v 
simply bv digging to ir. Sir Milton is aware of them, 
he keeps them on and even covers up evidence of tl 
activities. Their feeding habits hetp him dispose of bodies 
from his own feedings. 

The pack numbers twenty or so (22; as per The Mtmsfcr 
~ u n u a i )  and is extremely cunning, never revealing them- 
selves to alert or well-armed interlopers. Though their 
tunnels allow them access to numerous tombs in the 
necropolis, they rarely appear out in the open, for doing 
so might reveal their presence. Their prey is usually lone 
tmvelers or those who are cIearly Inst; though they love 
fresh meat, they can subsist quite nicely on the bodies Sir 
Milton buries. The vampire keeps them around as handy 
scapegoats in case he ever needs someone to bIame. f i e  
ghouls normaflv have no treasure, though they may have 
housed a few baubles here and there in the rombs which 
they inhabit. 
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A8. WOODLANDS 
The woods to the south and east of the Lamplighter 
District are a strange place, full of ground fogs, glowing 
lights, and odd noises in the dead of night. The boggy 
wetlands to the south (See the Elven District chapter for 
more information) has its share of elfin enchantment. 
The woodIand here retain some of that while giving an 
air of less benevolence and control. Some claim it is a 
membrane between worlds, cmpowered by elf enchant- 
ments from the days of  their ancient kingdom, perhaps 
even before Then. Others say Sir Milton uses it to summon 
demons who do his bidding. h truth, the supernatural 
quality of the woods is overstated. Mvstic5 sometimes con- 
duct rituaIs there in hopes of communing with the spirits 
and the travelers who vanish in the southern marshes are 
sometimes last  seen in these woods, but tlre area's siniqter 
reputation i s  largely unfounded. 
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Thr sole exception to This rule is i 
!as per thta Monstcr MunuaI) who, drjv 
bv the strength of elven magic, hav 
here. They hate and fear Sir Miltor 
can equally sense, but they also kl 
are rarely his concern. They lure tra~ 
splked p i ~ s  - scattered by long-deac 
these woodlands - where they c 
their slow painful deaths. Like the o 
district, t4ey take care not to draw ti 
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of two or three at the most. Disappea 
tainly enhance the woods' eerie r ep  
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suspicion away from supernaturn! involvement when the 
victims are found "having stumbled into a n  old pit." The 
wisps find the arrangement quite agreeabIe indeed. The 
wisps haw no treasure to speak of. Their victims may carry 
valuables with them, as appropriate. 

H 9 .  TAMPLTCjHTFRS CjWILD HALL 

This large square building stands in stark contrast 
to the more modest cottages which surround it. 
Though only one story tall, it is built of sturdy 
brick and conveys a sense of gravitas. The large 
picture ~hrindows are each framed by a pair o f  tan- 
terns, which are lit at  night, giving the building a 
cheery glow. A black wooden sign over the entryway 
reads, "Honorary Guild o f  Lamplighters and Night 
Watchrren. Members Only." 

Insidr, the building is sparsely furnished, with 
simple chairs and a few round tables around which 
to meet. The main hall has an oaken podium, pre- 
sumabli where guild officials can speak to their 
members, and conduct official activities. A huge 
rank of lanterns and mock-up street lights stands 

one side of the meeting hall, detailing various 
makes and models and how they work. 

This subtly imposing building is the lampfighters opera- 
tiona! headquarters, as well as their guildhall. 

RES In F ;i f S  
The Lamplighters Gudd i s  one of the more unique in the 
city Most of its members do not dwell inside the walIs, but 
rather congregate here, in the district named for them. At 
any given time, the guildhall will be filled with several 
dozen Guild members, meeting to receive their nightly 
assignments, discrissing Guild business, or simply playing 
cards with their mates. As with any guildhall, outsiders are 
frowned upon; those who have some h n d  ofbusiness here 
ate  often kept in the main hall, and may not poke around 7 ' into the darker comers. 
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eruusly thin man with a balding pate and a large hook 
nose. Though fiercely loyal to those bmeath him, he has 
actually done very Little actual IarnpliFhting. His skills 
lay largely in tactical management, making him ideal to 
decide where each guildsman is assigned evev night. He 
can usually be found here, poring over membership ms- 
ters and making notes on a large map o i  the city. 

Cyrus Donerib Exp5. 

Other Lamplighters (40): Exp2. 

l- I 
The guildhall keeps 1,000 gp in unpr 
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ocessed fees in I 
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ACTIVlTT 
The Guild is charged with lighting those streets in the city 
which sport lamps. As wich many other civic functions, 
this i s  a matter of individual neighborhoods agreeing to 
pay for such services, not rhe city itself, Each month, the 
Guild collects dues (usually 2 gp per household) from 
everyone benefiting from their services. In exchange, 
they maintain a series of long-burning Ianterns, mounted 
OR poles and durninating the entirety of a given city 
block. Not only does it cut down on crime, but it allows 
businesses to stay open longer, and patrons to find their 
way home more easdy. At present, only about 30% of the 
city utilizes sneet lamps, but that still marks them as quite 
progressive.. . as well as ensuring that the Guild members 
all stay busy. 

Lamplighters also serve as night witchmen of a son, 
since their duties keep them on the streets at night. They 
carry no weapons however, and most will run rather than 
face down an armed miscreant. They will, however, raise 
3 hue and cry a t  the first sign of trouble, which will stop 
many crimes in progress. 

Some effort is being made to use magical means such as 
light spells tu keep the city lit, an efforz which the lamp- 
lighters fight with all their might. Luckily, few wizards 
are interested in devoting rheir power; to such mundane 
pursuits, and while the occasional home or street block i s  
lit by magical means, it is an extreme ririty 

HOOKS 
C p s  Donenl has agreed to right an exceptionally dan- 
gerous neighborhood elsewhere in the city The residents 
are hoping it will deter crime and he$ them reclaim their 
neighborhood, but the job won't be easy. Doned hires the 
PCs as bodyguards to him and his mfn. 
k r i n g  his nightIy duties, one lamplighter witnesses a 
disturbance that has a vital bearing 1711 one ofthe PCs' 
adventures. He is now being held a t  the guildhall for 
his own safety and the doors are fii-mly closed to visi- 
tors. The PCs d need to find a way in to speak to him 
if they wish to learn what he has seen. 
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The observatory is one of  the most visually distinc- 
tive structures in the district, a rounded structure 
with an open roof giving way to the heavens. A 
skeletal structure in the shape of a dome is in place 
over the top, with great length o f  waterproof cloth 
which Car l  be pulled across it to create a roof. On 
clear days, a plethora of telescopes can be seen 
poking UP over the rooftop, standing on platforms 
which reach up to the length of the walls. Eight 
doors are spaced equidistant from each other 
around the circumference of the building. The 
doors are usually locked, but the mechanism looks 
relatively easy to  pick. 

Inside, the building is divided into two stories. 
The top section, open to the air, is  built o f  wood 
and has a half-dozen stairways leading up from the 
ground. It is dominated completely by telescopes of 
every size and shape, pointed in myriad directions 
towards al l  ends of  the sky. In some cases, calcufa- 
tions and formulae have been written on the wood 
beneath wem. The structure o f  this story i s  sound, 
but  very hastily constructed, ar if the builder had no 
time to dlzal with niceties. Underneath the second 
story is a wide ground floor dfvided neatly into a 
rln7pn qprtinnz hv A cpripq nfr i r r tn inc F i r k  cprtinn - - - - . - - - - . - - -, - 1- -.. - I- .-.. +. --- . 
has a small workstation (most are covered with 
papers) arid a blackboard for drawing equations. 
Several padded benches are scattered throughout. 
Support beams punctuate the space, the only clear 
means of  division besides the curtains. 
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but squabbles to occasio 
them with quick decisior 

tarrod Andronican 

Other Astronomers 

There i s  no treasure 1 
the telescopes, which 
ing from 500 gp io 301 
of them onsite; they I 

removed in case on in( 

ton. New mernbetx are admitted 
lose who don’t meet his cxacring 
asked to leave. The eleven other 
believe more or less as he does, 
an elitist clique to protect Their 
Iers are fairly good about respcct- 
ie curtains helped immeasurabIy} 
snally arise. Andronican resolves 
IS and his word is dwavs final. 

_I 

I: Expl1. 

iere to speak o f  except for 
are all very valuable, rang- 

00 gp in price. There are 25 
can all be taken down and 
dement weather. 

This astronomical observatory was built with the special 
permission of Sir Milton. Away from the lights and smoke 
ofthe city, it is a most ideal place for making observations 
of the night sky. 

R 8 S  113 FNTS 
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The observatory is the purview of a select g r m p  of astrono- 
mers, who use it to conduct their research. Contray to pop- 
ular belief, rhey arc not wizards, seers, or any kmd of magic 
user. The). subscribe to the tenets of science, meaning that 
their ohsenations are clouded neither by mysticism or the- 
ology Indeed, they dismiss the use of magic in such ahirs ,  
believing that it detraas from ‘pure” conclusions which 
only theirngorous methods can draw.Their refusal to share 
the observawry with more magicalJy-inclined scholars has 
drawn the rmrh ofthe I Q C ~  academies, and wizards cvety- 
where shun them as self-righteous elitists. 

They are led by Garrod Andronican, a devoted schoIar 
who has dedicated his entire life 10 magic-free academics. 
Though he iolds no official position, he is the deJacfo con- 
trolIcr of the facility, sincc it is his family fortune which 

AC‘I’ION 
At any given time five or six scholars are always working 
here, making notes, studying charts, or even sIceping on 
the padded benches which punctuate the ground floor. 
The number doubles on clear nights. Many haw appren- 
T ~ C ~ S  - junior scholars o f  various ages - fetching meals 
or running similar errands. At night, the observatory is a 
flurrv of activity, with she majority of astronomers pres- 
ent and making observations an the platform. Jndement 
weather drives them indoors, wirh apprentices scrambling 
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ricework and the astronomers The astronomers accuse a spellcastimg PC of sneaking 
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in issue here. The 
ilarly and the con- 
L-emely difficult. 
{one expressing an 
Uowed in.. . before 
:twe on whatever 

uard, angry at not 
ory, sets the place 
o p p ~ r ~ u n i t y  to res- 
erhaps put the fire 
:n aid the astrono- 

the PCs with dire 
gn of ill omen bas 
eagues dismiss his 
the evii or chaotic 
Priests of Calamity, 

location J5) may use the occasion as an excuse to cause 
mischief, and asks the PCs t o  keep an eye on them. 

miu tile uuxrvacui y ,  uhmg speim 'LU LIIIILCW ilia iuci iuiy.  

In reality this is Demitsi Baskilov causing mischief (see 
location H28), but it could create considerable difficulry 
for the characters if they don't smooth it over. 

H I I .  UNHALLOWFD LABORATORY 

This large cottage seems t o  always be cloaked in 
shadows, even during the height o f  the day. The 
windows are shuttered and the stout door is band- 
ed with reinforcing black bars. There is a cellar door 
in the back, similarly secured. 

Inside, the cottage is in a state of considerable 
neglect. Dirty dishes are piled in the small kitchen, 
and the rug in the central room is  stained with food 
and other less identifiable substances. The two 
bedrooms upstairs are festooned with unwashed 
clothes and crumpled-up slips of paper. The door 
leading down to the basement is :,hut with three 
sets of locks. The I Q C ~ S  are all unremarkable, requir- 
ing a successful Open Lock check ( C C  1 5  apiece) to 
open. 

The basement beyond is  far more expansive than 
the house above, containing three workstations 
and plenty of areas for storage. Various unsettling 
stains are scattered about the basement, and a 
large cage in the cornet suggests that someone or 
something may have been kept hen? under duress. 
The corners of the cage are &xed with a series of 
holy symbols, and a Set of silver manacles is set 
into the interior. 

The cottage is occupied by a strange fipure known only as 
Fe'ellnacht, a nocturnal recluse. 

RFSl  DENTS 
Sir Milton ernplovs Fehacht  and his hobgobIin assistant 
to carry out a series of experiments a5 bizarre a5 they are 
undending. Their aim is to render the vampire immune to 
the harmful effects of sunlight, a goal that requires regular 
samples of living, dead, and undead tissue. Feflanchr has 
been surreptitiously working on the problem for over 
twenty years, and while he has not yet found a "cure," he 
has increased his understanding of vampiric anatomy 
considerably. 

As one might expect. Fehackt  is a pure sociopath, with 
no concept of scruples or ethics ta cloud his work. His fas- 
cination with the undead and desire to join their ranks is 
matched ~ n l y  by a drive to achieve true immortality, wirh- 
out the threats and dangers that vampires and their 1pk 
must currently face. In Sir Milton, he has found an ideal 
patron: one who provides him with money, a secure place 
ro work, and even undead subjects in the {om of turned 
vampires (see below). Felhacht's assistant Rkuk hdnaps 



1 1  normal: nirrnans ana elves, wno also serve a purpose m 
their inhuman experiments. H’kuk belongs to the Nailed 
Boots tribe in the Humanoid District (see location B z ~ ) ,  
and nies to send his meager s a b r y  back to them as often 
as he can. 

- .  

LAMPLIGHTERS DISTRIC 

One nf Fellnarkt’s ijndwd suhierts PcmnPs 

Fellnacht: Clrl3. 

H’kuk: Hobgoblin, as per the Monster MWIUQ/. 

Vampire Spawn: As per the Monster Manuah 
thls creature will always be found in the cage, and 
unable FO escape under its own power. See below 
for more information. 

I- 

r Milton, 
wears a 

. . . .b -, _. - . , - -. .- _r . - - - _ _  _I ._ 4 searing 
light. In addition, his notes on the vulnerabilities 
of  undead are invaluable to monster hunters, and 
serve as :he equivalent of spell scrolls containing 
animate ,delead, create undead, and destruction for 
purposes of learning spells. 

I 

AGTlV [TI’ 
Sir Milton Eunds Fehachfs experiments through sev- 
eral layers of unscrupulous moneylenders, keeping his 
personal involvement to a minimum. He does, however, 
provide one key function for his very own mad scientist: 
producing vampire spawn as experimental fodder. H‘kuk 

a 

before he can turn it over to Sir Mdton, he is bl 
bv H’kuk, who steals the only sample ofthe potic- .-.. 
the intention of ransoming it back. Sir Milton hires the 
characters to hunt down the renegade hobgoblin. 

HIZ. T H F  CjRFFNS 
These lengthy expanses of well-kept lawns were deliber- 
alely set aside by Sir Milton ins order to maintain a pastoral 
atmosphere for the district.There are no paths here, no bilk 
or rises, and no foliage besides the gmss itself- just a I ~ n g  
expanse of fresh green lawn. During the day, the Greens 
host a wide variety of activity, born walks and picnics to 
v3rious forms of sport. At night, hey are Bt with delicate, 
beautiful lanterns that give i t  an orheworldly feehg. Sir 
Milton often holds dances here (especially in the large area 
in the northwest side of the district), where revelers frolic 
to the music of cloaked musicians before walking home in 
the faerie-lit darkness. Sir Milton often uses such events to 
seduce his “victims” - hopeless romantics whom he dines 
and dances before samphng a relatively small amount of 
blood (usually just a pint or so).The act helps maintain his 
charade as a “benevolent” vampire, while drawing attention 
away from the brutal slayings which constitute his i d  feed- 
ing efforts (see location H2). No such brudty ever darkens 
the Greens, however, lust a silent, enchanted landscape 

- ... _ _  - ___  . -. - - - I - - - 
loose in the city He tasks the characters with hu 
down and destroying it before it is discovered. 
Fehacht  succeeds in synthesizing a potion 
renders any vampire (ar similar creature) who 
it immune to the searing power of sunlight. Mr 

wili kidnap a subject and phce him or her in the cage, tinged ever-so-sIightly with a few shades of darkness. 
whereupon Sir Milton will drain the subject‘s blood and 
transform him or her into a vampire spawn. From there, 
Fehacht  can extract what samples he will from the crea- 

H 1 3 .  THF CLFAR PATH WTNFRY AND 
TASTING ROOM 

ture, keeping it alive try feeding it blood from various vic- 
tims provided by Wkuk. Sometimes. those victims serve 
addidional experimental purposes, as EeIlnacht works 
to isulate The quality which makes sunlight so harmful 
to varnpire5. When he has fmished with his subjects, he 
destroys them, usually by opening the basement up to 
the sunlight. H’kuk buries any mortal remains out in the 
cemetery, where rhe ghouIs in location H7 make quick 
work of &em. Fehacht  is extremely careful in his choice 
of victims and always selects subjecrs who will not be 
missed. Similarly, he and Sit Milton keep contact with 
each other to a minimum, so as not to advertise their 
links to one another. Fehacht  knows that if he were 
discovered. his erstwhile benefactor would likely kill him 
before he could reveal any damaging infomarion. 

HOOKS 

Wkuk kidnaps a n  assockw of the Pcs and spirits him 
away to the doctor’s lair. They must race against t ime to 
fmd their friend before he is transformed into a crea- 
ture of the night. 

This building on the eastern side of the Greens i s  
built out o f  small rounded stones, with oak ~ t ~ p p ~ r - t  
beams and a clay tiled roof. A simple sign depicting 
a glass of wine beside a flowing stream decorates 
the front. 

Inside, the winery is dominated by great wooden 

fro, performing var’kus tasks - in the falt,’they are 
squashing grapes in vats with their feet or prepar- 

u -  - -  
looks this operation from an upper floor. Patrons 
can watch the workers go about their business 
while sampling the fruits o f  their labor. Scattered 

. I  

about In the tasting room IS a targe number of 
hand-printed ~ r o l l s ~  expounding the virtues OF a 
cult called the “Road of Sanctitude.” 

The building’s basement contains rack after rack 
-r L I _  - 1 1  __:__ &L- ... :-_ :- 
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cool dark. Empty bottles are stored here as well, 
waiting to be filled with wine and corked. 
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-&P Cleat Parh is owned by Micentes VokaveI (see location 

>), a prosperous vintner who fell under the influence 
cracked but harmless cult. He moved his operations 
: from its original spot in the country; his new faith 
rented him from riding in a carriage. Here, he can walk 
is winery and remain true to the tenets o f  his religion. 
has slowly been replacing employees with members of 
cult, and the few nonbelievers left are on the lookout 
new positions. 
okaveI oversees production a t  the winery personally, 
can be found heFe when he’s not leading riZuals a t  his 

home. He has sreeped everything in the trappings of the 
Road of Sancritude, and now every step of the wine-mak- 
ingprocess is accompanied by a proper ritual (which often 
entails rhe wearing of funny hats and chanting things in a 
nonsensical tongue). He even has water brought in from 
the cult’s “sacred p o n d  and adds it into his wine, believing 
it will help those who taste it to see the way (it wonk). But 
despite that - and despite the fact that he funnels huge 
amounts of money to further the cult’s activities - the 
wine remains excellent and the winery remains firmly in 
the black. 

Micentes Vokavel: Exp5. 

1 I 
The wine here is  quite expensive, worth 12 gp a 
bottle. There are usually around 100 bottles in the 
winery, &her sold individually or shipped in bulk to 
a cornrrercial buyer. Vokavel keeps about 75 gp in 
loose coins, for making change if a taster chooses 

L 

ACTlV rm 
The tastlng room is open from mid-morning until dusk, 
giving wine connoisseurs a chance to sample Clear Pat& 
best. Bread and cheese are available to help clear the pal- 
ette. In the fall, loads of grapes amive from the vineyards, 
which are a few hours north of the city and are promptly 
put into the vats for crushing. m e n  Vokavel first moved 
the winery here, he lobbied Sir MiIton to let him plant 
vines in the nearby green, but was flatly refused. The sight 
ofthe vintners going about their duty is both enlightening 
and entertaining for visitors who come to view it. 

As tasters sample the wares, however, the vintners 
begin to exhibit a more insidious habit. 9n p u p s  of one 
and h ~ o ,  they w d  approach visitors, engaging them in 
idle conversation and inviting them to continue to d d .  
They will sound them out for views on religion, spiritual- 
ity, and satisfaction in Me, and then speak of the Road of 
Sancntude. Though they attempt to keep the conversation 

IUIIZIIUIII, dilU iller W l I l  LdKC U11 IUtl lM113  UL all UVcLly- 

enthusiastic cuItist within the space of a few minutes. 
They will press scrolls discussing the religion into depart- 
ing guests’ hands, and if they feel they’ve hooked some- 
one, they d invite him or her to a ‘‘ppnvate” ceremony to 
flirther explain theit way of hfe. Again. the cult is largely 
harmless, but their unhealthy devotion has succeeded in 
giving a lot of  wine tasters the creeps. The cult has had just 
enough success with this tactic to keep it up, and as long 
as the wine remains so good, there wJ1 always be people 
willing to brave the recruitment pitch lor a taste. 

HOOKS 
Tired of weak recruiting, the cult adopts more aggres- 
sive means of securing new members - drugging the 
wine. Soon, members of the city elite are donating huge 
sums of money, and attending rituals both here and a t  
VokaveYs hoirse (location Hw). ?Acre‘s even word of 
building an official temple to the ctdr near the Spire. 
Can the PCs learn why the city’s besr and brightest have 
suddenly gone loopv? 
The cult’s “sacred pond“ - a distant body of water some 
distance away, which figures highIy into their ethos - 
is actually the home of a nixie, who rakes grave offense 
at the cult’s use of her water. The next time they arrive, 
she slips a pearl in with the bottles they take.. . which 
will summon a hostde water elemental when exposed to 
air. The PCs are one hand when the txeature runs amok 
in the middle of the w h e y .  Not only must they stop its 
rampage, they will have to track the pearl to its source 
and find some way of making peace with the nixie if 
they don‘t wish to have the same scenario repeated. 
A bitter skeptic wishes to disihsion the cult by sabotag- 
ing their wine. Vokave! asks the cha-acters to help find 
the culprit before his entire stock is destroyed. 

1114. THE B U R N T N ~  TALLOW TAVERN 
This brightly-lit establishment caters to members of the 
Lamplighters Guild who live nearby. While non-guilds- 
men are not barred, neither are they made to feel particu- 
lady welcome. The tavern has a rough-hewn atmosphere 
to it, with walls ofunpolished bticks and a bar with a curi- 
ously warped surface. But the main area is lit bv nearly a 
dozen replicas ofthe city’s ubiquitous street lamps, spaced 
evenly around the tavern and Pit with copious supplies of 
oil. The tavern’s. owners, Tam and Grace Mulligan (both 
Exp4) cook food and tend bar, though the customers fat  
prefer d r i n h g  to eating. The Burning Tallow special- 
izes in distilled beverages, particularly whiskey and a 
homegrown form of moonshine that the reguhrs can? 
get enough of. A favored pastime is  to spit mouthfuls of 
the liquid into the lanterns and watch them explode with 
ffame. (Several nearby walls have been seared black by 
such display, one of the reasons why T3m and Grace built 
with stone and not wood.) It stays open odd hours, to 
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accommodate lamplighters coming home for their shifts, 
and it’s nut unusual to see patrons imbibing first thing in 
the morning. Beyond thar, however, the tavern is fairly 
deepv and dull. I 

Sven Windylegs: Gnome Wiz12. 

Gnomes (50): Gnome Wiz2-8. 

H15.  T H F  NACj’S A P P L E  CARRIACjT, 
SFRVlCr; 

This large building houses several teams of 
horses, ;.s well as a staggering variety o f  coaches 
qm,4 p m v v ; q m * ?  hAn,C ,r*L.*- --- L. A .. ~ I I L . .  I I - .  - 
building’? voluminous stables; there is spact 
well over two dozen vehicles. Three or four i 
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tiuridi lairrages are in me process or aetng built. 
The workers all seem to be gnomes: grooming the 
horses, polishing the carriages, preparinE the livery 
for use. A largesign in front o f  thk stabYles reads‘, 
“For appointments, see Sven in the main office,’’ 
followed y an arrow pointing left. 

The o5ce  itself is  large enough for humans to 
move about comfortably, though the tab le  and 
chair on the far end is only large enough for a Small 
size bein::. A wizened gnome S i t s  behind it, puffing 
on a rnemchaum pipe and eyeing a set of plans 
laid out i n  front of him. On the wall behind is a cal- 
endar maintaining a complicated schedule oftimes 
and places to pick up and drop off customers. 

RES! DENTS 
The Nag’s Apple is run by an extended clan of gnomes, 
the Windykgs, who have combined their craftsmanship 
to their illusion magic to create a truly unique fleet of 
coaches. The gnomes number perhaps 50, each assigned 
a particular task based on family tradition and basic 
inclination. One-fourth d the chn has the task of actu- 
ally budding the coaches. Another third drives them 
throughout the city, sewing on two-pome teams skilled 
in horsemanship. The four eldest members of each fimily 
serve as overseers, as we11 a5 acting as “official” illusion- 
ists. The remainder (mostly the youngest clan members) 
perform the tedious chores of cleaning the stables, main- 
taining the horses, and keeping the equipment in good 
shape. Their current leader is Sven Windylegs, 3 wily 
old illusionist who keeps a sharp eye on the bottom line. 
Customers must go through him if they wish to use the 
coach for any services. 

On the whole, the gnomes are all friendly, but not over- 
ly chaw. T’ieir answers are pleasant and clever, but always 
short and rhe never instigate conversations except with 
each other The refuse to speak of the means by which 
they have mchanted their coaches, one ofthe few issues 
that cau5ec them to lose their fi-iendly demeanor. It’s a 
family secret, outsiders are informed curtly Subsequent 
attempts to engage them earn onlv black looks 

precious stones, hidden through var 
spells throughout the complex. The) 
rate in caches of 1-2 gems apiece ( 
gp) so that thieves who stumble acr 
will not take their entire fortune. In 
has a rod of wonder and a deck of illu 
keeps hidden for emergencies. One 
ate underlirnE carries a ring o f s h o d  - -  
another carries a helm ~f brilliance, similarly for 
emergencies. The coaches and carriages all have 
magical qualities, wh tch are dealt with below. 

ious disguising 
! are kept sepa- 
worth 20S300 
oss one caches 
addition, Sven 

lsions, which he 
of his immedi- 
ing stars, while 

h ACTIVITT 
The Nag’s Apple can transport anyone from 
any location in the city to any other loca- 
tion. Nothing i s  out of bounds and nowhere 
is off-limits (save the Humanoid District). 
They charge 2 sp per 1/f o mile for their ser- 
vices, though the price can climb as high as 
s sp per 1/10 mile if the gnomes suspect 
a customer is willing to pay that much. 
Typical fare runs about 5 gp. 

Each coach in their livery contains 
a subtle and cunning enchanrment, 
designed for the enjoyment of rhc pas- 
sengers. Upon creation, the vehicles are 
invested wirh powerful illusion mag- 
ics, which gives the Nag’s Apple’s ser- 
vice its unique selling point. Some of 
the enchantments are understated, such 
as a subtle srnelI or sound. Others are 
more powerfitl, though all are designed 
with amusement in mind. Passengers may 
select which one they travel in, t irne and 
schedules permitting. The carriage all 
use teams of four horses apiece, which 
the gnomes handle excellently despite 
their smaller size. The buckboards are 
all designed for gnome-sized coach- 
men, and a n  elegant ladder is built 
into each carriage to allow them easy 
access. 

To determine a coachk particular 
effect, choose one from the Table LA, 
or simply roll. 

,. . .. . 
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10 The weather outside the coach always appears 

brtght and sunny to those inside. 

11 The sound of  gently falling rain can be heard by 
those inside the coach. 
The coach srnelk of cut roses. 

The sound o f  faraway singing can be heard by those 

inside the coach. 

I2 
73 

14 The sound o f  chirping birds can heard by those 
inside the coach. 

1 5  The carriage interior depicts a large chessboard, 
which wFll appear to move pieces in accordance 

with the riders' orders 

16  

17 

18 

The carriage interior depicts a pantomime play, 
which begins as soon as the door is closed and 

the wheels roll forward. 

The sound of a purring cat can be heard by those 

inside the coach 

The interior ofthe coach remains softly l i t  without 

the need of candles. 

19 The carriage rernatns stable and comfortable, 

no matter how rocky the road becomes. 

20 

HOOKS 

The coach rides completely silently: neither the horses' 

hooves nor the squeak ofthe carriage nor the sounds 

of the passengers inside can be heard by anyone. 

Though most ofthe carriages serve only cosmetic fimc- 
tions and rnagicks are simply amusing diversion, a few 
- such as the silent model - can come in handy dur- 
ing a clandestine adventure. &mralh, the gnomes will 
rake the PCs over the coals on ptice, but. the ability to 
a m v e  and depart from a location n+thout being heard 
can be invaluabIe to the tight group. 
One of Sveris associates, his heart twisted by greed and 
malice, breaks from the clan and steals several of their 
plans. He intended to use them to build a coach that 
wdl drive i t s  passengers insane, then sell h i s  services as 
a "mind assassin:' The gnomes ask the PCs to hunt  the 
renegade down and destroy his coach before it can be 
completed. 
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in a white bridal gown standing beside a tomb- 
stone. I ts  roof is made o f  wtllow shingles - an 
anomalv for this district - and the whitewashed 
walls are marked with all manner of  occult sigils, 
painted in an off-white shade only s ightly different 
from that of the surrounding paint. it renders them 
nearly invisible until one is right on lop ofthem. 

Inside, the shop is  dean and brightly lit, wrth the 
floorboards and cupboards also wade of willow. 
The front room has very l itt le on display: just a vari- 
ety o f  mundane religious symbols and a table full o f  
herb samples in the corner. The owner sits on a tall 
stool, looming over the proceedings like a crane. A 
curtain behind her divides the front roam born the 
rest of the shop. 

V V 
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aspiring mrceress who simply Iacks the magical talenr to 
make a go as a spellcaster. She possessed 3 huge amount of 
mystical and theological knowledge, but simpIy couldn'r 
master thz vagaries of spellcasting. Eventually, she quit 
her studies and came here, opening a shop that qpecial- 
ized in occult wards and all manner of mystical ingredi- 
ents. Whether it's due to her encychpedic knowledge, or 
simply rhra environment of the hmplighter Districr, her 
efforts have proven a huge success. 

Linseed is an ungainly, tall young woman, all elbows 
and knees bound together by a gairglv frame. Despite that, 
she moves with amazing grace, and is utterly unselfcon- 
scious about her body. She dresses in white while a t  work 
(it make a good serling point), but favors all manner of 
colors whcn she goes OUT after hours. She has a knack for 
knowing what a customer needs immediately, and while 
she enjoyc chatting, she's always ready tu come to the 
point. Shes an excellent source of legends, folk remedies 
and old wives'tales, and is quite keen OR separating myths 

Linseed carries some 50 gp 
-1 . -  1 .. . . I  I 4 r 

from realiv. 

"Linseed" Braddougan: Expl 1, 

in change at  her shop; 
m e  Keeps me Drum OT profits a t  home in the 
Artisans District, where they are protected within a 
carefully-+idden portable hole. Her shop contains 
several minor magic items for sale, including 5 
candles ofinvocation (all for the various good align- 
ments), 2 hand ofglory, a hand ofthe rnage, and 3 
Ibs ofincense ofmeditation. The items are kept in a 
secure cabinet in the back of the store. 

pLc'rivIm 
Linseeds clients are an eclectic rnixnire of window shop- 
pers and serious occult scholars. For the casual client, the 
front room contains a plethora of  mundane items for put- 
chase. Holv symbols from every major faith in the city can 
be bought here extremely cheaply, as well as mundane 
spell ingredients, such as herbs and tufts of hair. All of it 
is priced to move and none of  it gives the impression that 
Linseed i s  anything more than a dabbler. 

TO those in the know, however, Linseed is an invaluable 
resource, locating esoteric ingredients of every variety for 
the sake of her "special" dienfs. The entrails of numerous 
monsters I<ne the shelves ofher back rooms, as well as rare 
woods, hard-to-find charms, and the magic items derailed 
above. Wmrds from the Academy District look down at 

ner as a overreacnlng pretenaer, Put othe 
useful she can be. She is full of advice for I 
ous wards and charms which she sells. H 
never enter her shop mithout knowing e 
want, and so she stores her important it 
- both to discourage thieves and to giv  
that she knows far less than she does. 
Those in the know are surprised to leat 

allowed her into the district. Indeed, he is 
property, with Linseed m e d y  leasing it f 
But Sir M h o n  seems unperturbed by he 
tion. h y  wards in her shop which can 
him wodd Ikely be found eIsewhere in 
and this way ailows him to keep an eye or 
and who's buying it. He occasionally ma 
visits to her shop afrrer hours, to study tht 

15 know just how 
applying the v m -  
[er special clients - 
wetly what thev 
erns out oE sight 
e the impression 

n that Sir Milton 
~ the owner of the 
rom the vampire. 
'T choice of voca- 
be used against - 
the city anyway, 
1 what's OUT there 
kes surreptitious 
2 inventory. 

HOOKS 
0 Linseed could easily hire the PCs to acquire any number 

of strange and outIandish things. She always has need 
of more supplies and could serve as a dc facto fence for 
certain occult magic items, as well as the remains of any 
supernatural monsters which they happen to slay. 
Sit Milton slips imo the shop after Linseed has gone 
home for the night, and deliberately sabotages certain 
wards against evil, rendering them useless when they 
try to be used. The PCs purchase one and have it fail 
on them at the most inoppormne moment.. . possibly 
against Sir Milton him& 

1317. SUNCjS OF M O U R N I N q ,  S O N 9 S  
OF J O T  

This small residence at the edge of the Green houses a 
troupe of professional musicians, who perform a t  wed- 
dings, funerals, and social events throughout the district. 
They are favorites of Sir Milton, who contracts them for 
every one of his get-togethers. Their music has a soulful, 
reffective quality to it, much in keeping with the district 
they inhabit. They charge i o  gp a night for m m  perfor- 
mances, though a single dirge or wedding hymn may cost 
as little as I gp. 

Songs of Mourning, Songs of Joy consists of six musi- 
cians: three ha&gs, two humans, and a dwarf drummer, 
Jocko Fellhammer (all Brdh), who performs exceptionally 
we11 despite the loss of his legs. They dress in uniform 
harlequin outfirs of somber CQlOrS, favoring dark violets 
and blues rather than bright colors. Their uniforms can 
be altered to fit the occasion if their client wishes. When 
business is slow, they wlll often stand on the roofof their 
building and play for free, their music drifting slowly 
across the green lawns which surround them 

, .  

-- 
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1 WORLD’S LARGEST CITY 
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mghouse is quite a sight amid the 
,lL,..l ..,... es and cottages which surround 
b walls have been layered with a series of  pol- 
metal shields, giving the impression of  scales 
,ame colossal reptilian ’beast. The main doors 
shioned in the shape o f a  dragon’s mouth, 
curline chirnnev on the southwestern side u 

?en twisted into the shape o f  a dragon’s tail, 
members of the Wyrrn’s Scales stand guard 

Inside. the hail is dominated by a pair of long 
Out trQllt. 
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blaze constantly roaring within it. Members of  the 
Wyrrn’s Scales can be found here at al l  hours o f  the 
day, discussing business, cleaning their weapons 
or preparing to go out on patrol. A colossal set o f  
bronze scales stand below a portrait of Sir Milton 
an the far wall. The motto above the painting reads, 
“AI w ays I oy a I. ” 

A sertes o f  rooms off of the main hall contains 
barracks, quarters for the company’s officers, a 
large kirchen, and an armory containing several 
dozen sets of the company’s signature scale mail. 

RFSTDFNTS 
The Wyrn’s Scales boasts some 500 members, most of 
whom spend at least part of their day here, before and 
after their shifis. Some of them live here full-time, though 
many have their own quarters elsewhere in the city. The 
are led by General Hautus Stormrider, a datk, imposing 
soldiet who has spent the entirety of his Lfe in service to 
S i r  Milton. The vampire has retain their services exclu- 
sively for the East 200 years, and though technically stiU 
a mercenary unit, they are, for all practical purposes, Sit  
Mihods privare guard. 

Stormrider answers directly to Sir Milton, and is charged 
with deploying his forces throughout the vampire’s estate, 
He brings any securiv issues to Sir Milton himself, and 
ody  he has the right to question the vampire’s wishes. He 
is a cannv fighter and maintains a firm grasp on the chain 
of command, though he hasn’t had to personally draw his 
sword in over a decade. 

The remainder af the company is divided inro ranks 
of captains, lieuienants, sergeants, and foot soldiers, All 
of rhem wear the same uniform suit of dark blue scaIe 
mail; the design for senior ranks is increasingly elaborate 
and caplains add to their ensembk a helmet shaped hke 
a roaring dragon’s head. Their standard primary weapon 
is a serrated longsword, though Some augment it with 
other weapons of their own choosing. The rank-and- 
file members of the Scales are a passionate and deeply 
devoted bunch. Atl of them must adhere to a s t r i c t  code 

ing pay, ta a public lashing to expulsion From the company 
(and subsequent banishment for Sir Mdron‘s propeq). 
The ranks include a few dwarves, bat the vast majoriry are 
humans. The company’s only elf - a 4ollow-eyed h e r  
named Telleris Moonshadow - sewvps as the chief quar- 
termaster and rarely leaves the building. 

In addition to the soldiers themselves, the Wyrm’s 
Scales maintain a liaison with the Civic Guard, which 
helps to coordinate their effom and to prevent any mis- 
understandings. The Guard has a permanent “diplomat” 
stationed at the Scales headquarters - Captain Elsa 
Nesteeran, at present, and she keeps four lieutenants 
with her as aides. They maintain a regdar dialogue with 
General Stomrider and help mediate any jurisdiction 
disputes. 

General Hautus Stormrider: Ftr l2 .  

Telleris Moonshadow: Elf FtrS/ExpZ. 

Wyrm’s Scales Soldiers (500): Ftr l -7 .  

Captain Elsa Nesteeran: FtrS. 

Civic Guard Lieutenants (4): FtrJ. 

General Stormrider wears t3 scale mail and carries 
a +2 frost longsword. All members of the Wyrm’s 
Scales wear scale mail and carry serrated long- 
swords as their primary weapon. They may also 
have secondary weapons, and those o f  5th level 
or above will have 1-2 minor magic items as well. 
Captain Nesteeran wears a breastplate and carries 
a a t 7 short sword. She wears a ring of protection + 3  
an her left hand. 

The Scales’ treasure contains nearly 5,000 gp; 
all expenditures must meet the appioval o f  Telleris 
Moonshadow, who answers dfredy to General 
Stormrider. The company also keep5 a horn offog, 
three sets of drmensionral shlackles, and an instant 
fortress for emergency use only. The items are 
stored in the basement, which is always locked 
(successful DC25 Open lock  checl: to pick), and 
only Moonshadow has the key to it. 

i\CTIVITY 
At its heart, service in the Wyrm’s Scales is ne  ddferent 
from any othcr mercenary company. You must understand 
who is paying y a w  wages and do as they wish, using force 
as necessary and staying alive if possible. But on the other 
hand, the Wyrrds Scdies is different in that  Sir Milton pays 
them extraordinarily well, and for duty that is compara- 
tively light. It is also unusual in that serving for any Iength 
of time requires that one Swear allegiance to an undead 
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for a campaign or a war, but forever. 
So service in the Wyrnis Scales is not for everyone. 

Even arncng mercenaries, the outfir retains only unusu- 
ally tough soldiers with a dark streak i n  their souls. They 
do not shv from using harsh methods in pursuit of their 
dury. And they can be counted on to obey Sir Milton’s 
edicts without question and enforce what they perceive 
as his wil! ruthlessly and absolutely. Jn fact, the Wvrm’s 
Scales act ialfy have considerable leeway in how they act 
because there are no official laws in the vampire’s territory 
-just a Ieries ofvague statements and a body of nnspo- 
ken assumptions. The Scales understand their mission 
as putting down troublemakers and anyone who could 
make Me difficult for Sir Mdton, and they understand 
that how they do so is up to them. Law in the Lamplighter 
District is really a matter of the vampire’s whims and how 
his privatt. army chooses to interpret them. This arrange- 
ment, siniqter as it is, works OUT well for both parties The 
Scales get to indulge their brutal streak when an excuse 
presents Itself, and Sir Milton knows that those who 
wouId dare to trouble him will be terrorized without any 
clear indication that he gave the order to do so. 

Regular duty in the Wyrm’s Scales i s  divided between 
general ptroll ing and guarding important locations. 
Squads of five, led by a sergeant, stand watch over key 
places of the d is t r i c t  (such as Sir Milton’s house), whiIe 
roaming patrols look out for trouble in the streets, park- 
land, and elsewhere. Their job usually entails stopping 
petty thieves and breaking up public disturbances, but 
they ensure that any public gathering held in the district 
conforms to the vampirek wishes. 

The porential for rivalry with wrth the Civic Guard 
always exists because these ~WJQ bodies of armed soldiers 
share the same basic function in the same area, but the 
Scales understand that there is little need to make waves. 
If there is crime in the district, chances are that Sir Milton 
will frown on it just as much as the Guard. Those the 
Scales denin are usually turned Over to the Guard. 

But every now and then they will bring some miscre- 
ant up before the vampire himself. Those who survive 
the experience are usually shaken m the core, and quickIy 
depart the district, never to return. Not that the Scales 
need their master to appear menacing. They never toler- 
ate those who challenge their will, and while the district 
residents respect them, that respect is always tinged with 
a heavy amount of unease. It is worth noting that while 
generations of serving Sir Milton has made them a dc facto 
police fort+e, they still maintain a military core, and their 
inclinations still tend towards imposing their will at any 
cost, even more rhan maintaining peace and order. 

The Wyrm’s Scales WTVe the function of the City Guard, 
but they are not members of the Guard and enjoy none 
of the Guard’s privdeges and protections. Away from Sir 
Milton’s properry, they are just ordinary private citizens, 
with no authority to enforce the law. 

J O I N I N 9  T H E  WYRM’S SCALFS 
PCs of any level may enlist in the Wyrm’s Scales, as 
long a s  a t  least half o f  their levels are as fighter. $he 
Scales will subject any applicant t o  an extensive 
screening process, of course, and if their ranks are 
already full they may turn away al l  a d i c a n t s .  no 
matter how qualified. 

A PC who i s  accepted into the Sca 
as a foot soldier, no matter how rn; 
she has. Paper qualifications mean almost nothlna 

I I - - - ’  - 

iles must begin 
i ny  levels he or 

, .  

when it comes to advancement in rank. The Scale; 
choose their officers based not only on demon- 
strated ability, but on loyalty to the outfit and to Sir 
Milton. These are qualities that only reveal them- 
selves over one’s career in the Wyrm’s Scales. For 
more information, see Quests. 
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This cottage on the edge o f  the Lamplighter District 
i s  strangely elongated, as ifit ha5 been slightly dis- 
torted in a funhouse mirror. The sides have been 
painted a light grayish blue, while the timbers that 

end of the PCs OR some thumped- 
‘0 deliver him to Sir Milton. The 
leadquarters and convince them 
Civic Guard instead. Alternately, 
le building and launch an artda- 

’ 
ngs to the Wyrm’s Scales, and 

suspects treachery within its ranks. He beiieves that 
Telleris Moonshadow is scheming with Sir Mihon’s 
enemies to slay the vampire return his territory directly 
to the city’s control. Alternately, Sir Milton may ask or 
hire the PCs to join the Wyrm’s Scales in hopes ofsmok- 
ing aut treason. 
General Stormrider’s leadership becomes increasingly 
disjointed and erratic. His edicts make no sense, and 
the harsh d e s  he enforces soon has the entire district 
running scared. Is he losing his grip on sanity? Or does 
his behavior represent some larger scheme orchestrated 
by his vampire master? 

H I g .  H O M F  OE MICFNTFS VOKAVFL 
This trim brick townhouse is typical of many of the 
residences in the Lamplighter District: charmingly gothic 
and ever-so-slightly menacing. The lane on which it ties 
features eight such houses, each designed with similar 
architecnire and each housing a prosperous member of 
rhe city’s middIe dass whose habits nonetheless mark 
them as somewhat eccentric. The resident of this house is 
~ i c e n t e s  Vokavel (see location  MI^), a prosperous wine 
merchant who belongs to a strange cult of night-worship- 
pers. Though not violent or menacing, their religious 
practices are decidedly odd. The Sc-member cuIt conducts 
all business during the night, vowing never to view the 
rising sun. They bathe in cold water from an “enchanted 
pond“ on the night of each full moon, believing that the 
act helps infuse them with supernatural power. The pond 
water is brought in at great expense from its home (a per- 
fectly ordinary body of water far away from the ciry), and 
Vokavel has used mu& of his fortune to help arrange for 
i t s  transport. It is rumored that he adds some of the water 
to each b o d e  of wine which he produces. The culr: meets 
a t  his house once a fornight, and the noise they make 
necessirared his move here, where his neighbors are less 
prickIv about having their sleep disturbed. Among his 
other eccentricities are an utter rehsal to travel in a horse- 
drawn carriage and a n  occasional attempKS to emulate an 
owl by leaping off of his roof. 

Vokavel keeps most of his savings with banks and 
moneylenders, though his nocturnal habits mean he must 
conduct all business by p x y .  The trappings in his home 
zre reasonably valuable, and will fetch a total of 500 g p  if a 
buyer can be found. 

SHADED 

form the frame have been cut from darkest mahog- 
any. Smoke rises from the chimney, though no light 
can be seen from within. The air sinells of brim- 
stone. A ~ r n a l l  garden stands behind the house, 
surrounded by brick5 of the same gray-blue shade 

I . .  

gate blocks the entrance to the garden, which is  
marked by a low bench for sitting and sea of thorny, 
blood-red roses. 

The cottage belongs to Tdlotus the Shaded, an exired half- 
fiend who now resides here and composes poetry for the 
popular market. 

RFS I II  ‘E NTS 
Trdlotus was born in one of the lower planes to a demonic 
father and an enslaved elvish mother. He was brutahzed 
from an early age, abused and scorned btcause of his 
mixed blood. His mother tried to instill in him a sense 
o f  genuine morality, but she died a horrible death when 
she refused tQ obey her master’s wishes. Triuotus affected 
a loyaIty to his father after that, and lived as full demons 
of his native plane did. He even slew with his OWR hand 
some of those who had tormented him as a child. He was 
given a commission as a scout for hi5 fsthers armies, test- 
ing the defenses of the other demon lords against whom 
the hideous creature Constantly warred Bur he secretly 
nourished a dark hatred - both for his father and for 
the hellish phne  in which he dwelled. When the time 
came, he slew his father, using an enchanted dagger he 
had filched one of  his missions. We then ff ed the only 
home he had ever known and - using an ancient rite he 
had learned from his father’s library - escaped the fiery 
underworId and artivcd on the Material Plane. 

He w a s  treated as a monster, o f  couxse, and could find 
no peace in his travels. fle discovered, however, that by 
writing his woes into a journal, he could craft and shape 
his anger into something positive - and strangely more 
fulfilling than simple revenge (which he indulged in often 
enough as it was). When he arrived i n  the city, he imme- 
diately sought out the LampIighter District, and received 
permission to occupy this cotrage from Sir Milton. Here 
he bas remained and continued to compose poetry. His 
dark and brooding observations on normal life - fihered 
through the hellfire of his upbringing ~ have struck a 
chord with the popular consciousness, and be now finds 
himself in high demand. In his poetq, lie has found some 
level of acceprance - though his demonic nature stilI 
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emerges in 5hoTC, terrwmg outbursrs that can only be 
satiated through violence. He rarely leaves the confines 
of his cottage, preferring to use his magic to pees upon 
the outside world.. . and to see if any of his father’s former 
minions are trying ro track him down.. _. 

Trillotus the Shaded: Elf/Half-fiend Rgr6, half- 
fiend a s  per the Monster Manual. 

Trillotus possesses a hat of disguise, which allows 
him to disguise his demonic features. He is  never 
seen wit+out it, though her prefers his natural form 
when he is  a t  home or composing. His home also 
contains a mirror which acts as a crystal ball when 
a drop o*’his blood is  applied to the surface. Finally, 
he has amassed 2,000 gp, which he keeps locked 
in a box behind his writing desk (successful DC 1 5  
Open Lcck check to pick). He pays a portion out 
of it each month for rent on the cottage - and to 
rnaintair Sir Milton’s benevolent protection. 

AC‘B’lVJTT 

TriflOD.15 is actually a quiet sod, who desires little except 
to continue his quest for inner peace. He has no desire 
to return to his native plane, but neither is he entirely 
comfortahle on this one. He battles each night to make 
peace between the two halves of his divided namre, for 
he knows that  i s  the only way to end his torment. His 
writing is everything to him; i t  i s  the landscape to which 
he can escape and create a world where he done is arbi- 
ter of all. He knows that such a world can never exist 
elsewhere (one of the reasons why he shows no desire to 
subjugate others), which makes him value his creativity 
all the more. 

His q e s  are terrifying t5 behold, and often result 
in the devastation of his cottage. When he is out and 
about they are even more terrdying, with any number 
of innocent bystanders suffering the brunt of his wrath. 
f i e  city I$ diverse enough (and its religious core sees 
enough extraplanar surnmonings) that such incidents 
rarely create a panic, but they do make the infernal poet 
an extremely dangerous figure to be around, his artist’s 
soul notwithstanding. 

HOOKS 
The PCs purchase an original manuscript from the 
author, written in Trillotus’s own blood. Wpon opening 
the book, the words tw i s t  into fiery images, revealing a 
h u r e  “outburst” from the author.The PCs must deduce 
the location of the attack and then try to prevent i t  from 
happening. 

* The PC.s come upon an apocalyptic battle as one of 
Trrillotus’ “associates” from the lower planes comes to 
reclaim him. The PCs have the opporrunity to pro- 

/ 

tect innocent bystanders from 
h a m ,  and/orchoose to become 
invofved on one side or the other. 
Tdotus  fa& in love with a female PC. His poetry to her 
is profound and yet deeply disturbing. What will happen 
when she discovers his vulnerability to terribIe rages? 

H Z I .  WATCHFR STATUE 
The stone statue here depicts a benevoIent man in robes 
holding his hands out in greeting. It stands QVN a cluster 
of gtrves which all bear the same hoXy symbol (for which- 
ever benevdent, good-aligned deity is most appropriate to 
the campaign), forming a cluster of sorts amid the chaos 
of the graveyard. A permanent protection from evil spell 
has been cast upon the statue. The a u n  extends in a ten- 
foot radius around the statue and will affect anyone who 
belongs to the faith corresponding with the headstones. 
The spell is permanent and cannot be broken or dissi- 
pated without first destroying the statue itself (the statue 
has a hardness of 8 and 300 hit points.) There is nothing 
to indicate that the statue may have any unusual proper- 
ties (though it will radiaTe magic if checked for). It. is, 
however, the only cluster 
graves are very haphazat 
it to stand out a bit from 

of graves so aligned 
.d in their affiliatior 
i t s  surraundings. 
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I ull I, I L l l l J  Gicturesque plot of land just north 
the cemetery were once a proud and beautiful 
igious site. The stones and great oak beams have 
tapsed following some long-ago blase, and were 
Darently never rebuilt. Now the place has a sad, 
3nconed look to it, though portions of the inte- 
r remain intact. Every now and then, the tinkle o f  
ss can be heard, which increases whenever a stiff 
’ese blows through the area. 

I 

s temple once oversaw the maintenance of the cem- 
-v and nearby necropolis. It belonged to ;1 narv-defunct 
gion of ahtaction, a secondary, non-racial sect that 
corned members of all race9 (as befitted its custo- 
roEe). A drunken pnest burned it ro the ground after 

,eking over a candelabra one night. Before ir could be 
mlt, Sir Miiton exercised his claim on the district and 
d e  the tcmpIc from being re-established. B u t  the 
IS remain, however - along with one of the nrigiinal 

church‘s most unique residents. 

RFSIDFUTY 

The ruins are now home to a stained-glass goXem, originauv 
created by the resident priests TO defend the tempIe 

in inscription on a surviving bit of 
ubble says, “innocents who come 

here.” During the bfaze, it 

mea TO save many or m e  trappea clergy aur us snara-me 
hands caused deep, mortal wounds whm it tried to pick 
them up and carry them. Wracked by guh, it remained 
in the temples in the hopes that the fire would destroy it, 
but. the fgteq were not that kind. Today it remains hidden 
in the mins, trying vainly to assuage i t s  guilty conscience 
while fulfiHing duties that ceased to be relevant hundreds 
of years ago. 

The goIern appears to be a female saint of the church’s 
patron deity. She is portrayed dressed in dark robes fram- 
ing a steel breastplate, w t h  a flaming sword clutched in 
her hand. 

Stained-Glass Gofern: A5 per the Monster Manual 
I I  (CR 5; Medium-sized construct; HD 12d10 hp 
66; lnit +Q; Spd. 30 ft. (can’t run); AC 1 5 ,  touch 
10, flat-footed 15, Base Atk +8, Grp +lo, Atk +10 
melee (rake attacks 1 d8+1/19-20); Full Atk +10 
melee (rake attacks 1 d8+1/19-20); SA -: SQ 
Construct traits, DR 10/+2, fast healing 5, keen, 
magic immunity; AL N; SV Fort +4, Ref +4, Will t5; 
5tr 13, Dex 10, Con -, Int 4, Wis 13, Cha  7. Skills 
and Feats: Hide +O). 

The golem has no treasure to speak of and al l  1 

temple’s valuables were either destroyed by th 
or looted shortly thereafter. 

If the 
e fire 

AGTIVITT 
Despite its alienation and the IQSS of its home, the golem 
stil1 does its best to fulfill its created purpose. It gmrds 
the ruin zealously, attacking Iooters and other interlopers 
who enter it. It win not attack those who make the sign of 
the patron deity just before entering, but a l l  others are fair ’1 game. It striker; to wound and drive away, not to kiIl and 
will back off of any relatively injured PC who makes signs 
of retreating. 

-=r4 In addition, the golem sometimes wanders the streets, 
attempting to fdfill its duty of ‘‘protecrng the innocent.” 
This can mean different many things in its tortured 
philosophy, but cenaidy includes aiding the victims of 
violent crime. It lacks the speed to pursue assailants for 
very long, and the tinkling sound it makes eliminates 
the possibility of surprise. But it has still saved its share 
of criminal victims, most of whom have no idea who or 
what has saved them. Local residents spot the creature 
every now and then, but none have thus far connected it 
to the temple ruins; they just consider it part of the overalI 
enigma which defmes the Lamplighter District. 

HOOKS 
A cleric seeking to revive the sect that  built the ruined 
temple reads an old manuscript describing the creation 
of the golem. He tasks the PCs to caprure the creamre 



and bring it to him intact so thaf he can rededicate it to 
an active location. 

* Tempus the Free from the Vigil's End (location G36) 
asks the PCs to identlfy and locate the golem; he wishes 
to help The creature escape its current state. 

H 2 3 .  T O M B  OE S I R  R E I N H O L T  
SNOW HKRRT 

This large crypt was apparently built for just one 
occupant. It stands in the shape o f a  noble's man- 
sion, with faux windows, chimneys, and even cling- 
ing ivy carved out of the stone. Its size is quite 
impressilve, as large as a normal mansion and 
equally a j  elaborate. Though there are numerous 
doors carved into the surface, only the main ones 
work, leading into the burial chamber itself. These 
doors arr stoutly locked and sealed with the holy 
symbols of the Children of the Creator and numer- 
ous secondary religions. On the center of the door 
is a grezt seal depicting a snarling wolf's head 
and inscribed with the following words: "Here ties 
the body of Sir Reinholt Snowheart. His soul has 
journeyed into unending darkness. We pray that it 
remains 'here." 

inside the crypt, the marble carvings further 
resemble the trappings of a living household: 
stone furriture, stone tables with plates and cutlery 
cawed into the surface, even a stone fire carved 
into the stone fireplace. Sir Reinholt's body lies on a 
marble bcd upstairs, wi th the stone pillow carved to 
fit the indentation from his head. The body is l i tt le 
more than moldering bones at  this stage. 

The orly thing in the crypt not made of stone 
(besides :he body) is a portrait of SFr Reinholt hang- 
ing abovc the stone fireplace. He stands resplen- 
dent in crimson-color finery, his wolf-like eyes 
piercing %rough the canvas with a haughty, hateful 
stare. 

RESIDENTS 
Sir Reinholt Snowheart was a wicked, debauched noble 
who delved deeply into the occult. When old age rendered 
him infirm, he atrempred to bond his sou1 ro a portrait in 
order to gain immortality. The spell failed and he was left 
trapped in the painting. His terrified family sealed the hid- 
eous thing into rhe elaborate crypt prepared for his corpse, 
where it has  remained ever since. 

Sir Reinholt is essentially a ghost, albeit one with spe- 
cial qirahties. He is trapped within the painting and cannot 
manifesr outside of it.. . but he can transfer his visage to 
any other painting, mosaic, or similar art form. In order 
to do this. he must first meet the game of anyone Iooking 
at his original painting (successful Reflex save, DC 15 
to avoid; it is recommended the DM make this check in 

he "bonds" with the PC md 
er paintin ich 

- 

(Atj 12). 
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the Frightful Moan, Horrific -. 

secret). Unce that happens, 
may follow him into any 0th 
the PC happens across. He 
normal element in the scene. 
a battlefield, for example, or 3 
of landscape. Others wilI not 
get PC, he will appear to mov 
practically dominares the p 
the Manifestation special art 
sess. 

Though he cannot escape 
of the mosaic, or what have 
harm. At will, he wiIl utilize 
Appearance, and Corrupting Gaze attacks against his cho- 
sen targer. He may not utilize any other special attacks, 
and these abilities may only be used against his chosen 
target. Others simpIy don't notice it (though thev can 
see the effect on his victim, if any). He may be turned as 
any undead, though he u r d  eventually return ro haunt 
his victim again once the PC who did the turning is no 
longer present. He cannot normally be harmed, rhougb 
destroying a given painting w d  obviously prevent him 
from manifesting in that painting. The o d y  way to per- 
manently destroy him is to seek out the original portrait 
and burn it while a hlesr spell is simultaneously caw upon 
the blaze. Destroying the painting in any other way sim- 
ply releases Sir ReinhoIt's spirit, transforming him info 
a standard ghoa (Aril2) as per the Monster MunuaF. In  all 
other respects, Sir Reinhoh is considered a standard ghost 

tomb in the hopes that it would keep his Spirit fro 
haunting their own estate in the Nobles Distri 
-1 . -. i r .  . I  , r , i  ..I r 
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The Snowheart family spent a considerable amount 
of their inheritance from Sir Reinholt to build this 

Im 
ct. 

I ne crypt ITWIT is  wonn Tens OT rnousanns QT gp, 
but its status makes it more of a white elephant 
than anything which can be legitimately sold. There 
is  nothing else of  value here. 

A CTI V I T f  
Ne one has penetrated the crypt since sir Reinholt died; 
even the ghouts in location W J  sense the  evil emanat- 
ing from this place and stay away, Sir ReinhoIt has been 
trapped here for centuries and will welcome any chance 
to vent his rage and pain upon any victims foolish enough 
to break in. 

ITOOKS 
A descendant of the Snowheart blmdline hires the PCs 
TO exhume the crypt and prepare it for new residents. In r 

i 

b 
. .  

the process, they stumble ~ C M S S  the painting and incur 
i t s  curse. 
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115 iarge TWO-srory wilding is  constructed of gray 
me, with numerous windows rn the sides. The 
ndows are all barred, from both the outside and 
e inside. The main doors are open during day- 

light hours, thc 
Clusters of bri 
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chaotic. Howls and 
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ugh at  night they are tightly bolted. 
ght flowers grow along the edges 

UI i r i r  ~ u j l u l ~ l g ,  though they do not appear to be 
tended. 

cries echo through the corrioors, wniie a series 
of bolted doors suggests a prison environment. 
Clusters ofpriests hustle to and fro, oblivious to the 
noise around them, while burly assistants struggle 
with agitated men and women obviously in some 
form of  distress. The stone walls are generally 

Insfde, the atmosphere 15 
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armed with a shillelagh, stands close watch over 
the front door. 

Horacius Memorial is an asylum for rhe mentally unbal- 
anced, mn by the clerics of FheTi-ue Children (see location 
J3) but only loosely &diated with the sect. Funding for 
the asylum comes from a noble family, the descendants of 
Sit Ignatio Horatius. 

RESIDENTS 
The current headoftheasylum is RishopMalcolmVenrure, 
a senior cleric who has served the True Children for his 
entire adult life. Bishop Venture has iong had a particular 
interest in the plight of the insane, for whom little or no 
other forms of a r e  existed. They could often be found 
raving on street corners or wandering aimlessly like lost 
livestock. He began to wonder: Was their madness simple 
mental imbalance? Or did it stem from something more 
mysterioiis’ Had they in fact been touched by the god, and 
was their madness reaIIy awindow to the divine? If so, then 
they could bring vaIuable insight to the needs and wishes 
of the god. By chance, the True Children temple received 
at that time a n  enormous bequest from the Horatius fam- 
ily, with the decree that the sect use it to better the lives 
of the citv’s less fortnnate. Bishop Venture seized upon 
the opportunity and proposed creating this place borh as a 
means of housing the unforrunate, and as a way of  smdy- 
ing their madness. Though she senior officials in the True 
Children were skeptical a t  first, Bishop VentUre’S earnest 
interest in the mad was becoming a bit of a nuisance, and 
some of the archbishops felt him breathing down their 
necks. The senior leadership of the temple thought this 
an opportunity to put his energies to good use and get him 

*;+ -7 r x m~ I- 

out of the way a t  the same rime. After a rather tense series 

willing to allow such an institution on his property), they 
ser up shop in this large abandoned building. 

Bishop Venture took with him a cadre of junior clerics, 
all young and idealistic, who believed that their work here 
would lead to brilliant revelatiuns about their gad’s great 
plan for humans and the civThey take care of adrninistra- 
rive duties, as well ac doing their best 70 aid the inmates 
here. The guards and assistants are there for security, 
and to prevenr the inmates from leaving. The inmates 
themselves are quite deranged, and sometimes violent, 
but none has proven a malicious threat (at least not yet). 
The criminally insane are simply placed in the Humanoid 
District, along with the other prisoners, and are not sent 
here. 

Bishop Malcolm Venture: Clr9. 

Clerics (20): Clr2-5. 

AssistantsJSecurity (10): War3. 

inmates (100): Com2-4. 

No money is  kept on the premises - the True 
Children temple pays the priests’ i.xpenses, and 
the fighter guards are paid off-site. Father Malcolm 
possesses a circlet of persuasion, bhich he finds 
useful when speaking to the inmates, as well as a 
medallion of thoughts, which he uses to probe their 
minds. H e  keeps both items on hi: person at  ail 
times. 

AC‘TTVT’W 

Inmates are kept in their cells 23 hours a dav, save for one 
hour when they are taken OUT to be Lathed and have their 
cells c1eaned.These are among the most dangerousperiods, 
when multiple lrinatics are being transferred from their 
cells to the rather cramped basement washroom. Bishop 
Venture insists on cleanliness, however, and ifhis subjects 
tmly are channeling the divine, then they must not be 
exposed to fiIth or disease. He interviews each inmate on a 
rotating basis, arternping to ascenain what drives them to 
such demenred excesses. It’s hard going In many cases, he 
onlv agitates them further, probing too deeply into their 
shattered psyches for comfort. He belisves he has made 
some important observations, however, and even begun 
to perceive a connection between some of the inmates. He 
intends to publish his fidings as a wries of ‘prophecies 
from the touched,” which he believes vdl  provide a road 
map for the gods futuire plans. 

In truth, Bishop Venture has little concern for the 
well-being of his charges. He wishes onlv to glean what 
they know, in hopes of some divine reward. Heb altruistic 
enough to take in those who are not Touched t., the divine 
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- who are clearly just nuts - but beyond feeding and HZ5. DIrAApTnATEn MANSION 
clothing tiem, he cannot be bothered ro help calm them 
or address h e i r  condition. _. . ,. . .  

The ratings of the asyIunis inmates can be anything 
from wishful thinking to genuine divine prophecies 
- though from whom is anyone's guess. Though Bishop 
Venture trlieves they come from his patron deity, but it's 
certainly possible they come from the deity of a second- 
ary religicn.. . or from a demon or devi1 inrenr on sowing 
mischief. The implications of their rants - and of Bishop 
Venture's interpretations/misinterpretations - could 
extend in m y  number of directions. 

IlQOKS 
0 The PCs may desire divlne insight from one of the 

inmate5. In  order to see him, they will need to satisfy 
Bishop Venrure that their needs are not trivial, and pos- 
sibly pc-form a favor for him in renirn. 

* h spell-casting player PC is suddenly struck by blinding 
vjsioiis of power and light. They soon reduce him to 
wandering the streets, where the City Guard finds him, 
and amnges for a new c d l  at the  asvlum. The visions 
eventually diminish, leaving the PC Iucid and rational 
agzin, but Bishop Venture refuws to release him. He 
believes the visions will TefUm in time and wants to be 
there w4en they do. ?he other PCs \rill either need 10 

engineer a rescue, or somehow convince the staff FO let 
their friend go free. 
One of The inmares s t a m  exhibiting supernatural pow- 
ers beycmd just a seer's visions. He blows a hole in the 
side of the building, freeing himself and al l  of the other 
inmates Years of confinement and the agitation of  
the escape have sent some of them into paroxysms of 
violence, and they are soon rmning  amok throughout 
the district. The Wyrrnk Scales, d d e n l y  fearful, ask the 
PCs to aid them, as they could use all 05 the help they 
can ger. especiaIly when more inmates begin demon- 
strating supernatural powers. 
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around the plethora of  hl 

This dilapidated mansion is an eyesore, and not even the 
romantic curiosity seekers who come ro the Lamplighter 
District are tempted t o  root around in here. 

RES I DENTS 
This mansion serves as a secret refuge for Sir Milton. Not 
even his closest associates know [hat he uses it as a second- 
a r y  residence. He owns the Iease the mansion through 
several figureheads, none of whom knows his true iden- 
tity Were, he can sleep with the added cloak of secrecy; no 
one has disturbed the inner recesses in decades, and the 
mansion's g e n e d y  unsettling atmosphere means that the 
IocaIs will continue to steer clear. 

Sir Milton Derek: See location H2. 

Rats, Eats, and Stray Dogs (varies): As per the 
Monster Manual. 
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:s in a crawlspace between rhe bottom 
emenr - underground and all but inac- 

>le to anyone not in gaseous form. The area has been 
fly reinforced and hned with steel beams, so it i s  not 
ct tcl the rot which is slowly consuming the rest of 
QUSP. When he departs a t  night, he does so in bat 
rendering him indistinguishable from the house’s 
primary denizens. S O  far, it has worked perfectly; the 

iandal or vagrant stubborn enough to break in never 
long enough to repeat his mistakes. 
tting in through the door requires a two successful 
gth checks. The first (DC 30) simulates bending 

the iron gate to create an opening. The door itself is not 
locked, but has swollen shut from moisture, requiring the 
second check (DC 20) to force it open. B r e h g  down the 
shutters over the windows requires a successful DC 25 

ing the walls (Climb check, DC 15 along the chimney, DC 
20 elsewhere) and c lambe~ng in through one of the hoies 
in the roof (5m chance of disrupting a cloud of 10-60 bats 
in the process). Waking across the second floor requires 
a successful Dexterity check (nc 15) because the floor- 
boards have rotted. Failure indicates that the PC breaks 
through the rotten wood and falls I O  feet to the ground 
floor (which is s d l  sturdy enough TO supporr weight).The 
stairway is a splintery death trap requiring a successful DC 
IO Climb check to neporiate without falling (treat failure 
as falling into a spiked pit, as per the Dungeon Master’s 
Guid~.)  The staircase can be avoided simply by lowering a 
rope and climbing down it. 

l l Q O K S  
A band of thieves steals something of value to the PCs, 
hoping to ransom it back to them. T:ie band hides out 
in the mansion, quickly incurring SI Milton’s wrath 
and subsequently disappearing. The FCs must track the 
thieves to their woufd-be hideout and brave S i r  Milton’s 
anger in order to retrieve the object (which lies dis- 
carded on the ground floor). 

~ 2 6 .  CLOISTERED HOME 
This large home is expertly maintained and seems t o  be 
in fine qhape, despite the fact. that no one i s  currently 
occupying it. According to the banker who manages the 
estate, rhe owners are on extended holiday, and their 
return to the city is qriesrionable. However, he has orders 
to mainrain to property as it is, and to guard it from ham.  
The Wym7s Scales include it in their nightly patrols and 
the weekly appearance by a trio of  chambermaids is the 
only instance when people are allowed inside. The taste- 
ful decorations are covered in white sheets, where they 
remain to wait €or the rerum of their owners. 
In rruth, however, there are no ownen: at least none who 

will admit TO it. The place belongs to  Sir Milton, who uses 
it as yet another one of his elaborate hideouts. The closer 
in the master bedroom has a secret h e r  (successhl DC 
25 Spot check to discover) which locks it tight (successful 
DC 25 Srrength check to break down). Inside is a simple 
open area where Sir Milton can sleep in peace without 
being disturbed or generating suspicion. He enters and 
leaves in gaseous form via the chimney and never disturbs 
the furnishings; they are there for show only. He also takes 
care to never stay met when the chambermaids arrive to 
clean. One of them noticed the locking mechanism on 
the closet some time ago, but simply assumed it was an 
innocuous security measure installed bli the “owners.” 

H 2 7 .  CLOSFQ ANTTQUFS S T O R F  
The third and closest of Sir Milton’s bolt holes i s  just across 
the Green from his eStaEe, and he can keep an eye on any 
goings-on there without revealing himself. The building 
purpor~s to be an antique shop, and certainly, there are 
wondrous rare chairs and similar curiris visible through 



m e  wmaows. DUI me uoors are ail srouriy iocKea ana  a 
sign our front proclaims that the owner is off on a buying 
trip. It has been that way for the last 36 years. Sir Milton 
has the only keys to the place and he periodically changes 
the locks (successful DC 18 Open Lock check to pick) so 
that they don’t grow rusty. He enter5 only in gaseous form, 
as he  doe? with all his hideoirts, and sleeps in a coffin 
cumin& disguised as a four-poster bed in the basement. 
Several false coffins have been scattered throughout the 
basemenr IS red herrings. 

H 2 8 .  HOME OE DFMl’rRI BRSKILOV 

This nordescript townhouse displays the same 
features a 5  many others in the district. What makes 
it distincive is the assortment of telescopes and 

.I . 4  I I * I  orner asrronomicai gear piaceo on tne veranoa ana 
outside t+e second-story windows. 1 nside, a map o f  
the nigh: sky has been surreptitiously painted on 
the study ceiling, and the manuals in the library are 
al l  tome: on science and astronomy. The kitchen 
is poorly maintained and the house outside o f  the 
libran, n4:eds a mod  dusting. but otherwise all 

0 

appears normal. 

RESTDENTS 
The house belongs to an asnonomer named Demitri 
Baskdov, who arrived from distant lands overseas to study 
a t  the famed observatory. He has spent the last five years 
chartingthe positions of CQrnetS in the heavens, and hopes 
to w t i t e  the definitive book on it once his research is done. 
As always. though, it is slow going, and he doesdt expect 
to finish compiling data for another few years a t  least. 

Unbeknownst to anyone in the city, Demitn: Baskilov 
is not what he appears. He is in fact, a doppelganger, who 
murdered the scholar of that name during his journey 
here and has now taken the man’s place. By scanning the 
minds of other astronomers, he is able to ape Baskilov’s 
knowledge perfectly - treat him as having KnowIedge 
(Astronomy) +IS - while defusing any suspicion of his 
red putpose: spying on Sir Milton. The doppelganger has 
compiled a great deal ofdata over the last few years, includ- 
ing the vampids feeding habits in the Travelers District, 
his proxies in the city government, and two of his four 
lairs. He’s very good at his lob; most of the time, he’s able 
to track Sir Milton through his telescopes, under the guise 
of astronomical research. fie rest he gains by stealthily 
following the vampire. At times, he has even appeared as a 
member of the Wyrnis Scales, jusr to infiltrate his parties. 
Sir Milror? is thus far none the wiser. From what little he 
has seen of ”Dimirri,” the man appears to be nothing more 
than a harmless academic. 

The doppleganger works for the Viscountess Angelika 
von Dragen, a most unwelcome pan of Sir Miltoris past. 
Created ages ago to serve as the vampire’s consort, their 

love siowiy m e a  - as au love wetween sucn creatur- - -- 
must do - and the Viscountess evennially tried m kill 
betrothed. The attempted failed and AngeILka was lefi 
die in her burning lair. Sir Udton assumed she nm go 
but she survived. Now, she is using the doppelgangei 
gather infomation on him: his haunts, his habits, th 
who serve him either wittingly or unwittingly. When 
time is right. she will come tn the citv and finish what 
has st 
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pretending to observe astronomical phenomena. 
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He also possesses a cloak and boots of e h n k i n d ,  
which he uses to shadow Sir Milton at  night. He 
keeps all of these items stored in his home when 
not in use. 

her 

use 

the 1 

she 

AC‘I‘IVlTr 
“Dimitr?’ sleeps most days, so as to better track his prey. 
His cover as an astronomer easily explains away the 
anomaly: He divides his nights between “study a t  home,” 
when he observes Athe vampire as best he can, and visits to 
the great observatory (location HlO), where he maintains 
his cover by participating in various scientific projects. He 
is fond of nighttime waks, which the orher astronomers 
chide him forf it’s reckless, they say, ro risk robbery or 
attack in such a manner. Of course, hek actually shadow- 
ing Sir Milton during his ”walks” and would make short 
work of any miscreant who would f ry  to take advantage of 
him. He aIways appears as a common thug while foIlow- 
ing the vampire, which keeps his covef intact if he is ever 
discovered. “Dimitri” has no intention of getting killed QII 

this assignment. Though he wd! s d d y  dispose of inter- 
lopers appearing in ones or twos, a concentrated attack 
will cause him to flee, relying on his shapeshifting ability 
to elude capture. He w d  not directly confront Sir Milton 
under any circumstances. 

HOOKS 
Viscountess Von Dragen arrives t o  make her move, and 
the pcs may facror into her scheme. If they’re allies 
of Sir Milton, she intends to destroy them as a parr of 
weakening his power base. If theyf-e enemies, she goads 
them into a conflict to test her enemy‘s defenses. Even 
those who have no interest the vampire may be used as 
pawns, especially if their experience levels approach Sir J“ r 
Milton. k 
“Dirnjtri” deliberately poses as one of the PCs and allows 
himself to be spotted, in order to sow enmity between 
that PC and Sir Milton. 
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murdered for it. The PCS are asked to solve the 
while the doppelganger goes to extreme lengths 
real his involvement. The chase is on! 

H 2 9 .  JULIAN AND SONS 
BFLLVA€<€RS 

modified house Serves a5 a smithy devoted to one 
fic purpose: beUrnakmg. The owner, Reynard Julian 
7) and his three 50115 (Rocher, Blanc, and Georges; 
xp4) have spent their entire lives crafting bells of 
r kind imaginable. Great brass bells stand imposingIy 
rghout the store, while smalIer hand bells and simi- 
:vices duster on every surface. Julian works mostly 
Jmmission, but he and his family create new bells 

uieir own almost compulsively. The place could use 
a woman's touch - Julian's d e  passed away years ago 
and he never remarried - but the four men don't seem 
permrbed. They live in the second story of the shop quite 
comfortably. 

Among the items on display are a pair  of magical bells: 
one which functions in a manner identical to a chime oj  
opening and another that acts as a set of pipes of haunting. 
Julian acquired them from mrious dealers long ago, and 
slowly forgot about them in the clutter. It is possible that 
he OT his sons will inadvertently sell one of them as an 
ordinary belI. Prices for their products range from 5 sp t r  

500 g p  for the largest and most impressive bells. 

H 3 0 .  EAIRFST OF T H € M  AT,T, 
FTTRRORS 

T h i s  upscale shop stands just across from the 
great observatory, seemingly out of place amid the 
no-nonsense buildings surrounding it. It is brightly 
whitewashed and very tidy, with a few strands of 
ivy wreathing the windows and a dozing orange cat 
on the stoop. A gentle bell rings when you pull the 
main door open. 

Inside is a mare of images and reflections, ema- 
nating from every variety of mirror known to man. 
Full-length models stand neatly against the wails, 
while several handsome cases display smaller and 
more practical models. 

RESII1FNTS 
The owner of Fakeg of Them A1I is M y d e  Venladden, a 
powerfUI seer and wizard who retired from the advennrr- 
ing Me many years ago. She has since opened this shop, 
featuring mirrors and looking glasses which she crafts 
herself. Her efforts made construction of the astronomical 
observatory possible, as she conrributed all of the lenses 
for their various telescopes. Locals consider her a bit daft 
-she has a way of cackling ar nothing in particular - but 

occasionally irascible, she has never actualIv harmed any- 
body. 

Why Sir Milton let her settle here is uncertain, though 
it is whispered that she Taved his Lfe back when she was 
younger. She stays here to remind him of that fact, and the 
mirrors she sells are a quiet dig at his varnpiric state. No 
one knows the m t h  except Sir Milton; when asked, his 
eye grow distant and he speaks quietly of her ''arty which 
even those who cast no reflection can a?preciate. 

The car outside of Myrtle's shop is RiLfiis Pumpkinpatch, 
her old familiar. f i e  beast is at least 40 years old, though 
he shows no sign of aging. No one r e d s  seeing him ever 
leave the viciniry ofthe shop 

Myrtle Venladden: WirI5. 

Rufus Pumpkinpatch: Cat familiar, as per the 
Player's Handbook. 

I I Myrtle i s  fabulously wealthy, but there is little ready 
cash in her store.The m i i k  are worth anythir 
from 5 gp to 5,000 gp, depending on their size ar 

T ' L .  i - - t . .J-J ._ L I _ _ - -  -. - -L-  ._  - .: . . r i  qudiify. irILiuurc1 Ir i  we i r  riurnoer 15 a mrrror q 
trapping and two mirrm of mental prowess, all o f  
which she keeps under wraps. She carries with her 
a depleted rod of absorption, which she uses as a 
walking stick. The rod has no remaining powers, 
but still radiates magic, and those ir the know will 
believe it to st i l l  be capable ofabsortiing spells. 

ACTIVITY 
Little rakes place here, for Myrtle is an old woman, with 
little use for intrigue or mayhem. She tends to her custom- 
ers, crdts her mirrors, and plays with her cat - setting off 
a spell or two just ofcen enough to remind the neighbors 
that she's stdl alive. She sometimes play5 chess with the 
senior astronomers across the street. None of them have 
yet been able to beat her. 

I i 0 0 K S  
As a prank, Myrtle creates a m i m r  uf upposition and has 
one of the Pcs gaze into it when he vlsits her shop. She 
will step in to help eliminate the clone, however, if it 
becomes apparent that the PC is in trouble. 
Rufus begins following one o f  the PCs around, staying 
very close to him or her no matter what measures are 
raken. At  night, the PC awakens to find the cat star- 
ing into the space above his or her head and growling. 
Not even Myrtle can say what he's p s w h g  at, but her 
f a m h  would not leave the shop unless it were very 
important. 



H3J.  HBMF OE EDWINA N A R C U M  
- 

This brick townhouse appears similar t o  the other 
townhouses along this street. The only appreciable 
different is the presence of iron bars around the 
windows and a member o f  the Wyrm's k a l e s  stoi- 
cally starding guard near the door. The upper story 
contains a large veranda, which looks out on the 
lawns a n d  pond to the south. It is big enough to 
support nearly a dozen people comfortably, rnak- 
ing the kouse's second story less than half as big 
as the m e  beneath it. The curtains are shut in the 
daytime, but warm lights glow from the windows 
a t  night. 

Inside, the rooms are decorated in smoothly pol- 
ished oai and dark vetvet. A small entryway gives 
way to a cozy entry chamber, with a dining room, 
library, a id kitchen completing the bottom story. 
The top level consists of  a study with a large fire- 
place staiding opposite the glass doors leading out 
onto the veranda. A master bedroom with a stuffed 
feather bed cornptetes the second floor. 

RESTD€:NTS 
Edwina xarcum, S i r  Milton's proxy and right-hand gi-' 
lives here. She mostly serves him in the City Counc 
where she acts in his stead during daylight meetings a1 

functions. She gained her position through a long pent 
of "courtship: impressing Sir Milton with both her polii 
cal acumen and her willingness to do anything for a taste 

of power. When his former proxy retired due to old age, 
she was the l o g i d  choice to replace him. It m 5  only 
then that she learned the terrible pdce her position woul 
cost her. 

Sir MiIron has enchanted her with a permanent clairvr 
ante and rtairudimce spell, allowing him to see and he 
what she does during the proceedings. In his dawn 
dumber, he can whisper orders into her mind, t e l h  
her what to say and how to behave. In this manner, she 
can act as an efficient stand-in when circumstances 
prevent him from appearing in person. It has also 
cause her t o  become more and more beholden to 
her vampiric master, draining away her ambition 
and personality until she is now little more than a 
hollowed-out puppet. On the surface, she projects 
an aura oi extreme competence and dupIicity; under- 
neath, s h r b  is a hopeless thrall to Sir Milton, obsessed 
with his wishes and devoted to furthering whatever pIa 
he may have for her. 

Edwina is a handsome woman of 35, with mahogan 
hair worn in a braid down her back. She favors flowing 
white clothes, though for formal occasions she wears 
dresses of green and red. Her face is animated 
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and gives the impression ot being SIJ 
Only her eyes betray her true state, for 
of them a long time ago. 

Edwina Narcurn: Expl2. 

Wyrm's Scale Guards IS): Ftr2-4. 

Edwina has valuables in her hours total 
3,000 gp, including 600 gp in loose cash 
tains for emergencies. She carries no ma - 
but Sir Milton's enchantment upon her rc 
immune to having her thoughts read, as i 
wearing a ring ofmind shielding. Others 
her simpIy as5ume that she wears one. 

ing nearly 
she rnain- 
gic items, 
d e r s  her 
f s h e  were 
observing 

ACTIVITY 
Edwina spends her days in the Government District, 
debating with the City Council or performing errands 
for her master. During this time, the house stands empty, 
with only the g i r d  oiit front and the occasional maid or 
cook present. In the evenings, Edwina returns here to 
consirlt with Sir MiEton, dine with political associates, or 



throw Intimate parties at which her r 
ftwlv.  Sooral gatherings are subdued 
deals are brokered and agreements I 

wine nut on the veranda. When othe 
house becomes a veritable prison, a: 
bed or down in the library, frozen in 

- 
\ unhdv aura. 

1 HOOKS 
The PCs. have reason to enter Edwi 
is alone, either for benevolent rei 
steal her valuables. They find her 
frozen in one of hypnotic trances. ’ 
r .  1 1 . .  I 1. 
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nasfer often mingles 
but quite intense, as 
nade over bodes of 
rs aren’t present, the 
; Edwina lies on her 
thrall to her master’s 

ina’s house while she 
I S O ~ S ,  or perhaps to 
sitting in the study, 
When she comes out 

ot it, she seems ~~Drnissrve ana distracted - a far cry 
from the canny politician she appears to be at council 
meetings. How the PCs use rhis information is up to 
them. 
During a party at Edwinak, the PCs come across a secret 
panel in one of rhe lower levels. It Ieads to a space 
decorated with a wooden coffin - one of Sir Milton’s! 
How will they respond to rhis dangerous piece of infor- 

mation, especially if they are among 

H3.2. S A T R  OVTLLF UNDFR’I’AKFRS 

This gloomy-looking building is  composed primar- 
ily o f  white stone, shot through with veins of dark 
marble. The bushes in fro mt are a fading green and 

.f oak. . .  . the main door is carved o 
Inside, a tastefully furnished greeting room can 

be found with several soft chairs. Beyond that is a 
display room featuring several varielies of coffins, 
and entries to various passageways leading off to 
other parts of the premises. Dark velvet curtains 
obscure the walls from view. 

KFSILIFNTS 
Satrovdle belongs to two somber-looking elves - Elthar 
WJlowleafand Brina Waterstone - who have an ongoing 
fascination with dearh. They see it as an extension of the 
namral cycle, cornparabIe to the loss of- plant life during 
the coming of winter. Yet they find the grief and mourn- 
ing periods of younger races imrnenseIy strange. Why do 
humans and dwarves feel such losses so profoundly? why 
do religions exercise so many di€ferent funeral rites, and 
yet key dements recur across a h O S E  all of them? They 
launched upon a period of extended study on the subject, 
which culminated in this - an underca’King/coffin build- 
ing business that would allow them to view numerous 
different approaches to the great unknown. 

The elves are both slender and pale, RS is most of their 
race. They dress in dark dothes, since it contrasts with 
their features, but they will happily dcn whatever color 
clothing their clients require. They are excellent a t  aEfect- 
ing sympathetic emotions - compassion, understanding, 
support - but in truth they view their clients more as a 
social experiment than intelligent beings in need of corn- 
fort.They have been in business for QVQT a century and are 
well versed in countless means of p&rming a funeral. 
The two are working on a book of thek  studies, which 
they hope will be the definitive work on demi-human 
death rites. 

EFthar WillowleaE El f  ExpG. 

Brina Waterstone: El f  Exp5. 

Eltha has a helm oftelepathy which he uses to su 
reptitiously monitor his clients during their sta 
H e  never uses the suggestion ability a5  that woul 
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[ a i m  rne ernormns rney are reeling. !ne ousiness 
has about 200 gp on hand at any given time, col- 
lected as various fee5 and surcharges. Yhe coffins 
and other funerary equipment would fetch a total 
of 500 gp if sold. 



. - . . . . . . 
The elves are the undertakers of choice for anyone buried 
in the cemetery nearby, for Theirs is the only srich busi- 
ness in rhr district. The number of bodies to be disposed 
of in such a fashion is limited, however, as only a few are 
interred in the cemetery each year. For the remainder of 
the time, the elves pedom preparation rites on bodies to  
be crematvd, including allowing them to lie in state, pro- 
viding a filrum for mourners to express themselves, and 
of course preparing the bodies in whatever manner which 
the deceaqed‘s religion dictates. They preside over each 
cremation or burial personally, and reguIarly fdl in for 
those clients unwilling or unable to find a proper deric. 
In addition, both are adept coffin-makers, creating 

wondraus carvings and s i g h  into any manner of wood. 
Some clients, upon viewing their handiwork, wilI seIect 
a coffin to be cremated along with their loved one, while 
orhers have even asked them to prepare a coffin for future 
use, when the client in question finally passes on. Sir 
Milton owns several, though they still do not constitute 
the emire7 of his collection. Other elves disapprove of 
the pair‘s morbid ftuation, but none can deny the s k d  they 
exhibit in their work. 

HOOKS 
0 The elws offer their services to the PCs for free if they 

will help them procure a series of hard-to-find religious 
items ftorn a legendary death cult. 
One of the elves’ clients wishes to be cremated along 
with his personal wealth - a small fortune in gems and 
gold. The PCs are hired to stand watch over the prepara- 
tions, and to ferry the super-heated/melted valuables 
back to the man’s family when the funeral i s  over. 
The elvcs carved a coffin for a mysterious necromancer, 
emblazoning it with all manner Qf unsettling arcane 
V b o l s .  Thev deliver their work as promised, but men- 
tion it to the PCs, for they fear the necromancer has 
plans for something terrible. 
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- 
a minimalist, no-nonsense look to it, sugges 
nothing so much as an armory given over to n 
. . . , I .  ... 1 r . r ~  . . ... . r ~ .  . . . . . . - .  .%. 

This spartan stone building stands at the foot of 
a low hill, leading back into thicker woods. It has 

ting 
lore 

LI. . genrie uses. H mi series or ooor5 open OUT. O ~ I Q  me I 
park, where visitors wander in and out at  will. 

The halls inside are filled with a wide variety 
o f  interesting pieces. Rare paintings and tapes- 
tries lkne the walls, while vases, masks, and other 
articles are displayed on pedestals. There is a room 
dedicated to exotic weapons, from a sahuagin’s 
trident to a githyanki’s silver sword. Another room 
contains religious trappings, claiming to carry one 
object from every one of the city’s cults. Each dis- 
play is raped off from the public, allowing onlook- 
ers to see them but not to approach them, EnW 
to the museum costs 1 cp, and it remains open 
every day until sunset. The entry hall funnels visi- 
tors through a single door, where they must either 
pay the admission or be escorted out by one ofthe 
guards. 

The treasures here are ahnost beyond toun 
Each is  valuable in i ts uwn right -fetching an : 
age price of 350 gp and topping out a t  several t 
sand gp apiece - and there are numerous m 
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The items on display here were all gathered by Sir Milton 
over his centuries of life. In keeping with his benign pub- 
lic image, he has put them on display so that the entire ciry 
can enjoy them. 

R E S  1 n F: NI‘S 
Visitors here can be of any number or type, but the only 
regulars are the contingent of  the Wyrm’s Scales mercenar- 
ies, who guard the place. Thev watcb other patrons very 
closely, looking for potential thieves or those who might 
cause trouble. At night, Sir Milton hosts private parties 
here, or simply comes TO contemplate his collection. The 
number of guards doubles for any such social events. 

Wyrm’s Scales (I 0-20); Ftr2-4 

Visitors (varies): Coml. 

ting. I 
hou- I 
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items Within t m r  number as well. Detai ls are up to 
the DM but can include anything within reason. 

I 

A C T  I V I T T  

When the museum is open to the public, the crowds ebb 
and f l w w .  Generally, they consist of the idly curious, as well 
as scholars who are studying the characteristics of a given 
piece. At night, the museum is irsuaUy deserted, though 
Sir Milton haunts its haIls when he has the time. Social 
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attempting to repel tht 
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the varnpireb hospitality. 

wing the museum, the githyanki 
word reappears to rake back what 
; opporrunit). to show their hero- 
tv innocent bystandem safe while 
: threat. 
an elaborate puzzle designed by 

atic cults - begins to softly glow 
ling gows progressively louder 

as txme goes on until its noise is deafening. After IO 
rounds of this, it will explode, causing 3d10 pohts of 
damagr to everyone within a 2&foot radius. The only 
way to prevent this is to solve the puzzle.. . and the PCs 
are the most Iogical candidates in the room. 
Sir Milton tasks the p c s  TO steal one of his own exhibits! 
One of the reIigious artifacts is causing him “consider- 
able discomfort” and he wants it removed ... but he 
doesn’t wish to offend the religion to whom it belongs 
by dror it from his “comprehensive” couection. A staged 
h e f t  would alIow Sir Milton to save face while still get- 
ting r id of the obiioxious object. 

H 3 4 .  p i \RK 5.ROVF 
This area ufTwdigIit Park stand? on a low hiU, and is vinu- 
ally indisringuishable from the wilder woods to the south. 
The trees grow thick here, pressing together over visitors 
Idce a tomb, Though it is quite easy to wander between 
them, it iFFjust as easy to become lost, and to find your way 
south where the dangers are more tangible (see location 
H8). Wisp visitors keep a n  eye on either the groundskee- 
pess’ cottrlges (location H3) or the Museum of Art and 
Culture (location H33). A small pond stands in the middle 
of the grove, forming a pleasant clearing where picnickers 
can come to dine. In the evenings, the grove is abandoned, 
save for the woodland creatures, ~4-10 draw no distinction 
benvepn I T  and the southern wilds. 

This prosperous looking manse gitands in the 
shadow of the eastern wall, on a wide empty lot 
bereft of vegetation. The rear of the place has been 
decorated with polished stone statues inlaid with 
brilliant ‘clothes’ made of woven gold. A marble 
clock decorates the front walkway, flanked by two 
stone guards standing at eternal attention. On the 
northern side of the house sits a stack of uncarved 
marble, each block big enough to be a statue in i t s  
own right. 

Inside, the house i s  luxuriously decorated in 
trappings of a style that Seems foreign and exotic. 
Gorgeous rugs adorn the marble floor while jew- 
eled boxes and other knick-knacks can be found on 
every shelf and table top. Several gorgeous paint- 
ings adorn the main foyer, topped by one depicting 
a beautiful redheaded woman draped in a wine- 
colored robe. The furnishings are all expensive 
and lavishly decorated and the arnoLnt o f  precious 
gems on display would tempt even the most careful 
thief. 

This rnanqion is the home of Eleanor Gainsborougl 
- also known as Stonecutter EIlie- a notorious under- 
world figure who deals in stolen gems and Jewelry. Her 
house is a treasure trove of Iost or stolen items, acquired 
rhrough illicit means and brazenly displayed throughout 
her home. Of course, most of those who see them never 
Iive long enough to tell anyone about it. 

RESIDENTS 
Eleanor Gainsborough has a reputation as a sculptor 
second to none, creating He-like marvels that can put 
the masters of the art to shame. She is (:specially adapt at 
blending her creations with woven gold “clothing:‘ crear- 
ing a partially clothed statue only tu complete its look 
with intricately designed golden mesh. Her works fetch 
thousands of gold pieces a t  auction, and few seem to care 
what she does with her money. She is known to consort 
w t h  notorious criminals and pays hefty protection fees to 
the Thieves Guild, rhough for what her ilpper class chents 
can never quire say. The City Guard knows that  she traffics 
in stolen jewelry, fencing goods from a thousand robberies 
to adorn her palatial estate. BUT she never conducts rob- 
beries herselland because she enjoys A t :  protection of the 
Guild, they usually leave her be. 

Elhe is said to have come from working cIass roots. It 
is also said thar she was exceptionally lovely in her youth, 
before an accident Iefr her misshapen and scarred. She 
always wears a hood pulled over her head and rarely speaks 
with ciients. A series of bodyguards and go-betweens act 
as her mediator to the outside world. 
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monster who has taken up residence in the city beneath 
everyone's noses. She creates her "sculptures" as a way of 
feeding her insatiable lust for treasure, first luring models 
in to "pose' for her and then transforming them into stone 
when they attain the right posture. The city is full of the 
destitute and desperate, who feel that by posing for Miss 
Gainsbormgh they will gain access to the wealthy upper 
class, whc will give them patronage and a way out of 
poverty. And so they do, after a fashion; many of them are 
currently xlorning gardens in the Nobles District! 

With hrr profits, Ellie runs a first-rate fencing opera- 
tion, buying al! manner of stolen goods and selling them 
to her connections out of the city. She keeps the choicest 
for hersell, gilding her mansion in the most demdent trap- 
pings she can find. What she doesn't gain through fencing 
she buys directly, though it rankles her sense o f  propriety 
to pay so much. The Thieves Guild considers her a valu- 
able link in their operations and protects her as long as she 
gives them a cut. None of them suspect she is a medusa, 
though whether it would change their opinion if they did 
is another matter. 

Ellie ha? a pair of agents working for her - one tu 
arrange far models and to find buyers for her statues, and 
another one to set up exchanges of stolen goods. Both are 
aware of her true nature and have no qualms about work- 
ing for her. Besides, they know that if they ever betrayed 
her, they'd end up decorating her garden outside. She 
maintains no other protection for her home - she doesn'r 
need any - but the golden clothing in her statues outside 
is constantly coated with poison from her serpentine hair. 
At least once a month, the body of a would-be thief turns 
up in her garden, his ashen features contorted into a per- 
manent howl of pain. 

Euie is on spealung terms with Sir M h n ,  but doesn't 
interact with him if she can. As one of the few beings 
immune 70 her petrrfring gaze, he can look her squarely in 
the eve - an act which she finds profoundly unsettling. 

'Stonecutter" Elfie Gainsborough: Medusa, as 
per the Monster Manual. 

AssistantslAgenfs (2): Exp9. 

The valuables a t  Ellie's estate total nearly 10,000 gp, 
while the statues in her garden would fetch another 
5,000 gp if they were ever sold. Because she is a 
paying m m b e r  of the Thieves Guild, however, they 
refuse to authorize any burglaries of her place, while 
she herself will ruthlessly hunt down any freelancers 
brazen eriough to make off with her property. 
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a new piece. A model is brought KO the house, arrang 
the proper clothes and made to sit in a proper pos 
Ellie then simply reveals her visage to him or her, f 
ing the poor sou1 solid. Ellie spends a great deal of ti 
investigating potential models so that they wiIl ne 
missed when rhey mysteriously disappear. She pays 
pads to follow them, sometimes even paying delinc 
bills or protecting them from h a m .  She only picks 1 
tiful young men and women, and takes great delig 
preserving their beauty forever. Without her, she reaoulLJ, 
thev would simply age and grow ugly. 

Once a month, a member of the Thieves Guild comes 
to collect their cut of the profits - 10% of everything 
she couects. She's been skimming off the top for years, of 
coLirse, but always makes sure that the Guild knows noth- 
ing about it. She's a good moneymaker for them, and they 
have learned not to ask too many questions. After all, no 
one wants rot rock the boat. 

Elhe never meets her legitimate clients here; indeed 
they rarely meet her at all .  Since those who buy her statues 
are among the richest nobility - who by default may be 
the original owners of the stolen items displayed through- 
out her home - it simply make sense to keep them off 
the premises. When she must meet with them in person, 
she does sa i n  the garden, where she can display her handi- 
work while keeping them away from any unfortunate 
revelations. 

HOOKS 

Someone discovers an acquaintance of the PCs, frozen 
in stone in Ellie's back yard. They contact the PCs, who 
must figure out how to free her and/or avenge her if 
possible. Alternately Euie targets one of the Pcs them- 
selves, and seduces him into posing for her. 
T h e  PCs are performing watchman's duties the city 
wall. They note several odd goings-on a t  Stonecutter 
Elliek - thugs coming and going in the middle of the 
night, people arriving and never seeming to leave, etC.  

n e y  resolve to investigate the matter on their own. 
A courier of theThieves Guild, come to collecr their cut, 
crosses the line with Ellie and is turned to stone. Now 
she must smooth things over with the Guild before they 
decide to launch a reprisal against her. She hires the PCs 
to help her out. 
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H 3 6 .  CTW CjUARD OUTPOST 
Sir Milton owns the majority of the district, but the build- 
ings along the wau- the long row from south ofthis loca- 
tion all the way up to the lawn in location H12 - belong 
to others, and are thus a part of the city's jurisdiction. This 

- 



b 

rhe small un 
The building 
and nvo ! arg 
The basemer 
a small armo 

The Guard 
dwarves, ant 
twelve, S O  tl 
hours a day.- 
Captain Grel 
terms of righ 

- most import 
the Wyrm’s 
humans nasr 
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ing serves as the 
ivic Guard that patroIs this district. 
3f smrdv stone, with few windows 

I y y y L I  ,, i c h  can be barred from the inside. 
it contains stores of food and water, as well as 
ry containing a wide variety ofweapons. 
lsmen here are a fairly mixed lot: 36 humans, 
3 ekes divided evenly into three shifts of 
iat there are patrols walking the district 24 
rhey are led by an exceedingly patient dwarf, 
k n o t  Silveraxe, who interprets his duties in 
t and wrong, rather than legal and degal. His 
ant job is maintaining an open dialogue with 
jcdes. A pair of the mercenaries - solemn 
led Grmter Fellhorn and Rescin the Vigilant 

- are permanently assigned to the outpost. They act as 
unofficial diplomats, as well as accompanying the Guard 
on their patrols. 

Captain Crellknot Silveraxe: Dwarf Ftr9. 

Civic Guardsmen (36): Ftrl-7. 

Gunter Fellhorn: Ftr6. 

Restin the Vigilant: Rgr5. 

Civic Guard standards: studded leather arm 
chain shirts for corporals and higher ranks, ant 

Soldiers of the the aarrisun are equipped as per 
0 r, 
l a  
,, 

short sword, and a light crksbow or &opt bow for 
at least one member ofthe squad. Captain Silveraxe 
wears a platemail breastplate and carries a +2 bat- 
tle-axe. Cunter Fellhorn wears +. 1 scale mail and car- 
ries a regulation Wyrm’s Scale serrated longsword. 
Restirl wears scale mail and tarries a + I  sma/l steel 
shield and a t 1 spear. 

QWFSTS 
The Lamplighter Distnct is a place of secrets buried just 
under the surface, of a romantic facade hiding darker and 
more sinister depths beneath it, of an artificial fairyland 
created to hide monstrous crimes. Quests and adven- 
tures which take place here reflect a sense of the gothic: 
doomed lovers, midnight rendezvous, and bloodstained 
corps~s buried beneath a full moon. 

SIB MILTON 
The principle driving force of the district is its varnpirjc 

7 overlord, who has ruled it for centuries and shows no ’ sign o f  relinquishing his grip. Almost everything which 
happens here does so according to his design, and the 
residents a l l  eat and sleep beneath his watchful - and not 
entirely malevolent - eye. 

m e  m y  vampre, ne maKes a nne w ~ n i n ,  ana can cause 
no end of trouble for the PCs to unravel. ~e has sunk his 
claws deeply into the fabric of city politics, and seemingly 
unrelated incidents in far-oE districts can ultimately trace 
back to his doing - serving a plot whose h i t i o n  may not 
come for another century or more. As a villain, S i r  Mdton 
has both the intebgence to counter the PCs carefully, and 
the longevity to ensure that  he71 alwav? be around to tor- 
ment them. UnIike other villains, Sir Milton can afford to 
take the long view. If the PCs are vexing him, he needn’t 
storm off in an orgy of destruction; he need onlv wait. In  
SO years or so, theyll be dead anyway, and he’ll be around 
to mock their tombstones. The only exception to this is if 
they prove a direct threat to his safety, in which case he 
will use every resource at his disposal t o  fight back. Keep 
in mind that while Sir Milton has committed many hei- 
nous crimes, few if any can be directly traced to him. He 
is an established member of both the civic leadership caste 
and the social elite, and other city leaders will ga out of 
their way to help protect him (an attack against him is an 
attack against them ali). Unless they have an .overwhelm- 
ing case or can act with utmost secrecy, the Pes  will have 
a n  extremely difficult time destroying the wily vampire. 

His permanence and power make him an excellent 
recurring adversary for the PCs, however. Sir Milton d 
always have another scheme to be thwarted. His presence 
a t  the top of the food chain provides him with numer- 
ous underlings, whom the PCs could gradually confront 
-and even destroy - as they progress in 1evels.The vam- 
pire himself can make an appearance just often enough to 
let the players know who they are really fighting, and their 
efforts to stop him have the makings of a permanent cam- 
paign fixture. Sir Milton is not WithOlU a sense of honor, 
and may consider the PCs noble foes worthy of respect 
(certainly, theyll provide him with tht! most interesting 
time he’s had in centuries). And if thev get the better of 
him more than he does them, what of it? He knows he’ll 
be around TO have the last laugh. 

A5 intriguing a villain as he makes, however, he could 
make an equalEy intriguing ally Sir Milton has gone to 
great lengrhs to cultivate his good image; the entire city 
knows he‘s a vampire and, with the exception of a few 
religious extremists, most have accepted him as he is. His 
darker secrets, such as rhe truth about his feeding habits 
or the ghoulish experiments of Mlnacht (location HII), 
are hidden from even the mmt prying eyes and, while he 
may come across as sinister, he can also prove extremely 
helpful to those who share his interests. The PCs and the 
vampire may have a mutual enemy, leading Sir Milton to 
request their help in vanquishing him. He is a famed cd-  
Iector of rare objects, making him an obvious buyer for 
any treasures they find on their adventures, and his pEi- 
tics, though hard-nosed, have actually done the city little 
h a m .  The PC3 may be well served by taking his mended  
hand; it’s always nice to have a friend among the rich and 
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his, they might not mind his patronage. 
Finally, :he PCs could be pulled into any number of 

schemes as neither allies nor enemies, but rather neutral 
parties. Sir Milton ha5 no shortage of foes - Viscountess 
von Dragm, for example, or Adisabah the Cruel (see Toca- 
tion 119) - and an extended conflict with one of them 
could have repercussions beyond the central combatants. 
Innocents could be harmed in their extended struggle, ot 
priceless objects destroyed by one side just to keep the 
other from acquiring it. such circumstances may require 
the PCs to act as a counterbalance to both Sir Milton and 
his adversaries, helping one side just to keep the other in 
check. Two powerful beings accupied with battling one 
another aTP far less dangerous to the dty’5 general welfare 
than one powerful being with plenty of free time on his 
hands, so The PCs may wish to keep them fighting per- 
manently, thus ensuring that neither one gains the upper 
hand in the city 

THE SRAVFYARD 
The City Cernetary and the Necropolis (ha t ions  H5 and 
H6, respectively) are very important to the city, though 
their signiticance is more hisrorical than practical. With 
only a few new bodies buried there each year (and most 
of those devoured by the ghouls in location H7}, the 
cemetery consists mainly of ancient and Iong-abandoned 
grave sites, maintained only by the good will of Sir Milton. 
However, with most of the ciry’s current dead being cre- 
mated, and the only other source of bodies being the weU- 
guarded tombs in the Dwarven District (see location &lo), 
this area becomes a focal point for any d a h  with des- 
ecrafion on his mind. Summoning an army of skeletons, 
a ghost or specter, or even a demon from the lower planes, 
is extremely easy in a location such as this. Such a plot 
would haw many elements, as the necromancer plots his 
grand summoning and gathers the materials he requires. 
The PCs may collide with him anywhere along the way, 
whether he be garhering folIowers t o  his side, seeking out 
the dread tome that w d  d o w  him tu complete his work, 
or arranging for Sir Milton to be conspicuoudy absent on 
the chacr ic  night. They might consult with the astrono- 
mers in location HIQ to learn when the stars will be in 
alignment, or speak toTrdlotus the shaded in location H2Q 
about demons that may have a role to play. It all mmcs to a 
climax in t5e center of the cemetery, as the PCs’ adversary 
completes his fiendish p h  and unleashes a catastrophe 
upon the unsuspecting city 

The cemetery can also serve as the nexus for a villain 
thought slain and who, through the dark magicks cours- 
ing through this district, rises from the gravc as a wight 
or similar andead. Though Sir Milton is loathe to admit 
a greater vndead into his sanctum, he certainly has no 
issues with Iesser forms taking up residence, a5 the ghouls 
in location H7 have shown. The PCs will be in for a nasty 
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intelligent enough (ix., is not a mindless zombie, ! 
or the &e), rhe vlllain can presumably take u 
he left off- returning to his home, leading his 
thieves, and hatching schemes with the added b 
hi5 undead powers. It a l l  begins with in intern 
the ciry graveyard (or perhaps a tomb in the nec 
Depending on how the PCs confront their reh i  
may a l l  end there as well. 

Grave robbers and treasure hunters are anoth 
ing aspect of the cemetery, though whether the 
among their number is another question. The st 
an ancient and valuable artifact can easily clin 
where after years of searching and the gradual 
together of countless elusive clues, the objec 
quest is finally achieved. Of course, it won’t be a 
as simply digging up a grave or prying open a r 
Milton will have to be appeased (or else his wrack 
and the ghouls in H7 can cause dflicuhy, as well 
dangerous undead foes if the PCs are a bit too st 

ghouls. Then there’s always the possibility that t 
they are seeking is cursed somehow, such as the portrait 
of Sir Reinholt Snowheart from location H23. Even ifthcy 
obtain the prize, they m a y h d  themselves pursued by the 
W p k  Scales, or by The descendant of the occupant of the 
tomb they so callously despoiled. 

The PCs could also find themselves on the other side of 
the equation - working to prevent a grave robber from 
despoiling she site. A lengthy chase could climax here, as 
the PCs confront their foe just as he unearths the long- 
buried treasure. Or miscreants hke Fellnacht can first be 
encountered here-=- defiling the recently dead for Their 
own fell purposes - in which case the cemetery serves 
as setting not for the climax to the adventure, but rather 
for i t s  inception. Such co&cts can easily spin out into 
larger scenarios, as the PCs’ efforts to thwart these villains 
unearths a deeply hidden secret (such as Sir Milton’s con- 
nection to Fellnacht, or the presence of fresh bodies in 
graves which do not belong to them). Finally, there is the 
status of the cemetery as a historical rnonumenr, and the 
fact that its crypts and tombs contain a plethora of infor- 
mation about the city’s past. Those l o o h g  for lost infor- 
mation on previous rulers OT ancient nobles whose death 
is shrouded in mystery would do well to make their way 
here and commune with the spirits of the long departed. 

, 

T H F  WYRM’S SCALFS 
Policing the Lamplighter Distsfct is made relatively deli- 
cate bv the fact that the vast majority of it is one indi- 
vidual‘s private aroDertv (not even the city’s oldest and , I  , >  

individual declines direct assistance from the City Guard. 
wealthiest noble families can make that claim), and that 

ktercenaries from the Wyrm’s Scales patrol Sir Miltoris 
land, from rhe homes and shops on the northern end to 

the public parkland that gradually dissolves into Ivlrdes- 
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LIICIII. uIvla wishing to run a campaign centered 
rtimties that fall under the City Guard’s domain, but 
1 a twist, can use the Wymis Scales instead. 
le Scales generally employ only fighters or classes 
lady oriented toward physical combat, though wLz- 
and clerics are occasionally admirted as well (espe- 
y if they mdti-class with a fighting class). They 
er members to use their standard serrated longsword, 
I& personal weapons may be carried if the PC has 
e particular attachment to them. Armor must be uni- 

form: a srrit of scde m a i l  and a helmet forged in their own 
unique style. Applicants of any social rank are accepted, 
though many in the company belong to families who 
have served Sir Milton for generations. Newcomers will 
be tolerated, but rarely allowed to fee1 welcome. 

Every member of the Scales must pledge loyaltj to 
Sir Mdtnn. The only law in the Lamplighter District is 
his word, and though residents must adhere to the same 
rules that govern the rest of the ciry, it is the Scales - not 
the City Guard - who must enforce it. Their tactics are 
harsher hy extension: offenses that the City Guard would 
let o h  with a warning result in beatings from the Scales, 
and more serious offenses are handled with proponional- 
ly more severe violence. By agreement, they are required 
to turn all serious criminals over to the Guard, but some- 
times, they feel no need to trouble their colleagues with 
particularly dangeruus miscreants. They’ll simply kdl him 

and hand a corpse eve* to the ”offi- 
cial” authorities, asserting that  

the criminal “resisted arrest.” 
Despite their cruelty 

and fearsome reputa- 
tion, there are still many 
opportunities for hero- 
ism as a member of the 
Scales. The company 

T ;  possesses an extraordi- 
nary e q m t  des corps, and 
PCs mthin its ranks may 
be asked ro help a fellow 
member out of treuble 
every now and then. Thir 

, ’ couId be anything from 
assisting him home after 
a night of heavy drinking 

to watching his back when 
combat becomes unavoidabbie. 
In addition, part of the ScaIes’ 
duty is defending the district 

from unnatural creatures may 
arise to plague rhe residents - 
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nearby woods, As watchmen, they similarly ~ e ~ e  to keep 
the criminal element in check. The district has its share of 
unstable residents, and some are quite Inad. Should one of 
them have a meltdown or seek to do harm to one of their 
fellows, the Scales are the only force capable of stopping 
them. 

On a less militaristic note, the Scales also act as spies 
for Sir Milton, using clandestine means to gain d o m a -  
tion about his enemies. A s  bad 35 the vampire may appear, 
there aTe others in the city who are just as bad or worse. 
Thwaning their schemes, even in the service of ‘an undead 
overlord, is still providing a public good. 

The relationship between the Scales and the City Guard 
i s  a delicate one, and can become strxned a t  times. One 
the one hand, the Scales must bow KO the Guar& status as 
the city’s official peacekeepers, but on the other, the Scales 
are not part of their chain of command, which essentially 
makes them autonomous. A rjvdry of sorts has sprung up 
between them, which could have serious ramifications 
if the PCs aTe on one side or the other: Perhaps a unit of 
rhe opposition takes great delight in showing them up: 
flaunting their authority, capturing the criminals they 
spent months tracking, and so an. Escalating tension 
could cause problems no matter how little contact the PCs 
have wirh outsiders; those diplomaticdy inclined may be 
asked t o  help smooth over ruffled feahers.. . or alterna- 
tively, cover up activities that could incite the other side. 

The must dangerous scenario for the Scales would be if 
public opinion turns against Sir Milton, and he is hunted 
down. The Scales wd need to defend his territory against 
Guardsmen, holy warriors, and torch-bearing mobs, risk- 
ing life and limb so that their mastercm escape unharmed. 
As members of the Scales, the PCs might choose to stand 
against the growing tide- or perhaps they could switch 
sides and help hunt Sit Milton down. With their inside 
knowledge of his habits and biding places, they could 
prove instrumental in the conflict, regardless of which 
side they take. 

TABLE H.2 LAMPLIGHTER DlSTRlCr RANDOM ENCOUMTERS 

dZO Encounter 

1-2 Wyrm’s Scales patrol 

3 Off-duty Wyrm‘s Scales 

4 Civic Guard patrol 
S-8 Tourist 

9>10 Lamplighters 

11-12 Undead (wandering away from Cemetery - locations 

H5 and H6 - or Feilnacht’s laboratory- location H l l )  

Nag’s Apple carriage (see location HlS, H1Sa) 

13-1 4 Messenger 

15-16 

17-1 8 CraflsrnanJTradesman 
79 Funeral processton 

20 Sir Milton Dennis (at night only; see location HZ) 
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Though the Spire i s  undoubtedly the city’s heart and soul, 
the Government District is its brain. Established almost 
by default between the Docks to the south and the Nobles 
District to the north, it has resisted all efforts at  increasing 
i t 5  population density while still remaining as efficient as 
any such 3rea can be in a cirv this size. 

The Government District originally served as a meet- 
ing place, where the thtee great races of the city codd 
argue and debate on neutral ground. It was here where 
they signed the accord that established the peace between 
them, and the charter which formdy ratilied the city’s 
existence. Its status as neutral ground has always been 
honored, even by those who would claim the Spire for 
themselves, and those who do not honor the rules of civil- 
iry and decorum here run the risk of exile. The vast green 
lawns are roo1 and inviting - that  is the influence of the 
elves - and the threat of violence is nonexistent. Elite 
Palace Guardsmen watch over every corner of the disnict, 
keeping the criminal element at bav and allowing those 
who keep the city running to go about their business. 

Just because there is no violence here, ’ 
mean there is no conflict. As the center 
the district is a hotbed of ferocious pol: 
ing. Politics goes beyond an art form in 
the sole purpose of life. Residents jockey 
for the smallest perk ot privilege, battlin 
meaningless issues simply for the sake of 
plot against each other for prideged pc 
plot against each other for a greater shard 
money, and the Council members battle 
for power and influence due their pa 
When talk fails, other methods may be en 
is rare but certainly not unheard of, and i 
is peppered with incidents of Covert PO 

tion. The great dance is all consuming, 6 
sets foot in the Government District rem 
by its rhythms. 

Indeed, plots, schemes, and backroom 
the o n h  way to get anything done. A cil 
this diverse wdl by its nature resist any 4 

order on it. The resources required 
control would be astronomical Ins1 
that be must simply hang on, doin: 
to keep the various factions and I 
within the city in check. Even Thai 
task, requiring hour upon hour of 
achieve the slightest bit of functio 
Council - the closest thing to t ru  
has - squabble constantly over is 
and small, attaining results only i 

careful negotiation. The wheels gr 
in the civic government, and only tl 
projects see any success a t  aEl. 

That said, what the city does prov 
survival. Without the policing ef6 
Guard, or the authority of rhe Harbo 
late mafic  on the Docks, there wc 
but anarchy on the streets. Entry ft 

and the few successfd efforts at  t 
the funds to maintain the city’s dei 
CQUJXS open, and ensure that the 
and materials into the ciry doesn‘t screech to a halt. 
More importantly the government provides a forum r 
where the powets in the city can discuss their dif- 
ferences instead of fighting about them; where the 
blood and carnage which preceded (and caused) the 

A .  

c 



F 

1 -  

. : .. . . -  - 
r --- 
.~..... . . 

. .  

-T 

111u “1 , IC  L L  %, “L L L L O I Y C L I I  V I  

urp~rting to represent: rheir 
metropolis would dcscend 
:eks. 
t District are often amazed 
:s here appear. While the 
~ ‘ y  are elegantly designed, 

Ll lc  LLIUHuIUL-I L A I L  uIJkIILk has a far more functional 
appeatmce, dominated by building after buiIding of plain 
whitc limestone. This is mostly due to the fact that many 
of them were built a t  the same time, and the architects 
wished the district to have a uniform look. Efforts were 
made to limit development within the  district, and new 
construcrion was invariably ordered to look lust like the 
old. As a result, the Government District has a very bland 
appearance; pretty in a passive sort of way (especially on 
summer days when the sun gleams off of the white stone), 
‘out lacking the charisma of other nearby districts. This 
is especially so if you compare it to the NobIes District, 
which is a ~umble  of architectural fashions and persona! 
statements by the city’s wealthiest and most self-mpor- 
fant citizens. 
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belong to a guild or similnrIy large bod.1. Private residenc- 
es are a rarity, limited mainly to boarding houses quarter- 
ing the countless clerks and bureaucrats who call the 
diskria home. Those W ~ Q  can afford it live in the Nobles 
District, while others take cheaper roans in theTravelers 
or Artisans P3istricts.That leaves the Government District 
free to go about the city’s business. Buildings that do not 
house a formal function of the government either house 
someone who works directly for the government, or a 
supporting function of some sort. Hundreds of scribes 
are employed m transcribe documents of all varieties, 
and entire libraries are devoted solely t3 the claims, writs, 
edicts, and correspondence of every conceivable Ievel 
of the district. Those with business before the Council 
come here in droves, lobbying for an audience or enticing 
favors from the various underlings who act to enforce the 
Conncik wiU. The Council Palace is abuzz with activizy 
at all hours of the day, its lights burning throughout the 
night as those within go about the city 5 business. 

~ t s i d e  the palace, the district resembles nothing so 
much as a large beehive. No one enters the Government 
District without direction or  purpose, those who come 

here have a specific job to (la, and go about it 
without lollygagging or was-ting time. Anyone 
appearing idle soon draws the attention of the 
Palace Guard, who work to keep the rlff-raff 
from the Docks to the south OUT of this area. 
Without a t  least the appearance of purpose, a 
PC will soon be targeted as “undesirable” and 
told to move along. Though a few residents 
remain here during their leisure hours - a 
scattering of taverns such 3s the Cheque and 
Balance (location 17) Caters to their enrenain- 
ment needs - the vast majority seek other 
venues when their long day is finally done. At 
night, the district is sparsely populated, with 
only a few late-working scribes and the inevi- 
tabIe activir). around the palace breaking the 
si 1 en c e. 

The presence of a City Council, rather 
than a single king or ruler, does much to 
assuage the city’s residents. Those who dwell 
here tend to be an independent lor, driven 
by loyalty to things orher than the city (such 
as religion a r  commerce). The diverse nature 
O f  the city means that a single ruler would be 
nearly incapable of governing, faced by a rhou- 
sand challenges from the patchwork of faiths, 
cultures, and interests that form the popula- 
tion. With the Council everyone has at least 
the pretense of a voice - scmeone working to 
better their interests - anc the sixreen chairs 
ensures that no single being can exert his or 
her w d  over the entire C+J. The government 
has developed beneath it without requiring 
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upon, ea& department cauId function more or less on 
its own. J t  could be shaken by a major dispIay of single- 
mindednw from the Council.. . which, of course, never 
happens. 

hertia and protocol are the watchwords in the city’s 
government. There’s a formal process for everything and 
while it can never be shortened, neither can it effectively 
be Stopped. Things that happen are suppoad to happen: 
ships receive docking privileges, tithes get counted, the 
City Guard gets paid. TO ignore such things is to court 
anarchp and the bureaucrats of the Government ’District 
attend to them all in due couTse. Evervrhing else wdl. take 
care of itwK attempting to get the government invoXved 
in affairs deemed none of its business is difficuIt in the 
extreme. I<ecause of the sheer size of the city? only the 
barest of civic functions are provided. Everything else is 
either pri\ ately maintained or simply ignored. 

which isn’t to say that  a determined individual can’t 
get things moving more quickly. A few gold coins in the 
right hanis can work wonders, especially if applied with 
the prope- finesse. Need a few more Guard patrols in 
your neighborhood? Set up a “City Guard Appreciation 
Fund with regular payoffs to the district caprain. Want 
an audience with the assembled Council? Pay the leader 
of a prominent guild to give you his spot on the docket. 
Graft and corntption are par for the course in a bweau- 
c r a q  as bi5 as this one, and most cIerks supplement theis 
income by taking a variety of kickbacks on the side. The 
City Coirncil quietly encourages this state of affairs; it 
helps offset costs and besides, those willing to pay for the 
privilege should reap the benefits that their extra income 
can provide. In a moment of supreme cynicism, a waggish 
CounciI member once suggested levying a “bribery tax” 
on all public of€jcials who accept such gratuities. 

Generating income for the city is a tricky process. 
Outright rxation is nearly impossible: Too many people 
are coming and going, and the resistance of the average 
citizen to paying taxes is considerable. Instead, the city 
generates what it needs through a series of tithes and 
tardfs; in rffect, it uses the guilds to do its dirry work A 
portion of a11 guild tithes go to the city, and similar lev- 
ies are weighed against most major faiths and digions. 
Every piece of cargo entering from the port is sublecr to 
a tax, and ships wishing to dock musr pay an appropri- 
ate fee. These revenues streams are comparatively small 
- a t  Ieasr compared to the mean of goold that flows in 
and out of the city each day - but they are sufficient to 
pay for basic civil services (most prominently the City 
Guard). Various guiIds and similar organizations lobby 
the Counc 1 for lower tithes, resulting in a dynamic (some 
would say cormpt) system in which ddferent groups pay 
different amounts for the same service, depending on 
their poIinca1 clout. The system is far from perfect, but it 
has survived centuries unchanged and, barring a colossaI 
upheaval, xvV4 remain SO long into the future. 

uesyirr i ~ i e  u1stnLt 5 imporrance to 
civic government, many branches have 
elsewhere. The Courts of ]Law (location 
are in the Guards Districr, where prisl 
closely monitored (and transferred 
Distnct when necessary), while the 
es (location MI) can naturdy be fo 
District. Despite that, all of them I 

contact with the Council Palace, and 
with this district’s edicts than those c 
currently occupy. 

More information en  the workings 
ment can be found in locations 11, I2 a 
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IF. COUNCIL PALACF 

Patace is the most important location in 
city. It stands on a small artificial hill, g 
view over the grove of trees to the east. , 
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With the exception of the Spire itself, the Council 
the entire 
iving it a 
4n arcing 

hLdl fWdy ieduh up irurri m e  large plaza where the 
Colossus (location 14) stands, terminating a t  a tru!y 
tolossaf entryway composed of polished marble. 
The doors are open 24 hours a day, and are barred 
only in the most dire emergencies. 

The Palace itself consists of one large ground 
floor and three distinct sections composing the 
upper stories. Huge marble pillars surround the 
perimeter, grounded in the base of the hill and 
seeming to rise up out of it in support o f  the 
Palace’s bulk. It lends the impression of both 
refinement and stability, and its sides are kept 
meticulously clean at al l  times. 

RFSIDFWTS 
There are nearly a thousand NPCs who can be found 
working in the palace alone. They can represent just 
about anyone enpaged in just about any form oEbusiness. 
Scribes scurry to record the edicts o f  countless different 
meanings, while lawyers argue over the precise interpre- 
tation of new laws and edicts. Diplomats from far and 
wide stroll to their meetings with the Council, while 
representatives of the city’s guiIds spar among themselves 
to ensure that their groups receive the most favorable 
status among the ciry’s elite. Nobles are here in force, as 
well as members of the middle class and anyone with 
even a hint of interest in the city’s politica1 life. The Palace 
Guard keeps a close watch over all the proceedings and 
ensures that decorum is preserved. Within these halls, 
they clash and wheel, squabbling WET matters both base 
and profound. Somehow, in the midst of the cacophony, 
the business of the city gets done. 



4E WORLD'S LARGEST CITY 

_. a manner mar D~IILS L 

fl,P top of the heap stands the city Council itself: that depamen t  are found in the com-non area, arguing 
fiercely with each other about the best way to implement 
the Council's policies. 

The upper stories are more rigidly organized and serve 

en members, each representing one of the city's 
icts. Each disrrict selects its own representative, in 
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CURRFNT CI'L 
The current rnernbe 
follows: 

0 Dwamen District: 
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vund the Spire, for example, an 
mainstream religions rotates their 

2 on an annual basis, while as the 
of the Lamplighter District, Sir 
he position as part of his title. The 
vant. All that matters is that each 
representative who meets with a 
sent his or her district. 

Y COUNCTT, ROSTFR 
rrs o f  the City Council are as 

Tham G revbeard 
(location 1427) 
Humanoid District: Osgood Antarax 
(location B3) 
Entecainment District: Geoffrey Barnes 
(location C5) 
Bazaar District: M i r i ek  (location D24) 

0 Nobles District: Sir Harnish Bellevue 
(location E l  2) 
Guards District: Lord Protector Lady 
jennas lronside {location F1) 
Travelers District: Tirakon Karilyn {location C2T) 
Lamplighters District: Sir Milton Derek 
(location H2) 

* Government District: Treasurer Harrirnode 
Benton (location 13) 
The Spire District: Grand Matriarch Ursula 
Delores (location 12) 

0 Acadcmy District: Headmaster Carrolan the 
Laze. (location K23 

* Artisans District: Sir Yasrnon Sorvir 
{loca+ion L9) 

e The Clocks District: Harbormaster Elwyn Aer 
(Ioca'ion M l )  
Ware'Touse District: Johann Kirelaw 
(location N 12) 

* Naval District: Narisek Oliveskin (location 0 2 5 )  
Elven District: Chief Elder Ilea Nerise 
(location P21) 

More 07 each representative can be found in their 
respective sections. 

The Palace's main floor contains various branches of 
the civic government, broken down by department and 
organized inlo a series of large chambers. Senior officials 
have private offices off of these central chambers, while 
the scrihes, advocates, and policy-makers attached to 

*.  - .  - 
quite different purposes. The southeinmost section is 
reserved for the City Council itself, and contains offices 
for CUTrenF Council members and their private staE It is 
here where they meet with each orher, debating matters of 
policy and crafting the laws that keep the ciry functioning. 
The area comprises two additional stories above the first; 
the top floor is dominated by the Council's central meet- 
ing chamber, where they gather as a p u p  to debate, and 
to enterrain audiences in an official capacity. Surrounding 
that are more private meeting chambers, where individua1 
members can debate with their staff  or each other without 
the Eormaliry of meeting as a group. The story beIow it 
contains private offices for each of the sixteen council 
members, a5 well as offices for their advisors and other 
staff. 

While the southernmost section is given over to busi- 
ness, the northernmost section is devoted to more relaxed 
pursuits. A huge bahoorn dominates the third story, open- 
ing onto a series of balconies which provide a breathtak- 
ing view of the city to the north and east. The ballroom is 
opulently decorated, with a turtIe-shell dance floor and 
trappings of oak and marble. A large dining mom stands 
next to it, with huge picture windows giving another 
startling view of the ciry and the Spire. h a y e d  around 
these locations are a senes of lounges, libraries, and gam- 
ing moms, where foreign diplomats a n t  orher members of 
the elite can meet privately to engage in whatever social 
activities takes their mind. The second story below it con- 
sists of htchens, pantries, dressing roxns, and the like, 
working to support the refined pleasures above. 

The third section is the smallest of the three, located on 
the palace's WeStemmQSt side. It rises only to the second 
story rather than the third. Here, the a o m s  are sparsely 
furnished, containing onIy rables and chairs of purely 
functional deslgn. The windows open out upon rhe west- 
ern wall of the ciq, a dull and somewhat grim view to say 
the least. And unlilre the other sections of the palace, it is 
not based around a main central chamber. There are onIy 
these small, cheerless moms, serving purposes that onIy 
rhe highest levels of authority can say. 

This third section of the palace is used for matters of the 
most serious consideration. Deliberations that take place 
here are conducted without distraction, and usually con- 
tinue without interruption until 3 mnsensm is reached. It 
is here where Council members meet wcretly with parties 
with whom they desire no public connection, or conduct 
actions that they feel must remain out of sight. Only the 
Council itself may use these areas in such a manner, to 
the rest of the Palace staff, the entire si.crion is off-limits. 
Usually, gIyphs of warding are placed on the given area 
before any meeting, to ensure that na one enters who does 
not belong. 



aeverai utner places m me parace are nor accessime to 
the public They are similarly inscribed with glyphs ofwnrd- 
ing; none mve senior members of the Council staff, certain 
Palace Guxds, and the Councilors themselves know the 
passwords for these areas. 

Civil Servants (500): Expl-10. 

Guildsmen (varies): Exp5. 

Noble (varies): Ari 7. 

Aides/Scribes (varies): Ex@. 

Diplomat (varies): Ari9. 

Palace Guardsmen (50): Ftr2-8. 

AT1 Palace Guardsmen wear masterwork breast- 
plates and carry a masterwork longword or master- 
work halberd as their primary weapon. Sergeants 
carry + 7  rongswords + J  halberds as their primary 
weapons 

For all the activity, there is surprisingly little 
money here. The only large quantities of  coin come 
through i i  the course Q$ a bribe or similar political 
graft. The exact amounts in such circumstances 
can vary tvidely by case, are up the DM's discretion 
in any eient. Nobles, diplomats, and aides may 
possess one or two personal magic items as well. 
Most entail anti-scrying magics, such as rings of 
mind shielding or the like. 

ACTTVl'IT 
Jwst abour everything that goes on here is political in 
nature. While verbal conflicts are common, outright 
violence i~ nearly unheard of. Instead, the city's m o q  
prominent figures engage in endless games of duplicity 
and one-upmanship, vying for civic resources QT the ear 
of the Council. Nowhere is this more true than with the 
Council itself, whose machinations reach deep into the 
City's infrastructure. 

The Council itself is led by a titular Head of Council, 
who presiCes over all meetings during his or her tenure. 
The Head of Council has the responsibi1it.y of s e t h g  the 
agenda, and bringing new issues up befobre the Council. 
He or she determines wha may gain an audience with the 
Council, and who may be called upon to deliver testimony. 
The Head is chosen horn among the Corrncil's sixteen 
members. Each Head serves for one month before ceding 
the position to the next member of the Council. A totat- 
ing schedcle ensures that each CounciI member serves 
onIy once in a sixteen-moth period, thus ensuring that all 
members have a reasonable chance to have their agenda 
heard. Needless to say, the amount of jockeying before 
each new Head of C o u i d  takes his position is intense. 

' ;- j" --@I 
3 straight up or domn --- - 
or a vote at  any rime. 
iy issue to pass. The 
Even so, there i s  so 

I ne Louncii aeciaes au  Issues on i 

vote. Any Council member can call f 
A majority of ten is required for ai 
process is theoretically very simple. 
much bickering, squabbling, and genera1 poIit 
very few issties are cleanly resolved. ~implv pu 
too large for any but the most basic form ofgov 
the Co~ncil's actions reflect Iess direct control I 
guidance. 

to the 
nent departmenr for implementation. Here, th 
wishes are drafted into specific laws, and whe 
lanx of  aides, attaches, and advocates has the 
political squawking reaches epic proportions as e a m  new 
functionary finds a different way to interpret the Council's 
orders. Qdy the strongest and most dominating depart- 
ment bead can make anv headway in such an atmosphere. 
Thus, the people in charge tend to be among the most 
potent politicians in the city 

From there, implementation i s  carried OUT by anv num- 
ber of underlings and middlemen. Everphing from a 
change in the City Guards uniform to a ban on a new form 
of trade filtered through the elaborate maze ofbureaucrats 
and overseers who see to the fine details.Their every effon 
is needed, for so large is the c i ty  and so varied its populace 
rhat even the most basic edicts require tremendous effort 
t o  be implemented. Even with the vast resources a t  its 
disposal, the City Council can do little more than enforce 
public order and protect the city from harm. 

Once an edict is issued, it is 5ent 
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rpecific depafiments ofthe city govern- 
It the the "Government" section of the 
M), and ofher appropriate locations in 

RES I D E N T S  
Approximarely 700 soldiers comprise 
selected from the elite of the City Gua 
highly prestigious branch of the serac 

12. PALACE GUARD B A R R A C K S  

This converted fortress was built with a ceremonial 
rather than a practical purpose in mind. It stands 
in stark contrast to the utilitarian battlements of 
the Treasury just to the west. The walls here were 
designed by a cunning mixture o f  elven magic and 
dwarven architecture, spiraling into arcs and mina- 
rets which blend seamlessly into the surrounding 
territory. An arced bridge spans the pathway lead- 
ing to the Treasury, connecting the main part  ofthe 
Barracks to the secondary building to the south. A 
similar, smaller bridge connects the main section 
with the secondary building to the north. The city's 
seal is  imprinted on scarlet banners, which flutter 
from every rampart. 

Inside, the building resembles any other military 
headquarters, save that more attention is  paid to 
pomp and circumstance. The Guardsmen on duty 
all wear highly polished armor, set off by the scarlet 
plume ? ? a t  denotes members of the Palace Guard, 
an e h e  unit o f  the Wall Guard. Living quarters are 
spotless and neatly maintained. 

largely ceremonial - protecting the 
watch over the Council Palace, s e w n  
fur visit in^ diplomats, and the hke - 
dedication- make them ideal to handle 
one develop. 

Their leader is Colonel Edmund Fro: 
Wall Guard officer who has held his p 
years, and who would rather remain Cc 
than accept a promotion to General. HI 

the Palace Guard, 
trd to serve in this 
'e. Their duties are 
'rseasury, sranding 

as honor guards 
but their teal. and 
: any crisis should 

;tdrake, a l o n p e  
osition for over 25 
)Ionel of the Palace 
t knows every pro- 

r ~ o l  of the Palace Guard by heart and dresses down his 
troops for the slightest deviation from its rules. Though 
some believe he is too caught up in the spit and polish, 
he regularly driIls his soldiers in combat maneuvers, and 
considers them the elite core of the city's defenses. After 
so many years, he has grown comfortable as CofoneI of 
the Mace - a littIe too comfortable, as far as many senior 
City Guard officers are concerned. Colonel Frosrdrake 
has even been known to question direct orders from Lord 
Protector General hnside.  She has a habit of twitching 
at the very mention of his name, and treats him with stdf 
formahy always ready to remind the Colonel just who is 
in charge. 

Colonel Frostdrake is assisted by seven captains and 
fourteen lieutenants. 



- -. -uI<*LY* Y 1 1 1 L  10 L I 1 L  L V C L L  \7"*UILI 

patrol led hv a corporal, just Uke the Civic Guard (see 'The 
City Guard" section o f  the Overview of the Guards District, 
pp. 205-20"). In fact, their organizarional structure is much 
more like the Civic Guard than the WalI Guard. Palace 
Guardsmen are distinguished from other Citv Guardsmen 
by their artire and appearance, wearing well-polished breast- 
phtes instead of studded leather or chainmad, and sporting 
a single scarlet plume on their helmets. Their weapons are 
of a higher quality than other Guard mits. Impersonating a 
Palace Guardsman is a grave offense, punishable by a one- 
way trip tc the Humanoid District. 

Colonel Edmund Frostdrake: Ftrl4. 

Palace Guard officers (21): Ftr8-13. 

Palace Guardsmen (680): Ftr2-8. 

I 
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sword and wears a set t 

Palace Guardsmen we 
and carry a masterwo 
I L L  I . I  . . 

Colonel Fvostdrake wears a set of +2 moderateforti- 
ficatjon SulE elate. carries a 1-2 shocking burrt bastard 

>f gauntlets ofogre power. All 
'ar masterwork breastplates 
rk longword or masterwork 

naioera as tneir primary weapon. Sergeants carry 
+ I  halberds, and anyone of higher rank will carry 
a more powerfully enchanted weapon, as well as 
magic armor. For lieutenants, this means a primary 

iivalent to +2 
n and armor 

wiin omuse5  equrvaient to +5 eacn. in additlon, the 

- 
weapon and armor with bonuses e q i  
each; for captains, a primary weapo 

'I[. L - . -.  . - 1 . .  * I .  

fortress armory has two t2 dejender halberds, a horn 
of blasting, and a helm ofcommand, which Colonel 
Frostdrake may assign a5 he sees fit. 

Palace Guardsmen are well paid, as befits their 
elite statcs, and they each have a handful .of coin5 
in their lbot lockers totaling 10-20 gp apiece. 
Cotonel Frostdrake has a savings of 1,000 gp, which 
he keeps Ttored in the Treasury with his men's pay. 
His quarters are decorated with rugs and tapestries 
totaling some 100 gp in value. 

R C T I V I m  
At the Barracks, the Palace Guard engage in activities that 
any soldier. elite or common, would recognize: maintain- 
ing their arms and armor, reviewing any Guardsmen 
under them, playing cards or other recreational activities. 
They are expected tQ live here as long as they remain with- 
in the organization: training, driihg, earing, sleeping, 
and fraternrzing only with their fellow Palace Guardsmen. 
Though it breeds a very insular, elitist attitude among the 
men, it also fosters camaraderie and trust. Sometimes, they 
will ventLIw elsewhere for leisure activities, but usually 
o n h  in groups. A Palace Guardsman found outside this 
disnict is bound TO have friends close by. 

nesslike, and meetings take place with brusque aut! 
and efficiency Even the dining halls are free of E 

chit-char, as most Guardsmen simpIv down their fool 
return to duty. Officers have their quarters the 1 

levels, while the leader of the Palace Guard, the Co 
of the Palace, has his own headquarters in the non 
building. The southernmon building serves as an a r  
and supply center, containing weapons, arrows, armol 
a stable housing Some 250 horses. Activitv there is 
but undertaken with the same sense of extreme pi 
sionalism that one finds everywhere else in the barn 

Guard duties include standing watch over the Tre; 
and Council Palace, escorting VIPS to various locations 
throughout the city, parades and drill formations dur- 
ing holidays, and general patrolling of the Government 
District. On the annual Guards Memorial hoIiday, they 
stage a dress parade from the Barracks to the CO~OSSUS 
(location 14), where they observe a moment of silence ta 

honor Palace Guardsmen who fell in the humanoid siege. 
Guarding the Treasury is considered their most important 
duty and over half the Palace Guard are employed there 
at any given time. Anyone lucky enough to be sdected 
for the Palace C u r d  can expect to serve in rhe Treasury at 
least once during his tenure. 

The Barracks are well placed, but indeed serve a more 
ceremonial than prmical purpose. In the event of a con- 
centrated attack, the Palace Guard w d  likely retreat to the 
Treasury, which is m5re capable of withstanding a proper 
assault. 

Only under emraordinary circumstances could PCs 
be allowed to join the Palace Guard on a pemanenr 
basis withotit any history of senice in the City Guard. 
Conver5ely a transfer to the Palace Guard could be offered 
to a Guardsman PC as a reward for exceptional service. 

HOOKS 
A spy has entered the ranks of the Palace Guard, 
intending to gIean vital secrets from guarding the city's 
most important people. This news troubles Colonel 
Frostdrake, who decides that only outsiders can help 
him catch the mfililtrator. He wants to hire the Pcs and 
disguise them as Palace Guardsmen to flush out the 
SPY. 

* In a bout of madness, Colonel Frostdrake decides to use 
the Palace Guard to covertly assassinate h d v  Jennas 
Ironside and take her place. His command's fierce c s p t  
des corps makes them ideal conspirators in a murder 
plot, and they are well-placed t o  pin the blame on a 
third pa* because of their many friends in high pIaces. 
However, one of the Colonel's staff - an acquaintance 

j 
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Harrirnode Benton: ExpF 1. 

Palace Guard 1290): Ftr2-9. 

Palace Guard (22): Wiz3-4JFtrZ-4. 

Treasurers (97): Exp6-8. 

Medium Earth Elementals (3): As per the Monster 
Manual. 

Palace Guardsmen on duty wear masterwork 
breastplates and may carry a tJ longsword or + l  
longbow a t  the DM's discretion. Otherwise, they 
carry masrework versions of both those weapons. 
The Guardsmen with wizard levels may also have 
bracen of armor + 7  and a wand of magic missile. 
Lieutenants are equipped with +2 bmastp/ates and 
+2 lungswords. Captain Parristride wears +2fu/lpEat~ 
and carries a +3 longsword. 

The amount of coins and wealth here is  almost 
beyond ccunt. Thousands upon thousands of gold 
pieces move through here every day, either being 
counted, stored, or used to pay for any number 
of civic sprvices. For rules purposes, anyone who 
manages PO penetrate the lower vaults may carry off 
a s  many coins as he can reasonably hold, and sti l l  
only make the tiniest dent in the city's vast stores. 

AcTlvlrIT 
Most of the activiv here i s  taken up with sorting, count- 
ing, and storing the monies that come through here. Every 
day, tax collectors arrive with tithes from city guilds, dock- 
ing and entry fees from rhe harbor, and similar forms of 
income. They are taIlied and deposited with the treasurers, 
who go about sorting it into orderly stacks and then nans- 
porting it down to the vaults. Each one fJls out a ledger 
tallying how much has been collected, and then compares 
it to other lists detaiiing how much wm supposed to be 
collected. Any discrepancies are reported to the Minister, 
who may w e  the Palace Guard in any capacity to learn 
what has become of the funds. Other Guardsmen stand 
watch over the counting process and escort the treasurers 
down to the vault, where a pair of en-duty Guardsmen 
may bypags the wards and actually carry the loot into 
the vault. These guards are also responsible for removing 
funds from the vault, though they require a signed wri t  

from the Minister's office to do that. 
While haIf the treasurers are occupied with counting 

the money? the other half are tabulating how it is spent 
- everything from wall maintenance to the monthly 
salaries of civic employees. AU of them have a general idea 
of how much hnding is available. Bur the Minister and 
his underlings are responsible for the actual budget, and 

em for consideration. - 

instructions from the 
ts, the funds are speiir 
of the most powerful 
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Minister Benton receives general 1 

City Council, but beyond their edic 
at his discretion, making him one 
personages in the c i t y  

Those wishing to rob the Treasury have usudy picked 
their targets going to of coming from the building. Tax 
collectors bearing their funds and Palace Guardsmen 
delivering monies to the proper authorities make tei 
ing targers - especially since they are far more at 

sible Than the Treasury itself. Tax collectors rarely 1 
direct protection, but most hire a few bodyguards to 1 
them safe during their duties. Funds going out from 
Treasury are always accompanied by a contingent of 
Palace Guard, who keep a sharp eye out foT any trot 
f i e  number of armed robberies against these groups i s  
smail, but enough brazen thieves been successful that the 
rest of the city's underworld can always hope to pull off a 
big score themselves. 

mpt- 
:ces- 
have 
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1 the 
- the  
Ible. 
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I rare and magical gold coin to a 
:, Iost among a piie of mundane 
1 retrieve it. The Treasurer and 
rly uncooperative, but they will 

1 too hard on the PCs ifthev are caught sneaking 
ie  vaults (provided they jusr have the one coin and 
whole satchel full of them). 
terfeiters have been producing cunning forgeries 
d coiiis and passing them off to the Treasury. The 
qte nature of activities here makes it difficult to 
rxactly where they came from, but they know the 
:t and the general location. The Mirror Guard are 

too busy tu give the matter the weight thar Treasurer 
Bentori feels it should receive, so he hires the PCs to 

investigate. 
One niorning, a strange artifact appears a t  the front of 
the Trfasury A note attached says “payment for debt.’‘ 
The artifact is amusing - it is consttucted in the shape 
of a miniature band of musicians, build of gold and pre- 
cious stones, which plays music when a key is wound 
-but no one is sure who it came from or how it arrived. 
The treasurers ate utterly coiifounded by it: since they 
can‘t trace it to any given person or guild, they can‘t 
propeiiy accouiit for it. The PCs are hired to trace the 
creator and find out why he  feels he owes the city such 
a debt 

T4. COLOSSUS 
In the great  square before the CounciI Palace stands one of 
the city.: most wondrous pieces of art. This bronze statue, 
some 50 feet tall, depicts the harmony and unity with 
which the three founding races resdved t o  move forward. 
An elt a dwarf, and a human stand together, their eyes gaz- 
ing eastward a t  the Spire, which towers above them. Their 
faces are hopefuI and determined, intended to evoke a 
bright and prosperous fimre as much 3s reverence for the 
Spire, which brought chose three races to this spot. 

The figure of the dwarf stands on a square rock, makrng 
him appPar as ta l l  as the other two, whiie the human, in 
the centfr of the trio, stands further back from the Spire 
than the other swo. T h e  positioning was arrived at only 
after long and careful negoriarion berween the three sides. 
The peace accord that ended rheir bitter conflict Wac 

only newly minted, and negotiations around the starue’s 
construcrion were delicare. In the end, however, dwarven 
sculptor Halfour Brightforge did justice TO the founders’ 
best instincts, and  today the Coiossus (as it i s  known) is 
on? of the city’s most enduring landmarks. The remains of 
three soldiers - one elf, one human, and one dwarf-are 
buried brneatb the statue, interred there shortly after the 

15. FLVFN q m v ~  

This perfectly oval grove of trees stands between 
the Colossus and the Spire to the east. The trees 
here are al l  t a l l  a n d  strong, a healthy mixture of oak, 
larch, and willow. Though birds sing in the boughs, 
no other noise emanates from the grove: no rus- 
tling of leaves no creaking of branches, nothing. A 
small sign at the entrance to the grove reads: “In 
memory o f  the humans, elves, and dwarves, who 
died in conflict with each other at t i e  city‘s found- 
ing. Their sacrifice was not in vain.” 

I 
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This grove was planted by the elves in what they felt was a 
gesture more befitting their cnlture than the commission 
of the Colossus to the west (location 14). No one i s  per- 
mitted to enter its recesses, and as such it has no regular 
NYCS. However, because it is without people does not 
mean it is without dcfenses.The elves cast an ailloken spell 
on four of  the trees on the edges of the grove; the trees 
now watch over it and ensure that 110 “meatljngs” enter to 
dFsecrate it. 

Awakened trees (4): Int 12; SQ may cast entangle 
3 tirneslday, as an 8th level druid. Otherwise, they 
are considered Large size animated objects, a s  per 
the MUt?dEr  Manual 

--A- -. bloodshrd ended. 
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mots he$ maintain the grove's magical aura. Tf 
sold intam?, it would fetch 1,000 gp. Uprooted, i ts 
dead wood is worth 250 gp. 

A CTE VI T Y  
The grove is essentially rhe elves' effort to honor the 
accord that founded the city. They consider it one of their 
most sacred sites, and many come here to meditate at the 
edges o f  t'ie Rees. Druids, too, can O f F W  be found here, 
communing with the tree guardians or simply wandering 
beneath the boughs. Non-evil druids are the only PCs 
who may enter the grove without being challenged by 
the guardiins. Anyone who approaches the sacred bush 
in the center will immediately be set upon by the trees' 
mntangk s p 4  and expelled from the grove.Tbose who mar 
or delace he trees here wiIl receive the same treatment. 

MOC)KS 

Alter guarding the grove faithfully for ages, the trees 
make a Teequest. They wish to consult with a treant to 
learn more about their identity They ask the PCs ro 
journey to a distant land and lind a meant &g t~ 

make the pilgrimage back to the city with them. 
a Many people suspect that the enchantment in the grove 

led to the strange enchantment in location 19. The trees 
deny it, but something about the proximity of the two 
 location^ suggests a connection. The PCs are asked to 
investigate, and perhaps reveal thp cause (benevolent 
or otherwise) of location 19's mysterjous state. 

16. STRTTNK, VAN BOOTFN, AND 
WFLLSTONF, ADVOCATFS 

~ ~ 

This square brick building has an air o f  gravitas to 
it, as evinced by the draconian pruning of the ivy on 
the walls. A polished brass plaque announces this 
as the offices o f  Strunk, Van Booten and Wellstone, 
criminal advocates. The sign hangs next to an elab- 
orate bell ringer which, when pulled, activates an 
elaborate glockenspiel- like device in which wigged 
judges use their gavels to ring a series 5f bells. A 
stoic-looking dwarf answers the door following any 
such ringing. 

The intrrior is cool and dark, with a plum-colored 
carpet on the Roor and various important-looking 
legal tornos arranged along the walls. A dwarf-size 
desk made of solid oak sits in the main foyer, just 
in  front csf a trio of gilded doors. A bust stands 
alongside each door, holding white wigs and scartet 
advocater' robes for their presumed owners. 

L 

rtio Van Booten, and Ty Wellstone 31-e 

st criminal lawyers. They defend thore 
:rimes, and their skills a t  oratory are 
fees reflect that: 100 g p  per lawyer per 

mal  50 gp lor every day spent a r p i n g  
. Bur to their d e n t s ,  they are worth 
advocates have persuaded SO many 

- ~ y  of  the presumabIy guilty go free, or 
Iefended SO many innocents unjustlv 
, only those who can afford them will 
:rvices, but as with many things in the 
ou pay ~ Q S .  
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have successfully c 
accused. Of course 
enjoy such stellar sd 
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Strunk and Van Booten are both human, 
fifteen yesrs older than rhe former. Whil 
lost his right foot, withered away from so 
malady when he was just a child. He wal 
nounced limp, but his tongue races aIong 
pace. Whenever the trio needs sameone tc 
sive amounts of legal verbiage, he is the m: 
Horatio Van Booten is more careful, limi 
to but a tiny handful. But they are invariat 
as are his pointed questions, which often 
heart of the issue.The duo's partner,Ty We11 
elf and former cleric, whese e x p e ~ s e  is di 
human and derni-human Traditions of law, 
standing of legal concepts amongst various 
His research skills are second to none, and 
knowledge makes him an outstanding resource when one 
of the city's religious factions are invoIved. 

'Ihe trio are assisted by their dwarf secretarybody- 
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me mysterious 
ks with a pm- 
a t  a blistering 

) supply exces- 
In they turn to. 
ring his words 
rly devastating, - 
cut to the very 
Istone, is a half- 
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and the under- 
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guard, a stout fighter named Eindar Fellaxe who retired 
from rhe adventuring Iife to work here. He's become quite 
a good filer and be can deal with unruly clients in a n  
appropriately firm fashion. When necessary, he accompa- 
nies his employers to court, but usually, he can be found 
here: keeping the offices running or seeking out some bii 
of legal minutia for the advocares. 

Whillis Strunk Exp9. 

Horatio Van Booten: Expl1. 

Ty Wellstone: Half-elf C!r6/Exp2. 

Eindar Fellaxe: Dwarf FtrS. 

Eindar has a pair o f  guuntlets ofogre powe, 
he uses to toss unruly would-be clients out . .  

r, which 
WI their 

ear. He carries a + J  battfeaxe on days when he is  
'0- 

,h- 
Ild 

required to serve as a formal bodyguird. The ad\ 
cates have no money in their offices. The furnis 
ings of the office - including legal books - wou 
fetch 1,500 gp if a buyer could be found. 

- 
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r their time between these offices [where 
and interview pending clients) and  the 
(where they argue their dents ’  cases 
ges). h 1ocaI hansom has a coach on per- 
sk them, to and from the Courts (Iocanon 

1 a t  any hour of the day: Little else occiirs here. 

HOQI 
TI 

TI 

le 
.O 

W 

c1 

i .  

*” 

-- 

I 

! 

is 
he trio mccessfullv defends an accused murderer, who 
as likely guilty all along. In  a moment of conscience, 
q Wellstone asks rhe player PCs to keep an eye on him, 
st he conspire to harm an innocent again. 
ne of the PCs is accused of a heresy by a local religious 
Ilt. No crimina1 law has been broken, but the cult 

makes things very dflicult for the PC -following him, 
scaring away friends and family, filching and destrov- 
ing small items, ttc. An acquaintance recommends that 
he consult Ty W e h o n e  for knowledge on how best to 
resnlvr the situation. 

17. THE CHEQUE ANI) BALANCE 

The large tavern along this narrow street resembles 
a smallpr version of the Council Palace (location 
11) to the east. Pillars identical to those of the 
Palace have been carved into the wooden sides o f  
the building, and a set of  steps leads up to a pair 
o f  doors that are essentially smaller versions o f  
the great entryway to  the City Council’s traditional 
meeting place. 

Inside, the walls have been papered with al l  
manner of writs, bills, and decrees. They al l  look 
official qnd most have been affixed with the city’s 
great sral. The chairs and stools are fashioned in 
the same manner as those in the criminal courts, 
while the bar sports a trio ofjustice scales, in which 
drinks are poured and weighed before being sewed 
to customers. A large sign reading, “The first thing 
we do, let’s kill all the lawyers” hangs above the 
entire a‘Tair. The writs papering the walls are all offi- 
cial, old documents purchased from the archives 
ofthe Palace archives and used here to add to the 
atmosphere. 

ACTlVITl 
The Cheque and Balance caters exchsivelv to the cIerks and 
lawyers who populate this district. I t s  owner/bartender is 
known only asThe Right Honorable, his real name a matter 
of considerable speculation. Some say he’s a disdusioned 

-, 
4 

retired lawyer, though ne one recalls ever seeing him in 
the Cnuits of Law Orhers maintain that he was unfairly 
convicted of a minor crime and wiches to deflate the system 
that wronged him. whatever the reason, he keeps silenr; it’s 
enough just to lend the proper flavor to his bar. 

The serving wenches often wcar wigs and spectacles 
when going about their duties (though they eschew the 
robes as too voluminous), whtIe the cIienteIe are almost 
exchsivelv comprised of  clerks, scrrhes and advocates 
from rhe Council Palace and elsewhere. Outsiders are 
welcome, but the tavern’s atmosphere caters to particular 
point of view thar requires an irreverent insider’s mindset 
to really appreciate. 

The Right Honorable: ExpT. 

Sewing Wenches (5): Com2. 

Customers (varies): Exp2-4. 

The tavern does a brisk business of appro 
100 gp a night, most o f  which is stored u 
bar before being removed. The right hc 
keeps at  least 50 gp in silver and copper pi1 
small cashbox behind the bar to m a t e  chai 

rxi mately 
nder the 
mora ble 
x e s  in a 
nge. 

AC‘I‘lVlTY 
Each evening, the tavern f d s  with bureaucrary who, hav- 
ing completed a hard day’s work, come here to unwind.. I 
and perhaps to deflate a few of the stodgier protocols 
under which they toil. A healthy sense Qf self-dcpre- 
ciation is evident here, from the quote above the bar to 
bizarre drinking games in which customers must defend 
their choice of drinks before a “judge: i.e., the bartender 
dressed in legal robes. (The losers of such contests must 
chase whatever they are consuming with three helpings of 
the winning “drink” - an act which often finishes them 
for the evening.)The alcohol and food ate more than palar- 
able, but not exceptional, and are avai1:ble a t  the standard 
prices in the Player’s Handbonk. The bill5 are presented in 
official Iegnl language, as if they wen: formal contracr~. 
‘Those who skip out on their tabs are captured and tried 
before the ”court” of assembled customers. Those found 
guilty must serve time washing dishes, sweeping floors, or 
engaged in other menial tasks. The Right Honorable has 
been known to go t o  extreme lengths :O hunt  down even 
m u m  welshers. 

I lOnKS 

0 Someone has skipped out on his bar tab, and The Right 
Honorable hires the PCs to return him to the Cheque 
and Balance. He turns out to be s m ~ o n e  of consid- 
erable importance, who is humiliated by the public 
exposure of his skinflint tendencies. The PCs can expect 
him to plan some measure of revenge sometime in the 
future. 

* One of the bills being used to wallpaper the Cheque 
and Balance contains a scathing inrfictment of a clerk 
currently placed very high in the city’s bweauuacy. He 
hires the PCs to find it and remove it - wjthout being 
noticed , of course. 
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la .  HOM,F OF T H F  WILLOWBACK 
TAM I Lz’j H A 1, F TAT N Cj F M BAS SY 

This lot contains a miniature version of a gentle- 
man farmer’s estate, sized for residents three feet 
tal l  or smaller, tucked away in a relatively quiet 
corner of the district. The lot is fairly large, with a 
copse of trees surrounding a small pond artif icial 
pond. The fields around the house are untilled and 
green, though a small vegetable garden grows near 
the build ng’s entrance. 

Inside, the main wing o f  the house is devoted 
to al l  manner of political pursuits. Despite i t s  offi- 
cious appearance, however, it is  quite cosy, with 
paintings and sketches of agricultural landscapes 
on the WZI I  and Several coal-burning stoves ema- 
nating wzrmth from the c ~ r n e r ~ .  

The remainder of the house appears to be a 
more traf’itianal gentleman’s house. Sitting rooms, 
pantries ,and kitchens dominate the lowev floors; 
the srnetl of constant cooking permeates the air. 
Upstairs is divided between sitting roams, stud- 
ies and guest bedrooms, each sporting a cheery 
fireplace and a plethora o f  bookshelves with plenty 
of  leatheb-bound tomes occupying thetr space. A 
sheathed short sword, crossed with an axe, hangs 
over the fireplace in the main living room. 

RESIDE V’ rS  

The “farm” belongs to Tallus Wdlowback, a halfling adven- 
Purer who retired here after making his fortune. His status 
and position among the halfling community made him 
the de facta mouthpiece for many of his fellows, and his 
reputation led members of the Council to seek him out 
for advice on anything relating to his T a m .  Over time, 
he became a semi-official diplomat for his kind, and his 
farm an embassy for those halflings living mthin  the city 
limits. 

Far from being put out, Tallus has embraced his new 
role with gusto. Though not one of the city’s three found- 
ing races, 5alflings s t d  play a vital roIe in the city’s life, 
and he 5ee5 to it that their concerns are always heard. His 
direct tone and easygoing manner have made inroads in 
the Council, and many of his fellow halflings look upon 
his farm as a safe haven for their kind. Those hoping to 
avoid prosecution often come here for protection (Tallus 
is a former fighter with surprisingly good combat skills). . . 
or just for .I piece of his wife Lucinda’s blackberry pies. In 
order to keep LIP wirh the demand for his attention, he has 
had to hire a staff of advocates and scribes whose job it is 
to pen appeals, prepare legal briefs, and otherwise serve as 
a viable IegaI arm for “halflings’ rights.” They have taken 
over an  entire wing of the house, which vexes Lucinda. 
But as it is all for a good cause, she endures it with ;1 modi- 
cum of patience. Tallus may own the deed, but it is most 

cenainly Lucrnaas nouse, ana wlrn ner nusnmfl nftrn .?t 

the Council Palace (location 11) attending to bu 
i s  the primary decision-maker onsite. 

The pond is kept stocked with fish for Tall 
use. Those founding fishing in i t  without his I 
are considered trespassers and ejected from the 

Tallus Willowback: Halfling Ftr l  0. 

Lucinda Willowback Halfling Ex#. 

Scribes and Advocates (20): Halfling EXF 

us’ privatr - 
>emission 
premises. 

14-6. 

Having been a successful adventurer, Tallus 15 

worth thousands of gold pieces, though he keeps 
most of it elsewhere lest any of his frequent guests 
grow greedy. There is  approximately 250 gp in petty 
cash on the premises. It i s  kept locked in a pantry 
(successful DC 15 Open Lock check to pick) and 
Lucinda has the only key. In addition, Tallus wears 
a +2 chain shirt under his clothes whenever he goes 
out; the weapons above the hearth are a +2 short 
S W O ~  and + 7  hand axe, respectively. There are four 
potJons of c ~ r e  moderate wounds on the premises in 
case ofemergency. 

Y 

! 
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‘mRLD’S LARGEST CITY 

a n i  
nix 
wc 
a r  
SO1 

as 
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is a curious combination of frenetic 
ilance. Earnest-looking h a h g s  with 
up pore over a mountain of documents 

3 orde.s, while others hunch over miniature desks, pen- 
ig new correspondence. The scribes and advocates a11 
Irk hard, yet always seem to find time to stop and have 
nuffin The inevitable guests - halfhgs pleading for 
ne dispensation from the Council and looking to T d u s  
their champion - sit comfortably in one of the wait- 
; rooms, thumbing through a book or just staring into 

fire. Often, they must wait for a considerable period 

The PCs are asked to negotiate a solution or, failing that, 
retrieve the thief without any loss oflfe. 
TaUus believes that the Thieves Guild may be gunning 
for him as a “mouthpiece” for freelance thieves. He asks 
the PCs to help him protect his family and to smoke out 
any potential assassins. 
In  his adventuring days, Tahs  was p;m-t of a band which 
sought a rare and mystical treasure. They never recov- 
ered it, but Tallus still has the map of its location. He 
offers to split the money for the treasure wit11 the PCs 
if they will finish the job that he and his compatriots 
started. 

of rime, in which case they are given a guest bedroom in 
which FO sleep. Lucinda oversees the whole thing like a 

with calm resolve, if not always good cheer. 

‘9. FNCHANTFD LAWNS 
mhhnli-c field general, amending to countless tiny tasks Patch a !Towh oflawn+The 

grass here is rhick and wild, covered with exotic flowers 
ton numerous to name. Driginaliy, the area contained 

QT public works going about the city’s I~usiness. Then one 
day, quite unexpectedly, the grass grew in, overwhelming 

Medium size or larger guests are encouraged to speak 
withTdlis in the fields, rather than having to navjgate the large embassies rePreSentir g foreign Powers, 

low ceilings of the farmhouse. 

HOOKS the buildings’ foundations and sprouting right up through 
the floorboards. All efforts to cut or trim the green were 
futile; the grass simply grew back the next day, wilder 
and more resilient than ever. The elves were consulted on 
the issue, and after a time, they declared that the growth 
was the will of their god, and that the buildings should be 

A notcrious halfl ing thief has taken refuge in the farm- 
house, as the soIdiers from rhe Palace Guard surround 
the place. Tallus is unwilling KO simply hand him over, 
but tht. Guardsmen will not leave without their suspect. 

abandoned a t  once. The humans and dwarves rolled their 
eyes a t  this assessment. But the overgrowth was already 
making the walls unsteady and general cvacuarion seemed 
&e the only sensible coime at rhar point. A5 soon as the 
last person was our of each building, the s n - ~ c t u ~ e  simply 
disappeared. Walls, roof, and floor just vanished as iffthey 
had never been. In their places, wild flowers soon began to 
grow, blooming into all the colors of the spectrum. 

To ?his day, no one is certain exactly what caused the 
phenomenon or why they selected only these buildings. 
In the centunes since, other structures have been built in 
the area, but none an  the former sites indicated. Anyone 
foolish enough to stast construction 1x11 only watch in 
amazement as their raw materials vanish into space. The 

iidical Order of the Grove (see location J9) and other 
local namre cults revere the sites as sacred and place 
many offerings there. They refuse to allow anyone 
TO walk across the grass and flowers, and the elves 
are inclined to agree with them. So the sites remain, 
an unsolved mystery in rhe hea-t of the city’s Ieast 

mystical district. 



110. ‘ r w  GENTLEMAN’S D A R E  
H O U S E  0 6  CHANCE 

This large building is  dominated by a series of 
extremely tall picture windows on each side. They 
provide a stunning view of the elves’ grove to the 
north anr west, the Spire to the east, and the Docks 
to the soirth. The rain gutters are expertly gift in the 
pattern oCflowing leaves, and an ornate black gate 
- more ceremonial than protective - surrounds 
the grourds on all sides. A sign near the front door 
reads “Private CI ub / M em bers 0 n I y.” 

Inside, the walls are lined with distinguished- 
looking portraits and paneled in oak. A roaring fire 
can be found in each room, a5 well as comfortable 
chairs arranged around what appear to be games of  
chance. card  tables are the norm, but most atten- 
tion is centered around larger set-ups - strange 
apparatuses and fenced-in rings sunken into the 
floor. Each o f  the building’s three stories is based 
around a different theme. The ground floor is  deco- 
rated in earth tones, and contains multiple pens 
and sporting rings. The second floor is decorated 
in green and  contains the bulk o f  the mechanical 
apparatur. The top floor is decorated in sky blue 
and hold.; fineIy-built ladders leading up onto the 
roof. A bar dispensing very expenwe drinks i s  
located 07 each ft00r. 

The Geiitlemaiis Dare is a gambling house catering to 
the exrremelv wealthy. It hosts a11 manner of strange and 
exotic games, as well as private athletic contests and more 
mundanc games of cards between members. Joining the 
dub  is by invitation only (though members are allowed 
to bring one guest per visit) and yearly fees are 100 gp per 
member. 

RESIDENTS 
The Gentleman’s Dare is staffed by some of the finest 
butlers and valets in the city. The club pav5 well, and has 
been able to lure 50me of the best domestic servants away 
from noble households. They cater to any of the mem- 
bers’ need.: - taking their hats and cloaks, serving them 
drinks, providing smoking pipes for those $0 inclined, 
and the like. They also ensure that non-members stay out, 
and that members adhere TO gentlemanly d e s  of condrict 
when gambling. They are led by Garret Wellbode, an offi- 
cious-looking halfling whose family has served as butlers 
in some 0‘ the city‘s most ptestigious noble houses. He 
makes up “or his small stature with an enormous person- 
ality, and possesses a will of steel that no one on the staff 
has the ne-ve to cross. 

11’1 V C l l l l C l I l Y l l J  Y Y l C  1lY. l  L L 1 ‘  YYUl‘CIl 

humans and two human-looking half-c 
use to keep guests in line and rdf-raff c 
immaculately dtessed, but plainly comt. i i u i I i  Li 

side of the tracks - they speak rareIy and ther 
short monosyllabic grunts. They are armed wi 
carved oaken clubs, which they only use in a r 
capacity, and then only afrer more subtle meal 
fusing a situation have failed. Troublemakers ar 
pummeled unconscious and then dumped outsic 
for the City Guard to take them into custody. Wc 

rhem arc 
IC wrong - 
1 only in 
th finely 
ioniethat 
IS of dif- 
e usually 
le to wait 

all types are forbidden in the Gentlemai-f‘s Dsre, anu I U L I S ~  

be checked in along with an coats and hats. WeLhottle has 
been known to make exception for well-hidden w e z p n s ,  
provided neither he nor his staff ever sees them. 

The Dare’s clientele are among the ciry’s brightest. Some 
are nobies’ sons simply out for a good time. Others high 
ranking politicians who enjoy unwinding at a locale close 
to rheir work space. It is shunned by the more traditional 
nobles (who prefer The Ruby Barge; location E20) because 
it allows prominent commoners to join, but that doesn’t 
stop it from maintaining an impeccable reputation. Even 
those who never come to the place still covet a member- 
ship, simply to say that they have one. It is also a hotbed of 
informal pohtical maneuvering, as deals and schemes are 
concocted over a few games of whisr. 

Of the owner UT owners, none can say for CeKain who 
they are. Wellbottle receives instructions and budget- 
a r y  expenses via courier, and sends all profits back via 
the same way He has no h h g  of whom he works for. 
Ever the loyal servant, he has never seen a need to pry 
Members and outsiders engage in no end of specula- 
tian, however. Some believe the owner walks among 
the members themselves, anonymously enjoying what 
he has wrought. Others believe tha t  the Dare is a Mirror 
Guard spying apyration, keeping tabs on the city’s best 
and brightest during their leisure hours. The staff knows 
better than to venture any opinions they might have, ho~v- 
ever; those who speak of it a w  sacked almost as soon as the 
words leave their lips. 

women are not forbidden in the Gentleman‘s Dare, but 
the presence of one is bound to raise some eyebrows. The 
club frowns on members bringing women with them and 
no woman has yet been allowed as a member herself. The 
staff is exclusively male, in keeping with the rnystenous 
owners’ wishes. Those women who do appear at the club 
are usually there for one specific event, and leave once it 
has concluded. 

Garret Wellbottle: Halfling Expl3. 

Staff (30): Exp7-9. 

Bouncers (10): Ftr7. 

Average club Member (varies): Ari8 



making change when accept- 
itings and other trappings 
1 10,000 gp, while the three 
v t s ”  on each Roor are worth 
ofthe bouncers wears a ring 
individual members may be 
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cartying minor magic items as well, : 
discretion. 
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ACTIVITY 
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Each of the Dare’s three levels represents a dLfferent 
“sphere” of activitv. The ground floor is the underworld, 
with images of rock and earth. It contains the basest 
amusenmts - contests of strength, pastimes such a 
bocce and nine-pins, and earthy sailor‘s card games. A 
central pft  has been dug inro rhe ground, which is used for 
“ratting” contests, in which rats are placed in the pit and 
bettors wager on how many of them a given dog can kill in 
a given amount of time. A similar ring in a nearby room is 
used for private sporting events - boxing, wrestling, and 
the like - all of which are voluntary and non-lethal. The 
centerpiece is a mechanical marvel: 3 strange apparatus 
designed to text a users’ balance and coordination. The 
participant stands on a platform whose surface is dotred 
with three-inch tiles. When the machine is activated, 
the d e s  i s e  and fall while the angle of the platform rises 
and drops randomly. The first round requires a succewful 
BaIance check (DC 5) to stay upright. In  the second round, 
the DC riTes to 10; the third round IS; and so on all the way 
up to DC 35. Those who lose their balance fa l l  into a vat 
full of water (though on occasion, it has been frlled with 
less pleasant substances). It is a huge favorite among the 
mem‘oec, and every night one can count on a t  least hvo 
or three partons getting soaking wet. 

The second floor is dedicated to fields and trees - the 
surface of the earth. The games here depend more on 
grace and less on brute force. There is an indoor archery 
range here, as well as dart boards and similar pleasures. 
The card games are more refined, entailing some amount 
of smtegy as we11 as luck, and a large stone chalk board 
in one room derails wagers on any number o f  subjects: 
when the next ship wiU dock, who will gin a given politi- 
cal appointment, the outcome of selected duels and other 
formal contests etc. One of the most popular bets on the 
well concerns The identiv o f  the Dare’s owner; no one is 
sure anyone w111 ever be able to couect on it. The center- 
piece is a mechanica1 representation of a horse race, in 
which members bet on clockwork steeds about the size of 
a human hand that race around a facsimile track. The out- 
come is lotally random, but every member has a favorite 

The t ~ p  floor is dedicated to the air :nd the sky Games 
here are totally cerebral in nature, relying not on chance 
but on ski11 and strategy. Miniature wargames are the order 
of the day, with members reenacting farnous battles or cre- 
ating new m e s  of their own. The card matches reIy not on 
the luck ofthe draw, but solely on how weIl each player 
measures up to the orher. The CenterpkCe is a mechanical 
man which supposedly knows how t o  play chess. It bears 
nine out ofevety ten opponents it plays, and though not as 
popular as the other two mechanical amusements, it s t i l l  
sees regular activity. Ladders QIY this floor lead up t o  a wide 
balcony on the roof, where members cnii bet on anything 
from how fast a pigeon can get from one tree to another to 
how long the sun takes ro compIetely set. 
Every event at the Dare is wag~red upon, whether it be 

small stakes a r d  games or private fights set up weeks in 
advance. Men have lost entire fortunes in a single nights’ 
betting, and the Dare itself is prepared to match any wager 
which anv member wishes to make. Guests and other out- 
siders may bet as wel1, chough they a t?  not permitted to 
run a tab the way members are; i f they lose, they must pay 
up before leaving the premises. 

HOOKS 
A Dare club member has biIled himself as an all  around 
champion of every game offered t’iere, and issues a 
challenge to anyone who thinks they can beat him. The 
price is 3 year of servitude vs. his entire fortune (a gp 
amount appropriate to the campaign). The chalIenger 
must beat him in more than 50% of the games offered 
-including a wrestling match on lrvel one, a one-on- 
one “horse race” on level two, and a series of matches 
against the chess-phying machine on level three (first 
one to beat it wins). One of the PCs can take him up on 
his challenge, or they can simply remain as observers: 
the side-herting for this event beggats belief. 
At the behest of the ownen, Garret Wellbottle has 
issued a request for new games of chance and forms of 
entertainment to be brought forth. The most appealing 
will be added to the Dare’s offerings, and the w i n n e r d  
receive a free lifetime membership tu the club. 

4 Someone slips into the d u b  and uses m a g i d  means 
to imbue it5 mechanical chess player with sentience. 
The auromaton quickly escapes and vanishes into the 
c i q  (where strange creatures are hardly unheard of). 
The PCs a t e  tasked to find it and br.ng it back, as well 
as locate whoever gave it “life.” B u t  do they or the club 
have the right to keep sucli a being captive, now that it 
is self-aware? 



111. SCRISFS CjUILD 

I I 
This rath-r stuffy looking building has  the air o f  a 
scholarly library to it. Carved into the stone above 
the main entryway is the sigil of an inkwell and 
a feather.-d quill. A rain barrel on one side of  the 
building i a s  also beer, carved to resemble an ink- 
well. Inside, meeting area5 compete with shelves 
filled w i t i  scrolls, giving them impression of a 
haphazard library. A mural depicting the Common 
alphabet dominates the foyer. 
I 1 

GOVERNMENT DISTRICT 

ACTEVITY 
This building i s  the home of the Scribes Guild, one of the =he Scribes represents all those who cOnducr . n . *  . I *  . 1 .  e l  . more mtlL-ential guilds in this part ot the citv. 

H F S I  Dt;N'l'S 

The Scribvs GuiId is rim by a committee of nventy senior 
fellows, W'IO work here along with their smff. They are led 
by Dresten Harcoulis, a pock-marked man with an overly 
pulite disposition. He dresses a tad bit above his station, 
and goes through a never-ending series of  handkerchiefs 
in futile combat with a perennially runnv nose. He holds 
most of the authoriry in the guild, but is very p o d  as 
dodgiiig direct responsibility Those hoping for an audi- 
ence with him must first work their way through a maze 
of  underhrigs, colleagues, and general bureaucratic hash. 
W h m  he chooses to speak, he does so with the officiour, 
priggishnPss that only pew authority can bring. 

The remaining srnior fellows cover different areas of 
the Guild'q operation - collecting dues, assigning duties, 
cataloguing various different kinds of ink - and are 
resolute in their tasks. Cross-over never takes place; they 
refuse to "taint" each other's workload by taking any of it 
on, which Ieads to a very smaslfied working arrangement. 
Outsiders who come to The Guild hoping for a quick reso- 
lution to their issue are confounded a t  every m n  unless 
thev know exactly who to speak to and what the exact 
nature ofrheir problem is. 

Dresten Harcoulis: Expl 0. 

Other scribes (50): Exp3-9. 

kept in a i  unlocked cashbox in Dresten Harcoulis' 
office. Ir addition, Harcoulis carries 20 Quad's 
feather tckerss (birds), which he use5 to send impor- 
tant messages. OR his desk, he also has a magical 
inkwell vhich is  always full o f  ink, no matter how 
much he uses it. The inkwell would fetch a price of  
approxirrrately 50 gp if it were ever sold. 

I 

tedious business of transcribing dorun 
those who run printing presses, of which 
eral. The division between the two is the 
controversy, as many scribes feel that the 
will put them out of business. Such has I 
yet, but their eyes are ever on the future. 

In  addition, the scribes here handle tl 
ets of running their guild. This includes 
recruiting new members, issuing edicts o 
and styles of paper to use, and so on. Ever 
ciry must meet with the Guild's approva 
a detailed cataIogue of every seal that thc 
They are often consulted when the City Council wishes to 
identify the owner of a particular seal. 

Among their other activities, the Scribes Guild i s  an 
excellent resource when it cwmes to spotting forgeries, 
They have a huge catalogue of different rypes of papers, 
seals, and inks, and can often identify their source if pro- 
vided uith a sample and given time to make comparisons. 
The process is SO refined that they can identify particular 
merchants by the grade of paper they sell, and can prove 
invalufible in tracking down the identity of a given letter 
writer. 

Their members work throughout the civ, but mostly i n  
the Council Palace (location 11) itself, where the transcrib- 
ing of laws, statutes, and petitions mcupies hundreds of 
their members on an ongoing basis. Because of this, they 
have a great deal of d u e n c e  within the halls of power; a 
work stoppage by the Scribes Guild could bring the city 
government screeching to a halt. For all their boring tasks 
and stodgy bureaucracy, the dout  they wield puts them on 
par with the most powerful guilds in the city. 

HOOKS 
0 A cunning confidence man is using someone inside the 

Scribes Guild t o  pass his phony C o u n d  edicts off as 
genuine. The Guild asks the PCs are asked to heln ferret 

ients, as well as 
fhe city bas sev- 

L subject of  swme 
innovative press 
lot been the case 

le  day-zoday fac- 
I C d k C E h g  dues, ,- 
n particurar seals 
y seal used in the 
ml, and they keep 
:y have certified. ~ 

him out, which entails infirmating the G d d ' s  r a k s .  
The printing press operators rake umbrage at the increas- 
ing restrictions placed on them by the Guild and break 
from its ranks. At fust, it doesn't sound like much. But 
the rivalry between the two soon escalates, with presses 

1 

' 



The cirv's I 

men1 for : 
has be1:n 1 
ers. Th#= PC 
before the 

I T Z .  S€9L 
This shop sp 
the only sho 
controlling t 
the City C:OU 

papers, p'ion 
a dwarf narr 
half-elf steps 
- - ~  r.: I - I ~ 
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are in an uproar, fearfd of losing parch- 
and spellbooks, and the city Council 

:d by threats from the ersrwhile print- 
:s are asked to mediate between the two sides 
situation gets any worse. 

-MAKFRS 
ecializes in the creation of official seals. Tt is 
p in the city which is permitted to do so. BY 
hey rype and number of seals which get used, 
ncil can prevent the distribution of false entry 
y c q u  inspections, and the like. The owner, 
led Oskar Silvernail (Dwarf Exp8) and his 
on Liefgute (HakKExpG), spend long hours 

~ ~ t ~ l g  I L K L ~ C L ~ O U S  seals out of any number ofmaterials. 
They sell their wares tu wealthy nobles, members of the 
Scribes c.uiId, and of course the city government, which 
requires h g e  quantities just to do their work efficiently. 
Silvernail and Liefgute put subtle markers in each of their 
seals, which only thev know about.They can spot R forgery 
a t  a single gIance if need be, and while thar doesn't stop 
crirninaIr: from falsifying official documents, it certainly 
makes it easier to track them down. 

Seals sold here run anywhere from 5- SO gp. Nobles use 
them for the prestige i t  brings and most officiaI or semi- 
official organizations in the city must purchase their seals 
here. AI! buyers must leave their name and a permanent 
address with Silvernail. He i s  not IegaIlv permitred to sell 
hir seal to anyone who doesn't do so. 

Silvernail and Liefgute keep 800 g p  in small gems in 3 
strongbox hidden behind some boxes in their workshop 
(successful DC IS Search check to locatel. This constitutes 
their entire fortune. 

~ 

This small, cramped shop specializes in books, and 
it has an image of turning pages painted alongside 
of its front door. Inside, all o f  the books are placed 
on shelves behind a wide counter. A strange toath- 
less old man with a bushy gray beard stares out 
from the other side of the counter. 

The books in this shop may not be handled save by 
po ten td  buyers. They al l  have one thing in common: 
not only are they magic, they all possess some measure 
of  sentience. 

R F S I I J F K T S  

AIbert Boyer has spent most Qf his 83 years hunting for 
books. The rare and the  inu usual were a siren call to him, 
sending him across the world on a l l  manner of treasure- 
hunting adventures. He collected a number of prize 
volumes, a11 of which he kept safe and secure a t  his home 
here in the city When he grew too old to venmre out, he 
opened this shop and found that  the rire voIumes came 
to him. 

~e speciahes in intelligent books - vohmes impos- 
sibly rare, of which he has neverrrheIess gathered nearly a 
hundred specimens. Their topics and siibjem vary; some 
are children's tales, while others are jpeilbwks of the 
darkest magic. There are atlases which verbally describe 
the lands they are depicting; accounting books that are 
happy to do the math for you. One wlurne Contains an 
elf queen's diary, which reads aloud in her long-dead 
voice while another writes stories by enchanting nearby 
pens to write of their own accord in its bFank pages. All 
of them are considered intelligent, as per the mles in 

the Dungcon Master's Guid~.  They possess no pri- 
mary or extraordinary abilities; how- 

ever, many of them (at the DM's 
discretion) may translate their 
words to PCs as ifthey had cast 
a comprehend h p o g c s  spell 
upon them. The more intelii- 
gent books often chat among 

themselves and with their new 
owner, and while ;1 few personal- 

i ty  conflicts have occurred, those 
hooks which make TOO much rrouble 

are quickly shipped off to less controver- 

Albert Boyer: R ~ g l 6 .  

Magic books (971: As per the Dungeon 
Master's Guide. 
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ly 10,000 gp stored a t  nearby banks. His inventory 
comprises t h e  rest of his wealth, as he is always 
reinvestirlE in new items. the rarer and more won- 

from the shelves -voices rhat a n  o n h  be heard I 
1 . 7  , . . I  1 1  

drous, the better. He possesses numerous personal 
magic items: a +2 short sword under the counter of 
his shop, a bag ofholding in his pocket, a set ofbrac- 
ea ofarrror +# on his arms, and a doak ufelvenkind 
across hi5 shoulders. H e  is far too weak a t  his age 
to wield 'he sword, but he will use the other magic 
items to defend himself as best he can. 

ACTIVITT 
Every book in the shop is ostensibly for sale, though 
Abert is reluctant TO part with them. He has to keep 
trade open, however, or else he  has no way of acquiring 
m v  new hooks. Ear more than the having, it's the get- 
ting that stlll fires the old man's blood. TO that end, he is 
willing to sell any book on his shelves, just to give him 
more cash to make purchases. Prices start at IO,OOO g p  
and spiral upwards from there; the Dungeon M u s W  Guide 
lists appmpriate prices, though Boyer has IIQ qualm about 
gouging his customers if he feels he can get away with 
it. He's al6.o wihng to steal books that he can't acquire 
honestly, rhough he always tries to exhaust all of his legal 
options first. Stolen books are always hidden in the back 
of the shnq far away from the others. 

HOOKS 
Any PCs who acquire an intelligent book of any SOIT 

will receive an invitation from Boyer, who will stop at 
nothing to acquire it. If offering piles of gold doesn't 
work, he d attempt to steal it from them (hiring a 
proxy since he is too old to do the filching personally). 
Similar!y, rogue PCs may be approached by Boyer, who 
wishes rhem to steal a book from an owner who is reluc- 
tant to sell. 

e A PC who acquires a book from the shop finds himself 
in a battle of 4 1 s  as the sentient object wishes him to 
return :o Albert's store and "liberare" the remaining 
texts. The results could set the City  Guard after the 
PC for rhievery, but if he dmesn't give in, he must face 
the constant prodding and wheedling of the artifact. 
~n extreme cases, the book may even entice a thief ro 
abduct it and then lay cIaim to its fellows, If sufficiently 
malicioas, it may wish TO eliminate its PC owner before- 
hand.. . 
Ill and feeling his age, Boyer cannot accompany Mathis 
of SchdarS Delight (see location M35) one of their 
buying expeditions. He hires the PCs to go in his stead 
and gi r ts  them a letter of credit for in case they find 
anything worth acquiring. 
Boyer dies, and the shop is put up for auction. The 
books, however, have other ideas. f i e  new Owner is 
Soon driven mad by the cacophony of voices coming 

ne is alone. 30 is tne next owner, 
The PCs may be brought in to in1 
they may be sought out by the cra 
ones who can silence the "voices" (i.e.> the book 
to be their new guardian.) 

T14. SFFIN9 F I T  SPECTACLES 
The windows of this shop are made of strange cur 
that seems to magnify the objects within. The p 
spectacles and eyeglasses - primitive objects M 
nonetheIess in high demand. The owner, Cr;l Ke 
(Exp7), grinds the lenses herself in a worksho 

;s' choice 

ved glass 
lace seIls 
7hich are 
nstngton 
'p in the 
.- -- -- - - back, before fitting them into carved frames of I ~ W L Y  

ash. She has a crude eye chart which she uses to gar 
her customers' vision - hardly scientific, but ~ I I Q L  

to guide her in her wotk. Her spectacles are &gam s 
fashionable, especially among the wizards and schol 
of the Academy District. The spectacles normally sell 
around 25 g p  apiece. Among her other items, she ha 
lens sf detection, which she uses to grind the spectacle: 
fmelv as she can. 

Cyra has a small hoard of 200 gp, which she keeps hid- 
den in a secret space tinder her workbench. Once the 
bench is removed, it requires a successful Spot check (DC 
IS) to find the opening. 

115. HEADQUARTERS OE T H E  CRTFRS 
CjUTLD 

Criers Guild, decorate each one. They a 
as neat ly as possibly, though it is  diff 
I I__ .. - 4 4  - _  * _  __'L_ -f ih-  _:_- -TAL-  I 

Patace Cua'rdsrn'an stands watc 
ensure that they're not disturbe< 
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The front of this building is dominated by a huge 
wooden billboard festooned with all manner o f  
news and proclamations. Elaborate scrolls, written 
in a flowing hand and marked by the seal of the 

re arranged 
icult to get 

t r i e r ~ i  d i i  tu. III ~ U I K  UI t i le M L ~  UI LIIC bitboard. A 
h on either e n d  to 
1. 
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eimer lounge on cnairs ana STOOIS, or srana ready 
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room, there to make as many copies of the l a t f  
news as possible. At the end o f  the Q W S ,  a s 
A:-- - C - - c l - . . .  :sL. ?,.,,rill *,A .. -,.* *c*.,*... -.., 
sheet which comes i f f  the pres; is affixed w 
the seal o f  the Criers Guild. The criers themselv 

* . I  1 t -  I .  1 . , . .  J ... 

to take sheets from the operating press. 

RFSIDFYTS 
The criers a w  normally young men and women with 
strong legs and healthy voices. The Guild prefers younger 
members because its duties can be so arduous. The older ' 
members are easily spotted, however, and most remain i n  
peak condition despite eheir advancing years. The Guild 
Mistress, Anna Detrain, is a former opera singer fallen on 



and other ped 
stage ha!: disc 
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often acting o 
rake their dutit 
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Criers 148 

5. She recruits horn the ranks of bards 
rs, taking in those whom the public 

like herself. As result, most guild 
an air of clownishness to them, and are 

ut when waiting for news to report. They 
:s very seriously, however, and snap to sharp 
1 their printing press gets rolling. 

rain: Brd7. 
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. ... -, . .  -..-_ strongbox in .A 
r r t n t ? i n c  Ann m n  nrintinrr 

,nna Detrain’s office 
l l l L 3 1 1 5  press is worth 3,000 .-vIIL=II1. 7vv SF. I 

gp if it could somehow be sold. 

A CI‘I v I -IT 
The Criers Guild is the closest thing the city has 10 3 reli- 
able news organization. There a r e  30 criers assigned to 
each district, or 480 in all. Each has a series Qf stopping 
points (usually 5-7) where they halt, ring their bell, and 
announcP the news of the day in the loudest possible 
voice. They repeat it three times before moving on to rhe 
next spot, and rotate through every spot in their assign- 
ment thwe times. It’s taxingwork, and smart criers learn to 
rest their voices before engaging in their duties. The most 
prized di~trict  is actually the Humanoid District because 
criers there are only required to read their news from one 
location - amp the great wall - and they needn’t move 
any further than thar. It’s considered quite a cushy post, 
though trte odd bit of rnissde fire from residents of the 
district does spice things up from time to time. 

The most important part ofthe criers’ duty is transmit- 
ting new? of citywide importance, incIuding proclama- 
tions from the City Council. Such incidents are uncom- 
mon, brit produce an immense ~ s p r r t  de corps among the 
criers. They understand rhe importance o f  getting news 
out quickly and have been known to go to hemic lengths 
to fulfill their duty News of this import, however, can’t 
quite pay the bills. So the Guild subsidizes their operations 
by relaying dormat ion  from anyone. For a modest fee 
of I O  gp, the criers will relate any piece of news - wed- 
dings, imnortant meetings, births, deaths, etc. - that their 
clients wish reported. They don’t undertake such assign- 
ments with the same gusto as news from the Council 
(indeed, Some have been known to embellrsh private news 
with cheeky and very inappropriate editonal comments). 
They get away with it only becairse rhey ate the only 
effecrive means of spreading the word - any word - so 
quicklv 

The  Guild pays a criers a rate of 6 sp a day - 1 sp of 
which the guild rebates to itself in membership fees. 
Many crirrs suppIement their income by acting, juggling, 
or engaging in other forms of public performance. 

A villain who wishes to alert the entire city of his plans 
can easily do so through the Criers (Zuild. Messages to 
the K s  can be delivered safciy by this means, without 
risking an open confrontation until rhe villain is ready. 
It can also be issued to deliver ultimatums in outland- 
ish and melodramatic fashion, causing citywide panic 
unless the PCs act quickly. 

116. DOME OE LAW 
One of three marble domes dedicated as monumenrs, this 
large open-air structure is marked by 64 pillars spaced 
evenly around its circumference (one for each corner of 
each of the sixteen city districts). At the center stands a 
stone statue o f a  set of scales with an unfurled scroIl at  

its base. The scroll reads, “The ruIe of  law is tantamount, 
for without law, what are we but savage beasts in the 
field?’ The inscription is written in Common, Elvish and 
Dwarven. The marble floor of the monument is inscribed 
with admonitions to uphoId the ideals of civilizations and 
justice, writren in a plethora of different ianguages. 

If a weight preciseIy equal to 64 priunds in specidly 
printed parchment is phced on the left-hand scale, and 
the inscription is read aloud in any of the three languages, 
the monument moves aside to reveal a secret chamber 
beneath. Secreted within this chamber are a +4 defending 
hgsword and a +4 h r g c  steel shleEd. OnIv the City Council 
knows Qf this location and they are swcrn not to reveal it; 
the parchment can only be found in the inner vauIts of the 
City Treasury {location 13). This treasure was hidden here 
after the humanoid invasion as a resource that would be 
given to rhe city‘s greatest champion in its hour of direst 
need. 

117. D O M F  OF WISDOM 
This dome is identical in Structure to the Dome of Law in 
Iocation 116, save that it is constructed of gray granite and 
not of marble. The centerpiece is an open flame, which is 
constantly fed by oils donated by all ofthe city’s religious 
sects. At the base of the flame pit is an inscription that 
reads, “Civilization cannot govern unlesj it governs wisely. 
For what is the value of knodedge if it does not improve 
the Iife of all7’ The inscription IS written in Common, 
EIvish and Dwarven. The granite floor of the monument 
is inscribed with admonitions of wisdom from each of the 
city’s largest religious sect?. 

If the flame is doused with Special1y prepared oil and the 
inscription is read aloud in any of the three languages, the 
monument rolls hack to reveal a secret chamber. Wirhin 
this chamber is a modified amulet of the planes, which 
requircq a Wisdom check rather than an Intelligence 
check to operate. In alI other respects it functions accord- 
ing EO the descriptions in the Dungeon h.fuster’s Guide. Only 
the c i ty  Council itself knows of this location and they are 
sworn not to reveal it; the oil GMI Q ~ I Y  be found in deep- 
est recesses of the Children of the Crearor Temple (see 
location Jz), as well as in the depths of the Temple of the 



x y  (iocarron yi/) ana m e  xone boa reirowsnip kernpie 
(location 111). As with the treasure in the Dome of Law, 
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CRUEL 
the City  Council decteed that it be placed here, to be used 
only when the city is in its direst need of guidance and 
wisdom. 

118. DOVF OF PFACF 
This  dot^ is identical in structure to the Dome of Law 
(location 116) and the Dome of Wisdom (location 1171, 
save that i t  i s  made of  sea-green marble. The centerpiece 
of is a large statue depicting a human, an elf, and a dwarf 
bearing a sword into a plough. At the base of the statue 
i s  an inscription reading: “Even war is fought with the 
anticipaticn of the peace to follow. Peace Iies in the hearts 
of all reamnabre beings, for in peace aII their gifts and 
abilities come to fruition.” The inscription is written in 
Common. E h h  and Dwarven. The polished floor of tbe 
monumert is inscribed with greetings of welcome in a 

wide variety of different languages. 
If an uwrmed creature dons a special pair of gloves, 

grasps the handle of the statue’s plough and 
reads the inscription aloud in any of the mk -, 

This tall mansion was ominous ai 
even before its current owner took i 
windowless walls stretch up a full tL 
ing the  courtyards and gardens beyo 
eyes. Tapered minarets claw skywa 
exotic air to t he  place, and  the entire 
high for such a narrow foundation, 
tops will collapse at  any moment. There 
known door in or out, and it is barred 
Every now and again a veiled figure em 
it to purchase food and supplies in 
District, but no one else passes thro 
always travels alone and he always reti 
a few hours. Those who have made the 
waylaying this traveler disappear within 
never to be seen again. Neighbors who 
estate fork the evil eye a t  it, claiming t k  
dents are not of this world. 
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reveal a secret chamber. Within it i s  a 
stufFojhcnl,ngwrapped: inawhiteclorh. 
If the cliith is laid upon 
a barren FieId and a com- 
mand word is spoken, the 
field will sprout ;E crop of 
ferde grain within 
the month. Only 
the Cirv Council 

In fact, only one resident is othenvorldIy in 
origin; the rest are his folluwers culIed from 
the cast-offs and misfits of the city's Iow- 
est echelons. Thirteen years ago, the estace 

belonged to a renowned wizard, whose slow 
descent into madness was cunningly dis- 

guised bv his servants. Then one eve- 
ning, he summoned a fell spirit from 
beyond the planes: a rakshasa named 
Adisabah the Cruel, who had onIy 
recently escaped impnsonment by 

er wizard in another plane. Unwilling 
to be bound a second time, he slew his summoner and 
butchered the remaining residents before claiming the 
household as his own. 

In  order to satisfy his immense ego, Adisabah set about 
forming a cult dedicated TO worship of himself. l n  a city 
as f d l  of wild religions, he would hardly stand out. and 
a stable of followers would provide stability while he 
pondered his next move. It wasn’t hard to ferret out those 
seeking direction in their life. Soon, he had over twenty 
devoted foIlowers ready to live and die a t  his command. 
Their numbers have sreadily increased until the estate 
now hold more than three times the number of resi- 
dents for which it was intended. 

Adisabah the Cruel: rakshasa, as per Monster 

these objects, and they are sworn 
not to reveal it; thegloves can only 
be found in a secret location in 
the Counrd Palace (location 11). 
This treasure was placed here a t  
the same time a5 the TRaSUreS 
in the other Domes, and it i s  to 
be used only in times of great 
famine ot disease. 

Followers (60): Rog3. 

Guards (12): War4. 
- -  - _- - 
-__-a. 
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ely commit thievery on his 
10,000 gp in assorted coins 
?red throughout his lair. In 
mrited” twenty spell scrolls, a 
I crystal bdfrom the estate’s 
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LIKIII>C.IVC> ear p d 1 1 1  gruel, iriuugn a iew 01 me rougner 
ones are given better food to keep their strength up; 
Adisabah himself is kept in emvagan t  fashion, dining 
on only the best foods and being entertained through 3 

varietv of grotesque rituals. The upper stories are his quar- 
ters, divided into audience chambers, meditating moms, 
and libraries for his use alone. The rakshasa has armed a 
dozen of his folIowers with scimitars and bucklers to serve 
as guards 

What his future plans are, no one can say. He rarely 
recruirs anymore since he has enough followers to fulfill 
his needs, and he certainly has no interest in the Spire. He 
seems content to lurk in the shadows, drawing no atten- 
tion to himself and gathering his strength for some here- 

the rakshasa say he is terdied of the vampire-nobleman 
Sir Milton Derek (see location H2) and would do anything 
to see him destroyed. Adisabah himsell newer leaves his 
estate, save on nights of  the new moon, when it is  said he 
explores the darkest corners of the city for his own amuse- 
ment. 

14 0 0 Its 
* Adisabah has demanded that his followers commit 

murder on his behalf - as a demonstration of loyalty 
to him. f i e  PCs or someone Close to them are the list of 
targets. 

* Sir Milton contacts the PCs and barsains for their aid. 
One of his followers artempted to infiltrate Adisabah‘s 
cuIt some time ago and has  not been heard from since 
then. He wants to know what happened to the man 
and whether Adisabah (whom he regards as a potential 
nuisance) has learned anything impenant about the 
vampire. 
The PCs encounter Adisabah in disguise, traveling on 
one of his moonless errands. He flees before they can 
confront him, but in so doing, he drops something: 
a false eye carved out of marbles and set with opals 
and  sapphires. Could this be the key to his enigmatic 
plans? 

rzo. EMMA’S SHORT-NOTICE DANCE 
AND R F E I N F M F N T  SCHOOL 

This elegant, unders ta ted  home is large anc 
with numerous windows looking out on the 
thoroughfare. The rooms are spacioAs and f l ~  

I . l  I ,  I , .  , . .  . 

i airy, 
main 
9ored 

in pollsnea hardwood; the lower level is broken 
into a serles of tea rooms, greeting rooms, and a 
large sunllt ballroom flanking the eas tern  end. It 
serves as a school where the well-do-to learn rules 
of  etiquerte and presentation, a s  well as the  latest 
dance steps. 

L 

RESIDENTS 
The schooI is run bv its founder, Emma De Ruse, a 
middle-aged human whose sharp features and under- 
stated elegance help cement her reputation as a paragon of 
deponment. Rumor has it that  she was abandoned on the 
altar by a paramour many years ago, but if so, she shows 
no signs of emotional scars. She dresses impeccablp and 
her howIedge of etiquette extends across several races 
and cultures. 

A half dozen younger women also work here as teach- 
ers, specializing in different styles of  etiqrierte and proto- 
col. 

Emma De Ruse: Ari7. 

Teachers (6): dri5. 
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While Emma’s does moderate business as a traditional fin- 
ishing school - atrended bvboth men and women - its 
reputation lies mostly in an ten-hour crash course devel- 
oped by r mma De Ruse herself over a period of many 
years. Under t h i s  scheme, rough-hewn adventurers and 
those unwed to the halls of  nobility are rapidly mined in 
table rnanqers, proper titles and a whirlwind dance session 
that provi.les the basics of three OT four common steps. A 
tailoring service exists to patch up shoddv clothes, and for 
a small extra fee, De Ruse wJ1 purchase a proper token to 
bestow u p m  the host as a gdt. The cost for this service is 6 
sp, and the client must be free for the entire day leading up 
ro the event for which he or she must prepare. Classes start 
at dawn, n d  continue until the sun goes down. 

De Rusc is a Stern taskmistress who doesn’t take for 
slacking OK She can render hardened warriors little more 
than stammering wrecks and throws even the most seK 
assured snident off of his stride wrth her forceful person- 
aliry. She rries to atrend to each student individually, but 
periods before major events mean a backlog, necessitating 
larger class to get the job done.The sight ofa dozen adven- 
turess all !allowing her rigid instructions in an effort to 
appear presentable before the grand ball often sends the 
other teachers a t  rhe school into fits of giggles. 

HOOKS 
The PCi get wind thai Emma De Ruse has purchased a 
knickknack for one of her students to give as a gdt. The 
item is actually a very dangerous cursed artifact, which 
will cause the death of many people if it is aIlowed 
into a ball OT dance. It’s up TO them to retrieve it and 
prevent a disaster. De Ruse d have it a t  the school for 
a few hours before giving it to her student; she won’t 
believe any stories about the item’s danger, however (it 
looks quite harmless) and she refuses to let a bunch of 
uncouth advenhlrers paw through her establishment. 
While serving as bodyguards of a VIP, the PCs learn that 
a trained assassin has enrolled in Emma’s, in anticipa- 
rion of murdering their client at a ball later that night. 
De Rusr. i s  the only person known to have seen his face. 
The PC.s will need her heIp if they are to thwart the 
killer and prevent the assassination. 
One ot the PCs causes a public spectacle with his 
iincoutli drunkenness. As punishment, the judge scnds 
him to the school fer a full six weeks, forcing him to 
learn h e  niceties of social interaction. If he doesn‘t 
complete the course to De Ruse’s satisfacrion, rhe court 
will fin? him 100 gp. 
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to hold someone or something in. 
Inside, the theological trappin 
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and an assortment of cornfo-rtable furniture, Where 
the altar once stood, there is now a large free-stand- 
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In the daw when this was still a functioning tempXe, the 
resident clerics opened a tereportation gateway between 
here and a trio of nearby kingdoms. The gateway proved 
permanent and the city seized the building to prevent 
foreign enemies from making use of the releportation 
routes.Thep allow the sect that opened it to maintain this 
property, but they cannot aIlow it to do so unsupervised. 

I -  

R FS I II F N’I’S 

Besides the Palace Guardsmen on duty the only NPCs 
to be found here are either members of rhe sect who 
originally owned the building or diplomats preparing to 
receive visitors through the gate. The head of the Guard 
contingent is Liemenant Tauwhisp Highsummer, an elf 
sorcerer with a rudimentam understanding Qf teleporta- 
non magic. He is the only person who can be reliably 
found hcre at any time. 

Lieutenant TauwhEsp Highsummer: Elf  Sor41Ftr4. 

Palace Guards 124): Ftr4-8. 

Priests (5-1 0): Clr2.4. 

Diplomats/mcials (2-5): Ari3-5, or by particular 
N PC. 
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force, wbich he has orders to use only if an enemy 
attacks through the teleportation gate. The big trea- 
sure I S  the gate itself, which is rooted to the spot, 
and cannot be moved. I Ire equippea wltn tneir stan- 

astplate and masterwork long- 
eutenant Highsummer carries 

a wand of Melfs acid arrow and a single baud of I 

A C:TT V r' I? 

The gate is used to maintain relations between the city ar 
neighborrng or ahed  kingdoms. It faciiitates the transpo 
nf Linh-lpvpI dfi'firislc anrl imnnrrmt nhierts. wirhnivt 5u' 

td 
rt 

jecting them to the dangers of travel. As such, it is one of 
the most vital area5 in the entire city. Unauthorized people 
are not permitred to enter the site, and even derics of the 
traveler god must gain the approval of the Ciry Council 
before being allowed to enter their former church. 

The gale forms an anchor for three similar doors scat- 
tered in different kingdoms. The clerics of the traveler 
god ammpted to bind four locations by a common path, 
reducing travel time to an instantaneous moment. Now, 
they must cast the proper invocation in order for the 
&€act to function. A cleric of the traveler god must stand 
in front cf the doorway and casts telcport. The door then 
opens Q ~ I O  one of the other zhree locations (speciiied dur- 

-~ " ' ~  _. . -_II ~ -_-.I I-._ .... ~-~ - - ~  ____, . _.._--_ . -b- 

ing casting), and it remains open for I minute per level of 
the caster. Objects and beings may fieely pass back and 
foah behveen the two points, just as if they were using 
a normal door. It is wide enough for two Medium sue 
beings or smaller t o  pass through at a time. At the end of 
the spell's duration, the door closes and the gate is termi- 
nated. Thhose passing through a t  the time are booted out 
at one end OT the other. This gate is the only one which 
travels to multiple differem gates; the other three only 
open onto this one. The door may not open onto multiple 
locations a t  the same time. 

As to where the gate leads, that depends on the particn- 
brs of the campaign. The three nearest €riendl.j kingdoms 
are the most obvious answer, though one or two of the 
gateways cedd lead to a far-hng locale, impossible fa 

reach hy m y  other means. 
In case of rrouble - an unforeseen activation of the 

gate or the llke - Lieutenant Highsummer has orders 
to dear everyone out of the church and seal che doors. 
Reinforcements can be summoned from the nearby Palace 
Guard Barracks (location 12) and clerics from the traveling 
god can be brought in to counteract any magic that may 
be in effect. The object is to keep &e inmders  contained 
until the doorway closes, then swarm them. Thankfully, 

The clerics of the traveler god take umbrage a t  the 
Council's high-handedness, and refuse te lend their 
talents towards opening the doorway any more. Other 
teleporrers are brought in fo replace them, but none are 
capable of opening the gate. The PCs are sent on a quest 
to find some means of restoring the artifact to its formes 
usefulness. 

* Something Very Bad has noticed the doorway as it 
passes through its extra-dimensional space, and decides 
to drop in for an unwelcome visit .... 

122. HFADQUARTFRS OE THE 
s p T RA LI N q s 11 F LL ( EAVO R TR A D F RS) 

This squat building looks to have appeared at ran- 
dom, jutting out into the road a t  an odd angle. It 

LW I I L  I I ILW ~iir 3iicii h uprriirig, cliiw I >  I i L i c u  w i u i  ori 

enormous knocker, in the shape of a conch, com- 
posed ofwhat appears to be brass. 4 low booming 
echo reverberates up the "shell's'' sides when the 
k mocker is used. 

Inside, the appearance ofa giant shell is undirnin- 

reflecting the diffuse light which appears to come 
from the gently sloping walls. A set c f  steps, seem- 
ingly carved into the glassy floor, winds up through 
the curve o f  the shell, and turns slowly to the left 
before disappearing behind the risiny wall. A huge 
desk neatly stacked with papers stards a t  the foot 
ofthe steps; a smiling, bearded man with his hands 
folding in front of him looks up expectantly at you 
as you arrive. 

The upper recesses o f  the building a l l  contain 
locked doors on either side af the steps. The 
doors cannot be opened without tkie proper key; 
no amount of  strength can break them down. The 
steps ever upwards, the corridor (and doors) 
growing progressively smaller until they terminate 
a t  the shell's higher m in t  i n  an irnDossiblv rninis- v 

d e  door no higher ihan 1 -bot  t a l l  
creatures or smaller may fit throug 

I . . 1  ,- . I 
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d e  door no higher ihan 1- fQOt  tall'lonly f iny size 
creatures or smaller may fit through it). Outsiders 
are never allowed past the front desk, 

The shell itself did indeed appear unexpectedly. The city 
simply woke up one day and there it was. When rhey 
learned its occupant meant no harm, he was allowed t~ 

stay. He paid his property taxes in gold coins stamped in a 
srrange design, and set up his business tight there on the 
spot. Nearby residents have quickly leaned to maneuver 
around his "giant shell," giving it a wide berth. 
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The fellow a t  the desk c a b  himself Clockwatch, and it 
is apparent within rhe first few minutes of speaking to 
him that he is not a native of this plane. He is polite and 
extremely erudite, but his turn of phrase is inordinately 
mannered and he speaks with an accent that no one can 
readily i d m t e .  In his natural form, he has eight a r m 5  
jutting OUI at  different points of his body He keeps them 
hidden br m3gic when meeting with customers, but 
when he i s  alone, they spring out in a bundle, allowing 
him to empge in all manner of clerical activity. His desk 
is divided 'nto a meticulously ordered system that only he 
seems cap ible of discerning (successful DC 20 Decipher 
Script check to parse his system). Naturally, he never lecs 
anyone touch the papers on his desk. 

Stricdy speaking, Clockwatch is  a half-celestia1Jhalf- 
human. He hails from a plane of absolute law, where 
structure and pattern are everything. His purposes here 
are unknown, though he is clearly building an extremely 
complicated web of.. . something (see Activity). No one 
has ever seen him leave the building ot indeed move from 
his desk. He claims to beIong to an organization called 
the Spiraling Shelf, but no one has ever seen any other 
members. The onIy people ever found in the building are 
Clockwatch and his myriad customers, 

Clockwatch: Half.celestial/tlalf-human Ftr6, as 
per the Monster Manud. 

Clockwatch ha5 no gold or magic items, but in 
the top drawer of his desk is an enormous ring o f  
gotden keys. Each key opens one of  the doors along 
the rising steps in the building. Each d Q O r  func- 
tions as a well ofmany wodds, leading to a different 
plane or zlternate dimension of the DM's choosing. 
Clockwatch knows which plane each door opens 
onto, but anyone else i s  on their own (destination 
should be randomly chosen by the DM.) He never 
lets anyone else use his keys under any circum- 
stances. 

ACT I V 1 'Ty 

Clockwatch's ultimate purpose on this plane is a mystery 
H i s  methods, however, are not. He deals in favors -both 
giving and taking away - and business in this district i s  
booming. People come to him when they require some- 
thing that they can't obtain by other means - a hearing 
before the City CounciI, say, or a rare object &om a distant 
locale. He never charges €or his services and he never 
speaks af how he obtains such favors. However, every 
person wbo requests a favor from him is then obligated 
to perform a favor fur him later. Each favor SO performed 
i s  roughly equal to the favor requested, preserving a sense 
of balance in a l l  his dealings. In this method, he is able 
to effect the favors requested of him: A noble who asks 

then be obligated to given another of Clockwatch's c 
ers a n  audience when asked. The web of favors anc 
and received smerches to every corner of the city, fr 
gutters to the highest offices of power. Clockwad 
track of it all through the efficient filing of papers 
desk, and clearly there is some grand overall pat 
what he is consmcting. What it is, however, is a 
question entirely. 

Theoretically, such activity should worry the C 
They greatly dislike mysteries, and cynics belie1 
whatever Clockwatch has planned, it must ulti 
s e n e  a selfish end. This i s  counteracted, however, 
fact that Clockwatch never requests favors for h 
The tasks he demands always fulfii a favor reque! 
another of his customers. Furthermore, those he se 
come of their own free wiu. He does not seduce or 
them into seeking his aid, and he always delivers 
what is promised. Granted, his interpretation of I 

required may be pointedly literalistic, but he neve 
to cheat or subvert his customers' undemanding 
way. For these reasons, the Council is confent to lea - ...... 
be, though a few members stjil advocate keeping a close 
eye on his activities. 
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.egarding the dispensation 
mers must observe- 

physical harm of another 

e possible to accomplish it without the use of 

must be something the customer cannot nor- 
xpected to accomplish on his own. 
must be couched in specific terms; for exam- 
cannot say “destroy the reputation of Lord 
e,” but one can say “plant incriminating docu- 
Lord Highmore’s library just before the cim’s 
stigators come calling:’ 

These tules are unbending and cannot be violated, While 
it i s  rare for Clockwatch to turn down a request for a her, 
his reasons for doing so are always linked ro one of his 
rules. 

As stated above, those for whom Clockwatch performs 
a favor are bound to perform R favor for him in return. The 
process is always the same: The indebted parry receives a 
message in an exquisite sealed parchment, requesting to 
meet Clcckwatch at his place of business a t  the earliest 
oppomnity. No physical bands ever deliver the messages, 
it seems; They are simply there on top of the recipienr’s desk 
QT in some other suitable location. Those who refusc the 
summon.: receive another identical message the day after 
the first m e  arrives, followed by another one a day later I f  
the summons i s  s t d  ignored, the messages begm arriving 
every hour, quickly f a n g  up any space the recipient has. 
After three more days, they begin arriving every minute, 

turning into an avalanche of parchment in short order. NO 
one has ever refused the s~irnrnons long enough for mes- 
sages to being arriving every second. 

When the invitee arrives, he is informed of what he 
must do in order to balance hi5 books. The favor may be 
simple or complicated, easy or hard, and involving any 
number of particulars. There is no way of telling. The favor 
is never beyond the h i s  abilitv to fuifdl, though i t  may be 
a challenge. Clockwatch always seems to know intuitively 
the instant the deed is compIeted. When the the person 
who has been tasked returns to his residence, he finds a 
note, written on the same parchment as the summoning 
message. “All debts are now fulfilled,” the note reads. 

Clockwatch refers to those who perform five or mote 
favors for him as “shells in the spiral,” and he gives them a 
pin in the shape of a shell as a sign of gratitude. They are 
worth 50 gp apiece and composed of a metal which no 
earthly smith can define. No one is certain what wearing 
the pin connotes, but it is not unusual to see nobles and 
powerful members of the city government sporting them 
from time to time as an amusrnglv c~ r ious  bit of orna- 
ment. 

FTOQKS 

a Obviouslv, PCs can become entangld in Clockwatch’s 
web simply by walking up to his desk and requesting 
a favor. The DM can encourage that by keeping one of 
their goals just a little out of reach, but allowing i t  to 
he accomplished with B little aid from the half-celestial 
bargainer. Once they’ve done that, rhpy can easiIy be 
spring-boarded info another advenmre simplv by hav- 
ing Clockwatch call in his marker. 



- and it's not a pleasant one. In a series of seemingly 
coincidrntal acts, unwitting agents performing on his 
orders attempt to incapacitate many of the city's most 
influential figuree In the power vaciiiim which fol- 
lows, carefully groomed agents stand ready to assume 
key v x ~ n c  positions. rn the weeks which follow, order 
in the city will increase to draconian levels as the new 
regime institutes statues, codes and structures intended 
to brinl: "chaos" to a halt. The city S Q O ~  grinds to a 
standsti I, mth residents afraid to go QUt lest they vio- 
late sofie bit of minutia and pav the penalty for it. The 
only ww to avoid such a fate is to perceive Clockwatch's 
uninten tionaIly sinister plan and stop it before it can be 
complered. Alternate unintentionally sinister plans may 
be inserted as the DM sees fit. 
Alternately, Clockwatchk plan may be an entirely benev- 
olent one, designed to keep the city safe and running as 
efficienrly. If something mmes along to threaten his 
plan, it could throw the city into chaos. He d l  need the 
player FCs' help in order to defeat the threat. 

€23.  T H E  MOST HONORABLF A N D  
HOLY MIXED-FAITH E I R F  BRICjADF 

This tall :tone building h a s  a series of small s h r i n r  
on its lows levels, attached to a central library a m  
reading room. The upper stories are taken up b< 
living qui r ters  for the five men and two worner 
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wno awe I nere. A S T ~ D I ~  1s atfatnea TO tne ~uriu- 
ing t k r o q h  a wide swinging gate; a wagon and a 
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team of iorses stand ready to move a t  any time. 
The front of the stables opens wide onto the streets 
and sevetat signs warn passersby that a sudden exit 
is likely. 

Fire is always a terrible prospect for a densely populated 
city. An open flame can rapidly spread from building to 
building, engulfing entire neighborhoods in the brink 
of any eye Bm the City Council has not devoted enough 
resources to develop an adequafe response to a massive 
fire in the city. That's why the members of  several benevo- 
lent faiths came together to establish this volunteer group, 
which fights fire through magical craft. 

mTrvT-w 
There are six clerics and one sorcerer in the Fire Brigade. 
Each repr-isents a different sect, god, OT faith, as appro- 
priate to rhe campaign world. All worship as secondary 
deities eit'ier water-based gods, or those associated with 
healing; a ,ingle sorcerer has been added to aid with trans- 
port. AU of  them are devout members of their respective 
faiths, eve +I the sorcerer. Their religious orders subsidize 
their activ ties, so they can devote themsehes to this task 

believe not only that they are doing a public good, 1 
their collaboration has strengthened the bonds b 
their various sects. Their frank and open religious 
sions are  uncommon thewhere in the city, but bou 
common purpose, they find they can air their difft 
without offending their basic sensibilities. 

Appropriate player FCs whe are interested rn 
their ranks, as long as they belong to a sect that 
already represented in the Fire Brigade, and is corn 
with all of the other sects. They must be at leas gt 
with at least s levels as cleric or sorcerer. 

Merritle the Bold: Sor9. 

Kineas of the Guiding Way: Clrl3. 

Heitel Iteffitmus: Clrl l .  

Sister Persyla Hitan: ClrTO. 

Risot Vaultwalker: Dwarf ClrlO. 

Cretzob Qakustiv: Half-elf Clr9. 

Betheral Lightbringer: Clr8. 
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The only things of value here are a pair of decantars 
ofendlea water, which the Rrigade uses to battle 
fires. The items are stored under the floorboards o f  
the wagon, where they can be easily accessed when 
the time comes. The clerics have only enough 
money to pay for their expenses, amounting to l i t t le  
more than a handful of gold pieces between them. 

ACTIVlrY 
The Fire Brigade members spend their days here in con- 
templation and worship of their individual deities. ~n 
the evening, rhey meet FO discuss mamers of faith in the 
reading room. When the alarm is raised, they leap to the 
nearby wagon, spirrred on both by the speed of the horses 
and by the harte spells which Merritle the Bold casts upon 
them. 

They use no equipment save for their various holy sym- 
bols and die deranters of endless water, which they deploy 
Ilke fire hoses (the geyser a b h y  is used quite often). Their 
prayers are aimed a t  delivering means to keep the fire con- 
tained: control weather to bring rain, cone of cold to reduce 
temperatures at the source, cuw woounds spells to treat vic- 
tims, etc. Merritle uses ;1 u d  of ice spell to keep the fires 
from spreading; the Brigade well undersrands from expen- 
ence that sometimes i ~ s  best course is to contain a fire and 

b let it bum itself out, even ifthat means that property will 
be destroved as a result. 
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:n out in a rough-and-tumble parr of 
.._ ,.,,,,s ask the PCs to accompany them as 

mds, giving them protection while they concen- 
ieir powers on fighting the fire. 
.:gade's decanters of endless t4der  have been stolen. 
: s a t e  asked to track down the thiefand secure the 
of the magic items, or possibly find a new set to 

3 the old ones. 
PCs have accepted a request of bodyguard the 

t: (as above), consider that they may wind tip 
5 into a nap. An evil wizard specializing in fire 

nagic plans t o  summon a particulady cunning efreet by 
tartin); an inferno in one of the city's neighborhoods. 
?doore he doer; so, however, he must neutralize the Fire 
3rigadtL - one of the only groups in the city whom he 
ieIieves can stop his summoning spell. Even ifthey siic- 
:eed ir saving the Brigade's lives, the Brigade may not 
le stroqg enough to stop the wizards larger plan. In this 
:ase, it is left to the PCs to thwart him before he burns 
he citv down. 

114. H O M E  O#JERONEMUS IFTTCH, 
CFUSVS T A K E R  

This aging CI 
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made tc blend more recent work into the origir 
structure. New shingles lie unadorned on the ro 
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lttage has a patchwork look to it. It 
311cIw3 I n , a l l l  signs of repair, but few efforts were 
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conrrasnng wim rrie gaily-pdirir reu VI irieii wider 
cousins. Cracks in the walts have been plastered 
with a trowel, the gray mixture standing out amid 
the whitcwashed walls. I ts owner occupies only one 
room of the five or sa it holds. The rest are taken 
up with enormous piles o f  papers, charts, and 
Files, all packed to the rafters and ordered as if by a 
madman's whim. 

L 4 

This is the home of Jeronimus Fitch, as weu as of the task 
which is groving to be his life's work. 

R F S I D E N ' I ' S  

leronimirs is a thin, sallow-looking man with expensive, 
but heavily W Q ~  clothes. R e  can afford more, he just 
doesn't halve the time to buy them. He i s  only infrequently 
found here, spending most of his time scouring the city 
as part of his census (see Activity). When he is here, he is 
usuallv writing franticaIly, or comparing sers of statistics 

He rnatntains a small army of assistants, who are often 
out and about as well. They are somewhat more sociable, 

in a muddied nlsh. 

I_ 

'\ however, and will be happy to take a drink with visitors on 
the porch of the ramshackle house. J 

Jeronirnw Fitch: Exp7. 

Assistants (34): CornZ. 

leruriirrius 15 W W X ~ F I ~ I ~  wediiriy, w t  i ~ t :  r i w t l r  K W ~  

his cash on hand; it's kept in a series of  banks and 
moneylenders shops scattered throughout the city. 
Neither are there any magic items on the premises; 
there's simply no room. 

nous notes is his exceDtionaflv la! !L= I I C ~ V V  LI ~ 3 3 -  

The only item of note besides Jet 

I Y  

bow, an absurd weapon' that he had constrkted to 
his own specifications. Treat it as a normal heavy 
crossbow, except that it weighs 12 Ihs., does ld12 
damage to Medium size creatures, and cannot 
be fired one-handed at all. The weagon is actually 
sized for a Large size creature, but jetonimus has 
learned how to use it without penalty. However, 
it has quite a kick, and any creature besides 
Jeronirnus of Medium size or smaller who tries to 
use It must make a successful DC 12 Balance check 
(-4 penalty for each size class below Medium), or 
else faall down. The special bolts t h a t  he had crafted 
for the weapon make it even more dangerous and 
unprediaable. Treat them as +Iflaming burst bolts, 
and he has 20 of them. For that reason, he won't 
fire this rathw prrpntrir w m m n  indrinrq fnr fpar nf 
setting firE 

A C T I V I T Y  

Jeronimus, having inherited a considwable fortun? ham 
his late father, is undertaking the unthinkable: taking a 
census of the entire city in a n  effort to catalogue each and 
every occupant. The ciry government long ago abandoned 
the idea as ludicrous, but Jeronimus is as yet undaunted. 
Starting with the city's official property ownetship files, 
he has slowlv built a mountain of basic information 
about a surprisingly Xarge percentage of The populace. 
His research classifies residents by race, by income, by 
neighborhood of residence, and by profession. Families 
are catalogued by household, by number of children, 
and by net income. Unique residents, such as Sir Milton 
Derek, receive their own file. The fact that  new residents 
are born and old ones die all the time while he proceeds 
with his work daunts him not at all ,  and while rhe list i s  
still hopelessly inadequate, Jeronirnus devotes himself to 
ir  with boundless energy. 

His assistants routinely venmre forth to catalogue new 
entries into the ciry, new property owners, and similar 
data. They bribe the guards  a t  the gates to provide infor- 
mation on new arrivals, check with the Harbormaster to 
note any immigrants on incoming ships, and painstak- 
ingly ttavel street bv street to record every homeowner, 
resident, and stray cat that they can. It's an u p h d  bade, 
but Jeronimus pays well. Bit by bit, inch by inch, they are 
slowly moving closer to his ultimate goal. 

The city government considers him n crackpot, though 
they also realize that his information has some worth. 
Unfortunately, he harbors a deep grudge for their refusal 



asking for help is treated to a blast from his oversized 
crossbow, which he aIways seems to have with him. Other 
visitors are welcome to what infomarion he can provide, 
but he never gives anything away for free. Since he doesn'r 
need money, he ofcen sends them out on fact-finding 
missions, canvassing a number of square blocks based 
on how mrich he feels the details they require are worth. 
Evervthinq is catalogued and placed in his growing pile of 
papers. So-neday, he promises, the city will have the most 
comprehexive set of facts about itself that anyone could 
provrde. 

HOOKS 
Those looking for information on a given individual 
could dri worse than to consult Jeronimus. While them's 
no guatentee that he has any pertinent information (and 
even if he does, it may be out of date), rhe sheer volume 
of names and addresses makes him a t  least as good 
as any vthet source. Of course, in order to gain such 
information, the PCS may need to serve as his assistant 
for a few days, covering 3 few blocks of territory in an 
attempt to catalogue the residents, or offer him swme 
other form of bribe. 
Jeronimus wishes t o  take a census of che Humanoid 
Districr and has prudently decided to hire some body- 
guards -- namely, the PCs. They will have to keep him 
safe as he prowls through the most dangerous areas of 
the entire city and even approaches the nonhuman resi- 
dents w:th questions. 

m Someone on the City Council needs some information 
which Jzronirnus has. They task the PCs to get it from 
the cen>uS taker by whatever means they can. 

A N D  ANTI-DFTFCTION M A q T C  f 
ALL OCCASIONS 
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This elegant building appears very well-furr 
and tasteful on the surface. The walls are m; 
polished granite, with the gently sloping roof I 

h g  slightly higher than tht ng buill 
The doers are all made of e: k, and t 
ver-gilt sign proclaiming the narrie or the est: 
rnent gleams attractively in the sunlight. It i 
upon closer inspection that this impression 
way to something darker. There are no windows in 
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the building, andonly  two ways in and out. Both of 
the doors are banded with iron and an imposing 
lock adorns each one. Stepping inside reveals that 
the doors can be barred against intruders, and visi- 
tors must pass through an additional pair of small 
gates before reaching the interior proper. 

Inside, the place i s  much the same. Delicate 
murals are lit by a series o f  globes apparently 
imbued with continual light spells. The stone floors 
are adorned with expensive rugs and velvet curtains 
adorn the doorways - which are oddly large for 
their apparent purpose. The main chamber has  a 

. r o , , , .  . I  r ,  

pedestal lit from above by a light pointed directly at 
its surface. 

series OT paaaea cnairs, as well as a single marble 

As the sign indicates, the Spy's Demise sells devices 
designed to detect others or to prevent their owner from 
being detected, a5 well as objecrs rhat enhance their users' 
natural charisma. with  the politics and skullduggery of 
this district, such products are in high demand. Most 
visitors never get past the display room, where wares are 
shown, one a t  a time, to prospective buyers. The objects 
themselves are kept locked in the basement, behind a 
heavy portcullis requiting a successful DC 30 Strength 
check to lift. Other wards and protections are found 
throughout the premises as discussed below. 

R FS I D FNTS 
The Spy's Demise is run by Quentin Whisper, a well-bred 
and onIy slightly oily purveyor of  some very expensive 
magic items. He dresses opulently in clothes of scarlet or 
purple, always cut tD the latest fashion and adorned with 
a belt of pure gold. His fingers are adorned with a few 
rings too many, and his exquisitely coifed hair is slowly 
succumbing to inevitabIe baldness. Those who speak with 
him are charmed by his good diction and impeccable man- 
ners, but ultimately leave feeIing a little unsettled, as ifhe ,- ~ 

had probed them for deeply held secrets. 
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lie to the most prominent citizen. The city’s elite are 
smn turned upside down: preparing for phony dragon 
invasions, elevating impovenshed fsilures to nobllry, 
and embarkmg on projects of unimagined lunacy, all 
on account of some outrageous fabrication. The City 
Council, disgruntled at the chaos this has caused, asks the 
player PCs to track down the source oceach lie - which 
eventually leads them to Whisper’s door. 

126. BRONAUX’S EKFFLANCF DEBT 
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of whom he knows by name) and return his property 
Whisper offers a strange (and secret) contest to his most 
valued customers: He will award a nng of mind shTeIdmg 
to whoever can successfdly pass off the most outrageous 

This long stone building has the air o f  a local tavern 
about it. Men behind the structure are sampling 
from a beer keg, while two in front are blowing 
smoke rings from long meerschaum pipes. They 
all physically fit, however, and their dark stares 
speak to harsh thoughts behind those eyes. The 
sign above the door reads, “Bronaux’s - We Break 
Skulls.” 

Inside, the place contains several card tables, a 
bar serving mare cups of beer, and a strange organ 
I I I I., . I., 

carnival somewhere. More men are lounging about, 
nearly a dozen in all, all putting their feet up and all 
taking sharp notice of  any strangers entering their 
space. 

RCSIDENTS 
Bronaux Felltree, the QWtIef of the establishment, used to 
work as a mercenary fighter. He combined a good military 
Sense with keen business instincts to notice3b;ble effect. 
When he retired, he came here to open this business. 
He and his fellows are debt couecctors. In exchange for a 
decent commission on what they can extract, they con- 
vince those who are delinquent on any rype of payment to 
settle up what they owe. Most ofthem are retired warriors, 
like Felltree, who are just looking for a way to pass the 
time (purcing the squeeze on debtors isn’t nearly as strenu- 
ous as actual fighting). They use this building as an unof- 
ficial clubhouse, and most spend long hours here playing 
cards and toasting to each others’ health. They know sheir 
business, however, and while they may be taking it easy, 
they haven’t let their skrlls go to seed. 

Felhee is a gruff, middle-aged dwarf whose ?carred 
face and salt-and-pepper beard speaks to a long life full of 
hard choices. He has a penchant for whittling, which he 
can be found doing a t  a l l  ~ Q U T S  of the day; a row of Iirtle 
carvings sits on the edge of his very mesq desk. He never 
carries a weapon on his person other than his knife (treat 
i c t  as a dagger, if the need arises). But the coat hanger in his 
office is actually his old battleaxe and shield mounted on a 
pedestal, within easy reach should he need them. The oth- 
ers are all skilled fighters, with plenty of weapons handy 
should trouble breaks om. 



I 

Bronaux Felltree: Dwarf Ftr7. 

Other Debt Collectors (15): Ftr4-5. 

Felltreewears an + 7  bmmtphte. Four of the remain- 
ing mercenaries have + l  longswords and WE P O 5  

sesses a set of gogauntlets ofagre power. At any given 
time, there i s  about 300 gp in petty cash, loose 
change, and gambling money on the premises. 

GOVERNMENT DISTRICl 

ACTlVTm 
Contrary 10 their rough and tumble image, Felltree’s boys 
are aCFUaI!y very respectable. They don’t collect debts 
for just a n v m e  and they’re certainly not a gang of thugs 
for hire. Every case they take must have a notati~ed 
receipt frcm the city Treasury (lomtion 131, recognizing 
the claim as Iegitimate and authorizing Mltsee to act 
upon i t .  without that receipt, FeUtree simply wont act. 
Furthermrm, he and his men refrain from physical vio- 
lence or wholesale destruction 05 property Everything 
they do stays well within the law, and troublemakers in 
the group are uslrally beaten senseless by Felltree before 
being fired. 

That doesn‘t mean they can’t be intimidating, however. 
FdEree’S boys have refined the menacing ghre into a fine 
art, and they rardy resort to actual brutality because they 
rarely need to. The sight of a half-dozen of them hullung 
around a recalcitrant storekeeper is enough to light a fire 
under anyone’s toes. Those who contract Feutree for his 
services ate not often disappointed. 

The Citv Guard lets Felltree prosper because he takes 
problems off of their plate and he’s obviously not in 
league wjth any of the city‘s criminal element. Because of 
Felltree’s screening process, clients don‘t exactly nvarm 
him and his partners. But those that he accepts are always 
w i h g  to pay well in exchange for the satisfact inn of 
getting what’s owed to them without going outside the 
law. When a complaint is filed, Felltree simply gathers up 
whoever ha5 been loitering around his place and goes into 
action. Wien the job is done, they return here to drink it 
off and ccntinue the hard work of enjoying rheir retire- 
ment. 

HOOKS 
* Felltrees boys collect an item from a mvsterious debtor, 

only to find that the man who hired them has died. 
They rrtain possession of the object, which carries 
with it 1 pawetful curse. One by one, the company 
will go mad and die, possibly cau5ing a great deal of 
damage to others in the process. The PCs are brought 
in, e i t h r  by F e h e r  or by an outside party to lift the 
curse. They t a n  do so simply by removing the objecr 
(which the  company ~ d d  resist and would reSLllF in 

the curse being placed on the Pcs’ head5 ati 

by devising some different way of  br--17i-* +L 
hold on its new owners. 

127. PARADE  ROUNDS 
This open area of ground in front of the I 
Barracks is used for marching, drilling, and 
cisps. There are usually several dozen Palace 
here, sometimes as many as one hundred 
down into hvelve-man iinits and drilling v 
efficiency. In the early days, the grounds wen 
but the great clouds of dust which the marc 
up became a nuisance and an eyesore. Craw 
quentIy laid down, giving the ground a sk.- ~ . - ,  .--.. 

that  distinguishes it from nearby territory To the west, the 
great arch from the Palace Guard Barracks rises above a 
long cobblestone path, which ends at the gates to the City 
Treasury. 

?alace Guard 
similar wet- 

& Guardsmen 
, all broken 
vith ruthless 
2 simply dirt, 
hing kicking 
I I  was subse- 
I ~ P - ~ R V  lnnk 

128. G R A I N  STORFS 
The city has not fallen under siege since the humanoid 
invasion and the Tegular trade flow means that food is 
always arriving in great quannties these days, but the City 
Council believes in preparation. To that end, they have 
prepared a series of storerooms, Ilke these, which hold 
stockpiles of grain in anticipation of disaster. The build- 
ings in this district are converted strong points: fortress- 
Lke mansions purchased by the city and filled t~ the brim 
with dried grain. Similar locations are scattered through- 
out the city A Pdace Guard patrol unit i s  assigned to each 
one, though they watch for saboteurs more than thieves. 
AI1 told, there is enough grain to feed the entire popuh- 
tion ofthe city for one week - a staggering amount when 
YOU consider just how large the city is. The Council has 
never had to tap the grain stores, but specific protocoIs 
exist determining cxacrly when and how it should be 
made available. 
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I I his bHilUing was constructed out QfrOUgh granite, 
quarried from the nearby bluffs o f  the Dwarven 
District. I ts walk have been carved to resemble that 
af the Law Courts building (location F16), though 
they are much smaller and less refined. A large set 
of  scaler; has been mounted over the doorway and 
a slogar reading, "Fairness, justice, and Truth" in 
Qwarveti has  been chkeled beneath it. 

Inside, a small desk and a shelf full of scrolls 
crowds :he humble entryway. A rather bored-look- 
ing human clerk sits a t  the desk dutifully copying 
bits o f  trinutiae. Beyond it l ies a large central cham- 
ber furnished in the manner of a city courtroom. 
The judge's bench is a bit higher than normal and 
shaped 'or a dwarf. An oak docket and several rows 
o f  benct-es complete the room, while doors on the 
left and right lead to the judge's private chambers 
and a sr ia l l  library of legal texts, respectively. 

I 

It's drudgerour; work and severely woundq Dunderbrock's 
pride. !-le keeps threatening to quit. but StonernettIe 
knows ~ t ' s  liKk more than ernptv words Dunderbrock has 
a gambling habit, and withour rhc (very good) money he 
receive:; here, he would m n  doul of some fairly nasty PCs 
to whom he's in debt. 

Bristol Stonemettle: Dwarf Expl 1 . 
Wills Dunderbrock: Ex+. 

Dunderdock has a lockbox under his desk, where he 
stores court fees; it usually contains about 100 gp 
in various denominations. He often skims from it, 
but Stonemettle doesn't call him on this too often. 
The judge hrmself possesses a r i g  o f t h e  rum, 
which he uses to blow the doors off of taverns when 
he's ori a bender. 

,ZC'1'VVI'l-k, 

The casm-s tried here do not involve criminal defendantq. 
Rather, Stonemettle hears civil cases involving money 
loans, graft, and similar disputes between private This co~irtroom has been JegaUy sanctioned by the City 

council, ],lrt it is privately mun, founded and presided over citizens - cases that uTould ath- 1 eru'iW clog 
the official courts and take years before thev are by Bsistol Sronemettle. Instead, it is used to trv civil cases 

in wh:ch all parties involved have agreed to aTgW their heard. 'Or a fee Of'  pet pa'vT t @ n e m e t r l e  
evident?, listens 

settle much more quickly than it would rake to have their 
case heard in the C Q U ~ S  of Law. 

/! ' 
i cases before Judge Stonemede in hopes that they can their pleas2 hears 

RESID E ET 'S  

The HonrirabIe Bristol Stonemettle presides over the cases 
tried hew. He is a heavyset dwarf with a noticeable gut 
and cheeks splotched with gin blossoms. Despite his over- 
indulgenve in food and drink, he i s  a respected judge 
and has presided over many prominent exes in the 
last cenrury. H? set up shop here as a sort of unof- 
ficial reti-ement, 110 longer wilIing to endure the 
rigmarob of the Law Courts, but stril relishing the 
chance to practice law. Here, he could render decisions 
in civil c:sses, issuing decisions to which both parties 
could agr :e, and collecting a hefry fee for his services. 
On the bmch, he is crusty and no-nonsense, given to 
droning Iectrises about the lener of the law. off-duty, he 
is boisreruus and rather crude. He Iikes his liquor and has 
a penchas t for short human women t h a t  gives even strong 
supportrrs the creeps. But he knows his job, and rhe logic 
of his numerous decisions is enough to keep hls clients 
from rearing each others' throats out. 

His clerk is Wills Dunderbrock, a formes advocate 
fallen on hard timps. He makes his living here, running 
errands fcr His Honot and taking care ofthe countless lit- 
tle tasks that  Stonemettle doesn't want to handle himself. 
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ana  renarrs a summary juagmenr rnrenaea to settle tne 
matter. Both parties agree ro abide bv his decision? before 
the case begins; both may hire advocates if rhev wish, 
but they ’nust pav for such representation themselves. 
Stonemen le aUocates no more than a single day for each 
case; as the shadows grow long and the taverns start to 
open, he lias a penchant for cutting arguments off and 
rendering a decision on the spot. His judgments may be 
cold and b arsh, but they always follow the city’s laws, and 
he can quote precedent from earlier caws with surprising 
ease, cons dering his drinking habits. The winning party 
receives 3’1 edict stating the ourcome of rhe case and the 
rnonev, goods, o r  services ro which he is entitled. If the 
loser doesrit abide by the edict, the Civic Guard accepts i t  
as ground< enough to act. 

HOOKS 
In a night of drunken revelry, Judge Stonemettle a n d  a 
player PC hit i t  OK When the dust settles the fdlowing 
morninq, the dwarf is nowhere to be found and the PC 
has a writ authorizing him to act on the judge’s behalf. 
He may tn‘ to duck oiit of the responsibility, but there 
are several large nasty clients waiting who will hunt 
hjm down and force him to hear their cases. The other 
PCs wili need to find Judge Stonernettle if they want to 
save their fnend from a s t u l t h n g  hfe on the bench. 

€30, PFTITIONFR’S SQUARF 
This wide public roadway has become a meeting place for 
every crank. hothead and malcontent with a gripe against 
the city pvetnment. h Council edict Iong ago stipulated 
this area 3s “a meeting place where all arc free to speak 
their minds,” Ieaving it open KO those with lots to say and 
nowhere else to say it. Soapboxes and makeshift stages 
line the street, filled with political ranters and firebrands 
venting their outrage over every coiiceivabfe issue. Here, 
someone ynighr complain b u d h  against the Ciw Guard. 
A little furrher down, someone mny be r a i h g  against the 
existence of the Hrrrnanoid District. Their rants rarely 
have anv religious overtones - eccentrics of that stripe 
can be found in the Park of the Divine ITista (location J7) 
- nor do they attract street performers, who find their 
audiences in the Razaar and the Entertainment Distrjct. 
Most of tiose who speak here are harmless eccentrics 
from the fringes of society, while a few are more serious 
individual 5 who just want to blow off a little steam. Only 
a tiny handful a r ~  actually dangerous. The Palace Gunrd 
keeps a close eye an things,  but thev are forbidden t o  
act agains anyone as long as they limit their actions to 
mere spee:hes.The City Council treats this as an essential 
“safety val -e” to rekasc tcnsions in the city, and won’t hcar 
of its p a r  Ins being harassed. What happens when those 
patrons If: we the square is quite another story, however. 

Arerage speaker (varies): Com3. 

Palace Guard (12): FtR-8. 

Palace Guardsmen wear rnasten 
and carry a masterwork longsword 
weapon. They may carry a + I  longs1 
discretion. 

I as their primary I 
word at  the DM’s I 

1311. DIPLOMATS’ MANSIONS 
Each of  these opulent mansions is reserved for ambad 
d o t s  fiom foreign lands whose permanent job it is t 
ensure smooth relations between their homelands and th 
ciry. They were designed and decorated to accommodate 
the whims of residents who may stay in the place for no 
more than a few years: the main walls nondescript and 
plain, the interiors spacious but unfurnished. They are 
technically owned by the city, each protected by sentries 
from the Mace Guard, and are loaned oiif to diplomats as 
a gesture of respect. But for a11 intents and purposes, they 
belong to whichever diplomat occupies rhem and deco- 
rated as he or hi5 nation sees fit. 

The specifics regarding which diplomats live here 
- and their general attitude towards the city and its 
inhabitants - depend on the speufics of your campaign 
world. As DM, you should fill it with ambassadors from 
whichever nations populate the world, adjusting their 
StafS and personalities appropriately. Nearby lands will 
lskely have a permanenr ambassador in the city, a 5  wiU 
m y  nation with particularly close political connections. 
On the other hand, the city avoids making permanent 
allies, since they have no wish FO become enrangled in the 
vagaries of outside politics. Neither do they seek to foster 
enmity with any nation - even an evil or aggressive one 
- since doing so would disrupt the delicare balance nec- 
essary to maintain peace in the city. The occupanrs of these 
mansions - whoever they are - will have their own 
agendas, of course, but must also respect the city’s need to 
maintain order. 

Only those foreign nations that have maintained fnend- 
1y relations with the city for a suitably long period of time 
will receive the favor of one of these mansions for he i r  
ambaswdors. 

Average Diplomat: Ari9. 

Palace Guard (101: Ftr2-8. 

Palace Guardsmen wear masterwork breastplate 
and carry a masterwork longsword or masterwork 
halberd as thetr primary weapon. They may have a 
+ 7 longsword or + 1 halberd, as the DM sees fit. 

Otherwise, the treasures found in these man- 
sions should be appropriate to the rank, nation of  

- - 
in question. 
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smoothly. Quests set within that 
tent1 to focus on the plotting and scheming of the 
i movers and shakers. Nothing happens by accident 
e Grvernrnent District. Every action has a root cause, 
*h rrquires care and diligence to seek out. A seem- 
? inrocent beginning could easily Iead advenmrers 
a sea of crosses and double-crosses, skullduggery, 

p n d  plans mapped out along an iidinitely malleable 
ical playing board. 

p o ~ r ~ i  CAL C~AMFS 
PCS with, interest in the political side of the city can 
find plenty to  occupy them within the Government 
District. Were, the passage of laws takes on the aspects 
of epic cxnbat, and secrets and information become as 
vaIuable 1s gold. Those with an interest learn to play the 
game in hopes of improving their prestige and power.. . 
and perhaps even join the City Council itself one day. 
Historically, even 3. middling career on the City Council 
will lead in time to a noble title - and with it, an annu- 
ity fmm a grateful city and the right to live in the elite 
Nobles District. Campaigns of this nature tend to focus 
on the Councd Rhce (location XI), where most of the 
politicd dickering takes place. As the campaign proceeds, 
the actmn moves to other locations, as the PCS use social 
gatherings, secret meetings, and official events to Flav 
their mbrle games uf i n ~ g u e .  

The first step in running a political campaign is to 
define the PCs' goals. This should entail both long-term 
and short-term goals: those which can be achieved in just 
a single adventure, and those which wilI require nme and 
care to fully realize.Their goals could vary. They may wish 
to prevent a certain personage from exerting his influ- 
ence on the Council. They may wish to see the city focus 
its resources on specific areas - preparing for an inva- 
sion, for example, or clamping down on evil cults. W h a t  

the player PCs hope to accomplish wdl guide every step 
thev take within the vipers' nest of the Council Palace. 

Once their goals are set (or at least articulated), the next 
step entails the creation of allies and enemies for them. 
This will spring quite naturally from their stated goalr: 
Thow who mill benefit from their activities wiIl become 
akes, while those opposed will became enemies. They 
might liwe already made adversanes on the Council, 
such as  sir Milton ofthe Lamplighter District or Osgood 
Antarax kom the Humanoid District; such enmity will 
doubtlesc trickle down to the lower echelons of power, as 
followers line up against the PCs for perceived t r ansg re  

1 sions. 

The twisted web of friends and foes creates a natural 
fodder for adventure ideas, as the PCs jostle for position 
and favors. A pattern of give and a take settles in; the 
PCs may be asked to perform certain tasks in order to 
gain thra goodwill of a key noble, for cxample, while an 
enemy of theirs may need to be stoppvd for committing 
Some underhanded deed that will hurt their position. In 
between, opportunities will arise for the PCs to advance, 
seize opportunities, QT achieve some of their short-term 
goals. As they advance, new alliances will be made and 
new enmities formed, ptornpting a wFole new round of 
favor trading and new opportunrties fm adventure. They 
wiIl haw to balance the needs of their new position wirh 
their own personal desires, and fulfil1 responsibiliti~s pre- 
viously unknown within the campaigr. The higher they 
rise, the more power they amass, until thev stand a t  last 
among the greatest in the greatest ciry in all the world. 

A political campaign can make an excellent coda to 
3 successful adventuring campaign as the PCs, having 
amassed wealth and fame in their travels, now seek to 
parlay it into social status and legacy that will Live on 
after them. And while most poIitical campaigns will 
focus on charismatic or socially-based PCs, it can ea& be 
expanded to include any number of more ashomoriented 
PC types. Rogues can be sent out scouting missions, to dig 
up dirt  on rivals or uncover secret information that could 
benefit the party. Fighters can be used as bodyguards, or 
tu flush out assassins when the PCS' enemies start playing 
hardball. Wizards and clerics can use scryinng magic to 
peer into their enemies' minds, or to as;ist allies in secur- 
ing arcane knowledge. Clerics can also iisc the Diplomacy 
skill to make friends and gain influence. Spellcasters are 
also part to some of the most important institutions in 
the city such as the Arcane Academy (location K2) and 
the various temples around The Spire. Their connections 
there could have a profound effect on their comrades back 
in the Council Palace who are workmg hard to meet their 
collective goals. 

Action-onented adventures can affecr the PCs' political 
fortunes as welr. Thwarting a threat to the city is bound to 
endear them to citizens and nobles alike.. . though SOITIF, 

who may have counted on a disaster to seize more power 
for themselves, might set them into their cross-hairs. 
Even smaller adventures can reverberale within the halls 
of power. Corruption is everywhere wth in  the city, and 
airing it out angers those who benefited from it. Re5cuing 
B ship from a sea monster may endear them to the shipi 
owner, but upset his rivals, who were hoping that fate 
would eliminate h e i r  competition for them. Vanquishing 
a barrow wight could earn perks wirh the city's holv 
orders, but looting its tomb could incite the wrath of the 
noble family to whom the wealth belongs. The effects of 
any srich political fallout will be fell here, in the halls of 
power.. . and if the PC want to do anything about it, they 
may have to put on their best clothes, a r d  learn ta fight an 
entirely different sort of battle. 



T H F  PALACE CjUARD 
Campaigns centered around the Palace Guard are very 
similar ro those based around the ordinary City Guard 
(see Queas in the Guards District chapter, page 345). The 
city’s elite military force takes on members of all classes, 
serving in a variety of positions and providing a n  excellent 
structure for adventuring. 

The key difference is that a Palace Guardsman must 
often sene as a bodyguard. While aLI Ciry Guardsmen 
are expected to keep the general populace safe, Palace 
Guardsmen are often assigned a specific figure, with 
whom they travel and whom they protect as a specific 
duty. This figure could be a feIlow player PC, or an NPC. 
The former option allows for greater sense of egalitarian- 
ism, while the latter permits the DM to guide the piayers 
into new and interesting situations. 

Anorher key distinction is in the Palace Guard’s relarion 
to the Treasury (location 13). Nor only are they charged 
with protecting the city’s biggest single Source of wealth, 
but they must safeguard the transportation of thar wealth 
to the Treasury itself (this includes acting as bodyguards 
for tax collectors). The are also charged with arresting 
forgers. While based in the City T r e m q ,  their duries 
could take rhem to any corner of the city, in pursuit of 
those who scheme to bilk the city of its hard-earned mom 
ies. 

There is alqo the opportunity for more traditionaI forms 
of adventunng both within and outside of the city. As an 
elite unit, the Palace Guard may be sent on diplomatic 
missions to faraway locales, guarding important figures or 
standing watch over rare and valuable objects. They may 
be asked to combat threats to the city’s safety, traveling to 
distant lands to uncover dangers from traditional fantasy- 
style campaigns. And of course, such threats often arise 
horn within the city itself, leaving it to the Guards most 
prestigious members to handle. 

Palace Guardsmen mu5t live a t  the Barracks (location 
I2), and they are expected to adhere to a strict code ofcon- 
duct at all times. Palace Guard PCs are expected to adhere 
to a code of conduct consistent with their sranding. They 
must obey their superior officers without question, man 
their post? unfadingly untd reheved, follow the protocols 
of the Palsce Guard, uphold the honor of their fellows, 
and defend the city from aU h e a t s ,  internal 01 external. 
Failure to do so results in punishment, reduction in rank, 
or even expulsion (in which ca5e they may never serve 
in the Crry Guard again, much less the Palace Guard). 
However. repeated success in their missions and a record 
of disringtiished service might grant them some leeway 
in terms of gaining more private quaners in the Barracks 
and a little more wiggle room in obeying rules and regula- 
tions. Players are asked to make sacrifices when they join 
the Palace Guard, but they should feel the benefits as well: 
additional prestige, more ~ ~ S O U T C F S ,  higher pap and the 
ability to call on their colleagues in this elite force when 
necessary. 

4 
1.1, 

YLS wno excel a t  rneir auties mav rlse to tne rai-rk nt ---- 
commander, with numerous Guardsmen under tht 
trol. Such PCs will ofien get sucked into the pol 
the city, turning the campaign into a variation of “E 
Games,” outlined above. But they can aIso serve as t 
guard for major events in the city’s h i s t~ ry  - ink 
religious revelations, natural disasters and the like. 
PCs advance in leveI, the tasks they are asked to p 
increase in difficulty until they M e  their fellow off 
the Guard, as revered as the city’s greatest heroes. 
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i T H E  CjROVF 
mtion  T5) is a testament to natural 

inmic‘u wirn magics that c o e x i ~ t  in harmony with 
bund it. But those magics are very powerfuI and 
ut of control it+ not governed properly. Signs 
e seen in the odd lawns at  location 19, or in 
adventure hooks a t  the Palace Guard Barracks 

2). If handled properly, it can even be spun out 
ire campaign. lnasrnuch a4 the grove embodies 
t is the idea of proper balance bemyen nature 
itian, confirming to all  who view it that the two 
[de-byside But if that balance were somehow 
it could become a terrible conflict as nature 

es to assert itselfin the heart of this urban district. 
a h ,  the incidents would be minor and the grove 
not necessady seem to be at the heart of it. The 
Giiards Barracks, with its eiven-inspired architec- 
x , d  exhibit unuswal behavior, as described in its 
%tnral locations, such as the Willowbacks’ home 
)n IS), could suddenly sprout wild new growth, or 
a sylvan monster from outside the city. More build- 
iuld disappear, replaced by the strangely luxurhnt 
if location 19. And trees in the district could subtly 
I their position, moving from one side of the street 
d e r  for example. 

Luermally, however, the phenomenon will become 
more dargerous, threatening nearby buildings and peo- 
ple. More trees spring up, suddenly and withour warning. 
Root systems expand with supernatural quickness, dis- 
rupting l-uilding foundations or paved roadways. Sylvan 
monsters appear without warning, attadung random pass- 
ersby.nri capper is the Grove itseE, expanding far past its 
borders while the sentient trees who guard it turn actively 
hostile against what they refer to as ‘meatIings.“ 

The finaI straw comes in an overt act of war. Treants 
and sirnilx creatures, bound5 up in a mystical spell, come 
pouring put of the grove to make war upon the city. Their 
aim is EO cripple the Government District and throw the 
remaindrr of the city into chaos, spreading growth and 
foliage until nothing remains bur green. Their ranks arp 
constantly replenished from the Grove and while the 
Gund can hold them off for 3 time, they will eventually 
QVeITUn the city uidess they are stopped. 

Obviously, the PCs can work TO contain the damage as 
the crisis p m s ,  and perhaps seek answers as to the cause.. . 
which cotdd be any numbrr of things.The most straightfor- 
ward example is an evil or misguided druid, possibly Leader 
ofthe Circle Angus fromThc Spire District (ser location J9). 
ne seeks ra “restore the natural balance” by first driving the 
Grove mad and then setting it loose against this, the smn- 
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beIieve that they orchestrated ir deliberately. The ancient 
battle over the Spire could be fought mew, only this time 
in closer and deadlier quarters, with civilians in the middle 
everywhere. 

Whatever the cause, it will be up to the PCs to uncover it 
and revtme i t  ifthey can. Clues should be planted through- 
OUT the developing crisis, allowing them to investigate  OS- 
sible perpetrators and slowly learn why this is happenmg. 
Between saving city residents from slimbling mounds 
and keeping the halls of government f n m  colIapsing into 
rubble, they could grow closer to the miscreant a t  the heart 
of ir all. Then at the climactic moment, as Runam wood 
comes charging headlong upon bnsinane, they discover 
the means of halting the disaster. Jt W;U ahnost certainly 
mean working through streets gone mad with sentient 
undergrowth, and possibly fighting theit way into the heart 
of The Crrove itself. ATernately, the solurion could lie else- 
whew, in a hidden corner of the ciry where no one would 
think 10 lmk. In that case, the climactt: revelation would 
consist less of battling the forces which stand against them, 
and more of simply learning the revealec; facts and learning 
the proper way to turn back the calamity. 

Even if the PCs successfully halt t r e  trees’ advance, 
the incident will leave lingering wounds that  take many 
years to heal. Some in the city w d  wart to see Khe Grove 
chopped down, lest the magic which drove it mad return. 
Others will be even more extreme, cnhig for the desmrc- 
tion of every tree within the city limits. The Pcs’ words can 
go a long wav towards cooling such tempers, especially if 
they played a Iarge pan in saving the city. But other issues 
wiIl not diminish so easily. The elves’ standing in the city 
wiIl almost certainly d e c h e ,  and whiL: civil war may be 
wetted, i t  wJE stdl be hard going for thr!ir race for awhile. 
Attacks againsT elves w d  rise in numbvr, prompting new 
laws and perhaps a shifting of the City Guards priorities 
and forcing rhe Ehen  Legion (Iocation P2) to gear up for 
something resembling civil war. And I egardless of  what 
happens, no one will ever Iook upon the Grove - situated 
in the very heart of the Governmenr Dismct - with the 
same innocent eyes again. 

TABLE 1.1: GOVERNMrNT DISTRIC~ RANDDM ENEOUHTERS 

d20 Encounter 
1-2 Palace Guard patrol 
3 Of-duty Palace Guardsmen 

4-6 

7-9 

10 

11 Craftsrnan/Tradesman 

Messenger 

Scribe/Civi I servant 

City Council representative 

12-13 Foreign Dignitary 

T 4-1 5 Treasuy Convoy 

16-1 7 l awyer  
._.. 

gest bastiim of civilization in the world. O n the other hand, 
the cause could be less intentional than that. Perhaps the 

sask ofprotecting the trees as an OTdeT to destroy eveqnhing 
else. It codd be an effort to discredit the city’s elves, or even 
?park a civil war. The elven population wdl be held a t  least 

- magic of the Grove simply goes awry misinterpreting its 17-18 Noble 

Thieves 

Druids 
I 9 
10 



thoroughfare, it is the city's spiritual center, and one of its 
greatest tourist attraction as well. When the city was first 
laid out, the area immediately surrounding the Spire w3s 
declared sncred ground and set aside for temples and the 
genera1 purpose of reverence and mediration. But even SO, 
the district filled up quickly, as the city began to draw pil- 
grims from all over the region and various corners of the 
world, and new religious sects staked their cIaim to dwell 
in the S ~ ~ Q W  o f  the Spire. A5 a result, the Spire Districr 
hums with activity just as intense as what you wdI find in 
the Travelers District or the Bazaar Diqrrict. 

The Spire i t se l f  occupies the heart of the district that 

Children of the Creator is the current deleRate]. Their 

- 
district for themselves. Their temple-barracks compound 
occupies the entire southwest corner of the Spire District. 
Also, a large public park set aside for private meditation 
in the shadow of the Spire (Iocarion J7) spreads outlust to 
the northwest. of the landmark. Here, an eccentric mix of 
itinerant lay preachers who have no temple of their own, 
spread their message to anyone willing to hear it, sermon- 
izing from rhe gazebos that dot the park. 

bears its Fame, of course. At the city's founding, the 
official reIigions of the human, dwarven and elven 
kingdoms That had just fought over the Spite staked 
cqual claims to the land immediately surrounding the 
divine landmark. By mutual agreement, each 5ect had 0 
the privilege of buiIding a massive temple right next 
to the Spire. The rhree rempIes, acting together, later 
added a wide ndkwav paved with marble flagstones 
cannecting each other, thus forming a triangle that, in 
effect, walled off the Spire from the surrounding citv. Of 
course, th:s was the true point of building the walkway, 
so that thr Spire would be protected from the crowding 
that would in inevitabbly follow as the city grew. Also 
- and just as important - the act of connecting the 
three rerneles and thereby pushing away the rest of the 
city made the point that the main religion of each race. 
together, would always dominate the spi~itual life of the 
city, no matter how manv other sects came along and 
tried to compete with them for followers. Quite Literally, 
no ocher religion would ever get closer to the divine than 
these three. 

It is no surprise, then, that the main human, &en and 
dwarven 1-eligions remain the city's three most popuIar 
religious Sects to this day. Their leaders rotare the district's 
City Courcii seat among themselves, each holding it for 
a year at a time (Grand Matriarch UrsuIa Delores of the 
Children of the Creator is the current delegate]. Their 
temples are colossal StmctPIres, each latge enough to 
provide ample living and wurk space for hundreds of 
clencs, as well as generous portions of ceremonial spacc 
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he main thoroughfare, beneath the 
Spire. Some of these are less insig- 

. ....... .._.._. The True Children, which started 
splir ter group from the Children of the Creator, has 
m to the point where it is the city’s folmh-hrgest sect, 
xtually requires a good-sized (if modestly appointed) 
,le to house its clergy. The humanoid shamans have 
able temple of their own in the district, as a result of 
ream that ceded part ofthe city to them. Their repre- 
3tio11 a t  the foot of the spire is quite respectable, but 
- of the humanoid shamans are not content with this 
m d  not be satisfied until their temple is as Iarge as 

that of any of the big three. Eut these temples that m l y  
belong to the second rank are aImost as rare as those that 
belong to the first, and it is easy for the smaller sects to get 
lost in the cacophony of religious fervor that is the Spire 
District. 
Along the main thoroughfare, private residences and 

businesses that support and complement the temples 
crowd in as best they can. Some are inns that cater to the 
steady stream of pilgrims from out of town (such as the 
Dancing Pilgrim, location J12). Others are specialty shops, 
such as the one operated by Hazdrubal, the crafter of holy 
symbols :location Jr4)). 

On the whole, one cannot quite paint the feel of the 
Spire Disrrict accurateiy using broad strokes. the Spire 
itself and the three huge temples that surround it cut a 
huge hole of calm and open space in the  middie of this 
busy and crowded city. No matter how long you live here, 
the Spire has a way of stopping you in your tracks, catch- 
ing your breath as you gaze up at it., and focusing your 
mind on whatever god it is that you worship. O n  the other 
hand, it is impossible to ignore the crowds that the Spire 
draws to the city. Hordes of devotees, some who have 
come from faraway lands just to see the divine landmark 
once in h e i s  lives, pass through the district every day. 
Their very presence breaches the aura of contemplative 
calm originally envisioned for this part of the city and 
draws hawkers, merchants and service providers to tend 
to their needs for the right price. Even the Guardians of 
the Spire, the austere, silent watchmen of this holy place, 
have becxne a tourist attraction for the visual specracle 
of their rhrice-daily changing of the guard around the 
Spire. As much a5 it may strive to emphasize the sacred 
overthe profane, the divine over the commercial, worship 
and meditation over hustle and bustie, the Spire District 
irreversibly encompasses both. 

A qUrID€ T O  K€LIC$lOUS SECTS 
?his chapter describes the temples of the city’s five largest 
religions. as well as several less prominent sects. However, 
thae is juqt a cross-section of the spiritual Iife of the city. 
The Spirc Drstrict plays host to a broad spectrum of reli- 
gious belief and practice, although almost all of it is tied 
in some way to the Spire There remains ample room for 
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of your own to flesh out the material found here, or to 
add religions from your existing carnpaign.The following 
discussion is meant to give you some guidelines for how 
religious organizations function in the city 

The r.ity’3 religious sects fdI into thrw basic categories: 
religions of race, religions of nation, and religions of 
abstracrions. AI! of the city’s five largest sects are religions 
of race, in that racial identity i s  the most basic qualdica- 
tion for membership (although, s r r idy  speaking, the 
humanoid sect is realiy an amalgamation of smaIler 
tacial/tribal religions). Not everyone in the city of a cer- 
tain race belongs to that race’s religion, but everyone of 
that race may belong to it by the simple fact of their racial 
identity This means that individuals of the same race bur 
disparate alignments wind up cheek-b~jowl in the same 
temple, which can create some tense rroments. 

The Children of the Creator, Lady of the Heavens 
and Stone God Feellowship religions were a ] !  originally 
religions of nation - each was the official faith of the 
three kingdoms that fought over the hire.  They became 
racial religions by virtue of she facr that founding the c i~y  
together gave the successors ofthose hngdoms a monop- 
oly on the spiritual life of the city Those three formerly 
nationa! religions would thereafter spe ik for everyone in 
the ciry of that race, whether everyone hked it or not. &ut 
purely national religions 5tilI exist in the city by virtue of 
the sway that the Spire holds over spirihral life throughout 
the region and to a lesser extent, througnout the worId. As 
soon as pilgrims from outlying lands jtarted coming to 
the city small temples representing thcir native religions 
started appearing in the  Spire District. 

The c i ty  has even more religions of abstraction. These 
are cults devoted to various deities associated with m e  
abstracr concept or another, such as luck, nature, death, 
war, et(:. The Priests of Calamity (location JS) and the 
druidic Order of the Grove (location J9) are two examples. 
;Most ofthese sects are strongly determined by alignment, 
much in the manner of the religions described in the 
Player’s Handbook. For the most part, t h y  function as sec- 
ondary teligions €or city residents, gods that you wouId 
worship because they are relevant to your daily business, 
or some other marter of importance. A City Guardsman 
might step a t  the temple ofthe god of war from time to 
time, and a sailor would do the Same with the goddess of 
the sea. f i e s e  gods have little or nothing to do with racial 
or national identity, and worshipping them is a way of 
hedging your bets, getting a little extra divine protection 
in a way that is especially appropriate ro your individual 
life. This chapter should not preclude you as DM from 
adding your own religions of abstraction. 

Unaffiliated preachers - clerics without a temple, OT 

even just inspired lay folk - are another feature of the 
city’s religious life. They espouse a wide range of ideas 
and sonie are quite mad, but driven by :he power of their 
beliefs, they wdl speak of them to anyone willing to h e n .  



~ i i c y  d l L  g~ii i ix UI uic r d I K  vi t i i t  uivine v i b t a  (imarron 
JT), and the description of the park lists a handful of the 
regulars who haunt the place. But, as with organized reii- 
gions, you as DM should f e d  free to create your own. 

A CjUIDF: T O  TFMPLFS AND 
C L F B1 CAL 0 R 5 ANT ZAT I 0 N 

No matter what sect they belong to or what alignment 
rhcy embrace, practically all of the city temples support 
rhemselve.; largely through providing services to the pub- 
lic based on their colIecnve monopdy over divine magic. 
Mostly, this involves performing low-level curative spells, 
such as CUI% lifiht wounds or / c s m  restoration (make u d d e  is 
also popu1.w among those who cannot wait for non-magi- 
cal repair wrvices). Selling magic iremq is particularly 
lucrative, E S  they can be fabricated on siow days and then 
set aside until sold. In essence, they allow the temple to 
make money offof spellcasting capacity that  would other- 
wise go urused. Every tempre has a qtock of magic items 
available fnr sale a t  any given time, with lowedeve1 items 
being in grearer supply than higher-level items. Any item 
that can be crafted by a cleric of the temple may be avail- 
able for sale at any given time. And if a temple doesn’t 
have any of a particular item in stock, they can always 
make one on order. 

Most trmples are laid out simiIarly, so that they accom- 
modate three basic functions: providing service to their 
followers, administrative offices for the temple and living 
quarters for the C k T a .  The main public entrance provides 
close access to [he temple’s public space, the centerpiece 
of which is generalIy a large mom where the rituals are 
performed The public space may ais0 include small 
meeting rmms where clerics can attend to their follow- 
ers in priwte, and a store where minor magic items can 
be purchased. The temple’s administrative offices 
are u5ualh. located somewhat away from 
the public space. They are dedicated 
to the temple’s mundane operatima1 
tasks, such as clerical rneerings, reading 
document>, and crafting magic items. 
Finally, the clerics’ private quarters 
are located farthest from the main 
entrance. 

a temple rirganizes itseV depends a 
great deal upon the temperament 
of its sect. A chaotic-aligned sect is 
unlikely to have a rigid hierarchy 
or mum tban a few definable ranks. 
A lawful-a igned sect, on the other 
hand, might well insist on a firm 
chain of cLimmand, with numerous 

ties for eaih. But no matter how a 
temple’s clergy sorts itself out, orga- 
ninational logic and the nature of pro- 

h 

The manner in which the dergy of 
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ressionai aavanceme 
pvramid-shaped stnil 
the base of the pyran 
most numerous mem 
sect, the lowest tier c 
1st-5th level charact4 
levers as cleric. Theo 
as it iq conceivable t€ 
prumotion even ifhe 
vast majority will be.  
learning the organi7~ 
tion. 

nt ptacticaliy demands a roughly 
sure. f i e  lowest-level clerics him 
lid, as they are the ka5t capable and 
bers. In the temple of a typical smnl1 
I€ the organization is made of up  of 
Irs who have at least half of their 
retically, they mav be of any levet, 
iat a cleric might be overlooked for 
has enough Ievels to qualify. But the 
young and reIativcIv inexperienced, 
tional ropes as they wait for promo- 
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lore experienced clerics sits above - A smaller layer of n 
them, and thev, by their nature, must handle the tasks 
that their less experienced juniors cannot, such as casting 
mid-level spells and crafting more powerful magic items. 
The middle tier consists of 6th or higher-level characters 
who have at least half of the levels as cleric. 
In large temples, the ranks of the clergy can get a bit 

unwieldv, and so they insert a rank in between the lowest 
and middle-management tiers, for 4th-7th level charac- 
ters. The lowest tier then consists of the true beginners, 
the ones who still have rn~ich to Iearn, and they get stuck 
with the most menial tasks . lhs  intermediate rank distin- 
guishes clergy who have advanced beyond that stage, but 
are not yet ready for middle-management responsibilities 
- or it gives them somewhere to wait until places in the 
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nem tier up become available. 
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I - -  I -1 1 der&. In a small temple, 
r may consist of one cleric only, the leader of the 
'qer temples may break out the leadership Tier 
+e than one rank. The largest generally need (and 
rlable) a1 least a handful of senior dergv of loth 
higher [with at least half of the levels as deric, if 
cs) to form a sub-tier underneath the sect leader 
e administrative duties, craft the more powerful 

m a g c  ~ w m s  and form a chain of succession in case some- 
thing happens to the leader. 

T,OCmIONS 
JI. THE SPIRF 

The Spire is  arguably the strangest feature of the 
landscape in the known world. Certainly, it is the 
strangest in this corner of the world. It is a thin, 
needle-like pillar of stone that rises 300 feet straight 
up into the air from an unnaturally narrow base. 
From a distance, it looks 50 delicate that a strong 
wind could blow it over. And yet it has stood rooted 

, it i s  an 
1'5 three 
eign and 

I. - . . - . . -. ._ . -, day after 

to this 5pQt since time immemorial. Now 
object o f  reverence not only for the c iq  
main racial religions, but for a variety offor 
cmallpr hnrnp-ornwn wrtc Ypar-miinrl I 

day, pilgrims from all of them come to this spot 
as a denonstration of their faith, as well a5 more 
secular tourists and curiosity-seekers. 

Landscaping the immediate vicinity of the Spire 
was one of the first tasks undertaken by the city's 
original planners. They isolated it from the hustle 
and S u d e  of the rest o f  the city by enclosing it in 
a trianFIe formed by the main human, elven and 
dwarven temples. A large walkway, 10 feet wide 
and paved with white marble flagstones, connects 
the t h r w  temples and forms the sides of the tri- 
angle. On the innep side of the walkway, the Spire 
is ropecl offand access is forbidden to all except the 
Guardigns of the Spire sentries. On the outer side, 
vast stretches o f  lawn allow large crowds of visitors 
to adow the Spire from a safe distance. 

RESJDFNTS 
PiIgrirns and sightseers can be found here at all hours 
of rhe day - and even at night, when torches are Iit all 
around the perimeter of the Spire. In fact ,  some religious '3 sects (as well a5 secular tourists) insist that nighttime is 
best for viewing the Spire, as the lurid torchlight and the 
moon's haunting glow cast eerie shadows on and about 
the landmark, emphasizing its othenvorldlv nature. 

duty of the Guardians of  the Spire. The order of fighting 
monks maintains a strong presence here at all times of 
day, in every season, rain or shine. Three squads of ten 
disciples and one prefect each stand watch just behind 
the guard ropes along each face of the triangular walkway. 
The sentries on each face are in tlrrn commanded by a 
brothetJsistez militant. And the entire watch is supervised 
by a custodian. Aithoiigh sheer numbers and the order's 
famous clan and fighting s k d  make this force formidable, 
the Guardians of the Spire also prefer t h t  the prefects and 
brothers/skters mditant assigned 10 this duty have at least 
some spellcasting ability. They take their self-appointed 
duty with the utmost seriousness; they really see them- 
selves ;IS the divine landmark's last [and only) line of 
defense, and they want as many different capabilities for it 
as they can muster. 

At first, one might wonder why the Spire should 
need guarding at all. What can even rhe most powerfill 
spellcaster do co a 300-foot tall tower ,of solid rock? And 
why would anyone want to do anythzng to an object that 
is universally believed to be divine? But unfomnately, 
the Spire needs a strong guard precisely because it i s  5 0  

revered. Overzealous visitors would chip off a flake to 
take home with them, or carve grafliti i ~ t o  the living rock. 
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task seem more important. Certainly, these orcs and gob- 
lins a d  srrch claim to revere the Spire. But the Heavens 
themselves only know what would happen if they let such 
beasts get close enough to the Spire to touch it. 

Thrice daily, a fresh noop of monks marches out from 
the Guardians of the Spire Temple to reheve those cur- 
rently on watch.  heir procession is something of a tourist 
spectacle, and it is usually watched by a crowd of respect- 
able size (see location J4), 

Guardians ofthe Spire Custodian: M n k l 5 .  

Guardians of the Spire Brothers/Sisters Militant 
(3); Mn45JClr5, 

Guardians of the  Spire Prefects (9): Mnk3/Clr2. 

Guardians of the Spire Disciples (90): Mnkl. 

ACTIVlTT 
The crowd that gathers at the Spire is, as a genera1 d e ,  
respectful ind well-behaved. They pray; the meditate; they 
gaze in awe. Every now and then, one of the faithful will 
give in to 3 fit of religious ecstasy, but on the whole they're 
quiet, a5 crowds of that size go. The Guardians of the Spire 
rarely haw to deal with any Teal troubIe. 

On the rther hand, that's not to say that there's ncuer any 
trouble. Any crowd offers ripe pidungs for cutpurses, and 
thieves tend to be notorioudy irreverent. Arguments can 
always bre,& oirt in any large gathering, especially where 
religion is concerned. The question QE who or what cre- 
ated the Spire and why has been known to reduce even the 
most patient theological discussion to blows Arguments 
amid the crowd can get out of hand very quickly, sparkmg 
fistfights ~ l f  riots if they are not contained quickly. The 
Guardians don't like to leave their posts, but a prefect and 
part of his squad will leap out into rhe throng to put down 
any serious disturbances that they spot. 
lf you step over the g l a d  ropes and approach the spire, 

the nearest Guardians disciple wil1 quickly step in front 
of you and remind you that no one is allowed to get any 
closer to the holy object. You then have 30 seconds to 

retreat. H vou don't, that disciple and each of his immedi- 
ate neighbors will atmck you to inflict non-lethal damage, 
with the prefect of that squad assisting as necessary. Once 
you are subdued, the Guardians will hold you until a n  
investigarpr from the Civic Guard can come and make a 
determinarion on whether or not you should be released. 
If you are Foolish enough 10 rush them, that entire squad 
will swam you and strike for lethal damage. 

HOOKS 
* A wealrliy pilgrim from a foreign land is admiring the 

Spire, brit also scanning the crowd for a robust and skill- 
ful group (Lke an adventuring pa-) who wiU serve 
his purposes. He wants a piece of the Spire for himself, 
and, being rich and powerful, he is used to getting what 
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distract the Guardians sentries w 
hammer and chisel. It's a brash 
but hek paying a lot. And he may 1 
that d l  help even out the odds : 

ieIy anyone who wilj. 
rhile he slips by with a 
(even foolhardy) plan, 
lave powers of his own 
;tacked against him. 

J2. C H I L n R F N  Of? THF C R F A T O R  
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m p l e  centers on the main ha 
ately accessible from the ma 

This enormous tt 
which is immedi 
entrance. The focub VI mi3 nign-cerrrngea pu 
space, where clerics of  the temple and member 
the public alike may come to meditate, is the 
- a 1 0-foot ta l l  sliver of stone carved in imita 
of the Spire and covered with a thin coat of si1 
inlaid with gold filigree to accentuate the crags in 
the stone. In back of the main hall is a suite of 
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opens out on the second floor. Smaller consultation 
rooms spread out on either side of this axis, and 
the shop with curatives and other magic items is 
located off to one side as well. Clerics' private quar- 
ters take up the wings of the temple building. 

This impressive temple houses the largest of the city's reli- 
gious sects, the Children of the Creator. Over 200 clerics 
work, live and pray here. They offer a variety of services 
to the public, from spirituaI counsehg ro the practical 
application of divine magic to sale of divine magic items. 
The Temple does a brisk trade in the last, as it is the city's 
largest single producer and seller of magical curatives. It 
i s  also something of a political organization, as its size and 
prominence places de facio responsibitty for preserving 
order in the city on its broad shoulders. 

RFSIDFNTS 
The Children of the Creator is the direct descendant of 
the religion practiced by the humans who fought with 
the elves and dwarves for a c c e ~ s  to the Spire before the 
founding of the ci ty At that point, it was  little more than 
a national religion (devoted to any god or group of gads 
appropriate to your campaign). But because it was she 
dominant faith of the humans who co-founded the city, it 
quickly became the source of rdigious orthodoxy for all 
humans who lived in the city, whether they were native- 
horn or immigrated from somewhere else. And by virtue 
of that fact, it became (and remains) the largest religious 
sect in the city, since himans are more numerous than 
any other race. 

Llke most rehgions of the Spire, the Chddren of the 
creator holds that its creator god also created the Spire. 
Furthermore, their docnine preaches that the Spire is 
the rrail left by &e god as he deparred to make mom for 
human settlement of the world. In this view, humans and 
humans alone are favored by the god, and rhe Spire and 
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belong to hwnans by right - thus 
rhe humans’ motivation to fight for 

- r e ,  without a doubt, hostile to other 
n practice, the reality of being the most popular 
a highly successful multiracial metropolis also 

t they would be very foolish to upset the social 
a1 balance. Throughout the  history of the city 
en of the Creator has, in its official words and 
ked off of this aqpect of its: docnine and done 
t feIt it had IO do in order t o  preserve harmony 
le humans and the other races. The humanoids 
rent matter, and the Children of the Creator 

doesn’t h e  them any more than do the elves and dwarves. 
But again, their oEicia1 position is that their foIlowers 
must respect the city’s laws and existing political arrange- 
ments. They take 3 similar stance towards Sir Milton 
Derek (we location H2), the “not evil” vampire-noble who 
has wormed his way into the city’s political fabric. They 
certainly dm’t like him, but as long as he minds his Ps and 
Qs, there is little they can do about him. 

The sect’s size has yet another practical consequence that 
draws it farther hum its xenophobic origins.The Children 
of the Creator has aEwayys been particularly vuInerable to 
heresy and schism. From time to time throughout its his- 
rory, the wct has filled up with factions who feel sttongly 
about this or that aspect of church doctrine or pracrice. 
And from time ro time, one of them feels sttangIy enough 
to make .I fuss within the sect, or to split off from it alto- 
gether. The most notorious of these, of course, was the 
schism that  produced the True Children sect (see location 
J3 for mpre details). It’s an historical event that, although 
long past, still produces a sinking sensation within the 
hearts of sect officials whenever they qpeak of  it. 
14S a consequence, the Childten of the Creator feels 

that it must accommodate a broad range of beliefs and 
practices. much more SO that the Stone God Fellowship 
and the Lady of the Heavens sects, which must appeaI to 
a smaller and more ideologicalIy uniform group of fol- 
10WeTS. The sect strives for neutral good alignment as a 
matter of’ official policy But in practice, a broader range 
of alignments a n  be found among the Temple clerics 
and the lay foIlowers. The good and neutral alignments 
account for the vast majoriry of the clerics who serve in 
the Temple. E d  is actively frowned upon, but even then, 
die evil alignments accmint for anywhere from 5-2 OY, of 
the temple clerics. The Children of the Creator started as 
a racial rvligion, after all, and remairis so 10 this day. Race 
ultimatejv trumps alignment as a determining factor in 
who can or cannot belong. This general feeling that the 
sect mus: remain as inclusive as possibIe is reflected in 
if5 hoIy svmbol, an equilateral triangle. According to SeCT 
doctrine, th? top point of the triangle represents the pin- 
nacle of the Spire, while the broad base symbolizes the 
community of followers, who have spread out upon the 
earth char their god has set aside for them. 

The Temple provides a broad range of public services 
based on divine magic and spiritual counseling. Clerics 
are on duty at all time to serve the prrblic, whether the 
task a t  hand is casting a curative spell cr simply lending a 
sympathetic ear. Every three days, a t  n p l a r l v  scheduled 
times, either the Grand PatriarchjMatriarch or one of the 
archbishops will appear a t  the grand balcony at the back 
of the remple and deEiver a wrmon to the faithful, who 
gather on the lawn. The imposing exrcrior of the temple 
makes €or a dramatic backdrop, as does the Spire irself 
shooting up into the sky behind the temple. Needless 
to say, the Children of the Creator always draws a large 
audience. As the sect has grown over  he course of time, 
it has seen many of  i t s  members emigrate from the city, 
only to return 011 pilgrimage. Converts FO the faith living 
in foreign lands also come to the city as pilgrims. Tu help 
the poorest among them, the temple has set up several 
h o d s  (see location J8), where they wil’ receive barebones 
accommodations. 

‘rhe sect organizes itsel€ dong strictly hierarchical 
lines. The most junior cIerics are h o v m  a4 acolytes, and 
along with undergoing religious education from senior 
clerics, they must perform various mundane tasks around 
the Temple and the pilgrim hostels, such as  cleaning the 
premises. They may also help with the various public ser- 
vices that the temple provides, such a i  casting low-level 
spells, inscribing ctire light tuound scroll,; and the h e .  

Immediately above them are more senfor derics who 
hold the rank of priest. Pnests provide :he bulk of tempIc 
pubIic services, using heir divine magic to minister to the 
dl and injured, and creating healing potions and scrolls. 
TheTemple also sends our priests to various corners of the 
city, SO thar the sect’s followers may receive basic cleric31 
services without leaving their district. ‘:hey train acolytes 
in the basics of ritual and doctrine, but ilso undergo some 
spiritual instruction themselves from clerics senior to 
themsehes. 

Those clerics hold the rank of bishop. Bishops are vet- 
erans of‘rhe Temple, a n d  it is very rare for someone to rise 
this far in rhe hierarchy with less than t m  years of senice. 
Bishops supervise the religious educat:on of rhe acolvtes 
and observe them and the priests to fonndate recommen- 
dations for pmmotiori {or discipline), which they present 
to the archbishops on a regular basis.They also craft divine 
magic items and are brought in to c x t  ITIOT~ powerful 
divine speIls, such as greater rpstovahon or regenerate, when 
serving the public requires it. 

The archbishops deal with the temple’s high-level 
administrative and doctrinal matters, and also with politi- 
cal issups, such as the sect’s pubIic image They do nor 
involve themserves closely with the Tpmple’s day-to-day 
operations, but they do craft powerful divine magic items 
as rime allows (of course, they are the cmly Temple clergy 
able to do so). There are only nine archbishops a t  any 
given time. Archbishops are  appointed by the head of 
the Temple, who holds the title of Grand Parriarch (or 
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is the dtimate fount of authority for thp entire sect. He or 
she is elected by the archbishops when the post becomes 
vacant. 

Clerics of the Temple receive a stipend for persona1 
expenses (ske depending on rank, of couse), as well as 
mom and beard. They must abide by a strict code of con- 
duct, most of which stresses in some way rhe principle 
that they must, above all, revere their god and the Spire, 
and do no h a r m  to their followers. Clerics may marry, but 
Temple strictures discourage it. Clerics who marry cannot 
live in the 'Temple with their families, and if they choose 
to take up residence outside the Temple, their spouse and 
children cannot live within the official boundaries of the 
Spire district. Most clerics who marry choose to leave the 
clergy altoqether. The Temple high officials have never 
doubted the wisdom of this policy, as it has che practical 
effect of rediicing cornperition for the higher ranks of the 
Temple clergy. There have been instances, however, where 
archbishops -having attained a tespectabre rank - have 
chosen to marry and raise a family, now rhat they cannot 
be blocked from further advancement. 

Currentlv, Grand Matriarch Ursula Delores (neutral 
good) lead< the Children of the Creator. A pleasant-look- 
ing woman with touches of gray hair who is gracefully 
making her way through her middle years, Delores was 
chosen fur the job on the assumption that her political 
skills would help stabilize the sect's position as the city's 
dominant religious organization. In that, she has not dis- 
appointed. During her fifteen years as Grand Matriarch, 
the Chi1drt.n of the Creator has seen its membership con- 
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and its relationships with the S 
elven religions have never been 
Patriarch of the Temple Tern Si 
Javer Nerise to be her closest personal friends, and her 
congenial manner helps persuade humans of mar 
ferent outlooks that the sect d best meet their sp 
needs. She airily dismisses the True Children and v 

fringe religions as wayward malcontents who, if Ieft 
will eventually return to rheir spiritual home. 

On this last point, not all of her archbishops agre 
her. The TWD mosf junior archbishops, Kolb WyIde ( 
neutral) and Tostus Frichei (chaotic good), feel th 
Grand Matriarch takes the ongoing quarrel with the lrue 
Children fa t  too lightly. They both believe that  their con- 
tinuing existence poses a serious threat to the Children 
of the Creator's authority, and that they must be brought 
back into the mother church as soon as possible. Presently, 
neither archbishop feels brave enough to openly politick 
against the Gand Matriarch, but their opinions are suffi- 
ciently known amongsr the rank and file, and are quickly 
bpcoming a rallying point for dissatisfied clergy 

Grand Matriarch Ursula Delores: Clr20. 

Archbishops (9): Clrl6-18. 

Bishops (30): C l r l l - 1 5  

Priests (60): Clr4-10 

Acolytes (700): Clrl-3. 

Guardian o f  the Spire Sentries (IO): M n k l  . 
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irih the case shat a l l  clerics of the Temple 
order for their entire adult  lives. You may 
;rounds by creating some of them as mul- 
long a? at least halfoftheir total levels are 
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1s and priests have little in the way o f  
uable personal items. Each priest, how- 
ring of protection +I. The bishops have 

y more coin than their junior clerics, but 
lave a ring ofprotection +2 and a periapt 
+2. Each archbishop has about 100 gp 
n a small box in his private quarters. 

mat items include a ring ofprotection +3, 
a periapt of wisdom t4 and a pearl of power, 4th level 
speM The Grand Matriarch keeps 100 pp and an 
emerald worth 17s gp (an heirloom o f  her family) 
in a small box in her private quarters. Her personal 
items include a ring of protection i-4, a periapt of 
wisdom +4 and her totem of rank, a staflofheding 
with a crown inlaid with seven Small diamonds tha t  
add 50C gp to its value. 

On tbe other hand, the Temple is  quite wealthy in 
magic items, especially those that use divine magic. 
This should not surprise anyone, ofcourse, because 
it is the  city’s largest single manufacturer o f  divine 
magic items. They keep plenty of curative potions 
and scrrA1s in stock- no less than 100 each of the 
most ppu la r  orisons and 1st  level spells (such 
as detert magic and cure Sight wounds), 50 each of 
the mozt popular 2nd and 3rd level spells (such as 
cure moderate wound and cure disease} and 25 each 
of  the most popular 4th level spells (cure critical 
wound and neutralize poison). Higher level spells 
and less popular spells of  all levels are available 
as scrolls or potions in smaller quantities. Rings, 
staves and wondrous items that use divine magic 
exclusively should also be available a t  the DM’s 
discretion. The Temple library contains at least two 
magic tomes o f  note: a toms ofunderstanding and 
the sect s greatest singte treasure, a book ofexalted 
deeds. 

The T?mple’s net wealth is  almost incalculable, 
fueled by donations from the faithful and sales of 
divine magic items and sewices. However, most of 
this is to be used for church business, and is taken 
up with nrious charitable works around the city. An 
assigned archbishop usually prepares the church 
budget, to be approved by the Grand Matriarch. 
She could free up a great deal of money almost 
instantly, i f  she felt sufftciently moved and believed 
it would directly aid the Children of the Creator or 
its followers. The Temple’s money i s  kept in the Crty 
Treasury {location 13) for safekeeping. 

AC3TVI’tY 
Despite the austerely fearsome Guardians of the Spire 
sentry teams posted a t  each entrance, the public may 
freely enter any part of the Temple except for the adrnin- 
istrarive offices and private quarters. ‘Jisitors are met hy 
R priest acting as receptionist, who w!U guide them to a 
room where they can receive the srrvices that they desire, 
then siimmon clergy ofthe appropriate rank. 

The clerics of thp Temple do noi go about armed. 
Instead, they rely on the Guardians of the Spire to pru- 
tect them. If a threat arises that the;T caiinot handle, a 
bishop ar more senior official wilI send a me5senger to 
the Guardians Temple for help (location 14). The cler- 
ics, of course, can use their spells and their substantial 
store of magic items to defend themselves. If it comes to 
phvsic.d blows, the cleric5 will strlke with their fists or 
i i ~ e  impromptu weapons (candlesticks, chair legs, etc.) as 
clubs. 

J O I N l N q  T H F  CHT1,DRFN 
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PC human clerics may join the Temple, although it 
is ultimately up ta the DM. To join a s  acolytes, they 
may be of any level, as long as at least half o f  their 
level.; are as cleric. To join at the rank of  priest, they 
must be of  at least 5th level, with n3 less than half 
as cleric. Stepping i n  at the rank of bishop woutd be 
quite difficult given the responsib 
with the job, and a PC would have to be at feast 
12th level, with less than 8 as cleric. It would be 
even more difkuft to step in as archbishop. A PC 
would have to be at  least 18th levtd, with no less 
than 12 levels as cleric. Theoretically, a PC could 
replace Grand Matriarch Delores at the head o f  the 
sect, but he would have to be 20th or epic level, 
with a t  least  12 levels as cleric. In addition, it would 
be a l l  but impossible to do 50 without prior service 
to that temple, or the Leadership feat and a famous 
reputation that precedes him. 

11ooh‘s 
h ambitious young priest of the ’Temple has hestd 
mmcm that an ancient and long-forgosten holy artifact 
- dwing back to the original battle in the shadow o f  
rhe Spire between the humans, dwarves and elves- 
lies kidden or buried somewhere in the city He hopes 
to find i t  and thereby become a hero within the order, 
but he needs help ftoin the PCs. 
A pnest tasked with serving the community at large 
IS unhappy with his assignment. Me has been ordered 
to minister TO a part of the city in which he feels very 
imcomfortable, as if the locaIs don’t want him around, 
and may even harm him.  is superiois dismiss his com- 
plaints, so he hires the PCs as bodyguards on his own. 
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* m expat m t e  community or lay Ioiiowers nas aecome 
large enough that they have asked Grand Matriarch 
Delores to set up a satellite temple in thezr land. 
Faintly suspicious of the Gwrdians of rhe Spire’s current 
attempts to expand their responsibilities, she would 
rather hire the PCs as private bodvguards to escort the 
priest and disciple whom she has tasked with the mis- 
sion. 

53. T R U E  CHELDRFN TEMpLF:  

The True Children’s temple i s  located just north 
of the Guardians o f  the Spire compound and just 
west o f t k  Children ofthe Creator Temple. In fact, 
although the True Children are surrounded by a 
thin ring o f  smaller buildings (shops, private resf- 
dences and tiny minor sect temples), their temple 
dominate5 the field of view from the Children of the 
Creator Temple’s grand balcony. 

The Temple building i tse l f  is  dignified, with an 
impressive facade of columns in front of the main 
entrance, but painted in plain whitewash and not 
at all osteitatious despite i ts grandeur. The interior 
space is organized to fit the rectangular shape of 
the building. The public moms, including the main 
worship halt, take up the front half. Administrative 
offices in the middle separate i t  from the clerics’ 
private rooms. The Temple i s  always well-kept, 
but its decor seems to go out of it5 way to avoid 
W 

interior decorations: nothing fancier than tapestries 
woven frcm fine cotton (not silk). The finishings 
ate plain, with very little ornament o f  any kind. 

> -  This modest, but well-kept temple houses the 
clergy of the True Children, a sect that s p h -  
tered off from the Children of  the Creator to 

protest what they saw as the mother church‘s 
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the mother church‘s increasing corn 
interest in friendly coexistence with m e  elves ann me 
dwarves, and its obvious interest in courting the f2Vnr 

of secular institurions and wealthy foUowers. Tht 
that the Children of the Creator had turned Its ba 
a central tenet of their faith - that the god had c 
the world for humans and humans alone, and that 
their destiny to rule alone. The True Children undc 
an important implication of this tenet as applied 
politics underIying the city - that the peace betwe 
three races codd only be temporary, a stopgap crea 
mortals pending the day when the humans woulr 
enough strength to declare war anew and enforce their 
god’s w d .  The mother church, they felt, had forgotten this 
entirely. 

The True Children made their great break when they 
interrupted the Gtand Patriarch‘s sermon from the grand 
balcony of the Temple and declared, as one, that they no 
longer considered themselves members of the sect. They 
then stormed off, never to set foor in the Temple again. 
The True Children promptly ser up a temple of their nwn 
- a small, inconspicuous affair, but no worse than one 
could expect horn a brand-new sect. They attracted new 
members qnickly, as word of their heresy spread through- 
out the human community, and before two generations 
had passed they were wealthy enough IO move into the 
much larger facility rhat they occupy to this day. In spire of 
their remarkable success, however, thev have never come 
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betrayal of its core beliefs (,am+ by growing 
too friendly with othet races). Much to the dismay 
of the Chddren of the Creator, thev have survived 

betrayal of its core beliefs (,am+ by growing 
too friendly with othet races). Much to the dismay 
of the Chddren of the Creator, they have survived 
and even Drospered through the ensuing years, even 
though the gmwh of their ranks has forced 
them to compromise their original convictions 
in ways t h n  have made them closely resemble 
the mother church that they abandoned. They are 
now the fourth-largest sect in the citv, alter th 
mainstream racial religions. Their adherents ca 
be found in every sphere of human activ- 
ity (which is to say, everywhere in the city), 
among all iocial classes and walks of Iife. 

- - 
them to compromise their original convictions 
in ways t h n  have made them closely resemble 

be found in every sphere of human activ- 
ity (which is to say, everywhere in the city), 
among all iocial classes and walks of Iife. 

RESIDENTS 
The True Children were born as a formal religious move- 
ment when a handfur of clerics and about 100 lay follow- 
ers loyal t o  them renounced the Children of the Creator 
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Children of the Creator in number 
impact of the schism that they cre- 
j y ch ologica I than mate rial. 
Idren disnnguished their faith from 

hi!dren of the Creator by preaching doctrine that 
king for its intense dislike of other races. The secf’s 
ers urged their followers to disassociate themselves 
ietyly from elves and dwarves - from alj non- 
ns. in fact. Some of the clergy even called for an 
I crusade against non-humans, so thar the humans 
frraIlv take for themselves what the god had intend- 

Nowadays, the message that the secl sends to the larger 
public retains some of its old fiery rhe-oric about humans 
being the gods chosen race. It has never changed its 
holy symbol: a thick vertical line (representing the Spire) 
crossed with a sword, But there is rather less talk about 
taking the spire away from the elves and dwarves, and the 
dergy even restrain themselves from preaching a crusade 
against the humanoids, whom they dFspise (ironically, 
here the True Children And common ground wirh the 
elves and dwarves, R S  well as their old mother church). 
Instead of preaching self-segregation and separatism, 

el\ for them. But cooler heads, aided by some Stern 
I €Torn the city aurhoribes and the Guardians of 

the Spire, soon prevailed. The True Children’s growth 
also diluted its message, as people disaffected with the 
Children of the Creator for a wider variety of reasons - a 
feeling t’,iat the larger church had grown too impersonal, 
OT even just boredom - joined their ranks. They had 
rather le55 interest than the sect’s founders in separating 
hwnans from the other races, and the cIergy responded 
accordinyly in their preaching. As the membership grew, 
the sect also realized the imptacticaliry of telling i t s  rnem- 
bers that they had to disassociate themselves completely 
from other races, especially in a city so tightly integrated. 

the clergv emphasize the importance of demonstrating 
through y i ~ ~ u o u s  deeds that the humans are, in fact, 
favored by the god of the Spire. This s ih in message has 
gradually pushed the True Children’s ‘undamental align- 
ment toward lawful good, although they have clergy and 
lay followers from all of the good ali~nments, as well as 
a smaller number from the neutra! a1 gnments. The sect 
does not tolerate evil, and w d  bar evil humans from even 
entering the Temple to the extent poss ble. 

In stmcmre and function, the True Children sriII imi- 
fate what one might call the model cf their parent, the 
Children of the Creator. IT was dogma, and not oumwd 
form, that caused the original True Chi‘dren to rebel, after 
all. Thtb clerics of the Temple offer the public services 

based OR divine magic and spiritcal counseling, just 
like the Children of the Creator. The clergy are also 

organized into a fil-e-tiered hierarchy 
of initiates (equivFlent to the acolytes 

in the Children of the Creator), 
priests, bishops, archbishops 
and headed by a senior cleric 

o holds the tide of Farher 
r Mother. And the clerics’ 

duties by rank replicate 
thoie of the Children 
of the Creator. 

The current 
1eaderoftheTme Children 

i s  Father Arcadius (lawhd 
good), a tough former paladin 
who left adventuring to join 
the clergy, Arcadius believes 

strongly in the current tenor of 
the sect’s message, with its 

ernphasiis on good deeds. 
Battie-scarred and blunt- 
spoken, he is nor much of 

- 
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a politician and under his 
stewardship, the True Children u d  

never have th+ kmd Of d luence  
in the halls of power that 

Grand Matriarch Ursu la  
Delows wields for the 
Children of the Creator. 
Howwer, he does proj- 



e n  a real, rougn-newn cnansma, ana nis rervenr ueiier rnar 

all humans must demonstrate themseives worthy of the 
god's favor bv doing good in the world has a way of sweep- 
ing up both his fellow clergy and their lay followers with 
his enthusiasm 

Despite (UT perhaps because of) the force of his person- 
ality, Father Arcadius has two enemies within the True 
Childred5 leadership cadre. Archbishop Diedre Makaros 
(neutral; herself a cleric of theTcmple for her entire adult 
life) has a!ways resented that someone who essentially 
chose the clergy as a form of early retirement rose to the 
top sput in the Temple. She also believes that  Arcadtus' 
fervor is ulrimately bad for the sect, that by laying so heav- 
ily on the { d u e  of 'goodness," he is driving away exisnng 
and potential members of ncutra1 (to say nothing of evil) 
alignment She sees the True Children losing back con- 
siderable ground to the Children of the Creator, and feels 
srrongly tha t  they should emulate the old motherchurdis 
example and work harder to accommodate disparate 
points of view within their sect. 

Archbishop Spehr Kalris (IawfuI neutral) also opposes 
Father Arcadius' leadership, but for much different rea- 
sons. Uiiusually young for one who holds such high rank, 
he can match Arcadius' vigor effortlessly, and he yearns 
to take the True Children back to their militant roots. He 
believes in the old notion of a holy pogrom, although onIy 
against the humanoids and the vampire Sir Milton Derek 
(location ~ 2 ) .  In his heart, he is still debating whether or 
not it is right to purge the elves and dwarves, as well. He 
has begun to broach the idea in his most recent preaching, 
to see d it generates much controversy. So far? he hasn't 
generated much - either no one KakeS him seriously, or 
the humanoids are so unpopular that forcibIy removing 
them from the environs of the Spjre is quite palatable to 

the lay community Archbishop &Iris will continue TO 

test the waters, and if he can drum up ;1 following among 
the l a ig  he  will challenge Father Arcadius' leadership by 
organizing B proper crusade against the humanoids. 

Fat her Arcadi us: Cl r8/ Pa I7 

Archbishops (9): Clrl l-1 3 

Bishops 11 5): (37-1 0 

Priests (25): Clr4-6 

Initiates (SO): Clrl-3 

Guardians of the Spire Sentries (8): Mnkl . 
Not ali c1erics of the temple have served the order for 
their entire adtrlt lives. YOU may vary their backgrounds 
by creating some of them as multidass NPCs, as long 3s a t  
least half of their total levels are taken as cleric. 

The initiates and priests have little in the way of  
coin or valuable personal items. Each priest, how- 
ever, has a ring ofprotection +1. The bishops have 
only slightly more coin than their junior clerics, but 
they each have a ring of protection +1 and a periapt 
of wisdom +2. Each archbishop has about 50 gp 
saved up in a small box in his private quarters. 
Their personal items include a ring ofprotect;on 1-2 
and a periapt ofwidom +2. Father Arcadius gave 
practically all ofthe loot he had gained over years o f  
adventuring to the temple upon joining the clergy. 
He retains only 200 gp and his old arms and armor 
- a +2 heavyfrarl and 4-2 SR 73 halfplutt - which 
he keeps in his private quarters. The personal items 

re 
In 

+5, a perlap? 01 wi~vurn +4 d r w  d UUJJ OJ rrcuirng. 
The Temple is well supplied with magic items. 

They keep plenty o f  curative potions and scrolls in 

that he carries-with him as a matter of habit ai 
those that tome with his rank: a ring ofprotectit 
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stock - no less t h a n  50 each of  the most popular 
orisons and 1s t  level spells (such as detect magic 
and cure Eight wounds), 30 each ofthe most popular 
2nd and 3rd level spells (such as CUTE moderate 
wound and cure diseose) and 10 each o f  the most 
popular 4th level spells (cure critical wound and neu- 
tralize poison). Higher level spells and less popular 
spells of all levels are available as scrolls Or potions 
in Smaller quantities. Rings, staves and wondrous 
items that use divine magic exclusively should also 
be available a t  the DM's discretion. 

The Temple also has funds totaling around 
100,000 gp, which it spends on public charity p ~ j -  

thorize the expenditure of this 
ount, provided he believes it will 

with the Children of the Creator, it keeps this vast 
fund safely under lock and key at the City Treasury 
(location 13). 

A C ' r l V l m  
As a t  the Children of the Creator Temple, the Guardians 
of the Spire post sen~ry teams at each entrance, but the 
public m y  move about freeiy as long as they stay clear of 
the administrative offices and private quarrers. Visitors are 
met bv ;1 priest acting as receptionist, who will guide them 
KO a morn where they can receive the service9 that they 
desire, then summon ciergy of the appropriate rank. 

The True Chiidren clerics do go about their evervday 

. . .. 

duties armed, although minimally. Each keeps his XX~IOT ,--A 
in his private quarters under normal circumstances (each Q 
initiate has a chain shirt, and higher ranking clergy are 
armored as described above), bur always C a r r i e 5  a light 
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belt. This i s  largely Father Arcadius' This sprawling complex of barracks, Pffices and temple 
I 1  . 1  1 .  7 1. r I i ,. 1. r i  .- I i.. . 1 tn rnefonc ~ D O U K  being S O I Q I ~ ~ S  01 space nouses m e  wtaraians or me spire, [ne multi-raciar 

rove themselves worthy of the gods and multi-denominational order of monk-warriors dedi- 
+IlA-nr- rr-,.iF= J Temple cated to protecting the Spire. Their current duties (self- 

: with appointed, but universally accepted) involve warching 
n their over the Spire (location TI) and the 7ark of the Divine 
IS will Vista (locarion J7) to protect them fiom mischief; standing 
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wilI actively support the Guardians of  the S p i n  
spells. If summoned to arms, off-duty clerics d l  dol 
armor before rushing to the fight. Father Arcadit 
equip himself with his old paladink gear. 

J O I N I N 5  THF TRUF 
CHILDREN TFMPLF, 

PC human clerics may join the True Child 
Temple, although it is ultimately up to the DI 
discretion. To join as initiates, they may be of 
level, ar long as at least half of their levels are 
cleric. TD join a t  the rank of priest, they must bt 
a t  least 4th level, with no less than half as cle 
Steppin? in a t  the rank of bishop would be qr 
difficult given the responsibilities that corne v 
the job, and a FC would have to be a t  least 8th le 
with no less than 4 as cleric. It would be even m 
difficult to step in as arch bishop. A PC would h 
to be at  least 12th level, with no less than 8 le\ 
as cleric. Theoretically, a PC could replace Fat 
Arcadiu ; at the head of she sect, but he would h 
to be at  least 18th, with no less than 10 levels 
cleric. In addition, it would be all but impossi 
to do s 3  without prior service to the Teempie, 
the Leadership feat and a famous reputation t 
precedes him. 

- 

re n 
bl's 
any 
L as 
? of 
sric. 
i t e  
vith 
vel, 
ore 
aye 

lets 
her 
ave 

ible 

hat 

, as 

or 

- 

HOOKS 
* Archbishop Kalris hires the Pcs to dig up any informa- 

tion from Father Arcadius' career as an adven-turer that 
might discredit him and weaken his authority, Evidence 
that he kded good-aligned beings or otherwise violated 
the paladin's code will suffice. 

54. GUARDIANS O f  THE 
SPIRE v m p L F  

The Cuzrrdians o f  the Spire's compound sits on an 
immense plot of land just to the southwest of the 
Children o f  the Creator temple. It consists of five 
buildings, the largest o f  which is a temple, which 
contain. the order's communal rooms, chapels for 
worship In various denominations and administra- 
tive offices. The basement vault also houses the 
order's treasury. Just to the south of the temple 
is  the training complex, where members drill in 
fighting techniques and combat formations. The 
remain1 ng buildings are barracks. 

sentry M the city's most important temdes; and patrolling 
the immediate vicinity of the  Spire to preserve pubric 
Otder. The Guardians are a mysrerious group, noted for 
their ascericisrn, stoicism and secrecy Thev command 
widespread respect in the ciry for their piety and the ser- 
vices thar they render. But they guard The inner workings 
of their organization so closely - evcn from the main- 
stream religions that support them financially - thar 
some in the city suspect them of nef;lrious motives and 
dark deeds done in private. 

RESIDENTS 
The Guardians of the Spire trace their xigins back to the 
time when the city first began to draw large numbers 
of pilgims from foreign lands. The s-irge in commerce 
that these visitors brought was largcly welcomed, but 
the mainstream religious sects becanre concerned that  
having so many more folk about - especially foreigners, 
whose ways and motives are not always easy to understand 
- made it more likely that someone would vandalize the 
temples, or even the Spire i tself .  Ratper than rely com- 
pEeteIy on the City Guard for protection, a small group of 
priests decided that they ought to take matters into their 
own hands. 

Thus inspired, seven mid-level priest:; - three humans, 
two elves and two dwarves - bander! together to form 
the Guardians of the Spire. All of them had considerable 
training in the fighting arts, and some bad served in the 
City Guard or worked as mercenaries before joining the 
priesthood. They all embodied a peculrar combination of 
deep piety with a warrior's skills and the will to fight in 
defense of their faith; they cast their new order in their 
own image. So the Guardians of the Spire have remained 
down through the years. The order received funding from 
all three mainstream religions (who savv in it the chance 
to exert greater control over their disttict) and it quickly 
began tu attract followers. Their members supplemented, 
then supplanted emirely, City Guard patrols that watched 
over the temples, the Spire and the Park of the Divine 
Vista. Although the Guard s t d  has a strong presence in 
this district, they aIso know that for tile most part they 
don't have to worry about it because the Guardians always 
keep a tight lid on things. 

The Guardians organize themsehes along military lines. 
The lowest-ranking members are knawn as disciples. 
They are the order's foot soldiers, its mik and file. When 
off-duq, they are stili required to perfom menial chores 
around the temple and barracks, such as cleaning and 
waiting on the senior leaders. The orJerS basic tactical 



unit is the squad, which 
disciples commanded by 

CohSiStS of no more than ten 
a prefect. In addition to field 

leadership, prefects are charged with maintaining orderly 
conduct in the barracks and enforcing the order’s rules. 
2-5 squads may be combined into a cohort led by a 
brother OT sister milirant. Brothersjsisters militant are 
also charged with low-level administrative duties, such 
as purchas:ng supplies or new weapons, and assisting in 
religious rituals pedomed in the temple. Formations 
larger thav a cohort must be commanded by a member 
with the rmk of custodian, and there are only seven a t  
my given rime. The niimber seven was fmed as a tribute 
ro the founding members of the order, and by rule three 
must be human, two dwarven and two eIven. When not 
leading in the field (and only rarely does the order need 
to field a fmrnation that large), the custodians attend TO 
administrative duties, discussing organizational policy 
and managing the order’s material assets.The leader of the 
order holds the tide ofMaster of the Order, and he does so 
for life, or until voluntary retirement. 

All together, over 700 members of the Guardians of the 
Spire live, train and pray here. There are 600 disciples, 
80 prefects and twenty brothers/sistess mititant, in addi- 
tion to the seven guardians and the Master of the Order. 
Whatever their rank, They live spare, disciplined lives. 
Their living quarrers are sparse, wirh simple fiirniturr and 
holy symbols as the only perrnitsed decorations. Disciples 
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they may speak to give orders or in F 
that require verbal communication. 

In short, the Guardians of the Spi 
cism and militarism into an austere 
them apart from the rest of the ciq 
of othenvddliness thar fascinates r 
ers uneasy. One of the Guardians’ r 
rituals is the changing of the watch, 111 wlllc 

of guards marches oiit horn the Temple corn 
Spire and the park aE the Divine Vista to 

currently on duty This takes place three tin 
- a t  dawn, mid-afternoon and midnight 
the years, has become something of a public spectacle. A 
modest crowd usually gathers to watch the bare-headed 
warrior-monks, clad all in white, march back and forth in 
tight formation with their battle standard at  their head, 
maintaining perfect silence except for the orders barked 
QUt by rheir officers (the Guardians wear soft shoes instead 
of boots, and keep their weapons in a firm grip as rhey 
march so they won’t ranle). The midnight changing of the 
guard is said to be the most visuallv strikme. as thev c a m  
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project an air 
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torches that cast a 
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bunk four to a modestly-sized bamcks 
two to a mom. All officers of superior ra 
their own private rooms, but they are 
subject to the same restrictions. Nor 
even the hfaster ofthe Order may hang 
superfluous decorations in his room. 

The rules of the order keep its 
members to a S t r i c t  daily schedule 
begins at dawn and prescribes precise times for 
taking meals, combat training, meditation and 
devotion, and of C Q U ~ S ~ ,  guard duty for those 
who have been assigned it. Members - maIe 
and female alike - wear loose white tunics and 
breeches made of coarse cloth. The tunics bear the 
T-shaped symbol of the order on the front, a solid 
black cylinder standing Q T ~  end (symbolic of the 
Spire) with a narrow ellipse suspended above it (sym- 
bolic of the deity that created the Spire). Prefects 
and brothzrsJsisters militants wear badges of rank 

the breast. Guardians wear silver medalhons 
around the neck to signLfy rank. The Master of * 
the Orders medallion is made of adamantine inlaid 
with gold. Male and female members ahke must 
wear theit hair closely cropped, or be shaven bald. 

In addition, disciples must remain silent a t  all 
times unless spoken to by their superiors, except when in 
their barracks rooms, when performing religious rituals, 
during combat training, or in actual combat. Otherwise, 6 

they must eat and perf-om their duties in silence. Higher 

Q 1 -  e 
.. 



P 

- 
elves, hali 
orcs have 
hurnanoic 
visit the 1 

\ and the or 
between t 

The on 
main re!( 

, -  

, the Guardians of the Spire are 
rization, but tightly integrated at 
ire no racial restrictions to mem- 
e rules of the order, and humans, 

-elves, dwarves, halflings and even a few haIf- 
joined (although in pracrice, full-blooded eviI 

is are never accepted). Clerics from each racr 
remple regularly to perform rerigious services, 
dct respects ddferences in doctrine and worship 
he various faiths ofthe Spire. 
3er is supported by donations from the three 
gious sects, as well a< private donations hrge 

and small. Small coin donations are cdec ted  through 
the alms box at the Spire. The Guardians also accept dona- 
tions in kind - us~~al lv  food, bolts of 

outside it (that IS, among the verykw who are aware of the 

cloth for uniforms, and necessary 
services, such a5 smithing. But 
more terently, thev have begun 
to accept donations of goods that  
they can re-se1l.This has been 
a source of some con- 

prominent organization than it is now. During his 
ishes to make it an even more 

term, the arder has already ircreased the extenr 
of its  patrols in the district, and  he has plans to 

cover an even greater area with 
more frequency However, he 
is quite unaware that the city 
Guard views this as encroach- 
ing on their turf, and they 
(and their supporters in the 
Council) are not entirely 

Masier Sher also has 
designs to extend the Guardians' 

mandate to protecting forergn pilgrims. This 
would involve setting up chapter houses in foreign 

cities and organizing pilgrim caravans that would travel to 
and from the city under the order's protection. Eventuslly, 
this would entad a major expansioii of the oTder, requir- 
ing rhat it recruit many new members (currently, the 
Guardians do not recruit). It would also expand the 
Guardians' reach and authority so that jt would rival (and 
in some ways exceed) the ciry Guard in size and impor- 
tance. Master Sher has not thought out the pohtiral conse- 
quences of his ambitions. But most of the custodians have, 
and thev are distinctly uneasy about them. 

j :  

happy with 't. 

practice), for some worry that the Guar-Aims are becoming 
TOO intzrcsted in worldly things. 

In fact, the Guardians of the Spirr have amassed an 
impressive collection oF material gssets that contrasts with 
their austere lifestyle. In addirion to the hoard of coin 
that they keep in the basement of the temple, the order 
owns sevetaJ farms, mills and orhet m-dl businesses in 
outlvimg regions. These were donated at mrious points in 
the order's history by noble families, foreign pilgrims and 
wealthy commoners, and the Guardians have lust never 
Seen fit to sell them. Combined with the order's notori- 
011s secreq about its own affairs (it refuses to show its 
accounts even to the religious sects t:iat support them), 
their financial practices have actually led tu rumors that 
they are much wealthier than they really are. 

The current Master of the Order, a half-elf named 
llian Sher, seems oblivious to these concerns, how- 
ever. Master Sher has spent his ent re adult life in the 
Guardians, giving him an understa:iding of the order 
that i s  borh intimate and perceptive. He sees chat the 
Guardians' current duties de not require their hull 

Master ofthe Order llian Shelr: Mnk18. \ 11 
Guardians (7): Mnkl5-17. 

Brothers/Sisters Militant (20): Mnkl Q-14. 

Prefects (80): M nk4-9. 

Disciples (600): Mn kl -3. 



You may vary tne members or me oraer ny creanng some 
of them as midticlass NPCs, as long as a t  least half of their 
total levels are taken as a monk 

The Guardians of the Spire have amassed a pretty 
fair fortune over their long history, but it is not as 
rich a s  some of its detractors suspect. Depending 
on the flow o f  coin donations and the order's 
expendftures, there may be anywhere from 30- 
60,000 gp in the basement vault at any time. There 
are no locks or other physical impediments, but 
the vault is closely guarded, and no one has been 
foolish enough to take on an entire temple full of 
Guardians in order to  reach their treasure. 

Mernbcrs of the order are not allowed to keep 
'-1. . I . .  _ _  T t L -  . I I ,  I ., 

but they cannot be kept in the temple con 
Members receive no pay, only room and bc 
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coin or valuanie personal irems wim rnem. iriey 
are not sNArrendered to the order upon joining up, 

ipound. 
lard. So 
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in the M?ster of the Order's chamber - and noth- 
ing else o f  value except for magic items. Among 
those are the + I  ki focus quarterstuffcarried by each 
prefect; tlle + I  seeking light crossbow and +2 speed 
quarterstcf carried by each brotherlsister militant; 
and the 4 3 speed quartefitaflcarried by each custo- 
dian. The Master of the Order arms himself with 
a +4 thurldering speed quarterstafl As monks, the 
Guardians of the Spire forswear the use o f  armor. 
But each prefed and brotherlsister militant wears 
bracers o f a m o r  42 and the custodians and Master 
of  the Order each wear bracers ofarmor t4. 

ACTIVITk' 
NO one except members of the order are allowed within 
the Temple compound unless they have official business 
within. Every entrance is guarded by four disciples stand- 
ing sentq; supervised by R prefect. Anyone claiming to 
have official business will have to wait until the prefect 
on duty can verify their story. 

Intruders will detained for interrogation by a brother/ 
sister militant to determine their identity and purpose. If 
an intruder tries to escape QT fight back, the guards and as 
many of the order's members as necessary will srrike for 
nonlethal damage until he i s  subdued. Once interroga- 
rion has welded the desired information, the interrogator 
(consuItiag with superiors, if necessary), wiIl make a 
judgment as to whether to simply expel the intruder or 
titrn him over to the City Guard for criminal prosecir- 
tion. 

J O T N I N ~  rr 
CjWARDTRNS OE T 

PCs may join the Guardians 4 

a s  they meet the prerequisites for the rank they seek 
and are deemed worthy (that last part is entirely 
a t  the DM'5 discretion). RCs joining at the rank Q f  

disciple may be o f  any level as long as they have at 
least 1 level of monk. PCs who wish to join at the 
rank o f  prefect must be at least 4th level, 3 as monk, 
and must have experience in a formal military orga- 
nization, such a5 an army or a mercenary band. It 
is  more difficult to step in  at the rank of brother/ 
sister militant. The PC must be at least 9th level, 
with at least half o f  those levels as monk. He must 
also have substantial prior military service, includ- 
ing service a t  comparable rank. Theoretically, it is  
possible for a PC to step right in as a custodian or 
even Master of the Order, but he must be '12th level 
or higher (1 6th or higher for Master of the Order), 
with at teast half of those levels as monk. Also, 
an outsider who wishes to step in at such a high 
rank without a history of service in the order must 
already have widespread fame in order to merit any 
consideration at all. 

In addition, a PC seeking the rank of brother 
rnilrtant or higher must have the Leadership feat. A 
Guardian of the Spire may have levels in any divine 
spellcasting character class (including druid), but 
may not have any levels in an arcane spellcasting 
class. 

HOOKS 
The Guardians are deeply suspicious of the Priests of 
CalamitJ (see location JS) - or, alternately, any neutral 
evd or chaotic evil-aligned sect. One of the custodians 
has taken it on his Q W ~  initiative to destroy the sect by 
atsacking its temple. Unbeknownst to Master Sher, he 
wishes to hire the PCs for the dirty job (so it can't be 
rraced back to the Guardians). 
Not all of the order's senior leadership are oblivious to 
the problems that Master Sher's ambitions could cause 
for the order. One of the custodians asks the PCs to spy 
on the City Guard to learn what action they may be plan- 
ning against the order (if any). If the PCs are members 
of the order, he asks them IO make a great sacrifice for 
the benefit of their fellows, leaving the Temple to enlist 
in the Civic Guard. If the PCs are members of the Guard, 
he may offer them inducements (financial or otherwise) 
to provide him with intelligence on an ongoing basis. 
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F Calamity are notorious enough as 
rt Is, a r a  so their temple, a t  least on the outside, 
keeps a. low profile. They house their order in 
what wcjs once a large pilgrim's inn, and the skull 
rirnrncc with fire (the order's unholy symbol) 

) r l  painted on the sign is the onty obvious indicatic 
that It has changed functions. The former cornrnc 

- _ _  ._ _ _  LL- L- . - - \ -Y-  -*-*- . - - : - I  Le area now serves a s  trie rcrripit: 3 Lciriiiuiiidi i i d l l ,  

the back rooms as offices, and the guest rooms as 
accommodations for the clerics. tnside the temple, 
howevep, black and lurid red rule the color scheme. 
The . - a m + m v - i a ~ a  & + h m  rernmnni31 Cr3!1 ic  &e gltgr. 
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an obsidian replica of  the Spire wreathed at the 
base by red quartz flames. 

These devotees ofthe god of destruction are not riniversal- 
ly welcorned in the city. They revel in carnage and chaos, 
and they do not even try to conceal the malevolence Qf 
their deiT But their religion does genuinely revere rhe 
spire, and as such, the Council cannot legally bar them 
from [he Spire District (it also helps that they bribe and 
hlackmail c i t y  officials to protect thcmselves). The city is 
stuck with this cult of cruel subversives, whether it llkes 
them or not. 

R F s E DE N'I'S 
The Priests of Calamity scwe as a spiritual (if one may 
correctly apply the term) outlet for those outcast souls 
who simply do not fit in with the city's more wholesome, 
life-affirming sects. It is a multi-racial sect, and  there ate 
humans, half-orcs and humanoids among both its clergy 
and l a y  kdowers. Thleves, assassins and other suns of 
criminal< fed  a t  home here, and same humanoids use the 
sect 35 a 5econdary faith afier their tribal religion. 

Because their religion i s  not racially-oriented, the Priests 
of Calamity care nothing for anyone's claim to be the true 
Children of the Spire. In their theology, the god of the 
Spire embodies the most importanr primal farces of the 
cosmos - chaos and destruction. All mor& and all work 
of mortal hands are doomed in the end, from their point of 
view" Everything dies, everything is ultimately destroyed. 
on ly  the god endures. And the god rhat the sect reveres 
created the Spire as a reminder to mortals of their insig- 
nificance. The god looms over all ,  dominating everything 
in its shadow Only it i s  w o d y  of reverence. Given these 
cerrainties, they believe rhat one has no reasonable choice 
but to embrace chaos and destrucriun as a way of acknowl- 
edging the greatness of their god, with every fiber of their --, being. 

4 Needless to say, this is not a wildlv popular worldview 
in a wealthy city that thrives on trade, commerce and the 
peace that makes it aU possible. Even so, the Priests of 
Calamity draw enough adherents TO validate their exis- 

tence and keep rheir modest temple sTalfed bv 50 clerics. 
ik befits a sect whose orientation is primarily chaotic evil, 
they do not have a rigid hierarchy Tht?ir ptiests carve up 
duties iiccording to experience, but the rules ofrheir order 
allow for unusual flexibility when it comes ro who is in 
charge. 

The leader of  the order holds the tirle of High Master, 
but al l  of the other clerics hold the rank of priest. The d e s  
of the order specify thar the Friests nith more seniority 
(and more magical power) have the right to order around 
more junior clerics, but everyone hold; the same rank. In 
spite o i  the lack of hierarchy, the order still divides labor 
in a wav very similar to how other reIig ous sects do it:The 
priests with the least seniority perfonn the most menial 
tasks, while those with the most atttknd to administm- 
tive matters, high-level fundrnising and issues of temple 
poI1cy. 

What makes the Priests of Calamity iinusual in terms of 
their organizational structure is their rule regarding the 
High Master's succession. Any priest, n.1 matter how short 
his tenure at the temple, may challenge the reigning High 
Master for his title at any time. The two must immediately 
fight each other in the temple's main hall, under the gaze 
of all available priests of the order. Thov fight unti! one 
yields, or to the death.The winner assumes  (or retains) the 
title of High Master; the loser (ifhe is still alive) becomes 
a common priest of the order. 

The current High Master is SammaeI Ker (chaotic evil), 
a short. shiftyeyed human with a deceptively charm- 
ing smile. High Master Ker is as effective a lender as the 
Pnests of Calamity could hope for. Cunning and political- 
ly astute as well a s  cruel (he killed his predecessor even as 
she conceded defeat in their duel), he is always looking for 
information regarding the order's standing in the ciry and 
for way.; to advance its fOKUneS. He takes a keen inrerest 
in sect devotees, and uses rhem to nurriire close contacts 
between the Temple and thieveq (both Guild rhieves and 
freelancers alike), assassins (such as the band led by Sinara 
the Ruthless; location L25), smugglers and other elements 
of the cityk criminal undemrorld. H e  trie5 to keep his 
flanks secure by bribing or blackmailing city officials 
from the Council on down, and he is always hoking to 
build out a liework o f  spies that will ktbep him abreast of 
everything that is going on in the city, as well as help him 
keep thr! Mirror Guard out of his business. Knowledge is 
power, and one never knows what data may be turned to 
one's own advantage. 

As an avowedly evil-aligned sect, the Priests of Calamity 
pirt a rather unusual spin on the norion of pubIic service, 
since the divine magic at their command is more suited for 
inff icting harm rather than heaIing and curing ilk. Instead 
of proviciing services in the temple, the clerics stand readv 
to hire themselves out lo commit malice in exchange for a 
fee. They will wound, curse or poison someone, or do most 
anything else that only an evil cleric can perform. This can 
include participating in acts (such as robbery or even mur- 



aer) tnat 11ivoIve serious vioimom or me r i rys  Lrirninai 
laws, althcugh the temple wilf weigh the risks involved 
before agreeing t o  anything. Most often, the clerics get 
hired to htlp out with lowlevel feuds and rivalries. But 
they will also hire themselves out to adventuring parties 
who require their particular brand of divine rnagrc. The 
risks of such ventures are high, but are lucrative ~ O T  the 
Temple. Rrcause of the nature of their work, all clerics of 
the Priest5 of Calamity go about armed. Standard equip- 
ment fOT 3 cleric of the order is a morningstar, with a light 
crossbow 10 boot if adventuring is involved. Every cleric 
also has a w i t  of  chainmail, which they wear only if they 
expect rro:rble. 

High Master Sammael Ker. ClrT4. 

Senior Priests (S): ClrlO. 

Mid-level Priests (I 5): Clr5. 

Junior Priests (30): Clrl.  

It is not neceqsarilv the case that all  clerics of the temple 
have served the order for theit entire adult lives. You may 
varv tbeis backgmirnds by creating some of them as mul- 
ridass NPCs, as long 3s at  least half oftheir total levels are 
taken as c'erjc. 

The Priests of Calamity have acqu 
if they were a major merchant firm 
small religious sect, thanks to the 
to the criminal underworld. However, they also 
spend more than other small sects; bribes and 
employing spies tends to  drain the temple of  funds. 
Nonetheless, the temple h a s  amassed a treasury 
worth about 25,000 gp in coin and jewelry, as well 
as contraband luxury items and trade goods. The 
goods they keep in the temple basement, the coin 
in a vault that they added on to the basement. 
The vault is guarded by a large portcullis (DC 25 
Strength check to lift), and by a poison dart trap 
which springs when certain items (DM's discre- 
tion) are l ifted (CR 7; mechanical; manual reset; Atk 
+I 8 ranged; poison (carrion crawler brain juice, DC 
13, paralysis); multiple targets (up t o  three targets 
in a 1O-ft.-by-TO-f?. area). 

Like most temples, the Priests of Calamity don't 
pay their clerics much and restrict the extent to 
which they can amass personal wealth. Some try to  
get rich independently, but as a general rule magic 
weapons, armor and items represent the majority 

gY 
ha r 

+ I  moinmmi ana carry a + I rnornrngsror. HII LIW# 

with 10 or more levels (overall, in case o f  multi- 
class) wear +2 chainmail, a strand of prayer beads 
(with one bead ofsmiting and one bead ofsummons) 

. 

o f  w'hat m a y  be considered treasure here. All cler 
with 5-10 levels (overall, in case o f  muttidass) WE 
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and carry a +2 morningstor. High Master Ker pos- 
sesses the totems of  his rank: + 3  chainmail, a +3 
morningstar and an iuun stone, pale green prism. 

The temple is also an excellent source o f  divine 
magic items t h a t  make use of spells from the 
destruction and evil domains (these are the prod- 
ucts that separate the Priests o f  Calamity from most 
of the city's other temples, after all). They keep in 
stock 25 SC~OI IS  each o f  the 1 st-3rd level spells from 
these domains, 10 scrolls each of the 4th-6th level 
spells and 5 each of  disintegrate and bkusphemy, 
the 7th level spells fr5m those domains (there are 
presently no clerics in the temple capable o f  casting 
spells o f  higher levels). Rings, staves and wondrous 
items that use evil dkine magic exclusively should 
also be available at the DM's discretion. 

C'I' I v1m- 
A single priest of t.he rernple will greet all visitors (with a 
cerrain suspicion if they are strangers). Visitors may have 

.- the odd sensarion that they are being watched - and 
indeed they are, from a pair of small observation rooms b 
above and to each side of rhe main entrance. One priest is 
stationed in each room, from which they can observe all 
visitors mthout being d e t e c t d  Visitors inquiring about 
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y important matter that requires 
liscuss their needs. 
the Temple, aIthough it is &i- 

.Iv up to  the DM's discretion. Because of the Priests 
damity's lack of formal hierarchy, they ulll join at the 
of priest no matter what their level. A PC cannot join 

irder at rhe rank of High Master, because their d e s  of 
ession are very precise. The PC wilI first have to join 
'I or?.inary priest, then challenge the reigning High 
:er. In practice, however, this is only a f o r m a h ,  as 
est who has been in the order for just a moment can 
engt. for the High Master post. 

HOOKS 
* High Master Ker finds out that one of his senior priests 

has worked out a plan to recruit a n  army o f  humanoids 
and invade the Dwarven District by infiltrating through 
the Old Mithral Mine (location A19). He approves of 
the plan in principle, but also fears that if it succeeds, 
it will create the mosr potent threat t o  his leadership 
of the Temple that he has ever had to face. He  hires the 
PCs to spy on the priest and cut him down in his hour 

* Smugglers who worship at the temple need a little tern- 
porary help in getting an unusually large cargo of con- 

Mastet Ker has 
candidates in 

tmband h t Q  the city. High 
agreed to find some suitable 

Qf Victory. 

- u n e  or rne wea~nessrs m [ne otaers mremgence net- 
work i s   source^ of information about other temples, 
particulady the gmd-aligned sects. High Master Ker 
tnll Fay handsomely for information about the inner 
workings of other religious sects, and even more for 
spies who wiU provide him with a steidy stream ofintel- 
ligence. 

* High Master Ker suspects that Sinata the Ruthless has 
doubie-crossed him. Insread of striking back directly, 
the High Master wants to frame her. ]le tries to manipu- 
late the PCS into assassinating a city VIP and leave dues 
incriminating his new enemy. 

56.  H ~ J M A N O T D S  TEMPLE 
~ 

It is hard to deny that this temple is something of  
a shambles. The walls are faded, and cracks in the 
masonry can be seen without even looking closely. 
Inside, decorations and miscellaneous items lie 
haphazardly about, and the floor shorvs no evidence 
of  having been swept in a very long time, Outside, 
the surrounding lawn and shrubs are shaggy and 
untrimmed, making the entire temple a n  eyesore. 
The tenple is laid out with the m;in half, where 
most c f  the interaction with the pub jc takes place, 
perpendicular to the main entrance. A long, wide 
hallway runs from the opposite sidecfthe main hall 
down the length of the building, past administrative 
offices to the private quarters in the Jack. 

This relAtiveIy under-utilized temple, located just west of 
the Park ofthe Divine Viqta, houses a m d e y  assortment of 
clerics and shamans that represent the various tribes that 
popuIatr: the Humanoid District. Under the terms of the 
peace settlement with the humanoids, they were given a 
temple large enough to be considered 3f the second tier 
- resp~ctable, but smaller than those of the three main 
religion.;. The humanoid Leaders were unhappy at  not 
getting ;I larger tempIe closer to the Spire. But the f a n  is, 
the humanoids have never been able to fill the space that 
they haw with clerics, and they don't take good care of 
rhe buildings or the grounds. The humanoids say that is 
because their ability to move about 01 tside their desig- 
nated t e m t o r y  is so strictly limited, while most everyone 
else maintains with varying degrees of insistence that it 
shows that the humanoids don\ revere the Spire nearly as 
much 3s thev claim. 

KFSIDFYT'S 
The humanoids were granted a temple ir the Spire District 
as a conrlition of the settlement that granted them part of 
the city 3s their own. But i r  is a little mideading to say that 
they have a single religion. Yes, all of chr. humanoid tFibes 
believe more or less the same thing, that they are she true 
chiEdren of the god of the Spire, but that the love of the 
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ithortt a direct &&ation with one of the tribes that 
in the urban wreckage of the Humanoid District, it is 
1st impossible for a PC cleric to join the Temple. Even 
e should succeed, he would have no formal rank and 
!d always have to watch his Lack against clergy affili- 
with rival tribes. 

HOOKS 
A shaman from a humanoid tribe wants assassins to 
strike down the clericaI representative of a rival tribe. 
He is a!so clever enough to want to hire someone other 
than the city’s more notorious assassins, to avoid the 
inevitalde suspicions, so he hires the PCs. 
One humanoid tribe is planning a surprise attack on a 
rival tribe. To avoid suspicion about its preparations, it’s 
using its representative in the Temple f~ r e m i t  merce- 
naries rrutside the Humanoid District. A smal1 party of 
highlj~ skilled adventurers is most desirable for the task, 
as it will be easier for them to slip into the Humanoid 
District undetected. 

J7- P A R K  OE T H E  DTVINF VISTA 

This Dark-like space i s  dotted with twenty l i t t le 

- - I  - - - - -. . . - - - - - - - 
preachers with which the city is blessed (or cursed, 
depending on your perspective). Each gazebo is  
simple ir both design and construction. They con- 
sist of a circular wooden platform with a few steps 
leading up to it, half-enclosed by tall planks (to help 
project t+e speaker’s voice out toward the audi- 
ence) and shielded from the elements by a hood. A 
wrought- ron frame holds alt of these components 
together. Each gazebo is 5 feet in diameter, 50 that 
it can C,t a single Medium size speaker cornfortabry. 
They are also spaced so that a  mall crowd can 
gather in front o f  one without disturbing the audi- 
ence in front of another. 

When l o t  used for haranguing the faithful and 
the curious, the gazebos also host those who sim- 
ply want do spend some time meditating in a semi- 
private space in the shadow of the Spire. 

gazebos - paiially enclosed, circular platforms 
raised just slightly off o f  the ground - meant to 
accommodate the motley assortment of itinerant 
preachers with which the city is blessed (or cursed, 
depending on your perspective). Each gazebo is  
simple ir both design and construction. They con- 
sist of a circular wooden platform with a few steps 
leading up to it, half-enclosed by tall planks (to help 
project t+e speaker’s voice out toward the audi- 
ence) and shielded from the elements by a hood. A 
wrought- ron frame holds alt of these components 
together. Each gazebo is 5 feet in diameter, 50 that 
it can C,t a single Medium size speaker cornfortabry. 
They are also spaced so that a  mall crowd can 
n-.th*r in L m n +  d f i m e  I i r i f h n r ~ t  A i c t n , A j n n  thn sinrli. 

RFSIBEWI‘S 
1 I ^  _- Named thr? Park of the Divine Vista for its position at the 
:-I foot of the Spire, this space was originally intended as a 

public place of meditation and contemplation. As the city 
grew, however, it began to draw a more diverse crowd, 
as sects from foreign lands staked claims in the district 

ana me rnree esramsnea seus oegan x u  n a y  ai me euges. 
rhose with something to say but no temple of their own 
to say it in gravitated TO The Park, haranguing anyone who 
would listen. 

Neither the Council nor any of the three mainstream 
racial sects were terribly pleased about This phenomenon. 
But the Guardians of the Spire, who had by ROW taken 
responsibiky for security in the park, r&sed to dear out 
the street preachers just because of their unot-thodoxy. 
After all, the Guardians themselves hasl formed without 
prompting from the Council or any o€ the mainstream 
reIigions. The Council could not bring itselfto sic the City 
Guard on the Park o f  the Divine Visra either, nor would 
the mainstream religions use their pr escs for the task. 
SO instead, the Council decided to control the situation 
by building sheltered platforms at discreet intervals from 
each other, and decreeing that although anyone C Q d d  use 
them to expound upon their religious brhfs, there would 
be no preaching except from the gazebos. 
Since then, rhe Park of the Divine Vista has became 

arguably the liveliest place in rhe district. Some of the 
more norable itinerant preachers who currently frequent 
the Park are discussed below. As DM, you are welcome to 
add orhers of your own creation. 

Pireth, Messenger of Doom: Most a€ the city’s racial 
religions are apocalyptic, at least by implication. They 
believe that their race is favored by the god of the Spire, 
and to varying degrees, they leave a suggestion that some- 
day, the god will establish that as a fact p-oven beyond any 
possible argument. Whether this will h.ippen in the near 
or distant future is often left unclear in official sect doc- 
t r ine.  And in fact, the largest raciaI sects have set this mat- 
ter of the god’s final judgment we11 to the side, lest it inter- 
fere with the day-to-day business of making this highly 
profitable multi-rack1 city work smooth y. Apocalypse i s  a 
topic best hidden under the rug. 

Not so for Pireth, a particularly wild-eyed itinerant 
preacher who frequents the park of the Divine Vista. 
Pireth WJS once a priest of Children of tFe Creator Temple 
(location Jz), but he left the sect to preach according to his 
own ideas. Those who knew him in fomier times say that 
he simply went mad, but Pireth saysthat he had a moment 
of divine revelation. In that moment, he believes, the god 
appeared before him and told him that be would soon 
retwrn to the Material Plane and fmally sweep the world 
dean for his Chosen Children. But nor just alI humans 
- the god would choose only those w’io had remained 
faithfuI to him. So the essence of Pireth‘s message is that 
everyone must prepare for the imminent return of the 
god. The humans must make themselves one with the 
god through intense meditation and -srayer, while 4 
non-humans must order Their affairs in advance of their 
imminent destruction. 

However, it must be noted that Pireth has been preach- 
ing this message for several years now, and the cleansing 
of the world has yet to rake place. The Council still con- 
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u‘L:, one who was close to Gudmun at 
vs exactly what happened to him, and it 
[ether he himself fully understands it. He 
7 as his moment of revelarion. He says that 
h e  that the humanoids’ claim to the Spire 
izmship in the city) is all a sham, and that 
do not revere the divine landmark at a l l ,  
xnpared to the humans, elves and dwarves. 
:s that all humanoids are soulless, incapable 
nmunion with the god, and that they have 
ng the true Children of the Spire. 

Gudmun could not go on living in the Humanoid 
District, and so he passed through the Monster Gate, 
never to return. He determincd to preach his new beliefs 
ro whomever woiild listen. But wrth no connections our- 
side his narivc district and no money to h i s  name (and 
no markrtabk skills with which to earn any), he couldn’t 

set up his own temple. So he came to ihe Park of Divine 
Vista and has been a fixture here ever since, accepting 
meager donations from his audience. It is no surprise that 
Gdmun finds many sympathetic eat4 for his diatribes 
against the humanoids, but even then, there are also those 
who fiEd his message dangerous to the hard-won peace 
that has existed between the humanoids and the other 
races. Given his message, one would think that the True 
Children (location J3) wouId extend him a udcoming 
hand, but most of the sect’s leadership grimaces at the 
thought of allowing a half-orc into their clergy The hard- 
line hrr:hbishop &his has heard of C,udmun, however, 
and keeps an eye on the turncoat half-mc whose message 
dovetails with his own view of  the world. 

T e p a  the cloud Giantess: Perhaps the moqt CUIIQUS 

atrraction of them al l  is a cloud giantess narntd ‘regra. The 
city has a small, but noticeable giant population, most of  
them warking a5 lORg5hOremen by the Docks (location 
M21). As a cloud giant and a lady, Tegra prefers not to sully 
hersel€ with physical labor. Instead, she styles herself a 
spiritual Ieader of her race and preachej here in the park, 
even rhough she can barely fit under a gizebds roof. In  her 
belief system, the Spire points toward a point of contact 
benvecn the Material Plane and the plane on which the 
god of the giants lives. Somewhere above the peak of the 
Spire is a gate between the two planes, md finding it will 
literally grant you physical access to ihe god. She can’t 
pinpoint its exact location, but she takes it on fairh that it 
is there. ~n her view, then, the Spire i s  not a divine creation 
or a deity itself, but a sort of road sign that poinrs to the 

‘[he Guardians of the Spire still keep watch over the 
Park During the day and evening, tpn pairs of disciple? 
arrange themselves around the perimeter so that they 
can keep a C ~ Q S ~  eye on comings and goings. as weU as 
see everything that’s happening in the Park. A brother or 
sister militant, assisted by two prefects, moves about the 
Park, acring as roving observers. From midnight to dawn, 
the watch consists oidy of four pairs of disciples super- 
vised by a prefect. The Civic Guard usuaIlv has a squad 
02 two here as well; the Parks penchant for attracting 
malcontents is of concern to them, though they generally 
allow the Guardians to handle all bur the most serious 
problems. 

The Guardians view themseIves strict1y as peacekeep- 
ers. They are not there to take sides in digious disputes, 
or even to enforce all of the city’s laws !n this place. They 
srrive only to prevent fights from breaking OUE between 
the preachers and their foIlowers, and to protect the park 
itself from vandalism. Since the arrival of the humanoids 
and their insistence that they deserve jiist as much access 
to the Spire as anyone else, both have become more dif- 
ficult tasks. 
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colleagues a t  the Children of the Creator Tees 
the elves and dwarves, to the Guatdians of tl: 
themseives- of wanting to assassinate him. E 
choice is to hire private bodygards. His fears ;1 
but that doesn't mean that  no one wants hir 
Other preachers may take sirndar actions, or po 
T ~ S O U ~ C T C S  to hire the Pcs on a rotating basis. 
Word has reached Gudrnun that his human mol 
dying m the Humanoid District, still a prisone 
city's justice system. He does not dare show 1 
there again because of  his old apostasy. H e  knc 
The Rotten Jaw might kill him on sight as a mi 
that their rivals might kd him for his old affiliation. 
Instead, he wishes to hire the PCswho will infiltrate the 
district and deliver a message for him. 
'Tegra believes that she knows the location of a sacred 
text written by her cloud giant ancestors that d help 
prove the existence of the interplanar gate thar she 
describes in her preaching. But it's Iocated in a foreign 
land, with many hazards to overcome along the way and 
she asks the PCs to help her find it. 
Ggra has heard rumors aboitt Sheercliff, the philo- 
sophically inndined stone giant who leads a SQ1ital-y 
existence in the Humnnoid District (location 812). She 
would meet with him to discuss her religious ideas, but 
she does not know how to find him. If the PCs have 
knowledge of the Humanoid District, shy hires them as 
guides. 
~ ~ o u g h h e i s a h ~ g o f f a i t h  and fetvor, OttoStouthead 
is not above t e h g  a tale or two from his younger days. 
And no advenhrrer of his experience is without at least 
one story of treasures left unrecovered and exotic places 
left unexplored. In his weaker moments, Otto will urge 
adventurers younger than he, to take up where he had 
to leave off: 

-. .. - . 

Otto Stouthead: Halfling Pa114. 

Cudmun: Half-orc War3. 

Tegra: Cloud giant, a s  per the Monster Manual. 

Guardians ofthe Spire Brother/Sister Militant 
(Varies): M n k10. 

Guardians of the Spire Prefect (Varies): M n k4. 

Guardians ofthe Spire Disciple (varies): Mnkl, 
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As a germera! rule, the preachers who use 
o f  the Divine Vista do not have much in tt 
coin or valuable personal items. The reaso 
here, after all, is that they can't afford to 
temple c f  their own. 

Basically, there are only two major acrivities at  the Park of 
the Divine Vista: talking and listening. Sometimes, some- 
one will plop himself down in a gazebo to meditate, draw- 
ing inward and shutting offthe outside world. 'Rut for the 
most part. there are those who preach and those who hear 
them. Not everyone in the audience is a devotee; xume will 
stop and listen to a speaker OUT of curiosity, while others 
scoff openly and even try $0 debate the preacher. And of 
course, itk ton much to expect that all of the preachers and 
their followers wirl agree with each other. Loud arguments 
will draw the artention of the Guardians of the Spire. The 
sentries communicate with their officers by a system of 
hand signals and calls, A prefect who spots trouble may 
act on his own initiative and order sentry teams to con- 
verge on rbe location. The Guardians also keep an eye out 
for pickpockets, as the rapt crowds that gather here offer 58. C H I L D R E N  O F  THF CRFATOR 
exceUent Fickmgs. P I L q R I M  EIOSTFL 

Pcs who visit the park at a busy time - say, a holiday 
afternoon - w d  be met by a cacophony of voices, most of 
them lour! and strident. Clusters of people, some of them 
larger than others, gather around each occupied gazebo. 
Some of the more popular preachers will have followers 
floating through the crowd, trying to recruit a n  audience 
from those who don't seem to be listening to anyone in 
p3!TiCUh at the moment. Less vigilant PGs may also find 
that someone who seemed at first a devont foilower of this 
preacher or that is actudy a cutpurse. 

HOOKS 
Many O T  the itinerant preachers who come to the park 
fear thar they have made powerful enemies. All ofthem, 
Iacking the institutional backing o f  a proper religious 
sect, fer1 alone and unprotected, in spite of the fact that 
some of them have a decent-sized folfowing. Pireth, 

- 

In terms of i ts l a y  looks very much 
like a typical travelt that i ts common 
area is too small. IL UWC.II L X N V C  food or drink, so 

room . 
id ten 

upstairs, eacn ounmea wirn TWO oms mar are no 
more than a straw mattress on an old wooden 
frame. In addition to the small common area (not 
much more than a foyer, really), there is  a storage 

>ut, the hostel 
ir's inn, except 
L A,,,,TC ,- I...r* 

there's no reason to have a large common 
There are five guest rooms downstairs ar 
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room and an of ice downstairs. The entire building 
is  painted a drab off-white, and the public areas 
contain little in the way of decoration, onty a holy 
symbol hung in the common area. 
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T L D ’ S  LARGEST C ZITY 

e building is owned bv the Children o 
(location J2) and operated as a hoste 

10 have come to the city on a pilgrim 
ho stay here receive littie - onIy a bel 

herwise unfurnished room that they wiIl probably 
share with someone else - but the hosteI is a t  

:an and safe, and they pay nothing in return. Even 
e who can afford to stay elsewhere gcnerallv do. 

rl’1.S 

vho .;my at the hostel tend to be the most devout of 
out - those so devored to their religion that  they 
rney KO the city even though they have l i d e  or no 
to support themselves. Their origins vary (except 
have come horn foreign lands) as do rheir precise 
i (except for their determination to see the Spire, if 
ice in their lives). They are often dirty and dishev- 
:iug humble folk who arrive in the city without 
change of clothes to their name. Some have an 
ng fervor stirring behind their eyes, their piery 
driven them 011 with a rare fury. But the clerics 
n the hostel take them a11 in, as long as they can 

show a holy symbo1 as proof of their devotion. 
Once they have been allowed in, pilgrims can stay for 

as long as they like and come and go as they please. And 
in truth, a l l  of these factors taken together have made the 
hostel a useful waystation for foreigners who want to d i l -  
trate the city. Spies, smugglers, fugitives - any human 
who wants t o  enter unnoticed - nepd ordy carry a holy 
symbol to get 3. bed for the night. Affecting poverty and 
piety allows one to hide in plain sight, indistinguishable 
from the other pilgrims who come and go without much 
comment from anyone. 

That is ;ill the more true now, since the current manager 
of the hoxel is a lazy priest named Ernst lek0 (alignment 
neutm!). leko rarely leaves the back room, unless his 
assistant, acolyte Cherik Betde, is off-duty or utherwise 
engaged. He never pavs attention to the guests and does 
as little work as he can get away with. Nor terribly ambi- 
tious, he has already risen as high in the chtirch as he carts 
to. He ha.: figured out how to give orders to the acolytes 
below him, and how to dodge orders from the bishops 
above him. 

Cherik Bettle (alignment lawful good) is anofher mat- 
ter, however. Young and dedicated, he ha5 his sights set on 
higher rank and is determined to go a5 lar  as he can within 
the clergv He hopes - a bit naively - t h a t  if he  helps 
Jeko run a tight ship with this hostel, the senior temple 
officials will notice and ternernbet him. 

15 
,1 Except in the most unusual cases, none o f  t h e  

pilgrims have any valuable personal possession s. 
Ernst jeko wears the ring ofprotection + 1  tha t  comes 
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Emst Jeko: Clr3. 

Cherik Bettle: Clr l  

Pilgrims (Varies): Corn1 

As DM, feel free to dteT the guest roster as you see fit. 

witn n15 ranK. ne also carries a vial arouna nrs necK 
with a potion o f  cure (ight wounds in it (one dose), 
but otherwise he and Bettle keep their modest 
personal possessions in their rooms at the temple. 
There i s  a small unlocked cashbox in :he back room 
with 100 sp in it - the hostel’s petty cash - but 
nothing e k e  ofvatue in the building. 

ACT I v 17-r 
Unless Chesik Bettie is in or near the f3yer, anyone who 
wants tc stay here wit1 have to cause qiiite a commotion 
to draw out Ernst Jeko. No matter who mswets, the cleric 
will check to see how many beds are open and assign 
them accordingIy, Bettle treats guests FoIitdy. lek0 wirh 
absolute indifference. 

HOOKS 
Chenk Bede  knows little of the hostel’s history as a 
waypoint for dubious characters, but lie thinks that one 
of the guests has been behaving suspciously. He wants 
to report this t o  his superiors, both to avoid trouble and 
show off his vigilance, but he wants to be more sure of 
himself first. He approaches the PCs and asks them to 
spy vn the questionable guest. He can 3ffer little but cum 
light wound scrolls and low-level divirle magic services 
in return. 

J9. O R D E R  O f  ‘THE CjROVF T E M P L E  

The main entrance of  the temple opens onto a 
large, high-ceilinged circular space with a shrine 
- a pile of  rocks fastened togethei. so that they 
form a tower, like the Spire itself - R the middle. 
Rooms a t  the back s e w  as adrninisrative offices. 
and the caretakers of the temple live in rooms on 
the second floor. The walls of the building appear 
to have been assembled from large, moss-covered 
stones fitted together haphazardly arid patched by 
mortar. This is very much by desigr, for the dru- 
ids wanted their temple to feel as if it were made 
o f  pure, unfinished stone - the stuff of nature, 
rather than human intelligence. In fact, it feels like 
a cavern. There are no windows except for eight 
porthole-like openings placed at equal intervals 
about 15 feet above the floor of th-  altar space. 
As a result, the temple genetally requires lamp or 
torchtight at  all hours of the day. 

This modest temple houses a small dsu-dical order - no 
more than twenty members in all - That wotships the 
Spire as a deity in and of itself rather th in the production 



or a aeity. AS an oraer ox aruias rnat nas C I I O S E ~  to set vtselt 
up in the heart of a great city, they are also unique, and 
their grona-hkke temple is something of a curiosity in a 
neighborhood already filled with wonders. 

RES 1 D F N'TS 

Since the founding of the city, various druidical cults 
throughout thp region have incorporated the Spire into 
rheir beIirf sysrem. But the Order of the Grove is the first 
to actualh, set up a ternpIe in the city, right in the shadow 
of the sacred object itselt: The order believes that the 
Spire is not the handiwork of a creator god who favors 
a cerrain race, but is itself a deity. They hold that their 
god has, for reasons that  the druids still debate amongst 
each orher, chosen to remain on the Material Plane in the 
mute, sohd and unmoving form of a 30Sfoot tall geologi- 
cal formaion. In a sense, rhe god that they worship i s  not 
a discrete being, but all of nature itself. The existence of 
the god 31: a feanrre of the landscape tells us, in their view, 
that the &vine exists throughout a l l  of nature, whether 
it be animal, vegetabIe or mineral. The sect's fundamen- 
tal alignment is chaotic neutral, and i t s  membership 
favors khe chaotic and neutral alignments. Jt has no racial 
requiremmts for membership. In theory, it is less hosde  
to humanoids than mosf of the orher sects; but then, few 
humanoids follow a path that would lead diem to the 
Order of the Grove. 

Becauw of i t s  modest size, the sect hierarchy is not ter- 
ribly deer or rigid. The lowest-level druids of the temple 
aTe called initiates, and they perfom only mundane and 
simple functions7 such as cleaning and maintaining the 
premises and providing rhe least-demanding public ser- 
vices.There are currently twelve initiates. Above them, the 
druids (and there are onlv s i x  ofthem) rrain the initiate.; in 
The ways nf the order and provide the bulk of the temple's 
service to the public (not that there i q  a huge demand for 
druidical services in the heart of a huge city). The leader of 
the secr is Angus (chaotic neutral), a ta l l ,  imposing human 
with a yellow beard that M s  down TO his belt. He holds 
the title Leader of the CircXe. His second-in-command is a 
ha&& with sunken cheeks and dour disposition named 
Sister Ti3 Iawful neutral). 

Angus mas born in the city, the son of respectable trades- 
people. R u t  he lefr as soon as he came of age, to wander 
through the wilderness in outlying areas. During this 
time, he tgok up druidic practice. Eventually, he decided 
to return to his hometown, and he joined the Order of  the 
Grove Temple at  the rank of druid. His understanding of 
the city's ways made him valuable to rhe order. The previ- 
ous Leader of the Circle promoted him to Brother, and he 
assumed t ha t  role upon his predecessor's death. Angus is 
nothing il'not a true believer, his experience of living in 
the city h,is only sharpened his dislike of it and the entire 
urban wav of life. Given his druthers, he'd like to see thp 
entire citv disappear and the region around the Spire 
returned to its natural state. He seriously believes that 
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~ r ~ h i p  (see 104 
I gazebo a t  thi 

this would please the god; IT would ct 

Whenever Temple funds allow it, he 
doctrine a t  the Freelance House of VG: 
JIS), and when they do not, he finds i 
ofthe Divine Vista (see Iocation J7) and  preache 

Though she also folIows the druidic way of life 
Sister Tia takes alarm a t  Angus' more violent 
fervor. She believes that it is only a matter of t i l  
he plots some xdd-eyed act of sabotage i n  thc 
wiping the c i t y  from the face of the earth tha 
only came great harm, but bring doom to their 
relatively defenseless sect. that end, she tries 
close watch on her boss. 
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Leader ofthe Circle Angus: Drdl 1. 

Sister Tia: Half-elf Drd8. 

Druids (6): Drd3. 

Initiates (12): Drdl. 
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is a small and not terribty 
ity consists of  an unlocked 
gp kept in Leader of the 

ctrcie Hrgus omice. HII of the druids of the temple 
go abour casually armed. Under their robes, they 
weal an exotic brown-green colored armor woven 
from heavy plant fibers (treat as leather armor). 
They also carry scythes strapped to their belts. 
Initiates have no magic items on their person, but 
all six drilids carry masterwork scythes and wear an 
amu 1a5 
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and a hilender eilipsoid ioun stone. Apart from that, 
thP druies of the tern& have almost nothinp in the 
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way of coin or valuabte personal items. 
The Temple possesses a modest stock of magic 

items, in keeping with its size. They keep Some 

druidical magic, of course. They stock about twenty 
each of the most popular orisons and 1st  level 
spells from the druid's spell l ist (suck as  purfifood 
and drink and cure light wounds), ten each o f  the 
most poaular 2nd and 3rd level spells (such as cure 
moderatc wounds and (esser restoration) and a few 
each each ofthe most popular 4th level spells (such 
as cure wous wounds andjame strike). Higher level 
spells a r d  less popular spelts ofall levels are avail- 
able as r;crolls or potions by request. Other items 
should be availab!e at  the DM's discretion. 

ACTIVL'IY 

The Temple is open at all times in spite of the size of the 
s t f i ,  bur of course, there are more druitls on duty during 
business hours than in the middle of the night. Visitors 
will be Lqeeted by two initiates, who will ask what busi- 
ness they have a t  the temple, then fetch an appropriate 
member of  the order. The druids offer 5ome of the same 
divine magical services that clerical tenples offer: heal- 
ing, curatives and such. They also specialize in using their 
magic to help city residents with animal and p lan tda ted  
problems.These usually involve escaped pets or gardening 
problems and, mith be told, they tend tc insult the druids' 
dignity. But they are also an excellent source of income for 
the temple, which has precious few. 

If attacked, the druids of the Temple .Kill defend them- 
selves with spells and their physicaI weapons, ifnecessary. 
rf the sitiration appears to be getting out of hand, however, 
Leader of the Circle Angus will order two disciples to go 
for help, one TO the Guardians of rhe Spire and the other 
to find the nearest City Guard patrol. The druids will fight 
to the death to defend theirTemple. 

PC druids may join the Order of the Grove, although it 
is uItirnateIy up to the DM's discretion. To join a5 initiates, 
they may be of any level, as long as at least haIf of their 
levels are as druid. To join a t  the rank oi- druid, they must 
be of a t  Ieast 4th level, with a t  Ieast 3 as druid.To join at a 
higher rank, a F c  druid must be of a t  1e:st loth level with 
no less than 6 as druid, and he must convince A n g u s  and 
r i a  of the advantages of letting him join (again, this is a 
matter of the DM's discretion). It is v e y  unhkely that a 
PC without prior senice  to that Temple could step into 
such a position withour the Leadership feat and a famous 
reputatirm that precedes him. 

HOOKS 
Leader of the CircIe Angus has heard tales of an exotic 
species of shrub that will flourish in places where there 
is verv little sunlight. He thinks that having some will 
spruce up the Temple, but they can only be found in a 
land across the seas (or so the tales my). He is willing to 
spend much of the Temple's resources on outfitting an 
expedition to find this pbnt and brinl; a specimen back 
to him. 
Sister Tia thinks she overheard Leajet of the Circle 
Angus muttering darkly about how th.se d b e  trauble 
the ntbxt time he visits the Enchanted Lawns (location 
19) or the Druids' Grove (lmation P25). She fears that 
he will use the occasion to work some kind of enchant- 
menr on these holy places TO stir up trouble. She asks 
the PCs to tail herself and Angus the next time they visit 
either Qf these places. 



J I O .  TFWTP)LF OF T H E  SKY 

Like the large human and dwarven temples with 
which it shares the shadow of the Spire, the Temple 
of the Sky is an imposing structure built o f  marble 
and stone. But there is samething about the design 
of i ts facade - hard to identify, precisely - that 
gives it a n  airier, more graceful feel. 

The main foyer opens onto the main hall o f  the 
Temple, :he literal centerpiece of  which is a white 
marble ctatue, a miniature replica o f  the Spire, 
that r e a c h  almost to the hjgh ceiling. The entire 
ceiling, i i  turn, IS painted as  a replica o f  the sky, 
completF with clouds and the sun at high noon. 
Warrens 3 f  consultation rooms flank the main hall, 
and the back of the Temple is  taken up with priests’ 
quarters and administrative offices. Of these, only 
the o f ice  of the Rector o f  Permissions is ever open 
to the public. 

The Temple of the sky i s  the city’s largest center for the 
elves’ main religious s ~ t ,  Lady of the Heavens. Jt is not 
necessarilv rhat sect’s most important site - it can be 
argued that the tites enacted at  the Hall of the Elements 
(location P3) by the priests of the Temple of the Four 
Points (location ~ 2 2 )  play a more centra1 role in the 
religious life of their community. But it represents the 
elves’ all-important claim to the Spire, so irs political 
significance is enormous. It is also the place where non- 
elves must go to get official permission to enter the Elven 
District, arid so the temple clergy also find themselves in 
the role of diplomats. 

RFSIDFN’TS 
Lady of the Heavens enshrines the mythology and r e b  
gmuu doctrine that the elves of this region have believed 
in and followed since long before the founding of the city 
It w a s  the ofiichl religion of the state i n  the ancient elven 
kingdom, and it is still the official religion of the city’s 
elves. As with the main human and dwawen religiow 
sects, Ladv of the Heavens teaches its followers that they 
are the chosen race of the creator deity, ofwhom &e Spire 
i s  some sort of physicai manifestation. Like those other 
sects, Ladv of the Heavens has had M temper the xeno- 
phobia of irs core teachings in order to ensure peaceful 
coexistenre with the other races a t  the foot of the spir?. 

Eiut wit!iin the sect, the clergy of the Temple of Sky are 
somethinp of a breed apart. They minister to the spiri-rud 
needs of r:ie elves who live outside thc Elven Dishict, but 
they ate .?!so an outpost of the elven reIigion planted 
among competing sects and other races in R vast and 
diverse city They live many years away from the distinctly 
elven atmosphere oftheir native disrricr. The clergy of the 
Temple of the Sky are not only more cosmopohan, more 
sophisricztcd in theit view of the world outside the E h n  

urstrict man orner pnesrs ot rneir s 
than most elves in general. They beci 
company of other races - all the mc 
current policy of the Temple to enct 
with the other major racial religious sects. When d 
vice a t  the Temple ends, some priests report that t! 
like strangers in their own homeland, and they p 
settle elsewhere in the city. This tension is someri 
stronglywithin the House of Nerise (see location 1 
the Overview of the Elven District), which tradi 
dominates the Lady of  the Heavens clergy. 

The Temple of the Skv bas the least hierarchica 
o f  any of the rhrcc m2jjor temples a t  the foot of th 
Gradations of seniority are simply not that important 
because elves are SO Iong-lived that, for the bulk of his 
career, a priest of theTernpJe will know his job just as well 
as anybody else, and everybody else will know his job just 
as wclI as he does. This breeds a certain egalitarianism 
in the ranks, and it seems silly to pretend otherwise. As 
a result, there is only one rank below that of the senior 
Ieadership, that of priest. Priesrs perform just about every 
duty that there is to perform in the Temple, whether it i s  
lending an ear to someone’s troubles, using divine magic, 
crafting magic items, performing rihds, or simply tidying 
up around the premises. There are 150 priests sraffing the 
Temple, abmt half of them members of the Nerise family, 
or from families abed  to them. 

The senior leadership consists of only eight veteran 
priests, ahmost all of them Nerises themselves, or tied to 
the House of Nerise through favor4 that the Nerise have 
done for them or their families. S i x  of them hold the rank 
of canon, and their duties consist mainly of overseeing the 
administration of the Temple. The leader of the Temple 
clergy is the High Priest, whose most important roles 
are to !cad thp major rituals and to represent Lady of the 
Hcavens in dialogues with other sects. The High Priest of 
the Temple of the Sky is also the citular leader of the sect, 
although he will sometimes find htmselfcrawded by a snf- 
ficiently powerful Priest of the Temple of the Four Points. 
TheTempie’s second-ranking priest has what i s  perhaps its 
most important job, however. The Rector of Permissions 
oversees the granting of passports to enter t i e  Ehen 
District and personally reviews 311 extraordinary requests. 

This diplomark aspect of the FeIIIpkk acdvities makes 
them unique among the religious establishments of the 
Spire District. Strictly speaking, it has nothing to do with 
religion, but given how closely the elves conrroI access to 
their district - and given the fact that the Temple of the 
Sky ic their only permanent outpost outside the district 
- it makes practical sense. Evety day the priests handle 
a steady stream of personal requests for pasqports that 

heir ser- 
hey feel 
refer to 
mes feh 
>Z 3 ,  and 
tionally 

I1 CleTgy 
le Spire. 

will allow entrv into the Elven District. Some of them ate lr- c purely social, others are relared ro business and taurism. 
Passports for i-day, 7-ds): 30-day and indefinite stam in 
the district are available, with the requests for shorter stays 
being more ldxely to gain approval than those for longer 
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: stays are only granted to 
locating to the district, and 
tiny indeed. If granted, the 

5 d i C  l l r c  Ll ldIgC,  uut recipients are, of course, 
mp a few coins in the Temple coUection boxes. 
urfent Rector of Permissions is Ranan Aer (align- 
,uttal), a cousin of Aer clan Elder Norres Aer (see 
1’13). Ranan Aer i s  a unusually plump for an elf, 

ght eyes and a quick, though sly smile. H e  views 
quest that comes across his desk with an eye to 
nay be made useful to the House of Aer, and he 
1 known to meddle to that end in some mundane 
that shouldnk dign@ his attention. He does not 

view this as a corrupt practice, as he wedd never grant a 
passport to someone who was likely to cause trouble for 
the elves, whatever quid pro quo was offered (too easy to 
trace it back to him, after all). He i s  simply always on the 
iookout for the chance to do a favor tu gain a favor owed 
to his family. 

The current High Priest, laver Nerise (alignment neu- 
tral good’, i s  well aware ofhow his Recror of Permissions 
views his job, but is willing to overlook it. Ir is worth it 
to him tcr keep the dynamic and wearthy House of Aer 
happy by reraining one of their own in such an impor- 
tant posiiion. It not only makes the Aer more likefy to 
contribute money to the Temple, but it binds them to the 
Rouse of Nerise, which has always viewed the Lady of the 
Heavens clergy as their seat of power. It aIso binds the Aer 
to him, in the event that he should ever fall out with his 
more conservative sister, the clan Elder and Priestess of 
the Teempk of the Four Points Ilcea Netise. 

The pr.ests of the temple go about unarmed, wearing 
only the farest-green cassock of their order and their sect’s 
symbol - a tree with a spike rising above the branches. 
They are a relaxed and easy-going lot, prone to a good- 
natured chuckle at the expense of the stern Guardians of 
the Spire sentries that keep watch over theirTemple. The 
alignment ofthe Lady of the Heavens clergy leans heavily 
toward neutral good. 

High Priest javer Nerise: Elf Clr 16. 

Rector of  Permissions Eden Aer: El f  Clr l  O/Ari2. 

Canons (6): Elf Clr 10-1 5. 

Priests (750): E l f  Clrl -9. 

Guardians of the Spire Sentries IS): Mnk7. 

It i s  not necessarily the case that all clerics of the remple 
have served the order for their entire adult lives. You may 
vary rheir backgrounds by crearing some of them as mul- 
ticlass NPCs, as long as a t  least halfof their total levels are 
taken as cleric. 

The priests of the Temple have litt le i n  the way of 
coin or valuable personal items. Each canon wears 
a ring ofprotection +2 and a periapt of wisdom +2. 
Rector Aer keeps a +2 shocking burs? mate in hol- 
ster attached to the underside of his desk. He also 
wears has a ring of protection +3 ard a periapt of 
wisdom +4. High Priest Nerise wears a rine ofaro.  

f 
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tection +4 and a periapt ofwisdom +4. His totem o 
rank is a stuflofhealing. 

A- LL- _ r l _ - -  L - J  r L -  t I I wri t r i r  urrier ridna, K W  iernpie Keeps a good 
supply o f  curative potions and scrolls in stock- no 
less than 500 each of the most popular orisons and 
1 st level spells (such a s  detect magic and cure Iipht 
wounds), 30 each ofthe most pop&r 2nd and ?rd 
level spells (such a s  cure moderate I + Q U ~  and cure 
disease) and 15 each of the most po3ular 4th level 
spells (cure critical wound and neuiralbe poison). 
Higher level spells and less popular spells of all 
levels are availabte as scrofls or potions in smaller 
quantities. Rings, staves and wondrous items that 
use divine magic exclusively should also be avail- 
able at the DM’s discretion. 

Lady of the Heavens has accumulated consider- 
able wealth down through the ages as the official 
religion of a great and powerful nation. The Temple 
o f  the Sky alone has access to 100,1300 gp, which 
it keepr in the vaults of the Treasuq {location 13). 
High Priest Nerise may access these funds a t  any 
time for any purpose simply by issuing signed war- 
rants drawing upon the Temple’s account. He is 
answerable to no one for how the fLnds are spent 
- unless his sister ever decides t~ force an audit 
upon him. 

ACTIVITY 
Visitors to the Temple will be greeted by the nearesr 
available priest. Since passport-seekers visit every day, 
the presence of non-elves causes barely B ripple of notice. 
The humanoid races are distinctly unwelcome, however 
- not that they would ever care to visit the great temple 
of the elves, anyway. 

AI1 but the most junior priests are qualified to perform 
a11 of the Temple’s basic services, so there should be no 
need to shuttle a visitor up ro more serior priests, unless 
the request is extraordinary (for instance, a high-level 
speIl is required). Whatever the request, the visitor will 
be taken inta a private consultation room. In the case of 
a passport request, the priest will ask :t series of routine 
questions about the purpose and nature of the visit, using 
spells me zone of truth or a u p w  for guicance, if necessary. 
Specificity in one’s answers is a good way KO inspire mst in 
the interrogating priest: “I wish to purchase a longbow of 
a type made only by Saleli Family Bowyer,” rather than, “1. 
want tobuy an elven weapon.”The priesrs are under orders 
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from large groups or wealthy or important individuals are 
immediately krcked up to the Rector of Permissions, as are 
any appeals from those who are refused passports. 
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PC elf clerics may join the Temple, although it i 
ultimately up t o  the OM'S discretion whether an 
how. To join as priests, they may be of any level, a 
long a s  ; ~ t  least half of their levels are as clerk. T 
join as senior clergy would be very difficult withoi 
a connection to the House of Nerise, and a PC witt 
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need to be of  at least 12th level, with at least 9 of 
those levels a 5  cleric. To have a PC replace Rector 
Aer would be almost impossible without some 
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major disturbance in the internal politics of  the 
Temple. The 5ame with having a PC replace High 
Priest Ncrise; in addition to which the PC would 
have to have a connection to the House of Merise 

the presr 

-+E,? I Aer for permission to enter 
: +  them up and makes a charac- 

)f Permissions will give them , 

roach Erder 
r i a ,  he sizes 
'he Rector c 
p r r s  if they wdl help OUK an elven trader 
~ to the Aer who was robbed by brigands 
md. The merchant has not been able to 
yet horn the local authorities. Rector Aer 
:s to travel to that land and either recover 
ts or take vengeance on the robbers 
horror of both the Head Priest and the 
nissions, one of the seals used to stamp 
lisappeared. It would cause quite a scandal 
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the Elven Dist 
teristic offer 'I 
all 3bday pass 
with close ties 
in a foreign I: 
receive justice 
requires the P( 
the stolen asse 
Much to the 
Recsor of Pen 
passports has d 
(and much mischief) if i f  were t~ end up in the wrong 
hands; as it is, they would both be in serious trouble if 
news of this got out. Javer Nerise, in particular, would 
lose face before his sister, the clan Elder. He therefore 
authorizes hiring the PCs to investigate the matter dis- 
creetly and quickly, and he offers a hefty reward for the 
return of the seal. 
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e Stone God Fellowship Temple is built from 
r fed ly  cut blocks of the same veined white stone 
Ed to build the Hall of the Ancestors. This rare 
iteriall can give the building an otherworldly glow 
midday, when a particularly bright sun reflects off 
the white stone and lights up the blue and purple 
n5. It also brightens the interior ofthe Temple in 
uay that is exceptional for dwawen structures. 
The heart  of the Temple is the worship hall, which 
actually located in the bjE bulEe a t  the eastern 

ed 
t it 

mrn me main enrrarire, you rriuht pdhh rriruugri  he 
cular foyer (adorned in imitation o f  the Shrine of 
3. Spire), pass the shop selling magic items, and 
:n turn left and proceed down a long hallway, 
st private consulting rooms and administrative 

side of tli; building. It was designed and decorat 
in imitation of the Hall ofthe Ancestors. To r e a d  
r . LI.. ..: . - .L.- _ _ _  - _ _  -1 I_- -  r L  I-.._ L L 

offices. ' t  is an eccentric design choice, but it i s  
meant to give a visitor the illusion of passing into 

ment in which t 4 most comfortable. 

This grand Temple is the great outpost of the dwarven 
religion outside of the Dwarven District. One could cer- 
tainly a g u e  that the Hall of the Ancestors (see location 
A3O) and the Shrine of the Spire (see locarion A'3) are 
more important to the spiritual life of the city's dwarven 
cummun>ty But this Temple, literally located just a stone's 
throw from 
claim TO :he 

divine 

TeempXe rake pride in their work even though rhey do not 
keep quite as busy as their peer5 in the Dwarven District. 
The clerics provide priestly semces to the dwarves who 
live and/or work outside their qUat't3,  as well as to 
those visiting the Spire. The clerics of the Temple have a 
reputation for folding their magic into weapons, and they 
receive lrequent visits from weaponsmj ths, dwnrven and 
otherwise. 

RESIDENTS 
The official religion ~f the city's dwa-ves is the direct 
descendant of the tribal religion of the tlwarven kingdom 
that fought over the Spire prior to thr city's founding. 
Dwarves who emisate to the city frum abroad may or 
may net choose to belong to the faith, brt it is fat  and away 
the dominant religious sect among the dwarves who live 
here, and forms a pillar of communal lde in the Dwarven 
District. 

As with h d y  of the Heavens, bur inLke the human 
religious sects, the temple in the Spire T)istrict isn't really 
the headquarters of the faith. That descr p i o n  applies best 
to the Hall of the Ancestors. There are only abour ISO cler- 
ics of all ranks here in the TempIe, and ministering to the 
dwarves who live outside of the Dwarvcn District doesn't 
take all of their time. But the Temple plays a very impor- 
tant political role in that it embodies t h e  dwarves' claim to 
ownership of the Spire. It reassures them that no one can 
ever deny their access to the Spire. 

As TO whether the tension with the humans and the 
elves (much less the despised humancids) is temporary 
or permanent, that is a source of constmt debate among 

the dwarven clergy. The dwarves revere their ances- 
mrs, but Like all of the great reli- 

gions of the city, they a150 

worship a creator god 
whom they believe 

the Spire, represents the dwarves' public 
revered landmark, their own piece of 
ground. It is a claim for which 
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ens, but of the earth, and they believe that he created the 
Spire not from above, but from below, as an expression of 
his own essential nature. TQ the dwarves, it ~QUOWS, there- 
fore, that the Spireb very existence is in and of itself proof 
that they Ire the god's favored race. After &, who among 
all the races ofthe Material Plane i s  at home among 
stone and rock than the dwarves? The priests of the sect 
debate among themseives whether or not this proves that 
the god himself is made of earthly material, but this is a 
minor p i n t  of contention within the sect. The important 
point is  that  the dwarves feel an elemental connection to 

thc Spiw that they consider unique, and lurking in the 
back of the mind of every true beIiever is the question 
of how much longer they will have to share it with their 
unworthy neighbors. 

For the majority of dwarves (and Stone God Feuowship 
clergy), the question stays in the back of the mind, and 
they don't dwell on it much. They live in a prosperous city, 
where their kind o m s  a large chunk of land by rights and 
doesn't have to let in anyone they wish to keep out. At the 
same time. they have the right to live and work outside their 
allotted distnct, and the peace that their ancestors felt com- 
pelled to make wth the elves and humans h a s  lost most of 
its unease with the passing of the ages. The presence of the 
burnanaids is a constant irritant, but alZ things considered, 
there is n r  need to t&e drastic action, a t  least for now. 

But for a small, stubborn minority (including some 
Stone God Feellowship clergy), the question edges closer to 
the front. To beIieve devoutly in the tenets oftheir faith is 
70 take seriously the idea that the Spire really does belong 
to the dwarves, and the dwarves alone. When and how 
m d  this become a reality? Will the god manifeqt himself 
and wipe the other races from the face of the worId, leav- 
ing only his favored children? Or will the dwarves have 
to do it themselves, armed with the righteousness of their 
cause and at least the tacit support of their god7 These is 
no agreement among the militant few on how to answer 
these que5tions, but if they ever reach a consensus, action 
could be distressingly swift. 

As representatives of the dwarves who are sent out from 
their home district into the ciry at large, the clerics of 
the Temple are not immune from these disputes. But in 
general, thev try KJ present a unified front, to show rhe 
rest of the city that their race stands strong and united at 
the foot of the Spire. They devote themselves to providing 
their fellow dwarves with services based on divine magic 
and sellin? magical items. Some of the latter include 
weapons, armor and mithral charms donated by dwarven 
smirhs an'! enchanted by she temple clerics. The Temple 
is also wil'ing to sell its services to non-dwarven smiths 
who specrfically want Stone God Fellowship clerics to 
enchant their handiwork. There i s  no evidence to suggest 
that d w m  en cjerjcs are better a t  enchanting weapons and 
armor than anyone else, but some believe that they have a 

superior talent for it by virme of the dwarves' traditional 

irofits from thIS  myth . 
rse. 
lies, the Stone God 
;ma11 number of nov- 
c o€ acoIyte), and the 
;eniors, the mid-level 
n part, this is because 
st never change their 
bey wiU remain there 
lis u i th  the dwarves' 

I 

:SS need of candidates I 

T clergy. The acolytes 
pend much of their I 
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and does nothing to dispel it, of con 
Unlike the large human temp 

Fellowship Temple has a relatively : 
ice-Ievel clerics (who hold the ran1 
novices are ontnrmbered bv their 5 

clerics who hoId the rank ofpriest. 1 
dwarves who entef the clergy almo 
minds, and the Temple knows that t 
throughout their lives. Combine tl 
long Me spans, and theTempIe has I t  

for replacing the ranks of the senio 
perform only menial tasks, and 5 

time learning sect doctrine, temple practice and the his- 
tory of the dwarves from the priests nppuinted to instruct 
them. Priests of the Temple are seIected personally by the 
Patriarch of the Hall, based on talent and suirability of 
character, but also on clan affiliation, a5 over-or undes- 
representing one cIan or another would create political 
problems for him back in the dwarves' home district 

The leadership caste of consists of eight high priests 
(EWO from each clan), and the Temple's senior leader, 
the Acriarch of the Temple. They too, are chosen by the 
Patriarch of the Hall ,  with the Patriarch of the Temple 
always promoted from among the high priests. They 
atrend to the Temple's adminisnative and politica1 affairs. 

The current Patriarch of the Temple is Tern Silveranvil, 
cousin ofthe Patriarchofthe Hall, Bar& the Contemplative 
(location A30). Patriarch Tern is keenly aware of the politi- 
cal nature of his pOSitiOEI, and his Ieadership emphasizes 
the public role that the Temple clergy must play. He is 
keen an maintaining friendly relations with the human 
and e i v m  sects (not so much the humanoids, although he 
would never countenance the use of  force against them). 
He feels that the dwarves have done well under the city's 
historicaI arrangement, and u p s e ~ n g  that equilibrium 
would be f d y .  To t h a t  end, the mhtants among his clergy 
disturb him, a5 do the rumblings of discontent i n  the 
Dwarven Underground. The day has not yet come when 
he feels he has ro crack down on these extremists before 
they cause trouble, but it may be dose at hand. 
Au clerics of the Temple go about armed, even though 

it has sentry teams from the Guardians of the Spire posted 
at  each entrance. The dwarves each carry a simple weapon 
( u s d y  a heavy mace) on a belt loop and wear chainmail 
under a short beige tunic with their holy symbol - an 
oval beneath a vertical line stitched in black. 

Patriarch o f  the Temple Tern Silveranvil: Dwarf 
Clr l7. 

High Priests (8): Dwarf Clrl0-15. -1 ~ 

Priests (100): DwarfClr4-9. 

Acolytes (40): Dwarf Clrl-3. 

Guardians of the Spire Sentries (8): M n k3. 



order for his entin 

The disciples and priests have litt le in the way 
of  coin r3r valuable personal items. Each acolyte, 
however. wears a rnithrd shirt under his tunic. 
The priests have only slightly more coin than their 
junior clerics, but they each wear + I  chainmail and 
a periapt ofwisdom +2, and carry a + I  heavy mace. 

?LD'S LARGEST CITY 

use their spells in 
the Spire tend a~~ 
look out fur them. 
asacourtesy,will 
inside the temple, 
so (i,e,, rounds: 
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light f i t t$cation chainmail and a periapt of wisdom 
+4, and they carry a +2 disruption heavy mace. The 
Patriarch of the Temple keeps 100 pp in a small box 
in his private quarters. He wears +1 heavyfortifjca- 
tion chainmail and a periapt ofwisdom +4 and car- 
ries a +2 shocking burst heauy mace. He also wears 
his totem o f  rank, a stone ofcontro/hg earth elemen- 
t d s  set i i  a platinum medallion, as  a pendant on a 
mithral chain that adds 300 gp to  i ts value. 

The Temple keeps a good supply of  curative 
potions and scrolls in stock - no less than 200 
each of  the most popular orisons and 1 s t  level 
spells (such as detect magic and cure light wounds), 
20 each o f  the most popular 2nd and 3rd level 
spells (such as cure moderute wounds and cure 
disease) and  5 each of  the most popular 4th level 
spells (cure critical wound and neutrdize poison). 
Higher level spells and less popular spells of all 
levels are available as scrolls or potions in m a l k r  
quantitks. Rings, staves and wondrous items that 
use divine magic exctusively should also be avail- 
able at tqe DM's discretion. 

The Temple also has access to 100,000 gp, which 
it keeps in the vaults o f  the Treasury (location 13). 
The Patriarch of the Temple may access these 
funds a t  any time for any purpose Simply by issu- 
ing sigred warrants drawing upon the Temple's 
account. 

;turbance, the clerics will not wait for 
the Spire to help them. They feel that 
pabk of defending t iemselves (being 
I. The clerics closest I O  the action w d  
d attack, while those farther away wd 
support. For their part, the Guardians of 
:e that  the dwarves do i't need anyone to 
Their sentries, posted at every entrance 
normarly wait if they hear a disturbance 
If it doem't die down after a minute or 

I,  they wll go to fmd cut  what's wrong. 

5 0 ~  ~ F Z L O W S H I P  *rFMPix 
PC dwarf clerics may join the Terrple, although 
it is ultimately up to the DM's discretion. To join 
a 5  acolytes, they may be o f  any level a s  tong as at 
least  half of their levels are as cleric. To join at the 
rank of priest, they must be of  at  Icast 4th level, 
with no less than half as cleric. Stepping in at the 
rank of high priest would be quite difficult given 
the responsibilities that come with i he job, and a 
!?C would have to be at least 10th levd, with no less 
than 6 as cleric. Theoretically, a PC could replace 
Patriarch of the Temple Tern Silveranvil at the head 
of the sect, but he would have to be at  least 16th 
level, with a t  teast 10 levels a s  clew. He would 
also have to have she Leadership fe l t .  Even mote 
importantly, he would have to gain the approval 
o f  the Dwarven District's power brokers, Since the 
dwarves' religious leadership is  so closely bound t o  
their political and social structures. This would be 
a particularly daunting task for an ottsider with no 
base of support in one of the dwarven clans, and it 
would be all but impossible without prior service to 
the Temple, or an exceptionally famous reputation 
that precedes him. 

lOOKS 
Patriarch Tern Silveranvil wants to know more about 
the spread of religious m h a n c y  among the Dwarven 
Underground and any direct connections between 
them and his clerics. The present dwarven leadership 

The clerics of the Temple tend to be a cosrnopolmn lot. 
Dwanes who come here will get the friendliest recep- 
tion, af t:ourse, but humans, elves and other non-evil 
races are also welcome. The sight of a humanoid, how- 
ever, will cause the acolytes in the foyer to reach for their 
weapons and demand that the visitor srntes his business. 
numanords will not be allowed past the foyer, unless a 
fellow dwarf wdl vouch for him.. . and there is no reason 
why any dwarf in his right mind would do so. 

has not been abIe to learn enough about these young 
hotheads his anxieties. He is idloking for a dwarf 
pc wl10 has no 
interest in Dwarven District politics: to go undercover 
and learn whether or not they are p!otting against the 
awan,esp reiigious leadFrs, 

in the tlus has no 

., 



Sitting in a prime lacation on the south side ofthe 
main thoroughfare, just a short walk from the Stone 
God Fellowship temple and the Spire, the Dancing 
Pilgrim might be mistaken far a small mansion. The 
facade is quite grand, with a row ofcolumns march- 
ing acro~s it, and the staf f  keeps the entire building 
sparkling white. It is  also unusually large for an inn, 
because i ts twenty guest rooms (sixteen upstairs 
and four downstairs) and rumptuously appointed 
common area are spacious and accommodating. 
Because the Dancing Pilgrim prides i tself  on pro- 
viding a +igh level o f  service and amenities, it also 
needs more rooms for staff use than most inns, 
as well a s  a large kitchen, all of which are located 
downstairs and out ofthe guests' view. 

A pilgrirnnge to the Spire is supposed to be an act of reli- 
gious devrition, separate from worldly concerns. But it is 
an immut,ible fact of life that some pilgrims are more able 
to afford more material ~0mf01-t~ than others. It is those 
holy travelers on whom Duns Elderer, proprietor of the 
Dancing PiIgrim Jnn, casts a hopeful eye. The Dancing 
Pilgrim is the Spire District's premier destination for the 
pilgrim w50 wants to travel in style and sees no contra- 
diction between hmry and piety. Elderer and his staff 
provide their guests with luxurious accommodations, 
attentive service and eIegant surroundings - in refurn 
for which they charge a suitable price. 

RES1 0 F: N T S  

nuns Eld~rer, an oily but pleasant-looking man with a 
penchant f u r  fine clothes and a gift for superficial defer- 
ence, QWW and operates the Dancing Pilgrim. Elderer is a 
businessman first and foremost, and he enpys his reputa- 
tion as innkeeper to the city's elite religious tou~s t s .  He 
has a definite gift for keeping his guests happj7, whether 
by fawning over their wealth and importance, affecting 
solemn piety when discussing the Spire, or bullying his 
staff in a calculated display of effort on behalf of his pay- 
ing customers. 

The Dancing Fi!gim was already a reputable establish- 
ment before Elderer acquired it, but he has turned it into 
a prestigious one by upgrading its appearance, installing 
mure ltururious furnishings, and adding staff to wait on 
the guests He has succeeded by all measures, as thc inn 
entertains a steady meam of dignitaries from outlying 
lands, a l l  of them moved by piety to visit the Spire and 
compelled by habit to do so in the greatest possible com- 
fort. 
In fact. the Dancing Pilgrim has become such a fix- 

ture of the Spire District that the Guardians of the Spire 
have even offered to post a guard by the enrrance to 

give its guests an extra measure of security. But Elderer 

ind unprecedented) offer. irst .... - 
! l a m  
vety v 

ny that lurks beneath 
oice. 
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his 
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rhe Guardians discover thf 
plastered-on smile and vel 

A stoic dwarf named M 
manager. He has relativ 
Elderer, but wouldn't have 
way or another even if he 
and gues about his job. GI 
competent but. tacitLlm, arl LtlIarLtltl1g C-w11tLdaL t w  1113 

cious boss. Stntt has no idea that Elderer is skimming 
collection boxes, but he wouldn't really care if he  did. 

The Dancing Pilgrim employs a large staff - a dc 
footmen and chambermaids and four cooks on duty 
ing the day, and half as many a t  night. Catering to the 
guests' every whim, whether it invoIvcs attending TO their 

' 

agnus a r m  serves as m e  night 
eIv little direct contact with 7' I 

much of an opinion of him one 
did. Stritt keeps his head down 
Jests find him efficient, highly 
. ..- ",.-!:**.+.;...+-..-*In L:r *cc: "L L t- 

the 

rzen 
dur- 

possessions, running their errands, or preparing and serv- 
ing food on demand, is a labor-intensive business, and 
fderer 's  business model requires him to employ more 
workers than most establishments of the same size. None 
of them are terribly fond of their employer, however, as he 
always seems to be barking a t  one of them to get a move 
on, for RQ apparent reason (dealing with the taciturn Stritt 
is a relief by comparison). On rhe other hand, waiting on 
rich tourists can be pretty lucrative when they tip big, 
and that by itseif makes working at the Dancing Pilgrim a 
desirable job. In spite of Dun EEderer, few ofthe staff acru- 
ally quir their positions. 

Duns Elderer: Com4. 

Magnus Strim: Dwarf War2. 

Footmen, Chambermaids, Cooks (20): Com2. 

Guests (varies): Ari3. 
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For such a high-class e 'stablishment* Elderer keeps 
- He takes the day's  

'1 not trusting 5tritt Or 

around* He leaves Only  

150 gp i q  the cash box. Qf course, the furnishings 
in the in7 are worth rather a lot; if you had the time 
to ransack the place good and proper, you would 

holy 

1 very Iittlr cash on hand 

So as not to seem too materialistic, tht- Dancing Pilgrim 
sers out a row of collection boxes in &EIP lobby of the inn, 
by arrangement with the more respect:bIe religions rep- 
resented in the Spire District. What those temples don? 
know, however, i s  that  Elderer skims off some ofrhe dona- 
tions for hhs,=E- just enough 50 that they won't figure 

thar is missing, 

~ I O D K S  

receipts home with hir I the serv;rnts while he i -- 

find golc and siiver i teLs (candlesticks, ewers, 
symbols and the like) worth a total of 6,000 gp 
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est, but tidy inn catering to F 
from many others in the Spii 
Travelers District either, for tt 
tinn ic nrlrllv nhcrijrn CP+ 5 

Br al l  aoaearances. the Ferocious Angel is a mod- 
jifgrirns, no different 
'e District (or in the 
i a t  matter). Its loca- 

.._.. I d  vydLyIc., -way from the main 
thorough'are and hidden behind a couple of larger 
buildings but it is  laid out and decorated as a tvDi- 

I O  - 
tal travelw's inn. 

It is the gllesrs, and not the architecture that make rhis 
location unusual. Every now and then, reports surface 
that  angel. or demons were sighted in the Spire District. 
Outsiders are not common to the city, and so such sight- 
ings are usually dismissed as hallucinations bronght on 
'ov religioiis fervor. Unbeknownst to everyone except 
its propric.ors (and its extmplanar guests, of course) the 
Ferocious Angel was built on a natural multi-planar gate, 
a nexus point bemeen diffetent pIanes of existence. 
Celestials, demons and a11 sorts of other exotic beings 
come and go through here all the time. Since the Ferocious 
AngeI war: built on this spot, Some of the intelligent ones 
have chosen to interrupt their travels and spend a night or 
EWO in this inn. The owners wish to keep shis fact hidden, 
however, fnr t&v fear the chaos that would descend upon 
them if it became widely known that oursiders were pass- 
ing freely r'irough the Spire District. Fortunately for them, 
they are both former adventurers who have just enough 
wherewitlid to keep their guesrs in line. 

R F S I  D E N' IS  

Business partners Beradin Lazlo, a paladin retired from 
adventuring, and Haldin Steers, a cleric (lawful good) 
who was once 3 priest of the Children of the Creator 
Temple before he [eft to go adventllring with Lazlo, run 
the Ferocious Angel. Having seen as much of the worId 
as they carpd to see, they envisioned running the inn as a 
quiet way TO spend the rest of their days without dipping 
too much into the treasure hoard they had accumulared. 
Running a pilgrims inn  would be easy, they reasoned. 
Surely pious folk wouldn't present the same problems as a 
bunch ofrnwdy travelers looking for ;1 good drink after a 
day on the road. 

Their assumptioils may have been correct, but after 
discovering the interplanar nexus in their basement, they 
never reall- got the chance to test them. They promptly 
decided to :urn away rhe normal touti5t traffic, but decid- 
ed against cIosing up altogether (theteby raising suspicion 
about whar war; going on) and abandoning the budding 
(leaving i t  to some poor soul Iess equipped to deal with 
outsiders). 

Instead, these two veterans figured that it was best if 
they kept an eye on the visitors from other planes who 
would bc passing through this sitc one way or another. 

i m y  wcre m u m  ocrrer equippea m a  
in line, using spells and the threat a 

Guests are encouraged to stay on the 
are required to do so. Those whom 
permit to Ieave must disguire themselves and a# 
cretion, stay close to the inn and return within 
Even so, their precautions only work passing17 
most of  the mysterious angel and demon sight 
Spire District are, in fact, caused by the Ferocic 
guests. 

Fortunately, Lazlo and Steers have help in t 
Seldea, an astral deva who befriended them in rh 

E Steers do __ 
tt with dis- 
four hour5. 
7 well, and 
ings in the 
IUS Angel's 

he form of 

days of the busmess and now spends much of he 
here. As an angel, SeIdFa respects the former advei 
for the effort that they put into safeguarding their 
she understands enough of life on the Materia1 P 
know that they could easily have abandoned this 
point, let the visiting outsiders fail where they m; 
retired comfortably on their personal fortunes. 1 
she spends a t  Ieast part of each day watching the cc 
and goings through the nexus and keeping an eye 
guests while h z l o  and Steers go about their btisine 
goes about cloaked and closely hooded to conceal her 
angelic nature. 

Beradin Lazlo: Pall 7 .  

Haldin Steers: ClrlO. 

Seldea: Astral Deva, as per the Monster Manual. 

Guests (varies): Assorted outsiders, as per the 
#OflStEr MOnlfd. 

lane 10 
nexus 
iy, and 
ind so 
lmingS 
011 the 
ss. She 

Lazlo and Steers each maintain a modest residence 
in the Spire District, and they keep their personal 
f n r t i t n e c  I c t a n r l x r r l  t r m g c i t r n  fAr thoir T D I  

a 

r. 
.d 
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instead of  at the Ferocious Angel. They only keep 
small cashbox containing 200 gp in the ofice. 

As for personal items, that is  a different matte 
Lazlo keeps his +t outsiders, evil bane holy bartar 
sword behind the counter. He also keeps his old + 
invulnerubi/ity plate a m u r  in the of ice.  Similar1 
Steers keeps his old +'I dancing quartentofbehin 
the counter and +Z chainma;/ in the office. H e  a h  
carries OR his person a ring ofprotection 4-7 and 
wand ofdismissal with 20 charges left. Seldea keep 
her 4-3 heavy mace of disruption concealed under he 
cloak. 

rI'1v177' 

Lazlo and Steers have their routine for turning away /* 
guests from the Material Plane down to a tee. Whenever k 
someone who is obviously of this world enters, he will I 

be told, politely bur firmly, that there are simply no more 
rooms to be had; theyte  booked fulI at the moment, thank 
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you wrv  much, and t l  
wmc  oprn. They d l  
refuses ~1 leave, aided 

I f a  fight breaks out i 
reawn, Szldea d imr 
the threat while h z l o  
thev illTim= Thnt t h w  h .-.- 
armc 
his a 
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ley have no idea when a M Q ~  wlll 

give rhe burn’s rush to anyone who 
by Seldea if necessary. 
n the Ferocious Angel for whatever 
nediateIy go into action to hold off 
and Steers go for their weapons. Tf 

.---, ..we time, they d also go for their 
r. Lado also has the option of onIy denning part of 
mor  to save time, in which case treat: him as wearing 
rlzvtilnembrlity breastplate. Steers’ first option against 
der foes is 10 use his wand ofd~sm~ssal and his spells to 
rrlize then. 

.. ._s 
* For Lazlo and Steers, the worst has happened: a guest 

from one of the planes of evil eluded their control 
and murdered an innocent bystander. He’s taken off 
on them, and they no longer know where he is. They 
don’t dare report the matter to the Civic Guard or the 
Guardians of the Spire, because then their secret wdl be 
out for sure. They need a private parry of trackers who 
undermnd the meaning of discretion to track down the 
demon and destroy it, quickly and quietly. 
A pair of demons comes through the gate, seeking one 
of their own: Trillotus the Shaded, the half-fiend poet 
who lives in the Lamplighter District (see location 
H ~ o ) .  They quickly slip away from tazlo and Steers, and 
launch a hunt for their target. Lazlo asks the PCs to find 
them 2nd stop them from whatever they are planning. 

J l 4 .  HRZDRUBAJJS HOLY SYMBOLS 
r 

HazdruJal’s shop feels cramped, although it 
smaller than any other one-man establishme 
the city, He doesn’t keep it terribly clean, ant 
walls are fined with shelves filled with devot 
items. The back room of the shop contains a ! 
forge arid some metalworking tools. 

In this small, nondescript shop the renegade duergas 
Hazdrubal crafts and sells holy symbols. 

RFSI DENTS 
Hazdrubal is a most unusual character, a renegade duer- 
gar who came to the city because he could no longer live 
among his Q W ~  people. UnUe most duergar, Hazdrubal is 
of g o d  alignment (chaotic good, to be precise), and when 
he came of age, his clan exiled him fmm their native land. 
Being a skilled craftsman, he set up this modest shop in 
the Spirt0 District, fashioning and selling holy symbols to 
devout natives and pdgrims a h .  

Being 01 gooa angnmenr, mzarur’ai  reels a namru 
affinity with good-aligned religions and prefers cr&ing 
and selling to these believers. And alrhough it took a w h h  
for him to gain their trust, all of the major good-aligned 
sects in the city know him enough to re!y on him (a simple 
d e t d  good spell could confirm his character, after all}. 

Occasionally, though, Hazdntbal w 11 get a customer 
who presumes upon his duergar nature and reqriests 
that he make an unholy symbol for a n  evil-aligned sect. 
Business is never good enough so thzt he can afford to 
turn away a customer, and in such cases, he will oblige 
his client. But he will also try to weaken the evil nature 
of the irem by tempering it in holy waier, requesting that 
one of his fnends in a good-aligned sect cast bless upon it, 
or something similar. He also keeps a secret list of such 
customers, and will report anyone who is especially suspi- 
cious to the City Guard. 

Hazdrubal works aione and lives alone in the small 
apartment above his shop. 

Hazdrubal: Duergar Exp5par2. 

Hazdrubal keeps his entire 
1 ,-.am ’ . . -I...- .-- I . .  L -  

I fortune, 100 gp and 
L,VW sp, in a cnes1 ar rne Dack of  hi: shop. He gen- 
erally unlocks it at some point during the day, and 
keeps it unlocked unless he leaves fcr some reason, 
or until he closes up and retires upstairs. The lock 

) 

I 
requires a successful DC 15 Open Lock check tc 
pick. His only personal possession of note is a -+: 
holy dagger that he keeps strapped t 3  his leg. 

ACTIVITY 
At first, Hazdrubal casts a wary eye on inyone who enters 
his shop, easing up only if he has a strong feeling that he is 
dealing with someone of good alignment. Since he doesn‘t 
know any magic, he cannot tell the alignment of anyone 
he is dealing with through magical meas .  He will fight to 
the death if attacked. He prefers not t3 die fighting any- 
one, of course, but, as an outcast who has finally found a 
viable place in the world, he feels that F e has nowhere eke 
to go if he is forced out of his niche here. 

HOOKS 
* Afier years of handling himself admirably Hazdmbal 

has finally done it this time. He crafted a unholy symbol 
that wasn’t sufficientIy evil for a client, and now that &- 
ent wants retribution. This has happened to Hazdmbal 
before, but he doesn’t know if he can F a d e  this particu- 
lar angry Client by h s e K  He hires the PCs bodyguards 
to help him take  care of his problerr - even better, he 
would Lke to have the client assassinated, 



JI5. THE ERFFLANCF HOUSF O f  
W O R S H I P  AND C O N ~ R F ~ A T ' I O N  HALL 

This low wooden building is  deliberately unadorned, 
the better to accommodate i ts customers. The 
main meeting hall runs the length of the establish. 
rnent, wifh an area in front for altars or speaking 
ports, and marked lines on the floor for placing 
pews. A series of skylights opens it up to the air, 
though they can be closed with wooden hooks if 
the renters so wish it. A series of storerooms beside 
and beneith the main meeting hall hold al l  man- 
ner of religious trappings - candelabra, wooden 
altars, bainers and tapestries, sigils rendered in a 
variety o f  mediums and so forth. All of them can 
be brought out a t  a moment's noticed, or changed 
with very ittle fuss. The basement contains a series 
of chairs and pews, which can be fitted to the floor 
o f  the rn; in hall, or arranged in whatever manner 
the renters wish. 

m IIULeu e1sewl1eIe' LlIV 3yrre atlIacLs ai1 113311. 

gions to the city, but it also brings a host of f n r  
as well: cults, sects, crazed prophets, anyone wl 
they may be the 'nuen recipients of the go6 
While  he more estabiished fairhs have their I 

ties, most marginal groups Iack the resources fo 
own house of worship. Theytte forced to cram into. 
residences, or preach horn the gazebos in the Park 
Divine Vista (location 37), competing with each ot: 
limited space. This congregation hall exists to fa' 
such worshippers - those too small or too spec 
to have a place of their own. For a modest fee, th 
rent the hall for an hour, a day, or even a week. TI 
d dress the area to their specifications and givt 
the privacy they need to conduct their services, gu 
the dmrs against outside intrusion. The hall might 
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require a simple approach devoid of abstracc 
symbojs, while nature cults appreciate tones of green 

and brown. Specialized items can be incorporated into the 
design with few problems, and whatever rires the con- 
gregation chooses tu  indulge in are practiced behind the 
security of closed doors. The only caveat is that they pay 
for their timc in advance and that they vacate the premises 
as soon a5 their time is up. The four organizers can turn 
the place around with rernarkahle speed, but they dislike 
it intensely when worshippers linger past their allotted 
time. 

Prices for renting the hall are I g p  per hour, 5 g p  per 
night, and 25 gp per week. The owners ask for one hour's 
preparation time before any worshippers arrive. A pair of 
Guardians of the Spire are present during most ceremo- 
nies, to ensure that the worshippers aren't disturbed. 



girius Sturnwatch: Adt7. 

HL.- n,,,: ___- IT\. A A A  n u  LLt.  

2 Sentries (2): Mnkl . 

There is no treasure to speak o f  here, The org 
ers carry very l itt le money on them, and the t 
various trappings are all made of brass or I 

mundane maternals. Occasionally, one of the 
using the place will bring in something of vat 
even a magical item. The details of such mat1 
are left up to the DM. 

;aniz- 
i a l l ’ s  
other 
cults 
ue or 
:rials 

ACTIVTTI’ 
Depending upon when one arrives, the Hall will either be 
open and receiving clients, or closed for a given ceremony. 
Sturnwatch i s  happy to conduct business regardless, how- 

HOOKS 

* A cult has averpowered the Guardians of the Spire sen- 
tries, sequestered itself in the building and now refuses 
to leave. Agitius Sturnwatch begs the PCs t o  intercede, 
either by persuading them to leave or adopting more 
stringent measures. 

* The ecs pass by the &Jl just as a cult has decided to 
incinerate itself within the walls, itsing torches and 
smuggled oil to set the place alight The Guardians of 
the Spire sentries has gone for help, but their efforts 
may come too late. It is up FO the PCs to find a way to 
stop rhe fire and/or save as many of the cultists (who are 
reluctant TO leave) as they can. 
A cult has requested a particularly rare and valuable 
stonr for use in i t s  ceremonies. The owners ask the PCs 
t o  retrieve one for them, offering TO have it polished and 
return it back to them for resaie if only they can use it 
fot the cuIt-s meeting. 

ever, negotiating out fmnz when the EM is occupied by J 16. T E M P L E  OF THE 1, 
worshippers. The ceremonies which take place here run 
the gamut from the pious to the unspeakabre. The orga- 
nhers nweT ask, and with the doors closed TO the pubIic. 
rhey see no reason to pry A11 that matters is that their fee 
is paid on rime and that the worshippers, whoever They 
are, dean up after themselves. 

No one a t  the Hall expects trouble, and the urganizers 
are adamant about refusing entry to anyone who isn’t sup- 
posed to be there. 

This well-kept, but 
shadow of the Sto 

nassuming 
: God  fell^ 

of the Spire suggests that Ft i s  qu 
north wing is entirely taken up t 

I 

emple sit  
{ship tern 

- _ n -  C 

JCK CjODDFSS 

ple next 
CIY  iitui h e  base 
fit’ 
Y1’ 

ti venerable. Itr 
th consultatior 

marble statue inlaid with gold thqt depicts the 
sect’s holy sym bo]. The main entrance also reflects 

. .  
coin, one with an arrow pointing up and the other 
with an arrow pointing down, flank the tal l  door- 
way. The south wing of the temple i t ,  taken up with 
administrative offices and clerics’ private rooms. 

This modest-sized temple houses the cult of the Luck 
Goddess, one of the cityk more popular religions of 
absrtaction. 

7 RCSIDFNTS 
The Luck Goddess has always been a popular 

deity in the region, and her cult has thrived in 
the city as a secondary religion for ages, Her 

f o h v e r s  see the needle-llkv spire as a n  oblect 
that points up and down a t  the same time. To 

them, it is therefore the ver). embodiment of 
+!-? principal of luck, which p n t s  no inherent 

to good or bad fortune. T ! i e  way up and the 
my down are very much alhke,’’ the clerics of 
lis temple L k e  to say. It’s a lit of wisdom that 
reflected in their holy symbol: a vertjcaI h e  

flanked by two sides of a :oh, one with an /’ mT:!! artow pointing up on it, the other with an 
a m w  pointing down. The Luck Goddess has 

-. 
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with merchnts,  traders and gamblers. The Temple serves 
the public by offering spiritual counseling about the wga- 
ries of fate and fortune, but also (and more profitabiy so) 
by selling divine magicaI services (mostly spells removing 
bad luck or investing one with good luck) and magic items 
(luck chams are especialIy popular). 

Despite i t 5  longevity and popularity, the cult of the 
Luck Goddess is onIy a secondary religion to most, and i t5  

Temple ha? a smaller clergy than one might think. There 
are 33 clerics living here presmtly. A variety of  races are 
represented, although halflings disproportionately so. 
Twenty clerics hold the lowest tank, that of initiate. They, 
of course, perform the simplest and most menia1 tasks. 
Ten cleric5 hold rhe rank of priest, and they spend much 
of their time either rending to their followers’ more com- 
plicated needs or crafting magic items. AI1 priests who 
reach 11th level are automaticaIly promoted to reverend 
(assuming that a t  least 6 ofthose lev& are taken as cleric). 
At the moment, the temple has three reverends: a halfling 
named Lila Strongshank (lawful neutral), a human named 
Elspeth Mace (chaotic neutral) and half-elf Cirrus VaIe 
{neutral). 

The temple has a distinctive method of choosing its 
leader, bur one that is not terribly surprising, given the 
object of its worship. Every three years, on the Human 
Holy Day, all  Temple clerics who hold the rank of rever- 
end gather in rhe ooffice af the present leader. There, they 
cast dice to see who will serve as Ieader for the next three 
years; the cIeric who rolls the highest “‘wins.” Reverend 
Strongshank is the current leader. She rolled an unusually 
high number during the last leadership lonery and there- 
fore commands great respect among the Temple clergy 
Good forttine, it seems, r u n s  especially strong in her. 

w i th  each Temple leader guaranteed only a short term, 
it is hard to make long-term plans that wo~ild dramari- 
cally change the sect’s course. Temple rirual and practice 
remains more or less unchanged from the founding of the 
sect. Like her many predecessors, Reverend strongshank 
feels that it i s  enough to make 5ure that the Temple oper- 
ates smoothly on a day-to-day basis, doing what it always 
has. Besides, luck is a great constant of mortal existence; 
the role that it plays in our lives never changes, so why 
should the cult of the Luck Goddess? 

If t h e  Temple’s succession d e s  discourage bold leader- 
ship, they also discourage internal politicking and contrib- 
ute to its crrganizational stability: Everyone who is eligible 
to lead w l l  get their chance in short order. Reverend 
Mace is sr-crerly preparing the most severe challenge to 
the proper succession that the Temple has had in many 
years, and even then it is relatively meek. She is currently 
looking for any and all possible ways to unduly d u e n c e  
rhe roll d dice at  the next succession rite. 

RSWCrCWlU Llld ~ b l U f f ~ > 4 l d I l K .  I 

Reverend Elspeth Mace: Cltl 

Reverend Cirrus Vale: Half-el 

Priests (10): Clr5-10. 

Initiates (20): Clrl-4. 

Not every cleric of the Temple has served the order for his 
entire adult life. The DM may vary their backgrounds by 
creating some of them as rndticIass NPCs, as long as at 
least half of their total levels are taken as cleric. 

The Temple of the tuck Goddess has accumulated 
a good-sized fortune for a temple of i ts sire, due 
to i ts longevity and popularity. 50,000 gp stored In 
sacks s i t  in a basement vault that i s  secured by a 
greater spell glyph of warding (planar oily) keyed to 
an amulet worn around the neck by al l  reverends 
of the temple. If activated, the glyph will summon 
six azers, who will fight to the death to defend the 
vault. The Temple has a long-standing deal with 
the azers; and keeps them on retainer, as it were, in 
exchange for any gems which they receive. 

The Temple of the Luck Goddess allows its clerics 
unusual leeway in terms o f  accumulating personal 
wealth. Each cleric has coins and/or gem5 and jew- 
elry equal t o  standard treasure for his or her level. 
In addition, each cleric, regardless of  rank, has a 
stone ofgood luck as a token of  service t o  the Luck 

m 
, a  
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Goddess. Each priest also has an elernento/ ge 
(plane determined randomly). Each reverend has __-.-_. -r...:-~ r --A _. _I-_. I--A-..  -<.I 
I I ,  

Temple wears a pale green ioun stone as a badge of 
rank. 

The Temple stocks a variety of  divine magic 
. I. . I . I  

the whole they teave that market to other templr 
Instead, they keep 50 each o f  orisons and 1 st lei  
(such as resistance and doom), 25 each of 2nd ar 

.% , I  I I ,  I I . ,  I 1 I . , -  

~ te rns ,  but specializes rn those that give bonuses 
or inflict penalties on one’s enemies. They keep a 
few curative potions and scrdls in stock, but on 

/el 
.Id 

j r a  ievei speris !sum as mu ana pruyeq ana I u each 
o f  the 4th-7th level spells {such as divine power and 
greater dispel magic). Rings, staves and wondrous 
items that use divine magic exclusively should also 

’S. 

be available a t  the DM’s discretion, except for items 
that cannot be made by a cleric o f  lower than 14th 
level. i 

I, 
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3 t  the Luck Goddess ate welcome 
1 by an initiate, who then gathers 
s and initiates. These clencs then 

IW lots to see who wilI actuaIly serve the visitors. 
f i e  clerics of the Luck Goddess du not go about 
ned. Seither are thev a large enough temple to rnerrt 
y1ar sentries horn the Guardians of the Spire. If there 
a violent incidenr, the clerics wdl attempt to defend 
:mselves with their speUs (the priests will also use their 
nentu3 gms) while one of their number rtins off to find 
L nearpst City Guard or Guardians of the Spire patrol. 
\Jeutral-aligned PC clerics may join the Temple of the 
ck Goddess, although it is ultimately up to the DM's 
cretion. To join as initiates, they mav be of any level, as 
ig as at least half of their levels are as cleric. To join a t  
b rank of priest, thev mmt be of at Ieast 5th level, with 
east 3 as cleric. To join at the rank of reverend is much 
Ire difficuit, given that this will automatically give the 

a shot a t  leading the temple before very long. A PC 
1st be of at [east i I th  level with no less than 6 as cleric, 
3 he musr gain the unanimous consent of all  current 
rerend5. It is very unlikeEy that a PC without prior ser- 
e to the Temple could step into such a position without 
* Leadership feat and a famous reputation that precedes 
n. 

I KS 
ieverend Mace has heard mmots of a tare tome con- 
aining insmictions on crafting an item more powerful 
han the s t o w  of luck. She desires this knowledge - but 
teem her intentions secret from the rest of the sect 
xcause she wants to use it to heighten her chancrs of 

becoming the n e a  leader of the Temple. She hires PCs 
- who have no connections to the TernpIe - to find 
this tome for her. 

~~ 1 UFSTS 
The variaus faiths gathered in this distnct see themselves 
as belonging to the spiritual r e a h ,  and many of them sin- 
cerely believe that the Spire District ought to be a haven 
from worldly things. But it is unrealistic to think that all 
of the ciry's religions (especially the larger sects) would 
be entire!y free from intramural conflicts that could rend 
the fabric of a sect, wherhcr the cause be theological dif- 
fereizces or the base temprations of wealth, power and 
influence. It is also mrealistic to think that all of the 

if one or more PCs has gone to the troubIe of joining one 
of  the city's temples. 

CONE TdT CTS WITH IN HFLl 
SFCTS 

I OUS 

The hierarchical narure of the cirys religious sects inevi- 
tably means that one person runs a terrple, and his or her 
ideas ~ ~ O U F  what that religion means prevails over anyone 
else's. It is also usualIv the caw that, o-ice appointed, the 
head of a temple remains in that position for life, or until 
voluntary retirement. For senior clergy who disagree with 
the head of a sect on rheology- or who want the top job 
themselves - this can be very frustrating. It caii also be 
tempting to engineer an early departitre for the person 
currently in charge. It's hardly pious behavior, but the 
lures of worldly power and politics can chip away a t  even 
the holiest soul. 

At przsent, both of  the major human temples face some 
kind of discontent wirhin the ranks of senior clergy, and 
possible internal conflrcts threaten all of the other large 
sects. This is not entirely surprising, as preserving perfect 
unity within any large organization is ;~lways a challenge. 
And thr: larger the organization, the m3re likely it is that 
5ome senior members think they should be in charge 
instead of the current leader. 

Archbishop Kalris of The True ChiIdren is the closest to 
open revolt against his church. He knows that his preach- 
ing and writings have grabbed the attention o f  some sect 
followers. He believes that he has Wilmot BeIlevue, the 
second son of the powerful BeElevue f: mily (see location 
E i 2 )  in his hip pocket, so he can call o I their money and 
connecrions if needed. He wants to aisure himself that 
more o{ the junior clergy support him before he mounts 
an open chaUenge to Father Arcadiur.. But when he i s  
ready, the opening salvo will take the form of direct attacks 
on Father Arcadius' leadership and character. The old man 
has betrayed the god's wishes by accepting the presence of 
h u m a n d s  at the font of the Spire. Ciril law be damned! 
OnIy the wilI of the god i s  importanr, a r  d their doctrine of 
their faith has always been that rhe god intended the Spire 
and the lands around it for humans and humans alone! 

At  that point, Kalns will have two choices, both of them 
petilou:;: 

FIe c m  brush aside Farher Arcadius, leading his fol- 
lowers inro a war of extermination asainst the human- 
oids. rhis would take the form of armed gangs attack- 

ciryps get along each vther w e ~ l  ing humanoids wherever thev are lbund outside the 

(no Lady Humnoid  District, as well as attempis to sneak inro the 

,,f *he have rTum.311oid District and r d  their strongpoints. In  this 
themselves mutual friendship), FUrrhemore, case, he will hire small groups of mercenaries to help, 

given how closely many of the city's religions are tied to disguising them as True Children de-ics. 
racial identity, it is dfiicult for He ccluld try to displace Father Arcad'us directly, 50  that 
larger political conflicts that lies under the surface ofdaily entire True Sect wodd at his beck and 
life here. A11 of these potential sources of trouble could Such a take Of forms, 

haw mlrch the Children of the 
and Stone God Fel~owship sepm 

1 
stay alooffrom 
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or even assassinating him. PCs might be enlisted in this 
struggle as assassins or henchmen. Once the coup has 
been launched, & I r i s  will see the need for bodyguards, 
and/or Cor thugs KO intimidate anyone who opposes 
him. Conversely, the archbishops who remain loyal to 
Father Arcadius (and who might read Kdris' intentions 
as he prepares his schemes), may want to hire body- 
guards cr spies of their own. 

CONFLICTS BFTWFFN RFT,T~IOUS 
SF CTS 

Potential conflict between religious sects always simmers 
beneath the city's calm surface. Bigots and hotheads in 
all of the mainstream racia1 religions refuse to accept the 
compromise upon which rhe city was founded, and who 
cite xenghobic doctrines that pre-date the city as their 
justification. Some in the Children of the Creator who 
have never accepted the defection of the True Children. 
And of course, the humans, elves and dwarves barely sup- 
press their seething resentment of the humanoids and 
their foothold in the Spire District. Race aside, religions 
based on :lignment also oppose each other good against 
e d ,  evil ayainst good, and neutral wary of both lest one 
gain a decisive edge over the other. 

WILI~ IR  me ~~ii iurt lrt  01 me Lre; 
and Fitcher are both known for the 
illegitimacy of the True Children. I 
lowing among the clergy and lay f,,, ., I..d ..L...l. 
them couId use the issue as grounds to chaUenge 
Matriarch Utsula Delores' leadership. But they CQL 

initiate a violent campaign against the True Cl 
by attacking their most devout folIowers, their CL 
even the temple itself. Their belief in rhe rightec 
of their cause is such thar they could justify any v: 
on ethical grounds. In any event, they would need 
nary proxies to help them, and probably bodygua 
themselves 35 well. Human PC clerics would like 
themselves in a n  awkward position, forced to take , 

Of course, the wild card in any open conflict bl 
sects - especially major sects - is how the Guardlallh UI 

the Spire would react. Any side in 3. conftct would want 
the Guardians on their side, of course, and would court 
their favor. But no one would know in advance how they 
would react. Jn truth, the Guardians would stay neutral 
in any dispute, just as they do not favor one religion over 
another in peaceful times. Grand Master ltian Sher would 
sternly resist any attempt to get him to take sides, but 
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its 3 matter of the Guardi 
merit as i cd .  In fact, the GI 
opprrunity ro separate the I 
between them. Thev would 

. I  

varring sects and make peace 
welcome the aid of any like- 

led PCs in such an endeavor. 

 ION AND ' r m  SECULAR 
;LD 
city clerics - and this generally holds true across 
rIigious spectrum - like to believe that the spin- 
realm ought ta remain separate from woddiy affairs. 
LII practice, all of the Iarge temples and many o f  the 
ler ones get caught up in city politics, economics and 
d dynamics. Whether they like i t  or nor, they affect 
are in turn affected by the world outside the Spire 
ict. The larger the temple, the greater the ripples that 
ite outward from whatever action it takes. 
e Priests of Calamity is not at  all bashful about its 
lwment  with worldly affairs, although those affairs 
to be clandestine and illegal. Though their temple is 

1, thcy have become a favorite sect of the city's crimi- 
inderworld. A P c  that  joins the Priests of Calamity 
Id aImost certainly be ordered to take part in criminal 

ac t i v i r j  at some point in his career, providing 
divine magic support for the  enterprise. 

The brewing chaos i n  the Docks 
District - 
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off against T o m h  Goodberry'? Shopkc:epers Associarion 
(location M42) and eIements of the TE ieves' Guild (loca- 
tions M 17 and G3) ~ might be irresisribre to the Ptiests 
of Cahmity, prompting them to exacerbate tensions to the 
point of'open war. The evil sect couId easily establish itself 
as b n g t e r m  vdains for the PCs, seeking to sow dissen- 
sion and chaos which the PCs must constantly oppose. 

TABLE 1.1: THE SPIRE DlsTRfCr RAHDOM EMCOUNTERS 

d2O Encounter 

1 Guardians ofthe Spire patrol 

2-4 Pilgrim 
5-6 Cleric (human) 

7 Cleric (elf) 
. -  

8 Cleric (dwarf) 

9 Cleric (miscellaneous, race) 

10 Itinerant preacher 

11-12 
13 
14 

Casual sightseer 

Outsider (see location 11 3) 
Pickpocket 

15 Civic Guard patrol 

16-1 7 Beggar 

18 Messenger 

19 

20 
Craftsm a n/Tradesman 

Merchant 

I 

II 

t -  
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the district is a tesfament to stoneworking, elemental 
magic, a d  proper civic planning. Many of the buiIdings 
themselves are breathtaking. The district is dotted with 
imposing stone towers, statues of learned beings of all 

institutions and i t s  leader bas always received deference 
in questions affecting the whole c i t y  Also, the rest of 
the Council feels the delegate from the Spire District 
i s  adequate "religious" representation on the council. 

races, and with the thrum of strange magics in rhe air, it 
takes only a short time on the smeets before a visitor feeIs 
another clergy bubbling to the surface. Manv fresh-faced 
adventurfrs call this part of  town home, and 
their your hful enthusiasm rubs off on anyone 
who wanders through. This district does 
more than lust teach the tales of the past. It 
also hoIds the key to the futnre. Every d 
heroes and vilIains are being shaped here . ,,- . . 

that  will be Fearer than any of those 
that live i q  any bards legends. They are 
just waiting for that one final spark to 
begin the path to greatness. 

landscape of the Academy District are 
the kcane  Academy (location m) 
and the college of Oracles (location 
KI). These bddings are the easiest 
way to make your way towards this 
part of town. They can be seen from 
anywhere else in the city, second only 
to the Spire i d f  in visibility. The rest of 
the distrirr has sprung up around these two 
mamsrays of instruction. Both schods are 
considered to be the most prestigious places of 
learning anywhere in the world. A thousand heroes 
have corn e from their hallowed halls. Each new class 
has high expectations thrust upon them, and each year 
the new adventurers meet those expectations head-on. 
Of courv, wirh two such institutions in such close 
proxirnin, a hexed rivalry i s  bound to fo rm between 
them. While most outsiders see the rivalry played out 
in the occasional cutting remark or the mostly harmless 
pranks that befall one school a t  the hand of the other, it 

For the most part, the clerics in charge of the College 
concede this point. They have enough trouble keeping 
dozens of  divine spdcasters represent- 
ing a wide spectrum of beliefs in Iine 
while studying a t  their school. 

The two institutions that dominare the 

' I  



E WORt 

m- - 

,D’S LARGEST CITY 

ct 
-he burden ofbudgets and Council meetings, the 
iiuld lose far more than they would by Ietting the 
lave it. 
lition to the schools, this district boasts both a 
‘library and the largest collection of living crea- 
captivity. While these are independent of the 
they are both subject to the subtle wars that  

those instinitions wage. The library is filled with thou- 
sands of books on hundreds of subjects. There are no 
spelI books or other magic tomes available (both schools 
prefer &is arrangement for their own reasons) but just 
about anvthing else can be found upon its shelves. The 
zoo started out as an exhibition of mundane animals but 
soon expanded to include far more monstrous creatures. 
City residents can come here to view countless d a m o u s  
beasts ulthout having to sign QII wirh a hardy band of 
adventurers. T h e  ZOO has rapidly become a large source of 
income for the district. While the prospect of an educa- 
tion draws many bright candidates to the area, humbIe 
commoners also come just to 5ee a beholder or displacer 
beasr first-hand. Hardy adventurers l o o h g  for a &a!- 
lenge - and a big paycheck - may try to capture the 
next beast they encounter in the nearby dungeon and 
bring it KO the zoo instead of killing it. 

The Academy District draws plenty of scholars, but it 
also draws members of other classes as well. The most 
well-known organizations are called “delver’s guilds.” 
These brotherhoods collecr members from all walks of 
life and pool their resources EO aid young adventurers. 
A membpr of a delver’s guild gets access to magic items, 
skilled laborers, and advice that new adventurers could 
find useful. There are also a small variety of other tutors, 
swordrnaTters, men-at-arms, and instructors that 5ffeK 
their senices to the young men and women that find 
themselves drawn to the streets. The City Guardsmen also 
offer a unique chance ta learn alongside combat wizards 
and paladins. 

A more recent devdopmenc is the rise of Garden 
Street, whose shops, services, and unique individuals have 
brought even more visitors to the dissrrict. While it ini- 
tially began as a response to the elitist discrimination of 
the divine and arcane schools, it is rapidly becoming the 
new face of this part of the city The schooIs are closed to 
those univdlhg to submit to their demands, but Garden 
Street is open to magic-users of all kinds. It has quickly 
become the place for students and citizens TO rub elbows, 
have a few drinks, and get into trouble. While the energy 
of youth rums the gears of academia by day, a t  night rhat 
steam pours down through Garden Street. The oEkey 
renditions of bar songs echo across rhe streets and the 
bards always keep a tale or two in reserve for those nights 
when drunken revelers simply can‘t get enough. 

Each entrance into the College o f  Oracles is  domi- 
nated by a huge domed building. The northern 
cC-..A ,.”_ :.- LL e,,,A r-. .--: i  -r --..-I-- ... L--- 
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school leaders come together to decide the fate 
o f  the students. To the south, the s3unds of sing- 

. I  . . ., -. I r 

Enlightenment to worship their god. Between those 
two buildings lies the famous Hospice of Bonata 
where many ofshe city’s sick and injured are cared 
for. Unlike the nearby Arcane Acadeny, the rest of 
the space is  fairly open and natural Trees dot the 
landscape and students bustle ahout, engaged 
in debate, gossip, and discussion. And yet that 
strange feeling of  the uncanny lingers in the air, 
even if it is lighter than the rest o f th i s  district. 

The College of Oracles (caIled the Circle of Oracles by 
its staff and students) is the main rival of the Arcane 
Academy for prestige in this part of the city It is younger 
than the  wi72rds school but more people think highly of 
it because of the good work in which it  is engaged. While 
the staff and students w e  the College as a vibrant and 
dynamic counterpoint to the fussy old Arcane Academy, 
in truth, i r  resembles its rival far more Yhan its adherents 
would admit. 
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The Circle of Oracles began as a reaction against RESIDENTS 
. 3 3 .  3 . < I  f . 1  -1 .-. -1  ,-- t 1 1 - 4 1  the unylcLding dominance 01 the three major racial 

religions. the Children of the Creator, the Stone God 
Fellowship and Lady of the Heavens. These three sects 
had a privileged position in the city because they were 
the official religions of the three lungdoms that fought 
over the Spire. In the peace that followed the battle, they 
effectively walled off the holy landmark SD that no other 
temple but theirs could ever have such intimate access to 
it. By design, any religious sects thar came dong afterward 
could have no better than second-rate status. 

Bonata, a neutral good cleric of a cult barely represent- 
ed at aU in the city at the time (and founder of the hospice 
that s d  hears his name) decided to change all that. His 
goal was ro establish an institution that would counter 
the i d u m c e  of the three major temples, as welI as 
establish divine magic as a purely academic subject every 
bit as worrhy of study as arcane magic. He envisioned a 
place where clerics could go to learn from other clerics, 
regardless of sect - not necessnrdy mere spells, but ideas 
as well, In cooperation, they would become numerous, 
and in nirmbeTs they would find strength. By bringing 
together cults and sects that might otherwise wither and 
perish in the shadow of the major temples, they could 
unite to make themselves strong enough to challenge the 
city’s religious establishment. 

As Bonata advanced in age he saw that a system would 
need to br set into place for his dream to outlive him. He 
quickly established a hierarchy that could be relied upon 
to effectively govern it. Teachers or “Oracles” would hold 
the reins of power, devoting themselves to the Circle 
first and t o  their own faith second. There were only two 
ways to become an Oracle: a current Oracle could select 
a successnr and immediately step down from his post, or 
the entire council could hold a vote to add a new Oracle. 
These m’r) methods have kept the numbers of Oracles in 
flux. Currently they number around LOO, though there 
has been as few as 50 and as many as 250. Cferics kom 
large, established sects could pin the faculty if they 
wished, but they would receive no deference on account 
oftheir affdiation. 

The site of the cleric’s college has changed very l i d e  
since its founding. Three buildings have been added, 
BS well as the creation of a magical artifact calIed the 
Fountain of Knowledge. The rest of the campus has been 
kept green and slightly wooded. There are many places 
on the ampus that can ‘ne used as a quiet place for study, 
meditaticn, and prayer. Even clerics who don’t formally 
belong tr the S C ~ O O ~  enjoy coming here to collect their 
thoughts and pray. Some Oracles were worried that dru- 
ids might overrun the wooded areas but the threat never 
materiaEi Ved. The nature worshippers have their own 
cenrers ir i  different areas of the city, and while a handful 
come here every now and again. 

Lne L O U ~ C U  or uracies not only run 
they also issue occasional pronouncemr 
of affairs in the city. While they cannt 

me Loliege, but 
=nts on the state 
it directly i d u -  - 
mples can, their 
he city’s ieIigii 
Le Oracles m: 

ence hearrs and minds hke the major t c  

decrees hold more power than many in tl 
establishment would like to admit. Tk 
these decisions through voting. On most issues a sim 
majority is required. The fact that the Orades nile thr 
selves is not lost 0x1 scholars. While there are no elec 
Ieaders of the Council, some Oracles are more famous 
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infamous) than others. They include: 
Shaddaq: This dark-skinned foreigner is neither dr 

nor e!€ bur hails from a distant land beyond burning 
sands. While he has trouble accepting other gods besides 
his own, he has a martial. prawess that matches some 
fighters. 

Ulick: As a deric of a sun-god, UIick finds unnecessary 
clothing distasteful. While he respects the decency set by 
others, he still causes stirs when he and his students take 
to the streets for action, as he often requires them to shed 
things like amor  and shields. 

Corwinn the Cad: Some call him a confidence man 
and despise him €or preying on the weak minded. He 
says he is merely doing the work of his trickster god and 
strengthening rhose who need it the most. 

Pardien: A hoIy man who came to the City in search 
of his brother, The Great Hahl. He shims to be able to 
talk with the spirits and other’s gods in ways they cannot 
understand. Some jaded students consider him simply a 
mad man. 

Bishop Lara Dorne: She made her way into the 
Council of Oracles through her silent service to the 
Children of the Creator (see location J2). She has taken a 
vow of silence, which makes communicating to her stu- 
dents challenging. 

LUithas: Illithas is the O r a d e  most students hope they 
don’t get. He’s fat, he leers a t  his female students, and the 
popular rumor among the student body is that he forged 
the Iefter from his Oracle naming him to the title from 
beyond the grave. 

Shaddaq: Clr12. 

Ulick: Clr14. 

Corwinn the Cad: ClrlQ. 

Pardieu: Clrl5. 

Dorne: Clrl2. 

F Illithas: CI rl0. 
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The Circle’s funds are al l  kept in the City Treasury 
(location ! 3 ) ,  and on!*. accessed when the school 
has need of  new supplies. Shaddaq carries a mace 
+2 and wears a ring ofprotection +3. Ulick wields 
a wand ofsearing light and keeps a + J  shield in his 
rooms. Corwinn the Cad ha5 a set of g h s  ofdex- 
terity, while Bishop Dorn has a pearl of Wisdom +4 
which she keeps on her person at  all tfmes. Pardieu 
has no magic items; he claims he does not need 
them. lr addition, all o f  them carry holy symbols 
of the i r  Vespective deity which may be worth quite 
a bit of money. The specifics of any Orades with 
magic items are up t o  the DM. 

ACTIVI’IT 
When a qtudent wishes to study with the Oracles, they 
arrive on campus and enter the outer hall of the C ~ u n c i l  
Chamber. The staflin the outer ha11 interviews the subject 
and decides if the student is willing to learn and whether 
there IS a compatible Oracle for him. This rarely means 
the student is placed with a clenc of his own deiw The 
student may have to deal with a different alignment, 
philosophies, or even a cleric completely opposed to his 
beliefs. The student is assigned to his OracIe for the space 
of one year. Each Oracle chooses how many students he 
may kstruct a t  a time. The student may leave the service 
of his Oracle before the year is through, but if he does so 
without rhe permission of his Oracle, he wil1 never be 
allowed to enroll amin. 

monies gained by adventuring. The temples know that 
chanks to the Spire there are already hundreds of temples 
to hundreds of gods rn the city. T’ is number grows every- 
day and the longer the city can go withcut sectarian snife, 
the hettcr. The other major benefit of g i n g  to the school 
is that  it is the easiest way of becoming in Oracle. 

The majority of QracIes only set foot on campus when 
business calls to them or they wish to use the Circle of 
Enlightrrnrnent to show off their part.cular deity. Most 
maintain offices in the temples throuEhout the city. An 
oracle can be identified in the street ky looking for the 
infinity symbol somewhere on their person. The Oracles 
are usually given free rein as to how t tey  identify thern- 
selves. Same wear formal robes with the symboI embsoi- 
dered ir, fine silks. Others prefer somerhing more subtle 
and wear a simple ring with the symbol. A few have tat- 
tooed the symbol on their person. 

HOOKS 
One o f  the Oracles a PC is studying ursder plans to retire 
a t  the end of the year. H e  i s  planning on leaving his spot 
on the  Council to the acolyte that ran prove himself 
worthiest. 
Some temples in town start to questism the funding of 
the Council of Oracles. What happens when the politics 
bemeen the Spire District and the 4cademy District 
begin to go south? The problem woisens to the point 
where either party hires the PCs as intermediaries to 
help negotiate a truce. 
Someone or something is killing off Cracles one by one. 
Every victim is found with his or her ryes burned out of 

a 
the skull. The college hires the PCs to invesKigate. The [if? of a student under an  OracIe is a widelv vary- , ,  

ing experience. Some Oracles hound their students with K z -  9ESTIA ARCANE ACADEMY 
theo1ogic:il questions and do their best to wrest the cIesic 
from his path. Others bareIy talk to their students and 
onlv enIwt their aid in times of need. While students do I The towers Of the Academy buildines loom Over 

not have 10 pay TO study under an Oracle, some invoke 
“vows of poverty” that let the Oracle spend the student’s 
money as Sit were his or her own. AT the end of  the term, 
the Oracle offers a few final words of wisdom and tells the 
student to return to the Chamber for a new Oracle. There 
are no p d e s  and a student can stay e n d e d  as long as 
he wants. In recent years, the Oracles have rejected the 
notion of formal mition - which would make them less 
reliant on donations horn the temples, but also limit their 
students TQ members of the wealthier sects.The idea, how- 
ever, is gaining momentum. 

There are many advantages to studyingunder an Oracle, 
though few match the presrige and power of the Arcane 
Academy. The students that have come from the cleric‘s 
college f i d  That their studies there make it easier to build 

the campus courtyard as if they expei t  you to bow 
to them In a deferential greeting. Much power 
resides in these walls and even mor,: will be born 
o f  those who travel through them. Every now and 
then, the sky lights up briefly with ;I shimmering 
purple flash. 

The Gestia Arcane Academy i s  one of the oldest institu- 
tions in the city. The eight towers of the main buildings 
cut an impressive profile in the skyline, sa much so that 
most denizens of this part of town use them FO navigate. 
No other structure in the city i s  taller, wx for the Spire 
itself. h addition to the five main SchooIs, a number of 
smaller lruildings have cropped up in t i e  shadow of the 
towers that teach smaller, more mecidized classes. 

”\ 
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a relationchip within the lay community Such clerics are 
believed ta possess a 1  of the dedication but none of the 
fanaticism of their brethren. In addition to a better social 
standing among the people, many of the tempfes offer 
better deals on supplies and require lesser tithes upon 

The Academy began during rhe fitful birth of the city 
While the three races were stilI Iiguriig out how they 
were going live side-by-side, a small groi tp of magic-users 
drifted toward the Spire. Many of the wiwrds came to 
study the Spire itself, bur one had grander plans. FJis 



name was L a m s  Lema, ana ne Knew me srsengrn m a r  
his band of mages possessed. They could sell their spells 
ta the highest bidder, untouched by religion and political 
alliance. This mercenary altitude made the magic-users 
very wealthy and gave Gestia the money to fund an acad- 
emy with his name on it.. His attitude also made a lot of 
enemies, but be dealt &th them ruthlessly and firmly 
established his academy as an important part of the city. 
Eventudy he was ennobled for his contribution to the 
city, and his descendants still live in the Nobles District 
(see location E&) and continue their family's association 
with the Academy. 

Throughout the centuries the Academy has become 
one of the  city's great institutions. Maiiy of the wizards in 
the city studied at the Academy and to this day, having a n  
Academy educarion in one's background gives an arcane 
spellcaster an aura of prestige that someone without that 
credenrial inevitably lacks. sir Magnus Valkenbane (see 
location E+), one ofthe great heroes of  the humanoid inva- 
sion, is arguably irs most famous headmaster after Gestia 
himself, and his descendants continue to support the 
Academy. In fact, the material advantages conferred by a n  
Academy r:ducation are subtle, slight or purely a matter of 
perception. But it is also a fact that it has become the great- 
est single repositorv of magical arcana, not only in the city, 
but in the entire repion. 

ine twcane mxauerny iarrieb U I I  i 

rivalry with the College of Oracles fi 
wizard-scholars have, from the mon 
founding, seen t.he clerics as a Area 
dominance of the district, and the 
return their disIike in spades. Everyw 
that they hate each other but they h: 
open warfare or spded blood on the streets of t.! 

That doesn't mean they pull any punches, howeve 
have engaged in every other avenue of warfare y 
think of and invented a few more. One of the more 
faces of the battle is the constant prank war that t 
dents ofboth schools engage in.These battles do th 
to only target those affiitiated with the rival schc 
many citizens have inadvertently been caught in th 
f r e  and ended up with smoldering hair or an extra alii1 w 

a few days. Most recently, the wizards enacted a ritual that 
caused every Oracle to speak a different language for the 
better part of the day. The riposte is s t l l l  coming. 

While the students engage in  pranks for a little harmless 
fun, the struggle behind the scenes are more intense. Both 
schools do theit best to influence patrons like merchants 
and nobles to support their school alone. Many council 
members realize that if the colleges were to evet mite 
on a subject, they could easily make this part of thc cicy 
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ions at odds with each other in order 
ice. Other Council members simply 

the war and make things worse anyway With 
n of the city, one of the biggest battlegrounds 
d and housing. The Arcane Academy houses 
udents on-campus. The Oracles have begun 
7ith nearby landlords, besting the Academy's 
ring the price of new housing up.  They have 
mcy to discover the upper end of what the 
d i n g  to pay and bid just below it to wrench 
out of the school. On those occasions where 
7 withdraws its bid, the Oracles will often 

the building they just purchased empty out of spite. 

A I I I Y L C  ICLCM ~ i i i c d i  iia5 acisen un '-amen xreeT. up 
until the deve?opment of that area 25 ymrs ago, most of 
the people in district were students, professors, Qrades, 
or otherwise connected with one of the schools. The 
atcention being drawn by the merchant: on Garden Street, 
while good for the coffers of the district, draws a lot of 
unwanted attention to the Academy. Whereas students 
used to be able to study undisturbed on the main plaza, 
recently vendors and street perfotmers have shown up 
looking to disrupt the quiet academic air that has reigned 
here for so long. The Academy blames the Oracles for let- 
ting them in on their land and the issue may finally push 
the Academy to start brawIing in the streets. 
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is the firFt of hvQ brothers appointed as a dean. Even a t  
their age. he and his brother Mortenheim try to outdo 
each other. Before he was appointed dean, his brother had 
no interest in the school. NOW Oberheim is constantlv 
made to lcok the fool. 

Dean of Divination: Alessa. The only current female 
dean, Alessa spends much of her rime trying to mingle 
with rhe city's nobility looking for a husband. She rarely 
spends time on campus. Most of the professors that teach 
under her are left alone to their own devices. 

Dean ocEnchantment: Gerontus sebaff. Sebaff 1s the 
oldest and arguably most powerful wizard a t  the Academy 
Most stud*:nts agree that he could challenge Garrolan and 
win but Sebaff doesn't seem interested. Some think that 
hp's content where he is and uninterested in the politics of 
hemming Headmaster. Others whisper that Gasrolan has 
something on him that keeps him in place, 

Dean of Evocation: Luthen. Luther is rhe ratest in 
a long family line of wizards who have taught a t  the 
Academy. While his heritage is impressive, Luther himself 
is barely competent. He i s  fat, obnoxious, and the enroll- 
ment for .he School of Evocation has dipped because of 
his poor nianzgement shlls. 

Dean of Illusion: E d e n  Meyr. Fellen is  the youngest 
dean and looks to be OR the fast track to being the next 
challenger to the Headmaster. He's charming, ambitious, 
and definitely ruthless. Fellen gets very upset when peo- 
ple are dismissive of illusionist spells as trickery without 
substance Rumors persist that he's killed students in class 
to prove his point about the real power of his spells. 

Dean of Necromancy: Mortenheim Wetzel. Dean of 
Conjuratinii Obetheirn's younger brother and archrival. 
While he has done little to combat the negative stereo- 
types of n?CrOmahCers, his r ise from student to dean has 
been nothing shott of meteoric. While he currently seems 
happy in his current position, many students wonder 
when he'll get the bright idea to challenge the Headmaster 
so he can make his brother's life unbearable. 

Dean of Transmutations: Aphex. Aphex is actually 
two beings merged into one. Some davs the male person- 
ality emerges (the wizard) others it's the fymale (the sor- 
cerer). While i t s  classes have been timed out so that they 
aren't taught by the wrong personality, seeing the  dean in 
private is oorh disturbing and confiising. Many professors 
think Apliex will be the next dean to be challenged and 
deposed. 

The cuitent Headmaster is Garrolan the Gazer. GarroIan 
previousI7- served as Dean of Abjuration, but his skdls as 
a wizard ire well-rounded. He i s  easily a match for any of 
the curse-it Deans except for Sebaff, and wen that woirld 
probably be a close conrest. Garrolan hasn't made many 
friends u irh the current deans. His administration has 
been one of stand-offs and power struggles of every kind 
imaginable. His public demeanor suggests that he views 
his posirjon as Headmaster as an unfathomable burden 

d nf, 2nd yet he takes 
on a daih basis. He is - .  --- - ^... . L. 
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ruthless steps to secure h i s  power 
short with his s d f ,  rude to the smd 
ates any wizard untrained by the A a  
Garrolan the Gazer is a twisted, old, loneIy ma 
holds an enormous amount of power. 

Dean of Abjuration Qiulus: El f  Wizl2. 

Dean of Conjuration: Oberheim: Wizl4. 

Dean of Divination: Alessa: Wizl O/Sor3. 

Dean of Enchantment: SebafE El f  Wiz l6  

Dean of  Evocation: Luthen: Wizl2. 

Dean o f  Ifhion: Fellen Meyr: Wit1 0. 

Dean of Necromancy: Mortenheim: WizI4. 

Dean of Transmutations: Aphex: Wir615or6. 

Headmaster Carrolan the Carer: Wir7 5. 

Professors (50): Wiz6-8. 

Students (400): Wizl-3. 

The Academy is well-funded, with over 30,000 gp 
held at the City Treasury (location I S ) .  Individual 
professors ofien have a personal hoard stashed 
somewhere, totaling anywhere from lO@-l,OOO gp, 
with the more senior professors generally being 
wealthier. The targer personal fortunes are invari- 
ably trapped with magical spells of one sort or 
another. The doors to each of the deans' towers are 
trapped with a glyph of warding spell, cast by the 
occupying dean who knows the only password. 

The number o f  arcane magical items at the 
Academy is  almost beyond measure. The Deans 
typically have one ring, one staff, and one wand 
apiece, o f  a rype appropriate to their level. Carrolan 
tarries a stufofpassag8 wherever he goes, as welt 
as a set ofbracen ofarmor +G and a ring ofwizardry 
SI. The other deans have similar items as appropri- 
ate. Mast professors carry a minor wand or ring, 
and even a few students carry wands or staves 
- mostly family heirlooms loaned to them by more 
powerful relatives. Details as to the exact nature of 
each wizard's equipment are left up to the DM. 

CT 1 v VKT 

6 Studenrs enroil in classes for a period ofone to eight years 
depending on the school and the type of study. Classrs 
are taught bv Academy graduates as well as talented stu- 
dents that  challenged and defeated their professors in 
the Testing Arena on the northeast side o f  campus. Most 
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y have an eye on a teaching job (and a 
y think they can defeat). Classes Star t  

ger smaller as the student progresses upward. 
1 uses a complicated grading system that not 
ses the students but also confounds some pro- 
becd1y the new ones; a few professors wave off 
la and evaluate students on an unrelated Oasis 
r fail them on a whim. While this system may 
y, most wizards that come here are willing to 
h just so they can bmg about where they were 

trained. 
Professors at  the Academy are well respected both in 

and outside of the school. Socially they are on par with the 
Oracles of the Cleric’s College but most professors only 
grudgingly accept them as equals. In addition t~ teaching, 
professow are required to spend a day or two in rheir office 
KJ counsrl students and do administrative work. Most 
professors possess at Ieast 6 levels of wizard and those that  
have taken up a prestige class are treasured even more. 
Those wizards unable or u n w i h g  to start their career at 
the academy often come here to find &e specialized train- 
ing that a prestige class can offer. While these classes are 
attached to the various buildings, professors a t  this level 
generally receive quite a bit of autonomy due to their spe- 
cialization. 

HOOKS 
Garrolan becomes Lu from some sort of magical sick- 
ness He issues a proclamation: anyone that finds a 
cure for the i h s s  will be automatically accepted into 
the Academy (either as a student or a faculty member, 
depending on level). Non- magic-user adventurers will 
be offered a spot on the Fidd Trip team (see location 
0). 
A new wizard comes to town and chooses to challenge 
Garrolan the Gazer after signing up as a mere student 
one da!- ago. G a r r o h  hires the PCs t o  investigate this 
mysterious wizard’s background so he can figure out the 
best wav to defeat him. 

KJ. DELVER’S ROW 

In the shadow of the Testing Arena, a series of 
two-story houses stretch down a small street. At 
the entryway to the street, a sign proclaims it to be 
“Delver’s Row” and a series of coats o f  arms rings 
the proclamation. Each of  the houses contains a 
delver’s ”guild” - a collection of adventurers that 
have passed down weapons, spells, money, and 
information to younger adventurers so t ha t  the can 
succeed tn fighting the forces of evil. As with the 
city’s proper and formally recognized trade guilds, 
a quick survey reveals something important - that 
not all guilds are created equal. 

While the spelkasters are very well represenred nere, 
this part of town does not exist in a vicuum. The city is 
filled with fighters, rogues, and adventurers of all sorts. 
The schools do a lot ro rry and keep everything apart but 
they also understand that most adventuring poups  are 
not comprised entirely of speucasters. The solution is a 
unique one to the city They are called “Delver’s Guilds” 
and they encourage young adventurers to band together 
early in their careers and give back to the next generation 
of adventurers when they have moved on. 

The houses on Delver’s Row vary in size, shape, and 
lushness. Most of them are two-story affairs, and house 
some six to twelve delvers at any time. Depending on 
the slant of the particuIar guild, there m a y  be small train- 
ing facilities available for a small fee to non-Delvers. A 
common recruitment tactic is to waive the fee to use the 
facility but then deliver a recruitment Fitch for the @Id. 
While many g d d s  haw come togethcr through shared 
alignments, this is n ~ t  a universal case.The purpose of the 
Delvers is to build well-oiled adventuring machines that 
can donate rheir excess treasure back to the guild, which 
fwnds the next generation, and so on. The Delvers have 
heard ol  the Globe Club for Venturers (location E%), but 
consider Randolf W i l h e h  a snooty upstart. In contrast, 
they see themselves as a support network for The working 
adventurer. 

RESIDFRTS 
The firsr Delver’s Guild began 200 years ago when a group 
of advenrurers returned to the city flush with treasure and 
not entirely sure about how to spend h all. Two of them 
were graduates of the schools, one from the Academy and 
one from the CoUege.They had put asidt. their differences 
and knew that for any up-and-coming idventurers to be 
successfd, they would have to do the same. They also 
feared the backlash of the schools, so when they pooled 
their money to start the Fraternal Order of Delvers, they 
did so anonymously. Their names have seen lost t n  time, 
but the EOD still stands to this day. 

The rnajoriry of other delver’s guilds model themselves 
after rhc POD. Delvers can be identified by the EIvish 
letters that spell out their names. They maintain lodgings 
nmr the campuses of both schools whilre members can 
live. While a Delver is in school, he must pay a tifhe of 
20% of all adventuring earnings to the guild. This per- 
centage goes down if there are multiple members o€ the 
same Guild on an adventilring team. Once the Delver has 
struck out on his own, he can donate a5 she sees fit, but 
nobody wants to see their house in rags ;ind desolation, SO 
the Guilds are usually flush with cash. Delvers can then 
draw upon the funds and items donated as necessary. 

Some examples of Delver’s Guilds f d l o ~ .  The DM may 
add more, according to the character and need3 of the 
campaign. Stats of individual members wry wildly from 
guild to guild, running the gamut of every possible adven- 
hiring type in play. 



with a sword on one side and a wand on the other. Some 
City Guadsmen have come OUT ofthis guild. The Balance 
recruits w a r  round and doesn’t really participate in the 
Storm (see below). Any recruit must have a dean reputa- 
tion in the city and no connections to the Thieves Guild. 
Rogues who are nor Thieves Guild members m3y join, 
but not if i t  can be proven that they have robbed from the 
poor and otherwise needy Balance members are of neutral 
alignmeni. 
T h e  Moonlit Legion: This guild ciaims that it was 

formed bv one of the founding members of the FOD 
after he brcame fed up with theit incessant demands. The 
Legion‘s crest is a black shield d t h  a crescent moon point- 
ing to the left. The Moonlit Legion doesn’t care about other 
allegiances as long as the dues are paid on time. Recruits 
are often sent to sabotage other Delver’s Guild functions, 
as the Legion generally does not have it5 own. Its house 
QII Delver’s Row is generalIy kept empty and is onIv used 
when important guests are visiting the city Surprisingly 
while paladins are not banned outright, anyone with 
infernal abilities is. The Moonlit Legion is comprised of 
evil-aligned members. 

The Silver Sisters: This guild is often the target of 
other D e l e d  romantic interests. It was founded by a fam- 
ily of s i x  Sisters, each one an adventurer. Their crest is a 
silver downward pointing triangle. Depeliding on whom 
you ask, they are compassionate women doing their best 
to change the world or vicious rnan-hating harpies taking 
revenge on men everywhere. The Silver Sisters remains a 
fernaleonly Delver’s Guild. 

The Filthy Animals: This guild is less concerned with 
adventunng than it js with having ;1 good time. Its crest is 
a dog holding a sack of gold in its mouth. They throw the 
craziest y a n k  bur don’t really have members that give 
back to them, so they often send recruits out on quests to 
help pay for their debauchery. Other Delvers have done 
their besi to get them disbanded, but they always seem to 
come back. To be a n  Animal, you must be chaotic in al igr-  
rnent. 

,- I 
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riety of useful items. Older delvers often 
- _lasure to the house as well as information 

and magic items that are of no use to them. The 
exact m o u n t  varies from house to house, but usu- 
ally arnollnts to about 2,000 gp and 3-5 magic items 
of moderate power per Euild. Such items ase usually 
kept under lock and‘ keywhen not being used by the 
members; any u5e of traps to protect them varies 
r .__ - 1 ~ ~ -  - . ! A  -.->.- I ~ . - - - ~ - I .  n h n  worn guiiu LW guira ana IS  uitrrridreiy up ro rne vivi. 
The houses may seem iike ripe targets for thieves 
and brigands, but woutd-be burglars should take 
note. These houses are filled with brave young men 
and women that spend most of their day listening 
to tales of  glory and bravery and are just itchlng to 
make a name for themselves. The Thieves’ Guild 

, I  

are concerned. 

ACTIYITT 
I .  

4 The Delvers are almost always on the lookout for talent 

the Delvers unfair. Only those students affluent enough 
EO pay the dues are allowed their proiection. While no 
official resistance has ctopped up, a few shop owners don’t 
deal with Delvers. Sir Nordham (see loc~tion K29) will not 
accept any Guardsmen with Delver ties. And although the 
majoriv of the Delver Guilds are upstanding institntions, 
there are a few bad apples that are threatening to tarnish 
the name of the organization. For the first time in its his- 
tory, the Delvers, which have united against outside 
forces for decades, may turn against each other 
to clean some house. 

ed young adventurers of various callings. While rhey 
recruit most heavily in the Academy District, posters 
for their efforts can be seen throughout the city The 
early part of Delver history was caught up in deahg  with 
discrimination by the schools, so Defvers have formed 
a network of contacts throughout the city. Belonging 
to the sane Deher guild as an NPC gives a +2 circum- 
stance bonus to any Charisma-based skilt checks 
when the skill is used on that NPC. 

In  the fall, Delver’s Row becomes the center 
of “The Storm” as the houses kick up their 
recruitment efforts and put potential recruits 
throug!! the paces. Recruits are often asked 
to do a variety of silly things, ranging from 
falling prostrate at the sight of a DeIver from 
their guild to wearing bright armor 
painted bright p d  into battle. The 
last night of The Storm is a huge 
parry as those accepced into the 
Delvers drink and debauch 
with their new brothers and 
sisters, while those reject- 
ed drown their sorrows 
until next year. 

Alumni are well- 
respected by she Delvers that live in the house. Most 
guilds offer open housing to an alumnus that has 
donared a certain amount per year, and many alumni 
enjoy the free room and board as well as a circle of 
eager young adventurers th 
glory While the alumni car1 it inspiring som 
outside the organizations call it reliving past 
glories. 



HOOKS 
During Storm Week, various Delver's Guilds try their 
best to persuade the PCs to join. One of the rush pranks 
involves vandalizing the Globe Club for Venturers, or 
stealing a smail item from its museum. 

* Converwly, a Storm Week prank in which pIedges to 
one of the guilds stole an item from the Globe Club for 
venturers has backfired badly, as a n  enraged hndolf 
wilhclm has somehow persuaded the Civic Guard to 

investigate. A conviction for burglary could get the 
piedges involved exile to the Humanoids Distria, in 
the worst case. The guild hires the PCs to break into the 
Globe Club and return the item, in the hope that doing 
so will negate the original prank. 

* One ofthe Delver Guilds is dealt a terrible blow, a5 one 
of its most famous member is kded while attempting 
a feat of derring-do. It hires the PCs to recover the 
member's items and body for burial 

K 4 .  qARDFN STRFFT 

This street is lined with heavy oaks, hardy and 
green. T7e cobbled stones give way to dirt, and 
yet the dirt does not come up as dust or cling to 
the boats. From the other end o f  the street the 
howls of deadly creatures mixes with the laughter 
o f  childrpn. There are a wider variety o f  people here 
than the rest of the district. There are sti l l  many 
students to  be sure, but people from all walks o f  
life have come for a taste of the small village life 
that they left behind t~ live in the city. It is strangely 
tranquil here. Somewhere, the soft sound of street 
musiciars drifts by, and the smell offresh apple pie 
beckons. 

The most recent deveIopment in this part of the dry is 
the growth of Garden Street. What began as a coUection 
of displaced mages has become the commercial section 
of the district. Over the past 25 years, Garden Street has 
grown to be one of the more fashionabIe districts of the 
ci$ and vet appeals to noble and peasant alike.  People 
come from all over the region to experience the small 
town feel of this m e e t  fded with unique shops and 
strange merchants. 

The Garden Street neighborhood as it exists today 
sprang tip to cater to the tourists who came to see 
Metusiel'5 Menagerie (location K6). It quickly became 
home to a quirky and somewhat motIey assortment of 
small skmkeepers. The most faFanQUS of these was Sadani, 
the owne, of Pipemaker's (location K19). His was the first 
large storr on the street and it would set the tone for what 
was to come. You can walk into any pan of the city and 
find a dozen taverns named afier fantastical creatures and 
fmd a dozen blacksmiths willing to buy and sell weapons. 
But Garden Street soon became the place for a taste of the 

ter nymphs poured 
s b. Instead of the c, r .. 
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water from theit holy spn'ng to passer 
typical dwarf ironsmith, druids peeled 
from trees and blessed them as they sc 
money they earned to plant more trees. Garden ! 
feels llke someone teleporfcd a far-off wiId communi? 
the city 

Tt F S  11) E NTS 
Stats and descriptions for individual NPCs and their trea- 
sure can be found in the individual entries for the shops 
on Garden Street. 

l G T T Y T I T  
In addition to the curious onbokers, Garden Street draws 
an assortment of folk who don't fit nearly into the aca- 
demic templates of the Arcane Academy or the College of 
Oracles. Rangers marvel at Matusfel's Menagerie (location 
K6) and the way the beasts are treated. Druids are stunned 
by how well nature is able to rhrive so close to the heart of 
a great city. Bards come here looking for a willing audience 
that's not comprised solely of drunks or adventurers com- 
ing off of a quest. The people of Garden Street have made 
something that's one of a kind. 

But students also come to Garden Street. Here, they can 
blow off steam, impress members of the opposite sex, and 
possibIy get into a rivalry with ~omeone  from the other 
school. While Garden Street itself is often seen as "neuml 
ground" in the legendary Prank War that rages between 
the student bodies, occasionally the conflict boils up here. 
For the most part, the businesses here take it in stride. X t  
helps give their part of town its flavor and is worth a bro- 
ken window or rhe occasional purple dog in the number 
of curious customers it brings out. 
The Academy (Eocation K2) despises everything that 

Garden Street represents. If he thought he could get away 
with it, Carrolan would ban all his students from spend- 
ing time here. But he is no fooI. Doing so would cause 
an uprising that would certaidy rebound against the 
Academy, He bides his time for now and if he could find 
a way to damage Garden Street and make it wither on the 
vine without it being traced back to him, he would, In the 
meantime, he has begun to send his spies out to the streets 
at night to watch for students doing anything that would 
bring shame to the Arcane Academy. 

The Oracles (locarion Ki) first accepted Garden Street 
with open arms. Anything d u e n t i a l  in the district that 
was not connected to the Academy had to open up the 
power base and break down the staiernate that was grow- 
ing between the two schools. Of course, now that Garden 
Street has had time to take root, some Oracles are voicing 
concerns over the effect is has on students. The lawful 
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good clerics are afraid that Garden Street is filled with too ( 
much wine and song, and too many women, and could 
tempt the pious from the path. The chaotic evil clerics 
don't like the fnendliness ofthe area and find the goodwill 
towards men shown by the shopkeepers ta be sickening 
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l_l I ____I ___- r-.L -, --.d disrupt a few things. 
Did they come to trash it or extend a hand in friendship 
to the forward-thinking leaders of Garden Street? The 
merchants hire the PCs to find out. 
Some of Oracles has decided to purge Garden Street of 
its wickedness. While most people can ignore the calls 
for repenting, what happens when the Oracles decide 
to punish the wicked by burning shops they feel are the 
worst offenders? f i e  City’s Eyes (location F9j refuse to 
take the case, so thP merchants hire the PCs to investi- 
gate 
The Academy finds a few Iinscrirpuhs merchants to 
ser up shop on Pipemaker’s Comer and begin destroy- 
ing rhe repLlt3tiOII of the marketplace. Can the PCS stop 
them before the Guard gets involved? 

“5. THE METROPOLITAN M U S E U M  
Ofi ARTTFRCTS 

These tall, but windowless buildings are filled 7 

display cases containing a wide array of curios 
and magic items. 

L 
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The Metropolitan Museum of  A d a c t s ’  collection of the 
strange and W Q ~ ~ T O U S  has grown so large that it requires 
Four buildings to hold it all. The first building is devoted to 
the artifacts of the College of Oracles and Arcane Academy. 
The Museum’s proprietors, the League of Artificers, is very 
carefd net to bite the hand that feeds them and keeps this 
building a s  balanced as it can. 

The second building holds long-term exhibits. They 
consist of artifacts that once belonged €0 adventurers now 
long dead, or low-power mapjc items that are no Ionges 
needed, This buildhg’s inventory changes thP most fre- 
quently, 3s the Artificers abo store their magic item inven- 
tory  here. Advenrurers interested in purchasing items 
from this gallery are generally directed to the reIevnnt 
shopkeeper. 

The third building i s  home to the children’s museum 
and the temporary exhibit space. The children’s museum is 
a favorite destination of  schoolteachers as it  gives children 
some hands-on experience with ma~ic .  PipiI from Pipils 

the mange tomes that are otren iound rn dungeons like 
~ w e r  of Ratmen and kobold pOetry 7’he next exhibit is 

scheduled to fearure The Muny Dugen of the Thieves Guild. 
The fourth building is rarely open TO th- public. It houses 
the Museum’s administrative offices, biit also the notori- 
ous Restricted CoIlection. The Restrictvd Collection con- 
tains thz cursed items, the tome5 of fcrbidden lore, and 
the items that adventurers pluck from the hands of  e d .  
A request to see it generally takes a month to approve, as 
the applicant’s name is verted by the Academy, the Oracles, 
and the Minor  Guard. If none of those parties objects, the 
applicant is allowed inside but i s  only able to see the Item 
that he specificdy requested. 

RES1 D K h I S  
The Artifact Museums began as warehouses where 1ocaI 
shopkeepers could store the strange items that advenrur- 
ers brought back from rheir Itravels across the land. They 
didn‘t f e d  safe keeping masterwork we:ipons and such in 
their stores without the protection of a constant guard, 
so many of them pooled their resources and bought this 
space to store the items. As the city grew, more and more 
adventurers needed places to store the irems they brought 
back. The shopkeepers got wise and offered to rent space 
in their warehouse for a modest fee. wirh the money they 
were making: in renEd5, the warehouse swce began paying 
for itselt: 

The hiuseurn took its first major step toward its current 
state when Artemus Lockernoor, a wdl-known adven- 
turer, wlshed to show off his impressive private collection 
of weapwns and armor to some friends and admirers. He 
paid th? shopkeepers a bit more and they cIeaned the 
wafehoilise up and hired a caterer. The private parry was a 
success but the important idea was not lost on the shop- 
keepers: People were willing to pay mc’ney to see things 
like masterwork armor, magic weapons, and bags ofhold~ng.  
The money from the rentals soon went into refurbishing 
the buildings, and the shopkeepers formaIized into the 
League of ktiftcers. 

The cl.rrrent head of the League is Rilrard Grondahl, an 
amiab1e gnome who also serves as curator. He began life 
as a smdent of the Arcane Academy, but Toon dropped out. 
He foiind he had no interest in spells m c-onjurings; he was 
far more intoxicated with the creation o ’magic items, and 
with the way magic mteracted with the material world. He 
dnfted to the League soon after leaving the Academy, and 
found his calling studying beneath Artzrnus Lockernoor. 
He gainr?d his mentor’s position when the old man retired, 
and now leads numerous tows and lectures throughout 
the MLIWUITI. 

The hfuseum is closelv watched bv a contingent of 50 
Potions (see location K27j sometimes lets children sip from 
some of his most recent batch of potions. The temporary 
exhibit space often devotes itself to a single patron or 
theme. There are usually four exhibitions in a ycar and each 
one runs for a season. The current exhibirion is devoted to 

mercenary guards, who cover every enmance to the four 
buildings and constantly patrol the grounds. They are well- 
paid to prevent anv double-dealings, and most have been 
a t  least briefly lectured on the current inventory, in case a 
would-be thief tries to use a stolen item against them. 
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Guards (42): War6. 

Guards (8): Wiz5. 

Rikard Grondahl carries 50 gp in gems on his per- 
son. The museum itself takes in about twice that in 
any giver! day, and the receipts are kept in a strong- 
box wndw Rikard’s desk (successful QC 25  Open 
Lock check to pick). The leader of each guard shift 
- always one o f  the wizards - is issued a rod of 
negation by Crondahl, for use in case a thief tries to 
apply a s - d e n  magical item against the guards. The 
magic itcms On display here vary wildly, and can be 
almost anything. They number approximately 75, 
and can be inserted by the DM according to the 
specifics of the campaign, Or generated randomly 
by C O ~ S L  lting the pertinent charts in the Dungeon 
Master’s Suide. 

AC’I‘IV I’IY 

Two year.: after the formation 
of the League, the Museum 
opened tc some acclaim but not 
as much a 5  the Artificers hoped. 
They neet!ed something to draw 
attention to the building as well 
as the unique items within. The 
head Art:ficer met with the 
Headmaser of the Academy 
and rhc Chcles to discuss their 
cooperation in the mattes. 
While he knew he would never 
get them to work together, the 
wily old merchant alqo knew 
he could play on their sense of 
cornpetition. In these meetings, 
the Amfrrer’s Cup was born. 

The Artificer’s Cup, more 
commonlv known as “The 
Field Trip’’ ro rhe students, is 
a yearly cornpetition between 
the Circle of Oracles and the 
Arcane Academy. During the 
cup, the Museum Is closed to 
the generJ public while it is set 
up as a mock dungeon. A team 
of adventurers is selected to 
go throuF h the dungeon and 
try to ma <e it to the end. The 
team t h r  designs the dun- 
geon alteaares from year to 
year beru-een the clerics and 

i the magic items u sec ing school. The Museum donales 
the dungeon and in recent years 
with MatusieI’s Menagerie ( l o c a n ~ i ~  IUL dLIUdl 

creatures to be part of the experience as well. 
A Earge crowd often gathers outside the Museuxl 

the team enten the dungeon and criers dash oui 
buiIdings to report the progress. Gambling house! 
the ciry make bets OR whether the team d succet 
d not make it to the end, and a variety of other 
Winning the Cup is a big deal to borh schools whr 
as much to training and/or designing the dungeor 
ing to discover the weak spots of the other team 
selected for the Artificer‘s Cup team is a great privi’ 
both schools and many of the teachers on both sid 
part in the Cup competition. 

The actual Artificer’s Cup resides in the Museui 
during the month before the competition. The res 
year it resides in the haIls of the reigning champio 
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Monsters: 30 exhibits, numbers within vary. DM's KIF 
discretion as to their exact nature; stats as per the 

Imparea to m e  
orderly streets nearby. Colorful streamers tied to 
thin parapets snap in the wind. The laughter of 
children mixes with a symphony of strange-noises. 
The field i s  filled with dozens of other such exhibits, 
each one carrying an exotic beast, and surrounded 
by a CIOT.S section of the city's inhabitants. 

I I 

This small park is home to a variety of animals. It has a n  
excellent collection of creatures plucked from nearby 
dungeons for the public to gawk at. 

- 

R ):s E D F. w s  
The Menagerie is the creation of an elven druid named 
Matusiel, who despaired as 5he watched the expansion 
of the city bury the natural landscape surrounding the 
Spire. As a druid, she well understood the natural con- 
flict berween the order of rmn and the laws of nature. 
I K ~ * . . A ~ T  ,,,A,-,A -rr c - t ~  

Mastusiel carries a s t a f o f t h e  woodlauds and 11 
the proceeds from her zoo (usually around 75 
day) guarded by various creatures in their hat 
She keeps her savings - nearly 5,003 gp - i 
City Treasury (location 13). 

eaves 

ACTIYIT'Y 
Matusiel offers bountics on creatures brought back from 
the field ro be pnt on display in the menagerie. She trades 
primarily in cash for hems and 
prefers rhem alive. She will 
not put any humanoids 
or intelIigent crea- 

creature in 
l Y I d L U 3 L C l  C V I U W L I C U  U L L  cl L l C i U  IlCdL Ul lC  

end of what would one day 
become Garden Street 
and gathered several 
animds in this small 
protectorate. Whde 
the city dwellers occasionally 
wandered through to see the regular animals, 
she noticpd they were aIways most engaged 
by the examples of dire animals that she 
called. She realized that  to keep her 
small patch of green land, she would 
have to put on a bit of a 5how and 
that show required noteworthv 
exhibits. She sunk the profits 
from a brief adventuring 
career into constructing safe 
but authmtic habitats for 
exotic creatures and called 
in a few favors to popu- 
Xate the habitats. Once the 
Menagerie began to fea- 
ture thmgs Iike displacet 
beasts and umber hulks nem m 
the oxen and the Iamb, t 
come in droves. While t 
doesn't sit well with he 
humane habirat as well a 
the wonders - and dangers - of narure. 

Matusiel: Elf Drd 10. 

Keepers (10): Rgr4. 

Keepers (lo): Drd4. 



tne Monsti’r Manual LS larr game. A5 UM, you should scale 
how much she i s  wiltng to pay for a given monster to how 
much difficulty the PCs had in capturing it, as well as its 
rarity. A5 a rule of thumb, consider f sp/l X P  awarded to 
the PCs for capturing the creature to be a typical bounty. 

HOOKS 
* The Field Trip often borrows or purchases creatures 

from rhe Menagerie for use in the mock dungeons. In 
the weeks before the Field Trip, both schools ofien give 
her a “shopping list” of creatures that they need in par- 
ticular. She hires the PCs a5 trappers, and she will pay 
them double her normal rates. 
O n  the Fool’s Cap holiday, Manisiel often convinces a 
prominent city official or other noteworthy person to 
spend a day in one of the habitats insread of a creature 
as a charity stunt; in return, she will donate a portion 
o f  the day’s admission to that persods favorite charity. 
When the person disappears out of the habitat before 
its mveiled, she comes to the PCs with a desperate plea: 
Find out where the WPwent, who took him or her, and 
get them back before the end of the day. 

* Matusk1 has no love for h a 1  Hammerhand of k a l ’ s  
Genuine Monsters (see location C20). When she arrives 
at the Menagerie QRe morning to find one of her exhib- 
its missing, she immediately suspects that he is behind 
it, and 5 he hires the PCs t o  track the animal and bring it 
back to her. And if h a 1  needs to be roughed up in the 
PKOCeSS. i t  won’t bother her much. 

K J .  LARRUS CjFSTIA’S STATU€ 
T n i s  statue memorializes L a m s  Gestia, founder of the 
Gestia Arcane Academy. It stands in the middle of the 
campus commons and it is often used as a rneering place 
for students between classes. Students eat their Iunch 
here, find a shady spot to study, and generally relax in 
benveen the day’s classes. During the Artitisan’s Festival, 
many artisrs stake out a spot on these pounds in the 
hope5 of catching a student looking for a painting or 
sculpture FO perk up his or her dreary &ITTI room. &king 
any of the students lounging nearby will bring up a 
variety of tal1 tales that have sprung up around both the 
founder and his statue. Some say that  the direction that 
Genia is pointing is the first clue to finding the location 
of his long hidden measure. His descendants, Sir Geraint 
and Eddis Gestia (see location E6) deny that this is true... 
but how would they know? And even if they did, they 
WQddn’t tek . .  Others say the soul of the founder is 
bound wirhin and that the current Headmaster conmults 
with it in the dark of midnight. Others whisper that the 
spirit of the current Headmaster resides within the statue, 
and that cxstia occupies the old man’s bod y.. taking a very 
active hand in how his school is run to this day. 

EMY DISTRICT ”. 

IMTNATFD 1,- [BRAKY 

The thick stone walls of this buitc 
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This vast storehouse carries dormat ion  ranging from the 
mundane tax records of shop keepers TO the hidden leg- 
ends o f  forgotten kings. AU you have to do is sort through 
it all. The Illuminated Library is one of the few projects 
that the Arcane Academy and the ColIege O f  Oracles have 
collaborated upon wirh any success. The library houses 
every scrap of public information avaiIabIe about the city 
It also contains hundreds o f  private collections of Iore 
donated by prominent citizens as well as graduates of the 
schooIs. The use of magic here by anyone other than rhe 
staff is strictIy forbidden. Offenders get three strikes. First, 
there’s a stern shushing. Second, The offender is hit with a 
minor nuisance spell llke c m e  or stlencp. Finally, any third 
offender is banned from the libraw for Iife. 

There is one rule in the Tlluminated Library: No magic 
tomes exist here. Neither school w d ~ e s  to encourage 
independent study, or watch the other school recruit from 
curious dabblers who picked up a magic S C ~ Q U  from the 
library 

RFSIDFNI’S 
L l k e  so many other things in this district, the library has 
two Main Librarians. One represents the interests of the 
wizards, the other represenrs the clerics. Luckily, the cur- 
rent librarians rarely feud.. . at least, no more so than any 
other old married couple. Kallas and Linneth each found 
their love ofbooks wrapped into a love of each other. Their 
marriage has insured that  the petty games the schools 
play with each other affect the library as little as possible. 
Kallas, the wizard, mans the front desk and directs patrons 
to the proper section. Linneth , the cleric, hdps out on the 
floor. The service bell never a c t d v  rings. Kallas always 
shows up just in time, a trick he uses to keep the Library’s 
patrons unsettled. 

Kallas: Wiz8. 

i 

Linbanethr CIr8. 
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I ne proceeas worn non-sruaenrs use OT me iiDrary 
are kept In a small box at the front desk. It is  net 
locked and generally contains Jess than 100 gp on 
any given day. If opened by anyone other than a 
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also keeps a list of Guild scribes who live nearby and he 
can have one brought to the Library a t  a moment’s notice. 
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HOOKS 
Linneth suspects that Kallas mav be cheating QIY her. 
She quietly asks the PCs to follow K d a s  to see if he 
has a mistress or if his lare nights out are just a simple 
misunderstanding. 
While the records show that a vital piece of information 
for a PC’5 quest i s  where it should be, the actual book 
i s  not physicaIly there. If the PCs are known for their 
subtletv and secrecy, the librarians may hire them to 
track down the thief and the missing book(s). 
The quiet  hall5 are an excellent place for assassins of an 
old enemy to strike. The stacks themselves are siltwed, 
leaving studious PCs extremely vulnerable to a knife in 
the dark.. . 

K 9 .  T H E  CHANCELLOR’S MANOR 
This intimidating building sits tucked in the corner of 
the Academy’s main campus. While the Deans make 
their homes in the towers attached to their colleges, the 
ChanceIlor is aIlowed to retire to this large home for 
same much-needed solitude. The home seems to natu- 
ral+ change whenever a new Chancellor moves in. Since 
Garrolan (see location K2 for stats) became the Chancellor 
of the Academy, many students and long-time residents 
feel the building has raken on a chilling sensation, and 
most folks move q u i d y  past. This is no coincidence. 
Garrolan keeps many low-level spells in phce here to put 
off any interlopers 5r uninvited pes ts .  Spells hkefog clond 
and ghost round< also make guests uncomfortable on those 
rare mcasions when he entertains. Garsolan spends most 
of his rime on campus or handling personal business. He 
generally spends only a few hours a day at home, prefer- 
ring magical means to refresh his energy rather than con- 
ventional sleep. When he is not at home, he activates a pair 
of gargoyles (as per the MonstcrManua1) above the door, If 
some unfomnare rogues try to break in, not only will they 
find litcle of value (Garrolan keeps the good s t d f  on cam- 
pus; the house only yields i d6  x 100 g p  in knick-knacks 

ana s u ~ t i e  remnunon. I ney W I I  ~ O E I O W  me rnleves to tneir 
homes or their guildhalI, and then report their findings to 
Garrolan. Garrolan wiIl then make his ewn arrangements 
to punish the thieves painfully and horribly, according to 
his humor. 

KIO. T H E  TFSTINCj A R € N A  

The most mysterious building on the campus lies 
to the northeast of the scholastic buildings. It has 
high walls tha t  could easily tower over a giant. The 
walls are covered with tightly glowing symbols that 
surge with power in random intervals. While it is  
open-topped, birds and other winged creatures give 
it a wide berth so as not to fly overhead. Strange 
lights and sounds echo from within and nobody 
outside of the Academy ever sees what goes on 
inside. 

This area i s  the only one not named drer  a n  alumnus of 
the school. I t  has always been, and will forever be known 
as, “The Testing Arena,” where the school not only tests 
it5 new spelIs, potions, and magic items, but it aIso tests 
irs students. whiIe the Oracles encourage their students 
to acquire practical experience through temple service 
and spreading the names of their gods in the world, the 
Academy uses the Arena to test its students in a number 
of controlled exercises. Younger students are given the 
benefit of the doubt and trained with illusory versions 
of creatures and traps. The switchover to the real thing 
is left to the discretion of the professor in charge. Some 
professors give their students fair warning when the 
monsters become real. Others find that nor diffcrentiat- 
ingbetween what’s real and what’s not makes the students 
work harder. 

n FS 1 I> F NTS 
The only time anyone appears here is during testing, when 
a student prepares to measure himselfagaiiist his master’s 
preparations, or one of the school staff has a new spell or 
magic item which he wishes to gauge. Usually, the tests 
include only a handful of students - sometimes only one 
-overseen by a single professor. Besides the odd monster 
conjured for the sake of testing, no other living thing can 
be found here. 

Average Student paries): Wiz4. 

Average Professor: Wiz8. 

Monster (Varies): as per the Monster Manual 

r 
Unless a professor or one o f the  s t  
an item, there is  nothing of value i i  I d e n t s  brings in 

n the Arena. 



In addinon to semng  as a locale tor testing students, this 
area is alsri home to the experimental labs the professors 
and advanced students use a t  the Academy. Most spell 
and item design work is done here, where there is little or 
110 risk of damaging the buildings of the main university. 
Much of the money obtained from alumni, patrons, and 
the sale of magic developed here rebuilds and maintains 
the building. Because of the changeable nanire of the 
central arena, professors ofien use it to test their new 
spells unf‘er strange conditions. Poor students as welI 
as less fortunate c i ~  dwellers can make decent money 
by volunteering as test subjects for these spells (the fee 
equals Id lo  g-p x 100 x spell level, adjusted by the DM for 
how “experimental” a speIl might be). Srafl is always kept 
to a minimum during these experiments, to prevent any 
unnecessary injuries. 

The final use for the Arena i s  one the Academy doesnt 
like to talk about. When a challenge is issued between 
wizards for any reason, they are expected to fight the duel 
inside the Arena w a l l s  rather than brawl in the streers. 
The Academy faculty have dLfferent opinions on the value 
of these duels. Some see it as a strangely barbaric custom; 
others approve it as a valid system of determining which 
wjz,ards have the ambition and the power to take the reins 
of command. While classes are only canceIled during spe- 
cia1 duel5 (the last time this happened was when Garrolan 
challenge2 the last Headmaster and won), students often 
skip cIasses if a particdarly heated rivalry is  being settled 
here. 

ARCANF DUFLTNq 
Arcane magic duels are fought until one com- 

batant yields or is no longer able to cast spells, 
whether because o f  wounds, spell effects or spell 
depletion. Duels are not fought to the death, and a 
combatant must always have the chance to yield to 
his opponent. If a duel results in the death o f  one 
of the duelists, the survivor is subject to expulsion 
from the Academy and criminal prosecution. 

You may simulate a duel as a combat between 
the two duelists. Roll for initiative as the first step. 
The winner has the right to cast first. From there, 
the two combatants take turns casting spells at 
each other until a winner is  determined. Area effect 
spells are generally frowned upon, hawever, and 
spells th;t may cause the death o f  one’s opponent 
En one bl3w (such as  power word: krlE) are strictly 
prohibitcj, a t  least without giving the target the 
chance tc yield. 
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\ impressive a t  the coIlege. It is built in a classica1 - - I  1- f t 
style with a series of columns on the outside. A 
variety of symbols and sculptures of gods dwelI 
at the top of each column. The main room of the 
building contains a large circular chambet built 
by the same stone smiths that built the Circle of 
Enlightenment (lomtion K14). It is meant as a safe 
place for clerics to gather regardless of M e f  or 
current grudges between deities. Only Orades are 
allowed inside the chambers. Once a month, the 
current Orades meet to discuss what i s  happening 
in the c i q  as well as resolve any disputes between 
themselves. 

~ 1 3 .  THE EOUNTAIN OE 
KNOWLEDSF: 
i% small patch of grass and trees surrounds this 
area. In  the center of this park stands a shining 
fountain made from precious metals and magic. 
Many Oracles attribute the Messing and creation 
of the Fountain to Bonata, but there are no records 
that officially say so. The Fountain bubbles con- 

The Foeunrain itself is a magic item of some 
power Rather than build an unwieldy librarv 

xofessors wants to show his students how 
:functions in a situation in which one must 
ickly (such as combat) and hires the PCs to 

help him demonstrate. 

K I I .  VALFKENBANF MFMORIAL 
1, T R R A TiY 

The official title of this building is the Sir Magnus 
Vdkenbane Memorial Library but most of the students 
refer to it as Garrolan's Library, as it was founded by 
Garrolan the Gazer as part of his eventual legacy to the 
Arcane Academy, Gat-rolan has specified that the Academy 
will rename the library after him after his eventual pass- 
ing. Unlike &e Illuminated Library, this building contains 
many magic tomes, spells, and other such research materi- 
als. Access to the various books in the Iibrary is restricted 
to members of the Academy. This access is classified by 
year and class ranking as well, so the freshman are& able 
to scribble down a clortdkdl on the first day and save it untd 
they can actually cast it. One of the easiest and most popu- 
lar methods of paying alumni dues i s  "donating" unused 
scrolls and spell books to the library when they are found - 

1 in the field. Wizards from the Academy are given full cash 
value to apply to their schooling. Non-Academy wizards 
usually receive half-price, but this is one of the few places 
where the Academy is willing to openly deal with non- 
Academy mages. 

containing thousands of tomes on religion, the 
OracIes have magically committed whatever knowledge 
they see fit to the waters of the fountain. Anyone who 
drinks water fresh from the fountain - that is,  it may not 
be taken outside the small gazebo covering the fountain 
- must make a DC 10 Will save. If successful, the drinker 
benefits as if affected by one of the following spells (his 
choice) cast by an 11th level cleric: commune, divmahon, or 
find the path. 15 the drinker fails the Wilr save, however, he  
suffers permanent Id4 Wisdom loss. The wisdom of the 
Oracles works in mysterious ways. 

K I 4 .  T H E  CIRCLF OE 
F N L I q  HTFNMFNT 

With so many clerics converging in one place, budding a 
temple for each deity at t h e  College of Oracles would be 
unduly costly, space consuming, and ripe for a political 
brawl as each set of clerics rried to outdo each orher in 
the opulence of their temple. But the first Oracles also 
realized that there needed to be space to worship. As such, 
h e y  cashed in some favors with the renowned Silveranvil 
clan (location AQ), and built the dome that dominates the 
southern end of campus. The dome covers a sunken stone 
circle that has stadium seating ringing the outside of the 
pit. In the center of the pit i s  a massive unadorned stone 
alrar. The Oracles named it the circle of Enlightenment. 
Here, in this generic space, any cleric of any sect can con- 
duct organized worship of his or her god. Services must 



The Hospice has a large supply ~f heal 
and cure spells, which it dispenses as 

be schedu’ed in advance, and reservations are taken on a 
first come. first serve basis. Most of the clerics at the mi- 
lege have access to their temples in The Spire District and 
would rather worship there, so this is rarely a problem. 

The Seneschal of the Circle is named Mannara (Clrfo). 
She keeps the schedule of the Circle straight. She is also 
technicallv an Orade, but the only student the Seneschal 
may take rs the one she intends to succeed to the posi- 
tion. 

K I S .  BONATA’S HOSPTCF 
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‘ I  Bon at a’ E- Hospice.” 

Bonatds Hospice has grown out of its c d e c t i m  of shacks, 
tents, and improvised buildings into a n  impressive budd- 
ing with three wings, four foors, and the best mirndane 
medical care in the city While many of the temples 
around the city can heal the sick and raise the dead, the 
Hospice has made a few breakthroughs without the help 
of cure spells. 

R F S ID€ NTS 
Bonata’s Hospice i s  staffed entirely by students from 
the College of Oracles. As its name might suggest, the 
Hospice has a long-standing official relationship with the 
College through the idealistic priest who founded both 
institutions, Bonata. 

The current head of the Hospice is Anefreous Alune. 
Anefreous is a perfect example of the purpose of the 
Circle of Oracles. Some might even say he is also a n  
example of the idea taken to exheme. When Anefreous 
came to the cleric’s college, he worshipped a dark and 
savage lunar god. He was paired with an Oracle that not 
only worshipped a rival god, but a deity that Alune had 
declared his mortal enemy. While their relationship was 
tense at first, they worked side by side a t  the Hospice. 
When a wasting disease that struck a few years ago 
claimed the Oracle, AIune forsook his original god and 
devoted himself to his mentor’s deity, a benevolent god 
of water. After his conversion, he devoted himself TD the 
Hospice and quickly rose TO the head of the organization. 

A n e f k u s  Alune: Clr l l .  

Attendant (20): Clrl-6. 

Patient (Varies): Coml. 

ing potions 
needed to 

parients (usuary only m e r  any non-magical healing 
measures have been tried). Theoretically, only the 
Oracles have access to them, but the items have 
comparatively few security measures in place to 
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scattered throughout the hospital, left unlocked and 
unguarded. Suspicious interlopers will be stopped, 
hnwever. and signs OS theft wit1 be reoorted to the - r -  - -  - -  - - _ _  - 0  - - - - -  - . . - . - , - . - 
City Guard immediately. 

There is no coin or other valuables here, aside 
I .  . . ”  

choose to bring in with them. 
trom whatever minor seliglclus trinkets tlle patients 

ACTYVITt” 
The balIs of the building can be just as bloody and as dead- 
ly as a dungeon, especialIy when a barbarian is stiU cnmgd 
when ~ I Q U & T  indoors. Not every Oracle works directly 
a t  the Hospice. Many first-year students start their tenure 
a t  the college here, turned directlv over to the sta€fof the 
Hospice and put to work as best they can. A first-year 
student will spend most days doing anything from heal- 
ing the sick, to labeling potions, to swabbing the floors 
at night. Some clerics balk a t  the idea o f  menial labor, 
but they are quickly humbled when their Oracle comes 
around asking why they aren’t happy serving others. 

The Oracles who work here perform a variety of func- 
tions. While the healers are the most well-known and 
obvious members ofthe staff, not every orade that works 
here is lawful good. Clerics with unusual domains are 
prized for the specialized service they bring. Evil clerics 
that truck with the dead are often used to dispose of the 
remains of the poor and unknown sick. Trickster clerics 
keep spirits up in the children’s ward and hold a position 
or two in the asyIum. While druids and rangers are still 
confined to Garden Streer, the Hospice always needs 
medicinal herbs as well as heaIing potions. 

In addition, the Hospice always welcomes lay volun- 
teers who will care for its many patients. Volunteers often 
receive good deals when purchasing potions from the 
Hospice. 

HOOKS 
Sir Gcraint Gestia (see kcation E6) wants some fresh 
bodies for nefarious pUrpQSes hut doesn’t want to pay for 
them. He hires the PCs and directs them to the Hospice 
as an excellent source of fodder. 

* As it turns out, Alune’s conversion is a he. He sd!. wor- 
shivs the moon pod and plans to desmy the Hospice I c 

c 

in grand sacrifice to his deity. The PCs learn of this by C 
chance while recuperating in the Hospice from their 
latest adventure. 

I 
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as grown too old for adventuring. 
cyulu ,,,,,.bly s d  make a decent living as an 

mer, the thought of stumbling around some dank 
on for weeks at a time makes him 111. He has turned 
midable skill and wry personalrty to the entertain 
ildren of the city He could never teach a t  that blasted 
mv, so he travels YO festivals and binhday parties with 
ricks UP his sIeeve and is content with the reward of 
smiles instead of piles of gold. Many students and 

r ar the Academy look down their noses a t  him; thev 
believe that he is squandering his gift. But there are also 
those that understand that he may well be inspiring the 
next generation of wizards, who w d  Uely  one day grace 
the halls of the academy as students and professors. 

~ 1 7 .  H O M E  QE DOTHAN VAN BROCK 

A madman undoubtedly built this ramshackle 
house - spurs and half-completed renovations 
stick out from all sides, and doors open up onto 
multiple balconies scattered about its three-story 
surface. The roof is  sharply slanted, but a flat plat- 
form has been built on top of it, accessible through 
a trap door in the attic. A wind sock floats on a pole 
on one corner of  the roof. The inside is well-fur- 
nished but chaotic. Toys and knickknacks dominate 
the proceedings: anything from miniature crystal 
balls to wind-up soldiers has been crammed onto 
every available square inch of shelf space. The 
kitchen is the only area untouched by such trinkets; 
neatly ordered stacks of books and scrolls can be 
found in the drawers intended for dishes. The front 
stoop features a sign depicting a pair of inordi- 
nately happy sprites dancing in the woodlands; the 
caption below them reads, “GO Away.“ 

R W  I R F N7‘S 
fie house belongs to Dothan Vaii Brock, a wizard of 
eccentric and reclusive reputation. Rumored to be a 
fiendish practical joker, he has alienated many potential 
friends through his pranks, and as a result has withdrawn 
h m  sociev. His main connection to the outside wodd 
comes through correspondence with various professors 
of thP Academy, in which be evinces a keen interest in 
shapechanging magic. Neighbors, however, say he’s more 
prone to earth-style spells such a5 tranmufc rock t o  m u d  

In  truth, Dothan is no wizard a t  all, but rather a cop- ?.___ _, 7 per dragon who has been unwillingly polymorphed into 
human form. The former Dothantius Draconis once 
tricked a powerful sorcerer into getting lost in the desert 
where he dwelled, a prank he thought was quite funny at 
the time. The angry spellcaster returned and transformed 

nim inw nib currenr snapc - a gangly, reaneaoea numan 
with bony joints and intense green eyes. Ashamed a t  this 
turn of events D O F ~ X I  retreated from his usual haunts, tak- 
ing with him as much of his hoarded treasitre as he could 
carry. He arrived in the city and, comforted somewhat by 
its energy and pulse, decided to put down roots. 

Dothan: Mature Adult copper dragon 
polymorphed into human form. Use the details 
in the Player’s Handbook and Monster Manual as 
appropriate. 

Dothan has several magic items in his collec- 
tion of knickknacks, including a pair of ffgun‘nes 
ofwondrous power (a bronze griffon and a marble 
elephant), a deck ofil/usions, and a Murlynd‘s spoon. 
Finding them amid the mountain or semi-interest- 
ing junket in his house is quite a task {successful 
DC 30 Search check to locate, and the searcher 
should know what he or she is looking for). Dothan 
also keeps a broom offrying, which he uses when- 
ever he’s feeling particularly nostalgic. Finally, he 
has a great chest buried in the basement where he 
keeps a fraction of  his hoarded treasure - 20,000 
gp and gems worth roughly twice that. He has yet 
to reveal i ts existence to a single soul and his tram- 
mute mud to rock spells have sealed it inside a foot 
of solid granite. 

A C T I V I I T  

Dothan has dedicated himself to expanding his home. 
But even though he possesses basic carpenter’s skills, he 
seemingly lacks the focus to finish any project he starts. 
He can sometimes be spotted scurrying around his house 
via a spider climb spell, working on one ~:xtension for a few 
minutes before giving up and moving to another. 

He has also searched in vain for some meai~s of revers- 
ing the spell placed upon him. But as time goes on, he 
wonders if it would be better just t o  remain in human 
form, rarher than return to dragon society. Here, his 
magical powers are respected and he has plenty of peopIe 
whom he can prank. Were he to refurn to his old life, he’d 
be nothing but a punch Iine - a jokester who couldn’t 
handle it when the joke was OR him. So he remains trying 
his best to fit into human society and doing what he can 
to alleviate encroaching ennui  His chaotic home reflects 
the middling success he’s had in both endeavors. 

HeS a Ioneiy soul a t  heart and longs for companionship, 
but his inappropriate sense of humor Ieads many to for- 
sake him. H e  puts up the facade of a recluse, fearing the 
abandonment which will inevitably ensue when he gets 
close to anyone. Those who can put rip with his irritating 
jokes and retain good relations with him wilI find that 
they have a friend for life (and with Dothan, that’s a very, 
very long time). 



ACADEMY DISTRICT 5 

HOOKS ~ 1 9 .  T H E  PIPEMAKER/ 
Dothan latches onto the FCs and irritates them inces- ~ I ~ E M A K E R ’ s  MARKET 
sandy w i h  a variety of thoughtless but admittedly 
cIever pranks. He intermingles it with a few genuine I TL,. rCrllb :- A:,L . . . :r~ A--- -r :-- -L _-__ ++ . .  . -  
&OKS to help -arriving in the nick of rime to aid with 
a foe, or hunting down an important and hard-to-find 
irem without being a4ked. It’s clear that he’s trying to 
ingratiate himself to them; the question is, can they deal 
with his annoying side long enough to accept that? 
h object which the PCs need rather desperately has 
been bought up by Dothan and added to his couectian. 
~n order to retrieve it, they will need to either bargain 
with the ex-dragon or break into his house and steal it. 
Smart PCS might mask the theft as an elaborate practi- 
cal jokp. which could provoke any number o€ reactions 
from Dcthan. 
One of Dothan’s fellow copper dragons has been secret- 
ly holding correspondence with him - another prank 
which ATU reveal the ex-dragon as a disgraced member 
of his former species. He begs the PCs co help him 
thwart rhe trick before he is humiliated - which 
means finding the other dragon’s lair and disposing of 
Dothan’< letters. 

K 1 8 .  EFKKAS SHAD1 
E1OITSF 

This well-decorated ho 
belongs to the assassin Ferr; 
Sha deston e (Ftr4/Rog4). 
Shadestone is known 
in very disreputable cir- 
cles for hts dirry deeds. 
Thanks to the rivalry 
between the Circle of 
Oracles and the Arcane 
Academy, he do e s n‘t 
have to take as many out 
of town contacts as he 
used to.Those in the know 
say that Shadestone was 
instrumental in help- 
ing Garsolan defeat 
the previous Headmaster. 
Shadestone himserf is a 
notorious and disrepu- 
table charmer on those 
occasions ‘le goes out in 
public. He has been well 
paid for Eis crimes, but 
he’s now unsure how to 
spend his money. When 
he arrives a t  a tavern, his 
obnoxious behavior soon 
clears it our. 
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and sizes; passersby gawk not only 
but the sellers. Mixed amongst the d\ 
and humans are a hurnarnoid or two h, 
wares along side the apples and leather goods f 
sale a t  the other booths. Even with the traffic th 
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is  a brilliant green. The bazaar seems to be spillii 
out of  a strange building on the corner of the stre1 
it’s in the shape of  a large overturned pipe, with tl ......... 1 . .  . I  I .  I r . I  . .. 

goods from the sun .  

enrrance carveo inro me cyrinaer or me pipe itself. 
Brightly colored tent flaps stretch down the side of 
the pipe, shading all manner o f  strange and exotic 
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allowed him to expand outside the pipe and import goods 
from faraway lands so that city residents with il taste for 
the exotic would come to him. 

e 
g 

e 
ft Other Vendors (Varies): ExpZ. 
P 

Sadani: Wiz9. .a 

Customer (Varies): Cornl. :r 

asleep for a hundred years. He wasn't too keen on being 
arormd when the giant awoke, so he brought the pipe 
with him to the city, where he originally made his living 
as a tobacconist. The unusual shape of his shop brought 
many customers, and Sadani's outrageous tales of adven- 

Each o f  the vendors here carries 10-30 gp in mixed 
coins. The wares on display run the gamut from 
masterwork drinking mugs to odd perfumes ( m u  
du owlbear, for examples. Exact details are up to the 
DM, though everything here holds at least some 
value. 

ACTIV1I-r 
Surprisingly, Sadani encourages the small vendors outside 
his shop. He realizes they bring in customers to his shop 
as well as Garden Street in general. H e  couId easily charge 
a fee to the vendors but when asked about it, he merely 
smiles cryptically and tries to sell the inquiring mind on 
some new bric-a-brac he has on his store shelves. 



Someone is murdering the street vendors outside 
Pipemaker’s, and Sadani hires the PCs to investigate. Is 
it a bludthirstv vendor bent on eliminating competi- 
tion, or perhaps a ghost ofa failed vendor has possessed 
someone to do his bidding? 
Sadani is looking to retire soon. A5 some of his best cus- 
tomers. he enlists the PCs to help him choose a worthy 
successor to make sure Pipemaker’s Corner stays the 
way it is 
Some eremies of the PCs decide to smke while they are 
browsinq the market one day. Can they identify friend 
from fwe in the confusion? 
A vendm has an item vital to the PCs quest. What if“ the 
vendor is not interested in money.. .and wants to send 
the PCs on a quest of his own? 

K 2 0 .  ’1’11 F: DFRD FTSHMONGFR 
While many taverns exist in the dry, this part of town is 
The only oqe that has one run by a necromancer. The food 
here is cheap but decent if you can put up with the decor. 
Obmak (R’iz4) originally came to the city to become a nec- 
romancer. He doesn’t like TO talk about his days at school. 
He flunked out after sophomore year when his first rrip to 
a live dungeon ended in disaster. He wasn’t sure where his 
training could be useful until he came upon a tavern and 
inn tliat w s  ready TO close. He bought the place, cleaned it 
up as best he  couId, and put his best foot forward. His great 
idea w a s  TO me the meager undead servants that he could 
create as the help. He could then undercharge his compet- 
itors withoiir worrying about paying  his staffor subjecting 
them to the  harassment ofthe customers. So far, the phn 
has met with varying degrees of success. Obmak is kept 
busy in the kitchen while his undead staff handles the bar 
and busii~g tables. The patrons that can stomach the staff 
find the food decent and the prices tough to beat. 

K2l .  W H I S P E R S  
This tavern wfm to a shadowy clientele. The owner is an 
old Academy wizard that recognized the need for a pub- 
lic location whwe shady deeds could easily be arranged. 
whispers IS not known to the generd public. Xt can be 
entered by inv i t ahn  only. Buying a membership costs a 
one-time 500 gp fee and either a monthly IO g p  charge or a 
yearly charge of 100 gp. Members can bring one guest. An 
invisible stalker (as per the Monster Manual) keeps the riff- 
raff out. The entire inside is covered in silence spells. There 
is a stack nf papers a t  each table as well as an iron can. 
Patrons of the club communicate to each other through 
the messages written on the papers. When the papers are 
thrown inro the can, they automatically incinerate. Stavos 
(Wizg) dors provide high-class refreshments for free but 
few people come here to drink, Not o d y  is Whispers 
frequented by the Thieves Guild, it also has come to be 
a good neutral ground for warring wizards. Stavos keeps 
dose watch on any known wizards in the place. The entire 
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able to get past the stalker can n 
above the bar and find a few 1 
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K 2 2 .  CjFMSTONFS BY FnCjAK 
Faslrioiable nobles across the city favor this shop 
( R O ~ S )  is an excellent appraiser of gemstones, wt 
uses IO fit into one-of-a-kind jewelry. A vicious 
fighters known as MI. and Mrs. Shek (both ~ r 5 ’  
guard him when he leaves the shop for any reason. 
he‘s in his shop, they hang out a t  the tavern  acrusb Lllc 

street where they drink on Edgar’s tab. Edgar carries all 
the money he makes from the store on him in a special 
money belt rhat will magically slag the coins inside if the 
belt is removed without his reciting the proper phrase. It’s 
usually somewhere in the neighborhood of 2d6 x 200 gp. 
He’s Iooking for someone that could build him a belt that 

. Edgar 
iich he 
pair of 

When 
) body- 

--- &I- - 

would teleport the money to a safe location, but so far, he 
hasn’t found anything. 

K Z J .  FAMTLIAR EFFLINS 
This is one of Garden Street’s more popular shops. In addi- 
rion to helping adventurers feed and care for their animal 
familiars properly, the proprietor also carries a variety of 
accessories for familiars ranging from matching hats to 
properly sized armor. There are also some familiars on 
hand that can be bonded, as well as spell components that 
can be used in the summoning of famiIiars. Children as 
well as owners of familiars love this store - one of the 
first that started out as a vendor on the corner outside of 
Pipemaker’s. 

K 2 4 .  THF SPOT 
While the Murninated Library (location K8) offers a 
wealth of knowledge for the dungeon delver, it does not 
lend out its F O ~ ~ S  to anyone. The Spot (as in, “X Marks 
The...”) began as a response to that policy. This shop buys 
old treasure maps, used scraps of riddles, and all those 
strange books That adventuress always seem to come 
across, Adventurers desperate for a d u e  on how to crack 
a particular riddle or magic word often come here to sift 
through the junk that previous adventurers have left to see 
if there are any dues offered by the past. Anything bought 
a t  the Spot is specially marked with a sigil in one cornFr, SQ 

that the store never buys back what it has previously sold. 

K 2 5 .  SORCFROUS SWFFTS 
The Sweets sells magic-brushed candy. It staned as a fmal 
project at the Academy to help raise funds. It proved so 
popular that the wizard who came up with the idea - a 
chatty half-elf named Malenius (Half-elfwizs) -opened 
up this shop on Garden Street and now donates some 
of the proceeds to the Academy. The candy ranges from 
flving cotton candy to gumdrops than can taste lrke any- 
thing. Their effects are invariably amusing, but neither 
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higher here than in most other parts of the city. While 
the bui1diP.g has a few small tempomy holding cells, any 
cremnes or magic-users being heEd for major crimes are 
u s d y  transferred to the Guards District, where they can 
be proper177 contained. 

Captain Wiston Nordham, a strff-upper-lip sort who is 
loathe to lmd  QUt his sraff to other districts when magi- 
cal crimes are committed elsewhere, runs the show. Both 
schaols wnnt him lean harder on the rival school’s stu- 
dents. Lucl:ily, his paladin‘s honor has kept him clean, and 
he intends to keep his men free of the entangling rivalry 
which defines of much of the disn-ict’s politics. 

Captain Wiston Nordham: Pa18. 

Civic Guardsmen (100): Ftrl-7. 

Cadre Wizard (2): W i d - 8  

Civic Guardsmen are equipped accordin{ 
lation: studded leather armor, chain shirt 
p o d s  and higher ranks, and a small woc 
L - ~ - .  ._. .. . . . . m I . 

g to regu- 
5 for cor- 
i d  shield, 

uaton (rrear a 5  a quarcerstarrl, snon sword, and 
a light crossbow or short bow. Captain Nordham 
carries a - 1  longsword handed down to  him by his 
father, a suit o f  masterwork plate mail, and a rad of 
negation. The Guard Station may hold 5-20 magic 
items of varying qualities, which were confiscated 
re,, .,__. I.. - - - :A- -&-  r : -  hl - -JL I _ _ - -  I~ _--. . . 
IIUIII u r i r ~ i y  I C S I U ~ K I L > .  3 1 1  i Y u r u r i d r r i  K W ~  Lrierri in 
the building a s  briefly a s  possible, either by return- 
ing them to their sobered-up owners, or donating 
them to :he Museum of  Artifacts (location K5). 
These i tems can either be chosen by the DM or 
determinpd randomly by rolling om the pertinent 
charts in +he Wungeopl Master’s Guide. 

wizards from R!I( 

somehow traces 1 
. I . . .  . r. . i  . 

magical items. But when one of the 
they were confiscated sobers up, he 
theft back to the PCs and comes h u n g  IUT xnr 
fell mood. 

* Eorh coljeges form “campus police,” private me1 
ies who atrempt TO interfere with the Ciry G u m  
Captain Nordham sees them as little more than 
sored gangs, but as he is supposed to remain net 
all rivalries benveen the two institutions, he res 
hiring the PCs t o  deal with the gangs in the n: 
preserving public order. 

orts to 
m e  of 

K 3 0 .  R F P L I C A  MAKER’S 
The artisans ar this shop ( E ~ I o )  make high quality repli- 
cas of legendary items. Of course, these items don’t actu- 
ally function, but if you want a sword that looks just like 
the one that Sir Ronald Bellevue wielded at the Battle of 
Monckton Point, then this is the place to go. Many nobles 
come here to commission replicas of weapons that they’ve 
seen in the Metropolitan Museum of Artifacts (location 
K5) for display or costuming purposes. The Chartered 

City opera and Performing 
Company (location FZO) 
and theatrical troupes 

R CT I V I  T T  
Some members of the Thieves Gudd have noted that 

District have commissioned 
pieces from this shop, as well. 

from the Entertainment 

on mornings after large celebrations, the lock-up has a n  
unusuaIly large number of magic items and spell com- 
ponents confiscated from drunk and disorderly students 
during the evening’s festivities. Vrhile no thief has ever 
been boId enough to make a play for this stash, there are 
plenty ofrogues that think such a heist might be 
possible. 

HOOKS 
A powerful evil wizard ends up hoIed up in the 
guard house u n d  the morning. Ne sends for his min- 
ions to free him. d the PCs happen to be in the neigb- 
borhood. they will find that the night watch needs their 
help to hold off the evil minions until help arrives. 
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to rubes as rhe genuine articles. 
‘all for it, as they can recognize 

”~ .._. .._X. *-.; artificers put somewhere on 
but the excellent craftsmanship often fools an 

ing outsider. 

INK’S HOODS 
-, new styles in clothing come and go. For those 
less about fashion and more about budget, 

oods is here to serve their needs. The store is 
1 second-hand clothes, unclaimed commissions 
rs, and serviceable, if slightly damaged, items 
by hardy adventurers. That eEven cloak might 

have a green slime stain on it, but a t  the prices here most 
people don’t mind (only 50-75% of the normal price). 
Occasionally a bit of magic cbthing gets rnisfded down 
here as well, leading numerous otherwise uninterested 
customers to peruse its shelves in search of a one-of-a- 
kind bargain. 

K 3 2 .  T H F  WRTNqFR 
Many students find that a Me of academic study doesn’t 
accurately prepare them for a Me of adventuring. The 
Academv concentrates too much on craft and the Oracles 
do not feel obligated TO provide physical training for their 
students. Health-minded students come to this establish- 
ment to learn abouz the basics of combat and tacrics. The 
proprietor i s  a retired City Guard captain named Rudolph 
S m n t  (Ftfl) who grew tired ofwatching skinny wizards 
being pushed around by brawny fighters. His methods 
are tough, but fair, and one of the first things new clients 
see an the waIl are a variety of letters pinned there thank- 
ing The Wringer for the techniques that saved rheir life. 
He charges 5 gp per one-week session, with a guaranteed 
refund for all those unsatisfied with his methods. 

Training with Captain Scrim for a full year d gain a 
character with levels in one or more arcane spellcasting 
dass a permanent +1 competence Attack bonus. However, 
a mutticlass character with levels in a non-arcane spellcast- 
ing class may not qua& for this bonus. The total bonus 
accumulated in this way may not exceed +1/5 levers. 

K 3 3 .  THE SIX SCENTS 
This incense shop sells a variety of fragrances but its 
utilitv to advenmrers is the owner’s ability t o  make 
potions that can be burned as incense rather than 
ingesred. T h i s  shop also offers regular potions but 
few people come here for such a mundane purpose. 
Incense potions go for five times the listed price but 

A sign out in front ofthis establishment announces 
it as a chimneysweep. It is a modest and unassum- 
ing storefront, attached to an unusually tall building 
-taller than any other on Garden Street. Inside, a 
bare desk and counter are the only furnishings 
the main room. A middle-aged man sits behind 
with a neat ledger, ready to take down orders. 

in 
it 

The sole employee on duty here - Rory Chambers, a 
retired ship captain and one-half of the business’s hus- 
band-and-de team -takes orders and collects payments 
from customers in the front room. His desk is small and 
unobtrusive, and he keeps accounts in a pair of plain- 
bound books that never leave his sight. None of the cus- 
tomers ever see the tal1 chamber beyond this room, kepr 
hidden by a pair of locked doors (successful DG 20 Open 
Lock check to pick). They don’t see the two large trees 
which spring up from the earthen floor of that chamber, 
nos the plethora of cages and walkways which frame them 
from every angle. It is here where the ernpIoyees make 

are easier for unconscious adventurers to ingest. The 
owner, Lirita (Drds) was sick of hearing about adventur- 
ers who died because they couldn’t imbibe potions. Each 
potion made in this manner generally takes an extra week 
of preparation. Lirita doesn’t keep the good stuff on hand, 
but ad1 happiIy cater to any special orders her customers 
may have. 
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Rory and his d e  Ilsa own a troop of winged monkeys, 
which thev acquired overseas under mysterious circum- 
srances. The small flying beasts are ideal for re-tharch- 
ing roofs, cleaning obstructions out of chimneys, and 
simllar raasks, which wodd be fairly risky if undertaken 
by humans. Every morning, Ilsa sets out with the mon- 
keys in a covered wagon, carrying a list of the day‘s jobs. 
At each as4igned location, she uncovers the wagon and 
barks corn-nands to the monkeys, who fly up i n  a huge 
cloud to begin work. Highly trained, they do their jobs 
speedily fcllowing orders from their mistress like a cadre 
of weLl-sch801ed soldiers. When the task is complete, they 
return to the wagon with a whistle from h a ,  and proceed 
to the next location. They can cover 2U30 rooftops per 
day in this manner, weather and building size permitting. 
Only the sheer size of the civ and the limited number of 
monkeys keeps them from driving other chimneysweeps 
out of business. 

ROT Chambers: Exp7. 

llsa Chambers: Corn6. 

Winged Monkeys (41): As per the Monster 
M a m a / ,  save that they may fly at as speed of 60 ft, 
with Average maneuverability. 

Though quite successful, thr 
o f  their money caring for th .. _ - -  

2 couple spends most 
e beasts. They have a 

savinffs ot 13U ~p kept in a satchel beneath their 
tore. In 
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mattress 8r1 the living quarters above the 5 

addition, rimy keeps a +2 short sword in his 
relic from his seafaring days. 

ofice, a 
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Rory and Ilsa charge 5 sp per roof ~ O T  their services. They 
have also been known to use the monkeys to deliver mes- 
sages and perform other small errands, for which they 
charge anywhere from 1sp to J gp. Much of their operat- 
ing expense goes to exotic fruit for their pets, which they 
purchase in the Bazaar District. The monkeys all follow 
the couple exclusively, and wiU obey no other master. 
Brushes and other equipment are kept in a small store- 
room adjacenr to the monkeys‘ sleeping quarters. 

HOOKS 
One of the monkeys absconds with a valuable object 
he found in a clients’ chimney: The object was stolen 
and the rhief promised it to a disreputabIe underworld 
figure -- Stavros Elrnond of Todson hport s  (location 
M16). When he didn‘t deliver, Stavros had him killed. 
fie PCs are tasked to find the murderer which may Iead 
them, falsely, to the Chambers’ business (the object is in 
the tree where the monkeys sleep). 

A y U W C L t U L  VU1 U C S L I L U L C  W U  

monkeys, hoping to extort a rar 
T h e  Chambers cannot offer mu 
to rescue the monkeys and rem 

where the monkeys came from, perhaps fmmcin 
expedition by the PCs (who must first prize the dt 
from a reluctant Rory Chambers). 
The Chambers have decided to broaden their incon 
using the monkeys as spies. The PCs must track t 

Cartographers have expressed an mterest ~fl learning 

down before they sell a dangerous secret to the hi5 
bidder. 
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KJS. SULLY’S 
Sully’s is tucked into a building that most people think is 
abandoned is owned and operated by a wretched dwarf 
named Sully ( D w a r f  Rog4/Fl~2), who is very often mis- 
taken for a goblin upon first meeting. At first glance, 
Sdly’s is  a pawn Shop, where desperate souls sell off prize 
possessions to scrape by to their next wages. Sul1y“buys” a 
weapon at its fulI market value, but will eventually charge 
anywhere from 300 to 500% its value in small, regular 
”interest payments.” Filled with sentimental wares such as 
dolls and painrings, the shop keeps a surprising selection 
of well-made weaponry. Every now and again, a weapon of 
masterwork quality or a m3gic weapon graces its poorly- 
built shelves. Neither shrewd nor successful, Sully is 
unllkely to come by these weapons through legitimate 
means. He has 3 deal with some of the orc and goblin 
tribes in the Humanoid District: notably King weed (Ioca- 
tion B5) and the Rotten Jaw (location B7). He sends them 
supplies, weapons, and gold - left a t  a rendezvous outside 
the city - in exchange for first taste on salvage from their 
raids. Rumors of this terrible exchange have gotten out 
into public but to be honest, Sully doesn’t care. He spends 
his nights counting his profits and dreaming about mov- 
ing away from the city. H e  keeps his gold in a secure floor 
safe (successful DC 20 Open hock check to crack, Idto x 
100 gp and one masterwork/magic item inside). 

QIJFSTS 
The odd atmosphere permeating the Academy District 
bleeds out into any adventures which might take place 
here. Pmties who spend too much time here may find 
themselves subjected to freakish occurrences, such a5 
passersby inexplicably growing feathers in their hair, or 
the sky turning from blue to orange and then back again. 
The endless “Prank War” and other jostling between 
the Arcane Academy and the College of OracIes affects 
everyone here, leading to a fantastical atmosphere that 
beggars belief. Even the most mundane event may have 
otherworldly beginnings, and the high amount of magical 
energies can turn a routine errand into a rollickmg, unte- 
thered adventure. 
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5t days of its rivaIry with the Colkge 
?admaster of the Arcane Academy put 

IIU muion to ensure That they could never sup- 
: successors of Larrus Gestia as the district's most 
,olitical force. He secretly commissioned the con- 
i of various gates linked to other planes and hid 
ation tnggcr in his study. If anyone ever row up 
-he Arcane Academy, he would trigger the gates 
iriety of creatures would come pouring through 
>y the city. The Headmaster died before passing 
wledge onto his successor and those gates lay 

Thrs adventure familiarizes the PCs with the various 
hotspots in and around this district. The DM i s  mcour- 
aged to modify, expand, and change up the gate locations 
to keep the players guessing. T h i s  quest gets very serious 
very quickly and can run the PCs ragged if they're not 
careful. 

The PCs are attending the Founder's Day Procession, 
where a l l  the wizards from the Ascane Academy dress in 
their finest robes and parade around the district before 
returning to the Testing Arena for some strange and 

. .until now, 

secrer ceremony. TO add a bit of  authenticity TO This year's 
proceedings, the marshal of the parade borrowed an m i -  
fact from the Museum. This artifact is, of course, one of 
the triggers of the gates. As the parade marches past the 
Chancellor's Manor (location W), a shimmering blue 
gate appears and a bevy of extraplanar monsters come 
tumbling out. 

After a quick battle with the creatures (in which the 
PCs can participate), the marshal reads an inscription on 
the side of the a d a c t  and seais the gate. No sooner has 
the gate shut but criers come running from all over thp 
district KO report similar gates! The wizards break into 
teams to combat and close the gates and the PCs are asked 
to help a5 well. Once they have bearen back the monsters, 
thev can recite the incantation (which the marsha1 gives 
them'i, which wil1 presumably reseal the gate. The party is 
assigned to the following gates: 

T ~ E  Museum (Iocahm K5): This seems to be the most 
Iogid choice for many PCS and it i s  a good place for 
informarion on the artifact. which started all the trouble. 
Players that ran though The Field Trip before will get 
a second chance hew except this time the monsters 
are playing for keeps. Ex-Delvers can use what they've 
learned the first time around, while those who have 
donated items to the Museum might find themseIves 
searching madly for those items in order 10 help rum the 
tide. This segment should end with a nice fight near the 
Restricted Collection. When they've closed the gate with 
the incantation, they can do a little research on what the 
artifact was and where the other gates are located. 
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sters here should make the PCs Sweat a little bit. While 
none of the beasts on display have broken free yet, their 
presence puts everything on a timer. Can the party stop 
the extraplanar monsters before they overwhelm the staff 
and break the captive crearures free7The gate is, of course, 
open in the habitat of one of the nastier creatures on dis- 
play. Throw a creature with a CR one or two leveIs higher 
than the party to push them around while they make the 
incantation. If they can make it oiit without any major 
casualties of their own or the beasts kept here, Matusiel 
will reward them. 

Apmnkeri  Comer (locahon K19): The chaIlenge here is 
rescuing the innocent shoppem and keeping the monsters 
from destroying the market. The monsrers released here 
seem to be more interested in smashing booths and caus- 
ing havoc than acmaUy kiIling people. The PCs must act 
carefully if they don't wish to harm any innocent bystand- 
ers here. The way they handle themselves in public will 
affect their reputation in the district - and probably the 
crty at Iasge, too - for a long time EO come. If they do a 
good job on damage control and act llke a team, they are 
haded as heroes. If they let monsters nin wild, show little 
concern for nearby innocents, or take their time s e a h g  
the gate, the public wiIl Iwk down upon them. 

~ i i / / y \  (Iocntion ~35): while there is a gate a t  Sully's, 
his contacts in the Humanoid District have taken it 
upon themselves to use the chaos and strike a blow for 
the oppressed humanoids in the city. They have raised 
a defense around Sully's and actively protect the gate. 
The PCs wiU have to face goblins and o m  entrenched in 
around a city block and then face the creature summoned 
within, The humanoids are well armed with the best of 
SulIy's dubious stock. SuUy curiously, is nowhere to be 
found (he's taken a powder so that he may claim ignorance 
later when the City Guard comes around). 

The Fountain of Knowledge (location R13): This mission 
is time-critical. The monsters sense the power of the 
Fountain of Knowledge and wish to either claim it or 
destroy it. If the PCs have been facing nameless, slathering 
hordes, this is a good time to hit them with an inteuigent 
monster that can think for itself. While the campus of 
fhe College of Oracres stands wide open, a fight on open 
ground can s d  be made difficult by flying enemies and 
the like. 

The Tediag Arena (locutron K10): Befote the PCs can get 
into the Arena to seal the final gate, they have to convince 
the Qeans and the Headmaster to let them in. Gamlan 
believes that the wards on the walls will contain whatever 
comes through. Birt this gate gets bigger.. .and bigger.. . 
and bigger.. . Finally, after some spirited debate, the PCs 
are let inside with the marshal. At an appropriately dra- 
matic moment, the marshal turns on them, revealing hm-  
self as the descendant of the Headmaster now intent on 
unleashing his ancestor's birthright a t  Iast. A few monsters 
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reaiIy big. I f  the PCs c m  stop him, the city is saved. If he 
takes more than five rounds summoning, let something 
come through that the players might have the slightest 
chance of beating.. . if they hadn’t just gone through five 
fights this evening. 

THE ARREST OF C ~ A R R O J ~ A N  ‘rHE 
5 A Z F R  

Like many of his forerunners, Garrolan the Gazes has 
made enemies in his rise to the position of Headmaster. 
While these enemies number in the hundreds, few would 
dare strike and tun the risk of incuning the powerful 
mag& wrath. But when one enemy boldly attacks, the oth- 
ers smell blood in the water and soon Garrolan has only 
one place to turn: the PCs. In this quest, one of Garrolan’s 
enemies strlkes with a deceptively simple ploy and it’s up 
to the PCs to discover Gamlan’5 innocence. 

The evening begins at a quiet dinner at the Chancellor’s 
Manor (location K9). A knock in tempts  dinner. Captajn 
Nordham has arrived with an arrest warrant for Garrolan. 
He is accused of murdering a courtesan and dump- 
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pface the Headmaster’s Ring with the I 
were behind the whole thing, and haw 
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ring a t  the Hitmanoid Pawnshop (location B I ~  
the original thief had sold it. The ring was actual’ 
by a pair of kobolds from Reinhold’s Municipal E1 
(location B18), whose clerics needed it far castinj 
The Deans permitted the koboIds to enter the : 
unobserved and then make off with the ring, t hu  
ing all suspicion from them. Once Reinholds E1 
had compIeted their ritual, they sold the r i n g  
Pawnshop, which the Deans were certain they would do. 
Kurro found it as they said he would, and then simply 
planted it next to the dead girl’s body. 

The PCs may unravel the plot in any one of several ways. 
Questioning students at the academy may reveal that a 
pair of small beings were seen running from the acad- 
emy on the night of the theft. Guards at Monster’s Gate 

mav have seen Kurros plant the ring thete and 

ogineers 

icademv 
s remov- 

a spell. 1 

ngineers 
; ta the 

remember i t  passing through the 
gate earlier. The Pcs could ing her body near Monster’s Gate (location 

inrerview Angus Fell at  B1). Garrolan protests his innocence, but 
the damning piece of evidence is the pawnshop to see if 

the thief tried TO sell a ring found on her hand that 

belongs to the Headmaster anything rhere. 
of the Academy. G a m h  Whacever path 

they choose, it claims the ring was 

should evenmu- stolen, but the Guard 
Captain doesn‘t buy it. ally lead them 

to Kurros. rf How could he let a 

the GM wishes cummon thief steal 
such an heirloom? there to be a n  
He is held over for exciting climax, 
tria1 a t  the Courts of he can arrange for 

a boat to take Kurros Law (location F16) and 

out of the city, and a mad is allowed to contact one 

dash to the Docks District 
as the PCs race to catch him in 

person. 

people that he can trust. If the PCs 
Garrolan turns TO the only 

have sided with the Academy in the past, 
then he knows they can be relied upon. If the PCs have 
sided with the College or come from Garden Street, This 
dustrates the depths of desperation to which Garrolan 
has sunk. ~f they are apprehensive, he reminds them of 
the destabilization that the Academy will go through If 
he is force3 out as Headmaster; a power struggle would 
canse no end of trouble for the school and for the district 
as a whole. Indeed, Garrolan suspects that treachery from 
within his mganization may have play& a role in his fram- 
ing, and be needs agents uncorrupted by the Academy EO 
solve the mystery. He tells them, however, to report their 
finding directly to him. He will find &e suitable course of 
action for rhe findings. 

time. 
If confronted forcefully, Kurros d crack and 

reveal the full extent of the plot. He is wfing to imph- 
cate the Deans in exchange for leniency. Armed with this 
knowledge, the players have a few choices at this point. 

W GamEan only: The Headmaster is appreciative and 
keeps the PCs’ involvement a secret. A week or so Iater he 
is released from his cell when the witnesses refuse to show 
up at his hearing. Garrohn quietly eIiminates those Deans 
that he feels were important to the conspiracy. Since the 
PCs served him SO we11 in the beginning (and ifthey are of 
the correct disposition), he gives them first cradr a t  being 
his assassins. Alternately, he can simply use them TO put 
a good scare into the Deans, rather than a c d l y  killing 
them. Between Garrolan’s careful planning and the PC’s 
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raying Garrolan total- 
ly or being unsympathetic to his cause, the PCs can turn 
this dormat ion  over to the Council of Oracles. They are 
delighted to fmally have some dirt .that they can use on 

rheir enemies and elect to tell the Deans what they know 
and also aid in Garrolan's release. While he may suspect at 
what has happened, he can't confirm it. In  the meantime, 
the Oracles use their newfound PQhtiCaI clout to increase 
their iduence  over the Arcane Academy. Soon, the magic 
coUege is just a minor subsidiary of the clerics' school, its 
former potency now reduced to neatly nothing. 

PRANK WARS #I: THF D A N C I N S  
MASTF R 

This small quest begins when the PCs are on the campus 
of the Arcane Academy The quiet day is suddenly ruined 
by the statue of L a m s  Gestia (location K7) leaping off its 
pedestal and dancing down the campus. It does courrly 
dances, peasant dances, lewd dances, and eveqnhing in 
between. The stDtue is SQOII off campus and heading down 
Garden Street with no sign of stopping. The few people 
not immediately drawn to this spectacle notice a hooded 
figure dash off in the other direction. Who do the PCs go 
after? 

Made of solid bronze, the statue is both heavy and awk- 
ward. It leaves fools UnfOrKUnate enough to get out of the 
way as i t  dances seriously injured when three hundred 
pound limbs smash into them. It does a lot of damage to 
Garden Street as it knocks over booths and people, and 
puts holes in carts. The statue is essentialIy impervious to 
attack, though a quick paralyze or turn to stone spell might 
slow i t  for a bit. The real key to restoring order is tracking 
down the culprit and casting the counterspell also on the 
scroll. 

The culprit i s  Addisan, a second-year sm- 
dent under Ebrigan, an Orade of spirits. 
Addisan found an animatc scroll in one 
of the bins a t  the Spot (location 1041 and 

decided this would be a good prank to 
play on the Academy. He thought he would 

be able to control the statue subtly and have it 
tell a couple dmy jokes or snmething similarly 

embarrassing to the Academy, but ultimately triv- 
ial. When it srarted dancing out of conrroI he 
panicked and ran. Unsurpisingly, the scroll 
he used had been rnislabeIed. The hlI title of 
the speU was animate to the unknown drummer, 

an obscure (and apparently powerful) 
spell that  was probably crafted long 

ago by an Academy professor and 
discarded a5 misguided. Addisan 

ran back to his Orade and 
told him his breathless 

to protect 
and defend 

Addisan from 
any accusations bv 

the PCS. 



After the p e d  of Pipil's p i c  
to ger back at the wizards. A { 
next big opportunity to strlke 

Addisan can't, of course, because he dropped it during his 
frantic run hame. 

The spell was recovered by Sully (location K3S) and 
quickly pur up for sale a t  his shop. Me tries to squeeze the 
most gold that he can out of the PCs if they come asking 
for it. He doesn't care if the statue dances right into the 
harbor; he wants to get paid. While the Academy will 
reimburse the PCs for gold spending, he wants to see all 
of it, up front, or no sale. Once the PCs get this scroll back 
from this 1 iper, thev can try to track down the statue. The 
statue is on a course for the Dock5 District; once it reaches 
the water, it sinks and continues dancing until h e  spell 
duration runs out. Tf the PCs stop and return the statue, 
the Academy is grateful and treats them justly. If they fad, 
the Academy loses a lot of face and things around school 
are very Tense for the next year or so. 

P R A N K  WARS #2: 
TASTES CjRFAT, LFSS M A S I C  

To avenge their humiliation at the statue prank, the wiz- 
ards strike back by sneaking into Pipil's Potions (location 
€37)  law one night swapping all the lab&. . . right before 
Pipil heads to the campus of the Circle of Oracles and 
hand out free samples. While there are no poisons or bad 
potions in this batch, the prank squad that they senr into 
the shop wasn't as safe as it should have been. The srudents 
are safe but the patrons a t  the shop buying potions while 
Pipil is awav are another story entireIy. 

The potions Pipil brings t~ campus are mostly harmless. 
He brought a 5uppIy of what he thought were cure Erght 
wounds, b l ~ ,  and a variety of helpful spells. Of course, 
the potions he handed out were fire bmath, invinbility 
and numerous unpleasant-tasting spell component vials 
like essence of bugbear and so on. The results don't hurt 
anyone, but they do cause a general panic, and the PCs 
must act quickly if they wish to keep the cleric's college 
from descending into chaos. Once the wounds x e  healed 
and the population settled, Pipil gasps. There were other 
potions in the batch back at the shop! 

When the PCs arcive, Pipil's son Mithil beams with 
pride a t  the potions that he's sold. There are two missing 
from the batch that was mislabeled. The first i s  a charm 
potion mislabeled as a barkskin. This potion was sold to a 
ranger heading out to track down some mamuding mon- 
sters in the nearby swamplands. The second was a bulk- 
strength porion mislabeled as tmnsfomation potion. It went 
to a nobleman 1 0 0 h g  for a n  inexpensive way to make 
a splash x a masquerade baU being held at Castanvood 
Manor (location E5). Handling these problems effectively 
requires the party to split up and track both parties ... 
hopefully before they can harm themselves or others. 

Assuming the p a m  can correct all of the damage, Pipa 
offers them one free potion of any type he has in stock or 
a lifetime discount of 25% on funtre potion purchases. 
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of the street. No matter what the choice, rhe clerics will 
hang around to make sure some wizards get fouled up in 
the mess. 

Unlike the wi7ards from the last battle, the clerics are 
ready to take responsibility if things go wrong. So if they 
release, say, a basilisk, they've stocked up on stone to flesh 
potions to use once the point is made. But they also won't 
stand by and let some do-gooders or rivals try to end the 
fun however. They'll resist PC efforts to end the encounter, 
forcefully if necessary. If they do end up joined in battle, 
make it obvious the clerics are out to wound pride and not 
body. Let them cast spells that humiliate opponents rather 
rhan him rhrm. Let their critical hits drop a PC's pants and 
not rhe character hit points. Make the players wish they 
were dead instead of actually feeling beat up. The clerics 
wilI be laughing all the way. Hopefully the PCs will get 
the joke. 

Eventually it will come t h e  TO put the pet back in the 
pen. The condition in which the creature returns to the 
Menagerie will generally determine how Mamsiel reacts 
to the whole affair. rf it i s  unharmed, she'll laugh dong 
with everybody and perhaps complement the clerics 011 
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the perfect execution of one of the worlds most classic 
pranks. If the beast is  beat up, she will be glad thar its still 
alive but be a Fide upset with anyone that caused it harm. 
d the beast is killed, anyone associated with the whole 
debacle will be banned from the zoo for life and d l  get 
a terrible reputatiun down on Garden Srreet. N a  matter 
what happens, Matusiel beefs up security at the M O  so it r. 

won't happen again. 
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also can be aeaaly: Anyone laughing tor more than 2 days 

must begin making Fortitude saves or else begin to drown 
as if being held underwater. 

The way t o  stop the laughter is to find the clerics at 
whom the spell was i n i t d y  txgeted and get them to 
stop laughing. There is one cleric for every PC wadable. 
KJLng them is  an extreme way to solve the problem, but 
knocking them out and putring them to sleep works as 
well. When the  last cleric is put down, the Iaughing comes 
to a SIOW but inevitable stop. The city wipes its eyes and 
continues with its day. 

PRANK WARS “5: FARTAX 
WITHDRAWAL 

After the shenanigans with the laughing fit that nearly 
consumed The city, everything gets very quier. Too quier. 
Whether it is due to a crackdown on both sides or the 
fact that h e  masrerminds of the student bodies are pIan- 
ning something big doesn’t matter. The City Council hur- 
riedly passes an edict banning the use of con tagtous laughter 
within the city limits. .dl the same, everyone is waiting 
for the other shoe to drop. You can see it in the faces of 
the srudents and feel it in the glances they share when 
they think you‘re not looking. It all comes to a head late 
one night when both sides decide to hir the Illuminated 
Library (location K8) and take out a few books without 
permission. 

Each side has convinced their representative to be ‘but 
of the office” for a while while the deed i s  done. Each 
side is into the building and on their way to the pertinent 
books when they come across each other. A few words are 
spoken, a few taunts are issued, and then the BRht com- 

\ 
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Here are the three main outcomes of such a fight between 
the wizards and clerics (depending on PC intervention). 

Thhp clrncs wan: The Academy’s e n r o h e n t  goes down 
as word of the incident spreads. The non-magic scholars 
that the Academy has oppressed for so long find the drive 
to fight back and the Academy’s dominance of rhe schol- 
a d v  scene as well as the magic scene begins to waver. Two 
Deans are forced to retire as they are set up as scapegoats 
for the damage done to the library The Orades graciously 
offer to refurbish and repair all the damage. The students 
are Fightly disciplined bur secretly offered chances to be 
Oracles in a few years time. 

The wizards wm: The Academy‘s dominance of rhe 
scholarly scene as well as the magic scene strengthens as 
he i r  rivals take the blame for damaging the Library. Two 
Oracles are forced to retire as they are set up as scapegoats 
for the damage done to the library, The .4cademy gracious- 
Iy offers t o  refurbish and repair all the damage done to 
the library ifthey are allowed to name Lr after an alumnus 
of their school. The students are lighi ly disciplined but 
secrerly offered chances to become professors in a few 
years rime. 

The PCs intervene: The entire incident becomes public, 
and a cry goes up to discipline both sides of the feud. 
Captain Nordham retires amidst rumors that he was paid 
off to stand by during the entirery of the recent Prank 
Wars. A new Captain of the District is sought, possibly 
commissioned from PCs of sufficient rank and class for 
the position. Two deans and two Oracles are forced to 
retire as they are set up as scapegoats for the damage done 
to the Iibrary Both schools graciously offer KO refurbish 
and repair all the damage done to the library and both 
pledge to do whatever is necessary to prevent such inci- 
dents from reoccurring. The students icvohed are quickly 
expelled; many of them vow vengeance on the KS who 
ruined their lives. 

TABLE K.2  ACADEMY DISTRICT RANDOM EHCOUNTERS 

dZO Encounter 

1-2 College of  Oracles student 
3-5 College o f  Oracles faculty 

6-7 Arcane Academy student 

8-9 Arcane Academy faculty 
10-1 1 Civic Guard patrol 

12 Messenger 
13-14 Pickpocket 

15-1 6 Craftsmanpradesman 

17-1 8 Merchant 

19 Garden Street shopper 

20 Delvers 



painters, cobblers, clothiers, and those who practice a van- 
ety of other “creative” trades. I f a  person makes something 
with his hands, whether mundane objects or 
more “artistic” items, he probably lives and 
works in this district, especially if he 
makes a Irving out of his craft. 

The residents here take pride in the 
unique identity, hisrory, and outlook 
of their district. Sights and spec- 
tacks from the Artisans District 
occur nowhere else in the city, 
and those living in this area 
are constantly reminded of 
that. They are aIso proud of- 
their predecessors’ count- 
less accomplishments, 
and many of 
them strive to 
surpass their 
masters’ m d  
spiritual fore- 
fathers’ great 
achievements 
by designing 
and creating 
mundane objects, 
edifices, and works 
of art they hope will 
eithet become the 
next craze or will out- 
live their own short 
lifespan by countless 

sculptors and artful masons t o  virtuoso painters and 
innovaring jewelers, countless individuals have made 
a name for themselves in the Artisans Disnict over the 
years - and some stiU do. While the lucky elite enjoy 
the many privileges their particular craft gives them, the 
great majority of the district’s inhabitants earn average 
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:ity view the Artisans District as a good 
nundane items, works of art ,  and profes- 
T fair prices, While some artists and aKi- 
nt prices on merchandise they create and 
iigher quality goods or services at seem- 
in equal number charge higher prices for 
fashion. The fine craftsmanship of  these 

usuaUy compensates for their higher 
r' . , famous or especialIy skiiled masters may 
charge more for their services than other masters oftheir 
respective guilds simply because they offer something 
many of their peers do not, such as unique designs, the 
use of rare materials only they know how EO mold, or even 
their Q W ~  peculiar and renowned signarures. 

the Artisans District reverberates with activity during the 
daytime, as c d e r s  and artists of al l  kinds busily toil at 
their preferted craft or profession while potential buyers 
visit shops and storefronts hoping to find an item they 
need. Because of the vast number of artisans working in 
chis district, many use it to launder stolen merchandise, 
such as paintings, jewels, statuettes, and fine cutlery. A 
small number of artisans even put their names, or the 
names of fictitious artists, on some of these illegally 
obtained goods to fool their buyers. 

At night and in the evening, many more jrnaginative 
(or eccentric) artists work on various projects in the 
cornforts of their own homes or workshops. People of all 
types a h  work in a handful of larger industries settled 
in the Artisans District 24 hours a day, while many busi- 
nesses - such as the Bardic Hall (location L28) -attract 

a good number of people during all hours of day and 

h 



ART1SANS QISTREC 

1 1 . - 1  . v .  .1 1 1  . i I -  t ,. r . I  . , -* I .  I night. 1hu7, hght emerges from many houses, snops, ana 
establishments during the nighttime, casting their pale 
illumination into the practically empty streets. During 
such a time, the Artisans District takes on a quiet splendor 
all its own. 

Because of the generauv easygoing nature of its inhab- 
itants, the countless unique sights f o l d  within the 
h i s a n s  District, and the various goods and services 
offered by its many craftsmen and artists, numerous out- 
siders enpy  coming to this part of the ci ty Hundreds of 
merchant5 and wholesalers also frequent the area on a 
regular basis. Some bring raw marerials to those working 
in she disrrict, but the majority purchase wagons-full of 
finished products to be resold for a reasonable profit. 

Because the salary and quality of life of the average 
craftsmen here, and also because of the clean environ- 
ment and countless wondrous architectural designs of the 
area, manv in the city regard the denizens of this disttict 
as snobbish dreamers who know little about the harsher 
side of Me. The high cost of living in the district further 
engenders the notion that they are little more than rich 
bourgeois, and many fail to realize that it in fact lessens 
the quality of Iife of those living here. In truth, like many 
of their commoner brethren, the vast majority of artisans 
work hard for the lirtle comforts they have. Only those 
who become virruosos in their own professions actually 
become rich enough to afford the finer things. 

TA 0 CAT1 0 N S 
LI.  THF SCULPTURF CjARDFN 

A huge lawn dotted with countless intricate caw- 
ings o f  Stone dominates the northwestern portion 
o f  the Artisans District. Athough no fence encloses 
this stravge garden of sculptures, the carvings from 
a rough barrier around the place. A large openkng 
between the sculptures forms an entryway upon 
the nortbwest side. Inside, wondrously constructed 
carvings representing various humanoid and ani- 
mal figu-es turn the place into a veritable maze. 
These sculptures were ca5t in copper, bronze, and 
other m?tals, chiseled from marble of different 
types, and modeled from clay of dissimilar hues. 
The moct impressive sculpted shapes sit upon a 
wide dai ; of gray stone and tower above all others. 

A noble family once owned this plot of land, but when 
they died off and left no heirs the Iand became public 
property. Shortly after, the city’s Sculptors Guild claimed 
the plot and set up an impressive sculpture garden, which 
eventualh grew to its current size. The legality of the 
Guilds claim has never been verified, but by now no one 
r e d y  cares. Over the years, the Sculpture Garden became 
one of  the most highly regarded cultural institutions 

m tne city it proviaes excellent pucllrc 
Sculptors Guild and its members, who fr 
place to meet potential patrons. 

RESIDFNTS 

retarions ror me 

- 
The Sculpture Garden attracts many 
round. Most of those who come here a 
cate sculptures fmm afar, satisfied to exa 
works of art forming the unique wa 
around the place. Many, however, d h q  
fee required to enter the grounds, ani 
who do leave impressed by their visit. 1 

a master sculptor named Lennart Rallio 
Garden provides a small but constant stream of revenue 
to the Sculptors Guild. It also gives the apprentices af the 
guild a place to study the achievements and techniques of 
their predecessors, all of whom were veritable masters of 
their craft. 

Proud to administer what he considers the most impor- 
tant cultural institution in the city, Rallion spends a great 
amount of time teaching the apprentices and experts who 
work for him. Most of these young sculptors only remain 
in his service for a S ~ O K  while, as each changing season 
brings new faces who came to work at the Sculpture 
Garden. The master sculptor proudly helps each and 
every one of his “smdents” for as long as they work under 
him. He also handles the administrative functions of the 
Garden and oniy trusts a handful of experts who proved 

Idmire the inn+ 
mine only those 
U-like structure 

pay the srnati 
1 most of those 
qdministered by 
n, the Sculpture 

themselves in the past to handle the fees paid by visitors. 

Lennart Ralfion: Expl4. 

Journeyman Sculptors (12): Exp5. 

Apprentice Sculptors (1 dlO+I 01: Expl . 
Sightseers (Varies): Coml. 

The a r t  works found in the Sculpture 
great value. While most pieces were f a  

, I 4  . .I. . .. - - _._ 

Garden hold 
shioned from 

simple clay or sIone, omen were made from valu- 
able metal or adorned with semi-precious stones. 
The real worth of these carvings and statues, how- 
ever, lies in their beauty and artistry, shaped as they 

world. 
any of 
ggle it 

were by some ofthe greatest sculptors in the 
Any art collector would pay a hefty sum for 
these sculptures, provided one could s m q  
out of the city. 

A C T I V l I T  
The Sculptwe Garden opens at dawn and closes a t  dusk. 
To enter the place, one must pay 2 cp to one of the mem- 
bers of the Sculptors Guild present. Only Master Rdion 
or one of a handful of journeymen working for him 
collects this entty fee. Members of the Scuiptors Guild 
may enter the Garden as many times as they wish. Each 
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,. llFIL JvLnculle from the Guild brings an 
he Garden, it is often to show off the works 
1 guildsmen, tu promote the importance of 
ition or the talent of its members, or to dis- 
of di€ferent styles they can copy or modify 

:ir clients' needs. On occasion, City Council 
o come to the Sculpture Garden to meet with 
iages of the city or dignitaries from foreign 
i sh  to impress. 
me, at least twenty apprentices and expeKs 
ilptors Guild also guard the premises. While 
nd women officially remain in the Gardens 
ir craft by studying the many works of art 
r mandate includes preventing anyone from 
premises. While most of them have little or 

experience, they use their great numbers to 
itruders while shouting and blowing whistles 
by City Guard patrols. 

rtors Guild organizes a yearIy sculpting con- 
ne can participate by presenting three of his 
s. Judged by a panel of master sculptors, ten 
re selected and given the chance to prove 
The Sculptors Guild gives these finalists any 

hey require (including food, drink, bedrolls, 
iais, and tools) and the chance to work in the 
inder close supervision. The finalist cannot 
or leave the Sculpture Garden for ten days. 

. .. -*..I of this period, the artisan who fashioned the 
sculpture judged best wins. His work remains in the 
Garden for a minimum period of one year (more if the 
work is exquisite), One of the contestants fears that his 
work d l  be sabotaged as he sleeps, so he begs the PCs 
to stand watch for him overnight. 
Several statueq in the Garden come to Me, and attack 
and maim a few visitors before returning to their 
original state just as mySteriQUS1y as they !eft it. The 
Sculptors Guild hires the PCs to uncover the source 
of this phenomenon and ensure that it doesn't repeat 
itself: WiIl rhe PCs discover a mad wizard who lives in 
a hidden hole under one of  the large dais upon which 
one of the scuIpmres stands? Or i s  the phenomenon 
an unintended offshoot of magicaI experiments taking 
place elsewhere in the city> Is it a prank played by the 
studenr-wizards of the Arcane Academy (location m)? 

One ofthe most impressive figures in the Sculpture 
Garden stands close to the entrance. A massive edi- 
fice shaped in the form of a powerful dragon greets I every visitor who enters the place. A glossy varnish 

it into an eerie and terrible visage; every shadowy 
nook in the statue seems to hold a great mystery 
- or a potential threat. 

This gargantuan and ancient statue has long been one of 
the landmarks of the Artisans District. A closer examina- 
tion reveals a thin layer of frost covering its surface, which 
causes the glossy effecr. Regardless of the temperature 
outside, the Cerulean Dragon remains freezing cold d1 
year round, which anyone touching che surface insrantlg 
notices. ~ecause of this strange enchantment, and also 
because of its lifelike appearance and cnieLlooking face, 
many in the city believe that the statue was once a pow- 
erful white dragon transformed into some kind of w e d  
metallic alloy by ancient and unknown wizardry. Rumors 
abound about how the Cerulean Dragon came to the city 
before being turned inT0 its present shape. Over the years, 
countIess scholars attempred to uncover proof of the 
creator's existence and past deeds -was he truly a wizard, 
or was he a skilled sculptor wotkmg in some enchanted 
form of stone? But the initials carved upon one of the tal- 
ons of the inanimate beast have never appeared anywhere 
else. Regardless, many s d  believe that this was the mark 
of a powerful warlock and they hope to discover whatever 
form of magic allowed him ro create the dragon. 

R FS I DE v r s  
While many believe otherwise, the Cerulean Dragon was 
fashioned by someone untrained in the arcane arts. He 
was both a great forger and fine sculptor, using a highly 
malleable alloy he himself discovered and from which he 
carved the creature that haunted his most terrible night- 
mares. The result stands as one of the most impressive cre- 
ations in the entire ciry. Unfortunately, no one knows any- 
thing about the sculptor's Me or the secret of the alloy he 
used, and thus no one can reproduce this materid today. 
The alloy has nothing ta do with the statue's enchanted 
coldness, however, but rather other magics which further 
obscure the essentially mundane nature ofthe sculpture3 
creation. 

Two centuries ago, a wizard from the Arcane Academy 
(location K2) summoned a family Qf mischievous ice 
mephits. The results cost him and several innocenrs their 
Iives, and the mephits threatened to cause untold damage 
until another wizard intervened. He teleported the devil- 
ish outsiders inside the most durable hollow structure he 
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C O U ~  t m ~  - msme me Delly 01 tne Leruiean uragon. 
While thev s d l  have not figured out a way to escape, their 
presence causes the statue to remain unnaturalIy cold. 
Because the statue’s aIloy is 50 unique (unique enough to 
hold the rnephits at least), everyone just assumed that  the 
frost was another aspect O f  irs nature. Should the creantrcs 
ever escape, they would wreak havoc upon the city in a fit 
of vengefu l wrath. 

Medium Sire Mother Ice Mephit: 9 HD, a s  per 
the Monster Manual. 

Ice Mephit (5): As per the Monster Manual. 

IIOOKS 
* Following a localized earthquake that shakes this por- 

tion of the district, the ice mephits discover a hairline 
crack within one of the walk of their prison. After much 
labor, they make an opening wide enough for to escape. 
Fearful of being imprisoned again, the mother ice 
mephit 1110~ wants to flee the city She orders her spawn 
to foollon~ her rhrough the stfeets as she attempts to find 
a way out. But their anger remains unchecked, and they 
d attack random passersby out of sheer spite.The PCs 
find themselves squarely in the path of the wrathful and 
desperate mephits. They can fight the creatures, but the 
mephits \vi11 fight to the death, as none of them want to 
be imprisoned again. Alternately, if they bargain wirh 

the city.. , possibly by leading them to inteq 
beneath the Ferocious Angel Inn (location J3 

L 3 .  THF WATCHTOWERS 

These massive watchtowers rise 30 feet ab1 
top ofthe main city wall. 

danar gatc 
3).  

ove the 1 
Two sections of the city wall border the Artisans Dismct 
on the east and northeast sides, and two great rowers m e  
up ar the joints. Lightly manned by the Wall Guard, these 
watchtowers serve to observe anyone approaching from 
the swamp beyond the border of the city. Many guards 
posted here also keep a n  eye on what goes on in the 
Arrisans Disrrict. From the safety of these fortdied towers, 
they can alert fellow soldiers of any unusual activity 

RFSI DENTS 
Each of these watchtowers was informally named after 
a guild that long ago “adopted” their g3rrisons as a ges- 
ture of thanks for their services. Today, the members of 
these guilds continue t~ buy drinks for the Guardsmen 
stationed in these towers, and they frequentry toast their 
health in the local inns and taverns a t  the end of each shift. 
The westernmost of these rowers, called the “Sculptors’ 
CoXumn,” looms above the Sculpture Garden (location L1). 

. r  . .  
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1 what goes on within and around 
on, as members of the Scidptots 
I kindness, generosity, and respecs. 

ner IOWFT, reIeI red to as the “Masons’ Pillar,” srands 
o the PaviIions to the easr. Captain Kernek Ironaxe, 
uff but honorable dwarf veteran in charge of the 
hard here, lives in the Masons’ Pillar. Both Watch- 
, house a Iight garrison of wall Guard. All members 
Citv Guard stationed in the district report to Captain 
k as a matter of course; it’s simply easier than going 
;h a separate chain ofcommand. 
se soldiers live in several srnaIl barracks spread 
$out the district, and the garrison numbets 300 
smen, half of whom are on duty in the Watchtowers 

a t  any given time. Captain Grnek is assisted by six lieu- 
tenants, three of whom are on duty a t  any given time. 

Captain Kerrtek Ironaxe: Dwarf F t r l l .  

Wall Guard Lieutenants (3): Ftr7. 

Wall Guardsmen (1 50): Ftrl-7. 

The Guardsmen here carry standard Wall Guard 
arms and armor longsword, longbow or cross- 
bow as rheir primary weapon, and chainmaiI 
armor augmented by a smalI steel shield. 
Most have no rnagicaJ or masterwork weap- 
ons, but the lieutenants wield +I longswords 
and wear +T chainmail. Captain Kemek car- 

.~ 

guard takes place each day a t  dawn, noon, dusk, and 
midnight During these times, fresh Guardsmen replace 
those who finish their shdts, thus dilubhg the number of 
men m duty in rhe towers for a short while. 

HOOKS 

* Hinvi, a member of the Treevheim family (see location 
IL3 7 )  and a lieutenant in the Wall Guard, holds a grudge 
against Kernek, who recently rejected his suggestions 
OR how to better defend the city. Hinvi believes that rhe 
District Captain rejected his plan simply to discredit 

%%, r- ,  .-.--I- I .,..--..--- I- -...,A*-. -1 

bring Kernek to him. Ifthe PCs agree and confront the 
captain, they realize that he seems quite sane. WiII they 
take Hinds reward or will they turn against him? 

a The PCs awaken in the middle of the night and find 
the eastern part of the district in himoil. They learn 
that  a large army suddedy rose from the earrh beyond 
the great wall and stormed the city. The soldiers need 
a l l  the help they can get. After joining the fray the PCs 
soon realize that the creatures they fight are monstrous 
undead, LkeIy from the graveyard in the LampIighter 
District (locations H5 and H6). Will they be able to pte- 
vent the massive army from breaching the city’s outer 
defenses? Wdl they discover whose magic lies behind 
the ordeal? 

354. lVORTON AND SONS: f IN€ 
C UT L F RY 

A lavish family residence with two 
_L-.... t..:I-I:--- L-L:-J :I -L---I- _ I -  

- 
small single- 

3rury uuriuirig5 uutiriu 1 1  5tdituh w s e  to one of  
the district’s massive watchtowers. This private 
dwelling, well kept and made out of sturdy oaken 
beams carved with beautiful designs, faces the wide 
avenw 
lvor i I 

the nblLfICltlalIu3L ut L l l c  JIl lallFl 3 L f I A L L U I C 3 ,  WI l lCIa 

e that surrounds the Aviary. A sign reading 
3n and Sons: Fine Cutlery” stands in front of 
.rchnrnm-r+ ,C c h a  rmqllo, r + r l  mr+mlrer lL,L;Fh 

L 

clearly serves a s  a place of business. 

ries a pouch with a Iarge chunk of amber 

battIeuue, a masterwork heavy crossbow, and 
five +3 b o k  

(worth 90 gp) and 50 sp. He also has a +3 RES 1 I3 F NTS 
This artisan family specializes in designing and fashion- 
ing unique and intricare cutlery From a number of dif- 

ferent materials for the city‘s soda1 elire. Among 
the most renowned and sought after artisans in 

the disrrict, the Ivorion family creates anything 
from simple hoirsehold utensils to elaborate 

decorative spoons and Ietter openers. 

AC‘I’IWTT 

Members of the Sculptors and Masons Guilds 
sometimes visit the watchtower of their respec- 
tive organization, but no other civilians can do 
this; officially, only members nfrhe City Guard can 
enter the watchtowers. An omcia1 changing of the 

great web of paliti- 
cal inrrigue of the ciry 
Moribelle, the family’s elder, 

him, and he refuses to accept that the Ciry Guard has 
neither the funds nor the manpower to make good on 
his ideas. He approaches the Pes, claiming that Kernek 
has lost his mind and is plotting some great calamity. 
Because a man in his position should have no faults, 

4 
long ago served as the Artisans 
District representative at  the City 
Council. Now retired, she lets her 
daughter B e b  and her sons Meribon 
and m l a r  run the family business. 

-1 



serves Sir Yasmon Sorvir, the current representative 01 the 
Artisans District a t  the City Council (see location L9). She 
also happem to be the old man’s lover. While many believe 
that B d i a  manipufates Yasmon, she tmly loves him. Thus, 
she now finds Itersdf in a quandary. Will she betray her 
lover in the hopes of taking his pIace as h e  next district 
represenmrive, as she had originally planned, or will she 
remain in ‘lis shadow until he decides to retire from politi- 
car life? 

Moribon Tvorion, Moribellek eldest soil, takes cafe of 
running the family business. Recognized as a great artist 

by many of his peers, Moribon is also a shrewd business- 
man. His npen ambition has a w e d  him difficulty in the 
past; he was once a prime suqpect in the disappearance of 
an elf artisan who stole many clients from the Ivorions. 
While the City’s Eyes’ investigation never proved that 
Moribon w a s  responsible, many in the district still believe 
that he killed the man and disposed of the body himself. 
These rumors, however, never hurt the outstanding repu- 
tation of the Ivorions, nor the wondrous craftsmanship of 
Moribon and his many uncles and cousins. 

OvaIar, I he youngest of the siblings, sewed in the Ciry 
Guard, then set off TO travel the dobe in  search of adven- 
ture, fame. and fortune. Now in his early folzies, he seems 
content to live in the family dwelling and handle the 
security of the pr~mises. Many of the men working as his 
guards served with him in the past. 

Athough thev are not an aristocratic family, the 
Ivorions’ great wealth allows them 10 be part of the city’s 
political and financial elite. One of Moribelle’s dreams was 
to have her family ennobled, but the City Council persis- 
tently ignores her requests, even though she has proven 
her w~orth countless times in the past. She suspects that 
the enduring scandal anached to Moribon’s name and the 
stain on the family’s reputation hurts their standing- but 
not that the her self-promoting persistence irritates them. 
She secretly hopes that her daughter’s political anbitions 
d make this dream come true. 

Moribelle Ivorion: Expl6. 

Bellia Ivorion: Rogl2. 

M o r i b n  Ivorion: Exp? 3. 

Ovalar Ivorion: Ftr7. 

lvorion Artisans (28): Expl-4. 

Bodyguards (8): Ftr4. 

Servants (20): Corn1 

of spell resistance. 

2sl from 

filled with coins and jewels. The workshop and 
store behind the family dwelling contains hundreds 
of spoons, knives, and forks made of silver, gold, 
ivory, and countless other materials. Valuable gems 
adorn some of these items, which they sell to the 
rich elite o f  the city for stunning amounts o f  money. 
A set of luorion cutlery sells fer anywhere from 5 to 
nearly SO ED, and the fine craftsmanship emotoved 

aw 
;on 

OJ eagfe s spienaor [Y aoses ien) ana wears a mantle 
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increasesthe value f a r  beyond that ‘of t i e  ;, 
materials alone. In addition Beilia carries a potr 
r . . I  I I J I I r.. I 

CTIVI’IT 

The only action That takes place here is fabrication of 
the family’s signature goods. At any hour of the day, fam- 
ily members can be found in the workshop, poring over 
designs or carefully crafting a new set of plates. Visitors 
are wekome to view the workshop - especially if they’re 
potential customers -but the h r i o n s  do not appreciate 
outsiders at their residence. Unless one is known to the 
family, or comes QII urgent business, they will not be per- 
mitted inside the house. 

HOOKS 
An old enemy ofovalar finds his way to the Ivorion res- 
idence. With a group of well-armed thugs, he kidnaps 
the fighter as he returns from a night of merrymaking 
a t  the Bardic Hall (location L28), and demands a ransom 
of IO,QOO gp. The family hires the PCs to deliver the 
ransom in exchange for Ordar’s life. &alar’s enemy, 
however, has no intention of leaving him alive. AU he 
wants is money and revenge. WiIl rhe PCs survive the 
ambush his thugs have planned for them? Will they be 
able to find Ovalar in time to save him? 
City officials, who secretly want to discredit B e h  and 
her famiiy, hire the Pcs to investigate Moribon’s past. 
They claim ta have the weapon which he nsed to com- 
mit murder, as  well as the name of a would-be witness. 
The officials give full access to anything the PCs require, 
hoping that they will bring Moribon to jmtice and thus 
reopen the case against him. will the PCs r eahe  that 
the murder weapon i s  not the one actually used but 
rather an item like it? Will they discover that the wit- 
nes5 is nothing but a fraud paid to lie under oath? rlso, 
will they nirn against their employers, or d they farce 
Moribm into a false confession? 
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Several exotic birds have recendy died of a mysterious 
ailment. Sages believe that the disease will soon srrike 

and fin 
them. T 

the human population unless the rare ingredients to 
produce the only known cure are brought back to the 
city. The city Council hires the PCs to seek three ingre- 

type of animal), all found in foreign and faraway lands. Dark rec 
The PCF have only three months to complete their mis- wooden dwelling, which faces the wi 
sion an; return to the city w i ~ h  enough ingredients to surrounds the open-air market o f  t l  
produce a cure. Otherwise, an epidemic will undoubt- r of billowing smoke rise from its thrl 

diems (a flower, the bark ofa tree, and the blood of a rare 
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..The noble’s family asks them to stage R stakeout 
d out who buys these feathers and how thev use 
’heir investigation eventually brings them to the 
ns’ Den (location L25). - 
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1 paint covers this simple, two-story high 

” 
simple wooden sign stands in front o f  the ho 
with the image of  a burning candle elegantly p: 
ed upon i t5  surface. 
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edly ensue. 
Members of an assassin’s p u p  Oper3Ehg within the 
disrrict use the feathers of a bird openly sold a t  the 
Aviary to concoct a rare and deadly type of poison. The 
PCS learn of the feather’s lethal capabilities while talk- 
ing to a crazy old beggar, who says he knows how to 
make this poison and goes on to explain how it affects 
its victims, The subsequent death of a nobleman, seem- 
inglv with the use ofthis poison, confirms what the PCs 
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net Bnratir, an honest and hardworhng candle maker, 
Ins this small house and workshop, which holds a 
od selection of items in the storefront run by his wife 
rvk. Three young human apprentices currently work 
' ~ a r a t i r ,  who not only enjnys teaching his craft but 
pires 1 number of extra hands to stay solvent. HE& a 
ronic gambler, and has lost quite a bit of money at vari- 

ous games throughout the city. In the Iast few months, he, 
his wife, and their apprentices have worked Iong hours to 
make extra stocks of good qualiry candles. Though they 
produce a surprising number, the affliction that haunts 
the master chandler might soon force him to declare 
bankruptcy - which could COST Baratir not only his 

The storefront in Baratir's workshop holds hundi 
o f  candles of all shapes, sizes, colors, and scer 
In total, they would be worth at least 200 gp, p 
sibly more. The family has nothing else ofvalue, 1 
Cervia cherishes a small wooden amulet carved 
the form o f a  deer (worth 1 gp), which her mot1 
gave to her on her deathbed. 

house, but. perhaps even his marriage. 

Darret Baratir: H alf-elf Exp6. 

Cewia Baratic Exp6. 

Apprentice Chandler (3): Expl. 

*ed 
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I for i t5  elaborately carved walls, this small dwelling 
would look quite ordinary, but the beautiful caw- 
ings, although of the same coloration as the house 
1 I 

itself, make it stand out among al l  others in 
area. 

RESIDENTS 
h n a r  the Shaper owns this modest dwelling at the edge 
of the district. A member of the dwarven Silveranvil Clan 
(see location A4), he long ago left his family to settle in the 
Artisans District, where he has made quite a name for him- 
self. Over the years, the master sculptor became one ofthe 
most important and influential members of the Sculptors 
~ u d d .  Considered one of the best living member of his 
profession by many of his peers, h n a r  seems content to 
live in peace and quiet. He spends long ~ Q L W  toiling in his 
private workshop, and sometimes works upon the walIs of 
his house, moddying the already beautiful designs. 

Three years ago, Ranat met &ran, an orphaned youth 
who tried to steal from him. The dwarf caught the young 
human red-handed, but for some reason did not turn him 
over to the civic Guard. Taking pity on the cunning but 
desperate orphan, briar gave him food and temporary 
lodging. A week later, &ran offered TO serve the aging 
master sculptor in exchange for a roof over his head. Ranar 
had never taken on a servant before, but his growing kin- 
ship with the boy convinced him to take him under his 

wing as an apprentice. To his surprise, the young 
ACTIVTTT man showed great promise and qniddy 

learned the tricks of the trade. Xaran 
is now a member of the Sculptors 

Guild with the rank of expert. 
Many in the Guild believe 

that he hJs the potential to 
become his master's suc- 

Visitors to this establishment can pur- 
chase almost any ' yp~  of candle, from 
slow burning candles that give off green, 
blue, and red light TO scented candles especially 
useful for masking an odor in a room. The price of 
these items varies from 1 cp to 5 cp, depending on the 
quality the time they take to burn down, and how much 
time Baratir spent carving intricate designs into them. 

HOOKS 
Baratir approaches the PCs and begs them for money. 
Ne admits that he owes a Iarge sum to a small gronp of 
gamblers who operate from the Travelers District (see 
locarion G17). If the PCs agree to loan him the money, 
Baratir does everything in his power to repay them as 
quickly as he can. However, the PCs subsequently learn 
that the gambler owes more Than what he oi-igindy 

) told them, and that he has taken out loans with a~ least 
four other men - alI powerful and rich individuals in 
their own rights. LViLl the p c s  choose to defend Baratir 
againsr these men's thugs, or wdl they simply mtch as 
they destroy him and steal his property? 



of his renown, Ranar also sells his best products directly 
to a handful of stores throughout the city He has devel- 
oped a quiet rivalry with Stonecutter E h e  (see location 
Hx), the only sculptor in the city considered his equal. 
Surprisingly enough, he has never met her, preferring ro 
respect her fiercely-guarded privacy and rely on his work 
to let her know that she has competition. Of course, he 
has no idm of Ellie's foul secret, and that their rivalry is 
hardly an even match. 

Ranar the Shaper: Dwarf Expl6. 

Xaran: ExpS. 

A multitude o f  marble and stone s 
bottles, ewers, vases, boxes, and 
as a number of other intricately 
around Ranat's house. In all, over 4 , U W  gp worth 
o f  cawed trinkets can be found here. Amber, 
amethysts, bloodstones, jaspers, garnets, quarts, 
and tourmalines worth a total of 1,300 gp a3 well 
as large chunks of unused rocks and masterwork 
sculptor's tools can also be found within. Four kegs 
of the finest dwarven ate from Graybeard's Colden 

2d 
i d  
rt- 

Stream (location A25) and a massive unlocki 
stone chest containing 1,650 gp worth ofcoins a i  
jewels lie with the master sculptor's private apa 

ne..,, m r,."-" - L : - ~ A  ":-- - - A  
lltC1113. RdItdI d lhU W C U l >  d JVJbC X l l B I U  r i r l g  dI IU a 
thick dwawen girdle with the symbol o f  his clan (a 
large anvil with the outline o f  a thick bladed short 
sword imprinted upon its surface) worth 50 gp to 
any member ofthe Silveranvil Clan. 

n has disappeared with some of hnar's finished 
g d s .  h n a r ,  however, obstinately refuses to believe 
that his apprentice betrayed him. Since the Civic Guard 
believes %ran stole from Ranar and refuses to do any- 
thing but arrest the young man if they find him, &nar 
hires the PCs to locate his apprentice. The PCs' investi- 
gation eventually leads them to a man who recently pur- 
chased an item that was stolen from Ranar. From there, 
they discover an abandoned warehouse in the Docks 
District where members of the Thieves Guild operate 
(see location Mi7). The thieves reveal to them that a 
warrior actually sold them these items, which they later 
resold. If the PCs pay the thieves, they also reveal where 
this warrior can be found: He frequents the Painted 
Target Tavern (location C5), Kaman's Inn (location G6),  
and several other Taverns in the Travelers District. The 
"man" is actually a cunning and powerful ogre magi 
who works for a foreign group of slavers. &ran is  one 
of three men he recently drugged and hdnapped. He 
plans TO smuggle them out of the city soon. 

~ 8 .  EINIFLLF'S FINE QUILLS AND 
PARCHMFNT 

- 
white and pale 

sets. Its facade, 
on tne narrow siae or me nouse, Taces the Aviary. 
Besides its large, bright blue door, a simple sign 
hangs from a Vertical post, depicting an elaborate 
quill drpped in an inkwell. 

A simple wooden building, painted 
blue, sits at the corner o f  two stre 

~I r . t  I r 
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regarded quill malcer, sells all sorts oi 
s here: ink vials, parchments, and scroll 
to the fme quills she crafts hew& 

N'l'S 

dle-aged woman of half-elven heritage, Fiinielle 
ses the feathers she needs for her crafr at the Aviary 
io buys stocks to fill the small and cramped store 
&hop (which takes more than half of her house) 
everal suppliers located elsewhere in the city. In  
n TO the high qualiry and beautiful craftsmanship 
q u d s  (which she often decorates using fine gold 
T threads, delicate leather bands or s J k  strips, and 

lumber of other items), Finidle's store offers the beqt 
;s and highest quality paper and parchment anyone 
I find within the boundaries of the ciry. Most of the 
:bottles, parchment, paper, and scroll sheets on sale 
-e come from foreign lands. 
bmors  say that she and Ceriban (location L5) entertain 
omus relations, and many suspect him to be the father 
-he child she lost a few years ago, In truth, however, the 
3 are simply good fiends who once formed an adventur- 
; company together. Two youths from the Blessed Saints 
phmage (location G11) work for her. They help Finielle 
1 the store and maintain i t s  stock whde she crafts quills 
rn her workplace at  the back of the s m e .  

Finidle: Hatf-elf Brdl3. 

Borin and VorFFna, Helpers: Coml. 

iielle's holds over 5,000 gp wori 
'r private chambers also contair . . - . _  - . .  . 

:h of  inventory. 
I a locked safe 

(successtul DC 20 Open Lock check to crack) with 
e also  own^ 

L 

2,375 gp and a harp of charming. finielll 
a rnastenvork rapier and a +2 dagger. 

ACTlVITY 
Prices lor ink vials, parchment, paper, and scroll sheets 
vary from two times the prices in the ~hycr ' s  Handbook lip 
'CO ten times higher, depending QII the qualiq craftsman- 
ship, and ongin of the item in question. Finieue's also offers 
scroll cases of ivory, wood, and leather, a11 made by skilled 
elven artisans from the city These sell for 1-1 o gp.The price 
of her quills starrs a t  1 g p  apiece, but each lasts a long time. 
The most expensive qullls she offers sell for 30 gp. 

H O O K S  
e Finielle has discovered a lost formula to produce a 

specid type of ink, which remains invisible unless read 
in the moonlight. She wants to concoct this ink and 
offer it to her customers, but she needs to secure a planr 

J 
7 

considered illegal h the city because of its poisonous 
properties. She hires the PCs to locate Sufficient quanti- 
ties of the plant, stating that the type ofpoison the plant 

f produces must 
be soId somewhere 

within rown. If the PCS 

T 

agree, they first need to find the 
poison, then iincover who manufactures it and how he 
smuiggIes it into the city - a dangerous propsition at 
besr. 

A great manor of  rosy white stone dominate 
part of the district. I ts walls hold opaque st 

I I ,  - I _ _ _  - - A -  - .r A .  I I I 

Lg.  T l I F  SORVIR RFSIDFNCF 

s this 
ained 

gldSS wiriuow5 or aarK Dtue ana purple snader. 
Black iron bars block access to these windows, and, 
coupled with the massive square tower rising on i t s  
western end, they make the manorial estate look 
more like a fortified castle than a simple nobles' 
residence. A smaller building, this one made of  
wood, also stands near the impressive structure. 

This estare- property of the wealthy Sorvir family - 
looks quite O L I ~  of pIace in the midst of the h i s a n s  
District. Though not as large as some of the residences 
found in the Nobles District, HQLW Sorvir, as many call 
it, remains an impressive sight. Its elaborate architecture 
and wondrous windows belie its true value. The smaller 
building besides the manor houses the servitors and mer- 
cenaries employed by the family. 

I ~ F ~ S I I I F N T S  
Sir Yasrnon Sorvir, she Artisans District'q current Ciry 
Council representative, heads this noble family, one of 
the oldest and richest in the city The Sorvirs have long 
been a patron of the arts, and their properry has hence 
lain here rather than in the Nobles Dist-ict. The ancestors 
of the Sorvirs were among the first famhles to settle in 
the city. Alreadv rich, they made a fomne in trade and 
quickly became one of the most dominant influences in 
the city. Long ago ennobled, the family now lives off its 
many business investments and the plots of land it rents 
throughout the city. 



Many members ot the Sorvir tarnfly, however, openlv 
question 1 he wisdom of Sir Yasrnon, its elder. The vener- 
able old man recently fell in love with B e h a  Ivorion, 
a cunninq and ambitious woman hailing from a rich 
artisans' tiinily (see location L4). Despite the fact that 
Rellia helps Sir Yasrnon on both the political and financial 
front (not to mention the facr that the old man has never 
been happier) most Sorvirs believe that Belli3 lured the 
old man into a trap from which he might never emerge. 
None ha\-e yet deduced what BeIlia hopes co gain from 
the relatinnship, and many in the family now cry for Sir 
Yasmon to be replaced. His cousin, Sarvarnon, would like 
norhing more than to supplant the old man as the head of 
the family. None of the Sorvivir nobles, however, dare make 
a move as long as Sir Yasmon continues to represent the 
district on the City Council - a position that supports 
the family's standixg in the city. 

A contingent of hired blades guards the premises and 
many sen'antr; work a t  the house as we& deaning, cook- 
ing, caring for the horses, and tending to the family's 
every need. A guard keeps a vigil 24 hours a dav from the 
five-storv tower of the main residence. 

Sir Yasmon Sorvi7: Aril 7. 

Sawamon Sorvir: Ari91FtrS. 

Other Sorvir Nobles (30): Aril-70. 

Guards (15): Ftr4. 

Servants (27): Corn 1 .  

HOOKS 

The Sorvir Residence contains over 40,000 gp 
worth of fine art, collected over several centuries. 
While some o f  this wealth proudly lies within glass 
display cases for a l l  to see, locked safes (successful 
DC 25 Open Lock check to crack) hold the most 
impressive and valuable pieces. Sir Yasrnon Sorvir 
wears exyensive jewelry worth 1,000 gp at al l  times, 
while Savamon carries a iewel-hilted (add 100 gp - 
to its value) +5 keen dagger and a wears a +3 chain 
shirt. Th? family stable houses over twenty tight 
warhorsps of great vitality and spirit. These steeds 
can be sold for twice their normal value. 

Accuse, j  of murdering a drunk, Sir Yasrnon Sorvir 
finds h.rnselfin a tight spot. Several witnesses saw him 
and his beloved sellia leave House Lavandar (location 
C.241, following an evening meal. Shortly afterwards, a 
man WE- found murdered in an alleyway besides the 
restanmnt, a knife bearing the Sorvir family sigiI snvck 
in his chest. The authorities have arrested Sir Yasmon 

-1u Y C l l L c l  I Y L  y Y . c . 7 r ~ " ~ ~ ~ l ~ g ,  L C l L  

City Councilor claims be was J 
to flush out the real culprit. W1 
nothing more than see his cc 
nothing to d e  with the incider 
want to push Sir Yasmon out o 
cian from the Artisans Distri 
with his politics? Or perhap 
from the City Council! 

LIO. THF I>AVIT~€ONS 

rsing a huge scandal. 'The 
kmed ,  and hires the PCs . .... "2' " 

%-* > -.. --- - _- -- -- -_I 

- -*F 
b i le  Sarvamon would 11ke 
*usin discredited, he had 
it. Who in the city would 
f his way'hother  p o h -  A- 

ct? A citizen he angered + 7 

"-3& I. 

<' "-9" 

s even a colleague/rivaI , . -. 

A wide patch o f  verdant land covered with 01 

50 s t a h  takes up the easternmost portion d t h e  
Artisans' District. The crafts on display al l  come 
from local vendors, displayed on simple tables lying 
in the open air, small wooden cabinets opening 

rf goods 
ts made 
,e found 

on one side, and larger tents packed full c 
and customers. A few permanent gazebc 
from either sturdy woad or stone can also k 
here. 

The Pavilions is essentiaIIy a public square where at~isans 
come to sell their wares. Xt caters mainly to visit~rs and 
bargain hunters looking for a pleasant environment away 
from the crowds of the Bazaar District. 

RFSIRFIVTS 
The Pavilions attract visitors from all over the city. A good 
number of  foreigners also come to the place a5 well. L h e  
the more regular visitors, they shop for goods made by 
some of the best artisans in the city Unlike other markets, 
artists and artisans run the Pavilions, offering the goods 
they make themselves rather than offering them through 
a middle man. 

While many artisans use the Pavilions to t rade their 
goods, not all of them do.The most famous craftsmen usu- 
ally make 3 good Jiving without having to leave their shops 
to drum up business. But not everyone in the Artisans 
District is so skilled or famous. For most of them, setting 
up shop here remains the fastest and most effective way to 
meet potentid buyers. Among the general population of 
the city, the Padions hold a reputation as a great place to 
purchase goods of decent quality at modest prices. 

Master Artisan (4-8): ExpTO. 

Journeyman Artisan (50): Exp5. 

Apprentice Artisan (70): Expl. 

Customer (Varies): Expl.  

I - '  
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ts  of  goods are offered at the Pavilions, rang- 
rm 2 f ~ i h i  m n n e r c  tn ccvera1 hiinrlrprl un in 

The Painters Guild created this mnrat without official 
sanction. They did so in a fit of collective whimsy, decid- 
inatLat  the rnlrl c t n n p  npprlprl- IirtlP-riirinrrirn onrl ther 

b r  "' .,rrb." .., ,,-..- .*- 

worth. Vendors generally 'have no more than 50 gp 
7 . n  An;* .-t?Il.? -.t Irn,  ";%,*n time 

I I 

h CTIVIIT 
PCs may use the Padions to seek out new contacts, to 
find a bargain price on a piece of art, or to hire competent 
artisans to work on their projects. m e n  from dawn until 
dusk, rhe Pavilions attract a vast number of people every 
day, and all sorts of individuals can be found here, from 
city Guardsmen and local nobles to foreign barbarians 
and merchants from other lands seeking to fill the hulls 
of their trade vessels. Pickpockets and thieves view the 
hvdions as the best place in &e district to acquire valu- 
ables. The most experienced rogues, however, realize that 
many of the items sold at the Pavilions hold the signature 
of their makers, whether from their special design or the 
presence of an insignia of some son. Thus, some o f  the 
items found a t  the P a d o n s  cannot be sold easily, or for 
more than a fraction of their actual values. The Thieves 
Guild f~cuses  its attention on buyers, who often carry 
loose coins on their person, and most ofthe district's free- 
lance pickpockets follow their lead. 

HOOKS 
e A group of guildsmen from theThieves Guild currently 

operate5 at the Pavilions. Run by Fenita the Fortunate, 
an experienced member of the Guild, they steal items of 
great quality and sell them to a handful of unscrupulous 
craftsmen who mod$ and resell them. When the PCs 
notice a young man s t e a h g  a valuable statuette from 
one of the s tah ,  they risk crossing one of the Thieves 
Guilds most reliable operations. If the PCs hVesFlgate, 
they find out that there were several thefts of simiIar 
items in the past six months and the artisans of the 
Pavilions would gladly pay them good money il they 
could put a stop to these incidents. Do the PCs have 
what ir takes to dismantle Fenita's group - and face the 
wrath of the Guild afterwards? 

L I I .  THF CjRAND MURAL 

A magnificent and colorful paintir 
,r *L* rlrCrr.. - :C.  ..... II \ 

ig covers a large 
3CLLIVII UI L r l c  cd3lrrlli LILY Wdll.  1Xi'hile most of it 
remains in great condition, some portions of the 
mural have begun to decay. Overall, however, the 
images remain vividly strikrng, a s  small figures and 

:self 
'OS5 

several dozen yards ot wall space. The mural covers 
5- 

great edifices - many clearly from the city il 
- form an intricate panorama that  spreads a a  . .  . - .. -. 
a number of great events, both from the city's hi 
tory and from mythology. 

y.y**I yy..*b ., yL"-"a x.r, yL.y L * A y L  

their beloved city oughr to present a ftirndlier face to the 
countless foreigners who come to visit the Pavilions each 
year. The end result was so striking that the City Council 
couId not bring itself to order the G d d  to whitewash it. 

RES I J3 E NTS 
Since its creation, many decades ago, the Grand Mural 
became a great tourists' attraction, but its continued 
existence depends on the will of the many artists of the 
PahTerS' Guild, who freely give their time to keep it in 
good shape. During the daytime, a handful of  artists work 
upon the Grand Mural while many city dwellers and 
foreigners come to admire the works uf their predeces- 
sors, but rare are those who visit the place after nightfall. 
Members of the Civic Guard regularly p a d  this area to 
ensure that no vandals scar the painting, which many con- 
sider the most impressive piece of art  in the entire ciry 

Painter (varies): Exp5. 

Spectator (Varies): Cornl. 

HOOKS 
The images from the grand mural are shifting. Every 
morning, some of the scenes have changed, ChataCterS 
have disappeared, and new ones - mostly monstrous 
humanoids - have taken their places. It is as though 
the history of the city, as painted upon the Grand Mural, 
was being altered. Who is changing the images? What 
devdry are they using?The City Council W ~ R B  to know, 
and so does the Painters Guild.The City's Eyes are f l~un-  
moxed; they are dearly out of their depth with this 
incident. Both the Council and the Guild hire the PCs to 
discover the culprits - a group of wretched hobgoblin 
sorcerers belonging to the Nailed Boots tribe (location 
E23) in the Humanoid District. However, when the PCs 
find out that these sorcerers did not act Q U ~  of malice 
but rather to educate the population so they can eventi- 
ally be accepted in the city as other races are, what wiU 
thy decide to do? 

LIZ. THF FTONFYLFNDFR'S HQUSF 

A two-story building in the form of a 
stands upon a small plot of land bc 
t h r w  diffewnt navpd avPniwF Thic p r  

large ''Y 
wdered by 

. _ _  - - - - . . I -Sifice, built 
tion or 
sills of 

o f  burgundy-colored stone, holds no decora 
special design other than i t s  thick window 
beige stone. 
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RESIDENTS. AC'TIVITT 
D e a h g  almost exclusively with artisans in need of finan- 
cial backing, Terren Evralan the Moneylender Iives in 
this rich 2nd sumptuous house which he paid for with 
the high interest rates he charges his customers. Because 
of his merciless business tactics, Evralan unwittingly 
won the animosity of many professionah working in 
the district. StdI, a lot of artisans continue ro deal with 
him, as nc other person openly offers to Iend money to 
unrecognized craftsmen whose futute earnings potential 
is questionabbre. Despite all his faults, Eyralan takes a lot 
of risks when lending money, but he has made successful 
bets over rhe years to have accumulated a small fortune. 
Several mercenaries p a r d  his palatial home. Garvon, 
an experienced soldier and perhaps the only real friend 
Evralan has, keeps a watchful eye on the premises, han- 
dling everything from the hiring of guards and servants 
to ensuring his boss' protection. Au of these people live 
within the manoria1 house. 

Terren Evralan: Rogl3. 

Carvon One-Eye: Ftrl2. 

Mercenaries (1 2): Ftl-5. 

Servants (1 5): Corn1 -4. 

The house o f  the most well known rnone 
the district contains over 5,000 gp worth 

- I - - r  -1 . I.'_IL ' _ _ I  A - -  .I1 - 

ylender in 
of various 

w w r u  U T  arr, wriicn inciuaes weir-wrought statu- 
ettes, beautiful paintings and carvings, grand tap- 
estries, fine cutlery, elegant decorative swords and 
shields, 2nd a multitude of other wondrous items. 

chest 
I )  hid- 

Evralan heps  a sum of 10,000 gp in a locked 
(succ~ssful DC 25 Open Lock check to oper 
L- :- ,. -*---- I - A  -r..:4.:.. .L I...r 1 1  ,rL:, L, 
U C l l  I l l  d CUIILCUICU L d V I L Y  I I t  L l l t  Wdl l  UI 1113 l.JCdrOOm 

(successfut DC 20 Spot check to detect). H e  also 
tarries a ring ofhvisibility and a +3 keen dagger for 
protection. Garvon wields a + I  bastard sword and 
a 4-4 s h k d  in battle, and each of his men carries a 
masterwork short sword and a spear. 

Anyone can scheduie an appointment with E n d  
such meetings seldom take place a t  his house. I 
three meetings are required before Ewalan agrees 
anyone a sum larger than 100 gp. For large amoi 
money, he asks for goods he can keep as collateral; 

an, but 
it least 
to lend 
Ants of 

in the form of treasured works of art  property --o----. 
Because of his constant deaXings, EmIan  also owns several 
pieces of property in the city, all of which are for sale. 

HOOKS 
A master from the Thieves Guild hires the PCs to take 
part in one of the most important burglaries amrnpted 
in recent years. If the PCs accept, they are told, they can 
take half of whatever the thieves find and may even be 
invited to join theThieves Guild with the honorary rank 
of experts (dogs); if they refuse, the thieves do not reveal 
to them the location of the theft. Even if they accept, 
the PCs only learn of  their target once they are a t  the 
Moneylenders' House. In truth, the PCs work for a man 
hired by Garvon to test the security of the premises. If 
the PCs are caught, they are told the truth and paid for 
their services. If they succeed, their employer reveals 
the ruse and asks them t o  return the stolen goods, upon 
which time they will be handed a substantial reward for 
their troubles. If the PCs play their cards right, they can 
help Garvun upgrade security and make a friend for life. 
Evrahn may even call upon them at a later time with 
helpful or lucrative offers. 

LIJ .  THE R O P E  EAC'rORY 

A duster o f  four large buildings of dark gray stone 
l ies in the southeastern corner ofthe district. These 
buildings are in poor shape, but many people come 
and go within, 

L 

One of the most Iucrative businesses in the Artisans 
District, the Rope Factory supplies naval vessels, shops, 
and artisans with a l l  kinds of different types of ropes. 
Chandlers from the city depend on the fine wires made 
at the Rope Eacrory ro crafr their goods; sailors r e h  on the 
sturdy ropes to man their sea vessels; and countless other 
experts, commoners, and even adventurers use the fine 
quality goods produced here. 
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lis large shop spread QUt over 
;s, which run 24 hours a day, 
unskdled laborers work a t  the 

pe Factory as well, working long hours in question- 
e conditions to earn a meager wage. A conglomer- 
of business associates awns the Rope Factory and 
ny in the district consider the place little more than 
Iave shop. S t 4  no one ever wrote a formal complaint 
che City Counul about the adverse working condi- 
ns of the place. In fact, many who work here seem 
ly glad to have a job - otherwise they would 
jbably end up on the street. 

Expert Artisan (5): Exp5. 

Worker {loO): CornT. 

ready to be shipped. Raw silk, hemp, and other 
materials can also be found in piles throughout the 
four buildings. Vernamon's office, situated in the 
southwestern edifice, holds a small safe contain- 
ing 500 gp (successful DC 15 Open Lock check to 
***-I<\ * - A  cn..nr-l -- --..- c:- -  l.-,.l,- A*--":L:-- 

I 

A manager named Vernamon , S - 1  L I Q C K J  aIIU 3 C V C I Q I  FILLVUIILlllt: UVlJn3 UC>LllUlIfg 

t -  
d supervises all  those who work I purchases, sales, and employe&.' salaries. 



L 1 4 *  T I I F  PAINTERS CjUXLDHALL 

This bulky, two-story high building contains little on 
the outside to distinguish it from other structures 
in the district. Inside, however, is quite a different 
story. Hundreds of different images, each more 
cotorful Than the last, cover the walls, doors, and 
even the ceiling. Built in the southeastern area of 
the Attiwns District, the interior o f  this great house 
looks more like a giant, three-dimensional canvas 
where countless master artists worked together 
to form a great tapestry of realistic and abstract 
images merged together in an eerie, bright, and 
fantastic form than an actual  building. To add to 
the confiision, panels of multicolored stained glass 
cover every window of the building. Though at 
first glance the bright colors and chaotic patterns 
formed tmy the countless themes blended together 
might w1em like a big jumble, the overall effect is 
indeed q'iite striking, beautiful, and inspiring. 

This unusual building serves as the headquarters of the 
hinters Guild. The Guildhall is divided into several sec- 
tions, each serving different function. A hrge meeting hall 
takes up the entire length of the f m t  floor of the building. 
Elaborate frescos decorating the urll!ts describe the found- 
ing of the organization as well as the lives of the first artists 
who belonged TO it and &e talented masters who followed 
them. The second, third, and fourth floor of the Guildhall 
comprises a number of different morns, from small STOF 

age areas used to S ~ Q C ~  raw materials and tools to large 
workshop? complete with everything one needs to paint. 
Administrative off~ces, private meeting moms used by the 
grand masters, and 3 few small chambers for residenr artists 
make up rhe fiih floor. AU are decorated with a carehdlp 
selected series of paintings, designed t o  both display the 
works of prominent members and to give the interior of 
the Guildhall a unique and inspiring atmosphere. 

R €SI D E1VT.S 
Onlv select individuals who show p e a t  promise ot tal, 
ent can hupe to become members of the Painters Guild. 
AEthough exclusjve, the organization mcludes a few hun- 
dred members spread throughout the city A conclave 
of twenty grand masters leads the Guild. Below them 
are numerous masters, expens, and apprentices, all of 
whom are either d y  gifted or highly driven individuals. 
Membership in the Guild isn't easy to obtain, and members 
enjoy many benefits, including free acces5 to the meeting 
ha11 and u.orkshops in the Guildhall as well as discounts 
on art supplies and equipment. The Gmld also provides 
its membrrs with employment opportunities, organizes 
monthly a r t  galleries in dfierenr locations throughout 
the city. and pays for the legal defense for any guildsman 
in need. 

Among tne cumem grana masters 01 m e  Yamters Cuili' 
three stand QUK Grand Master Orbinon, reno 
his expertise in using shadows to give three-dir; 
effects to his work; Grand Mistress Lirara Eles 
of noble bIood who decided to pursue her dream 
than remain in the EIven Dstrict to help upholc 
ily's dignity, and now regarded as one of the mo3 
souls in the city; and Grand Master Veonar Long 
aging and multitalented human who also happ 
an expert mason and a master carpenter (thougl 
passion and talent remains painting). 

Litara Elesse: E l f  5rdl4. 

Orbinon: Expl3. 

Veonar Longbeard: Expl7. 

Master Painter (17): ExplO. 

journeyman Painter (Varies): ExpS. 

Apprentice Painter paries): Expl. 
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Each workshop in the Guildhall holds several can- 
vases, most o f  them unfinished works o f  art. About 
175 complete paintings from various artists hang 
upon the walls of the place. They could be sold for 

rtors 
ioun 

d a  
iall 

gems. veonar wears a neaaoana g in~ei iea  +4. 

Y 

worth 4ME gp. Orbinon carries a +2 quarterstafani 
pouch with 200 gp worth o f  assorted coins and SIT 
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ACTIVITY 
People come KO the Painters Guildhall when they need 'to 
find reliable artists, whether for portraits of the aristocracy 
OT abstract decorative canvases. Nobles, wealthy and pow- 
erful commoners, and even successful adventurers often 
commission work from the &il& painters. The more 
artistic or visionary connoisseurs even purchase ar t  from 
young and unknown talents hoping that the early work of 
these individuals d l  be worth a fortune one day Because 
of this, the Painters Guild offers all sorts of paintings from 
almost all their members, both at the guildhall and in vat-- 
ous art  galleries throughout the city. The prices of these 
paintings range from bargain basement to stratospheric, 
depending on the talent and renown of the artist and the 
qualitv of the item. 

-- 
- I--*, 

H O O K S  
A young artisan living in the Co-op (Iocation L22) il 
has patented a new alchemical solution allowing the 
creation of paint that dries almost instantly. Veonar 
Longbeard claims that he invented it, and that the for- 



more out of life. He currently works hard to find contacts 
among foreign smugglers and adventurers who need to 
sell their findings quickly. He hopes to one day smuggle 
high quality valuable art. For now at  least, this ambition 
remains only a dream. 

Felirius Ordabal: Exp8. 
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wchase the formula from a group of  
iich had a distinctive tattoo - the 
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3reigner who appears to have Ieft the 
i e  PCs uncover who he was and for 
ring? Was theThieves Guild involved 
> the PGs catch a freelancing thief of 
t approve? 
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The shop is open from dawn until dusk, and visitors are 
welcome. Ordabal works hard to earn a descent living, and 
many lowly arrisans in rhe district appreciate what he does 
for them. Ordabal is seldom at home, as he  busily toils to 
find new deals to replenish his stock. Once a week he stays 
home and receives wholesalers and store managers who 
wish to buy from him. 
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HOOKS 
* Sofas Dry Goods recently ended its association with 

Ordabal, claiming that the last few batches of goods 
he sold to the store were worthless. The items were 
apparenrly so fragile that most of them broke within a 
day of their purchase, and the buyers returned them to 
the store. The staff of Sofill’s not only had to deal with 
angry customers, but an accompanylng loss of reputa- 
tion. M a b a l  hires &e PCs to help him convince the 
manager of Sofdlk to continue to do business with him, 
promising that he wd be more careful with the items he 
seils in the future. What Ordabal has in sfock, however, 
is no better, so PCs agreeing to work for him may have 
to convince him to lose half of his ctirrent inventory if 
he truly wants ro keep his promise. 
OrdabaI has made contact with smugglers in the 
Warehouse District - speufically, smugglers of the 
Ebon Lotus Society (see location N32). He has even 
mer Urbane Tamont himself, and he thinks that he has 
finally turned a financial comer. Unfortunately, he has 
also, by pure accident, come dangerously dose to the 
gang’s dark secrets, and Tarrnont wants him dead. After 

THE F N T R F P R F N F U R  

‘I 
nary. I t s  dark brown walls are in terril 
repainting and the black rooftop could 
re-shingled a5 well. 

The owner of this house, Feiizius Ordabal, collects all 
SOKS of trinkets produced by lowly artisans, inexperi- 
enced apprentices, and unskilled commoners who work 
in the district. He resells these goods TO various stores 
and wholesalers interested in low quaky merchandise ae 
cheap prices. He converted the first floor of his house into 
a storage area, and lives on the second floor with his wife 
Narda and their seven children. 

I 

I 
four massive four-story high buildings form 
thick rectangle of pale beige brick. Each wall hc 
several windows, doors, and balconies, sugges 

I.rr . L I,. I . -  I .  

A large painted silver star stands out from the da 
brown, shingred rooftop of each o f  these edifices 

t 1 Narda Ordabal: Corn4. 

Ordabal Children (7): Coml. 
Long ago, a rich family fallen on hard times owed a large 
sum of  money to severaf master masons. Because the fam- 
ily could not pay the masons, the workingmen turned to I 1 

The storage area i n  Ordabal’s hoi 
..** ., r I 

n e  contains over 
JUU gp wortn or cneap arts and crafts. In his private 

safe (SUC- 

m) with a 
’t contain- 

_ .  - 
the courts, asking m be paid their dues. The Masons Guild 
defended these artisans in a long and costly court battle, 
but in the end it prevailed. The city ruled in favor of the 
masons and, in order to pay for their debts, the family 
handed over four wide structures that would have become 
a great manorial estate, had it been completed. In order to 
repay the masons who had worked for the rich family the 

chambers, Ordabal keeps a locked iron 
cessful DC 15 Open Lock check to  ope 
large sapphire worth 500 gp and a poucll 
ing 400 sp - his savings to date. 
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Masons Guild purchased the lot and the foundations from 
them, and later commissioned the construction of large 
dwelhgs. which would serve to house several families. 
The Masons Guild now rents 48 small apartments for low 
prices in these four great buildings. Thus, the Dreaming 
Stars, as most people ROW call the place, offers comfort- 
able lodgings at economical prices, but only ta those who 
maintain good relations with the guild. 

R F S 1 I) E NTS 

Treasure owned by the families w 
be determined a t  the DM's discre 
them are by any means well-to-d 

r 

e-- I 

may ne an expensive QT powerrui ifem nere Ian- 
guishing as a diamond in the rough - perhaps 
a nearly-forgotten family heirloom, or something 
scavenged in ignorance of  i ts  true nature 

a t  the Dreaming Stars belong to the Masons Guild, but 
several artisans of other occupations also calI this place 
home. h u n g  and relatively poor celibate masons and 
attisans take only a small portion of the accommoda- 
tions avaiIable at the Dreaming Stars; most of the place's 
residents live here with their families. Master Narab, a 
middle-aged and highly reputed mason who fell on hard 
times follrwing a crippling accident, resides in a modest 
apartment a t  the Dreaming Stars. In  exchange for collect- 
ing rhe rent and ensuring the upkeep of the building, he 
Iives here for free and receives a reasonable stipend from 
the Mason5 Guild. 

Master Narab Expll. 

Guildsmen (64): Expl-4. 

Family Members and Dependents (93): Corn1 -4. 

ho live here may 
tion, but none of 
0. At best, there 
I ._ 

Almost half of the men and women who rent apartments ACTrYEn . . _ _ ~  
Activity here usually consists of daily routines tvpical of 
any residence containing so many people. Housewives do 
laundry, small children play in the corridors, Namb put- 
ters about the premises, and so on. New prospective ten- 
ants arrive every day, so few of the residents are perturbed 
by the presence of srrangers.. , a t  least initially. Someone 
who lingers for an extended length of rime, however, 
or who clearly looks as if he doesn't belong, will quickly 
arouse suspicion. Tenants concerned about a visitor wiIl 
first go to Narab, who w d  either speak to the interloper or 
summon the City Guard, depending on the situation. 

HOOICS 
+ About three months ago, after almost a year of mar- 

riage, the young d e  of Master Narab disappeared. 
Being much younger than her husband, many a t  the 
Dreaming Stars suspect that she simply decided to 
leave him - perhaps after realizing he had no money 
or prospects - but Narab believes something terrible 
happened to her. Filled with grief and worry, he des- 
perately seeks clues to her disappearance. An old busi- 
ness acquaintance told him he saw his wife at the Lost 
Lagoon Inn (location GI 2)  a week earlier. With backing 
from the Masons Guild, he hires the PCs to investigate. 
will they uncover the woman's background as a cun- 
ning member of the Thieves Guild W ~ O  tried to use 
Narab to gain access ta the Masons Guild secrets and 
riches, Will they find out  that she now works to  regain 
the prestige she once had within her guild? Or has she 
truly been kidnapped by forces which need the Maqons' 
cooperation as part of some enigmatic plot? 

I 
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armor and holding a large two-handed sword. 
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Though deepIy involved in rhe city's politics, the 
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1.17. IIOUSF T R F F V H F I M  

Four large two-story houses o f  light gray stone form 
an impressive "I! amid a large yard enclosed by a 
simple red picket fence. Beautifully wrought stained 
glass windows of  scarlet and purplish hues dot 
the walls. Upon the pointed roofs o f  black shingfe 
stands two great gargoyles, each one keeping silent 
vigil over the place. A massive basin lies in the 
southeast corner ofthis well-kept plot; in the middle 

. ,  . r  I J .  r II 
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Among the first houses built in the Artisans District, 
this cluster of old but beautiful buildings beIongs to Fhe 
Treevheim famdv. The dan  once owned vast plots of land 
throughout the city. As the city developed, they sold most 
of their land, but they stdl possess a fair number of lots 
upon which smaIl houses and commercial establishments 
now dweIl. Thus many residents and businessmen in 
the city rent their homes or places of business from the 
Treevheim family, granting them wealth and influence in 
equal proportions. 
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reaIize that be often squanders it through laziness and la& 
of ambition. OIvoc, the second born, dabbIed in dfierent 
a r t  forms b e h e  becoming the apprentice of a well-known 
wizard. He later joined an adventuring company with 
whom he spent several years, but recently returned to the 
family household. Lrianna, rhe youngest, was named in 
honor of her famous great-grandmother. She now works 
hard to become as good a warrior as she beIieves he ances- 
tor was. She currently seeks to form her own adventuring 
company. 

In  addition to this brood. Theoc‘s three young brothers, 
their chilrlren, and their children’s children live in the 
ancestral hmily residence. 

Theoc Treevheim: A r i l 4  

Theocin Treevheirn: Wiz8, 

Orvoc Treevheim: Wk7. 

lrianna Trewheim: Ftr6. 

Treevheim Nobles (22): Aril -10. 

Household Guard (12): Ftr5. 

Household Servant (20): Com2. 

Follow the guidelines for determining the treasure 
in aristocratic residences presented in the “A Guide 
to Nobles’ Residences” section of  the Overview to 

166) and treat the House 
Over 20,000 gp worth o f  

item5 car! De T O U ~ Q  rnrowghout House Treevheim. 

the Nobles District (see p. 
of Treevheim accordingly I 

.L __.___ ~ . r .  1 . 1  

Simple statuettes of different forms, life-size bronze 
busts of ancestors and heroes, ancient decorative 
arms and Suits of armor, intricate paintings and 
tapestries, and numerous similar items lie around 
the place. Theoc keeps a locked jewel studded silver 
chest worth 300 gp (successful DC 20 Open Locks 
check to pick), which contains a ceremonial master- 
work silvered dagger (worth 800 gp) and a simple 
wooden box filled with 5,000 gp beneath a hidden 
floorboard under his bed. Theocin uses several mas- 
terwork instruments and owns a pair of gloves of&- 
terity +2.  Orvoc wears a golden ring ofprotection +2. 
lrianna fiEhts with a +3flarninggmat sword, which i s  
the only heirloom left by her famous ancestor. 

ACTIVTTY 
Visitors must usually have a stated purpose for entering 
the Treevheim esrate, though it can be easy enough to 
infiltrate by claiming one is a n  artist in need of sponsor- 
ship, The family is constandy meeting with sculptors, 

painters, bards and wnters, constantly searchmng for AA 
next creative genius to hold up before the world. Tl 
entertain teachers from the Bardic Hall, and keep 
their various investments throughout the ciq. St 
enough, very little a r t  is produced a t  the Treevheirr 
The mists in the family often do their creating eIsf 
and the re5t of the family is far too busy sponsorin 
bother making any of its own. 
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HOOKS 
* Theoc recently purchased the diary of a now-dea 

panion of his heroic grandmother. The book hint 
location of the lost tomb ofIrianne, who never re 
from her last adventure. Theoc hires the PCs to accom- 
pany his daughter Irianna on a journey to this ancient 
grave in the hopes that they mightbring back three a r t -  
facts that belonged to their courageous ancestor: a pair 
of arm greaves fashioned from iron and decorated with 
silver roses; a magical helmet said to protect the mind 
from magic; and a n  enchanted full suit of plate armor. 

This old two-story building must have been beauti- 
ful once, but the place now obvi~usly needs repair. 
Most of its windows remain closed with wooden 

the southern 
ow so faded 

t 

shutters all year round. The walls of 
wing hold several ancient frescos, n 
that they are barely noticeable. 
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Portas Sorvfr, a grandson of the famous Sir Yasmon Sonrir 
(see Iocation Lg), lives here with his family. Portas, who 
enjoys the fortune o f  his father, recently married and 
purchased this ancient and somewhat decrepit mansion, 
hoping to rekindle the splendor it once enjoyed. vrhile 
his family pays for most of his needs, Portas warm to make 
a name - and a srnd fortune - for himself Lacking 
the talent to succeed as an artist, the young nobleman 
nevertheIess wishes to be recognized as one of the city’s 
greatest artisans. He buys art from different artists in dire 
need of money, signs his name upon the pieces, and takes 
credit for their creation himself. He also displays ”his” 
work in his private art gallery on the first floor of  this 
house. Though he does not seem interested in selling any 
of it, he gladly makes exceptions in the case of noble or 
d u e n t i a l  people interested in his art, hoping to one day 
be acclaimed by a m e  connoisseur. 

 or ROW, portas’ wife Mina, a young noblewoman from 
the Treevheim family (see location LIT) believes her new 

. . .. . 
7. - .. . ’ . - ... - .... 
-- , 

G husband to be the ar t i s t  he pretends KO be. She remains 
unaware of the fact that he buys paintings and sculptures 
from others and takes the credit for himself, and she still 
believes he works several hours each day in his pnvate 



le is forbidden to enter). H 
onfidant, Sarelle, suspects th  
mts working for Portas and M 

Portas 5owir: Kog6. - 
Mina Treevheim-Sowir: Ari3. 

Sarelle: Com4. 

Household Servants (5): Coml. 

I 
Portas depends on a stipend from his family tc I by, but  his house holds several interesting (thc 
not trt 

- I‘ 50 gp i ;  the house - part of  the stir 
pay for daily expenses. 

ACTIV 1 1 

Portas 
tendin! 
help IT 

LY9. D)ORIBAN AND AYYUCINI ’ESE: C l  W C S L  

’ MASTER M A S O N S  

This large stone house faces the Pavilions. I 
impressively clean and well built; its stones 
pale green shade with subtle veins of darkt 
Carved upon the face of  the third floor’s wall 
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written in silvery Fetters. An image of  a hammer 
and chisel are carved next to them in the same 
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~ l y  valuable) works of  art. Sarelle kekps about 

lend, used to 
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n. 
spends the bulk of his days in hi5 workshop pre- 
; to work, and his nights seeking other artists to 

. iaintain his fapde. Anyone who demonstrates a 
talent in painting, sculpting, or the like, and couId clearly 
use a IittIe extra money, wll be greeted with intense inter- 
est. Initially, Portas wd speak to them under the auspices 
of “communing with a feeltow creative,” but eventualIy, he 
will offer to buy an existing piece of a r t  ur commission a 
new one under the condition that he can pass i t  off as one 
of his own. He will never make such an offer if there is 
danger of anyone overhearing him. 

Connoisseurs and patrons of the arts will receive an 
egiralIy warm welcome, and Portas will eager display “his” 
works in an effort TO impress them. He has convincing 
stories worked up around each one of them, which he 
plies with ruthless efficiency. Visitors who cannot help 
him maintain his fraud are usually treated with pensive 
politenew, and dismissed as quickly as possible. 

HOOKS 
AII artist who was forced to sell his masterpieces to 
Portas has begun to tell the truth about him. He has 
since been approached by thugs threatening to shut 
him up - permanently. The man, however, seeks ret- 
ribution and tells his tale to the PCs, hoping that they 
might be able to protect him as well as expose Portas. 
Will the PCs act against a member of an important fam- 
ily? Wrll they expose Portas as a fraud, and if so how wd 
they do it? Wd Mina use her own family’s influence 
to stop the PCs or WLLI she turn against her Iying hus- 
band? 

silvery tone. 

RFSl DEN‘TS 
The reputation of Miaster Emd Doriban, one of the most 
formidable masons in the city, precedes him. He is respon- 
sible for the design and construction of countless build- 
ings throughout the city, including great halls, temples, 
merchants’ shops, large inns and other important estab- 
lishments. Indeed, Master Doriban and his group hold 
monopoly on many of the city’s housing and commercial 
projects. Several of their Competitors view his dominance 
3s an affront to their fundamental rights to practice their 
craft, bur most citizens see a n  incomparable architectural 
design in Doriban’s old-fashioned yet highly stylized cre- 
ations. 

Doriban works with four other master masons, who 
each own 10% of the company. This ensures them great 
wealth and continuous work on inte~esting and ambi- 
tious projects. The cernpany also employs twenty expert 
masons full-time as well as many other experts and mas- 
ters from the Masons Guild on as-needed basis. Doriban 
is an extremely influential member of the Guild, and 
works closely with other groups, notably the Carpenters 
Guild, in order TO deliver complete projects, When hired, 
Doriban and his FQUP handle a l l  aspeczs of development, 
from planning to foundation to completion. The first 
two stories of the building serve as the group’s offices, 
while Doriban himself lives on the t!rird floor. A small 
contingent of well armed-guards, under the supervision 
of Doriban’s young brother Rigas, constantly survey the 
premises. 

Emil Doriban: Expl6. 

Master Mason (4): ExplZ. 

Rigas Doriban: Ftrl3. 

Mercenary Guards (5): Ftr5. 

Journeyman Mason (20): Exp5, 
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HOOKS 
The ofices and storerooms ofDoriban and Associates 
hold mary mastework masons' tools and countless 
plans for original buildings. Rare books on classic 

An eddice constructed by Doriban and Associattbs six 
months ago recently fell into decrepitude, as though 
the foundations could not handle the heavy stone thev 
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Some ofwhich were written by Emil Doriban himself; 
the most valuable would fetch 100 gp on the open 
market. Irl his office, a large iron safe, riveted to the 
floor, holds 11,200 gp. The safe requires a success- 
ful DC 3 0  Open Lock check to crack. In his private 
chambers, a Small collection of fine wine worth 
2,000 gp rota1 and a bronze bust carved in his image 
worth 207 gp can be found. Rigas fights with a t3 
warhammer and a masterwork small steel shield. 
His mercenaries wear no armor, but each has a 
masterwork primary weapon of the DM's choice, a5 

Rigas a l l~ws  them to arm themselves according to 
their own preferences.] 

A CT I v I m 
Doriban and Associates is usually a hive of activiry, either 
planning Ibr a new project or finishing up a n  018 one. 
Emil and &gas are happy to tark to visitors, but their time 
is usually Fhort and they wiI1 not engage in extended con- 
versations unless it pertains to more work for their group. 

the incident. If asked, Emil Doriban 
anything the inspectors might need, 
plans, complete listings ofthe materia 
of anyone involved in the project. Wi 
that the materials used by the cornpan 
as some tend to believe, but indeed irr 
set to make them crumble with a mert 
these rnateriaIs to Doriban and Assr 
in the city would try t~ sully the groj 
reputation? 
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doors carved from the same material I to the interior of the place. 

The Sculptors Guildhall seems to be car 
block of stone, bat in truth those w L  ~y..yLIIIcLcy .& 

1 

ved from a single 
In r n n c t m r r J  i t  

simply spent weeks polishing the surface of the ancient 
marble used to fashion the place. Shaped in the form of  
a gigamic egg, the outside of the Sculptors Guildhall, 
although impressive, belies what lies inside. Coundess 
bas-reliefs, alcoves, and statues decorate the interior 
walls of this architectural wonder. The countless tiny 
holes in the exterior walls form unseen passages allow- 

athe the great hall in a soothing 

The main floor, which comprises the 
meeting hall of the Sculprors Guild, takes 

up most of the building. A multitude 
of elaborate carvings representing 
the face o f  past Grand Guild Masters 

I 

covers the great hall's Ssfoot high 
ceiling. The Me-&e faces seem to 
keep a constant vigd over those 
who use the place. A staircase, well 
hidden between a fake exterior 

wall and the real one, gives access to 
the second and third floors. Reserved for 

the masters of the Guild, the second floor holds 
a private meeting room, bedchambers, and an 



.IlC 

nd 
Fer- 
ted 
7u- 
Ct’S 

les. 

md 
its 

the 
ide 

ter 

ren 
lor- 
Lnd 
the 
rah 

KO&, counsels rhe Grand Guild Master. Many in the 
organization beIieve that he will succeed to Sirator even- 
tually, but for now the mischievous dwarf seems ‘to be the 
Grand Guild Master’s best ally. 

Grand Guild Master Sirator: Wizl9. 

Naraturah: Half-elf Rogl6. 

Korvik Dwarf Expl2/Ftr4. 

Master Sculptor (Varies): Expl 0. 

journeyman Sculptor (Varies): Exp5. 

Apprentice Sculptor (Varies): Expl . 

1- . 
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within the interior walls of the edifice, and cannot 
be moved unless broken from their respective nich- 
es or alcnves. The Guild's riches, kept in a locked 
and trapped vault for which only Sirator holds the 
key, includes over 20,000 gp in various coins and 
gems. Sirator himself wears a robe ofeyes. He arms 
himselfwith a stafofpower and uses several strolls 
and potions. Naraturah wears a ring ofelemental 
cornmant (~arth) and fights with a +3 rapier. Korvik 
wields a qair o f  masterwork hand axes and wears 
bracerr of definse +5. Each of these masters also 
carries a much with a t  least 300 gp in it. 

~ c ' r ~ v ~ n -  
Many members of the Sculptors Guild and their famhe 
frequent this gPandiose hall, and a t  least twenty people cai 
be found within at all times. Several experts report direct1 
to k r v &  and Naraturah as soon as they heat anythin 
that goes on in the city, from the planning of new housin 
projects to events transpiring within the disrrict? politic: 
circle. A n y  member of the Guild can come to the Guildhal 
to seek en.ployment, legal assistance, shelter, or to pur 
chase tooh for their craft. Related craftsmen and artisan 
are also welcomed a t  the Sculptors GuildhaIl, especial1 
masons, carpenters, and painters who work together wit1 
guildsmen on specific projects. Anyone one rich enougl 
to employ a sculptor can also come here to hire guitdsmei 
for various endeavors. 

HOOKS 
A rich fcreign king has hired a select group of Maste 
Sculptors to work OR his new palace. Because the con 
tcacr would be both lucrative and highly prestigiou 
for the Guild (but also because the organization want 
to protect its members at all costs), it hires the PCs a 
persona! bodyguards posing as servanw for the master: 

L2I. TEIIFVFS LOCAL 5UILDHALL 

One of the few rundown buildings in the district lies 
west of the wondrously cawed egg o f  the  sculpt^^ 
Guildhall. This old barn-like structure badly needs 
a new copt of  paint, as most o f  i ts once lustrous 

1 

D I I W L  a i iu  u c n c u ,  ai iu  K I Y C  cric L U ~ U ~ I  W V ~ E I Y C I  ~ r i Z  

yellow cohration has given way to the dull gray hur 
of the wood under it. tts three doors, are alwayr 
c R . . t  * - A  nrl,nA ,,A +LA r - C I I - I  Ah,,,,,, A. 

I 

distinct impression that visitors are unwelcome. 

the Artisans District. While the Thieves Gui 
era1 other dweIlings in the area for use as saft 
larger strucrure serves as the seat of i t s  local L 

I - .  

? houses, this - 
jperatians. 

~ 

who hopes to take Evmm's phce one day. 

Evram: Rogl6. 

Uron: Rogl3. 

Fox, Master Thief (3): Rogl 0. 

Dog, journeyman Thief (22): Rog5. 

Pup, Apprentice Thief (I 3): Rogl . 

the wolf in 
tssful w o h s  
rating in one 
ng, however, 
ds they steal 

I 

hus, some of 
1 11 

R € S  E 11 F NTS 
The Guddhall is mun by Overseer Evram, 
charge of this district. One of the most SIICC{ 

in the G d d ,  Evrarn has the privilege of ope] 
of the wealthier distsicts in the city. His ga 
must tread carefully, since many of the goo 
can be easily traced back to their owners. T 
the Guild's rogues became experts at modlfying and reseu- 
ing all sorts of art  works. They also use the Thieves Guild 
contacts wirh smugglers to take the stolen goods out of the 
c i t y  where they have less chances of being recognized. 

While some members of theThieves Guild operating in 
the Artisans District specialize in pidung pockets, most 
in the gang prefer to burglarize workshops and other 
commercial estabkshmenrs. Under a handful of masters, 
the group plans burglaries with the utmost care and fore- 
thought. They seldom get caught. The burglaries are all 
overseen by Master Uron, a cunning and ambitious man 

. .  
each week, but always keep a minimum of I ,O 
tn them for emergencies. Evram carries a +3 
! . - - I -  _-_. .-.A . .__I- I _ -  __I_ I--LL-- -I-- 

The Thieves' Guildhall contains several locked 
chests (successful DC 25 Open Lock check t o  
pick) hidden under the floorboards. Each holds 
100-1,OOO gp worth of  jewels, art, coins, and other 
stolen goods. They empty most o f  these coffers 

'00 gP 
danc- 

rrg w r r g m w m .  wears rridhterwwm learner arrriur. and 
holds a pou ?rt 
bow and m: ee 
red gernstor 

- . -  
ch with 800 gp. Uron wields a + I  shr 
istework arrows, and he carries thrl 
ies (each worth 150 gp). 

-4CTIVTIT 
Anyone wishing to get in contact with members of the 
Thieves Guild would do well to come here. Several mem- 

- 

1- bers watch over the Guildhall from a discreet distance, dis- r 
guised as passersby or hidden upon nearby rooftops. Once 
a week, senior guildsmen take a portion of the wealth 
they accumulated to the main headquarters of the Thieves 



~ ,,lot of land holding a multitude of S m a l l  
worrcsnops, each with a relatively large storefront, 1 dominates this area o f  the district. Clean and often 

HOOKS 
while shopping a t  the Co-op, rhe PCs find the ancient 
tip of an arrow. They learn that the item, magical in 
nature, was once the property of an elf hero. A group of 

I 

NO one with any real wealth lives in the Co-op but 
some of the artisans operating this cluster of shops are 
brilliant artisrs in their own right. Some day, some of 
them might even be recognized as such. The majority, 

famdies in peace and quiet, The second floors of these 
two-stow high dwellings serve as the familial residences 

however, remain average workers content to raise their 

while the stores and workshops take up the f r s t  floors. 

I A largt 
L I  

e 

If 
e 
j 
j 

b i w t t  wdith driu wiriuuws mdKe m e  :rrruCwrt. one of  

!. 

r d  

names o f  the art i ians working in these'shop;, 
what they offer, are depicted upon signs hangin 
front of each building. 

Artisan (30): Exp5. I 
Apprentice (40): Expl . 

Family Members (50): Corn1 a 

A large golden dome forming a perfect half spher, 
makes up the roof of this massive stone structure 
A wide, covered porch with twelve columns o 
burgundy marble leads to the main entrance oftht 
building. The grandiose entryway, the massive golc 
dome, the colonnades, and the perfectly shape{ 

...- I I -  - - A  A ^ --I.- LL- -L. 1 -- - - -  - 
. . - . . - - - 

the mast impressive in the entire district. 
J 

f i e  Masons Guild bud7 this edifice about a hundred years 
ago to use as their main guildhall The ndginal goal was to 
surpass the egg-like structure of the Sculptors Guildhall 
(location L20) in splendor, and in many respects it suc- 
ceeded. From the outside, at  Teast, the Masons Guildhall 
seems more rich and intricate than Sciilprors Guild head- 
quarters. Inside, however, the decor d" the place remains 



ARTISANS DISTRICT 

and many who know the layout ofthe Sculptors Guildhall 
argue that the Masons' needs to be spruced up. Most mem- 
bers of the Masons Guild, however, prefer a somber and 
more austere look. 

The fiET floor forms a massive gatha 
feet high, where all guildsmen can IT 
decorative feature in the entire buildi 
staircase of pale marble -leads to the : 
a grand ba'cony opens up for those wis 
hall below A series of fully furnisher 
and drawing rmms rake up the rema 
The third m d  last story contains stoc 
and masterwork tools (offered to men 
count pricrs) and the private meeting 
masters of the Guild. 

RFSIRFNTP 
Murdeth Falconlover currently heads t 
of twelve pand masters who lead the 
majority o"the circle must approve an 
t a m  decision pertaining to the affair 
organizaticm, with Falconlover acting 
breaker ifnecessary He and the grand r 
do everything in rheir power to enm 
their organization maintains good re 
with other guilds, especially the infl 
Sculptors Guild, especially since thei 
bers often work side by side. Becau 
often cut deals with other groups, mar 
ter masons believe that the Guild is l lrttt l  

mare than a pawn, and that Mwdeth has no 
real power of his o m .  In truth, however, the 
organization is sirnpIy going through a cougk 
time and wishes to keep its troubles private. 1! 
series of bnd investments made over the l a s  
few decades has depleted its coffers. Some 
among the Grand Masters blame Murdeth 
for the cirild's financial troubles, but in 
truth all of them hold responsibility for 
the bad business decisions and financial 
invesrrnenrs that made the group one of rhe 
pooresr guilds in the city. 

Murdeth Falconlover: Dwarf Expl8. 

Grand Master Mason (12): Expl5 

Master Mason (Varies): Expl 0. 

Journeyman Mason (Varies): Exp5. 

Apprentice Mason (Varies): Expl. 

I IIC iviasvrrs UUIIU rid3 rirrie ien IR 11s treasury. I ne 
most significant itern to be found in and around the 
guildhatl is  Murdeth's token o f  ofice - a beauti- 
ful gofden necklace encrusted by a large sapphire, 

!OO FP on worth 2,000 gp. He also carries a sum of; 
his person, 

t 



T h P  !&sons Guildhall 
.- one seeking to employ 

its members. It holds r 

This small, well-maintained business looks 
like any other of i t s  kind, save for an un 
large attic and the series of odd noises whic 
from it on occasion. The main floor is 
between the shop and living quarters for tht 
Heronocle Bass. A sign depicting a needle 
spool of thread hangs out from the front do' 

much 
usually 
h issue 
livided 
3 tailor, 
and a 

or. 

R FB 1 I> F: N T S  

Few would think a small, quiet man like Heroi-rocle Rass 
would be an adept tailor. He's not especially bright, he can 
be quite impatient at times, and his fingers are short and 
stubby. He has demonstrated 3 knack for clrirnsiness on 
more than one occasion. Nevertheless, his clothes are of 
superb manufacture, and he charges exorbitant prices to 
garb some of the wealthiest clients i n  town. He does a l l  \ \  

There? a reason that they wonder: He's a fraud. 
Bass started life as a drifter and a ne'er-do-well, wander- 

ing the countryside with little purpose. He would work at  

odd jobs when he could, but his inherent laziness meant 
that he couldn't hold anything for long. FTe often resorted 
to thievery, and more than once lefr towns with angry 
mobs at his heelq. 'Then one day he stumbled across a 
wondrous invention, buried in the woods near his latest 
residence. It turned out to be a giant clockwork spider the 
size of a Iarge dog. Pressing his hand to its golden body, he 
inadvertently activarcd it, and was delighted to find that 
it obeyed his commands. Moreover, it could weave cloth- 
ing our of the spinnerets in its rear, magicaIlv producing 
any form of thread and weaving it into stunning pieces of 
clothing. kfter ordering the creature tu create a new suit 

that despite living a and spendrng many 
of his days playing cards with hi3 noble cIicnts. People 
actively wonder where he h d s  the tme to make such 
marvelous clothes. 

lor him, he smuggled it into the city, where he let it ensure 
that he never worked another in his life. 

Meronocle Bass: Rog4. 
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Hemnock keeps about 5QO gp and 400 sp around 
for casuil  spending. He’s been known to go 
through that much in a single night. 

HFRONOCL,F BASS’ 
ARACHNID TAILOR 

Constructed with a stunning combination o f  
mechanics and magic, Bass’s clockwork spider is  
a one-of-a-kind creation whose price is inestimable. 
It has two modes: active and inert. The first person 

it 
“Y 
tot 

L ~ I I Y  I L C I T I ~  III 1 t 5  J ~ W S  VI i r i i i i i i  ridrrri, 11. rrivves quite 
quickly, and can follow complex orders to the letter. 
Upon command, it create any piece of clothing its 

who touches it in i ts inert stage both activates 
and becomes i t s  owner. The spider will obey a 
command which the owner gives. Though it cann 
~ ~ - - ,  :*-.-.- :.. :Ar -I :-A:-. L---- ’ L  -- - - -  - 

owner wfshes - spun from any kind o f  cloth from 
burlap to silk and in any color or pattern specified 
(if unspecified, it will use basic wool). It cannot 
r r o q t n  ifnrnr n n  I+ nF lm-+Lmv --+*I - : - : I - -  .-.-a- 

rial; only c-loth. Each article takes appro, 
minutes + Q  create, and will fit i ts  inter 
--x--Lq I -  . A . J L l  . . . I  I .  

L I L ~ L L  I L L  1 1 3  VUL Y I  I F U L I I F I ,  l l l C C U l  V I  3111111d.1 I I ld lC‘  

tirnately ten 
ided owner 

PerieLriy iproviaeo rne spraer can see nlm or her or 
is  provided measurements). It will create a total of 
500 articles ofdothin for i t s  current owner. Upon 
cornpleticn of the 500 h .  , it will ’ irnmediatery EQ into 

, -  

inert mode, curling its legs and becoming immobile 
as a stom. It will not activate again for that owner, 
and will -w-min inert untit a new owner touches it, 
upon which time it reactivates. 

The sp”der i s  about the size o f  a large dog. 
Though non-intelligent, it understands its owner’s 
cornmanls, regardtess of the language spoken. It 
has 40 hp and a hardness of 15. If in active mode, 
it will flee upon receiving damage; in inert mode it 
does notbing. 

Caster I.eucl: 1 zfh; Prerequisites: Craft Wondrous 
Item, anirnate rope, web; Market frlce: 70,000 gp. 
Weight: 20 1 b. 

A C I  IV In 

f i e  spider remains in the tailor’s shop, Iodged in the attic 
where it has spun a huge web of wool threads. Every time 
Bass receiws an order, he simply goes upsrairs and has the 
spider create it for him. It’s worked out exceedingly weU 
for him so far, and he doesn’t see his fortunes changing 
anytime soon. 

Bass’ chthing sells for twice the prices listed in the 
~Iuyc r i  nnitdbook. It is o f  exceedingly fine manufacture, 
and ifproperry cared fot, will last a Lfetime. 

1 Basss tenure w t n  tne arachnrt 
it goes into inert mode, which 
happy days unless he can I> re; 
one else to reactivate it, and 2) find som 
the PCs - with whom he can entrus 
and split his profits. 
The spider’s original creator - a g 
named Olaf Grimrnsson - asks the c 
him track down his missing creation ar 
not being abused. 
Bass begins using the spider to ferry 1 

ous underworld types who suppiy his 
(the Ladies of Luck Gambling Parlor at location G14, 
and the Thieves Guild at location G3 are two of many 
possibIe destinations). He only sends it our at night. but 
otherwise takes few precautions in hiding its presence. 
Repom soon begin circdating of a “giant spider” i n  the 
district, which the PCs are tasked to hunt down and 

iornes to an end. 
111 the end ol his 
t h e  needs some- - 
leone else - l k e  
t with his secret 

nome illusionist 
haracters to help 
Id ensure that i t ’s 

I 

I 

messages f 5  vari- 
i iXlicit pleasures 

destroy 

LZS. T H E  ASSASSINS’ DFN 

d wrde building of simple brown brick stands at 
the corner of two lengths of paved streets. A sign 
that reading, “Local Arts and Crafts” hangs from a 
h m = m  rahnii~ tkn m3in A m n r  >kchirh leads into the 

A small group of assassins operate out of this large house 
in the midst of the Artisans District. They take on the 
guise of craftsmen specializing in small trinkets, such 
as amulets, simple jewelry, painted beads, and the like. 
The group operates clandestinely and no one in the City 
Guard suspects them of the many crimes they have com- 
mitted over the past ten years. The gsoup’s covert identity 
depends on a small smuggling ring from which it pur- 
chases barbaric and foreign arts and crafts. They sign these 
items with made-up names and call them their own before 
selling them in the simple store they operate from the first 
floor of thi5 residence. 

The first floor ofthis house serves as the main shop and 
storeroom, from which at least two members ofthe group 
pose as artisan sellers. While three large workshops take 
up most of the second floor, none in the group actually 
use them to craft goods. Instead, they serve as an elabo- 
rate and highly believable front to make visitors (some o f  
whom may be a curious Civic Guard patrol) believe that 
those living here actually craft the items they sell. When 
the group needs t o  hold a meeting, its members use one 
of these workshops to discuss possible contracts and other 
matters. Upon the third floor, private chambers and a hid- 
den alchemical lab (accessed through a secret wall panel) 

‘ 
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duce simple poisons take up most 
erent Secret cupboards also hold 
all sorts of clothing and makeup 

h"t Y"hU'z.C. 

JTS 
Sinara the Ruthless, an experienced asTassin, the 
ias thirteen members, all masters of stealth and 
:. Sinara trusts nQ one in her gang, and keeps a 
le on all her operatives. Most of these cutthroats 
,IS internal spies and report anvthing that goes 

in thy organization, unaware that seven1 of their 
do  the same. Thus Sinara keeps on top of things. 

L she pays and n e a t s  &e member5 of her gang weIl, 
no O R E  questions her leadership and all remain loya1 to 
her. She COUMS Wittold Virtian, a cleric on permanent 
rerainer from the Priests of Cahmity (location Js), and 
Lena M+I, a cunning woman who enjoys charming 
her victims before slitting their throats, among her most 

The third floor of  the Assassins 
----**I -L t -  .~.-"-^ -+ ,,t,*. .I 

trusted and skded members. 

Sinara the Ruthless: Half-elf AssassinSJRog6. 

Wittold Yirtian: CI r8/As s a ss i n 5. 

Lena Myrtik Elf Rog7JArsassir-14. 

Assassins (10): Rog5JAssassin2. 

' Den contains easily 

for disguise, a5 well as about forty doses of differ- 
ent types o f  poisons. Sinara user, a garrote and a 
pair of+2 duggm, and carries a vial with five doses 
of medium spider venom poison. Virtian uses a + I  
wounding shortsword. Myrtit carries four potions of 
eagle's rdendor and a vial with oil of taggit poison. 

LuiiLcdiduir wedpuiib, ( I I ~ K C L ~ ~  and clothing perfect 

- 
Y V  I 

ACTIVTT1' 
Sinam and her two lieutenants often discuss how best to 
use their growing lirt of contacts, and frequently argue 
over which jobs they shodd t k e .  Their services do not 
come cheap, and only the richest can afford to hire them. 
Sinara is far ma cautious to allow her clients tu meet her 
at the shop. Instead, she arranges a meeting through third 
parties, and she and her colleagues arways meet wirh their 
clients in disguise. Thanks to Virtian, they have a long- 
term contract with the Priests o f  Calamity, and hunt down 
enemies of rhe order on a re&lar basis. They have also 
works fcv seven1 of the ciry's nobIe families on occasion, 

i and the r ' moblems 

7 .. _II_( 

hieves Gudd sometimes tasks Them ra remove 

l l n O K S  
* Lf the PCs have made an enemy of some importance 

in the city, that nemesis hires Sinara and her group 
to kilI them. For days, the assassins follow and study 
the Pes, waiting for the opportune moment to str ike 
- preferably when each of them is alone, sleeping, 
QT othetwise vulnerable. If the PCs survive the first 
series of attacks and manage to catch or hlI one of the 
assassins, they might learn (through subsequent inter- 
rogation or investigation) that one of [heir assailants 
was seen around the small shop nin by Sinata's group. 
Myanwhile, the attacks continue, as the assassins shoot 
poisoned arrows from rooftops and use spells or stealth 
to surprise their intended victims. W*ll the PCs uncwver 
Sinara's base of operation and put a stop to the group's 
activity' WdI thev cut a deal with Sinara and persuade 

This edifice of pale gray stone looks rr 
miniature castle than a place o f  busine 
fashionable wooden sign hangs from a pc 
- 7  . I  . I I. t . I . .. 

The dwarf Markon and the elf Renfinielle, both experi- 
enced weaponsmiths, work together in this Fimple shop 
to produce some of  the most wonderful arms and armor in 
rhe land. sometimes, they hire wizards from the Academy 
District to enchant some of the items they fashion, but 
mosr of what they make serves decorative purposes only 
and is not intended €or combat. Kings and champions, 
as well as rich nobles, merchants, and adventurers prize 
these items, even though the great m:llority can only be 
used to decorate a hall or the rop of a fireplace. 

Altbough not a public institution, the k r n o r y  relies 
on the protection of the Civic Guard as we11 as several 
experiencpd mercenaries, lest its small but highlyvaluable 
inventory disappear in the dead of night. Because it often 
supplies the city's military and political elire with m a z -  
ing ceremonial armaments, the City CounciI ensures that 
members of the City Guard keep a close eye on rhe place 
a t  a11 times. 

RES 1 n F NTS 
Master Markon specializes in fashioning plate armor, axes, 
hammers, and dwarveh cultutal weapons. RenfinielIe 
prefers to craft long blades and sqlized suits of sale  
mail Because they specialize in beautifill decorative and 
ceremonial arms, almost all (YoQ$ of the armor they make 
breaks on the first critical hit they receive, rendering 
them only half 3s effective for die remainder of combat, 
and totally useless once removed. Similarly, 90% of the 
weapons they craft break on a natural attack roll of I. The 



w i w r  item> rnry Lreate are also nigniy sryiizea DIIT of mas- 
terwork quality. Some have been enchanted by wizards 
who occasionally work with them, giving them more of 
a permanence. 'fihese a r m s  and armors COST a t  least twice 
as much as thcy would normany, bur they are extremely 
beautiful and function as normal masterwork arms and 
armor. Mnrkon and Renfinielle usualIy only crafi such 
weapons when commissioned (and paid in advance) tu do 
SO. A handfhl of assistants work for them. 

Markon: Dwarf Expl6. 

Renfinielle: El f  Expl4. 

Assistant Weaponsmith (4): Exp4. 

Severa! weapons and suits of  armor 
A - - . - . -  I L  .iI r I #  I . I  

of intricate 
uesigns (DUIIT rrom golo, aecorarea with silver 
threads, studded with emeralds, and so on) are 
available b r  sale a t  the Armory. While most ofthese 
are not very practical in combat, they are worth a t  

j the standard cost listed in 
There IS also 5,750 gp in a 

IWCKEU 54 c I S U C C ~ ~ ~ I U I  OC 30 Onen Locks check to 
'5 ofice 

. .  
least twice as much a: 
the PiayeJs Handbook. 
l*+l.*,l --r- I r..1 

crack), hrddkn in the master weiponsrnith 
(successful DC 15 Search check to find). 

A C'r I v ITY 
Anyone can purchase decorative arms 
or ceremonial suits of armor from the 
Armory, as  long as they have enough 
money. Ailventurers who wish to gain 
especially well-designed and stylish 
weapons r w  armor can pay the master 
weaponsmiths to build some for them, 
E d  Markon and Renfinielle only 
accept such work from people they deem 
law-abidinq and trustworthy, and all cus- 
tomers nped to pay for the irems ahead 
Qf time. 

HOOKS 
Someone recently managed to enTer 
the Armory and steal a ceremonial 
word oF the highest craftsmanship. 
The item, embedded with emeralds 
and sapphires, is worth over S,OOO gp, 
The smiihs offer a rewards of 5,000 g p  
to whoever can recover the weapon. A 
few weeks later, a beggar apptoaches 
the PCs saying that he has seen the 
sword a n d  knows where to fmd the 
item. If they pay him, he leads them 
to a house in the w;IvaI District (!oca- 

tion 0 1 3  ) and says that the man living 

mere owns tne stolen sword. ~t que5 
beggar swears that he never saw the 
he knows (another beggar) has seen thi, 
IT. He speaks the truth. However, the rn 
a noble and d u e n t i a I  officer in the c! 
chased the sword without knowing it ha 
Will the PCs try to get the sword from ! 
accuse him of stealing? Or wdl they cc 
reriirn rhe item to i t s  rightful owners (an 
them track down the real thieves)? 

5 man cartying 

I 

an in question. 
ity's Nary, pur- 
ad been stolen. 
him? will they 
lnvince him to 
d possibly help 

This picturesque shop is decorated with deli 
trimmings, giving the impression of a child's 
house. The window is  full of children's dolls 
done in amazing detail. Their features, their cloi 
and shoes, even the rings their tiny litt le ha1 
are all breathtakingly realistic. Some of them 1 
an jfidescribabte glow about them, suggesting 
doubt, that magkc was involved in their creatfor 

Inside, the shop features more dolls displ; 
in a series of glass cases, a s  well a s  a scale MI 

'dpalace'' where they can be posed. 

I -  

.. . . .. . I  . -  

.... . - . .  
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iterling reputation throughout the city, 
y the wealthiest famdies.The shop has 
ning an eIaborate assembly operation 

~ ~ ” ” ~ ,  ,,,.hes, and similar elements. The rear of 
>p has a writing desk full of business notes, whde 
hper story contains a COZY kitchen and sleeping 
-S. 

RESTDF 
The sh 
self-ce: 
loved i 
could : 

NTS 
opkeeper i s  ElsbTth Volanta, a powerful and rather 
ntered witch. She always had a fancy for d o h  and 
mbuing them with enchantments, but while she 
memble decent dolls herself, she felr they bcked 

rhe high level of qualitv necessary to deserve one of her 

7-; 1 

>pCll>. 1 1 1 > L T d U ,  31113 iUl l l lU dllULYlC1 Wd:/ LU g C L  W l l r l L  511C 

wanted. She came upon a band of pixies in the forest one 
day and cast a charm ~ Q F I S ~ C Y  spell on the lot of them. Now, 
they work downstairs in her basement, assembhg dous at  

a blistering pace in order to keep their mistress happy She 
considers it fair treatment for a11 the mischief h e y  must 
have caused in their lives, and they of course, are eager to 
please rheir new friend. 

Elsbeth Volanta: Wiz8. 

Pixies (205: As per the Monster Manual. 

At any  time, there wit! be between 20 and 30 dolls 
for sale in the shop. They are exquisitely made and 
worth an average o f  75 gp apiece. The most expen- 
sive have minor magical effects, designed to delight 
and amuse their owners. These masterworks are 
worth no less than 200 gp apiece, and some have 
gone for as much as 500 gp. Consult the table in 
the sidebar to determine a given doll’s effects. In 
addition to the dolls, Volanta k e e p  7,500 gp in 
gems and jewelry in the upper levels; she carries 
two scrolk of cham monster and a set Q f  bracers of 
armor +2 with her a t  al l  times. 

To deterw 
below or c 

F1,STEFTH VOLANTA’S 

kine a doll’s abilities, roll on the table 
hoose one a t  the DM’s discretion. 

W 0 N D R 0 US I) 0 T A T S  

I ABLE L I: UULL’S MAGKAL EFFECT 

Rolf E k t  

1 
2 

The doU sings a lullaby chosen by whoever is holding if 

The doll emits lights similar to thrise offireflies. 

The lights remain within 5 ft. ofthe doll and wink 

out after 10 rounds 

T h c  doll amears to  drink frauids thou& its mouth 3 

TABLE L1: DULL’S MAGKAL EFFECT 

Rolf E k t  

1 
2 

The doU sings a lullaby chosen by whoever is holding if 

The doll emits lights similar to thrise offireflies. 

The lights remain within 5 ft. ofthe doll and wink 

out after 10 rounds 

T h c  doll appears to  drink frquids though its mouth 
The doli laughs softly when it IS hdd 

The doll’s outfit subtly changes color 

The doll glows slightly, provrding modest illumination. 

The doll’s hair can vary in length on command, 

and regrows tf cut. 
The doll 1s warm to the touch. 

The doll appears to smite upon coinrnand. 

The doll claps its hands upon command. 

3 
4 

5 

6 

7 

8 
9 
10 

, ,  

4 

5 

6 

7 

The doli laughs softly when it IS hdd 

The doll’s outfit subtly changes color 

The doll glows slightly, provrding modest illumination. 

The doll’s hair can vary in length on command, 

ACTIVITY 
The pixies spend day and night working on the dolls; their 
tiny hands allow them to shape the limbs in exquisite 
detail, and to create clothing as perfect as any full-sized 
outfit. Volanta spends her time either catering to her 
clients or attending one of the many parties to which she 
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the dolls herself. EVFV morning, she casts the c h a m  mon- 
sterspelj. anew, ensuring that the pixies remain loyal to her. 
when  not m a h g  dolls, they stay silent, their invisibiliv 
masking them from any prying eyes. 

HOOKS 
The pixies break free of Volanta's enchantment, wreak- 
ing havoc on their former mistress. When they are 
througk with her, they turn their attention on the dolls' 
owners, making their lives miserable with an endless 
series of cruel pranks. At least one of those harassed 
owners hires the PCs to get to the bottom ot+ the mat- 
ter. 
One of the doIls is accidentally created with the pixie 
ability to cloud minds. Whoever handles it with their 
bare hand? must make a successful DC 15 Fortitude save 
or lose nE1 memory as per the pixies' memow loss ability. 
Volanta wears gloves when she handles a11 the dolls (she 
doesn't vish to accidentallv sully them) but. others may 
not be 55 lu drv.... 

L 2 8 ,  HABFRDASPTFR 

are expensive and of high quality; the hats are ma 
o f  fine fabrics while the canes are all carved frc 
rare andlor exotic wood. A sign above the coun 
-. ._ .-.. c. P I  I I I. , r  

This neatly-kept shop sports a picture Q V ~  
A . - ' - - '  . . , t . I  . I . ,  r 

:r the door 
aepininp a man s nas nanging coc~iry mom the end 
of a cane The interior is decorated with a wide vari- 
ety of hats and headgear, along with walking sticks, 
cloaks, and similar accouterments. All ofthe items 

I& 

>rn 
ter 

gives raIes Tor [rems ana aewery, ana a p a r  ot mir- 
rors, set L I P  opposite each other, allow customers to 
inspect tlie look of  the wares on their heads. 

RFSl DENTS 
The haberdasher, Orville San Juste, has practiced his a f t  
for over twenty years. FIis bats are expensive, but his 
clientele have made him very successful, aIlowing him to 
expand into cloaks, walking sticks, and similar items. The 
sale of a singre hat, he claims, i s  enough to keep him in 
business for a year, and the regular traffic of  well-dressed 
dandies into his shop give5 proofto his claims. 

In Truth,  it's a l l  a sham. San Jwte sells some of his hats, 
but not nearly enough to keep the ~ O O T S  opm. Desperate 
to avoid closing his shop, he took on a side job several 
years ago, &ch ROW forms his primary means of support- 
ing himself spying. For a fee, he will case any building, 
shadow a r y  person, or peer into any window which h i s  
Clients - his real clients - pay him to. He's even better 
a t  snooping than he was at making hats. 

Orville San Juste: Rog6. 

>an lusre s savings total LUU gp, wnic 
a 5trongbox behind the counter o f  his shop. He has 
a cloak and boots of elvenkind, which he uses on his 
snooping jobs. Me also carries a modified sword 

L 

- .  
cane for protection (treat as a rapie 

ACTJVI'IY 

Sari Juste mainly works for the Thieves Guild, helping to 
case houses for theft. He normally makes two runs a t  a 
given target; the first he undertakes in normal garb, with 
a wrapped hat which he is pretending to deliver. When 
approached, he feigns being Iost WT unable to locate his 
"destination.q The second excursion he takes while wear- 
ing his magic cloak and boots, striving TO remain hidden 
while he observes his target fQT as long as he can. He uses 
a similar tactic while shadowing people: he appears as a 
haberdasher once, pretending to trave1 to an address very 
close to the targets. He's found that a bright outfit, while 
drawing atrention to him, diverts attention away from 
his face. Thereafter, when he follows them in his magic  
cloak and boots, they are far less likely to norice him. The 
method works surprisingly well, and San Juste has never 
given his customers -his veal customers whom he insists 
meet him clothed in their finest in order to defer suspi- 
cion - any reason to complain. 

H001CS 

The PCs are targeted by the Thieves' Guild for some 
reason (perhaps a t  the behest of a n  enemy), and San 
Juste is called upon to gather intelligence on them. He 
gains entry to their place of residence by appearing to 
deliver a hat to them, which he claims is a gift from an 
anonymous admirer. Later, when thev are robbed, the 
hat is left untouched - a clue, perhaps, about whu has 
robbed them. 

L Z 9 .  N O R D J K A R ' S  SHOE STORF 

A high plaque of  brown marble, inscribed with 
the image of a shoe, stands in front o f  this large, 
two-story, golden-hued wooden building with an I impressive stone colonnade. 

This fancy-looking store sells decent shoes made of lcath- 
er and cloth, as well as some speciahed items difficult to 
find anywhere else in the city, such as neatly carved [and 
surprisingly comfortable) wooden clogs, fur-trimmed 
moccasins made out of wyvern hide, and stylized sandals 
laced to the ankIes with fine silk strips. A wide rack fded f - 
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le qualiryj because 
1st pay a costly rent 
!), owner of the lot 
'ares. Still, the qual- 
y their high prices. 
zar can be found at 

A building o f  red brick held 'by thick layers of pale 
gray plaster stands out from the others. Larger 
than most of the residences around it, this house 
also has a dark green roof of imported tiles found 
nowhere else i n  the city. The grounds around the 
place are well kept and a large sign depicting a 
polished gem stands in front of the place, right next 
to a pair of massive oaken double doors. Two men 
clad in fine scale mail armor and armed with bat- 
tleaxes guard the sole entrance. 

ving selling shoes. 
itions that most of 
lo with rheir lives. 
xencly retired. Ne 

family store. The 
ent by themselves RFS1,3e.,rs 

so. 

. .  

Nodikar Family Memkr (8): Expl . 

The Nordikar family owns a great in\ 
I .  1 I.. I . 1 * . 1 .  . I  . . . .  L . . - -  

fentory of 
nign quaiiry ana sqtisn snoes, ~ 0 0 1 5 ,  sandals, and 
clogs. They import some of what they sell from 
foreign lands, and gain the rest from local cobblers. 
Maintaining and renewing their inventory (as well 

I f  their 
1 Lock 
neta ry 

as  their exuberant lifestylis) uses up most o 
money. A small safe (successful DC 75 Ope1 
check to breach) contains the family's ma 
fortune, a mere 400 gp. 

HOOKS 
A shipment of fine shoes, inchding several special 
orders for rich and powerful clients, never arrived at 

Nordikar's Shoe Store. Worried that this might affect 
his reputation, Henvik hires the PCs to investigate. As 
it turns out, a p u p  of OK b r i p d s  from the Hismanoid 
District stole the wagons full of shoes and scared the 
merchant and his men SO much that they returned to 
their foreign home without bothering to inform the 
Nordlkar family. WiIlthe PCs be able to recover all  that 
was stolen? Will they locate the secret tunnel (location 
B31) leading out of the Humanoid District? 

I 

Lucia Sorianne never produced anything on her own, 
but instead became an expert a t  modifying the works of 
others. She buys stolen goods from a group of smugglers 
operating from the Naval District (run by a handful of 
Navy officers who graduated from the Naval Academy; 
see location 026). She makes a small fortune reworking 
and reselling the stolen goods sold to her for a portion of 
their market value. The smuggIers are not her exclusive 
suppliers, however, and she also trades with many legiti- 
mate merchants. Sorianne's brothers, Sorion and Ribanon, 
ensure her protection, with the help of some hired blades. 
They also help her a t  the srore; the place remains opened 
from noon until nightfall. 

Lucia Sorianne: Rogl2. 

Sorion Sorianne: Ftr9. 

Ribanon Sorianne: FtrS/Rog3. 

Experienced Mercenary (5): Ftr5. 

The inventory of Sorianne's Fine jewels rem: 
under lock and key at all times. They total c 
i o  nnn _ _  ;- ..l~..I * - A  *L, ,,re - - -*-:-:--*L-~ 

1 
iins 
wer 

one of the strongest in the city (successful b C  35 
Open Lock check to breach). Sorianne wears a 4-4 
leather armor under her clothes for protection and 
carries a pouch with 800 gp worth o f  gemstones. 
Sorion wields a masterwork greatsword and wears 
a +2 chain shirt. Ribanon fights with a +2 rapier. 

I0,YUU gp 111 V d t U C ,  dllU lllt: >dlC L U ~ l l d l I l l I l ~  LIlCIn is 

Both brothers carry a pouch containing approxi- 
mately 60 gp. 
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of the item's actual worth, to reflect the additional work 
required to make them salable. 

For all of the underhanded deaIings going on here, 
Soriame's clients have never caught on. Only 
an extremely select clientele, mainlv corn- 
posed of rich noblemen from the city and 
the environs, frequent this store. Visitors must 
take an appointment to enter Sorianne's Fine Jewels. Once 
inside, tht. proprietor and her brothers keep a close eye 
on them. ' hey  conduct their business briskly and profes- 
sionally, with the aim of closing a given deal as quickly as 
possibie. 

, 

UOKS 
Following the deposition of two informants (now 
under die protection of the Civic Guard), the City 
Council hires the PCs to investigate Sorianne and 
discover how she obtains the goods she modifies. 
To do so, they can pose as interested buyers, orga- 
nize stakeouts, or try to infiltrate the store as rnercenar- 
ies. Ifthev uncover the truth, the PCs find out about the 
smau smugghng ring run by rogue Navy officers. 

ZJI. ORIBFLLF AND SONS: EXNF 
CjARFIFNTS AND ACCFSSORLFS 

This simole but large wooden bui 
r . I  

6" yy'*' 

that reads, "Oribelle and Sons: Fine Garme 
and Accessories" hangs on the facade wall o f '  
second .~OOT. 

RFSI De&'cs 
Tenda Wbelle operates this small workshop and store. A 
widow at T fairIy earIy age, she managed to raise three sons 
(Oribo, Murbek, and Norbo) while running a prosperous 
business a l l  by herself: She i s  known for rhe fine quality 
of her work and her fair prices; she recently decided to 
sell her entire srock at a large discount. She also looks for 
potential buyers for her house, hoping to fetch a good 
price for it. The reason behind Oribelle's recent actions 
remain t idea r ;  she telIs her customers only that she 
needs a change of scenery. 
h n-utli, OribelIe's three hellraising sons recently got 

into trouble, and she works hard to accumulate enough 
monev for them to start a new life for themselves in a 
foreign land. She herself, however, does not plan to leave 
with them. If she sells her house, she will go live with 

house at the edge of the 
Entertainment District. 

Tenda Oribelle: Expl l .  

Oriba Oriblle: Exp7. 

Murbek and Morbo Oribelle: Rog4. 

condition. Upon the second floor, a smal 
chest (successful DC 1 5  Open Locks check 
contains the family's accumulated wealtl 
Tenda plans to give to her sons: a total of; 

Oribelle's inventory. Each could be resold for a 
good price (705% of  the listed cost En the Player's 
Handbook), since all of them are in perfectly new 

I locked 
to pick) 

I ,  which 
!25 gp. 

ACTTVTm 
For now, anyone can purchase f i e  clothes for half the 
usual price as this store. Oribelle also offers an additional 
discount for those who purchase five items or more. A PC 
wishing to buy the house from which the clothier works 
and Iives can also get a good price, but Tenda wanm a t  least 
80% of the market value for her home. She also refuses to 
sell to anyone she suspects has contact with the Thieves 
Guild. 
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* A friend of Tendis - a rich pan 
harbor romantic feelings for her 
convince the widow not to leave 
offer protection, help in fashjonin 
the shop, and anything else she n 
change her mind abour Ieaving tom 
they might win her friendship an 
that of the rich noble who hired thi 
guess why she wants to leave the c 
walk i ~ t o  a grander adventure {see 

L 3 2 .  T H E  CARWFNTFRS7 GTJTLDHALT, 
.on who happens to , 
- hires the PCs to 

town.The PCs can 
g clothes or running 
eeds, but they must 
m. In this adventure, 
d respect, as well as 
:m. ISthc PCs finally 
iry, they might even 
the Quest section). 

This imposing structure lies in the eastern part of 
the district. It stands three stories high, made of 
hkghly polished white wood varnished to a glossy 
finish upon which the sun'5 rays s h i i e  brlghtfy. Its 
walls form an imposing barrier, and flowers o f  al l  
sorts fill almost the entire length o f  i t5  private back- 
yard. No two windows or doors from this building 
are identical; each was shaped and painted to rep- 
resent a different form. A perfectly round stained 
glass window representing the planet's continents 
stands right above the main door. 
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design, constructed from ddfrrent types of rare and highly 
precious imported wood. This large structure serves as 
a meeting place for all carpenters in the ciry, and also 
houses the offices of the Carpenters Guilds leadership, 
as well as stores of tools and raw materials needed for the 
trade (which the Guild offers to i t s  members at discount 
prices). 

RFSTDFNTS 
One of the district's most d u e n t i a l  politicians, Nolan 
Wwhan, currently leads the Carpenters Guild. A master 
carpenter in his own right, Wyrthan struck it rich when 
the city cnmmissioned him to build dozens of dwellings 
in four different districts. Following a few good invest- 
ments in local shops and taverns, Wyrthan eventually 
became one of the richest men in the district. He still lives 
in a modest house with his family a few blocks away, but 
spends most of his time here. 

The f i s t  two floor of this eddice stores all sons of rare 
timber, nails and other materials, as well as carpenters' 
tools. A huge meeting hall dominates rhe second floor, 
while the third holds o€fices, and private aprtments used 
by membcrs of the Carpenters Guild, including the six 
grand guild masters. 

Great Grand Master Nolan Wyrthan: Expl7. 

Grand Master Carpenter {S): Expl5. 

Master Carpenter (Varies): Expl 0. 

journeyman Carpenter paries): Exp5. 

Apprentice Carpenter (Varies): Expl. 

The Carpenters CuFFd 
I F  . . I  
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which requires at least three different keys t 
(kepi by Wyrthan and two Grand Master: 
the G u W s  accumulated wealth to date: 11 
. .--L TIL.- I-__. - _  - r - -  I _ - - I  

hall holds a t  least 5,000 gp 

o unlock 
; I ,  holds 
3,000 gp 

w u r w  V I  win>. I r i i5  rr iur iey pdyb lor iegcli fees, t he  
upkeep of the Guildhall, the salaries of  freefancers, 
and other things the Carpenters Guild might need. 

wnrth n 7  rmii materrslc anA tnnlc A Inrbod chess, 

The chest requires a successful DC 30 Open Lock 
check to  pick without the keys. 

ACTIVITY 
The Carpmters Guildhall welcomes any member of the 
Carpenters Guild as well as those wishing to hire carpen- 
ters for work. AT least two grand masters remain at the 
Guildhall a t  dl times. Twice each month, the Guild holds 
a n  assemhlv for all its members. During this time, the 
grand masters inform the membership of all things per- 
taining t~ the business end of their craft, including new 
development projects, possible empioyment opparruni- 

ilea, a n a  b u  urt. Tor a bmaii ree, m e  L a  

also offers weekly workshops on difEe 
niques to all its members. 

HOOKS 
Members of the Carpenters Guild 
bridge a few miles outside the c i i  
destroyed by a band of ogres who 
trouble in these pans  for years. The Guild hi 
TO provide protection to the men and womt 
on the bridge. The PCs have to face the og 
gnoUs and orcs working for them, and eve 
powerful war chief leading them. 

L33.  THF SUNKFN ERICjATF 

:en 
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:n H 
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build a 
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stirring 
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This building i s  shaped to resemble a grr 
ship, half sunken into the ground. It looks 
place amidst the shops and houses of  the t 

?at war- 
s out o f  
iistrict. 

iilding one Many consider this strange but elaborate €n 
of the architectural wonders of  the Artisans District. 
Fashioned long ago by a group of unknown carpenters 
and sculptors, the Sunken Frigate artracts many tourists all 
year round. A rich scdptor named Cernor once used the 
s ~ ~ ~ c t u r e  as a workshop and pIace of residence, but when 
the renowned artist passed away, a group of enterprising 
investors bought the place from his sole heir. The interior 
w a s  then demolished, rebuilt, and converted into a tavern. 
It quickly became one of the most popular establishnients 
in the district. As a secondary business, the family that 
runs the Sunken Frigate (for a conglomerate of rich nobles 
and businessmen) aIso offers catering services to rich ani- 
sans and various trade guilds. This service, however, comes 
a t  a high price. 

RES 1 DE N'I'S 
Run by Bern Afinov, a competent barkeep and cunning 
administrator* the Sunken Figate provides its proprietors 
with good money each year. The place also employs a fair 
number of barkeeps, serving 5tdf, busboys, cleaners, and 
bouncers, many of which hail from the lower echelons of 
soc<ery. Most of the commoners who work at  the Sunken 
Frigate consider themselves fortunate to have a descent 
job in one of the most beautiful establishments of the 
CiV. 

Bern Afinov: Rogl 1 . 

Barkeep (SI: Com5. 

Cook (3): Com3. 
f- 



_ _  - I 

% M ~  TH€ WORLD'S LARGEST CITY 

S ~ Q C ~ S  of food, ale, and wine abound a t  the Sunken 
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Lock check to pick) holds 50-200 gp in assorted 
coin5 a t  anv given time. The exact amount varies 

oing. 

and entefiain- 
-0 a fairly quiet 
nost pan. As a 
rowdy drunks 

:r; the profits of 
y U d .  Lv Y L U I . Y I .  LUL....I .n the Travelers 

District (see location G27), who partly own the place. 
When he does, four bouncers accompany him. 

HOOKS 
Afinov who served the Brakons loyally for many 
years, recenth struck a deal with a group of small time 
thieves. The inexperienced youths convinced him to 
smuggle ale and wine out of the place. At first, Afinov 
agreed to do it as a way ofgerting back a t  his employers 
for not raising his salary in almost ten years. Now, the 
young thugs bully him uut of stealing from the Sunken 
Frigates moneybox. Because he fears the youths might 
denounce his past crimes and cost him his job, he 
agrees to their demands. When a member of the B d o n  
family asks the PCs to investigate why the Sunken 
Frigate is not making as much profit as it uwal ly  does, 
Afinov finds himself caught benvecn a rock and a hard 
place. Wdl he  trust the PCs to solve his problem? 

TJ34. AVBFRT SHOEMAKER 

This small, single-story workshop, in obvious need 
of rer saner and more 
attract . In front, an old 
wooden, >pg,4 y y I L I I  vvulu3 nwbert Shoemakefr 

rizontal 
- 

hangs from rusty chains set upon a hc 
post. 

R FS 1 IJ F Y T S  

A venerable human artisan, Avbert has Iong been recog- 
nized as a mastet cobbler, but his own fellow guiIdsmen 
still considered him an outsider. Though he always paid 
his dues, Avbert never got along well with most other cob- 
blers. Not only has he always been a n  independent and 
headstrong man, but Avbert has also been deaf and mute 

the old shoemaker always managed to s y  informed of 
evewthing that went on within the Cobblers Guild as 
well as in the lives of h i s  chents. Avberr also manages to 
communicate quite well with anyone he meets, a fact that 
usually surprises those who meet him for the first time. 

Everyone in the Artisans District knows Avbert "the 
Deaf Shoemaker." Became he does good work for almost 
half of what orher master cobbIers ask (and also because of 
his calm demeanor and r e s p ~ t f u l  a ~ t u d e ) ,  Avbert enjoys 
a loyal clientele composed of numerous patrons from 
different parts of the city. Nordlkar's Shoe Store (location 
L29) does a brisk business with shoes he makes, and a 
fair percentages of his wares end up there for sale. Mosr 
of rhose who fWqLlCnt his smelly, dirty, and disgruntled 
cobbler's shop, however, hail from the lower echelons of 
society -which the cunning old cobbler finds perfectly 
acceptable. 

Avbert Shoemaker: Exp7. 

Old shoes, strips of leather and lace, vials of p 
and cobbler's tools abound in this small work 
But that's it. Avbert's makes such R margin 
ing that there are no valuable items and littlt 
here. 

olish, 
shop. 
a l  liv- 
: coin 

A C I ' I V  1-17' 

Avbert's shop is open from dawn until dusk, and is SairIy 
quiet mosf hours of the day. When not entertaining a cli- 
ent, Avbert spends his time cobbling new shoes, content 
to let the rest ofthe world rend to its own affairs. 

r1ooF;s 
* Competitors of Avbert spread rumors that he rents 

a secret basement under his worksbop to a group of 
smugglers. Few believe these III~OTS, but some in the 
city speculate on the shoemaker's nature and ambitions. 
Some even begin to believe that the man is not deaf 
at  all, and that his workshop is only a pretext to gain 
a foothold in the city and acquire some information 
about its deniwns. A lowly city o f f i d ,  worried about 
these rumors, hires rhe PCs to uncover the rmth. Will 
They discover that Avbert is as honest as he says he is, or 
will the stolen goods planted by his competitors (who 
also bribed the ciry official to hire the PCs in the first 
place) convince them of his guilt? Aril the m e  culprits 
behind the &air a group of rich husinessmen who wish 
TU see Avbert of OUT business, OT is he truly supported 
by smugglers who won't take kindly to the PCs sticlung 
their noses i n  private business? 

7 since birth. Because of this, many of his fellow guildsmen 
never rook the time to communicare with him; even so 

Y 



An elaborately sculpted well cut out from a single 
block of bright blue stone stands out a t  the heart 
o f  the Artisans District. Though no longer active, 
the well has become an important symbol o f  the 
district's purpose and history. It looks like a round 
stone str,Jcture over which hangs a simple parape 
meant to  prevent dust and other debris from fallin 
'-1- 'I- A - - -  - . J  ._ . I . .L  7 1 . .  . .' . .. . 

It 
g 

1ritr.I it5 oeep ana narrow noie. I ne enure strucwre 
forms th.: shape o f  a gigantic coiled serpent, with 
i ts great head a s  the parapet. It is an impressive 
marriage of artistic form and practical function. 

RFSIDFNTS 
Unknown to anyone else, the unused depths of the 
Serpent's Well now serve as the lair of a coven of  green 
hags, who use their innate magical abhties to beguile and 
seduce victims into their pits to torment or feed upon 
them. h s i t h i n ,  The eldesr of the hag sisters, Ieads the 
coven with intebgence, patience, and charm. Her leader- 
ship has allowed she sisters TO live in the city for almost a 
decade. They have since built pir traps and other hazards 
in their lair, which comprise several naturally carved 
chambers, alI interconnected by narraw corridors. Water 
can still be found into holes in the floor of some of these 
chambers, but most of them ran dry long ago. 

The h a p  use stealth and deceit, preying mostly on 
foreign mGitors of lowly social stations rather than on the 
residents of the district. Alt-hough smart and deceitfirl, 
kas i th in  has  no great ambitions other than securing her 
lair and protecting her fellow sisters. For now a t  least, The 
hags seem content to live in the margins of the society 
thev hate. 

Krasithin: Green hag Rgr7. 

Green Hag (4): As per the Monster Manual. 

The hags have hidden a total of470 gp in a5 ,sorted I 
coins an6 semi-precious stones under various detri- 
tus or rock piles throughout their lair. Krasithin 
carries a fine ivory hairbrush decorated with golden 
inlay (wo.th 125 gp), a masterwork short sword, and - .  
a silver r 'ng (wo>i 12 gp) she took from the 
victim she killed when she arrived in the distric 

first 
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ine nags typical nunnng parrern is I 

unwary traveler, and then lure him to 
as lovciy women who have become lost. 
hag wilI disguise herself while the othe 
bottom of the welI. The disguised hag u 

isolate a lone of 
le we11 by posing 
Usually, onlv one - 
r two wait a t  the 
ill claim to have 
Q t h e d S e  entice I 

h, she grabs him 
XI jumps in after 

dropped something down the well, or 
her vicrim near. When he's close enoug 
and quickly forces him into the hole, thd 
while her companions bludgeon the hap1 
mission. The tactic is devastatingIy effec 
have honed it into a fine art. 

The hag's lair contains several pit traps, as detailed in the 
Dungeon Master's Guide. They often hold their victims a t  the 
b m o m  of tbese pits while tormenring them. Their exacr 
placement i s  up to the DM. 

ess s o d  into sub- 
rive and the hags 

HOOKS 
Alocal accidentally fell down the well, and the denizens 
of the area ask the PCs for their help. As they descend 
into the murky pit, the PCs realize that the man who 
feu is nowhere in sight. Instead, they discover rhar a 
network of corridors extends under this portion of the 
district. As they explore the place, zhev encounter the 
green hags, who attempt to lure them in the various 
traps they set up throughout the place. Will the PCs 
defeat the hags and save the fallen man, now a caprive 
of the vile creatures? 

1 ESTS 
The Attisans District is home to numerotis works of art, 
some quire valuable indeed. Quests in this area could eas- 
ilv begin with the theft of a valuable object, which the ipcs 
are Tasked ro return. What starcs oixt a5 a simple robbery 
can blossom into something far more complex. Similarly, 
the Artisans District is an excellent place to sell treasure 
gained from successful adventuring; buyers here reallv 
know their business and are often wlllmg to pay cash. 
Contacts made through sales of recovered gems, jewelry, 
and artwork can lead to more complex adventures, as the 
craftsmen and deaIers whom the characters know lead 
them to larger and more complex storylines. FinaIly, art 
always breeds jealousy, and the rivalries which spring 
from competing artists can have lengthy and complicated 
repercussion. The preponderance of guilds in the area 
creates its own form of politics which a t  times rivaXs even 
the machinations of the city's various noble families. T h e  
disttict i s  one of the quietest in the city, but the ties which 
bind it run deep indeed. Pubng on one can lead to fat 
more rhan the PCs ever intended. 
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Mter ;L night of drunken mer 
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wmaking, Murbek and 
Onbelle’s two youngest 

p of men who appeared 
i d d .  Acting on a whim, 
unconscious and steal a 

:y were carrying to some 
jewels to a pawnshop in 

District (location GI 3)7 and thus avoided the 
;caught with stolen goods.fie jewels fetched 
:e, and the following day the two brothers 
Jeir earnings away. 
tely one of their vict ims recognized the sons 
IS dothier before losing consciousness. A 
:r, men, claiming to be enforcers from the 
1, cornered the m o  bothers while they were 
bo, their eldest sibling, and an old friend. A 
LII an alleyway near the Sunken Frigate {loca- 
ere the group had enjoyed a Iate supper. Two 
d enforcers and Oribo’s friend were killed, 
1s SO severely wounded thar he almost lost his 

A .le enforcers, who lost the fight, left the scene 
vowing revenge. The three brothers are now hiding rlt a 
fnends house - a nondescript d d h g  in the southeast- 
ern corner of the M s a n s  District - in fear of their lives. 

After hturbek and Morbo revealed all that happened to 
both ~ r i h  (who did not know about the robbery) and his 
mother, the widow decided to selI all her goods to help 
her sons escape from the city Devastated by the lost of his 
friend, oribo now tries to convince his mother not to do 
that, argumg thar she wil1 only lose what she toiled €or aU 
of her Me. 

The brothers are unaware that the Thieves Guild actu- 
ally know nothing about the situation. The brothers did 
not kJ1 members of the organization, but. rather a group 
of non-Gudd burglars who later pretended to be guilds- 
men in order to spook the bro~hers. The ruffians work for 
Stavros EImond ofTodson Imports (see location M16). He 
now seeks retribution, but also wanrs to make sure that rhe 
Thieves Guild remains out of the picture - he’s not ready 
to tackle that entire organization head-on. 

There are several ways that the PCs can getinvolved.They 
coukl witness the second encounter between Elrnonds 
men and the brothers, and perhaps even heIp the bruth- 
ers win the fight. They could find out about the trouble 
from one of Tenda Qribelle’s good friends or even one of 
her regular patrons, who suspects something is wrong but 
does not know exactly what. The PCs couId even know 
one of the brothers from a previous adventure. If the PCs 
are members of the Thieves Guild, they could learn about 
the events through the organization’s network of contacts. 
The Gudd would then ask them to find out who irnperson- 
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important allies. Or, more simply, one ol’the btothers, des- 
perate and fearful, could approach the aLvventurets and beg 
for theh help. 

Regardless of the manner in which They get invoIved, 
the PCS should recognize the brothers 35 the true victims 
of this ordeal. While Murbek and N o r h  might not be 
saints, they are no M e r s  either. In fact, they acted in self- 
defense the night they killed two of Elmonds men and the 
only crime they are guilty of i s  robbing from thieves. As 
the PCs discover the course af events that led to the pres- 
ent situation, they may begin to suspect that Ehond‘s men 
were indeed not part of the Thieves Guild. They may even 
decide 10 approach the district’s Overseer of the Guild and 
reveal to him that imposrors used the name and reputation 
of his organization to scare a Few young men. 

The PCs need to get to the bottom of the tale, profect the 
brothers (perhaps even save Norbo from his quasi-rnorral 
wounds), face Elmonds men as they discover the location 
of the hiding brothers, and perhaps even dismantle his 
organization. They can accomplish this with or without the 
help of the Thieves Guild. !f the City Guard gets involved, 
the PC3 may aIso try to recover the stolen jewels and 
attempt to prove that Murbek and Norbo are only guilty 
of stealing already stolen merchandise.?hey could then be 
asked to speak on their behalf durmg their trial. 

s f  the PCs heIp dismantle Elmon& group, they may win 
the friendship of the Thieves Guild. However, they may 
also make a few enemies, as any surviving member of this 
gang as well as anyone who had dealings with them might 
hold a grudge against the heroes. If t . h ~  PCs successfulIy 
protect the brothers, they will makc friends and shes for 
life. The brothers may pmve to be excellent sources of 
information, and the entire farndy might even agree to 
sell them goods a t  a significant discount. Tenda OribeJle, 
howevet, may insist that her sons leave the city, fearing 
that it i s  still too dangerous for her two youngest sons. if 
they remain in the c iq  she may ask the PCs to help her 
refresh her inventory, and perhaps even recover rhe home 
she might have sold during the ordeal. 

TAW L2: ARTISANS D I ~ T R I C T  RANDOM ENCOUNTERS 

dZO Encounter 

1-2 Ci, 

3 -4 Art 

5 Mt 

6-8 Pickpocketphief 

9-1 0 Cra Ftsrnan,Tradesman 

I 1  -1 2 Noble shopper 
13-76 Commoner shopper 

17 Off-duty Wall Guardsmen 

18-1 9 Merchants 

20 A s s a w n  (see location L25) 



suddenly where it meets rhe sea, resulting in water that  
IS dozens of feet deep only a few feet from shore. This 
i s  presumably the result of the same geo- 
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The Docks are among the oldest 
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he fledgling outpost 
m!dict, both internal 

construction of a 
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's Navy, but within a 
, ..__ .. _ _  _ _  _ -  ._,dent merchants and 

wealthy individuals began constructing docks for their 
personal use; they became the foundation for the city 
discrict now known simply as the Docks. 

Historically, the Docks have been home to the impover- 
ished working class that cannof afford nicer accommoda- 
tions in other portions of the city. Sailors and Iongshore- 
men constructed ramshackle housing so that they couid 
have a place to call home afier a long day's work (or at least 
to sleep off the excesses of a long day's wages). These small 
clusters of buildings gradua'lly developed into neighbor- 
hoods, then shops began appearing to cater to the needs 
of the occupants. Taverns came first, then other general 
goods and sundries stores that could profit not only horn 
the residents, but the much larger number of transients 
who camr and departed with the ships that  arrived every 
day. Even in that earIy era, the city's business class realized 
there was money to be made within the Docks, even if the 
residents of  that region had little of their own. 

Dozen5 of ships come and go on every day a t  the Docks. 
During the busier months ~f the year, this number can 
increase into the hundreds. The harbor's reputation and 
relative proximity to major shipping lanes ensure that a 
nevet ending stream of  merchants arrives FQ purchase, 
sell, store, DT transfer goods. As a result, the district's 
wider-than-normal streets are almost always clogged 
with carts, most laden with an infinite variety of car- 
goes. To first-time visitors, the sights (and Iess favorably, 
the srnelis) can be overwhelming. Giants carry colos- 
sal crates, carefully striding alongside hundreds of city 
residents who seem oblivious to the monolithic laborers 
above them. city Guardsmen patrol the district from rhe 
ground, while their aerial camrades do the same atop 
their winged mounts, avoiding the clogged streets and 
keeping an eye OUK for the criminal activities (primarily 
nocturnal) rhat have made the Docks so infamous. Ships 
of every possible size and design, from majestic ocean- 
going gaIleons designed by elven shipwrighrs and bound 
for faraway lands to the tiny, custom-built junks piloted 
by halff ing fishermen, sit side by side in the largest, most 
confusing network of piers and docks that the world has 
ever seen. All in all, it can be quite a daunting sight for 
newcomers, one that makes the other city districts seem 
quiet and calm in comparison. 
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things are somewhat calmer. only  those ships on a tight 
schedule or belonging to particularly unforgiving mer- 
chants load and unload through the night, although some 
do SO purely in hopes of concealing their illicit cargoes. 
The atmosphere in the district changes radically when the 
sun goes down, transforming the Docks from a bastion 
of hard labor and commercialism to om: of long shadows 
and skulking menace. 

The men and women who live and work in the Docks 
have few pleasures in life; drinking is among the most 
popular. When they imbibe to excess, as they often do, 
they can quickly become belligerent, violent, and even 
murderous if the mood strikes them. Violent crime is 
higher in the Docks than in any other c iq  district, and the 
vast majority af it takes place in the evening hours. Civic 
Guard patrols are more frequent and vigorous than in 
other districts, but the transient population and haphazard 
Jayout makes nocturnal patrohng exceptionally difficult. 

LOCATIONS 

The Harbormaster's Tower looms above the 13 
- _ - _  i.:-- _ _ _ _  .- L- rLA _ _  
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see it for the' first time. The hrst few stories are 
constructed of gigantic stone blocks and resemble 
nothing so much as a fortification. The upper lev- 
els are largely wood, and the craftsmanship is  so 
refined that they can only be ofeiverl construction. 
Windows near the tower's peak are large enough 
.r*<*t.+-* -*- &- - - * - - -L- . .4 - l -uL-  -1- _. l A - -  - - - ILL-  
IUI L I I ~ C C  T F I C ~ I  tu rriiri  ~ I I V U ~ U ~ I  tu wouiuer, drtu \ut. 
occaGonal glint of something reflectide can be seen 
in the sunlight, Civic Guardsmen stand sentry at the 
tower's base, protecting each of the rour entrances 
that coincide with the four compass points. 

TheTower's interior is well decorated, and seem oddly out 
of pIace for rhe district sumuiiding it. The lower srories 
hold a number ofoffices for cwtoms officials, each bearing 
the Harbormaster's seal on the door. The lowest levels also 
contain a small barracks for the Civic Guardsmen. 

The upper levels of the Tower are lavishly appointed, 
with a number of privare meeting moms and gtiest cham- 
bers for the Harbormaster's guests. Several rooms contain 
enormous lanterns, ta ensure that the Tower is visible to 
everyone in the harbor at night. The central chamber a t  
the Tower's core is a study, whose trappings suggest that a 
wizard may spend a significant amount of time within it. 

The Tower's basement contains a vast private storage 
mom that can be rented by wealthy merchants to secure 
particularly valuable merchandise. All manner ofextreme- 
ly expensive commodities can be found within, as well as 
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carry through the crime-laden streets. The Harbormaster, 
an elf of noble blood named Elwyn Aer, considers their 
protection a matter of personal honor. 

The tower’s higher levels are well appointed with fur- 
niture and trappings that would fetch a high price at any 
other market. Unfomnatd y for would-be thieves, vim- 
ally eveqhing within the Tower is branded somewhere 
with a small version of the Harbormaster’s seal. Anyone 
in the Docks caught in possession Qf qomething that 
belongs n) the Harbormaster will be tried and sent to the 

narwrmasrer tiwyn Her 

Erryl: E l f  AriSJWiz6. 

Civic Guard Sentries (50): Ftrl-7. 

Bureaucrats (121: Exp3. 

Merchants (varies): Exp2. 

every day: Obviously, this transfer is well-protected. 
The H.irbomaster and his personal staff, a 

dozen or co bureaucrats (including citstoms off-  
cials, accountants, and lawyers), and SO Civic 
Chard sentries are found within the Tower at 
any given point. There are usually a number of 
merchant.; and guests in the Tower on a daily 
basis, perhaps as many as three dozen at a time. 
Merchantq kept waiting to speak to customs 
officials and tax collectors are usually in an 
exceedingIy foul mood. 

Harbormaster Elwyn Aer is rarely seen 
outside the Docks. While the position as the 
District’s representative to the City Council 
is technicafly his, no one remembers the last 
time he attended a meeting. His duties in the 
Docks, it seems, are far more important to him 
than the political maneuverings of the City 
Council. It may also be the case that he finds 
it difficult to face the Chief Elder of the Elves, 
the Elven Districr’s representative, after having 
been exiled from his homeland (see Quests sec- 
tion). Instead, he sends a PtQXy- a n  exquisitely 
beaunful elf woman named Erryl - to serve in 
his stead. What relationship the two have, none 
can say for certain. Theories that Erryl is Elwyn‘s 
d e ,  sister, or daughter are alI equaUy supported 
among those who care about such things. Erryl 
enjoys the political duties she has been assigned. 
She is a skilled orator and a devastating opponent 
in any debate. Although her demeanor sug- 

Humanoid District. 

AFSIIIFNTS 
In addition to the guards, the lower Tower levels are occu- 
pied by a large number of bureaucrats, who oversee the 
collection of taxes and tariffs from a11 incoming and 
outgoing vessels. The storage room in the basement is 
also used ro secure the hrge amount of curren 
ferred to the City Treasury (Tocarion 13) at the end of 

gests that she finds the trade plied in the 
Docks disdainful, her sharp eyes miss 
very little, and she can discuss virtually 
anything happening within the district at 
great length. 
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men here carry standard Civic Luard 
nor: quarterstaff, short sword, short bow 
;bow as their prirnaryweapon, and stud- 

ded leather armor (chain shirt if 3rd level or higher) 
augmented by a small wood shield. The bureaucrats 
have roughly 100 gp apiece. Harbormaster Aer 
carries an amulet ofalam and a purse containing 
roughly ,200 gp in various coins and gems. 

The basement storage room contains roughly 
12,500 gp in various collections, and merchandise 
equal to twice that amount if sold for full market 
value. 

Y 
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Only the most powerful and wealthy merchants and cap- 
tains visit the Harbormaster's Tower. A few dozen assis- 
tmts remain at the docks, registering each new incoming 
vessel and coUecting tanf€s and taxes. Any newcomer or 
departing traveler who experiences drfficulty with the 
dock stafF may find themselves summoned 10 the Tower 
to resolve it. knyone wishing to purchase additiona1 secu- 
rity for a partiCUhl~ vaIuable cargo can arrange to store it 
within the Tower's basemem. The price for this is equal to 
1% of the merchandise's appraised value, with a minimum 
of 1,000 ~p €or a weelis storage. The Harhomaster has 
been known to refuse particular cargoes in the past with- 
out any noticeable reason. 

HOOKS 
A merchant with a11 his assets committed to a par- 
ticularlv valuable cargo has died in an accident, and 
his merchandise is locked within the Harbarmasrer's 
Tower. His relatives do not have the resoiirces to pay 
the fee needed to release it, despite the fact rhat it would 
pay for the fee a thousand times over il they could onlv 
ger their hands an  it. The relatives ask the PCs to either 
secure the cargo independently (a nearly impossible 
task given the secunry in the Tower) or sponsor their 
efforts to secure the cargo (which will require lengthy 
meetings with the Harbormaster and hi5 bureaucrats) 
in exchange for a fair share of the wealth. 

a The impossible ha4 happened: the Harbormaster's 
Tower has been breached, and thousands of gp worth 
of merchandise has been stolen. Elwyn is outraged, and 
declare.; martial law throughout the Docks, a declara- 
tion well within his right in accorddan~e with the citv 
chaster A n y  well-known adventurers in the district 
(such a the PCs) will be taken into custody by the Citv 
Guard and extensively questioned about their where- 

7 abouts at the time of the burgiary'rhe mthless PeTSeCU- 

culprits punished. 
4 tion wiIl not end until the propeq  is recovered and the 

This large, well-built home is among the oldest muc- 
mres in the harbor. IZ was the home of the district's 
first Harbormaster, and passed on to each subsequent 
Harbormaster until the current holder of t h a t  position, 
Ehwn, successfdv lobbied the City Council to let him 
occiipy the Tower. After that, the house remained empty 
for several decades until a gambler named Marchan won it 
from Elwyn in a game of chance. Since that time, Marchan'? 
family has maintained the mtate, even though they rarely 
visit. The most frequent resident i s  Marcbaris grandson, an 
adventurer named AlIix (FM), who stays here in between 
exursions out to the lands beyond the sea. 
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6 trouble. H e  r 
exotic, though) and can afford to sell at such low prices 
because most of his wares are refurbished. Duncan's real 
&is lie not in forging, but in repairing. he purchases old, 
battered, or broken weapons for a tiny sum, repairs them, 

ally 
the end I 
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and sells them for a profit. Many people in the district are 
aware of his methods, but few seem to care, since Duncan 
repairs the items to a virtually pristine state before selling 
them. 

M 4 .  T H F  DRUNKEN P A R R O T  

You hear and smell the Drunken Parrot before 
you see it, The battered wooden structure is dis- 
colored on every side with stains that are best left 
untouchcd. The faded but still colorful sign in front 
shaws a parrot with crossed-out eyes - it i s  either 
very d ru ik  or slightly dead - laying on i ts back 
with a la-ge bottle o f  rum nearby. The door swings 
open creakily, but noise from within all but drowns 
it out. Most o f  the building's interior i s  dominated 
by the la*ge bar floor - covered in a sheen of  filth 
that sticrrs to your boots - and furniture which 
has obviously been reassembled on more than one 
occasion. The seating area is poorly lit and thick 
with smoke. Dozens of  patrons of different races 
and sizes fill the place: laughing, shouting, and 
occasionafly punching one another over drinks. The 
barkeep s a large, swarthy man who might be part 
OK, and the serving girls are surely the most hid- 
ems  crc3tures ever to come into creation. Doors 
lead off into the kitchen and storage areas, and 
several boarded windows would allow a view of the 
outside were they not black with grime. 

R FS 111 E NTS 
The beauty of the Drunken Prtrrot is that everyone knows 
the dr ink  are cheap, primarily because they are cut with 
the swill '-torn the previous night's revelries. The patrons 
are usuallv half-drunk within an hour of nightfall, and by 
midnight the only sober beings within the establishment 
are the st Iff (whose state of intoxication varies by night 
and individual). Citizens with money to spend 'do not 
frequent the Drunken Parrot, not do they work there, so 
no one in the bar WLU have more than a few silver pieces 
on hand at  best. 

t sp in a pouch and a heavy mace that 
irithaut hesitation if he thinks there's 
]as a cashbox under the bar that usu- 
about 5 gp in various denominations. 
f a  hectic night, it may hold as much 

A C T I V I T Y  
There are exactly three reasons that someone wodd visit 
the Drunken Parrot: to get drunk on the worst 1lCpOT 

imaginable; to find the absolute worst scum anywhere in 
the Docks; or to find troubIe. Most patrons are firmly in 
the first and third categories, and fulfill their quest admi- 
rably. While other bars make a better source of potential 
hirelings, many criminal figures find the Drunken Pamot 
an indispensable source of cheap, expendable thugs for 
hire. 

H O O K S  
* A contact carrying particularly useful information for 

the PCs has gone to ground, and can be found in the 
Drunken Parrot. He has a n  entire bar full of  protectors, 
since he has been buying drinks all  week. 
A trinket of sentimental value i s  stolen from one of the 
PCs by a pick-pocket and quickly fenced to buy drinks. 
The only way TO find the item is  to locate the thief, who 
is getting the most out of his money at rhe Drunken 
Parrot. 

M 5 .  T H E  GREAT TABLF 
During most of the day, passers-by new to the city have no 
idea what the name of this small, three-story stone build- 
ing means. The smells of roast- 
ing meat and ale thar come 
from within are strong, 
but there are no obvious 
tables for custorner~ to 
sit at ,  and  the buildingk 
unusual location in the 
middle of a relative- 
ly larger, empty 
lot make it 

the end of business does 
the building'spurpose become 

dear: the Great Table mters to the 
giants who work carrying cargoes 

for wealthy merchants. The gigantic 
humanoids come to stand at the budding, 
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t nee Unlike 
many con artists, how- 
ever, LobcIla is actually 
quite kRowledgeable 
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to their original customs as possible. She is very popular 
among those who frequent the city as a port of call, and 
word among sea-goers is that her r a h n a n s  genuinely 
protect those who carry them. Whether or nor they actu- 
ally do - and what form that protection may take - is 

M7. KARLA'S S U N D R l F S  
T h i s  small shop sells all mannerofgeneml goods and items 

a t  extreemply low prices (75% of those listed in the 
Player\ ~ n n d b o o k ) .  Karla (Exp3) is extremeIy well- 

liked, particularly among the poor who 
can afford her prices. What no one 
knows is that she gets her products 

from a small band of thieves who 
carefully steal in small 

amounts from various 
catgoes all through- 
out the district. In  
so doing, they avoid 

attention from both 
the City Guard and the 
Thieves Guild, and keep 
anyone from noticing that 

the tiny amounts of missing 
merchandise always end up for 

sale a t  Karla's. 

b 

c 



THE DOCKS DISTRIC 

in15 rouFnsriou auiiarng reserriuicb an oia rnn ur 
similar establishment. Although sturdy, it is not well 
maintained and has a decidedly dilapidated look 
about it. Empty and broken bottles litter the street 
around it, and the paint is  so faded and chipped 
that it is impossible to discern the building’s origi- 
nal color The interior is o w n  to whoever walks in 
from the street, and consists o f  a large room full of 
shoddily constructed benches with a podium near 
the front A number of unidentifiable stains mark 
the Roor in several places, and the room reeks of  
spoiled alcohol. Occasional anonymous lumps 
appear in the shadows around the walls; they may 
or may rot be sailors sleeping off the excesses o f  
the previms night. 

Ironically the Sailors Guild is one o f  the most powerful 
organizations wiithin the Dockq, despite the fact that the 
individual members hold Iess power than anyone else 
who makes the district their home. Membmhip numbers 
in the thcusands, although the dues are low enough that 
the Guild commands only a moderate amount of money 
(less than other guiIds that are considerablv smaller). The 
~ u i l d s  pnrnary iduence stems from an extensive Iisr Qf 
all ships and captains that have passed through the har- 
bor over the East half-century Any who fail to pay proper 
wages, who unduly place their crew in ham’s way or who 
abuse their crew in any way arc noted in the Listing. Such 
individuals are then bIacklisted by the Guild, and will find 
it exceptionally difficult to recruit new crewmembers 
shouId thpy ever return to the city for such a purpose. 

RFSIDFNTS 
The Guild’s leadership is comprised largely of seasoned 
sailors who are eithet too old or too injured to continue 
in their dirties. Inreliect and cunning are also regarded as 
positive qualities when selecting new offkers, but there 
have been occasions when close races were settred with 
d r h n g  contesfs. The current guildmaster is a seasoned 
old salt named Veronica Ruggle, the first female to ever 
hold the post. Legend has it that she bested her competitor 
for the position ten years ago in both a drinking contest 
and a knock-down, drag-out brawl that lasted nearly two 
hours. While many are shocked to discover a woman ar 
the head oE a male-dominated trade guild, it is only farr to  
mention fliat Guild Master Ruggle resembles a woman in 
only the most superficd wavs. 

Guild Master Veronica Ruggle: Rog71Ftr3. 

Sailors (Varies): Expl-6. 

a coilenor. n 5rrwngmx coritdrriing rc 
in silver and copper can be found in a 
floor compartment behind the bar (succ 
20 Spot check to notice). The real valuc 
ledger o f  ships and ship captains, w’ . ’ 

therr most recently-known locations and their c 
goes. Such a listing would be priceless to cert 
merchant lords and pirates. 

AC‘I’ I V l n  
f i e  Sailors Guild is a nightly center for revelry, and after 
a certain time, no one bothers to check for credentials 
anymore. Beer is particularly cheap, since the Guild buys 
it in large quantities far 3 discounted sate. Most citizens 
don’t come to the Guild to drink, however, because the 
threat of good-natured vio4ence is high enough to offset 
the discounted prices. Common drinks can be purchased 
during the revelry for 75% of the prices listed in the Player’s 
Handbook. 

HOOKS 
On a night when the PCs happen TO be in the neighbor- 
hood, drunken revelry a t  the Sailors Guild turns into 
a near-riot as the crews of multiple competing ships 
a h .  their good humor to sour with close contact and 
excessive alcohol. A band of about 60 sailors, divided 
into three groups, rampage across the district, trying to 
club one another SenseEess and complerely disregarding 
anything that gets in their way. 
A captain blacklisted by the Sailors Guild has grown 
disgusted with his inability to hire new crew members, 
and has decided to end the Guild’s practice once and for 
all. He approaches the PCs and asks them ro infiltrate 
the Gudd and drug the liquor supplies. Once rhe night‘s 
revelry is underway and the attendees are incapacitated, 
he intends to enter and destroy the listing, eradicating 
the Guild‘s power within the city and the seas beyond. 

”9. SHYLOCK’S DOCKSIDF INN A N D  
TAV F RN 

This quaint littie building stands within a stone’s throw 
of the docks, and overlooks the bustling activity of the 
harbor. The term “inn” is generous, as the place has only 
a half-dozen rooms to rent, and most are usually empty 
”Tavern” is equalIy generous, since shylock Thinshank 
(Halfling Exps) only stocks the most common brands of 
liquor and beer. Its real claim to fame is his cooking. The 
old halfling can create incredible delicacies horn even the -- 

most marginal ingredients, and come mealtime his tables 
are always full. Indeed, many people change the time of  
their daily meals just so they can get a table- and enjov the 
estabkhment’s legendary stuffed flounder. 

- 



Ironically, the Shanties exist close by the Harbormaster’s 
Tower, m . h g  them neighbors with the most powerful 
figure in the district. Although many bureaucrats object to 
rhe presence of such an eyesore, the Harbormaster seems 
t o  enjoy having them nearby. 

MI I .  THIF BRONZF CjRYPHON 

r 1 
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visitors from the wreck to the coast and back again, 
for a m a l l  price. As ominous as the derelict ship 
seems. :here is nonetheless a strange sense of 
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erect, but only barely so. The sails have Is 
fallen into tattered ruin. The coastal wind 
never-ending symphony of creaks from t b  
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beckoning that emanates from the wreckage. 
1 

RES I l l  F NTS 
There are no permanent residents at the Bronze Gryphon; 
no one in their right mind would make such a sinister, 
unsafe location their home. But a t  any given time, half a 
dozen tourists can be seen exploring the vast ship, and one 
of two tour p i d e s  present. The &des, brothers named 

. . _ _  - . - I -__- .- ___- - ,r .” - -. - 
- head, and they have a writ horn rlie Harbormaster 
ng them exclusive rights to such endeavors. Within 
v h o n ,  tourists are treated to a number of  minor 
)mens, including strange noises and whispers, and 
xasional movement of objects on their own. The 
Frs themselves account for most oEit: One leads the 
t s  aronnd while the other stays hidden in the hold 
dds “atmosphere.” Some emanaticms, however, are 
product of the brothers, which c , w e s  both men a 

s;rcur deal of concern. 

HOOK3 
Whatever unearthly forces occupy the Bronze Gryphon 
have dera ted  the brothers’ exploitation for years, but 
recently the manifestations have bpcome more pro- 
nounced and violent. Several tourists have been hurt, 
and the Harbormaster has threatend to destroy the 
Gryphm outright if Hagar and Bjorn do not regain 
control of the sirnation. In  truth, several ghosts occupy 
the G~yphon; most of the rime they exist in a state of 
confusion that keeps them harmless. hcenrly, however, 
someone vislted the ~ r y p h o n  - someone connected to 
the ship’s past and in some way responsible for its cur- 
rent state - and ~ Q W  the undead demand vengeance 
for their fate. Utterly incapable of handling the situation 
them5elves, Hagar and Bjorn turn to the PCs for help. 

* The Bronze Gryphon is a landmark in the Docks, and 
considered something of a good luclc charm by many 
who live there. A relative newcomer to the city - a 
self-styled businessman - has decided that it would 
be very profitable to capitalize on that perception. He 
is pressuring the brothers to sell him theit exclusive 
rights to the Gryphon, but they resist. The businessman 
turns to the Shopkeeper’s Association (location M42), 
who use Iess scrupulous methods of persuasion. Unabble 
to resist such coercion on their own. Hagar and Bjorn 
beg the PCs to serve as their bodyguards. 



ne Hatmimasters lower (locanon MI). tC.enerauv 5peaK- 
ing, however, the Civic Guard considers the Docks a 
hard-nosed, unglamorous posting, and it i s  rumored both 
within their ranks and without that they often use assign- 
ment to this disrrict a punishment for those who have 
been derelict in their duties. Whether this is true or not 
is known only to the City Guard leadership, but it cannot 
be denied that many Guardsmen stationed in the Docks 
possess leqs than iIlustrious career records. 

The district commander in the Docks i s  Colonel Vandar 
Sternshield. He is not alrogether happy with his post,  
but realiw that someone must do the job, and if he were 
ta leave, Inmeone less capable might be assigned here. 
Colonel Sternshield has a Iiglit touch, and believes that 
some degree of criminal activity is not only inevitable, but 
necessary IO any civilized sociery. He does not tolerate vio- 
Ient crimes, however, and hunts rhose who commit such 
acts with a frightening intensity. 

Colonel Sternshield is assisted by six captains and 
twelve lieutenants. 

Colonel Vandar Sternshield: Dwarf Ftrl1. 

Civic Guard Officers (IS}: Ftr7-70. 

Civic Guardsmen (580): Ftrl-7. 

M I 3 .  THF DISTRICT BRIG 
Adjoining the City Guardhouse is the district brig, where 
those arreqted by the Civic Guard can he detained until 
they are either released or passed along to the Courts of 
Law (localion F16) for further pretrial detention. For 
the most part, the brig is used EO detain sailors who have 
mn5urned too much alcohol and forgotten the basic rules 
of living alongside Iandlubbers. k s  might be expected, 
the brig typically reeks of beer and fermented fruit and a 
large number of unconscious drunks from all pons of call 
occupy its various cells. 

MI+. LADY ELEANOR'S RFPTITARLE 
DIVFRSl ONS 

This building has  a coat o f  rich red paint on the 
walls, but it is not so garish that tt stands out too 
much from surrounding buitdrngs. It is certainly 
larger t h a n  most of the buildings surrounding it, 
the majority of which are simple private Tesidences. 
The building resembles a large private home, save 
for the small sign that declares its name: Lady 
Eleanor's Reputable Divers ions. The windows on 
the grouv d floor display the main srtting room and 
dining room, which are richly but  tastefully decorat- 
ed. The 11 indows on the second floor are obscured 
by heavy :urtains. 
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are well beyond t h e  means ot simple 
Eleanor carers to maritime officers, 
ind visiting dignitaries who w~sh to 

It- iiic iuC-di ucughtS. 

HLS1JJt;N 1s 
The current owner of Lady Eleanor’s is named Eleanor, 
of course: the third of that name to ovtmee the  business 
since its inception. Lady Eleanor is a title more so than a 
name, passed to a new inheritor upon the retirement of 
each owner. This practice represents o d y  part of the sur- 
prisingly progressive business practices conducted within 
the establishment. The original Eleanor undersfood that 
by keeping her employees’ best interesrs at heart, she 
could ensure their desire for continued employment and 
prosperiry. Eleanor’s pays its girls better and cares forthem 
more reverently than any brothel in the city, and as such 
they are fiercely loyal to their employer. 

Lady Eleanor: Ari5. 

Courtesans (20): Expl.  

Lady Eleanor wears jewelry worth approximately 
200 gp. Each of her girls wears jewelry worth rough- 
ly 50 gp. A cashbox in Eleanor’s office contains 
the nightly take, which varies from 100-400 gp per 
night, depending upon the season. 

AC‘I’IVITY 
Lady EIeanor’s only accepts patrons who are appropriately 
dressed and mannered; it places a high v2lue on appearanc- 
es  and expects its customers to do likewise. Eleanor claims 
that money is nor as important as reputation. Whether or 
not she realIv believes this is debatable. but respectabhty 
certainly has made her a great deal of money. Her low-end 
girls (who are stiJl among the finest in the district} run for 
1 ~p an hour, or s g p  for the evening. Her most popular 
courtesans can cost as much as 10 gp an hour or 50 g p  
€or the night. 

, 

HOOKS 
A powerful figure in the city governmenr - a councilor 
or a particularly powetful noble - has taken a shine to 
one of Eleanor’s ladies. In a fit of drunken passion, he 
reveal some information to her that should have been 
Ieft private. Now those close to the man want to ensure 
that his authoety and reputation are xotected, and will 
do whatever is necessary to eliminate the woman. The 
PCS could be hired on either side of the problem, as the 
assassins or as bodyguards. 

* A  noble from a distant land has ofEered a handsome 
reward for dormation regarding f3.e location of his 
daughter. The young woman ff ed from an arranged mat- 
riage over a yeas ago and has not been seen since. Her 
family is both overwhelmed with concern and outraged 

at  her temerity. The young woman i s  now one of 
Eleanor’s most popular courtesans, well on her way 
to becoming independently wealthy. She has no 



lnreresr m rerurntng to ner samuy, no matter what pres- 
sures they bring to bear. The PCs can enter the story on 
either side of the conflict, as agents of rhe father, hired 
to bring the girl back to her family by any necessary 
means; or hired be Eleanor to protecs the wishes (and, 
it may be argued, the best interests) of one of her prized 
emplovees. 

M15. SAWMILL 
This r e h v e l y  small mill is situated along a rocky sec- 
tion of the coast that is of little use to the acntal. function 
of the Harbor. City statutes prevent the floating of logs 
down the coast, as it creates an unattractive navigational 
hazard. Irstead, flar barges sail from the north with har- 
vested trees. The owner, an elderly woman named Elise 
(Exp4), took over operation of the mill decades ago after 
her husband passed away Her sons help her with the 
business, and the lumber they produce is soId prirnanly 
to the Shipwright's Guild (location 0 3 )  and to various 
carpenter< throughout the city. Unknown to  Elise, one 
of her sons is more aggressively profit-oriented than her, 
and has found ways zo cut costs that his mother would not 
approve of" Certain work crews are harvesting wood from 
nearby forests under the protections of powerful druids. 
It is only a matCer of time before the druids discover 
what is happening, and move to destroy the sawmill. 
How much oftbe DO& suffers from their wrath as well 
remains to be seen. 

M I 6 .  TODSON TMPORTS 

This small compound has litrle to make it stand out 
F m r n  itr C I , * W * l  #nrl#n".- I4  ;r r A n r C r 8  , * C A J  * F - * - - - -  .- 
wood and stone, with brown paint. The sign in front 
is faded and inconspicuous, but reads, "Todson 
Imports" in  an outdated calligraphy style. The 
windows are drawn and shuttered, and the door is 
locked. C small yard extends from the rear of the 
building, and contains a number of large crates 
with m a r h g s  in a wide variety o f  languages. 

At one point, Todson Imports was a legitimate business. 
That ended with the death of i t s  founder, the original 
Todson. FIis sons dismantled his mercantile interests, 
with the voungest receiving only Todson Imports, the 
least profitable of the family's businesses. In order to turn 
a profit, he quickly turned to crime. S i x  years ago, he was 
eliminated by his chief rival, a former smuggler named 
Starnos Elmond, who quickly assumed control of Todsan 
Imports and made it his principie headqirarters in the 
district. Teday, Hrnond has his fingers in numerous illicit 
transactions made within the Docks. When a purse i s  sto- 
len, he receives a cut. When a cargo disappears from the 
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RFSIDFNTS 
rf there is one thing rhat Stavros Elmond has learn 
his years as a criminal, it is never to overcommit 
assets. Even though Toadson Imports serves as the 
quarters for his personal empire, he scatters his vz 
resources in a number of safe houses throughout tha 
H i s  most trusted Ijeutenants know the location o 
QK two, believing there to be five at the most. In I 

Elmond has a t  least a dozen personal treasuries scat 
across the city, most in the form of persona1 estates tl- 
one knows he owns. At the Impofls, he only keeps en 
cash for petry purposes, and to tempt common thug 
thieves. After all, if someone breaks in, it helps him n 
streets of competitors and fools. 

Stavrcs Elrnond: Rog8. 

Thugs (various): War2 
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+ I  shocking dagger. He does not carry money. His 
henchmen are equipped with a variety of long 
swords, maces, and axes, and wear chain shirts. 
The shop usually holds 50-75 gp in loose coinage. 

A C T W I T T  

The majority of criminal activity within the district can be 
traced back to Stavros E h o n d .  The activities that are not 
directly linked to him are the purveyance of rhe Thieves 
GuiId (location G3), who are not happy at this freelancer's 
homing in on their business. Conflicts between them 
have been fairly low-key for the most part - the Guild bas 
even offered Elrnond membership in hopes of avoiding 
unnecessary bloodshed - but Elmond not only brwushes 
h e m  off, but he is growing increasingly aggressive in his 
activities. There are over a hundred men in his employn 
and many have kded for him a t  least once. With them, he 
feels he can break the Guilds influence in the docks and 
control all criminal acriviry in the district. The Guild, not 
used to being pushed, has begun pushing back. Hard. It is 
only a matter of time before their activities spill out into 
open war. 

HOOKS 
A body has appeared in the harbor. G e n e d y  speak- 
ing, this is not a n  uncommon occurrence. This body, 
however, is &at of a well-to-do gentleman from [he 
Noble District. He would have no reason to even visit 
the Docks, much less die there. The PCs are asked to 
investigate the matter, perhaps by the Harbormaster or 
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part of the city 
aestcn has about 70 thieves of various sorts under him: 

ten enforcers (RogS/Frr3), four foxes (Rags), 45 dogs 
(Rog5'r apd about ~1 dozen pups (Rogl). They are all loyal to 
the Grtild, though some behave more out of fear of repri- 
saIs than m y  genuine love for the organization. 

M T 8 .  EORCjOTTFN TRFASWRFS 
This quaint little building was once a low-end private 
home, but has been renovated to serve ;is a small shop, 
although the structure's quality has hardry improved. The 
young woman who runs the shop is called Kertyn (Half- 
elf E x p Q  She has made a living fQt herself by employing 
homeless orphans (cornl) to scour the district, retrieving 
all manner of lost and discarded items. DespiTe a com- 
pIete lack of formal traming, Kerryn has become a maser 
craftsman, and can  repair even the most severely damaged 
objects. Anything that has been lost or inadvertently cast 

- aside in the Docks has a reasonable chance a t  ending up in 
Forgorten Treasures, where K e n y  repairs them and sells 
them to new owners. Her employees, whom she treats 
very we11 for their services, are forbidden from stealing; 
Kerryn will not tnrck in stolen merchandise and besides, 

- 

she wants no trouble from eizher Stamus Elmond or the 
Thieves Guild. Any of her agents caught stealing are cast 
out from Forgorten Treasures forever. 

M P 9 .  ANTTHTNq CJOFS 
If Lady Eleanor's Diversions (location Mid) is the finest 
brothel in the Docks, then Anything Goes is rhe one W i t h  
the most questionablc practices. The name is not simply 
a clever marketing scheme; it is the genuine attitude 
of the manager and employees. The current manager is 
Hagara (Comf, a fairly homely woman with a ruthless 
sense of business. Hagara has assembIed a crew ofwomen 
renowned not for their beauty, but ratht:r their permissive 
nature. d a customer has the proper amount of money, 
nothing is out of bounds at Anything Goes. 

M20. TWF T d O N ~ S H O ~ F M F N  CjIrTTAn 

I . - " -. 
its purpose is  the constant swarm of longshoremen 
corning and going on assignment. 

L 

Swarthy dockworkers swarm all over this non- 
descript building, coming and goirig through an 
unusual number of doors. A  mall fmced in court- 
yard adjacent to the building is filled with dust-cov- 
ered crates o f  varying colors and size;. The building 
i tself  is  rather small, squat, and plain, with no iden- 

. . .. 7, 

RFSIUFNTS 
so many Guild members come and go throughout the 
course of any given day that it is impos;ible to guess who 
might be present at any given time. Even the membership 
is overwhelmingly transient, as few conside* the notion of 
longshoreman as a lifelong career. 

Guild officer: Expl /Coml. 

Longshoremen: Cornl. 

Numerous abandoned crates occupy the courtyard 
adjoining the guild house. Each con t ins  some sort 
of  random, non-perishable merchandise with a 
value equal to d20x10 gp. 

AZC'I'IV I'IY 

As grueling and thankIess as their job is, the longshore- 
men are crucial to the city's economy, 2nd the cuiid uses 
their importance as a weapon for protecrtng their interests. 
h y  ship arriving or departing has cargo to be loaded or 
unloaded, and only the Longshoremen Guild can arrange 
such things. Captains are expected to send a runner to rhe 
Guild when they aTe ready, and the Guild officer on duty 
quickly dispatches the appropriate number of teams to 
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Guild will find it  difficult to move through the streets or dozens. The Guild hires the PC 
appropriare warehouse space: The Longshoremen Guild Its protecting their mc 
makes arrangements with other businesses to ensure finding the cargo to put an end 
their rnutiral prosperity. Cargos can be unloaded for a fee if and when they find the contraband, will they 
o f 2  sp per longshoreman hired. to its ''rightfut" owner, or will they deny such ; 

the underworld? 

M 2 1 ,  T H F  DOCKS 
H O O K S  

* Refusal< from the Harbormaster to increase the 
require; fees for hiring longshoremen have resulted The coastline Of this district is C o  

in a w0-k stoppage for a period of three days. While 'Overed docks, leaving vinualJY length 
those lcngshommen willing to defy &e Stoppage are undeveloPed.The various docks and Piers are CQr 
workinF nonustop (and a heaIthr there in all different shes, accommodate everythin 
are no15 here near enough to meet demand, and the one-manfishing boat totheIaWst shiPPingvess 
Docks are rapidly devolving into absolute chaos. The the largesr mi'ltav can be accornmoda' 
Harbormaster, outraged a t  the Guild's temerity, refuses and the docks house those parts of the city's Nal 
to accede to their demands despite the chaos. In three are nor On pamot sailors) '' 

and bureaucrats crawl over every square inch oft1 days, thr docks will either collapse into urter madness, 
OT the Guild wi!I be broken from lack of funds, Either In fact, 
$,de hire [he pCs as in an effort Harbormaster's representatives TO officers from 
to reso1r.e the issue before things get completely out of guilds - often squabble over petty matters fi 
hand. where certain types of vessels are 

0 An important cargo has been misplaced, accidentally who has priority to 
delivered to the incorrect warehouse by a hung-over rain* and 
longshoreman. Even worse, this particular cargo con- piece Of 
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(0’ THE WORLD’S LARGEST CITY 

MZZ, DILApIDATFQ MANOR I 

This rniqht once have been a grand estate, but has 
long since fallen into a state o f  disrepair so severe 
that tt appears it might collapse a t  any moment. 
The bui‘ding has three stories, although the third 
is  so cottapsed a s  to be inaccessible. The first and 
second appear intact, although battered by the ele- 
ments. ?everal large holes in the walls along their 
length would allow someone to come and go with- 
out need of a door or a window. The glimpse ofthe 
Interior visible from the street indicates lumps of 
ruined shapeless furniture and debris scattered all 
about. There are one or two unmoving forms within 
that mat/ be drunk 07 possibly dead. T h e  smell waft- 
ing from within cou Id easily support either. 

- 
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There is  a steel iockbox buried 20 feet below the 
house’s ruined basement, placed there wish a 
simpte phasing spelt by an old inhabitant. The box 
requires a successful DC 25 Open Lock check to 
open, assuming it can be uncoverlid: it contains 
a wind fan, two ounces of stone solvent, a @’ask of 
curses, and 800 gp worth of various coins and small 
gems. 

The men and women who make this place their home are 
typically the lowest dregs of the city’s inhabitants. They 
are absdutely impovenshed and desperate for anything 
they can get. Most will steal or even kill without hesita- 
tion, although there is an uneaqy honor system within the 
house. If anyone steals from another, after all, evervthing 
could quickly fall apart. To maintain order, those who 
turn QTI Their fellows are quickly de& with. The curreiit 
“ranking’ resident is a disfigured amputee known simply fi,\kfL v/ 
as Scars. While he has no probierns whatsoever with petty 
theft and random violence in the city at  large, he does not 
d e r a t e  wch things within the estate. Although no one 
knows it. Scars was once a Civic Guardsman who was 
cashieFed for looking the other way while the obsceneky 
wealthy merchants who frequented the district were 
robbed or swindled. Once he  was expelled from the 
service, Scars quickIy fell prey to the district’s harsher 
criminal.;, resulting in a face full of hideous scars and 
a miwing a r m  below the elbow on his Iefr side. 

To say that rhere is nothing ofobvious valuewithin 
the ruined house would be a gross understatement. 
The trappings have been ravaged by time, use, and 
the elements. There is  little within the house that 
consists of more than rotten wood, shattered stone, 
ruined cloth, and scraps of banered, rusted metal. There 
are, however, a few items buried beneath the house that 
no living soul knows of. These items are the last remain- 
ing legacy of the house’s last owner, an adventurer who 
perished seeking one bst quest. 

Scar: Ftrl /Rogl. 

hdigents (Varies): Cornl. 
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Euervone in the district knows the sort of people who 
congregate at this old wreck, and no one cares as long 
as they stay out of sight. Given this leeway, the men and 
women who dwell here can get away with a lot as long 
as they keep a low profile. Anyone who makes waves 
- either hy making a nuisance ofthemselves or drawing 
the attention of the rest of the district - tends ro bring 
the Civic Guard down on the entire group; those who 
cannm stay quiet usuaElv end up killed by the orhers to 
protect thrir sanctuary. 

A corrupt Guardsman has been caught in some act of 
petty larceny, but has managed to shift the blame to 
Scars. Since many in the Guard remember Scars and 
revile h im as corrupt, the true culprit found the lie 
remarkably easy to sell. Convinced thar Scars and his 
cohorts are on rhe brink of a major crime wave, Captain 
Sternshdd (see location M12) orders the estate to be 
cleaned out. Because Qf the ill d between Scam and 
other Gaardsmcn, the incident wJI turn into a blood- 
bath. Scar catches wtnd of what's about to happen and 
he begs the PCs to intervene before he and his "people" 
are all slaughtered. 
RUITIQF of a treasure buried deep beneath the collapsed 
house begin to circulate among the districrk young, dis- 
affected citizens. Tncreasing incidents between would- 
be adventurers and the residents become common, and 
the district's authorities are considering some sort of 
intervention. The residents desperately search for rhc 
source of these rumors, but cannot find anvthing since 
the chest is buried far too deep.They ask the PCs, canny 
and experienced adventurers that they are, to find the 
treasure 

M 2 3 .  TNQFPFNDFNT SHIpYARD 
The sheer size of the city ensures that demands for ships 
runs higher than even the city's industrious Shipwrights 
Guild (location 0 3 )  can meet. Because of this, a trio of 
independent shipwrights, Simon, Cherise, and Hollis 
(Exps), combined their resources and client bases two 
years ago to create a small, independent shipyard with no 
affiliation wirh the Shipwrights Guild. While the three 
craftsmen have no pa r t ida r  animosiry toward the Guild, 
neither do they care for rhe organization's policies and 
restnctions placed upon its members. h t h e r  than join, 
they each rhose to remain independent despite the cost to 
their business. Since uniting under one banner, however, 
their forttines have improved considerably. Lronicallv, 
the three h e  extended invitations to several other inde- 
pendent s'iipwrighrs to join them. Although none have 
yet accepted, the three enjoy the notion of creating an 
alternative to the shipwrights Guild, one that offers moTe 
freedom and success to its members. 

1 he members oi the Shipwrigh 
the cdtsmen's ambivalence, howe 
ship is extremely irritated by the cc 
Independent Shivvards, and mav n 

A. - - >  , I .+.a 
I ts  Guild do not shdrc 
ver. The Guild's Ieader- 
mtinued success of the 
of be above sabotaging ~ 
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their business in an attempt to reassert their absolute 
dominance over the ship-building trade. 

124. T H F  ZFFTORR RUTNS 

This building was obviously destroyed years ago. 
The crumbled stone walls are still blackened from 
fire, and strewn about in disarray. The bfasted rock 
and earth is  occasionally dotted with tiny white 
flecks of ';tone that bear a disturbing resern blance 
to bone. In the center o f  the structure is a large, 
wooden door that shows no sign of age or fire. It 
IS tightly sealed, and does not appear to have been 
disturbed in quite some time. The large steel ring 
in its center is not rusted, but rt would take a sig- 
nificant feat of  strength to open. 

1 

No sane living being spends any amount of time within 
the ruined dungeon beneath the former Zeetora estate. 
Zeetora was a wizard who lived within the  Docks for many 
years before some disasrrous failed experiment detonated 
his home and every building within TOO feet of it. During 
the clean-up, c i p  officials discovered a dungeon hidden 
beneath the castle. ?'he dungeon extends several stories 
beneath the surface and though small, has remained 
untouched ever since the fire. 

R F: s 1 D F: N'1.S 
Many believe that rhe dungeon contains a trove of mea- 
sure that Zeetora accumulated through his magic, but in 
truth there is nothing of value within its borders. There 
are, however, numbers traps of a magical nature and 3 vari- 
ety of undead predators that have been slumbering -and 
hungering - for years. 

Zombies (Varies): Medium sire, a s  per the 
Monster Manual. 

Skeletons (Varies): Medium size, as per the 
Monster Manual. 

Wights (5): As per the Monster Manual. 

Vampire spawn (5): As per the Monster Munual. 

Mohrgs (2): as per the Monster Manual. 

-- 



M 2 5 .  THE BAWDY P E N G U I N  
I . I .  - 1 .  ._ 1 This inconpruouslv named establishment is the district's 

I Therf i s  no treasure within the rurns, although a 
nurnDer ot munaane ana magical Traps 5ucn a5 

arrow traps, poison needle traps, crushing wall 1 
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trans'orms to acid traps could conceivably be worth 
something if they could be disarmed and removed. 
The pre:ise nature and number of traps is  up to 
the DM. 

ACTLVLTY 
The Zeetora ruins are one of the ciry's most colorfu1 
sources of legends and rumors. 'Despite reguIar patrols by 
the Civic Guard keeping an eye on the place to keep the 
foolish and unwary away, at least two or three times a year 
a group of young adventurers from the city gains entrance 
to the rums and attempt to locate the treasure that every- 
one believes is located within. Most never return, and 
the few who do are either crippled or driven mad by the 
experience. NO one ever emerges with any treasure, but 
this does nothing to stem the rumors of its existence. The 
city has ?arger problems in the area and happily ignores 
the ruins so long as it remains quiet. 

HOOKS 
Civic Guard patrols have been hearing cries for help 
several nights in a row corning from the Zeetora wins. 
The Guardsmen have strict orders not to enter the ruins 
for ani' reason, however. Captain Sternshi eld (location 
M12) wspects it is some kind of trap and forbids any 
further investigation. One of his lieutenants disagrees, 
however, and guts out the word on rhe street that some- 
one is trapped in the mins, and the rumors reach the 
PCs. Vhether not the cries aTe actual pleas for help, 
however, is entirely up to the DM. 

* A group of young adventurers attempts to infiltrate the 
ruins in hopes of finding the treasure. Unfortunately, 
thev are attacked shortly after entenng and it goes badly. 
A disastrous spell failure by a young wizard results in 
the temporary negation of the wards around the dun- 
geon door, and as a result a horde of undead disgorge 
into the Docks. The City  Guard is quickly overwhelmed, 
and although they recognize the cause of the outbreak, 
thev can do little to stop it. Unless an intrepid band of 
adventurers battIes through the horde to re-seal the 
door, hundreds could be killed before reinforcements 
arrive. 

a 

only zheater of note. Sailors and their ill, 7 are not notorious 
for their love of drama, after all, and the district's citizens 
who enjoy such things usually go to the Entertainment 
District for a proper show. The ~ a w d y  Penguin, however, 
deals in an entireIy differelit type of entertainment. The 
owner, a lecherous old salt named Eckart (com2), has 
gathered together a library of the most .ibald, violent, and 
lewdly ~ U ~ O K Q U S  plays from a t  least two dozen different 
cultures and translated them into Common. Together with 
his t ~ u p e  (which contains mostly drunken hedonists), 
he puts on three shows a week - complete with the 
occasional unscheduled drunken brawl on stage between 
actors (ail Corn!, as they are anything but trained profes- 
sionals). The patrons rarely object, since most have little 
to no interest in traditional theater anyway. The fact thar 
Eckart sells cheap booze dunng rhe shows (I cp per drink) 
doesn't hurt, either. 

~ 2 6 .  THE NAUTICAL ACADEMY 

I1115 IdlgC, > l d l K  UUl !U l I l~  13 LUrl>LIlALICU Ut I l C d V y  

stone blocks with windows installed a t  regular 
intervals along each of  the three stories. The sign 
out front reads, "Nautical Academy," but the buiid- 
ing bears Iittte resemblance to  the academies found 
elsewhere in the city. Indeed, the very idea of an 
academic institution within sight crf the bustttng 
harbor seems grossly inappropriate. The large, dou- 
ble wooden doors lead into a chamber that appears 
to serve a 5  both a dining room and chapel, with 
a counter where meals are in a coistant state of 
preparation. The doors to the right ead to a small 
number of chambers set aside for faculty and staff, 
while the doors to the left lead to a series of small 
clasfjrooms. The stairs lead upward to the second 
and third floors, both of which hold open rooms 
that contain dozens of bunks, separated by flimsy 
wooden barriers that offer an iIfusio1-i o f  privacy. 

Sailing is a dangerous profession, regardless of whether 
one serves aboard a pirate vessel or the simpIest of freight 
ships. h y  number of natural and man-made difficulties 
arise on the open seas, and it is not uncommon for ships to 
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w lien mi? nappens, me Qeaa orten leave children behind. 
Often, they are taken in by family, but QTI occasion, the 
child is an orphan. For many years, such children were 
Sent ro the Rlessed Saints’ Orphanage (lomtion G ~ I )  
or - if OF sufficient pedigree - enrolled in the Naval 
Academy ,location 0 1 2 )  -but general saiIor’s pride soon 
changed that. Why should those with the sea in their 
blood Le taken far from the shore, to be cooped up in an 
overcrowded rat trap in the Travelers Disnict, And why 
should the Navy have the monopoly in nautical instsuc- 
tion’ Didn’t common sailors, those not attached to the 
city’s naval force, deserve the same consideration! A col- 
lection was Taken up -including donations from some 
of the wedthiest captains and ship owners in the city 
- and the result was the Nautical Academy. 

Here, they are given a place to sleep, three meals a day, 
and instruction in the skills they need to serve aboard a 
ship, just ns their parents did. The Academy is sustained 
by regular donarions from a number of  dlflerent captains, 
shipping cartels, and the Me, who benefit from having 
a ready source of crewmen who have received plenty of 
training, and have been taught to hunger for the open 
water. Noble patrons support the Academy out of a sense 
of obligation to the less fortunate, although aristocratic 
families involved in overseas trade (like the Rotburn- 
Seivers, Iucation E15) Q ~ V ~ O L I S ! ~  have self-interested rea- 
sons to do so, a5 well. The Academv i s  not connected to 
the Navy :n any way, and it is not a military school. It 
merely prrvides training for those with nowhere else to 

go, for whom sailing is in their veins and who deserve a 
spot on a seagoing vessel. 

1I‘ESIL)FNTS 
The Headmistress of  the Academy is a doting but stern 
woman of exceedingly advanced years knmvn only a5 

ofdisappanrance a s  well a s  a secret purse holdlng 
26 notd pieces. Charlineton i s  hiphlv Droficient with 

A I 

was placed there by acctdent when someone believed that 
they had no living kin left. Some who leave the Academy 
have no interest in the sea, and seek Q U ~  adventurers in 
hopes of pining their ranks, while others turn to a Iife of 
petty crime and may come into conflict with the PC:s as 
members of various gangs. 

H 0 0 1:s 
The son of an infamous pirate resides in the Academy, 
his father having perished only a few short years ago 
in a famous sea battle. The pirate’s rivals have not 

forgotten him, however; nor have they aban- 
doned their quest to locate his vast stores 
of hidden treasure. A rumor holds that the 
pirate’s son holds the key to rrnlocking the 
treasure’s location. Some believe he has a map 

in his possession, while others 
believe it may be tatcooed 
on him somewhere. StiIl 
others believe that there is 
some secret phrase or code 
the child knows that d 

lead to the booty. These 
map will stop a t  noth- 

Mistress Helena. She Oversees every aspect of Me a t  
rhe Academy, from scheduling instructors to lead- 
ing chapel services to conducting periodic inspec- 
tions of her “little darlings’” living space. Helena 
is both loi.ed and feared by the orphans who call 
the hcademy home, both with good reason. Her 
long-standing staff members include a surly cook 
named Charlington and a pair of instructors, 
Ursul and Briton, who retired from the open 
sea after sustaining serious inpries. 

Helena: Ari3. 

Charjington: H alfl i n g Corn 2. 

Ursul and Briton: Exp3. 
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:e building is home 
illy favored brewery, 
id operated by former 

aaiIvkL. .iho turned their fer- 
vent love of cheap alcohol into 
a profession. The chief brewer, 
a middle-aged but enthusias- 
tic former sailor named Jerzod 
(Exp~/ \X'ar~) ,  claims that the 
alcoholic beverages produced by 
their brewery are superior because 
they use a small amount of sea water cut in wirh rhe 
regular water. This is technically true, but honestly has 
very IittIe effect on the process as a whole. The psycho- 
logical effect, however, is considerable. Sailors insist that 
Brineworks beer is saltier than the average beer, and that 
only sailors can handle the taste. This is obviously not 
true, as the brewery sells to numerous taverns throughout 
the city that have no seagoing patrons, but Jerrod and his 
coworkers do little to dissuade their customers fmm their 
beliefs. 

M Z 8 .  ATA-HASSAN'S FXOTIC 5 0 O D S  
EOR SAL€ OR T R A D F  

No building in the entire district stands out quite 
like this one. The domed top is  unlike anything in 
the Docks, and the spade-shaped windows lend 
a sense o f  the exotic to the entire building. The 
doorwav is emblazoned with strange runes, and 
the Interior smells strongly of incense and spice. 
The rnrer chamber is  f i led with al l  manner of 
strange items, from statues of multi-limbed crea- 
tures straight from a child's feverish nightmares, 
to paintings of exotic beauties that steal the breath 
o f  al l  who look upon them. A variety of weapons 
- ceremonial from the look of them - adorn 
the walls alongside trophies o f  animals few have 
ever sew. Virtually nothing within this building 
is  farnil-ar, save for the glint o f  excitement in the 
proprietor's eye a t  the thought of new customers. 
Some things, it seems, transcend culture. 

itable niche within the district by traf- 
ficking in materials that no one has 
ever seen. Collectors, tourists, and 
those with more money than sense 

frequent his shop to ogle the new wonders that arrive each 
day. f i e  prices are reasonable, given the unique nature of 
the goods, but the truth is that he makes most ofhis profit 
from a trade that he does not advertise: rhe purchase and 
resde of enchanted items. 

Al-Hassan has innumerable contacts on hundreds of 
different trade ships along dozens of d fferent routes that 
circle the world. Many (though not all) of his contacts are 
aware rhat A-Hassan pays well for new and interesting 
magical icems, and go out of their way to acquire them so 
that they can turn a profit during their next visit to the 
city. AI-Hassan, in t u n ,  sells the items fer a substantd 
profit; his primary customers are colIertors and adventur- 
ers in need of specific items to cornpierr? various quests. Al- 
Wassan does not advertise his trade, both because there are 
rules and regulations regarding the salr of such items and 
because he wishes to avoid the attention of business rivals 
such as Quentin Whisper in the Gwernment District 
(location 125). 

AI-Harsan: Exp4SRog4JFtr2. 
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items in a concealed compartment beneath his 
counter, ,l/ong with ld6 +1 weapons, ld4 a2 weap- 
ons, and one weapon with a total enhancement 
bonus ecual to +3. The compariment requires a 
successfill DC 35 Search check to find, though 
opening t is fairly easy. 

ACTEVITT 
Al-Hassan is the disrrict’s only magic item merchant of 
any consequence, although that is not common knowl- 
edge. PCs who wish to sell such items can find him a 
lucrative contact, as well as a source for locating such 
items in times of need. Although A-Hassan believes in 
building a relationship wilh his contacts, he rarely allows 
personal aFfection to overshadow his sense of good busi- 
ness. He pays no more than 70% of market value for any 
particular item, and charges anywhere from 95-110% 
when selling them, depending upon the rarity of the item 
in question. 

HOOKS 
* A thief has broken into Al-Hassm’5 shop and made off 

with a small number of minor magical items. Al-Hassan 
is not particularly w o ~ e d  about the financial loss, but 
if word of his semi-legal trafficking becomes common 
YtnowletEge, he stands to lose a significant portion of 
his profits to regulated fees - and possibly face crimi- 
naI charges for selling such items wirhout the proper 
licenses t. He is desperate to prevent this from happen- 
ing, and will offer all manner of incentives to enlist the 
PCs’ aid He cares little about having his merchandise 
returned, but only wants the t h e €  found and silenced. 
How the PCs achieve this is entirely up to them. = _. 

* During m e  of his busier acquisition periods, Al-Hassan 
accumu?ates a larger than normal number of cutsed 
items. While he does not consider them particularly 
dangerous, the negative energies associated with such 
items have begun to attract a significant number of 
evil spirits. At first they are relatively harmless, small 
entities such as poltergeisrs or the occasional specter. 
As time goes on, however, the energies begin to amact 
larger and larger creatures, until finaEly a group of evil 
outsiders (whatever kind is most stiitabIe to the cam- 
paign) break through to the Material Plane right in the 
middle of his shop and begin to wreak havoc thmugh- 
out the tlistrict. 

M Z 9 .  THF SEA’S B O U N T T  
This small shop looks for all the world &e a small pri- 
vate home. and wauld likely be completely overlooked if 
not for the merchant’s shingle hung above the door. The 
shingle, while nor obtrusive, nevertheless draws much 

morn me overnang wy a smgie, narrow cnaln. Lne 
three dimensional, and exquisitely carved. It is nr 
one stops to examine it more closely that one noti 
name ”The Seis Bounty” carved in small lett 
trunk. 

The owner of  The Sea’s Bounty, a quite n 
Datsis (Half-elf Exp7), is an incredibly gdted arris 
could easily be the talk of the town ifhe would but 
his craft in a dfiesent city district. For whatever 4 

Darsis refuses to leave the Docks. He goes every m 
and collects d r i h o o d  thaf washes ashore, then 
most of his day carving it into unbelievably Melike 
of the peopIe and things he sees in the district. H 
not craft images of well known people, but rather 
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day commoners that catch his eye as he walks tL--o- 
the streets. More than one beautifuI young woman has 
achieved some small degree of celebrity by being por- 
trayed in one of Darsis’ sculptures, Prices range from 5-20 
gp, though he  may be persuaded to part with a sculpture 
for free if he believes it is going to a good cause. 

M3O. THF HARBORMASTFR’S OLD 
E O R T  

The term “fort” might be somewhat ambitious, 
as this building I S  scarcely larger than the average 
warehouse. Considering its obvious age, however, 
some leeway can be given to its apparent purpose. 

In  the city’s first days when the  Docks were little more 
than a ramshackie assembly of piers where ships carrying 
raw materials docked, the city readers constructed a for- 
tress near the harbor for protection. Those were difficult 
times, when pirate attacks were frequent and before the 
various humanoid tribes had united and become a part 
of the city. The Harbormaster’s tower had not been built, 
and the city’s other defenses were the fragile product of 
still-wary eK, dwarf, and human factions. In  those days, 
the fortress was seething with soldiers and the imple- 
ments of war. The fort’s presence was largely considered 
responsible for turning the tide against the frequent pirate 
attacks that preyed on the raw material shipments back 
then. Unfortunately, that was long age. 

The fort has since fallen into disuse. Even before Elwyn 
Aer became the new Harbormaster and constructed his 
rower, the need for its protection had dwindled to noth- 
ing. With the threat of artack greatly diminished, the 
district’s guards could be berter used patrolling the streets 
rather than remaining cooped up within a n  archaic stone - -  
tomb, waiting for an attack that was not coming. For a 
rime, the fort was used as storage, but even that cased to be 
the case after awhile. There was taIk o f  tearing the build- 
ing down, but nothing ever came of it. Currently, the fort 
has no official use. 
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:i7en voIunreers” gather here each day to 
ue m e r  watch over the harbor, ostensibly to aid the 
u r d  in protecring the district. Truthfully, the men 
3ther here are unfit for membership in other mili- 
dies due to 3ge, disgrace, or infirmity. They are not 
t men; far from it. For the mosf part, they genuinely 
) help defend the city, but cannot do so as part of the 
the Navy, or even the Mercenaries Guild. Their cur- 

ad-r, colloquially called the ”watch commander,” is a 
- City Guardsman named Nathan Steers who retired 
erJice aftet an injury to his sword arm limited his 
’s. Steers has since trained himself to use his left 
id is as proficient as ever, but has been unable to 
1 his posirion wirh the Guard and has no interest 
in% the Mercenaries Guild. Unless something else 
ts  itself, hc makes do with the command he has 
h as it is. 
re is no significant treasure to speak of within the 
io\e who serve within it are generally only a few 
memoved horn homeEess vagrants with a Iittle bit 
itary rraining. The only valuable commodities are 

the weapons they keep stored there and the bulk crates 
of ratrons they purchase on the cheap from sympathetic 
merchancs. 

Nathan Steers: FtrJ. 

Soldiers paries): War4. 

As described above, several rooms in the old fort 
contain stockpiled weapons gathered over the years 
by the men who live a t  the fort. There are dozens of 
longswords, maces, short swords, and other com- 
mon weapons, a5 well a s  a large amount of leather 
and chain armor. There are also several dozen 
crates of dried rations intended for use aboard 
sailivg vessels, which have found their way into the 
fort through one means or another. The rations are 
enough to feed the regular inhabitants of the fort 
for several weeks if need be. 

ACTTVTTT 
The old ‘on i s  no Xonger a realistic or functional defense 
against possible attack, which is not a significant problem 
since thc Navy has long since become strong enough to 
defend the ciry from assatitt from the seaward side. Due to 
the nature of expansion, the fort now overlooks only the 
oldest and most outdated portion of the Docks, which are 
used by smaller ships, captained by those with less money 
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One of Steers’ “more reIiabIe sources” informs him that 
a paKiCUlady large pirate ffeet is approaching the city 
with the intent to pillage and collect prisoners to sell 
a5 slaves. He immediately begins preparing his men 
f ~ r  the atcack and attempts to warn the Harbormaster 
and the City Guard. They ignore his warnings, however. 
But the threat is real, and the pirates have among their 
number several powerful druids disgirsted with the city 
and its blight upon the environment. The druids plan to 
unleash powerful storms upon the harbor, confounding 
most of its defenses. They have also made contact with 
the Order of the Grove (location Js) to create diversions 
within the city as they storm ashore Ironically, the old 
but sturdy fort will be well prepared ro withstand such 
an assault, and if the fleet breaks through to the city, 
Steers and his men will be on the front line, alongside 
anyone who believes their fanciful tale of pirates and 
marauders. Steers, fully credulous, tries to recruit as 
many men to his ranks as he can - including the PCs. 
A wealthy merchant who spends a great deal of time 
in the city has petitioned the government for rights to 
purchase she fort and remodel it into a posh private resi- 
dence. Unfomnately, the city leaders refuse to do 5.0 as 
long as Steers and his men inhabit it, as Lord Protecror 
Jennas Ironside (locanon FZ) remembers Steers and 
his service to the city. The merchant, never one to 
be unduly delayed by ethics or morality, hires agents 
(including Thieves Guild members’l to defame Steers 
and his cohorts by framing them for a rash of crimes. 
Steers begs the PCs to help him, as there i s  a limit to 
what his allies in high places can do for him if his men 
are convicted as criminals. 

M 3 1 .  SFWFR GAT€ 
It is no surprise that a city as large as this one has to have 
some form of sewer sysiem, however crude rt might be. 
Most large buildings have a pipe where waste can be 
deposited. These pipes lead to much larger pipes buried 
beneath the streets that evenmally converge far south of 
the city, deposiring a monumental ameunt of sewage into 
a spectacularly unpleasant stretch of swampland that sup- 
ports no natural forms of life wharsoever. 

Other than the unbelievable amma that permeates the 
area around the sewer gare, there is likewise a noticeable 
aura of menace that radiates from the opening. Common 
rumors hold that numerous monsrrow creatures dwell 
amid the filth in the largest pipes, the very least of which 
arc rats the size of large dogs and reptilian menaces such 
as crocodiles and giant snakes. Although far less tempting 
than other magnets throughout the city fOT young adven- 

--., to spend. The men who live within the fort are soldiers 
without J command, with ne lord to serve and no  nation 
to defend. They look only to do their duty as they see i t . .  . 
which could land them in hot water if they interfere with 
the wrong activity. 

turers (such as the nearby Zeetora Rums; location M24), 
there are nevertheless occasionally groups of people deter- 
mined to seek excitement amid the creatures within the 
sewers. Naturally, anyone interested in an advencrm amid 

- 



"THE DOCKS DISTRICT 

the sewers is at least partiallv unhinEed, but nevertheless Eduard Bosh: Ari4. 
the Harbormaster has stationed a g u a r d  post af the gate to 

prevent what is essentially suicide. It goes without saying 
that the guards consider such duty the most grotesque of 

Mick Trencher and Tomas Wieck: Com2. 

Printers (Varies): Coml. 
311 possiblr punishments. 

This one-story building looks as though it could 
easily hake had a second story, but instead spread 
its availa5le space all across one floor. The exte- 
rior is unremarkable, but entering reveals that the 
majority of the building is dominated by one large 
room cortaining a strange apparatus of  some sort. 
T . L  t . , . I  1 ... 
I W O  Duriy men consranrry mange positions turnmg 
a rnassivr? crank that keeps the device operating. 

>VI L. W111Zl W U l K C l h  !UTI dlUUIlU L I l l U U ~ f l U W l  I l l C  

building, jhouting a t  one another to be heard over 
the cacophonous clanking the press makes, and 
gesturing wildly at different sheets o f  paper they 

L 

The air i s  thick with the ~ m e l !  o f  ink, and vast  rolls 
of paper :ontinually feed in and out o f  the device, 
emerging streaked with low-quality letters of some 
-,."4 #7&L.." ..,^"IJllr _.,_ * - * . . - A  *L I^..- L-..L rL- 

wave in front of one another's faces. 

The Gazetteer i s  a daily publication, created as a means 
of meeting the needs of IocaI merchants, captains, and 
shopkeepers. The paper's primary focus is estimating the 
arrivals and departures of whatever ships keep a regular 
schedule. This i s  a hugely imperfect process, since envi- 
ronmental conditions can delay ships for days or even 
weeks at  a time. S t d ,  even an estimate is better than 
nothing, and those managing the schedule have 

printing press itself. Both are large a n d  quite heavy, 
as well as being extremely conspicuous to remove. 

learned over the years to estimate based on far 
more than scheddes. In addition, the Gazesteer 
prints edicts from the Harbormaster's office, 
brief notices advertising for IocaI merchants, and 
the like. 

R FS I I1 F NTS 
In the pasr year, a pair of intrepid and charismatic 
(if not particularly discerning) feellows named Mick 
Trencher and Tomas Wieck have convinced the paper's 
owner, a failed merchant named Eduard Bosh, that they 
can d rama t idy  increase the paper's populariry by run- 
ning articles on local occurrences. For the most part, 
these con5ist of outrageously stylized accounrs d e n  
from "soutces" that include drunks, madmen, and those 
desperate fo r  attention.The articles have indeed increased 
circularion, but anlp so that people can laugh a t  them 
(the paper stock is excellent for wrapping fish, too, which 
doesrir hurt sales much). 
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The Gazetteer is of IittIe importance in the grand scheme 
of thingr;, although various merchants and shopkeepers 
read i t  tc get an idea of what traffic through the ~ O K  will 
be like on any given week. Commoners pick up a copv 
now and again for a good laugh at the “articles,” and then 
use it to wrap their purchases at the market. Newcomers 
to the city might not inittialIy recognize the genera1 inac- 
curacv ofthe articles, resulting in all maimer of misunder- 
standing? about exposis on secret criminal activities in 
the ciry, o r  whatever threat is looking ro destroy the entire 
area that particurar week. 

HOOKS 
hreIy by accident, the reporters at the Daily shipping 
Gazetteer haw written an article that threatens the 
secrecv of a major smuggling shipment moving through 
the city under Stavros Elrnonds control (see location 
M16). The reporters suddenly find themselves the 
target of death threats and violence. They beg the PCs 
to protect them from whatever nebulous threat theybe 
uncowred. 

* The PCS suddenly find themselves with a bit of unwant- 
ed nororiew as the intrepid reports at rhe Gazetteer 
write a series of artides about their exploits. The highly 
stvlized accounts of the groups battles against demons, - .  

v7 
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pirates, ninja, and the always dangerous demon-ninja- 
piratps. make them quite popular among the district’s 
most naive and impressionable citizens. It may be pos- 
sible to parlay this inadvertent celebnty into htgher- 
paying jobs, or they may wish ro avoid it altogether I 

I 

‘ 1  Guild has contacts with local d n k  that help them keep 
track of fish movemcnr and population. This ensures that 
the fishermen bring in a greater haul, and in return they 
follow the druids’ recommendations in order $0 prevent 
over-fishing in the local waters. Some members object to 
the druids’ rewictions, but the Guild’s records support 
claims that the alliance has dramatically increased the 
fishermen’s ptoducrivity ovm- time. 

A trio of retired fislierman (Corn3) meet in this refur- 
bished warehouse, which doubles as a storage area for 
rowboats and other small vessels. A giant chalkboard sta- 
tioned behind their tables lists the going prices from week 
to week, and also the names of crewmen interested in hir- 
ing out on fishing expeditions. Beyond the nailtical gear 
stacked as neatly as possible, the place has no vnluables 

W34. TFMPTAF OF THF SFA 

Although the slrnple sign out front declares this 
building a temple, it isn’t immeciately obvious 
from i t s  construction or appearanan. It looks a s  if 
someone attempted to build a replica of a prop- 
_I L --_- 1 -  rL- - ._I - _ - _  * L I A  - _  _ _ I  -I._. ei wrriprt. wyirLg tiic wuibt pos>ivte wr!>Lruuiuri 

materials. That the ramshackle buildfng has not 
collapsed may indeed be a sign o f  d vine influence. 
The doorway leads to an open room with an altar 
and several benches seemingly macle by the same 
carpenter that built the tempte. The altar, however, 
is  quite beautiful, carved from a single block o f  
wood and depicting a tiny replica of the Spire over- 
looking the harbor. 

RFSTDEN’I’S 
The Temple of the Sea IS a minor building established by 
a self-styled prophet named CYKUS, who washed up on 
shore seven yean ago with 110 memory of his past. Named 
Cyrus by the family that nursed him back to health, the 
man quickly developed the notion That he had been 
spared by the ocean for some greater Furpose, and began 
preaching to anyone who would listen about how the 



 pii it: Wd3 ~icriicu uy iiic g w u s  UI tiir o w a n  IO mmng nwme 
their wayward children lost at sea. C p s  constructed the 
Temple and spends the meager donations given to him by 
supersritio>.is sailors QTY food and drink for vagrants, who 
will fill the ‘Temple on hoIy days to eat and hear Cyrus’ 
semi-coherent rants. 

Cyrus, Prophet ofthe Sea: AdpZ 

Sailors (Varies): Expl.  

Vargrants (Varies): Ceml . 

The only t’ring of real d u e  within the Temple i s  the 
attar, which is  exquisite even if Cyrus’ technique is a 
bit rough. I f the massive thing could be moved and 
sold, it would be worth a t  least 1,000 gp to wealthy 
a r t  collectors, who would rapidly make it the talk of 
high socirty for a t  least a week before forgetting it. 
Cyrus, of course, has no inkling that the altar might 
be worth anything, and would not sell rt if he  did. 

ACTIVITt’ 
Sailors are typically superstitious, but only the most 
deranged place any stock in Cyrus’ ramblings, and even 
then they ?re mostly hedging their bets to be safe. Still, 3 
few sailors are usually on hand a t  the Temple, and Qrus 
enjoys going down to the Docks to preach about his mis- 
sion to tho-e arriving or departing. wayward travelers may 
embrace Cvrus’ meswge out of ignorance, or because they 
see an opportunity to become involved in a fledgling reli- 
gion that cciuld develop into something more. 

TIflOKS 

During P particularly vigorous service, Cynis corlapses 
in a spasm of rdigioiis zeal. A large water elemental (as 
per the ~ o n s t c r  ~ n n u a l )  manifests at that instant, lash- 
ing out b h d l y  a t  everything around it. Panic quickly 
spreads throughout the neighborhood, and authorities 
are summoned to deal with the matter. Is the mani- 
festation a result of Cyrus’s mysrerious pasr, or do his 
teachings hold some modicum of tnirh that no one has 
yet recoqnized? A concerned citizen alarmed by the 
incidenr hires the PCs to find out. 

M 3 5 .  SCHOLAR’S DFLICjHT 
A riny, oft-Dverlooked shop on a n  overlooked corner of 3 
less-traveled street, Scholar’s Delight is the district’s onh 
bookstore. It was founded some years ago by an elderly 
gentleman who believed he could make 3 fortune selling 
books to sadors so that they would have something to pass 
the tine while a t  sea. Alter all, what else was rhere to do? 
Unfomnardv, the man had never served aboard a ship, 
and was blissfully ignorant ofthe fact that most sailors are 
illiterate. His business scraped by on novelty alone for a 

rcw years, a n a  rne o m  man grew mcreasingiy Diner ~ n u i  
he died in poverty His shop was purchased by an actwn- 
turer named Mathis (Half& RgrS), who has funded the 
shop and made a point to purchase books brought +- 

by sailors. With so many ships arriving from dist; 
of call, Mathis can acquire tomes from all over t k  
many of which are far more valuable than the 
he pays for them. He is frequently out of the ciq 
his brother Hemis (Haif-elf Exp4) to oversee t 
Many believe Mathis is out adventuring, when ii 
is transporting his new acquisitions to various ar 
dealers i n  distant cities, making a tremendous 
rhe process. 

In addition to purchasing books, Scholar’s D e l i g ~ l ~ 3 ~ ~ 3  
a number of  different tomes as well as empty b g  books, 
quills, parchment, ink, and all other manner of writing, 
cahgraphy, and cartography supplies. They maintain a 
friendIy relationship with Albert &oyer (location 113) and 
often travel with him on buying trips. Boyer’s specialty is 
rare enough so that the two. businesses never overlap. 

M 3 6 .  FORTUNFS AND W I N D S  

I_ 
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Although nothing spectacular to look at during the 
day, this large two-story building comes alive a t  
night, when lanterns are scattered all across the 
premises. The exterior 1s sturdy wood and stone, 
painted a variety of bright colors that some might 
consider gaudy. During the day, the house is  rela- 
tively quiet, with only occarional laughter or intoxi- 
cated patrons emerging from within. During peak 
hours, however, the noise level rises considerably. 
The interior I S  filled with tables of all different sizes 
where games of chance from a dozen drfferent CUI- 
tures are played almost around the clock. The decor 
is  not as fancy as the exterior, but the serving girls 
are quite comely and the drinks are both reasonably 
priced and in great supply. 

RFSTDFNTS 
Fortunes and Winds is the creation of a former rogue 
named M e h a ,  whose travels took her all across the world. 
During her adventures, she encountered all manner of 
different games of chance. As a devotee of the luck god- 
dess, hfelina found that gambling suited her philosophies 
of the world quite well. Whether divine intervention was 
involved, or merely a n  exceptional degree of skd,  Melina 
found that she excelled a t  gambling, regardless of what 
form it took. Dice games, card games.. . it did not matter. 
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hfelina delighted in them alI, and won a fortune one hun- 
dred times over in various porrs of call. Clearly favored by p 
her goddess, M e h a  took her profits and traveled to the 
greatest city in the world, where she could visit one of the 
deity’s major temples (the Temple of the Luck Goddess, 
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utside of her staff, but she beIieve4 it 

ight be expected, Fortunes and Winds (named 
rxotic dice gamy plaved in a distant empire to the 
'I a tremendous amount of currency change hands 
:wen evening. Despite the fact that the buyin  for 
nes is low in order 10 encourage parriCipaFiOn, the 
!ume ofcoins passing through rhe hands of those 
qg the games more than makes up for it. ?"he 
,use i s  weu-secured by Melina's assistants, most of 

,res5 to blend in. Although she takes precautions 
against theft, Melina does not consider it a substantial 
risk. Apparently, she trusts her good luck quite explicitly. 

_ ^ I _ _ _  _ _  -- ..me. 

Melina: Rog8. 

Cuards {4): Wars. 

Sewing Girls and Staff (1 2): Corn2. 

Patrons (varies): Cornl. 

M e l m  carries a +t short sward and a bug ofhold- 
ing in which she tarries about 500 gp in personal 
funds. 4er security guards all wear leather jerkins 
(treat a s  leather armor) beneath their clothes and 
carry concealed daggers. The night's proceeds 
-anywhere from 50-300 gp - are kept in a locked 
box In Llelina's private chambers, secured with a 
blast glvph of warding. The blast causes 4d8 points 
ofdarn'ige to those who trigger it. 

ACTIVI'I7- 

Fortune.. and Winds is an exceptionally popular night- 
spot, one of the busjest in the entire district. Those sailors 
who are not content to celebrate their pay with drmk and 
companionship usually find their way here for the thrill 
that simple dice games in a crowded berth at sea do not 
offer. Violence is kept to a minimum, since Melina and 
her staff are able to spot potential problems very quickIy. 

HOOKS 
* The PCs are present during a particularly busy evening 

at Formnes and Winds, one of Melina's game managers 
tells h m  that the lockbox containing his profirs for the 
night is missing. M e h a ,  never one to suffer thieves 
lighltty, locks down the entire house and proceeds to 
search individual patrons. When that turns up nothing, 

" 
tracks. Unless someone discovers his duplicity - and 
quickly - it is llkely that a proper riot will break out. 

~ 3 7 .  m e  BOARD O E  TOURISM 
This smalI stone building sits near the harbor. The Board 
of Tourism is charged bv the Harbormaster t o  improve 
the district's reputation among wealrhy visitors, many 
of whom frequentlv pass through only en their way 
horn their ship to a nicer section of town. In reality, the 
board was cleated by a past Harbormaster long ago, and 
the current arbormaster has no faith in or use for the 
board. Truthfully, his distaste is well deserved. The twelve 
members of rhe board (all Ari3) tend to f a l l  within one 
of two camps: the hopelessly naive and the ovenvhelm- 
ingly corrupt. The naive genuinely believe that they can 
improve the disrrict's reputation by finding and sponsor- 
ing worthwhile small businesses and encouraging them 
to improve their appearance and service. The compt ,  on 
the other hand, wilIingIy aid whoever puts money in their 
pockets, completely countering any gcod that their more 
we11 intentioned colleagues manage to 3chieve.They meet 
here once a week to squabble, dnnk, and coIlect the fees 
that kerp their meager operation running. .kt a l l  other 

'7 
4 

she beyins searching the house.The process takes hours, 
and the dninks among her customers become more and 
more agitated until brawIs begin breaking out every few 
minutes. The manager actually dropped the lockbox 

I 

times, the place is abandoned. 

~ 3 8 .  THF MARITIMF OEEICFRS 
GUTLD 

The exterior of this butfding is painted a soothing 
green, and decorated with a variet). of ornaments 
that seem strangely out of place in this district. 
Shutters, plaques, and ornamental doorknockers, 
al l  with a noticeably naval theme, adorn the exte- 
rior. The main door is  a thick, mahogany behemoth 
nearly twice the width of a normal doorway. marked 
with a plaque that identifies it as the Maritime 
Officers Guild. 

The guildhall's interior has the look of a luxuri- 
ous study, with bookcases, comfort2 ble chars, and 
boxes Q f  tobacco all across the room. A privately 
stocked bar holds several varieties o f  local liquor. 
Doorways lead  off from the main rocm to a number 
of smaller private rooms and a kitchen. One larger 
room off o f  the main room contairs a number of  
bizarre tokens taken from a thous;md voyages to 
hundreds o f  distant lands, and contains wondrous 
items that most within the city have never seen. 

In trurh, there are few ddferences between sailors and the 
officers who oversee them on the average sea-going vessel. 
In practice, however, the officers enjoy pretending that 
they are a dass above the men they work with. As such, 
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around the house. The liquor on hand is  expensive 
enough to fetch a decent price if resold, and some 
o f  the furnishings could be sold for a profit, but 

I generally speaking it isn’t worth the effort. 
I 

ACTIVITY 
Any officer on a sea-going vessel is welcome 
in the Maritime Officers G d d ,  alrhough after 

a v l s i t  QT two such individuals are encouraged to 
p i n  rather than continue to visit. Guild fees are 

. .  
3 gp a year, which goes to maintaining the house 

and keeping the liquor cabinet well-stocked. The 
guildhall is an exceIlent place to gather d o m a -  
tion, as the assembled officers have traveled all 
across the world to anv number of exotic ports of 

\W\ 4 qualrty of furnish- 
ings found within 

is not necessady higher 
than those found in the aver- 

call. Information on individual ships, crew mem- 
bers, captains, or port officials can be gleaned 

here as well, given the members’ experience with 
such things. 

HOOKS 

* A schism develops within the Officers Guild as a 
new, charismatic captain attempts to make sweeping 

changes within the organization, beginning with 
his election as the first Guild Master. While many 

are opposed to the idea, he has enough support- 
ers that it could possibly force the issue. Oliver 
leads the charge against the change, and gathen 
support from many officers who live within the 

city to back up the S T ~ I U S  quo. H e  goes so far 
as to hire the PCs to investigate this new 

fellow’s background - with a particular 
eye to anyrhing that might be used to 

A pirate, long separat- 
ed from his ship, has set up 
residence within the city. kje is 

masquerading as a navaI offi- 

I 
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discredit him. age household. The resulting 
decor I d s  a sense of tackiness 

a t  which rnmr proper nobles would blanch. The officers 
feel otherwise, of course, brit they are hardly impartial. 

R FS I 13 E NTS 
The Maritime Officers Guild has such a disparate and 
constantly absent membership that there are no officers 
to speak oC The only member who holds any particular 
authority is a middle-aged man named Oliver, who suf- 
fered a head wound during a fightwith a pirate band some 
years ago, and has since suffered from terrible vertigo 
any time be leaves the mainland. Seasickness is a terrible 
affliction Pmong sailors, and Oliver has found a way to 
continue his  service bv serving as the guildhalls only 
permanent resident and caretaker. He is an excellent cook 
and has become quite a scholar, documenting the exploits 
of various Guild members in a series of journals that his 
fellow guildsmen love to peruse when rhey are in port. 

cer in order KJ enjoy theluxurious appointments 
of the guildhall. His claim to being the lone survsvur of 
a pirate attack has gameted quite a bit of sympathy from 
his fellows, sympathy he i s  exploiting as he keeps cate- 
ful track of shipping lanes and sends them via magic 
spells to contacts out a t  sea. With a tiny fraction of the 
ptofit from pirated cargoes, he is living the high Me 
with none the wiser. Oliver, however, is suspicious of 
the impostor and hires the PCs to investigate him. 

Oliver: Exp4. 

J M 3 9 .  ALFXA’S WARKHOUSF 
Although the city has a warehouse district, there are many t: 
merchants who do not traffic in shipments large enough 
to warrant such a large storage facility. Many small com- 

- 
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it, convemng the mtenor to that O C  a warehouse wtb 
dozens of mall, waIled in storagi: spaces with indi- 
vidual locks. Aexa rents these areas out for a very 

reasonable rate, usually 3 sp per day. Because she 
charges so little, she usually has a lot of business, 
and thus turns a profit despite her low prices. 
For security purposes, Mexa always has a book- 

keeper (Expi) on hand to venfr who bas access 
KO what lots, and several guards (Wart) to protect 
againsr m y  unlawful entries. 

l( 

M 4 O .  SALTED STFFL 
I This oddly named building -s among the most 

accessible weapon shops in the district, cater- 
ing to the unique needs of sailors and officers 
on board sea-going vessels. The owner, Jacob 
(Exp~) ,  spent many years aboard a ship and has 

seen first-hand the damage salt air can do to a 
weapon. He specializes in restoring damaged 
weapns  for extremely cheap prices (5 cop- 
per per weapon); he also sells the materials 
to maintain weapons in s i i c h  environments, 

and sells standard weapors favored by ship- 
going sorts. In addition, he cames a wide vari- 

ety of more unusual naval weapons, including 
harpoons and weighted nets. He charges the 
standard rate for all weapons, but is preferred by 
many sailors simply because of his experience 
and familiarity with the sea. 

ii 

M 4 1 .  SURGJFON ANI) 
R P O T H F C R R Y  
S&g and w o r h g  the docks 2 r e  hazardous occu- 
pations. Given the fequency with which accidents 
occur, and with which violencp breaks out among 
drunken sailors and dockworkers, it is no surprise 
that a large portion of those who frequent the dis- 

trict are intimately familiar wi<h this small, stone 
building. The proprietor, a small, gregarious gnome 
named Feeplebruin (Gnome Exp63, Ls well-hked by mo3-t 

district residents, and virtuaUy adored by the sailors he 
patches up on a regular basis. Despite his reception among 

the Io~als, however, he is perpetualIy on the brink of total 
bankruptcy, as he refuses to rum amy those who Cannot 
pay for his services. As a resuIt, the cost of materials almost 
aIways outstrips the amount of money he extracts from 
paying CknES. If any indication is needed of his pop&- 
iry, however, one need look no further -than his assistant, a 



tolerated wkhh the Docks, but Burhs is never treated poor- 
h, purely as a result of his association with Feeplebmin. 

M 4 2 .  T H F  SWOPKFFPFRS 
ASSOCIATION 

This well maintained building is sturdily construct- 
ed from high quality wood that maintains a fine 
sheen despjte the dingy appearance o f  everything 
else arourld it. It bears a passing resemblance to a 
guildhall or inn, but  is far more pleasing to the eye 
than either. The doonvay bears a plaque proclafm- 
ing the building a s  the Shopkeeper's Association, 
and is lccked and barred. A smaller notice near 
the bell Indicates that the hall is for members only, 
but a glance in the window reveals that it i s  well- 
appointed, if not particularly opulent. Only t he  
main room IS  visible, and it appears to be furnished 
to facilitate meetings and discussions for the 
various members. A small bar is present a5 well, 
although no barkeep is  in sight. 

f i e  furniture and trappings within the association's head- 
quarters are roughly equivalent to what might be found in 
a middle class home; certainly nicer than other residences 
within the Docks, but nothing partiCulaTIy remarkable. 
This is in keeping with the association's reputation as hon- 
est busineqsmen trylng to better their district. 

R€SII)€NTS 
Tomlin Goodberry, the association's founder and leader, 
lives within the headquarters in a modest suite of rooms 
bud1 fur that purpose. Twenty years ago, Goodberry found- 
ed the association to fight against criminals and corrupt 
businessmen who were making it all but impossible for 
honest men to make a living in the district. By banding 
together, the association's founders managed to resist 
crimina1 e?rrOKiOn and endure predation by their corrupt 
comrades. In the years since, however, the association has 
become the very thing it once stood against: Now those 
businessmen that will not join are treated to the same 
extortion and pressure that the association originally 
resisted. Goodberry does not realize how far he has fallen, 
but believes that he is still doing what he must for rhe 
greater good of the Docks and its citizens. 

Tornlh Goodberry: Halfling Rog4/ExpZ. 

Mher Members (Varies): Exp2. 

+ I  dagger t o  defend himself. Other members pres- 
ent within the building will likely be carrying mun- 
dane daggers or perhaps a short sword, and purses 
containing between 2-15 sp. Most of the associa- 
tion's funds are heid in the City Treasury (location 
131, but a well-hidden lockbax (sucessful DC 20 
Search check t o  find) beneath the floorboar& in 
Goodberry's chambers contains 400 gp. 

ACTlVI'W 
Roughly a third of all  merchants in the district belong to the 
association, and they invariably rank among the most suc- 
cessfuL They meet once a month, in the evening, althoitgh 
smaller groups within the association meet on a weekly 
basis. Such meetings make tempting targets for unthmk- 
ing crirninats, although the district's more knowledgeable 
criminal elements have learned $0 avoid them. Anyone who 
opens a new shop within the Docks d be approached by 
the association regarding membership. Membership i s  free 
until the new shop i s  rnahng a profit, a t  which point the 
owner is expected to devote 5% of his profits to the assoda- 
tion. Qccasiondy the association hires visiting adventtrr- 
ess to hdp them "recover stolen propem$ which often 
means stealing from criminals who have offended them 
oppressing uncooperative shopkeepers. 

HOOKS 
+ A shop recently burned to the ground in the Docks, 

and the dead owner's relatives know that  he was being 
pressured by the Association. They wilI seek justice for 
their dead relative, either through legal means or other- 
wise. Will the PCs help them out, or will they side with 
Goodberry and his associates? 

* After yeats of skirmishes and shaky truces, the ongo- 
ing rivalry between the Shopkeeper's A s ~ o ~ h t i ~ n  and 
the criminal elements of Todson Imports {see location 
Mlb) has come to 3 head. The Association is beginning 
to infringe upon the criminals' profits, and that can't be 
tolerated. Thugs and Association enforcers begin fight- 
ing in the S t m e t S  and back alleys, while the Thieves 
Guiid looks on and laughs. When the dust settles, they 
will move in quickly, weeping the remnants of both 
Goodberry's and Elmond's forces aside and claiming 
control of the district's underworld. The PCs come 
across one such skirmish while w a h g  the streets 
of the district. Wdl they get involved by trying to get 
the warring factions to stop before they sign their own 
death warrants? Or will they rake sides, hoping to keep 
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and somewhat lrucririous rooms (at least in comparison to 
those found on a ship), the Captain's QUX~~TS can cater 
to the desire of visiting officers to experience a short 
period of comfort during their stay Nicollet {corn41 and 
her long-suffering but adoring husband Gerard (Com2) 
keep the place in tip-top shape with a minimal staff(they 
do most of the cooking and cleaning themselves to save 
monev). Turing the busier seasons, they often temporar- 
ily hire hzlp from the local halfling community 

M 4 5 .  THF SFASIDF MARKFT 

It is difficult t o  make out many details of th is open 
air market, distracting a s  the shouts and general 
clamor ran be. Dozens ofsmal l  booths, each bear- 
ing craks, baskets, tables, and countless other 
displays. are filled to the brim with all manner of 
fresh seafood, collected daily from hundreds of 
rndividud fishermen and their ships. Individual 
rnerchartr; shout out their prices and catches, con- 
stantly changing their prices to meet and match 
their competitors. The smell, a s  one might imagine, 
15 nothirg short o f  phenomenal. 

There are larger open air markets elsewhere in the city, 
but none can nval the Seaside Market for variev and 
freshness of seafood. If it lives or grows anywhere in the 
ocean, someone catches it and sells it  bere.The prices ate 
very reasnnable, typically only 80% o f  standard rates for 
foodwuff~. The result, of course, is that any given mer- 
chant caries a minimal amount of hard currency on him 
at any given point in rime. 
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their ships to pick-up men (sometimes disguised under a 
shipment of fish). 

HOOKS 
A customer- perhaps a PC ar even Shylock Slimshanks 
(see location Mg) - purchases a large fish from the mar- 
ker and takes it home to set aside for preparation later. 
Unfortunately, there has been a mix up at the market 
and the customer in question has purchased a fish with 
conrraband hidden inside it. The smugglers and their 
intended recipient ofthe contraband d l  both attempt 
to recover it. Ifthe PCs are not the hapless customer in 
question, the cusfomer will hire them for protection. 
The cheapest product a t  the rnarke: is a thick paste 
produced from pulping all the day's citches that cannot 
be immediately identified. On one particularly heavy 
fishing day, that includes h ~ o  sea l ioi  pups. The smell 
is stronger than usual, and the scent reaches the keen 
senses of seven1 sea Iions in the nearby harbot. At a 
time when the PCs are present a t  the Seaside Market, 
the beasts (as per the Monster Manual) come ashore 
in  a rampage, driven nearly mad by the smell of their 
young's blood. At the DM's discretion, they may be 
aided by large elementals summoned by an angered god 
of the sea. 

~ 4 6 . .  SPIRITS Ei SELLSWORDS 
This tavern is notorious throughout the district as a major 
gathering place for members of the hfercenaries Guild. 
'he majoritv of patrons are members m good standing, 
and ofren congregate at the inn after amiiving back in town 
folIowing the completion of a job. Drunken mercenaries 
have a reputation for both violence and a willingness to 
take on new jobs, so potential employers often fmqUenE 
the tavern as well. Guild officials are reluctant to allow 
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Q such contracts, however, since drunken mercenaries do 
. 1  1 1  r. 1 1 I r, . I . .  . . , . I  . 4 .  . nor aiwavq m x e  m e  most proriraoie arrangements, nor 

do they consider rhe porential dangers of their mission. 
The price of food and drink at the tavern is 80% normal 
for those in the Mercenaries’ Guild, 115% normal for all  
others. 

M 4 7 .  BLRNF’S FXOTTC SFAEOOD 

This sper:ialty restaurant is  adorned in the finest 
trapping:. The kitchen is  immaculate, and attended 
by sever21 of the most skilled cooks in all the city. 
The maiv dining room is  adorned with expensive 
tapestrie5, and the tables and chairs built of v a r ~  
nished o;bk. The waiters are prompt and courteous, 
showing 3s much panache at dealing with an unruly 
child a s  qpening a bottle of champagne. A magi- 
cally cool-d pantry keeps fish and other perishables 
fresh, wh le a storage area to the right of  the kitchen 
holds a Forgeous collection of silver and flatware. 
A forma’ly-dressed elven maibre’d stands ready to 
lead cushmers to their seat, but dining i s  by invita- 
tion only and all patrons have paid in advance. As 
a private supper club, &lane’s has no patience foi 
common riff-raff. 

RESIDENTS 
Blane’s owner i s  a rakish man by the name of 
Portsman, who spent his apprentice years cook- 
ing for a prominent noble in a coastal kingdom. 
He has mnsferred his experiences there quite 
admirably. and the list of his clients reads like a 
wbds who of city nobility He’s let it all go to his 
head a bit. though, and sometimes piits QII airs 
far beyond his station. The name of his establish- 
ment derives from the noble family he used to 
serve - a  family to whom he doesn’t belong, and 
who would take considerable exception if they 
knew he were using their name SO. But the cus- 
tomers tolerate his pretensions admirably, and as 
for those he turns away.. . well, they can always 
get a cup cf chowder down at the local scumhole, 
can’t they? 

Portsrnan: Expb. 

Chefs (5 ) :  Exp6. 

Patrons (varies): Ari4-7. 

F 

ine eignr rapesrries in t t ~  main aining room are 
part of a matched set commissioned from a local 
artist, and worth a total of 1,000 gp if sold together, 
or 100 gp each if sold individually. The chairs are 
worth 2 gp apiece, while the tables will fetch up to 5 
gp i f a  buyer can be found. The silveware is  worth 5 
sp per set, and there is  enough for 50 customers. 

A C T  I Y 1 ‘nr 
f i e  restaurant caters to a very exclusive clientele; meals 
run upwards of 20 gp a plate and regulars often base their 
entire week around an appearance here. The menu says 
“exotic seafood,” but that’s a profound understatement. 
Blane’s bases its cuisine on aquaric monsters, which it 
pays through the nose ta have killed and delivered fresh. 
Everything from sahuagin eggs to kraken tentacles is avail- 
able depending on the Iuck of the catch.Their giant crab is 
a special delicacy, and last year, they set the culinary world 
on its ear by serving a meal of chilIed aboIeth eyes. Their 
menii rotates every week, depending upan what they can 
acquire. A trio of ships, crewed by the some of the tough- 
est monster hunters in all the land, works excIusively for 
Blane’s. They ply the seas in search of new delicacies; fresh 
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erous work, but a t  the rates Blane's pays, it 
, . ... the best. 

S 
me's fishing fleet is always on the lookout for adven- 
rers hoping to make some money. Monster-hunting 
peditions can run the gamut from the lowest levels 
lching sahuagin eggs or landing giant fish) to the 
;hest (the aboleth eye triumph cost more than any- 
e is willing to admit). Teleporters and those with 

aq' 
acc 

uatir abilities are highly prized Fees a-ce paid out 
rotd:ng to the level of danget and character contri- 

bution pay should correspond to the encounter level 
in que:rion (see the Dungcon Marter's Guide), and be div- 
vied up amongst both the PCs and any crew who goes 
with them. 

* One of Postsman's snubbed would-be customers nkes 
revenge by magically rejuvenating the main course. If 
the PCs are in Mane's at the time, theywdl have to deal 
with an enraged monster when simultaneously protect- 
ing the terr i f ied customers. 
One or the entrees has a valuable pearl in its gullet, 
which the PCs discover during their meal. Portsman 
wilI c h m  ir if he finds out about it; can they smuggle it 
out of rhe restaurant without being noticed? 

n48. TO TOISF ISLAND [NOT O N  
THF MAP s 

The spot of land known informally as Torroke Island is 
rhe only major feature visible on the endless bIue vista 
that is the  ocean horizon. The island i s  a riny speck far 
to the southeast as one stands on the coast, and cannot 
be reachpd in less than a few hours without cxtremely 
favorable tides and winds. The island is small, no more 
than a mile across a t  its widest point, and roughly oval 
in shape. IT takes its name from the great sea tu r t l f s  that 

- - "  
debris with various body parts where Tonoise Island had 
once h e n ;  the island had mysteriously moved a halfmile 
to the west of its previous location. 

I JESTS 
~es ides  the obvious nautical elements, quests in this dis- 
trict tend to focus on the down and dirty: the gritty neces- 
sities of life in the Docks District, as well as the rough 
nature of its residents. Sailors of every sort often play a 
part in adventures here, and the huge number of arriving 
and departing ships means that a new encounter is often 
Just a gangplank away. 

9UILT BY ASSOCIATION 
For nearly two decades the Shopkeepers Association has 
slowly expanded its influence throughout the Docks, 
gradually adding more and more members axid i d u -  
ence to the small coalition in h a p s  of standing against 
the criminal iiduences so prevalent within the dist*ict. 
During that time, the men who f0undt.d the Association 
have lost their way, and embraced the dark methods that 
thev once struggled to protect o m  another form. 

The problems with the Shopkeepers Association begin 
when a small number ofrelatively new hsinesses p i n  the 
group to avoid extoMion from the district's criminal ele- 
ments. Unfortunately, the Association quickly turns out to 
t3ke even more of thp businesses' profits thar the criminals 
did, and before long the new businesses - a11 of which 
are situated in a row along one parricular street - band 
together and take the unprecedented action of going to 

beach upon the island to lay their eggs: turtles that are 
well protected by a lone, mute druid who lives on the 
island. Although no one knows his name, the druid is 
called Shellback (Drd4) by those who Visit the island. He's 
generally friendly (if somewhat reserved) in his dealings 
with cutFiders. Shellback does IIOT require anything from 
the city taking all that  he needs from nature, but he occa- 
sionalZy trade9 latge boxes of fresh fruit gathered from 
the i s h d  in exchange for sheets of paper and wnring 
supplies or other odd items that catch his fancy. What he 
does with these items, nu one knows for Certain. 

There are rumors among the sailors who frequenr 
the waters around the city that Shellback and his island 
are more than they seem. One persistent rumor i5 that  
the isIand is a great  slumbering turtle spirit, and that 
Shellback can awaken it if needed. h o t h e r  tale telIs of a 
pirate ship that came to the island with ill intent. When 
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Never ODP to turn away money or back down from a chal- 
lenge, the cnme lord Stavros Elmond (see location M16) 
agrees. 

The PCs mav become involved in this struggle when, 
by chance, they disrupt the criminals who are in the pro- 
cess of ex-orting money &om the shops one week, only 
to return I few weeks later and find the exact same situ- 
ation, onbi from a different group. The shopkeepers wilI 
be enthus asric in their support of the PC3 for protecting 
them, offvring them all  manner of nice discounts and 
other shopping incentives in gratitude for their assistance. 
When confronted the second time, they will be equalIv 
grateful, but extremely reluctant to discuss the nature 
of their hardships. The incident may s t rke  the PCs a s  
unusual, ‘cut should be forgotten soon enough. 

Unfomnately for the shopkeepers, thiq confrontation 
is the final straw for both E h o n d  and the Shopkeepers 
Association. The ~ W Q  organizations have competed over 
territory for years, but have avoided open conflict lest 
they give the Thieves Guild an undue advantages. now, 
however, the battle h e s  have been drawn and the con- 
ff ict quickly boils over into the public view The unknown 
quantities in this equation are the PCs, who have by now 
interfered in the conflict on both sides. As the hostilities 
between the two groups escalate, both sides ~ v d  wish ro 
meet with the PCs and ensure that they are not going to 
be a problcm. 

The first contact will come from Stavros Eimond, who 
requests the PCs meet with him at Todson Imports for a 
friendly drink. The crime lord i s  quite pleasant to the PCs 
during their visit, making no threats and dismissing his 
senrants to ensure tha t  the  adventurers do not mistake his 
invitation for a trap. Stavros explains that the shopkeepers 
in questio? did suffer from his extortion racket, but that 
he left them be after the PCs‘first encounter with his fort- 
es. Furthermore, he had no more invdvement until the 
shopkeepers requested that he place them under his pre- 
tcction, which he has gratefully done. He further explains 
that the Shopkeepers Association has been encroaching 
upon his tcrntory for years, and he has finally reached the 
point a t  which he wiU rolerate no more. The Association 
will be dcah with once and fQT all, and he hopes that the 
PCs will not interfere. with that, he offers them m e  last 
drink and bids them good day. 

The PCs have only a short rime to consider Elrnonds 
words before they receive another invitation, this time to 
meet with Tomlin Goodberty, head of the Shopkeepers 
Association. Goodberry’s presentation mirrors Elmonds 
in many Ivays, but the aged hauning does not have the 
same char smatic way with people that his opponent does, 
and make: a few veiled threars despite his othenuise pleas- 
ant demeanor. Hc cautions them that he has powerful 
allies who want to see his Association succeed, and that 
irltimately he will regardIess of wharever thtrats stand in 
his way. 

inc mccrmgs snouia urnman 
quandary: E h o n d  and his org, 
criminals, but in many ways see 
the Association. Goodberry, on 
tantly ambitious and nithless man willing to tak, 
ever steps are necessary to achieve his goals, des! 
fact that he leads a respected and prestigious organ 
Siding with one against the other will have sub 
ramifications throughout the district if the PCS’ assc 
becomes public knowIedge. As they weigh their c 
the situation escalates. One of the businesses inva 
the dispute - the one owned by the impromptu 16 

the group, who first approached the pcs  for help - 
on fire by one of the groups (either one will do). TI 
even take place during the PCs’ meeting with GOQ 
if it seems as though they are very close to malung I 

minds one way or another. with the fire utterly destroying 
the business in question, the O W I I P ~ S  panic and turn to the 
PCs for advice. 

Within 24 hours 05 the fire, open conflict breaks out 
between the two groups, centered on the m e e t  where the 
shops in question are located. Two groups of enforcers 
shew up, each trying to bring the shopkeepers around to 
their way of thinking. when  the two groups encounter 
one another, combat breaks out i n  the middle ofthe streer. 
When the leaders of each group hears what has happened, 
he sends more men to take control of the area, and within 
a short period of time, there are dozens of men flailmg 
away at one another.The City Guard moves in to help, but 
the situation is a t  a near riot level, with shopkeepers only 
contributing to  th? insanity by tryrng to aid one p u p  or 
another in some desperate gambit to better their lot by 
proving their !oyalv. 

What ultimately comes of the conflict depends upon 
the PCs, who are essentially the swing vote. fl they do 
nothing, then the two groups will sIaughter one another 
and achieve nothing. In  the aftermath, the Thieves Guild 
will step in and claim control of the disttict for good. 
Overt disturbances will quiet down, but the amount of 
corruption 2nd graft in the district will increase even fur- 
ther, and the poor shopkeepers wiIl continue to pay extor- 
tion to the Guild. If the PCs side with the Association, 
Stavros Elmond’s hold over the district will be broken. and 
Goodberry wiIl quickly become the dominant figure in 
the Docks, eventually r i d i n g  the &rbormaster. Elrnond 
and his remnants wdl blame the PCs a5 we11 as Goodberry, 
and assassination attempts will be forthcoming for some 
time. If the characters aid Elmond, the Association w d  be 
defeated and lose considerable infltrence throughout the 
district, although Goodhem’s connections will allow him 
to preserve the group’s overall reputation once they “get 
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rid of corruption within the Association.’’ The PCs will 
have made a dedicated enemy in this case, however, and 
will 1ikd.y have trouble in any legitimate endeavors they 
anempt in the city (gaining aid from the c i t y  government, 
getting licenses, finding shops to establish longstanding 
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iRONZF GRYPHON 
ne h e w s  thar the Bwnzc Gryphon is one of the 
reat landmarks. The ship has been in the harbor for 
, a< anyone can remember. Why it has been there 
1, however, is a mystery to the common man. Why 
te city's government not remove the eyesore? Why 
le ever practical Harbormaster not clear i t  out to 
oom for further development? What only a hand- 
he city's oldest and most powerful residents know 

i s  that the ship is the remnant of a tenible (if coven) battle 
with a dangerous wizard, a madman who nearly destroyed 
the entire city in his wrath. Even in defeat, the mad wizard 
nearly sounded the city's death knell by opening a portal 
to a realm of hungry undead, and the only thing that 
stopped him was a valiant capsain who smashed his ship 
inro the wizard's, disrupring the rima1 and blocking the 
portal with the Gryphon's remnants. So long as the Gryphon 
remains in place, &e portal stays closed. 

ThiF quest begins with a fantastic rumor circulating 
among the sailors from the docks: a story of  a great whale 
sighted iii the waters near the hOri7Dn.  his would not 
be so unusual, of course, except that the whale is obvi- 
ously dead, with bones jutting through its flesh and great 
patches where the skin has completely rotted away. Each 
time the whaIe is spotted, a rider appears atop it. Each 
time it is seen, however, it quickly submetges before any- 
one can get more than a fleeting glimpse of it. The story 
quickly becomes a favorite of many drunks, and the Daily 
Shipping Gazetteer (location M32) even starts writing a 
series of articles abour the whale and its many possible 
origins. 

A shorr rime later, word on the street rapidly shifts to 
a new and e-emelv wealthy merchant who has moved 
his center of operations to the city. He purchases seven1 
large buildings - many of them near the Docks - and 
puts dozens of local citizens to work refurbishing them, 
spending vast slims of money buyhg everything he needs 
to build his new empire. As soon BS everything is ready 
and the merchant acquires the appropriate warehouse 
space, he begins bringing in a large number of ships, rap- 
idly loading and unloading cargoes, buying and selling all 
manner rf commodities in extremely large quantities. In 
a marter of weeks, the traffic through the docks increases 
dramatically: aIrnost half again the amount of traftic as 
normal for the time of year. matters quickly become 
more coniplicated, coUrsions between vessels in the har- 
bor become more common, and tempers flare among 
both captains and merchants. As a countermeasure, the 
Harborm jster quickly introduces a procedure to ensure 
that waiting traffic adheres to a strict holding pattern in 
the harbor until space becomes available. 

. 
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as an interesting backdrop for their activities. What they 
do not know is that the new merchant in town is in fact 
a n  outsider, summoned by and in cooperation with the 
necromancer who has been spying on the harbor atop his 
undead leviathan. The merchant comes from the realm 
held in check by the h o n n  Gryphon, and he hopes to 
cause such distress in the harbor that Elywn will remove 
the ~ r y p h o n  to make room for more docks. Unfortunately 
for him, however, Elwyn is well aware of why Ehe Gryphon 
remains where it is, and does nothing to risk opening the 
portal. 

When the manipulation of Elwyn fnils, the merchant 
and the necromancer decide to try a more direct approach. 
During the most hectic time in the harbor, the merchant 
releases his vassals. Dozens of sailors and workers are 
revealed to be outsiders in the merchant's service (use 
whatever form of outsider is mosf appropriate for the 
campaign). The demons cause absolute chaos throughout 
the streets and harbor, allowing the necromancer and his 
behemoth to appear and weave through the ships on a col- 
lision course with the wreck. If successful, the coflision 
will complete the task begun years ago, and the Gryphan 
will begin to smk. Once it reaches the sea floor, the portal 
will be unblocked and thousands of demons will pour 
through into the Material Plane. While the characters are 
unaware of most of this, their intuition should aid them 
in stopping the attack. If they ate f a n h a r  with E h y n  
through previous incidents, then he will contact them 
through his magic and beg them to stop the portal from 
opening . 

FLWYN'S PAST 
The Harbormaster is a mystery to all who h o w  him. Why 
would an elf - and one of noble blood, far rhat matter 
- leave his people to oversee such a gritty, mglamorous 
(and predominantly human) bit of business as the Docks? 
Why would he choose filth and money over the natural 
beauty and serenity of his elven compatriots? The simple 
tnith is that Elwyn of the House of Aer, great-uncle to the 
current clan Elder of the Aer, was cast cut from the Elven 
Dstrict for a crime committed during his misspent youth. 
Elwyn has left that life behind and t h i n k  of it only rarely, 
but some things in his past are not content to remain 
there, and their reappearance threatens the entire district. 

This quest can begin following any incident wherein 
the PCs locate a lost trove of irems or treasure, prefer- 
ably within the district somewhere. Among the items is 
a scroll, obviomiy very old and sealed with some sort of 
g1yph-adorned wax crest thar radiates a very subtle magic 
that  cannot be dispelled. Assuming that the characters 
open the scroll (as adventurers are wont to do), they will 
find texr in an archaic form of Ehn, one that even elf 
characters will be unable to decipher. The writing is not 
magical in nature once the seal is broken, but no form 
of magic appears to be able to decipher it. For whatever 



reason, the language used is resistant to such e€forts, and 
remains completely inscrutable regardless of what i s  done. 
Assuming that the scroll is found among other items and 

1 
d he discuss its particu- 
lars. lf thev sell it, the elf thanks them 
and goes on his way. If they refuse, he. kerns irritated, 
but remains polite and asks t$lem tu contact him if they 
change their mind. 

Whether or not the PCs sell the scroll, they smn receive 
an invitation to dine with the Harbormaster in his tower. 
n e y  find him engaging and sociable, and he does not 
bring up the scroll until after dinner. He, too expresses an 
interest in purchasing the scroll, and wd be disappoinred if 
they have already sold it. I f  the scroll is still h their posses- 
sion, he u d  explain that it is a record of a crime he commit- 
ted long ago, one that resulted in his expulsion horn elven 
socieey and ultimatelv led to his position as Harbormaster. 
He will offer nothing more specific than that, and if he is 
unable to acquire the scroll from the PCs, he will thank 
them for their company and bid them goodnight. 

From here, the quest depends hearily upon possession 
of the scroll. If the PCs still have it, they wdl. suffer an 
attack from elven assassins, of a chalfenge level appropri- 
ate to the Pcs. They want the scroll hecause they believe 
it wlll lead them ro a jeweled scepter that EIwyn stole 
from the House of Elesse long ago, an amfact ofthe Elesse 
that dares back to the days of the ancient elven kingdom. 
Elwyn be'ieved that the item was cursed and could very 
well destroy d l  of elven society, as It is part of an old 
prophecy rhat threatened the end of their grand race. It is a 
prophecy dismissed as nonsense by almost all of the elves, 
particular!p the Nerise priests who dominate Ladv of the 
Heavens, rheir official religion (see locations JIO and P22). 
To the House of Elewe, the scepter w a s  an important part 
of their famiIy Iegacy as che former Kings of the Elves, and 
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treasures, however, it will ultimarelv be of little apparent 
value and will lrkely be discounted as an oddity. 

A short time later, rhe PCs receive a visit at their 
home or residence by an emissary claiming to rep- 
resent the House of Elesse (see location PI7 and 
Overview of the Elven District). The elf claims 
to have knowledge of the scrolI that they have 
found, and assures them that 
while it ii  of little praql- 
cal value, it has trernen- 
dous sentimental value 
to the ehes of the ciw. 
He offers to purchase 
the scrol! at a gener- 
ous price. but refuses 
to discuss its cantcnrs. 
The ambassador seems 
willing m negotiate 
regarding the price, but 
under no circumstan5es 

when E h y n  stole it 
and hid it away, the 
incident brought the 
noble houses of the 
elves as close to out- 
right war with each 
other as they have 
ever come. 

Even so, EIwyn refused to return 
the scepter or divulge its location. He did 
write down the hiding place on this scroll, 
and had it enchanted to prevent its discovery 
SO long as the scrolI remamed sealed. E l y n  - 
then gave it away, quickly losing track of it as 
it changed hands among various trusted contacts. 
Elwyn was exiled permanently, and it  was only through 
the good graces of his sister, then the Elven District! Clty 
COUM~I delegate, that he became Harbormaster. 

The affair has since been largely forgotten among the 
elves, in no small part due to the fact that the Aer took tare 
of Eiwyn in a way that saved face for both them and the ~ 

Elesse. But now, Derres Ellesse, the heir to the current clan 
Elder, secret117 plots r5 restore the elven monarchy, with 
himself as the ~ i n g .  If the PCs rerain possession of the 
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scroll, De-res, acting under the pretense thi 
ing his family's honor, will stop at  nothin 
and E h y n  will stop at nothing to ensur 
again. 

If the sr~oll  is lost, then the Elesse will 91 
the item's location anyway (which could E 
the diarir t, possibIy in the Zeerora Rriins; 
and EIwyn will qLiickIy move to recover 
again. He may recruit the PCs ro aid him, 
already involved and have shown a reluc 
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g to acquire it, 
e it disappears 

uickly discover 
ie anywhere in 
location M24), 
it and hide ir 
since they are 
tance to assist 
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rhe elves, iIn this rase, it quickly becomes a race to recover 
the item - a jeweled scepter - from a forgotten corner 
of rhe city. Ultimately, it is up ro the DM whether or not 
Elwyn is right to believe the prophecies about this scepter. 
Perhaps there is nothing more to this crisis than Derres 
Elesds vanity and grand ambitions. Or perhaps Elwyn is 
righr right after ail, and Derres, if he relrovers the sceptre 
and activates i t ,  d 1  unleash an unprer.edented calamity 
upon the elves. 

HTP OF DEATH 
The sea offers many strange bounties that end up ran- 
d ~ d y  floating in the harbor. Most of them are quickly 
abserbed into the city by scavengers or the government, 
depending upon i t s  value. On occasion, however, some- 
thing appears that no one wishes to claim. With the morn- 
ing mists, a derelict ship dnfts into the harbor. Its make is 
unfamiliar, and the flag it flies is unknown. When harbor 
officials board it, they discover the crew are all dead, the 
cause of death undetermined. while precautions are 
saken, someone makes a mistake and soon the district is in 
the grip of a terrible plague that threatens to ovenvheh 
the entire ciq, leaving onIy death in its wake. 

The quest begins when a strange ship is spotted drifttnp 
on the horizon. When the ship continues to drift closer 
to the Docks, the Harbormaster orders an investigation. 
Many of his crews are dealing with an unfortunate col- 
lision involving three large vessels that occurred the 
previous day, leaving him short handed and forced to hire 
on additional crew to investigate the marter. The PCs, 
together with the usual suspects from the Mercenaries' 
Guild (and perhaps an investigative team from the City's 
Eyes, location Fs), are among those he tasks. Using a small 
vessel staffed by the Harbormaster's people, the PCs sail 
alongside the ship and board it. 

The ship is in a severe state of disrepair. It has obviously 
been drifting for quite some time, and the entire crew 
appears to be dead. Their corpses are desiccated, and in 
some cases picked clean by scavengers. As the PCs explore 
the ship, they discover a number of scwengers on board, 
most notably a nest of stirges that have tnken up residence 
in one of the cabins. The scavengers wil  have to be dealt 
wieh before the ship can be exited safely The stirges, hav- 
ing drained the last corpse of all blood days ago, are very 
hungry and particularly vicious. 

Once the ship has been properly searched, the PCs will 
discover she captain's log, which indicares that the crew 
was on a mapping mission far south of norrnal shipping 
lanes. There, they encountered an island, which they pro- 
ceeded to explore. The island had no natives, but hostile 
wildlife forced the crew ro flee. Shortly thereafter, several 
crewmembers began to get sick, and the captain ordered 
for them to make for land as rapidly as possible. There are 
no further entries beyond that, although the ship's condi- 
tion is adequate proof that the ship did not make it. 
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are simple rnatcers.There may be some concern over infec- 
tious disease, but generally such things are T I Q ~  on the 
minds of rough and tumble adventurers. Not long after 
returning to the city, however- within a day or two a t  the 
mast - a representative from the Harbormaster comes by 
to check in with the adventurers. He says nothing unusual, 
but does not seem to have any specific reason for his visit. 
Canny PCq may note that  he seems uneasy, and is taking 
stock of them carehlly as if inspecting them for some 
reason. If pressed, the bureaucrat will nervously admit 
that there have been some instances of illness among the 
crew that investigated the ship, and that the Harbormaster 
is concerned. 

While on board, one sailor suffered a bite from an insect 
fitring around the vessel. f i e  insect was one o f  the last 
of a hive o n  board the ship, the rest having died off from 
their naturally short hfespan. The illness that decimated 
the crew was in facr an f i c t i o n  brought on by the insect's 
bite. Once bitten, the A i c t e d  gradually weaken as the 
insect's larvae infiltrate their every major svstem, gradu- 
arly consuming them from within and resulting in the 
host's death. Upon death, a swarm of insects exits through 
the orifices and the cycle continues. The man bitten on 
the hand at  the ship has already succumbed. Since he died 
whiIe sleeping, rhe insects went unnoticed and bit several 
other members of his crew before disappearing into the 
city a t  large. 
~n a matter of days, most of the crew from the explorato- 

ry vessel i~ dead, and dozens of  cases of the same sickness 
spread throughout the district. Soon thereafter, reports 
begin to arrive of afflicted citizens in other districts. The 
Harbormaster, i t n w i h g  to risk a total breakdown of law 
and order in his district, declares a state of martial taw 
and brings the PCs, the only crew not to succumb, t o  his 
tower to discuss the rnarter. Althaugh no one realizes it, 
they have been spared only because they did not remain 
in close quarters with the rest of the crew after arriving 
back at  the Docks. Because they are not affiicted, the 
Harbormaster will treat them with suspicion, erroneously 
believing that they may have some insight into the plague, 
or know a means to cure it that they are keeping to them- 
selves. The first, and possibly most arduous, task before the 
characters will be to convince the Harbormaster of their 
innocence. Once that is done, he wiU ask for their aid in 
preventing the disease from destroying the city 

Stopping the plague is a difficult prospect. The simplest 
approach would be to return KO the uncharted island and 
retrieve some of the local fruit that rhe animals eat that 
causes the insecrs to avoid them. Of course, m05t PCs 
will not h we access to this information, although a druid 
(such as r!ie Order of the Grove, location 19) might have 
a chance of determining it. In any event, finding the 
island, reaching it, and returning before the death to11 
reaches an outrageous level would be vimally impossibIe. 
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of the sickness, something th 
closely examining either the E 
bodies ofthose who have &ea 
finding some mundane or m, 
the insects. Again, druids w d  
regard, although other spellca 
in stemming the disease's spre, 

UItimately, any success on 
in their position with the H: 
officials improvrng considera1 
some who use them as scapej 
own inability TO deal with the 
disease could well result in a power vacuum that long 
term residents of the city may wish to exploit in order 
to advance their position. The PCs may have to deal with 
such repercussions for a long time to come. 

in determining the source 
at can be determined from 
iodies from the ship or T ~ W  

dy died in the city, and then 
agical means of combating 
. have a n  advantage in this - 
stem may also prove useful 
3d. 

irbormaster and other city 
dy, although there may be 
;oats ta distract from their 
crisis. At the very least, the 

the part of the PCs results 1 

THF S F A  LTONS 
The seas bevond the city are vast, including many unchart- 
ed regions that are considered too dangerous to be trav- 
eled safely. In one such place, an ancient school of sea 
lions makes their home. Now, bemuse of tropical storms 
and smnge fishing migrations, the sea lions have come 
into the harbor, bringing violence and confusion in their 
wake. 

The first signs that something unusual is afoot are the 
rumors on the street that the recent storms off the coast 
have changed the currents. This is not the case, of course, 
but it is true that the storms have caused unusual migra- 
tions with the local fish populations. The ?.pes of fish 
normally brought in by the fishing boats each day at this 
time of year are gone, replaced by other types that are not 
due to arrive in the area for several months. There is little 
red  effect beyond the oddity of it all, and it is soon forgot- 
ten when the topic of the day moves on to something eke. 
The fishing remains good, and most are content with the 
situation. When a few small fishing b a t s  go missing, no 
one immediately connects the two, as there is no reason 
to do so. The storm that caused the migration is gone, 
and there have been no pirate sightings in months. There 
is no reason to suspect fold pIay a t  all, which makes the 
situation all the more diEElcult for the harbor authodties 
to unravel. The Harbormaster has the Navy send Out a 
few ships TO search for the missing fishermen, and may 
hire adventurers to participate in the effort if they are so 
inclined. The searchers uncover some wreckage near the 
edge of normal fishing waters, but no trace of the fisher- 
men or rheir remains. 

A few days he r ,  a number of dock workers disappear 
during the quiet night shift. All that remains are a few dis- 
carded weapons and a splarter of blood on the docks and 
the decks of whatever ships they were taken from. While 
the missing boats caused some alarm among the citizens 
of the Docks, the disappearance of armed guards and sail- , 
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4 more and more 
e course of about 
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; and only taking 
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uiIty party simul- 
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latter, but can be 
1 rangers, provid- 
ships in question 
ching for several 
le sea lions could 
e and are driven 
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them. The battle is difficult, and many sailors perish in the 
fight, but in the end a large number of sea lions are killed 
and the ships return to the district in muted rriurnph. The 
citizens cf the Docks rejoice, beIieving the matter to be 
over. Unfortunately for them. they are wrong. 

The sep lion pack i s  far, far larger than any that has been 
encountered before. Even those sailors familia* with sea 
lions moirld be shocked at how large this parricular pack 
is, and now that they have been hurt, they long for ven- 
geance. In the middle ofthe night, the remaining sea lions, 
numbering in the dozens, swarm the shores a t  the Docks 
and begir kilIing everything they find, driven into a frenzy 
the likes of which no one has ever seen. By the time a gen- 
eral alarm is raised, dozens of people are alreadv dead, and 
the alarm is TOO late to save dozens more. The beasts are 
unable ro venture too far inland, remaining within sight 

. 

of the Ocean a t  

alI times, but i 

t 

... 

-he 
carnage is still enough to 

cause a l l  mannet of chaos. 
Anyone within a reasonable distance ofthe ocean 

will hear their roars and the screams of their victims. The 
sea lion attack is a crucible in which many heroes can be 
forged, including the PCs if they play their cards right.The 
altaack is also an OppQrtunity to gain the Hafbormaster's 
favor and the good favor of many merchants whose assets 
they protect through their heroism. 

TAME M.1: DOCK DISTWICT RANDOM ENCOUNTFRS 

d20 Encounter 

1-2 Civic Guard patrol 

3-4 Thief 

5 Messenger 

6-7 Sailor 
8 

9-1 d 
11 Smugglers 
12-1 3 
14 Teamster 

1s  Tourist/Pilgrim 

Customs oficer 16 

17 Beggar 

18 Fisherman 

19 Customs Officer 

20 Courtesan 

Maritime officer 

Longshoreman 

Merchant (local or foreign) 
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WAR E H 0 W S E D1 STR I CT 

M A P  SECTION N: 
WAREHOUSE D I S T R I  

FRVIEW 
It may lack the moody glamor of the the Lamplighter 
District, rhe Government District’s intoxicating air of 
power, ar the fervent piety of the Spire District, but what 
the Warehouse District does have is the guts and bowels 
of the cim’s economy - both legal and illicit. It is gritty 
and grimv (even more so than the neighboring Docks 
Distnct), The streets lined with modest residences, weav- 
eTs and coopers shops, teamsters offices and raverns where 
respectable folk would 
not (or should not) dare 
to set foot. But the city 
could not live without the 
activity t h a t  goes here. 
Three of the city’s impor- 
tant craft m d  made guilds 
are located here. f i e  vast 
warehouws for which the 
district is named provide 
temporan’ havens for the 
vast quantities of com- 
mercial merchandise that 
pass into and out of the 
ciry. Along the shore at 
the southern edge of the 
district, huge windmills 
grind the grain that feeds 
the city’s residents. 

Warehouses were built 
here because of its prox- 
imity to the city’s port, 
just to rhe west. Bu t  
that geographical con- 
venience has also made 
the Warehouse District 
an exceilenr haven for 
smugglers and thieves. 
The streets chrob with the 
heartbeat of mde in con- 
traband, ss well as legal 
goods, and those who 
make their Jiving off of 
iIlegal goods find it most 
convenient to live and 
work here. 

/-- 

T H F  qUILDS OE THE WARFHOUSF 
DISTRICT: COOPFRS, TFAMSTFRS 
AND WFAVFRS 

Three wades in particular benefit from the warehouses, 
and so have made this district their home. Coopers fash- 
ion containers that can store even perishable goods for 
long periods of time, and the merchants who rely on the 

I 

; 

d 
P 

. . .  

i 



i 

loose prvfessional association in That they 
their resrurces to support their own private 
t i ty  force, the Warehouse Warchmen (see loc 
N31). 

WiNDM ILLS 
The windmills in this district are primarily used forgrind- 
ing grain, both imported and from the many farms that 
ring the L:iry into flour. They are located along h e  coast 
to take advantage of rhe southern winds that blow in 
from the ocean. Both the dwarves and the humans claim 
credit for inventing the windmill, though some ancient 
sources Fay they were invented by the elves. No matter 
who invmtcd rhe technology it has been widely adopted 

-, 



by the rn.lless 01 the c~ty ,  and, m some recent cases, 
adaptFd to other uses. The cult of  the goddess of compas- 
sion (to take a particularly distinctive example) has set up 
a temple in a windmill (see location Nst;). 

For reasons obscured by antiquity, a windmill is con- 
sidered a status symbol among the merchants of the city, 
so many s:Iccessful merchants invest in small windmiIls 
just to own one, not because they do significant business 
in grain triding. Those merchants who are major import- 
ers of grain, on the other hand, Iike to own mills to allow 
them conrrd over a11 srages of bringing their grain to 
market in the cirv for the exrra profitabilitv. 

There is so much grain brought in to feed the ever-hun- 
gry city rh3t it is impossible for all of the bags and bales to 
be even cursorily searched. Thus, the windmills and grain 
shipment? also form a vita1 link in the smugglers’ chain of 
moving illicit goods into the city. The grain shipments to 
the mills Serve as a conduit for smuggled goods, broken 
aut  from the shipments in the m d s  and then handed off 
to other members of the smuggling ring for distribution 
further down the chain. While not every mill is directly 
involved in this trade, almost every mill has at least some- 
one on stag who is. 

CRFMTN.4T,S TN THE WARFHOUSF 
DISTRICT 

STRFFT gANCjS 
Among the guilds of the Warehouse District, it i s  accepted 
that their apprentices will he high spirited and prone to 
“laddish” behavior. In  fact, it goes a bit further than that, 
but as long as no one Rets seriously hurt, the guilds and 
the Civic Guard both overlook the “youthful enthusiasm“ 
of the apprentices. 

The three gangs are each centered around apprentices 
from one of the major guilds in the district: the Boxers 
{Teamsters Guild), the Spiders (Weavers Guild) and the 
Stavers (Coopers GuiId). The gang members generally 
range in age from eleven to sixteen, after which they 
are expected to drop out of the gang scene to focus on 
pursuing rheir career in the guilds. Membership in the 
appropriate gang i s  viewed a5 a r i te  of passage among 
the young men of the guilds here and ahnost all of the 
male apprentices spend at least a year as part of the gang. 
The gangs value loyalty (to the gang fnst and then to the 
guild)* and consider it a point of pride not to look to the 
Guard, or any other form of adult aurhority if they find 
thcmselves in a bad spr. 

T h e  gangs prorecc the area around their guilds from 
rival gang5 and petry criminals, look tough and gener- 
ally serve as the eyes and ears of the guild on the street. 
But while they act tough, they know bettpr than to pick 
fights with anyone who looks like they might have seri- 
QUS weapons training under their belt, and they certainly 
know better than KO mess with the Citv Guard. They also 

- __- 
ing with fist3. clubs 
1 broken bonec not 

avoid using military weapons, tight 
and sticks. Bruises are common an( 
unknown, but these gang scraps prod 
Occasionally, a conflict bemeen two llvrll gdllg lllI;lllucl 

will become so intense that it has to be settled w 
but such knife fights are formalized to the point 
rituals and verv rare (perhaps one every two 
years), and a healer is usually present to prevent i 
more serious that a cut that  wilI leave a Scar that  
be displayed as a badge of honor. 

SMIJ%GLFRS AND S ~ M U ~ G L I N C ~  R m q s  
Smugglers bring goods into the city that are iIleg 
because they are banned by law or because their vwnrr5 
have not paid the official tariffs. No matter how an item 
becomes contraband, itis ptafitable to take it into or out 
of the city without being detected. Slaves, exotic poisons, 
certain magic items and weapons are forbidden by long- 
standing c i t y  laws ot temporary edjcts of the City Council. 
And almost everything imported into the city bas a t  least 
a small tariff placed upon it, with staple foods being one 
of  the few exceptions. So smugglers have a wide choice of 
goods from which to make their living, and most specid- 
ize in one or two product categories. 

Finished goods, such as carpets, furniture or clothing, 
are among  he most commonly smuggled goods as they 
are valuable in their own right and they have higher tar- 
iffs to protect the city’s guilds that produce these items. 
Smuggling TO avoid tariffs is seen, except by the guilds, 
as a relatively victimless crime and is usually is not pus- 
sued as vigorously as it could be. There are usually five 
or six crackdowns on tariff-dodging smuggling each year 
just to reassure the city government and the guilds that 
something is being done to dealwith smuggling problem. 
Imported items thar do not have the official tar i f f  seal or 
paperwork TO show that the appropriate moneys have 
been paid are Iiable to be seized and eventually resold so 
that the city can recoup the cost of enforcement. If there 
is a guild in the city associated with the itern sold, they 
receive 10% of the sale price to ease the harm that the 
black matket does to their members. 

The trade in forbidden items is much more dangerous, 
as being caughr with sirch contraband is punishable by 
death. The smugglers who deal in such goods are there- 
fore ruthless in maintaining secrecy, and they are often 
members of doomsday cults, secret ui7ard cabal or revo- 
lutionary factions t h  are alreadv risking death. The Civic 
Guard focuses most of their anti-smuggling efforts against 
these sorts of smugglers as they are a danger to the city on 
so many levels. 

SYNDICATES 
Two criminal svndicates operate in the Warehouse 
District, Rattus Rex and theThree Fins. Of the two, Rattus 
Rex is the real power in the distzicr, the Three Fins are by 
far the more visible and feared for their casual violence 
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1. For more about Ttattus Rex, 
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The Co3pers Guild Hall is  a beautiful building 
built of carved and decorated wood. The upper 
story is obviously newer and there are a few signs 
of remred fire damage on the lower story of the 
building. The entrance way is  arched 50 that it 
resembles half a barrel, to remind all o f  the craf l  
that their guild is sworn to protea. The interior of 
the guildhall is filled, unsurprisingty, with barrels 
of  al tlpes and sizes. They are examples of  the 
fine g w d s  tha t  the Guild's members produce, the 
needed containers of commerce. 
I 

RFSIDFNTS 
The Coppers GuiId represents the collective business 
interests of the city's craftsmen who build barrels, casks, 
crates and  similar containers. It is a mundane, but very 
important mfi, as almost every kind of trade good gets 
packed into their handiwork - items as diverse as wine 
and nails, flour and apples, aLl are transported in barrels. 
Without them, trade in the city (as well as between the 
city and foreign lands) would literally fa11 apart. 

f i e  current head of the Coopers Guild i s  the aptly- 
named Thomas Cooper, proprietor of Thomas Cooper 
and Sons Workshop (location N2). Cooper's Leadership of 
the Guild has emphasized holding the line on the price 
of containem - making s u e  that the members dozit 
undercut each other on price -and Iimiting the number 
of apprentices that members can take OR a t  a time, thus 
restricting the suppIy of labor. His peers respect him as ;1 
craftsman and a businessman, but SQme also feel that his 
managenlent of the Guild's affairs have been self-serving. 
Cooper and Sons charges more than anyone else for their 
casks and barrels, so rhey stand to lose the most from 
aggressive price competition, And Cooper's own sons are 
his apprentices, so he is hun the least by restrictions on 
apprenticeship. Even so, Cooper has succeeded in tamp- 
ing down sentiment against him through a variety of 
symbolic gestures, such as securing his relatively small 
guild a prominent place in the Day of Ease patad? every 
year. 

The Guild's apprentices organize themselves into a 
gang called the Stavers. The Stavers can muster 40 mem- 
bers, almost al l  using staves as weapons (treat as a quar- 
terstaff). The Stavers' emblem is, appropriately enough, 
a wooden stick (a  simple v e ~ c a l  line w d  suffice if it has 
to be drawn). The Stavers f d f 0 W  Rod Cooperman, a tough 
and expeienced s ta f f  fighter. Rod has contact5 among the 
Three Fins and is edging closer to defecting to rhe Three 
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the Stavers towards greater criminal activity. He i s  a stocky 
fellow with a scar on his left cheek, his hair is black and 
worn short and his eyes and dark and guarded. 

The only permanent resident of the guildhall is the 
caretaker, a retired dwarf cooper by the name of Tolder 
Rockrib. He is almost entirely deaf, which makes it quite 
easy €or him to ignore the Stavers' mischief, when they are 
present. 

Coopers Guild Master (varies): Expl 0. 

Journeyman (varies): Exp5. 

Apprentice (varies): Expl . 

Rod Cooperman: Ftrl /Rogl. 

Tolder Rockrib: Dwarf Ex@. 

in the Guild leader's office. There is also the gold- 
hooped barrel in the meeting room that the Guild 
leader uses as a podium. There is  enough gold in 
the hoops to make them worth 100 :gp all together, 
and they can be gotten loose by simply smashing 
the barrel. 

ACTIVTW 
The guildha11 is mostly empty during the day. ToIder 
Rockrib putters about, keepkg the phce tidy and there 
may be a few coopers and/or apprentices lounging about, 
taking a break. On the Day of Ease, most of the Guild 
members d gather here 70 socialize before and after the 
guilds parade. The guildha11 i s  also packed on the night of 
the weekly Guild meeting, but a t  othe- times only those 
members lookmg 70 spend a sedate eveiing will be found 
here, while the others are off at local taverns. 

At all times, outsiders will be asked to state their busi- 
ness as soon as they are noticed. 

Na. THOMAS COOPER ANI) SONS 
WORKSHQP 

One of the oldest coopers workshops in the city, Thomas 
Cooper and Sons i s  well known as a producer of fme 
and ditrabIe barrels and casks. Barrels with the Cooper 
and Sons brand are in great demand. The Vintners and 
Brewers Guilds have traditionally made the firm their 
coopers of first choice. 

Thomas Cooper (EVI~) ,  a tall, distinguished-look- 
ing man with a thick shock of silver bair, founded and 
s t d  owns Cooper and Sons. But since he became head 
of the Coopers Guild (location MI), hc. spends less time 
here than at the guildhall. Running the family 'business 
on a day-to-day basis falIs to his sons, Frederick (the 



Kadox is a master crattsman, a gcntus with wcnCf 1-d 

shapes. He makes cunning barrels with COI 

bungs, subdivided barrels thar hold t w c  
entwines, and other such inventive an 
vative designs. He has also expanded h 
ations into boxes, puzzle boxes and el 
occasional casket for those wealthy em 
afford entombment in the b a n p e n  I 

NJ.  RADOX’S CASKS AND 
BOXFS 

A 1 Mausoleum 

RFSID 
Paul AI 

Radox 3 

cIever chilo wnu 
Ioved puzzles, and a5 

he came of age he had 
his heart set on entering 

the Arcane Academy. When his 
father died suddenly, however, he 

became apprentice to a cooper, needing 
to learn a proper trade that could support his 

family. Radox almosr failed his apprentice- 
ship until he realized that he could treat it a11 

as an intricate puzzle, from then on, his progress tQ 

journeyman and then master was assured. He is one 
of the youngest masters ever in the Coopers Gudd 
and he bas an ego to match his talents. Radox is  also 

a self-taught wizard. He is good enough to create 
an occasional wandrous items, and he assidu- 
ousIv coUectS tomes of arcane knowledge. 

Twin sisters Candice and Camille Trades 
serve him as apprentices.There are few wamen 
among the cityS coopers, bur Radox saw that 

they had a talent with woodworking and 
they have not disappointed him. They 

are slender and attractive, and onIy 
their calloused hands reveal their 
hard-working nature. Candice 
weam her hair in a single braid 

oldest and tinrlar boss in his father’s 
absence; Exp8), Clarence (Expg), and 
Chauncey (Exp5). All are journeymen. 

though Frederick expects to become a 
master within the next vear or WQ. 

.UU Y L l U  
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Radox’s shop has two stories, as he recently added 
a half-tim5ered upper floor with a slate roof to the 
stone groAnd floor. Behind the barred display win- 
dows are clever boxes and casks o f  exotic woods. 
All of  the windows the upper floor are barred 
as well, ard have heavy shutters that can be dosed 
over thefr. The interior i s  recently refurbished with 
carpets w’er the wooden floor and a wide variety 
o f  attractti ’e casks and boxes, exhibited for the C W S -  

tomer. 

E h-TS 
nadcus 
was a 

while Camille wears hers in TWO, 

otherwise there are nearly identical, and they Iove to cnn- 
fuse those who do no know them. 

“Lockjaw” Coop was a member of the Stavers gang who 
had the bad luck to have his jaw shameTed in a fight with 
the Boxers. It never quite healed properly; plow it looks 
swollen and he speaks only with difficulty. ne i s  a hard 
worker, though, sa hdox took him OR and he has made it 
to journeyman under Radox‘s tutelage. He avoids outsid- 
ers, Fhruwing himself into his work. HF is a big, muscled 
man, who wears his dark hair short but shaggy in the hope 
that i - t  d balance his face. 

Radox has six other apprentices. We is  a very demandmg 
master and many ofthe apprentices who Iack the ambition 
that Radox expects are transferred to other masters, Radox 
has two other journeymen, who are used to his ways I<e 
also has a cook and a housekeeper on staff. 



E WORLD'S LARGEST CITY 

R a d x  ias a sideline in making containers with hidden 
compartrrents for smuggles. He works through several 
levels ofrniddlemen to insure his safety. Within the smug- 
glers community he i s  know as the "Puzzle Box Maker.' 
Lately. R:tdox has been moving more and more of these 
tasks to 1,ockjaw ro allow him more time to work with 

Radox makes fairly good money, ejpecially for a 
cooper. He has around 1 SO gp in his  ca~hbox a t  
anyone time. Concealed behind a panel (successfu\ 
DC 27 Search check to Find) in his private workroom 
i s  an arcme locked safe with a puzzle lock (success- 

- 
1 other, mcre interesting, problems. ful DC 28 Disable Device or Open Lock check to 

unlock) which contains !?adox's SpdlbOQkS, a cache \ 

of several minor magic items of the DM's choice 
and 4,000 gp in gems and coins. 

Paul Amadeus Radox: WizS/Rog4. 

Candice and Camille Trades: Rogl, 

ULockiaw" COOO: Exo31Ftr2. 
I I I  

Other JQurneymefI (2): Exp3. 

Mhcr Apprentices (6): Expl. 

ACTIVITY 
hdox prefers to stay in the back of his shop, as he never 
feels so at ease as when he is working. He is also a shrewd 
businessman, so he has the Trades sisters greet customern 
and tend to their needs as much as possible. d a  customer 
is serious about placing an order, though, Candice and 
Camille wilE fetch Radox promptly 

HOOKS 
e The Carpenters Guild (see location L32) is unhappy that 

Radox's work is crossing into their territory and has sent 
some thugs around to make trouble fix him. He worries 
That they're too much for the Stavers to handle, so he 
hires the PC to keep his shop safe, and the Stavers out 
of harm's way. 

a Strange puzzle boxes, each containing a mysterious 
item, are showing up all over the Cip~. Radox sees a pat- 
tern in the appearance of the boxes and he is d i n g  to 
trade that information for the boxes He hires the PCs 
to find them and is willing to let thim keep the items 
inside; all he really wants the boxes Of course, a lot of 

, 
h 

\ other people are looking for the boxes too... . 



N+. ARGOLSE'S SWRPLUS CjOODS 

WAREHQWSE DISTRICT - 
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. 1  ' ,p the whole running They are ' 

Given its 5ire, this shop seems to have a very small 
front roan and a very large back room, the con- 
, , r I . 1  I . r  I , .  . . r rems or u'nlcn are Kept from puDlic view. In tact, the 
back roor i  seems to take up about three-quarters of 
the build nfs foor space and the cornmunicatinq 
door wit! ;he front room i5  always kept shut an; 
locked (s~ccessful DC30 Open Lock check to pic1 

A L - . I  __-_ I-- I. .. . .. I 

< 
1~1. n T I W  gepuugt. w [  ~ O O Q S  lies scamrea around 
the front room, most of it sitting in faded or dusty 
packagiv::. A sign with the establishment's name 
sits abow the front door, but otherwise the exterior 
seems acdly reluctant to draw attention to itself. 

You can buy a variety of cast-off (but s t l l l  serviceabIe) 
dry goods from this uninviting shop. But its true nature 
- and the m e  identity of its proprietor - are dark and 
carefully hidden secrets. 

RE81 I)FNTS 
Vorsally Argolse, and experienced merchant and retired 
adventurer, owns and runs this emporium. He takes on 
surplus or rernaindered merchandise from other mer- 
chants - df they figure they can't sell - and Tries to 
resell it at a profit, Argdse does a modest trade in this line 
of business. But it is reaIly just a cover for his true occupa- 
tion as the current leader ofthe criminal syndicate known 
as Rattus Rex. 

A legend surrounding this chndestine organization 
traces its origins to a secretive order of druids enraged 
by the destruction of nature by the careless and rampant 
expansion of the city around the Spire. These druids 
inliltrated some of their number into the city and plotted 
revenge against those who defiled nature. They took as 
their symbol the lowly fat, associating themselves with 
a despised creature that nonetheless spreads pestilence 
and fear among larger beings. This is merely a myth, but it 
has a few grains of truth in it. The m e  founders of Rattus 
Rex are three old farniLes of wererats: the Argolse, h v a m  
and Telots. All have been famhes of wererats for as long 
as their histories record. Those who are inducted into the 
families are made into wererats and bound by blood oaths 
and g a s  to secrecy. New blood is considered important 
as the three families recognize the dangers of inbreeding 
and are always seeking talented people to add to the family 
line. 

~ a t t u s  RPX controls the important criminal activities in the 
Warehouse District. It has i t s  hmks into all ofthe SmuggLng 
rings, extoring a percentage of their revenues as a protection 
money. It IPaves less lucrative forms of the pmtecrion racket 
and petty theft ro the Three Fins, whose oven operations 
help distract attention from the more subtle actions of the 
Rats,& f i t s  take a long term view of things and are willing 

Id blood ar iyone who becox 
cation, or v 

ro m5e mmor operanons to kee 
also ruthless and will klu in co 
a serious threat to t h e i r  organi; 
to the secret oftheir lycanthrc 
ness contacts with the other c 
the R a r ~  would nor mind e q  
have no wish to fight a war to 

ents itself, they d expand; o 
what they have. However,  tho^ ,.__ yyI..y ._,_l 
end up as a rat-chewed corpse in an alleyway. 

Druids are a part of Rattus Rex, though not ne 
the extent that their origin myth states. The rogue 
who associate with the syndicate are not pure dtf 
of the wilderness, but priests of an ancient cult off 
and animal-ancestor spirits. Any rat, or mouse or 1 
potential spy for Rams Rex and very few can keep i 
in this district from the rats and their masters. The 
known as the Sator within the organization, act a5 SI 

t e r ~  and assassins oflast resort. 
VorsaUy Argolse is a wererat, hke all who lead 

Rex. He is also relatively young for one who boll 
position. H e  is not as rooted in traditional criminal 
prises as most of his predecessors, and he wishes 
the syndicate expand and divetslfy its d u e n c e  in t 
through more subtle means. To that end, he has ov 
the acquisition of three grain ships and a windi 
recent months (and the irony of a rat owning grair 
does not escape him) by the syndicate's proxies. Arg 
wilIing to take financial risks with the syndicate's 
trusting in his merchant slulls to see his way to s' 
but he prefers to avoid putting his operations 
through direct exposure to blatantly criminal activ 

n es 
me 

mding their operations thev 
do SO. rfthe opportunity pres- 1 
thenvise they a x  happy with 

mlv to 
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funds, 1 
uccess, 
a t  risk 
ity. He ~ 

ira trr 'I i s  a very level-headed man, ah in a crisis and pol,,, a 

fault, all of which conceals a ruthIess mind for business. 
Gonrath Ravam also spends a good deal of time at 

Argolse's establishment, although he remains in the back 
room and never shows his face to the public. As the Ieader 
of the Sator and master of the ancestor cult of the three 
families, he holds rhe tide of Master of the Night. While 
he defers to Argolse as his superior in the syndicate 
hierarchy, h v a m  has his own vision fer the future. He is 
surreptitiously protecting and supporting the Ebon Lotus 
Society and other dark groups, hoping to spur them into 
an insurrection that wlll tear dawn the existing religions 
in the city and allow him to impose Rattus Rex's ancient 
animal-ancestor cults as the center of worship. H e  has 
also been making alliances with some of the tribal groups 
within the Humanoid District (such as Cruelty; see loca- 
tion B24) as possible allies in shaping this new world. 

Anastasia Telots, a lower-level operative in the syndi- 
cate, also uses Argose's back room as a base of operations. 
Known as h n a r o  those in the farnhes, she-is a cold 
blooded killer, a seductress and spy- Highly ambitious, she 
has her eye fixed on higher rank within the organization. 
Unknown to hgalse, she has been building her own par- 
aIlel network of spies and agents within the syndicate in 



bid for the leadership post when i t  next 
1 no matter how it shouId open up. She 

is sierwe- ana o e a u t h l ,  with long biond hair and green 
PVPS she can be devastatingly charming, but in private 

5 co!d and calculating and very few in the syndicate 
- .  - 
she i 
WOUI 

MI 

. .  
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d care to ctoss her. 

Yorsally Argose: Wererat Rogl 1, as per the 
onster Manual. 

Gonreth Ravam: Wererat Drdl3, as per the 
onster Manual. 

Anastasia Telots: Wererat Rog9, a s  per the 
Monster Manual. 

Argolse keeps 5,000 gp - cash flow from hi5 
legitimate business, plus Rattus Rex's reserve coin 
hoard -- in sacks hidden underneath a trap door in 
the fioov in the back room (successful DC 20 Spot 
check to notice). 

A C F I V I T I  
Visirors to the front ofthe shop will find ArgoIse smoothly 
playing the part of the ordinary legitimate businessman, a 
sole that he has learned quite well Through practice. The 
back room is strictly off-limits, however, and any interest 
expressed in it will be met with suspicion and icy rebuffs. 

Under no circumstances must outsiders be alIowed into 
the back room, because that is where Rattus Rex has estab- 
lished what passes for its headquarters. Not only is there 
plenrv ou material evidence of their subversive and crimi- 
nal schemes here, but the Sator have also set up a shrine 
to the wererat ancestors that Rattus Rex worships. Here 
the svndicate not onlv holds meetings between it? three 
constiturmt families, but it also enacts i t s  weird religrous 
rites -rituals that w o d d  horrify most outsiders. 

I lnOKS 
* Vorsally Argolse, as a former adventurer, understands 

how the shUs of adventures can be turned to his own 
ends. 1 - k  hires the PCs to protect shipment of goods to 
a hreiqn land (or coming to him from a foreign land). rf 
they prove themselves comperent, VorsaUv would like 
to put them on retainer as troubleshooters. 
The PCs came across Gonreth hvam,  or one of the 
other Sator, making a n  example of an i doman t ,  who 
is covt-red by a seething mass of rats. Do they dare to 
interfere? Do they take on the task of finding out who 
rules The rats ofwarehouse District? 

-'-* AnnaTelots recruits the PCs to become part of her shad- 
I ow organization, starring them with standard adven- 

turer tasks and gradually begin to use them against hcr 
rivals in the Rats. The PCs could become important 

street operatives, and trusted lieutenants t o  an up-and- 
coming member of this important ~:riminal organha- 

or end up in the bay with weights around their 
ankles. 

N5. ZAUBFR'S BARRFL WORKSHOP 
~ b i s  workshop is a fairly new addition to the Coopers 
Guild, founded by a pair of dwarven brothen who origi- 
nally come from a dwarven settlement outside the city. 
The Zauber Brothers (Dwarf Exp5) art: experts in a new 
technique that involves making barrels lined with tin. 
The Navy is very interested in the possibility of using 
these barrels for long duration patrols, and some vininers 
are experimenting with aging theirwines in a tin barrel to 
mod& the flavor. The Zauber brother!: worry ceaselessly 
about competitors stealing their unique and valuable 
trade secrets, so the Coopers Guild has agreed to keep a 
close eye on the Zauber workshop. 

N 6 .  TFAMSTFRS ~UTLDHALL 

A solid, low-slung stone building that has obvi- 
ously been expanded several times over the years, . -  - .. .. . I 

[I 
the leamiters Guildhall 1s about a:; glamorous a s  
the tradesmen that it serves. The inferior features a 
large, but spare meeting hall, plain and functional 

with faded, but k f o r t a b l e  furniture. 

The guildhall serves as a meeting p'ace for Teamsters 
Guild members. It aIso serves as a central registry of  avail- 

able teamsters. 

RFSIDFY' I 'S  

Teamstets ate mtal to the commerce of the city. They are 
experienced in the driving of teams of animals, as weil 
as single animal carts and the loading and unloading of 
goads. Their jobs don't give them much social prestige, 
but in a very real sense, it is the teamsters who keep corn- 
rnerce moving in the civ. The city's teamsters also share 
responsibility for the safe delivery of the goods they are 
transporting. A5 a consequence, the working leathers of 
many of the teamster are reinforced with metal studs, 
some even wear mail underneath. The teamsters all carry 
heavy work daggers and other tools of their trade, a11 of 
which can be used as efferrive weapns  if needed. The 
Teamsters Guild represents the interests of everyone in 
this line of work, as we11 as the city's hosrlers, who were 
absorbed into the Guild many years agu. 

The current head of the Guild is vard Stonger, a man 
cut from the classic teamstet mold. Roiigh-hewn and pro- 
fane, he favors simple tradesman's cIetmng i n  spite of the 
dignity of his position and wears his beard (now flecked 
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all of its members. The Guild screens prc 
ers as to the nature of the job that the, 

This system offers plenty of opportunities for cor- 
ruption within the Gudd, and in the past rnasrets have 
been known to take kickbacks from other guildsmen in 
exchange for favorable consideration when it comes time 

to get an employer marched up. Stonger has largel>i put 
an end to that prac~ce, however - a t  least, for the 

time being. And even the most high-minded 
teamsters admit that this system is the 

best anyone in the Guild has ever 
ped fOT controlling the 
ippIy of their labor, there- 

by propping up the 
fees that they can 

charge. The Boxers are the Teamsters Luikk gang of appren- 
Y 

tices. They number about 40 and are the physically stron- 
gest of the gangs.The Boxers use a square or a square with 
an ’X inside as their symbol. They are led by Roland Rost, 
a tough lad ofonIy sixteen, who has already won dozens 
of bare knuckle fights. b l a n d  is the son of one of the 
Edward Rmt,  a respected master of the Guild. He knows 
he is a good fighter and finds it very difficult to turn 
down a good scrap, but he is also concerned about his 
faather’s reputation and would feel desperateIy guilty 
if his actions were to sully it in any way. The older 
Rost fears rhar his son wiLL degenerate into a common 
hoodlum Imless he gives up che Boxers soon, and 

Vard Ston?er, on the other band, actively - 1 
encourage< the Boxers to defend the honor 
of  the Guild among the apprentices of the 
district, naively believing that boys will be 
boys, and that no harm will come of it in the 
end. 

part of Ro’and suspects that his father is right. J 
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rld never be devious enough to think 
it some of  the masters have convinced 
tage Corbusher's Heavy Transport and 
Ir threat ir poses to the Guild. He hires 
m y  t o  make them look bad. 

FR'S I I F A W  

It looks like any other teamster 
its employee lounge i s  usually 

bles in back are not fitted to keep 
Instead, the stalls have crude, 

Iallets and dirty blankets, as if 
ioids lived here. 

teamsters' companies in the city, and arguably the most 
controversial. They use5 ogres as beasrs of burden, and 
in doing so they have sparked heated Cebates within the 
Teamsters Guild that may have wider repercussions for 
the city as a whole. 

RBSI  DENTS 
Norman Corbusher i s  a savvy businessman who has spent 
his entire career looking for innovations, new and differ- 
ent ways of doing things that would a t  least distinguish 
himself from his competition, and maybe even give 
him a leg up. Shortly after he enrered the transportation 
business, he asked himself if it might be possible to use 
creatures more inteUigent than horses, mules and oxen as 
beasts of burden. In effect, he wondered if one could cut 
costs by combining the teamster and the animal into one 
creature? 

Corbusher saw that giants were worlcing as Iongshore- 
men down by the Docks, apparently without causing 
undue problems. But he didn't have enough room in 
his rather small establishment to accommodate them. 
Instead, he settled on ogres as the right ueature far the 
job - they were smaller than giants, but still large enough 
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intermediaries referred to him by Oswald Antarax (loca- 
tion B3), !le was abIe to contact a tribe of ogres living in 
the wildewess outside the city and persuaded several of 
them to r r v  a more settled existence and do honest work 
for steady pay. 

So fat, the experiment has worked reasonably well. 
It hasn’t made great profits for Corbusher, but it hasn’t 
backfired disastrousiy on him, either. The ogres have 
proven cmperative so far, and ifthey aren’t always ecstatic 
about their lot, neither are they plotting insurrection 
against him. Prwently Corbusher’s main worry is that hi5 
experimert has set off a controversy with (and within) 
the Teamsters Guild (location N7) about whether or not 
he and hi: employees are entitled to Guild membership. 
Mostly, it’; a definitional question: Are the ogres team- 
sters, or beasts of burden? But these are also rumblings 
that a humanoid race ought not be allowed outside the 
Humanoid District like thx,  and Corbusher has even 
heard rumors that the G d d  views him as a threat that 
needs to t r  eliminated by any means, peacefirl or violent. 

Norman Corbusher: Com5. 

Ogres (4): As per the Monster Manual. 

Corbush~r’s gets by, but it is  not a wildly profitable 
business. Corbusher keeps his profits - 100 gp 
and 750 ‘p - in an unlocked chest in his office. 

L 

ACT1 v I 79’ 

Norman Corbusher i s  not ashamed of his ogres, but he 
understanrls that not everyone reacts well to them. So he 
keeps them in the back yard as much as possible, where 
the customers will probably not get a casual look a t  them. 
He i s  courteous to aU potential customers, but he will 
treat with susprcion anyone wearing a Teamsrer Gudd 
badge until he can figure out just what they’re up to. 

HOOKS 

The worst has happened: One (or more) of Corbusher’s 
ogres has reverted to its feral state and is running amok 
in the district. Petrified by the prospect of bad publicity, 
he \hill ne t  summon the City Guard for help. Petrified 
by the prospect of even worse publicity if this goes on 
too long, he  hires the PCs to caphire the loose ogre(s) 
ASAP, beping as low a ptofde as they can and tahng 
it/them dive, if at all possible. 
Cotbusher senses that the Teamsters Guild is out to 

close him down for good. He wants to know exactly 
what they have in mind, so he hires the PCs to infiltrate 
the Gull 1 and find out. 

IYIII. 3UL11 
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arranged in a square as their symbol. Once the experts a t  
Solitaire have applied their skilIs KO a particular cargo, any 
Search check to find hidden items in that cargo must be 
made a t  a -10 penalty 

N9. TEAMSTERS MARSHALIN5 YARD 
This is the central pIace for animals, wagons and work- 
ers to be housed, repaired and brought together before 
setting aut on their days work. The huge building holds 
stables and oxen pens, storage afeas for carts and wagons 
of all types and even dormitories for teamsters who just 
need someplace to sleep. Teamsters who need a specialized 
type of wagon, extra animals or to hire a few extra hands 
can easily do so here. Needless to say, it is a busy, noisy 
and confusing $ace if one is not used to the ways of the 
teamsters, and on+ busy and noisy ifone is. Teamsters and 
wagons can be hired directly from the Marshaling Yard if 
needed. 

NIO.  5LFNA COOK’S HOUSE 
This unassuming house at the end of an obsckrre street 
belongs to one the citv’s most skilled smugglers, GIena 
Cook (Brd3/Rog2). A professional messenger and some- 
times adventurer, Cook supplements her legitimate 
income by smuggling small valuable items, such as jew- 
elry or books. Rarely, she d l  bring in a magic item or two, 
but nothing Ikkety to attract attenrion like a weapon. She 
likes traveling with groups ofadventurers, as they usually 
distract attention from her. Cook is of average height with 
dark auburn hair and blue-green eyes. She favors expertly 
made studded leather (treat as masterwork studded leath- 
er) and her primary weapon is a short sword, which she 
generally will not use unless forced t o  do so. 

Cook keeps her hot in a large comparrment under the 
floor (successful DC25 Search Or Spot check to no~icr! the 
trap door). She has 1,000 g p  in sacks, and a scatwring of 
smuggled goods with a retad value of 500 gp. h a n g  these 
items is a n  interesting-loolung book that she once picked 

still does not understand i t s  true nature. 
up. It is in fact, a manual of quickness of achon +I, and she ,,.- -- 

c 



E R S  GUTLDHALL 
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The Weavers Guildhall is three stories high, a beau- 
.< . , <  . I 1 I ., I. I 

banners that are changed each season. The exterior 
wooden beams, now slightly weathered, are carved 
with scpnes of weavers pursuing their trade. The 
interior of the buitding is bedecked with hanging 
showing the skill5 of the weavers going back cen- 
turies. As with the extenor, the wooden beams are 
carved showing the fuH process of weaving, from 
harvesting plants and shearing animals for the raw 
materiais through to the final stages of weaving. 

The Weavers Guild was once one of the most important 
pillars of the City’s economy. But it has since been eclipsed 
by new isdusrries, and the Guild now seeks to restore itself 
to the glory days. The city’s weavers profit from exportmg 
clorh as ;Yell as supplying the Tailors Guild and provid- 
ing saddoth to shipbuilders. ITS has used it influence to 
insure th I t  forejgn cloth sdfers from high tariffs and must 
pass through the Weavers Guild-owned warehouses, thus 
insuring their monopoly on cloth distribution. 

The Weavers Guildhall has a library ofcloth sample from 
around the world, each carefully labeled with point of ori- 
gin, material (and dyes, if appropriate} used and how it was 
woven. It is a unique collection of knowledge and collec- 
tively, no one knows more about cloth in the city then the 
Weavers Guild. The City’s Eyes (see location F9) are awxe 
of this resource and have been granted unrestricted access 
to the ch th  achieves by the Guild whenever they need to 
match a <ample as part of their investigations. 

A F S I  m w r s  
Johann Kirelaw is the Weavers’ current Guildmaster 
and the Warehouse District’s representative on the City 
Council. Kirelaw he has led the Weavers GuiId for over 
30 years He was never quite clever enough to outma- 
neuver his rival Sir Deramus Propp (see Iocation E9) for 
the dismct’s Council sear, and did not assume that role 
until Propp retired. But nevertheless, he has dways been a 
skilled politician who was willing 10 wield the economic 
power ol the Weavers Guild to maintain its position in the 
city In his old age, Kirelaw h35 begun dipping into seeing 
rhreats to his position and his Guild from every shadow. 
But he remains a first-rate political mind with a web of 
contacts and favors owned throughout the city. 

Morson Rock is Kirelaw’s personal assistant and body- 
mard. An orphan whom the KireIaws took in as an infant, - 
Rock was raised in Kirefaw’s household and he is quite 

7 devoted TO the old fellow. Quiet but observant, he is often 
underestimated as Kireiaw’s lackey, but thanks to his men- 
tor’s trust and his own narive cunning, he bas become an 

Guild. When Kirelaw needs something done without the 
Guild being direcrly involved, Morson k k  arranges it. 
This includes keeping a n  eye QTI the P s q  children, who 
now run the family business (see ~13); although Baron and 
W h a  Propp are not weavers by trade, Kirelaw suspects 
them ofwanting to usurp his Council seat and continue the 
family’s mdition of political service at his expense. He is an 
unassuming man with brown hair and hazel eyes, his finely 
tailors SLUE hide his well muscled bdy. 

Quantal Weft is Kirelaw’s officiai lieutenant in the Guild 
hierarchy, and oversees the organizat ton’s finances. He 
also operates a network of informers that keeps tabs an 
the city’s other guilds. He is just as committed as Kirelaw 
to maintaining the Weavers Guilds position in rhe poh- 
tics of the city, perhaps more sq as he and Morson h c k  
have undertaken some actions on the Guild’s behaif that 
definitely cross certain lines of legality. The difference 
between Weft and Rock is that the former’s first loyahes 
are to the Guild (whoever leads it) rather than Johann 
Kirelaw personally. He w a s  once a respt:cted master weav- 
er with his own shop, but he has since left hiis business 
alI together to devote himself full-time to Guild affairs. 
Quantal Weft is of average height with dark blond hair and 
grey-green eyes hidden behind glasses. 

The Guilds apprentices organize themselves into a gang 
called the Spiders. They have around 30 active members. 
When expecting trouble, all of the Spiders will don pad- 
ded armor. NatumIly, they use an abstracted spider as their 
symbol (it looks like four Iines crossin:< over each other). 
Their leader is “Lady” Sara Threadspinner, a tomboy who 
has risen to lead the Spiders on purr scrappiness. Sara 
loves daredevil stunts and playing pranks on the riwl 
gangs. Her hair is red and always escaping from its braid, 
her eyes are a bright blue and she has a winning smile.The 
Guild leadership secretly encourages fie Spiders in their 
delinquent behavior, and Quantal Weft. does not hesitate 
to use rhem for jobs that are not terribly demanding. 

The Weavers Guildhouse ha5 a staff cf sixteen to handle 
administrative chores and to assist Kirejaw. 

Johann Kirelaw: Expl3. 

Morson Rock Ftr3/Rog3. 

Quantal Weft: Rog3/Exp3. 

Sara Threadspinner: Rog2 

Guildhall Staf f  (16): Corn1 

Beyond the hangings, which are quite valuable but 
difficult to transport, the Weavers Guild has a “war 
chest” in their vaults of 10,000 gp. 
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est in weaving apart nom addmg the Weavers Guild to her 
power base, has allowed the quality EO slip. 

The shop employs five masters (Exps), all of whose 
ancestors dso worked for the Kirelaws, fourteen journey- 
men (ET+), and ten apprentices (Expf). 

Aside from bolts of cloth, the only treasure here is 300 
s p  in petq  cash kept in an unlocked cashbox. 

NI4. KAMAKTRI SILK WORKS 
Founded by exiles from a far-off land, the Kamakiri are 
one of thr few weavers in the city who have frilly mas- 
tered the 3r t  of weaving silk into intricate designs and 
patterns. They Must imporr most of their raw s d k  from 
outside the  city, making them more vulnerable to bad 
weather and trade problems than most other weavers. But 
their unique talents also make them much in demand. 
Their building is a mix of traditional city construction 
mixed with elements kom the Kamakiri’s homeland. 

Although they have been here for several generations, 
the &mal;iti family has avoided intermarriage with the 
other weai-er families in rhe city, instead bringing other 
exiles from their homeland into the city as spouses. 
Among themselves, the Kamakiri speak their native lan- 
guage, which can be disconcerting to their customers. 

Aside fnlm bolts of finished silk, the onlv treasure here 
is 150 sp in p e T  cash kept in an unlocked cashbox 

~ 1 5 .  KTRFLAW WALL 

This grard residence is  a gothic rnasterpiecl I dark stone with multiple turrets and high wind 
with blacl’ iron bars {arhstccally shaped to look 

Qf 
W5 

ike 
ivy) proteyting them. Decoratwe gargoyles leer over 
the main entrance and are scattered across the 
rest o f  th? building, glaring out at  the encroaching 
district. 

The intprior is  richly decorated in an antique style, 
I .  I .  . I . . P . I  
DM ever).: ning IS  new; tne anacnronrstrc rurnisnlngs 
are an arempt to convince visitors that  the famlly 
is, i d e e < ,  venerable. The intenor i s  decorated in 
dark wood and brass fittings, the furniture is dark 
wood ant. velvet. Portraits of famous members of  
the Kierlaw family hang everywhere, and it is said 
that their gaze ~ O I I O W S  you wherever you go in the 
house. 

L 

This impre wive pile i s  home to Weavers Guild Guildm aster 
Joohann Kirelaw and his children. It is far and away the 
most opulent residence in the district, and absohtelv 
unique in r hat regard. But then, the Kirelaws are no ordi- 
nary farnil. : 

.n successful weavers for - 
-, and the Kirelaws haw 
21th O V ~ T  that time. They 
ness ventures outside of 
-has not touched a loom 

Guildhall (location N12), and he 
tha t  entry His ancestors have bee 
as long as anyone can remembei 
accumulated a fair amount of we; 
have invested in successful bust 
weaving. Johann Kirelaw himself 
in several years, having handed the famil 
grand niece Artemisia (of course, he rt 
weaver and therefore eligible to lead the ’ 

But somehow, the KireIaws have never; 
cal and social prominence that would ga 
the nobEe class. Johann hopes to change 
that he represents the Warehouse Dist 
Council. But in the meantime, he has 
mansion house, which he built in imitat 
residences in the Nobles District - or  
imagines a residence in the Nobles Distr! 
like. 

Their lack of upward mobility has, ove 
of generations, made the Welaws inte 
the Fropps (location E9). Though the Kir 
wealthy for longer than the Propps, it w 
the district’s City Council seat first (tha 
Propp), and they who became a noble f 
Kjrelaws remain commoners - wealthj 
commoners, but commoners iionetheless 

Hamish Kiedaw, Johann’s oldest so 
house and the family’s investments outs 
Guiid. Unlike his father, Hamish has ne\ 
sociabIe, but he is a very good administ 
almost instinctive grasp of the flow of CQ 

Kierlarv fortune has been increasing un 
ship. Hamish is completely loyal to his fa 

Artemisia Kierlaw is Johann’s grand-nj 
first d e ’ s  family. She was born and r;l‘ 
city, and came here to make her fortune 
ambitious woman, and she intends to tal 
KireXaw familv on her grand-uncle’s deatl 
displays unswerving loyaltv toward “Unc 
buiIding her power base within the famil. 
Weavers Guild. Artemisia did not know much about weav- 
ing before corning to the city, even though her native land 
is a major wool producer, bur she has learned just enough 
to allow her ennee into the Weavers GuiId. Trained in 
swordsmanship a t  home, she has become a greater crea- 
ture of politics here, though she ILke5 to hide behind the 
facade of a simply country gir1 confused by the big city. 

Ian Kierlaw is Hamish‘s youngest son and his grmd- 
faather’s favorite. Ian. however, does not want to be a 
politician or a weaver. Instead, he dreams of adventure. To r 
further that aim, he has been training in swordplay with ‘ 
Artemisia. He also hangs OUT with the Spiders when he 
can slip away, and he longs to be able to leave the c i ty  for a 
hem’s life. 

x 

-:-- 
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w family members in reslaence consist 
er sister of Ramish; Ursala, Hamish 
am and StanIey, Harnish‘s sons and  Ian’s 
m, Hamidis daughter and youngest 

rge, another coisntry cousin. 
dd has a staff of 28 (large, even by the stan- 
e’s residence). 

:ierlaw: Exp5JAri3. 

Kierlaw: Ftr3. 

w: Ftrl .  

elaws (6): Ari l  -3. 

(28): C O ~  1-3. 

The Yixdaws 
so that w e n  
nobil;ty, they 
are as wealth’ 
low the guidt 

have built up considerable wealth, 
though they are not part of the  city’s 
are among those commoners who 

r, as nobles. Therefore, YOU should fol 
low the guidetines for determining the treasure in 
aristocratic residences presented in the “A Guide to 
Nobles’ Residences” section O f  the Overview to the 
Nobles District (see p. 166) and treat Kirelaw Half .. . _.. I . . , I  . r I ,  r I I I 

accordingly. Ktrelaw Hall ts tu11 ot valuable antiques 
and farr i ly heirlooms, but most are easily traceable 
and wordd be difficult to self within the crty. There 
is  a n  unlocked chest with 1,000 gp in Harnish’s 
of ice 

A c w  VIT- 
Kierlaw Ha11 used to be famous for its parties back when 
Johann vith a young man, with his d e  Helene as host- 
ess. Follrwing Helene’s death and because of rhe greater 
demand< of running the Guild, Johann hosted fewer and 
fewer paities, usually just his birthday and the important 
holidays. Now with Artemisia in residence, the Hall is 
hosting inore parties and social gatherings to build her 
status and list of contacts and as it supports the family’s 
(and the Guilds) status, Johann has been happy to bank- 
rolI it and make at least token appearances. Crashing one 
of the p:rties would take some work, but would not be 
impossible, and would give access to a variety of interest- 
ing peopk and contacts. 

HOOKS 
Wamiah makes a modest concession t o  Ian’s dreams of 
glory I-le hires the PCs as “adventurer tutors’’ with strict 
order [or them borh to teach to boy tncks of the trade 
and m:ike adventuring sound as unpleasant as possible. 

‘’ Hamish figure that i3 he cannot discourage his son as 
Ieast he can enstire he has the skiEls to sunwe.  

nrtcrnisia nas neara 01 me ~ L S  exploits ana  invnes 
them to one of her paflies to sound t i em out and see if 
they could be useful in furthering her ambitions. 
Hamish is worried for his father‘s I&, having heard 
rumors that someone is planning to massinate the old 
man. His warnings have fallen on deaf ears, SO he wants 
to hire the PCs to bodyguard his father. 
Inheriting his father’s long-standing jealousy of the 
Propp clan, Hamish hires the PCs ta sabotage Propp 
Consolidated Clothworks (location N I?), attack a Propp 
cloth shipment as it approaches the city, and/or vandal- 
ize Propp Manor (location E9). 

N l 6 .  TIIF; TANCjLFD T H R E A D  
This tavern is where the masters of the Weavers Guild 
come to drink, ear and talk business. The mo-story stone 
building built in an antique style remembers an age of 
wealth and power that the Weavers Guild no longer 
enjoys. The sign shows a weaver who has woven her hair 
inKO the cloth an her loom. The interior is decorated with 
heavy, age-darkened oak and beautiful tapestries lining 
she walIs. The rooms upstairs are very nice with beauti- 
ful sheets, blankets and curtains accenting the antique 
furnishings. 

The Tangled Thread has excellent dark ale, a fine wine 
cellar and their menu is a n  interesting Mend of hearty and 
fancy fare. There are often bards performing here, and an 
ancient Weavers Guild tradition promses a cloak to any 
bard who brings news to the Guild and performs for two 
or more nights in the Tangled Thread. 

N l 7 .  CIVTC CjUARD DTSTRlCT 
H F A D Q U A R T F R S  

arrvw > i i L  W I ~ I C I U W ~  ariu ~ T I I C K  iruri uuun SIredKea 

, with rust. A brick watch tower, itself rising a Further 
two stories, juts from the northwest corner o f  the 

I 

The Warehouse District Civic Guard Headquarters 
is built to serve a5 a strong point i f  need be, two 
stories tall and made o f  heavy stone with narrow, 
_._- - 1 . 1  - A -  - - - A  11:-1 ’ . _  J .-_- -L _ _ I  - 1  

building as a lookout post. The build ng is darkened 
by age and grime, but still solid. 

The interim i s  functional and cleaner than one 
would expect, welt ordered and eficient. The 
*J.-:-:-*w**:.,- *E-*- * - A  *LA *..-**. *..* ..- ‘L* 
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upper floor. A full basement has both temporary ja i l  
cells, evidence lockup and emergency supplies for 
the garrison. 

The Guardsmen that patrol the Warehouse District report 
here for orders. f i e  headquarters dso serves as a clearing- 
house for information about criminal activity in the dis- 
trict, and as a temporary lodEup for prisoners and contra- 
band. ~t i s  the center of the Civic Guard’s anti-smuggling 



and anti-:!avery efforts, coordinating with the Guard 
offices in Uocks and P.j'ava1 Districts. 

RFSIDFNTS 
The Civic Guard considers the Warehouse District irnpor- 
tant enough to appoint a junior colonel to command it. 
Sir Jorge Claude Renauh is 3 career Guardsman, having 
joined at the age of sixreen follorvlng an argument with 
his nobIe f~ ther ,  who subsequently disowned him.Twenty 
of his 27 vears of service have been in the Warehouse 
District, arid he knows it like a native. Sir Jorge see that 
smugghp is a natural pan of Iife here and thus, tends to 
ovetlook riuch of if, considering that it only really hurts 
the purses of merchants and  orher ambitious commoners. 
What he d 3es nor tolerate is smuggling of magic, slaves 01 
weapons, which he sees a t  threats to peace and order, as 
well as being highly immoral. 

He has w o  captains to help him as immediate snbor- 
dinates. Captain Kerneresh Emeraldblade, his second- 
in-cornmad, worked as a mercenary before coming to 
the city. C'rn her first day in town, she lulled two men 
in a tavern brawl. However, Captain Emeraldblade was 
fortunate i n  her choice of legal counsel, and her attorney 

cunvmccu me page prtlsiurng over I 

her to Guard service by means of a gel 
one. Since then she has served the G 
for over 60 years. Without a doubt, C 
is a fighter and field leader, not a staff officer. Wh 

he case That binding - -  
IIS was besr for ~ v e r y -  

aptain Emeraldbhdt 
uard enthusiastidly .. - .. .. - 

enters even rhe toughest tavern, everyone goes qui 
never seem5 happier then in a fight or after it, SUI 
her defeated foes. She wears a + I  nitthral chain shiri 
her uniform and wields a longsword with a blade n 
dark green crystal (treat as a masterwork longswori 

Captain Gondalian Stronghelm, a dwarf, rakt 
of administrative matters. He also acts as the un 
liaison between the Civic Guard and the district's 
as wel l  as the Warehouse watchmen (see location N31). 
Captain Stronghelm ~OLIQWS the lead of his commander 
in that he is inclined t~ go easy OR smuggling activity. 
The one exception to this rule is smuggled cloth, as he 
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?s care 
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has received many financial favors from Johann Kirclaw 
and the Wfeavers Guild [location N12) dwing his term of 
service in the district. 

Seargent Aschy West i s  the district's senior patrollender, 
having served here for over twenty years. If not for hi5 
irresistible artraction to games of chance, he would be an 
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RoIand Vesit curreirtlv leads the unit, which consists of 
one patrol worth of Guardsmen and a dozen hounds. The 
Hound Patrol i s  always called out when a warehouse needs 
to be searched and to investigate anyrhing suspected of 
containing contraband. Roland is pxotecrivc of his dogs 
and wanted to 5ee the Hound Patrol expanded, but it has 
proven hard KO get recognition for h i 5  efforts outside of 
the district. He is a quiet man who expects other people 
to know their jobs, and so does not say much. Roland is in 
hi5 late thirties, a ranger who decided to try Me in the city 
F!e gray eyes are sharp and none of the Guardsmen in the 
district regret having him around, wirh his h g b o w  and 
his hound as backup. 

tattus Rex (see location N4) a d  is forced 
. m exchange, f i t m s  Rex feeds him infor- 

yruy criminals and rival smugglers alIowing 
intain an excellent arrest record. Sergeant West 
JSS as an honest, hard working son, protective 
)w Guardsmen and committed to keeping the 
-he only could resist the Iure of a good round of 
t would be absolutely m e .  
trd in this drstrict also have a unit of trained 
it 3 cenrury ago, the district’s Council represen- 
he bright idea that dogs could be used to search 
,and. The Councir promptly approved funding 

. the project (with the support of the Guard, which 
ver rums down a chance to expand its budget) and an 
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wear spikr d collars with Guard tags hanging from them, 
and if fighting is expected, they hounds will be outfitted 
with leather armor. Unbeknownst t o  Roland, one of the 
other members of the Hound Unit, Stodt Goddard, has 
been breehng the Guard hounds with local mutts and 
selling the offspring to dog trainers who use them in dog 
fights (Thv Reapper Tavern, location N24, k one place that 
hosts such fights). 

The Wtehouse District Office usually ha5 twelve 
patrols on duty at any one time, while half a patrol is 
assigned tL> the tower to watch for fires, along with ten 
to melve dministrative staff in the offices themselves. 
For major sweeps, or if tmubIe is expected, the nurnbyr 
of patrols assigned will be doubled or  even tripled. At 
any point . n  rhe day, there are usually five to ten people, 
mostly dn  nks, in the basement cells. 

Following the lead Qf rheir colonel, some of the rank 
and file w r k i n g  this district have been known to turn i~ 

blind eye 7 0  smugglets in exchange for modest matenal 
rewards, o t  from the guilds and criminal organizations 
ro prejudi-e the maintenance of public order in their 
favor. Whrle not lKidespread, corruption is more of a 
problem here than in other disrricts. Therefore, the Civic 
Command and the Minor Guard are known to watch the 
goings on in the Warehouse District office with special 
care. 

Colonel Sir jarge Claude Renault: Ftr6Jbri5. 

Captain Kemeresh Emeraldblade: E l f  FtrSIRog5. 

Captain tondalian Stronghelm: Dwarf FtrS/Exp4. 

Civic Guard Lieutenants [4): Ftr7-8. 

Sergeant Archy West: Ftr7. 

Sergeant Roland Vesit: Rgr6. 

Other Civic Guardsmen (150): Ftrl-6. 

CIU 

as per the Monster Manual. 
a d  Hound (10): Dog, riding; trained for war, 

Civic Guardsmen are equipped according to regu- 
lation: studded leather armor, chain shirts for cor- 
porals and higher ranks, and a small wood shield, 
baton (treat as a quarterstaff), short sword, and a 
fight crossbow short bow. The officers o f  the gar- 
rison have access to magic arms and armor appro- 
priate to their rank. For lieutenants, this means a 
primary weapon and armor with bonuses equiva- 
lent to +1 each; for captains, a primary weapon and 
armor with bonuses equivalent to +2 each. Colonel 
Renautt wears +3 haFphte  and carries a + I  speed 
bottleaxe. 

Official fines paid are kept in a strongbox in Sir 
jorge's of ice.  Typically, this amounts to 2OOgp. 
Recovered and seized goods are stored in the base- 
ment behind a heavy iron door with two locks (suc- 
cessful DC 22 Open Locks check to  open each), 
one held by the Sir jorge, the other by Captain 
Stronghelm, The goods in the basement usually 
have a minimum value of  400 gp. Goods are only 
kept for a few days at  the most before being trans- 
ferred to the City Treasury (see location 13). 

G T I V I T  
The dis, 
of keep 

Y 

ttict headquarters always bustles with the work 
ing the peace, wirh patrols leaving or returning, 

. . .  1 1 . .  1 1  1 1 1 1 .  ~- people arnvlng TO maKe compiamrs, ana a r m s  ana aciin- 
quents being detained, transported EO the Courts of L a w  
(location F ~ A ) ,  QT released. A n y  complaints or criminal 
reports invoIving This disnict are suppose to be made here. 
Us~ially, there is only a wait te make a report in the earIy 
evenings, when fights, drunken sailors and other trouble 
is a t  its peak. 

TlOOKS 
Sir !Otge needs someone unaEdiated with the Guard to 
pose as a slave buyer to lure out the latest group of slave 
smugglers. Are the PCs up to the task? 
The PCs hear that a valuable smuggled item concealed 
in a bolt of cloth (also smuggled) has been seized 6)- the 
Guard. Ifthe item could be recovered from the Distnct 
Office, various interested parties wodd be willing to 
pay a goodly sum. 

- ,  
- 1  

- !  

Captain Emeraldblade has decided to clean out a den 
of dangerous smugglers. Disgusted at her men'5 lack 
of fighting spirit, she recruits the PGs into service and ,r' 
deputes them a5 tempomy Guardsmen. If the PCs agree ' 
to heIp her - and perform up to her exacting standards 
ofcourage and figh ring skdI - they could gain a usefiil, 
if dangerous and unpredictable, ally in the Guard. 
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d for dives, the Bilge is one of 
ickle two-story wooden build- 
-ifwood and pieces of crates. 

wnarevtir 5ign 11 once had has long since vanished, 
leaving only two rusting lengths of chain to mark 
its passage. The interior is  dimty lit by ship's tan- . .  . .  . .  . . ".. . . 
terns ard the tables and chairs look like that  have 
been salvaged and repaired to make them usable. 
Surprisiigly, the upstairs i s  in good repair and 
rather d ?fen s i ble. 
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i 
The Bilge is a tavern conrrolled by the criminal syndica 
tn*,,m "C t C I P T L f P D  r i n c  I%,,, l l E P  it .3f *r, PVrLlnnP nni 
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for good5 and information. It also serves as neutral ground 
for the Fins rima1 known as the Conclave of the Captains. 
The Bilge is a rather thin disguise fot the Fins, and it 
does not serve food to the public, only drink of the basest 
nature. t h l y  the brave, desperate, or woefully ignorant 
visit the Bilge for a drink. 

RRSIDFN'rS 
The Thr5e Fins is a loosely organized criminal band 
descendrd from a pirate brotherhood who escaped 
destruction by fleeing to the city and going underground. 
The syndicate is organized into "ships," each with its 
own "crew" led by a "captain." The name of each "ship" 
correspoqds to a ship of their old pirate fleet. The Three 
Fins mrs protection, low level smuggling, street-levd 
garnblinl: and prostitution in the district. Each captain 
recruits 2nd commands his own crew. The three captains, 
known as the Conclave of the Captains, divide the t e r r -  

tory among their ship$. 
As thr crews of the Three Fins are composed of hard 

and dangerous men, conflicts between the ships often 
flare intn violence. The Conclave artempts to minimize 
such fights, as they weaken rhe organization and draw 
unwanted attention from the Guard and rival syndicates. 
The C o d a v e  meets weekly at the Bilge, At present, there 
are two opposed factions within the Three Fins Condave. 
hn toot l i  and lralreis (see sidebar for more about the cap- 
tains and their crews) advocate expanding the territory of 
the Three Fins, even if rhis means fighting other syndi- 
cates. Horse and Spitsbergen, on the other hand, want to 

maintain the status quo and argue that forcing expansion 
codd bnng an problems that would dissolve the Fins alto- 
gether. The vdatile nariire of h i s  group is such, however, 
that arguments within the Conclave could break ottt in 
war between the captains ifthey are not careful, in spire of > everyonc's best efforts 

(he srgil ot  The 1 hree bins IS three inverted V s grouped 
closely together, so that they could be mistaken for a 
stylized wave. The captains wear either ring5 or amulets 
engraved w t h  this sigil. Other common accouterments 
worn by Three Fin members are shar'c tooth necklaces, 
shark skin belts and weapons with wavy or serrated 
blades. 

Currently, there are six recognized ships and captains 
and two Hm3tc~ -" aspiring captains who have yet to fully 
establish their reputations and crews. Each ship is com- 
powd of fifteen to 25 crew, though they can drop as low 
as ten members following losses and still be aIlowed to 
retain their title as long as they aggressively begin recruit- 
ing. The average crewman has 2 or 3 levels divided among 
fighter, ro Ire or warrior, whiIe experienced members are 

higher. 

usuaIIy 4t E or 5t.h level and the captains are 7%evel or 

TI-IF, SHIPS O f  TIIF T W R F F  E I K S  
The current ships, captains and crew are: 

Black Star, Captain Horse (Rag4/Ftr3) 

a Blood Tide, Captain Firewick (&rd5/Rog3) 

Cnasher, Captain Irontooth (Bbn8) 

Red Dagger, Captain Valreis (FtrlO) 

Sea King, Captain "Queenie" Reeti (SorS) 

* Tigershark, Captain Spitsbergen (Ftr7) 

with seventeen crew. 

with 21 crew. 

with eighteen crew. 

with 27 crew. 

with 24 crew. 

with 22 crew. 

dFiu wriu r i d5  rigrit C T ~ W  3wiiowirig r i i r r i ,  driu wuir, 
who served with Queenie and h a s  gathered twelve 
crew. There are about 30 hangers-on who can be 
pressed into sewire as runners, porters or thugs, 
as needed. 

I 

A worn-out looking gnome known only as Halfgeld 
(Gnome Coml) tends bar at  the Bilge. He is, of course, 
only a figurehead, chosen by the Fins Eecause he is ham-  
less. The real authority rests with any Fins captain who 
might be present, and crewmen serve as the muscle. 

The Bilge itself contains nothing of value. Any Fins 
,,,L.,. -.. ,.--- c L*- &rrnr , . r l  ,,,I ---..--I ...̂ Id 

and items on his person appropriate to his level, as 
given in table 4-23 in the Dungeon Master's Guide. 
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Someone, or something, i s  picking off mem- 
bers of -he Three Fins and leaving their mutilated 
corpses behind. Asking the Civic Guard for help is 
obvious‘y imprudent, so the Find hire the PCs to help 
them find the killer. 

* Valreis is stepping up his campaign to start a gang war. 
).le, or Corbee or Rik, hires the PCs to delivet a gift to 
a rival svndicate leader. The gift is a carefully packed 
large jug ofnim. Inside the jug is the preserved head of 
the riva’ syndicate leader’s loved one. The gang leader 
will certainly try to kill the messengers unless they talk 
really fm .... . The PC5, looking rough, are offered a place in one of 
the newly forming crews. All they have to do is heIp 
the new crew bloody one of the established crews in a 

A - y _ L , _ I .  I L  YUU 1 1 2  UL IICCU VI a 3LIatl 

Anyone not immediately recognized as a Fins member 
wdl receive a wary  reception at the Bilge. Such patrons 
will be served, but discouraged from lingering. Anyone 
who seems too curious about what’s going an around 
them will be shadowed after they leave the tavern, 
perhaps w e n  killed in a suitably obscure place as 
a precautirm. 

Halfgel1 cIoses the ravern whenever a 
Conclave nf Captains takes place. 

right weird weapon, and y 
time or money to have 

you mighrjusr find what y - - .  
at Honest Addphw.’ The sh, 

advenmrers, sailors a m  
lecting odd and alie 
resale. Some of his 
are captains of oce 
ing ships and nav: 
hunt down pirates 

RESIDENTS 
Adolphus Gruft has 

weapons. They have fasciua 
long as he can remember. F 

ing in the store, inspecting 1 

ing stories of famous combats 
weapons. Adolphus is slightly 
height and slim, with dark hai 
usually wears a leather armii 
a black suit complement b~ 
Adolphus has a rnagicaI ml 

ailows him to detect maqc by lor 

Gallard Weht is Adolpl 

fight to move how tough they are. 

Nll9.  HONEST RD)OT,PHUS’ USFII) 
W F A P Q N R T  

Adolphus’ shop is a surprisingly cheerful two-story 
half-timbered building painted in bright red and 
yellow. Tt e front windows are barred but display an 
impresshe collection o f  unusual and exotic weap- 
ons. The 3ainted sign over the door shows a design 
made of daggers under the name “Adolphus” 
in gothic lettering. The door to the shop is thick 
iron-bourd oak with a heavy crossbow bolt deeply 
irnbedderl in the top. 

The strjre’s interior is decorated with flags and 
martial b inners. Racks and cases of weapons tine 
the walls There are al l  manner o f  weapons here, 
many unlisual ~n Some way: etched or engraved 
blades, c ecorated hilts, constructed of unusual 
material. They include a wooden sword edged with 
sharks’ t-eth, a two-bladed sword with copper 
inlaid wa y blades, a matched pair o f  hand cross- 
bows wit1 mother of pearl grips, and a bastard 
sword o6 black stone with runes etched along the 
blade. 

He insures That the weapon! 
cleaned and in tiptop shape. 
sees the sale of lower qualii 
weapons to other shops or ; 

i s  also a mid-level operative 
(see location N4) and he uses 
funnel weapons to the Soldat 
his position in the shop to k 
the Three Fins, whose meml 
weapons here. 

Rimini Tamm has just bt 
as second assistant. She ic a 

elf who is very interested ir 
origin and legends sunowndin! 

brought in. Tamm i s  worlung on 
endary weapon stories using m 

from working in the store. 
kdolphus also employs two servants ro keep rhe piace 

clean and prepare meals. 

Adolfus Cruik ExpG/Brdl. 

Callard Wehr: Wererat Ftr5/Rog3, as per the 
Monster Monud.  

Rimini hmm: Half-elf Brd3. 
I 

Servants (2): Coml, 
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Beyond the weal 
are very valuable 
hand, from whic 
him. After a good 
can bit  :!,OOO gp 
I 

AcrTvIm 
AdoIphui is happ? 
ate looki?g for, ant 
can gcr them exxt  

3ons themselves, some of  which 
, Adolphu5 has a t  least 500 gp on 
k he pays customers who sell to 
run of  sales, however, hi5 cashbox 

or more. 

7 to help his customers frnd what they 
1 he questions them a t  length so that he 
ly what they need. Ile therefore knows 

=. .._ - -. . . -. . -is customers, and he keeps a complete 
record oj-all of the weapons that come in and who buvs 
them. Rrhen someone is killed by a bizarre weapon, 
Adolphus’ shop is the among the first stop for the City’s 
Eyes (see location F9). 

weh kccps his eyes open for potentia1 recruits for 
Rattus Rex and passes on information regarding likely 
candidati!s t o  other members of the syndicate for fk the r  
action. t ! i r  position at the store is too useful to risk expo- 
sure over something as simply as recruitment. 

Both the Guard and the svndicates keep a close watch 
on Adolphus’ shop. Ir serves a useful purpose for both 
sides ol  the law and neither side wants to see it disap- 
pear. h v o n e  thinking of robbing Adolphus risks the 
wrath of both law enforcers and crimnals. Everyone in 
the Warehouse Disrrict knows t h i s  and SI) leave the shop 
alone unless they have legitimate busiress there. 

H O O K S  
When the PCs enter, Addphus‘ eye IS drawn to one of 
their unique weapons, as he has the companion weap- 
ons ( a  parrying dagger for a rapier or a matched short 
sword for example). Adolphus will produce the com- 
panion weapon, with a flourish, and proceed to gsdl the 
PC about how they acquired theirs. Ere wiLI be happy to 
sell the item but he  wants t o  try and know where the 
weapons came from f irst. 
%mini Tamin can weave them a legend imalving one 
of the Pc’s weapons and several others (say, the same 
tutal number ar the number of party members) that are 
fated weapons to defeat a great evil, t i t  raise a kingdom, 
or whatever the PCs dream of. It mEy be a real Iegend 
or something that Rimini created OUI ofwhole cloth on 
the spur of the moment ,... 

- 1  -- 
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mium. \Todd the PCs buy them for him for R small fee? 
But wh77 does this "collector" redly want the weapons? 
Is he plmning a murder or some other heinous deed? 

N.20. LADY LUCK'S J)PCF, A N D  CARDS 
This shop selis dice, cards and other games of chance and 
skill, mairly to taverns who keep them on hand for their 
customer! and saiIors who need to enrertaiii themselves 
on Iong royages. It is small shop with a residence QII 

rhe second story. The whitewash is worn, bur the newly 
painted blue tnm is bright. The windows are barred and 
the bars are also painted bright blue. The door is covered 
with weather worn leather attached with brass studs. 
Above the door is painted, "Ladv Luck's" in gold. Inside 
the store arc decks and decks of cards of aU varieties, dice 
of all sort<, and board and tile games horn all  over the 
world. Th+i shop is t u n  by lain and Lorelei (both Clr3), a 
mattied cnupie and formerIy priests of the Temple of the 
Luck Goddess (location J ib) .  They often trade their games 
for foreign games or other knickknacks brought in by 
saiPors an[: other travelers. 

N Z I .  MIRE TMPQRT AND F X P O R T  

1 the basic shabbiness of  this building. It is  small 
and ver, little is stored here. The interior is  equally 
as tartec up a5 the exterior, with an attempt to 
a p pea r w ca It h y. 

This unattractive little establishment serves as the head- 
quarters fbr Harrison Mire's legal a n d  illegal business 
ventures. 

l l l l l C  L Y l 1 . l  a 1 I L L Y " " I R  VI luIl-lL-YLI 

concealed within h i s  legittimate irr 
a quarter of what he imports iUegduY d V U i U h  LdlIlLh. n r  

has a pair of capable forgers on staff to provide 
tariff marks and papers for the contraband goods 
Occasionally, when the reward is great enough, 
desperate enough, Mire wi1) import slaves. Rut t h  
has t~ be YPV good and he r d  always have one ( 
of his underlings set up to take the fall if sometb 
wmng. Mire i s  3 large man, always expensive1 
tastefullv, dressed, balding with a waxed must; 
hazel eyes mask his thoughts. 

A small undergrormd room for "uninspected" 
accessible through a conceaIed trap door (succe 
20 Search check to spot) from Mire's office. A separate 
concealed door (successful DC 18 Search check to qpot) 

passable 
i he sells. 
or he is 

.e money 
or more) 
ring goes 
ly, if not 
d e .  his 

goods is 
sshl DC 

in the storage mom leads into the sewers. 

Harrison Mire: Rog6. 

Forgers and Assistants (4): Exp3. 

Mire keeps 5,000 gp in his basement contraband 
storage area.  H e  stores the C Q ~ ~ S  in a type I bag of 
holding. 

ACTIVITT 
As one might imagine, Mire has his forgers working in 
the back room with the door closed a t  a11 times. He and 
his other assistants work at desks in the front office. Mire 
will treat any untecognized person who comes into his 
office with guarded courtesy, Given his sideline in contra- 
band goods, he has to be suspicious of all strangers, but he 
mn't afford IO ruin his legitimate business with poor ser- 
vice, either. At the first sign of trouble, however, he will 
go for the shorr sword thar he keeps in the top drawer of 
his desk. and his front office anicrants will foIlow suit. 
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Newmarket Warehouse was an ambitious project, a mas- 
sive warehouse on two levels. It floundered on two things: 
infighting among the partners who financed the project 
and a sudden, unexpected, downtuurn in trade. The part- 
nership h k c  up amidst endless bickering. Ownership 
of the wnrchouse has been in a legal limbo ever since, as 
the heirr: of the onginal partners conrinue their contest 
for contrd ofthe bui1ding.This does not mean it is unoc- 
cupied, however, as sqriarters moved in  within rnoiiths of 
it dosing and they have never left. Instead, a whole com- 
munity has evolved within the building, complete wirh 
shops. Irving quarters and even a tavern. The Guard have 
been deried legal entry into the building whiIe the court 
case wends its painful way through the legal system. So 
they do rot bother to patrol it, instead Ieaving the inhabit- 
ants of the building to fend for themselves - and to be 
honest, t l e  Civic Guard are well glad to be rid of respon- 
sibhty I’ has become known as the Night Market, a mi- 
light plat e where odd things are bought and sold, and no 
question.: aTe asked. I t  is a place with its own laws, where 
someone can vanish into the city’s underworld 

RFSTDFK’TS 
The “Mavor” of the Night Market is Sullivan G a y ,  who 
has lived here for as long as anyone can remember. Cray - 

This enormous warehouse i s  solidly constructed 
of  bricl, now blackened with soot. The tegend 
“bkwrnarket” is engraved in a dirty marble slab 
over thc main doorway. The doors have long wnce 
been removed and replaced by barriers constructed 
of  junk and loose wood. Makeshift chimneys poke 
through the  disintegrating and inexpertly repaired 
roof. A rope ladder or two dangles down to  provide 
an alteriate means o f  entry. 

The interior IS chaotic, with narrow passageways 
strewn .v,ith rubbish weaving between improvised 
shop frmts. stalls and partial walls made from 
any ava lable material. This includes old sail-cloth, 
scrap lumber, even the occasional section of unfrn- 
ished b k k  or stone. The air is filled with noise, 
smells 2nd smoke, even in the summer. Stairs and 
ladders allow for navigation between the two levels. 
Light is  provided by storm lanterns, cooking fires 
and, du,ing the day, sunlight filtering through what 
remains of the roof. It is a miniature city within the 
city. Shops and stalls sell all manner o f  found and 
“acquirrd” goods, old clothes, repaired pots, etc. 

7 tries to keep the peace between the various facsions and 
people of the Night Market. We see the Market a s  his 
extended family and, like a11 families, They squabble, but 

as long as no one hurts each other, it IZW worK Out well 
enough in the end. His goal is to keep both the Guard and 
criminals oirt as much as he can, so tke residents of the 
Market can live in peace. The Night Market pays protec- 
tion to keep itself free of the syndicates - rnoncy to the 
Three Fins, and information to Rattus Rex. Cray oversees 
both transactions. Re is very personable, a good listener 
and an even better storyteller. Cray is creeping inexorably 
into old age now, but his mind is still sharp even if his 
body is failing. 

Ctay does not oversee affairs in the Nigh Market 
entirely on his own, however. His trris-cd Iieutenant, the 
exotic but deadly Win Min, helps him keep the peace. 
Min came to the city by twist of faate, re5cued a t  sea by the 
Navy when the ship on which he was i raveling sank in a 
storm. Unable to afford passage back tc his homeland, he 
ended up in the Night Market and he just sort of stayed. 
Cray quickly befriended him, and .Min has since given 
up any thoughts of returning to his native country. He 
spends most of his waking hours patro’ling the Market. 

Another longhrne resident is Toscir the Magnificent, 
once an adventurer, now a drunk \\rith a potion stall. 
Toqcin’s life has not been a l l  that it could have been. Pher 
his adventuring companions were killed by a black drag- 
on, leaving him the only one alive, he nirned to drink and 
soon drank away his entire fortune. Destitute, he ended 
up in the Night Market. Soon, he scavenged enough 
for a basic alchemical laboratory (and 3 still) and started 
making money. Toscin sells a l l  SQI-~S of minor potions 
and alchemicaI mixtures, and aIrnost all of them work as 
advertised. 

The Night Market has about 300 people that live there 
permanently, with a transient popularion adding another 
100-200, depending on the time ofthe year (cold weather 

Taken together, the entire population of the Night 
Market could probably manage to scrape fogether 
’I ,000 gp in various coins, semi-precious gems and 
other valuables, but  no more then :hat. There are 
many odd and potentially valuable objects both for 
sate and hidden in the building, if orre has the time 
and dedication to see them out. As DM, you may 
add them a t  your discretion. 

tends to raise- the population as folk sptk shelter). 

Sullivan Cray: Brd6. 

Win Min: Mnk6. 

Toscin the Magnificent: Wiz4. 

Night Market Residents (varies): Cornl. 



sne ~ i g o r  MaTKeT is me prace to go u you ao not nave 
much money arid all you can afford are things that have 
been lost and probably should have stayed that way. It 
i s  a swirliig nightmare of people, bartering, trades and 
haggling. 5verything you never wanted to buy is for sale 
here: clothes stripped from dead men, clumsilv repaired 
furniture. short lengths of rope, wine that has turned to 
vinegar, arid so on. Sometimes, something valuable that 
does not ceem valuable passes through here: a damaged 
and stained ancient book, a starue of a falcon covered 
in black enamel, a magical stone, 

mmemmg ~ O S T  must ne ~ouna ,  peI 
of great sentimental value inadvt 
by a servant, or a family banner, L~..  
errant gust of wind. There is no better 
ro start looking for such item then the 

noble fami 
wilhout warning - "to help the poor: 
behind said. Could she have been fo 
venture inro the Night Marker) Her p :  
and hires the PCs ta find her. 

The altruistic daughter 

s a broken comb 
itly rhroum orit 
:hed away bv a n  - 
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V23. T R F  R E A P F R  TAVERN 

The Renper has as i ts sign a badly battered and 
weathered figurehead of  the Grim Reaper mounted 
over thc door. The building itself is  a small convert- 
ed warehouse, built back when small warehouses 
were rnxe economical. It has a single level made 
o f  brick and a slate roof. The heavy doors are still 
solid and the only light from outside comes through 
the sky1 ghts. The furniture is  made o f  heavy wood, 
though scarred from use and marked with an occa- 
sional burn. 

The basement is  accessed through a set of  trap 
doors concealed behind kegs of ate. The original 
basemeqt, used to keep things cool, has been hap- 
hazard:, expanded. I t  is shored by timber scavenged 
from any  source available, including pieces of ships 
masts, JarreFr and even a battered wardrobe. The 
fighting pit is dug sunk further down into the earth 
and lined with rocks and brick. It is a rough oval 25 
feet Ion;. A railing circles the pit to give the audi- 
ence so nething to lean on a s  they watch the show. 

Hardly :i morning goes by without at leaqt 
one dead body, human, humanoid or animal. 
being found out back of the Reaper. On rare 
QCCaSiOrI5 the cause is natural, but usually 
violence w a s  invoIved. The Reaper’s main 
claim to fame is its clandestine pit fights 
(blood sports being illegal in the city, except 
in the Coliseum, location Cl). The Reaper is 
under the unofficial protection of Caprain 
Valreis ou the Three Fins (see lamtion N19), 
who uses it as his base of operations. The ale 
is strong. the liquor served stronger, and as 
for the fpod - weI1, the less said about the 
food. the better. 

RFSIDEY’FS 
The Rearer is rcln by J;tuton Jeremiah Jiggs, 
who also announces for the fights in the pit. 
Jiggs showed up in the warehouse District 
several years ago and foirndcd the Reaper. 
No one seems to know where he came 
from, even though he speaks with an accent 
that suggests noble birth. Jiggs is quite the 
showmar,, and he is usually able to keep 
order in .he Reaper by force of personalit). 
alone. Hc has contacts with Rattus Rex and 
the Ehon Lotus Society, as well a5 a work- 
ing relationship with the Three Fins. These 
relationships help him keep peace among 
the Reaprlr’s rowdy customer base, and more 
impot-tandv, recruit fighters for the pit. 

/ 

jiggs seems to t3e serring nmseir  up as an important 
player in the city’s nnderworId. In fact, he belongs to a 
chaotic evil sect with origins outside the city and he is 
using the fighting pit as ritrral blood k i n g  for rhe dark 
god that he serves. He is not sure if h=. wishes to stay in 
the city permanentlv, but for now, it i s  a good source of 
sacnf ic ia l  victims. 

&vis is the bartender and bouncer at  the Reaper, and 
Jiggs’ trusted lieutenant. The other employees (and regu- 
lar guests) fear him for his occasional rages, but admire 
him for his toughness. Clovis usually communicates in 
grunts and rude gestures. 

The Reaper also employs two to five servers, depend- 
ing on the shift. An exha TWO servers Iring drinks to the 
crowd downstairs when there is a fight to watch. Two to 
four handlers work downstairs to keep order when the 
fighrs ate  ongoing. 

Jaxton Jeremiah Jiggs: Brdl 0. 

Clovis: Brb7. 

Servers (24): Corn1 . 

Fight Handlers (2-4): Expl. 
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* Jiggs has been using the  oil from the pit to f 
a very special garden on the roof of the Reaper The tave-m cashbox usually h a s  around 500 sp in 

. .  b . .  .. 7 1 . .  . I  . . . . I  L . 
11. i n e  rtlat money i s  tn me oasemenr, in a nuge 
iron chert: (successful DC 18, Open Lock check to 
open) ccntaining 3,000 gp used for prize purses 
and garniling payouts. 

L 

ACTIVITY 
The Civic Guard turns a blind eye to the Reaper and its 
fighting pit. The fights are quite illegal, but Jiggs insures 
that anyone who goes in does so of their own free will (or 
is so drurk as not to know the difference) and that the 
Guardsmrn who patsol this area receive free drinks. Jiggs 
has mansqed to persuade the Guard p a d s  who come 
that it is b t t e r  that such a place exist to attract the violent 
element tr) one place, rather then have them roaming the 
Streets bo7 hering others. 

Half the week, the pit is given over to animal fights, 
usually between dogs. The admission fee is 1 gp, and six 
to eight fi :hts take place in a night. Tt is a rough sport and 
the dogs ivolved do not last long The prize for winning 
the most dog fights of the night i s  a purse of5 gp, IO gp if 
the winni-ig dog survived. Valreis takes 10% of the profits 
of the dog fights, but he rarely watches them. 

The pit fights are usually held every other night. The 
price of ah i s s ion  to watch these fights is a f l a t  s gp. A 
typical niFht has three tQ four matches, each lasting until 
one fighter surrenders (though these do occasionally end 
in the death of one of the fighters). A purse of 50 gp is 
offered to the winner of each match. One night per week, 
there is the special fight card with five or six matches 
happenin# over the course of the evening, a t  least one of 
which i s  to the death. The purse for the death matches i q  

2.50 gp, On that night, J i g s  may present fights between 
captured animals or monsters and inte!ligenK beings. 
Aside from the purses offered to the winning fighter, 
every march incites massive amounts of betting among 
the spectatots.The house takes a 5% cut out ofany betting 
payout over 20 gp, for the pr idege  of gambling here. I t  
is a good place to win, or lose, a great deal of money very 
quickly. Tjggs pays Valreis 20% of the profits of the pit 
fights, both door fees arid gambling profits, and Valreis 
often stops in to watch them, especiaUy on nights with 
fights to h e  death. 

HOOKS 
The bodies out back of the Keaeaper, have started to 
animate spontaneously. Jiggs has only just realized 
this, and on his order fighters killed in action are now 
dumped out decapitated. But that stiU leaves a pack of 
ten t o  Twenty undead (ghouls wodd be good choice) 
roaming the district. Panicked that this cnsis will force 
the Civic Guard to act against him despite all his blan- 
dishments, he hire the PCs to hunt down rhe undead 
and solve the problem perrnanendy. 

SOR of strange plants would grow from such tainted 
ground, and will he have to hire the PCs to help deal 
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wood with a t i le roof. The sign depicts a big ginger 
tom with a patch over one eye sitting on a skip's 
steering wheel, a mouse dangling by its tail from 
its mouth. There are places set up to t ie up rid- 
ing animals and keep carts out of the way, 50 t ha t  
teamsters need have no worries about stopping 
here for a drink. 

The interior has a faux nautical theme with bits 
and bobs from various ships and places mounted 
OR the watts, nets, ship's lanterns, even a nautical 
map. The tables and chairs are of several different 
styles, a n d  some have obvioudy been repaired 
more than once. The rooms upstairs are simple 
and dean. There is also a private dinning room 
upstairs. 

~ n o w n  as a place where dock workers. teamsren and sail- 
ors come to share a drink, the Sh$s Cat i s  a faitly ruugh 
and tumble place. It is a good place to drop by to pick up 
the latest n e w  and nimors working their way through 
the seaside districts and the food is good too. The Ship's 
Cat serves a good nut brown ale, a good selection of fish 
dishes, and a tnily exceUent sausage pie. It also bas a sur- 
prisingly good wine cellar That is rarely used. 

R E S  I 13 F N 'I3 
The ship's Cat i s  owned and operated by Felix Line, a 
thin and fussy individual who sterns out of place among 
his clientele, but is well-liked by them in spite of it. Mx 
keeps up on ail of the shipping news and has proved very 
good at predicting upcoming jobs, for which his patrons 
thank him. Behind his firssy exterior is an observant 
mind, Felix is one of the better spies and nrmor mongers 
of Rattus Rex (see location N4), which in turn insures that 
his inn is always well stocked. 

Bosko, the bouncer, keeps order in the common room. 
The only person who has ever made him back down was 
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- Captain Emeraldblade of The Civic Guard, and no one 
thinks any the less of him for it. B Q ~  is a massive slab 
of scars and muscle. He worked as a longshoreman at the 
Docks until a crate fell on him and broke almost every 
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:came the bouncer for the Ship’s Cat. 
ook, has worked a t  the Ship’s Cat since 

. . u g h  and remodeled it (and she loves what 
IS done with it). Her cooking is simple but hearty and 
popular with the customers. She tules the kitchen 
111 ot’the help, and very few ofthe customers would 
argue with her either. She keeps an ear to the  ground 
mows a l l  of the neighborhood gossip. 
e inn also has a staff of eight and an additional squad 
orking women” who see to certain needs of the male 
bmers. 
ere IS a secret passage that r u n s  berween the private 

dinning room and one of the other rooms on the upper 
level. It does not allow access to either mom bur does 
allow someone in the passage to spy upon people in those 
rooms.rhe secret passage i s  accessed through a concealed 
panel (successful DC 21 Search check to find it) in the 
h e n  clowt. 

In the c e h  of the Ship7s Cat are two well hidden 
entrances into the sewem (successful DC 24 Search check 
to locate the doors in the basement, successful DC 25 
Search check IO locare the sewer side of the passages). 
They are snIy rarely used. 

Felix Line: Rog4/Exp4. 

Bosko: Ftr8. 

Karra: Exp6. 

Stafr (8): Coml , 

‘Working Women” (6): Corn1 , 

The inn’s cash box contains 100 gp. The wine cellar 
t I I I 1 , . I  r . 

the basc of  a cask of wine that never seems to get 
tapped (successful DC 23 Spot check to notice the 
false bottom). 

ACTIVITY 
F e h  is very interested in anyone iiew who comes into rhe 
Ship’s Can. After all, they are a potennal source of new and 
valuable ?nformation. He d personally greet aiiy new 
customers and ny to learn their name and favorite dnnk. 
Felix is very good a t  setring people at ease and gaining 
information from them. 

HOOKS 
I f  the PCs are ohviously travelers, or bards, F e h  RLU be 
very interested in recruiting them into his intelligence 
nenvork. He can always use more eves out in the world 

ivitlrais in progress cover mucn or me exterior walls 

of th is  building, and a rotating cast o f  statues, f in-  
ished and unfinished, parade along ‘:he edge of  the 
roof vying for space with planters Riled with flowers 
and ivy. The doors are inlaid with swirling patterns 
of  bronze. The Collective stands out from the 
utilitarian structures that surround it like a peacock 
among chickens. 

The interior IS  a chaotlc collection of work, with 
living and display spaces separated by temporary 
wooden walls, screens and hangings. Unfinished 
paintings, and half-completed statues vie with 
tables and chairs for room. Only t i e  gallery sec- 
tions are relatively uncluttered and even they are 
prone to spillover from the work awa5. The stone 
floor is  mostly covered with wocden paneling, 
which is  in turn covered by carpets in the living 
and gallery areas. Several areas ofthe Collective are 
protected from scrying magic by various wards and 
defensive s pel I s. 

?’he Arcadian Mis t s  CoLlective was founded by painter 
ShPvaugn van Rijn as a n  artists colony a place for aspir- 
ing artists to meet, live and work in a less commercia1 and 
competitive atmocphere than that o f f e rd  by the Artisans 
District. He purchased a derelict warehouse with the 
proceeds of several major comrnission~ and converted 
the interior into a melange of snrdio space, living quarters 
and gaIlery n t a s .  

BFS I D  F NTS 
Shevaugn van Rijn still oversees the Collective he created. 
Though an old man now, he still I h  to feel involved 
with the art that is being produced. In his prime, van Rijn 
was the most popuhr pornait artist in the c i t y  He painted 
all of the great and good for over 30 years before retiring 
to pursue more personal work. Van Rijn sees his current 
role as inspiring and nurturing the next generation of the 
city’s artists, and freeing them from cornmercid pressure 
bv giving them shelter in the Couectiw. He is an engag- 
ing fellow, able to taIIc lmowledgeably on just about any 
whject, and will do so at length given the chance. He is an 
incorrigible fI irt; he feeIs his age entitles him to it, and he 
will happiIy make passes at any pretty Lces that pass by. 

Midor Crucible, a young dwarven craftsman who w a s  
fed up with the traditionalism of his fPllow dwarves, is 
another of the colony’s residents. He took his skds  and, 
rehsing a journeyman’s position, set our to develop his 
craft in the wider world. He has traveled outside the city 
and soughr out other techniques for sculpting and casting 
bronzes. When he remmed, Nidor had skills but lacked 
money. Van Rijn offered him space in the Collective and 
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less sure nfhis  othpr skills. 
Zarah Elsinore is another established resident of the 

colony. She may be a flightily half-elfbut she is an amaz- 
ingly taleTted artist, able to catch the spirit of  the people 
that she p lints. Van Rijn's patronage has given her space to 
work and imposed a meager amount of discipline on her, 
bur she rmains  prone to drama and distraction. If she 
was not so talented, van Rijn's patiencp with her would 
have drie(l up Iong ago. She i s  accompanied almost every- 
where 'ov her fluffy silver-grey cat named Mithral, with 
whom shv often seem to engage in deep conversations. 

Gideon Glass i s  van Rijn's business manager and direc- 
tor of security for the Collective. He deals with al l  of the 
Collectivr's money matters. This bas cornpelted him to 
recruit a cet of mercenaries to protect the Coflective's 
building 'tom being robbed or otherwise molested, the 
Wateh0u.e District being a rough neighborhood. His 
straight-laced appearance and manner not withstanding, 
he appreciates Van stijn and the artists who flock to him, 
and would do whatever was needed to protect them both. 
He wean an expensive suit with a mithral WSF nnder- 
neath (treat as a mithral chain shirt, as per the description 
of mithral in the ~rrngeun Mnstcr's Guide). H e  usually cat- 
ries a rap!ex and dagger with marched silver hilts as his 
primary and secondary weapons (add 10 g p  to the market 
value of the rapier and 5 gp to the market vaIue of the dag- 

f i e r e  are four to seven other artists living in the 
Coilectiw and a staff of five who take care of cooking and 
cleaning. The security detail numbers twenty mercenar- 
ies, with s i x  on duty at any time. 

&. 

Shwaugn van Rijn: Brd71Exp7 

Nador Crucible: Dwarf Ex@. 

Zarah Elsinore: Half-elf Sor6. 

Other Artists (1 2): Exp2. 

Cideon Class: Ftr3JRog3. 

Mercenary Guards (6): FtR.  

There i s  a great deal of valuable artwork in the 
Collective, and an even larger amount of dross, as 
well a s  ;upplies for creating a r h o r k  but not very 
much a l tua l  money. There 15 a safe i n  Zideon's 
office, s e t  into the wall, camouflaged and con- 
cealed tehind a wall hanging, (successful DC 15 
Search check to find, DC 21 Open Locks check to 
open) containing 2,500 gp. Other artists have 1 QO- 
200 gp rtashed around their quarters or studios for 
buying zupplies. 

Illtl L W l l t l L i l V t l  Ib 
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lld13< WvL u, Iluup-,, sealant, as well as finished products. It 
U maintained wooden building decorated with the 
the Coopers Guild. The guards hired to protect the 
tg (eight on duty at any given time; a l l  war23 are 
:I1 tramed as fire fighters and have access to buck- 
Id ind a speciaIIy equipped wagon. 

cIOORFLAND'S WARFROUSF 
any warehouse owners, d u n  Mooreland rents out 
rhouse to those who need large amounts of war- 
ce. such as merchants. Space in the warehouse can 
bv the week or month. Mooreland onIy provides 

mmmal  securiry - four guards per shift (War2) - so 
keeping highly valuable merchandise here is not recorn- 
mended. 

tne exrerior OT mis Duttoing is ciao in yeriow D ~ C K  

and t he  tops o f  the walls have broken pottery 
shards set into the mortar as a deter-ent to thieves. 
The window are covered by magically hardened 
brass bars marked with sigils and wards. The 
brick around the doors and windo,,vs are further 
inscribed with strange runes. The door to the office 
is  polished ebony bound with brass and bears the 
inscription, " Pas h adu keR s Warehouse o f  Wonders" 
in flowing script. 

Part  afthe interior of the  warehouse is given over 
to living quarters for Pashaduke and his guards. 
The reception area is quite opulent, with multiple 
carpets on the floors and silk hangrqgs, low furni- 
ture of expensive dark wood and a fine tea service 
for guests. Whenever Pashaduke has cause to 
worry about the security o f  his warfhouse, he will 
cast guards and wards over it, and the windows and 
doors already have their own magical protections. 
His  private force of security guards are trained to 
use the effects o f  the magical defenses to their best 
advantage. 

Pashaduke's is the transshipment point for a l l  bulk magi- 
cal supplies destined for the Arcane Academy (location 
K2) as well as other, more exotic, items. For those who 
use a great deal of spell components or who manufacture 
magical irems, Pashaduke's is the place to shop, from eye 
of newt and powdered demon horn to alchemical sjlver 
and adamantium, all is available from Pzshaduke's. 

RESTDENTS 
Pashaduke is an odd one in a city full of odd fok- a wiz- 
ard from a distant land, yet with an air  ofnobiliry around 
him. There are many mrnor~ about his past, as his name is 
obviouslv made-up. Some say that he once was a tyranni- 
cal wizard-king who was overthrown and had to flee his 
realm, others that he was cursed by a j;enie never to be 
able to return to his home. Other rumors about him are 
even stranger. Pashaduke does nothing TO dispel them; in 
fact, he seems to enjoy adding to them. What is provable 
is that he is very wealthy and well ccpnnected. He has 
many friends a t  the Arcane Academy, a r d  he occasionally 
guest-lectures there. 

widdy knowledgeable on diverse subjects, cham- 
ing, and inscrutably exotic is Pashaduke. He is not a 
humble man and he loves KO display hi#; magical powers. 
"It is my onEp vanity," he says, not a little disingenuously. 
Pashaduke dresses the part of the foreign wizard to the 
hilt, preferring richly embroidered silk robes, a crimson 



turban set with a ruby (value 100 gp),  heavy gold rings on 
all of his fingets and shoes with Long cuding roes. He bas 
dark skin, flashing green eyes, and black hair along with a 
curling black beard 

W e  k e e ~ s  a pet tiger, Raja, whom he occasiondv walks, 
but usuary leaves to guard the warehouse. Raja is heav- 
ily built, even for a tiger, IO feet Iong and weighing in 
at a thowand pounds of muscle. Its jaws seem slightly 
overlarge and his eyes speak of greater interligence than a 
normal cat. 

It is a little known fact, but rumored, that Pashaduke 
consorts *vi& smugders of magical items. This is true, 
and it is also known to the City Guard and the Arcane 
Academy Almost all of the magic items that Pashaduke 
helps smslggle are minor - low Ievel scmIJs, weak 
wands, potions. They are things of M e  consequence, 
but the Academy has successfully lobbied for stiff tan f fs  
(even bans) on importarion of such items to protect the 
economic interests of local wizards. But when it comes to 
items that they themselves need to buy, well, they have 

reserwtions about turning to Pashaduke, who can get 
it for them for cheaper than if they were to buv it from 
one of their local peers. hshaduke informs the Guard 
if he believes that the buyer has criminal (or at  least, 
mischievcus) purposes in mind. However, he uses this 
‘harmless’ smuggling as a cover for sm~ggling banned and 
forbidden theological texts to members of the College of 
Oracles (Iication KI) and that, is turn, is used to mask 
the smuggling of the occasional unusual magical item for 
a select bbiyer - about whose purposes Pashaduke has 
little concern, as long as he i s  paid in full. 

Amir is the commander of Pashaduke’s private guards. 
He is a skilled soldier, apparently from the same horne- 
land as hit employer. He k  cur^ and efficient, hUy conver- 
sant with rhe defenses of the warehouse. He tends to dis- 
trust anyone whom he does not know terribly well. Amir 
dresses precisely In fine chainmail (Treat as masterwork 
chainmail I under an embroidered surcoat, and he wears 
a wirnitar and dagger along with a combined quiver and 
bowcase fnr his short composite bow. h i r  has sun-dark- 
ened skin and his black hair is shot through with grey but 
neatly trimmed, and his grey eves watch everything. 
Six ofAmir’s guards wllE be on duly a t  any one time (ten 

or more wrIl be on duty during major deliveries and trans- 
fers). Like h i r ,  they are from pashaduke’s homeland, and 
also Lke him, they are equipped with scimitar, dagger and 
a short composite bow, with mail and a light steel shield 
for ProteCTiOn. 

Two small air elementals (whom Pashaduke affec- 
tion calls BIow and Swirl) are bound to watch the roof 
for intruders. They are friendly and playful hut alert. 
QccasionaIly they send gusts 01 dust or sea spray [when 
they can cxch it) at  passers by. 

Ln>uauimc LUILIECI c i i i p i w y >  L I I L C C  

dean and hires members of the team 
basis. 

Pashadu ke: Wizl4. 

Raja: 12-HD half-bronze dragon large tiger, 
the Monster Manual 

Amir: Ftr8. 

Amir’s Guards (1 2): Ftr4. 

Blow and Swirl: Small air elementals, as PE 
Monster Manual. 

Servants {3): Cornl. 

Assume that Pashaduke’s has 40,000 gp W O ~  

magic rterns, raw material and spell compon 
on hand at any time. The exact composition of 
trove is left to the DM’s discretion. 

as per 
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If Pashaduke is not here, the business door will be 
Iocked (successful DC 20 Open Lock check to pick) and 
arcane locked. If he is, a servant will see the visitor in and 
Pashaduke will meet with them over tea. Unless it is a 
business deal that involves more than 1,000 gp, he will 
politely redirect them to whoever else can heIp them. 

HOOKS 
* One of Pashaduke’s shipments arrived broken, and the 

magic mixtures within spontaneously evolved into 
something dangerous and hungry. It has already eaten 
two of his guards and he needs it deair with. He wdl pay 
well to have it killed. Or it may have escaped into the 
sewers and Pashaduke does not want to be blamed for 
any trouble it might cause. He hire5 the PCs to hunt the 
creanire down (returning the body to him, of course). 

0 Pashaduke has several valuable shipments, all of which 
must be delivered immediately! He hires the PCs to 
guard one or more of them. 
A quest for a rare magical component brings the PCs to 
Pashaduke. He indeed has it, but he requires something 
valuable in exchange. This could turn into the classic 
situation where each person they go ro has the item 
needed, but they want yet another item in exchange. 
Alternately, hshadtlke ceuId require a s e n i c e  from 
them in return for the thing that they seek. 
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Architecturally, there i s  nothing particularly unusw- . .  - . .... I . .  
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a l  about larrnont's Warehouse. 1 

office door reads, "Tarmont's ' 

and Spirits/Urbane Tarmont, Pn  
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R E M  mwrs 
Urbane Tirmont inherited the warehouse and trade from 
his father and he has worked very hard to expand his busi- 
ness. He is always interested i n  new and exotic liquors to 

import and untapped markets outside the city. On rhe sur- 
face, he looks like an honest workaholic who spends more 
time at (he office than a t  home, his expensive clothes 
always n.mpled. His brown eyes are alert, even if they do 
have hags u n d u  them.Tarmonr is a friendly fellow, always 
ready with a story or a joke and a drink, and he sets great 
store by social dnnking. 

Rut in fact, Urbane Tarmont is one of the masters of 
the Ebor Lotus Society smuggling ring. The Ebon Lotiis 
Society i b ;  a group of power hungry wizards whose master 
plan en\ isinns them summoning legions of powerful 
demons to serve them and enable them to  conqrier the 
city then the region, and eventually as much of the 
known H odd as thev can. This is a very expensive proposi- 
tion, hovever, and thev smuggle high-value items to pro- 
vide them with the funds needed to preform their dark 
ceremonies. They traffic in banned magic items, slaves, 
exotic prisons - anything that is in demand, but illegal, 
so that they may eventually turn the tables on their busi- 
ness partners and blackmad them with evidence of their 
involvement in illegal trade. They do have the advantage 
of being able tQ use high-level magic to supplement the 
more traditional stealth and bribery of the smuggler's 
trade. The organization is wrganized i n  small celIs, so that 
the street operatives - the lower and mid-level members - 

'? - actually know relatively few orher members of rhe 
organizarion. This enables them to shield the leadership 
cadre frcbm legal rrouble in case their street operatives 
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the Ebon Lotus sacnfice their subordinates 'CU whatever 
trouble they may get into without a second thought. 

Tarmont does a lucrative trade not only in his legitimate 
business, but in both slaves and magic items as well. Like 
all of the members of the Ebon Lotus, he is positioning 
himself for the great insurrection that will allow them 
to take over the city and from thyre, thi: world. However, 
Tarmont is also a cautious man and he has plans in place 
shouldhis srnuigghg be discovered. Like a good Master of 
the Ebon Lotus, he has insured that ot'ier people WJl be 
punished for the crimes, not him. 

However, one of those patsies mll nct  be Sholon Creel, 
Tarmont's trusted lieutenant. Creel i s  an experienced 
hunter and animal trainer who retired to an easier life in 
the city. His half-orcish heritage is only visible in the m e 1  
twist of his mouth and the snength oE his arms. Shoien 
trains the p a r d s  dogs for the warehouse and commands 
the security guards at night. He wears a chain shirt under 
huntmg leathers and a bastard swotd slung across his 
back. When on duty he carries a long crsmposite bow with 
a hag ofartows a t  his waist. 

Tai-mont values his goods highly and has imported four 
hell hounds to act as guard animals. Sholon has overseen 
their training and insures that they are fighting fit.The hell 
hounds are only released a t  night, or during an emergency 
and thev only obey Tarmont or Sholon. Tf not given orders, 
however, they will attack anyone they do not recognize. 

The warehouse employees six administrative staff, fif- 
teen workers in the warehouse and t w n t y  guards, six  to 
eight of whom are on duty on each shift. 

ACTIVITT 
Hidden under the warehouse is a prisoner holding pen 
and a dedicated room for the performance of dark rituals 
and summonings by the Ebon Lotus Society. The door to 
the secret rooms is very hard to find <successfit1 DC 24 
Search check to notice) and it is sealed by both physical 
(successful DC 20 Open Lock check t3 pick) and arcane 
locks. If Tarmont feels he has reason TO worry about it, he 
will have cast dam on the stairs beyond the door as  well. 
On nights of the new moon, terrible rituals are conducted 
here. Taarmont usually has a minor evil outsider bound to 
guard this secret roam just in case the other protections 
fad.  

Urbane Tarrnont: Wiz9. 

Sholon Creel: Half-orc Rgr8. 

Hell Hounds (4): as per the Monster Manual. 

Warehouse Staff (6): Com3. 

Warehouse Workers (1 5): Corn 

Warehouse Guards (20): Wad. 



I 1 
Sholon Creel wears a chain shirt. He carrres a bas- 
tard swc-d a s  his primary melee weapon and mas- 
terwork ongbow as hi5 primary missile weapon. 
The warf house guards wear sttldded leather armor 
and carr. clubs as their primary weapon. The ofice 
cashbox has 500-600 gp in m i n  and considerably 
more in letters of credit. The wines and liquors in 
the ware louse are worth 4,000 gp all together. BUS 
none of .he bottles are exceptionally valuable. 
I I 

II OOKS 
on a night when the PCs are roaming the streets of the 
.the district, one of the Ebon Lotus summoning rim- 
als gmc tenibly wrong, releasing a demon to rampage 
Arough the district. The hell hounds ger swept up in 
excitement, and they are rampaging a5 well. Tarmont 
knows rhe hounds will be traced to him, so he has sent 
Sholon and a group of Ebon Lonts members off to kill 
the hounds and any witnesses while he conceals the 
evidence of the bungled ritual. 
Tarmont i s  very careful to dispose of rhe bodies of the 
victims of their sacrificial rituals (another benefit of the 
hell hounds). Bur even so, the PCs find a SuspiciousIv 
human-loaking bone outside the warehouse. 
Unbeknownst to Tarmont, his dark rituals have begun 
to taint with eviI the wine stored in such close proxim- 
i t y  to the rites. People who have drunk this tainted wine 
lose control oftheir emotions and engage in savage and 
brutal acts. The Civic Guard is trying to find out the 
cause of these disturbances but perhaps the PCs wdl 
choose to investigate on their own if they imbibe some 
of the tainted wine themselves .... 

~ 3 0 .  WAZRFHOUSF: WATCHMEN 
OEPTCF 

Most of . 'his simple stone building building i s  very 
utititariar in its layout. There is a fireplace, where 
the Watchmen to warm themselves between shifts, 
a small a m o r y  where the their weapons ate stored, 
and an arlministrative area for processing and filing 
reports. -he Captain's private ofice, on the other 
hand, is  “cry nicely appointed with wood paneling, 
a big derk and a large map of  the dlstrict on one 
wall. 

This builcing serves as headquarters fOr the Warehouse 
Watchmen, the disnict's ragtag army of private security 
guards. 

R t: S 1 E)€ NT9 
The district's warehouse owners pool their funds to sup- 
port a priT-ate security force to guard their property and 
help keep the peace, called the Warehouse Watchmen. 

".L 

WAREHOUSE DISTRICT -', .7 
- 

The Warchmen employs about 60 members. Some are 
cashiered City Guardsmen (or those who coufdn'r meer the 
standards for Guard recruits), and oihers sailors between 
ships, and while yet others are little more than ne'pr-do- 
we& who have just dnfted into h i s  work The Watchmen 
patrol in groups of five, with three patrols out during 
the day and s i x  a t  night. They are equipped with studded 
leather armor, longspears and short swords. The leader of 
each patrol carries a horn with which to summon aid. At 
night, each member of a patrol carries a hooded lantern. 
Most of the Watchmen are not terribly experienced (lSt or 
,nd level mostly Warriors) but a few know what they are 

ally rise to leadership positions fairly quickly. 
The Watchmen are are a ragtag force by any reasonable 

standard. The Guard does nor take them very seriously, 
but at the same rime, they do not mind having the extra 
pairs of eyes watching out for trouble. For the most part, 
a Watchmen patrol running into a Civic G U ~  patrol can 
expect to receive ;1 little good-natured condescension for 
their trouble. 

The Warchmen are commanded by "Captain" Jordan 
Robarts. Captain Robarts tried to enlist in the Wall Guard 
as a young man, but was turned away. To compensate for 
his youthful failure, he studied military history intense- 
ly (though without much understanding, one might 

doing (4 th or level, in various classes), and they gener- 



-- 
I:- 
,-.- -. 

-PY 

the Watchmen 
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ds. But working 
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'an be a soft job. 
The hours are 
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far volun- 
teers, but 

not much i s  
demanded or 

even expected 
from the Watchmen. They 

are more a deterrent and a 
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ty force. So, as long a5 voir make your 
rounds at some point and do nor allow a 

warehouse to burn down, they wilI probably 
keep you on. It also provides a good excuse 

for PCS to wander atound the district with a 

of fire). 13n duty he wears chainmail under a crimson 
surmaC with a silver-hilted Iongsword (add 20 gp to its 
market value) on his hip. 

"Captain" Jordan Robarts: ExpS. vague oficial sanction. 

Typical Watchman Leader (12): Ftr4-5, although N 3 I .  WEAVERS qUIED 
other I lasses are possible. WARFHOUSF 

The Weavers Guild uses this warehouse to store goods 
in the process of shipment and to stockpile raw materi- 
als against shortages. The building is made of stone with 
interior divisions ofbrick, ir is designed IO be as protected 
against fire as the bidder couId manage. Each of the sfor- 

Typical Watchman (48): War 1-2. 

Despite Robarts' ostentation, there Is no wealth of 
note here, except for pocket change and personal 
7,n-r Tna * r d - r a L ~ , n ~ a  f i r t i n e v e  L m n n  t h a i v  , - r ~ n ~ r A c  nn - 
a short financial leash. 

age areas has a bin of fine sand and shovels in case a small 
fire srarts, it can be stamped our quickly 
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L ut: criios~ iviiii 15 prooaoiy m e  omest sumvmg wrnamrii 
in the Ciry. It teeters dangerously in the wind, its surviv- 
ing vane< turning slowly and without purpose. Only ;1 
few flecks of paint remain on the weathered wood of 
the birild.ng. Its windows have long since shattered and 
fallen awnv, leaving gaping boles that seem ro watch pass- 
ers-by. As its popular name suggesrs, it is widely believed 
that the d a c e  i s  haunted. The s t 5 r y  goes that its last 
owner W ~ T  a miller driven crazy by the suspicion that his 
attractivc young wife was having an affair with one of his 
employees. In his madness, he killed her and every man 
working n the mi& grinding their bones to mea1 with 
the millstones before kiIIing himself. In any case, no one 
who has tried to restart the mill has lasted more then a 
day before being driven out in terror. What horrors are 
inside are unknown and it remains a sinister presence on 
the edge nf the district. 

N33. LlL'YWHTTF*S WINDMILL 
Lilywhites Windmill was recentIy sold to the Argolse 
Family (to cover the gambling debrs of the former owner, 
or so it ic rumored) and it has been extensively refur- 
bished. With new whitewash for the extenor building 
and the vanes have been repainted in green and white, 
the build] ng fairly glows in the morning sun. It is one of 
the most efficient mills in the city and the new ownem 
even give rows (daiiy, starting a t  noon, and 1 cp per head) 
to show ir off. 

Lilywhite's Windmill ha5 thus become rather a tourist 
atrraction in its own right, so it is now run with dracu- 
nian efficiency and well paid {if hard driven) workers 
in neat uniforms. The success of the new Ldywhire's has 
prompted other windmills to try and emulate its success 
by improving their performance as well. 

N 3 4 *  STRATTON'S WJNIIMiLL 

This building still looks ramshackle and run down, 
with s i p s  of temporary fixes tha t  were never 
upgraded into permanent repairs. One of  the 
windmifl 5 vanes does not match the others, and 
it is  in d i re  need of a new coat of paint. Inside, the 
windmill it I S  a ever-shifting maze of  ropes, pulleys, 
gears, toys and semi-automated looms - a mten-  
tial deatk trap for the unwary. 

The currrnt owner of this windmill rescued it from 
the brink of bankruptcy and has refitted it, removing 
the grind5tones and replacing them with wind-powered 
looms to produce cloth. while the new technology is still 
in its early stage and plagued by problems, the experiment 
is stilI watched closely by the Weavers GuiId. 

~ Y . L Y I F " . L  
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Stratton's staff also includes four junior assistants who 

are helping him to f ry  and get the wind-powered looms 
operational. If they can be made to work, he wiU have to 
find twenty more journeyman and apprentice-level weav- 
ers to rcln the place a t  maximum capaciry. 

- .  

Naismith Stratton: WizJ. 

Yon: Exp8. 

Assistants (4): Exp4. 

simply grinding grain. I 
L 

ACTIVI'IY 
Strattoris WindrniIl is a dangerous place, as parts of it are 
Q ~ I Y  half-repaired and there are turning gears, circling 
belts, whirling chains, spinning cogs and pulleys clut- 
tering up the space as well a5 half a dozen large looms. 

I 

dnvone who tries to move among the machinery, elther 
to get a close look at  it or to actuallv work it, must make 
a DC 18 Balance check for every 10 minutes spent doing 
so. If you fail, you suffer Id8 damage, either from falling, 
or having something fal l  on you, or having something 
hit you. 

The Weavers Guild hires the PCs ro spy on Srratron's 
projecr - or perhaps even sabotage it The Weavers are 
dl unsure if Stratton's ideas are a threat or an oppom- 
niry and want an eye kept on him at  the wry least. 

HOOKS 



of  the temple there i s  a hostel for pilgrims and on 
the upprr floor four rooms for the clerics who wish 
to stay bere. J 
pipes made of rolled lead, and finally to the two 
fountains clad with white marble. On the lower level I 
TheTernpIe Windma of the Goddess of Compassion pro- 
vides comfort, healing, guidance and fresh water to the 
people of the Watehouse District. This windmill has been 
converted into a pumping station, p u h g  water in from 
the bay and sunning it through a pair of magical sieves 
which, in effect, cast pur& drink upon the water, makmg 
it pure and drinkable. There are two fountains, worshipers 
of the goddess of compassion are given preference ;It one, 
while the other follows a normal queue system. 

The cult of the goddess of compassion is a modestly 
poprilar religion of abstraction, a popular secondary reli- 
gion for the sick, or those with ailing Ioved ones. Its main 
temple is in the Spire District. 

RFSIDFNTS 
High Prim Bors (neutral good) is in charge of theTeemple 
Windmill. rt was his idea to ser up a branch temple in 
a windmi11 and use it to generare dean water, and has 
proved to  be a great success. BOrS has lived in the city 
his entire Me, born among the lower classes, and he has 
always wmted to improve the lot of poor. It rook twenty 
years for him to convince &e main temple to allow him 
to build P temple in the Warehouse Disrrict. Bors' persis- 

of dedicated worshipers for the goddess of compassion. 
Bors is a friendly man with a ktnd voice, and be is con- 

-- 'I tence wa.; justified and the temple has gained a solid core 

en .  
There are TWO lesser priests and four lay staff that come 

in from the local community to help with the chores 
around rhe temple, such as cleaning and cooking. The 
hostel can sleep up to 30 pilgrims without being exces- 
sively crowded, bur there are rarely more then ten visit- 
ing here; they are generally foreigners :irrived by see and 
looking to stay the night on their way from the Docks. 

High Priest BOK: Clr8. 

Healer Noon: CI r6. 

Volant the Silent: PaD. 

Junior 'Priests (2): Clr2. 

Lay Staff (4): Corn 1. 

Pilgrims (varies): Cornl. 

The only treasure here is  the contents of the dona- 
tion box (20 gp in copper and silver coins), the 
healing potions brewed by Noon and the p u r f i  
dn'nk pipes. 

ACTIVITT 
Except in the dead of night, there is always a line of 
people, mostly women and children, queued up to get 
pure water from the fountains. Others have come to seek 
advice or receive treatment from Hearer Noon. At sunrise 
and sunset, High Priest Bors, assisted bv Volant, performs 
rirual blessings upon all who atrend the services. 



HOOKS 
One of rhe punfy dunk pipes has been stolen! A group 
o f  fore gn sailors were seen p o h g  around  he other 
dav Ir must be found before it is snirited OUT of t h ~  dtv 
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Once rhe new box i s  obtained, i t  needs KJ be delivered. 
of COIITSP, the exchange wiU nor go smoothly. The client 
is a memher of thc Ebon Lotus Society (see location N32) 
and In? needs to tie up loose ends -by killing the courier 
and er-e*1..onc eIse invoived. 

S'FO R M AN $3 S p F T A T 3  

A savage storm has washed over the civ. Most of the 
windmills in the district are closed for repairs. The streets 
are scampred with debris and people ate taking storm 
shutters down. 

Gonreth h v a m  uf Rattiis Rex (see location N4) has 
decided KO use this as an opportunity to test the magical 
booby traps that he and rhe other Sator have set across the 
district. 1 he majority of them, when tripped, s ~ ~ m m o n  an 

passea. remaps rney coum m a u  cnem uown: 

TABLE N.1: WAREHQUSE D~STRIET RANDOM ENCOUNTERS 

d20 Encounter 

1-2 CIVIC Guard patrol 

3-5 Thieves/ Pickpocket 

6-7 Mcssenger 

8.9 Smuggler 

10.1 1 Craftsrnan/Tradesman 

12 Ogre from Corbusher's Heavy Tr,msport 

(see location NX) 
13-14 Warehouse Watchmen patrol 

15-1 6 Guild youth gang members 

17-1 8 Merchant 
19-20 Teamsters, transporting cargo 

..._- 

_I- 
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the Navy, a duster of fancy houses reserved for naval off- 
cers and their families, a tall lighthouse that alerts incom- 
ing sea vecsels from rhe south that they are approaching a 
coast, and a great Naval Base (location 0 2 0 )  to house and 

tions, a number of small businesses flourish. Private resi- 
dences, most of them Qf great qualiry and design, make up  
the remainder of the district. 
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Most commoners who dwell here aIso have more money 
than average, having either struck it rich a t  some point in 
their live5 or inherited an important sum of coin. Because 
of this, few poor people live in this area, and most of those 
who do feel unwelcome and out of place. 

S t d ,  a few rotten apples lie amidst this seemingly 
spotless environment. A handful of abandoned houses 
- either owned by nobles who do not care about them 
anymore or by people who left the ciry in a hurry long 
ago - stand in a dire state besides the attractive and 
sparklhgly colorrful dwellings of the area. A handful of 
taverns, mostly frequented by Navy and k n a l  Guard 
personnel, have earned a bad reputation with most civil- 
ians living in the d i s ~ c t .  While most denizens follow the 
city’s l a w  and respect the aurhorities, some do so only in 
appearance. Like many other places in the cky, illicit and 
crimina1 activities can be found in the Naval Disrrict, 3s 
thieves, fences, and smugglers operate from the area. The 
men and womeii who take part of such activities, howev- 
er, are more careful to hide their true business than most 
others of their profession; here, they are f a t  more likely 
to have ;I respectable fapde: which they must maintain 
if EheV wish to avoid suspicion. In fact, many of them are 
admired members of sociery that few suspect of leading a 
double life. 

Overall, however, the Naval District remains one of the 
most orderly places in the city The district’s citizens keep 
its stylish hottses and lucrative businesses clean and com- 
fortable, its streets safe, and i t s  landscapes beautiful. Most 
of the dist~ct’s inhabitants are extremely proud of their 
neighboi hood, and the majority seem content to obey the 
laws and support all of the city’s official institutions. 

: LTqHTHOUSF 

A magnificent, 250-foot tower dominates the 
southwest part of the district. Risirig high above 
the southern city wall, it is undoubtedly one o f  the 
most important structures in the region. A massive 
roof supported by thick colonnade:a o f  burgundy 
stone crowns the tower. Inside the circle of thick 
columns, a wide chamber holds an almost blind- 
ing light, which illuminates towards the sea but 
also lights up the Shipyard as well ar; several other 
edifices of  the area a t  al l  hours o f  thc night. 

’ 

This imposhg structute serves to alert ships a t  sea of the 
harbor’s presence. T h e  beacon flame in the Lighthouse’s 
hooded crown can be seen from miles away. The flame is 
magical in nature, since arcane fire is su much mme effec- 
rive and durable than natural fire. 

RESIDENTS 
Ikanius, a powerful wizard employed by the city, tends 
to the lighthouse every night. Loyal to the city he serves, 
Zkanius (often caIled simply “the Mag”)  works with his 
apptentice Zarinna, a young elf, w h o a  the old wizard 
believes will surpass him someday. While she seems 
extremely devoted to her mastet, Zarnnis  true loyalty 
lies in learning the arcane ans. She works hard ta please 
her masrer, and in the meantime spends long hours studv- 
ing everything rhe old man teaches her. 

A contingent of elite Navy guards, in dress uniforms, 
keeps the place safe - a tradition that has endured since 
the tall structure was first built cenniries ago. At least 
twelve men guard the premises a t  all times, posted a t  the 
sole door Ieadrng into the Lighthouse a!; well as on several 
levels of the smctux‘e. However, they rever enter the top 
chamber, where the arcane beacon shines. on ly  Ikanius 
and his elven apprentice have access to i ~ .  

Fkanius the Mage: Wiz14. 

Zarinna the Devoted: E If Wiz5. 

Elite Naval Guards (la): Ftr4. 

lkanius the Mage carries a rtu$affrot, a thick spell- 
book filled with various incantation,;, five pouches 
holding components, and a purse containing 300 
gp (the sum of  his fortune). Zarinra carries three 
potions, which she crafted herselr: mage armor 
(5 doses), levitate (2 doses), and fh ’ s  cunning (3  
doses). She also owns a masterwork dagger and a 
masterwork quarterstaff. 



NAVAL DiSTRICT "-, 

ACTIV 1'11'  0.2. THE SHIPYARD 
During tbe night, both Ikanius and Zarinna can be found 
at the Lighthouse, although both live in a simple house in 
the distmrt (where they sleep during the day). The flame 
they tend is maintained by a series o€ spells, augmented 
with purj 'ied gems which have been embedded into the 
floor and ceiling of the lighthouse's top flwr. Removing 
the gems is impossible; the light is so bright and intense 
that it wculd blind anyone who attempts it. Ikanius and 
Zarinna iisually -Tear special goggles made of darkened 
glass \&-I performing their work. It is the only way they 
can see. 

HOOKS 
A v l i z n d  more powerful than Ikanius has placed a 
potent qpell upon rhe Lighthouse's beacon, making the 
ff ame cast impenetrable magical darkness rather than 

This colossal facility holds many huge drydocks 
made out of  thick and sturdy wood, and takes up 
most of the southeastern porti~fi  o f  the distria. 
Most of these docks at any given time are occupied 
with repairing ships, both military and civilian. 
Other drydocks hold unfinished ships still under 
construction. Hundreds of shipwrights work here 
during all hours of day and night, making the place 
bustle with sound and activity. During the night, 
the strong beacon emerging from the Lighthouse 
to the south illuminates the Shipyard, thus  allowing 
the shipbuilders to work in the best conditions they 
could hope for. 

light. L'nabIe to counter the magic, Ikanius can do 
nothinE to restore the situation. Meanwhile, residents These drydocks serve to build d repair m h  
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other irems required ro build and repair ships. Though the 
Independent Shipyards (location M23) has been making 
inroads aKainst their monopoly, the overwhelming major- 
ity of v e ~ ~ e l s  are constructed and repaired here, under the 
watchful eve of the Guild. 

RES 1 T I  F: NTS 
cunenth,  Master Onus B e h u e ,  a rich and proud mem- 
ber of the Shiprights G d d  and a cousin of Sir Harnish 
Bellevue (location E I ~ ) ,  runs the place. Master Otius 
enjoys his position as the Shipyard's administrator. The 
position not only gives him steady money and pres- 
tige, but most hportantlv it bestows 
power over the members of the 
Shipwrights Gudd as well as over 

all ship owners who need to use the citv 5 only drydock 
facility. Orius, who in his youth failed to graduate from 
the Naval Academy - a horrendous faniily scandal a t  the 
time - now enjoys making naval officers who need to 
use his docks squirm. He remains a cunning and calcu- 
lating man. He also TealiLes the imporrance of the city's 
Navy, which, after all protects the seas around one of the 
most important and lucrative POKS in the world. Thus he 
makes sure that repairs on the most important warships 
are done quickly and efficiently, despite the faCF that he 
almost a h a y s  puts Navy officers through the wringer 
beforehand. 

A dozen masters from the Shipwrights Guild help 
Qrius run the Shipyard. These men and women work 
with a t  least 40 experts and as many apprentices per eight 
hour shift as they can handle, as well as with over 50 
unskilled Iaborers. 

Orius Bellwue: Ari 7JExpJ. 

Master Shipbuilders (12): ExplO. 

Expert Shipbuilders (40): ExpS. 

Apprentice Shipbuilders (50): Expl . 

Working Comtnonws (55): Coml. 



the Ship.;ard.They must meet either Orius Bellenre him- 
self OK on? of the masters working for him, who nsually 
put their frames and request on a waiting list. Depending 
on the Sh.pyards schedule, the PCs’ reputation, and the 
amount 0.- money they are prepared to offer, work can 
start within 24 hours or sevcral months. All those dear- 
ing with (x ius  and the other master shipbuilders must 
be patient. charming, and ready to pay bribes, lest their 
request be put on the backburner. 

HOC) KS 

Tlie ghcst of a man recently murdered a t  the Shipyard 
begins PO haunt the place. The man’s body, bu&d 
deep under one of the dtyydocks, was never found, and 
thus no one in the city actually know he was killed 
- save for his murderer. The ghost, which appears 
when the sun sets every night, causes panic among 
the workers of the nightshift, costing the Shipwrights 
Guild w s t  amounts of money due tQ lost production. 
Orius B e h u e  hires the PCs to rid the shipyard of its 
phantom. In order to appease the spirit, the PCs need 
to uncover its earthly remains, hand them over to the 
authorities, and discover the person responsible for 
the murder. Only members of the Shipwrights Guild 
workmg together codd have buried the man’s dead 
body wirhout notice, so many in the organization may 
secretly work against the PCs’ investigation. 
Subtle elements of sabotage begin showlng up in the 
Shipyards. The evidence points to the three owners of 
the Independent Shipyards (location M123), who hotly 
deny the charges. Nonetheless, tensions mount and 
the Shirwrights Guild promises dire repercussions if 
the sabotage doesn’t cease. Ts the Guild’s rival haping 
to gain ,yround by sabotaging them’ Or is this rhe work 
of elements in the GuiId itself, fabricating an excuse to 
burn thr Independent Shipyards to the ground? Onus 
Rellevue hires the PCs to find out. 

and a great meeting hall where expert and master guilds- 
men gather each month. The second holds small private 
apartments that Guild members can rent, as well a5 large 
workshops used to plan and design new vessels. Masters 
also occasionally use some of these workshops to teach 
less experienced members ofrhe Guild. 

R F S I I3 F NTS 
Ptolemy Hyrus, a venerable master shipwright, was 
recently appointed as head of the conclave of eight grand 
masters leading the Shipwsights Guild. He believes he can 
make the organization - already one of the richest and 
most powerful in the city -even more affhenr. Receentlvy 
he tried to become the Naval District representative a t  the 
City Council, but he was beaten by his cornperitor m d  
fellow guddsman, Narisek Oliveskin (location 025) .  This 
rivalry stirred a11 sorts of trouble within the Shipwrights 
Guild, but despite rumom suggesting otherwise, Oliveskin 
vowed nor to challenge or intervene with Hyrus’ Leader- 
ship of the Guild itself. 
In addition, the Guildhalls are constantly alive with the 

activities of many dozens of shipwrights: masters, appren- 
tices, and everyone in between. 

Great Grand Master Ptolerny Hyrus: Exp14. 

Grand Master Shipwrights (7): Expl5. 

Master Shipwrights (20): Expl 0. 

Journeyman Shipwrights (50): Exp5. 

Apprentice Shipwrights (SO): Expl . 



The mai? Guildhall of the Shipwrights Guild con- 
tains m;ny tomes of  knowledge, all pertaining to 
the building and maintenance ofsea vessels. While 
most V C ~ U M ~ S  are recent, some ancient tomes 
may f? tc i  several hundred gp if sold t o  the proper 
buyer. Within the ofices of the Guild’s Great Grand 
Master, a small locked room called the Treasury 
(successful DC 30 Open Lock check to breach) 
holds over 10,000 gp in assorted coins, jewels, and 
gernstores. in addition, Hyrus the Old carries a rod 
ofalertnrss. The golden head o f  the rod - the high- 
est symbol of the Guild’s authority - ir shaped in 
the form of an ancient trireme. 

A C‘I’I VITT 
Memberr; of the Shipwrights Guilds can rent small, fillly 
furnished- apartments and use the many private work- 
shops set up in The secondary Guildhall. A n y  member 
with the rank of master can freeIy access the workshops, 
but those with the rank of expert must pay a minimal fee 
of I cp per day. The apartments, reserved for guildsmen, 
cost haK as much as other accommodations of similar size 
offered in other pans of the district (usually 1-2 s p a  night). 
These advantages are part of the perqs of belonging to the 
Shipwrights Guild. Only members of the organization can 
enter the main Guildhall, unless a master or the Grand 
Master accompanies them. Anyone wishing to hire a sbip- 
wright is politejy asked TO go to the Shipyard, but those 
wishing IO discuss other business with one of the Grand 
Masters can get an appointment. 

Among its other duties, the Shipwrights Guild is 
responsible for electing the district’s representative to 
the City Council. Originally, the position belonged to a 
Naval offices - the High Admiral of the fleet - but few 
Admirals were interested in politics, a characteristic that 
tends to set  the Navy apart from their landlubber cousins, 
the City Guard. The Guild was only to happy to take up 
the mantle, and had soon maneuvered the Navy out of the 
equation completely. Though the N3w remains fiercely 
independent in outlook and vfews themselves as defend- 
ers of the public a t  large, they find heir fortunes tied more 
and mow closely to the political whims of the Shipwrights 
Guild. 

HOOKS 
Grand a s t e r  Hyrus wants history to remember him 
as one of the most brilliant ship designers ever to p c e  
the ciry However, after years of working on designs 
for a new and revolutionary type of war vessel, he feeIs 
that h~ will never be able to produce anythinn concrete. I 

I 

Then he hears of a fallen civilization of seafarers that 
once thrived in a remote island paradise; he hires the 
PCq til discover this lost land and bring from it any 
clues, that might help him build a stronger, faster, and 

I 

more lethal warship. What  horrur wilI the PGs discover 
in the ruins of this lost civikation? What lost mystery 
wrll they bring back to the city? 

* Grand Master Hyrus has heard chat the library at 
Steelweather Gardens, now owned by the h k u l  clan 
(location Eg) contains an old and va1u:ible tome on ship- 
building, and he must have it for the Guild’s library. He 
is afraid, however, to approach the semi-barharic noble- 
man himself, and hires the PCs to act as intermediaries, 
promising them a generous reward i- they are success- 
ful. It should be noted also that while Hyrus is willing 
to pay for the book, he isn’t particulatl y fussy about bow 
it is acridly acquired. 

04. T H F  SFANFRY 

This large but simple stone buildinl; faces a wide 
avenue and the high promontory beyond. It holds 
no specia’l designs save for a small wooden sign 
hanging in front of it, depicting the iriage of  a large 
bean, with a steaming pot behind it. 

The Shipwrights Guild owns and opprates this modest 
restauranr to the southeast of the Shipyard. It is simply 
called the Beanery after the restaurant’!; specialty- cooked 
beans. Shipyard workers can get simple and inexpensive 
meals here - mainly composed Qf Imns and fish or 
seafood stews served with heavy bread and cheese. Open 
24 hours a day, the Beanery lists two separate prices on 
irs menu: one for the members of the Shipwrights Guild 
(also good for any common laborer ar the Shipyard) and 
one for everyone else, who must pay twice as much for 
a meal as the guildsmen do. Ir comes , js no surprise that 
95% of those eating a t  the Beanery eiiher belong to the 
Shipwrights Gidd  or work a t  the Ship).ard as  hborers. 

RES1 DENTS 
Hiero Sordor, a competent shipwright who spent most 
of his Me aboard one ship or another, takes care of the 
Beanery. He jovially recounts t a u  tales of his Iife as a n  
adventuring sailor to his many patrons, and delights in 
talking shop with others of his trade. Although he never 
truly practiced shipbuilding, Sordes's natural talents, as 
well a5 his shipwright father and uncles, allowed him to 
remain a member of the Shipwrights ILdd for all of his 
adult life. Now, he hires chefs and rwis the daily opera- 
tions of the Beanery for his fellow g u i h n e n .  

Hiero Sordor: Rog8. 

Chefs (5): Corn3. 

Customers varies): Corn1 or Expl-5 
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Simple frod and watered-down cheap ale abound 
a t  the Bernery. The place’s money box holds a total 
of 30 gp n assorted coins. Sordor wears a bronze 
necklace *vith an ancient pirate’s insignia (worth 50 
gp), whici he claims he stole from a great ruffian 
of  the oct an. 

ACTTVI’I’I’ 
The Beanrry is a good place to learn what goes on a t  
the shipyd and hear the Iatest rumors from the 
Shipwrights Guild. Many a boy became an 
apprentice shipwright after bringing a meal 
to an expcrt member of the Guild; a 

H 

of him (sach as the Horacius Memorial Asylum in 
the Lamplighter Disrrict, H24), escort him out 
of the city (in which case he may later return), 
or implement any other solution they can think 
of. If the\, do this for Sordor, they win his friend- 
ship and make an important contact wrthin the 
Shipwrights Guild. If they manag? to cure rhe 
man, he later proves to be an important and 
valuable ally to the PCS. 

05. THE L O D ~ F  

lot of commoners in the area view 
the Beanerv as a n  unofficial place 
where they can talk, trade, or make 
contact wir h the shipbuilders. 

DQKS 
* An old beggar, claiming to be a 

master shipwright from another 
town who Iost his job following 
an unfortunate accident that Ieh 
him cripded, comes to the Beanery cvew day asking for 
food. At first, Sordor rejected hiq pleas but he evenhi- 
aIIy took pity on the poor man and fed him. EJowever, 
the man who seems to have lost his mind entireIy, 
has bpcnme a nuisance. He never wants to leave the 
Beanery, shouts at i t s  patrons, and fights with everyone 
who trieq to make him leave. Sordor asks the PCs ro 
take care of the problem. The PCs can either cure 
the man of his madness by lifting the curse afflicting 
him, find a charitabte institution who wil1 take care 

A simple \ iooden building painted dark green sits 
besides tb: Beanery. With its window sills painted 
yellow a m  its orange sign that reads, “The Lodge,” 
the struct i  re stands out from some of  the less t d -  
orful dwell ngs of the district. 

P 
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E, who mainly fetch tools and raw 
ighrs working a t  the Shipyard (loca- 

2) - the h d g e  offers small, simply furnished, but 
O O ~ S  a t  low prices. Renting on a month-by-month 
hc Lodge usually has a few apartments available, 
Jenk times a t  the Shipyard, it can't accommodate all 
uho wish to stay here. 

N T S  
,He runs the Lodge. This middle-aged woman, the 
er of a skilled shipwrighr, once tried her hand at 
dding. She was as gifted as her father, but failed to 
itand the passion most members of the profession 
her designs were largej, dismissed as uninspired. 

aparrments at the Lodge and employ people to keep the 
building in good shape. She has been domg this for the 
past decade, and recently received the honorary title of 
journeyman in the Shipwrights GuiId - a fact that she 
never mentions to anyone, save to members of the Guild 
who believe such things important. .4n old and tight- 
lipped carpenter named Felder Avram works for her, 
keeping the budding and the grounds around it in good 
repair. 

Niranelle: Rog6. 

Felder Avram: Ex@. 

Residents (Varies): Cornl-3. 

The Lodge's tenants are mQ5tly honest working 
folk, but few have much to  their nm3me. However, 
NiranelFe owns a masterwork rapier. a masterwork 
suit of d u m  chinmarl, and a total o f  80 gp - SOU- 

venirs from her adventuring days - which she 
keeps in a large unlocked chest at the foot o f  her 
bed. 

ACT I Y I'm 
Activity here is minimal. While a few workers have fami- 
lies who go about various chores here during the day, the 
majority spend all oftheir time at the Shipyard, returning 

has done, or wLU they be forced to kdl 
him? 



I W O  serifs Duiioings dominate this portion or 
the district. The first, made entirely o f  wood, faces 
the city's y e a t  Shipyard (location 0 2 ) .  Each small, 
single-stcry structure holds a large pair of  double 
doors or their western wall; they have no windows 
or other oints o f  entry. The second series o f  build- 
ings star,! behind the first, at an odd angle. Each of  
these cortains a massive pair of double doors on 
the weste-n side, but they were fashioned from red- 
brown bricks and stand three stories high. 

This cluster of six large brick buildings and six smaller 
wooden ones form a storage area where the most costly 
materials lised at the shipyard can he kept safe. Run by a 
master from the Shipwrights Guild, the Depository holds 
~ools,  raw materials, and finished goods used in the mak- 
ing and upkeep of ships, such as anchors, ropes, and sails. 
The sbipbrrildexs also use the Depository to store lumber 
of the highest quality, though they pile most of their wood 
upon the open grounds ofthe Shipyard itself. 

1 

- i 

RESIDENTS 
The venerable master shipwright Rakeeth Whitebrow, a 
fat and jovial old man who speaks loudly because he does 
not hear very welI, runs the DeposiKory with a handful 
of young t~xperts from the Shipwrights Guild. He and 
his assistants are responsible for the inventory of the 
Depository and also work with the unslulled Iaborers 
who move tools and raw matetiah as needed. Because 
the goods stored a t  the Depository are highly valuable 
-albeit nut easily movable - the Shipwrights Guild also 
hires experienced mercenaries to keep a dose watch on 
the place.They number about a dozen, and report directly 
to Rakeeth 

Rakeeth Whitebrow: Expl2. 

Expert Shipbuilders (5): ExpS. 

Laborers (Varies): Cornl. 

Mercenary Guards (12): Rr4. 

Shipbuitdws' tools, high quality lumber, and all 
sorts o f  slip implements (ropes, saits, harnesses, .. , L r J . L  . I  - . L  I, . I I erc.1 can r e  rowna ar rne veposirory. I nougn worm 
over 20,OCQ gp In total, most o f  the materials can- 
not be rncved easily and they will not fetch their full 
market va ue on the black market. The mercenaries 
working bere wear masterwork chain shirts and 
carry masicwork longswords. 

". ... C ""I, '"""'& * " 'C"L" ' , ,  "'6'7"Y"'b Z L V Y <  

areas, or requisitioning supplies for The vessels ciirren 
under construction a t  the shipyards. The guards are 
duty a t  all times, and keep a close eye on anyone I 

under the supervision of a known member of the cui13 

HOOKS 
The last three shipments of lumber coming from a f 
eign lungdom never reached the Shipyard's Depositc 

d. 

I 

or- 

In fact, a n  investigation revealed that the merch; 
wagons never even came close to the city Becar 
the lumber is of the highest quality (and thus us 
in the making of the most impressive war galle) 
the Shipwrights Guild needs ro recover it. It hi _I 

the PCS to travel to the foreign kingdom, where they 
discover that the lumber wagons and their crews were 
stolen and abducted by a small but powerfui rebel force 
demanding that the monarch abdicate. Will the PCs be 
able to meet peacefully with these rebels? What will 
they ask for in exchange for the wagons and the men 
they kidnapped? 

07.  THE HOUSE OE CjLASS 

I ry. 
1731 

ise 

~ ___ 

A large, three-story high, L-shaped edifice, which 
almost looks like a nobte's manor, stands close to 
the Shipyard. The building looks run down, despite 
the pale blue stone of its walls and the colonnades 
and balconies dotting its sides. In front of it, a large 
sign reading, "The House of Class," hangs from a 
sturdy wooden post, 

Athanis Devems, a master ghsblower, rents this large 
building from the Rotburn-Seivers family (location EIS). 
Although the rent costs him a considerable sum, he still 
makes an adequate living, and even pays his employees 
well. A score of people work for him in the workshop 
and storefront situated in the first floor of this dwelling. 
Athanis and his son use the second ff oor as their private 
workshop, which only expert glassblowers under Athanis' 
employ can enter. They also srore extra tools and the raw 
materials they need for their craft rhere. The family's pi- 
vate apartments take up the third ff oor of the building. 

BFSIDFNTS 
With Arvams (his only child fmm a previous marriage) 
and a handful of assistants, Athanis makes all sorts of 
glass objects. His specialty lies in the creation of bottles 
of strange and unusual sizes, many of which he sells zo - 

alchemists. Many sroreowners, herbalists, apothecaries, 
porion brewers, and healers born the city buy only from 
Athanis. His son Arvarus mostly fashions high-quality 
bods,  cups, and plates. His special designs and intricate 
signature mark the glassware of many nobles of the ciqz 
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and crafts 
Lirra was ~ 

Three y ~ a -  
a boy whim 
her hiisba 
while t a h  

L i m ,  h, 
ness, sup] 
an advenl 

bard who shared his passion for aKS 

I_ After a few exciring years as an advenrurer, 
seemingly more than happy to settle in the city. 
rs ago, she gave birth to healthy twins: a girl and 
ch she named M o m  and Littaris. She now helps 
nd with the administrative tasks of his business 
ng care of her children. 
owever, has not always been a paragon of kind- 
~ o r t ,  and family virtues. During her years as 
uter, she worked with an unscrupulous gang 

called ”the Six Sinners.” Back then, she used her real name 
- Lutherielle - robbing tembs for gold and desecrating 
ancient holy sites for sport. The group also murdered a t  
least three people: nobles lulled during a failed robbery 
in a foreign city Persecuted by paladins and good clerics 
alike, and hated by most who ever heard about them, the 
members of the Six Sinners where eventualFy hunted 
down. Four of rhem where arrested and executed for 
their mdny crimes, but the OKher two, induding L i m ,  
were never found. Lima does not know what happened 
to her l p s t  comtade. She eventually found her way to the 
ciry, changed her name, and forged documents EO create 
a plausi5le new identity for herself A few months later, 
she married Athanis, hoping to escape her past. Athanis 
knows nothing of the S i x  Sinners, nor does he know his 
wife’s TIIX identity Although she learned to appreciate her 
husband and even his eldest son, krvams, Lirra discovered 
true love when she gave birth to her twins. If her past 
catches up with her, she w d  do everything in her power 
t o  protect them. 

Athanis Dwerus: Expl 1. 

Awarus Deverus: Exp8. 

Lirra: Srd l l .  

Morn and ‘Littaris: Coml. 

Expert Glassblowers (1 2): Exp5. 

Apprentice Glassblowers (7): Expl .  

The H m s e  of Class holds an inventory o f  glass 
items valued at roughly 3,500 gp. The family keeps 
a sum of400 gp in a locked chest in the master bed- 
room (successful DC 15 Open Lock check to pick). 
Lirra h:des a small and very thin wooden box under 
the f l ohoards  of her children’s bed (successful 
DC 20 Search check to notice the false floor). The 
box holds a sapphire worth 600 gp and a potmn of 
cure serious wounds with 3 doses left - souvenirs 
from her l ife o f  adventures. She also wears a ring 
oftelekinesis and carries a hidden +3 keen doggdr on 
her person at at1 times. 

Athanis or h a m s  in the s m d  storefront. The House of 
Glass opens an hour after dawn and cIrses at dark, but the 
artisans working here sometimes work until midnight. 
Merchants and wholesalers come tcs the Glass House 
every Tuesday to purchase items they resell or put on 
display in their stores. 

HOOKS 
Werthon, the other surviving member of the Six 
Sinners, has found Lim,  and threatens to expose her 
if she refuses to help him evade the authorities. She 
knows Werthon to be a cruel, bloodthirsty man, and she 
now fears for the lives of her childrm. To make matters 
worse, her old companion believes she srole money 
from the gang’s treasury, and he now wanrs to claim 
his share of it. Lima never touched the money - it was 
stolen by the men who hunted the p u p  down - and 
thus she cannot give Werthon what he wants. She 
approaches the PCs, claiming that Werthon wrongly 
believes her to be a criminal with whom he  had dealings 
with in the past, and offers a large reward if they can 
make him disappear. 
A foreign paladin,who devoted himselfto hunting down 
the S ix  Sinners, crosses paths with Lirra by chance. 
Remembering an artist’s renderin]: of the group, he 
suspects Lirra to be one of the two missing gang mem- 
bers, but he does not dare arrest her without proof (he 
has a valid mandate fer her arrest fi-om his homeland). 
H e  hires the PCs to investigate ~irm’s past, hoping to 
confirm that she is indeed LutherieUe, the criminal he 
seeks. If the PCs uncover Lirra’s tme identity and she 
finds out about it, she first tries to eliminate them and 
the paladin for whom they work (if she h e w s  his iden- 
tity) by hiring assassins from the Artisans District (see 
location L25). Ifthis fails, she confronts the PCs herself: 
If the PCs get the npper hand, she pleads wirh them, 
hoping ro spare her fmdy the shame of her past deeds. 

08.  EIRBALA’S FJNF F U R ~ - F T U R F  AND 
WOODWORK 

Two identical and perfectly square two-story build- 
ings of varnished pinewood stand out from the 
surrounding area. Many intricate carvings cover 
the walls of both structures. Most are abstract, 
but some represent people and edifices of various 
kinds. In front o f  these buildings, a large wooden 
panel tied upon a horizontal pole with silvery chains 
reads, “Firbala’s Fine Furniture anc Woodwork.” 

Offering high quality and extremely durable furniture, 
as wen as several decorative items carved fmm wood, the 
Firbala family became well known for the good services 



NAVAL DISTRICT' 

they provided to their patrons, who are mainIy wealthy Experienced Sellers (4): Com3. 
commoners and nobility. The family uses the first floor - . -  . .. . . . .  

of the westernmost building to sell its goods. All SOITS of 
furniture and small wooden decorations fill the clean and 
inviting shop. The second floor of the store holds small 
cabinets, lriw chairs and tables, and beautiful carvings. 
These hig'dy prized items are the store's masteiworks; 
only rich parmns visit the second floor of the establish- 
ment and r he prices for the objects on display are at !east 
 en t imes that of the business' other wares. The first floor 
of the easiernmost building serves as both a workshop 
and a stor:pe rooom for raw materials, where the ?%balas 
craft their goods. No one can visit this shop, which is filled 
with unfinished wooden objecrs and piles of sawdust. The 

second !i€~or of this structure houses the 
family's private apartments. 

Guard Dogs (4): As per the Mom 

I 
Furniture and woodwork of the highest qi 
be found a t  Firbala's store. The prices stat 
that charged for typical items oftheir kind, 
tirnpq rnnw Thp familv'q nrivate anatlrnpr 

I - f-..---- -I-- -. .I" . - -. ...- - ..... 
locked iron box (successful DC 1 5  01 
to pick) with 675 gp and a large Earn 

Ianual. ; 

uality can 
f at  twice 
up to ten 

i t s  hold a 

Orion wears a golden ring worth 55 gp and a sil ier 
necklace worth 20 gp. His wife Porra wears pearl 
earrings and matching necktace and bracelet worth 
a total of 500 gp. 

-... 1 
pen lock check 1 -  

et worth 80 gp. 

I- 
- - " :  

RES1 D F NTS 

Orion Firbda 
owns and oper- 
ates this simple 
workshop with his 
d e  %rra and their 
three daughters, Orlyn, 
Asvyn, anr Sorlyn. Orlon, 
one of  the most duent ia l  
and respected members of 
the Carpenters Guild, has 
made a name for himselfwith 
the original, stylish, and highly 
comfortable wooden furniture he 
builds. Four guard  dogs, kept in the 
family's private chambers during the day, 
protect the furniture and wood- 
work store at night. The store 
hues a number of   commoner^ 

to help Pcrra sell The goods 
it offers. Orlan also hires a 
number 01 apprentice wood- 
workers tu help him and his 
daughters with the more menial 
tasks. 

Orlon Firbala: Expl4. 

Porra Firbala: Expll  . 
Orlyn, A w n ,  and Sorlyrt: Exp3. 

Apprentice Woodworkers 
(5): Exp' . 

1 
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uild their goods. At the same time, 
ind unused lumber off the hands 
’the benefit Of ever).one 

id  several assistants cart the wood 
to her hsbandb workshop, where he and his daughters 
set abour carving rhcm into furniture. Fitbakis opens at 
dawn and doses  at d u s k  private visitors are welcome 

contacts to obtain seral 
at the Shipyard. Thus, 
the wood it needs to h 
they rake unwanted i 

a€  the Shipbuilders, t i  

Once a week, Porra ai 

. 1‘ 1 

archrtecture and impressive tranL 3orcn. H large 

HOOKS 

The Shipwrights GuJd suddenly ends it5 associarion 
with the Firbala family, deciding to sell its discarded 
lumber directly to the Carpentws Gutld. A h i o u s  
Porra rries to convince the Guild to reconsider, but IO 
no avail. She hires the PCs to sway the leadetq of h e  
Shipwrights GuiId and, through anv means possible, 
make jure that they continue to supply her husband’s . .  . .  

7 

This large, three-story dwelling i s  m;ide out ofthick 
oak log, and would seem more like a hunter’s cabin 
than an actual home, were it not for i t s  elaborate 

I .  I .  . *  I . I  

banner o f  purple silk with the word.; “Nuraniah’s 
Choice Charts and Maps” written tn both Common 
and Elven, hangs from the wall o f  the third story. 

This establishment, tun by the young t:lf scribe and map- 
maker Nuraniah, sells a l l  sorts of regional maps, worlds 
maps, road outlines, precise elevation graphs, and m r  
charts perfect for navigation. Emplwing a number of 
human and elf scribes - charged with copying Nuraniah5 
wonderfully designed maps so she can offer them to 
multiple patrons - the smalI and hi$ly reputed shop - 
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treasure-sreking adventures. On the third floor of her 
home, acc.issed through individual staircases and private 
doorways, Nuraniah has three rooms that she rents to 
long-term occupants. Akor (see location 0 2 3 )  currendv 
uses one cf these rooms, but the other two remain vacanf 
for now. 

Nuraniah: Elf Expl4. 

Scrihs (9): Expl-5. 

Akor: see location 0 2 3  for details. 

Aside fro71 the impressive store inventory, blank 
sheets of paper and parchment of different sires, 
numeroiri vials of inks of  various hues, quills, old 
drawing +abies, and about a hundred stroll cases 
lie about Nuraniah’s Choice Charts and Maps. 
The establishment’s coin box (successful DC 10 
Open Lor k check to pick) holds 225 gp. Nuraniah 
carries a m u c h  with 90 gp and wears a bloodstone- 
encruster platinum ring worth 365 gp. In Akar’s 
apartments, a locked iron chest (successful DC 
20 Opev Cock check to pick) contains 300 gp i n  
assorted coins and gemstones and a well-wrought 
jeweled p l d  dagger worth 550 gp. 

ACTJVTV 
Nuraniah? invmtory includes over 300 different maps 
and charts. all precise and easily readable. Several copies 
of each map are avadable, some in different sizes, colors, 
and languages. Characters planning a joumey outside of 
rown, or even looking for a precise street layout of the 
ciry, would do well 10 visit Numniaks Choice Charts and 
Maps. 

Nuraniail recently renred one of her rooms TO a tenant 
who maices aI1 sorts of srrange noises during the night. 
After se\.eral complaints and the maris refusaI to change 
his behwior, Nuraniah asks him to leave, but he refuses, 
arguing !hat he has an agreement with her and that he 
expects ier  to fulfill her end of the bargain. After all, 
he claims, he pays well and on time. Because the weird 
noises csntinue to spook most pawersby and neigh- 
bors, Nuraniah hires the PCs t~ evict the man from her 
house. The PCs, however, soon discover That The man 
is a v.+ad experimenting with a number of new spells 
based OD sound. If they face him, he may test some of 
his nedv-discovered spells on them. 
Nurania 1’s Choice Charts and Maps often sponsors car- 
tography expeditions to foreign lands, hoping EO chart 
new and better maps of the landscape. Adventurers who 
can produce quality maps of hard-to-find locales can 

1100KS 

0 

I 
earn a great oeai nysellmg them to Nwranwh a n d  t*.h*n 

she goes abroad herself, she always hires 
PCs on good terns with her wiIl find t 
source of income and adventure. 

110. THE RAZOR’S FDCj€ 
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Built from dark blue stone, this simple but 
house faces the sumptuous Officers Q u a l  
tion 017) to the north. An elaborate brc 
Fn the shape of a straight razor, bearing tl 
“The Razor’s Edge,” dangles from a poll at 
the second story of the building. 

well -ke pt 
.ter (loca- 
mze sign 
l e  words, 
tached to 

This smalI but clean barber shop is favored by many offi- 
cers in the Navy and Aerial Gmrd. 

REST ne y-rs 
Ventor Asnarian runs this establishment. An embalmer 
by trade, he hter became a master barber, but he still 
occasiondv works as an undertaker, managing funeTa1S 
for families of dead Navy or Aerial Guard officers. h 
extremely hard working and busy man, Asnarian only 
agrees to prepare the funeral services of important officers 
whom he knew and respected. Rumors about his ties 
to  the underworld abound, but Asnarian i s  as straight as a n  
arrow, honest and honorabIe to a fault. He hires a few bar- 
bprs to heIp him run his shop, including journeymen who 
work full-time, and a handful of apprentices for menial 
labors. He lives in  the second story of the house, which he 
inherited from his father. 

Ventor Asnarian: Exp9. 

Barbers (7): Expl-5. 

Asnarian keeps a small silver box (worth 10 gp) 
with approximately 30 sp in his shop. He owns a 
delicately wrought platinum armband of dwarven 
make (worth 250 gp) as well as 200 gp, which he 
keeps hidden in his pillow. 

A G TT V ITT 
The RaZOT’S Edge has become an unofficial meeting place 
for high-ranking members of both the Navy and the 
Aerial Guard. From opening time, just before dawn, up to 
the beginning of the day watch, many officers from both 
groups can be encountered here. The Razor’s Edge closes 
its doors in the late afternoon, before dusk. 

- .  
f I I O O K S  

* A series of murders, made by someone using a straight b 
razor, raises suspicions about the old barber. Because 
hsnarian is the only man in the district who opcnIy 
iiscs such blades, Ciry’s Eyes investigators interrogate 
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ICE business might suffer, 
lis savings to the PCs if 
murderer. 

T l A R T E R  

This neighborhood of  attractive houses in the 
northwestern section o f  the Naval District caters to 
the wea'thy middle class. Reminiscent of larger and 
more scphisticated manor houses owned by nobles 
(due to their well kept yards and gardens as well as 
their elegant architectural designs) the houses here 
lend a sheen of respectability to the district. Many 
people would gladly pay a hefty sum o f  money to 
live in s Ach a n  appealing neighborhood. 

This gathering of well-appointed homes houses officers 
of the Nsvy. In the Navy, officers are supposed to carry 
themselves Lke gentlemen even if rhey dank have as 
much money as gentlemen, and the neighborhood offers 
simple but beautiful to luxurious accommodations to 
anyone cf rank, The size of the house and the lavishness 
of its decor, furniture, and yard depend entirely on the 
rank of the officer using it. The Navy owns the buildings, 
and does not charge rent to the officers Iiving here with 
their families. 

Most dwelIings in rhe Officers Quarter house an entire 
family, but unmarried officers live in the smaller build- 
ings. Although the officers living here spend most of 
their time away - either worlung long hours a t  the Naval 
Base or, as is most often the case, serving aboard a warship 
- their famhes can be found there most of the time. 
Because the sons and daughters of many retired officers 
also graduated from the Naval Academy, many oEicers 
live with their parents, spouses, and children. 

RFSIDEN'TS 
Among the most notable officers living in this neighbor- 
hwd is 4drniral Quirinal Narvinon, now retired. Most 
of his ppers consider him a true hero, who PTOVed time 
and time again that he would wikngly p v e  up his life to 

protect the city for which he cares. The majority of those 
who serred under him harbor a great respect for the man, 
and remain loyal to him, even in his retirement. Thus, 
NarvinoiTs voice still weighs in the Navy even though 
he has long since left active duty behind him. A dozen 
officers, most af them now admirals or captains a t  the 
twilight of their careers, frequently visit him. Narvinon 
w&& offers them wise kunsel.  He lives with his 
son, Virinion, a naw Captain himself, Virinionk wife, ~- 
and their children. Virinion's daughter, Makara, recently 
graduated from the Navd Academy and currently holds 
the rank of ensign. Her superiors consider her to be one 
of the most b r h n t  new officers currently serving in the 
Navy, and not just on the basis of her family ties. 

- I 

the CarIius family, hails from the noblliry (they are distant 
cousins of the Bdevues, a distinguished familv with close 
ties to the Navy; location E12). AdmiraI Barilios C a r h s  
and his brothers aarrien and Erralius, bsth captains in the 
Navy, all Jive with their spouse and children in sumptuous 
houses. While Damien and Erralius capiain ships, Admiral 
Carlius works a t  the command center at the Naval Base. 
One of the Lord Admiraps most trusted advisors, he has 
long played a major role in district po'itics. His sense of 
jUSKiCe and fair play won the trust and support of many 
officers. Several Navy men believe he w d  become the 
next Lord Admiral. 

The lieutenants who nin the illegal smugghg ring 
(see loation 0 2 4  also live in this neighborhood. Some 
of them have young families while others srill live with 
their parents (either retired or active Navy officers them- 
selves). 

Admiral (retired) Quirinal Nanrinon: Pa l l  21 
Captai n4. 

Captain Virinion Narvinon: Ftrl OJCaptainZ. 

Ensign Makara Narvinon: Ftr 4JKogl. 

Admiral Barilios Carlius: Pall 6. 

Captain Darrien Carlius: Ftr8/Brcl4. 

Captain Erralius Carlius: Pal lO. 

Navy Captains [Varies): Rgrl OICaptain 2. 

Navy Lieutenants (Varies): Ftrd. 

Navy Ensigns paries): Ftr4. 

Families and Dependents [varies): Corn1 -4. 

Each household in this neighborhocd contains dif- 
ferent treasures: surnptuou~ furnitire (some of it 
crafted by Orlon Firbala and his sho3; OX). elegant 
clothing, silver and gold jewelry, Mavy uniforms, 
medals, and other regalia abound. Most families 
also own between 300 gp and 5013 gp worth of 
savings (coins, gemstones, and other treasures) 
stashed in locked boxes, chests, or safes. Since tra- 
dition and heritage i s  important to their class, many 
o f  them also hold heirlooms of great sentimental 
(if not monetary) value, ~ u t h  a5 ancient weapons 
wielded by far-off ancestors or armbands with the 
Navy's insignia passed down from father to son for 
the last six generations. 
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uniforrrr guard each of them. Inside the enclosure 
lies a n  amalgam of low buildings, also built from 
gray stone. Each one contains several stained glass 1 

7 to another part 
of towq - ar 
perhap: even to 
another locality 
almger'ier' 

O I Z .  TX(F NAVAL 
ACATS F MY 

A 28fort  high wall of thick gray stone encircles 

Most of the sailors in the 
city learn their trade the 
practicalivy - by getting 
onto a ship and sailing - 
though some are fortunate 
enough KJ receive training 
a t  the Nautical Academy (loca- 
tion M2hL Eventually, the mosf compe- 
tent among them became captains, hav- 
ing observed the flaws and virtues of other 
officers fi-sthand, and presumably learned from 
them. T ~ J -  Navv, however, prefers TO believe that 

windows representing various scenes, from real 
and mythical sea creatures to naval vessets and old 
maps and nautical charts. 

Ieadership can be taught, and maintains an Academy for 
that purpn5e. Its students mostlv hail from the nobility or 
rich bow qeeoisie, 3s most commoners cannof afford the 
high tuiti 7n required to study here. 

The Naval Academy 
consists of a small cluster of 

classrooms and barracks housing officers-in-training, as 
we11 as a parade ground where they uphold the traditional 
rituals of the Navy. The Academy teaches young men and 
women how to become great leaders, and its graduates 
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who barely passed rheirfinal exams are assigned to smaller 
ships or must hone their skills in supp01-t jobs at the Nan1 
Base (location 020). Those who speciaked in a SM (such 
as deciphering languages, for instance) work at the Navd 
Base in special units. 

command considerable respect in the city at large. The 
teaching staf f  - all Navy officers themselves - empha- 
sites the virtues of nobility, obedience, justice, loyalty, 

RESIDENTS 
Three Headmasters, all of them retired admirals, mn the 
Naval Academy Headmistress Sophuriah Longmane, an 
eV who was known for adding magic to her arsenal of 
weapons, heads the history, languages, and geography 
departments. Many view Admiral Longmane as the bright- 
est and wisest officer ever to serve in the Navy. Most of 
those who meet her fall under her charm, and many turn 
to her for wise council. Although not interested in the 
city's politics, she proudly shares her knowledge with all 
who ask, and hopes that those who study at the Academy 
wJ1 continue to valiantly serve the city. 

Perhaps the most open-minded of all of the Naw's admi- 
rals, Gertuth heads the science and philosophy depafi- 
ments. Now in the d g h t  of his years, Admiral Gertuth 
hails from a barbaric tribe who severed the ocean as its 
god. As a young man, he adopted the city as his home, but 
the old wavs never left him and he joined the Navy a5 a 
way of serving both his native faith and the city which he 
has come to love. With Admiral Longmane, he updated 
the Navy's contingency plans for defending the city close 
to the coas the  - its last Iine of defense -for which they 
are much respected within the Navy today. In his old age, 
he 5eerns content to prepare the next generation of offi- 
cers. Surprisingly, Admiral Gertuth has a penchant for the 
arts, and he often goes to the h i s a n s  IIistrict it0 visit the 
Sculprure Garden (Tocation L1) and private a n  galleries. 

Admiral Oriphar Vrkoren, brother of Sir J&o Vikoren 
(see Iocation G16), heads what many consider the most 
important departments of the Academv: the tactical war- 
fare, personal combat, and seamanship departments. A 
traditionalist to the marrow of  his bone:, Admiral W h e n  
has a somewhat archaic but extremely noble view of what 
it means to be a Navy officer. h his mind, all officers in 
the Navy should be males of aristocratic families. Because 
of this, many a t  the Academy view hirr as hopelessly out 
of touch with the modern world, and wen something of 
a liabiliry to the service bemuse of thai. Neverrheless, he 
is known among his colleagues for hls strong sense of 
personal honor, the value of which he iries to impress on 
all who teach at the Academy: 

Headmistress Admiral (Ret)  Sophuriah 
Longmane: Elf RgrSJWiz8. 

and leadership. In addition to naval principles and tactics, 
they also teach students how to defend themselves in 
combat, how to weid weapons and wear armor, and the 
history of the city and rhe Navy. Graduates of rhe Naval 
Academy gain the rank of ensign. The best of them win 

Headmaster Admiral (Ret.) CertLrth: BbnX/WizS. 

Headmaster Admiral (Ret.) Oriphar Vikoren: 



Attending Navy Ensigns (Varies]: Ftr4 

Students (Varies): Ftrl-3. 

Civilian Staff waries): Corn1 -4. 

less boo's  on hfstbry, languages, philosophy, navi- 
gation, ctiences, tactical warfare, and a number 
-I _IIL__ - L ' - - r -  - L -  - A  _I 11.- h - - A .  .. R A .: 1 U I  wrier >UUJCCE> a w u r i a  ar rne ncaaerny. narnirai 
5ophuriih wears a suit of +4 e b e n  chainmail and a 
n e c k h e  5foadaptation. She fights with a +2 rapier 
and c a v e s  five bloodstones (each worth 50 gp} 
and 30 q;p in a pouch. Admiral Certuth hold; a 
+4 defem'ing great sword and a pouch with 2 50 gp, 
Admiral 3riphar owns a t3frort burst great axe and _ _ _ _  *-,7 __ - _  - _ -  -1. l - - l .  -I-.- # A  .-.. A * . -  
u i r i e b  gp ir i  d pouuI. iri>Truuur> (aepenatng 
on their Vank in the service) and students (depend- 
ing on +e i r  family background) may carry a magic 
item or two, the power and nature o f  which i s  up 
to the D!1. 

L 
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Classes are held year round, and most new students are 
simply torsed into the coursework and expected to keep 
up. Graduation ceremonies are held every spring, and vis- 
iting captnins will often appear in the weeks and months 
beforehand to keep a n  eye on promising voung students. 
I f  called upon, just about everyone here is capable of 
defending himself, and an atlack on the Academy wilI 
invite a hrce,  concentrated reprisal. 

HQOKS 
A group of young students from the Academv form a 
secret society, called "the Defenders," and take it upon 
themselves to uphold what they call ancient tradition. 
They hunt down humanoids and punish them with tor- 
ture ant! humiliation. Many citizens of the city view the 
 group'^ acaions as misguided, but some believe that the 
Defenders can help cleanse the citv of a humanoid pres- 
ence. The fact that the members of this gang study at the 
Acaderr y is wen known - since they leave a small pin, 
found m every academician's uniform, with their vic- 
tims. Arting in the name of preserving public order, the 
City CounciI asks the PCs to pose as new students a t  rhe 
Acadewy and infiltrate the group in order to discover 
and exrose its leaders. 
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houses ofthe area. 1 
This restaurant sells evewhing but fish and seafood, mak- 
ing i~ a favorite of sailors and maritime officers simply 
because it offers a nice alternative CQ their typical menu. 
Serving large portions a t  reasonable prices as well as cheap 
beer and wine, the establishment also attracts many local 
workers; shipwrights, Wall Guardsmen, and even Aerial 
Guardsmen and Navy personnel also frequent the place on 
a regular basis. Because of its close proximity to the Naval 
Academy, some students also come to the place for a meal, 
a drink, or entertainment. 

Because of its clientele, who tend to drink hard and 
argue loudly the local civilians prefer to avoid the place. 
Though brawls occasionalEy break out between its patrons 
during the evening (inter-service rivalries being what 
they are), peace and tranqudity reigns over the esrablish- 
ment during the daytime. Few locals understand why the 
Rotund Rump mansforms from a quiet restaurant into 3 
rowdy tavern every time the sun sers. 

RFSIDFNTS 
The Karilyn family (location G22) owns the establishment; 
they let Jooachim M a s  sun the place for them, Under his 
management, the Rotund Rump has became one of  the 
most popular- and lucrative -in the district. ErIas hires 
a number of expert cooks, barkeeps, and waiters alI year 
round. He pays them well - and because they are mostly 
lower class, they have few complaints - but asks many 
hours of labor out of them. He also relies on a handful 
ofbouncers to keep an eye on the more rowdy clientele. 
They seldom htervene in a brawl, however. Instead, they 
simply ensure that no furniture or other valuables get 
broken. 

Joachim Erlas: Rog7. 

Barkeeps, Cooks, and Waiters (19): Corn1 -4. 

Bouncers (4): Ftr4. 

1 lit LUlll U U A  U1 L l l C  LUlUIlU RUlRltJ IIUtUl dppIUAI- 

mately 100 gp in assorted coins. Erlas, who lives 
in modest accommodations on the second floor, 
hides a jeweled masterwork short sword worth 800 
gp and five t7 arrows in a chest under his bed. He 
carries a pouch with 72 sp. 
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task will be difficult; bnnging a live w y e r n  t o  the city 
requires special permits as well as extremr caution. 

0x4. THE EORTUNFTELLFR’S ‘HOUSE 
A simple house of unpainted oak stands in the middle of 
several other d w e h g s .  The waIls of the house, bleached 
by the elrments into an eerie pale gray, seem old but 
solid. A small sign, obviously made by a n  nnslulled hand, 
hangs from a simple iron pole in front of the house. It 
reads, “Fortune Readings. Cheap and Accurate.” A ven- 
erable crone, simply d e d  the Old One (Sori), lives in 
this rundown commoner’s house in the northern part 
of the d ismct .  For a fee, she tells fomnes  and predicts 
the future to anyone who enters her premises. Although 
not truly blessed with supernatural insight, she can use 
uupry frpm a number of different scrolls she carries. 
When doing so, she charges anywhere between 20 and 
30 gp to her customer, depending on her himor and how 
charming her client is. Most of the time she simpIy takes 
guesses and hints at vague events to came, charging a 
mare modest 5 sp for the service. The old One wears a 
golden necklace of elven design worth TOO gp and seven- 
teen silver and bronze rings cover her fingers (each worth 
between I and 5 gp). Five ddferent auguw scrolls and a 
pouch with 24 cp and S sp he within a locked wooden 
chest in her bedchamber (successful DC 10 Open Lock 
check to pick). 

015. XANATHIUS’ BODY TFIACJFS 

A small two-story house, strangely painted in bright 
yellow, .;ky blue, and dark orange tont*s, stands out 
from the other edifices of the area. Upon a large 
boulder lying in the middle o f  the muse’s front 
yard, the words “Zanathius’ Body have 
been carved and painted bright red. 

-+ + . ?  ,-. . specializes in tanoos an 

i 

similar t o m s  ot body 

lives in this simple home and runs his business 
itst floor. He i s  reputed to be ihe most talented 
:t in  the citj; some call his shop the best in the 
3n. Samples of his best work, drawn on pieces of 
-, cover the interior waIls of h: F clean establish- 
ifortable sofas and low tables -- appropriate for 
well-offclientele - decorate the place. 
us, who lives on the second floor of the hmse, 

also occasionaljrj rents OUT two small bedchambers to 
members of the Thieves Guild (see location G3) who need 
a place to hide. While he does not do this often, Zanathius 
keeps these two rooms fully furnished, clean, and ready to 
receive visitors a t  all times. The Thieve!; Guild pays him 
well for providing a safe house for them. The powerful 
organization also protects his workshp, rnaktng sure 
none of its members - or anyone else -- steals from him. 
Furthermore, members of the Thieves GuiId operating in 
this district keep an eye out for troublemakers who would 
attempt to extott money, or otherwise threaten the gifted 
tattoo artist. 

Zanathiws the Proficient: Rogl1 

Fine needles, disinfecting alcohol bo ?les, bandag- 
es, and countless little vials filled with paint can be 
found in Zanathius’ shop. In a hidden wall alcove 
behind a cupboard in the kitchen of his private 
dwelling, the tattoo art lst  keeps a Small wooden 
safe, which he leaves locked and trap3ed (success- 
ful DC I8 Open Lock check to pick the lock Poison 
Dart Trap: CR 7; mechanical; manual -eset; Atk +I 9 
ranged; poison (carrion crawler brain juice, DC 13, 
paralysis); multiple targets (up to th rw  targets in a 
lO-i?.-by-lO-ft. area); Search DC 26; Cisabfe Device 
DC 26). The box holds the sum of his ;avings: three 
chunks of amber (each worth 80 gp:, a fine ivory 
comb of dwarven make (worth 50 gp), and a purse 
containing 400 gp. 
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For a suitable fee (anywhere from 2-50 gp, depending 
on the size of the tattoo and the intricacy of the design), 
Zanathius will draw perrnanenr ranoos of their choosrng 
on any part of their bodies. Tattoos made by the famous 
artist are always beauthful, often seeming almost rea1 -or 
a t  least three-dimensional. Because of the artist's fame (as 
well as the exquisiteness oE the images he produces), these 
tattoos pnwide characters with a +2 circumstance boniis 
on all Chpt-isma-based skill checks in certain circles (an- 
ists and arrisans, sailors, Navy enlisted personnel, C i v  
Guardsmen, Aerial Guardsmen, barbarians, and other indi- 
viduals inclined to appreciate such things). When dealing 
with hauchty nobles and the like, however, This bonus 
becomes a -3 penalty on all Charisma-based skill checks 

*;- 

bring their own jewelry, since Zanathius does 
any in his workshop. The only cIients Zanathh 
to serve are those who have openly alienated tbl 
Guild - but he would never admit that. Instead, 
fmds some half-baked excuse that most people a t  
his arcistic and sometimes unpredictable person; 

It is worth noting that Zamthius is not an arc: 
Nhalgren of Inks in the Bazaar (location I326). There is 
nothing magical about his tattoos, and he would brisk 
at the notion that he uses such "trickery." He considers 
himself a pure artist. He has heard of Nhalgren, but doesnL 
really consider him a peer. 

i 

not  offer 5 7 

IS refuses ' 

tribute to x 

mist, Ue 
Ehy - I  
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mmer 01 .unamius, wnose enrue voay 
fine images, woke up to realize that 

...s ffesh had begun to silk and challge, 
mbued with a strange - and unknown 

deeds of ancient heroes. At first, the man seemed glad, 
showing off his eerie but enticing ffesh to anyone who 
wanted to look a t  ir. One week later, however, the man 
comtrletelv lost his mind. and manv cbf those who pazed 

The old and seemingly abandoned house, in dire 
- - - A  -1 _ - _ _  - A - - -  ..-L rl .L I~ . _I~.. ... . 
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attractive, establishments and dwelt ngs ofthe dis- 
trict. d closer look at this building suggests t h a t  it 
might fall into  ruin^ soon. 

7 
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ahandonet! edifice, mainly because their previous corn- hemming ~ miohm ,nfpqr 
plaints to [he City Council did not compel city officials to 
force its pmprietors to sell or renovare the place. 

H FSI 11 t: vr-5 

Infested with vemiri, the rundown house now serves as 
zln occasional residence for the brothers Cad, Kuvil, and 
Lashnis. These men, all competent pickpockets, make a 
decent livmg stealing from visitors and residents of the 
Bazaar, Emertainment, and Travelers Districts during the 
day, and spend all their earnings on drinks and gambIing. 
When thev fail to find better quarters, the brothers w e  
this old hcsuse for qhelter. 
h exprn pickpocket, Gad, the eldest of the brothers, 

takes care n f  the group's operations. JJe bosses his brothers 
around, btit also cares for them when they need food or, 
most importantly, strong drink. Kuvil long ago mastered 
the art of gambling, but each time Ire wins, his brothers 
drink all his earnings away. Those who know Kuvil regard 
him as a f:erce I and unbelievably lucky - card oppo- 
nent. No m e  has yet proved that he actually cheats, but 
suspicion abounds. hshnis, the quiet one, has befriended 
a hrge rat, which he named "Quitter" in honet of their 
dad, who abandoned the three of them long ago. He treats 
the creature well, and wouId go to great lengths to protect 
it. His brothers find this behavior strange, but tolerate 
their younger brother's new pet for now. 

Carl: Rog6. 

Kuvil: Rog3/Ftr2. 

Lashnis: Rog3/Rgrl. 

Quitter, Dire Rat: As per the Monster Manual 

The only item of value the brothers own i s  their . .  

away or spend it all on drinks in local taverns. 
L 

ACTIVITT 
When the brothers aren't here, the place is abandoned, 
left to thc rats and the roaches. When they are here, they 
are usuallv either counting newly-filched loot, or sleep- 
ing off a bender. If they think they can take a visitor, 
rhey will rush him and attempt to club him unconscious. 
Othenvisc. they will scarter and attempt to lose any pursu- 
ers in the tyrowded streets. 

HOOKS 
A wizard with a grudge against the Treevheim family 
casts a aowerfd spell upon this decrepit house. The 
spell attracts all rats and mice in a radius of 10 miles, 

-. - . - . . . . .._, . . -_ .ation 
I wrirten proof - that  d i e  
s building surface, and many 
for the situation. A member - 
j to investigate. Will they bp 
j spell? Will they track down 
le  only clue they can find is 
:roll bearing his mark left at  
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tcademy [location K2). If so, 
sltice and save the reputation 
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of vermin. Words - anc 
TTeevheim familv owns thi 
hold the clan Tesponsible 
of the family hires the PC! 
able to counter the wizard4 
the source of the magic (tl 
a portion of the wizards s( 
the crime scene) and find 
a professor 3t the Arcane t 
wiIl they deliver him to JU 
of the Treevheim family, i 
financially powerful ally, 
The pickpocket brothers steal a valuab 
the PCs. In order to WtrieVe it, the PCs 
who the brothers are and where they 
Though no one knows about this pIa 
ers often frequent gambling houses ani 
repute in the Travelers District, and ma. 
lower echelons have either dealt with th 
ot heard of them. If the PCs act quickry, 
cept the brothers before they sell the itell1 qut.hliull. 

Otherwise, folIowing an interrogation, they might be 
able tu find the man who purchased it from the broth- 
ers: a member of Starnos Elmonds crew (see location 
M16). This may even Iead the PCs to one of the city's 
smuggling rings. 

017. T H E  LADY O F  TFFF SEA 

- 
le object from 
must discover 
can be found. 
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3 taverns of ill 
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A magnificent dark-green marble statue stands in 
the northwestern part o f  the district. The 30-fooot 
I .  4 . I .I . . I  rn r ..r I nign monument, mrit In EW errtgy OT a DeaUttttfl 

mermaid, holds a massive double-headed axe 
between her stim fingers. This implement, cast 
in golden bronze, stands out from the otherwise 

L 

- 
somber statue. 

h i l t  by the famous master sculptor Ranar the Shaper 
(location L7), .the Lady of the Sea, as the district's resi- 
denrs call i t ,  became one of the few tourist attractions 
of the area One of the very first statues carved by h n a r  
(and indeed one of his most exquisite works) the Lady of 
the Sea looks almost real. W M e  the Shaper never talked 
about how he found his inspiration for the carving, many 
speculate that he encountered a siren or a mermaid on 
the first (and last) sea voyage he undertook in his younger 
days. The journey ended badIv, and Ranat, the only strrvi- 
vor of the shipwreck, eventually awoke on a shore not far 
away from the city. H e  never talked about what happened, 

F g and the dwarf scdpcor never took to 5ea again. But about 
a year after his misadventure, he donared this wondrous 
statue to the city. 
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IDLRIS~ who appreciate the arts. Many young sculptors 
rnrne to the statue to admire its craftsmanship and t r y  

uncover the secrets of its making. They often sit in 
: small park around the Lady o f  the Sea and gaze a t  
: statue for hours, hoping to find some kind of other- 
srldly inspiration. 

Apprentice Sculptors paries): ExpZ. 

Visitors (Varies): Corn 1 . 

The statue is a true landmark of the Naval District. 
If someme could somehow smuggle it out of the 

anither major port city or to a rich art collector: 
30,000 r:p at least. However, it is virtually impos. 
sible to move without magic, and anyone who 
has seen it before will be abfe to identify it on site. 
S~lccessfully smuggling it aut o f  the city would be 
an unprxedented act of theft. 

L 

, ,  

Naval  Academy students sometimes corne to relax. 
In front of the building, a wooden sign carved in 

ACTTVTT7‘ 
The statue makes an excellent location for a meeting, as it 
i s  easy tc spot and the regular tourists help disguise any 
clandestine activity. Otherwise, very little of note goes 
on here. 

HOOKS 
The mermaid who inspired the Lady of the Sea calls 
upon h n a r  the Shaper. Long ago, she saved his life 
and now her own people find themselves in dire 
troublr. The mermaid queen needs heroes to help her 
weakened army defend her territory from her enemies. 
Having heard of the PCs, Ranar approaches them and 
begs for their help. He has little to offer, save for the 
gratitude of the merfolk they will help. If the PCs 
accept, they must board a ship and follow the mermaid 
to her home. There, she gives them potions of t4ialer 

breathing (or uses the spell), allowing them to journey 
to the Imttom of the sea, into a wondrous city besieged 
by a rnighry a m y  of sahuagin wartiors. 

018. THE OEEICFBS* NEST 

the form of  a warship Feads, “The Offcers’ Nest.” 
The bright blue door leading into the establishment 
. I . r  . I  . r . t  > q  . I . I I srancs CUT Tram me rest OT tne omerwrse plain ~ O O K -  

ing structure. 

I I I t  I U d V Y ,  ULlL 1Ullg dg,U I l l <  PIAL.“ W d S  bUlU 1U d glUUp U L  
businessmen. Over the past 30 years, ,3 variety of estab- 
lishments occupied the building: a jeweler’s workshop, 
an alchemist’s laboratory, a food market, and a dozen 
others. None ever had any success, and most closed their 
doors only a few months after they opened. About six 
months ago, the place was sold TO its current proprietor, 
Tornas Jerichius: a retired Navy captain who remembered 
the good oId days of the officers’ mess, when he and his 
brother captains had a place they could call their own. 
He despised sharing space with the more egalitarian 
Maritime Officers Guild (location M38), and resolved to 
establish a similar place reserved solely for the city’s Navy. 
He opened an excrusive tavern catering to higl-ranlung 
members of the Navy and officers of the Aerial Guard. 
In honor of the ancient estabIishment, and in order to 
make the Aerial Guardsmen feel welcome, he named the 
pIace the Officers’ Nesr. For the first time in decades, the 
place has become a popular - albeir extremely exchive  
- establishment. 

RFSTDRN’rS 
Open 24 hours a day, seven days a week, the Offcers’ 
Nest employs several expert barkeeps, and a t  least a dozen 
officers can be found in the place at a l l  times. Captain 
Jerichius has friends on active service in the Navy, and 
many officers who served under him harbor a great 
respect for him. He can be found here most hours of the 
day, overseeing affairs and making sure his customers all 
feel a t  home. Only officers in the Navy OT Aerial Guard, or 
their guests, are dowed on the premises. Anyone eke is 
politely informed that they are not welcome and asked to 
leave. Those who balk will be given the heave-ho by the 
NestS many customers. 

Captain Toms jerichius: Ftrl 1 JCaptain2. 

Barkeep (8): Corns. 

Navy or Aerial Guard Captain (Varies): Ftr l  O/ 
Captain 2. 

Navy or Aerial Guard Lieutenant (varies): Ftrd 

Navy or Aerial Guard Ensign (Varies): Ftr4. 



ACTIVITY 
This exclusive taveni is the best place in town to 
obtain dormation Naval and Aerial operations. 
In order to obtain such d o m a t i o n ,  however, one 
must be an officer in either organization - ~r 
somehow manage to pose as one. 

HOOKS 
Thieves have begun to prey on the cIi- 
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Iui lg dL LIIT: .=dern edge of the Naval Base, this 
ficent statue represents Jerome Kordanus, a great 
f olden days. Legends of AdmiraX Kordanus aboimd, 
1 residents of the district (as well as most sailors 
a w  personnel) know 
of them well. In 

ae, Kordanus sailed 
Lllc seas in search of 
adventure, fame, and for- 
tune. He found all of these 
things, and when he 
rerurned to the 

city with his crew, the great iveahh he brought back 
served TO fund the then-dilapidated acd severely under- 
funded Navy. With his great influence, rhe vast amount of 
gold at his disposal, and the fact that the growing pon city 
dearly needed to improve its sea-going defense, Grdanus 
had no trouble convincing the Civ Council to let him 
lend a hand. A few years later, Kordanus replaced the 
retiring commander of the rapidly growing Navy, whose 
renaissance he had helped guarantee, 

*+fl , 
1) r, HOOKS 

* A * A disgruntled and 
Tb crazy-looking old beg- 

gar approaches the 
Pcs. ITor the sum of 1 

gold coin, he says he c m  
reveal to them the location of ' r Admiral Kordanus' remains. 
with sornt: patience and a Q 
Few more gold coins, the PCs 

can even ejxort a map from 
the beggar, who may also reveal that 

his brother once journeyed to the 
cryptic tomb, on a small, isolated, 
and uncharted island many miles off 
the city's coast. H the PCs follow the 

beggar's insmctions, they uncover the 
island and rhc wrecked ship of the b r d  

Admiral. They also find an immortal sor- 
cerer who turned Qrdanus and his crew 

into mindless undead. While the sorcerer and 
mosr of his monsters can be defeated through 

normal means, only Kordanus' magical saber 
can pnt the Lord Admiral co rest. 

tion QT m e  Cttsmct. H large W I D W O ~ W  wnrtc snieia 
uri+h 3 h l s r L  ~ n r h n r  gnri 2 areen <ma cernont r n i l d  

T h i s  cluster of buiIdings contains barracks for the sailors 
and marines W ~ O  keep the seas around the c i t y  safe. They 
also hold medical facilities, training grounds, administra- 
tive offices for Navy personnel, and stores of armaments, 
seamen's gear, and salted food. Officers live in more 
genteel accommodations in the Officers Quarter at the 

nomhern edge of the district (location 01 I ) ,  but many 
of them work at the Naval Base when not onboard 
a ship. The Lord Admiral, his trusted advisors, and 
several other high-ranking officers of the Navy also 
work here. 

A group of tall stone buildings, each resern bling a 
miniature castle, dominates the northwester por- 
.. ? . , I  . . . .  I I ,  1 I , I .  I d  
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around it - the sign of  the city's Navy - hangs 
above the main door of each building. 



n FS 1 IJ F NTS 
At least 600 officers and sailors of the Navy can be found 
at the Navd Base. Many young enhted  men take care 
of the grounds and maintain the many buildings of the 
place. Mcst  of them, however, come to the base f Q T  an 
intensive six months of training and duty, after which 
time they are assigned to one of the Navy's ships. More 
experienced Navy personnel work as guards in charge of 
surveying the Base. Furthermore, a group of 300 marines 
- expert shock troopers specializing in boarding naval 
vessels a r d  assaulting coastal fortresses - train at the 
Naval Base. These elite warriors (as well as an equal num- 
ber assigned onboard the greatest war vesseIs of the Navy) 
form the most impressive fighting force the Navy possess- 
es. All these men and women work under the supervision 
of apprommately 50 officers in charge of the Naval Base. 
Most of the ensigns and lieutenants assigned a t  the Naval 
Base report to a captain. Some work as specialist tacti- 
cians, language experts, and trainers. Others tend to the 
needs of the high-ranking officers for whom they work. 

Two admirals help the Lord Admiral run the Naval 
Base. Admiral Tengus Rastaran handles the persome1 
working at the Base. AU instructors in charge of new 
recruits, as well as leading specialists, report directly to 
him. All ship captains also report to him. hstaran, known 
forhis stern logic as well as his cold and impersonal views 
on jUSFiCP. has permanent quarters at  the Base. He is the 
Lord Admiral's most trusted advisor. 

Admiral Vinhan Goldenarm, a cunning elfwho spends 
most of his life aboard one ship or another, runs the 
Navy's specialists. Officers who Iead the marine shock 
troops, as well as a handful of captains and Iieucenants 
in charge of dealing with the other branches of the ciry's 
m h a r y  (namely the City Guard and the Aerial Guard), 
report to him. Admiral Goldenarm, considered the most 
intelligent and am ous of all the admirals, rnlsts no 
one. He double-checks every fact and mmor he hears, as 
well as d official reports he reads. Under his instruction, 
Captain Edgar Notlon (his official aide and the officer in 
charge of the Navy's marines) began to secretly train a 
dozen matines in the fine art of espionage. Virthan hopes 
that these men wit1 eventually infilmre the Civ Guard, 
and perhaps even the AenaI Guard as well. The plan is to 
steal vital do rma t ion  from them, and thus ensure that 
the Navy knows everything that goes on in and around 
the city. The Lord Admiral is not aware of this plan. 

A few other admirals, including Barilios Carlius (see 
location CHI), work at the Naval Base, but most officers 
serve abo:ird ships. When on shore, however, they fre- 
quently come to the Naval Base, where they help with the 
high-level administrative functions. 

Admiral Tengas Rastaran: Pal 1 5. 

Admiral Virthan Coldenarm: El f  Rgr8JRog6. 

narnirai erariiios cariius: see I( 
detai Is. 

Captain Edgar Norlon: Rogll* 

Captains paries): Ftrl O/Capta 

Lieutenants (Varies): Ftr8. 

Ensigns (Varies): Ftr4. 

Marines (Varies): Ftr4. 

Ordinary Seaman (Varies): Ftr' 

- 
in2. 

1-3. 

Stores of weapons, suits of armor, food, a n d  other 
equipment abound a t  the Naval  Base. In the of ices 
reserved for the admirals, precise star charts and 
. I 1  I 1  1 ~ .. woria maps, ana DOOM WI navq 

tact ics and warfare can be found. 
tains personnel files, which descr 
and women currently serving in the Navy, their past 
and current assignments, their obvious strengths or 
great skills, their flaws, and the outstanding deeds 
they performed in the course of their duties. This 
meat arrhivp. whirh t ; l k ~ ~  iin an pntirp hiiilrlinu -r -" 
also hotds files on al l  members wF 
the Navy. Some are hundreds o f y  
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X C T I V I ~  
The saiIors and marines here underg 
of training, further preparhg them 
aIso perfom guard duty. monitor t l  
signs oftrouble, and artend to the admirals administrative 
needs. As the nerve center for the entire City Navy, the 
Base bustles with activity at all hours of the day and night. 
Numerous plans have been drawn up for its defense, and 
every able-bodied man and woman w d  Ieap into action 
should any interloper attempt to came trouble. 

- .  
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F N L L S T I N ~  I N  THE NAW 
At the D M ’ s  discretion, any PC may enlist in the 

navy a s  i rank-and-file ordinary seaman, as long 
as he ha.; a t  least half of his levels as a fighter, 
ranger, paladin, rogue Or monk. This i s  the Navy‘s 
lowest raTk,  so the overatt number of levels rs not 
important. 

Joining up as an officer, however, i s  a little more 
restrictivr. An education at the Naval Academy 
(location 072) i s  necessary, although exceptions 
may be made if the PC has extraordinary fame 
as  a hero and the feat Leadership or levels in the 
prestige (:la55 captain (3ee New Prestige Classes, 
below). The PC must also meet the class restric- 
tions noted above. If those requirements are 
fulfilled, he may join as  an ensign if he i s  at least 
4th ievet: lieutenant if he i s  at least 8th level; or 
captain if he is  a t  least 10th level. The Navy high 
command is  sufficiently insutai that joining the 
Navy at -he rank o f  admirat is out of the ques- 
tion. 

021.  T H F  L O R D  ADMTRAL’S 
RFSTFSFNCF 

A bulky but magnificent four-story bui ding made of 
dark blue stone, shaped i n  a massive “U“, stands 
in the middle of  the Naval Base. In front d i t ,  tall 
poles hotd the flags of  each ship in the Navy, a 5  

well as a standard (twice a5 big as th: others) rep- 
resenting a green sea serpent coiled around a black 
anchor - the Navy’s insignia. 

HOOKS 
To promote i,,e Naw and encourage young people to 
join, officers of the Naval Base organize a great pub- 
Iic competition. Several activities take place over the 
course vf three full days Men and women from the city 
cornpet): against the best officers in the Navy in wres- 
tling rnptches, races, athletic cornpefitions, archery COR- 

tests, ohstacIe courses, individual melee combat, naval 
tacel: aboard small sailboats, and great melees involving 
dozens of combatants. At the end of the tournament, the 
Navy officers declare the winner of each competition 
as well as the grand tournament champion. The PCs 
are encriuraged to participate, either as acknowledged 
public figures, or as members of the Navy themselves. 
Because its mandate is to defend the city out at sea, 
before fmxs can reach the shore, it constantly needs up- 
to-date mrelligence on the naval capabilities of foreign 
powers. Fearing that Navy personnel would be too 
easilv recognized, Admiral Goldenarm hires the PC5 as 
spies EO go abroad and scout out foreign navies. She may 
even ask them to set up a permanent intelligence net- 
work abroad, one that will last beyond their mission. 

In the midst of the Naval Base, the house of the Lord 
Admiral stands our from the simpler barracks and offices. 
Since The foundation of the Base, each successive Lord 
Admiral has lived in this beautiful, sumptuous, and heav- 
dy fortifkd d w e h g .  It more than fits the dignity of its 
primary resident, and is easily the equal of the mansions 
of the Nobles District. The Lord Admiral’s Residence also 
serves as his personal offices, and the Admirals and other 
officers who work a t  the Naval Base frequently meet him 
here. A great hall, where balls and soirees are somerimes 
held for Navy officers, dominates the first floor of the for- 
tified residence. Several small meeting rooms, as well a5 

offices reserved to the Lord Admiral’s aides, compose the 
second floor. A large war room filled with maps and charts 
where the Lord Admiral does most of his work, takes up 
most of the third floor of the house. In case of emergency, 
this chamber serves as backup headquarters, where high- 
ranking officers can plot mategy. Thc Lord Admiral’s 
private chambers - designed to house a Iarge family and 
its household staff - make up the fourt’l and last floor of 
this lavish dwelling. 

R F S l D F N T S  
Lord Admiral Gurdrun T h u r h ,  once called Bloodhand 
because of the many brave but ruthless assaults he delivered 
on enemy ships (especialty pirates) in the past, currently 
commands the Navy. A virtuous and bold man, he nonethe- 
less accepred his position with considerable reluctance. 
Dedicated to the protection Of the ciw, f i h u r h  hopes 
to restore the fragile bonds that unite the Navy and the 
Aerial Gmrd, believing that both institutions should work 
closely in order to better 5erve the city ‘rhough he hopes 
that the Aerial Guard might one day officially become a 
fulIy-fledged branch ofthe Navy, he realkes that this might 
never happen. 

The h r d  Admiral lives with his d e  of 30years: Orannia, 
whose nephew is Sir Hamish B e h u e  (location E12). The 
couple lost theit three 5ons seven years ago. AU served as 
officers aboard a navy ship sunk by pirates. The ruffians 
responsible for their deaths were never found, and be~mse  
her husband could not identlfy them (despite all the means 
at his disposal), Orannia recently hired an old merchant 
mariner, believed to be a smuggler, to find them. She hopes 
thar his investigation w i U  SODR bear h t .  
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Admiral Thurkm's aides and adjutanzs. Captain Reginald 
Orban, a n  honorable ship captain who served most of 
his life under Thurkin, now handles the administrative 
aspects of the house as his personal. chief of staff: He is 
the Lord Adrnirak most lopi  aide. Anyone wishing to 
meet with the Lord Admiral must ask a formal request 
from Captain Orban. Lieutenant Evin Barbs, who once 
served as a n  ensign under Orban and won his friendship 
and trust. takes care of the security of the Lord Admiral's 
residence. TWQ ensigns and twenty marines guarding the 
premises report to him. Four other loyal ensigns - all top 
graduates from the Naval Academy - serve as the Lord 
Admiral's orderlies. One of them, Ensign Deem Viska, has 
become Orannia's personal maid and bodyguard. These 
officers, regether with Captain Orban and Lieutenant 
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knows - save the Lord Admkal 1 
admirals working a t  the Naval Bas, 

Lord Admiral Curdrun Thurl 

Captain Reginald Orban the 
PallO. 

Lieutenant Evin Barbs: Rog 

Orannia Bellwue-Thurkin: P 

Ensign Deena Virka: Ftr3JRc 

Orderlies (5): Ftr4. 

Marines I20): Ftr4. 

Valorous: Ha/f 

- ain5. 

9. 

ir i l5. 

1g2. 

5 ,  gold chandeliers 
ngs, great ceremo- 
y, decorative weap- 
valuables are dis- 

Fine tapestries, rich animal pelt 
and candelabrums, large painti 
nial suits of armor, silver cutter 
om, and a multitude of other valuables are dis- 
played throughout the Lord Admiral's Residence. 
Thurkin's personal fortune includes over 10,000 gp 

. 1  .+ . . r I . & ,  wunn or coins ana gemstones, m o s  or wnicn ne 
keeps in an unlocked chest in the master bedroom. 
H e  wears a +4 cdd  resistance bremtphte offortifica- 
tion and carries a mate ofsrnrting, both representing 
the Lord Admiral's office. He also keeps a number 
o f  different potions in the house; the exact nature 
ofthem is up to the DM. Captain Orban fights with 
an adamantine battleaxe and a +3 heovy shield. 
Lieutenant Batlos owns a horn offog and a + I  short 
sword. Orannia wears 1,000 gp worth o f  jewelry. 

A C T I V i n  

As the nerve center for the entire Navy, 
evevh ing  that happens here has some bearing 
on the ranks below it. In pracrice, however, it 
is verv quiet, with the Lard Admiral and his 

staff drafting orders and signing papers. 
But the contents of their work fashion 
the entire strategy for the Navy, including 

officer assignments, patrol routes, contingen- 
cies for the city's defense, and a list of potentia1 

enemies such as pirates and foreign navies. The decisions 
they make here affect dozens of ships and hundreds of 
officers and sailors. As such, they go about their duties 
with B proper amount of gravitas, and waste no time OD 
foolish frippery 

All visitors who do nat belong to the Navy must go 
about accompanied by a pair of marines. In the event of 
a t t a c k ,  the guards w d  attempt to keep any inrcrlopers 
awav from the Lord Admiral and his family One marine 
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will'be dispatched to raise the alarm, whichwill bring the 
entire base TO bear against mny hmders .  v-- - 
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down is to visit. one of the port cities mentioned bv 
the merchant, identify his ship and crew, and follow 
his men to their new base of operation, where rhe 

:zinnia hired has finally given her the 
e captain who allegedly killed her chil- 
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operates as well as rhe most probable location of his 
ret Ease and the name of several port cities he fre- 
mtly visits with hi? crew. Ensign Virka, on behalf of 
inni.1, approaches the PCs and asks them to find this 
ite and bring back his head. This is not ?Jaw busi- 
,s. she expIains, but a private matter of the Thurkun 
lily. She offers them a substantial sum of money and, 
hey Jccept, gives them a l l  the information the mer- 
mt provided (she may also accompany them on their 
me!-). IVhile rhe secret pirate's base was long aban- 
led, it remains rigged with many traps. The best wnv 
the PCs to track - 

pirare cnierrarn niueb. w n a i  tney UII \ .v im ~ i i m  inere 
is a n  intriguing question. Will they kdl him and gain 
Orannia's vengeance? Or will they return him ru the city 
dive, to face justice for his crimes? 
Following a failed attempt on the Lord Admiral's life, 
Captain Orban hires the PCs to investigate, hoping to 
find not only the escaped would-be ,3ssassins, but aIso 
those who hired them. The PCs must work with the 
only clue they have: a description of rhe TWO assailants. 
Will they uncover a great conspiracy within the Navy or 
wiIl they confirm that this was an isclated act, perhaps 
one financed by a pirate holding a grudge against the 
Lord Admiral? 

0 2 2 .  T H F  ARCHFKS' OU'I'LF-:T 

Once a prestigious shop rim bv famed elven 
fletchers and bow makers, the Archers' 
Olitlet now specializes exclusively in the 
production of arrow?. fiough a small 

storefront still offers $erne of the 
place's goods, the first TWO floors 
are dominated by workshops 
where scores of skilled experts 
diligently work to produce 
arrows in bulk. The Navy and 
Aerial Guard are the Archers' 
Outlet's best customers far and 

away 

RFSIDFY' I 'S  

Master Lyrmial, who owns 
and operates the place, lives on 

the third floor. Lyrinial, who 
inherited the business from 
hi5 father Some 30 years ago, 

quickly turned the simple store 
into a specialized factorylike busi- 

ness when he secured a long-term and highly 
profitable contract with both the Navy and Aerial Guard. 
Fre hires cheap but reasonabIy competent workers, super- 

' 3 

. i h,-A, 
I c: 2 

A large, three-story high building 3 f  rosy stone 
faces the easternmost avenue of the district and 
the landbreak beyond. Though in good shape, 
the worn stone of the edifice suggest i ts old age. 
An oversized but delicately carved wooden arrow 
planted into the ground in front oftt-e place reads, 
"The Archers' Outlet," written in both common and 
elven. 

_.- - 

vised by a handful of expert fletchers. 
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Master Lvinial's success depends on three Things: the 
good quality of the feathers he buvc in bulk from differ- 
ent merchants in the Aviarv (location Ls); the light wood 
he gets from various carefiiuy-chosen wholesalers; and 
his almost exclusive contract with the Navy and Aerial 
Guard. While obraining raw materials to produce a r r o w  
from other suppliers might not be a5 difficult as getting a 
highly profitable contract from another source, Lyrinid 
trusts the merchants of the Aviary to sell him feathers he 
can work with. Should he lose the favor of the Navy or 
Aerial Griard, he would lose a good percentage of his husi- 
ness. When he S C I J S ~ Q  either of these groups, he does so at 
discount prices, but what he  Ioses in profit upon a single 
item he epsi lv  makes up  with bulk saleq. 

Lyriniak El f  Rogll. 

Journeyman Fletchers (5): Exp5. 

Workers (20): Com2. 

Hundreds of bundles of arrows can be found in 
the workshop of the Archers' Outlet. In the small 
storefrort, dozens of  masterwork arrows and sev- 
eral mundane types of bows can be purchased. 
Lyrinial cwns two masterwork longbows and three 
masterwork composite longbows, all made by his 
father. He does not wish to sell these items, and 
thus keeps them in his private apartments. H e  car- 
ries a tl 'ongsword, a + I longbow, and 10 +2 arrows. 
Lyrinial's personal fortune, a sum o f  625 gp, lies 
the hidden bottom o f a  locked chest (DC 1 5  Open 
Lock check to ptck) filled with elegant clothing in 
his bed chamber. 

A CTIVITT 
Anvone who wishes t~ purchase arrows can come to the 
Archers' outlet, which opens at dawn and closes a t  dusk. 
Prices of regular arrows are 10% higher than average, 
while masterwork items Tell for 25% above the cost of 
typical items. Twice each week, members of the Aerial 
Guard and the Navy atrive to pick up stocks of arrows. 

l l O O K S  

* A rich noble commissioned a special magical bow from 
,Master Lvrinial. Though not a n  expen b o y e r ,  Lvrinial 
could not refuse the work. Not only would it be highly 
profitable but is would also provide him with new 
contact? in the city's noble circles. If he plays his cards 
right, he may even develop a new niche market and 
thus tnllv make a name for himself. To ensure that the 
item he produces is powerhl enough, he hires the PCs 
to fetch a potent spellbook believed to hold the secrets 
of producing bows that can newer miss their targets. J.f 
the P G  agree to do this while he works on the bow, he 

,--.--.;:-- 
otters them halt the amount the item will terch. In older 
to complete their mission, however. the PCs I: 
ney to a losr ruin some distance outside the cit 
it, and - ifthe information provided by Lyrir 
rect - uncover the spellbook in the midst of: 
traps and monstrous guardians. 

* Having grown up in the Elven Disrrict, I;yrin> 
the fletcher D i m  Vdei  (location P11) by re 
and envies the secrets of tradecrafr rhat have t 
famous. He hires the PCs to spy on ValIei : 
those secrets by any necessary means. 
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0 2 3 .  THF; PHTSICIANS' H A L T ,  
A square building made of dark gray stone, seemmgIy 
one of the oldest in the city, sits a t  the end of  this smaIl 
row of structiires. I t  harbors no special markings and, 
although large, it seems no bigger than moqt dwellings 
in the area. An unofficial grouping of physicians, sages, 
healers, embalmers, and other men and women interested 
in a scientific study of the human body (Exp-i~)  uses it 
as a meeting place. They arc led by Akor the Learned 
(Exp14), a talented healer frequently called upon by the 
men of the Navy and Aerial Guard posted in the district. 
Members of this informal gathering share knowledge 
and swap books, scrolls, and other documents pertain- 
ing to a scientific approach of human (and demi-human) 
anatomy. They share rheir thoughts as well as the results 
of their experiences and studies to the benefit of those of 
their group, from tomes on the functioning of the lungs 
to nicks on how to best set a broken bone. Some circles, 
however, regard them as quacks, charlatans, or dreamers, 
so members of rhe group rarely admit that they belong to 
it, simply because they fear the repercussions. In addition, 
they often use odious sources to obtain cadavers for their 
research, notably Ohvender Siles (see location D12). Aside 
from mundane furniture, the only items of interest in the 
Physicians' Hall are a couple of books on the science of 
the humanoid body, which include many diagrams and 
healing techniques. 

OZL#.. LANDBXFAK 
An extenqive berth o f  hard-packed dirt, caIled the 
Landbreak, mns along the eastern edge of the drstrfct, 
forming an artificial palisade that separates thr Naval 
Yards from its neighboring district. Put up Iargely at the 
instigation of the Navy  and wealthy ship owners who 
wanted to protect the Naval Base, the Naval Academy, and 
the Shipyard, the Landbreak shields this part of the city 
from possible encroachments by the wetlands to the east. 
Although the wetlands never actually floods over into 
normally dry areas, the fear s td l  exists. It is also possible, 
however, that those who care about the Landbreak harbor _' 

I 

- 

resentment against the elves living in rhe wetlands and 
wish to separate them from the rest of the city a5 much 
as possible. 
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ong the bndbreak often sees 
cing slowly along its length 

I .  ,, ._ ,.." .+.id gazing into the distance. The 
of t i e  wetlands to be had from here is enough to 
't a modest tourist presence. Civic Guard patrols also 
rv the area dosely (Ftrl-s), to verify if the water level 
the other side has risen, but also to insure the 5ecu- 
€those who live here. They cooperate with the Ehen 
tn sentries who man the West Garrison (see location 
1 this regard, with every patrol keeping a t  least one 
'n the treeline in the distance for a signal (generally 
crng lights spell) from the eK troopers that they have 
ed troubie. Because the hndbreak amacts many 
ren whe enjoy playing OR it, the Civic Guard must 
timrs rescue those who have fallen into the water 
le other side. In the evening, bands of uncouth but 
w i w  harmless youths hang around the Landbreak, 
<ing children and respectable citizens alike. 

HOUSF OE NRRISFK OLIVESKIN 

A sr ra l l  but spectacular looking house of  white 
stone s tands  out amidst the usually darker build- 
ings o f  h e  districi. Facing a wide paved avenue, 
and fealuring a large private backyard that runs 
along th? edge oftke Landbreak, the house features 
two Tiriiature fortified towers protrudrng from 
the otherwise ff at roof. A heavily-armored warrior 
stands guard upon each one. 

, 

RFSID€:NTS 
Narisek Oliveskin, a grand master in the Shidwrights 
Guild, lives in this relatively small but lwcurious home 
a t  the southeastern edge of the Naval District. Narisek 
represents the Naval District at the city Council, but the 
old man seems more concerned with The affairs of the 
Shipwrights Guild than the districr as a whole. In fact, 
the only reason he accepted the role was to solid* the 
power and influence of his beloved Guild. FdIy supported 
by members of the Shipwrights Guild, as well as by most 
Navy officers Iiving in the district, Narisek demonstrates 
a narrowness of vision that might cause more harm than 
good. 

NariseG, called OIiveskin because of his well-tanned 
flesh, lives with his wife Arann and their three teenage 
boys, Arisek, Kernik, and Ermalik. While Arann seems 
content tJ  Iive a quiet. life in the sumptuous manor house, 
her children plan to join the Naval Academy, hoping to get 
as far away as their authoritative father as possible. In the 
meantime, Narisek pays a private instructor to teach them \, 

Arann Oliveskin: Ari7. 

brisek, Kernik, and Errnalik Ftrl. 

Mercenary Guards (8): Ftr4. 

Household Staff (6): Cornl. 

A secret chamber in the residence's basement (suc- 
cessful DC 25 Search check to find) holds the fam- 
ily's fortune: 8,000 gp worth of coins, jewelry, gem- 
stones, and art works from famous artists of olden 
times. Narisek carries a potion of bull's strength (4 
doses) and a pouch with 200 gp. HI: wears a gold 
ring with the insignia of the ShiFwrights Guild 
{worth 50 gp, but four times as much to any ship- 
wright belonging to the Guild) and an ivory bracelet 
o f  splendid make (worth 150 gp). 

ACTIVITY 
Aside from the boys' d d i n g  and the occasional tea party 
thrown by Arann, l ide  of note goes on here. Narisek 
prefers to meet with visitors a t  the Council Palace (loca- 
tion 11) or a t  the Shipwrights Guildh,dls (location 03). 
The house is extremely well protected ,against attack, and 
the guards wiU insist - pditely, but insist, nonetheless 
- that visirors with weapons leave them at the door. 

HOOKS 
4 Ermahk has disappeared and a ransom note was found 

pinned to the front door of the family residence. Narisek 
hires the PCs to deliver the 5,000 gp reward to the ktd- 
nappers. Narisek, however, orders his mercenaries to 
discretely follow the PCs and attack the ludnappers as 
soon a5 the transaction is complete. Unless the PCs stop 
them, the mercenaries lull the two men who brought 
Ermalik ta them. To their dismay, however, these men 
are Narisek's other sons, who planned the ordeal (with 
Ermalik) hoping to extort some coins from their old 
man. rf any of his sons die, Narisek publicly accuses the 
PCs and offers a large sum for their heads. Will the PCs 
be abie to avoid the situation by saking rhe unknown 
kidnappers' lives? Or will they need to prove their 
innocence in order to cancel the bounty on their head? 
In the meantime, w d  they be able to continue living in 
the city, knowing that every bounty hunter or would-be 
adventurer in town might come dter them? 

' the fine art  of self-defense. The experienced mercenaries 
in charge of guarding the premises live with the family, as 
well as a handful of personal servants. 
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This average sized, single-story wooden house 
looks like many others in the vicinity. In fact, rt 
almost io Iks too average, too typical, as if they are 
trying to t ide in plain sight. 

A smaIl but highly effective p u p  of smugglers operate 
from this nmdescript and seemingly abandoned house in 
the southeiistern ponion of the district. Run by a handful 
of Navy ofcers  - all graduates o f  the Naval Academy 
(location CJi2) - this gang specializes in smuggling 
smaIl and easily conceahble vaIuabIes, such as gemstones, 
jeweIry, ant1 other tiny trinkets. 

The illic?t organization began when its members were 
still students at the Academy. It started as a jest to defy 
authority and ridicule Naval traditions, but rhe group 
made so much profit in their first year of operation 
that thev decided to expand. Now officers in the Navy, 
each member of this gang rook a soIemn oath never ro 
reveal the cecrei of their group or the identities of those 
involved. Thev take advantage of the popular respect 
accorded Navy officers to smuggle goods into the city and 
fill their pockets with coin. These officers trust a h o s t  IIQ 

one, so thev seIl a11 Their smuggled goods to Sorianne the 
Jeweler (see Iocation L30), who modifies and resells the 
items for them. 

I 

NAVAL DISTRICT 

RESIDENTS 
Dollan Firehair, thus called because of his thick red mane, 
heads the ~ Q U P  with three other founding members. 
NOW a captdin in the Navy, Firehair uses his ship to travel 
to distant p x t s  where he buys cheap stolen goods from a 
number of disreputable organizations. None of the men 
under his command suspect him of smuggling ssolen 
jewelry and art works into the city, bur his first mate 
recently asked him why they SO frequently stopped in dif- 
ferent port cities when their vessel was stdl  fulI of provi- 
sions and the men fiIled with good spirits. He dodged the 
question rather deftly, but the first mate’s suspicions have 
quietly continued to grow. 

Another important member of the group, Ferniah 
Silverbrow, a n  elf woman who chose a career in the 
Navy, operires from rhe Naval Base, where she trains 
marines. An expert at covert operations, Ferniah is also 
a cornpeterit wizard who uses charms and glamour 
to beguile :hose with whom she deals. Her ties in 
the city’s Thieves Guild run deep, and at [east three 
Guild mern7ers beZieve her to be an expert fence from 
another town. Her well-established coven identity allows 
her to sell the smuggled goods with no one suspecting 
that she actuallv serves rhe Navy. 
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The goods stashed in the Smugglers Headquarters 
vary from one week to the next, as they usually stay 
here only for a short while before resale. The place . . .  - +.̂ + * _ -  I . -  

holds anywhere trom IUU gp to I , W U  gp worm or 
stolen merchandise. Most of these small jewels, 
gemstones, and works of art are hidden under 
floorboards (successful DC 25 Search check to find 
loose floorboards). Captain Firehair carries a +3 
battleaxe and wears a platinum ring worth 175 gp. 
Captain Silverbrow wears a neckhce offres move- 
ment and fights with a pair of masterwurk daggers. 
She also has a potion o f  mage armor (3  doses). 

AC‘I‘I v 1’r-f 
At least two members of the ring, typicdy one lieutenant 
and one ensign, guard  the premises when not on d u 5  
They stay out of sight, so as not to draw suspicion. They 
w d  ambush any interlopers, immobilizing them rather 
than killing them, and fry to intimidate them into leav- 
ing, They are not above using lethal form if they feel their 
operation is in jeopardy, however. In the face of superior 
opposition, they w d  hide or 5t3y quiet, and hope that 
the interlopers don’t discover the gang’s cache of stolen 

HOOKS 
A rich merchant from the city wants to purchase 

the: lot where the Smugglers’ Headquarters is sim- 
ated. Firehair, the legal owner, obstinately refuses 

to sell to him. Since the merchant wants to 
acquire real estate in this part sf the district a t  all 
costs, he hires the PCs to convince Firehair to 
sell the unused lot, and to discretely explore the 

premises ro make sure the house is stdl in good 
shape. Will rhe PCs uncover [he group’s activi- 
ries? Will they believe Firehair when he says he 

does not know that people are using the place? 

027. CjARKUT,’S TFNFMFNTS 

A high square edifice o f  brown biicks stands in . . .  . .  
front ot a large and neatly trimmed yard. R 5ma!l 
sign reading “Carkul’s” hangs atiove the main 
entryway. A quick look at the place suggests that 
the building houses many different apartments, 

RESIDENTS 
Garkul, a retired Navy sador, purchased this three-smry 
building four years ago after winning n large sum of gold 
at the House of Chance (location 02s). ~ o t  a terribly 
serious gambler, Garkul just considers himself lucky. The 
first and only time he visited a gambling house, he won 
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Navy after twenty yean of service. He now offers small, 
but comfcrtable and fully furnished apartments for a fair 
price. Ma?iy of his renants are retired sailors and Navy 
personnel living alone or with their families, but some 
younger men and women, who still work, aIso live here. 

The master shipbuilder Sander Arviliarv and his fam- 
ily rent ap apartment from Garkul. h i l i a n  makes emra 
money as ,in informant for the city'sThieves Guild. WhiIe 
his ties w t h  this organization remain for the most part 
limited to a couple of members, he nevertheless reveals 
any information concerning the activities and projects of 
the Shipwrights Guild to rhem. 

Carkul: Rgr8. 

Sander A d i a n :  Rog51Ftr4. 

Retired Sailors (21): Ftr3-5. 

Family Members (42): Coml .  

The tenarts here are by no means wealthy, and their 
apartmests hold only nominal treasure. Carkul, on 
the other hand, owns a masterwork greataxe, a suit 
af rnastework chainmail, and an ancient military 
helmet worth 300 gp to any collector. He also 
keeps a locked, flat, wooden box (successful DC 
1 5  Open Lock check to pick) with 275 gp between 
h k  mattress. and bed frame. Arvilian carries a +2 
dagger, a ~ i f t  from his friends En the Thieves Guild. 
In his apartment, a trapped chamber pot ( b i s o n  
Needle Trap: CR 2; mechanical; manual reset; Atk 
48 ranged; poison (greenblood oil poison; QC 13; 
1 Con); SI2arch DC 22; Disable Device DC 22)  with 
a false bottom (successful DC 21 Spot check to  
notice) holds 400 gp, his savings to date. 

ACTIVI'!" 
Garkui rents out fully furnished aparrments, but he never 
accepts a contract that binds a tenant for less than one 
year. He also tends to favor sailors, so he offers a substan- 
tial discount to anyone able tQ prove to him ( u s d y  by 
conversing about life at sen) that he knows his way around 
a ship. 

HOOKS 
Another master from the Shipwrights Guild suspects 
his old fi-iend Arvilian ofbetmiying rhe organization by 
reveafin~ its secrets tu others. In recent months, he's 
noticed that his fnend has acted strangely and become 
more distant. H e  also noted his uncharacteristic lack of 
involvement in projects and his sudden interest in the 
Guild's possible future endeavors. The old shipwright 
recenriy surprised Arvilian stealing a list of suppli- 
ers from the Guild's offices. The man hires the PCs to 
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018. THE HOUSE OE y y  

A simple large house of burgundy wood stands 
close to the high palisade that separates the Aerial 
Guard Compound from the rest ofthe district. The 
edifice would look ordinary were it not for the fac t  
that it holds no windows and only a single doer on 
i ts southern wall. A small sign o f  yellow-painted 
wood hangs from a tall black iron pole. The words, 
"House of Chance," written in lurid red letters, 
practically leap off of  the sign. 

I ,  

One of the newest additions to the district, this edifice 
was built six months ago as a joinr venture of both the 
Gamesters Guild and (secretly) the Thieves Guild. Most 
people believe that the House of Chance is an indepen- 
dent garnbIing hall. It attracts a number of different 
characters, from lowly sailors and shady commoners to 
mote affluent Naw officers and bourgeois. Irs interior 
decor remains somber and austere, but the esrablishment 
offers many kinds of games. It also employs attractive 
female dealers, whose charm and cunning allow them to 
rob customers with wide smiles upon their faces. While 
the women who run the game tables do not seem to 
cheat, they are veritable garners, and disguise their rigged 
games with infinite subtlety The $ace also hires beautiful 
serving girls employed to encourage tustomerS to ingest 
as much strong liquor as they can (which the House of 
Chance offers at  a very low price). A group of heavily- 
armed warriors guards the premises and makes sure none 
of the place's patrons cause any trouble. 

RBSIDFN'GS 
The House of Chance is run by Ranva, a master pickpocket 
and longnrne member of both the Thieves Guild and the 
Gamesters Guild. Unknown to his customers, Ranva also 
heads a small group of master pickpockets. At bast one of 
them - wearing a disguise and posing as a gambler- can 
be found a t  the House of Chance every evening. His job 
is to carefully observe the various customers and rob from 
the man who seems the mosr inebriated, provided he has 
any coins lef? in his pockets at the end of the night. From 
time to time, one of these pickpckets discretely follows a 
patron to his residence, in order to find out where he lives. 6 
I f  the man seems drunk, the thief may decide to break I 

into his home and steal valuables from him right away. 
Otherwise, he  returns with accomplices later. Another 
favored tactic is TO task a group of thugs from the Guild, 
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: man of his earnings and making I t  

tunate street robbery. 
md arnbinous man, knows that he 

mad carefully if he wants the House of Chance to 
e more than a few months. Patient as a prowling 
he encourages the handful of thieves working fer 
o pace themselves, and refrain from robbing h ~ s  
is every night. Only experienced thieves that have 
bd with him in the past can hope IO get a job a t  the 
: r?f Chance, and h n v a  only hires those who can 
mtly disguise themselves. Among his employees, 
-- a member of the Thieves CuiId and a master of 

disguise -has earned Ranva the greatest amount of coins. 
Zirak, however, competes with Safronia, a young deaIer 
(and an expert member of the Gamesters Guild), whose 
natural heauty and devious mind has thus far fooled a lot 

At least one thief in disguise and twelve dealers work 
at the e.;tablishment. Thus far, the House of Chance has 
earned 130th the Thieves Guild and the Gamesters Guild 
enough coins to pay for their initial investment. Both 
organizstions now hope that the operation will continue 

of parro!ls. 

to earn 1 hem money for many years to come. 

Ranva: Half-elf Rogl4. 

Zirak Rog9. 

Safronia: Brd 7. 

Experienced Croupiers (1 2): Rog4. 

Dog, Expert Thieves (I d3): Rog6. 

Bouncers [lo): Ftr4. 

Patrons (Varies): Cornl. 

Each gtming table holds between 10 gp and 100 gp 
in coins. Most patrons of the House of Chance also 
carry siibstantial 5ums of money. Ranva owns a +3 
mturnirtg dagger and an emerald-studded golden 
necklace worth 500 gp. She also carries a pouch 
contaicrng 300 gp. Zirak wears a cloak of &en 
kind a r d  carries at least 25 gp on him at all times. 
Safronia wears a pair ofgloves ofdexzerity +#. 

.J\CTTVITI' 
Open f n m  mid-evening untillust before dawn, the House 
of Chance wekornes anyone willing to pay the 1 sp entry 
fee and carrying enough money to gamble. To enter any 
game of chance offered hew, an opening wager of 5 cp or 
more is required. Most tables have maximum bids rang- 
ing from IO g p  to 50 gp, but a few rables have no limits. 
N~ tu rd ly  the no-Iimit tables attract the richest and mmt 
daring players. 

7 
' 

5kLUed a t  running rigged games. A n y  attempts made to 
detect cheating (such as a Spot check made to try to notice 
sleight of hand) on their part are made a t  DC 28. Rmva, of 
course, has his most skillful dealers working the no Iimir 
tables, where the stakes are highest. There, skill checks 
intended to detect cheating are made at DC 33. That is 
how Rqnva can remain so sribiimelv confident that he will 
never face a cash crunch, and can cover any bet against the 
house without flinching. 

IlOOKS 

* After a night at the House of Chance, Zirak follows 
one of the PCs (the one who either earned a lot of coins 
gambling or who seems the richest) and, with a group 
of thugs, corners him. Zirak demands that the PC hand 
over all his money. rf a fight breaks out and the PC has 
the upper hand, Zirak tries to escape - and attemprs 
to confront the PC again later, with mote men. If she 
PC pays, he can go on his merry way. l f the  PC suspects 
a set-up, he may investigate and, pcrhapps discover the 
thieves operating from the House of Chance. If he does, 
he risks making an enemy of the ciq's powerfulThieves 
Guild no matter what he decides to 10. 

029. T H F  qRATN MFRCEIXNT'S 
HQTTSF 

This sumptuous-looking house is m d e  of dean beige 
stone adorned with colonnades of dark green marble. 
Sennachirus mbil (EXPI I) lives ir this magnificent 
house. The grain merchant has made a fortune in the last 
three years, importing all sorts of much-needed foodstuffs 
into the city he mlIs home. Orbil decided to settle in the 
Naval District, where he  grew up and where his late father 
served as a Nan1 officer. He new lives in this sumptuous 
residence with his young wife CarilieUe (tlri5), whose 
family owns vas7 plots of agriculmml lands near a neigh- 
boring town. It was because of his marriage to Latibelle 
that &bil became a rich man. Canbelle, however, is a 
sickly woman, and Orbil, who t rdy  tokes his d e ,  tends to 
hFr every need. He has even hired 20 servants [Comf-3) 
- a large staff for a small famiiy and a house of that size 
- TO care for her when he must leavt: town on business. 
Ubril's home holds many riches, notably tapesrries, stuffed 
animal trophies, and several paintings of renowned artists 
(each worth between 100 gp and 500 q). The famih also 
keeps 750 gp in a small safe, hidden in the secret hase- 
menr ofthe house, where stores of salted foods, caskets of 
wines, and simple weapons are stashed, in case the family 
needs them. The safe requires a successful I)C 17 Open 
Lock check to crack. Orbil carries a pohon ~f cham person 
(2 doses) and a pouch with 5 5  gp. 
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This lonc, low building is built t o  resemble a rural 
halfling u.esidence, even though it IS constructed 
entirely out o f  wood and stone. I ts round green 
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dressed half-orc leg-breakers on hand to ensure th, 
his interests are iooked after, 
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1 
officious-looking men and women pore over led- 
gers and balance out stacks of  coins. I Money Counters (12): Exp3. 

I the few estahli 
inency from ot 

c J Half-orc Colltxtors (8): Half-orc War.6. 
This moneylender’s shop is among the more prosperous 
institutions of its sort in the city. 

RFSTDF,N’TS 
The owner is a stont halfling named Lito Flatnose, a n  

E 

L 

Three in the Hole keeps almost 50,000 gF 
coin and letters o f  credit squirreled away in vari- 
ous secure locations. tt can produce this money 

’.I . I , I  I * ,  . n I . .  I 

limited to 1.10% ofthe above fund. J witnin a aay, proviaea biatnose IS satmeci with the 
customer’s request. Usually, the amount on hand is  

ACTTVI’SY 
Three in the Hole is renowned for 
having few upper limits to its loans. 
It can provide the funds that anyone 
needs, provided there is  enough col- 

lateral to justify the risk. Flatnose is 
patient with debtors, but only up to a 
p i n t .  He prefers negotiations to vio- 
lence, however, and has even been 
known to forgive debts in particularly 
charitable cas e s. 

HOOKS 
The PCs spot a gang of half-orcs 1 roughing up a friend of theirs. They 

beat the mob off, only to find our 
that their friend is badly in debt to 

Flatnose and the Three in the  Hole. 
By championing him, Flatnose has 
lumped the lot of them in together, 
and unless he receives satisfaction, w d  

3 
4; 

petition the Civic Guard to issue a warrant for 

The PCs enter the Three in the Hole to con- 
duct some business.. . only to find a robbery in 

less Flatnose thanks them for their efforts. When 
thieves quickly flee, and a breath- 

[&{!A he‘s had a chance to calm down, he mentions that 

$> (3 f !  the thieves seemed to have no interest in his coin- 
f,”f,’ ‘ fl, I r - m .  ~ L O J  age; rather, they seemed to be preparing to dig 

k ~ ~ r ~ ~ - J  holes in the walls ... 
Three in the Hole made a sizable loan to Sir 

Brevin Lime (see location E7), and the profligate 
young noble has ROW fallen behind in his payments. 
Fhtnose knew that loaning money to Sir Brevin was 
a risk, and thaf the Lime family is now a shadow of 
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The war:ons, however, never reached their destination, 
and reports indicate that they were lost in a vast 5wamp 
that lies benveen both cities. Fearing the worse, Markan 
him the PCs to investigate. AIthough he believes 
that some competitor (or perhaps even members of 
the ShiTwrights Guild) might be involved, 
powerfti I monsters (young black dragons, 
grav re:iders, dinosaurs, etc.), actuallv 
destroyd the wagons. The PCs need 
to defe:it these monsters and save 
the few men who survived their 
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4 ablaze. Tf pr 
cease, and thq7 would each fetch 300 gp each on the 

open market. 

This high promontory IFes next to 
the city's great Lighthouse (tocation 
01 1, dominating the entire southern 
portion of the Naval District. It I S  

accessible only by climbing its 70- 
foot high wafi, or the city wall bor- 
dering the ocean to the south: there 
are no stairs, ramps, or doorways 
leading into its walls. The prornon- 
tory houses a score of buildings, all 
made o f  dark gray stone and heavily 
fo rt i fi ed . 
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_ _  _ _  ~ __..___.2, while the adjacent yard houses 
ozens of mounts they use and care for. Hipp&ffs 
as tvpicai steeds, although the Guard also procures 

:rvices of a few griffons as we11 as a handful of pegasi, 
iich they are especiauy proud of because of the hlsto- 
the man who foiinded their unit (see location 034). 
highanking officers of the group ride these flying 
:s. Fie  Aerial Guard even experimented with using 
young dragons as steeds, but thus far this experience 
ot proved fruitful. 
k t l y  speaking, members of the Aerial Guard form 
: ~ C T  mditary branch unto themselves, but both the 
' and fhe City Guard (specifically, the Wall Guard) 
I that it falls under their a u t h o r i ~ ~  They constantly 

with each other - over who should run its affairs. Despite 
s~ich  Aghtjng,  the commanders of the Aerial Guard take 
care of themselves quite admirably and, for the most part, 
remain largely independent from both the Navy and the 
Citv Guard. 

RES1 DENTS 
Admiral Certihiah, a ValQTOUS elf warrior who proved 
himself time and again, leads the AeriaL Guard. Although 
he gets along well with the current leadership of both 
the Navy and City Guard, Gertihiah continues to defend 
the interests and independence of the organization he 
has served since he was a youth. Among his officers, 
Commander Daniel Arban and Captain Edoard Erpani 
stand out. Commander Arban, Certihiah's most experi- 
enced officer, serves as the Grand Admirds advisor and 
supervises the daily operanons ofrhe Aerial Guard, as well 
as most of the special missions they undertake. He claims 
to be a direct descendant of Bastien, but has never actuarly 
proved it. Captain Erpani, for her part, handles all new 
recruits and the maintenance of the bas:. They are a small, 
self-consciously elite outfit, and they can afford robe iussy 
about who serves alongside them. 

There are no other admirals other than the Grand 
Admiral in the Aerial Guard. S h d d y  there are no 
enlisted men in the Aerial Guard, only officers: command- 

ers, captains, lieutenanrs, and ensigns. The organization 
handpicks potential new recruits and trains them 
itself, in facilities reserved especially for this purpose 
upon the high promontory frDm which they operate. 

Each member of the Aerial Guard wears breastplate 
armor upon which the sign of the group (a white flying 

imprinted. Ensigns and lower-ranked officers 
charged with menial dunes: cIeaning the 

ntaining the equipment, an; the like. Only the 
ers are permitted to actually fly patrols, having 
trated the experience and strength of wiil to 
idle such duties.They are assigned a steed with 

whom they wiU work for the remainder 
of their career, preferably one 
wirh whom they are intensely 
familiar. The competition for 

open spots among the riders is 

P 

understandably fierce. 

Y .. 



Commander Qaniel Arban: Ftrl O/Aerial 
Guardsman 5. 

Captain Edoard Erpani: RoglO/Aerial 
Cuardcman2. 

Commanders (4): Ftrl O/Aerial Guardsman4. 

Captains (70): FtrS/AerialCuar$smanl. 

Guard Lieutenants (25): Ftr8. 

Ensigns (20): Ftr4. 

Hippogrifk 120): As per the Monster Manual. 

Griffons (10): As per the Monster Manual. 

Pegasi (6): As per the Monster # a n d  

The Aerial Guard Compound contains stores of 
food, br2astplate armor, and weapons (namely 
lances, Imgswords, composite short bows, and 

I ,  Y . V  

fons, and peiasi. Grand Adrnirat fertihiah carries 
a +4 coniposite short bow of distance and wears a 
+5 breastelate, both insignias of his office, H e  also 
owns a - 2  longsword, a few potions, and a pouch 
with 1,SCO gp worth o f  coins and gemstones (which 
he keeps in his room). Commander Arban posses 
various enchanted arrows, a i-3 lance, and 400 gp. 
Captain Erpani owns gauntlets OfOgrt? power, a + 7  
dancing hngsword, and 275 gp. 

L 1 

.4 c'r I v r n  
Each day. a t  various times, members of the Aerial Guard 
patrol rhe air around rhe port to ensure zhat no enemy 
threarens the city. If they spot something unusual, they 
immediately advise the Navy OT City Guard (or both), 
depending on the situation, and work with these groups 
to quell the threat. They occasionally serve other duties, 
such as patrolling the city proper or escorting important 
caravans in from foreign lands, but their numbers are too 
small tn engage in such activity for long. For the most part, 
they guard the citj's southern flank, using their unique 
position to scan for threats which no other Guardsman 
can ever hope to see. 

As a general rule, one does not mlist in the AeriaI 
Guard; om* is invited to sign up by an officer. At the DM's 
discretion any 4th level or higher PC fighter, ranger or 
monk mav be be recruited for the Aerial Guard. Joining 
at a higher rank than that wdl require a t  least 1 level as an 
aerial guardsman (see Prestige Classes, below). 

srana AcImitax Lertlhiah hires the 
flying steeds for his organization. TI 
the beasts and tarnethem before flyit~g UICM UdCK LU  ne 

Compound. The Aerial Guard offers them g 
for each healthy sreed they bring. 

0 Ever careful to preserve the independence 
vice, Grand Admiral Ccrtihiah hires the PCS 
either rhe Navy or City Guard high comm: 
on them for him. If either organization is g 
serious about maneuvering againsr him pc 
does not wish to be outflanked. 

h 
The Navd District is dominated by the rnilii 
the traditions of honor and self-respect which .~.-, y. 
Quests which take place in this district tend to focus mote 
on the noble aspects Qf naval service - the courage, the 
bravery the proud traditions which define the city's Naw 
- rather than then earthier tones of advenrutes set in the 
more uncouth Docks District. 

THE AFRIRL 5TJARD CAMpATCjN 
One of the most presngious institutions i n  the city, the 
Aerial Guard also happens to be among the most exclu- 
sive. It supports both the City Guard and the Navy, and 
although these TWO groups equallv cIaim dominion over 
the smaller military institution, rhe Aerial Guard remains 
fiercely independent. 

Unlike the City Cuatd and the Navy, the Aerial Guard 
seldom looks for members to fill its ranks. Indeed, when 
the commanders need to hire new recruits, they handpick 
potential candidates among choice individuals, whom 
thev deem to possess unwavering honesty, a strong desire 
to serve and protect the city, bravery and fierceness i n  
battle, and the capacity - or a t  least the porenrial - to 
ride atop a flying momt. While most candidares are cho- 
sen among the Naval officers and City Guardsmen who 
proved their worth, surne hail from the adventirring life. 
Whatever their backgrounds, all sorts of candidates are 
considered, including arcane and divine spellcasters who 
can support the otherAeria1 Guards with f ly  spells and the 
like. 

Once the Aerial Guard selects R candidate, he must go 
through a rigorous training camp, which typicaily lasts 
anywhere behwen six months and a year. During this 
time, the recruit learns everjthing he needs TO know about 
the func~ioning ofthe Aerial Guard. He also learns how to 
handle and ride a winged mount and receives extensive 
training in aerial combat. At the end of this period, the 
recmit earns the rank of Ensign. 

. .. , 
-, . . . .  

The Aerial Guard produces fierce warriors, whom many 
in the citv regard as the bravest and most honorable in the k 

enrire region. Though there are exceptions, most Aerial 
Guardsmen care deeply about the city and its denizens, 
and the vast majoritv would readily give their lives to pro- 

I 





DacK LO m e u  lair, nign in tne rnounrams. I ne Second 
group, a ctrcle of black rnages, used a powerful spell to 

open up the seas, 
vessels and their crews. 

The Nmy hires the PCs to fmd out what happened 
to both shipments. 

The first thing they need tQ do is uncover the 
truth. If they follow the irinerary the overland cara- 
van took, :hey discover signs of a great battle. From 
there, thev can track the troBs back to their lair, but 
they should tread carefully the path to the trolI cave i s  
filled with pitfalls and other hazards. At the 
trolls' lair. thev can recover 
most of the merchandise, 
either bv nego- 
tiating wish 
the greedy 
warlord lead- 
h g  the trolls or by 
defeating his band. 
A successful infer- 
rogation of the 
war-lord reveals 
the name of the man 
who hired him, as well 
as the city or kingdom 
from which he hails. 

the seas, a Navy vessel and its crew 
are made availabJe to them (if need- 
ed), as well as information on 
the merchant vessels' sea route. 
While there is no trace of the 
vessels, a simple detect magic 
spell cast in the area the ship 
disappearrd reveals the use of 
a POWeTfuI spell. 'PCs who can 
explore the bottom of the sea 
might uncover the vessels and 
all the merchandise they car- 
ried. A magical trace lin- 
gers in the air, and PCs can 
follow i r  as a beacon that 

' 

If the PCs wish to explore 
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n the first place. Confronting the mages might 
'I task, considering that they hide in their magi- 

prurected quarters, but PCs can learn DoriTius' name 
any of them. 
the Pcs find Doritius, wha operates in one of the 
c port cities of one of the neighboring kingdoms, 
can easily convince him (through intimidation or 
ry) IO describe his employer (he does not know his 

a). Fe gives such an accurate description that the 
-an, though some investigating of their own, idem* 
Karibar - m e  of the king's most trusted aides. If 
attempt to confront him, however, the assassins 

stalking Yaribar murder h before he can reveal any- 
thing to them. If the PCs act quickly, they can follow the 
assassins' trad and perhaps even discover the true culprit 
behind the ordeal (not many would be able to afford the 
vast amoiints of money involved in the affair). The king's 
brother hired the assassins, but only their master knows 
that. 

If the TICS believe that either Doritius or the king's advi- 
sor is responsible for planning the affair, the king w3its 
several months and then initiates some other scheme to 

weaken t+e cityk Navy. If the PCs realize that the king or 
his broth-r was responsible and confront either of them, 
or any of the kings high-ranking dignitaries, they risk 
causing a diplomatic incident. The king does not hesitate 
to send his soldiers after the PCs and orders their h p r i s -  

espionage and treason. If the PCs suspect the king but do 
not reveal it, the monarch uses more subtle w a y s  to harm 
them - ranging from attempting to soil their reputation 
or diminish their fortunes to hiring men to murder them 
in their sleep. If the PCs are discrete or ?ever suspect that 
the king was involved, they do not attract his attention. 
They may, however, need TO foil some other scheme con- 
cocted by the monarch against the city's Navy. 

If the PCs return to the city and mfom the Navy of the 
king's involvement, the city's diplomats will take over, 
and warn the king that he is close to provoking a war 
against the a great and powerful city-state, much to his 
p e d  Acting on the City Counc2s instructions, however, 
they w d  try to avoid open cordict. Some members of the 
Navy, however, may take it upon themselves to extract 
revenge against the monarch and plot a devious (and 
secret) scheme of their own, in which case the PCs could 
be invoIved again. Whatever the outcome, if the PCs play 
their cards right, they earn the admiration of some high- 
ranking N a v y  officers and may even receive honorary 
officers' ranks (lieutenant or captain) themselves. 



MARINE 
Marines serve aboard the city's naval vessels. They have 
extensive training in special weapons and tacrics, and are 
as llkely to be found descending from the sea as raiders as 
boarding an enemy ship. They are experts in both armed 
and unarmed combat. They are elite warriors, the sea- 
borne varinnt of the most ferocious land-based soldiers. 

RFQWIREM BNTS 
To qualify as  a marine, a character must fulfill the foIlow- 
ing criteriiz: 

Base Attack BQWS: 4-8. 
Feats: 1 m proved Critica I, I rn p roved I n iti ative, 

S k i k  Balance 4 ranks, Climb 4 ranks, Intimidate 
Quick Draw (any), Weapon Focus (any). 

8 ranks, Jump 6 ranks, Swim 6 ranks, Tumble 6 
ranks. 

CjAM F RULE INEORMATION 

Alignment: any. 
Hit Dice: d l  0. 

CLASS SKILLS 
The marine's class skds  (and the key ability for each skill) 
are Balance (Dex), Concentcation (Con), Craft (Wis), 
Intimidate (Cha), Jump (SIT), Listen (Wis), Sense Motive 
(Wis), Spor (Wis), Swim (Str), and Use Rope (Dex). See the 
Player3 Handbook for skill descriptions. 

Ski!\ Points at Each C e v d  2 + Fnt modifier. 

C:r.Ass FEATURES 
All of the following are the cIass features of the marine: 

Weapon and Armor Proficiency: Marines are 
proficient with all simple and martial weapons, 
light armor, medium armor, and shields. Note 
that armor check penalties for armor heavier than 
leather apply to the skills Balance, Climb, Escape 
Artist, Hide, Jump, Move SllentTy, Pick Pockets, and 
Tumble. Also, Swim checks suffer a -1 penalty for 
every 5 pounds of armor and equipment carried. 

lrnproved Unarmed Strike: At 1 st level, maTines 
receive the Improved Unarmed Strike feat. 

Amphibious Assault: At  1 st level, marines are 
experts in amphibious warfare. When attacking 
a target from the water or onboard a ship, they 
automatically receive a surprise round before 
corn bat. C 
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receives weapon specialization 
choice. 

first round of combat, if he ha5 a loaded light 
crossbow or hand-crossbow, as a free action I 
can draw and fire that weapon at his highest, 
bonus. After firing, he drops his ranged weap 
draws a melee weapon, and enters combat. T 
receive this benefit, he must make a full attac 
action, and enter melee combat after firing. 

Weapon Expett At 4th, 6th, and 8th levels, t 
marine chooses a weapon in which he receives 
specialization ( i fhe does not already have it) and a 
+2 competence bonus to attack rolls. 

Spearhead: A t  5th level, marines learn to lead 
battle charges. When a marine charges into combat 
(using the charge action) he receives an additional 
+S morale bonus to attack and damage that round. 
Any allies that charge in the same round as the 
marine receive a +Z morale bonus to attack and 
damage. 

Ferocious: At 7th level, marines have become 
truly ferocious warriors, adept a t  al l  forms of  
combat. When a marine is in melee combat and 
fighting with a Small size weapon, he can take two 
extra attacks per melee round (when he makes 
a full attack action.) When he does this, the two 
additional attacks are at his highest attack bonus, 
and all o f  his attacks for the round suffer a 4 
penalty. At 10th. level, this ability can now be used 
with all Medium size melee weapons and the attack 
penalty is reduced to -2. 

Fire and Forget: Starting a t  31, lC.Ll, ,,, l l lyl  l l lc -I 

TABLE 0.1: THE MARINE 

Base Fort R e f  will 
Level Attack Save Save Save S m i a l  

l e  
attack 
on, 

k 
0 

he 

-r-- -- . - - -. - - -. - . .  

1 t1 +Z +2 20 Improved Unarmed Strike, 

2 +2 +3 +3 +O Weapon Specialization 

3 +3 +3 +3 +? Fire and Forget 

4 +4 +4 +4 +? Weapon Expert 

5 t5 +4 +4 +l Spearhead 

6 +6 +5 +5 +2 Weapon Expert 

7 +7 +5 +5 +2 Ferocious 

8 +% +6 +6 +2 Weapon Master 

Am phibrous Assautt 

(d? small weapons) 
9 t9 +6 t6 +3 

10 +10 +7 +7 t3 Weapon Master (-2, 

med ium-sired weapons) 

A PTA I N 
An agile thinker, an analytiul mind, a penchant for strat- 
egy and tactics, superior leadership, and an inspirational 
spirit - these are the qualities that all ship's capTains pos- 
sess. Few have the temeriry and mental faculties to join 
their ranks, but those who q u a w  are universally respecr- 



ed and vilued a4 the strategic b 
naval force. Trained in the arts 
naval wa-fare, captains are uneqr 
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REQUIRF MKN'I'S 

To q uality as a Captain, a charact 
ing critena: 

Alignment: Any non-chaoti 
Bass. Attack Bonus: +4. 
Feats: Iron Will, Leadershi 

Profession: Tactician (or Stro 
Skills: Craft: Strategy 6 ran 

I n r  r I - I  
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of strategy combat, and 
.iivocdly respected. 

er must fulfill the folIow- 

I c. 

p, Skill Focus: 
ategn st ) .  
ks, Ilntuit Direction 4 

ranm, wrrorm b raws, vroiession: Tactician (or 
Strateqist) 5 ranks, Sense Motive 5 ranks. 

~ A M C  R u m  TKEORMATION 

Alignment: Any non-chaotic. 
Hit Die: d6. 

CLASS SK n.r,s 
The capt.nnis class skiIls (and the key a b h y  for each skill) 
are: Balance (Dex), Craft (\Vis), Tntuit Direction (Wis), 
Know-ldge (all skills taken individtdv) (Int), Perform 
(Cha), Profession (Wis). See the Player's Handhook for skdl 
descriptions. 

Skill Points at Each Level: 4 + Int Modifier. 

CLASS EF ZTWRFS 
AI of thr following are class features of the captain: 

Weopon and Armor Proficiency: Captains are 
prof icmt with all srmple and martial weapons, 
light and medium armor, but not shields. Note 
that avmor check penalties for armor heavier than 
leather apply for the fdlowfng skills: Balance, 
Climb, Escape Artist, Hide, Jump, Move Silently, 
Pick Pocket, and Tumble. Also, Swim checks suffer 
a -1 penalty for every 5 pounds ofarmor and 
equipment carried. 

Cunning P h s :  At 7st level, captains hone their 
ability to form airtight battle plans. If the captain 
spends 2 uninterrupted rounds explaining his plan 
to his allies, he may make a Profession (Tactician) 
or Profession (Strategist) skill check. The result 
divided by 10 (rounded down, minimum 1) may 
be applied a s  a bonus to attack and damage rolls, 
as well as armor class (a total roll o f  20 would 
yield a +2 modifier). The captain and all his allies 
then receive this bonus for the duration of the next 
combat. 

Motivationat Speech: At 2nd level, the captain 
gains greater effectiveness when inspiring his 
comrades. Once per day per level, the he may 
make a DC 20 Perform check. This function5 in the 

1 
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The captain may inspire a number of creatures 
equal to twice his captain level. This inspiration 
lasts as long as the captain continmJes to speak and 
for 6 rounds thereafter. 

Legendary Leadenhip: At 3rd level, the captain 
receives a bonus to  his Leadership Score/Value 
equal to twice his captain level. 

Master Planner: At 4th level, the captain truly 
masters combat tactics. At a moment's notice he 
may formulate a seamless plan. He may take 10 on 
Profession Factician) and Professicin {Strategist) 
checks. Taking 10 on these skills only takes one 
round. 

Strategy of Legend: At 5th level, the captain 
is legendary in his ability to forrnu ate tactics 
and strategies. He may take 20 on Profession 
ractician) and Profession (Strategist) checks. 
Taking 20 on these skills only takes one round. 
Further, the captain now only requires one round 
when using his Cunning Plans abi ity. 

-ABLE 0.2: THE SHIP'E CAPTAIN 
Base Fort R e f  Will 

Level Attack Saw Save Save Special 
1 +O tO tO t2 Cunning Plans 

2 +1 +O +O + 3  Mrdivational Speech 

3 42 + I  +1 t3 Legendary Leadership 

4 + 3  +1 +1 +4 Mzster Planner 

5 t3 cl +1 t4 St.ategyofLegend 

THF R F R l R L  GIJRRDSMAN 
Aerial guardsman are masters of the winged mounts 
which the city uses to keep watch over its southern flank. 
Jn Some aspects, they're like any orher cavalrymen, but 
theit. unique mining has readied them for rhe rigors of 
mounted aerial combat. 

RE Q 1J I RE.M F YTS 
To become a n  aerial guardsman, a chxacter must meet 
the following requirements. 

Base Attack Bonus: +5 
Animal Empathy: 6 ranks. 
Hela/: 6 ranks. 
Ride: 8 ranks. 
Wilderness Lore: 6 ranks. 
Feats: Mounted Archery, MountPd Combat 

5A.VE RULF 1NfQR.VATION 

A/ignment: Any. 
Hit Dice: d10. 
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each) are Animal Empathy (Wis), Climb (Str), Crab (Int), 
Handle A~iirnal (Wis), Intimidate (Cha), Intuit Direction 
(Wis), jump (Str), Listen (Wis), Professian (Int), Ride 
(Dex), and Swim (Str). See the ~ l a y u i  Handbook for skill 
descriptio 1s. 

Skill Pol nts at Each Level: 2 + I nt modifier. 

C L A S S  FEATURES 
All of the ,bUowing are cIass features of the aerial guards- 
man prer;t:ge class: 

At 3rd level, the aer 
a rapid stream of rr 
mount and airborni 
the benefits of the I 
guardsman already 
he may use that fea 
attack at his highes 
additional -2 penal 
the aerial guardsm; 
for a -4 penalty to ; 

weapons, light armor, and 
all shields. 

Inspired Honemanship: At 
'F st  level, the aerial guardsman 
establishes an almost empathic 
bond with his mount. He 
must spend a t  least one week 
of game time with his partkular 
mount: feeding it, caring for it, and 
establishing a bond with it. Thereafter, 
when making Animal Empathy, Heal, or 
Ride checks with the bonded creature, the aerial 
guardsman gains a +2 competence bonus. The 
aerial guardsman can also teach his mount up 
to three one-word verbal commands, which 
it will instantly obey. In addition to the week 
needed to bond with the animal, the aerial 
guardsman must spend one week training his 
mount for each one-word command he wishes to 
teach it, An aerial guardsman cannot band with 
more than three mounts at any one time, and all 
bonded mounts must be of the same species 
(hippogriff, griffon, or pegasus). 

Improved Mounted Archery: The aerial 
guardsman feels more at home atop a 
hippogriff or pegasus than with his feet 
on the ground. At 2nd level, when making 
a double move while atop a winged 
mount, he has no penalty t o  his attack. 
When bis mount runs (or more accurately, 
f l ies at  quadruple speed), he suffers only a -2 
penalty to hit. With his Mounted Archey Feat, the 
aerial guardsman normally has a -2 penalty to 
hit when his mounts makes double move 
and a -4 penalty when his mount rum. 

Furious Fire: Aerial guardsmen depend 
on the bow a s  their primary weapon. 
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Base Fort R e f  Will 
Level Attack Save Save Save Special 

1 +1 12 +O +O Inspired Horsemanship 

z +Z + 3  +O tQ Improved Mounted 

3 +3 + 3  +1 +1 Furtous Fire 

4 +4 +4 +1 +l Ride Likethe Wind 

5 +5 +4 +1 cl Ferocious Charge 

Archery 

TABLE 0.4 NAVAL D i s ~ ~ i r r  RANDOM EHcowrms 
dZO Encounter 
1-2 Civic Guard patrol 

3-4 Navy ordinary seamen 

5-6 Navy officers 

7-8 Navy ordinary seamen (off-duty) 

9-10 Navy officers (off-duty) 

1 1-1 2 Messenger 

13 Aertal Cuard officer 

14-1 5 Pickpocket 

16-1 7 Tradesrnen/Craftsrnen 

18-19 Shipwright 

20 Sm wggler 



accept i t  a5 a home. But the elves were quite happy to take 
it. It had always been the way of the eheswho lived 
in this region to dwell among the trees, 
building homes, shops, even important 
civic buildings among the branches 
and constructing graceful, yet sturdy 
aerial walkways between rhern. 
They also had long experience 

amiv with which the cizy was chartered. 
The majority of the city‘s elven population lives here, 

carrying on their tradirional way of life - or a t  least the 
parts of it that they choose to keep -with a practical 

minimum of interference from the other races. The 
Hall of the Elements, a great civic and public space 
built in huge a tree on an island in the exact center 
of the district, is their rallying pOinK, a place where 
their most bIIpOrFant civic and religious rituals are 
enacted. Two large communal docks to the north 
and west provide places where the gondolas that 

hey w e  70 navigate the 
district’s wat e m’ays 
may moor. Shops 

and other busi- 
nesses Tied 
to the tourist 
trade congre- 

gate nearby. The 
waterways, in 
fact, divide 
t h e  district 
more or less 
neatly into 

quadrants, and 
each quadrant is 

dominated by a 
particularly large 

and ancient tree with a par- 
ticularly large residence built 
among its branches - the 

great boles they are called, 
and each ofthe four hous- 
es the senior members of 
one of the elves’ four great 



I I I t 1  

The 
ttadt - the J 

of tl 
into 
gem 
preti 
DOMI 

corn 

I 

to p1 

in ea 
Ti 

ANU T H K  ci'i-r 
:r gave the elves and dwarves a simple 
iange for merging their fates with that of 
tous humans, they would have domains 
hich would be districts of the city, but 
!an law could not intrude without their 

iissim. In other words, they would have a t  least the 
inse of autonomv, and the dignity that comes with it. 
*n through the ages, this pretense of autonomy has 
e to mean less and less to the dwarves, who manage 
-eserve their own ways while at the 5ame time living 
tsy accommodation with the humans. 

,..le elves, however, have never forgotten that they once 
had a sovereign kingdom of their own, and there remains 
a comer of the elven soul that stands on their ancient 
pride and insists that what is theirs is theirs alone. Much 
more so than the dwarves, they still ngOTOUSly enforce 
their right to bar non-elves fmm their district (this in 
spire of 1 robust trade in tourism by those who want a 
glimpse of their exotic way of Me). !dl - including pro- 
spective tourists - who wish to enter the EIven District 
without Trouble need official permission to do so. Gaining 
such permission generally requires going to the Temple 
of the Sky in the Spire District (see location 3201, meet- 
ing briefly with one of the senior priests, and obtaining a 
passport. 

T H E  POUR FRMMll.lt:S 

The eivei have their own nobility, based on tradition and 
ancient 3rerogatives. It centers on four bloodlines that 
trace their histories back EO the  original elven kingdom: 
the ElesTe, the Corine, the Nerise and the Aer. In the 
days of the ancient kingdom, the E k e  clearly held the 
most prestige, as every king since the beginning of Their 
recorded history had come from the House of Elesse. 

The fclunding of the city aborished the old arrange- 
ments, however, folding three ancient kingdoms into a 
single pclitiral entity. The elves responded by reorganizing 
thernseh.es from a monarchy to an oligarchy, with the four 
most pmminent noble clans sharing responsibility for 
governing their district. Their influence remains strong 
enough so that the common folk by and large accept this 
arrangement without complaint; in fact, it gives them a 
comforting sense of continuity with their past. 

The Elesse are still the most venerable of the noble 
families - a fact of which they never cease reminding 
anyone who seems to wed reminding. All of the rulers of 
the origjnai elven krngdorn that fought with the dwarves 
and humans in the great b a d e  over the Spire came from 
the H o u v  of Elesse. The reorganization of the elven ml- 
ing class a t  the founding of the city took them down more 

7 than a nriTch, but that has never stopped the generations 
of Elesse that have come and gone since then from seeing 
themseh.es as the only "naturap aristocrats among the 
cityk elves, the other families being little more than glori- 
fied commoners. Thev kept most of the old elven king- 

f 

dom's treasury for themselves, and thev have been rivlng 
off of that wealth ever since - investing just enough of it 
judiciously, to make sure it doesn't dwindle. Deep in their 
heart of hearts, most Elesse still see themselves as the real 
mlers of the eEves.They pout when the post of Chief Elder 
rotates away from their clan. Some even dream of a day 
when the monarchy will return, with an Elesse once again 
sitting on the ancient throne of the elves. 

But the Elesse would get (and in fact, have gotten) an 
argument horn the Corine about which bloodline is the 
more venerable. Though the Elesse always held political 
leadership of the elven kingdom, they relied more heavily 
than they would care to admit on the Carine to provide 
military support. Since the early days of the kingdom, a 
Corine was always at the king's right band as his Ieading 
general and de facto leader of the amy: Corines fought 
- and died - in disproportionate numbers in the battle 
over the Spire, so they t a n  rightly claim (as they are wont 
to do, when it comes to arguments over family preroga- 
tives) that the meaty that created the city was written in 
their blood. Since then, they have cIanned overall com- 
mand of the Legion as theirs by right and tradition, and 
they usually get it. 

The House of Nerke formed yet another pillar of state 
in the ancient elven kingdom, that of' the elves' official 
religion. Nerises dominated rhe clergy of the old Temple 
of the Sky, and they have long claimed that by right and 
tradition that the posirion of High k e s t  should always 
belong to one of them. When the initial plan for rhe E h n  
D i s ~ c t  was Iaid out, the Nerise insisted that the district's 
main temple be placed in the qmdrar: t containing their 
great boIe, Nerises still dominate the clergy of the new 
Temple of the Sky (location JIO). Interestingly enough, 
their grip on the elven religion has mpde them the most 
cosmopolitan of the ehen noble house5. Many prominent 
Nerises live in the Spire District at the'kmple, at least for 
a while, as part of their religious dury. This brings them 
into frequent and regular contact with non-elves in a wav 
not afforded to the other houses. It is no coincidence that 
the Elven District tends to get its most Effective represen- 
tation in the City CounciI when one of their own serves 
as Chief Elder of the Elves. 

The Aer are the youngest of the ehen noble houses, and 
even they have zo admit that the Eksse taunt that they are 
gtodied commoners has smne merit. Mastery of com- 
merce has always been the key co their success; even now, 
rhey are the only noble house that really understands 
how to make a lot of money in a hurry But it atso meant 
that, unIlke lungs, soldiers and priesrs, they couId not 
increase their prestige untiI the elven kngdom developed 
a sophisticated economy that included extensive foreign 
trade and strong consumer demand for lm-ury goods. 
Until then, the Aers had simply been lrumbIe shopkeep- 
ers. Rut they were b f i a n t  OppOrtLIniSES, and within a 
few generations, they had al l  but cornered the market in 
precious metals, rare hardwoods, silk and other expensive 
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power and wealth at court, as the Elesse kings found 
themselves more and more dependent on the Aer's share 
of taxes t o  keep the kingdom solvent. Politely, but p d g -  
ingly, the monarchy granted the family noble status, 
creating the House of Aer. The Aer have never lost their 
gift for commerce, and the elves' integration into t h ~  city 
has only helped them down through the ages, creating a 
never-ending stteam of moneymaking opportunities for 
them to exploir. They have only gotten wealthier with 

p'y-'YubC Y I  'YUC, U l l Y  II 11- I V l # ~ C '  

the Elesse (and to a Iesser extent, the o 
at them. They understand that, in the 
is the city, money p n r s  them more pwwer ~ n a n  I;WCU 

pretensions of royalty. 
As w t h  the city's other nobles, the four great families 

of the elves do not lack for commoners who desire their 
favor. Actually getting a meeting with a family Elder is a 
very low-odds preposition, however, as they are dd!&ulr 
to approach directly. Realisticauy, the only way to get a 

.*. 



- a f l  

folk is 
in this 
will re 
help, a 
with S( 

On 
exertei 
always 
Ladv o 

WORLD'S LARGEST CITY 
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dvj is to befriend someone who 
to the inner circle of the house 

miner, an ally, or a distant relative. Meeting such 
not as difficult as it may seem; the location entries 
chapter describe some of them. &ut many of them 
quire that you do them a service in return for their 
nd their aid may get you no more than a meenng 
imeone a linle closer to your goal than they are. 
the other hand, the noble houses have always 
1 rheir power through patronage. The &rise have 
uced the clergy of the official elven state relipon, 

,f the Heavens, to give jobs to commoners, and the 
Conne have done the same with the Legion. The Elesse, 

which t c  

gratimde of those who were rewarded, and the enduring 
loyalty of their descendants. In this way, families have 
remained allied to one noble house or another (sometimes 
more than one) for many generations. More recently, the 
Aer have used investment in commercial enterprises to 
gain allies and exert their d u e n c e  in much the same 
way. 

The noble houses also exert influence thrortgh the dkrri- 
bution ofgoods and coin, which they hoard in storage areas 
sealed by magic in underwater caves or the boles of man- 
grove trees (see locations PIS and Pw). These exotic faciii- 
ties also contain emergency supplies, such as preserved 
food, arms and curative magic items. In a time of crisis, the 
nobles believe that thev can use thew mnriltPS hribes to 



i w  impomant aecisions regaming governance or me 
Elven District are made by the Council of Elders, which 
consists of the leading member, or Elder, of each of the 
four noble famdies. The position of Elder within each 
family is passed along by lineal descent, from the Elder 
to his or her first-born child on the death or retirement of 
the former. The EIders meet regularly in the Hall of the 
Elements :see location P3) to debate and vote. One Elder 
holds the tide of Chief Elder, and he has the privilege of 
presiding DVef the debates and casting two votes, so that 
the Council will never be deadlocked on any question 
before them (all matters are decided by a simple majority). 
The role of’ Chief Elder rotares among the noble houses, so 
that each will have it for twenty years at  a time. I fa  Chief 
Elder dies in office or is otherwise unable to continue in 
that role, his successor as Elder of that  clan d serve out 
the remainder of the term.The ChiefElder  also represents 
the Ehen District on the City Councd. Ileea Nerise, Elder 
of the Hoxe  of Nerise (see location P22), is the current 
Chief Elder. 

The elves havenL much in the wav of a civil service 
to carry oat the Elders’ decisions, however. There is the 
Chamberlain of the H d  of Elements and his SKaff, and 
that’s really about it. Instead, once a course of action has 
been set, the Elders decide amongst themselves which of 
them will assume responsibility for a certain project and 
devolve responsibility onto their retainers and aIlies. The 
process is not terribly different from the City  Council’s 
habit of clDmmissioning nobles ro assume responsibility 
for civic projects. 

THE FLVFY LFqION 
The City Guard could and would assume responsibility fer 
maintaining order in the Elven District and safeguarding 
its borders, but the elves have always insisted otherwise. 
Lrke the dwarves, they maintain their own native police/ 
mhtary h c e ,  the Elven Legion. It considers itself a 
descendact in spirit of the ancient army of the elven lungs, 
and they rake pride in doing for themselves whar the rest 
of the ci-ry could more easily do for them.The Legion posts 
sentry teams all along the northern and western borders 
of the district (see locations PI and P4), and they walk 
sporadic patrols along its waIkways, ready to respond in 
case of trouble. 

For all its pride, however, the Elven Legion cannot 
compare with the Ciry Guard either in terms of numbers 
or sophisricatbn (for one thing, they have no cavalry or 
siege engines). Their Aim to a distinctive identity as the 
sword arm and shield of the efves falters in view of the fact 
that many elves serve in the Guard, and the Legion is glad 
to have officers and soldiers who come to them with prior 
experiencs in the Guard. They know that they d have to 
join forces with the resf of the city if it comes to a genuine 
crisis. To that end, they grudgingly assign a senior officer 
to act as liaison with the City Guard. 
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an urge to peek behind the veil that they 
themselves - obviously something truly 
enchanting must lie there! This urge h; 
through the ages, and as a result, tourism is 
of the Ehen District’s economy. A variety 
nesses, many of them financed by the Hoi 
vide sightseeing tours of the district, very I 

a leisurely gondola cruise down the wate 
them cluster around the West and North Piers (locations 
P5 and P6, respectively), while others try to catch visitors 
coming overland from neighboring districts. The moa  
successful of these is Vaelle Tours and Entertainment, 
located by the West Pier (see Iocation Pg). 

T Q W ~ S ~  now k n g s  a fair amount of money into the 
district, bur not everyone is pleased about it. Some elves 
(rhough by no means a majotiv) object to the  tourist 
trade on the grounds that it insults the race, mocking the 
elves by turning them into mere objects of display - a 
quaint, irrelevanr folk that must make its living by enact- 
ing its odd r i d s  for the amusement ofgawking, uncouth 
humans,.. and such. Others express more subtle concerns 
that tourism will make the elves even more conservative 
than they already are; they worry about the economic pres- 
sure to resist useful change in the name of preserving ways 
of life that other races wdl pay to see. Though no serious 
incidents have happened yet, it is not inconceivable that 
some extreme-minded elves would become angry enough 
about this perceived outrage to lash out at the tourists and 
the “traitorous”e1ves who cater to them by exploiting their 
own. 

TONS 
PI. NORTH 5ARRISON 
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Sentry posts hidden in the trees line the northern 
edge of  the district. 

The North Garrison is not a phce as snch. Instead, it is a 
string of guard posts meant to secure the northern border 
of the ehen  homeland. Two-soldier Teams man the posts, 
which are concealed among the branches of trees, but 
placed so that they command a clear field of view to their 
front. They are spaced 100 yards apart, except that each 
street leadinE from the A+rtisans District to the north has 
two posts on either side. 
allows easy access to and 

Each 
from 

post has a rope ladder that 
the ground. 
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,egiicin troopers who guard the border are chosen for 
skill a t  the longbow - not a tall order, since these are 
, dres all, but even so, all sentries are regularly tested 
ie strength and accuracy of their shot. In addition, 
roorer in each pair (or one of the four a t  each pair of 
ide posts) has a t  least one level of sorcerer. Each car- 
lonsbow and a short sword as his primary weapon, 
le sentries wear no armor. They have standing orders 
o fi$t intruders unless they have dear and over- 
minj; tactical superiority; their job is to keep watch 
aise che alarm if there is a crisis. 
th the command structure of the Legion as flat as it 
1 o m  reallv leads the North Garrison sentries. Each 
v is simply expected to understand his duty and act 
dingly, using his own initiative when necessary. 
bwever, the North Garrison does keep a small suite of 
nistrative offices in the North Pier. Here, Commander 
a h e r  keeps track of the duty assignments and takes 
If al' of the Garrison's logistical matters. A11 sentries 
t to her before going out to their posts, to hear the 
ntws and receive any special instructions that might 
c e s s q T h e y  must also report to her for debriefing as 
go o+$ duty 
d e  cIornmander h e r  holds high rank in the Legion, 
5 als3 the youngest and most junior officer at that 
As such, she feels the weight of her duties more than 
of her colleagues woutd in that position, and she 
es endlessly about how ~ I i p - u p ~  wirhin the Garrison 
1 reflect en her professional standing. She has there- 
acquired a reputation as something of hard driver 
n her command, forcing her soldiers to take extra 
r). practice every month and practice tactical d r d s  
ore often than their colleagues in the West Garrison. 
esul: of her insecurity, however, is thar her rroopers 
sure bet not to panic in the execution of their duties. 
:alIv, she is also inclined to help them concea1 any 
kes gt indiscretioils that they might commit, aftaid 
hey would only Teff ect poorly on her leadership. 

lomrnander Virina Laerr Elf Ftr9. 

;entry (20): El f  F tR.  

lrcane Spellcaster Sentry (20): El f  FtrlJSorl= 

All sentries carry a longbow and a short sword, 
but wear no armor. Commander Laer tarries a +Z 
flaming imgsword and wears -tZ light fortification 
chainma rl. 

Anyone who attempts to cross into the Elven District will 
receive a sharp challenge from unseen (successful DC 
20 Spot check to defeat rheir concealment) source up in 
the nearby trees. One sentry will then show himself and 
demand some sort of proof (generally a ~ ~ S S ~ O K  that can 
be obtained a t  the Temple of the Sky in the Spire District, 
Iocation J17) t ha t  they have official permission to enter 
the district. I f  necessary, one sentry will unfurl the rope 
ladder and climb down for a closer Iool:, with his partner 
covering him with his longbow. h y o n e  wirh pack ani- 
mals, wagons or  even saddlebags will ako be inspected for 
contraband items. 

Anyone lacking the proper permis5iuns will be told 
politely, but firmly to turn back; the same with anyone 
caught smuggling. If hostilities break o x ,  one s e n 9  will 
cast dancing ligh:hts straight up in the air to the maximum 
range of the spell, and direct the lights according to a code 
denoting the number of hostiIes and the severirj of the 
situation. Lookouts at the Hall of the IIernents will pick 
up the signal and set in motion the process of dispatching 
a Legion fonx  to respond (see locarions P3 and P2, respec- 
tively). The sentries then have standing orders to engage 
the attackers and hold them off as long as possible, but aIso 
to fall back rather than be killed or oveTrun. 
AU the same, the odd contradiction inherent in their 

role is not iosr on the Legion sentries -- they are charged 
with prorecting their "homeland from invasion from 
other quarters of a city whose political authoritv over them 
they recognize as more or less legitimate.They understand 
the absurdity ofexpecting that a hostile foreign powerwill 
come swarming at them from out of the shops and tourist 
attractions of the Artisans District, and that if they kill an 
intruder, thev may well have EO answer to angry voices 
calling from other parts of the city. Therefore, thev prefer 
to subdue intruders rather than kill them. They wdl try to 
stabilize dying foes, though not a t  the expense ofdefend- 
ing themselves. Anyone who is arrested will be marched 
back to the garrison headquarters for interrogation. 

HOOKS 
* One of Commander Laer's sentry teams did not report 

back at the end of their shift last night, causing her 
great alarm. so much of the responsibility for the North 
Garrison is concentrated in her person that so far, she 
has been able to keep this information to herself. But it 
will come out soon, and their disappearance will cause 
her reputanon much damage. She hirtss outsiders - the 
PCs - to investigate, and she needs answers soon. 

* Commander h e r  suspects one of her sentry teams 
of allowing unauthorized visitors (traders from the 
Artisans District) through in exchange for bribes. Not 
wishing to humiliate the soIdiers in the eyes of their 
Legion superiors, she hires the PCs to spy on them. 



pa. FLVFN LFCjION BARRACKS 

This clus-er of large willow trees \Inked by aeriat 
walkways holds among and between their branches 
small strlictures that house soldiers of the Ehen  
Legion. T lese miniature barracks cover the trees so 
that they 4most I Q U ~  like growths o f  fungi, but the 
elves dec ded that,  from an englneerinp standpoint, 
it was t b e  soundest way to  house a population 
of  such cfze in a relatively small  area. They have 
also found that  these decentralized units allow for 
quicker cispatch of  troops, since there are  more 
routes out of the Barracks complex. 

In the middle of this complex, built. on a large 
platform suspended between the trees, i s  a larger 
structure with a trumpet resting on a stand. 

This imprwive complex of buildings, which looms over 
the North Pier, houses the soidiers of the Legion cur- 
rently on x t i v e  duty. The large structure in the middle 
i s  the Command Headquarters, where the senior officers 
oveTsee the Legion's affairs. The trumpet outside the front 
entrance i s  the Legion's cal1 fa arms;  it is sounded when- 
ever the soldiers need to muster. 
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orous Me, where one's most strenuous job is llkely 
rming an important message, or commanding a 
Ayguard detail. More senior officers hold the rank 
Imder, and they are usually charged with adminis- 
35ponsibility for a particular aspect ofrunning thc 
i c  a geographical area (such as the North and West 
,<).The overall leader of the Legion holds the rank 
nsul.The Proconsul is always promoted out of the 

pool of commanders based on merit and the respect of his 
peers, bur traditionally (though not always), a member of 
the Carir,e family has held the post. 

The current Proconsul is Tams Corine, uncle of the 

tion P7). Proconsul Corine m5e to his position atop the 
E h e n  Legion through a combination of professional 
competence and familial pre5tige. There were no blots 
on his record, none of his peers disliked him any more 
intensely than one would expect, an; he was a Corine 
closely related to the clan Elder. That was enough. Like 
his ancestors, a stern bearing comes naturally to him, 
aided by the steely gray eyes that Seem part of a Corine's 
inheritance. The privileges of rank have made him a little 
soft, however, and he has committed ;kt least one dip of 
judgment that could cause him considt:rable difficulty. 

In m a n e s  related $0 leading rhe Legion, Commander 
Liala Ves serves as hocoiisu~ Corine7s right hand - as 
should a good chief of staff. Bur rumors persist within 
the staff (thankfilly they have not yet spread to the 
ranks) that the two are rumantically involved with each 

Polus Cw-ine, the Elder of the House of Corine (see loca- - 1.- 
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other as weK'rhe rumors are, in 
fact, true, and if they were ever 
confirmed as such, the scandal 
could ruin both of them. No 
regulation of rhe Legion forbids 
their persona: relationship, but 
the fact that both are married 
to others would make a pub- 
lic scandal quite messy and call 
their cliamct~rs into question. 
Almost ceflainly the Council of 
Elders would force him to step 
down, if not resign his commis- 
sion all together. 

Commander Noria Elesse 
serves the Legion as its liaison 
with the City Guard. Her posi- 
tion has alwiys been one of 
inflated irnpcrtance, as is the 
elves' pose of sovereignty within 
the larger corstmct of the city, 
but it i s  not as superfluous as 
it seems. ~n case of a military 
emergency, the Wall Guard will 
assume overaU responsibility for 
defense of the Elven District, 
but because they can't enter the 
district a t  will in peacetime, 
they don't know the ground as 
well as the elves do. Nor are 
they intimately familiar with 
the Legion's operating proce- 
dures and tactics. i n  a crisis, 
it will be Commander Elesse's 
duty to make sure that the Wall 
Guard and the Ehen Legion can 
fight side by side without hurt- 
ing each other 
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But her job makes her something of  an oddbail within 
the Legion, as it regularly takes her outside of the dis- 
trict, for rneenngs a t  the Gate House (location F3) with 

Troopers (300): Elf Ftrl-6. 

Sorcerers (SO): Elf Sorl-8. 

the Wall ~ u a m  start. Her naugnty aemeanor (sne is a 
daughter of the House of Elesse, after A) also wins her 
few friends within the Legion - or outside of it, either, 
the Legioq general s t a f f  whisper that Commander of the 
Walls General Kothrad Granite dislikes her intensely 
More iwnortantly, she and Proconsul C o r k  certainly 
dislike each other, in part because of family rivalry, and i n  
part because their personalities clash. There is a corner in 
Commaniler EIesds proud sou1 where she believes that 
she should be Proconsul, tradition be damned - is it also 
not tradition that the Elesse should lead the elves? 

Staff Lieurenant Deves Ler is a young officer who 
always serms to receive the task of leading the Proconsul’s 
bodyguard. Historically, no one officer or section has got- 
ten this duty on a consistent basis; che assignments were 
always handed out as needed to whomever happened to 
be available at the time. But Proconsul Corine has taken a 
shine IO staff Lieutenant Ler and there are those QIY staff 
(including Ler himself) who think that the PTQCOMI~ 
considers him a protege. Let, in turn, usually chooses 
19 Section as the bodyguard detail, but for no reason 
other than superstition; he considers nineteen his lucky 
number. In  fact, the Proconsul i s  cultivating the absolute 
loyalry of a junior stdf officer in case he will ever need 
the help of someone inside the Legion in covering up his 
rehionship with Commander Ves. 
In addition to the mopers and the headquarters s t d ,  

the Legion commands 50 arcane spellcasters to perform 
combat support roles, rather like the City Guards Cadre 
Wizards unit (see location F8). UnLke the Cadre Wizards, 
they are not misfits, but they do rend to be sorcerers who 
were not aMe to find productive outlets for their talent 
in civhan life. Some are adventuress tired of the risks 
and mcertain rewards of that life. The rest of the Legion 
respects the sorcerers well enough for their talent - and 
they know that their lives may someday depend on those 
speIlcasting talents. &ut the sorcerers are considered to be 
equals of Roopers in the command smcmre, and they ate 
never promoted any higher. In that sense, they are part of 
the Legion, but not really p m  of the Legion, and mQSt of 
them drift back into civhan life after a while. 

Proconsul farus Corine: E l f  Ftrl4/AriZ. 

Commander Liala Ves: El f  Ftrl2. 

Commander Noria Elesse: Elf Ftr81Ari3. 

Other Commanders (5 ) :  E l f  Ftr9-13. 

StaFLieutenant Deves Ler: E l f  Ftr8. 

Other Staff Lieutenants (30): El f  Ftr6-9. 

AS UM, you may vary tne mernDers o 
by creating some of them as multicIa? 
at least half of their total levels are tak 
sorcerer, in the case of the sorcerers. 
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depending on level and the DM’s discretion. All 
staff lieutenants carry a + 1 tongsword and wear ehen 
chain armor. They atso carry a minor wondrous 
item of the DM’s choice. Unless specified other- 
wise, commanders wear +3 chainmail, but they 
are allowed considerable leeway in their choice of 
primary weapon. As DM, you may equtp a Legion 
commander with any one-handed melee or ranged 
martial weapon with bonuses and special abilities 
totaling +3. They also carry a medium wondrous 
item of the DM’s choice. 

Commander Noria Elesse carries a +2 flaming 
scimitar. She also carries a horn of blasting. She 
claims that both are heirlooms o f  the House of 
Eiesse. Commander Liala Ves carries a +2 orc bane 
longbow and wears bracers of a m o r  +3. Proonsul 
Corine wears a +2 rnvulnerability breastplate and 
a +2 blrnding shie/d, the later being the traditional 
totem of his rank. His primary weapon is  a +3 keen 
longsword. H e  also wears a ring ofprotection +3. 

A C T I V l I T  
Legion troopers spend most of their off-duty hours artend- 
ing to their weapons and gear, practicing their skds in 
small groups, or just Iounging around. They are always on 
call, however, in case the tnrmpct outside the Command 
Headquarrers sounds the alarm. The sequence and dura- 
tion of notes in the call wJ1 tell which sections need to 
muster. By the time the troopers are ready, a response to 
the emergency at hand will have been planned out and 
a Geld leader chosen, A small force can be entrusted to a 
staff lieutenant, but anything consisting of more than two 
sections will be led by a commander. Individual sorcer- 
ers may be attached to the force, at the discretion of the 
headquarters s t d E  

I 

Two-soldier senrry learns guard all entry points into the -L - 
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:t the proper class prerequisites and are 
fit for service (that last part is entirely the 

DM's dkcretion). PCs jointng at the rank of trooper 
may be of any revel as long a 5  at least half o f  their 
levels an: as fighter. PC5 of  any level may also join 
as sorce'*ers (in fact, this probably the easiest way 
for an elf who is not native to the city to join the 
Legion), as long a5 a t  least halfoftheir levels are as 
an arcane spellcasting class. 

It is much more difficult to entist as an officer, and 
such applications wilt be received with skepticism. 
First of a I, all officers must have the feat Leadership. 
Prior military sewice is also required, even if it is  
nothing more prestigious than campaigning with 
a merceiary band - although that requirement 
might pcssibly be waived if the applicant can prove 
some 50-t o f  connection with one of the four noble 
houses, tispecially the House o f  Corine. A PC appfy- 
ing fo- a staff lieutenant's commission must be 7th 
Ievet or higher, with at least half o f  those levels as 
fighter. Tying to join the Legion as a commander 
would be exceedingly difficult, almost impossible to 
imagine, even for an outsider with potitisat connec- 
tions ofthe highest order. The PC would have to be 
11 th leve or higher, with a t  least half of those levets 
as fghte.. joining up as the new Proconsul would 
strike the command staff as a gross and deliberate 
insult; ifTarus Corine were to be supplanted in this 
way, he woutd challenge the upstart t o  single corn- 
bat to thfb death. 

However, an elf with a record of service in the 
City Guard would have a smoother path on balance 
than one who had none. The Legion holds a grudg- 
ing respcct for the Wall Guard, knowing that their 
capabditrzs are  more comprehensive than their 
own, the r deeds just as glorious as anything the 
army of !he ancient etven kingdom ever achieved. 
An el f  jo nrng a s  a trooper from the Guard would 
receive a lot ofteasing about his service a t  first, but 
past that an unspoken assumption that he knows 
his business. Enlisting from the Guard as a Legion 
officer wriuld generate less resistance, even a t  the 
rank o f  corn M a nd er. 

HOOKS 
Proconsul Corine wishes to hire the PCs to tail 
Commander Elesse on her trips to the Gate House 
in the Guards District, as he suspects her of pbtting 
to undermine his authority and has no other way of 
accounting for her time ourside the disrrict. He needs 
agents who do not belong to rhe Legion (as  he wishes 
to keep his suspicions as close as he can), and who can 
blend into the city more easily than his troopers. Since 

I 
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her as an imminent threat), but he wtiuld welcome any 
d o m a t i o n  that may be used against her in due rime. 
Staff Lieutenanr Ler has been assigned to investigate the 
disappearance of a trooper who has served in Proconsul 
Corine's bodyguard detail. It's a difficult job because 
i t  encroaches on his other duties, but also because he 
knew the trooper personally. To make matten yet more 
dkficult, some early lends suggest that his trail leads 
out of the district into the city at largt:, or even to lands 
outside the city. He hires the PCs ;to follow up on those 
leads. 

* Commander Elesse has it in mind to  create her own 
private inteIIigence service. In  particular, she is inter- 
ested in any information that might reflect badly on 
Proconsul Corine, but she considers any tidbit poten- 
tially useful. She is interested in hii-ing the  PCx and 
keeping them on salary, as long as ihey settle in the 
Elven Districr and keep their eyes and ears open for her 
- rather in the manner of the Mirrcr Guard. She will 
give them cover stories to explain their emended pres- 
ence in the district; if they are Ron-elves, she will have 
them pose as traders who supply fletchers and bowyers 
with highquality ash wood from outside the city. She 
i s  on hendly terms with the renowned fletcher D i m  
Vallei (see location PII), having once handled procure- 
ment for the Legion, and he will help lier with any such 
ruse. 

p3. HALL O E  THF FLEMFNTS 

This enormous wooden platform, a circle of thick, 
stout oak 100' in diameter, is s e  among the 
branches of  a colosral mangrove tree in the exact 
geographical center of the Elven Disrrict. Graceful 
carvings in the floor of  the platform indicate the 
four compass points. The coats o f  arms of the four 
elven noble houses are also engraved into the plat- 
form and inlaid with platinum. 

The four main avenues o f  the district's aerial 
walkway system converge here, and a large trafFic 
circle set away from the Hall i tse l f  ioutes pedes- 
trians on their way to somewhere else around 
and about. It is  atso possible to reach the Hall 
from ground - or rather, water - Ilivel. The tree 
rises from an island of solid ground, and there are 
mooring.; planted al l  around it. A system of hoists 
- closed compartments raised and lowered using 
pulleys -transports visitors up to arld down from 
the platform. There are four hoists located a t  inter- 
vals around the  perimeter. For those who are more 
rugged or disinclined to  wait for the hoists, a nar- 
row staircase (attached to the trunk, n2t carved into 
the bark) winds around the great margrove. 
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ELVEN DISTRIC 

ine importance or me MIII ot me tiements to the citys 
elves should not be underestimated, either on the practi- 
cal or symbolic level. It serves as their military nerve 
center, but also as their seat of government and their 
main public meeting place. They enact important reli- 
gious rituaIs here. Culmral events, such as concerts, plays 
and bardic recitations, are staged here. In addition, the 
sym'oolic value of its location and decorations is taken for 
granted by every elf (the compass points stress its value as 
the center of their homeland, and the c o m  of arms drive 
home the Drimacy of the noble clans). It is called the Hall 
of the Elements not because it has any connection to the 

EIernental Planes, but because the elves fancy it 
as a alace where thev can commune with 

an emergency requires sounding a ger 
sounded from here. 

Soldiers and civilian staff aliI 
Chamberlain of the Hall, whom the Council 
holds responsible for keeping the place ready f 
moment's notice, if necessary The current Ch 
is Vernes Ilier, a former prefect of the Temple c 
Points whom Chief EIdes Ileea Nerise recently 
to the post. chamberlain Ilier is an elfof genuin 

'I to the 
of  Elders 

or use a t  a 
iamberlain 
)C the Four 
appointed 
c integriry 
hat his job 
g between 
- arrange 

and he understands to the core of his marrow t 
requires him ro stay above the partisan bickerin 
the four famlles. He would never - let us say 
the chairs for the Council of Elders so that the sun would 
shine in everyone's eyes except for the Elder of the &rise. 
But a t  the same time, he is keenly aware that he owes both 
of his careers to the House of Nerise. 

It is all the more important that the Chamberlain 
remain impartial becau5e he is also enmsted with care of 

the storage areas (locations Pis and P19) that 

three of the four elements: the air above 
them, and water and earth immediately 

below. If the elves were, by some 
calamiry, denied the use of the 

Hall of the Elements, their com- 
munity would become a body 
without a head. are earmarked as communal, belonging 

to the Council of Elders as a whole, 
rather than an indimdual nobIe 
house. These caches conrain the 
tax revenues collected on behalf 
of the Council of Elders, as well 

R FS I DF WI'S 

f i e  Hau of the 
Elements has a 

st&, whose duties 
are to operate the 
hoists and attend to 
routine maintenance 
during times when 
no visitors are eqected. 
There are 64 workers in 
all, 32 each for the day 
and night shifts. Normally, 
four workers attend to 
each hoist. An elite &en 
Legion unit stands guard 
at all times, IWO sentries by 
each hoist, eighr sentries 
total for the day and night 
shifrs each. 

There are also two lookout 
posts set amongst the mangrove 
branches, away f t ~ m  the platform 
in spots that allow clear lines o f  4 
sight to the north and south, respec- 
tively. Each post i s  manned a t  all hours ~ - 
by two-trooper Legion teams, and 
their job is to observe and main- 
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Workers (32): Elf Com2. 

Elven Legion Guards (12): Elf Ftr4. 

I 

There 1 1 ,  no treasure to speak of here, except for ' 
a cache of twelve water breathing potions that the , 
Charnbtdain keeps in his of ice ,  in case he needs 
to cbecc on the underwater storage areas a t  loca- 
tion P15. 

ACT I VI T1- 
The Council of Elders meets a t  the Hall of the Elements 
once every two weeks to discuss matters o f  importance to 

the district. The four Elders sit together at the 
center of the platform, but each remains in the 
quadrant that  bears the device of his house. 

N o  one is allowed to arrive or leave the 
Hall during these meetings, and the staff 
must sit on the ff o m  around the circum- 
ference of the platform, facing outward. 
They may not speak or move unless the 
Chamberlain summons them. 

. 
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wish to discuss imponant issues in public. The pIatfom 
isn't nearly large enough to accommod:ite the entire pop-  
Iation of the district, of course, and elves are admitted on 
a first-come, first-served basis. When the platform is hlI, 
the hoists are not lowered until the end of the meeting. 
f i e  Legion p a r d  is also doubIed for such events. 

Important religious rintak are also neld at the -11 of 
the Elements. Once a month, the priests from the Temple 
of Four Points (led at the present time by rleea Nerise, who 
is also the Priestess of the Temple) l e d  rituals thanking 
their goddess for her continuing protection. They also lead 
special rites observed on the Elven Holv Day. The platform 
i s  also packed with mcmbers of the &en public on such 
occasions, but the religous rituals are performed with 
such a scrong sense of  theater that thfy may be watched 
from tree5 near the banks of the waterway without much 
detriment. 

The Elders also receive important visitors to the district 
a t  the Hall of Elements. They treat a l l  such dignitaries 
as embassies ftom a foreign land, even if they just come 
from elsewhere in the city. It is an affxtation that some 
non-elves find amusing, while others ate annoyed by it. Be 
that as i t  may, the elves have made a h:ikit of standing on 
their own dignity in order to remind the other races ofthe 
sovereignry that the city charter grants them, a5 they have 
never quite been able to forget tha1 they had a powerful 
kingdom in their own right before they agreed to share - - 
this place with the humans and dwarves. 

As for its military command and C Q I X T ~  functions, the 
Iookours are always on the alert for dancing lights spells 

cast from the North and West Camsons (locations PI  
and P4). These indicate a crisis Q*- some sort on the 

borders of the district - prewmably someone 
(or something) trying to forte its way past the 
sentries. The sentries are trained to cast the 
spell straight up in the air for maximum visibil- 
ity, and to direct the lights according t o  a code 

indicating the size and nature of the emergency. 
The lookouts then pass this information to the 
Chamberlain of the  all, who then sends a run- 
ner to den the Elven Legior command staff at  
their barracks (Iocation P2). 

HOOKS 
On the traffic roundahut that circles the 

Hall of Elements, the PCs pass Chamberlam 
Ilier flanked by two o€ his staff, apparently on 
his way to inspect some of the storage areas. 

Suddeniy, they see another pmserbv reach under 
his clothes. A dagger emerges. What do the PCs do, 

p4. W E S T  CjARRTSON 
Sentry posts hidden in the trees line the western edge of 
rhr district. 



Like the North Lamson (loation PI), the West Lamson 
is not a p h e ,  but a string of guard posts meant to secure 
the border of the EXven District. Two-soldier teams man 
the ~ O S K S ,  which are concealed among the bnnches of 
trees, but pIaced so that they command a clear field of 
view to their front.They are spaced 100 yards apart, except 
that each streef or path leading from the Naval District 
has two pnsts an  either side. 

RFSlnFNTS 
The West Garrison sentry posts are organized, staffed 
and equipned in the same manner as the North Garrison, 
with the only difference being that the West Garrison 
is charged with watching the border with the Naval 
District. 

Commander Enver Corine commands the garrison 
from a small treetop office near the West Pier. A rafher 
distant relation of the main branch of the Corine cIan, 
he nonetheless feels an obligation to live up PO the fam- 
ily name. with its gforious tradition of military service. 
In fact, if anything, he feels even more pressure than he 
would if he were more closely reIated to the clan elders, 
since he craves the distinction thar comes more easily to 
them by their advantage of birth. Deep down, he  dreams 
of a moment Where he d have the chance to prove his 
mettle - but he i s  also profoundly unsure of how he 
would handle it. 

One certain consequence of Commander Corine's a h -  
ety, however, is that he tends to be overeager in inter- 
rogating any prisoners that are brought to him, even if 
their offense is small. If he can claim to have captured and 
unmasked a great crimina! plot, he could surely leverage 
that feat as his claim KO fame, as well as respect within the 
House of Corine and the Legion. 

Commander Ewer  Corine: Elf Ftrl 0. 

Sentry (30): El f  FtrZ. 

Sentry I30): El f  Ftrl /Sori. 

All sentries carry a longbow and a shorts word, but 
wear no armor. Commander Corine carries a +3 
longsworrl and wears chainmai! +3. 

ACTJVl7-f 
Sentry duty here is essentially the same as in the North 
Garrison 

HOOKS 
d, crirn-nal on the run, who bears an unfortunately 
close resemblance to one of the PCs, has slipped past 
the s e n ~ e s .  A squadron of twenty troopers has been 
dispatched from the Legion Barracks (location P2) to 

Iook for him. Of course, they fmd the PC instead. 

point tries to slip some contraband goods into thl 
or onto one of their persons. Have that PC mak 
15 Spot check to determine whether or not he I 

Aconfrontation wdl  ensue either way, as the sent 
looking specifically for that type of contraband a 
find it on the PC ifthe smuggler succeeds. 

p5. WFST PIER 
Two long rows of wooden poIes driven firmly ii 
eat& a t  the water's edge mark this Iong stretch 
ground. Here, a t  the end of a large inlet, is one oft 
main docking areas for the gondolas that ply rhe 

- ... .,. .. .. 

it0 the 
of dry 
he two 
water- 

r i  ways and marshes of the Elven District. At any time or aay 
or night, many ofthese anchorages will be occupied by the 
distinctjve longboats of the elves. Some of the poles are 
more widely spaced to accommodate cargo barges. 

The rows of anchorages are separated by a long jetty, 
from which TWO wide staircases, one leading to the south- 
east (pointed directIy at the traffic circle around the Hall 
of the Elements; location P3) and the other to the north- 
west, allow debarking passengers to enter the district's 
aerial walkway system. 

p6. NORTH PIER 
The North Pier is practically identical in arrangement and 
function to the West Pier (location P4); it is a n  embxka- 
tion and debarhiion point for gondola passengers and 
cargo barges. There are only two real differences with 
the West Pier. Here, the jetty is not as solid, as it is made 
of rocks and stones piled into the shallow water, and the 
staircases feeding into the aerial walkway system lead Off 

p7. THE 9RFAT BOLF OE T H E  
CORINF 

The structures that make up thfs treetop estate are 
painted bright white and trimmed with silver leaf. 
The household s ta f f  keep it very neat and sparkling 
clean, giving the residence a stern, commanding 
presence. A wooden disc 10 feet in diameter hangs 
from the  balcony; tt bears the Corine coat of arms 
- a fongsword and longbow crossed, superim- 
posed against the silhouette of  a mangrove tree. 

The interior is  decorated with portraits and relics 
of Corines past, almost all of them testaments to 
their history of martial glory. The central hall ofthe 
residence is a military museum, full of arms and 
armor borne by famous Corines, battie standards 
(both friendly and captured from the enemy), and 
other such mementos. 
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mse of Corine, the noble family 
lves for their military exploits. 

Y‘1’S 

niible family that has traditionally Ied the Elven 
since ancient rimes, the House of Corine have 

been able to put themselves forward as the gallant 
er.; of the ehes, the sword and shield of the entire 
They have a public reputation as stern, stolid folk, 
selfless and brave. But while the Corine have done 
o merit the respect of their fellow elves, the real- 
heir family and their place in the elven nobility is 
ncre complicated than that. 
al! of the four families, the Corine understand the 
protect their own interests, lest their rivals gain a 

e advantage over them. It isn’t war, exactly, but it is 
tition with high stakes -political power, financial 
.es. and perhaps most importantly the honor of 
imdy legacy. The current clan Elder, PO~US Corhe, 
ly iware thar rhe balance of power between &he four 
s rould turn on any event, and he is determined 

that it s h r d d  never turn against his own. For the moment, 
he feels t i a t  their position is reasonably secure. With his 
uncle Tarus installed a5 Proconsul of the Legion (see Ioca- 

YUIS i a u i e ~  cieu waz UCXL uy yuuirgrr u~uiiitlib aiiu m i t l r b  

eager ta make the case that they lot  one Of their children) 
should take Vol’s place. Eventually, Ertn Corine decided 
that his niece, Polus’ mother, should succeed him as Elder. 
This decision was not universally popular within the fam- 
ily, and only their military discipline, the instinct to close 
ranks when an order is given, saved them from dissolu- 
tion. As he is the eIdesr child of the previous Elder, there 
is obvious threat to POIUS’ posinon, but he is aware that 
a t  least Some of his cousins stiil look at him and say to 
themselves, “I should be Elder, not him.” 

He is also aware that his half-elf cous in sir Slate Corine 
is obsessed with gaining far himself what the family 
decided his father Yo1 shoitld no longer have. Elder Polus 
cannot think of any realistic way in which Sir slate could 
actually accomplish this, but he does know that even a 
doomed attempt QE any sort - legal rnmeuvering, c h i -  
nal activity, perhaps a physical confrtintation - could 
leave the family weakened and distractd Sir Slate might 
even ally himselfwith a rival famiry in ccder to get his ret- 
ribution, making his case even more tl-oubiesome. Elder 
Polus is loathe to admit that a relative whom he can barely 
bring himself to acknowledge as kin c d d  came him to 
lose sleep, but i t  is nonerheless so. 



chief of srdiff. Public discovery of the relationship would 
cause a scandal, making Tams’ PQSitiQn atop the Legion 
untenable and humiliating the family as a whole. The 
other noble houses would force a vote in the Council of 
Elders on dismissing the Proconsul, compelling Elder 
Polus to consent in the firing of his cousin, or else make 
himself lnok as if he is protecting private interests a t  the 
expense o~~pub l i c  propriety. 

But for now, Elder Polus feels rhat he has the forrunes of 
the Corine more or less in hand, and his own personal situ- 
ation as ccmfortable as one could expect. He and his wife 
Dea, whom he met when they both served as staff lieuten- 
ants a t  the Legion headqum-ters, have yet to produce an heir. 
But they are d fairly young, and the rest of the family is 
&g ro give them a little time yet before they start jock- 
eying for position in case the bloodhe should fail. 

The Corine maintain a househoId staff of over twenty 
assorted servants. 

Elder Polus Corine: El f  Ftr6lAri8. 

Dea Corine: El f  FtrGIAri2. 

Extended Corine Family (12): E l f  Aril -1 0. 

%Want$ (24): Elf CQm2. 

Feel free KO substitute levels of fighter for levels of aristo- 
crat with any of the adult Corine relatives, but leave them 
at least two levels daristocrat. 

The Corine keep 3,000 gp in an unlocked chest, 
located in the master bedroom, in their great bole. 
Their most important heirlooms are actually the 
weapons that go with the office o f  Consul o f  the 
Elven LeFion. Technically, they belong to the office, 
but because the Corine have always been so closely 
associated with the army, they are practically Corine 
heirloom:. Otherwise, use the guideline5 laid out 
in the 0)erview to the Nobles District (p. 166) in 
determining the extent ofthe treasure kept by vari- 
ous members of the household. 

Elder Folus wears bracers ofarmor +4 under his 
clothing. Dea carries a dusty rose prism iown stone 
(as a dera’ault, consider that she has it concealed 
and will have to activate it to use it). The also keep 
their old -egion arms and armor in t he  master bed- 
room closet. For Polus, this consists of a + 1 speed 
longsworr’ and +Z chainmail (as heir to the House 
of forin?, he was allowed to arm himself with gear 
suitable to higher rank). Dea has the standard long- 
sword + T  and elven chain for the rank a t  which she 
left the service. 

But Elder Polus and Dea are both retire, 
and devote their lives to politics and 
P Q ~ S  is amway on or occupied with his c 
will certainty be on hand to entertain 
aouble, both of them are quite capabbl 
household. 

d €ram the military 
family matters. If 

h i e s  as Elder, Dea 
visitors. In case of 
e of defending the 

in Sir Slate, Elder 
r. 1 - . -- 

HOOKS 
* Fed up with his troublesome CQUS 

Pohs hires the PCs to kidnap Lady kxranaa Lorme. He 
has no desire to actually harm her, but he is desperate 
to end Sir Slate’s interference in the family’s business 
before he weakens the position of the House ofcorine. 
He intends to coerce Sir Slate to sign a legally binding 
document forswearing any claim to his father’s lost 
legacy. 

0 Rumors of Proconsul Tams Corine’s affair with 
Commander k l a  Ves has reached Elder PoIus. He 
suspects a plot by one of the other noble families to 
sow discord within the House of Corine, but he wants 
to make sure, and do so discreeth So he hires the PCs 
to check i t  out. d the PCS confirm the truth for him, he 
may also hire them to keep the d o m a t i o n  out of the 
hands of the other families, ifthey don‘t aIready have it. 

p8. VAFLLF TOURS AND 
FNTFRTRINMENT 

This large willow overlooks a patch of ground that 
louks very much like an extension of the West Pier. 
Stones f i l l  in the marshy ground near the water’s 
edge, making it passable to foot traffic, and three 
handsome gondolas are moored here. This is, 
however, private property - a large sign reading, 
“Welcome to Vaelle Tours and Entertainment” i s  . . . .  

which hold a tidy, well-appointed commercial office 
liberally decorated with elven a r t  and handcrafts. 

Kaia kissis and her husband Eiro mn a flourishing tour- 
ism business out of this quaint office. For anywhere from 
10-100 gp per head (depending on the extent and duration 
of the tour), they or one of their guides d take a gondola 
full of tourists around the waterways of the Elven Dishict, 
with stops to see various inland amactions. 

RERtDEtuTS 
Vaelle Tours and Entertainment is the most venerable and 
prominent of the various tourism companies in the Elven 
District. Kaia tassis inherited the business, which her 
grandfather,Ter Vaelle, founded. Ter Vaelle was a commer- 
cia1 visionary in rhat before his time, even throughout the 
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; no one had thought of exploiting 
le to the Elven Dismct in a n  o r a -  
as the first to offer his services as a 
an ongoing business proposition. 

To finance his new venture, he approached the House 
f Aer. who were taken by the idea and supplied him with 
prime location by the West Pier, gondolas, money for 

perrting expenses, and help in publicizing his service. 
n exchange, the Aer received 49% of the business’ profits, 
~hich Ter’s son (Kaia’s father) subsequently reduced to 
ne-third by buyimg back some shares. Since then, the 
5eUes have been loyal allies of the Aet. 

Kaia hss i s  inherited her family’s keen business sense 
and carries on their tradition with enthusiasm. Eiro lassis, 
a modest fellow who generally defers to his wife, lacks her 
dynamism and fire. He ance tried his hand at the Me of an 
adventuring sorcerer, but gave it up without ever getting 
much treasure out of it. He is now content to help run 
his w&’s family business, and he has made himself into a 
good enough tour guide. 

The Lassis now have three gondolas of the very best 
make - crafted by the master boatwright Tiar Elesse (see 
location 1’18) and painted gleaming white -which they 
operate according to current demand for their services. 
Their three children all take an active roIe in the family 
business. Daughter Kira inherired her mother’s feisty cha- 
risma and is shaping up into an exceIIent four guide her- 
self. Their twin sons Kuo and Steio take care of the boats, 
operate the hoists and in general keep an eye on the office 
when the rest of the family i s  away. The Lassis also employ 
three gondola steersmen OR an as-needed basis, and they 
usuailv find them lounging nearby a t  the West Pier. Kaia 
and K r a  both carry masterwork short swords when they 
are showing their clients around, just in case, although 
they conceal their weapons beneath their cloaks a5 best 
they can. Eiro, on the other hand, trusts to his somewhat 
musty knowledge of arcane magic TQ protect himself and 
his passengers. 

Kaia Lassis: Elf Expl 0, 

Eiro Lassis: El f  Exp4/Sor3. 

Kira Lassis: El f  Exp3. 

Ruo and Steio Lassis: E l f  Com2. 

Steersmen (3): Elf Exp3. 

An unlocked cashbox in the office holds 1,000 gp. 
Kira Lassis tarries a masterwork shortsword and 
wears ai? ring uf protectron +2. Eiro Lassis wears 
an amulft of natural armor +3. Kaia  Lassis carries 
a mastevwork short sword and wears an amulet of 
natural trmor +3. 

AC’l 

The Laassis offer rhree basic FOUT packages that they can vary 
according to the tastes and desires of each boatload of cli- 
ents. The most basic, which lasts only a csuple of hours and 
costs 10 gp per head, takes customers on a quick water tour 
of the district, proceeding down the east-west water z&, 
past the Hall of Elements (location P3) out to the eastern 
edge and back. The Lassis wiU spice things up, however, by 
arranging for a bard to spontaneoudv appeas in a tree by the 
water’s edge to serenade the tourists with traditional elven 
songs as they float by. 

Their moderately-priced tour, which COSTS 40 gp per head, 
lasts from morning to late afternoon anc includes landings 
to take in some “typicaf‘ dices ofeIven He and tourist spots. 
It includes visits to the craft Market (location P9) and the 
Ehen Fok Arts  Theater flotation PIO) for proper doses of 
”authentic” elven cdture (as we’ll a$ an opportunit): to spend 
some money at t h e  market). 

The most expensive tour, a t  100 gp per head, includes an 
overnight stay a t  an inn and all of the fcatures included in 
the two lower-priced packages. In addition, however, the 
Lassis \vi11 throw in visits to major landmarks, such as The 
Dndds Grove (location P25) and the Grnple of the FOUT 
Points (location 22). In addition, the kss is  will happily cus- 
tomhe the tour according to the group’s particular interests, 
spending more time on whatever the clients seqriest. 

HOOKS 
Kaia Lassis has been receiving anonymous threats, 
suggesting that she, Eiro and/or Kira will be targeted 
during one of their boat tours. She wspects either an 
underhanded buushess rival, or perhaps a disgmntled 
native of the district appalled a t  her turning her own 
race into an object ofdisplay for outsilers. h ally of the 
House of EIesse who wishes to strlke a t  the influence of 
the House of Aer is also a possibiliry in her mind. She 
wishes to hire the PCs as bodyguards, as she does not 
know when or where the assailants will strrke (ifindeed, 
they will strike at all). 

* Kaia Lassis is thinking of expanding her business by 
organizing tours for elves who want to see other parts of 
the world. She has heard that an outljing area, of which 
one of the PCs is a native, offers excellent sightseeing 
opportunities. She d make the PC 3 lucrative offer to 
lead parties of elven tourists ro his old homeland and 
show them around. She will pay the ‘other PCs to serve 
as bodyguards for the group. 

p9. C R A F T  MARKFT 

Tourists who come to the Ehen District like to 
describe these small shops set among the branches 
of a cluster of  willow trees as “quaint ,”  while the 
native elves generally find the market so cheesy- 
looking that they just roll their eyes or wince at it. It 
i s ,  in short, a tourist trap through and through. 



This cluster ot treetop structwes houses artisans’ shops 
&at cater to the tourist trade (hence cheit location dose 
to both piers). They are not, for the most part, places 
where elves come to shop for themselves, as the goods 
here tend to be overpriced and, in their view, both kitschy 
and hopelessly old-fashioned. Many elves, especially the 
more weV-to-do, are acridly more interested by imports 
from elseivhere in che city and from abroad, and they d 
come hew only if they are buying gifts for fnends outside 
ithe diszntt, who d recognize them as conventionally 
“elven.” z 

RFSTD ENTS 
A dozen craftsmen do business here, scattered among 
the disciplines of pottery, weaving, jewelry, smithing 
(small decorative items only), sculpting, woodworking 
and leathmworking. They make items in a deliberately 
archaic sMle, as they cater to folks who come to the &en 
District in search of an “authentic” experience ofehen life 
and “tradirional” elven crafts. 

They like ita present themselves as a co-operative of 
artisans, but in fact, the market is majority-owned by the 
House of k r ,  which provided the land and initial financ- 
ing for it. The Aer hired all of the artisans who work here, 
and have the power tQ replace them. The Aer’s tight con- 
trol wer the market has created some potential conflicts 
with the city’s craft guilds, however, as the guilds believe 
that the artisans should belong ro their organizations and 
benefit fkm the Drotections that come with membershim 

m m p  any authotity the guilds might cIaim witldn th 
borders of the Elven District. Guildsmen from the cit 
have, in fact, made some preliminary conract nlth the ai-t 

sans of the market under the guise of tourists, but nothin 
much has come of it yet. 
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All of this puts the market’s senior craftsman and E 

facto manager, silversmith GayrTe’eb, in a bind. On the on 
hand, he and his fellow artisans recognize that guild mem- 
bership has its benefits, and that it could help them better 
their individual lots. On the other hand, he also recognizes 
that the Aer have given them an opportunity to sell their 
wares a t  inflated prices, and also that allowing oorganiza- - -  

tions from outside the district ro have any influence in 
how elven businesses are run could set an unfortunate 
precedent for the future of the eIves as a whole. T h e  other 
eleven artisans a t  the market respect TeFo’s leadership, as 
he is older and has worked here longer than they have, but 
at  the Same time they understand the need to look out fer 
their own interests. 
All of the artisans here employ two apprentices, except 

for Telo, who has three. 

le 
e 

Cayr Telo: El f  Exp6. 

Other Artisans (11): El f  Exp5. 

Apprentices (25): Elf Exp2. 
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me nouse of Her come~ a~ at 
the end ot each day to count the receipts and co!- I lect their share, after which the artisans themselves 

IS 

Y 
n 
1- 

er them with fawning assurances about how beaurlful the 
marketk jewelry will look on them, or about how a piece of 
bric-a-brac will enhance the beaury of their lovely home. 

In  fact. the items crafted here are of no greater quality 
or workmnnship than the run of the mill of what may be 
found elsewhere in the district. In terms of function and 
durabilih, the household items sold at Astra’s Genetal 
Merchandise (location PI 4) are CheapeT and just as good 
(and not 3s cheesy to most eIven sensibilities). The items 
sold here cost as much as 50% more than the going market 
rate for comparable items. 

Ibe House 01 Aer suspects that the cram guilds are try- 
ing to woo the artisans into rebelling against the Aer’s 
control of the market. They hire the PCs to spy on the 
market (disguised a s  tourists, if the PCs are non-elves). 
Unknownst to anyone, a cursed semi-precious stone has 
been set into one of the items on sale here. The exact 
item is up to the DM’5 discretion, and the nature of the 
curse may be seiected from the D u n p n  Mastcr’s Guide. 

The PCs become involved eirher when one of them 
buys the item in question, or when the market artisans 
hire them to hvesngate how the curwd gem could have 
gorten into their raw materials suppli; after an unhappy 
customer returned it. 

PIO. FLVFN EULK ARTS THFRTFR 
This semi-circular open platform set aniong the branches 
of a willow near the Craft Market (location P9) has a raised 
stage set near the bole ofthe tree, with :I small building in 
back of  it that serves a5 a dressing area. It is an open-air 
theater &hated with the Craft Market and aperated by 
a small-time impresario named Vel Torrus, an auy of the 
House of  Aer. It has a small repertory company of musi- 
cians, bards, singers and dancers that s iecializes in tradi- 
tional elven entertainments, 50me afwhch date well back 
into the days of the ancient elven kir.gdom. They exist 
exclusively to saris@ the tourist trade, a!; most native elves 
consider their repertoire tired and uninreresring, and they 
give command performances to tour groups. 



ELVEN DISTRICT 

tourists, the theater is a clean, modern performing arts 
facility And as such, Vel Toms has also been abble to book 
entertainments with more appeal to the native population 
for those times when rhere are no tour g r~ups  around. 

Vel Torrus: Elf Com4. 

Repertory Performers 16): El f  Brd 1-4. 

HOOKS 
* One of  the repertory company is heartily tired of per- 

forming here and wishes to try her luck in the city at 
large, 01- perhaps somewhere outside the c i v  But she is 
under s long-rem contract to VelTorms and she knows 
that he will never let her out of it. Furthermore, she i s  
afraid of what he would to to her if he knew that she 
was Thinking of leaving his employ. She asks the PCs to 
smuggle her out of  the Ehen District. 

PTI. D I O N  VALLFT, FLETCHER 

From betow, this treetop workshop looks and 
sounds Itke a busy woodworking establishment. 
A small army of workers and apprentices are in 
constant motion during the day, and the sound of  
wood being hacked, sanded and shaped constantly 
floats dcwn from above - along with dribs of 
sawdust. 

Dion ValIei is anything but a simple carpenter. He is 
the most accomplished fletcher in rhe Hven District, 
so respected by his peers that many of them would 
extend that description to cover the entire city. He is 
rhe Elven Legion‘s main supplier of arrows (a  lucrative 
trade, indeed). He also produces a unique series of finely 
crafted, non-magical arrows that incorporate secrets of 
craft known only to him. 

RFSIDFNTS 
Dion V a h i  has been around a very long time, although, 
llke all elves, he doesn’t realry show his age. He has 
devoted himself obsessively over the course of his long 
life to the craft of making awows, and his devotion has 
produced not only high-quality goods, but many little 
tricks of the trade that make his work unique. But the !dip 
side of this intense devotion is a razor-sharp remper and 
an airy dkregard for anything not directly related to his 
craft, including personal relationships. His wife left him 
long ago, and if not for his son Matio, who apprentices to 
him, he would have no hmiIv a t  all. 

1 clans. 
As a craftsman of no small repute, he has helped I 

in their trading ventures, drawing potentia1 suppIi 
customers to the EIven District; in return, he relies 
Aer to bel? him maintain his customer base and 
tion, and to ease hi5 way with his raw m a t e d  su 
(especidy after he has Iost his temper with them), 
cufrivated a strange, t e q  but enduring friendsh 
the equally prickly Commander Noria Elesse (see 11 
Pz) when she supmvised procurement for the Legi 
is one of the very few for whom VaIlei would do 
without question. 

Mario ~ a l l e i  is a conscientious and skilled craftsman in 
his own right, even if his devotion ro fletching does not 
rise to his father’s obsessive level. He serves his father 
well as chief apprentice and bears his temper as he always 
has, WiKh a sigh and B shrug. However, he knows nothing 
of the techniques that make his father’s distinctive work 
unique. Instead, the elderVallei relies on him to supervise 
production of the common arrows that he sells in bulk to 
the Legion. Matio holds out hope, however, that somcday 
his father w d  rake him aside and pass on that valuable 
knowledge, as in spite of everything he intends FO follow 
him in the trade. 

VaUei employs three other apprentices besides his son, 
and twenty workers. 

The Vallei shop does the vast bulk of i ~ s  trade in mun- 
dane arrows, which it makes in large quantity for the 
Legion and sells to private customers under the umbrella 
that the prestige of  Dion’s reputation provides. They also 
make masterwork arrows, which they sell at the usual 
price. 

Dim Vallei’s pride and joy, however, are &Tee types of 
~ ~ T Q W S  that he and he alone knows how to make. Thev are 
all non-magical; even though they may replicare the effects 
of certain magic amws, their benefits are the result of his 
consummate skill. and intense attention to detail. One type 
of arrow, designed for pinpoint accuracy, allows the firer to 
make the attack as if he has the feat Precise Shot, even if he 
does not.They sell for 20 gp for a quiver of 20. 

Another type ofarrow, heavier than normal and designed 
for greater penetrating power a t  the expense of accuracy, 
grants a +I enhancement damage bonus and adds +i to 
the threat range of the bow being used (so that a longbow 
would have a threat range of 19-20, for example), but at 
the expense of a -2 attack penalty These cost 100 g p  for a 
quiver. 

The third we of arrow is dightly curved, so that a 
skded archer may use them to hit targets using less than 
total cover. If fired by an attacket with the feats Precise 

h e  Aer 
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reputa- 
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Shot or Far Shot at a target benefithg from partial cover, 
the target’s cover benefit is halved (if it is a +4 bonus to 
AC, the arrow makes it a +I bonus to AC, e t t ) .  They do 
not allow an attacker to target a creature in total cover, 
however. These cost 50 ~p for a quiver. 
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Nore these anows should be considered master- SA 

r n-r-ork. in -hat t h w  cannot be enchanted to enhance their 
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Dion Vallei: El f  Expl2. 

Math Vallei: Elf Exp5, 

Other Apprentices (3): Elf Exp3. 

Workers (20): Elf Com2. 

There i s  a small unlocked chest containing 500 
gp in Don Vallei’s oftice. A masterwork longbow 
hangs fr3m a peg on the wall, to be used by anyone 
who car get to it in an emergency (there are, of 
course, denty o f  arrows around). Otherwise, there 
15 treasure in the shop, unless you count the 
rnasteruork arrows (of which there are 200) and 
Dion’s tnique arrows (there are 100 o f  each type). 

LFLI EAMiL-Y BUWTFR 

This modest shop is set amongst tke branches of 
a large mangrove. Racks o f  longbow5 decorate the 
outside, and some of  them are of slightly uncon- 
ventional design. During business hours, skilled 
craftsmen scurry about, a5 one would expect from 
a successful business of this type. B u t  there is  also 
a curiously cryptic feel to the premises, as if sorne- 
thing is missing from the picture, something that 
remains hidden from public view. 

ACTIVITY 
Dion Vallei does not suffer fools gladIy, but he insists on 
dealing with the customers as the shop’s master craftsman. 
His repuration means that many of  his customers will put 
up wirh the occasional outburst. All the same, Matio tries 
to handle customer relations as much as possible, and he 
has developed an understanding with the other appren- 
tices that they wiil t r y  to distract the old elf whenever 
unfamiliar customers enrer the shop. 

1JOOKS 
Careh: craftsman that he is, Dim Vallei is very fussy 
about rhe wood that he uses. He worries constantly 
about his supply of high-quality ash, and he hires the 
PCs, eirher so search for a new source or to investigate a 
rumorvd new source and secure a deal OR his behalf. 

* Vallei is aIso fussy about the feathers that he uses. 
Having recentiy thrown a tantrum at the Aviary (see 
locatio? t5) QVH the (lack of) quality of the goods avail- 
able t h e ,  he is not welcome a t  the city’s primary sowce 
of feathers at the moment. He hires the PCs to find 
high-qualiry feathers for him. 
Someone has kidnapped Matio, wrongly convinced that 
he knows a11 of his father’s ttade secrets. In spite of his 
conwntly grumpy demeanor, Dion Vdiq cares deeply 
for his son and would spare no effort or expense to res- 
cue him. He hires the PCI;, concerned that the Legion 
wrll be useless &the kidnappers are outside the district, 
and that the Civic Guard will not act in a timely man- 
ner. 

Ere11 Saleli is the most renowned bowyer in the E h n  
District --which, given the elves’ affiniiy for the longbow, 
makes him one of the most famous in the ciry. Crafting 
Iongbows has run in hir; family for many generations, and 
ht- inherited from his forefathers a long-standing agree- 
ment to make bows for the kegion. He also crafts small 
quantities of exceptional-quality longbows that incorpo- 
rate tricks of CT& that have somehow remained family 
secrets down through the ages. 

KF S 1 DENTS 
The Salelis have been crafting longbow:; for many genera- 
tions - which is a very long time indetd, given the elven 
life span. Xn fact, Ere11 Saleli’s father and grandfather were 
fond of claiming that their ancestors had been official 
bowers to the army of the ancient elvm kingdom. They 
were never able to produce much except for vague stories 
in proof of this chim, but they put i r  on their shingle 
nonetheless and built a reputation a s  elite crdtsmen 
around it. 

However, it is not a claim that EreU saleli makes very 
forcefully, because there is just not very much about him 
that one could describe as forceful (except perhaps his 
intense dedication to his craft). He is painfulIy shy and 
taciturn; he works in complete silence and never speaks 
unless it is necessary, even with his apprentices. He cares 
very little about marketing his wares or courting the favor 
of the noble families. Nothing interest!; him except mak- 
ing excellent bows - and in that sense, be has been coast- 
ing on the hard work of his predecessors in maintaining 
the family business’ public image. He is an exceptiond 
craftsman, but he doesn? seem to care much if anyone 
knows it. 

It is left to his lively young niece and apprentice, h i a  
Corine, to serve as the shop’s public flee. It is she who 
deals with all customers, great and small, leaving her 
uncle free TO facus on crafting bows, the only aqpect of the 
business that he really enjoys. Laia’s father comes from the 
noble famiry that has traditionally run the Legion, and she 
herself once served as a trooper. So het connections help 
ensure that the bonds between her uncle’s business and its 
most important single customer stay strong. In fact, Sal& 
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“entices and eight work- i s  grooming her as his successor (as he has never married 
and has n e  children of his own), and when the time is 
right he will hand her all decision-making power over the 
business and happily confine himself to c r a h g  bows. 
Later, he will also teach her the secrets techniques that his 
he leatne? from his father and grandfather. 

saleti employs two other appi 
ers~ who assist with menial tasks 
tidy They bulk Of their duties cel 
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9ts that are not wearing 
t threat range and effect 
del is especially popular 
t sells for 1,050 gp. 

i tngbows should-be con- 

enchanted to enhance their effects. 
saleli seIls no other type of bow other 

than the basic wooden lonRbow (he has 
never worked with composite mawri- !A‘ . ah), He does not feel-comfortable 

;/,/: making other kinds of bows. He 
has received offers in she past, from 
the Wall Guard and others, to make 

high-quality crossbows for them, but 

Laia Corine: El f  FtrZ/ExpZ. 

Apprentices (2): Elf Exp3, 

Workers (8): Elf Com2. 
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T H E  WORLD’S LARGEST CITY 

HOOKS 
There is  a chest containing 900 gp in Saleli’s office. 
t a i a  alscb keeps the masterwork spear that she used 
while in the Legion in the office; a small pennant 

* A customer has complained that his longbow - one of 
Saleri‘s elite models - broke the fint time he used it, 
and he is threatening to raise a stink unIess SaIeli com- 

. .  . .  
with t h e  Corine tarnily crest hangs from the shatt. 
Otherwi;e, there is no treasure in the shop, unless 
you cotnt the masterwork longbows (of which 
there a r e  30) and Salelj’s elite model longbows 
(there at e twenty of  each type). 

A c‘ r I v 1TY 

- Durrng the day, the shop hums with the work of c d r .  
ing longbows, but Ere11 SaleIi always remains firmIy 
ensconced inside his shop and office. He never emerge5 
1 . . 1. .. 1 r 1 -  , 1 J l  11 aunng Duhmess noun. mi5 niece nanaies ail  cusmmer 
intetacticns, and she understands intuitivdy that part of 
her lob i3 TO shield her uncle from the public. She i s  bright 
and friendly, and always keen to make a sale, but also pro- 
tective of Saleli. If thete is any trouble about, she w d  go 
for her spear and fight if necessary. 

pensates him somehow. Saleli doubts che customer’s 
story, but he i s  too shy to investigate himself and none 
of his apprentices can be spared. Fearing for his reputa- 
tion, he hires rhe Pcs TO investigate fcsr him. Is the wood 
defective? Is it the customer’s fault? Is the customer 
lying? Or has the unthinkable happened, and Saleri 
actually produced a defective bow? 

a A metcenary band is interested in buying nventy of 
Saleli’s top modeIs, ten of the Precise Shot/Far Shot 
models and ten of the Poinr Blank Shot models. They 
have arranged a meeting with Lak in a neutral location 
outside the city to negotiate and complete the sale. 
Saleli doesn’t entirety like the looks of the mercenaries, 
sa he  hires the PCs to act as Laia’s bodyguards. 
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This largz treetop residence speaks of wealth, and 
it does 50 by design: The structures are painted 
sparklin? white and everything - even the bal- 
cony railrig - is decorated with gold and ptatinum 
filigree. It large wooden disk bearing the Aer coat 
of arms - a pair of hands shaking each other 
superimposed over the silhouette o f  a mangrove 
tree - outlined in inlaid silver hangs beneath the 
front entl ance. The device is a150 inscribed with the 
family nmtto in Elven: “From commerce, comes 
amity.” 

The in-erior also speaks o f  the owners‘ wealth, 
for althoJgh the household items and precious 
heirlooms alike are of  more recent make than one 
would fitld in the other great boles, they are aif 
made of expensive materials. They also include 
more imported, exotic luxury goods from far away 
than would suit the taste of the other elven noble 
families, To them, they seem like symbols of deca- 
dence a r d  cultural waywardness; to the Aer, they 
are troph es o f  their success. 

The Aer are the youngest of the e h n  noble families. As 
such, they get the bast respect from their peers, who find 
it hard nor to think of them as glorified commoners. On 
the other hand, they are also the wealthiest in terms of 
material assess, which usually works just as well as a ven- 
erable clan history when it comes to commanding respect 
from just about everyone else. 

R C S  I II F NTS 
The Aer starred out as humble merchants and traders, 
but through their colIective shrewdness, hard work and 
good fortune that transcended the generations, they built 
themsdves into a commercial powerhouse wirhout prec- 
edent in the ancient elven kingdom. However, it should 
not be said ofthem that they bought their way into nobil- 
ity rather, they became so wealthy that it became impos- 
sible to ignore their power and influence any longer. 

Currently, the House of Aer exercises that power and 
command< that influence not so much by selling things 
a t  a profir, but by helping those who do - and exacting 
a price for that help. While the family stdl operates a 
few select businesses in the EIven District (among them, 
Astra’s General Merchandise, the direct descendant of 
the family 5 first known business venture; Iocation  PI^), 
they prefei to h a n c e  new ventures and invest in existing 
ones, leveraging their network of commercia1 contacts to 
insure S U C C ~ S S  when necessary. In exchange, their share 
of the profits insures them steady income, as well as the 
loyaIry of their business partners. Ifthe Aer ever need to 
call on popular support in a struggle with the other noble 
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allows them to hdp their affiliated bu,, 
ing both raw materials and finished goo’ 
areas a t  a good price. They run their own 
ciry, packed with different types ofitems 
ent destinations, but all of those destisl 
with the House of Aer in some way. Tht 
chant ships to bring in goods for over tl 
have forged soiid relarionships wirh some 
owners in this way. 

As well as the Aer have remembei 
that made them successhl, Ahey have a 
broaden their presence in ehen  society. 
in the Legion and in the clergy of Lady 
The current Rector of Permissions of the iempie or the 
Sky is Erden Aer, cousin of Clan Elder Norres Aer (see 
Iocation J17). Partly, this is a result of the natural diversity 
among any large family with a long history, but it is also 
a caIcuIated strategy that the Aer have pursued from time 
to time to cultivate new relarionships (particularly politi- 
cal relationships) that could prove useful. EIder Norres’ 
mother and predecessor steered Erden toward the priest- 
hood precisely becaiise she felt that a closer relationship 
with the House of Nerise could eventually serve them as 
an ace in the hole. 

Norres Aer is the youngest of the four clan elders and 
has the least seniority among them. As such, he is always 
on his guard in the Council of Elders, concerned that the 
other elders are keen on testing the newcomer, probingfor 
signs that the Aer wili be weaker and less consequennal in 
the corning years. His concerns are not always unfounded, 
as the Elesse in particdar sense an opportunity tu  at last 
rein in the power of the merchant dass and reassert their 
ancient presrige. 

Norres’ family are rather more supportive ofhim. Whih 
he learns the ropes of elven politics, his uncIe Bers, aided 
by his wife Fianna and their two grown children, over- 
see the A d s  vast investment partfolio. Bers also adtises 
Noms on political matters unril the young elder is set 
more firmly on his feet. He and Fianna have also taken 
it upon themselves to find a d e  for Norres, cataloguing 
suitable young ladies from the families of their most loyal 
allies. They are entirely unaware that Norres already has 
an option in mind, a beautiful young singer named Liesse 
Taler. 

The Aer maintain a household staff of trYenry assorted 
servants. 

Elder Norres der: Elf Ari 10. 
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- r Bers Aer: E l f  Ar i l  2JExpS. L 

Other Aer Relatives (101: Elf AriT-10. 

Servants (20): El f  C Q ~ Z .  
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:r relatives, but leave them a t  

aining 3,000 gp each in 
rres' bedroom, and the 

. I ,  - 
v k I I C I  y I I u  I ,,,,,,a's bedroom. Hers Her  
wears an ~muEtt ofhealth +4. Norres Aer wears the  
heirlooms passed to every elder o f  the House of 
Aer: a c/ook ofcharisma +G and an a m u h  ofnaturu/ 
armor +3 ,  H e  also carries a figurine of wondrous 
power, bronze grgon on his person. In addition, 
keeping with the Aer's tradition of  ostentatious drs- 
play, Norres wears at least 500 gp in jewelry when- 
-%,-, h- m n o t  n i i t  in noitf in Rmrc grrrl Fiz-nnza xf i i ravc  
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wear jewelry worth a t  least 250 gp. Otherwke, 
use t+e guidelines laid out in the Overview to the 

v 

Nobles District (p. 166) in determining the extent 
of the treasure kept by various members o f  the . .  
household. 

A C T I V I T F  
Elder Norres may be found here at just about any hour, 
unless he is away on business related to the Council of the 
Elders. If he is away during the day, however, it is unllkely 
that anyone with the abltfy to make decisions on behalf 
of the clan will be present, as Bers and his family are often 
away, looking after the family business holdings. 

HOOKS 
Aer buyers looking for raw materds in a foreign land 
find themselvves in a nasty Competition with agents 
from Rotburn Xmporrs (see location D37) or another 
of the city's big merchant firms over access to the same 
supplirr. The House of Aer hires the PCs to accompany 
them buyers back EO the source and bodyguard them, 
spy OR the rival buyers, interfere with the rival buyers, 
OT any combination of the three. 
B e n  and Fiannas son Pel was kidnapped while in The 
Docks district to inspect a shipload of cargo. All indica- 
tions FO far say that this is purely a matter of money, 
not pclitics, and that the abductors are holding him 
for ransom. The culprits could be thugs &hated with 
Stavros E h o n d  (see h t i o n  M16), who will try to 
pin the deed on the Thieves GuiJd to set a powerful 
elven family against Elmonds underworld rival - or 
thev couId be Guild thieves looking to do the same to 
Elmorid's organization. While the Civic Guard and 
the Legion wrangle over who has jurisdiction in the 
case - the Guard because the crime happened in The -, ._ 

Docks. or the Legion because rhe victim is a resident of 
the Elven District - Nones decides to hire the PCs as 
private investigators. They are to handle to money drop 
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identity of the kidnappers and resat '  his cousin Del, if 
feasible. 

* Bers Aer has noticed that his nephew the elder has gone 
missing on ~ o m e  evenings. Gravely concerned, he hires 
the PCs to find out what Norre4 is up to (ofcourse, he's 
sneaking out to see LiesseTaler). 

PI4. ASTRA'S 5 F N F R A L  
MFRCHANDISF 

This sprawling treetop store is the EIW District's largest 
and most venerable general merchant. In fact, it is the 
district's Iargest single commercial establishment, period. 
Astra's is the direct descendant of the original shop that 
made the Aer family into wealthy commoners and started 
them on the road to nobility. IT is also one of the few corn- 
rnercial enterprises that they still operate directly, and 
ahheugh the store is s d  an excellent Source of revenue, 
the Aer do so mainIy for sentimental reasons, just  as a 
shopkeeper might save his first gold piece. 

The House of Aer has entrusted Melina Aer (Elf Ex@/ 
Ariz), a distant cousin of Elder Norre:, Aer (see location 
P13), with this flagship property. She runs it with the help 
of her husband Val Danne-Aer (Elf C:om4), their three 
grown chiIdren (Elf Ad?) and a dozen other clerks and 
stock boys (Elf Coml). Melina takes her work very seri- 
ously, Although she is proud of her s t a m  as a member of 
a noble family, she is also a Iitcle afraid of the Aer outside 
of her immediate family. As a distant relation of the main 
bloodline, she is aware that this plum assignment could be 
taken from her if she does not do well with it - in which 
case, she and her dependents would have little to fall back 
on, apart from her family name. 

A m ' s  selection of goods is pretty comprehensive. Just 
about any mundane item except for weapons can be had 
here at  market prices. They aIso s t d  a variety of minor 
W O ~ ~ Q U S  items. A cashbox with 500 sp and 300 cp sits 
under the counter. It remains open durjngbusiness hours, 
and is thus the object of close observation by Melina and 
her st&. 

HOOKS 
* Customers who bought a certain lund of sweet a t  Astra's 

have repotted corning down sick aftet eating them,This 
has Melina in a panic, as she fears that news that she is 
s e lhg  tainted gmds wdl hurt her si anding within the 
House of Aer. She hires the PCs to investigate how a 
supplier could have provided her with bad candy (or if 
it is alp a hoax!) and keep the news f r m  spreading. 

PIS. UNDFRWATFR STORAS€ AREAS 
Clustered within an area no more than 100 yards in diam- 
eter are a group Qf six undenvater caves and sinkholes. 
They are unusual in that each contains :I sizable airpocker, 
making them useful for ingenious souls needing a hiding 
place. The elves are nothing if net ingenious, and they use 
them to cache valuables and emergencr supplies. 



ever they wish, with the remaining two given tu the 
Chamberlain of the all of the Elements (location P3) to 

use ~ Q T  the common good. The former are marked at the 
entrance bv a metal disk engraved with the coat of arms 
of that house, the lamer by a blank disk. Each noble house 
uses their <pace to store 20,000 gp in coin, jewelry and 
gemstones (exact combination left to the DM’s discre- 
tion). One of the common areas contains 50,000 g p  in tax 
revenue. f i e  other contains 200 meals worth of preserved 
food, to be broken out in case of emergency. 

Each storage area is guarded by a grenfer glwh of 14m~d- 

ing keyed t o  a signer ring ofthe appropriate noble house, 
or the Chamberiain’s signet. Each glyph stores summon 
monrtcr VI m d  will summon a celestial orca whale if acti- 
vated. 

p16. UNDERWATER MYSTERY 
This murkv inlet is a source of curiosity to elves who 
live nearbx: They have long noticed strange tipples 
whenever the water i s  disturbed, as if something (or 
more than one thing) large was stuck in the 

. .  

it is impossible to see more than a couple of mche.; 
the snrface, and no one has ever been bold enough t 
in and have a dose look. This hasn’t stopped the 
from speculating, however, and the prevaiIing w 
has it that it’s a large, sunken boat - no doubt lade] 
treasure that keeps it anchored to the spot. 

In fact, the objects disturbing the flow of water 
inlet are a pair of chuuls that lurk in the same spa 
after day as they wait for prey to come bv.They feed c 
and swamp creatures that wander by, and they haw 
snatched a couple of hapless local residents (who 
alone a t  the time, SO no one realry knows what hap 
t o  them). 

Chuuls 12): As in the Monster Manual. 
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The chuuls have accumulated some treasure during 
- 

L 

their residency here. Deterrnrne the exact composi- 
tion according to the Monster Manual entry. There 
will also be a couple of personal effects, made of 
metal and bone, belonging to the locals eaten by 
the chuuls (see Hooks). 

HOOKS 
The locals cannot contain their curiosiry about their 
local underwater phenomenon any longer, but neither 
can they Summon the nerve to dive down there them- 
selves. Instead, they want to hire advenmrers to shoul- 
der the risk and the dirty work. Tht: residents agree 10 
split whatever treasure is down there with the Pes, half- 
and-half rf questioned extensively, the residents wiU 
mention that a couple of their own have gone missing 
over the past six months or so, but they have nor con- 
nected this fact with their underwater mystery 

pT7. T H E  CjRFRT BOLF Of THF 
FLFSSF 

This large treetop residence lacks the ostentation of  
the Great Bole ofthe Aer (location P13) or the grave 
piety o f  the Great Bole o f  the Nerise (location PZI) ,  
but somehow it captures the dignity o f  the family 
that once ruled over the elves as kings. I t s  struc- 
tures are  painted bright white and kept in Ernrnacu- 
Gate condition, down to the ornamental moldings 
painted in gold leaf and the thin marble columns 
that flank the main entrance. A polished hardwood 
disk 10 feet in diameter hangs from the balcony; it 
bears the €]esse coat of arms - a mangrove tree 
with a gold crown above it. 

The interior i s  decorated with furnishings and 
heirlooms from the old royal palace of the &en 
kingdom. The most important art i facts are  on dis- 
play in the great hall, where the ancient throne of  
the elven kings sits, reserved for UW by the Elder of 
the House of Elesse. 

RFSIDFNTS 
Even those who oppose them cannot help but regard the 
Elesse with a certain awe. After all, they are literally the 
descendants of kings, and the ancient history of the elves 
of this region is filled with their great deeds and testa- 
ments to their majesq The problem is that, as a general 
rule, members of the House of Elesse ate a little too eager 
to rub this fact in everyone else’s face;. That is why there 
are those who oppose them in the first place. In this new, 
(slightly) more egalitarian age of the elves, the former gen- 
erals, priests and merchants who once served the Elesse 
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ily refuses to accept this in aI1 of its particulars. 
In ocher words, pan of rhe  problem is that there just 

isn’t as much for the EIesse to do as there was i n  ancient 
times, since they must share rhe task of leading the elves 
with the other noble clans. They have tried to make up for 
that lack in various ways at various times throughout the 
city‘s histow. Elesse sons and daughters have entered The 
Ehen  Legion and the priesthood of Lady of the Heavens. 
But both irstitutions remain firmly under the influence of 
their traditional leaders, the Corine and the Nerise, respec- 
tively, and the Elesse haven’t made a substantial impact 
on either. They have had more success investing in com- 
rnerckl enrerprises, very ohen setting up their own family 
members i i  businesses of their own, such as rhe renowned 
boatwn’ghr Tiar E k e  (location P18). These investments 
have helped sustain the House ofElesse down through the 
years, as they no longer have complete access to taxes gath- 
ered from rhe elves, as they did in the clays of the ancient 
kingdom. But they are S ~ I U  not as wealthy or neatly as 
influential among the merchant class as the younger and 
more dynamic Aer. 

The currmt Elder O f  the House of &%e, h y l e n  Elesse, 
is no closer to finding a permanent answer to how the 
family can create a distinctive and enduring new identity 
in this postmonarchial age than any of his predecessors. 
Under his leadership, the clan has continued to dabble in 
this and thar, perhaps most notabh with his niece Noria 
attaining the rank of commander in the E h n  Legion 
(see location P2). Elder Reylen i s  encouraged that she w3s 
tapped to Serve as the its Iiaison with the City Guard, and 
urges her to rise as high in the k g i o n  hierarchy a s  she 
possibly can. But with the Elesse’s pditical influence at a 
cyclical low ebb - it will be another 30 years before the 
Chief Elder’s seat rotates back to them - he finds himself 
uncertain of how his clan can claim the respect that is 
rightfully theirs. He continues to politick and monitor 
events as any competent clan Elder would do, but the 
Elesse remain jrrst one of four noble f a d i e s ,  as far as 
everyone else is concerned, 

Elder &ylen7s impetuous elder son and heir, Derres, 
sees a way by which the Elesse can recapture their former 
glory, but it is not an answer that would sit well with the 
father - cr with some others within the family, if they 
but knew it was on his mind. Derres Elesse beIieves that 
the only way for the House of Elesse to survive over the 
long Term is through restoration of the elven monarchv, 
with them resuming their ancient tradition of supplying 
the kings. However, he has not thought through how he 
inrends to achieve this god, as it wodd require the consent 
- or desttuction - of the three other noble houses, and 
ultimatejy, the consent of the elves of rhe district, as well. 
 or has he thought through the impacr that such a move 
wouId havP OR the City Council as well, which might take 
alarm a t  the upheaval. f i e r e  is time yet to thmk upon 

a 

preside ovei- I in years, is still in good heaIth and m d  
House of Elesse for a while to come. 

The EIesse maintain an unusually largf 
- some 413 assorted servants to take care 
family members. Among them is a former Legior 
named Ter Florres, who serves as Reylen Elesse’s 1 

unofficial bodyguard. 

Reylen Elesse: El f  Ari l 7. 

Derres Elesse: El f  Ari8. 

Other Aer Relatives (72): El f  Aril -10. 

Ter Florres: El f  Ftr6. 

Servants (39): ‘Elf Com2. 
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The Elesse keep 2,000 gp in an unlocked < 
located in the master bedroom, in their Great 
Their most important treaSwes are a +.i’ br 
energy spear and +2 moderate fortification chair 
Both are decorated with the Elesse coat of 
(the former in the farm ofa smail pennant hai 
from the shaft) and served as the elven kings’ 
and armor in ancient times. The Elesse also 
in their possession the royal crown, a gold ( 

inlaid with diamonds and emeralds, worth 5,Ql 

based on i ts  materials, but priceless based ( 
historical and cultural significance. All of the5 
on permanent display in the great hall. 

Ter Florres carries a masterwork punching d, 
concealed under his clothes whenever he  leaw 
Great Bole. Derres Elesse wears the ring ofprotec- 
tion +5 worn by the heir of the House of Elesse 
since ancient times. Elder Reylen wears a ring ofspell 
turning and a p i n k  and p e n  ioun stone. Otherwise, 
use the guidelines laid out in the Overview to the 
Nobles District (p. 165) in determining the extent 
o f  the treasure kept by various members of the 
household. 
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XCTIVITT 
If Reylen Etesse i s  away from the Great Boie - as he often 
is during the day on political business (and because it is 
the duty of the Elder of the House of Elesse to be seen in 
public), his wife Eria (Elf Arifa) w d  usually be a t  home 
to receive visitors. As his father’s heir apparent, Derres 
EIesse i s  also accustomed TO receiving visitors of his o w n  
-some ofthem to discuss on the sly his dream ofevenm- 

I 

ally restoring the monarchy. 
No one in the house has any m & r q  experience except 

for Ter FForres. If there i s  a serious disturbance inside the 
residence, he will take it on his own initiative to don the 



t a m  understand them only vagueIy) enable him to  create 
boats of exceptional stability, especially considering the 
elven gondoh’s slender design. Anyone on board a boat 
built by Tiar EIesse receives a +3 enhancement bonus to 
Balance and Jump checks, as well as checks for any physi- 
cal skill related to operating the boat. Tiar’s handiwork 
comes a t  a premium, too - his boats cost 2EC more than 
the market price for comparable craft. Such is his fame 
that masters from the Shipbuilders Guild (location 03) 
come to him when his business is slaclc and try to recruit 
him for their o w n  projects. Tiar always refuses, however. 
He treats his elven boats as a labors ofhve - and besides, 
his business is rarely slack, anyway. 

Tiar’s wife Lielle and their 50I1 Evar share the tidy and 
well-appointed residence with him. Lielle is more than 
Tiar’s helpmeet and companion; she is a sorcerer of mod- 
est skill, who can help defend her fandy and home in a 
crisis. Ewr serves his father as an apprentice and Tiar is 
grooming him to eventually take over the family busi- 
ness. 

Besides Evar, Tkr keeps three apprentices, including a 
distant cousin, Vohn Elesse. A cadre of twenty laborers 
help with the scut work around the irard. But although 
They are unskdled, Tiar values them greatly, as they have 
all worked for him for at least 30 years :md they are unfail- 
ingly Ioyal ro him. 

Because of his family connections, Tiar EIesse is a good 
pIace to start for anyone who is looking to gain a favor 
from the House of Elesse. He is proud enough of his fam- 
ily ties that he wiU, if anything, overstate his inffuence 
within in the clan and wiIl be happy enough to bend the 
ear of his closest relatives to help a supplicant 

Tiar Elesse: Elf Exp81Ari4. 

Lielle Elesse: E l f  Sor3. 

Evar Elesse, Vohn Elesse: El f  Exp3/ArilI 

Other Apprentices (2): Elf Exp3. 

Workers (20): El f  Com3. 

I I I J t > K 3  

* Flder Reylen has received a mysterious note claiming 
rhar the crown of the elven kings in the family’s pos- 
session is a fake, and that the author of the note knows 
where the real artifact may be found. He has no idea of 

truth of this ahgation, but he believes an uproar 
ild ensue if it became public knowledge. He wan~s 
PCS to investigate the maner for him, quickly and 
fid entially. 
inner confidant of Derres Elesse is threatening to 
mblic (or a t  Jeast to the other noble families with 
res‘ monarchial ambitions. Derres hires the PCs to 

,,,,ig this one-time fnend back to the Great Bole by 
any necessary means for some friendly persuasion by 
the EIesse heir. 

* In exchange for his patronage, Derres EIesse asks the 
PCs tr? retrieve a scrolI that, the last he knows, is in the 
possession of E h y n  Aer, the city’s Harbormaster (see 
location MI). This hook is, of course, the !ihp side of 
the quest involving Harbormaster ker  described in the 
Quests section of The Do& district chapter (p. 492), 
with the PCs acting in place of the elven “ambassadors” 
described therein. 
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The rerowned boatwright Tiar Elesse lives among 
the braiches of a large willow a t  the end of this 
narrow inlet. Nearby, close to the water’s edge, are 
several drydocks, which usually hold gondolas in 
variws states of  completion. 

,- - 

Tiar Elerse keeps his work and home in close proxim- 
ity here, virtually in the shadow of the Great Bole of the 
House of Elesse (location PIT). When business is good 
(and it u d l y  is), his drydocks are filled with gondolas in 
various Etates of completion. During the day, lumber and 
tools lie scattered about, although Tiar and his assistants 
are careful t o  clean up before they knock off work. 

Tiar Elesse keeps all of  his woodc-afiing tools in 
a chamber carved into the bole of ’tis willow tree. 
They are al l  of mastenwork quality, a s  one would 
expect. The door to the chamber is padlocked (SUC- 

cessful DC 25 Open Lock check to pick). He keeps 
an unlocked chest containing 500 pp and 1,050 gp 
in hi5 treetop residence. Lielle Eless- wears a silver 
brooch with an emerald set in it on a chain around 
her neck - a gift from her husband. It i s ,  in fact, 
a brooch afshielding. The emerald ;idds 200 gp to 
its value. Tiar keeps a + I  dagger tucked in his left 
boot. 

RESIDFN rs 
Tiar Ele5se is, in facr, ;1 member of the Elesse clan, and he 
can t race his lineage all the way back to King DelosXI, one 
of the last Kings of the Elves to reign before tbe founding 
of the city. His branch of the family did not inherit leader- 
ship of the clan, however, and he can only count himselfa 
distant dat ion  to Elder Reylen Elesse and his bloodline. 
Nonetheless, a son of the House of Elesse he remains by -- 

) right, and the prestige and connections that come with 
that distinction have only helped him build a reputation 
as thr most sougbt-after of the elven boaturights. 

But his family name alone cannot account forTiar’s suc- 
cess. He is, in fact, a cdTsman of exceptional skill. Secrets 



Tiar Elesse thinks he has spotted shadowy figures lurk- 
ing at night near his shipyard. He has no idea who they 

mind. He hires the PCs to keep watch and investigate, 
figuring that whoever it is night  be scared off by the 
Legion (he wants to trap them and find our what they’re 
about instead). 

+ Evar Elesse fears that his distant cousin Vohn is plot- 
cing to defame him so that he can supplant Eva1 as heir 
to the family business. Evar decides to launch a pre- 
emptive strike as Vobn Ieaves on a trip abroad, assigned 
by Tiar to investigate stories of an excellent source of 
hardwood in a foreign land. h a t  hires the PCs to traiI 
Vohn and either uncover evidence of his treachery or 
h e  him into a compromising situation, so that Evar 
can blackmail him into swearing off any claim to Tiar’s 
Iegacy. 

c are ,  but he fears that they have sabotage or theft in 

\ 
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PT9. STORACjF BOLFS 
Here in the southeast comer of the district stand six large 
wdlows in a clearing. A5 a complement to the underwater 
storage areas at location Pis, the noble houses had large 
storage closets a w e d  out of the boles of these trees. Each 
house claimed one for its own use, with the remaining 
two given to the Chamberlain of the Hall of Elements 
(location P3) to keep a cache of emergency supplies for 
the common good. Each tree is idenfified by a metal disk 

affixed to the trunk, bearing the coat of arms 
of the appropriate noble house. The 
boles allorted to rhe Chamberlain are - 

- 
marked by a blank disk. 

I 
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The Corine storage bole holds sacks I 
gp, 50 masterwork longswords, 50 mast 
and PQO quivers of twenty arrows each 
holds sacks containing 30,000 g p  in ( 

plus caches of household items and dot 
ancient elven kingdom. The Nerise b 
g p  in sacks, 100 cure right wounds potlo 
case potions and 500 meals worth of 
The Aer bole hdds  50,000 gp in coin 
Chamberh i s  boles hold a totd of 75,( 
enue and 2,500 meals worth of preserve 

Each bole is guarded by a ,patrr glypl 
to a signet ring of the appropriate no1 
Chamberlain’s signet. Each gfvph store 
1 ightn i ng 

pm.  W E E ~ T N ~  WTLLOW x 
Four large trees set close rogether pn 
for this elegant inn and tavern. Small 
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:ontaining 10,000 
erwork longbows 
. The Elesse bole 
:oh and jewelry, 
:urnems from the 
sole holds IO,OOQ 
nr, SO rernov~ dis- 
. preserved food. 
and jewelry. The 
300 gp in fax rev- 
d food. 
1 of wnrding keyed 
ble house, or the 
‘s the spell chain 

NN 
wide the setting 
structures - the 

inn’s guest rooms - cluster among the branches of the 
trees, all of which also feature broad public balconies 
from which patrons can take in the view. A Iarge platform 
built in The space between the trees holds the \Teeping 
wdow’s offices and tavern. 

The W’eeping Willow Inn’s reputation is doubly fortu- 
nate, marlung it as the place to stay for rourisrs and other 
visitors staying overnight in the Elven District, as well 
as one of the district’s premier watering holes. Its dining 
room stocks 3 vanety of rare and expensive wines, ales 
and liquor, and the elegant, yet discreet surroundings 
make it a favorite place for the district’s elite to meet and 
talk business. 

HOOKS 
While the PCs are in the dining mom, a successful 
Spot check (DC IO) reveals another patron trying to 
observe them from a discreer distance. If they Choose to 
do nothing about it, this mysterious figure will f d o w  
them out when they leave. 
While the PCs are in the dining room, a successful 
Listen check (DC 10) reveals bits :snd pieces of con- 
versation fmm a nearby table. The pawns in question 
don’t look terribly out of place for th: inn (or die Elven 
District in general) but the fragmeits make it sound 
rather like they are plotting to assassinate the Elder of 
one of the noble families. 

pl l .  THF SRFAT BOLF Of T H E  
NFRTSF; 

This large treetop residence 15 large enough to 
identify it as the great bole of one of  the four fami- 
lies, but it is not as  imposing as on12 would expect. 
tt has the clustered architecture that  ckaracterrzes 
the houses of the elven elite, but tbere is no orna- 
ment to it, no outward sign of  wealth. The structure 
is painted a dull off-white, and the dosest thing to 
decoration is  a shrine-like sculpture on the balcony 
of the holy symbol of Lady of the Heavens, a tree 
with the Spire rising out of the top of it. 1 
The House of Nerise maintain the least ostentatious resi- 
dence of the four elven noble families. It is not that they 
are poor -by any objective standard, they have wealth 
befitting an aristocratic family But piety is also part of 
their public image, and they have always worried that 
ostentation would lose them the respect of the common 
folk. 



r h r , . ~ l u r , ' ~  I.. 

The spare, contemplative air of their Great Bole belies the 
fact thar the Nerise family i s  very busy these days. Clan 
Elder deea Nerise is not only the Priestess of the Temple 
of the Four Points (see location PE), bur she is also in the 
middle of her term as ChiefElder ofthe Council of Elders 
(so she also sits on the City Council). Her brother is Javer 
Nerise, the High Priest of theTemple of the Sky, the elves' 
great temrle a t  the foot of the Spire (see location 117). As 
has been traditional, various Nerise reIatives populate the 
priestho03 of Lady of the Heavens, and members of the 
family are always beset by requests from petitioners who 
wish to enrer the clergy. 

Elder &ea is keen to keep her finger on the pulse of 
everything that happens, great and smaIl, in the politics of 
the EIven Ilistrict. She has always believed rhe Nerise to be 
in the most precarious position of all of the four families 
because th+=y have no obvious assets with which to compe1 
others to do their will. The Elesse, in her view, still get  by 
on the vestiges of their ancient royal lineage; the Corine 
have the Elven Legion at their disposal; and the Aer have 
large reserves of money - the most versatile resource of 
all .  The Nerise may be the traditional spirimal Ieaders of 
the elves through their control of the religious establish- 
ment, but their means of persuasion is less effective than 
the other three. Therefore, Elder deea views every mqor 
occurrencr in terns of i t s  prubable effect (if any) on the 
balance of power between the four families. It is why, for 
insrance, she and her brother appointed one of the Aer 
family to the powerful position of Rector of Permissions 
at theTemple of the  Sky, knowing full well that he would 
Ieverage it both for personal gain and to advance his 
family's fortunes. It helped bind the Aer's fortunes to their 
own, and one never knows when thar will prove useful. 

For the moment, Elder lleea believes the House of  
Nerise's political position to be secure, especially since she 
still has ten years left in her term as Chief Elder. But she 
also knows that once it ends, it will be 60 years before her 
family will regain that extra vote in the Council ofElders, 
and they t\ ill once again bc vulnerable. hmhermore, she 
knows thar a conflict over h d y  of the Heavens doctrine 
may be brewing within her family, with the fracture 
appearing at exactly the worst place. She worries that her 
brother Javer has grown too fi-iendlv with the ether races 
with whom the elves are forced to share the Spire. For 
more on this conflict, see the entry on the Temple of the 
Four Point?. 

Jauer, hcweves, lives full-time at the Temple of the Sky 
(location J LO), leaving the Great Bole to Ileea's immediate 
family - her husband Nios Laer-Nerise, and their young 
son Seles - and their extended family, which consists 
of their paremal aunt  and uncle, as well as four adult and 
four juvenile cousins. Nios her-Nerise is a commoner 
by birth, but he rose to the rank of commander in the 
Legion despite Iacking obvious connections to the House 
of Corine. By definition, then, there must be something 

ve while she v 
he is genltinl 
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Vla recommend him. He married Jleea far l o  
still only the heir to the family title, and 
devoted to her and the House of  Nerise. 

ed servants. 

d; 

The Nerise maintain a household sraff of twenty assarr- 

Elder lleea Nerise: Elf ClrlO/AriS. 

Nios Laer-Nerise: E l f  Ftr9/Ari2. 

Seles Nerise: E l f  Aril. 

Extended Nerise Family (70): El f  Aril-1 0. 

Servants (20): El f  Corn2. 

Feel free TO substitute levels of cleric for levels ofari 
with any of the adult Nerise relatives, but leave them a t  
least two leveEs of aristocrat 

The Nerise keep only 2,000 gp in an unlocked 
chest, located in the master bedroom, in their 
Great Bole. Their most important heirlooms are 
actually the magic items that Ileea and Javer keep 
a t  their respective temples. Technically, they belong 
to the of ice that each holds, but so many Nerise 
have held those posts down through the ages that, 
in practical terms, they are Nerise heirlooms. If 
they ewer lose possession of  either of ice,  they know 
that it i s  only a matter of time before t h e  Nerise 
take possession ofthem again. Nios also keeps his 
+2 longsword and +2 chainmail, relics of his service 
in the Legion, in the master bedroom closet. Seles 
wears a child-sized ring ~fpro tec t to~  42. Othewise, 
use the guidelines laid out in the Overview to the 
Nobles District (p.  166) in determining the extent 
of the treasure kept by various members of  the 
household. 

RC' l - IVI lT  
Elder Ileea is almost never at home during the day. If 
she is not at the Temple of the Four Points, she is ILkely 
meenng with the other Elders at the Hall of the Elements 
(location P3). she is at neither location, she is probably 
in the Government District on City Council business. In 
her absence, her husband takes charge of greeting and 
entertaining guests. In case of an emergency, he is the best 
qualified to defend the household. He will go immediarely 
for his arms and armor, and his first priority will be pro- 
tecting his san, the heir to Ieadership of the Nerise. 

. .  

' j  

. .. 
..3 

. .  . -. 
y -. .... .. . ~ ... . . ><. . .  
- ,  

I 

c HOOKS - An informer has presented Elder IIeea with apparent 
evidence that her brother Javer is doing something 
utterly unthinkabIe - negotiating with the kobold 
clerics Urbak and Gekalt (see locations J6 and RIP), as 
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independent agents -the PCs - to verdy or disprm 
the accusation. If the PCs follow the mail correctly, tht 
will tmce it back to an agent for one ofthe other elve 
noble families, trying to sow dissension within tl 
House of Nerise. 

p 2 2 .  TFMPLF OE THF EOUR POINTS 

1 
A tall steeple, built in imitation of  the Spire, rises 
from the middle of this treetop complex and marks 
it as a ternpte of the main elven religious sect, 
Lady of the Heavens. The buildings here house the 
priests’ quarters and the temple’s administrative 
offices. The House of Nerise’s coat o f  arms and the 
holy symbol of Lady of the Heavens hang over the 
main ertrance. The Temple’s main public space is 
a large &form inlaid mth four silver arrows, one 
each pcinting to true north, south, east and west. 

The Temple of the FOUT Points is the main temple of 
Lady of the Heavens in the Ehen District. It is not the 
largest rrrnple of the sect - that distinction belongs to 
the Temple of the Sky in the Spire Disrrict (location J10) 
- but it is rhe spiritual heart of the disrrict and in some 
ways, more important. The name refers to the four points 
of the compass (for the goddess watches over her chosen 
race in aU directions), but it also refers to the four noble 
famlLes of the eIves. In that sense, the name emphasizes 
the sect’s status as the official religion of the elves. The 
Priestess of the temple, Ileea Uerise, is also the Elder of 
the House of Nerise (see location €Vi), the current Chief 
Elder of the Council of Elders and the district’s City 
Council representative. 

R F S 1 I ~ G N ‘ ~ ’ S  
~n ancient times, the priests of Lady o f  the Heavens 
formed one of the pillars of the elven kingdom, along 
with the monarchy and the army. Whenever the kingdom 
was threatened by foreign foes, it was the priests who 
assured the common folk that their patron goddess, who 
had created the Spire in a single bound as she leapt from 
the earth, would protect them, as she favored the eIves 
above a l l  other races.Theirprestige survived the one occa- 
sion on which they might have been proven wrong - the 
battle for the Spire against the humans and dwarves, in 
which, for once, the elves did not clearly prevail against 

that  had always dominated its clergy firmly established as 
aristocrats. 

But because the elves h3ve kept themselves more iso- 
lated than the other races within the Iarger framework 
of the city, their official religion has found the process of 
coexisting with the other racial religions relatively tricky 
and uneven. The clergy of the Temple 3f the Sky have, as 
a general rule, found that it makes sense to seek accom- 
modation with the other major religious sects. In the Spire 
District, the city charter’s mandate that elves, humans and 
dwarves must share the divine landmark equally is an 
immediate fact of life, and everyone nust  find a way to 
get along. The clergy of the Temple of I he Four Pojnrs, on 
the other hand, spend all their time mithin the confines 
of the Elven Dismkt. Their contact wirh orher races is 
relatively slender, a n d  they can Iive all of their long lives 
without really having to come to grips with the cosmo- 
politan reality of the rest of the city. It is much easier for 
them, therefore, to c h g  to the ethnoct:ntric tenets of the 
ancient faith, and believe in all sincerity that  someday, the 
h d y  of the Heavens will return from above and sender 
unto the elves all that is r igh t fdv  thein; - the other races 
(literally) be damned. 

Priestess Ileea Nerise inclines toward this old-fashioned, 
firebrand version of the elven religion - this despire the 
fact that she presently represents the district in the Council 
and must interact with folk of a11 diffewnt faces regularly 
these days. It puts her increasingly at  odds with her brother 
Javer, the Ehgh Priest of the Temple of the Sky 

Her vision of the s e a  is moderate, however, compared 
to her second-in-command at the tern de, Senior Prefect 
Ender Teue. Teue is the son of a family whom the Nerise 
have long helped by accepting their children into the 
priesthood, and he is intensely loyal to the House of 
Nerise in general and Elder/Priestess &ea in particular. 
Just as intense, however, is his beIief in the old, apocalyp- 
tic aspect of his religion. It is an articl: of faith with the 
Senior Prefect that the time is closer :It hand than most 
anyone else reahes when rhe Lady of’ the Heavens WrlI 
return and call upon the elves to rise up and take back 
from the humans, dwarves - and ctmainlx the filthy 
humanoid scum -what i s  rightfully theirs: the Spire and 
all the surrounding lands. He is quick to point out that 
elven blood was shed over this land lcsng ago, and argue 
that the Lady of the Heavens would not allow such sacri- 
fice without an ultimate reward. 

The three junior prefects and 50 priests who round out 
the TempIe’s staff have mixed feeling5 about the Senior 
Prefect’s extremism. On the one hand, Ender Tdle is per- 
sonaIly very popular, especiallv with the younger priests, 

I -  - -  

5 their foes, A t  feast the elves had not been defeated -in 
fact, they held their 11u?1 despite being very much out- 
numbered - and won the right to build their own temple 
a t  the fmt of the Spire. And so the ancient faith of Lady 
of the Heavens survived the end of the eiven kingdom 

as he has a friendly open manner. They are also to same 
degree predisposed to share his world ”riew, and are open 
to his arguments. But for most (though by no meam all) of 
the Temple clergy, Senior Prefect TeIIe I:oes a little farther 
in damning the other races than they :ire prepared to go, 

I 

I 
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a little unnerving. 
The priests of the Temple go about UI 

only the forest-green cassock of their ordt 
symbol - a rree wirh a spke  rising above L1lc u I d I I c ~ I I  

contrast to their easy-going brethren a t  the Temple c 
Sky, the priests here affect a certain dignity, and the 
not as free, either with the public or with each other. 

High Priest lleea Nerise: El f  Clrl OfAri8. 

Senior Prefect Ender Telle: Elf CI rl2. 

Prefxts (3): Elf Clr 7 0-1 2. 

Priests (50): El f  Clr l-9. 

It is not necessarily the case that all clerics of the Temple 
have served the order for their entire adult lives. You may 
v31-y their backgrounds by creating some of them as mul- 
ticlass NPCs, as lonR as a t  least half of their total levels are - 
taken as cleric. 

ing 

d the 
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The clergy o f  the Temple have little in the way o f  
coin or valuable personal items. Each prefect ha5 
a ring of protection +2 and a periapt of wisdom +2. 
Senior Prefect Telle keeps a + 1 flaming morningstar 
and a + 1 (ight steel shield in his private quarters. H e  
also wears a ring ujprotectron 43 and a periapt of 
wisdom +4. In public, High Priest lleea Nerke car- 
ries the magic items associated with her office: an 
a m u h  of natural a m o r  +4, a periapt ofwisdam t G  
and a rod ofmetamagic, maximize. 

The Temple keeps a good supply of curative 
potions and scrolls in stock- no less than 150 
each of the most popular orisons and 1st level 
spells (such a5  detect magic and cure light wounds), 
twenty each o f  the most popular 2nd and 3rd level 
spells (such a5 cure moderate wound and cure dis- 
ease) and ten each o f  the most popular 4th level 

Higher level spells and less popular spells of all 
levels are available as scrolls or potions in smaller 
quantities. Rings, staves and wondrous items that 
use divine magic exclusively should also be avail- 
able a t  the DM's discretion. The temple treasury 

Lock chec 
the Priestt 
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to open) containing 5,000 gp, kept in 
5' office. 

The priests of the Temple offer the usual assortment of 
clerical services to the public: divine magic, spiritual coun- 
seling, and the like. Their clientele is exclusively elven as a 
general rule, however, so non-elves that are not obviously 
parr of a tour group d cause some confusion a t  the least, 
suspicion at worst. 





y.23. ’1‘H E: ‘1’HRNC-J I J I L  CjHOV t; 
This stand of trees on a parch of dry ground near the 
Temple of the Four Points (location P22) is set aside as a 
place of  contemplation for the elves. It is the closest thing 
that the E’ven District has to a large public park, except 
that it purpose is mare closely circumscribed. By common 
understanding, the grove is not a place to play or have 
festive gatherings. It is a sacred space without overtly reli- 
gious trappings, a pIace where an elf can come to be alone 
with his thoughts, or to commune privately with his god- 
dess, the Lady of Ehe Heavens. 

It is also a place that the ekes  have set aside for them- 
selves. Although there is no law against non-elves enter- 
ing the grcve, any who do will get the sense that their pres- 
ence is unfamiliar and pretty unwelcome - even if there 
is IIQ one else there. In  truth, when the Elven District was 
first laid out, the priests of Lady of the Heavens wove a 
complex series of enchantments on the ground to en5ure 
that this would remain elven ground, no matter what.The 
methods by which they did SO were not recorded and the 
knowledge of it has long been forgotten. But the effect is 
rhat all nun-elves who enter the grove suffer a -2 penalty 
to all skilt tests and Will saves. The effect is even stronger 
on humaroids, who are especially anathema to the elves; 
they suffer a -I penalty to skill tests and Will saves. 
The grove receives visitors a t  all hours of she day and 

night. It is a popular rendezvous point for those who just 
need a prominent place where they can meet, although 
properly respectful behavior i s  expected of those who 
come her for purely social purposes. Late a t  night, when 
it is relatively empty and darkness serves as cover, it can 
serve as a place for trysts, or other less reverent activities 
(not all elves are saints, after all). 

The Temple of the Four Points is officiauy charged with 
t h g  care of the grove. At least once per day (usuaIly by 
daylight, hut sometimes at night), two lowlevel priests 
(no higher than 3rd level) will come OUT here and make 
sure the grounds are neatly kept. 

HOOKS 
0 Two caretaker priests visiting the grove ar night see 

a mysterious figure - possibly a monster or even an 
outsider - l u r h g  among the trees. They approached 
it cauticusly, but it fled. The prefects of theTemple scoff 
at their report, refusing to take it seriously. The priests, 
sure of what they saw, turn to the PCs to investigate. 

pZ4. Hi\IJNTFD MANGKOVF TRFF 
This huge. dead mangrove tree is currently the object of 
great concern among those who live nearby The tree is 
hollow, it* bole having rotted out a long time ago, but it 
is so large that it remains standing en The strength of  its 
outer COW and bark. Local residents attest they can hear 
terrible waiIing from inside it a t  various hours of the day 

them have concluded (hasdv. ,urd 
n more than fact) that the tree is 
v e h l  undead monster. 
t“ is a forlorn wyrmling bronze drag- - 
Manual) that wandered away kern its 
1 a small island just off the coast, and 
It took refuge in rhe hollow nee  and 
, except occasionally a t  night to find 
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and night. Most ot 
based on imaginatio 
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on (as in the Monstu1 
family lair, located or 
got irretrievably lost. 
is too scared to leave. 
food (such as fish, ma 
Diplomacy check (D 
in a non-threatenhi 
out. If rhe skill check 

fislly, may reveal the location of i t s  true home -but the 
Dhd should keep in mind that  this will be like gleaning 
precise information from a very young child. Returning 
the wymiing alive to it5 family wilI earn the grati-tude of 
the parent dragons and a suitable reward from their hoard 
- perhaps even a favor in return. 

HOOKS 
The local residents are looking for adventurers w h g  
to purge whatever is “haunting” the ancient hollow 
mangrove tree. The Elven Legion scoffs at them, as the 
wymling inside always seems to be resting Whenever 
they come out to investigate. But the residents know 
that something is there; they hear rhe w e d  howls 
- and furthermore, some pets have gone missing and 
fresh blood and bones of marsh animals have been 
found. 

p.25. THE DRUID’S CjROVF 
The region’s druidical sects have always felt an affinity for 
the elves, seeing them as the intelligent race most closely 
Lnked to nature. The elves, for their part, do not always 
retiirn the favor; mme elves welcome their friendship 
while others view them as addballs who are projecting 
their own anxieties about urbanization and civilization 
onto another group. Even so, when druids from the SUP 

rounding countryside and the Order of the Grove (see 
location J9) asked the Council of Elders for a smdl patch 
of ground so that they might hallow and revere it, the 
Eldets agreed.Thev handed the druids an obscure, muddy 
bit of land tucked in the southwest corner of the district. 

The druids planted a small stand of oak trees here, and 
ever since then various druidical sects have used this spot 
as a pEace of meditation and reverence. They pIaced g x d e r  
glyphs of warding all  around the perimeter of the grove, 
each one keyed to a sprig of holly. Each glyph stores the 
spell liveoak. In each case, the spell is linked CQ the same 
oak, so rhat even if mote than one glyph is set OK only 
one treant guardian will be activated. 
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bout their druidical visitors. Many 
the druids are really hiding a great 

,lr LI_l.. I_ _..- LA.c trees, and even the ones who don’t 
quite heIieve that enjoy spreading the rumor. They 
know nothing, however, about the glyphq. 

6. DFVFRS? BARFRY 
i s  unawnning baker‘s shop is nonetheless one of the 
 st famous bakeries in the Elven District. Many genera- 
ns ago. the Devers family developed a recipe - which 
nains *t closely-held trade secret to this day - for a 

baked gmd that gives a modest, but noticeable endurance 
bmst to whoever eats it. The Devers-cake, as they calI it, 
is popular among &en travelers, as well as those who 
lust have a busy daily schedule, in spite of its high price. 
Master baker Ehs Devers (ElfExp8) carries on the family 
tradition and makes a good limng off of it. 

The Devers-cake is not a pure grain product, but 3 
mixture sf bread, preserved h i t  and rare herbs that 
the elves have known since ancient times, but which 
remain largely unfamiIiar to other races. It is not a magic 
item, simply a high-quality mundane item with unusual 
benefits. One serving Df Devers-cake gives a creature of 
Medium size OT smaller a +I akhemicd Constirution 
bonus for a period of four hours afrer consumption. Large 
cseariires must eat two servings to get this effect, however. 
Huge creatures must eat four servings; Gargantuan eight 
servings; Colossal twenty servings. Devers-cake has no 
effect on Constructs, incorporeal beings, outsiders, plants 
or undead. Because of their monopoly on the recipe, the 
Devers have always been able to command a premium 
price for rhis item; a single serving costs 5 gp. 

Elis Devers keeps a cash box with 100 gp and 500 sp in 
i t  behind the shop counter. 

HOOKS 
Bers Aer of the House of Aer (see location P22) has 
approached Ehs Devers with the idea of exporting the 
Devers-cake to the rest of the city, and perhaps to foreign 
lands a5 welL Devers is interested, but shortage ofingre- 
d i em presents an obstacle. Without a greater supply of 
raw materials, there is na way that he could ramp up pro- 
duction. He hires the PCs to scour an outlying region for 
a particular herb. He is particularly interested whether 
enough of this herb could be found to justify the trouble 
and expense of bringing it back to the aty 

m 1 JESTS - To outsiders, life in the Elven District oftcn appears man- 

111e CIIUIChI JuLficyulg tu1 suprcrlldcy Yelwcr l I  I l l C  L U U L  

noble families offers oppomnities for 1’cs looking for an 
odd job here and there. For although the elves designed 
a balanced political system for thernselr’es, that has never 
stopped any of the noble houses from trying KO tip that 
balance in their favor, or worrying that the others were 
trying to tip it against them. And although they hold con- 
siderable influence among the COTII~TIQI~ elves based both 
on both tradition and the  power of paironage, the truth 
is that the noble hortses aIso need allies just as  badly as 
the commoners need their help. Far pethaps the ultimate 
gauge of a house’s snength is the number of followers - 
that is, the number of those indebted to them for favors 
or Iivelihood - that act as their pr&e,j in normal times, 
or stand by them in a crisis. The destruction of a noble 
house, either by force or some terrible public hrmiIiation, 
is unthinkable in large part because ea1.h could rally fol- 
lowers to shield them if it came to that. 

A PC with a talent TO offer would probably have little 
trouble getting suitable employment from a noble house, 
although getting the chance to offer those services will 
take a bit of doing. It requires makinj; the proper con- 
nections if you don’t already have them, starting with 
introducing yourself to a relatively lowly alIy of the clan 
-and perhaps he wlll require a favor in return for intro- 
ducing you to someone closes to the Elder and his or her 
immediate famiIy, It may require repeating rhis process a 
halfa dozen rimes or so (not counting possible false stam 
and dead ends) before you m n  actually nee t  the Elder, or 
even an important relative (such as Bers Aer of the House 
of Aer). 

Solving a vexing problem - such a:; the Underwater 
Mystery at location P15, or the Hauntfd Mangrove Tree 
a t  location P24 - and becoming a l oca l  hero would pro- 
vide a faster, if possibly more dangerous, route. Becoming 
famous through such a deed would inslire a bardic song 
OT two, and undoubtedly attract the notice of m e  of the 
noble families. In this case, h e  PCs might find the nobles 
approaching them instead of the other way round. 

Once you reach the inner circle, however, do not be 
surprised i€ they would find even a non-eIf useful, if 
sufficiently talented. The four famhes rarely engage in 
anything SO tuugh as assassination against each ozher (if 
it’s done ac all, the targets are usuaIly lower-level allies, 
and the siruation must be serious indeed), but spying and 
blackmail are common. An Elder never knows what sort 
of embarrassing information could be used to d u e n c e  
another Elder’s vote in the Council of Elders. If the Target 
of intrigue is the House of Aer, commercial sabotage is 
also a possibiliry. The Elesse, when they care to dabble in 

1 guil, its unchanging w3ys and traditions wrapped in an 
exotic cIoak and hidden by intention from the rest of the 
city But for PCs who want to stick their noses into the 
elves’business, these is enough tension and potential COIF 

flict r o h g  behind that placid masque to catch them up. 

commerce, would certainly have a n  easi8:r time of it with- 
out strong competition from the Aer. 

Or service may not require intrigue against other elves 
at all. The Corine remain wary of their half-elven black 
sheep Sir Slate Corine and what troubll: he may have in 

- 



for them, and who know the outside bU5lTlesSes outsrde QI the klVeIl  ULSmCt, but rflllld 

ofthe Elyen District could help them in this regad. The decide that there is a first line for anVE 
Aet, who have a lot of commercial interests outside the 
city, always have need of scouts, traveling bodyguards and 
extra caravan guards. 

Serving a noble house faithfully and well will result 
in a substanha1 reward - preferably one That keeps the 

especidv easy to do if the PC is an elf. The Corine and 

the c l e r e  of Lady of the Heavens, respectively RegardIess 
of the PC’i race, The Aer can offer to set him up in a busi- 
ness of h:s own - in exchange for an ownership stake, 
of course. They don’t have much experience in running 

if have a Offer the Same 
f i e  great wild card in all of this, of course, is 

tidung of Derres Elesse, the Eksse heir with di 
re-establishing *he 
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Of his dreamt-of 

monarchy. IIernes 

PC bound to the family and within easy reach. This i s  

the N,=risn can offer sinecures in the Elven Legion and b gentle Or persuasion+ who 

‘’5 ambi’ons. He V ” g  ‘0 suPPrters ’ 
and he mind if 

as his henchman at t 

will find hirnselfwirh subtle 
dmy work to do and receive 
in return wild promises of 
standing at the right hand 
of the new elven kmg. 

the poli- _I 

s igns  on 
lee& fol- 
lwork for 
1 advance 
e does so 
signs on 

his point 
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I h c  situation would become much mor 
Idcourse I f  Uerres was found out before th 
for his coup. Elder Reylen, though second 
i t  comes to standing on the dignity of his 
would be shocked by the actual prospect 
the district’s current political arrangement 
ancient ways. More likely than not, he wc 
in his SOP - perhaps even disinherit him. 
the impulsive Detrres might d o  the unthink 

and setting them up to take the fall. WOUI 
to kJI the Elder of a n  elven noble house 

I .  

I sinate his own father - tasking the PCs 

- thereby walking righr into Derres’ trap’ I .- 

BY T H E  SODDFSS 
Divisions within the cIergy of Lady of the 
by extension, the Howe of Netise) creatr 
for a conflict that could sweep up PCs, esl 
ate elres and/or clerics affiIiated with or 
religious sects. It is bad enough that Ileea 
brother Jwer disagree on how far their set 
accomrncldaring other races and their re1 

. . .  

GEST CI’ 

r complicated, 
e time was ripe 
to none when 
family history, 
of Overturning 
in favor of the 
ruld try to rein 
In which case, 
.able and assas- 
with the deed 
d the PCs dare 
in cold blood 

Heavcns (and 
: the potential 
ieciaIly if they 
le of the city’s 
Merise and her 
:t should go in 
ligious beliefs; 

this by inelf practically compels individual priests to 
take side: against their fellows who disagree with them. 
Either &rise might retain the services of an &en cIeric 
with no close ties to either the Temple of the Sky or the 
Temple of’the Four Points to act as a mediaror between the 
two temples - literally a go-bemeen, since it would no 
doubt reuuire shuttling messages from m e  ro the other 
and back again. Ifit goes well, this by itselfwould earn the 
gratitude of the House ofNerise and perhaps allow the PC 
to join the Lady O f  the Heavens clergy a t  a high rank. 

r Y  

But the firebrand preaching of Senior 3sefect EnderTelle 
complicates matters no end, since he hjs the charisma to 
woo large numbers of clergy and lay followers to his xeno- 
phobic views. Ifhe launches his cmsade in earnest, it would 
throw the Ehen District into chaos, and 1 he disorder weuld 
ldcely have a severe e€fect an the city’s other religious sects, 
as weII. ~t would onIy fuel the bigotry ,3f the other races’ 
religious extremists, such as Archbiishcp Spehr KaIris of 
the True Children (see location 13) - 0- perhaps i f  wodd 
inspire extremists ofdifferent races to join together to crush 
the less militant factions in their own sects. The humanoids 
would probably use the ensuing conflict to gain power for 
themselves a t  the expense of other races. Either way, it may 
be said of Ender Telle that he is the one priest who could, 
if he got his way, turn the respected Guardians of the Spite 
against the h d y  of the Heavens c l a - ~ .  SL ch disorder would 
be a catastrophe the U e s  of which the city has not seen in 
ages, but it would also give the PCs a chance to either take 
sides or serve as peacemakers - a chance for action and 
heroism either way. 

YAELE P.l: ELYEN DisnicT RANDOM ENCQUHTI:RS 

dZO Encounter 

1-2 Elven Legion patrol 

3 Pickpocket 

4-5 Messenger 

6-7 Elven noble 
8 

9-1 1 Elven tradesmanJcraftsrnan 

12-14 Tourist 

15-16 Elven Bard 

17-18 Druid 

19-20 

Elven Clan Elder and entourage 

Priest of Lady of the Heavens 
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APPENDIX: NPC STATS 

APPENDIX: NPC STA; 
As YOU have no doubt noticed by I 

h u g e s t  City has no stat blocks for indivi 
low, f i r  world’< 
dual NPCs. That 
to save space for 
i n i e s .  The Wodd’r 
tion, after all (the 

er in Sull might 

I 

know), and stat- 

ig else. 
ieric stat blocks 

is because we made a conscious decision 
more story-oriented content and more er 

Largest City has a huge NPC populai 
City being the worIds largest, you 
ing out every non-player charact 

zhir 
get 

about any NPC in 
I €ind generic blocks 
PC character class 

the Players Handbook 
y NPC dass in the 
dasterr ~ u i d c .  
> trick out a non- 
aracter, simply take 
classflevel code and 

. .  

3 with the appropri- 
I the listings below 
ter Level I, etc.). If 
m d j .  according t o  
iers descrhed in the 
Hide, p. 127. 
of multi-class NPCs, 
to combine two OT 
depending OR how 
the character has. To 
ue saving throw and 
lers, simply combine 
‘rs from a l l  appropri- 
30 the same for Skills 
i we11 as HD and hp. 
ne attributes, choose 
1s the base class and 
ittributes aside. ?’hen, ... 

determine the difference in 
attributes between a Level I 

characrer of the other dass and 
the NPCs current level in that 

class, and apply that d~ference 
to the amibutes determmed 
by the base class. Combined 
attributes will help deter- 
mine Initiative and AC 
modifiet, as well as attribute 
modifiers for Skllfs, attack, 

eat the process as appropriate if 
m two classes. Possessions may 

be determined accoramg to the appropriate g p  Value for 
the character’s total levels. 
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E WORLD'S LARGEST CITY 

LFVFL 3 
' 3 CR 3; HD 3d6-3; hp  10; Init +I; Spd 30 ft.; AC 11, touch 

n r  < 

11: 
(It 
crc 
rar 
S 37 
Wi 

CR 1; HD ld6-1; hp 5; Init +1; Spd 30 ft.; AC I T ,  touch 
, flat-footed 10; Base Atk +o; Grp +o; Atk +I melee 
18/x2, heavy mace) or +i ranged (id8/19-20/~2, Eight 
Issbow); h u l l  Ark +1 melee ( l d g / S ,  heavy mace) or +I 

le Fort -f , Ref +I, Will +4; Str 10, Dex 12, Con 8 ,  Int 13, 
IS 15, Cha 14. 
Skilfs rind Feats (12/i): Concentration +I, Heal +3, 
iowledge (arcana) c4, Knowledge (religion) +4, 

Adept  ?peIIs hepamd (4/2; save DC 12 + speA level): 0 - cure 
minor woiinds,  defect magic, light, read rna~c;  fst - bless, cure 

hst.rsions: Masterwork heavy mace, mastenvork light 

lged (Id8/19-20/xZ, light c ~ o s s b o ~ ) ;  SA -; SQ -; 

I spellcraft +3; Combat Casting. 

light MpOUIIdS. 

crossbow 300 gp. Or: 900 gp total value. 

LFVFL 3 
CR 2; HD 266-2; hp 8; Init +i; Spd 30 ft.; AC 11, touch 

11, flat-footed IO; Base Atk +I; Grp +1; Atk +2 melee 
(1d~/x2, heavy mace) or +2 ranged (IdS/I 9-20/~2, Lght 
crosslmw); FuIl Atk +2 melee (1dsjx2, heavy mace) or +2 

ranged (1d8/19-20/~2, hghr crossbow); SA -; SQ -; 
Save Fort -1, Ref +1, Will +S; Str 10, Dex 12, Con 8, Int 13, 
Wis 15, Cha 14. 

skills and R a t s  ( l 5 / 1 ) :  Concentration +3, Heal +3, 
Knowledge (arcana) +4, KnowIedge (religion) +4, 
SpeIlcraft +4; Combat Casting. 

Ad+ S;lelIs Prepared (4 /2;  suvc DC 12 + spell Iwel): 0 - cuw 
mmo7 wrmnd5, ddect  magic, Irght, read magic; 1st - bless, CUTE 

Ibssesnmw Masterwork heavy mace, masterwork Iight 
light wounds. 

crossbow, 1,400 gp. Or: 2,000 gp total value. 

11, flat-tooted 10; Rase Atk +i; Grp +l; )irk +2 melee (ids/ 
x2, heavy mace) or +2 ranged (ld8/19-20/~2, hghf cross- 
bow); FUII Atk +2 melee (Zd&/x2, heavy nace) or +2 ranged 
(ldH/19-20/~2, light crossbow); SA -; SQ -; Save Fort 
+e, Ref +2, Win +5; S t r  IO, Dex 12, Cor1 8, Int 13, Wis IS, 
Cha 14. 

skills and h t s  (18/2): Concentration +4, Heal 4, 
Knowledge (arcana) +4, Knowledge (religion) +4, Speucrafr 
+s; Combat Casting, Dodge. 

Ad@ Spells m a r e d  ( 4 / 3 ;  S R V ~  DC 12 + ;pel1 level): o - cure 
minor wounds, detect mapc, bght, read magic; 1 s t  - bless, cure 
light wounds, s h p .  

Possesnons: Masterwork heavy mace, rnastenvork light 
crossbow, 1,900 gp. Or: 2,500 gp total value. 

TlFVFL 4 
CR4; HD 46-4;  hp 13; Init +I; Spd !Oft.; AC 11, touch 

11, flat-footed io; Base Atk +2; Grp +2; P.tk +3 melee (ids/ 
x2, heavy mace) or +3 ranged (ld8/19-20/~2, light cross- 
bw); Full Atk +3 meIee (1 d8/S ,  heavy mace) or +3 ranged 
(ld8/19-20/~& light crossbow); SA -; SQ-; Save Fort 
+O, Ref +2, Will +7; Str 10, Dex 12, Con 8, ht 13, wis 16, 
Cha 14. 

skills and Fmtz (21/2): Concentration +s, Heal +5, 
KnowIedge (arcana) +5, Knowledge (re1iI;ion) +5, Spellcraft 
+5; Combat Casting, Dodge. 

Ad@ SpeIEr hepared ( 4 / 3 / 1 ;  save DC 13 + spell h e n :  0 
- cuw minor uwnds, detect magic, light, read  magi^ 1st - 
blesq, cure Iight wounds, sleep; 2nd - cure modemte wounds. 

Possessions: Masterwork heaw mace, masterwork light 
crossbow, 2,700 gp. Or: 3,300 gp total va ue. 

LFVFL 5 
CR 5; H D  5d6-5; hp IS; Init +I; Spd 30 fr.; AC 11, touch 

11, flat-footed 10; Base Atk +23 Grp +2; Atk +3 melee (Ids/ 
~ 2 ,  heavy mace) or +3 ranged (1d8/19-:10/&, light cross- 
bow); Full Atk +3 melee (Idg/x2, heavy mace) or +3 ranged 
(ld8/14-20/~2, light CKQSS~OW);  SA -; SQ-; Save Fort 
+0, Ref +2, WdI +7; St r  IO, Dex 12, Con 8 ,  Int 13, Wis 16, 
Cha 14. 

Sksh  and Feats (24/2):  Concentration +6, Heal +6, 
Knowledge (arcana) +5, Knowledge (religfon) +5, spellcraft 
+6; Combat Casting, Dodge. 

Adept Speh Prepad (4/3/2; save DC 13 + spell hd): 0 
-cure minor ~ o u n d s ,  detect pnngrc, light, read magic; 1st 
- h l m ,  cum light wounds, &ep; 2nd - aid, cure moderate 
wounds. 

hsess ionc  Masterwork heavy mace, rnasremork light 
crossbow, 3,700 gp. Or: 4,300 gp total value. 

LEVEL 6 
CR6; H D  6d6-6; hp 18; Init +I; Spd 31) ft.; AC 11, touch 

11, flat-footed io; Base Ark +3;  Grp +3; Ark +4 melee (Ids/ 
d, heavy mace) or +4 ranged (id8/19--20/x2, light cross- 
bow); Full Atk +4 melee (ldS/x2, heavy mace) or+4 ranged 
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+I, Ref +?. Will +R; S t r  io, Dex 12, Con 8, Int 13, wis 16, 
Cha 14. 

SklIls nnd Feats (27/3): Concentration +6, Heal +6, 
KnowledFe (arcam) +6, bowledge (religion) +h, Spellcraft 
+7; Combat Casting, Dodge, Mobility. 

Adept 5x31s Wpared ( 4 / 3 / 2 ;  save Dc 1 3  .c spell leuel): o 
--cure mwor wounds, detect mugtc, light, read mapE; 1st 
- bless, c rre light wozcnds, sleep; 2nd - md, CUR moderate 
wounds. 

Possesstorts: Masterwork heavy mace, masterwork light 
crossbow, 5,000 gp. Or: 5,600 gp total value. 

LFVFL 7 
CR 7;  J-! D 7d6-7; hp  20; Init +1; Spd 30 ft.; AC 11, touch 

11, flat-footed 10; Base Ark +3; Grp +3; Atk +4 melee (Ids/ 
x2, heavy mace) or +4 ranged (IdS/l9-20/~2, light cross- 
bow); Full Atk +4 melee (Id8/d,  heavy mace) or +4 ranged 
(id8/19-?0/x2, light crossbow); SA -; SQ-; Save Fort 
+1, Ref +3, Will +8; Str 10, Dex 12, Con 8, Int 13, Wis 16, 
Cha 14. 

S k i h  and Feats ( 3 0 / 3 ) :  Concentrarion +7, Heal +6, 

Knowledge (arcana) +7, Knowledge (religion) -1.7, Spellcraft 
4-7; Combnt Casting, Dodge, Mobility 

Adept S d s  h p a m d  (4 /4 /3;  suwe DC 13 + spell led): 0 
-mrc minor wounds, detect magic, light, read mapr; 1st 
- bless, c i w e  Eight wounds, detect evil, ~ l q ;  2nd - aid, cum 
moderate irounds, web. 

hssescions: Masterwork heavy mace, masterwork light 
crossbow, 6,600 gp. Or: 7,200 gp total value. 

LFVFL 8 
CR 8; E D  8 d 6 7 ;  hp 2% Init +1; Spd 30 h.; AC 11, touch 

11, flat-footed 10; Base A& 4; Grp +4; Atk +5 melee (Ids/ 
~ 2 ,  heavy mace) or t.5 ranged (Id8/19-20/~2, light cross- 
bow); Full Atk +s melee (ids& heavy mace) or +s ranged 
(ld8/19-20/~2, light crossbow); SA -; SQ--; Save Fort 
+2, Ref +3. Wdl+9; Str 10, Dex 12, Con 8 (lo), Int 14, Wis 
16, Cha 14. 

skills and Feats (34/3): Concentration +9, Heal +8, 
KnowIedge (arcana) +8, Knowledge (religion) +8, Speflcraft 
+8; Combnt Casting, Dodge, Mobility. 

Adept Sarfls YwFpawd ( 4 / 4 / 3 ;  save DC 13 + spell level): 0 
- cum mmw wounds, detect mugi~, light, read magic; 1st 
- bless, c w c  light wounds, detect evil, sleep; 2nd - ord, c w e  
modmate iilozrnds, web. 

Possessmu: Masterwork heavy mace, masterwork light 
crossbow pink Toun sbne, 800 gp. Or 9,400 g p  total value. 

LFVFL 9 
CR 9; HI) 9d6-7; hp 27; h i t  +I; Spd 30 ft.; AC 11, touch 

11, flat-fvoted IO; Base Atk +4; Crp +4; Ark +5 melee 
( Z ~ R + Z / X ~ ,  heavy mace) or +5 ranged (ldS/l9-20/~2, light 
crossbow ; Full Atfc +5 melee (ids+lJxz, heavy mace) or 
+5 ranger. (ld8/19-20/~2, light crossbow); SA -; SQ-; 
Save Fort +3,  Ref +4, WiIl+9; Str lo ,  Dex 12, Con 8 (lo), Int 
14, Wis I<, Cha 14. 

KnowEedge (arcana) +IO, k o u  
Spellcraft +8; Combat Casting, Do 
Focus (heavy mace). 

o -cure minor wounds, detert mag~c, light, read mi 
- bless, CUE light wounds, detect evil, sleep; 2nd - 
mudcmfc wounds, web; 3rd - cure SCYIOMS wounds. 

Possewons: +I heavy mare, masterwork light cr 
pink Ioun done, 1,400 gp. Or: 12,000 gp total value. 

Adtppt Spell< Prepared (4/4/3/1; save DC 23 + s p 4 1  l m d ~  

LFYFT, 1 0  
CR 10; HD 10d6-7; bp 31; h i t  +1;  Spd 30 ft.; 

touch 11, flat-footed 10; Base Atk +s; Grp t5; Atk +I 

(Idg+rJx2, heavy mace) or +6 ranged (ldS+I/l9 
Iight crossbow); Full Atk +6 melee (ld8+l/x2, heay Ii ldLeJ 

or +b ranged (lds+l/l9-20/~2, light crossbow); SA -, SQ 
-; Save Fort +3, Ref +4, Will +lo; Str IO, Dex 12, C Q ~  8 
(lo), Int 14, Wis 16, Cha 14. 

skills and ~ m t r  (42/4): Concentration +IO, Heal +9, 
Knowledge (arcana) +IO, Knowledge (religion) +IO, 
SpeIlcrafr + 10; Combat Gasring, Dodge, Mobility, Weapon 
Focus (heavy mace). 

Adept Spells Prepared ( 4 / 4 / 3 / t ;  save DC f 3  + spell level). 
0 -cure rnrnor wounds, detecf mupc, light, read magrc; 1st 
- bless, cure light wounds, detect wiF, slccp; 2nd - a d ,  cure 
moderate wounds, IUP& 3rd - CUT senoui wounds. 

Passesrm15: +1 heavy mace, +1 hght C T O S S ~ O ~ V ,  pnk loun !itone, 
3,400 gp. Or  16,000 gp total value. 

, 
1 

LEVEL x r  
CR 11; HD 12d6-7; hp 34; Init +1; Spd 30 ft.; AC 11, 

touch 11, flat-footed IO; Base Atk +5; Grp +5; Atk +7 melee 
(ld8+2/x2, heavy mace) or +6 ranged (ld8+1/19-20/~2, 
light crossbow); Full Atk +7 melee (ld8+2/x2, heavy mace) 
or +6 ranged (ld8+1/19-20/fl, right crossbow); SA -; SQ 
-; Save Fort +3, Ref +4, Will +IO; Str 10, Dex 12, Con 8 
(IO), h t  14, Wis 16, Cha 14. 

SRds and Feats (46/4) :  Concentration +12, Heal +11, 
Knowledge (arcana) +IO, Knowledge (religion) +IO, 
Spellcraft +I 0; Combat Casring, Dodge, MobrLm, Weapon 
Focus (heavy mace). 

Adept Spells Repared (4 /4 /4 /& save DC 13 + spell Icwel): 
o -CUT minor wound<, detect maglc, Eight, read mag~c,  1st 
- bless, cure light wounds, detect ml, sleep; 2nd - d id ,  cut’s 
gruce, cum moderate wounds, web; 3rd - cure S P ~ O U S  iuounds, 
mnmc disease. 

~osscsaons: +2 heavy mace, +I Ir& msSbotv, pink Ioun stone, 
2,400 gp. Or: 22,000 gp total value. 

LFVFL 12 
CR 12; HD 12d6-7; hp 38; Xnit +5; Spd 30 ft.; AC 11, 

touch 11, flat-footed 10; Base Atk +6; Crp +6; Ark +8 melee 
(ldS+2/x2, heavy mace) or +8 ranged (ld8+2/19-20/~2, 
light c~oossbow); FulI Atk c8/+3 melee (168+2/x2, heavy 
mace) or +8/+3 ranged (Id8+2/19-20/~2, Ilght crossbow); 
SA -; SQ--; Save Fort +4, Ref +5, Will +11, Str 10, Dex 

1 

DSSbUW. 

AC 11, 
6 melee 
-2o/x2, 



I 2 ,  Con F (IO), Int 14, Wis 17, Cha 
skill< n*td Feats (50/5): Concenr 

h o d e d q e  (arcana) +11, Know - Spellcrafr +1 I; Carnbaf Castinf 
Initiative, Mobiliry, Weapon Focus 

Adept Spells Repaved (4 /4 /4 /?;  su 
o - ctlw minor wounds, detect mug 
- bless, cfirp light wounds, detect evil 
g m r e ,  cure mod~mte wounds, web; 3rd 
wmoue diwnse. 

Possessions: +2 heavy mace, +2 l i g  

stone, 2,400 gp Or: 27,000 gp total v 
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I A  liEht crossbow); Full Ark +9/+4 melee (Id8+2/x2, heaw 
17. 

ration +13, Heal + I f ,  
ledge (religion) +TI, 
;, Dodge, Improved 
(heavy mace). 
ve DC 13 + <pel1 I d ) ,  

, sleep; 2nd - aid, rat’s 
- cure scwou5 tvounds, 

C, bght, r e d  magic; 1st 

:ht crossbow, pink ~ o t r n  
ralue. 

LFVFL 13 
CR 13; HI1 13d6-7; hp 41; Init +5; Spd 30 ft.; AC 2 1 ,  

t~uch I 1, flat-footed 10; Base Atk +6; Grp i 6 ;  Atk +8 melee 
(1d8+2/x2, heaw mace) or +8 ranged (ldS+2/19-20/~2, 
light crossbow); Full Atk +8/+3 melee (ld8+2/x2, heavy 
mace) or -8/+3 ranged (2 d8+2/19-20/~2, light crossbow); 
SA -; SQ-; Save Fort +4, Ref +5,  W d  +TI; Str 10, Dex 
12, Con 8 (IO), Int 14, Wis 17, Cha 14. 

S h k  avd Feats ( 5 4 / 5 ) :  Concentration +13, Heal +12, 
Knowledge (arcana) +I?, Knowledge (religion) +I 2, 
Spellcraft +12; Combat Casting, Dodge, Improved 
Initiative, Mobility, Weapon Focus (heavy mace). 

AdEpt S r e h  Repuued (4/4/4/2/1; SUVE DC 13 + spdl he!}:  
o -cure minor wounds, detect mugrc, light, rend magic; 1st 
- hies<, nire lrght wounds, defect evil, slerp; 2nd - aid,  cut:r 
grace, cuw moderate wounds, web; 3rd - CUT% SETIDUS wounds, 
wmme dwase ;  4th - curc mtical wound?. 

Possessions: +2 heavy mace, +2 light cmssboiil, pink loun 
stone, 10,400 gp. Or: 35,000 gp total vahe. 

LEVEL 14 
CR 14; HD t4d6-7; hp  45; Init +5; Spd 30 ft.; AC 11, 

touch 11, flat-footed 20; Base Ark +7, Crp +7; Atk *9 melee 
(ldS+2/x2, heavy mace) or +9 ranged (ld8+2/29-20/x2, 
light crossbow); Full Atk + 9 / 4  melee (1d8+2/x2, heavy 
mace) or +9/+4 ranged (ld8+2/19-20/~2, light crossbow); 
SA -; SQ-; Save Fort 4, Ref +5, Wdl+12; St t  I O ,  Dex 
12, Con 8 (io), Tnt 14, Wis 17, Cha 14. 

skills mid  h t r  (58JS): Concentration +13, Heal +I?, 
Knowledge (arcana) +I3, Knowledge (religion) +13, 
Spellcraft +14; Combat Casring, Dodge, Improved 
Initiative, Mobiliq, Weapon Focus (heavy mace). 

A d ~ p t  Speh Plrpared (4/4/4/2/1;  suue DC 13 + c p d  I d ) :  
o -turn minor wounds, dctert magic, lighl, read  mag^; 1st 
- b h j  c l w  light wounds, detect wil, s h p ;  2nd - aid, cut’s 
puce, r w e  moderate iuoundg web; 3rd - cure serious wounds, 
wmwc disrasa; 4th -cure mhcal wounds. 

Pussewom: +2 heavy mace, s2 llght mssbow, pink roun 

7 stone, 20,400 gp. Or: 45,000 g p  total value. 
I 4 
I , LFVFTA I 5  

CR 15; HD 35d6-7; hp 48; Init +5; Spd 30 ft.; AC 11, 
touch 1 1, ht-footed IO; Base Atk +7; Grp +7; Atk 4-9 melee 
(1&+2Jx2, heavy mace) or +9 ranged (ld8+2/19-20/~2, 

mace) or +9/& ranged (ld8+2/19-20/~2, light crossbow); 
SA -; SQ-; Save Fort +S, Ref 4, Will +12; Str 10, Ilex 
12, Con 8 (lo), Inr 14, Wis 17, Cha 14. 

Skrlls and A n t s  (62/6): Concentratio7 +17, Heal +t2, 
Knowdedge (arcana) +14, Knowledgv (religion) +14, 
Spellcraft +I&; Combat Casting, Dodge, Improved 
Initiative, Magical Aptitude, Mobility Weapon Focus 
(heavy mace). 

Adapt SpeIEs Prtpared ( 4 / 4 / 4 / 3 / 2 ;  save DC 13 + spell leuel): 
o - cum m i n w  wounds, detect map[, IigGt, rend magac; 1st 
- bless, cure light wounds, dptcCt evil, s leg ;  2nd - a d ,  cut’s 
gruce, cure moderate wounds, web; 3rd - c i m  senour wounds, 
lightning bolt, W ~ O V E  disease; 4th - CUR critical wounds, 
minor creation. 

~osrcssionr: +2 heavy mace, +Z Lght crorsbrlw, pink loun stone, 
34,400 gp. Or 59,000 gp total value. 

LEVEL 16 
CR 16; M D  1 d - 7 ;  hp 52; Init +5; 5:pd 30 ft.; AC 11, 

touch 11, flat-footed 10; Base Atk +8; Gsp +8; Atk +IO 
melee (ld8+2/x2, heavy mace) or +io rznged (1d8+2/29- 
20/x2, light crossbow); Full ktk +10/+5 melee (1d~+2/x2, 
heavy mace) or +10/+5 ranged ( t  d8+:?/19-20/~2, light 
crossbow); SA -; SQ-; Save Fort +5, Ref +6, Wdl +Id; 
Str 10, Dex 12, Con 8 (IO), Int 14, Wis 18, Cha 14. 

ShUs and F d s  (66/6): Concentration +17, Heal +13, 
Knowledge (arcana) +16, Knowledge (religion) + l 6 ,  
Spellcraft +16; Combat Casting, Dodge, Improved 
Initiative, Magical Aptitude, Mobiliq, Weapon Focus 
(heavy mace). 

Adept Spplfs Prepared (4/4/4/4/Z; save EC 14 + srell level): 
o -cclire minor wouplds, defect magic, light, wnd magic; 1st 
- bless, CUE light wounds, detecl ml, sleep; 2nd - aid, cat: 
grace, cure rnodemte wounds, web; 3rd - rire S P ~ O U S  wounds, 
lightning bolt, TCWIOUE curse, remuve diaau; 4th - ctire C ~ ~ K U I  
trlounds, minor creahon. 

Possessions: +2 heavy mace, +? hght c r o ~ s b c ~ u ,  pink rom done, 
52,400 gp. Or: 77,000 gp total value. 

LEVEL 17 
CR 17; HD 17d6-7; hp 55; h i t  1.5; Spd 30 ft.; AC 11, 

touch 11, flat-footed IO; Base Ark +8; Grp i s ;  Atk +IO 
melee (1d8+2/x2, heavy mace) OK +IO ranged (ld8+2/29- 
20/x2, Iight crossbow); FuII Atk +10/+5 melee (ld8+2/x2, 
heavy mace) or +10/+5 ranged (ld8+2/19-20/~2, Iight 
crossbow); SA -; SQ--; Save Fort +5, Ref +6. Will 414; 
Str l a ,  Dex 12, Con 8 ( IO) ,  Int 14, Wis IS, Cha 14. 

shills and Feuts (74/6): Concentration t.18, Heal +IS$ 
Knowledge (arcana) t.16, Knowledge (religion) +16, 
Spellcraft +17; Combat Casting, Dodge, Improved 
Initiative, Magical Aptitude, MobiIity Weapon Focus 
(heavy mace). 

Adept S p 4 s  *pmd (4/4/4/4/2/1; save DC 14 + spell ImcI): 
Q -ccure minor wounds, detect mag~c, light, read magic; 1st 

gm.m CUE moderate wounds, web; 3rd - CI(W smous wounds, 
- bless, turn light t c l o d s ,  &feci d, deer ;  2nd - aid, cat:$ 



iigvrirring ~1 r i i ,  rtmwr: CUPJU, X U ~ U U E  awase;  4tn - cure cnrmr 
uvunds, n i ~ ~ o r  cufatron; 5th - m i s e  dend. 

POSSCSSI~JW t2 heavy mace, +2 light cmsshotu, prnk houri stone, 
75,400 g ~ "  Or: 1 QU,OOO g p  total value. 

LFVFL 18 
CR 18; HD 18d6-7; bp 59; h i t  +5; Spd 30 ft.; AC 11, 

touch 1 1 ,  flat-footed TO; Base Atk +9; Grp +9; Atk +I 1 
melee (ld?+2/x2, heavy mace) or +I1 ranged (1d8+2/19- 
20 /x2 ,  light crossbow); Full Ark +11/+6 melee (id8+2Jx2, 
heavy mace) or +11/+6 ranged ( I ~ s + ~ / I + ~ o / x ~ ,  light 
cronbow) SA -; SQ-; Save Fort +6, Ref +7, Will +25; 
Srr f 0, De.u 12, Con 8 (le), Int 14, Wis 18, Cha 14. 

skills a i rd  Ieentr (74'7): Concentration c19, Heal +17, 
Knowledge (arcana) i-16, Knowledge (religion) +16, 
Spellcraft +18; Combat Casting, Dodge, Improved 
Initiative, Magical Aptitude, Mob&% Spring Attack, 
Weapon FOCUS (heavy mace). 

Adept SpefIr Pwpawd (4/4/4/4/2/1; sdue DC 14 + spell h e ] ) :  
0 - cure minor wound<, detect magic, light, wad magic; 1st 
- b l m ,  cvrp light wounds, detect evil, sleep; 2nd - urd, cat's 
gmce, cuye inoderate wounds, web; 3rd -cure senoirs wounds, 

crossnow); an -; aq-; sa 
Srr 10, Dex 12, Con 9 (111, Jn 

S h h  and Feats ( 8 2 / 7 ) :  Cr 
Knowledge (arcana) +18, 
Spellcraft +19; Combat c 
Initiative, MagicaI Aptitudl 
Weapon Focus (heavy mace). 

Ad$ Spells Prepred  (4/4/4/ 
o - C U E  minor W Q U P I ~ S ,  deta 
- bless, cure Iight tuomds, de[ 
p c e ,  cure modemte wounds, tu, 
lightning bolt, remove curse, rev 

Possessions: c2 heavy mace, +I 
195,400 gp. Or: 220,000 gp to 

trrounds, mrnor crealron, urd of 

ve Fort +6, Ref +:, Wd! 116; 
t 14, Wis 18, Cha 14. 
mcentration +19, Heal +2U, 

Knowledge (religion) * ? 8 ,  , 

Iasting, Dodge, Improved 
e, Mobility, Spring Attack, 

'4/3/2; save DC 14 + spell Ind): 
t mapc, Irghf, yead mapc; 1 s t  
eci ml, sleep; 2nd - aid, cat? 
eb; 3rd - cure s e n o ~ s  wounds, 
?we diseasc; 4th - mrc critical 
{we; 5th - heal, mise dead. 

b light crosrbow, pink Ioun done, 
tal value. 

lightning bdt ,  reinowe curse, remoue disease; 4th -cure C H ~ -  

cal wounds rninoy  mation; 5th - ram dead, 
Fossesswts: +2 heavy mace, +2 Erght crossbow, pink loun 

done, 105,400 gp. 130,000 gp total value. 

TAFVFT, I9 
CR 19; FID 19d6-7; hp 62; Init +5; Spd 50 fr.; AC 

I 1, touch I I, flat-footed 10; Base Atk +9; Grp +9; 
A k  t l i  melee (1d8+2/x2, heavy mace) or +11 ranged 
(ld8+2/19-20/~2, light crossbow); Full Atk +11/+6 melee 
(ld8+2/x2. heaw mace) or +ll/+6 ranged (IdS+2/19- 
20/x2, light crossbow); SA-; SQ-; Save Fort +6, Ref 
+7, Will +15; Str 10, Dex 12,  Con 8 (IO), Int 14, Wiq 28, 
Cha 14. 

SkilEs nnd Aat r  (78/7) :  Concentration +19, Heal 
t17, Knowledge (arcanaj +IS, Knowledge (religion) 
+IS, Spellcraft +IS; Combat Casting, Dodge, Improved 
Initiative, Magical Aptitude, Mobhty, Spring Attack, 
Weapon Fillcus (heavy mace). 

Adept Spells Prrpured ( 4 / 4 / 4 / 4 / 3 / 2 ;  suvc DC 14 -t s p d  hi): 
0 -mw minor wounds, detect magrc, light, mad magrc; 1st 
- bless, cure light wounds, detect evil, sleep; 2nd - md,  
cut's p c c ,  cuw moderate wounds, web; 3rd - cure sm- 
011s tc~oundc, Iigghtning bolt, remme curse, vemouc drsense; 
4th - cuw cntrcd wounds, r n t n o ~  crcatron, t u d  offire; 
5th - heal, raise dead. 

done, 145, $00 gp. Or: 170,OQQ gp rotd value. 
P o w s < r o w  +2 hcatq mace, +2 light crosrbow, pink Ioun 

LFVFT, 2 0 
CR 20' HD 20dh-7; hp 66; h i t  +5; Spd 30 ft.; AC 11, 

touch 11. flat-footed 10; Base Atk +IO; Grp +IO; Atk +12 
melee (1d~+2/x2, heavy mace) or +I 2 ranged (1d8+2/14- 
20/x2, light crossbow); Full Atk +12/+7 melee ( I ~ R + ? / x z ,  
heavy mace) or +12/t 7 ranged ( I  d8+2/19-20/~2, light 

I 



ibssesstons- Masterwork dagger, 600 gp- Or: 900 gp total 

CR 2; HD 2d8; hp 12; Init +1; Spd 3(! Et.; AC 11, touch 
11,  flat-footed IO; Base Atk +I; Grp +o; Ark +i melee (id& 
1/29-20/~2, dagger); Full Atk +1 melee {ld4-1/19-20/~2, 
dagger); SA-; SQ-; Save Fort to, Ref+l, Will +si Str 8, 
Dex 12, Con 10, Int 13, Wis 14, Cha 15. 

skills and Feats (25JI): Appraise +4, B l ~ f f  +3, Diplomacy 
+6, Gather Infurmanon +3, Intimidat: +3, Knowiedge 
(architecture and engineering) +2, KrowIedge (geogra- 

phy) +2, Knowledge (history) +2, :howledge (local) 
+2, Knowledge (nature) +2, howledge (nobil- 

ity and rovalty) +3, Knowledge (rehgion) +2, 
Listen +3, Perform (dance’) +3, Perform (ora- 
tory) i4 ,  Ride +2, Sense Motive +$, Spot +3, 
Swim +I; Negotiator. 

Possessions: Masterwork dagger, 1,700 gp. 
Or: 2,000 g p  totd value. 

I 

8; hp 17; Init +I; !;pd 3Q ft.; AC $1, 
touch 11, flat-footed 10; Base Ark +?; Grp +I; Atk +2 

melee (ld&l/14--20/x2, dagger); Full Ark +2 melee (164- 
I/19-20/~2, dagger); SA -; SQ-; Sat e Fort +I, Ref +2, 
Will +s; Str 8, Dex 12, Con IO, Int 13, Wis 14, Cha 15. 

skills and Feats (30/2): Appraise +4, Bb rff +3, Diplomacy 
+6, Disguise +3, Forgery +2, Gather Inforination +3, Handle 
Animal +3, Intimidate +3, Knowledge (architecture and 
engineering) +2, Knodedge (geography) +2, Knowledge 
(history) +2, Knowledge (local) +2, Kr owledge (nature) 
+2, Knowledge (nobility and royalty) +6 Knowledge (reli- 
@on) +2, Listen 43, Perform (dance) 4-3, Perform (oratory) 
+5, Ride 4-3, Sense Motive +5, Spot +3, Swim +I; Negotiator, 
Skill Focus (Knowledge (nobility and royalty)). 

Possessions: Masterwork dagger, 2,200 gp. Or: 2,500 g p  
total value. 

1 -  

I 

I 



APPENDI 

12, flat-fmited 11; Base Atk +3; Grp +% Atk +3 melee ( 1 d 6  
2/19-20/~2, dagger); Full Atk +3 melee (Zd4-1/19-2@/x2, 
dagger); 5.4 -; SQ--; Save Fort +I, Ref +2, wd +6; Str 8, 
Dex 12, Con 10, Znt 13, Wis 14, Cha 16. 

Skills ar:d Feats (3S/?): Appraise +4, B l d f  +4, Diplomacy 
+7, Disguise +4, Forgery t2, Gather Information +4, Handle 
Animal A t ,  Intimidate +4, Knowledge (architecture and 
engineeri7g) +3, Knowledge (geography) +3, Knowledge 
(history) -3, Knowledge (local) +3, Knowledge (narure) 
+2, Know'edge (nobhty and royalty) +6, Knowledge (reli- 
gion) +3, Listen +3, Perform (dance) 4, Perform (oratory) 
+6, Ride +4,  Sense Motive +5, Spot +3, Swim +l; Negotiator, 
Ski11 Focus (Knowledge (nobility and royalty)). 

Possessions: Masterwork dagger, ring of protection .ti, 1,000 
gp. 3,100 gp total value. 

LFVFL 5 
CR 5; HD 5d8; hp 26; h i t  +l; Spd 30 ft.; AC 12, touch 

12, flat-footed 11; Base Atk +3; Grp +2; Atk +3 melee (Id& 
1/19-20/12, dagger); Full Atk +3 melee (ld+1/19-20/~2, 
dagger); S A  -; SQ-; Save Fort +I, Fkf+Z, Wdl+6; Str 8, 
Dex 12, Con 10, Int 13, Wis 14, Cha 16. 

S k i h  and Feats (40 /2 ) :  Appraise 4, Bluff +5, Diplomacy 
+8, Disguice 4, Forgery+2, Gather Information +4, Handle 
h i m a 1  +4, Intimidate +4, Knowledge (architecture and 
engineering) +3, Knowledge (geography) +3, Knowledge 
(history) ~ 3 ,  Knowledge (local) +3, Knowledge (narure) 
+3, Knowledge (nobility and royalty) +6, Knowledge (reli- 
gion) +3, Listen +3, Perform (dance) 4, Perform (oratory) 
+6,  Ride +4, Sense Motive +5, Spot4,  Swim +l; Negotiator, 
Skill Focus (Knowledge (nobiliry and royalty)). 

Possessions: Masterwork dagger, nng of protection +I, 1 
potion of cnre moderate wounds, 1,700 gp. Or: 4,300 gp total 
value. 

LFVFL (5 
CR 6; FID 6d8; hp 30; Init +l; Spd 30 ft.; AC 12, touch 

12, flat-footed 11; Base Atk +4; Gtp +3; Atk +4 melee (I& 
1/19-20/ '~2,  dagger); Full Atk +4 melee (ld4-1/19-20/~2, 
dagger); 5.4 -; SQ-; Save Fort 4-2, Ref +3, Will 4-7; Sa 8, 
Dex 12, Con 10, Int 13, w i s  14, Cha 16. 

ShIls a d  €e& (45J3): Appraise +4, Bluff +7, Diplomacy 
+8, Disguise +4, Forgery +2, Gather Information +6, Handle 
h i m a l  ++, himidate  +5, Knowledge (architecture and 
engineering) +3, Knowledge (geogaphy) +3, Knowledge 
(history) "3, Knowledge (local) +3, Knowledge (nature) 
+3,  Knoudedge (nobility and royalty) +6, Knowledge 
(religion) +3, Listen +3, Perform (dance) 4, Perform 
(oratory) 17, Ride +4, Sense Motive +5, Spot +4, S w i m  +I; 
Negotiator, Persuasive, Skill Focus (Knowledge (nobhy 
and rovalry)}. 

Possessions: +I dagger, ring of pmtectron +I, 1 p h o n  of cure 
modcmte ~ 4 m n d r ,  1,000 gp. Or 5,6O@ g p  total value. 

' 35; h i t  +I; Spd 30 ft.; AC 12, touch 
;e Atk +5; Grp +4; Atk +5 melee (I d e  
Full Atk +S melee (ld+i/19-20/?~2, 

-; Save Fort +2, Ref +3, Will +7; S t r  8, 
i3, Wis 14, Cha f 6. 
'3): Appraise +4, sluff  +7, Diplomacy 
:ry +2, Gather Information +6, Handle 
ite +6, howledge (architecture and 
owIedge (geography) 4-3, Knowledge 
d g e  (local) +4, Knowledge (nature) 
bility and royalty) 4-8, bowledge 
1 +X p~r fn rm ( A s n r p l  JC. ~prfn- 

12, flat-footed 11; Bas 
1/19-20/~2, dagger); 

Dex 12, Con 10, Int 1 
skills and Feats (SOl 

+&, Disguise +4, Forgt 
Animal 4, Intimida 
engineering) +j, &I 
(history) +5, Know11 
+3, Knowledge (no 
(religion) +3, Lister. __..-. _.. ,-~.,-~, ~IIIIy~-y 

(oratory) +7, Ride +4, Sense Motive +5, Spot 4, Swim +I; 
Negotiator, Persuasive, SkilI Focus (Knowledge (nobility 
and royalty)). 

bssesnons: +I dagm, ring of profertion +I, 2 potions of cure 
serious wounds, 1,400 gp. Or 7,200 g p  total value. 

dagger);SA-;SQ- 

LEVEL 8 
CR 8;  HD sd8; hp 39; h i t  +1; Spd 30 ft.; AC 12, touch 

12, flae-fomed 11; Base Atk +6; Grp +5; Atk +6 melee (Id& 
1/i 9-20Jx2, dagger); Full Atk +6/+1 melee (ld4--1/19-20/ 
x2, dagger); SA-; SQ-; Save Fort +2, Ref+3, Will +8; Str 
8, Dex 12, Con 10, Int 14, Wis 14, Cha 16. 
ski115 and Feuts (56/3): Appraise +5, Bluff +7, Diplomacy 

+8, Disguise +4, Forgery +3, Gather Xnfomation +6, Handle 
Animal +4, Inrimidate +6, Knowledge (architecture and 
engineering) +S , Knowledge (geography) +s, Knowledge 
(history) +6, Knowledge (local) +5, Knowledge (nature) +4, 
KnowIedge (nobiliry and royalty) M, Knowledge (religion) 
+5, Listen +5, Perform (dance) c6, &form (oratory) +7, 
Ride +4, Sense Motive +5, Spot 4-5, Swim +I; Negotiator, 
Persuasive, Skdl Focus (Knowledge (nobdity and royalty)). 

hssessions: +I dager, ring of protechon + I, 2 potions of cuw 
swims wounds, 3,600 gp. Or: 9,400 g p  total value. 

LFVFL 9 
CR 9; HD 9ds; hp W ;  Init +I; Spd 30 ft.; AC 12, touch 

12, flat-footed 11; Base Atk +6; Grp +5; Atk +6 melee (Id+ 
1/19-20/x2, dagger); Full Atk +6/+1 meIee (Id4-1/19-2Q/ 
x2, dagger); SA -; SQ--; Save Fort +3, Ref +4, Will +8; Str 
8, Dex 12, Con 10, h t  14, Wis 14, Cha 16. 

skills and Feats (62/4): Appraise +5, Bhrff+lO, Diplomacy 
+I l l  Disguise +8, Forgery +5, Gather Information +9, 
Handle Animal +8, Intimidate +6, Knowledge (archi- 
tecture and engineering) +5, Knowledge (geography) 
+5, Knowledge (history) -16, Knowledge (local) +5,  
Knowledge (nature) +5, Knowledge (n~bility and royalty) 
+9, Knowledge (TekgiOn) +5, Listen +5, Perform (dance) 
+9, Perform (oratory) +$, Ride  t4, Sense Motive +5, Spot 

- 

i 

I 
+5, Swim +2; Negotiator, Persuasive, Run, Skill Focus 
(Knowledge (nobility and royalty)). 

~ossessians: +I dagger, nng of protection +I, crrclet of prnua- 
uon, 2 potions of cure serious wounds, 1,700 gp. Or: 12,000 gp 
total value. 

- 
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WilI 
Ski 

+13, 
Hanc 
tectu 
+5,  1 
&lo\ - +9, K 
+9, A 
+5, 5 
(&o 

Po5 
sson, 
total 

LFVI 
C I  

hp 48; Init +1; Spd 30 fi.; AC 12, touch 
Base k k  +7; Grp +6; Atk +7 melee 
dagger); Full Atk +7/+2 melee (Id+ 
r); SA -; SQ-; Save Fort +3,  Ref +4, 

+9; Str 8, Dex 12, Con 10, Int 14, Wis 14, Cha 16. 
Ils and Fcnts (68/4): Appraise +5, Bluff +12, Diplomacy 
Disguise +8, Forgery +5, Gather Information +9, 
\le Anima1 +8, Inrimidate +9, Knowledge (archi- 
re and engineering) +5, Knowledge (geography) 
Knowledge (history) +6, Knowledge (local) +5, 
vledge (nature) +5, Knowledge (nobility and royalty) 
i-iowledge (religion) 4 5 ,  Listen + 5 ,  Perfom (dance) 
:form (oratory) +IO, Ride +4, Sense Motive +7, Spot 
;wim +z; Negotiator, Persuasive, Run, Skd Focus 
idedge (nobility and royalty)). 
,ses5irns: +I dagger, nng ofprotectfon +I, rrrrlet of pcrsua- 
2 ptrons Q ~ C U Y C  s e n o ~ s  wounds, 5,700 gp. Or: 16,000 gp 
value. 

3J, 1 1  
C 11; HD Ilds; hp 53; Init +I; Spd 30 ft.; AC 13, touch 

13, flat-footed 12; Base Atk +8; Grp c7; Atk +8 meke  
(1d~1/1*>-20/x2, dagger); Full Ark +8/+3 melee ( 1  d+ 
1/19-20/~2, dagger); SA -; SQ--; Save Fort +3, Ref M, 
Will +9; Ttr  8, Dex 12, Con 10, Inr 14, Wis 14, Cha it;. 

skills mid Fcnts (74/4): Appraise +5, Bluff +12, Diplomacy 
+13, Disguise +8, Forgery +5, Gather Information +IO, 
Handle Animal +8, Inrimidate +7, Knowledge (archi- 
recrure and engineering) +5, Knowledge (geogtaphy) 
+5, Knowledge (history) +6, Knowledge (local) +5,  
KnowIedae (nature) +5, Knowledge (nobility and royalty) 
+ i f ,  Knowledge (religion) t5, Listen +5, Perform (dance) 
+9, Perform (oratory) +12, Kde +4, Sense Motive +7, Spot 
+5, Swim +2; Negotiator, Persuasive, Run, skill Focus 
( b o d e d g e  {nobility and royalty)). 

~ossesricns: +I daggr ,  nng of protection +2, circlei ofpersua- 
son, 2 pot~ons of cure senouz wounds, 4,700 gp. Or: 21,000 g p  
total valutt. 

T,FVFT, v2 
CR 12; HI3 12d8; hp 57; Init +1; Spd 30 ft.; AC 13, touch 

13, flat-footed 12; Base Atk +9; Grp +8; Atk +10 melee 
(Zd4--~/1~-2~/~2,  dagger); Full Atk +10/+5 melee (id+ 
1 /I 9-20/~2, dagger); SA -; SQ-; Save Fort +4, Ref +5, 
Will +IO; Str 8, Dex 12,  Con IO, h t  15, Wis 14, Cha 16. 

ShrSIs and Feats ( R o / ~ ) :  Appraise +5, Bluff +P2, Diplomacy 
+I&, Disguise +9, Forgery 4-6, Gather Information +la, 
&ndle ~nimal +s, Intimidate +7, Knowledge (architecture 
andengineering)+5, Knowledge (geography) +6, Knowledge 
(history) t7, howledge fld) +6 ,  Knowledge (nature) 
+5 ,  Knowledge ( n o b h y  and royalty) +11, Knowledge 
(religion) +6, Listen +s, Perform (dance) +9, Perfom (ora- 
tory) +12, Ride 4, Sense Motive i 7 ,  Spot +5, Swim +2; 
Negotiator, Permasive, Run, Skd  Focr~s (DipIomacy), Skill 
Focus (Knowledge (nobility and royalty). 

-- 

I 
’ 

total value. 

T~FVFL 13 
CB 13, HD 13th; hp 62;  Init +I; Spd 30 ft.; AC 14, touch 

14, flat-foored 13; Base Atk +9; Grp +,3; Atk +io melee 
(E d4-1 /I 9-20Jx2, dagger); FuU Atk +113/+5 melee ( i d &  
I /19-20/~2, dagger); SA -; SQ -; Save Fort +4, Ref +5, 
Will +IO; Str 8 ,  Dex 12, Con 70, Jnt 25, \Vis 34, Cha 16. 

Skills and Feats (RhJ5): Appraise +8, &luffi-l4, Diplomacy 
+I 6, Disguise t3, Forgery +6, Gather Information +lo, 
Handle Animal +8, Intimidate +7, KnorvIcdge (archi- 
tecture and engineering) +5, KnowEtdge (geopaphy) 
+6, Knowledge (history) + J ,  Knowledge (local) +6, 
Knowledge (namre} i -5,  Knowledge (nobility and rwyaltj) 
+I I ,  Knowledge (religion) +6, Listen +5, Perform (dance) 
+9, P e d ~ m  (omtorv-v) +I 3, Ride +4, Sewe Motive +7, Spot 
+5, Swim +a Negotiator, Petsuasive, Run, Skdl Focus 
(Diplomacy), Skill Focus (Knowledge I nobility and ~ D Y -  

Possessfons: +2 dagger, nng ofprofccfion F3, c i d e t  o,f pwun- 
sion, 2 @ions ofcure serious wounds, 2,70C gp. Or: 35,000 gp 
total value. 

aIvN. 

LEVEL 14 
CR 14; HD 14d8; hp 66; Init + 3  ; Spd 30 ft.; AC 14, touch 

14, flat-footed 13; Base Atk +Io; Grp +9; Atk +12 meke 
( IdkI/ l9-20/~2,  dagger); Full Atk +1?/+7 melee (Id+ 
1/19-20/~2, dagger); SA -; SQ-; SaLe Fort +4, Ref +5, 
Will +11; Str 8, Dex 12, Con 10, Int 15, Wis 14, Cha 16. 

Skills and rents (92 /S) :  Appraise +9, Bluff +14, Diplomacy 
+16, Disguise +9, Forgery +6, Gather Information +IO, 
Handle Animal +8, Intimidate +7, Knowledge (archi- 
tecture and engineering) +7, Knowkdge (geography) 
4 6 ,  howledge  (history) +7, Knowledge (local) +6,  
Knowledge (nature) +7, Knowledge (nobility and royalty) 
til, Knowledge (retigion) +6,  Listen +5, Perform (dance) 
+IO, Perform (oratory) +13, Ride 4, !Sense Motive +7, 
Spot +5, Swim +2; Negotiaror, Persuasive, Run, Skill Focus 
(Diplomacy), skill FQCUS (Knowledge 4 nobdity and roy- 
a l t y ) ) .  

~osscsraons: +3 dagger, nng of protection --j, circlut of p e r m -  
sron, 2 potions of cure senot(s wourrdr, 2,700 gp. Or: 45,000 gp 
total value. 

LEVEL 15 
CK 15; HD I5dS; hp 71; Init +l; Spd 3 3  ft.; AC 15, touch 

15, flat-footed 14; Base Ark +I€; Grp +lo;  Atk +13 melee 
(Id&i/i?-20/x2, dagger); Full Atk ~13/+8/+5 melee 
(ld&I/19-20/~2, dagger); SA -; SQ -; Save Fort +5, 
Ref +6, Will + 1 1 ;  Str 8, Dex 12, Con 1 0 , h t  IS, Wis 14, Cha 
16. 

skills and F a d s  (98 /6 ) :  Appraise +9, Bhlf+l4,  Diplomacy 
+I&, Disguise +9, Forgery 4, Gather Information + I O ,  
Handle Animal +E, Intimidate t7, Knowledge (archi- 
tecture and engineering) +7, Knowlr dge (geography) 



( l f l + l / l Y - - Z U J x Z ,  dagger); kull Atk +15/+10/+5 melee 
( ~ ~ + I / I F - Z O / ~ ~ ,  dagger); SA -; SQ -; Save Fort +s, 
Ref +6, Will +12; Sa 8, Dex 22, Con 10, Int 16, Wis 14, Cha 
16. 

+P6, Dispise +IO, Forgery +8, Gather Information +1U, 

Handle Animal +8, Intimidate +7, Knowledge (archi- 
tecture and engineering) +8, Knowledge (geography) 
t7, Knowledge (history) + j  O, Knowledge (local) +7, 
Knowledge (nature) +8, Knowledge (nobility and rov- 4 111 
alty) +14, Knowledge (religion) +8, Listen +7, Perform 
(dance) ---lo, Perform (oratory) +16, Ride +6, Sense 
Motive +it Spot +7, Swim +2; Negotiator, Persuasive, 
Run, Skill Focus (Diplomacy), Skill Focus {Perform (ora- 
VJY)), Skill Focus (Knowledge (nobilicty and royalty)). 

Fowrsions: +4 dagger, nng of puotecf~on 4, circlet of penua- 
sion, 2 potrrns sf cure renous tcvunds, 2 potions oftonpes,  5,200 
gp Or: 77.000 g p  total value. 

Skills and Feats ( iOS/b):  Appraise +IO, Bhff+l4,  Diplomacy A fit; 
1 v 

LFVFL I 7  
CR 17; HD 17d8; hp 80; h i t  +I; Spd 30 fr.; 

AC 16, touch 16, flar-footed 15; Base Atk +12; 
Grp +li; Atk +15 melee (ld+1/19-20/~2, 
dagger); FuIl Atk +iS/+iO/+s melee (Id+ .. 

1/19-20/~2, dagger); SA -; SQ -; Save Fort 1 

‘ +5, b t + ~ ,  Will t12; Str 8, Dex 12, Con io, Int. 
16, Wis 14. Cha 16. 

S k i h  and Feats (112/$):Appraise +IO, Bluff +14, 
Diplomaw t16, Disguise +lo,  Forgery +8, Gather 
Information +12, H a d e  Animal +8, Intimidate 
+?, bowledge (architecrure and engineering) 
+8, Knowledge (geography) +7, Knowledge (his- 
tory) +I@. Knowledge (local) +8, Knowledge (nature) 
+8, Know!edge (nobility and royalty) +14, 
Knowled[-e (religion) +9, Listen +8, >- 
Perform (r!ance) +IO, Perform (ora- 
tory) +I& Ride +6, Sense Motive 
+8, Spot tE, Swim +2; Negotiator, 
Persuasive, Run, Skill Fociis 
(Diplomacy), Skill Focus (Perform 
(oratory)), Ski I l  FOCUS (Knowledge 
(nobility and royalty)). I 

A 
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Knowledge (nature) +8, Knowledge (nobility and royalty) 
+14, Knov ledge (religion) +9, Listen +8, Perform (dance) 
+lo, Perfom (oratory) +16, Ride 4, Sense Motive +8, 
Spot +8, Swim +5; Negotiator, Persuasive, Run, Skd FOCUS 
(Diplomacv), Skill Focus (Gather Information), skill Focus 
(Perform <oratory)), Skill Focus (Knowledge (nobiIity and 
roYaltyi1. 

Ponessiorr: +S dagger, nag of protection +s, circlet of pprs~lu- 
Ron, 2 phons of c t m  senous wounds, 2 potions of tonpt.5, 
62,200 gp Or 170,000 gp total value. 

LEVEL 2 0  
CR 20; I1D 20d8; hp 93; Init +1; Spd 30 ft.; AC 16, touch 

16, flat-footed 15; Base Atk +Is;  Grp +I+ Atk +19 melee 
(ld&l/l?-20/x2, dagger); Full Atk +19/+14/+9 melee 
(1d+1/13-20/~~, dagger); SA -; SQ -; Save Fort +6, 
Ref+7, will +13; S t r  9, Dex 12, Con I O ,  Xnt 16, Wis 14, Cha 
16. 

Shillsand Fcats (133/7): Appraise +I 2, SluEf+lb, Diplomacy 
+I6, Disguise +12, Forgery +lo ,  Gafher Information 
+16, Handle Animal +IO, Intimidate +IO, b o d e d g e  
(architecture and engineering) M, wowledge (geogra- 
phy) +9, Knowledge (history) +IO, Knowledge (local) +9, 
Knowledgr (nature) +8, Knowledge (nobility and royalty) 
+14, Knowledge (religion) +9, Listen +8, Perform (dance) 
+IO, Perform (oratory) +16, Ride +8, Sense Motive +IO, 
Spot t8, Swim i 5 ;  Negotiator, Persuasive, Run, Ski11 Focus 
(Diplomacv), Ski11 Focus (Gather Information), Skill Focus 
(Perform inratory)), Skill Focus (Knowledge (nobility and 

Possessions: +S dagger, nng of protection +5, ~ n g  of vegcn- 
emtion, ciuclet of persuasion, 2 potions of cure S E ~ O U S  wounds, 2 
potions oftongues, 22,200 gp. Or: 220,000 gp total value. 

roY&N. 

TJFVFL I 
CR 1; HD 1d12+1; hp 13; lni t  +2; Spd 30 fr.; AC 16, 

touch 12, flat-footed 16; Base Atk +I; Grp +3; Atk +4 melee 
(1d12+2/x3, greataxe) or +3 ranged (ld8+2/x3, composite 
longbow); Full Atk +4 melee (ld12+2/x3, greataxe) or +3 
ranged (ldR+Z/x3, composite longbow); SA -; SQ fasr 
movement. illiteracy, rage i/day; Save Fort +3, Ref+2, Will 
+f; Sts 15, Dex 14, Con 13, Int 10, Wis 12, Cha 8. 

SkiIlr and Feats ( i b / l ) :  Climb +3, Intimidate +3, Jump +4, 
Listen +3, Ride +4, Spot +2, Survival +3, Swim +3; Power 
Attack. 

Porrcssiovs: Masterwork scale mail, masterwork greataxe, 
composite longbow (+2 Str bonus), 20 arrows. Or: 900 gp 
total value. 

LFVFL 1 
CR 2; I-TD 2d12+2; hp 21; Init +2; Spd 30 ft.; AC 17, 

touch 12, fat-footed 17; Base Atk +2; Grp +4; Atk +5 melee 
(ld12+2/x3, gteataxe) or +4 ranged (ld8+2/x3, composite 

W ~ T ~ L W W J ,  I uu n 4 n  -3 IIICITC f L U L L  

ranged (Id8+2/x3, composite lonf 
movement, dliteracy, rage I/day, 
Fort +$, Ref+& Will +1; S t r  15, Dex 
12, Cha 8. 

SbEEr and Feotr (20/2): Climb +3, Tntirnidate +3, Jurn 
Listen +4, Ride +4, Spot +3, Survival +3, Swim A; P 
Attack. 

Possessions: Masterwork breastplate, rnasterworkgrea 
composite longbow (+2 Strbonus), 20 arrows, I , O O O ~ I  
2,000 g p  total value. 

LFVFL 3 
CR 3; HD 3d12+3; hp 28; h i t  +2; Spd 30 ft.; AC 17, 

touch 12, ff at-footed 17; Base Atk +3; Grp +5; Atk +6 melee 
(ld12+2/x3, greataxe) QT +5 ranged (ld8+2/x3, composite 
longbow), Full Atk +h melee (Id 12+2/x3, greataxe) or +5 
ranged (ld8+2/x3, composite longbow); SA -; S Q  fast 
movement, illiteracy, rage IJday, trap sense +I, uncanny 
dodge; Save Fort +4, Ref +3, Will t2; S t r  15, Dex 14, Con 
13, Int 10, Wis 12, Cha 8. 

Shills and Feutr (24/2): Climb +3, Intimidate +4, Jump +4, 
Listen +4, Ride +4, Spot +4, SuMval+4, Swim +4; ClFave, 
Power Attack. 

~orscsrrons: Masterworkbreastplate, masterwork greataxe, 
composite longbow (+2 Str bonus), 20 arrows, 1,500 gp. Or: 
2,500 gp total value. 

. 

1 

LFVFT, 4 
CR 4; ML3 4 1 2 4 ;  hp 35; Init +1; Spd 30 ft.; AC 17, 

touch 12, ff at-footed 17; Base Atk ++ Crp +7, Atk 4-8 melee 
(ld12+3/x3, greataxe) or +6 ranged (ld8+3/x3, composite 
longbow); Full Atk +8 melee (ld12+3/x3, greataxe) or +6 
ranged (Id8+3/x3, composite longbow); SA -; S Q  faSK 
movement, iheracy, rage 2/dav, trap sense +I, uncanny 
dodge; Save Fort +5, Ref -1-3, Will +2; Str 16, Dex 14, Con 
13, Int 10, Wis 12, Cha 8. 

~ k t l l c  and Ra t s  (28/23: Climb +5, Intimidate 4-5, Jump 4-5, 
Listen +5, Ride t.5, Spot +4, Survival +5, Swim +5; Cleave, 
Power Attack. 

Possessions: Masterwork breastplate, masterwork greataxe, 
composite longbow (+3 Str bonus), 20 arrows, 2,200 g p  Or: 
3.300 g p  total value. 

p +4, 
ower 

taxe, 
). or. 

LFVFL 5 
CR 5; H n  5d12+5; hp 43; h i t  +2; Spd 30 ft.; AC 18, 

tQl lCh  12, flat-footed 18; Base Atk +5; Grp +8; Atk +9 melee 
(fd12+3/x3, greataxe) or +7 ranged (ld8+3/x3, composite 
longbow); Full Atk +9 melee (Id12+3/x3, greataxe) or +? 
ranged (ld8+3/x3, composite longbow); SA -; SQ fast 
movement, diteracy, improved uncanny dodge, rage 2J 

day, trap sense +I; Save Fort +5, Ref+?l, Will +a Str 16, Dex 
14, Con 13, Int IO, Wis 12, Cha 8. 

skills and Feats (32/2): Climb $5, Intimidate +6, Jump +5, 
Listen +s, Ride 4-5, Spot +s, Survival +5, Swim +S; Cleave, 
Power Attack. 
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!e, masterwork greataxe, compos- 
IS), 20 arrows, 2,200 gp. 4.3110 

E L  6 
~ 6 ;  13x3 6d12+6; hp 50; Init +2; Spd 30 ft.; AC 18, touch 
bt-footed 18; Base Ark +6; Grp +9; Atk +?O melee 
2+3/x3 ,  greataxe) or +S ranged (1d8+3/x3, composite 
bow); Full Ark +10/+5 melee ( ld12+3/~3,  greataxe) or 
-3 ranged (ld8+3/x3, composite longbow); SA --; SQ 
movement, illiteracy, improved uncanny dodge, rage 
iy, trap sense +2; Save Fort +6, Ref 44, Will +3; S t r  26, 
14, CQTI I 3, Int 10, Wis 12, Cha 8. 

S~~~sandAats(?6/3):C~imb+5,Craft(~e~ponsmithing) 
+I, Handle Animal +2, Intimidate +6, Jump +5, Listen +5, 
Ride +5, Spot +5, Survival *s, Swim +5; Cleave, Dodge, 
Power Attack. 

P ~ W S ~ I Q ~ S :  +I breastplate, masterwork greataxe, compos- 
ite longbow (+3 Str bonus), 20 arrows, 3,500 gp. Or: 5,400 
gp total r d u e .  

ZFVFL 7 
CR 7;  HD 7d12+7; hp 58; Init +2; Spd 30 ft.; AC 18, 

touch 13, flat-footed 18; Base Atk t Z  Grp +io; Atk + 1 1  
melee (I d¶2+4/~3, greataxe) or +9 ranged (ld8+3/x3, 
cornpsire longbow); Full Atk +11/+6 melee (ld12+4/x3, 
greataxe' ot +9/+4 ranged (ld8+3/x3, composite long- 
bow); SA -; SQdamage reduction I/-, fast movement, 
iliireracy improved uncanny dodge, rage &'day trap sense 
+2; Save Fort +6, Ref +4, W d  +3; 5tr 16, Dex 14, Con 13, 
Int 10, V7is 12, Cha 8. 

skills and Feats (40/3):  CLmb +6, Craft (Weapponsmithing) 
+2, Handle Animal +3, Intimidace +6, Jump +5; Listen +6, 

Ride +5, Spot +5, Sumid +5, Swim +5; Cleave, d d g ? ,  
Power Artack. 

~oaesrrons: +I brastplate, +I p a t a x e ,  composite Iongbow 
(+3 STT bonus), 20 arrows, 3,200 gp. OK: 7,200 gp total 
value. 

LEVEL 8 
CR 8;  HD gd12+16; hp 73; Init +2; Spd 30 ft.; AC 19, 

touch I?, flat-footed 19, Base Atk +8; Grp +TI; Atk +IZ 
melee (ldI2+4/x3, greataxe) or +IO ranged (ld8+3/x3, 
composire longbow); F d  A& +12/+7 melee (ld12+4/x3, 
greataxe' or t10/+~ ranged (ld8+3/x3, composite long- 
bow); SA -; SQ damage reduction I/-, fast movement, 
illiteracy. improved uncanny dodge, rage 3/day, trap sense 
+2; Save Fort +8, Ref +4, Will +3; Str 16, Dex 14, Con 14, 
Int 10, V i s  12, Cha 8. 

skillr and Batz (44/3): Climb +6, Crdt (Weaponsmithing) 
4, Handle Animal 4, Intimidate +6, Jump +7, Listen +6, 
Ride +5, Spot +s, Survival ~ 5 ,  swim +7; Cleave, Dodge, 

1 Power Attack. 
'- --$& 

P O S S ~ . F S I O ~ S :  + I  breastplate, amulet of natural u m m  +I, +I 
greatme, composite longbow (+3 Str bonus), 20 arrows, 
3,200 gp Or. 9,400 gp total value. 

LEVEL 9 
CR 9; HD 9dtZ+fR, hp 81; Init +2; spd 30 ft.; AC 20, 

touch 12, flat-footed 20; Base Ark e9; Grp +I?; Atk +13 
melee (id12+4/x3, greataxe) or +11 ranged jld8+3/x3, 
composite longbow); Full Atk +13/+8 melee (Idl2+4/x3, 
greataxe) OT + i t J+6  ranged (1d8+3/x3, composite long- 
bow); SA -; SQ damage reduction I/-, fast movement, 
diireracy, improved uncanny dodge, rage 3/dav, trap sense 
4.3; Save Fort +8, Ref+5, Will +4; Str 16, Ilex 14, Con 14, Int 
IO, Wis 3 2, Cha 8. 

skills and Feats (4$/4): Cllrnb +6, Craft ( Weaponsmithing) 
+4, Handle Animal t5, Intimidate +6, Jxmp +6, Listen +6, 
Ride +s, Spot +6 ,  Survival +5, Swim -1-6; Cleave, Dodge, 
Great Cleave, Power Attack. 

%SSWOTI~: +2 E ~ ~ s t p l a t e ,  a d d  

greataxe, composite longbow (+3 Srr bonus), 20 arrows, 
S , X O  gp. Or: 12,000 gp total value. 

n t ~ t u d  amor + I ,  +I 

LEVEL IO 
CR PO; HD 10612+20; hp 90; Init i 2  Spd 30 ft.; AC 20, 

touch 12, flat-footed 20; Base Atk +lo; Grp +13; Atk +14 
meiee (1612+4/x3, greataxe) or +13 ranged (168+4/x3, 
composite longbow); Full Atk -t=14/+9 melee (ld12+4/x3, 
greataxe) wr +I~/+s ranged (ld8+4/x?, composite Iong- 
bow); SA -; SQdamage reduction Z/--, fast movement, 
ilhreracy, improved uncanny dodge, rape 3/dav, trap sense 
+3; Save Fort +9, Ref+S, Will +4; Str Ih,13ex 14, Con 14, Tnt 
IO, wis 12, Cha 8. 

skrlls and Feats (52 /4 ) :  Climb +4, Crafi I Weaponsrnithing) 
+4, Handle Animal +6, Intimidate +7, J"mp +:, Listen +6, 
Ride +6, Spot +6, Survival +5, Swim --6; Cleave, Dodge, 
Great Cleave, Power Attack. 

~osscss~ons: t2 kueadplrafc, amuIct of nrrturd amor +I, + i  
gueatnxe, +I composite Longbow (+3 str bonus), 20 arrows, 700 
gp. Or: 16,000 gp total value. 

LFVFL I1 
CR 11; H D  11d12+22, hp 98; h i t  +2 Spd 30 ft.; AC 21, 

touch 12, flat-footed 21; Base Atk +it; Grp +fQ; Atk +15 
melee (ld12+4/x3, greataxe) or +14 -anged (Id8+4/~3, 
composite longbow); E d 1  Atk +15/+10/+5 rneIee (1d12+4/ 
x3, greataxe) or +14/+9/+4 ranged (1d9+4/x3, composite 
longbow); SA -; SQ damage reduction 2/--< fast move- 
ment, greater rage, Il!iteracy, improve uncanny dodge, 
rage 3/dav, trap sense +3; Save Fort +9, Ref +5, WiIl++ Str 
16, Dex 14, Con 14, Int IO, Wis 12, Cha 8. 

ski l l r  and l eu t s  (56/4): Climb +6, Craft I Weaponsmithing) 
+5, Handle Animal +6, Intimidate +E(, Jump +7, Listen +6, 
Ride +6, Spot +6, Survival +6, Swim -6; Cleave, Dodge, 
Great Cleave, power Attack. 

Possessions: +3 heeastplate, amulet of n h m E  annor +I, +I 
grfataxe, +I compode longbow (+3 Sir bonus), 20 arrows, 700 
gp. Or: 21,000 g p  total value. 



LFVFL 1 2  
CR 12; HD 12d12+24; hp 107; Init +2; Spd 30 ft.; AC 22, 

touch 12, qat-footed 22; Base Atk +12; G t p  +15; Atk +16 
melee (ld12+4/x3, greataxe) or +I5 ranged (ld8+4/x3, 
composite longbow); Full Atk +16/t11/+6 melee (fdl2+4/ 
x3, greatax?) or +15/+10/+5 ranged (ld8+4/x3, composite 
longbow); SA -; SQ damage reduction 2J-, fast move- 
ment, grexer rage, illiteracy, improved uncanny dodge, 
mge 4/dav trap Sense +4; Save  for^ +IO, Ref +6, W d  +5; Sts 
17, Dex 14 Con 14, Int 10, Wis 12, Cha 8. 

Skills ani1 €mts (60/s): Climb +6, Craft (Weaponsmithing) 
+6, Handlr Animal t6, htimidate +9, Jump +7, Listen +6, 
Ride +6, Spot +7, Survival +7, Swim c6; Cleave, Dodge, 
Great CIeave, Mobility, Power Attack. 

P O S S C S ~ T Y  +3 bwastplute, amulet of nahtrnE urmor +2, +I 
gweataxe, + I  c o m p ~ t t ~  longbm (+3 Str bonus), 20 amws,  700 
gp- Or  27,WO gp total value. 

LFVFL I3  
CR 13; HD 13d12+26; hp 115; Init +2; Spd 30 ft.; AC 22, 

touch 12, :lat-footed 22; Base Atk +f3; Grp +Ih; Atk +I7 
melee (Id 12+4/~3, greataxe) or +16 ranged (ld8+4/x3, 
composite longbow); hull Atk +17/+12/+7 melee (ld12t4/ 
x3, greatzw) or +16/tll/+6 ranged (ld~+4/x3, composite 
longbow): SA -; SQ damage reduction 3/-, fast rnove- 
ment, greater rage, Illiteracy, improved uncanny dodge, 
rage 4/dav, Trap sense +4; Save F ~ r t  +I@, Ref +6, Will +5; S t r  
17,  Dex 14. Con 14, Int 10, Wis 12, Cha 8. 

M L H S  ann +puts (b4 /3] :  Lrirnb +7, Lratt (Weaponsmirhmp’ 
+; +6, Handle Animal +7, Intimidate +9 

Ride +6, Spot +7, Survival i-7, Swirr 
Great Cleave, Mobility, Power Attack 

Possemons: + j  breastplate, amukt of rluLurwt urrnu~  +L, 
greataxe, +1 composite Fongbm (+3 Str bonus), 20 arrows, 8,; 
g p  Or: 35,000 gp total d u e .  

, Jirmp +7, Lisren 
1 +7; Cleave, nod 

I 

’3 

_. . 

7 0 ~ )  

24, 
-19 
Im- 
X3, 

LEVEL 14 
CR 1.4; HD 14d12+28; hp 124; Init +2; Spd 30 ft.; AC 

touch 14, flar-footed 24; Base Atk +14; Grp +IT Atk -I 

melee (ld12+5/x3, greataxe) or + I T  ranged (ld8+4/x3, cc 
posite longbow); Full Atk +19/+14/+9 melee (Idl2+5/ 
gearaxe) or +I 7/+12/+7 ranged (ld8+4/x3, composite long- 
bow); SA -; SQ damage reduction 3,’-, fast rnovemenT, 
greater rage, diteracy, improved uncanny dodge, indomi- 
table d, rage 4/day, trap sense 4; Save Fort +I 1, Ref +6, 
 dl +5; str 17, Dex 14, Con 14, Int IO, Wis 12, Cha 8. 

SkiIEr and Feats (68/5): Climb +8, Craft (Armorsrnithing) 
+2, Craft (Weaponsrnithing) +6, Handle Animal t7, 
Intimidate +9, Jump +7, Listen + J ,  Ride+7, Spot +J ,  Survival 
t7, Swim +7; Cleave, Dodge, Great Cleave, Mobiliry, Power 
Attack. 

protection +2, 4-2 greataxe, +I mnpposste l ~ t ~ g b ~ t ~  (+3 Str  bonus), 
20 arrows, 10,700 gp. Or: 45,000 g p  total value. 

hSSC5SiQ?K:  +3 bVtl$tphk, U??TUlEf OfnatUrnI LITRIOT C2, Yfng .f 
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ment, 
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p 13% Init +2; Spd 30 ft.; AC 24, 
'ase Atk +15; Grp +18; Atk +22 
.)or +IS ranged ( i d 8 4 / ~ 3 ,  com- 

site longbow); PUII A t K  +22/+17/+12 melee (ld12+6/ 
maataxe) OT +18/+13/+8 ranged (ld8+4/x3, composite 

iwl; SA -; S Q  damage reduction 3/-t fast move- 
greater rage, illiteracy, improved uncanny dodge, 
itable will, rage +'day trap sense +5; Save Fort +11, 
, Wiu +6; Stt 17, Dex 14, Con 14, ht 10, wk 12, Cha 

. .  

'5  and Feutr (72/6): Climb +8, Cmft (ho r smi th ing )  
raft (Weaponsmithing) 4, Handle Animal +7, 
date +9, Jump +7, Listen +7, Ride +7, Spot +8, 
Fa1 +8, Swim +7; Cleave, Dodge, Great Cleave, 

ability. Power Arrack, Weapon Focus (Greataxe). 
Possessions: +3 Ereartplate, amulctofnatuml amor+?,  nng of 
Jtection +z, +3 greatme, + f  composite iongbou~ (+3 Sfr  bonuq), 
arrows, 13,700 gp. Or  59,000 gp total value. 

VEL 16 
CR 16, HD 16d12+32; hp 141; Init +2; Spd 30 ft.; AC 24, 
uch 14, flat-footed 24; Base Atk +16; Grp +20; Atk +25 
dee ( ?  di2+8/x3, greataxe) or +20 ranged (Id8+6/x3, 
mposite longbow); Full Ark +25/+2@/+15/+10 melee 
dg 2+8 'x3, greataxe) or +2Q/+15/+1 U/+5 ranged (1d8+6/ 
, comDosite longbow); SA -; SQ damage reduction 
-, fast movement, greater rage, illiteracy, improved 
icanny dodge, indomitable will, sage  day, trap sense 
; Save Fort +12, Ref +7, Will +I$ Str 18, Dex 14, Con 14, 
t IO, !vis 12, Cha 8. 
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+3, Craft (Weaponsrnithing) +6, &nde Animal +8, 
Intimidate +9, Jump +8, Listen+8, Ride t8, Spur +8, Surv id  
+8, Srvim 48; Cleave, Dodge, Great Cleave, Mobilityt Power 
Artack, Weapon Focus (Greataxe). 

~osscrs~ons: +3 hnastplate, amulet o fnufwd  armor +2, rrng of 
protection +z, +4 pataxe,  +2 composite lonq-bow (+4 Sir bonus), 
20 arrows, 13,600 gp. or: 77,000 gp total value. 

LFVFL 17 
CR 17; H D  1Jd12+34; hp 149; Init +;; Spd 30 ft.; AC 26, 

touch 14, ffat-footed 26; Base Atk +17; Grp +22; Atk +27 
melee (ld12+9/x3, greataxe) or +21 ranged (ld8+6/x3, 
composite longbow); Full Atk +27/+22/+17,/+12 melee 
(ld12+9/x3, greataxe) or +21/+16/+11/t6 ranged (Id8+6/ 
x3, composite longbow); SA -; SQ damage reduction 
4/-, fast movement, greater rage, illiteracy, improved 
uncanny dodge, indomitable wdl, rage TJday, tireless rage, 
trap sense +5; Save Fort +12, Ref +7, P7d +6; Str 18 (20), 
Dex 14, Con 14, Int 10, Wis 12, Cka 8. 

skills and ~ c u t r  (80J6): Climb +9, Craft (ho r smi th ing )  
+4, Craft (Weaponsmithing) +6, Handle Animal +9, 
Intimidate +io, Jump +9, Listen +9, Ride +9, Spot +8, 
Survival +9, Swim +9; Cleave, Dodge, Great Cleave, 
Mobility, Power Atrack, Weapon FQCUS (Greataxe). 

Possessions: i 4  breastplate, amuld ofnafuml a m o r  +3, nng of 
protection +2, +4 ~ Y E R ~ R X C ,  +2 comporife Iongbm (4 ~ t r  bonus), 
guuntkts ofoppmer+2,20 arrows, 2,600 gp. Or: 100,000 gp 
total value. 



APPENDIX: NPC STATS 

CR 18; HD 18d12+36; hp 158; Init +a Spd 30 15.; AC 27, 
touch 14, ilat-footed 27; Base Atk +18; Grp +23; Atk +28 
melee (Id? 2+9/19-20 x3, greataxe) or +23 ranged (ld8+7/ 
x3, compoiite longbow); FulI Atk +28/+23/+18/+13 melee 
( ld i  2+9/3 9-20 x3, greataxe) or +23/+13/+13/+8 ranged 
(ld8+7/x3 composite longbow); SA-; SQdamage reduc- 
tion 4/--. Ihst movement, greater rage, illiteracy, improved 
uncanny dodge, indomitable d, rage 5/day, tireless rage, 
trap sense +6; Save Fort +13, Ref +7, Will 4-6; S t r  18 (20), 
Dex 14, Cr>n 14, Int 10, Wis 12, Cha 8. 

skills ail 1 Feats (84/7): Climb +9, Craft (Armorsmithing) 
+4, Craft (Weaponsmithing) +7, Handle Animal +9, 
Intimidate +12, Jump +9, Listen +9, Ride +9, Spot +9, 
SurvivaI 410, Swim +9; CIeave, Dodge, Great Cleave, 
Improved Critical (Greataxe), Mobility, Power Attack, 
Weapon Focus (Greataxe). 

Possessiors: +5 breastphte, amulet of nrrturd umor  +3, ring of 
profection. +2, + 4  greataxe, +3 composite longbow (+4 Str bonus), 
gauntlets of ogre paver +2,20 arrows, 16,400 gp. 130,000 
gp rota1 va'uc. 

L € W L  19 
CR 19; IID 19d12+38; hp 166; Init +2; Spd 30 ft.; AC 29, 

touch 16, qat-footed 29; Base Atk +19; Grp +26; Atk +31 
melee (Id1 2+l1/19-2Q x3, greataxe) or +25 ranged (ld8+7/ 
x3, compocite longbow); Full Ark +31/+26/+2 1/+16 melee 
(Idl2+lI/l9-20 x3, greataxe) or +25/+20/+15/+10 ranged 
(ld8+7/x3, composite longbow); SA -; SQdamage reduc- 
tion 5/-, fast movement, greater rage, illiteracy, improved 
uncanny dodge, indomitable d, rage 5/day, tireless rage, 
trap sense +6; Save Fort +13, Ref +a, W d  +6; Str 18 (24), 
Dex 14 (161, Con 14, h t  10, Wis 12, Cha 8. 

shills nnE reeats (88/7):  Climb +12, Craft (Amormithing) 
+s, Craft Weaponsmithing) +7, Handle Animal +IO, 
Intimidate +13, Jump +i1, Listen +9, Ride +IO, spot +g, 
Survival + lo ,  Swim +ti; Cleave, Dodge, Great Cleave, 
Improved Critical (Greataxe), Mobility, Power Attack, 
Weapon F m ~ s  (Greataxe). 

Possessiors: +5 breastplate, amukt of natural amor+? ,  ring of 
protection +;, +4 greataxe, +3 compos~tc longbow (+4 Sty bonus), 
Eclt of giunt strength +6, gloves of Dextuity +2, 20 arrows, 
15,600 gp. Or: 170,000 g p  total value. 

LFVFL 2 0  
C R  20; WD 20d12+40; hp 175; Init +2; Spd 30 ft.; AC 29, 

touch 16, &footed 29; Base Atk +20; Grp +27; Atk +32 
melee (Id1 2+11/19-20 x3, greataxe) or +26 ranged (Id8+7/ 
x3, compwite longbow); Full Atk +32/+27/+22/+17 meIee 
(1di2+11,' 9-20 x3, greataxe) or +26/+21/+16/+11 ranged 
(Id8+7/x?, composite longbow); SA -; SQdamage reduc- 
tion 5/-,  Cast movement, greater rage, illiteracy, improved 
uncanny d d g e ,  indomitable wdl, mighty rage, rage 6/day, 
tireless r3p, trap sense +6; Save Fort +14, Ref +9, Will +7; 
S t r  19 (251, Dex 14 (16), Con 34, Int 10, Wis 12, Cha 8. 

sten +IO, Ride +lo, Spot +9, 
+5, Craft (Weaponsmithing 
Intimidate +14, Jump +11, Li 
Survival +IO, Swim +ti; Cl 
Improved CriticaI (Greataxr 
Weapon Focus (Greataxe). 

Posscsfionr: +F breastplate, am 
protection +3, i-4 greatux~, +3 coi 

belt of grant S h g t h  +6, glwes of Derterrty +2, 20 ar 
65,600 gp. Or: 220,000 gp total value. 

' >  - .  
- .  

eave, Dodge, Great Cleave, 
:), Mobility, Power Atrack, -+*c . .  

L€VFL I 
CR f ;  HD id6+1; hp 7; Init +I; Spd 30 ft.; AC 14, t 

11, fiat-footed 13; Base Atk +O; Grp +O; Atk +1 n 
(IdbJi ~-zo/x~, rapier) or +2 ranged (ld8/19-20/~2, 
crossbow); Full Atk +I melee (id6Ji8-20/~~, rapier) I 

ranged (ld8/19-2o/x2, light crossbow); SA -; SQb 
knowledge +T, bardic music l/day (countersong, 
nate, inspire courage (+1)); Save FOR +I, Ref +3, Wi 
str 10, Dex 13, Con 12, In? 14, Wis 8, Cha 15. 

SkiIlr and heats (24/1): Bluff +3, Concentsatior 
Decipher Script +4, Diplomacy +3, Gather Inform: 
+4, Hide +2, &owledge (history) t-4, Move Silent1 
Perform (comedy) +7, Perfom (percussion instrum 
+7, Perform (string instruments) +7, Sense Motiv~ 
Sleight of Hand +2, SpelIcraft +4, Use Magic Devic 
Skill Focus (Perform). 

R a d  Spells Known (2; save DC 12 + spell kvd): 0 - I 
mafic, know direhon, message, summon mshument. 

Possessions: Masterwork studded leather, master 
rapier, masterwork light crossbow. O r  900 gp total vs 

LFVFL 2 
CR 2; WD 2d6+2; hp 11; Init +I; Spd 30 ft.; AC 14, touch 

11, flat-footed 13; Base Ark +I; Grp +1; Atk +2 melee 
(ld6/18-20/~2, rapier) or +3 ranged (1d8/19-20/~2, light 
crossbow); Fir11 Ark +2 melee (td6/18-20/~2, rapier) or +3 
ranged (ld8/19-20/~2, light crossbow); SA -; SQbardic 
knowledge +4, bardic music Zjday (countersong, fasci- 
nate, inspire courage (+I)); Save Fort +I, Ref +4, WiH +2; 
Str 10, Dex 13, Con 12, Int 24, Wis 8, Cba 15. 

Skills and Feats (30/1): Sluff +3, Concentration +4, 
Decipher Script 4, Diplomacy +4, Gather Information 
-t4, Hide +2, h o d e d g e  (history) +5, Move Silently +2, 
Perform (comedy) +3, Perform (percussion instruments) 
+7, Perform (string instruments) +7, Sense Motive +I, 
Sleight of Hand +2, Spellccah +6, Use Magic Device +3; 
skill Focus (Perform). 

Bard S p e h  Known (3/2; save DC 12 + spell level): 0 - detect 
mugc, know direction, Iullaby, message, mmmm instrument; ~ 

ri 
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1st - c h a m  person, silent image. 
Possnnons: Masterwork studded leather, masterwork 

rapier, masterwork light crossbow, 1,ooa gp. Or 2,000 gp 
rota1 value. 

-- 

I: 



CR 3; H D  3d6+3; hp 16; Iniz +I; Spd 30 ft.; AC 14, touch 
11, flat-fijoted 13; Base Atk $2; Grp +2; Ark +3 melee 
lld6/18- 20/x2 ,  rapier) or +4 ranged (1ds/19-20Jx2, light 
cros5Eou); Full Atk +3 melee (ld6/18-20/~2, rapier) or 
+4 ranged (ld8/19-20/~2, Iight crossbow); SA -; S Q  
bardic knowledge +s, bardic music 3jday (countersong, 
fascinate. inspire competence, inspire courage (+I)); Save 
Fort+2, Ref 4, Will +2; Str 10, Dex 13, Con 12, Int 14, Wis 
8, Cha 15. 

skdls m d  Feats (36/2) :  Bluff +3,  Concentration +4, 
Decipher Script 4-4, Diplomacy 4, Gather Information 
+6, Hide t2, Knowledge (history) +5, Move Silently +2, 
Perform (comedv) +7, Perform (percussiun instruments) 
+7, Perfcrm (string instruments) +J,  Sense Motive +3,  
Sleight cf f i n d  +4, speltcraft +6, Use Magic Device +3; 
Dodge, Skill Focus (Perform). 

Bard Spells K M O I U ~  (3/2; save UC 12 + spell level): 0 - detect 
rnagtc, flure, know drrectron, lullaby, message, summon instru- 
ment; 1sr -charm perron, removefear, silent image. 

Possessions: Masterwork srudded leather, rnastenvork 
rapiet, masterwork Iight crossbow, 1,500 gp. Os: 2,500 g p  
total value. 

L;FVFT, + 
CR 4; I< 0 4d6+4; hp 20; Init +I; 5pd 30 ft.; AC 14, rouch 

11, flat-hoted 13; Rase Atk +3;  Grp +3; Atk +4 melee 
(ld6/i8- 20/x2, rapier) or +S ranged (1 d8/19-20/~2, light 
crossbow); Full Atk +4 mehe (ld6/18-20/~2, rapier) or 
+S ranged (Id8/19-20/~2, light crossbow); SA -; SQ 
bardic knowledge +6, bardic music 4Jday (countersong, 
fascinate, inspire competence, inspire courage (+I)); Save 
ForZ+2, Kef+5, will +3; S a  IO, Dex 133 Con 12, Int 14, Wis 
8, Cha 16. 

Skills m d  €cuts (42/2): Shff +6, Concentration +4, 
Decipher Script +4, Diplomacy +5, Gather ldormarion 
+7, Hide +3, Knowledge (hkrory) +5, Move Silently +3, 
Perform (comedy} +8, Perform (percussion instruments) 
+8, Perform (string instruments) +8, Sense Motive +3, 
Sleight cf Hand +4, SpeIlcraft +6, Use Magic Device +5; 
Dodge, Skill Focus (Perform). 

Grad ,Cpells Known { 3 / 3 / 1 ,  raw DC 13 + spell hl): 0 
-detect magx, f l n n ,  know dimtion, lullaby, rnessagc, sum- 
mon instmmcnt; 1st -cham person, remow fmr, silent 
irnag~, 2nd - alter self, d e t d  thghtr.  

~osscss~ons: Masterwork studded leather, masterwork 
rapier, masterwork light crossbow, 2,300 gp. Or: 3,300 gp 
total value. 

TAFVFT, 5 
CR 5; HD 5d4+5; hp 25; Init +I; Spd 30 ft.; k C  15, touch 

11, flat-footed 14: Base A& +3; Grp +3; Atk +4 melee 
(1&/18-20/~2, rapier) or +s ranged (Ids/l9-20/~2, light 
crossbow); Full Ark +4 melee (ld6/18-2Q/x2, rapier) or 

-, 
I 

'Y.,crllurc, "'"yl'" L""'y"'"""", ' Y ' u y L L c  I "Y'U&' , I A,,, "U. ., 
F ~ t t  +2, Ref +5, Will +3; Str IO, Dex 13, Con 12, ht 14, Wis 
8 ,  Cha 16. 

skills and Feats ( 4 8 / 2 ) :  Bluff +6, Concentration +4, 
Decipher Script +4, Diplomacy +6,  G h e r  Information 
+7, Hide +4, Knowledge (history) +5, Move silently $4, 
Perform (comedy) +8, Perform (percwsion instruments) 
+8, Perform (string instruments) +8, Sense Motive +6, 
Sleight of Hand +4, Spellcraft +6, Use Magic Device +5; 
Dodge, SkilI Focus (Perform). 

Bard Sp~lls Known (3/4/2; save 13C 13 t spd levpl): 0 
- dptpct  magic, flaw, know direction, lullnby, mrssugc, sum- 
mon instrument, 1st - charm pmon, wuse, vemwe !ear, d e n t  
irnagr; 2nd - alter wIf, dctect thoughts, m8rdrrechon. 

Possessions: Masterwork studded leather, amuIet qf nahtml 
m n o ~  + I ,  masterwork rapier, rnasterwcrrk light crossbow, 
1,400 gp. Or  4,300 gp total value. 

LEVEL 6 
CR 6;  HD 6d6+6; hp 29; Init +I; Spd i;O ft.; AC 15, touch 

11, flat-footed 14; Base Atk +4; Grp 4-4; Atk +s melee 
(ld6/18-20/~2, rapier) wr +6 ranged (1&3/19-20/~2, Iight 
crossbow); FulI Atk + S  rneIee (ld6/18-20/~2, rapier) or 
c6 ranged (ld8/19-20/~2, light crossbow); SA -, SQ 
basdic knowledge +8, bardic music 6/day (countersong, 
fascinate, inspire competence, inspire 'lourage (+I)), sug- 
gestion; Save Fort +3, Ref 4, Will +4; 5tr 10, Ilex 13, Con 
12, Int 14, Wis 8, Cha 16. 

Skills and Feats (54/3): Bluff +6, Concentration +4, 
Decipher Script +4, DDipIornacy +6,  Gather Jnfomation 
+7, Hide +4, Knowledge (history) +5, Move Silently +4, 
Perform (comedy) +IO, Perform (percurision instrurnenrs) 
+lo, Perform (string instruments) +io, Sense Motive +6, 
Sleight of Hand 4, Spellcraft +6, Use Magic Device +5; 
Dodge, Mobility, Skill Focus (Perform). 

Bard Spells Known ( 3 / 4 / 3 ;  save DC 13 + spell leuel): 0 
- defect magic, flare, know directson, lullaby, message, sum- 
mon i n h m c n t ;  1st - c h a m  person, e n w ,  remoue fmr, silent 
mag?; 2nd - alter self, detcct thoughts, misdirection. 

Possessions: Masterwork studded leathq amulet of natural 
ramor +I, masterwork rapier, mastenvtlrk light crossbow, 
2,500 gp. Or: 5,600 gp total value. 

TJFVFT, 7 
CR 7; HD 7d6+7; hp 34; Init +I; Spd 110 ft.; AC 15, touch 

11, flat-footed 14; Base Atk 4s; Grp +5; Atk +6 melee 
(ld6/18-20/~2, rapier) or +7 ranged (ld8/19-20/~2, light 
crossbow); Full Atk +6 melee (ld6/1$-20/x2, rapier) or 
i 7  ranged (ld8/?9-20/~2, Iight crosFbow); SA -; SQ 
bardic knowledge +9, bardic music 7/ day (countersong, 
fascinate, inspire competence, inspire iourage (+I))? sug- 
gestion; Save Fort +3, Ref +6, W d  4; I t r  10, Dex 13, Con 
32,  Int 14, Wis 8, Cha 16. 

+5 raq-ed (ld8/19-20/~2, hghf crossbow); SA -, SQ 
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Decipher Script +4, DipIomacy 4, Gather Information 
+7, Hide -4, Knowledge (history) +6, Move Silently t4, 
Perform (comedy) +II, Perform (percussion instruments) 
+11, Per fcm (string instruments) +TI, Sense Motive +6, 
Sleight of Hand +4, Spdktaft +i, Use Magic Device +6; 
Dodge, Mnbdity, Skill Focus (Perform). 

Bard Sp-1Es Known ( 3 / 4 / 3 / 1 ;  save DC 13 + spell level): 0 
- detect rmgsc, j h ,  knot{! direction, lullnby, message, sum- 
mon tnstnrwnt; 1st - cham person, wuw, remove fear, nlent 
image; 2nc - a h  sd f ,  detect thou&, invrstbtlrty, mrsdircc- 
tion; 3rd -- haste, sculpt round. 

~ossess io i~s :  Masterwork studded leather, amul~t  of nafurul 
armor +I, masterwork rapier, masterwork light crossbow, 
4,000 gp. Or: 7,200 g p  total value. 

LFVFL 8 
CR 8; W D  sd6+8; hp 38; Init +I; Spd 30 fi.; AC 15, touch 

11, flat-footed 14; Base Atk +6; Grp +6; Ark +7 melee 
( i d 4 / 1 8 - ~ / ~ 2 ,  rapier) or +R ranged ~ I ~ ~ J I S ~ O J X Z ,  Iight 
crossbow'#: Full Atk +7/+2 meIee (td6/18-20/~2, rapier) or 
+8/+3 m p e d  (ld8/19-20/~2, light crossbow); SA -; SQ 
bardic k n d e d g e  +IO, bardic music s/day (countersong, 
fascinate, I nspire competence, inspire courage (+2)), sug- 
gestion; S w e  Fort +3,  Ref +7, Will +5; Str I O ,  Dex 13, Con 
T2, Int 14, Wis 8, Cha 17 (19). 

S k i l l s  a i d  rmts (66/3): Sluff +7, Concentration +6,  
Decipher 'icripz +4, Diplomacy +7, Gather lnfomation 
+8, Hide 4, Knowledge (history) +6, Move Silently +q, 
Perfom (comedy) +12, Perform (percussion instruments) 
+l2,  Perfmtn (string instruments) +12, Sense Motive +7, 
Sleight of Hand +4, SpelIcrah +a, Use Magic Device +8; 
Dodge, Mpbility, Skill Focus (Perform). 

Bnrd SpeIIs   no tun ( 3 / 4 / 4 / 2 ;  3 u t ~  DC 14 + spell Iwcl): o 
- de led  magic, Jaw, know d i w ~ ~ t ~ ~ ,  hVuby, M E S S U ~ E ,  sum- 
mon rnrtmm-nt; 1st - c h n m  per so^, e r w ,  ~ F V E  fcur, silent 
image; 2nd - alter $elf, detect thoughts, invisrbrlity, misdrrec- 
tian; 3rd - glibness, haste, srufpt sound. 

Possessiws: Masterwork studded leather, amrrlct of natural 
a m o r  +I, masterwork rapier, masterwork light crossbow, 
douk of Chmsrna +2,2,500 gp. Or: 9,400 g p  tors! value. 

LFVFL 9 
CR 9; Hn 9d6+9; bp 43; Init +5; Spd 30 fc.; AC 15, touch 

11, flat-footed 14; Base Atk +6; Grp +6; Atk +7 melee 
(I~G/IP-x)/x~,  rapier) or 4-8 ranged (ld8/19-20/~2, light 
crossbow); Full Atk +7/+2 melee (ld6/18-20/~2, rapier) 
or +8/+3 rmged (2dE/19-2@/x2, light crossbow); SA -; 
SQ bardic knowledge +II, bardic music $/day (cuunter- 
song, fascliate, inspire comperence, inspire courage (+z), 
inspire gremwss), suggestion; Save Fort +4, Ref +7, W d  
+s; sn IO, 'lex 13, Con I 2, Int 14, Wis 8, Cha 17 (1 9). 

Skills w d  Fmtz ( 7 2 / 4 ) :  Bluff +7, Concentrarion +6, 

Decipher Script +4, DipIomacy +7, Gather Information 
+8, ~ i d e  t4, Knowledge (history) +6, Move SilentIy +4, 
Perform (comedy) +14, Perform (percussion instruments) 

+ I + ,  renorm 1 5 1 ~ g  insrrumenrs) +14, 3enw Mmive - 

+7, Sieight of  Hand +4, SpeIlcrafi +8, Use M a p c  
+8; Dodge, Improved Initiative, Mobility, Slcill 
(Perform). 

Bard Spells K n o m  (3/4/4/3; wvc DC 14 + spell 
- defect magtc, flare, know dwection, Idlaby, mescal. 
mon instrummi; 1 st -cham person, emse, *emm~ f ~ c  
m a p ;  2nd -alter self! detect thoughts, invisibility, n 
tson, 3rd - &hers ,  haste, sculpt sound. 

 assesst tons: Masterwork studded leather, amulet of 
nmor  + I ,  masterwork rapier, masterwork light cn 
cloak of Charrsma +2,5,000 gp. Or: 12,000 gp tord value. 

LEVEL IC, 
CR 10; HD 20d6+10; hp 47; Init +s; Spd 30 ft., AC 15, 

touch 11 flat-footed 14; Base Atk +7; Grp 47; Atk +8 melee 
(Idh/iS-2O/x2, rapier) or +9 ranged (ld&/19-20/~2, light 
crossbow); Full A& +R/+3 melee (ld6/18-20/xZ7 rapier) or 
+9/+4 ranged (id8/19-20/~2, light crossbow); SA -, SQ 
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Motive +8, Sleight of Hand +4, Spellcraft +9, Use Magic 
Device +9; Dodge, Improved hinative, Mobility Skdl 

Fnrr4c  IP*rfnrml xvlul tAbLA. ,Lau, .  

B a d  Spells Known (3 /4 /4 /4 /2;  save DC 14 + spell 
level): o -detect mapc, Jure, know dimtion, lullaby, 

message, S M W ~ O ~  instrument; 1st -charm per- 
S Q ~ ,  E ~ C ,  remove fear, silent image; 2nd - alter 

self, detect thoughts, InvmbiEz'y, mrdivection; 3rd 
-confusson, glibness, hastt, mlpt sounk 4th 
- greafcr invrsibility, Iegmd lore, modrfy m m -  

O V .  

Possessions. Amulet o f n ~ f i d  annor +2, bmc- 
en of armor +3, masterwork rapier, masterwork 

light crossbow, cloak of Charisma +2. Or 21,000 gp I / - & .  

/ \  ' // - total value. 

bardic knowledge +12, bardic 
music Ic/day (countersong, fas- 
cinate, inspire competence, inspire courage I+?), inspire 
greatness), suggestion; Save Fort +4, Reef+& Will +6; Str 
10, Dex 13, Con 12, Int 14, Wis 8, Cha 17 (IS). 

Skills find €e& (78/4): Bluff +7, Concentration +6, 
Decipher Script +4, Diplomacy +8, Gather Information 
+&, Hide +6, &owledge (history) +6, Move Sdently 
+6, Perform (comedy) +14, Perform (percussion instru- 
ments) +14, Perfom (string instruments) +14, Sense 
Motive +8, sleight of Hand +4, S p e h a f t  4, Use Magic 
Device +8; Dodge, Improved Initiative, Mobility, Skill 
Focus (Perform). 

B U ~  Snells Knuwn ( 3 / 4 / 4 / 3 / $ ;  suve DC 14 + spell I C V F I ) :  o 
- dptect magic, flare, know direction, lullaby, message, sum- 
mon inrttrumenf, 1st - c h a m  pewon, erase, Yemove fear, 
d e n t  imJge; 2nd -alter self- detect thoughts, anvmbrlity, 
misdzrecti on; 3rd - confusion, glibness, haste, sculpt sound; 
4th - eeafw ~nvisrbrl~ty, legend lore. 

Poswrsrms: Amulet ofnutuml armor +2, bmcers O ~ U I W Q ~  +2, 
mastemurk rapier, masterwork light crossbow, cloak of 
Chanmn. +?. Or: 16,000 gp total value. 

L€VFL TI 
CR z I .  WD lld6+11; hp sz Init +5; Spd 30 ft.; AC 16, 

touch 11, ff ar-footed 15; Base Atk +8; Grp +8; Atk +9 
melee (fd6/18-20/~2, rapier) or +IO ranged (ld8/19-20/ 
x2, light crossbow); Full Atk +9/+4 melee (ld6/18-20/~2, 
mpier) or +tO/5 ranged (ld8/19-20/~2, light crossbow); 
SA -; SQ bardic knowledge +13, bardic music 11/ 
day (countersong, fascinate, inspire competence, inspire 
courage :+2), inspire greatness), suggestion; Save Fort +4, 
Ref+s, Wi!l+6; Str 10, Dex 13, Con 12, Int 14, Wis 8, Cha 
17 (19). 

Skills and €e& (84/4): Bluff +8, Concentration +6, 
Decipher Script +7, Diplomacy +s, Gather Information 
+S, Hide +6, h o w k d g e  (history) +6, Move Sdently 
+6, Perform (comedy) +14, Perform (percussion instru- 
ments) +14, perform (string instruments) +14, Sense 

LFVFL I 2  
CR 12; RD 12d6+12; hp 56; Init +s; Spd 30 ft.; AC 17, 

touch 12, flat-footed 16; Base Atk +9; Grp +9; Atk +lo melee 
(id6+1/18-20/~2, rapier) or +IZ rangtad ( ld8 /19 -20 /~2 ,  
light C K O S ~ ~ Q W ) ;  EulI A k  +10/+5 melee (Id6+l/i8-20/d, 
rapier) OT +12/+6 ranged (Zd8/19--20/~2, iight crossbow); 
SA -; SQ bardic knowledge +I+, bardic music 12Jday 
(countersong, fascinate, inspire competence, inspire cour- 
age (+2), inspire greatness, song of freedom), suggestion; 
Save Fort +5, Ref +9, Will +7; Str 10, Dex 13, Con 12, Int 
14, Wis 8, Cha 18 (20). 

skills and Feats (90/5): B h f f  49, Concentration +6, 
Decipher script +7, Diplomacy tl0, Gather Information 
+9, Hide +6, Knowledge (history) +6, Move Silently +6, 
Perform (comedy) +16, Perform (percussion instruments) 
+I&, Perform (string instruments) +16, Sense Motive 
+IO, Sleight of Hand +4, Spellcraft +9, Use Magic Device 
+9; Dodge, Improved Initiative, Moblity, Skill Focus 
(Perform), Weapon Focus (rapier). 

Bard Spelts Knotvn (3 /5 /4 /4 /3;  save DC IS + s p d  level): 0 
- detect magtc, flare, know dimtzon, lullah, message, sum- 
mon instrument; 1st -dm-m person, erase, m o v e  f m ~ ,  
silent image; 2nd - alter self, dctert thoughts, inwiribtliky, 
misdfrectron; 3rd - con,hsion, glibness, haqte, sculpt sound; 4th 
-greater invrsihdity, legend lore, modtJy rqernory. 

Passe<sions: Amulct of nahrml umor +2, bracers of a m m  +3, 
ring of protection + 3 ,  *I mprer, masterwork light crossbow, 
cloak of Chansma +2, 2,400 gp. or 27,401 gp total value. 

L F v € L  13 
CR 13; HD 13d6+13; hp 61; h i t  t5; Spd 30 ft.; AC 18, 

touch 13, flat-footed 17; Base Atk +9; Grp +9; Atk + i o  melee 
(ld6+1/18-20/~2, rapier) or +if rang+d (ldS/l9-20/~2, 
light crossbow); F d  Atk +10/+5 melee (id6+l/18-20/~2, 
rapier) or +11/+6 ranged (ldS/19-20/~2, hght crossbow); 
SA -; SQ bardic knowledge +IS, bardic music 13Jday 
(countersong, fascinate, inspire competence, inspire cour- 
age (+2), inspire greatness, song of frecdom), suggestion; 
Save Fort +5, Ref +9, W d  +7; Str 10, C'ex 13, Con 12, Int 
14, Wis 8, Cha 18 (20). 



SRSIIS a m  lrCQT5 ( v 6 / > ) :  m r t  + i u ,  Loncentration +9, 
Decipher Script +7, Diplomacy + I O ,  Gather Informatian 
+9, Hide - 6 ,  Knowledge (history) +6, Move Silently +6, 
Perfom (comedy) +16, Perform (percussion instruments) 
+16, Perform (string instruments) +16, Sense Motive +la, 
Sleight of Hand +4, Speilcrafi +to,  Use Magic Device 
+Io; Dodge, Improved Initiative, Mobility, skill Focus 
(Perform), Weapon Focus (rapier). 

g a d  Spells Known (3/5,4/4/3/1; saw wc IS + spell Icvel): 
0 -detect m u p ,  pare, know direct&, lullaby, message, 
wmmon znrtrument; 1 s t  - charm person, erase, Ternwe fear, 
dent rmafc; 2nd - alter self, d&Ct thoughts, invisibility, 
misdrrectiav; 3rd - confusion, glrbncss, hark, sculpt mind; 4th 
- brpah erlchantment, greater mviribility, legend  OR, modify 
memory; 5 h  - mdead, shadow a d h .  

Possessiovr: Amulet of natural armor +2, bracers of armor + 3 ,  
nng of protxtion $2 ,  +I m p r ,  masrework l i gh  crocsbow, 
cloak ofchnrtrma +I, 3,500 gp. .Or: 35,000 gp total vahe.  

LFVFL ' 4  
CR 14; !3D 14d6+14; hp 6s; h i t  +5; Spd 30 ft.; AC 

is, touch 14, flat-footed 18; Base Atk +IO; Grp +IO; 
Atk + I 2  melee (ld6+2/18-20/~2, rapier) or +I1 ranged 
(Id8/19--ZOj'x2, light crossbow); Full Atk +12/+~ melee 
(ld6+2/1F-20/~2, rapier) or +12/+6 ranged (ld8/19-20/ 
x2, Iight crossbow); SA -; SQ bardic knowledge +16, 
bardic music 14/day (countersong, fascinate, inspire mm- 
petence, inspire courage (+3), inspire greatness, song of 
freedom), wggestion; Save Fort +5, Ref +IO, Will +8; Str 
10, Dex 13. Con 12, Int 14, Wis 8, Cha 18 (20). 

Skills ari.2 Feat5 (ICQ/~): Bluff  -110, Concentration +IO, 
Decipher 5cript +IO, Diplomacy +io, Gather Infomation 
+ I  0, Hide +6, Knowledge (history) +7, Move Silently +6, 
Perform (comedy) +I&, Perform (percussion instruments) 
+16, Perform (string instruments) +16, Sense Motive +lo, 
Sleight of Hand +4, Spellcraft +PO, Use Magic Device 
+lo; Dodge, Improved Initiative, Mobility, S h l l  Focus 
(Perform). Weapon Focus (rapier). 

E d  Spells Knoivn ( 4 / 5 / 4 / 4 / 4 / 2 ;  EUUE DC 15 + spell level): 
O -detect magic, flare, know direction, lullaby, mesrqc, 
S M W I T F T O ~  inihmcnt;  1st  -charm perron, c m e ,  remwe fear, 
silent mag[.; 2nd -alter self detcct thoughts, rnuinhiltty, 
misdirechon: 3rd - confusion, glibner<, haste, rcuIpt sound; 4th 
- h e u k  en:hantment, p d e r  tnvisibilifv, legend low, modifv 
memory; 5th --false vision, mrslend, shadmv walk. 

Possession<: Amul~t of natural armor +2, bmcers of armor + 3 ,  
nng of prott-chon +3, +2 mprer, masterwork light crossbow, 
cloak ofchanma +2,2,500 gp Or: 45,000 8p rota1 value. 

LEVEL J L j  
CR 15; '-ID 15d6+15; hp 70; h i t  t.5; Spd 30 ft.; AC 

19, touch 14, flat-footed 18; Base Atk +11; Grp +11; 
Atk +13 meIet (id6+2/1~-20/x2, rapier) or +I3 ranged 
(ld8/14-2(l/x2, light crossbow); Full Atk +13/+8/+3 melee 
(I&+Z/I~- 2 0 / ~ 2 ,  rapier) or +13/+8/+3 ranged (rds/Is- 
20/x2, Iighr crossbowl; SA -; SQ bardic knowledge +17, 
bardic music 15/dav (countersong, fascinate, inspire com- 

petence, inspire courage (+3A Inspue greatness, Impire 
heroics, song of freedom), suggestion; s 
+IO, will +s; S r r  10, Dex 13, Con I 2, Int 1 

(20). 
Sbds and Feats (loS/6): Bluff +lo ,  Conuziii 

Decipher Script tlQ, Diplomacy +IO, Gather I1 
+lo, Hide 4-6, Knowledge (history) +7, Move ! 
Perform (comedy) +I 8, Perform (percussion in 
+18, Perform (string instruments) +i8,  Sense h 
Sleight of Hand +4, Spellcraft +To, Use Magic 1 
Combat Expertise, Dodge, Improved Initiativf 
Skill Focus (Perform}, Weapon Focus (rapier). 

Bad Spells Known ( 4 / 6 / 4 / 4 / 4 / 3 ;  save DC 15 + s p d  h d ) :  
o -d&cf rnagrc, flare, know direction, lullraby, message, 
summon instnrmenk, 1st - charm jwnon, emse, W ~ O V E  fear, 
silent image; 2nd - alter sdf, detect thoughts, inuwbtlitv, 
misdirection; 3rd -confusion, glrbness, haste, sculpt WMnd 4th 
- break enrhantment, greater rnurribility, legend lore, modify 
rnernov, 5th --fnlse vinon, misImd, shadow walk. 

Possessions: Amulet nfnatuml nrmor+2, hczrsofamor+3,  
nng of protection +3, +2 rapier, masterwork Iight crossbow, 
cloak qf Gharhm +2, 16,500 gp. or 59,000 g p  totalvalue. 

ort + 6 .  Ref 
s X .  Cha 18 

ifomation 
$&ntly +6, 

strurnentsj r 

I 

lrevice +lo; 
:, Mobilitv, 

LFVFL 16 
CR 16; HD 16d6+16; hp 74; Init +5; Spd 30 ft.; AC 

20, touch 14, flat-footed 19; Base Atk +12; Grp +12, 
Atk ti4 melee (idh+2/18-20/x2, rapier) or  t14 ranged 
(ld8/19-20/~2, light crossbow); Full Atk +14/+9/+4 melee 
(1d6+2/18-20/~2, rapier) or +14/+9/+4 ranged (id8/19- 
20/x2, light crossbow); SA -; S Q  bardic knowledge +18, 
bardic music 16/day (countersong, fascinate, inspire com- 
petence, inspire courage (+3),  inspire greatness, inspire 
heroics, song of freedom), suggestion; Save Fort +t;, Ref 
+11, Will +9; Str 10, Dex 13, Con 12, Int 14, Wk 8 ,  Cha 19 
W). 

 hills and Feats (114/6): Bluff +IO, Concentration +IO, 
Decipher Scrip1 +IO, DipEomacy +IO, Gather Information 
+IO, Hide i 7 ,  Knowledge (history) +lo, Move Silently +7, 
Perform (comedy) +18, Perform (percussion instruments) 
+18, Perform (string instruments) +IS, Sense Motive t10, 
Sleight of Hand +5, Spellcraft +io, 'Use Magic Device +IO; 
Combat Expertise, Dodge, Improved Initiative, Mobility, 
skill Focus (Perform), Weapon Focus (rapier). 

Bard Spells Known ( 4 / 6 / 5 / 4 / 4 / 3 ;  save DC f5  + s p d  level): 
D - dptect mnglc, flare-, know direction, lullaby, message, swm-  
mon inrtrurncnf; 1st -aalarm, cham person, m s e ,  r e m m  
fear, silent image; 2nd - a h r  dj, detect thoughis, invrcibtlity, 
misdirection; 3rd - confurion, glibness, haste, sculpt sound; 4th 
- break enchantment, p a t w  rnuisrhnltty, I e p d  low, modify 
 memo^, 5th -fulse vision, mirage arcana, mislead, shodot(~ 
walk. 

Possessions: Amulet of natural amor +I,  LEK o f a m o ~  i 4 ,  ,-- 
nng of protectmn +3, +2 rapier, masterwork light crossbow, 6 
cloak of Chnnsma +2, 28,500 gp. Or: 77,000 gp total value. 





ness, insprse heroics, song of freedom), mass suggestion, 
suggestior; Save Fort +7, Ref+l3, Will +I f ;  Str 10, Dex 13, 
Con 22, IDO 14, Wis 8, Cha 20 (26). 

Skills and Feats (138/7): Sluff +15, Concentration +12, 
Decipher script -1-12, Diplomacy +is, Gather Information 
+15, Hide +8, Knowledge (history) +12, Move Silently +8, 
Perform (comedy) +22, Perform (percussion instruments) 
+22, Pedom (string instruments) +22, Sense Motive +IO, 
Sleight of Hand +8, Spekraft +12, Use Magic Device +E; 
Combat Expertise, Dodge, Improved Feint, Improved 
Initiative, Mobiliy, Sklll Focus (Perform), Weapon Focus 
(rapier). 

Bard Spc'Is Known (4/6/6/6/6/5/5; save DC 18 + spell level): 
0 -detect rnapc, flare, know dimtron, lullaby, message, sum- 
mon instrument; 1st -aalarwr, cham person, emse,  emo owe 
,fm-, nlenf image; 2nd -alter self, detect thoughts, irzviribdrty, 
mudirechml; 3rd - calm emotions, confusion, glibn~ss, p o d  
hope, hnrtc sculpt sound; 4th -!weak enchantment, detect 
srw'ng, p a t n  invisibility, Icgeend low, modify memory; 5th 
- false wwm, mirage m u m ,  mislead, reeming, shadow walk; 
6th -animate objects, mas cat's gmce,  muss eagle's splmdor, 
manfox's rtinning. 

Porr~ssro~~s: AmuId of natural armor +4, bracers of a m o r  
+5, nng of  protection +3, +2 rapier, masterwork light cross- 

value. 
bow, c h k  .f C h ~ r i ~ m a  +6, 112,000 gp. Or 220,000 gp total 

CT,FRZ_C1S 
L€VFL 1 

CR 1; €!D ld8+2; hp 10; Init -I; Spd 70 ft.; AC 17, 
touch 9, fllat-footed 17; Base Ark +o; Grp tl; Atk +2 melee 
(ld8+l/x2, morningstar) or -I ranged (Ids /19-20/x2, 
light cros&ow); Full Atk +2 melee (ld8+1/x2, merning- 
star) or-1 ranged (id8/19-20/~2, light crossbow); SA turn 
undead 4jclay; SQ--; Save Fort 4, ReE+I, WiIl+4; Stt 13, 
Dex 8, Con 14, Int 10,Ws 15, Cha 12. 

Skills and Feats (S/f): Concentration +3, Diplomacy +2, 
Heal 4, Knowledge (religion) +2, Knowledge (the planes) 
+I, Spellcraft +I; Lightning Reflexes. 

C h i c  S ~ e h  Prepared (3/3; save DC 12 + spdl he!): 0 
-detect rnngic, guidancc, light; 1 s t  -bless, CUE light wounds, 
ranchap?. 

1 

tective ward grants 
tY)- 
:el shield, mastenvl 

at +I caster level), Protection (pro 
resistance bonus on next save, I/da 

Possesrions: Splint mail, heavy stt 

morningstar, Eight crossbow, 300 sp 
value. 

LFVFL 1 
CR 2; HD 2d8t4; hp 16; h i t  -1; Spd 30 ft.; AC 18, 

touch 9, ff at-footed 18; Base Atk +i; Crp +2; Atk +3 rneIee 
(ld8+1/x2, morningstar) or +O ranged (1d8/1+20/x?, 
Iight crossbow); Full Atk +3 melee (Ids+l/x2, morning- 
star) or +O ranged (ld8/19-20/~2, light crossbow); SA ntrn 
undead 4/day; SQ-; Save F Q ~  +5, Ref +I, Wdl+5; Str 13, 
Dex a, Con 14, h t  10, Wis 15, Cha 12. 

skills and F m t s  ( ~ o / I ) :  Concentration +3, 'Diplomacy +2, 
Heal ts, Knowledge (religion) +2, Knowledge (the planes) 
+1, Spekrafr +2; Lightning Reflexes. 

chic Spells Prepared (4 /4;  save DC 12 + spell Jwd): o 
- detect mug~c, guidance, light, resistance; 1st - bless, cuw 
light wounds, entropic rlzreld, sanctuafl. 

* Domain spe l l  Domains: H e a h g  (cast healing spells 
at +1 caster level), Protection (protective ward grams +5 
resistance bonus on next save, IJday). 

Possessions: Half plate, heavy steel shield, masterwork 
morningstar, light crossbow, 1,000 gp. Or: 2,000 g p  total 
value. 

LFVFL 3 
CR 3; HD 3d8+6; hp 23; h i t  -1; Spd 30 ft.; AC 19, 

touch 9, flat-footed 19; Base Atk +I; Grp +3; Atk +4 melee 
(1d8tljx2, momingsrar) or +1 ranged (ld8/19-20/~2, 
light crossbow); Full Atk +4 mdee (1d8+1/d, morning- 
star) or +I ranged (ld8/14-20/~2, Iight crossbow); SA turn 
undead 4Jday; SQ-; Save Fort +5, Ref +2, Will +5; Sts 13, 
Dex 8, Con 14, Int IO, Wis 15, Cha 12. 

S k s h  and Feats (12/3): Concenrration +3, Dipbmacy 4, 
Heal +5, Knowledge (religion) +2, Knowledge (the planes) 
+1, Spelkrafc +4; Brew Porion, Lightning Reflexes. 
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ave DC 12 + s p d  he!): 0 
resistance; 1 s t  - bfcss, cure 
IM$; 2nd - A U ~ I ' ~ ,  d m  

'i Uomain spell. Domains: Healing (cast healing spetls 
at +I caster level), Protection (protective ward grants +5 

Stance bonus on next save, i,/day). 
ISSCSSIDPIS: Full plate, heavy steel shield, masterwork 
nhgstar, light crossbow, 600 gp. Or: 2,500 gp total 
le. 

€1, 4 
R 4; HD 4d~+8;  hp 29; h i t  -1; Spd 30 ft.; bC 19, 
:h 9, flat-footed 19; Base Atk +% Grp +4; Atk +S melee 
$+I/xz, morningstar) or +Z ranged (ldS/l9-20/~2, 
t crossbow); Full Atk +5 melee (Idg+i/x?, morning- 

star) or +2 ranged (ld8/19-20/~2, light crossbow); SA 
turn iindead 4/day; SQ -; Save Fort +6, Ref +2, Will +7; 
Str 13, Dex 8, Con 14, h t  10, Wis 16, Cha 12. 

Skills and Feats (f4/2): Concentration +4, Diplomacy 4, 
Heal +6, Knowledge (religion) +2, Knowledge (the planes) 
+I Spellcraft +4; Brew Potion, Lightning Reflexes. 

Cleric spells hepared ( 5 / 5 / 4 ;  SRVE DC 13 + ~pel l  level): o 
- detect magic, pidnncc, light, read magic, resistance; 1st 
- b b s ,  cure light wounds, defect evil, entropic shield, ranctu- 
a$; 2nd - augury, calm emotions, cure moderut? wounds+, 
hold person. 

* Domain spell. Damdinr: Healing (cast healing spells 
at +I caster level), Protection (protective ward grants cs 
resistance bonus on next save, f/day). 

master- 
work murningstar, Iight crossbow, 1,400 

~ o ~ c < r r o n s :  FUII p h e ,  heavy steel shield, 

J K I ~ ~ >  unu rwn [IO/ si: umuxmmiun t?, uipiomacy +>! 
Heal +6, Knowledge (religion) +2, Knowledge (the planes) 
+I, Speucrafr +5; Brew Potion, Lightning Reflexes. 

Clcnc Spells Prtpared ( 5 / 5 / 4 / 3 ;  save CC 13 + spell hd): 
D - detect magic, guidance, light, vead magic, wristancc; 1st 
- bless, cure light wounds, detect evd, entropic shield, sancht- 
a#; 2nd - augury, calm motions, cure modemte wounds*, 
hold person; 3rd - create food and water, cuw S E H O U S  wmndsR, 
daylight, dispeI magic. 

* Domain spell. Domains: Healing ( r x t  healing spells 
at +I caster level), Ptotecrion (protective ward grants +S 
resistance bonus on next: save, l/day). 

Possession<: Full plate, heavy steel siield, masterwork 
morningstar, light crossbow, 2500 gp. Or: 4,300 gp total 
value. 

LFVFL 6 
CR 6;  HD 6d8+12; hp 42; Init -1; Spd 30 15.; AC 20, 

touch 9, flat-footed 20; Base Atk +4; Grp +5; Atk +7 melee 
(Id8+l/x2, morningstar) or +3 rangrd (ldS/I9-20/~2, 
light crossbow); F d  Atk +7 melee (I&+l/x2, morning- 
star) or +3 ranged (ld8/?9-20/~2, light crossbow); SA mrn 
undead 4/day; SQ-; Save Fort +7, Ref +3, WilI +8; Str 13, 
Dex 8 ,  Con 14,Int 10, Wis 16, Cha 12. 

Skills and feats (18/3): Concentration +6, Diplomacy 
+3, HeaI +6, Knowledge (religion) +:, Knowledge (the 
planes) +I, Spellcraft +6; Brew Potion, Iightning Reflexes, 
Weapon hcus  (morningstar). 

Clem SpelIs mared ( 5 / 5 / 5 / 4 ;  save UC 13 + rpeII  level): 
o - detect mapc, guidance, Sigh!, read magic, resistance; 1st 
- bless, cure Eight wounds, delect emI, entmpic shield, sanctu- 

u$; 2nd - augury, calm emotions, CUP moderate wounds". 

gp. Or: 3,300 gp total d u e .  hold person, lesser m d o m ~ m ;  3rd - create food and wutw, 
cure s m m s  wounds"., daylight, drspel P H Q ~ C ,  speak 

* Domain spell. Domttins: Healing (cast 
healing spelIs a t  +I caster Ievd), Protection (pro- 
tective ward grants +5 resistmce bonus on next 

Possesnms: +I f in  plate, heavy Steel shield, 
masterwork morningstar, light crossbow, 3,600 

LFVFL 5 
CR 5; HD SdS+IO; hp 36; Init -I; 

Spd 30 ft.; AC 19, touch 9 ,  flat-fQQted 
19; Base Atk +3; Grp +4; Atk +5 melee 
( idR+i /d ,  morningstar) or 4-2 ranged 
(1ds/i9-20/~2, light crossbow); FUII 
Atk +5 melee ( Ids+l /a ,  morningstar) 
or +? ranged (ld8/19-20/~2, light 
crossbow); SA turn undead 4/day; 
SQ-; Save Fort +6, Ref +2, Will +7; 
Str 13, Dex 8, Con 14, Int IO, Wis 
16, Cha L2. 

gp. Or: 5,600 gp total value. 

f 



touch 9, flat-footed 20; Base Atk +5; Grp + 6 ;  Atk +8 melee 
(ldS+l/x2, morningstar) or +4 ranged ( ld8 /19-2~ /x~ ,  
Iight CTQW~CW); FuIl Atk t8 melee (1d8+1/x2, morning- 
star). OT ++ ranged (I d8/19-20/~2, light crossbow); SA turn 
undead 4,Iday; SQ--; Save Fan +7, Ref +3, Will -1-8; Str 13, 
Dex 8, Con 14, Int 10, Wis 16, Cha 12. 

Skills a i d  Feufs (20/3): Concentration +6, Diplomacy 
+3, Heal ~ 4 ,  Knowledge (religion) +3, fiowledge (the 
planes) +? Spekmft +6; Brew Potion, Lightning Reflexes, 
Weapon Fncus (morningstar). 

Cleric SpcIEs %pared (6/6/5/4/2; saw DC 13 + speIl level): o 
- defect mnpc, detect poison, guidance, light, wad mapc, rests- 
iuncc; 1st - bless, mre light wounds, detect evil, divine favor, 
~ntropic shirld, snnctuarf; 2nd - aupury, calm emotions, CUTE 

moderate it~mndS, hold person, lesser restorahon; 3rd - c r a t e  
food and water, cure senow wounds', duyhghi, d~spel mapc, 
speak with dead; 4th - cure c r i t i c d  wounds, s p l l  immunity?. 
' Domain spell. Domains: Healing (cast h e a h g  spells 

a t  +I caster level), h t e c r i o n  (protective ward grants +5 
resistance bonus on next save, f/day). 

h - s e s s m s :  +I fdE plate, heavy steel shield, masterwork 
morningstar, light crossb0w, 4,200 gp. Or: 7,200 g p  total 
value. 

LFVFL 8 
CR 8; HD 8dS+lb; hp 55; Init -9; Spd 30 ft.; AC 21, 

touch 9, flat-footed 21; Base Atk +a Grp +7; Atk -+9 melee 
( I&+I/XL morningstar) or +5 ranged (1 d8/19-20/~2, 
light crossbow); Full Atk +9/+4 melee (ld8+1/x2, morn- 
ingstar) or +5/+0 ranged [1d8/19-20/~2, light crossbow); 
SA turn undead +/day; SQ-; Save Fort +8, Ref +3, Will 
+9; Str 13, Dex 8 ,  Con 14, Int IO, Wis 17, Cha 12. 

ShrlIs and Feats (22/3): Concentration + J ,  Diplomacy 
+3, Heal +fi, Knowledge (religion) +3, Knowledge (the 
planes) +z, Spellcraft +7; Brew Potion, Lightning Reflexes, 
Weapon Focus (morningstar). 

Clem Spdls Repared (6/6/5/5/3; save DC 13 t spell l ewd) :  0 
- detect m igic, detect poison, guidance, Irght, read mupc, resis- 
tance; 1st - bless, cure Lght wounds, detect ml, divine favor, 
~ntropic shidd, sanchtuvf; 2nd - augury, calm emotions, cure 
moderaie umundl', hold person, lesser redorubon; 3rd - male  
food and water, cure scnous wounds", daylight, dispel magic, 
magic circle agmnst evil, pmyer, speak w t h  dead; 4th - cure 
cnhtal woicnds, speIl imm~n~t);;. 

* Domain spell. Domains: Healing (cast h e a h g  spelIs 
at +I caster level), Protection (protective ward grants +5 
resistance i70nus on next save, l/day). 

Powsriovr: +I JUII plate, +I heavy sted shield, masterwork 
morning st:^, light crossbow, 6,200 gp. Or: 9,400 gp total 
value. 

LK Y ,  m u  YUB+ICT; np bL; inir --I; >pa JU ft.; AL 22, 
touch 10, flat-footed 2% Base Atk +6; Grp +7; Atk +9 rneIee 
(1d8+1Jx2, morningstar} or t5 ranged (ld8/19-20/~2, 
hght crossbow); Full Atk +9/+4 melee (ld8+2/~2, morn- 
ingstar) m +5/+0 ranged (1&/19-20/x2, light crossbow); 
SA turn undead 4/day; SQ -; Save Fort 38, Ref 4, WilI 
+9; Str 13, Dex 8, Con 14, Int 10, Wis 17, Cha 12. 

Skdls and Feats (24/4):  Concentration +8, Diplo 
+3, Heal +6, Knowledge (religion) +3, Knowledge 
planes) -1.2, SpelIcraft +8; Brew Potion, Improved Tur 
Lightning &flexes, Weapon h c u s  (morningstar). 

Clem Spells Prepared (6 /6 /6 /5 /3 /2;  save DC 13 + spell , 
o - defect magic, detect poison, gurdance, light, read r 
resistance; 1st - bless, cure Lght wounds, detect evil, u-~~rlntr 

favor, e n w c  shield, sanctuary*; 2nd - uquury, calm cmo- 
tions, m t ~  moderate wounds"-, hoId person, lesser resiomhon, 
shield o f h q  3rd - create food and water, MAW smous wounds*, 
daylight, dispel mupc, magc circle nguznst ewl, prayer, speak 
with dead; 4th - cure cnticul wounds, spe l l  immunity*; 5th 
- muss cure light W O M ~ ~ Y ,  spell resistance+. 

* Domain Spell. Domains: Healing (cast heding spells 
at +I caster level), Protection (protective ward p n t s  +S 
resistance bonus on next save, i/day). 

Possesstons: + I  f i l l  plate, +I heuvy steel shield, nng of potec- 
tion +I, masterwork morningstar, Tight crossbow, 7,000 gp. 
Or 12,000 gp total value, 

LFVEL IO 
CR 10; HD 10d8+20; hp 68; Init -1; Spd 30 ft.; AC 22, 

touch 10, flat-footed 22; Base Atk +7; Crp 4; Atk +IO 
melee (Id8+l/x2, morningstar) or +6 ranged (ld8/19-20/ 
x2, light crossbow); Full Atk +10/+5 meIee (id8+g/x2, 
morningstar) or +6/+1 ranged (IdS/l%20/x2, light cross- 
bow); SA turn undead 4jday; SQ-; Save Fort +9, Ref 4, 
wdl +IT; Str 13, Dex 8, Con 14, Int 10, Wis 17 (IS}, Cha 
12. 

Skrh and Feats (26/4): Concentration +8, Diplomacy 
i4 ,  Heal +s, Ktlowledge (religion) +3, Knowledge (the 
planes) +2, Spellcraft +8; Brew Potion, Improved Turning, 
Lightning Reflexes, Weapon Focus (morningstar). 

Cleric spells Prepared ( 6 / 6 / 4 / 5 / 5 / 3 ;  suve Dc 14 + spell level): 
o - dcfectmapc, detect pouotr, gdanre ,  light, read maw, w s -  
tame; 1st - bless, cure light wounds, detect mil, divine Jauor, 
entroplc s k e l d ,  sanhalyB; 2nd - aupry, calm emotions, cure 
rnodemte waunds$-, hold person, lesser restoration, shidd other, 
3rd - create food and water, cure seenous wounds*, daylight, 
dispel maffsc, m a p  circle against ml, ppr, speak with dead; 
4th - cure cnt ica l  wounds (23, spell tmmunitf, tongues; 5th 
- mass mw light wounds, mise dead, spell mistance*. 

* Domain spefl. Domains: Healing (cast healinR spells -~ 

at +? caster level), Protection (protective ward grants +5 
resistance bonus on nexf save, l/day). 

hss~srions: +f full plate, +I heavy steeI shdd ,  ring ofprotec- 
tion +I, masterwork morningstar, light cmssbow, periuyt of 
Wisdom +?, 11,500 gp. Or: 16,000 g p  total value. 

leuel): 
Magic, E 
I .  .. 



:R 11. HD 11d8+22; hp 75; Init -1; Spd 30 ft.; AC 22, 

ich 10, flat-footed 22; Base Ark +8; Grp +9; Atk +11 
,lee (ld8+1/x2, morningstar) or +7 ranged (ld8/19-20/ 
light crossbow); Full Atk +I~/CB melee (lds+l/xZ, 

IrnrnFtar) or C J / + ~  ranged (id8/19--20/x2, light cross- 
N); SA turn undead 4Jday; SQ-; Save Fort +9, Ref +4, 

+It, Str 13, Dex 8, Con 14, Inr 10, Wis 17 (IS), Cha 

j k d s  and Aatr (28/4): Concentration +9, Diplomacy 
Heal +8, Knowledge (religion) +3, Knowledge (the 

nes) +2, Spellcrafi +9; Brew Potion, Improved Turning, 
5htning Reflexes, Weapon Focus (morningstar). 
Clenc Spells Pqared (6/7/6/6/5/3/2; save DC 14 t spell 

level): o - detect magic, d~tert poison, guidance, fight, rend 
magic, mistance; 1st - b k ,  cure light wounds, detect WI! ,  

divine jatvr, entroprc shield, magic weapon, sanctuary*; 2nd 
- aupw, calm emotions, cure moderate wounds', hold person, 
lesser rest~rution, shield othex; 3rd -create food and water, cure 
senous wounds'., m~e senous wounds, duylight, dispel magic, 
magsc r i d e  agoinst evil, prayer, speak with dead; 4th - CUE 

critlcd wounds (z), spell tmmunitf, tongups; 5th -muss cure 
light iuuundr, mix dead, spell resistance*; 6th - aizhmagc 
field*, heal. 

'' Domain spell. Damatns: Healing (cast healing spek 
at +I caster level), Protection (protective ward grants +5 
resistance bonus on next save, l/day). 

~osscssrons: +I Fill plate, +I heavy steel hid, mng of pwtec- 
tion +I, masterwork morningstar, light crossbow, pennpt of 
wisdom t Z , ~ O , O O O  gp. Or. 21,000 gp total value. 

LFVFL I2 
CR 12. H a  12d8+24; hp 81; h i t  -I; Spd 30 ft.; AC 23, 

touch 10, flat-footed 23; Base Atk +9; Crp +IO; Atk +I2 
melee (ldt?+l/x2, morningstar) or +8 ranged (1d8/19-20/ 
~ 2 ,  light crossbow); Full Atk +12/+7 melee (1d8+1/x2, 
morningstar) or t8/+3 ranged (id8/19-20/~2, light cross- 
bow); SA rum undead 4/day; SQ-; Save Fort + I O ,  Ref +5, 
WilI +13; Str 13, Dex 8, Con 24, Jnt 10, Wis 18 (20),  Cha 
12. 

skills nnd Feats (30/5): Concentration +IO, Diplomacy 
+4, Heal +9, Knowledge (religion) +3, Knowledge (the 
planes) +2, Spellcraft+lo; Brew Potion, Improved Turning, 
Lightning Reflexes, Maximize Spell (mnss cure moderate 
wounds), Weapon Focus (morningstar). 

Clem +ells Prepared (6/jP/6/6/5/5/3; save nc 1s + s p d  
level): o - detcrt mapc, ddetect powom, gwidance, light, y ~ ~ d  

mapc. resistance; 1st - bless, cure light tuouptds (2), detect evil, 
drvinc fatior, entmprc shield, m a p  weapon, sancfua$; 2nd 
- aupry, calm emotions, cure moderate wounds*, hold person, 
h e r  restmution, shield other; 3rd -create food and watm, cure 
S W ~ O U ~  n~ounds*, cum sesious wounds, dayfrght, dupepel rnugw, 
m a p  cirrle against mil, pmyer, speak wlth dead; 4rh - cum 
cr'hca? wmnds (21, spell immunity*<, tonpes; 5th -atonement, 
muss curt light wounds, mise dead, spell remtnnc8, t m e  seeing; 
6th - anhmagrc field", heak mas cure moderate wounds. 

u -r---- - - - ,....I_ -r-- -- -.,.., "... 
at  +I caster level), Protection (protective ward grants +5 
resistance bonus on next save, I/dayj. 

Posrcsaons: +iJulI plate, +I heavy steel shield, amulet ofnatu- 
ruI amor +I, nng of protection +I, masterwork morningstar, 
light crossbow, penapt ofpj'isdom CZ, 14,000 gp. Or: 27,000 
gp total value. 

LFVFY, 13 
CR 23; HD 13d8+26; hp 88; Init -1; Spd 30 ft.; AC 23, 

touch 10, flar-footed 23; Base Atk +9; Grp +lo; Atk +I2 
melee (1d8+1/x2, morningstar) or +9 ranged (1&/19-20/ 
XZ, light crossbow); Full Atk +12/+7 melee (1d8+1/x2, 
morningstar) or +9/+4 ranged (lds/Ig- 20Jx2, light cross- 
bow); SA tarn undead +'day; SQ-; Save Fort +lo, Ref +6, 
WdI +13; S t r  13, Dex 8 (lo), Con 14, Int 10, Wis 1 R  (201, 
Cha 12. 

SkrlIr and Feeats (32/5): Concentration +lo, Diplomacy 
+e, Heal c9, Knowledge (religion) 4, Knowledge (the 
planes) +3, Spellcraft +IO; Brew Potion, .-mprovedTum-ning, 
Lightning Reflexes, Maximize Spell (mass cure modmute 
wounds), Weapon Focus (morningstar). 

Clem Speh Prepared (6/8/7/6/6/5/3/2 5uvc DG 15 + spell 
level): Q - detect rnogrc, detedpoison, pidance, bght, read mupc, 
wsistance; 1s t  - b k a ,  cure light wounds (2), &ert an!, divine 
favor, mtropic shield, mapc weapon, sanctucry"'; 2nd - nupryR 
c a h  emotions, cure modernte tvounds*, genth V s e ,  hold person, 
lesser restoration, s h d d  other, 3rd - mute food and water, run 
smous wounds*, cure scnous wounds, daylight, dispel mapc, 
mugtc circb against evil, prayer3 speak wit? hid, 4th - me 
mhcd wmsnds (2) ,  spell i m m m i t ~ ,  tongues; 5th - atonement, 
muss mre light wounds, mise dead, sending, spell resistance*, true 
seeing 6th - unhma@cfielS*, heal7 muis c i m  moderate wounds; 
7th - mass cure mous wounds, regenerate'. 
' Domain spell. Domum: Healing { x s t  healing speIls 

ar +I caster level), Protection (protective ward grants cs 

resistance bonm on nem save, l/day). 
Possessions: +I full plate, +I heavy steel sf- ~ d d ,  amulet ofnatu- 

rul annor +t, nng ofpmtection +I, masterwork morningstar, 
light crossbow, gloves of DeDExtenty +2, periapt of wisdom +2, 
18,000 gp. Or: 35,000 g p  total value. 

LEVEL 14 
CR 14; HD 14d8+28; hp  94; h i t  -1; Spd 30 ft.; AC 24, 

touch %I, flat-footed 24; Base Atk +IO: Grp + T I ;  Atk + I 3  
meIee (Id8+I/d,  morningstar) or +IO ranged (1d8/19- 
20/x2, light crossbow); Full Atk +13/+8 melee (lds+l/ 
XZ, morningstar) or +10/+5 ranged (l~lS/19-20/~2, light 
crossbow); SA turn iindead 4Jd3y; SQ--; Save Fort +1I, 
Ref +6, Will +15; Str 13, Dex 8 (lQ), Con 14, Int 10, Wis 18 
(22) ,  Cha 12. 

shi l ls  and Aatr (34/5): Concentration +I 1, Diplomacy 
4, Heal +IO, Knowledge (religion) 4, Knowledge (the 
planes) +3, Spellcrafi +I I ;  Brew Potion, ZmprovedTurning, 



LI~LLLllulh NIIFAFD~ LVIUUUC opr11 ( r ~ n  L U W  I ~ ~ U M I I ~ L L  ~ u i m  cmvwns, cure moarmre W D U H ~ S  , gentre , 

wounds), W h p o n  Focus (morningstar). 
Clem Sydb Prepavd (6/8/8/4/6/5/S/3; save DC 16 + spell 

kvcl): 0 - dttect  maec, detcct poison, gutdance, light, read 
m a p ,  resistance; 1st - bless, cure light wounds (2), detect 
ml, d m w r  fauou, entropic shield, mapc M W G ~ U ~ ,  sanrtua$; 
2nd - aucury, calm emotions, cure moderate woundsk, gentle 
repose, hold person, lcsserrcstomtion, sheid other, silence; 3rd - 
create food ond water, cuw serious wounds*, cure senm wottnds, 
daylight, d l s p l  magic, magc crrcle against evil, p v c r ,  speak 
with deud. 4th - cure crrtical ufounds (z), speIl rmmuntty*, 
tongues; 5th - atonement, muss CUYP light wounds, TUISP dead, 
rending, ~ r E l  resistance", true seeing; 6th - antimagic field*, 
banishmen I. heal, heroes'fmst, muss cure moderate wounds; 7th 
- mass cut? serious wounds, vgenerute*, resurrectron. 

* Domain spell. Domains: Healing (cast healing spells 
at +I caster level), Protection (protective ward grants +5 
resistance bonus en next save, l/day). 

rul  am^^ + 1 ,  nng ofprot~rtion +I, masterwork morningstar, 
light cross~ow, gloves of Dextenb +2, periapt of ~yrrsdom c ; ~ ,  
16,000 gp Or: 45,000 gp total value. 

person, lesser resforahon, shield Other, sile 
and water, cure senous wound?, cure se 
hght, dispel magic, magac circle against tYnL, yrr+lc,, 

dead; 4th - cure critical wounds (2) ,  spell tmmunae, i 
5th - atonement, mass CUT light wounds, hallow, r n ~  
sending, spell resistance"", true seeing, 6th - anhmagi 
banahment, heal, h m e s '  feast, muss cure moderate t 
7th - mass cure serious wounds, regencratc*, resuwectt 
- holy aura, mass cure cntical wounds'. 

* Domain spell. Domains: Healing (cast healing 
at +I caster level), Protection (protective ward gr: 
resistance bonus on next save, ijday). 

Possessions: +~,fuIl plate, +I heavy steel shield, amulet I 
ral U ~ O T  +I, ring ofprotectton +I, masterwork morni 
light crossbow, gloves of mxterrty +2, penapt uj wrsa 
30,000 gp. Or 59,000 g p  total value. 

Powsssons: +I f.11 plate, +I heavy stcel rhwld, amulet of nab- LEVEL 16 
CR 16; HD 16d8332; hp 107; Inir -1; Spd 30 ft.; 

touch '1, flat-'mted 26; Base At' +12; G v  +13; A 
melee (I d8+1/d, morningstar) or + I 2  ranged (Ids/ 
x2, light crossbow); Full Atk +l5/+10/+5 melee (. 

x2, mornhgstar) or +12/+7/+2 1 LEVEL 15  
CR 15; € t D  15d8+30; hp 101; Init -1; Spd 30 ft.; (ld8/19-20/K 

AC 24, touch 11, flat-footed 24; Base Atk +I 1; Grp 
+12; Atk +I4 melee (1ds+l/x2, morningstar) or +TI 

+t4/+9/+4 meIee (1d8+i/x2, morning- 
star) or +I 1 /+6/+I ranged (ld8/19-20/ \ A 
x2, light rsossbow); SA turn undead 
4/day; SQ -; Save Fort +?I, Ref 4-7, W d  
+Is; Str 33. Dex 8 (IO), Con 14, Int 10,  Wis 
18 (221, Cha 12. 

skills anti Feats (36/6)): Concentration +I 2, 
DiplomaaJ +4, Heal +lo, 'Knowledge (reli- 
gion) 4, Knowledge (the planes) +3, Spellcraft 
+12; Brew Potion, Empower Spell (mass GUT sm- 
O M S  wound,), Improved Turning, Lightning 
Reffexes, Maximize Spell (mars cure 
moderate wounds), Weapon Focus 
(morningstar). 

ranged (1  d8/19-20/~2, light crossbow); Full Atk \ 

~ 

4 

Cleric Spells firpared A 6  

r 4 
( 6 / 8 / 8 / 7  ' 6 / 6 / 5 / 3 / 2 ;  
m e  DC 16 + spell Itvd): 
o - detecf magrc, detect 
poicon, pidunce, light, read 
 mug^, resisfmce; isf - bless, 
cure light wiunds (21, detcd mil, 

divine favor< entropic shield, magic 
weapon, rnnrtuarf; 2nd - augirry, 



WORLD’S LARGEST CITY 

spdl rmmunrv ,  t enpes ;  5th - atonement, m a s  CMW light 
wounds, hallow, raise dead, rcnding, spell Te:.lstanceP, [rue seeing; 

CUR moderate tuounds; 7th - greater redomtion, m m  cum 
SEHOUS wounds, regenerate*, resuwection; 8th - p a t e r  spell 
immuni~,holynura,masscure mhcalwoundP. 

* Domain spell. Domains: Healing (#last healing spells 
at +I caster level), Protection (protective ward p n t s  +5 
resistance bonus on next save, l/dav). 

Possessions: +?full plate, +2 heavy sted skre ld ,  amulet ofnuh- 
ral armor +i, nng ofprotdion +I, masterwork morningstar, 
lighr crossbow, gloves of Dexterity +2, ppnapt of ~ i s d o m  +4, 
41,000 gp. Or: 77,000 g p  coral vaIue. 

- . ,. ., 6): Concentration +12, Diplomacy 
(reljgion) +4, Knowledge (the 

e,.. +3, Spel~crdt +12; Brew potion, Empower Spell 
s cure senws tuounds), Improved Turning, Lightning 
:xes, Maximize Spell (mass cum modemte wounds), 
pon Focus (morningstar). 

. ~ .  levcl‘l: o -detect magic, detect po~soy1, guidance, light, wad 
magic, rerrstance; 1st - bless, cure light wounds (21, dried mil, 
divine fwor,  enfropic shield, magic weapon, sanctua$; 2nd 
- augury, calm emotions, cum moderate u~nmds”, gentle 
repme, ho!d person, lesser Testomtion, shreid other, silence; 
3rd - create food nnd watpr, cure senou< iiwundj., cure 

+II, 6th - flnhmagrc field*, banfshmenf, h d  hemps’ fead, mm5 

eT7c Spe~ls Repared (6/8/8/7/6/6/5/4/3; uc 16 + 

JdFV€T, ‘7 
CR 17; H D  17d8+34; hp 114; Jnit -1, Spd 30 ft.; AC 26, 

much 11, flat-footed 26; Base Atk +12; Grp +13; Atk +IS 
melee { IdS+l /d ,  morningstar) or +I2 ranged (1$8/19-20/ 
x2, light crossbow); EuUAtk +15/+10/+ i melee (ld8+1/x2, 
morningstar) or +12/+7/+2 ranged (ldS/19-20/~2, Iight 
crossbow); SA turn undead 4/day; SQ-; Save Fort +12, 
Ref +7, W d  +17; Str 13, Dex 8 ( IO) ,  Con 14, Int 10, Wis 19 

Sbrh and Fccats (40/6): Concentration +13, Diplomacy 
+s, Heal +12. Knowledge (religion) ++, Knowledge (the 
planes) +3, Spellcraft c13; Brew Potion, Empower Spell 
(mass CUP w ~ o u s  wounds), Improved Twning, Lightning 
Reflexes, Maximize Spell (mass cure moderate wounds), 
Weapon Focus (morningstas). 

Cleric Spds  Prepared (6 /8 /8 /8 /7 /6 /~ , ’5 /3 /2;  save DC 17 
+ spell I E V P I ) :  o - detect mlagrc, detect poison, purdancr, fight, 
rend magic, mrzstanw; 1st - bkss, cure Irglrt wounds (2), detect 
evil, divine fiawov, entropic shield, magic ucapon, mncfuary*; 
2nd - aupuy, calm emotions, cure moderate wounds*, gentL 
wpoa, hold person, lesser restoration, shield other, nlence; 3rd 
- creafc food and water, cure senous wound<‘, cure wnous 
wounds (3J daylight, d i spp l  magic, maFc circle upins t  wd, 
proy~r, speak wlth dead; 4th - cure cntrl-al wounds (3), spell 
immunitp, tongues; 5th -atonement, m i s s  cure light wounds, 
hallow, raise dead, srnding, spell resistance*, h e  seeing; 6th 
- anfimagir field*, banishment, forb~rldanc~, heal, hemes’ 

st, muss cure moderate wounds; 7th - p a t t ~  yestomtron, 
ly tuord, muss cure serious wounds, regenerate+, resurrec- 

cntical wounds’.; sth - mass heal” mrmcle. 
* Domain spell. Domatns: Healing (cast healing 
spells at +I caster level), Protection (protective ward 

grants +S resistance bonus on nem save, I/day). 
Possesrion~ +2 f i l l  pE&, +2 heav!, steel shield, amulet 

of nahfmi armor +I, ring of protection +I, masterwork 
morningstar, light crossbow, glasles of DextenLy +2, 
pmnpt of Wisdom +6, 44,000 gp. Qr 100,000 gp total 

ion; 8th - ~ C I ~ C T  spell ~mmrm~ty ,  holy U U ~ ,   ASS CUE 



L F W L  J i 3  
CR 18: H D  lSd8+36; hp 120; Init -1; Spd 30 ft.; AC 26, 

touch 11, !hat-footed 26; Base Ark +i3; Grp Ark +16 

melee (IdS+l/x2, morningstar) or +13 ranged (ldS/19-20/ 
x2, light cmssbow); Full Atk +16/+11/+6 melee (Id8+l,/x2, 
mornings7ar) or +13/+8/+3 ranged (ld8/19-2Q/x2, light 
crossbow'. SA turn undead 4/dav; S Q  -; Save Fort +13, 
Ref+S, Vi11 +18; S t r  13, Dex 8 (IO), Con 14, Int 10, Wis 19 
(251, Cha I 2. 

S k d s  and Feats (42/7): Concentration +14, Diplomacy 
+5, Heal -12, Knowdedge (religion) +4, howledge  (the 
planes) +7, Spellcraft +14; Brew Potion, Empower Spell 
(mass curt senous wounds), Empower Spell (mass heal), 
Improved Turning, Lightning Reff exes, Maximize Spell 
(mass CUTP moderate wounds), Weapon Focus (morningstar). 

CIenc S d l s  hepared (6/e/B/S/7/6/~/~/~/3; save DC 17 
+ spell Icvrf): 0 - detect maqc, detect poison, pidunce, It& 

read magic renstance; 1s t  - bless, cure light wounds (Z), detest 
ml, &vim. favor, entropic shirld, magrc weapon, sanmta$; 
2nd - uirquty, calm emotions, cure moderate wounds*, gentle 
q o s e ,  holr' person, lcsser m.Ertountwn, shield other, silence; 3rd 
- create bod and water, cure setaous wounds*, cure senous 
W O M ~ ~ S  (31, daylight, dispel magic, mapc circle againsf evil, 
prayer, spenh m t h  dead; 4th - c w e  ~ r i t i ~ d  wounds (3), spell 
immunity-. tongues; 5th - utonement, mass cure light wounds, 
hallow, rmqe dead, sending, spell remtame*, t r u e  seeing 6th 
- anhrnogic f ield', banishment, forbtddancc, heal, heroes' 
feast, masc cure moderate wounds; 7th - greater restomtm, 
holy word, mass cure senaus wounds, regenemte*, * ~ S M V C C ~ ~ O ~ ;  

8th -p later  spell rrnmunity, holy aum, ma55 cure critical 
wounds?, s M d  of law; 9th - mass heal', rnimcle, inre restir- 
rechon. 

'< Domain spell. Domazns: Healing (cast healing s p d s  
at +I caster level), Protecrion (protective ward grants +S 
resistance bonus on next save, l/dayj. 

Possessions: +;?full plate, +2 heavy steel shield, amulet ofnatu- 
mE UTF~Q~ + I, nng ofprotection +I, masterwork morningstar, 
light crosr;bow, gloves of h x t e r i t y  +2, periapt of wisdom +S, 
74,000 gp. Or 130,000 gp total value. 

LFVFL 19 
CR 19; 1113 19d8+38; hp 127; Init -3; Spd 30 ft.; AC 26, 

touch 11, flat-footed 26; Base Atk +I+; Grp +15; Atk +i7 
melee (IdX+l/x2, morningstar) or+14 ranged (fd8/19-20/ 
x2, light crossbow); Full Atk +17/+12/+7 melee (ld8+l/x2, 
morningstar) or +14/+9/+4 ranged (ld8/19-20/~2, light 
crosshw) SA turn undead $/day; SQ-; Save Fort +13, 
Ref +8, Will +18; S t r  13, Dex 8 (TO), Con 14, Int 10, Wis 14 
(251, Cha ' 2 .  

skills and Feats (44/7): Concentration +i 3, Diplomacy 
+s, Heal 212, Knowledge (religion) +5, Knowledge (the 
planes) + 4 ,  Spellcraft +13; Brew Potion, Empower Spell 
(mass C U E  setaous wounds), Empower Spell (mass heal), 
Improved Turning, Lightning Reflexes, Maximize Spell 
(muss cure moderate wounds), Weapon Focus (morningstar}. 

L ~ C  spiir wepared ( 6 / y a / s i 7 ~ 7 / 6 / 4 / ~ ~ / 4 ,  sa 
spell 1wvt.E): o - dctcc! rnapc, dried poison, guzdnni 
rnagx, mistirnce; 1s t  - bless, cure light wounds (2 
divine favor, mtroprc shteld, magic weapon, sunc 
- augrtry, ralm emotions, ma rnodmte wounds"-, ge 
hold person, ksscr restomtion, shield other, nlence; 3rc 
food and water, cure wnous wounds*, cure senous M, 
daylight, displ  rnagrc, mu& circle upinst evil, p y c r ,  
dead; 4th - C M T ~  c r i h c d  wounds (31, spell irnmunrt) 
5th - atonemmi, mass cure light wounds, h&w, 
(21, sendmg, spd resirtame*, true semng; 6th - antrm 
banishment, forbiddance, heal, hemps' feast, mas ciin 

~vounds, 7th - greatw restorntion, holy word, mass c 
wounds (2), wgcnemte*, renrrrectron; 8th - p a f e v  spell ~ m m n -  
ntty, holy attm, mu55 cure mhcal wounds', shield of law: 9th 
- mass he#, muss heal, mimcle, true w.~rumction. 

* Domain spell. ~ Q W ~ U ~ T T S :  Heding (cast healing spells 
a t  +I caster lever), Protection (protective ward grants +5 
resistance bonus on next save,  day), 

Possessions: tzfirlE plate, +Z henw steel shield, amulrt ofnatu- 
ml A ~ O T  +I, ring ofprotection +I, masterwork morningstar, 
light crossbow, gloves of Dextmty +2, periapt ~f uirisdom +s, 
1T4,OOQ gp. Or  170,000 gp total value. 

LFYFL 2 0  
CR 20; HD 20d8+40; hp 133; Init -1; Spd 30 ft.; AC 26, 

touch 11, flat-footed 26; Base Atk +15; Grp +16; Atk +18 
melee (ld8+l/x2, morningstar) or+15 ranged (ldS/l9-20/ 
x2, light crossbow); Full Atk +18/+13/+8 melee (lds+l/xz, 
morningstar) or +is/+? O/+S ranged (ld8/19-20/~2, light 
Crossbow); SA turn undead 4jday; SQ-; Save Fort t.14, 
Ref +8, Will +20; Str 13, Dex 8 (lo), Con 14, Int 10, Wis 20 
(26), Cha 12. 

Skills and Feats (46/7): Concentration +14, Diploinacy 
+5, Neal +13, Knowledge (religion) +5, Knowledge (the 
planes) +4, Spellcraft +14; Brew Pation, Empower SpeU 
(mass cww senous wounds'), Empower Spell (mass heal), 
Improved Turning, Lightning Reff exes, Maximize Spell 
(mass cure moderate wounds), Weapon Focus (morningstar). 

C ~ G  Spds Prepared lS /~ /S/S/P/7 /6 /6 /6 /5 ;  suvc DC 18 
+ s p ~ l l  led) :  0 - detect magic, detect poison, guidance, light, 
read magic, renbance; 1st - bless, cure light wounds (21, detect 
mil, divine favor, entropic shield, magic weapon, sanctuas)i;; 
2nd - augury, calm mohonr, cure moderate wounds'., gentle 
repow, hold pmon, lesser restorahon, shield o t h q  silpnce, 3rd 
- create food and watm, cure sesraus wounds*, cum ~ F V I O U S  

wounds (31, daylight, d15p.d map[, magzc c i rc le  aguinst evil, 
prayer, speak with dmi ,  4th - cure cntical wounds (3), spell 
rmmunit?, tongues (2); 5th - atonement, ~ R S C  cure light 
wounds, hallow, raise dead (2), sending, spell yessstancc*, trut 
seerng 6th - antimagrc Jield", banishment, forbiddance, heal, 

I - CYeUtU 

rounds (3), 
speak with  
*, tongues; 1 

mise dead 

: modmute 
'UgrC,fu?ld",  

lire smious 

c L heroes' feast, muss cure moderate wounds; 7th - p u t c r  restom- 
hon, holy word, mas5 cure smous uvunds (2), wgenmtc', ITSUT- 

rection; 8th -greater spell immunity, hoIy attm (z), m a s  cum 
crihcal wounds*, mass CUT crrticnl wounds, shield of law; 9th 
- muss heal", mass Real (2),  mzmcle, true yesumction. 
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1 (protective ward grants +5 
e, 1Jday). 
:avy steei shreld, amulet o f n a b  
+I, masterwork morningstar, 
mnty +2, pwrapt of Wisdom +6, 
ita1 value. 

1 F R S  

it -1; Spd 30 ft.; AC 9, touch 
;rp +2; Ark +2 melee (1d6+2/ 

+I; S a  14, Dex 8, Con 15, Jnt 
(1d6+2/~2, club); SA -; SQ 

ib +5, Crdr (job a c t i v i t y )  +2, 
1, Listen +2, Profession (job) 
11 42, Swim +s, Use Rope +o; 

r: 20 gp total value. 

LFVFL z 
CR 2; 2d4+4; hp 10; Init -1; Spd 30 ft.; AC 9, touch 

9, flat-focted 9; Base Atk +i; Grp +3;Ark +3 melee (ld6+2/ 
x2, dub): Full Atk +3 melee (1d6+2/x2, club); SA -; S Q  
-; Save FOR +2, Ref-1, Wdl +l; Sa 24, Bex 8, Con 15, Int 
13, Wis 12, Cha IO. 

SkrlEs and Feats (is/?): CLmb +5, Craft (job activity) +2, 
Handle Animal +2, Jump +3, Listen +2, Profession (job) 
+3, Ride +I, Spot +2, Survival +2, Swim +5, Use &pe +I; 
Athletic. 

~ossess~ons: Club, 2 x (5d4) gp. Or: 40 gp total value. 

LFVFL 3 
CR 3; I-ID 3d4+6; hp 15; Init -1; Spd 30 ft.; AC 9, touch 

9, flat-focted 9; Base A& +I; Grp +3; Atk +3 melee (1d6+2/ 
x2, dub): Full Ark +3 melee (ld6+2/x2, club); SA -; SQ 
-; Save Fort +3, Ref t.0, Will +2; S a  14, Dex 8, Con i 5 ,  Int 
13, Wk 12, Cha 10. 

skrlls and ~ m t r  (18j2): Climb +5, Craft (job activity) +2, 
Handle Animal +2, Heal +4, Jump +3, Listen +2, Profession 
(job) +3, Ride t2, Spot +2, Survival +4, Swim +5, Use Rope 
+I; Athletic, Self-Sufficient. 

Possessions: Club, 3 x (5d4) gp. Or: 60 g p  tocaI value. 

LFVFL 4 
CR 4; HD 4d4+8; hp 19; Init -1; Spd 30 ft.; AC 9, touch 

9, flat-footed 9; Base Atk +2; Grp +4; Atk +4 melee (1d6+2/ 
XZ, club): Full Atk +4 melee {ld6+2/x2, club); SA -; SQ 
-; Save Forr +3, Ref +U, Will +2; 5tr 14, Dex 9, Con 15, Int 
13,wis 12, Cha 10. 

3 L I ~ V  W L J  

CR 5; HD 5d4+10; hp 24; Init -1; Spd 30 ft.; AC 9, touch 
9 ,  flat-footed 9; Base Atk +2; Grp t.4; Atk +4 melee (ld6+2/ 
x2, club); Full Atk +4 melee (1d6+2/K?. club); SA -; SQ 
-; Save Fort +3, Re:ef+O, Will +2; Str 14, Dex 9, Con 15, Int 
13, Wis 32,  Cha io.  

SkslIs and Feats (24/2):  Climb +5, Craft Qob activity) +4, 
Handle Animal +2, Heal +4, Jump +3, Listen *3, Profession 
(job) +5, Ride +2, Spot +2, Survival +4, Swim -I+, Use Rope 
+2; Athletic, Self-sufficient. 

~bss~ssrons :  club, 5 x (5d4) gp. Or: 100 g p  total value. 

LFYEL 6 
CR 6; HD 664+12; hp 28; Init -1; Spd 30 ft.; AC 9, touch 

9 ,  flat-footed 9; Base Atk +3; Grg 6; Atk +S melee (ld6+2/ 
x2, club); FuIl Atk +5 meIee (ld6+2/x2 club); SA -; SQ 
-; Save Fort 1-4, Ref +I, Will +3; Str 24, Dex 9, Con 15, Int 
13, Wis 12, Cha IO. 

SkrlIr nnd Feats (27/3): Climb +5, Craft Gob activity) 4, 
Handle Animal +4, Hed +4, Jump +3, Listen +3, Profession 
(job) +6, Ride +4, Spot +3, Survival +4, Swim +5, U s e  Rope 
+3; Animal Affinity, Athletic, Self-Suffic ient. 

Possesstons: club, 6 x (5d4) gp. Or: 120 gp total value. 

LFVFL 7 
CR 7;  HD 7d4+14; hp 33; h i t  -1; Spd 30 ft.; RC 9 ,  touch 

9, flat-footed 9; Base Atk +3; Grp +5; Atk +5 melee (ld6+2/ 
XZ, club); Full Atk +5 melee (ld6+2/x2, club); SA -; SQ 
-; Save Fort +4, Ref +I, Will +3; S t r  24, Dex 9, Con 15, Xnt 
13, Wis 12, Cha 10. 

Ski l l s  and Fmts (30/3): Climb +s, Craf't (job activity) t4, 
Handle Animal +4, Heal +4, Jump +3, Liaxen +4. Profession 
(job) +8, Ride d, Spot +3, Survival +4, Swim +5, Use Rope 
+3; Animal AfTiiity, Athletic, Self-Suffic ient. 

Poss~ssionr: Club, 7 x (5d4) gp. Or: 140 gp total value. 

LFVFL 8 
CR 8; HD 8dk16;  hp 37; Init +Q; 5pd 30 fr.; AC 10, 

touch 10, flat-footed IO; Base Atk +4; Grp +6; Atk +6 melee 
(lld6+2/x2, club); Full Atk +6 melee (ld6+2/x2, club); SA 
-; SQ-; Save Fort +4, Ref+& Will -3; Str 14, Dex 10, 
Con 15, Int 13, Wis 12, Cha IO. 

skills and feats (33/3):  Climb +5, Craft (job activity) 4, 
Handle Animal +4, Heal +4, Jump +3, Listen +4, Profession 
(job) +IO, Ride +5, Spot +4, Survival +4, Swim +5, Use Rope 
+4; Animal Affinity, Athletic, Self-Sirffic ient. 

hsrerrions: club, 8 x (5d4) gp Or: 160 g p  total value. 

LFVFL 9 
CR 9; HD 9d4t18; hp 42; Init +O; Spd 30 ft.; AC 10, 

touch 10, flat-footed 10; Base Ark +4; Gsp +6; Atk +6 melee 
(ld6+2/x2, club); Full Ark +6 melee (1d6+2/~2, club); SA 

 skill^ and Eeats (21/2): Climb +5, Craft (job activity) 4-3, 
Hand!eAnimal+~, Heal +4, Jump +3, Listen +2, Profession 
(job) +4, %de i 2 ,  Spot +2, Survival +4, Swim +5, Use Rope 
+2; Athletic, Self-Sufficient. 

-; SQ-; Save Fort +5, Ref +3, Will -4; Str 14, Dex 10, 
Con 15, In€ 13, Wis 12, Cha 10. 

firs~rsions: Club, 4 x (5d4) gp. Or: 80 gp total value. 
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(job) +11, Ride +5, Spot +4, Survival +4, Swim +S, Use Rope 
+5; Animal Mfiniry, Athletic, "Endurance, Self-Sufficient. 

f issesriow Club, 9 x (Sd4j gp Or 180 gp total value. 

LFVFL JO 
CR 10 HD 1 0 d b 2 e ;  hp 46; h i t  +o; Spd 30 ft.; AG 10, 

touch 10 Ilar-footed IO; Base Atk +5; Grp t7; Atk +7 rneIee 
(1d6+2/x:, club); Full Atk +7 melee (ld6+2/x2, club); SA 
-; SQ--; Save Fort +5, Ref +3, W d  +4; St r  14, Dex l o ,  
Con 15, Int  13, Wis 12, Cha 10. 

Skills and Fe'eats (39/4): Climb +5, Craft (job activity) t4, 
H a d e  Aqirnal4, Heal +4, JLrmp +4, Listen +5, Profession 
(job) +12, Ride +s, Spot +5, Survival 4, Swim +5, Use Rope 
+5; Animal Affinity, Athletic, Endurance, Self-Suficient. 

hssessia*is: Club, IO x (5d4) gp. at: 200 g p  total value. 

to; Spd 30 fK.; AC 10, 
Grp t7; Atk +7 melee 
(1d6t2Jx2, club), SA - 
u +4; Str 14, Dex IU, 

:raft (job activity) +4. 
Listen +5, Profession 
5, Swim +5, Use Rope 
me ,  SeEf-Sufficient. 
220 g p  total value. 

CR 11, KD 11d4+2& hp 51; Init - 
touch 10, flat-footed 10; Base Atk +s; 
(1d6+2/x2, club) Full Atk +7 melee 
-; SQ--; Save Fort +5, Ref +3,  Wi 
Con 15, Int 13, Wis 12, Cha 10. 

skills and Feats (42/4): Climb +5, C 
Handle Animal +4, Heal +4, Jump +4, 
(job) +12, Ride CS, Spot +5, Survival + 
+6; Animal Affinity, Athletic, Endura 

Possesszons: Club, 11 x (5d4) gp. Or: 

LFVFT, 1.2 
CR 12; HD 12d4+24; hp 58; Init +O; Spd 30 ft.; AC 10, 

rouch 10, flat-footed IO; Base Atk +6; Grp +8; Atk +8 melee 
(ld6+2/x2, club); Full Atk +8/+3 melee (ld6+2/x2, club); 
SA -; SQ -; Save Fort +6, Ref +4, Will +5; S tr 15, Dex 10, 
Con 15, Int 13, Wis 12, Cha 10. 

skills and Feats (45J5): Climb +5, Craft (job activity) +5, 
HandIe Animal +4, Heal +4, Jump 4, Listen +s, Profession 
(job) +14, Ride +5, Spot 4-5, Sumval +s, S w m  +5, Use Rope 
+6; Animal Affinitv, Athletic, Endurance, Self-Sufficient, 
Toughness. 

Potrewon<: Club, 12 x (Sd4) gp. Or 240 8p toraI vahe. 

LEVEE I 3  
CR 13; HD 13d4+26; hp 63; h i t  +o; Spd 30 ft.; AC lo, 

rouch 10, flat-footed 10; Base Atk +6; Grp +8, Atk +8 melee 
(1d6+2/x2, club); Full Atk +8/+3 melee (ld6+2/x2, dub); 
SA-; SQ-; Save Fort +6, Ref 4, Will +5; Str 15, Dex IO, 
Con 15, Int 13, Wis 12, Cha 10. 

Skills nnd Feats (48,'s): Climb +5, Craft (job activ- 
ity) +6, &ndle Animal +5, Heal +4, Jump +4, Listen h- c 
+5, Profession (job) +14, Ride +6, Spot +5, Survival 
+5, Swim +5, Use Rope +6; Animal Affinity, Athletic, 

~orsmionr: club, 13  x (5d4) gp. Or 260 g p  total 
Endurance, SeE-Sufficienr, Toughness. 

CR 14; HD 14d4+2R; hp 67; Init +O; Spd 30 ft ; AC 
i 0, touch 10, flat-footed IO; Base Atk +7; Grp +9; Ark 

4-9 melee (id6+2/x2, club); Full Atk +9/+4 melee 
( 1 d e + 2 / ~ ,  club); SA -; SQ-; Save Fort +6, Ref 

+4, Will +5; Str 35,  Ilex 30, Con 15, Int 13, Wis 

skills and Feats (51/5): Climb 
+5, Craft (job activity) +7,  Handle 
Animal +5, Heal +4, Jump +4, listen 

+5, Profession (job) +I&, Ride +6, 
Spot +5, Survival +s, Swim +5, 
Use Rope +6; Animal Affinity, 
Athletic, Endurance, Self- 

a s s e a m s :  Club, 14 x (5d4) gp. 

CI 

Sufficient, Toughness. 

Or 280 g p  total value. 



me 
clu 
De 

5 
+7, 

/j; init +w; >pa JU rt.; HL iu, 
Base Atk +7; Grp t.9; Atk +9 

-, LLyy , ,  I ,II Atk +9/+4 melee (1d6+2/x2, 
b); SA -; SQ-; Save Fort +7, Ref +5 ,  Wifl+6; Str IS, 
x IO, Con 15, Int 13, Wis 12, Cha IO. 
:kills and Feats (44/6): Climb +5, Craft (job activity) 

Handle Animal +5, Heal 4, Jump +5, Listen +6, 

Profession Gob) +16, Ride +6, Spot +6, SurvivaI +5, Swim 
+S, Use Rope +6; Animal Affinity, Athletic, Endurance, 
Self-Suficient, Toughness XL 

Possessrons: Club, 15 x (5d4) gp. Or: 300 g p  total value. 

,AL,y 

LK I/; HLJ 1/a4+54; np ~ 4 ;  init tu; bpa JU rr.; AL io, 
touch IO, flat-footed IO; Base Atk +8; Grp +11; Atk +11 
melee ( ld6+3/d,  club); Full Atk +11/+6 melee (ld6+3/x2, 
club); SA -; SQ-; Save Fort +7, Ref +5, Will +@ Str 16, 
Dex 10, Con 15, tnt 13, Wis 12, Cha 10. 

Skills and Feats (60/6): Climb +6, Crafi (job activity) +8, 
Handle Animal +s, Heal +s, Jump +6, Listen +7, Profession 
Gob) +17, Ride +6, Spat t7, Survival+5, Swim +6, Use Rope 
+6; A n i m a l  Afhnity, Athletic, Endusanw, Self-sufficient, 
Toughness x2. 

Possessions: Club, 17 x (5d4) gp. Or 340 gp total value. 

LFVFC 16 LEVEL 18 
CR 16; RD 16d4+32; hp 79; Init +O; Spd 30 ft.; AC 10, 

touch io. flat-footed 10; Base Atk +8; Grp + i f ;  Atk +11 

melee (ld6+3/x2, club); FulI Atk +ll/+6 melee (1d6+3/ 
~ 2 ,  club); SA-; SQ-; Save Fort +7, Ref+5, W d  +6; Str 
16, Dex 10, Con 15, Int 13, Wis 12, Cha 10. 

Skills and h a t s  (57/6):  Climb +6, Craft Qob acrivity) 
+8, Handle Animal  +5, Heal +5, Jump +6, Listen +h, 

Profession Qob) +16, Ride +6, Spot +6, Survival i5,  Swim 
+6, Use Rope +6; Anima1 Affinity, Athletic, Endurance, 
Self-Sufficient, "Soughness ~ 2 .  Toughness x3. 

total value. 

CR 18; h-ID l8d4+36; hp 91; Init +o; Spd 30 ft.; AC IO, 
touch lo, fiat-footed 10; Base Atk +9; Grp +I& Atk + I 2  
melee (ld6+3/x2, club); Full Ark +12/+7 melee (2d6+3/x2, 
club); SA -; SQ-; Save Fort +8, Ref +6,  Will +7; S t r  16, 
Dex 10, Con 15, Int 13, Wis 12, Cha 1Q. 

skills and Feats (63/7): Climb t.7, Craf bob activity) +8, 
Handle Animal +5, H e a l  +5, Jump +7, Listen +7, Profession 
(job) +17, f ide  +6, Spot +7, Survival +5, Swim +7, Use Rope 
+6; Anima! Affinity, Athletic, Endurance, Self-Sufficient, 

Possessions: Club, 18 x (5d4) gp. Or 360 g p  total value. 

--- 

Posscssrons: Club, 16 x (5d4) gp. Or  320 g p  

I 
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C R  19; Wl 19d4+38; hp 96; Init +o; Spd 30 ft.; AC Io, 
touch IO. flat-footed IO; Base Ark +9; Crp +I?; Atk +12 
melee (1&+3/x2, club); FulI Ark +12/+7 melee (ld6+3/x2, 
club); SA -; SQ-; Save Fort +8, Ref +6, Will +7; Str 16, 
Dex 10, Con 15, Int 13, Wis 12, Cha 10. 

Skills and Fcuts (66/7): Climb +7, Craft (job activity) +8, 
Handle Animal +5, Heal +5, Jump +?, Listen 48, Profession 
(job) +18, %de + B ,  Spot +8, Survival +5, Swim +7, Use Rope 
+6; Anima t Affinity, Athletic, Endurance, Self-Sufficient, 
Toughnes x3. 

hswstoris:  Club, 19 x (5d4) gp. Or  380 gp total value. 

LFVFL 2 0  
CR 20; FID 20db41; hp 100; Init +O; Spd 30 ft.; AC I O ,  

touch 10. flat-footed 10; Base Atk +IO; Grp +13; Atk + I 3  
melee (idr;+3/x2, dub); FulIAtk +13/+8 melee (ld6+3/x2, 
club); SA -; SQ-; Save Fort +8, Ref +6, Will +7; Sa 16, 
Dex 10, Con 16, Int 13, Wis 12, Cha 10. 

Skills and Feats (69/7): climb +7, Craft (job xctiviry) +8, 
Handle A n i m a l  +6, Heal +5, Jump +7, Listen +8, Profession 
bob) +18, Ride +7, Spot +8, Survival +5, Swim +7, Use Kope 
+7; A n i m a l  Affinity, Athletic, Endurance, Self-Sufficient, 
Toughnesc x3. 

Porsesrmr: club, 20 x (5d4) gp. Or: 400 g p  total value. 

RTFTISS 
LFVFL I 

CR 1; HD Ids; hp 9; Init +2; Spd 30 ft; AC 17, touch 
12, flat-footed 15; Base Atk +o; Grp +o; Ark +1 melee 
( 3  dt;/18-20/~2, scimitar) or +3 ranged (ld4/xZ, sling); 
E d  Atk + 1 melee (ld6/18-20/~2, scimitar) or +3 ranged 
(1d4/d,  sling); SA -; SQanimd companion (link, share 
spells), w2d ernpathy; Save Forr +3, Ref +2, Will +4; Str 10, 
Dex 14, Con 13, Int 12, Wis 15, Cha 8. 

Skills d Fmts (2Q/I): Concentration +2, Handle Animal 
+2, &owledge (nature) +7, Listen +4, Ride +4, Spellcraft 
+2, Spot +q, Survival +8, Swim +I; Track. 

h i d  Srdls Repared (3/2; saw DC 12 +spell lad): 0 - LUW 

minor wuuqds, mending, p n f i  fuod and dnnk; 1st - c h a m  
animal, spmk with animnls. 

Poswsims: Hide armor, heavy wooden shield, master- 
work scimitar, masterwork sling, 250 gp. Or: 900 gp total 
value. 

LFVFL 2 
CR 2; HD 2dS; hp 14; Init +2; Spd 30 ft.; AC 17, touch 

12, flat-footed 15; Base Ark +1; Grp +1; Ad: +2 melee 
( f d b / l 8 - ~ o / x 2 ,  scimitar) or +4 ranged l(id4/x2, sling); 
Full Atk + 2 melee (I d6/18-20/~2, scimitat) or t4 ranged 
(fd4Jx2, s'ing); SA -; SQ animal companion (link, share 
spells), witd ernparhy, woodland stride; Save F Q ~ C  4, Ref 
+2, W d + ?  Str I O ,  Dex 14, Con 13, Inr 12, Wis 15, Cha 8. 

-....." -,.- \ + A ,  A,.  Y Y * . I . , * I L . Y *  

t2, Knowledge (nature) +9, Listen 
+4, Spat +4, Survival +9, Swim +I; 7 

h i d  Spells Prepared (4 /3;  save DC 
minur woundr, know direction, mending, punfyfood I 

1 s t  -cham animal, mfungle, speak with animals. 
Possessions: Hide armor, heavy wooden shield 

work scimitar, masterwork sling, 1,350 gp. Or: 
total value. 

, master- 1 
2,000 gp 

I 
// 

touch 12, 
(ld6/18- I 

11 I 1  ~. 

LFVFL 3 
CR 3; HD 3ds; hp 20; Init +2; Spd 30 ft.; AC 17, 

flat-footed IS; Base Atk t2; Grp +2; Atk +5 melee 
2O/x2, scimitar) or +5 ranged (ld4/x2, s h g ) ;  Full M K  +3 

melee (I d6/18-20/~2, scxrnitar) or +5 ranged (Id+/-, 
sling); SA -; S Q  animal companion (evasion, hnk, share 
spells), trackless step, wild empathy, woodland stride; Save 
Fort +4, Ref +3, Will +5; St r  10, Dex 14, Con 13, Int 12, Wis 
15, Cha 8. 

skds and A n t s  (30 /2 ) :  Concentration +3, Handle Animal 
+3, Knowledge (nature) +9, Listen +is, Ride 4, Spelicrafi 
+5, Spot +5, Survival +9, Swim +3; Track, Weapon Finesse. 

Dmid Spells Prepared ( 4 / 3 / ? ;  save DC 22 + 5 p I I  level): 0 
- CME minm wounds, k n m  direction, mmding, pwih fuod 
and ist  - c h a m  animal, entangle, speakwlth anzmals; 
2nd - bull's strength, summon nature's ally 11. 

Possessions: Hide armor, heavy wooden shieId, master- 
work scimitar, masterwork sling, 1,800 gp. Or: 2,500 gp 
total value. 

I. 

- 
- 

1 
LFVFL 4 

CR4; HD 4d8; hp 25; h i t  +2; Spd 30 ft.; AC 17, touch 12, 
flat-footed 15; Base Ark +3; Grp +3; Atk +6 melee (1d6/1&- 
20Jx2, scimitar) or +6 ranged ( i d 4 / ~ 2 ,  sling); FuU Atk +b 

~ 

F _ -  
>"&? -+ 7- melee (ld6/18-20/~2, scimitar) or +6 ranged (1d4/x2, '' . Q  

s h g ) ;  SA -, SQ animal companion (evasion, link, share 
>*a 
- -2 

speUs), resist nature's lure, trackless step, d d  empathy, 
woodland stride; Save Fort +5, Ref+3, WdI +7; Str 10, DFX 
14, Con 13, Int 12, Wis 16, Cha 8. 

skills und Feats (3~//2): Concentration +4, Handle Animal 
t4, Knowledge (nature) t9, Listen +6, Ride +4, Spellcraft +5, 
Spot +6, Survival +IO, Swim A; Track, Weapon Finesse. 

h i d  Spells Prepared ( S / 4 / 3 ;  saue DC 13 -i vel! leuel): 0 
- cure minor wounds, guidance, know dmction, mending, 
purify food and d*ink 1st -cham animal, detect maws and 
pits, entangle, speak wifh animals; 2nd - bull's strength, sum- 
mon nature's ally 11, owl's wisdom. 

~orresr;ions: Hide armor, heavy wooden shield, master- 
work scimitar, masterwork s h g ,  2,600 gp. Or  3,300 gp 
total value. 

CR 5; E D  5ds; hp 31; h i t  +2; Spd 30 fr.; AC 17, touch 12, 
flat-footed 15; Base Atk t.3; Grp +3; Atk +6 melee (ld6/18- 
2Qjx2, scimitar) or +6 ranged (ld4/x2, sling); Full Atk 
. t ~  melee (1&/18-20/~2, scimitar) or +6 ranged (1d4/x2, 

LFVFL (5 

i 
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SA -; SQ animal companion (ension, Mr, share & w d  Spells hpuwd ( 6 / 5 / 4 / 3 / 1 ;  save DC 13 + spell lwei): 
1 1  1 1  . .1 1 t o - cure ~ I Y I O Y  wnundr. mtdancr. knlrw diwrfinn. mmdiw. r s m  nanires mre, mcmess srep, m a  empamy, 

pe Ij’day, w m d h d  stride; Save Fort +5, Ref +3, 
;tr 10, Dex 14, Con 13, Int 12, Wis 16, Cha 8. 
nd Feats (40/2): Concentration t.4, Handle Animal 
;ledge (nature) +IO, Listen +g, Ride +5, Spelfcraft 

Spot t.6, Survival +IO, Swim +5; Track, Weapon 
iesse. 
h i d  Spds h p a w d  ( 5 / 4 / 3 / 2 ;  suvc DC 13 + spell level): 
-cure minor wounds, guidance, know direction, mending, 
.ify food and drrnk; 1st - cham animal, detect snares and 
I, mtangle, spcak with animals; 2nd - bull’s strength, sum- 
n nature: ally 11, owl’s wisdom; 3rd - plant gmwth, 5peak 

Possessims: Hide armor, heavy wooden shield, master- 
work ximitar, masterwork sling, 3,000 gp. Or: 4,300 gp 
total value. 

hC I L h  p h n k  

LEVEL 6 
CR 6;  HD 6d8; hp 36; Init +2; Spd 30 ft.; AC 18, touch 

12, flat-footed 16; Base Atk +4; Gtp 4; Atk tJ melee 
{1d6/1&20/x2, scimitar) or +7 ranged (ld4/x2, sling); 
Full Atk +7 melee (ld6/18-20/~2, scimitar) or +7 ranged 
(ld4/x2, sling); SA -; SQ animal companion (devotion, 
evasion, link, share spells), resist nature’s lure, trackless 
step, wiltl empathy, wild shape 2Jday woodland stride; 
Save Fort +6, Ref +4, Will +S; Str 10, Dex 14, Con 13, Inr 
12, wis 16, Cha 8. 

skills and hatr (45 /3) :  Concentration +6, Handle Animal 
+6, Knowledge (nature) +lo, Listen +6, E d e  +5, Speksaft 
+6, Spot +6, Survival +12, Swim +S;Track, Weapon Finesse, 

h r d  Spells h p ~ ? r r . d  (5/4/4/3; w e  DC 1; i spell level): 
o -cure minor wounds, guidance, know direction, mendmg, 
purify food and dnnk; 1st -charm animal, detect mares and 
pits,  entangle, speak with animals; 2nd - bull’s strength, hold 
animo!, snmmon nature’s ally IT, owl‘s w d o m ;  3rd - plant 
growth, speak with plants, water breathmg. 

Possessions: +I hide amor, heavy wooden shield, master- 
work scimitar, masterwork s h g ,  3,400 gp. Or: 5,600 gp 
total value. 

Weapon Focus ( shg ) .  

LEVEL 7 
CR 7 ;  HD 7ds; hp 42; Init +2; Spd 30 ft.; AC 18, touch 

12, flat-footed 16; Base Atk +5; Grp +s; Atk t8 melee 
(1d6/18-20/~2, scimitar) or +9 ranged (Zd4Jx2, sling); 
Full Atk +S melee (ld6/18-20/~2, scimitar) or +9 ranged 
(id4/x2, sling); SA -; SQanimal companion (devotion, 
evasion, link, share spells), resist nature’s h e ,  trackless 
step, wild empathy, wild shape 3/day, woodland stride; 
Save Fort +6, Ref +4, Will +S; Str 10, Dex 14, Con 13, Int 
12, Wis 16, Cha 8. 

:enmation 
Listen +7 
m +6;Trac 

+s, Handle Animal 
, Ride +5, Spellcraft 
:k, Weapon Finesse, 

I - 0‘ . .  - 1 ”  - ,  - 

pun,fy food and d t d ,  mistance; 1st - c h a m  animal, detect 
snares and pitr, entangle, goodberry, speak with anm& 2nd 
- bull’s strength, hold animal, cummon nnturei ally 11, owl’s 
rvirdom; 3rd - plant p t l l t h ,  speak with plants, water breath- 
ing 4th - command plonts. 

Possessions: + I  hide amor, heavy wooden shield, master- 
work scimirar, masterwork sling, 5,000 gp. Or: 7,200 g p  
total value. 

LFVFT, 8 
CR S;  HI3 8d8; hp 47; Init +2; Spd 30 f:.; AC 20, touch 13, 

ff at-footed 28; Base Atk +6; Grp +6; Ark +9 melee (id6/i8- 
20Jx2, scimitar) or +lo ranged (ld4/x2, sling); Full Atk 
+9/+4 melee (ld6/18-20/~2, Scimitar) or +IO/+S ranged 
(ld4/x2, shg) ;  SA -; SQ animal companion (devotion, 
evasion, Lnk, share spells), resist nature’s lure, trackless 
step, wild empathy, wild shape 3/day ILarge), woodland 
stride; Save Fort +7, Ref 4, Wdl+9; Str 3 0, Dex 14, Con 7 3, 
Int 12, Wis 17, Cha 8. 

Skills and &uts (55/3): Concentration i -Y ,  Handle Animal 
+6, Knowledge (nature) +lo, Listen +7, Ride +6, Spellcraft 
t.9, Spot + J ,  Survival +12, Swim +6; T r d ,  Weapon Finesse, 
Weapon Focus (sling). 

Druid Spells Prepared (6 /5 /4 /4 /2;  save IIC 13 + spell lad): 
o - cure minor wounds, guidance, knmu direction, rnmding 
pullfy food and drink, resistance; 1st - c h a m  animal, detect 
snares and p i t s ,  entangle, goodbew, spenh w i t h  animals; 2nd 
- buIlS stwngth, hold animal, summon nutwe’s nlly rr, owl’s 
u w h ~ ;  3rd - plant growth, spmk with ylonts, spike growth, 
wata breathins 4th - rommand plants, rustingpsp. 

Possessons: +I hide armor, +I heavy wcodtn shield, ring of 
protechon +I, masterwork scimitar, mastcnvork sling, 3,400 
gp. O r  9,400 gp total value. 

LFYFT, 9 
CR 9; HI3 9 d ~ ;  hp 53; Init +2; Spd 30 fi .; AC 20, touch 13, 

flat-footed 18; Base Atk +6; Grp +6; A& -9 melee (1 d6/18- 
2@/x2,  scimitar) or +IO ranged (ld4/xt, sling); Full Atk 
+9/+4 melce (1 dh/l8-2O/x2, scimitar) or +10/+5 ranged 
(ld4/x2, sling); SA -; SQ animal companion (devotion, 
evasion, Iink, multiattack, share spells), :rsist nature’s lure, 
trackless srep, venom immunity, wild ernpathy, wild shape 
3/day (Large), woodland stride; Save +7, Ref +s, Will 
+9; Str 10, Dex 14, Con 13, Int 12, W i s  17, Cha 8. 

Skills  andFmts (60/4): Concentration +’.O, Handle Animal 
+6, Knowledge (nature) +i 0, Listen +7, fide +6, Spellcraft 
+IO, Spor +7, Survival 4-14, Swim +7; N:ttural Spell, Track, 
Weapon Finesse, Weapon Focus (sling). 

Druid Spds &pared (6/S/5/4/2/T; save DC 11 + spell h e ! ) :  
o - cure minm wounds, guidance, knav direction, rnmdig, 
punfy food and drink, rer~stance; ist  -&arm animal, detcct 
mares and pits, entangle, goodbemy, speak with animals; 2nd 
- Eull’r rtmngth, hold animal, soften earth and stone, summon 



. .  

plants, yih growth, water bmuthing; 4th - command plants, 
msting gyn~p; 5rh - contml winds. 

Posspssioras: +I hide nmm, 4-1 heavy wooden shield, ring of 
protection - 1, masrenvork scimitar, masterwork sling, 6,000 
gp. Or: 12 ooo gp r o d  value. 

LEV€L IO 
CR 10; HD lOdS; hp 58; Init +2; Spd 30 fr.; AC 21, touch 

13, flat-fosted 19; Base Ark +7; Crp 4-7; Atk +IO melee 
(ld6/f8-20/~2, scimitar) or +I1 ranged (ld4/x2, sling); 
Fuu k k  + 10/+5 melee (ld6/18-2Q/x2, scimitar) or +11/+6 
ranged (1d4/x2, sling); SA -; S Q  animal companion 
(devotion evasion, link, muhiattack, share spells), resist 
nature’s Itire, aackless step, venom immunity, wild empa- 
thy, wild shape +/day (Large), woodland stride; Save Fort 
-1.8, Ref + 5 .  Will +lo; St r  10, Dex 14, Con 13, Int 12, Wis 17, 
Cha 8. 

SkiIIr a d  &pats (65/4): Concenrration +I 2, Handlehima1 
+6, &ow:edge (nature) +I 1, Listen 4-7, Ride +6,  Speflcraft 
+I 2, Spot s7, Survival 4-14, Swim +7; Natural Spell, Track, 
Weapon Finesse, Weapon FOCUS (sling). 

Dnd S : d s  Prepared ( 6 / 5 / 5 / 4 / 3 / 2 ;  save DC I? + spell h e r ) :  
o - cure * ~ E V I O T  wounds, gutdame, know direction, mending 
p ~ f y  ,food and dnnk, renslance; 1st -charm animal, detect 
s n m s  and pits, entangle, goodbewy, speak unth animals; 2nd 
- bull’s strength, hold animnl, ssften enrih and stone, summon 
nature’s allv 11, owl’s uusdom; 3rd - plan! growth, speak wifh 
plants, sp ike  growth, water breathing; 4th - cammand plants, 
rusting p ~ p ,  summon nature’s ally IV; 5th - control winds, 
tree stride. 

Possessinas: +I hide armor, + 1  heavy wooden shield, amulet of 
nafrrral ann07 +I, ring of protection +j, masterwork scimitar, 
masterwork sling, 8,000 gp. Or: 16,000 gp total value. 

LEVEL 1 1  
CR 11; HD Ild8; hp 6% Init +2; Spd 30 ft.; AC 21, touch 

13, flat-fOOted 19; Base Atk +8; Grp +8; A& +ll melee 
[ld6/18-20/~2, scimitar) or +12 ranged (1d4/x2, sling); 
Full Atk +I l /+6  melee (ld6/18--20/~2, scimitar) or+12/+7 
ranged ( I  d4/x2, sling); SA -; SQ animal companion 
(devotion evasion, link, multiattack, share spells), resist 
nature’s lure, trackless step, venom immunity, wild empa- 
thy, wild Lhape 4/day (Large, Tiny), woodland stride; Save 
Fort +8, Ref +5: Wfl+11; Str 10, Dex 14, Con 13, ht 12, 
Wis 17 (3 q), Cha 8. 

skills and Feats (70/4): Concentration +12, Handle Animal 
4-8, Know‘edge (nature) +11, Listen 4-8, Ride +R, S p e h a f t  
+12, Spot +8, Survival +15, Swim +$; Natural Spell, Track, 
Weapon Finesse, Weapon Focus (sling). 

h t d  , E d s  &pared ( 6 / 4 / 5 / 5 / 4 / 2 / 1 ;  save DC I 4  + spell 
level): 0 --cure minor wound<, pidance, know direchon, 
mending, p).ifV food and dnnk, midance; 1st - c h a m  mi- 
mal, deter! mwes and pits, entangle, goodbewy, produce flame, 
spenh wi th  animals; 2nd - bull’s strength, hold anrmal, soften 
earth nnd ctonc, summon nature’s ally 11, otcd’s wisdom; 3rd 

- fnrater magrc pang, p a n t  growth, speak w t h   plant^, s f i h  
p w t h ,  water bmthmg 4th - blight, command 3 

m g  grasp, summon nature’s ally IV; 5th - cmntro 
stride; 6th --five seeds. 

Posrcsrionr: + f  hide amor, +i heavy wooden s h e  
natural u m o r  +I, ring ofprotectton +I, mastenvo 
masterwork sling, pcnapt of wisdom + ~ , ~ , Q o o  
gp total value. 

,Id, amtllct of 
rk scimitar, 
I. or: 21,000 

LEVEL 12 
CR 12; HD 12d8; hp 69; h i t  +2;  Spd 30 ft.; AC 21, touch 

13, flat-footed 19; Base Atk +9; Grp +g; Atk +12 melee 
(Id6+1/18-20/~2, scimitar) or +13 ranged (1d4/x2, slmgl; 
Full Atk +12/+7 melee (1d6+1/18-20/~2, scimitar) or 
+13/+8 ranged (ld4/xZ, s h g ) ;  SA -; SQ animal corn- 
panion (devotion, evasion, Bnk, muhiattack, share spells), 
resist nature’s lure, trackless step, venom immunity, d d  
empathy, wild shape +/day (Large, plant, Thv), woodland 
stride; Save FQIX +9, Ref +6, Wfi  +13; Str 10, Dex 14, Con 
13, Int 12, wis 18 (201, Cha 8. 

skills and F d r  (75/5):Concentration +12, Handlehima1 
+9, Knowledge (nature) +13, Listen tg, Ride 49, Spellcrafi 

Natural Spell, Run, Track, Weapon 
Finesse, Weapon Focus (sling). 

D T U ~ ~  spells Preyarcd 
( 4 / 7 / 5 / 5 / 4 / 4 / 2 ;  save DC I5 4 spell I d ) :  
o --cure minor W O M ~ ~ S ,  gtridana, know 

+12, spot +9, S U M v a l  +16, swim +9; r Y 



Ing flcsp, sun 
iiatriw, contro 

Irvecak. 

~ A E S ;  m a  - uuii s m g r n ,  nom anirnai, so,men 
IC, summon nuhire’s ally JI, ow15 urrsdom; 3rd 
pc fang, ptant growth, speak 1~1th plants, spike 
breathing, 4th - bbght, command plants, rust- 
wnon nature’s allv IV 5th -commune with 
I tvlnds, h e  stnde, wall o j  thorns; 6th - fire 

seeds, 
P o 5  

work 
total ’ 

ofnat 
smions: +I hide amor, +I heavy wooden shield, amulet 
urd am to^+^, nng ofpmtectm +I, +I scimitar, rnaster- 

27,000 g p  
value. 
Sling, pPnQpt Of m5dOm +2, G,sOO gp 

LFVE 
CR 

toucl 
melej 
s h g :  

:L I 3  
. 13: HD 13ds; hp 75; Init +2; Spd 3~ fr.; AC 22,  
1 13, flat-footed 20; Base Atk +9; Grp +9; Atk +I2 
I (ld6+1/18-20/~2, scimitar) or +13 ranged (ld4/x2, 
1; Full Atk +12/+J melee (ld6+1/18-20/~2, scimitar) 

or +13/+P ranged (ld4/x2, sling); SA -; SQ a thousand 
faces, animal companion (devotion, evasion, link, mul- 
tiattack, share spells), resist nature’? lure, trackless step, 
venom immunity, wild empathy, wild shape 4/day {Large, 
plant, Tiny), woodland stride; Save Fort +9, Ref +6, Will 
+13; Str 10, Dex 14, Con 13, Int 12, Wis 18 (20), Cha 8. 

skill< and h e a t r  (SOJS): Concentration +i2, Handle 
Animal +To, Knowledge (nature) +13, Listen +IO, Ride 
+lo, spelkraft +12, Spot +IO, Survival +16, swim +lo; 
Natural Speu, Run, Track, Weapon Finesse, Weapon Focus 

DruTd Spells Prepared ( 6 / 7 / 6 / 5 / 5 / 4 / 2 / 1 ;  sum DC IS + 
spell leuel’,: o -cure minor wounds, guidance, know drrec- 
t m ,  mending, pnrrrfy food and dnnk, resistance;  IS^ - c h a m  
anrmal, ditect m a w  and pits, entangle, goodberry, longstrrder, 
pducrflame, speak with animals; 2nd - bull’s strength, hold 
antmal, soften earth and stone, s p i h  climb, ~urnrnon nature> 
ally 11, owl’s wisdom; 3rd - greater magic fang, pIant growth, 
speak tuitli plants, qvke p w f h ,  water breathing 4th - air 
walk, blight, command plants, rusting g r a s p ,  summon nature; 
ally IIr; 5th -commune with nature, control winds, free 
s h d e ,  ival! of thorns; 6th - - f i r e  seeds, h e o a k ;  7th - copttrol 
uvathcr. 

(sling). 

, -  - - ,  - - -  - - 7 -  - - -  

of natuml Q ~ O Y  +I, nng ofFotection +I, +1 scimitar, master- 
work ding, ppnapt of ‘Wisdom +2, 19,500 gp. Or: 35,000 gp 
total value. 

LEVEL 14 
CR 14; HD 14d8; hp 80; h i t  +2; Spd 30 ft.; AC 22, touch 

13, flat-footed 20; Base Atk +IO; Grp +I 0; Atk +13 melee 
(ld6+1/18-20/~2, scimitar) or +14 ranged (ld4Jx2, sling); 
Full Atk +13/+8 melee (ld6+1/18-2@/~2, scimitar) or 
+14/+9 ranged (~d4/x2, sling); SA-; S Q a  thousand faces, 
animal companion (devotion, evasion, link, rnultiattack, 
share spells), resist nature’s lure, traclrless step3 venom 
immunity, witd empaihy, wild shape 5iday (hrge,  plant, 
Tiny), woodland stride; Save Fort +lo,  Ref +6, W d  +15; Str 
10, Dex 14, Con 13, Int 12, Wis 28 (221, Cha 8. 

skills and Feats ( 8 5 j 5 ) :  Concentration +13, Handle 
Animal +lo, Knowledge (nature) +14, Listen +ti ,  Ride 
+IO, Spellcraft +IS, Spot +II, Survival +19, Swim +IO; 
Natural Spell, Run, Track, Weapen Finesse, Weapun FOCUS 
(sling). 

Druid Spells hpared (6 /7 /7 /5 /5 /4 /4 , /2;  save DC 26 + 
spell leuel): o -CUTE mnur wounds, guidance, know dmc-  
tron, mending, purify food and dnnk, wsirtance; 1st -charm 
animal, detect snares and prts, entangle, goodberry, longstndev, 
prodwe flume, speak with animals; 2nd - 3uIl’s strength, delay 
potson, hold m~imal,  soften carth and stone spider climb, sum- 
mon ndMK’S aily 11, owl’s wrdom; 3rd - gwatm rnagrc f m g ,  
pInnt p u r t h ,  speak with plants, spkc  growth, water breathing, 
4th - air tvnlk, blight, C Q W T ~ ~  plants, rusting gmsp, sum- 
mon nature’s aily xv; 5th -commune with natuw, control 
winds, tree *de, wall ofthorns; 6th --fm seeds, h e o a k ,  mmc 
earth, tvunsport via plants; 7th - control wmther, transmute 
metal to wood. 

hssessions: +2  hide armor, +I heavy woden shreld, amulet 
of nuturn! amor +I, np1g ofprotection +I, + i scmrtar, master- 
work sling, pertapf of Wisdom +$(, 17,500 gp. Or: 45,000 gp 
total value. 
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LFVFL 15 
CR 15; !3D I5d8; hp 86; Init +2; Spd 30 ft.; AC 23, touch 

13, flat-footed 21; Base Ark +If; Grp +if; Atk + I4  melee 
(ld6+1/1F-20/~2, scimitar) or +15 ranged (Id4/x2, sling); 
F d  Atk -I 14/+9/+4 melee (ld6+1/28-20/~2, scimitar) or 
+15/+10/+5 ranged (ld4/x2, ding); SA -; SQ a thousand 
faces, animal companion (devorion, evasion, improved 
evasion, 1 Ink, mulriattack, share spells), resist nature’s 
lure, time‘ess body, trackless step, venom immunity, A d  
empathy, wild shape S/day (Huge, Large, planr, Tiny), 
woodlanJ stride; Save Fort +IO, Ref + J ,  Wdl +IS; Str io, 
Dex 14, Con 13, ht 12, Wis 18 (22), Cha 8. 

Skills und Feats (YO/@: Concentration +14, Handle 
Animal + I  0, Knowledge Inantre) +is, Listen +12, Ride +lo, 
Spellcraft +14, Spot +12, Survival t19, Suim +lo;  Dodge, 
Natural SFCll, Run, Track, Weapon Finesse, Weapon Focus 
(sling). 

Druid 5 p d s  Prepared (6 / /7 /6 /S /5 /4 /2 /1 ;  save DC 16 + 
s p d  Iwell. 0 -cure minor wounds, guidance, know direc- 
tion, mmnding, p u ~ $ y f ~ ~ d  and drrnk, renrtance; 1st - c h a m  
animal, drtcct maws and pits, mtangle, goodberry, longstrider, 
produccflnw, speak with animals; 2nd - bull3 strength, delay 
poison, hol E animal, sofien eadh and s h e ,  sprder climb, sum- 
mon nutun% ally JI, owl’s wisdom; 3rd - greater m a p  fang, 
neutmlize p s o n ,  plant g r o ~ r t h ,  speak with plants, spike growth, 
water breathsng, 4th - u i ~  walk, blight, command plants, rust- 
~ n g g r a q ~ ,  smnmon nature’s ally IV; sth - rall lightning storm, 
commune rtrlth nature, control winds, free *de ,  wall of thorns; 
6th - firr seeds, liveoak, muve ea&, tmnsport ma plants; 7th 
- control weather, twansmute metal t e  wood; 8th - control 
plants. 

Possesszow +2 hide amor, +I heavy wooden shield, amulet 
of nahml J ~ Q T  +2, nng of protection +I, +I scimitar, master- 
work sling, penapf ofvOisdm +4, 29,500 gp. Or: 59,000 gp 
total value. 

LFVFTA 18 
CR 16; HD 16d8; hp 91; Init +2; Spd 30 ft.; AC 24, touch 

14, flat-footed 22; Base Atk +I?; Grp +I?; Atk +I6 melee 
(1 d6+2/fF-20,/~2, scimitar) or +16 ranged (id4/x2, sling); 
Full Atk + 16/+11/+6 mefee (Pd6+2/18-20/~2, scimitar) or 
+16/+11 j+6 ranged (Id4/x2, sling) SA -; SQa thousand 
faces, animal cornpanion (devotion, evasion, improved 
evasion, link, rnultiattack, share spells), resist nature’s 
lure, timeless body, trackIess step, venom immunity, wild 
empathy. wild shape 5/day {elemental f/day, Huge, Large, 
plant, Tinv), woodand snide; Save Fort +11, Ref +7, Will 
+16; Str 18, Dex 14, Con 13, Tnt 12, Wis 19 (zs), Cha 8. 

SkiIIs ond Feuts ( S S / 6 ) :  Concenmtion +t6, Handle 
Animal + 1 0, Knowledge (nature) +I 5, Listen +I 2, Ride +IO, 
Spelkraft +16, Spot +12, SurvivaI +20, Swim +lo; Dodge, 
Natural S r d ,  Run, Track, Weapon Finesse, Weapon Focus 

h i d  Spells heparcd (6/7/7/6/5/5/4/3/2;  saw DC 16 + 
spell level). o -cure minor tuonnds, guidance, know direc- 
tlm, mmdmg, p ~ f i  ,bud and dnnk, resrstnnce; i s r  - rham 

b k ) .  

~ w i r m u ~ ,  ( I C I C L L  ~WTL‘S unu ~ 1 ~ 5 ,  unmne 
produce flame, speak m t h  animals; 2n 
poison, hold animal, soften earth and 
mon nature’s ally 11, owl’s widom; 31, 5 u u w , v .  u,,L,fivu,w,,h7 

neutmlize poison, plant growth, speak mth plants, spike gmvth 
water breathinG 4th - air wnlk, bhght, command plant: 
tnggrusp, summon nature’s ally IX 5th - cull lightning 
commune wsth nature, control winds, he dude, wnlI  u f t  
6th - fire seeds, liveoak, mme earth, tmnsport v ia  plant 
- control weather, summon nature’s ally VTI, tmnsmute 
to wood; 8th -control plants, earthquake. 

Possessions: +2 hide amor, +I heauy t w o d m  shield, R 

ofnaturd amor +?, nng ofpwtechon +2, +2 scimitas, m 
work sling, penapt of Wisdom +4, 31,000 gp. Or 7 7 , ~  
total value. 

L€VEL ‘7 
CR 17; HD 17d8; hp 97; lnit +2; Spd 30 h.; AC 25, touch 

14, flat-footed 23; Base Atk +12; Grp +I$ Ark +16 melee 
(ld6+2/1%20/~2, scimitar) or +16 ranged (Id41x2, sling); 
F d  Atk +26/+11/+6 melee (ld6+2/18-20/x2, scimitar) or 
+16/+11/+6 ranged (ld4/x2, s h g ) ;  SA -; SQa thousand 
faces, animal companion (devotion, evasion, improved 
evasion, link, rnultiattack, share spelh), resist nature’s 
lure, timeless body, trackless step, venom immunity, wild 
empathy, wild shape 5/day (elemental i/day, Huge, Large, 
plant, Tiny), woodland snide; Save Fort ti I, Ref +7, Will 
t17; Str 10, Dex 14, Con 13, Int 12, Wis 19 (25), Cha 8. 
ski Ils and ba t s  (ICQ’6): Concentration +I&, Handle 

Animal +lo, Knowledge (narure) +17, Listen +14, Ride +to, 
Spellcraft +fb ,  Spot + ~ 4 ,  Survival +22, Swim +io; Dodge, 
Natural Speu, Run, Track, Weapon Finesse, Weapon Focus 

Dmid Spds Frepawd (6/7/7/7/h/5/5/4/2/a; SRWE DC 17 
+ spd level): o -cure minor tuoundr, gutdance, know diwc- 
hon, mending, pur$ food and drink, rrsistuncr; ~ s r  -  ham 
animal, detect maws and pitr, entangh, goodbemy, Iongstnder, 
produce flame, spenk with nnimalr; 2nd - bull’s Ftrengh, dclay 
poison, hold animal, soften earth and stone, spider climb, sum- 
mon natuve’s ally rI, owl’s wrsdm; 3rd - dominate animal, 
gwuter magrc fang, neutralize poison, plant growth, speak tuth  

plants, spike p i i d h ,  water breathing, 4th - air s d h ,  blight, 
command plants, reincarnate, rusting gmsp, summon natuw’r 
ally r ~ ;  5th -d lightning s t o m ,  commiine with nnhrre, 
control winds, tree stnde, wall ofthorns; 6th -fm seeds, hveo- 
ah, mwc earth, stone tell, transpod via plants; 7th - contmf 
weather, nimmon nature’s allv WT, transmute metal to wood, 
t r u e  seeing; 8th - C Q H ~ ~  plants, earthquake; 9th - s t o m  of 
vengeance. 

Possessions: +2 hide amor, +2 heavy wooden shiald, amulet 
of natural amor +2, nng of protection +I, +2 scimitar, master- 

I ( S h 1 .  

:, ncst- 
s t o m ,  
horns; 
r; 7th 
mefnl 

. . -  

wotk sling, periapt of Wisdom +6,41,000 gp. Or 100,QOO gp 
total d u e .  
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D 18ds; hp 102; Init +2; Spd 30 ft.; AC 27, much 
.ed 25; Base Atk +13; Grp +13; Atk +I7 melee 
20Jx2, scimitar) or +17 ranged (1d4/x2, s h g k  
7/+12/+7 melee (ld6+2/18-20/~2, scimitar) or 
' ranged (ld4/x2, s h g ) ;  SA -; SQa thousand 
ial companion (devotion, evasion, improved 
k, multiattack, share spells), resist naturek lure, 
dy, trackless step, venom immuniry, wild empa- 
ape ajday (elemental Zjday, Huge, Large, plant, 
Iland stride; Save Fort +Iz, Ref +8, W d  +18; S t r  
Con 13, Int 12, Wis 19 (25),  Cha 8. 
d Feats (105/7): Concentration +is, Handle 

Animal +IO, KnowIedge (nature) +18, Listen +14, f i d e  
+IO, Spellcraft +IS, Spot +14, Survival +22, Swim +IO; 
Dodge, Mobility, Natural Spell, Run, Track, Weapon 
Finesse, Weapon Fwus (sling). 

Mrd Spells Repred (6 /7 /7 /7 /6 /5 /5 /4 /3 /2;  save DC I7 
+ spell leut,/): o - cure minor wounds, guidance, know direc- 
tion, mending, punk food and dnnk, resistance; 1st - c h a m  
animul, dftect snares m d  pits, entangle, goodbeny, Iongstndrr, 
prndufflame, speak wilh animals; 2nd - btrll'r strength, dday 
poison, hold animal, soften earth and stone, spider climb, sum- 
mon mature's ally IT, owl's wisdom; 3rd - dominate a n i m ~ l ,  
greater mngc fang, neutralize poison, p h t  growth, speak with 
plants, spike growth, water brenthmg, 4th - air walk, blight, 
command plants, remcamate, rustmg grasp, summon nature's 
ally IV; 5th - call lightning stom, commune with nature, 
control winds, tree strrde, wall of thorns; 6th -fIw seeds, h e o -  
ak, move rarth, stone tell, transport via plants; 7th - control 
wenthev, siimmm nature's ally WT, transmute metal to wood, 
h e  rering 8th - anima1 shapes, control plants, earthquake; 
9th - s t o r m  of umgeance, summon n a t u d  ally 1X 

h s s e s s i m s :  +3 hide armor, +4 heavy wooden shield, nmulet 
of natural a m o r  +2, nng @fp&Gfion +2, +2 scimitar, master- 
work ding, periapt of Wisdom +.6,54,000 gp. Or  130,000 gp 
total value. 

LEVFL 19 
CR 19; HD 19d8; hp Tog; h i t  +2; Spd 30 ft.; AC 27, 

touch 14, flat-footed 25; Base Atk +I+ Grp +14; Atk +IS 
melee (ld6+2/18-20/~2, scimitar) or + I 8  ranged (Id41 
d, sling), Full Atk +18/+13/+6 melee (fd6+2/18-2@/~2, 
scimitar) or +i8/+13/+8 ranged (ld4/x2, shg);  SA -; SQ 
a thousand faces, animal companion (devotion, evasion, 
improved evasion, h k ,  multkmck, share spells), resist 
nature's lure, timeless body, trackless step, venom immu- 
nity, wild empathy, wild shape $'day (elemental Zjday, 
Huge, Large, plant, Tiny), woodIand stride; Save Fort +I?, 
Ref +8, K d  +18; Str 10, Dex 14, Con 13, Int 12, Wis 19 
(25), Cha S. 

Skills and Feats (1PO/7): Concentration +IS, Handle 
Animal +IO, Knowledge (nature) +20, Listen +15, Ride 
+IO, spellcraft +Is, Spot +IS, Survival +22, Swim +II; 
Dodge, Aiobility, Natural Spell, Run, Track, Weapon 
Finesse, Weapon Focus ( shg ) .  

-t s p d l  1wel): o -cure minor u ~ n d s ,  pidunce, knmv direc- 
tmn, mending, purrfv food and drink, resistance; 1st - &arm 
nnimal, detect 5num and pi i s ,  entangle, gooodbeny, longshder, 
produceflame, speak wrth animals; 2nd - i d ' s  stwngth, dclay 
puwn~, hold animal, soften earth and stme spider climb, sum- 
mon natuw'r aIIy rI,  owl's wisdom; 3rd - domrnate animal, 
p a t e r  magic fang, neutralm poison, plant growth, speak with 
plants, spike grotuth, water breathing 4th - air walk, blight, 
command phntr, reincarnate, rusting grasp, wmmon nahm'r 
ally rv; 5th -call Iightning storm, commwte with nahtre, con- 
trol wrnds, insect plague, b e  stnde, wall of thorns; 6th - fire 
w d ~ ,  1iiieoal; move earth, stone tell, transpout via plants; 7th 
- control w e a h ,  creeping doom, summon nature's ally VII, 
transmufe metal to tc~ood, true seelng 8th - animal shapes, 
contml plants, carthquahe; 9th - elemmfal stvam, sromt of 
ucngeancc, summon nature's ally JX. 

Possessions: +3 hrde amor ,  +rC heavy wooden shield, amulet 
of natuml amor -1-2, nng ofprotection +2, +Z scimitar, master- 
work sling, perrapt of Wisdom +h, 94,000 gp. Or: 170,000 gp 
total value. 

LFVFL 2 0  
CR 20; HD zOd8; hp 113; h i t  +2; Spd 30 ft.; AC 27, touch 

14, flat-footed 25; Base Atk +Is;  Gsp +IS; Atk +IY melee 
(1 d6+2/18-20/~2, scimitar) or + I 4  rangpd (1d4/x2, sling); 
Full Atk +19/+14/+9 melee (ld6+2/1R-:Q/x2, scimitar) or 
+19/+14/+9 ranged (ld4/x2, sling); SA -; sQa thousand 
faces, animal companion (devotion, evasion, improved 
evasion, link, muhiattack, share spell?), resist nature's 
lure, timeless body, trackless srep, venom immunity, wild 
empathy, wild shape a/day (elemental 3/day, Huge, Huge 
elemental, Large, plant, Tiny), woodland stride; Save Fort 
+13, Ref+& WdI +20; S t t  IO, Dex 14, Con 13, Int 12, Wis 
20 /26), Cha 8. 

skills and Feats (i15/7): Concentration +is, Handle 
Animal +TI ,  Knowledge  nature)+^, Listen +16, Ride +11, 
Spellcraft +18, Spot +96, Survival +24, Swim +fI; Dodge, 
Mobility, Natural Spell, Run, Track, Weapon Finesse, 
Weapon Focus (sling). 

Druid Spells Prepared ( 6 / 7 / 7 / 7 / 7 / 6 / 5 / . ~ / 5 / ;  save DC i8 
+ sp~l l  level): o -cure rnino~ wounds, gnldance, know drrer- 
tion, mending, punfi ,bod and drmk, wristmce; 1st -cham 
animal, detect snam and pits, entangle, goodbewy, longstndlder, 
produce flume, speak with animals; 2nd -hull's strength, 
delay poison, hold animal, soften earth and stone, s p h  climb, 
summon nnture's ally TI, otvlj tmsdom; 3rd - dominate ani- 
mal, greater magic fang, neutralize porson, plant gmwth, speak 
with plants, spike gravth, water breathing 4th - air walk, 
blight, command plants (2), runcamate, rucmggmsp, summon 
nature's ally rv; 5th -cull lightning storm, commune wsth 
nufuw, control wands, insect pIague, tree stride, wall of thorns; 
6th - fire seeds, liveoak, ~ O V E  earth, ston? tell, transport via 
plants; 7th - cont~ol weather, creeping doori, summon naturek 
ally WT, transmute metal to wood, t rue  seeing, 8th -anima! 
shapes, contvd plants, earthquake, whirlwinc', word ofwcnll; 9th 
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- wrneni,it s w a m ,  mm Q] umgeance, summon nmwes airy 
rx, sympnt!1y. 

Fosrersiovs: + 3  hide amor, 4-4 heavy woodm shwld, amulet 
of natural iirmor +2, nng of protechon +z, +2 sc imtav,  master- 
work sling, periapt of Wisdom +6, 144,000 gp. Or: 220,000 g p  
total value. 

L€V€L I 
CR 1; €ID Id&; hp 6; Init +I; Spd 30ft.; AC 13, touch 11, 

flat-footed 12; Base Atk +O; Grp -1; Atk -1 melee ( Id6-2/  
x2, light mace); Full Ark -1 melee (1d6-1/~2, light mace); 
SA -; SQ -; Save Fort +O, Ref +I, Will 4; S a  8, Dex 12, 
Con 1 0, Ynt 14, Wis IS, Cha 13. 

Skills and Feats (3?J1):Appraise +5, Bluff+2, Craft (career 
activity) tb, Decipher Script +4, Diplomacy +6, Gather 
Information +3, Knowledge (field of expertise) +6, Listen 
+5, Profesqion (career) +6, Search +3, Sense Motive +6, 
Spot t.4; Negotiator. 

Possessions: Light mace, leather armor, 900 gp. Or: 900 g p  
total value, 

LFVFL 2 
CR 2; HD 2db; hp 8;  Init +I; Spd TO ft.; AC 23, touch 11, 

flat-footed 12; Base Atk +I; Grp +o; Atk +o melee (ld6-I/ 
XZ, light mace); Full Atk +O melee (ld6-%/xI, light mace); 
SA -; SQ -; Save Fort +O, Ref +I, Will +5; Sa 8, Dex 12, 
Con IO, h t  14, wis 15, Cha 13. 

Skills and A u h  ( 4 O / l ) :  Appraise t6, Bluff +4, Craft (career 
activity) t6 ,  Decipher Script 4, DipIomacy +6, Gather 
Informatinn +5, Knowledge (field of expertise) +7, Lisren 
+5, Profewion (career) +3, Search +3, Sense Motive +7, 
Spot +4; h’egotjator. 

Possessinrrs: Light mace, leather armor, 2,000 gp. Or  2,000 
gp total value. 

LFVFL 3 
CR 3; i?l n 3d6; hp 11; h i t  +I; Spd 30 ft.; AC 13, touch 1 I, 

flat-footed 12; Base Atk +2; Grp +I; Atk +1 melee (3d6-I j  
d, light mace); Full Atk +1 melee (ld6-1/x2, light mace); 
SA -; SQ -; Save Fort +I, Ref +2, Will +S; Str 8, Dex 12, 
Con 10, I n t  14, Wk 15, Cha $3. 

SktIIs and Feats (45/2): Appraise +8, Bluff +4, Craft (career 
activity) 28, Decipher Script +6, Diplomacy t.6, Gather 
Information +5, Knowledge (field of expertise) +8, Listen 
+5, Profession (career) +8, Search +4, Sense Motive +8, 
Spot +5; Diligent, Negotiator. 

p o w s s i o w :  Light mace, masterwork leather armor, I 
potion ofcaqle’s ykndor, 1,900 gp. Or: 2,500 gp total value. 

LFVFL 4 
CR4; H D 4d6; hp 13; Init +i; Spd 3Oft.; AC 13, touch 11, 

flat-footec- 12; Base Atk +3; Grp +2; Atk 4-3 melee (i d6-1/ 
XZ, light mace); Full Atk -5-3 melee (ld6-1Jx2, light mace); 
SA -; SQ-; Save Fort +1, Ref +2, Wi!l+6; Str 8, Dex 12, 
Con 10, Int 14, Wis 15, Cha 14. 

XIIIS  ana + e m  L > ~ / J ] :  Appraise +a, EII  

activity) +8, Decipher Script +6, Dip] 
Information +6, Knowledge (field of expemse) .t 
i 6 ,  Profession (career) +8, Search +5, Sense M 
Spot +6; Diligent, Negotiator. 

~ossemons: Mastenvork light mace, mastenvor 
armor, I potion of eagle’s splendor, 2,400 gp. Or. 3,30 
value. 

LFVFL 5 
CR 5; HD 5d6; hp 16; Init + I ;  Spd 30fc.; AC 13, 

flat-footed 12; Base Atk +3; Grp +2; Atk +3 meler 
x2, light mace); Full Atk +3 melee (ld&-l/x2, lig 
SA -; SQ--; Save Fort +I, Ref +2, W d  +6; Str E 
Con IO, Int 14, Wis 15, Cha 14. 

Skills and Feats (64/2): Appraise +8, Bhdf+7, Cra 
activity) +IO, Decipher Script +6, Diplomacy +; 
Information +7, Knowledge (field of expertise) +I 
+6, Profession (career) +9, Search +6, Sense M 
Spot +6; Ddigent, Negotiator. 

Possessions Masterwork lighr mace, masterwor 
armor, 1 potion oj  e&’s splendor, i potion of owl’ 
3,lQO gp. Or: 4,300 total value. 
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HD 6d6; hp 18; Init +1; Spd 30 ft.; AC 13, touch 
rioted 12; Base Atk +4; Crp +3; Atk +4 melee 

/x2, light mace); Full Atk +4 melee (ld6-1/x2, 
lace); SA -; SQ-; Save F O ~  +2, Ref +3, Will +8; 
lex 12, Con 10, Int 14, Wis 15, Cha 14. 
I and F C U ~ S  (72/3) :  Appraise +s, Bluff +7, Craft 
' activity) +lo, Decipher Script +6, Diplomacy +ll, 
' Information +7, Knowledge (field of expehse j  
isten +8, Profession (career) +9, Search +6, Sense 
: +8, Spot +8; Diligent, Iron W d ,  Negotiator. 
S S U J ~ S :  Masterwork light mace, masterwork leather 
1 pohon of eagle's splendor, 1 p t i o l t  of oiul's wisdom, 

00 gp. Or: 5,600 gp total value. 

f 

JFL 7 
CR 7; HD 7d6; hp 21; h i t  +I; Spd 30 ft.; AC 13, touch 
, flat-footed 12; Base Atk +s; Grp 4; Atk +4 melee 
16-1Jx2, light mace); F d  Atk +4 melee (1d6-1Jx2, 
ht mace); SA -; SQ-; Save Fort +2, Ref +3, Will +9, 
-8, Der; 12, Con 10, Int 14, Wis 15, Cha 14. 
5 k d r  nnd Rats  (80/3) :  Appraise +9, Bluff +7, Craft 

(career activity) +12, Decipher Script +6, Diplomacy +If ,  
Gather Information i 7 ,  Knowledge (field a€ expertise) 
+12, Listen +8 ,  Profession (career) +12, Search +6, Sense 
Motive +S, Spot +8; Diligent, Iron Will, Negotiator. 

1 

armor, I potion of eagle's splendor, I potwn of owl'i wisdom, 
6,000 gp. Or: 7,200 gp total value. 

LEVEL 8 
CR 8; HD 8d6; hp 23; Init +I; Spd 30 fr.; AC 13, touch l f ,  

flat-footed 12; Base Atk +6; G-rp +5; Atk +6 melee (ld6-l/ 
~ 2 ,  light mace); h l !  Atk +6/+1 melet ( ld6-1/~2,  light 
mace); SA -; SQ--; Save Fort +2, Ref 13, Will +ti; Str 8, 
Dex 12, Con IO, h r  14, Wis 16, Cha 14. 

Skills and !kats (SS/3): Appraise +lo, Sluff +7, Craft 
(career activity) +12, Decipher Script +s, Diplomacy +13, 
Gather Information +7, Knowledge (field of expertise) 
+12, Listen +9, Profession (career) +13, Search +7, Sense 
Motive +lo, Spot +9; Diligent, Iron Will, Negotiator. 

~ossessionr: Masterwork light mace, masterwork leather 
armor, 1 potion of eagle's splendor, I rotion offawl's wisdom, nng 
of mind shielding, 200 gp. Or 5,400 gp to.:al value. 

LFYFL g 
CR9; HD 9d6; hp 26; Init +I; Spd 30fl.; AC 13, touch 11, 

flat-footed 12; Base Atk +6; Grp +5; Atk +h melee (ld6-1/ 
x2, light mace); Full Atk +6/+1 melee (Id&I/x2, light 
mace); SA -; SQ-; Save Fort +3, Ref -14, Wdl+11; Sfr 8, 
Dex 12, Con 10, Int 14, Wis 16, Cha 14. 

SkTlls and Feufs (96/4)): Appraise +IO, B h f f  +8, Craft 
(career activity) +I+, Decipher Script +3, Diplomacy +I 3, 
Gather information +7, Knowledge (field of expertise) 
+14, Listen +II, Profession (career) +IS> Search + J ,  Sense 
Motive +10, Spot +11; dertness, Diligent, Iron Will, 
Negotiator. 

Porses~ons: Mastenvork light mace, masterwork leathet 
armor, I potion of eagle's splendor, I phon  fowl's wrsdom, nng 
of mind shielding, 2,800 gp. Or: 12,000 gp total value. 

TdFYFL IO 
CR IO; HD 10d6; hp 28; h i t  +I; Spd 30 fi.; AC 14, touch 

11, ff at-footed 13; Base Atk +7; Grp 4; Atk +7 melee 
(ld6-1Jx2, Iight mace); Full Atk +7/+2 melee (3d6-1/~2, 
light mace); SA -; SQ-; Save Fort +3, Ref +4, Will +I 2; 

Str 8, Dex 12, Con 10, Int 14, Mis 16, Cha 14. 
SkilEs and Feats (1@/4):  Appraise +l,3, Bluff +9, Craft 

(career activity) +14, Decipher Script +!?, Diplomacy +IS, 
Gather Information +7, Knowledge (field of expertise) 
+14, Listen +I 1,  Profession (career) +is, Search +g, Sense 
Motive 4 1 ,  Spot +ll; Alertness, Diligent, Xron W a ,  
Negotiator. 

Possessions: +I light mace, +I leather amrv, I potion of eagle's 
splendor, I potron of OWIS msdom, ringofmmnd shielding, 3,340 
gp. Os: 16,QOO gp total value. 

LFVFT, L1 
CR 1 I; FID 11d6; hp 31; Init +I; Spd 30 fi.; AC 14, touch 

11, fiat-footed 13; Base Atk +8; Grp -1-7, Atk 48 melee 
(ld&-l/x2, light mace); Fu11 Atk +8/+3 melee ( l d & l / d ,  
light mace); SA -; SQ-; Save Fort +3 Ref 4, W d  +12; 
Str 8 ,  Dex 12, Con 10, Int 14, wis 16, Cl! a 14. 
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APPENDIX: NPC STATS 

Gather Information +7, &-owledge ifield of expertise) +16, 
Listen +I 1 Profession (career) +TJ, Search +8, Sense Motive 
+13, Spot -11; Alertness, Diligent, Iron WJI, Negotiator. 

Possessiotir: +I hght mace, +I leather armor, 1 potion of eagle's 
splendor, 1 potion of owl's widom, nng of mind shielding, 8,340 
gp. or 21,000 g p  total vatue. 

LFVFL 1 a 
CR 12; HD IZd6; hp 33; Init +I; Spd 30 ft.; AC 14, touch 

11, flat-footed 13; Base Atk +9; Grp +8; Atk +9 melee 
(id6-1/d, light mace); Full Atk +9/+4 melee ( i & l / x ~ ,  
light mace); SA -; SQ-; Save Fort +4, Ref t7, W d  +13; 
Str 8, Dex 12, Con IO, h t  24, Wis 17, Cha 14. 

shills and Feats ( i20 /~) :  Appraise t12, Sluff +IO, Craft 
(career activity) i16 ,  Decipher Script +lo, Diplomacy +15, 
Gather Information + I O ,  Knowledge (field of expertise) 
+16, Listen +11, Profession (career) +17, Search +8, Sense 
Motive +13, Spot +11; Alertness, Diligent, Iron Wdl, 
Lightning Reflexes, Negotiator. 

Poswsims: +I light mace, +i Ieafher armor, I potron of eagle's 
splendor, i potion of md's wzsdom, nng of mind shieldmg, 
14,340 gp. Or: 27,000 g p  total value. 

LEVEL 33 
CR 13; HD 13d6; hp 36; h i t  +I; Spd 30ft.; AC 15, touch 

11, flat-footed 14; Base Ark +9; Grp +8; Ark +Io melee 
(ld6-I/x2. light mace); Full Atk +10/+5 melee ( I d G I j s ,  
light mace); SA-; SQ-; Save Fort +4, Ref+7, Wdl+13; 
Str 8, Dex 12, Con IO, Int 14, Wis 17, Cha 1.4. 

skiElr uvd h t s  (12R/s): Appraise +12, Sluff +io, Craft 
(career acrivity) +IS, Decipher Script +IO, Diplornary 4-15, 
Carher Informarion +I I, Knowledge (field of expertise) 
+is, Listen +12, Profession (career) +19, Search +8, Sense 
Motive +13, Spot +3 1; A l e m e s s ,  Diligent, Iron W d ,  
Lightning Reflexes, Negotiatur. 

Possesmiis: +2 light mace, 42 kuther amor ,  1 potion ofeaglc's 
splmdor, I phon of owl's wisdom, ring of mind shielding, 
12,340 gp. Or: 35,000 gp total value. 

LFVFT, 14 
CR 14; HD 14d6; hp 38; Init +I; Spd 30 ft.; AC 15, touch 

11, flat-footed 14; Base Atk +lo;  Grp t9; Atk +il melee 
(1d&~/x2, light mace); hull Ark +12/+6 melee (1d6--1/x2, 

light mace); SA -; SQ-; Save FQK 4, Ref +7, Wdl +f4; 
Str 8, Dcx 12, Con 10, Int 14, Wis 17, Cha 14. 

SkdFs and feats (136/5): Appraise +12, Bhdf  +IO, Craft 
(career activity) +18, Decipher Script +12, Diplomacy +25, 
Gather htbrmation +li, Knowledge (field of expertise) 
+IS, Listen +IZ, Profession (career) +i9, Search +9, Sense 
Motive + ! 2 ,  Spot +13; Alertness, Diligent, Iron Will, 
Lightning Reflexes, Negotiator. 

Possesntw: +2 Eight mace, +2 leather armor, I potion of eagle's 
spkndor, I potion of awl's wisdom, ring of mind shielding, 
22,340 gp. 02: 45,000 g p  total value. 

I; Atk 4.12 melee 
+2 melee (I&-1; - 

+5,  Ref +8, wiu 
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Negotiator. 
r T notinn nfrnmb'c 

$1, flat-footed 14; Base Atk -1 

(ld6-1/x2, light mace); Full I 
x2, light mace); SA-; SQ- 
+14; Str 8, Dex 12, Con 10, Int 14, Wis 17 

SkiIIs and !?cats (M/6):  Appraise +12, 
(career activity} +20, Decipher Script 
+Is,  Gather Informarion +12, howledg  
tise) +20, Listen +13, Profession (career 
Sense Modve +I 3, Spot t13; Alertness, Di 
hiriarive, Iron Will, Lightning Reflexes, 

hsessioons: +2 light mace, +2 Ieatherarmoi, - r".*." I, * -b  ,_.. 
splendor, I potim of owl'r wisdom, nng of mrnd shdding, 
36,340 gp. Or 59,000 gp total value. 

T,FVFL 16 
CR 16; HD 16d6; hp 43; Init +5; Spd 30 ft.; AC 16, touch 

11, flat-footed 15; Base Atk +12; Grp +11; Atk +14 melee 
(Zd6-1/x2, hght mace); Full Atk +14/+9/+4 melee (ld6-Ij 
x2, light mace); SA -; SQ-; Save Fort +5, Ref +8, Will 
+16; Str 8 ,  Dex 12, Con fo, Int 14, Wis 18, Cha 14. 

skills und Feats (152/6): Appraise +12, Bluff +11, Craft 
(career activity) 420, Decipher Script +12, DipIomacy 
+i7,  Gather Information +13, howledge (field of exper- 
tise) +20, Listen t.14, Profession (career) +22, Search +lo,  
Sense Motive +14, Spot +Is; Alertness, Dhgent, Improved 
Initiative, Iron Will, Lightning Reflexes, Negotiator. 

Possessions: +3 light mace, +3 EeathPr amor, I potion ofeagle's 
splendor, I potion of owl's msdom, ring of mind shielding, 
21,340 gp. or: 77,000 gp total vahe. 

LEVEL I7 
CR 17; HD 1;rds; hp 46; Init +5; Spd 30 fc.; AC 16, tcmch 

11, flar-footed 15; Base Atk +i2; Crp + f l ;  Atk +14 melee 
(ldb-I/x2, light mace); Full Atk +14/+9/+4 melee (ld6-1/ 
x2, light mace); SA -; SQ--; Save Fort +5,  Ref +$, Will 
+16; Srr 8, Dex 12, Con 10, Int 14, Wis 18, Cha 14. 

S k i h  and Buts (160/6): Appraise +12, Bluff +ll, Craft 
(career act iv i ty)  +E, Decipher S c r i p  +12, Diploinacy 
+17, Gather Information t i 3 ,  Knowledge (field of exper- 
tise) +22, Listen +16, Profession (career) +24, Search +IO, 
Sense Motive +14, Spot +IS; Alertness, Diligent, Improved 
Initiative, Iron Will, Lightning Reflexes, Negotiator. 

Posscwonr: +3 light mme, +3 lcnther armor, 1 potion of eagle's 
sylendor, 1 potion of owl's wisdom, ring of mind chieldsng, 
44,340 gp. Or: 100,000 gp total value. 

LEVEL 18 
CR 18; HD 18d6; hp 48; Init +5; Spd 30 ft.; AC 16, touch 

11, flat-footed 15; Base Atk +13; Grp +12; Atk +I5 melee 

-.. 
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(ld6-1/d, light mace); Fuu Atk +15/+10/+S melee (1d6- - . 
1/x2, light mace); SA -; SQ-; Save Fort +6, Ref +9, W d  k 
+17; Str 8, Dex 12, Con 10, Int 14, Wis 18, Cha 14. 

Skds and Feats (168/7): Appraise +14, Bluff +13, Cr& 
(careet activity) +22, Decipher Script +12, Diplomacy +37,  
Gather Information +15, Knowledge (field of expertise) 
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(lds+sJz ~-20/x2, longsword) or +7 ranged (1dzo/l9-20/ 
XI, heavy crossbow); SA -; SQ -; Save Fort +6, Reef +2, 
WilI +2; Srr 16, Dex 13, Con 14, Int 10, Wis 12, Cha 8+ 

SktIIs and €cuts (16/5):  Climb +4, Craft (Amorsmithing) 
+3,  Craft (Weaponsmithing) +3, Handle Animal +2, 
Intimrdatp +2, Jump +4, Ride +2, Spot +2, Swim +4; Dodge, 
Improved Initiative, Power Attack, Weapon Focus (long- 
sword), W:=apon Specialization (longsword). 

Porsesrro~~s: Full plate, heavy steel shield, masterwork 
longswon', masterwork heavy cmssbow, 2,150 gp. Or: 
4,300 gp total vdue. 

L F V F L  ti 
CR 6; HD 6dfW12; hp 49; Tnit +5; Spd 30 fi.; AC 

22. touch 11, Rat-footed 21; Base Atk +6; Grp +9; Atk 
+11 melee (ld8+5/19-20/~2, longsword) QT +8 ranged 
( I ~ I O / I ~ - ~ O / ~ ,  heavy crossbow); h i l l  Atk +I 1 /+6 melee 
(Ids+s/z 9 - 2 0 / ~ 2 ,  longsword) or +8/+3 ranged (IdlO/l9- 
20/x2, heavy crossbow); SA -; SQ -; Save Fort +7, Ref 
+3, Will i 3; S t r  16, Dex 13, Con 14, Inr 10, Wis 12, Cha 8. 

skills anti Emts (1s/7):Climbt4, Crafi(Armorsrnithing) +3, 
Craft (Weaponsmithing) +3, Handle Animal +2, Intimidate 
+2, Jump 4, Ride +2, Spot +3, Swim +4; Cleave, Dodge, 
Great Cleave, Improved Initiative, Power Attack, Weapon 
FOCUS (longsword), Weapon Speciali7~tion (longsword). 

f i s s e s s m s :  +I jdl  plate, heavy steel shield, masterwork 
longsword, masterwork heavy crossbow, 2,300 gp. Or: 
5,600 gp total d u e .  

LFVFL ;; 
CR 7; HD 3d10+14; hp 57; Init +5; Spd 30 ft.; AC 

22, touch 11, flat-footed 21; Base Atk +7; Grp +Io; Atk 
+ t 2  melee (ld8+6/19-20/~2, longsword) or +9 ranged 
(ldIo/ls-zo/x2, heavy crossbow); Full Ark +12/+7 melee 
(ld8+6/1~-20/x2, longsword) or +9/+4 ranged (1 dio/19- 
ZU/XZ, heavy crossbow); SA -; SQ -; Save Fort +7, Ref 
+3, Will +s; Str 16, Dex 13, Con 14, Int 10, Wis 12, Cha 8. 

Skills and €e& (20/7): Climb +4, Craft (Armorsmithing) 
+3, Crafr (Weaponsmithing) +3, Handle Animal +2, 
Intimidate 4, Jump +4, Ride +2, Spot +3, Swim +4; Cleave, 
Dodge, Great Cleave, Tmpruved Initiative, Power Attack, 
Weapon Focus (longsword), WmpQn Speciahzation (long- 
sword). 

~orrcrrrot~r :  +I f.11 plate, heavy steel shield, +I longswwd, 
masterwork heavy crossbow, 2,900 gp. Or: 7,200 g p  total 
value. 

LFVFL R 
CR 8;  q D  8dlO+lb; hp 64; Init +5; Spd 30 ft.; AC 

23, touch 11, ffat-footed 22; Base Atk +8; Grp +11; Ark 
+14 meler (ld8+6/19-20/~2, longsword) or +lo ranged 
(ld1@/19 = 20/x2, heavy crossbow); Full Atk +14/+9 melee 
(ld8+6/lr-2@/~2, longsword) or +10/+5 ranged (1dl0/19- 
2Q/x2, h m w  crossbow); SA -; SQ-; Save Fort +8, Ref 
+3, Wdl+3; Str 17, Dcx 13, Con 14, Int 10, Wk 12, Cha 8. 

urLLLL2 uIIw lculi ",. UluuV T7, blalL r.zLtJgldrsmirhinp) 
+3, Craft (Weaponsmithing) +3, Handle Anir 
Intimidate +4, Jump 4, Ride +3, Spot +s, Swim +4; 
Dodge, Great Cleave, Greater Weapon Focus (long 
Improved Initiative, Power Attack, Weapon FQCW 
sword), Weapon Specialization (longsword). 

Wssessions: + 1 full plate, +I heavy stref shield, +I lor 
masterwork heavy crossbow, 4,900 gp. Or: 9,400 
value. 

- 
rial +3, 
CIeavc, 

lgswmd, 
p total 

LFVFL 9 
CR 9; H D  9di0+i8; hp 72; Init +5; Spd 30 

23, touch 11, flat-footed 22; Base Atk +9; Grp + 
+ I 5  melee (ld8+6/17-20/~2, longsword) or +II 
(ld10+1/19-20/~2, heavy crossbow); Full Atk + 
melee (ldS+6/17-20/~2, longsword) or +11/+6 
(ldIO+l/l9-20/~2, heavy crossbow); SA -; SQ - 
Fort +8, Ref +4, W d  +4; Str f7, Dex 13, Con 14, h t  

skills and Feats (24 /9 ) :  Climb +5, Craft (Armorsm 
t3, Craft (Weaponsmithing) +3, Handle Anin 
Intimidate ++, Jump +5, Ride +3, Spot +3, S a  
Cleave, Dodge, Great Cleave, Greater Weapon Focus 

12, cha a. 

Et.; AC 
12; Atk 
ranged ,- 
l S / + P O  
ranged 
-; Save 
10, Wis 

hthing) 
mal +3, 
rim +5; 

"- 
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[), Tmproved 
(longsword), 

+I Eongrword, 
,1 value. 

)d 30 ft.; AC 
2t-p c13; Atk 
- +IZ ranged 
Atk +16/+11 
2/+7 ranged 
S Q  -; Save 
4, Int 10, Wis 

iorsmithing) 
+3, LraR (weaponsmrthing) +3,  Hiandie hima1 +4, 
Intimidate +4, Jump +5, Ride +4, Spot +3, Swim +5; 

tieave, uoage, c,rear ueitve, wearer weapon rocus 
(1011g5WOd), ltnproved Critical (longword), Improved 
Initiative, Mobility, Power Attack, We:lpon Focus (long- 
sword), Weapon Specialization (longswtrd). 

Possesaons: +Z full plate, +I heavy steel siircld, +I Iongsword, 
+ I  heavy crossbow, S,SOO gp. Or: 16,000 gp total wlue. 

LEVFZ I1 
CR 11; KD 11d10+22; hp 87; Init i s ;  Spd 30 ft.; AC 

25, touch 12, flat-footed 24; Base Atk . t i $ ;  Gp +14; Atk 
+I7 melee (Id8+6/17-20/~2, longsword) or +13 ranged 
(ld10+1/19-20/~2, heavy crossbow); Furl Atk +17/+12/+7 
meIee (Id8+6/17-?0/x2, longsword) or +l3/+8/+3 ranged 
(ldIO+l/19-20/x2, heavy crossbow); SA -; SQ-; Save 
Fort +9, R e f 4 ,  Will 4-4; Str  17, Dex 13, Con 14, h r  10, Wis 
12, Cha 8. 

skills and €cats (28/10): Climb +S, Craft (Armorsmjthing) 
+3, Craft (Weaponsmithing) +T, Handle h i r n a l  +4, 
Intimidate +4, Jump +5, Ride +4, Spot +4, Swim +5; 
Cleave, Dodge, Great Cleave, Greater Weapon Focus 
(Tongsword), Improved Critical (longtword), hproved 
Initiative, Mobility, Power Attack, Weapon Focus (long- 
sword), Weapon Specialization (bngswrxd). 

Possessions: +2fuEI plate, +I heavy rtcd 5, i i~ ld ,  ring ofpmtec- 
tion +l, +I longstuord, +I heavycmsrbotu, 8,500 gp. Or: 21,000 
gp total value. 

LEVEL I1 
CR 12; HD 12d10+243 hp 94; Init t5; Spd 30 ft.; AC 

25, touch 12, flat-footed 24; Base Aik +12; Grp +16; 
Atk +20 melee (ld&+l0/17-20/~2, longsword) or + I4  
ranged (Id10+1/19-20/~2, heavy crossbow); Full Atk 
+20/+15/+10 melee (1 d8+3 O / i S - 2 0 / ~ 2 ,  longsword) or 
+14/+9/+4 ranged (ld10+1/19-20/~2, heavy crossbow); 
SA -; SQ -; Save Fort +IO, Ref +5, Wi!1+5; Srr 18, Dex 
13, Con 14, Int 10, Wis 12, Cha 8. 

skds and Feats (30/fZ): Climb *6, Crafi (krmorsmithing) 
+4, Craft (Weaponsmithing) 4, Handle Animal +4, 
Inrimidare +4, Jump +6, Ride 4-4, Spot +4, Swim +5; Cleave, 
Dodge, Great Cleave, Greater Weapon Focus (longsword), 
Greater Weapon Specialization (longFword), Improved 
Critical (longsword), Improved Initiative, Mobility, Power 
Attack, Spring Attack, Weapon Focus (longsword), Weapon 
Specialization (longsword). 

~ossersionr: +2 f.11 plate, +i heavy steel s,~icM, nng ofpTotec- 
tion +I, +2 Eongswurd, +I heavy crossbow, 9,500 gp. Or  27,000 
gp total value. 

LEVEL 13 
CR 13; HD 13d10+26; hp 102; Xmt t5; Spd 30 ft.; 

AC 25, touch 12, fiat-footed 24; Base Atk t13; Grp +17; 
Atk +21 melee (Id8+1~/17-20/~2, longsword) or +is 
ranged (id10+1/19-20/~2, heavy crossbow); Full Atk 
+21/+16/+11 melee (ld~+10/17-20/~2, longsword) or 
+lS/+l  0/+5 ranged (id? O+Z / 19-20jx2, heavy crossbow); 
SA -; SQ-; Save Fort +IO, Ref +5, Will +5; Str 18, Dex 
13, Con f4, Int IO, Wis 12, Cha 8. 



Intimidate +5, m p  +6, R d e  4, Spot +4, Swim +6; Cleave, 
Dodge, G r ~ a t  I eave, Greater Weapon Focus (longsword), 
Greater ITeapon Specialization (longsword), Improved 
Critical (longsword), Improved Initiative, Mobiliry, Power 
Attack, Spring Attack, Weapon Focus (longsword), Weapon 
Specializatron (longsword). 

~ossessiovr: +2 fi l l  plate, +I heavy steel shidd, r i n g  oj PO- 
tecfion +i, -? longsword, +I hcavy rwsrbow, 18,500 gp. Or: 
35,000 g p  total value. 

LFVFL I +  
CR 14; HID 14d10+28; hp 109; Init +5; Spd 30 ft.; 

AC 27, toitch 12, flat-footed 26; Base Atk +14; Grp +18; 
Atk +22 melee (IdR+Z 0/17-20/~2, longsword) or +I 6 
mnged (1 ~E10+1/19-20/~2, heavy crossbow); hull Atk 
+22/+17/+12 melee ( I ~ R + I O / I ~ - ~ O / X ~ ,  longsword) or 
+ I ~ / + I  I / + h  ranged ( i d  10+1/19-20/~2, heavy crossbow); 
SA -; SQ-; Save FOB +11, Ref +5, Will +5; Str 18, Dex 
13, Con 14. h t  I O ,  Wis 12, Cha 8. 

Skills nnd Featr (34/13) :  Chmb +6, Craft (Armorsmithing) 
+5, Craft (Weaponsmithing) +5, Handle h i m a 1  +4, 
Tntirnidate +5, Jump +6, Ride 4, Spot +4, Swim +6; Cleave, 
Combat Reflexes, Dodge, Great Cleave, Greater Weapon 
Focus (longsword), Greater Weapon Specialization 
(longswotd), hproved Critical (longsword), Improved 
Initiative, Mobility, Power Attack, Spring Attack, Weapon 
FOCUS (longsword), Weapon Specialization (longsword). 

Pussesszonr: +? ,full plate, +I heavy stcel shield, amulet of 
natural R ~ ~ H O T  +2, nng of protection +I, +Z longword, +I heavy 
crossbow, 20,500 gp. Or: 45,000 gp total value. 

LFVFL T 5  
CR 15; HI3 1Sd10+30; hp 117; Init +5; Spd 30 ft.; 

AC 28, torich 12, flat-footed 27; Base Atk +15; Grp +19; 
Atk +24 melee (.tdS+l1/17-20/~2, longsword) or +17 
ranged ( 3  d10+1/19-20/~2, heavy crossbow); FuIl Atk 
+24/+19/+14 melee (ld8+11/17-2@/~2, longsword) ~r 
+i J / +  I 2/+’ ranged (1dlo+~/l9-20/xz, heavy crossbow); 
SA -; SQ-; Save Fort +1 t ,  Ref +8, W d  +6; St r  18, Dex 
13, Con 14. Tnt 20, Wis 12, Cha 8. 

Skills and Feats (36/14): Climb +6, Craft (Armorsrnithing) 
+5, Craft (Weaponsmithing) +5, Handle Animal +4, 
Intimidate +5, Jump +6, Ride +4, Spot +5, Swim +6; Cleave, 
Combat Reflexes, Dodge, Great Cleave, Greater Weapon 
Focus (longsword), Greater Weapon Specialization 
(longsword), Improved Critical (longsword), Improved 
Initiative, Lightning Reflexes, Mobility, Power Attack, 
Spring Attack, Weapon Focus (longsword), Weapon 
Specializat 1 on (longsword). 

Possesstor?r: +2 Fill plate, +2 heavy dcrl shield, amuld ~ , f  
natuvul m v o r  +2, nng o f p f e c f m  +I, +3 longsword, +T heavy 
crossbow, 21,500 gp. Or: 59,000 gp total value. 

Ln I U ,  .nu 
AC 30, touch 1 
Atk +25 melee 
ranged (Idlo+: 
+25/+2O/+ 15/+1 

or + 2 9/+ 1 4/+9/- 

Dex 13, Con 14, 
5 k t h  and Feeat: 

+5, Craft (Me; 
Intimidate +5,  Ji 
Combat Reflew 
Focus (hngsu 
{longsword), In 
Iniriative, Iron ’ 
Attack, SpringA 
Specialization (I 

Possesnons: 4-2 
natuvul amor +Z 
crossbow, 27,500 

bow); SA -; SC 

LFVFT, ‘7 
CR 17; HD 17d10+34; hp 132; Init +5; Spd 30 ft.; 

AC 31, touch 13, flat-footed 30; Ease Atk t17; Grp +22; 
Atk +27 melee (lds+12/17-20/~2, longsword) or t20 
ranged (ldf0+2/19-20/~2, heavy crossbow); Full Atk 
+27/+22/+17/+12 melee (I d8+12/17-20/~2, longsword) 
or +20/+15/+10/+5 ranged (1 d1 0+2/19-20/~2, heavy 
crossbow), SA -; SQ-; Save fort +I 2 ,  Ref t.8, Will +8; 
5tr 19 (x), Dex 13, Con 14, Int 10, Wis 12, Cha 8. 

Shills and Fmts (40/15): Climb +8, Craft (Armorsrnithing) 
+5, Craft (Weaponsmithing) +5, Handle Animal +5, 
Intimidate +5,  Jump t7, Ride +5, Spot +5, Swim +8; Cleave, 
Combat Reflexes, Dodge, Great Cleave, Greater Weapon 
Focus Ihgsword) ,  Greater Weapon Specialization 
(longswordj, Improved Crirical (longsword), Improved 
hitiative, Iron Will, Lightning Reflexes, Mobilitv, Power 
Attack, Springkttack, Weapon Focus (longsword), Weapon 
Specialization (hgsword). 

Poss~ssions: + 3  f ir /  p h t e ,  +! heavy sfeel shield, amulet of 
natural urmor +2, nng of protection +z, t3  longword, +2 heavy 
crossbm, 47,500 gp. OK: 100,000 gp totd value. 

LFVFL 18 
CR 18; HD lSd10+36; hp 139; Init +5; Spd 30 15.; 

AC 32, touch 13, flat-footed 31; Ease Atk t18; Grp +23; 
Atk +29 melee (ldS+lT/lT-20/~2, longsword) or +21 
ranged (ld10+2/19-20/~2, heavy crossbow); Full Atk 
+29/+24/+l9/+14 melee (Ids+l3/17-20/~2, bngsword) 
or +2~/+16/+11/+6 ranged (Id1 0+2/19-20/~2, heavy 
crossbow); SA -; SQ -; Save Fort +13, Ref t.9, W a  +9; 
Str 19 (22), Dex 33, Con 14, Int 10, Wis 12, Cha 8. 

SkilIs and Feats (42 /27) :  Climb +8, Craft (Armorsrnithmg) 
+6, Craft (Weaponsmithing) +G, Handle Animal +5, 
Intimidate +5, jump +7, Ride +5, Spot +5,  Swim +8; Cleave, 
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Greater Weapon Specialization 
TI Critical (longsword), Improved 

L, llvll Leadership, Lightning Reflexes, 
*. Point Hank Shot, Power Attack, Spring Attack, 
Ebcus (longsword), Weapon Specialization (long- 

ions: +4 f.11 plate, +3 heavy stccl shield, arnulct of 
m o r  +2, nng ofprotectron +2, +4 longsword, +2 hcavy 

56,SUO gp. Or: 130,000 gp total value. 

LEVEL 19  
C R  10; HD 19d10+39; hp 166; Jnit 4-5; Spd 30 ft.; 

AC 32, touch 13, flat-footed 31; Base Atk +19; Grp t26; 
Atk +32 melee (ld8+15/17-20/~2, longsword) or +22 
ranged 1 IdlO+2/l9-20/~2, heaw crossbow); Fir11 Atk 
+32/+27,’+22/+1? melee (Id 8+ 1 5/17-2O/x2, longsword) 
or +22/+17/+12/+7 ranged (ld10+2/19-20/~2, heavy 
crossbow); SA -; SQ -; Save F Q ~  +14, Ref t9, Will +9; 
Str 19 (25), Dex 13, Con 14 (16), Int IO, Wis 12, Cha 8. 

Ski1 Is n nd ~ m t r  (44/17): Climb +lo, C& (Armorsmithing) 
+6, Craft (Weaponsrnirhing) +6, Handle Animal +5, 
Intimidate t.5, Jump +IO, Ride c5, Spot +5, Swim til; 
Cleave, Combat Reflexes, Dodge, Great Cleave, Greater 
Weapon Focus(hgsword), Greater Weapon Specialization 
(longsword), Improved Critical (longsword), Improved 
Initiative, ~ r o n  Will, Leadership, Lightning Reflexes, 
Mobility Point Blank shot, Power Atcack, Spring Attack, 
Weapon FOCUS (longsword), Weapon Specialization (long- 

hswssionr: +4 fdl plate, t3 heavy steel shield, arnulcf uf 
natuml umur +z, rrng of picchon  + 2 , 4  Iongsworrl, +2 heavy 
C T O S S ~ O I V ,  belt of Giant strength +6, pink Ioun stone, 52,500 gp. 
Or. I 70,000 g p  total value. 

SWQrd). 

LEVEL a 0  
C R  20; HD 20d10+42; hp 175; Init +5; Spd 30 fi.; 

AC 34, much 15, flat-footed 33; Base Atk +20; Gtp +28; 
k k  t34 melee ( ld8+16/~~-20/x2,  longsword) or +23 
ranged ! I ~ T O + ~ / I Y - ~ ~ / X ~ ,  heavy crossbow); Full Atk 
+34/+29 ‘+24/+19 melee (id8+16/17-20/~2, longsword) 
OT +23/+18/+13/+8 ranged (ld10+2/19-20/~2, heavy 
crossbowj; SA -; SQ -; Save Fort +15, Ref +9, Wdl+9; 
Str 2C (ZC;), Dex 13, Con 14 (I&), Int 10, WiS 12, Cha 8. 

Ski1 Is and Feats (46/18): Climb +1 1, Craft (kmorsmithing) 
+6, Craft (Weaponsmithing) +6, Handle Animal +5, 
Intimidate +S, Jump +11, Ride +5, Spot 4, Swim t12; 
Cleave, Combat Reflexes, Dodge, Great Cleave, Greater 
Weapon Focus (longsword), Greater WeaponSpecialization 
(longsword), Improved Critical (longsword), Improved 
Initiative, Iron Will, Leadership, Lightning Reflexes, 
Mobhty Point Blank Shot, Power Attack, Precise Shet, 
Spring Attack, Weapon Focus (longsword), Weapon 

\ 
‘i 

~ Specialization (longsword). 

naturai umor  +2, nng ofprotection +4, +4 longsword, +2 heavy 
crossbow, belt of Grant stvength +6, pink Io-in stone, 78,500 gp. 
or: 220,000 gp total value. 

LEVEL T 
CR i; HI3 Id8+i; hp 9; h i t  +I; Spd 30 ft.; AC 13, touch 

13, flat-footed 12; Base Atk +o; Grp +z; .4tk +2 or +3 melee 
(Id6+2/~2, unarmed strike or ld6+2/x2, kama) or +I 
ranged (ld4+2/x2, sling); Full Atk +2 or +3 melee (ld6+2/ 
x2, unarmed strike or ld6+2/x2, kama) or + I  ranged 
(ld4+2/x2, sling); SA flurry of blows, unarmed strike; SQ 
-; Save Fort +3, Ref+3, Will +4; Str 14, Dex 13, Con 12, Int 
IO, Wis 15, Cha 8. 

Skills and Feats (16/2): Balance +4, C h b  +3,  Escape 
Artist -1-2, Hide +3, Jump +2, Listen +3, Move Sdendy +2, 
Spot +3,  Swim +3, Tumble +4; Dodge, Improved Unarmed 
Strike, Stunning Fist. 

Possessions: Masterwork kama, sling, 550 gp. O r  900 gp 
total value. 

LEVEL 2 
CR 2; HD 2d8+2; hp 14; h i t  +l; Spd ’$0 ft.; AC 13, touch 

13, flat-footed 12; Base Atk +I; Grp +3; .4tk +3 or +4 meIee 
(Id1;+2/x2, unarmed stnke or ld6+2/x2, kama) or +2 
ranged (ld4+2/x2, sling); Full Atk +3 or +4 melee (1d6+2/ 
x2, unarmed strike OT ld6+2/x2, karna) or +2 ranged 
(1d4+2/x2, sling); SA ff urry of blows, unarmed stnke; SQ 
evasion; Save Fort +4, Ref +4, W d  +5; S h  14, Dex 13, Con 
12, Int 10, Wis 15, Cha 8. 

Skrllr and Feats (aO/4): Balance +4, Climb +3, Escape Artist 
+2, Hide +3, Jrunp +2, Knowledge (arcana) tl, Knowledge 
(religion) +1, Listen +3, Move Sirentry +2, Sense Morive 
+4, Spot +3, Swim +3,Tumble c4; Cornb~t Reflexes, Dodge, 
Improved Unarmed Smke, Mobhy, Siunning Fist. 

Possessions: Masterwork kama, s h g ,  1,650 gp. Or: 2,000 
g p  total value. 

LFVFL 3 
CR 3; HD 3d8+3; hp 20; h i t  +I; Spd 40 ft.; AC 13, touch 

13, flat-footed 12; Base Atk +2; Grp +4; .4tk +4 or +6 melee 
(~d6+2/x2, unarmed srrike or ld6+3/x2, kama) or 4-4 
ranged (ld4+2/x2, s h g ) ;  hull Atk +4 0- +b melee (id6+2/ 
x2, unarmed stnke or 1d6+3/d, kama) or +4 ranged 
(ld4+2/x2, sling); SA flurry of blows, unarmed strike; SQ 
evasion, still mind; Save Fort +4, Ref -14, Will +5; Srr 14, 
Dex 13, Con 12, Int 10, Wis 25, Cha a. 
SkrElsand~eats~24/5):Balance+4,Clim~~+3,Concentration 

+2, Diplomacy +2, Escape Atxist +2, Hide c3, Jump +2, 
Knowledge (arcana) +I, Knowledge (reIigion) +I, Listen 
+3, Move SdentIy +2, Sense Motive 4, Spot +3, Swim +3, 
Tumble +4; Combat Reflexes, Dodge, Improved Unarmed 
Strike, Mobdry, Sninning Fist, Weapon Focus (kama). 

Possesaonr: +I kama, masterwork sIing. Ot: 2,500 gp total 
value. 



l r G Y  G L  4 
CR 4; 'tlD 4d8+4; hp 25; Init +2; Spd 40 ft.; AC 14, 

touch 14, flat-footed 12; Base Ark +s; Grp +5; Atk +5 or 
+7 melee (1d8+2/x2, unarmed smke or Id6+3/x2, kama) 
or +6 ranged (ld4+2/x2, sling); Full Atk +5 or +7 melee 
(1ds+2/x2 unarmed xtnke or 1d6+3/x2, kama) or +6 
ranged (1d4+2/x2, sling); SA flurry of blows, KI s t r h  
(magic), manned str lke;  SQ evasion, slow fall 20 ft., s t l l l  
mind; Saw Fort +5, Ref +6, W d  +6; Sts 14, Dex 14, Con 12, 
Inr 10, Wic 25, Cha 8. 

SkiIFsan& Feats( 28/5): Balance +6, Climb +3, Concentration 
+2, Diplomacy +2, Escape Artist +4, Hide c4, Jump +3, 
Knowledge (arcana) +1, Knowledge (religion) +I, Listen 
c3, Move SiIently +3, Sense Morive +4, Spot +3, Swim 4-3, 
Tumble +6.  Combat Reflexes, Dodge, Improved Unarmed 
Strlke, Mobility, Stunnhg Fist, Weapon Focus (kama). 

Possessloris: +I kama, masterwork sling, 650 gp. a: 3,300 
g p  total value. 

LEVEL 5 
CR 5; HB 5d8+5; hp 31; Init +2; Spd 40 ft.; AC 15, touch 

15, flat-footed 13; Base Atk +3; Grp +5; Atk i 5  or +7 melee 
(ldS+2/x?. unarmed s d e  or ld6+3/x2, kama) or +6 
ranged (1d++2/x2, s h g ) ;  Full Atk +5 or +7 melee (1d8+2/ 
x2, unarmed strlke or ld6+3/x2, kama) or +6 ranged 
(1d4+2/x2, sling); SA flurry o f  blows, KI strlke (magic), 
unarmed strike; SQ evasion, purity of body, slow fall 20 
ft., stiI1 mind; Save Fort +5, Ref +6, Will +6; Str 24, Dex 14, 
Con 12, Inr IO, Wis 15, Cha 8. 

Skihand Feafs(3 2/51: Balance +6, CLmb+3, Concentration 
+3, Diplomacy + 2 ,  Escape Artist +4, Hide +4, Jump +3, 
Knowledge (arcana) +2, Knowledge (religion) +2, Listen 
4-3, Move Silently +3, Sense Motive 4-4, Spot 4, Swim +3, 
Tumble + 6 ,  Combat Reflexes, Dodge, Improved Unarmed 
Strlke, Mobility, Stunning Fist, Weapon Focus (kama). 

Possessims: +I kama, masterwork sling, 1,6SO gp Or: 
4,300 g p  tctal value. 

LEVEL 6 
CR 6; HTU Ad8+6; hp 36; h i t  +2; Spd so Et.; AC 16, Touch 

15, flat-fonvd 24; Base Atk +4; Grp +6; Atk +7 ot +8 mdee 
{ld8+2/x2, unarmed smke or ld6+3/x2, kama) or +7 
ranged (ld4+2/x2, sling); Full Atk +? or +8 melee (*ld8+2/ 
x2, unarmed strike or 1d6+3/x2, kama) or +7 ranged 
(1d4+2/x2. sling); SA flurry of blows, KI strike (magic), 
unarmed smke; SQ evasion, purity of bodv, slow fall 30 
h., still mind; Save Fort +7, Ref +8, Will +8; St r  14, Dex 14, 
Con 12, Int IO, Wis IS, Cha 8. 

Skills l ~ r ~ d  Feats (36/7): Balance +7, CIimb +3, 
Concentration +3, Diplomacy +2, Escape Artist +4, Hide 
A, Jump +J, Knowledge (arcana) +3, Knowledge (religion) 
+3, Listen +3,  Move Silently t3, Sense Motive 4, Spot +4, 
Swim +3, Tumble +7; Combat Reflexes, Dodge, Improved 
Disarm, Improved unarmed Strike, Mobility, Stunning 
Fist, Weapon Focus (kama), Weapon Focus (unarmed 
strike). 

_ - _ _  l _ _ "  -,.,. 
sling, 2,000 gt 

CR 7; HD 7 
16, ff at-fmted 
(ld8+2/x2, u 
ranged (id4+: 
XZ, unarmed 
(~d4+2/x2, sh 
unarmed stril 
S t i l I  mind, wl 
+8; S t r  14, De: 

Shills and .tears \+U/{J Balance +/, ~ i i r n ~  +5, 

Concentration t3, Diplomacy +2, Escape f i s t  +5, Hide 
is, Jump +s, Knowledge (arcana) +3, Knowledge (religion) 
4-3, Listen t3, Move Silently +T, Sense Motive +4, Spot +5, 
Swim +3, Tumble +7; Combat Reflexes, Dodge, Improved 
Disarm, Improved Unarmed Stnke, Mobiliq Stunning 
Fist, Weapon FQCLIS (kama), Weapon Focm (unarmed 
strike). 

Possessions: Bracers of armor +I, nng of protectmn +I, + I  
kuma, masterwork sling, 1,500 gp. Or: 7,200 gp toral 
value. 

LFYFL 7 
'd8+7; hp 42; Init +2; Spd 50 ft.; AC 17, much 
15; Base Atk +5; Grp +7; Atk +8 or +9 melee 

named strike or ld6+3/x2, karna) or +8 
>/x2, sling); Full Ark +8 or +9 melee (1d8+2/ 
strike or ld6+3/x2, kama) or +8 ranged 
mg); SA ffurry of blows, Kt strike (magic), 
:e; SQevasion, purity of body, ~ O W  fall 30 ft., 
ioleness of body; Save FOK +7, Ref +8, Will 
~ 1 4 ,  Con iZ, Int 10, Wis 15, Cha 8 .  

m , / , - I . * \  - 1  - -1. 1 I 
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+9, Will +io; Str 14, Dex 14, Con 12, Int 10, Wis 16, Cha ip 47; Init +2; Spd 50 ft.; AC 29, touch 
se Ark +6; Grp +8; Atk +9 OK +io melee 

I , -  ,--, -a.MLA..:d strike or id6+3/x2, kama) or +9 
,ed ( ld4  +2/x2, s h g ) ;  hull Atk +9/+4 or +i0/+5 melee 
O+Z ' ~ 2 ,  unarmed strike or 1dh+3/x2, karna) or +9/+4 
;ed rld4+2/x2, sling); SA flurry of blows, Kt stnke  
~ic) ,  unarmed strike; SQevasion, purity of body, SIOW 

- 
- /-I 

8. 
skrlls and Feats ( 4 4 J ~ ) :  Balance +7, Climb +5, 

Concentration 4, Diplomacy i-3, Escape Artist +5, Hide 
+s, Jump +s, Knowledge (arcana) +3, Knowledge (religion) 
+s, Listen 4, Move Silently +3, Sense Motive +5, Spot ~ 6 ,  
Swim +3, Tumble +7; Combat Reflexes, Dodge, Improved 
Disarm, Improved Unarmed Smke, MobtLty, Stunning 
Fist, Weapon Focus (kama), Weapor Focus (unarmed 
strlkej. 

Possessions: Amulet .f nnturul annoy +I, bracers of unnor +1, 
nng o j  protcction +I, +I kavnn, masterwork sling, i ,750 gp 
or: 9,400 gp total value. 

1JF;VFL 9 
CR 9; HI3 9d8+9; hp 53; Init +2; Spd 6Q ft.; AC 19, touch 

17, flat-footed 17; Base i4tk +6; Grp +8;Atk +9 or + l o  melee 
(ld10+2/19-20/~2, unarmed snike or 1 d6+3/x2, kama) 
or +9 ranged (I d413Jx2, sling); Full AI k +9/+4 or +1Q/tS 
melee (1 d l  0+2/19-?0/x2, unarmed strike or ld6+S/x2, 
kama) or c9/+4 ranged (1d4+3/x2, sling); SA flurry of 
blows, Kr s&e (magic), unarmed stnke; SQ evasion, 
improved evasion, purity of body, slow fall 40 ft., still 
mind, wholeness of body; Save Fort +8, Ref +9, Will +lo; 
Srr  14, Dex 14, Con 12, Int io ,  Wis 16, Cha 8. 

-. Skillsand Fents(48/$): Balance+7,C~imb+5,Concentration 
++, Diplomacy i 3 ,  Escape Artist c5, J+ide +5, Jump +5, 
Knowledge (arcana) +4, Knowledge (religion) t.4, Listen 
+4, Move Silently +3. Sense Motive +5, S Q O i  +6, Swim +5, 
Tumble +7; Combat Reflexes, Dodge, Improved Critical 
(unarmed strike), Improved Disarm, Improved Unarmed 
Strike, Mobility, Shinning Fist, Weapon Focus (kama), 
Weapon Focus (unarmed strike). 

- -- Poss~ssions: Amulet Q ~ R U ~ U Y U ~  amor +I, bmcm ofamw +I, 
ring ofprotection + i ,  +I kama, +I sling, 2,300 gp. Or: 12,000 

--- -- 
--/- 
/ 

-.-- ----- -- 
-- -- - 

_- - - --- 
-- -m g p  total value. 

+ - 
---- 

I 
--A 

JFVFL IO 
CR 10; HD lodS+lo; hp 58; h i t  +2; Spd 60 ft.; AC 20, 

touch 18, flat-footed 18; Base Ark 4-7; Grp +9; Atk +IO or 
+T2 melee (ld10+2/19-20/~2, unarmed strlke or Id6+4/ 
XZ, kama) or +IO ranged (Zd4+3/x2, sling); Full Afk +i0/+5 
OT +I 2/+7 melee (id3 Ot2/19-20/~2, -Inarmed smke or 
ld6+4/x2, kama) or +10/+5 ranged {1&+3/jr2, sling); SA 
flurry of blows, K E  strike (lawful, magic), unarmed strlke; 
SQevasion, improved evasion, purity cf body, slow fall 50 
Et., Stdl mind, wholeness ofbody; Save Fort +R, Ref+9, W d  
+IO; Srs 14, Dex 14, Con 12, Int 10, Wi: 16, Cha 8. 

Skillsand &eats (52 /8 ) :  Bahnce +9, Climb 4-5, Concentration 
+4, Diplomacy +3, Escape Artist +5, Hide -1.5, Jump +5, 
Knowledge (arcana) +4, Knowledge (religion) +4, Listen 
+4, Move Silently +3, Sense Motive +5. Spot +6, Swim +s, 
Tumble +9; Combat Reflexes, Dodge, hproved  Critical 
(unarmed strike), Improved Disarm, Improved Unarmed 
Strike, Mobility, Stunning Fist, Weapon Focus (kama), 
Weapon Focus (unarmed strike). 



LEVEL 1 1  
CR 11; YD Iid8+11; hp 64; Init +2; Spd 60 ft.; AC 21, 

touch 18, !lat-footed 19; Base Atk +8; Grp +IO; Atk or 
+IS melee (ldi0+2/19-20/~2, unarmed strike or ld6+4/ 
x2, kama: or +SI ranged (ld4+3/x2, ding); Full Atk +ll /+6 
OK +13/+8 melee (ldlO+2/19-2Q/~, unarmed stnke or 
ld6+4/x2, kama) or +II/t6 ranged (ld1+3/x2, sling); SA 
flurry of blows, KI strike (lawful, magic), unarmed smke; 
SQ diamond body, evasion, improved evasion, purify of 
body, slow fall 50 ft., s t i l l  mind, wholeness of body; Save 
Fort +8, Ref c9, W d  +lo; Str 14, Dex 14, Con 12, Int 10, 
Wis 16, Cha 8. 

Skillstan& Feats( 56/S): lBalance+9, Clunb +6, Concentration 
4, Diplomacy +3, Escape Artist +5, Hide +5, Jump +6, 
Knowledge (arcana) +4, Knowledge (religion) +4, Listen 
+s, Move Silentjy +3, Sense Motive +s, Spot +5, Swim +6, 
Tumble +"; Combat Reflexes, Dodge, Improved CriticaI 
(unarmed st d e ) ,  Improved Disarm, Improved Unarmed 
Strike, Mobility, Stunning Fist, Weapon Focus (kama), 
Weapon FNUS (unarmed strlke). 

Posszsslans: Amulet of naturaI amor +I, brurcrs of armor t2, 
nng of pmtxfion +T, +2 kama, +I sling, 2,700 gp. Qtl 21,000 
g p  total va'ue. 

LFVFL I' 
CR 12, HD 12d84-12; hp 69; Init +2; Spd 70 ft.; AC 21, 

touch 18, flat-footed 19; Base Atk +9; Grp +15; Atk + I 2  or 
t14 melee (2d6+2/19-20/~2, unarmed strike or l d h 4 x 2 ,  
kama) or -13 ranged ( id4+4/~2,  sling); Full Atk +12/+7 
OT +14//+4 melee (2d6+2/19-20/~2, unarmed strike or 
ld6+4/x2, kama) or +1?/+8 ranged (ld4+4/x2, sling); SA 
flurry o f b l o ~ s ,  ~i strike (lawful, magic), unarmed sttlke; 
SQ abundant step, diamond body, evasion, improved eva- 
sion, puritv of body, slow fafall 60 ft., s t d  mind, wholeness 
of body; Save Fort +9, Ref +IO, W d +11; SIT 14, Dex 15, 
Con 12, h t  10, \Vis 16, Cha 8. 

Shills and Feats (60/9): Balance +9, CLimb +6, 
Concentrarion +4, Diplomacy +3, Escape Artist +5, Hide 
+6, Jump +&, Knowledge (arcanal 4, Knowledge (rel i~on)  
+4, Listen +5, Move Silently +6, Sense Motive 4-5, Spot +6, 
Swim +6, Tumble +9; Combat Reflexes, Dodge, Improved 
Critical (unarmed strike), Improved I)isarm, hproved  
Grapple, Improved Unarmed Strike, Mobility, Stunning 
Fist, Weapon Focus (kama), Weapon Focus (unarmed 
strike). 

Possesstotis: AmuEd of nahral  ammr + I ,  bracers of a m o r  *2, 
nng ofpml.*ctron +I, +2 kama, +2 sling, 2,300 gp. 27,000 
gp total value. 

LFVFT, 13 
CR 13; r4D 13d8+13; kip 75; Init +2; Spd 70 ft.; AC 21, 

touch 18, flat-footed 19; Base ktk +9; Grp +IS; Atk + I 2  01 
+14 melee (2d6+2/19--20/xZ, unarmed strike or Zd6+4/x2, 

nduia) UI -13 idiigcu ~rurr-r ,n+ J I U L ~  

+14/+9 melee (2d6+2/19-20/~2, una 
XI, kama) or + ~ 3 / + 8  ranged (ld4+4/x 

danE step, diamond body, diamond soul, evasion, imp 
evasion, purity of body, slow fall 60 ft., sdE mind, yr 

ness of body; Save Fort t9, Ref +IO, Will +ti; Str 14 
15, Con 12, Int 10, Wis 16, Cha 8. 

shills and Feats (64/9): Balance +9, Climk 
Concentration +4, Diplomacy +3, Escape Artist +7, 
+6, Jump +6, Knowledge (arcana) +4, Knowledge (reh 
4, Listen +5, MQW Silently +6, Sense Motive +6, SQ 
Swim +6, Tumble +9; Combat Reflexes, Dodge, Imp 
Critical (unarmed strike), Improved Disarm, Improved 
Grapple, Improved Unarmed Strike, Mobility, Smnning 
Fist, Weapon Focus (kama), Weapon Focus (unarmed 
strike). 
Posa~sionr:Amu~etofnafum~ u m o r + I ,  bracers ojam?or+2, 

nngofgmtertion +1, +2 hama, +2 sling, 10,000 gp. Or. 35,000 
gp total value. 

blows, Ki strike (lawful, magic), unar-.. 
I - -  

LFVET, 14 
CR 14; H D  14d8+14; hp 80; Init +2; Spd 70 ft.; AC 21, 

touch 18, flaz-footed 19; Base Atk +IO; Grp +I&; Atk +13 or 
+16 melee (2d6+2/19-20/~2, unarmed s t r h  or ld6+5/x2, 
kama) or +t4 ranged (1d4+4/~2, sling); Full Ark +l3/+& 
or +16/+ii melee (Zd6+2/19-20/~2, unarmed strike OT 
ld6+5/x2, kama) or +14/+9 ranged (id4+4/x2, sling); SA 
flurry of blows, Ki strike (lawful, magic), unarmed strke; 
SQabundant step, diamond body, diamond soul, evasion, 
improved evasion, purity of body, slow fall 70 ft., s t d  
mind, wholeness ofbody; Save Fort +io, Ref+11, W d  +12; 
SFr 14, Dex 15, Con 12, Int 10, Wis 14, Cha 8. 

skills a d  Feats (CS/9):  Balance +9, Climb +6, 
Concentration 4, Diplomacy +?, Escape Artist +7, Hide 
+6, Jump +6, Knowledge (arcana) +6, bowledge (rehgion) 
+6, Listen +5, Move Silently +6, Sense Motive +6, Spot +7, 
Swim +6, Tumble cy; Combat Reflexes, Dodge, Improved 
Critical. (unarmed stnke), h p v e d  Disarm, Improved 
Grapple, Improved Unarmed Strike, Mobility, Stunning 
Fist, Weapon Focus (kama), Weapon Focus (unarmed 
strrke). 

Forsessions: Amulet ofnafuml umnr +I, bracer5 of amar +2, 

nngofprokchn +1, +3 kamra, +2 Sling, 10,000 gP. or: 45,000 
g p  tota 1 value. 

LFVFL '5 
CR 15; SED 15d8+1S; hp 86; Init +3; Spd 80 fr., AC 

25, souch 21, flat-footed 22; Rase Atk +ti; Grp +IT; Atk 
+I4 or +I7 melee (2d6+2/19-20/~2, unarmed stnke or 
ld6+5/19-20/~2, kama) or +i6 ranged (Zd4+4/x2, sling); 

T J  V L  

36-4/ 
rry of 
abun- - 
roved 
Thole- 
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roved 
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Full Atk +14/+9 or +17/+12 melee / 2d6+2 /19 -2@/~2 ,  
unarmed strike or l d 6 + ~ / ~ - 2 0 / x 2 ,  kama) or +16/+11 (- 
ranged (1d1+4/x2, sling); SA flurry of blows, Ki sttlke . 
(Eawhl, magic), quivering palm, unarmed strlke; SQabun- 
dant step, diamond body, diamond soul, evasion, improved 
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of body, slow fall 70 ft., stif1 mind, whoIe- 
we  Fort +IO, Ref +22, Will +13; Str 14, Ilex 
!, Int 10, Wis 16 (18), Cha 8. 
Feats (72/10): Balance +IO, Climb +6, 
+5, Qiplomacy +4, Escape Artist +8, Hide 

Knowledge (armna) +6, Knowledge (reli- 
n +8, Move Silently +7, Sense Motive +7, 
i-6, Tumble +lo; Combat Reflexes, Dodge, 
ical (kama), Improved Critical (unarmed 
7ed Disarm, Improved Grapple, Improved 
:e, Mobility, Stunning Fist, Weapon Focus 
n FOCUS (unarmed strike). 
mulet of natural a m o r  + 1, bmcprs Of Umor +3, 
'1 +I, c3 kama, +2 sling, gloves of DcKfrnt)' +2, 
m +2,11,000 gp. Or: 59,000 gp rota! value. 

LEVEL 16 
CR 16; HD 16d8+16; hp 91; h i t  4; Spd 80 ft.; AC 

26, touch 22, flat-footed 22; Base Atk +I& Grp +18; Ark 
+I5 or +IS melee {2d8+2/19-20/~2, unarmed strike or 
ld6+5/19-20/~2, karna) or +18 ranged (ld4+4/x2, sling); 
Fd1 Atk +15/+10 or +18/+13 melee (2d8+2/19-20/~2, 
unarmed smke or ld6+5/19-20/~2, kama) or +i8/+13 
ranged (1 d4-t4/x2, shng); SA flurry of blows, Kr stnke (ada- 
mantine, lawful, magic), quivering palm, unarmed stnke;  
SQabundant step, diamond body diamond sod, evasion, 
improved evasion, purity of body, slow fa11 80 ft., s d l  mind, 
wholeness ofbody; Save Fort +11, Ref +14, WdI +14; Str 14, 
Dex Pb {18), Con 12, h t  I O ,  Wis 16 (18), Cha 8. 

Skills and Feats (7h/IO): Balance +11, CIirnb +7, 
Concentration +5, Diplomacy +4, Escape Artist +9, Hide 
t.8, Jump 4-7, Knowledge (arcana) +6, Knowledge (reli- 
gion) +t;, Listen +8, Move Silently +9, Sense Motive +7, 
Spot t8, Swim +7, Tumble +11; Combat Reflexes, Dodge, 
Improved Critical (kama), Improved Critical (unarmed 
strike 1, Improved Disarm, Improved GrappIe, Improved 
Unarmed Stnke ,  Mobility, Stunning Fist, Weapon Focus 
(kama), Weapon FQCUS (unarmed strlke). 

Posscssms: Amulet ofnahrraI a m m  +I, bracers of a m o r  +3, 
nng ofpmtecfton +i, +3 kama, +2 sling, glmes of Dder i ty  +2, 
penapt ofwisdom +2,29,000 gp. Or: 77,000 gp total value. 

LEVEL 17 
CR 17; HD 17d8+17; hp 97; Init +4; Spd 80 ft.; AC 

27, touch 23, flar-footed 23; Base Atk +12; Grp +18; Atk 
+15 or +I9 melee (2d8+2/19-20/~2, unarmed strike or 
ld6+6/19-20/~2, kama) or +I8 ranged (ld4+4/x2, sling); 
Full Atk +1sJ+10 or +19/+14 melee (2d8+2/19-20/~2, 
unarmed strike OT Id6+6/19-20/~2, kama) or +I8/+13 

Shills and Feats ( S O / l O ) :  Balance +11, Climb + J ,  
Concentration +5, Diplomacy +4, Escape Artist +9, Hide 
+8, Jump +7, Knowledge (arcana) +6, Knowledge (reli- 
gion) -1.6, Listen +IO, Move Silently +9, Sense Motive +7, 
Spot +IO, S w i m  +7, Tumble +ti; Combat Reflexes, Dodge, 
Improved Critical @ma), Improved 'Critical (unarmed 
strhe), Improved Disarm, Improved Cirapple, Improved 
Unarmed Strke, Mobility, Stunning Fist, Weapon Focus 
(kama), Weapon Focus (unarmed strike). 

Powssions: Amulet of natura! U ~ O Y  +1, bracers of a m o r  +3, 
ring of protection +2, 4 kama, +2 sling, gloves of Dexterity +I, 
perrnpt of Widom +2, 9,000 gp. Or: 100,0(10 g p  total value. 

LFVFL I8 
CR 18; HD i8d8+18; hp 102; Init i4 ;  Spd 90 ft.; AC 28, 

touch 23, flat-footed 24; Base Ark s13; C q  +19; Atk +I6 or 
+ZI melee (2d~+2/19-20/~2, unarmed s t n k e  or 1d6+7/19- 
20/x2, kama) or +I9  ranged (1d4+4/x1, sling); Full Atk 
+16/+11/+6 or +21 /+I b/+ l  I melee (2d8+2/19-20/~2, 

unarmed strike or 1 dh+7/19-20/~2, kaina) or +19/+14/+9 
ranged (ld4+4/x2, sling); SA flurry of blows, Ki strike 
(adamantine, lawful, magic), quivering palm, unarmed 
strrke; SQ abundant step, diamond body, diamond soul, 
evasion, improved evasion, puriry of body, slow fa11 90 ft., 
still mind, timeless body, tongue of the sun and moon, 
wholeness of body; Save Fort +I?, Ref +is, Will +15; Str 
14, Dex 16 (181, Con 12, hit 10, wis 16 ( 3 P), Cha 8. 

skills and Feats ( 8 4 , ' ~ ) :  Balance +IS, Climb +7, 
Concentration c5, Diplomacy +4, Escape Artist +9, Hide 
+8, Jump +7, Knowledge (arcana) +6, Knowledge (reli- 
gion) +6, Listen +IO, Move SilentIy +9 Sense Motive +7, 
Spot +lo, Swim +7, Tumble +la;  Combet 'Reflexes, Dodge, 
Improved Critical (kama), Improved Critical (unarmed 
srrike), Improved Disarm, Improved CkappIe, Improved 
Unarmed Strike, Mobility, Spring Attack, Stunning Fist, 
Weapon Focus (kama), Weapon Focus (marmed strike). 

Possessions: Amulet of n a t u d  urnor +2, bracers o f a m o ~  t3, 
ring of protection +2,  +5 kama, +2 sling, gloves of Dertcrity +2, 
penapt of Wisdom +2, 38,000 gp. Or: 130,000 gp total value. 

LCVFL hg 
CR 19; WD 19d8+20; hp 127; Init -5; Spd 90 ft.; AC 30, 

touch 25, flat-footed 25; Base Atk +14; C.rp +21; Atk +IS or 
+23 melee (2d8+3/19-20/~2, unarmed smke or ld6+8/19- 
2 0 / ~ 2 ,  karna) or +21 ranged (ld+t5/x2, s h g ) ;  Full Atk 
+I 8/+13/*8 of +23/+18/cI 3 melee (2d8+3/19-2Q/x2, 
unarmed strike or ld6+8/19-20/~2, kama) or +21/*16/+11 
ranged (Zd4+5/x2, sling); SA fluny of blows, Ki 5 d e  (ada- 
mantine, lawful, magic), quivering palm, unarmed strike; 



APPENDIX: NPC STATS 

,O gp total value. 
. 

; A L  18, - 
+5 melee 
x3, long- 
word) or 
;SQmra 
: Fort +6, 

Spot +IT, Swim +8, Tumble *14; Combat Reff exes, Dodge, 
Improved Critical (kama), Improved CriticaI (unarmed 

Unarmed Strlke, Mobility, Spring Attack, Stunning Fist, CR 2; HD 2dZOt2; hp 17; Init -1; bpd 30 ft 
Weapon Frncus (kama), Weapon Focus (unarmed strlke). touch ', Base 'q +4; 

Possesslops: Amukt of natural a m m  +2, brucers o f u m o ~  +4, (Zd8+2/19-20/x2, longsword) Of +2 ranged d8/ 
nwg ofprot;ctron +2, +5 kama, +2 sling, gloves of Dexterity +4, bow); Full Atk +5 mefee (ldE+2/19-20/~2, longs 
p~napt of ~ d o m  +4, pule blue Ioun stone, pink Ioun stonc, +2 ranged ( id~jx3 ,  longbow); SA smite evil ~ J d a y  

of good, defect evil, divine grace, lay on hands; Saw 36,000 gp Dr 170,000 gp total vdue. 
Ref +I, Wilt t3; str 14, Dex 8, Con 22, h t  10, Wis 1 

Shills and Feats ( l o / f ) :  Concentration +3, Diplorn 
Handle Animal +3, Weal +3, Knowledge (religion) + 
+I, Sense Motive +2; Weapon Focus (hngsword). 

hssesaons: h l f  plate, h e a v  steel shield, masti 
longsword, masterwork longbow, 650 gp. O r  2,( 
total value. 

Iongsword, Xongbow, 350 gp. Or: 90 

stnke), Improved Disarm, Improved Grapple, Improved LFVFL a 

LEVEL 2 0  15. 
CR 20; RD 20d8+22; hp 133; h i t  +6; Spd 90 ft.; AC 

33, touch 27, flat-footed 27; Base Atk +15; Grp +22; Atk 
+19 or +2+ meIee (2d10+3/19-20/~2, unarmed strike or 
Id6*8/19-20/~2, kama) OT +23 ranged (ld4+5/x2, sling); 
Full Atk +19/+14/t9 or +24/+19/+14 melee (2d10+3/19- 
20Jx2, unmned strike OT ld6+8/19-20/~2, kama) or 
+23/+18/+13 ranged (1d4+5/x2, s h g ) ;  SA flurry ofblows, 
KI strlke adamantine, lawful, magic), quivering palm, LFVEL 3 
unarmed 5trike; SQ abundant step, diamond body, &a- CR 3; HD 3d1Q'3; hp 24; Init 'pd 3o ft.; ' 

touch 9,  flat-foored 18; Base htk +3; Grp +5; Atk +6 
(ld8+2/19-20/~2, longsword) or +3 ranged (ldS/x3, iut~g- 

rnond soul, empty body, evasion, improved evasion, per- 
fect self, purity of body, slow fall any distance, stili mind, 
timeless bndy, tongue of rhe sun and moon, mThoI,=ness of 
body; Save ~ooa +14, R,ef+18, will +18; str 14 (16), sex 16 

bow); FLlllAtk +6 me'ee (1dR+2/39-20/x2, longsword) Or 

'3mnd( ld8/x3 ,  longbow); S A s m i t e e d  r/daY;SQaum 
of courage, aura of good, detect evil, divine grace, divine 
health, lay on hands; Save Fort +6, Ref+& will 4-4; Str 14, 
Dex *, 

(22), con 3 2 (14), Int 10, Wis 17 (23), Cha 8. 
skl~ls a,ld Feats ( 9 2 ~ j r ) :  ~~l~~~~ +17, ,-limb +8, 

Concentration +6, Diplomacy +5, Escape Artist +lI, Hide 
+12, Jump +8, Knowledge (arcana) +6, &owledge (reli- 
gion) +6, Listen +? 2, Move Silently +II, Sense Motwe +IO, 
Spot +12, Swim +8, Tumble +IT; Combat Reflexes, Dodge, 
Improved Critical (karna), Improved Critical (unarmed 
srrlke), Improved Disarm, Improved Grapple, Improved 
Unarmed Strike, Mobility, Spring Attack, Stunning Fist, 
Weapon Focus (kama), Weapon Focus (unarmed strike). 

Possessionr: i4mttkf of natural n m o ~  +2, h c e r s  of a m o r  4, 
nng of protrctmn +2, +5 kuma, +2 ding, gloves of Dexterity +6, 
Fenapt of lYTisdorn +6, pale blue Ioun stone, pink Ioacn stone, 
3h,000 gp. Or: 220,000 gp total value. 

12, Int lo, wis 13, 

LFVFL I 
CR I; HD I d l m i ;  hp 1 1 ;  h i t  -1; Spd 30 

ft.; AC 17, much 9, flat-footed 17; Base Atk 
+l; Grp +3; A\tk +4 melee (Id8+2/19-20/~2, 
longsword or +o ranged ( 3  d8/x3, longbow); 
Full Atk t4 melee (ld8+2/19-20/~2, longsword) or +O 
ranged ( i  d4, /~3,  longbow); SA smite evil ?/day; SQaura of ,,- 
good, deterf w7l; Save Fort +3, Ref 
8, Con 12, Tnr IO, Wis 13, Cha IS. 

S h h  anr' Fcuts ( P / I ) :  Concentration +3, Diplomacy 
+3, HandJe Animal +3, Heal +3, KnowIedge (reli- 
gion) +I ,  Smse Motive 42; Weapon Focus (Iong- 
sword) . 

- 

3, Cha 

acy +3, 
1,Ride I 

mvork 
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LFVl 
CI 

(ids 
touc 

bow’ 
+4 f; 
undt 
rlfwi, 

): Concentrahon t.3, LhpLomacy +3, 

a1 +3, Knowledge (nobility and roy- 
,eligion) +2, Ride +I, Sense Motive 
, Weapon Focus (longsword). 
ork half plate, heavy steel shield, 
d, masterwork longbow, 1,150 gp. 

?,50@ g p  total value. 

El, 4 
2 4; KD 4d10+4; hp 30; Init -I; Spd 30 ft.; AC 19, 
h 9, flat-footed 19; Base Atk 4; Grp +6; Ark +7 melee 
+2/19-20/&, longsword) or +4 ranged (Id8/x3, tong- 
); Full Atk +7 melee (1ds+2/19-20/~2, longsword) or 
mged (1d8/x3, longbow); SA smite evil i /dap turn 
:ad S/dav; SQaura  of courage, aura of good, detect cud, 

yII .,le grace, divine health, lay on hands; Save Fort +7, Ref 
+2, W a  +5; Str 14, Dex 8, Con 12, Int 10, wi3 14, Cha 15. 

skills and feats (14/?):  Concennation +3, Diplomacy +3, 
Handle Animal +3, Heal +4, Knowledge (nobility and r o p  
alty) -I, bowledge (religion) 4-3, Ride +2, Sense Motive 
+3; Improved Turning, Weapon Focus (Iongsword). 

~ ~ l l n d i r t  ~ p e l l s  hepawed ( I ;  save DC 12 + 5 ~ ~ 1 1  level): 1st 
- bless. 

masterwork longsword, masterwork bsngbow, I,OOQ gp. 
Or  3,300 gp total value. 

LFVFL 5 
CR 5; HD 5d10+5; hp 37; Init -1; ,Spd 30 ft.; AC 19, 

touch 9, flat-footed 19; Base Atk +5; Gy +7; Ark +8 melee 
(ld8+2/19-20/~2, longsword) or +5 ranged (lds/x3, long- 
bow); Full Atk +8 melee (ld8+2/19-20/~2, longsword) or 
+5 ranged (id~/x3, longbow); SA smite evil zjday, turn 
undead SJdaY; SQaura of courage, aura of good, detect evil, 
divine grace, divine health, lay on hands, special mount 
(empathic link, improved evasion, share saving throws, 
share spells); Save Fort +7, Kef +2, Will 7 6 ;  Str 14, Dex 8, 
Con 12, Int IO, Wis 14, Cha 15. 

Shills and Ruts (l6/2): Concentration +3, Dipbmacy +3, 
Handle Animal +3, Heal +-+, Knowledge (nobility and roy- 
alty) +I, Knowledge (religion) 4-4, Ridt. +3, Sense Motive 
+3; hproved Turning, Weapon Focus (longsword). 

Paladm SpeIFs hepared (I; save DC 12 + spell level): 1st 
- bless. 

Possearms: M l  plate, masterwork heavy steel shield, 
masterwork longsword, masterwork longbow, 3,300 gp. 
Or: 4,300 gp total value. 

LFVFL 6 
CR 6; HD 6d10+6; hp 43; Init -1; Spd 30 ft.; AC 19, 

touch 9, ffat-footed 19; Base Atk +6; Grp +8; Atk +9 melee 
(Id8+3/19-20/~2, longsword) or +6 rar ged (1d8/x3, long- 
bow); Full Atk +9/+4 melee (lds+3/19-20/~2, longsword) 
or +6/+1 ranged (id8/x3, longbowt; SA smite evil ?/day, 
turn undead S/day; SQaura of courage, aura of good, detect 
wil, divine grace, divine health, lay XI hands, remove 
disease tjweek, special mount (empathic link, improved 
evasion, share saving throws, share spells); Save Fort -1.8, 
Ref +3, W d  +6; SIT 14, Dex 8, Con 12, Int 10, Wis 14, Cha 
15. 
Skdk and Feats (18/3): Concentration +4, Diplomacy +3, 

Handle Animal +3, Heal +4, Knowledge (nobility and roy- 
alty) +i, hourledge (religion) +4, Ride +4, Sense Motive 
+3; Improved Turning, Mounted Comb, Weapon Focus 
(longsword). 

~aladin spells Repared (2; sav~ DC 12 + speII b e l ) :  1st 
- bless, cuw light wounds. 

Possessions: Full plate, masterwork heavy steeI shield, 
+I longsword, masterwork longbow, 2,900 gp. Or: 5,600 $p 

t d  value. 

LFVFL 7 
CR 7; HD 7d10+7; hp 50; Init -1; Spd 30 ft.; AC 20, 

touch 9, flat-footed 20; Base Atk +7; Grp +9; Atk +lo 
melee (ld8+3/14-20/~2, longsword) or +7 ranged (I&/ 
x3, longbow}; Full Atk +10/+5 melee (ld8+3/19-20/~2, 
longsword) or +7/+2 ranged (idsJx3, hgbow);  SA smite 
evi1 z/day, turn undead s/dap; SQ aura of courage, aura of 
good, detect evd, divine grace, divine health, lay on hands, 



improved evasion, share saving throws, share spells); S3ve 
Fort +8, Rpf  +3, Will +6; Str 24, Dex 8, Con 12, Int 10, Wis 
14, Cha IS 

skills and Feats (20/3): Concentration +4, Diplomacy +4, 
Handle Animal +3, Heal +4, Knowledge (nobility and roy- 
alty) +I, Knowledge (religion) +4, Ride +4, Sense Motive 
+4; Imprw-ed Turning, Mounted Combat, Weapon Focus 
(longsword). 

~aladin Spells hpared ( 2 ;  save DC 12 + spell l e d ) :  1st 
- bless, cure light wounds. 

possess ton^: +I full plate, masterwork heavy steel shield, 
+ f  Emgswtrvd, masrework longbow, 1,900 gp. Or: 7,200 gp 
total value 

LEVEL 8 
CR 8; J-fD 8d10+8; hp 56; h i t  -I; Spd 30 ft.; AC 21, 

touch 9,  fat-footed 21; Base Atk +8; Grp +lo; Atk +I1 
melee (id~+3/19-20/~2, Iongsword) or +8 ranged (t ds/ 
x3, longbow); Full Atk +ll /+6 melee (1d8+3/19-20/~2, 
longsword or +8/+3 ranged (idg/xS, longbow); SA smite 
evil 2/day. turn undead 6/day; SQaura ofcourage, aura of 
good, deter' evd, divine grace, divine health, lay on hands, 
remove diwase l/week, specid mount (empathic link, 
improved evasion, improved speed, share saving throws, 
share spells); Save Fort +io,  Ref t.4, Will +7; Stt  3 4, Dex 8, 
Con 12, Inr 10, Wis 14, Cha 16. 

skills and Feats (22/3): Concentrarion +4, Diplomacy i 5 ,  
Handle Animal +4, Heal +4, Knowledge (nobirity and roy- 
alty) +T, Knowledge (religion) 4, Ride +4, Sense Motive 
+4; Improved Turning, Mounted Cambat, Weapon Focus 
(longsword). 
Paladin ~ p d l s   pared (2/1; save DC 12 + spell hd): 1st 
- bless, GUT Eight wounds; 2nd - shield other. 

Possessions: +I full piate, t j  heavy steel shield, + I  longsworcl, 
mastenvork longbow, 3,100 gp. Or: 9,400 g p  total d u e .  

LEVEL 9 
C R  9; H D  9dIOc9; hp 63; Init -1; Spd 30 ft.; AC 22, 

touch 10, Ilat-footed 22; Base Atk +9; Grp +1I; Atk +I2 
meIee ( id~t3 /19-20/~2 ,  longsword) or +9 ranged (Ids/ 
x3, longbow); Full Ark +12/+J melee (ldS+3/19--20/xZ, 
longword or +4/+4 ranged (1ds/x3, longbow); SA smite 
evil 2/day. ruin undead G/day; S Q  aura of courage, aura of 
good, detect ev i l ,  divine grace, divine health, lay on hands, 
remove diqease 2/week, special mount (empathic link, 
improved evasion, improved speed, share saving throws, 
share spelk); Save Fofl +IO, Ref +5, Will c8; Str 14, Dex 8, 
Con 12, Inr IO, v i s  14, Cha 16. 

S k r h  anti Frats (24/4): Concentration +4, Diplomacy +4, 
Handle Animal 4, Heal +6, Knowledge (nobhty and roy- 
alty) c3, fiiowledge (religion) 4, Ride +4, Sense Motive 
++ Improved Turning, Mounted Combat, Ride by Attack, 
Weapon Focus (longsword). 

Madin SprlIs Prepred (2/1; save DC 12 + spell level): 1st 
-bless, c u r  light wounds; 2nd -shield other. 

tion +I, +I longsword, rnastenvc 
12,oou gp total value. 

LFVFL 1 0  
CR 10; HD 10d10+10; hp 69; h i t  -1; Spd 30 fi 

touch 10, flat-footed 22; Base Atk -1-10; Grp +12; 
melee (id8+3/is-zo/s, longsword) or +PO rang 
x3, longbow); FulI Atk +13/+8 melee (Id8+3/1 
longsword) or +10/+5 ranged (1dsJx3, longbow); 
evil 3/day, turn undead 6/day; SQaura of couragl 
good, detect evil, divine grace, divine health, lay o 
remove disease ~Jweek, special mount (empaK 
improved evasion, improved speed, share saving 
share spells); Save Fort +11, Ref +5,  W d  +8; Str 1 
Con 12, Int IO,  Wis 14, Cha 16. 

Skills and h u t s  (26/4);  Concentration 4, Diplo 
Handle Animal +5, Heal +6, howledge (nobility 
alty) +3, Knowledge (religion) 4, Ride +5, Senst 
++ Improved Turning, Mounted Combat, Ride b. 
Weapon Focus flongsword). 

~alad in  SpelIr   re pared (z/z; save DC 22 + spell I 
- bless, cure light wounds; 2nd - shield other, zone I 

~ossessions: +I full plate, +I heavy rteel shield, ring 
tron + I ,  +i Eot-igs~uord, masterwork longbow, 7,70( 
16,000 gp total value. 

LCV€L I 1  
CR 11; HD lldIO+l?; hp 76; Init -1; Spd 30 ft 

touch IO, flat-footed 22; Base Atk +I?; Grp +13; 
melee (id8+-+/19-20/~2, longsword) or +II rang 
x3, longbow); Full Atk +15/+10/+5 melee (I&M 
d, longsword) or +i1/+6/+1 ranged (ids/x3, IC 
SA smite evil 3Jday, turn undead 6jday; SQ aura 
age, aura of good, detect evr1, divine grace, divine hr 
on hands, remove disease 2/week, special mount (I 
creatures of same hnd, empathic link, improved 
improved speed, share saving throws, share speI 
FOIT c l l ,  Ref+5, Will +8; Str 14, Dex 8, Con 12, In 
14, Cha 1.6. 

skill5 and Feats (2&/4): Concentration 4, Dip101 
Handle Animal +5, Heal +6, Knowledge (nobility 
a l t y )  +3, Knowledge (religion) +6, Ride i s ,  Sensf 
++; Improved Turning, Mounted Combat, Ride b! 
Weapon Focus (longsword). 

FhEadin S p d s  h p a w d  (2J2; save DC 12 t spell I 
- bless, LUK light wounds; 2nd - shield other, zone 1 

~ossessions: +I full plate, + I  heavy steel shield, nng 
fim +I, +2 longsword, masterwork longbow, 7,SOC 
21,000 gp total value. 
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LEVEL 12 

CR 12; HD 12d10+12; hp 82; Init -1; Spd 30 ft.; AC 23, 
touch IO, flat-footed 23; Base ktk +12; Grp +l+ Atk +16 
melee (Id84/19-20/~2, longsword) or +12 ranged (Ids/ 
x3, longbow); F d  A& +P6/+1 l/+6 melee (ld8+4/19-20/ 
x2, longsword) or +12/+7/+2 ranged (Ids/x3, longbow); 
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isease > l w e e ~ ,  special mounr (corn- 
VIUI-.. _ _  -..-de kind, empathic link, improved 
evasion, improved speed, share saving throws, share 
spells); Save Fort +13, Ref +7, W& +1Q; S t r  14, Dex 8, Con 
1Z Int 10,Wis 14, Cha 17 (19). 

~kr:lr and Scats (30/5): Concentration +4, Diplomacy +6, 
HandIe h i rna l+7 ,  Heal +6 ,  Knowledge (nobility and my- 
alty) +?, Knowledge (religion) +6, Ride +6,  Sense Motive 
+4; Improved Critical (longsward), Improved Turning, 
Mounted Combat, Ride by Attack, Weapon Focus (long- 
sword). 

Pulndirt Spek m a r e d  (1 /2 /2;  suw DC 12 + spell !cud): 1st 
- bless, cure light wounds; 2nd - shtdd other, zenc oftruth; 
3rd - praver. 

PQSWSWTS: 42 full plate, +I heavy steel shield, nng of pro- 
tectrorr +I, +2 Inrzgsword, masterwork longbow, doak of 
Chnnsmr~ +2,6,500 gp. or: 27,000 g p  total value. 

TXVFL 13 
CR 13; HD 13d10+13; hp 89; h i t  -1; Spd 30 ft.; AC 

24, touch 10, flat-footed 24; Base Atk +13; Grp t15; 
Atk +ii melee ( ld~+4/19-20/~2 ,  longsword) +13 
ranged (Zd8+1/x3, longbow); Full Atk +17/+12/+7 melee 
(ld8+4/ 1 9 - 2 0 / ~ 2 ,  longsword) or +13/+8/+3 ranged 
(ld8+l/rc3, longbow); SA smite evil 3/day, turn undead 
7/da!.; SQaura of courage, aura of good, de1Prt  PI^, divine 
grace, divine health, lay on hands, remove disease 3/week, 
special mount (command creatures of same kind, empathic 
h k ,  improved evasion, improved speed, share saving 
throws, Aare spells); Save Fort +13, Ref +7, Will + l o  Str 
14, Dex 3, Con 12, Int 10, Wis 24, Cha 17 (19). 

Skills m d  Feats (32/5): Concentration +6, Diplomacy +h, 
Handie . h i m a 1  t7, Heal +6, Knowledge (nobility and my- 
alty) +3, Knowledge (religion) +6, Ride +6, Sense Motive 
+4; I r n p v e d  Critical (longsword), Improved Turning, 
Mounted Combat, Ride by Attack, Wcapon Focus (long- 
sword). 

P d d r  S p d k  Prepared (2/2/1; saw DC 12 t spd leuel): 1st 
- b l w ,  cure hghf wounds; 2nd - shield other, zone of truth; 
3rd -prayer. 

hsres.cions: +2 f i r l l  plate, +2 heavy steel shreld, ring ojpvotcc- 
tron t 2, .I 2 longswed, +I longbow, clonh ofCharisma +2, 9,500 
gp. 0-r: 35,000 g p  totar value. 

LFVFL I 4  
CR 1% HD 14dfO+1+ hp 95; Init -1; Spd 30 ft.; AC 

24, touch 10, flat-footed 24; Base Atk +14; Grp +16; 

Atk +I? melee (ld8+5/19-20/~2, longsword) or +14 
ranEed 41d8+l/x3, longbow); Full Atk +19/+14/'+9 melee 

., ---- . , ,-, ,. 
Skrh and Feats (34 /5 ) :  Concentration +6, Diplomacy +6, 

Handle Animal +7, Kea! +6, KnowIedge (nobiIiry and m y -  
alty) +3, Knowledge (religion) 46, Ride +6,  Sense Motive 
c6; Improved Critical (longsword), Imprwed Turning, 
Mounted Combat, Ride by Attack, Wmpon FKUS (long- 
sword). 

Paladin spells mared (3/2/1; save DC 12 + spell Ieud): 1st 
- bless, cure light wounds, magic weapon; 2nd - shield ather, 
zone oftmth; 3rd - prayer. 

Posscss~ons: +2 f i l l  plate, +Z heuvy steel chwld, nng ofpmtec- 
t10n +I, +3 longnvord, +I longbow, c h b  OJ charisma +2, 9,500 
gp. Or: 45,000 gp total value. 

LEVEL I5 
CR 15; HD 95d10+15; hp 102; Init -3 ; Spd 30 fi.; AC 26, 

touch 10, flat-footed 26; Base Atk +I5 Grp +17; Atk +2O 
melee (Id8+5/19-20/~2, longsword) or t15 ranged (ids+i/ 
x3, longbow); Full Atk +20/+15/+10 mrree (ld8+5/19-20/ 
x2, longsword] or + 15/+10/+5 ranger! (1 dS+f/x3, long- 
bow); SA smite evil 4/day, turn undead 7/day; S Q a u r a  
of courage, aura of good, detect evil, divine grace, divine 
health, lay on hands, remove dise3.e -+/week, special 
mount (command creatures of same hnd, empathic link, 
improved evasion, improved speed, sl- are saving throws, 
share spells, spell resistance); Save Fort +14, Ref +9, W d  
+ll; Str 14, Dex 8, Con 32, Int 10, Wis 14, Cha 17 (19). 

Skills and Feats (36/6)): concentration +6, Diplomacy +6, 
Handle Animal +7, Heal +6, Kflowledge (nobility and TOY- 

a h )  t.5, Knowledge (religion) +6, Ridc +t;, Sense Motive 
+6; Improved Critical (longsword), Improved Turning, 
Mounted Combat, Ride by Attack, Spirited Charge, 
Weapon T o a s  (longsword). 

Paladin Spells hpared (3/2/1/1; save US 12 + spll Ietd): 1st 
- blcss, cure light wounds, magic weapon; 2nd - shield other, 
zone oftruth; 3rd - payer, 4th - cure sl'nous wounds, 

hssessaons: +Z f d l  plate, 4-3 heavy steel h e l d ,  rfng of votec- 
tion +I, +? Eongword, +I longbuw, cloak of 3mrrsma +2,13,500 
gp. Or: 59,000 gp total value. 

LEVEL 16 
CR 16; HD 16d10+16; hp 108; Init -1; Spd 30 ft.; AC 

28, touch 11, flat-footed 2% Base Atk +16; Grp +IS; A& 
+21 meree (Id8+5/19-20/~2, Iongswcbrd) or +I6 ranged 
(ld8+1/x3, longbow); FuU Atk +21/+16/+11/+6 melee 
(ld8+5/19-2Q/x2, longsword) or +16,/+11/+6/+1 ranged 
(ld8+1/x3, longbow); SA smite evil " /day,  turn undead 
8/day; SQ aura of C O U q e ,  aura of good, detect evil, divine 
grace, divine health, lay on hands, remnve disease #week, 
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Handle Animal +9, Heal +6, Knowledge (nobilr 
alty) +5, Knowledge (religion) +6, Ride +8, Sei 
+6; Improved Critical (longsword), Irnprovei 
Mounred Combat, Ride by Attack, Spirite 
Weapon FOCUS (longsword). 

" _"".< .,, * .,., ,>Y, u,. Y " I . L . * I L * U L I " I I  I ", Y l y L v l ' n a L y  

+8, Hand:e Animal +9, Heal +6, Knowledge (nobility 
and rovalm) +5, Knowledge (religion) +6, Ride +8, Sense 
Motive t A; Improved Critical (longsword), Improved 
Turning, Mounted Combat, Ride by Attack, Spitited 
Charge, Weapon Focus (hgsword). 

1st - b f m ,  cum l~ght I V O U ~ ~ S ,  magic weapm; 2nd - remove 
paralysrs, h e l d  other, zone of rruth; 3rd -prayer, 4th - mrc 
senous ~wovndr. 

~ossess~oi~r: +3 full plate, +3 heavy steel h e l d ,  umzrlet ofnah- 
rul u r n o r  1 I, nng of plection c2, +3 longsword, +I longbow, 
cloak of Cliilrimn +2, 23,500 gp. OT: 77,000 g p  m a l  value. 

PilI~Idin ? p l / s  h?pUPed (3/3/1/1; SdW D c  12 -t S p I f  lWC3): 

L€VFL '7 
CR 17; HD 17d10+17; hp 115; h i t  -1; Spd 30 ft.; AC 

29, touch 11, flat-footed 29; Base Ark t17; Grp +19; Atk 
+23 melee (1d8+6/29-20/~2, longsword) OT 4-17 ranged 
(IdS+l/x3. longbow); Fdl  Atk +23/+18/+13/+8 melee 
(ld8+6/19-20/~2, longsword) or +27 ranged (IdS+l/x3, 
longbow); SA smite evil +/day, turn undead 8/day; SQaura 
of courag~, aura of good, deiect wd, divine grace, divine 
health, Iay u n  hands, remove disease 4/week, specialmount 
(command creatures of same kind, empathic link, improved 
evasion, improved speed, share saving throws, share spelis, 

ty and rov- 
ise Motive 
?I Turning. 
d Charge, 

I 

I 
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F d n d i r  Spells Prepared (3/3/2/1; snue U U  12 t spell level): 
1st - blrrr, cure light wounds, mogic weapon; 2nd - remove 
ramly~is, h e l d  other, Z D ~ E  oftruth; 3rd - mapr circle agarns! 
d, praycK 4th - cure senous wounds. 

~ossessi~ns: +4 ,full plate, +3 heavy sfeel shield, amulet ofnatu- 
rnl amor  +i, nng of protection +z, +4 longword, +I longbotu, 
rlaak u,f Chanrma +2,25,500 gp. Or  1@0,000 g p  total value. 

LEVEL 18  
CR 18 HD 18$10+18; hp 121; h i t  -1; Spd 30 ft.; AC 

30, touch 11, flat-footed 30; Rase Atk +28; Gtp +20; Atk 
+25 meire (ld&+7/19-20/~2, longsword) or +18 ranged 
(ld8+l/x3, longbow); Full Atk +25/+20/+15/+10 melee 
(168+7/19-20/~2, longsword) or + I  x/+I 3/+#/+3 ranged 
( id8+i/x3, longbow); SA smite e d  4/day, turn undead 
8/day SQaura of courage, aura of good, d&ct mI, divine 
grace, dizine beatth, lay on hands, remove disease  week, 
special mount (command creatures of same kind, empathic 
link, improved evasion, improved speed, share saving 
throws, share speus, spell resistance); Save Fort +17, Ref 
+IO, Wilt +13; S t r  14, Dex 8, Con 22, Int 10, Wis 14, Cha 
18 (20). 

Sk~lEs tmd k u t s  (42/7):  Concentration +8, Diplomacy 
t8, Handle Anima! +9, Heal +6, KnowIedge (nobility 
and rovalty) +5, Knowledge (religion) +8, Ride +8, Sense 
MOtiVe +6; Improved Critical (hgsword) ,  Improved 
Turning, Mounted Combat, Ride by htack, Spirited 
Charge, Trample, Weapon Focus (longsword). 

Pahdtt! Spells Repared ( 4 / 3 / 2 / l ;  save DC 12 + spell hd):  
1st - bkrs, bksF water, cum light tcmmds,  mafic wedyon; 2nd 
- remm’e paralysis, shield other, zone of tmtJ2; 3rd - rnngic 
circle ngarnst evil, prayer, 4th - cure wriour wounds. 

~ossess~onr: 4 f u I I  plate, +4 heavy steel s h i ~ l d ,  a m ~ k t  o fnab-  
ral armor +I, nng ofprotection +2, +S long~ttrod, + I  longbow, 
cloak ~f Chansmo +2,30,500 gp. Or: 130,000 g p  total value. 

- 7  -T-----J .,..,..., ......” , ,, , ,. YY..-.,I..AI.-\ .. 
+IO, HandIe Animal +TI, Heal +7, Kcowledge (nobility 
and mvalty) +5, Knowledge (religion) +s, Ride t ~ ,  Sense 
Motive +3; Improved Critical (long: word), Improved 
Turning, Mounted Combat, Ride by Attack, Spirited 
Charge, Trample, Weapon Focus (longsword). 

Madin Spells Prepared ( 4 / 4 / 3 / 2 ;  save 13C 22 + spell level): 
Isr -bless,  bless tunter, mw light u~ounds, mugx weapon; 
2nd - eagle’s rplmdor, r m m e  paralysis, rhield othw, ZQW of 
tmtk; 3rd -magic circle against nnl, prayr, remove curse; 4th 
- cum SenOUS wounds, holy SIUOrd. 



Posresmnc: +4 Jur! plate, +4 hmvy sterl s h i M ,  amulet ot nam- 
rul amor - I, nng of pratechon +2, +5 longsword, +2 longbow, 
cloak of Chnrrsmo i6,#,500 gp. Or: 170,000 gp total value. 

LFVFL 2 0  
CR 20; 140 20d10+20; hp 134, h i t  -1; Spd 30 fr.; AC 

30, touch 11, flat-footed 30; Base Atk +20; Grp +2$ Atk 
+27 meIee (ld8+7/19-20/xZY longsword) or +?i ranged 
(ld8+2/x3, longbow); Full Atk +27/+22/+17/+12 melee 
(ld8+7/19-20/~2, longsword) or +21/+16/+11/+6 ranged 
(ld8+2/x3, longbow); SA ?mite evil S/day, turn undead 
io/day; SQ aura of courage, aura of good, detect E U S I ,  divine 
grace, divine health, lay on hands, remove disease SJweek, 
special moiim (command creatures of same k m d ,  empathic 
link, imprnved evasion, improved speed, share saving 
throws, share spek ,  spell resistance); Save Fort +20, Ref 
+12, will -15; SZr 14, Dex 8, Con 12, Int IO, Wis 14, Cha 19 

skills arid Feats (46/7): Concentration +8, Diplomacy 
+IO, mndle Animal +ti, Heal M, Knowledge (nobhy 
and royalty) +5, Knowledge (religion) +s, Ride +8, Sense 
Motive +P. Improved Critical (longsword), Improved 
Turning, Mounted Combat, Ride by Attack, Spirited 
Charge, Trample, Weapon Focus (longsword). 

~ a l a d m  5pells Prepared (4 / -4 /3 /3 ;  SUWE UC 12 + spell Ecvel): 
1st - btesr. bless water, cure hght wotmds, m a ~ c  weapon; 
2nd - eagle’s splendor, remove pramlysis, shield other, mne of 
truth; 3rd - mapc c m l e  aguinrt evd, prayer, remove w s e ;  4th 
-cure sen~u5 wounds, holy sword, mark ofjushce. 

P o s s c s s i o n ~  +4 f d l  plate, +4 heavy steel shield, nmulet ofnatu- 
rul armor +I, nng of protectton +2, +5 longword, +Z longhmv, 
clonk ofcharjma +6, 94,500 gp. Or: 220,000 gp total value. 

(25) .  

LEVEL I 
CR I; HI3 ids+I; hp 9; Init c2; Spd 30 ft.; AC 15, touch 

12, flat-footed 13; Base Atk i t ;  Grp +3; Atk +4 melee 
(id8+2/19-20/~2, longsword) or +4 ranged (Idgtz/x3, 
composite Tongbow); Full Atk +4 melee (I d8+2/19-20/X2, 
longsword:; or +a melee [ld8+2/19-20/~2, longsword) 
and -5 melee (1d6+2/19-20/X2, short sword); or& ranged 
(lds+2/X?, composite longbow); SA -; SQfavored enemy 
humans +I. wild empathy; Save Fort +3, Ref +4, Will +I; 
str 14, Dex IS, Con 13, Int 10, Wis iz, Cha 8. 

sbllc a d  Feats (24/2): C h b  +3, Handle Animal +I, 
Heal +2, Hide +3, Jump +4, Knowledge (geography) +I, 
Knowledge (nature) +z, Listen +3, Move Silently +3, Ride 
+4, Search ‘1, spot +3, Survival 4, Swim +3, Use Rope +4; 
h c k ,  Weapon Focus (longsword). 

Posasnonr: Studded learher, longsword, masterwork 
composite longbow (+2 Str), 350 gp. Or: 900 g p  total 
value. 

LFVFL 2 
CB 2; HID 2d84-2; hp  15; h i r  +2; Spd 30 ft.; AC 15, Touch 

12, flat-footed 13; Base Atk +2; Grp +4; Atk +b melee 

I- -. I 

(ldt1+2/ 19-2UJX2,  longswora) or +> ranged ( Z f l 8 +  

composite Eongbow), Full Atk +6 melee (ld8+2/19- 
longsword); or +4 melee (ld8+2/I ~ - z o / x ~ ,  long 
and +3 melee (id6+2/19-20/~2, shon sword); or +5 1 
(id8+2/~3, composite longbow); SA-; SQfavosed I 
humans +2, wild empathy; Save Fort +4, Ref +5, Q 
Str 14, Dex 15, Con 13, Int 10, Wis 12, Cha 8. 

Skills and !&ut5 (30/3):  Climb +3, Handle Anin 
Heal +2, Hide +3, Jump 4, Knowledge (geograpl 
Knowledge (nature) +4, Listen +3, Move Silently +: 
+4, Search +2, Spot +3, Survival i 4 ,  Swim i 3 ,  Use R( 
Track, Two Weapon Fighting, Weapon Focus (longs 

Possessrons: Masterwork s tudded  
er, masterwork longsword, masterwork 
sword, masterwork composite lor 
(+2 Str), 700 gp. Or: 2,000 gp totalvalue. 

LFVFL 3 
CR 3; HD 3d84-3; hp 20; Init +2; Spd 30 ft.; AC 15 

12, flat-footed 13; Base Atk +3; Grp +5; Atk +6 
(Zd8+2/19-20/X2, longsword) or +6 ranged (ids 
composite longbow); FuIl Atk +6 melee (1d8+2/19- 
longsword); or +4 meIee (Id8+2/19-~0/~2, longsword) 
and +4 melee (ld6+2/19-2O/X2, short sword); or +6 ranged 
(1d8+2/~3, composite Iongbow); SA -; SQfavored enemy 
humans +2, A d  empathy; Save Fort +4, Ref +5, Will +& 
S t r  14, Dex 15, Con 13, Int 20, Wis 12, Cha 8. 

shills and Feats (36/5): CIimb +3, craft &owmaking) +2, 
HandIe Animal +4, Heal +3, Hide t3, Jump +4, Knowledge 
(geography) +2, Knowledge (nature) 4, Listen +3, Move 
SiJentIy +3, Ride +5, Search +I, Spot +?, Survival +4, Swim 
4, Use Rope ++ Endurance,Track, Two Weapon Fighting, 
Weapon Focus (longsword), Weapon FOCUS (short sword). 

possess~opts: Masterwork studded leather, masterwork 
longsword, masterwork short sword, masterwork compos- 
ite longbow (+2 Str), 1,200 gp. Or 2,500 gp total value. 

L F W L  4 
CR4; HD 4d8+4; hp 25; Init +3; Spd 30 ft.; AC 17, touch 

13, flat-footed 14; Base Atk +4; Grp +6; Atfc +8 melee 
(Id8+2/19-20/X2, longsword) or 4-7 ranged (ld8+2!X3, 
composite longbow); Full Atk +B melee (ld8+2/19-20/X2, 
longsword); or +6 melee (ld8+2/19-20/X2, longsword) 
and +6 meIee (ldA+2/19-20/XZ, short sword); or +7 
ranged (ld8+2/x3, composite longbow); SA -; SQanirnal 
companion (link, share spells), favored enemy humans +2, 
wild empathy; Save Fort +5, Ref +i’, W d  +2; Str 14, Dex 16, 
Con 13, Int 10, wis 12, &a 8. 

SMS and  cats (42/5): Climb +3, Concentration +4, Craft 
(bowmaking) +3, Handle Animal +4, Heal +3, Hide +4, 
Jump i 4 ,  KnowIedge (geography) +3, KnowIedge (nature) 
+s, Listen +3, Move Silently +4, Ride +6, Search +2, 
Spot +3, Survival +4, Swim +4, Use Rope +5; Endurance, f 
Track, Two Weapon Fighting, Weapon Focus (longsword), 
Weapon Focus (short sword). 

Ranger Spells Prepared (2; stave DC 11 + spell level): D 

- Longstrider. 
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Poss~ssrons: +I stsidhd kat  hcr, mastenvork longsword, 
masterwork short sword, masrerwork composite longbow 
(+2 Str), 1,000 gp. Or: 3,300 g p  tutal value. 

LEVEL 5 
CR 5; H D  5d8+5; hp 31; h i t  +3; Spd 30 ft.; AC 17, touch 

13, flat-footed 14; Base Atk +5; Grp 4.7; Atk i 9  melee 
(id8+2J 19-20jx2, longswordj or +x ranged ( t  d8+2/x3, 
composm longbow); Full Atk +9 melee (1d8+2/19- 
20/x2, longsword), or +7 melee (id8+2/19-2~/~2, Iong- 

\ 

sword) and +I melee (fd6+2/19-20/X2, short sword), or 
+8 ranged (ld8+2/X3, composite longbow); SA -; S Q  
animal companion (link, share spells), favored enemv 
eIves +2, favored enemy humans c4, wild empathy; Save 
Fort +5, Rcf+7, WiIl+2; Str 14,  Dex 16, Con 13, Int 10, Wis 
12, Cha 8. 

Skills und reeats (48J5): Climb +3, Concentration 44, Craft 
(bnwmaking) +3, 'Handle Animal +a, Heal +3, Hide +5, 
Jump +4, Knowledge (geography) +3, bowledge  (nature) 
+5, Listen +4, Move Silentlv +5, Ride t6, Search +4, 
Spot +4, Survival +4, Swim +4, Use Fhpe +5; Endurance, 
Track, TWO Weapon Fighting, Weapon Focus (longsword), 
Weapon Focus (short sword). 

R m p  Spdls Yrcpaved (1; snvc UC 11 1 spell level): 0 
- Longstrider. 

mscesaons: +I  studden leather, masttarwork longsword, 
masterwork short sword, masterwork composite longbow 
(+2 Str), 2,000 gp. Or- 4,300 gp total value. 

LEVEL 6 
CR6; HD 6dSt6; hp 37; Init +3; Spd 30 h.; AC 17, touch 

1 3 ,  flat-footed 14; Base Atk +6; Grp t8; Atk s10 melee 
(ldS+3/19-20/X2, longsword) or +IO ranged (ld8+2/X3, 
composite longbow); Full istk +10/+5 melee (I d8+3/19-- 
ZO/XZ, longsword); or +8/+3 melee (ldS+3/19-20/X2, 
longsword) and +8/+3 melee (1dh+2/19-2O/X2, shott 
sword); or +I O/+S ranged (ld8+2/X3, cumposite longhowj; 
SA -, S Q  animal cornpanion (evasion, link, share spells), 
favored enemy elves t2, favored enemv humans 4, wild 
empathy; Save Fort +6, Fkf +8, W d  +3; Str 14, Dex 16, Con 
17, Int 10, Wis 12, Gha 8. 

skills nnd Fmts (54 /7 ) :  Climb +5, Concentration +4, Craft 
(bowmaking) +3, Handle himal  +5, Heal -3, Hide +5, 
Jump +4, Knowledge (geography) +3, IhowIedge {nature) 
+5, Listen +4, Move SiIentlytS, Ride +7, Search +4, Spot +4, 
Srirvival+4, Swim +5, Use Kope +6; Endurance, Improved 
Two Weapon Fighting, Point Blank Shot, Track, Two 
Weapon Fighting, Weapon Focus (longword), Weapon 
Focus (short sword). 

Rangcr Spdfs Prepnrd (2; SULT nC 1 1  + ; p d  hd) :  0 - Jump, 
Longstrider. 

Po'ors~ssionv +I studded k a t h ~ r ,  + P  loq:riuord, masterwork 
short sword, masterwork corn posire longbow (+2 Srr), 
2.300 gp. Or. 5,600 g p  total value. 

LF,VF;b 7 
CR7;HD7dP+7;hp42;Initt3,Spd 3@ft.;AC17,touch 

13,  flat-footed 14; Rase Atk +7; Grp +9; Atk +I1 melee 
( 1  d~+3/13-20/x2, longsword) QT tll ranged (1d8+3/x3, 
composite longbow); Full Atk +11/+6 melee (ld8+3/19- 
z&'x~, Iongsword); or +9/+4 melee (ld8+3/19-2@/X2, 
longsword) and +9/+4 melee (Id6+2/17-2O/X2, short 
sword); or .t 11/+6 ranged (ld8+3/X3, composite Iongbow); 
SA -; SQanimal companion (evasion, link, share spells), 
favored Pnemy elves +2, favored enemy humans 4, wiId 
empathy, woodland strid?, Save Fort -6 ,  Ref +8, Will +3; 
Ftr 14, QPK 16, Con 7 3. Iiit 10, W s  12, Cha 8. 



01yi i i>  urf I n u n  {OW/ I ) .  Liuiiu t3? LuiiL.yiiiraiivn +6, Lrxn 
(bowmaking) t5, HandIe Anima1 +s, Heal +3, Hide +5, 
Jump 4, howledge (geography) +4, Knowledge (nature) 
+6, Listen 4, Meve Silenrly +5, Ride +7, Search +4, Spot +4, 
Survival ~ 4 ,  Swim c5, Use h p e  +6; Endurance, Imptoved 
Two Wemon Fighting, Point Blank Shot, Track, TWO 
Weapon righting, Weapon Focus (longsword), Weapon 
Focus (shea sword). 

Ranger Fpef Is Prepared (2; save DC 11 + spell leud): 0 -Jump, 
Longstrid6.r. 

Posseravw +I rtuddcd lenther, + I  Fongswoni, masterwork 
Short 5Wclrd, +I COWIpQSik lOTlgb0lU (4-2 sh), 900 gp. O K  7,200 
gp total va I we. 

LFVFL 8 
CR 8; 51 D 8d8+8; hp 48; Init +3; Spd 30 ft.; AC 17, touch 

13, flat-footed 14; Base Atk +8; Grp +10; Atk +12 melee 
( I ~ P + ~ / I  0-20/~2, longsword) or +I3 ranged (1 d8+3/~3, 
composite longbow); Frill Atk +12/+7 melee (1ds+3/19- 
2 0 / ~ 2 ,  longsword); or +10/+5 melee (ld8+3/19-20/X2, 
Jongswor6) and +10/+5 melee (1 dC+T/i 3-20/x2, short 
sword); or +13/+8 ranged ( ld8+3/~3,  composite longbow); 
SA -; SQ animal companion (evasion, Iink, share spells), 
favored enemy elves +2, favored enemy humans +4, swift 
tracker, wild empathy, woodland stride; Save Fort +7, Ref 
1.9, Will +:; Srr 14, Dex 17, Con 13, Inr IO, Wis 12, Cha 8. 

skills and h u t 5  (66/7): CIimb +5, Concentration +6, Craft 
(bowmaking) +7, Handle Anima1 +6, Heal +3, Hide +5, 
Jump 4, Knowledge (geography) 4, Knowledge (nature) 
+6, Listen +4, Move Silently +5, Ride +8, Search 4, Spor +4, 
Survival +6, Swim +s, Use RDpe +6; Endurance, Improved 
Two Weaoon Fighting, Point Blank Shot, Track, Two 
Weapon Fighting, Weapon Eocus (longsword), Weapon 
Focus (short sword). 

Rnnger Ypeh h p n r e d  ( 2 ;  save DC I I + spell level): 0 -Jump, 
Longsrridrr. 

Passesriotir: +I studded leather, + i  Iongmord, + I  short sword, 
+1 comprrte longbow (+? Str), 2,400 gp. Qr 9,400 gp total 
value. 

LFVFL q 
CR 9; HD 9d8+9; hp 53; h i t  +3; Spd 30 ft.; AC 37, touch 

13, flat-footed 1% Base Ark +9; Grp + T i ;  Atk +I3 melee 
(ld8+3/17-20/X2, longsword) or +I 4 ranged (%d8+3Jx3, 
composite longbow); Full Ark +13/+8 melee (ld8+3/17- 
20Jx2, longsword); or +I 1/+6 melee (ld8+3/17-20/X2, 
longsword) and +ii/+b melee (1 d6+3/24-2Q/~2, short 
sword); or +14/+9 ranged (id8+3/~3, composite longbow); 
SA -; SQ animal companion (evasion, link, share spells), 
evasion, fivored enemy elves +2, favored enemy humans 
+4, swift tracker, wild empathy, woodland stride; Save Forr 
+7, Ref +?. W d  +4; Sir 14, Dex 17, Con 13, Int IO, Wis 12, 
Cha 8. 

Skills 611:1 Feats (72/$):  Climb +5, Concentration +6, Craft 
(bowmaking) +7, HandIe Animal 4, Heal t3, Hide 4.6, 
Jump +6, bowledge (geography) +4, &owIedge (nature) 
+6, Listen +4, Move Silently t6, Ride +8, Search 4, 

Improved Critical (longsword), Improved TWO 1 
Fighting, Point Blank Shot, Track, Two Weapon Fi 
Weapon Focus (Iongsword), Weapon Focus (short : 

Ranger spds pyepared ( 2 ;  SUWE DC 11 + spell level): 0. 
Longstrider. 

Posr~ssions: + 1 studded leather, +I ~ o n g ~ w o d ,  + I  shor 
+I composlfe h g b o w  (+2 Str), 4,000 gp. Or: i2,DOQ 
vahe. 

JJFVFL 10 
C R  10; HD 1Od8+ 10; hp 59; h i t  +3; Spd TO ft.; AC 11 

14, flat-footed 14; Base Atk +io; Grp +12; Atk +14 
(ld8+3/17-20/~2, longsword) or +I6 ranged (Id&+,/ A,, 

composite longbow); Full Atk c l  4/+9 melee (ld3+3/17- 
20/X2, longsword); or +12/+7 melee (Id8+3/17-20/X2, 
longsword) and +12/+7 melee (ld6+3/19-2O/X2, short 
sword); or +16/+11 ranged (ld8+3/x3, composite long- 
bow); SA -; SQ animal cornpanion (evasion, link, share 
spells), evasion, favored enemy dwarves +2, favored enemy 
elves +z, favored enemy humans +6, swift tracker, wild 
empathy, woodland stride; Save Fort +H, Ref +i  1, Will +4; 
Str 14, Dex 17 (ly), Con 13, Int IO, Wis 12, Cha 8. 

S h i h  and Fmts (78/8): Climb +6, Concentration +6, Craft 
(bowmalung) +7, Handle Animal +7, Heal +3,  Hide +7, 
Jump +6, Knowledge (geography) +6, Knowledge (nature) 
+8, Listen +4, Move Silently +7, Ride +IO, Search +4, 
Spot +4, Survival +6, Swim +6, Use Rope +7; Endurance, 
hproved Critical (longsword), hproved  Two Weapon 
Fighting, Point Hank Shot, Tmck, Two Weapon Fighting, 
Weapon Eocus (longsword), Weapon Focus (short sword). 

Ranger Spells h p a r c d  (2/P: save DC 11 + spell kid): 0 

-Jump, Longstrider; 1st -Snare. 
Porrcsrions: +I s i d e d  leather, +I longsword, +I short sword, 

+I compo<rtt. h g h o w  (+Z Sir), glover sf Dexterity +2, 4,000 gp. 
Or: 16,000 gQ total value. 

LFVFL I I  
CR 11; HD i ld s+ l l ;  hp 64; Init +4; Spd 30 ft.; tlC 

19, touch 14, flat-footed 15; Base Atk + I t ;  Grp +13; Atk 
+II; meIee (ld8+4/17-20/x2, longsword) QT 4.17 ranged 
(Ids+3/x3, composite longbow); Full Atk -t16/+11/+6 
melee (Id8+4/17-20/X2, longsword); or +14/+9/+4 melee 
(ld8+4/17-20/X2, longsword) and +13/+8/+3 melee 
(ld6+3/19--20/X2, short sword); or +17/+12/+7 ranged 
(ld8+3/x3, composite longbow); SA -; SQ animal com- 
panion (evasion, h k ,  share spells), evasion, favored enemy 
dwarves +2, favored enemy elves +z, favored enemy 
humans +6 ,  sw& tracker, wild empathy, woodland stride; 
Save Fort +8, Ref +ii, Will ++ Str 14, Dex 17 (i9), Con 13, 
h t  IO, Wis 12, Cha 8. 

t sivord, 
p total 

skills and Feat5 (P4/9): Climb +6, Concentmion +7, Craft 
(bowmaking) +&, Handle h i r n a l  +7, Heal +5, Hide t8, 
Jump +6, Knowledge (geography) 46, Knowledge (nature) 
+8, Listen 4.4, Move Silently +8, Ride +IQ, Search +4, 
Spot +4, Survival +6, Swim +6, Use Rope +7; Endurance, 
Grearer Two Weapon Fighting, Improved Critical (long- 

. 





I I I C ~ C C  i iuDt’ t l i / - -Lu/nr ,  WIUIL ~WUKU) ,  ur + ~ > / + i n / t r j  
ranged (ldS+4/X3, composite longbow); SA -; SQanimal 
companion (devotion, evasion, link, share spells), camou- 
flage, evason, favored enemy dwarves +2, favored enemy 
elves +2, Favored enemy halflings +2, favored enemy 
humans +R, swift tracker, wild empathy, woodland stride; 
Save Fort - 10, Ref+i4, Will +7; S t r  24, Dex 18 (ZQ), Con 13, 
Int 10, Wiq 12 {14), Cha 8. 

S h d s  anJ Fed5 (IQS/II): Climb +7, Concentmion +8, 
Craft @en making) +9, Handle Animal +9, Heal t8, Hide 
+9, Jump +7, Knowledge (geography) +8, Knowledge 
(nature) i 10, Listen +7, Move Silently +9, W e  +12, 
Search +6, Spot +7, Survival 4-7, Swim t7, Use Rope +12; 
Endurance, Grpater Two Weapon Fighting, Improved 
Critical (longsword), Improved Critical (short sword), 
Improved Two Weapon Fighting, Point Blank Shot, Rapid 
Shot, Track, Two Weapon Fighting, Weapon Focus (long- 
sword}, x’eapon Focus (short sword). 

Ranger Spcfls Prepared (?/2/1/1; I ~ V P  L1C 12 + spell level): 
1 s t  - Alarm, Jump, Longstrider; 2nd - Barkskin, Snare; 3rd 
- Water Wlk; 4th - Freedom of Movement. 

Possesnonr: + 3  studded Ienther, amulet of nafurul amor  +I, 
rrng ofpmti:hon +I, +2 longmmd, +2 short word, +2 composrte 
Iongbow (T? Str), g h e s  of Dextrrrh +2, ylrnnpt u,f Widom +2, 
12,800 gp. Or: 59,000 g p  total value. 

LFVFL 16 
CR 16; HD 16d8+16; hp 92; Init +5; Spd 30 ft.; AC 

23, touch 16, flat-footed i 8;  Base Atk c16; Grp +20; 
Ark +23 melee (ld8+6/17-20/X2, long- 
sword) or i 24 ranged (lds+6/X3, co---- - - 

ite longbow); Full Atk +23/+18/+ 
melee (ld8+6/17-20/X2, longsw 
or +21/+1 hJ+i i/+6 melee (Id8+6 
2 0 / ~ 2 ,  Ionqsword) and +21/+16/+1 
melee ( ld6+6/17--2U/X2,  short 
sword); or +24/+19/+14/+9 ranged 
(ld8+6/X3. composite 1 ongbow); 
SA-; SQanimaI companion (devo- 
tion, evasion, link, share spells), 
camouflage, evasion, favored enemy 
dwarves +:, favored enemy elves +2, 
favored enemy haIflings +2, favored 
enemy humans +8, s v d t  tracker, wild 
empathy, woodland stride; Save Fort 
+ I T ,  Ref +15, Will +7; Str 14 (I$), Dex 
P9 (21), Con 13, Int IO, Wis 12 (I+), 
Cha 8. 

Concentrarion +8, crafi (bowmaking) 
+9, Handh Animal +9, Heal +8, Hide 
+9, Jump +8, KnowIedge (geography, 
t8, h o w e d g e  (nan~re) +I@, Listen +9, 
Move Silfntly +9, Ride +12, Search +S 
Spot +9, “;urvlval +7, Swim +8, Use R01 
+12; Endurance, GreaterTwo Weapon Figh ...., 

SklIES all i Feats (Il4/jll): climb +8, 

sword), Improved Two Weapon Fighting, Poi] 
Shot, Rapid Shot, Track, Two Weapon Fighting, 
Focus (longsword), Weapon Focus (short sword). 

Ranger Spells Prqmvcd (3/3/1/?; sowe DC 12 + s p ~ l l  
- AXarm, Jump, Longstrider; 2nd - Barkskin, Sna 
Wall; 3rd - Water W&; 4th - Freedom of Mown 

hscrnons: +3 studded leaher, urnxilet of natural I 

ring ofprotccfion +I, +2 longsword, +2 short ~tvoyr i ,  +2 
longbow (+4 Str), belt ofgmnt Strength +4, gloves ofne: 
penapi 4 f ~ s d o m  +2, 10,600 gp. Or. 77,000 g p  Iota 

LEYFT, 17 
CR 17; HD 17dS+17; hp 97; Init +6; Spd 30 ft. 

24, touch 17, flat-footed 18; Base Atk +17; Grp +22: 
+24 rneIee (ld8+6/17-20/X2, longsword) or +26 ra 
(Id8+6/X3, composite longbow); Full Atk +24/+19/+1 
melee (Id8+r;/l7-20/~2, longsword); or +21/+17/+1 
melee (1 d8+6/17-20/X2, longsword) and +22/+17 
melee 1 Idt;t6/i 7-20/~2,  short word); or+26/+21/+16 
ranged {ld8+6/X3, composite longhow); SA -; SQar: 
companion (devotion, evasion, link, share spells), cai 
flage, evasion, favored enemy dwarves +2, Savored er 
elves +2, favored enemy halflings +2, favored er 
humans +8, hide in plain sight, swirt tracker, wild e 
thy, woodland &de; Save Fort +11, Ref +16, Will +7,5 
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'rrRLD'S LARGEST CITY 

<r*w/ rrj. L ~ A I L I U  -7, L u L i L c i i L i a t i u i i  TO, 

) +9, HandIe Animal +9, Heal +9, Hide 
iowledge (geography) +8, Knowledge 

_ _ ,  ___.en +9, Move Silently +11, %de +13, 
arch +s, Spot +IO, Survival +7, Swim +8, Use Rope +13; 
,durance, Greater Two Weapon Fighting, Improved 
itical {longsword), Improved Critical (short m o d ) ,  
~pmvedTwo Wapon Fighting, Point Blank Shot, Rapid 
ot, Tr&, Two Weapon Fighting, Weapon Focus 
ngsward), Weapon Focus (short sword). 
Ronger Speh Prepawd (3/3/2/1; SUVE DC 12 + rpd l e d ) :  

1s t  - Xlarm, Jump, Longstrider; 2nd - Barkskin, Snare, 
Wind WL&; 3rd - Greater Magic Fang, Water Walk; 4th 
- Freedom of Movement. 

Possessions: +3 rtudkd bather, amulet of natttral amor 
+i, nng of pvotection +I, +2 longsword, +Z short sud,  
+2 composite longbow (+4 ~ t r ) ,  belt of grant Strcngfh 
+4, glover of Dextenty +4, penapt of Wisdom + I ,  
21,600 gp. c>r: 1Q0,OQO g p  total value. 

,FVFL 18 
CR IF; HI3 l8d8+18; hp 103; h i t  +6; Spd 30 

ft.; AC 25, touch 17, flat-footed 19; Base Atk -1-18; Grp 
+22; h k  +26 melee (ld8+7/17-20/X2, Iongsword) or 
+28 ranged (1 d8+?/X3, composite longbow); Full Ark 
+26/+23 ,'+16/+11 melee (1 d8+7/1~-?0/XZ, longsword); 
or +24/+ 19/t14/+9 melee (1 d8+7/17-20/X2, longsword) 
and +24;+19/+14 melee (ld6+7/17-20/X2, short swerdj; 
or +28/+23/+18/+13 ranged (fd8+7/x3, composite long- 
bow); SA -; S Q  animal companion (devotion, evasion, 
link, multiattack, share speIIs), camouflage, evasion, 
favored enemy dwarves +2, favored enemy elves 4-2, 
favored rnemy halflings +2, favored enemy humans +8, 
hide in plain sight, swift tracker, wild empathy, woodland 
srride. Save Fort +I?, Ref +17, Will +8; Str 14 (is), Dex 29 

shills and Feats (126Ji2): Climb +9, Concentration +8, CR 19; HD 19d8+19; hp 108; h i t  +6; Spd 30 ft.; AC 
Craft $bowmaking) tg, Handle Animal +9, HeaI +9, Hide 26, touch 18, fiat-footed 19; Base Atk +19; Grp +23; 
+13, Jump +9, Knowledge (geography) +8, KnowIedge Atk +27 melee (1 d8+7/1~-20/X2, longsword) or 
(namre) +io, Listen +9, Move Silently +13, Ride +13, +29 ranged (id8+7/~3, composite longbow); FuII Ark 
Search +8, Spot +9, SurvivaI +9, Swim +9, Use Rope +13; +27/+22/+17/+12 melee (ld8+7/17-20/X2, longsword); 
Endurance, Greater Two Weapon Fighting, Lmproved or +25/+20/+15/+10 mdee (ld8+7/17--20/x2, longsword) 
Critical :longsword), Improved CriticaI (short sword), and + z s / + ~ o / + ~ s  melee (ld6+7/17-20/:<2, short sword); or 
Improved Two Weapon Fighting, Manyshot, Point Blank +29/+24/+19/+14 ranged ( id8+7/~3 ,  composite longbow); 
Shor, Rapid Shot, Track, Two Weapon Fighting, Weapon SA -; SQ animal companion (devothn, evasion, link, 
Focus (longsword), Weapon FOCUS (short sword). multiattack, share spells), camouff age, evasion, favored 

Ranger spells hepaued (4/3/2/i; rave DC 12 + spell level): enemy dwarves +2, favored enemy ehes +2, favored 
1st - Alarm, Jump, Longstrider, Pass Without Trace; 2nd enemy halflings +2, favored enemy humans +8, hide in 
- Barkskin, Snare, Wind Wall; 3rd - Greater Magic Fang, plain sight, swift tracker, wild empathy woodland stride; 
Water Walk; 4th -Freedom of  Movement. Save Fort +12, Ref + IT ,  Wiu +8; Str 14 (18), Dex 19 (233, 

fissessrons: +4 studded Feather, amulet ofnahtrul armor +I, Con 13, Int 10, Wis 12 (141, Cha R. 
nng ufpr~tcrtion +I, +3 longsword, +3 short nvord, + 3  componte Ski1 1s and Fmts (132/12): Climb +I 1, Concentration +8, 
longbow [+4  Str), belt of giant Stvength +4, g h ~ s  of Dextenty Craft (bowmahng) +9, W d l e  Animal +IO, Heal +9, Hide 
4, pcrimpt of Wisdom +2, 14,600 gp. Or: 130,000 gp total +13, Jump +9, Knowledge (geopphv) +8, Knowledge 
value. (nature) + f O ,  Listen +9, Move Silently +13, Ride +14, 

(231, Con 23, Jnt I O ,  Wis 12 (14), Cha 8. LFVFL 19 



kndurance, Lreater lwo Weapon kigbting, improved 
Critical (longsword), Improved Critical (shorr sword), 
Improved Two Weapon Fighting, Manyshot, Point Blank 
Shot, Rapid Shot, Track, Two Weapon Fighting, Weapon 
Fucus (lonrpwordj, Weapon Focus (short sword). 

Rangcr >pdh h p a r e d  ( 4 / 4 / 3 / 2 ;  save DC 12 + spd hd): 
1st - Alarm, Jump, Longstrider, h s s  Without Trace; 2nd 
- Barkskin, Cat's Grace, Snare, Wind Wall; 3rd - Greater 
Magic Fanq-, Remove Disease, Water Walk; 4th -Commune 
With NatiTre, heedom o f  Movement. 

Porsessioirs: +4 shtdded leather, amulet of nahtwal a m o r  +I, 
ring ofproh~ction + I ,  +3 longsword, +3 short word, +3 composite 
Iongb~ttr (-4 Str), belt of pant Strength 4, glmves of Dextenly 4, 
perrapt D! \v'isdom +2,54,600 gp. Or: 170,000 g p  tofa1 value. 

LFVFL 2 0  
CR 20; HD 20d8+20; hp 114; Init +7; Spd 30 ft.; AC 

26, touch 18, flat-footed 19; Base Attk +20; Grp +24; 
Atk +29 melee (ld8+8/17-20/~2, longsword) or 
+31 ranged (1dg+g/x3, COmpQSite longbow); F d  Atk 
+29/+24/r 19/+14 melee (id8+8/17-20/x2, longsword); 
or +27/+22/+17/+12 melee (ld8+8/17-20/X2, longsword) 
and +27/+12/+17 melee (ld6+8/17-20/X2, short sword); or 
+31/+26/+ 21/+16 ranged (ld8+8/~3, composite longbow); 
SA -; SQ animal companion (devotion, evasion, link, 
multianack, share spells), camouflage, evasion, favored 
enemy dwarves +2, favored enemy elves +2, favored 
enemy gnomes +2, favored enemy haMings +2, favored 
enemy humans +IO, hide in plain sight, swift tracker, wild 
empathy, woodland stride; Save Fort +i3? Ref cf9, Wdl es; 
S t r  14 (181, Dex 20 (24), Con 13, Int 10, Wis 12 (141, Cha 
8. 

s k d s  and Feents (138J~2):  C h b  +ti, Concentration +8, 
Craft ( b o w m a h g )  +9, &ndlehimal +lo,  Heal +1i,  Hide 
+14, Jump +9, Knowledge (geography) +8, Knowledge 
(nature) +la ,  Listen +io,  Move SiIentIy +14, Ride +IS, 
Search +9. Spot +IO, Survival +ti ,  Swim +io,  Use Rope 
+14; Endurance, Greater Two Weapon Fighting, Improved 
Critical (longsword), Improved Critical (short sword), 
hp roved  Two Weapon Fighting, Manyshot, Point Blank 
Shot, Rapid Shot, Track, Two Weapon Fighting, Weapon 
Focus (longsword), Weapon Focus (short sword). 

Ranger Spells Prepawd ( 4 / 4 / 3 / 3 ;  save DC 12 + q d  leuel): 
1st - AIarm, Jump, Longstrider, Pass Wirhout Trace; 2nd 
- Barkskm, Cat's Grace, Snare, Wind Wall; 3rd - Greater 
Magic Fang, Remove Disease, Water Wak; 4th-Commune 
With Nature, Freedom of Movement, Nondetection. 

Posscsno~is: +4 studded leather, amtrlet of nahrml amor +I, 
nng n f p r o b ~ t r o n  +I, +4 lonpword, +I short sword, i-4 cmposite 
longbow (I sh-), belt of giant SfTE~tgth +4, glwes afnextmty +4,  
periapt of \%dom +2,62,600 gp. Or: 220,000 gp total value. 

LFVFL I 
CR 1; HD ld6+1; hp 7; Init +2; Spd 

12, flat-footed 13; Base Atk +OF Grp 
(ld6+1/19-20/~2, short sword) or +' 
shortbow); Full Atk +3 melee (ld6+ 
sword) or +3 ranged (ld6Jx3, shortbov 
+ld6; S Q  trapfinding; Save Fort +I Ref 
Dex 15, Con 13, Im 14, Wis 10, Cha 8. 

SkifIs and Feats (40/1): Appraise +1, 
t2, Climb +2, Craft (trapmaking) +3, r 
Disable Device +4, Disguise +1, Escape 
+3, Hide +4, Jump 4, Knowledge (IC 
Move Silently +4, Open Lock 4, Searc 
+2, Sleight of Hand +4, Spot +2, Swim 
Magic Device +1, Use Rope +3; Weapoi 

~ S S E S S ~ Q ~ S :  Masterwork studded le; 
short S W Q ~ ,  masterwork shortbow, 1 
total value. 

LFVFL 2 
CR2; HD 2d6+2; hp 11; hit  +2; Spd 

12, flat-footed 13; Base Atk $1; Grp 

shortbow); Full Atk +4 melee (ld6+ 
sword) or +4 ranged (ld6/x3, shortbov 
-+ 1 d6; SQ evasion, trapfinding; Save Fc 
+Q; S t r  12, Dex 15, Con 13, Int 14, Wis 

Skills and Feats (50/1): Appraise +I, 
+2, c h b  +2, Craft (trapmalung) +3, I 
Diplomacy +1, Disable Device +4, D 
Artist 4, Forgery +3,  Gather Inform 
Intimidate +I, Jump +A, Knowledge (11 
Move SiIentIy +4, Open Lock +4, Searc 
+z, Sleight Qf Hand +4, Spot 4-2, Swim 
Magic Device +2, Use Rope +3; Weapoi 

Possessions: Masterwork studded le, 
short sword, masterwork shortbow, 1,2 
toral value. 

(ld6+1/19-20/~2, short Sword) OT +A 

LEVEL 3 
CR 3; HD 3d6+3; hp 16; Init +2; Spd 

12, flat-footed 14; Base Afk +z; Grp 
(ld6+1/19-20/~2, short sword) or + 
shortbow); Full Atk +5 melee (ld6+ 
sword) or +S ranged (1d6/x3, shortbob 
+2d6; SQ evasion, trap sense +I, trapfir 
Ref +5, Will +I; Str  12, Dex 15, Con 13, 
8. 

Shillr and Feats (bo/?): Appraise +1, B h c e  +4, Bluff 
+z, C h b  t2, Cmfi (trapmaking) +3, Decipher Script +3, 
Diplomacy +1, Disable Device +4, Disguise +3, Escape 
Artist i 4 ,  Forgery +3, Gather Information +i, Hide +4, 
Intimidate +1, Jump +4, Knowledge (local) +3, Listen +2, 

I 



POW 
buckle 
1.500 $ 

I 1  LUCK t4, 3 t l a t C I l  +L,  3e11,4Y LVIUllVtl  

-4, Spot +2, Swim +3, Tumble t4, 
Use Rope +3;  Improved Initiative, 

~ S S I O M S :  Masterwork studded leather, rnastwwork 
r, masrcrwork short sword, mastetwork shortbow, 
tp. Or 2,500 gp total value. 

L w c r ,  4 
CR 4; 1113 4 d 6 4 ;  hp 20; Init +7; Spd 30 ft.; AC 17, touch 

13, flmfoored 14; Base Ark t3; Grp +4; Atk c7 melee 
(ld6+I,/lY-20/~2, short sword) or +7 ranged (1 d6Jx3, 
shortbow); Full Atk +7 melee (1d6+3/19-20/~2, short 
sword) or +7 ranged (ld6/x3, shortbow); SA sneak attack 
+z&; SQ evasion, trap sense +I, trapfinding, uncanny 
dodge; S w e  FOK +2, Ref +7, Will +I; Str 12, Dex 16, Con 
13, In t  14, Wis 10, Cha 8. 

Shih nnd Feats (TO/?):  Appraise +I, Balance +6, Bluff 
+4, Climb +2, Craft (trapmaking) +3, Decipher Script +3, 
Diplomacy +I, Disable Device +5, Disguise +3, Escape 
Artist +6 ,  Eorgerv +3, Gather Information +I,  Hide +$, 

Intimidate +I, Jump +4, KnowIedge (local) +3, Listen t 2, 
Move Silendy +6, Open Lock +6, Search +2, Sense Motive 
+2, Sleight of Hand +6, Spot +2, Swim +3, Tumble t6, 
Use hiagic Device +2, Use Rope +4; Improved Initiative, 
Weapon Finesse. 

Possesstons- Masterwork studded leather, rnastemork 
buckler, masterwork short sword, masterwork shorthow, 
2,300 ,gp. Or: 3 , 3 ~ ~  gp total value. 

LFVFL 5 
CR 5;  HD 5d6+5; hp 2s; [nit +7; Spd 30 ft.; AC 17, much 

13, flat-footed 14; Base Atk +3; Grp 4; Atk +T melee 
(ld6+l/l9-20/~2, short sword) or +7 ranged (ld6/x3, 
shortbow); FuI1 istk +7 melee (ld6+1/19-20/~2, short 
sword) or +7 ranged (Idh/x3, shonbow); SA sneak attack 
+3d6; SQ evasion, trap sense +I, trapfinding, uncanny 
dodge; S : w  Fort +2, Ref +7, W d  +I; Str 12, Dex 16, Con 
13, Inr 14, Wis IO, Cha 8. 

Skil!s and  Fmts (80/2): Appraise 42, Bahnce +6, Bluff 
t-4, Climb +3, Craft (trapmaking) +3, Decipher Script +3, 
Diplomacy +I, Disable Device +5, Disguise +3, Escape 
h i 5 t  +6 ,  Forgery +3, Gather Information +2, Hide +h, 
rntirnldate +1, Jump +4, Knowledge (local) +3,  Listen +4, 
Move Silently +6, Open Lock +6, Search 4, Sense Motive 
+3, Sleigh of Hand 4, Spot +4, Swim +3,  Tumble +6, 
Use Magic Device +2, Use Rope ++ Improved Initiative, 
Weapon Finesse. 

Possessions: Masterwork studded leather, masterwork 
buckler. mawmvork short sword, masterwork shorrbow, 
3,000 gp Or: 4,300 gp total value. 

CR 6;  I-fD 6d6+6; hp 29; Init +7; Spd 30 e.; AC 3 7 ,  touch 
13, flat-footed 14; Base Atk +4; Grp +5; Atk +8 melee 
(1d6+1/19-20/~2, short sword) or +8 ranged (ld6/x3, 
shortbow); Full Atk +8 melee (ld6+1/19-20/~2, short 

, , . . . . -. .. . . . - _. 
Y I , - ,  

+3&; SQ evasion, trap sense +2, trapfinding, uncanny 
dodgy; Save Fort +3, Ref +8, WiIl+2; Str 12, Dex 16, Con 
23, I n t  14, Wis 10, Cha 8. 

Skills and fet'eatr (90/3): Appraise +2, Balance +7, Bht?f 
+4, Cbmb +3, Craft (trapmaking) +3, Decipher Script +3, 
Diplomacy +I, Disable Device +5, Disguise +3, Escape 
Artist +6, Forgery +3, Gather Information +3, Hide +7, 
Intimidate +2, Jump +4, Knowledge (local) +3, Listen 4-4, 
Move Silently +J,  Open Lock +7, Search +4, Sense Motive 
t4, Sleight of Hand +7, Spot -4, Swim -3, Tumble +6, Use 
Magic Device +4, Use Rope +4; lmprovd Initiative, Point 
Blank shot, Weapon Finesse. 

~osscsvonr: Masterwork studded lepthes, masterwork 
buckler, masterwork short sword, masterwork shortbow, 
4,600 gp. Or: 5,600 g p  total value. 

1,FVFL 7 
CR 7 ;  H D  7d6+7; hp 34; h i t  +7; Spd :;Oft.; AC 19, touch 

13, flat-footed 16; Base Atk +5; Grp +6; Atk +9 melee 
(ldt;+l/T4-20/x2, short sword) or +SI ranged (1da/x3, 
shortbow); Full Ark +9 melee (Id6+l/19-20/x2, short 
sword) or +9 ranged (ld6/x3, shortbow); SA sneak artack 
+4dt;; SQ evasion, trap sense +2, trapfinding, uncanny 
dodge; Save ~ o r t  +3, Ref +s, wilI+2; S r  12, Dex 16, Con 
13, Int 14, Wis 10, Cha 8. 

Sblls and Emts (103'3): Appraise +2, Balance +7, Bluff 
4.4, Ciimb +3, Crdt (trapmaking) +4, Clecipher Script +4, 
Diplomacy +2, Disable Device +5, Disguise +4, Escape 
Artist +7, Forgery t.4, Gather Information +3, Hide +7, 
Intimidate +z, Jump +4, Knowledge (local) +3, Listen +4, 
Move Silently +7, Open Lock +7, Search +6, Sense Motive 
+4, Sleight of Hand +7, Spat +6, Swim .I 3, Tumble +6, Use 
Magic Device +4, Use Rope +4; Improved Initiative, Point 
Blank Shot, Weapon Finesse. 

hsscrrrons: +I studded leather, +I buckleu, masterwork 
short sword, masterwork shortbow, 4,200 gp. Or: 7,200 gp 
total value. 

LEVEL 8 
CR 8; M D  8d6t8; hp 38; €nit +7; Spd 30 ft.; AC 19, touch 

13, flat-footed 16; Base Atk +6; Grp +7; Atk +IO melee 
( id6+1/19-20/~2,  shon sword) or +IO ranged (ld6/x3, 
shortbuw); h11  Atk +10/+5 melee (id64 3/19-20/x2, short 
sword) or +i0/+5 ranged (ld6/x3, shcrtbow); SA sneak 
attack +4d6; SQ evasion, improved iml:anny dodge, m p  
sense +2, trapfinding, uncanny dodge; Save Fort +3, Ref 
+9, Will +2; Str 12, Dex 17, Con 13, Inr 14, Wis 10, Cha 8. 

SkrlIs and Feats ( 1 1 ~ / 3 ) :  Appraise 4, Balance +e, Bluff 
+4, Climb +4, Craft (trapmaking) +4, Decipher Script +4, 
Diplomacy +2, Disable Device +5, Diqguise -t4, Escape 
Arrist +7, Forgery +4, Gather Information +3, Hide +8, 
Intimidate t2, Jump +4, Knowledge (lccal) +3, Listen +4, 
Move Silently +8, Open Lock +8, Search +6, Sense Motive 
+4, Sleight of Hand t.7, Spot +6, Swim +3 ,  Tumble +7, Use 
Magic Device +4, Use Rope +6; 1mprovt:d Initiative, Point 
Blank Shot, Weapon Finesse. 



APPEND~X: NPC STAT 

LLFYFL q 
CR 9; D 9d6+9; hp 43; Init +7; Spd 30 ft.; AC 19, touch 

13, flat-footed 16; Base Atk +6; Grp +7; Ark +IO melee 
(i&+2/19-20/~2, short sword) or +eo ranged (ld6+1/x3, 
shortbow', Full Atk +10/+5 melee (ld6+2/19-20/~2, short 
sword) or +10/+5 ranged (ld6+1/x3, shortbow); SA sneak 
attack +5d6; SQ evasion, improved uncanny dodge, trap 
sense +3, mapfinding, uncanny dodge; Save FOR +4, Ref 
+9, Will +3; Str 12, Dex 17, Con 13, Int 14, Wis IO, Cha 8. 

SkilIs and Fed$ (120/4): Appraise +4, Bdance +9, BIuff 
+4, Climb 4, Craft (trapmaking) +4, Decipher Script +5, 
Diplomacy. +2, Disable Device +7, Disguise +5, Escape 
Artist +?, Forgery +4, Gather Information +3, Hide +9, 
htirnidarP +z, Jrimp +4, Knowledge (local) +3, Listen 
+4, Move Silently +9, Open Lock +aJ Search +6, Sense 
Motive +4, Sleight of Hand +8, Spot +6, Swim +3, Tumble 
+9, Use Magic Device 4-4, Use Rope 4-6; Dodge, Improved 
Initiative, Point Blank Shot, Weapon Finesse. 

fissersmas: +I studded leather, +I buckler, +I short riword, +I 
shortbow, 5,000 gp+ Or: 12,000 g p  total d u e .  

L€VFL IO 
CR 10; HD lOdb+lO; hp 47; Init +7; Spd 30 ft.; AC 19, 

touch 14, t'iat-footed 16; BaseAtk+7; Grp +8;Atk+ll melee 
(ld6+2/19-20/~2, short sword) or +IT ranged (1d6+1/x3, 
shortbow; Full Atk +11/+6 melee (ld6+2/19-20/~2, short 

dodge, trap sense +3, trapfinding, 
Fort t4, Ref +lo, W a  +3; S t r  12, LL- . 
Wis IO, Cha 8. 

skillc and h u t s  (130/4): Appraise +4, Ba 
+4, Climb +4, Craft (trapmaking) +4, Deci 
Diplomacy t.2, Disable Device +7, Disgu 
Artist +7, Forgery +5 ,  Gather Informatio: 
Intimidate +2, Jump +4, Knowledge (1oi 
i 6 ,  Move Sdently +9, Open Lock +9, Se 
Motive +4, Sleight of Hand +8, Spot +6, Su 
+9, Use Magic Device +5, Use h p e  1-6; DC 
Initiative, Point Blank Shot, Weapon Fines 

Possessions: t2 buckIer, bracers of armor 4-2,) 

roved uncanny 
iy dodge; Save 
:on 13, Int 14, - 
lance +9, Sluff 
pher Script -1-6, 1 

ise +7, Escape 
n +4, Hide +9, 
call 4, Listen 
arch +6, Sense 
Tim +3, Tumble 
bdge, Improved - 
se. 
Ing ofprot~ction 
16,000 g p  total 

E 

1 30 ft.; AC 19, 
'p +y; Atk +12 
3r +12 ranged 

+I, +I short sword, +I shortbow, 1,000 gp. Or: 
value. 

LEVEL I I  
CR f 1; HD 1 IdA+I?; hp 52; Init +7; Spr 

touch 14, flat-footed 16; Base Atk +8; GI 
melee (ld6t2/19-20/~2, short  sword) 
(ld6+1/x3, shortbow); Full Atk +12/+7 melee (ldG+z:/i 9- 
20Jx2, shorr sword) or +12/+7 ranged (ld6+1/x3, short- 
bow); SA opportunist, sneak attack +6d6; S Q  evasion, 
improved uncanny dodge, trap sense +3, trapfinding, 
uncanny dodge; Save FOK +4, Ref+lO, Wfl+3; Str 22, Dex 
17, Con 13, Int 14, Wk 10, Cha 8. 

Skills and Fmtr (140/4$: Appraise +5, Balance +9, Bhuff 
+5, Climb 4-5, Craft (mapmaking) +s, Decipher script +6, 
Diplomacy +2,  Disable Device +7, Disguise +7, Escape 
Artist +7, Forgery +5, Gather Information 4, Hide +9, 
Intimidate +z, Jump +6, Knowledge (local) + S ,  Listen 
+6, Move Silently +9, Open Lock +9, Search +6, Sense 
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(ld6+I/x3, shcrtbow); Full Atk 
t15/+10 melee (ld6+2/19-20/ 
x2, short sword) QT c15/+10 
ranged (1d4-1/~3, shortbow); 
SA opporrunist, sneak attack 
+6db; S Q  evasion, improved 
uncanny dodge, trap sense +4, 

trapfinding, uncanny dodge; 
Save Fort +5, Ref +13, W d  +4; Str 
i2, Dex 18 (20), Con 13, Int 14, 

~ b i h  a d  Feeats (ISO/S): 
Appraise i-6, Balance +11, 
Blrtff +5, Climb t5, Craft 

(trapmaking) t.5, Decipher 
Script -1-7, Diplomacy i 2 ,  Disable Device 
+7, Disguise +7, Escape Artist +lo, Forgery 

+7, Gather Information +6, Hide +11, 
intimidate +2, Jump +6, howledge (local) 

+5, Listen i-6, Move Silenrly +I$,  Open Lock 
+ I T ,  Search +6 ,  Sense Motive +6, sleight 

of Hand +lo, Spot +6, Swim +5, Tumble 
+TI, Use Magic Device +6, Use Rope +9; 
Dodge, Improved Initiative, Mobility, 
Point BIank Shot, Weapon Finesse. 
~assess~uns: +2 buckler, o m u h  uf natural 

amclr+l, hmc~rs ofarmwt2, nngofprotec- 
tfon +I, +I short stvord, +I shovtbow, gloves of 

wis 10, Cha 8. 

Bexterrty +2, 6,000 gp. Or: 27,000 g p  total value. 

CR 13; HD 13d6+13; hp 61; Init t.9; Spd 30 ft.; AC 
, flat-footed 17; Base Atk +9; Grp 
+lo; Ark +I6 melee (1d6+3/19- 
201x2, short sword) or +15 
ranged (1 c[6+1/x3, short- 

bow); Full Atk +16/+11 melee 

Motive +4, Sleight of Hand +8, Spor +6, Swim +4, Tumble 
+9, Use Magic Device t6, Use Rope +7; Dodge, Improved 
Ini tiafive, Point BIank Shot, Weapon Finesse. 

Pbrsrssionr: +2 buckler, bracers of  mor +2, nng ofprotaction 
+1, +I short sword, +1 shortbow, 6,000 gp. Or: 21,000 g p  total 
value. 

LEVEL 1.2 
CR I 2; HD 12d6+12; hp 56; Init +9; Spd 30 ft.; AC 22, 

touch 16, flat-footed 17; Base Atk +9; Grp +lo; Atk +15 
melee (ld6+2/19-20/~2, short sword) or +IS ranged 

(ld6+3/19-20/~2, short sword) 
or +I 5/+10 ranged (ld6+1/x3, shortbow); SA opportun- 
ist, sneak attack +7d6; SQ evasion, improved evasion, 
improved uncanny dodge, trap sense +4, trapfinding, 
uncanny dodge; Save Fort +5, Ref +13, W d  ++ Str 3 2, Dex 
18 (ZQ), Con 13, Int 14, Wis 10, Cha 8. 

Skills and Feats (160/5): Appraise +6, Palance +13, Bluff 
+5, Climb +5, Craft (trapmaking) +5, Decipher Script +7, 
Diplomacy +2, Disable Device +7, Disguise +7, Escape 
Artist +12, Forgery +7, Gather Information +6, Hide +13, 
Intimidate +2, Jump +6, Knowledge (local) +5, Listen 
+6, Move Silently +13, Open Lock +13, Search t6, Sense 
Motive +6, Sleight of Hand +IO, Spot +6, Swim +5,Tumble 
+I I, Use Magic Device +6, Use Rope +9; Dodge, Improved 
Initiative, Mobdiv, Point BIank shot, Weapon Finesse. 

&rresstons: 4-2 buckler, ~mtalet of nahtral a m o r  +I, bracers 
o j w m w  +2, nng ofprotechon + f ,  +2 short sword, +I s h o r h w ,  
gloves ofDexterrty +2,8,OOO gp. Or: 35,000 g p  total value. 
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CR 14; 11D 14d6+14; hp 65; Init t9; Spd 30 ft.; AC 22, 
touch 16, ,lat-footed 17; Base Atk +IO; Grp +11; Atk +17 
melee (1 dht3/19-20/~2, short sword) or +16 ranged 
(id6+1/x3 shortbow); Full Atk +17/+12 melee (ld6+3/19- 
20/x2, short sword) or +16/+11 rmged (ld6+1/x3, short- 
bow); SA upportunist, sneak atrack +7d6; S Q  evasion, 
improved evasion, improved tincanny dodge, trap sense 
+4, trapfinding, uncanny dodge; Save Fort +5, Ref +14, 
Wrll +4; Sir 12, Dex I H  (XI), Con 13, h t  I +  Wis 10, Clra 
8. 

ShfIIs an f h a t s  (170/5). Appraise +6, Balance +13, Sluff 
4.5, Climb -5,  Craft (trapmaking) +5, Decipher Script +7, 
Diplornacv t.2, Disable Device +7, Disguise +7, Escape 
Artist +12. Forgery +7, Gather Informahion +6, Hide +13, 
Intimidare t2, Jump +6, Rnodedge (local) "5, Listen 
t8, Move Filentlv +? 3, Open Lock +I 3,  Search A#, Sense 
Motive +(,< Sleight of Hand +lo ,  Spot +#, Swim +5. 
Tumble + i  1, Use Magic Device +8, Use R o p ~  +I 1; Dodge. 
Improved Initiative, Mobiliry, Point Blank Shot, Weapon 
Finesse. 

P O ~ C P S F I ~ S :  +Z E u c k h ,  nmulet of natural armor +I, h r ~ r ~ n  
of u m o r  +:, rrng of protPchon t 3 ,  + 2 short nvorrf, -t 1 ~ h ~ f h o l Y ,  

glwes of U~rtcrrty +2, 18,000 gp. Or: 45,000 gp total value. 

LEVEL 15 
CR 15; AD 15d6+15; hp 70; Init +9; Spd 30 ft.; AC 

22, touch 17, flat-footed 17; Base Atk +IT; Grp +12, 
dtk t18 melee (1d6+3/i9-20/~2, short sword) or 
ranged (lrJ6tl/x3, shortbow); Full Atk +18/+13/+8 melee 
(ld6+3/19-20/~2, short sword) or +17/+12/+7 ranged 
( ld6+~/x3,  shortbow); SA opportunist, sneak attack +&, 
S Q  evasion, improved evasion, improved uncanny dodge, 
trap sense +5,  trapfinding, uncanny dodge; Save Fort +6. 
Ref +14, Till +5; Str 12, Dex 1 8  (20), Con 13, Inr 14, Wis 
10, Cha 8 

Skds  ~ n , l  € m t s  ( l S O / 6 ) :  Appraise t 7 ,  Balance +I 3,  Bluff 
t7, Climb t7, Craft (trapmaking) t.7, Decipher Scnpt +8, 
Diplomaci, +2, Disable Device +8, Disguise +8, Escape 
Artist +I:, Forgery t7, Gather Informatien +t;, Hide +13, 
Intimidate +2, Jump +6, Knowledge (local) +5, Listen 
-1.8. Move Silently +I 3, m e n  Lock +13, Search +s, Sense 
Motive +h,  Sleight of Hand +IO, Spot +E, Swim +5, 
Tumble +i 1, Use Magic Device +8, Use Rope +I 2 ;  Dodge, 
Improved Initiative, Mobility, Point Blank Shot, Shot on 
the Run, \\:'capon Finesse. 

Porrersirwr: Amtrkl of naturnl d i m o r  +1, brarers of amur 
+S, rang of iwtec t io i r  +2, +? short avord, -+ 1 rhnrthm, g h e s  of 
Dextevstlr - ?, 18,000 gp. Or: 59,000 gp total value. 

LEVEL 1 6  
CR 16. HI3 16d6+16; kp 74; Init +9; Spd 3u ft.; AC 

22,  touch 17, flat-footed 37; Base Atk +12; Crp +13, 
Atk +I9 meIee (ld6+3/19-20/~2, short sword) or +I& 
ranged (ld6+1/x3, shortbow); h l l  Atk +19/+14/+9 melee 
{Id6+3/19-20/~2, short ?word) or +18/+13/+8 ranged 

(*ab+ ifm, snorroow); >t\ cnppiing 
ist, sneak anack +sd6; SQ evasion, 6 
improved uncanny dodge, map senst 
uncanny dodge; Save Fort +6, Ref +15, T 
19 (21), Can 13, Int 14, Wis 10, Cha 8. 

+7, Climb +8, Craft (trapmaking) +7, Decipher Scrip 
Diplomacy +4, Disable Device +S, Disguise 4, Es 
Artist +12, Forgery +7, Gather Information t6, Hide 
Intimidate t4, Jump +6, Knowledge (loml) +6, U 
+8, Move Silently +13, Open Lock +13, Search +8, S 
Motive +8, Sleight of kknd +11, Spot +8, h i m  +7,Tur 
+%I, Use Magic Device +8, Use ROpe+lI; Dodge, I m p  
Initiative, kiobiliry, Point Bhnk shot, Shot on the AUH, 

Weapon Finesse. 
f issewnn<:  Amtrlcf of n a f w u l  armor +I, bracers o j  amor  

Skills nnd Fmts (190/6):  Ajymise +7, uffldllcc ulLIu 

+4,  nng o f  pmtectron +2,  +2 short sword ,  +I shortbow, glavps of 
n ~ x l e i i t y  +2, 36,000 gp. Or: 77,000 gp total value. 

t +8, 
cape 
+13, 
sten 
cnse 
nble 
wed - 
n.... 

LEVEL '7 
CR 17; H D  17d6+17; hp 79;  h i t  +lo; Spd 30 ft.; AC 

24, touch 18, flat-footed 18; B x e  Atk +I?;  Crp +f3; Atk 
+2O melee (ld6+3/19-20/~2, short sword) or 4-10 ranged 
(ld6+2/x3, shortbow); hll Atk + ~ O / + Z S / + I O  melee 
(1 d6+3J19-2@/~2, short sword) or +20/+1~/+-10 ranged 
(ld6+2/x3, shortbow); SA crippling strike, opportun- 
ist, sneak attack +9d6; SQ evasion, improved evasion, 
improved uncanny dodge, trap sense +5,  trapfinding, 
iincanny dodge; Save Fort t6, Ref+l6, Will +5; Stt  12, Dex 
19 (23), Con 13, Int 14, Wis IO, Cba 8. 

Skih and Feats (200/6): Appraise +8, Balance +14, Gruff 
+8, Climb +8, Craft (trapmaking) +8, Decipher Script +8, 

Diplomacy +b,  Disable Device +8, Disguise +8, Escape 
Artist +14, Forgery +7, Gather Infomanon +6, Hide +14, 
Intimidate +4, ~ u m p  +E,  Knowledge (local) +7, Listen 
+8, Move Silently +14, Open Lock +14, Search +8, Sense 
Motive +8, Sleight of Hand +12, Spot + R ,  Swim +8, 
Tumble +12, Use Magic Device *8, Use Rope +I?; Dodge, 
Improved Initiative, Mobility, Point Blank Shot, Shot on 
the Run, Weapon Finesse. 

ms<er<tons:   mu let of natlrrol urnor +I, bmccn of amor 
+s, rung of protection +2, +2 rhort  s u d ,  +2 shortbow, gloves of 
~ ~ u t ~ r r t y  +4, 32.000 gp. Or: IOO,OOO gp total value. 

LFVFTd 18 
CR 18; HD lsd6+18; hp  83; Init +lo; Spd 30 ft.; AC 

24, touch 18, flat-footed 18; Base Atk +i3; Crp Atk 
+21 melee (ld6+3/19-20/~2, chort sword) or +21 ranged 
(ld6+2/x3, shortbow); Full Atk +21/+1$/+11 melee 
(ld6+~/19-20/~2, short sword) or +21/+16/+11 ranged 
( 3  d6+2/x3, shortbow); SA crippling strike, opportun- 
ist, sneak attack +9d6; SQ evasion, improved evasion, 
improved uncanny dodge, trap sense +6, trapfinding, 
uncanny dodge; Save Fort +7, Ref+l7, Will +6; S t r  12. Dex 
19 (23), Con I 3, Int 14, Wis 10, Cha 8. 

c 



'7);  Appraise +8, Balance +16, B l d  
+apmaking) +8, Decipher Script +8, 
e Device t8, Disguise +S, Escape 
, Gather Information +6, Hide +16, 

Intimidate +4, jump +8, Knowledge (local) +7, Listen 
+8, Move Silently +? 6, Open Lock +16, Search +a, Sense 

I Motive 6, Sleight of Hand +12, Spot +8, Swim +8, 
Tumble -14, Use Magic Device +8, Use Rope +12; Dodge, \ 

1 Improved Iniriative, Mobhty, Point Blank Shot, Shot on 
the Run, Spring Attack, Weapon Finesse. 

Possessions: Amulet of nuturd armor tt, bracers of amor 
+5 vang of protec tm +2, +2 short sword, +2 shortbow, gloves of 
Dexterity 4, 62,000 gp. 0.r: 130,000 gp total value. - 

E 

LFVFL 19 
CR 19; HD 19d6+19; hp 88; Init +21; Spd 30 ft.; AC 

25, touch 19, flar-footed 18; Base Atk +I% Grp +is; Atk 
+24 melee (ld6+4/19-20/~2, short sword) or +23 ranged 
(ld6+2/x3, shortbow); Full Atk +24/+19/+14 meiee 
(lds&/i+20/xr, short sword) or +23/+18/+13 ranged 
(ld6+2/x3, shortbow); SA crippling strike, oppomnist, 
sneak attack +lode SQ defensive roll, evasion, improved 
evasion, improved uncanny dodge, trap sense +6, trap- 
finding, uncanny dodge; Save FQIT +7, Ref +18, Wdl+6; 
Str 12, Dex 19 (251, Con 13, Int 34, Wis 10, Cha 8. 

Skills and Feats (220/7): Appraise +8, Balance +19, Bluff 
+8, c h b  +8, Craft (trapmaking) +8, Decipher Script +8, 
Diplomacy +6, Disable Device +8, Disguise +8, Escape 
Artist +15, Forgery +7, Gather Information +6, Hide +i 9, 
Intimidate +$, jump +e, Knowledge (local) +7, Listen 
+8, Move SiIentIy +19, Open Lock +19, Search +8, Sense 
Motive +8, Sleight of Hand + 1 3 ,  Spot +s, swim +a, 
Tumble +17, Use Magic Device +8, Use Rope +13; Dodge, 
Improved Initiative, Mobility, Point Blank Shot, Shot on 
the Run, Spring Attack, Weapon Finesse. 

Po55essions: Amulet of nnturd a m o r  +I, bmccrs of ~ W Q T  

+f, nng of  protection +2, + 3  short nvord, +Z shortbow, gloves of 

- 
1 

I 

- 
! 

I 

j Dexterity +6,72,000 gp. or: i 70,000 gp total value. 

' LFVFL a 0  
CR 20: HD 20d6+20; hp 92; Init +12; Spd 30 ft.; AC 

26, touch 20, flat-footed 18; Base Atk +Is; Grp +16; Atk 
+26 rneIee (Id6+4/19-20/~2, short sword) or +26 ranged 

(I d6+4/19-20/~2, shore sword) or +26/+21/+16 ranged 
(ld6+3/x3, shortbow); SA crippling strike, opportunist, 
sneak aaack +10d6; sa defensive roll, evasion, improved 
evasion, improved uncanny dodge, trap sense +6, trap- 
finding, uncanny dodge; Save Fort +7, Ref +20, Will +&; 
Str  12, I lex 20 (261, Con 13, Int 14, Wis IO, Cba 8. 

SkiIFs and Fents (230/7): Appraise +8, Balance +20, Bluff 
+8, C h b  +8, Craft (trapmaking) +IO, Decipher Script 
+IO, Diplomacy +h, Disable Device +8, Disguise +8, Escape 
Artist +16, Forgery +7, Gather Information 4, Hide + I O ,  
Intimidate +4, Jump +8, Knowledge (local) +T, Listen 
+lo, Move SilentIy +20, Open Lock +20, Search +IO, 

- 
I (ld6+3/x3, shortbow); Full Atk +26/+21/+16 melee 

r 
i 

, 

Tumble +18, Use Magic Device +8, Use Rope +14; Dodge, 
Improved Initiative, MoblLg Point Blank Shot, Shot on 
the Run, Spring Atrack, Weapon Finesse. 

Possessions: A m u k  of nuturn1 amor -2, bmcers of armor 
+5, rrng ~f profechon +z, +3 short sword, +3 shortbow, gloves of 
Dcxfenry +6, i 12,000 gp. Or: 220,000 g p  total value. 

0 RCP= R F RS 
LFVFL I 

CR I; H D  Id4-ti; hp 5; hi t  +2; Spd 30 ft.; AC tz,  touch 
12, flat-footed Io; Base Atk +O; Grp -1; Atk -1 melee 
(ld4-nJx3, halfspear) or +3 ranged (fdS/l9-20/~2, light 
crossbow); Full Atk -I melee (Id4-1/>3, halfspear) or +3 
ranged (ld8/19-20/~2, bght crossbow); SA -; SQfamhr 
(Alertness, empathic h k ,  improved ewision, share spells); 
Save Fort +1, Ref +2, W d  +3; Str 8, Dex -14, Con 13, Int 10, 
Wis 12, Cha 15. 

skills and Feuts (P/I)l): Concentration +3, Knowledge 
(arcana) +3, Spellcraft +3; Spell Penetration. 

Sorcerer Spells Known (5 /4;  save DC 12 + spell level): o 
-detect mapc, pure, magp hand, read rnqyc;  1 s t  - protection 
from wrt, sleep. 

~ossesnms: Halfspear, mastetwork light crossbow, sso 
gp. Or: 900 g p  total value. 

JAFVFL 2 
C R  2; HD 2 d 4 t ~ ;  hp 8; Init +2; Spd 30 ft.; AC 12, toirch 

12, !At-footed 10; Base Atk +I; Crp +Q; Atk +O melee 
(1d4-lJx3, halfspear) or +4 ranged (2&/19-20/x2, light 
crossbow); Full Atk +o melee ( 1 d ~ 1 / x 3 ,  halfspear) or +4 
ranged (Id8/19-20/~2, light crossbow); SA -; SQfamiliar 
(Alertness, empathic link, improved evasion, share spells); 
Save ~ ~ r t  +i, Ref +2, will +4; Str 8 ,  Dex 14, con 13, InF IO, 
Wis 12, Cha 15. 

skills and Feats (lO/l):  Concentration +3, Knowledge 
(arcana) +4, Spellcraft +4; Spell Penenation. 

SQKUW Spells Known (6,'s; w e  DC 12 + rppll hd):  0 
-daze, detect magx, flare, m a g  hand, read magic; ist - pm- 
tecfton .born evil, sIccp. 

Poss~rsions: Hakpear, masterwork light crossbow, 1,650 
gp. Or: 2,000 gp total vahre. 

LFVFT, 3 
CR 3; HD 3d4+3; hp 12; Init +z; Spd 30 ft.; AC 12, touch 

12, flat-footed IO; Base Atk +1; Grp to; Atk +o melee 
(ld&l/x3, halfspear) or +4 ranged (ld8/19-20/~2, light 
crossbow); Full ktk +o meIee (ld+l/x3, halfspear) or 
+4 ranged (IdS/19-20/~2, light crossbow); SA -; SQ 
familiar (Alertness, deliver touch spells, empathic link, 
improved evasion, share spells); Save Fort +2, Ref +3, Will 
4; Str 8, Dex 14, Con 13, Int 10, Wis 12, Cha 15. 

Skills and reeats (12/2): Concentration +3,  Diplomacy 
+3, Knowledge (arcana) 4, Spellcraft +4; Greater Spell 
Penetration, Spell Penetration. 
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o -daw. detect rnagrc, flare, m a p  hand, read magic; 1 s t  
-feather M, p t e c k o n  from evil, deep. 

Posresssow Halfspear, mastemark light crossbow, 2,650 
gp. Or: 2,500 g p  total value. 

LFVEL 4 
CR 4; F D  +d+t* hp IS; h i t  +2; Spd 30 ft.; AC 13, touch 

12, flat-footed 11; Base Atk +2; Grp +1; Atk +1 melee 
(1d&l/x3, halfspear) or +5 ranged (ld8/14-20/~2, light 
crossbow-'; Full Atk +1 melee (ldGl/x3, ha&pear) or 
+5 ranged (ld8/19-20/~2, hghr crossbow); SA -; S Q  
familiar (,\Zertness, deliver touch speh ,  empathic link, 
improved evasion, share spells); Save Fort +2, Ref +3, Will 
+5; Str 8, Dex 14, Con 13, Int 10, Wis 12, Cha 16. 

skills mid Feats (14/2): Concentration +3, Diplomacy +4, 
KnowIedge (arcana) +4, Listen +2, Spellcraft +4; Greater 
spell Penetration, Spell Penetration. 

Smcwer Spells Known (6 /7 /4 ;  save DC 13 + spell hd):  0 
- daze, detect magic, j u r e ,  muge hand, mmuge, read muqc; 
1st -fcatherfull, pwtectron fmm wd, s h p ;  2nd - hypnotic 
pattern. 

Possesaona Bracers of amor  +I, halfspear, mastenvork 
light crosqbow, 950 gp. Or: 3,300 gp total value. 

LEVFL 5 
CR 5; ZtD 5d4+5; hp 19; Init +2; Spd 30 ft.; AC 13, touch 

22, flat-footed 11; Base Ark +2; Grp +I; Atk +I melee 
(I&-I/x~. halfspear) or +5 ranged (Id8/19-20/~2, light 
crossbow ; Full Atk +I melee (IdGl/x3, halfspear) or 

= ti- 

familiar (Alertness, deliver touch spells, empathic 
improved evasion, share spells, speak with master); 
Fort +2, Ref +3, Will +5; Str 8, Dex 14, Con 13, Tnt IC 
12, Cha 16. 

S k r h  and h a t s  (Ib/Z): Concentration +3, Diplomat 
Knowledge (arcana) +4, Listen +2, spellcraft t4, Sp 
Greater Spell Penetration, SpeU Penetration. 

Sorwe-er Spells Known (6/7/5; save DC 13 + spell !a 
- d u x ,  dptect magic, flaw, mugc hand, message, wad I 

- hypnotrc pattern, pyrvtechnics. 

fight crossbow, 2,000 gp. Or: 4,300 gp total value. 

1st - LOIUT rpmy, feather full, profed1on frmz wrl, sker 

Porsesnons: Bracers of a m o r  +I, halfspear, master 

jelj: o 
n a p ;  
I;  2nd 

- work 

LEVEL 6 
CR 6; HI3 6d4+6; hp 23; Init +2; Spd 30 ft.; AC 13, 

12, flat-footed IT; Base Atk +3; Grp +a Atk i 2  I 

(Id+l/x3, halfspear) or +6 ranged (ld8/19-20/~2, 
cmssbow); Full Atk +2 melee (1d&I/x3, halfspe; 
+6 ranged (ld8/19--20/~2, light crossbow); SA - 
familiar (Alertness, deliver touch spells, empathic 
improved evasion, share spells, speak with master); Save 
Fort +3, Ref 4, Will +6; Str 8, Dex 14, Con 13, Int 10. Wis 
32, Cha I h .  

Skills and A n t s  (18/3): Concentration +4, Diplomacy +4, 
Knowledge (arcana) +4, Listen +z, Spellcraft +5, Spot +2; 
Craft Wand, Greater Spell Penetration, Spell Penetration. 

touch 
nelee 

ar) or I 

-; SQ 1 
link, 1 

light , 



- .  

3RLD’S LARGEST ClTY 
e- 

- 

SPYC SpeIb 

rcnd map:; 1st 

- mark 

__I slccp; 2nd - h: 
mceJc1airvoyunr 

Possrssions: B 
I light crossbow 

! L€V€L 7 
CR 7; HD 7d 

I 3, flat-footed 
(Id4-1Jx3, ha1 
crossbow); Ful 

j K ~ O I \ W  (6/: 
, daze, detect 
- color spa! 
Vpnohc patter 
:e. 
:rucefi of aw 
,4,300 gp. 

magic, pore, mage firand, message, 
I, featherfull, yotechon from m1, 
71, pyrotechnics; 3rd - claii-audi- 

nor +I, halfspear, masterwork 
c: 5,600 gp total value. 

[4+7; hp 26; Init f2; Spd 30 ft.; AC 14, touch 
12; Base Atk +3; Erp +2; Atk 4-2 melee 

fspear) or +6 ranged (Id8/19-20/~2, light 
U Atk +2 melee (ld4-1/x3, harspear) or 

+6 ranged (1d8/19-20/~2, light crossbow); SA -; SQ 
familiar (Alertness, deliver touch spells, empathic [ink, 
improved evasion, share spells, speak with animals of its 
kind, speak with master); Save Fort +3, Ref +4, Will +a; Str  
8, Dex 14, Con 13, Int 10, Wis 22, Cha 16. 

Skrlls and Feats (20/3): Concentmtion +4, Dipb iacy  +4, 
Rnowledqe (arcana) +4, Listen +z, Spellcraft +S, Sense 
Motive +2, Spot +& Craft Wand, Greater Spell Penetration, 
spell Penetration. 

Sowcrrer Spells Known ( 6 / 7 / 7 / 5 ;  save DC 13 + s p l  I hd):  0 
- arcane mark, daze, detect magc, flare, magp hnnd, message, 
r e d  mqjr; 1 s t  - color spray, feather full, protection j%m wd, 
sleep, uentriloqttirm; 2nd - blur, h m o t i r  pattern, pyrotech- 
nics; 3rd - blink, rlaimu~iencelclaIwoyance. 

Foossesnons: Bmccrs of urmor +I, nng of protection +I, half- 
spear, masterwork light crossbow, 3,900 gp. Or 7,200 gp 
totd value. 

L K 8;  HLJ saws; np N; inir tL; qia 3u Ir.; AL 14, T O U C ~  

13, flat-footed 12; Base Atk +4; Grp -Gi Atk i-3 melee 
(ld&l/x3, halfspear) or +S ranged (ld8/19-20/~2, light 
crossbow); Full Atk +3 melee (Id&i!x3, halfspear) or 
+7 ranged (Id8/19-20/~2, ligh~ cross3ow); SA -; SQ 
familiar (Ahmess ,  deliver toirch spells, empathic link, 
improved evasion, share spells, speak with animals of irs 
kind, speak with master); Save Fort +3, Ref c4, Will +7; Str 
8, Dex 14, Con 13, Int 10, Wis 12, Cha 17. 

skills and Ra t s  (22/3):  Bluff +3, Concentration +4, 
Diplamacy+4, Knowledge (arcana) +4, Listen +2, SpeUcdt 
+5, Sense Motive +2, Spot +2; Craft Wand, Greater Spell 
Penerration, Spell Penetration. 

Sorcerer SpelE< Known ( 6 / 7 / 7 / 6 / 3 ;  save DC I3 + spell h e [ ) :  
o - m a n e  mark, dazr, deicct magics flare ghost sound, mage 
hand, message, wad mag~r; 1st - color spray, feather Id, pro- 
tcction from evil, sleep, ventriloquism; 2nd - blur, h-pnottc 
puttcm, pyrotechnics; 3rd - biinh, cEaIruu~trencE/claiwoyunce; 
4th - hallucin~tory tcrruin. 

Possenions: Bracers of nmor +i, nng of protectton +I, ha& 
spear, masterwork light crossbow, 4,100 gp. Or: 9,400 gp 
total value. 

LFVFL 9 
CR 9; HD 9d4+9; hp 33; Init +2; Spd 30 fi.; AC 15, touch 

13, flat-footed 13; Base Atk +4; Grp 4-3;  Atk +3 melee 
(1d4-1/~3, halfspear) or +7 ranged (ld8/19-20/~2, light 
crossbow); hull Atk +3 meiee (ld&i/’x3, halfspear) or 
+7 ranged (id8/19-20/~2, light crossl~orv); SA -; SQ 
familiar (Alertness, deliver touch spells, empathic link, 
improved evasion, share spells, speak Kith animals of its 



I ,  ~ 
lr -~ . . . . . . . 

8, Dex 14, Con 13, Int 10, Wis 12, Cha 17. 
skills al td  €eats (24/4): Bluff +3, Concentration +5, 

Diplomacv +4, Knowledge (arcana) 4, Listen +4, Spellcraft 
+6, Sense Motive +2, Spot 4; Alertness, Craft Wand, 
Greater Spell Penetration, Spell Penetration. 

Sowerer Ypek Known ( 6 / 7 / 7 / 7 / 4 ;  saw nC 13 + spell !eve[): 
o - arcant' murk, daze, detect mapc, flo.re, ghost sound, mage 
huad, mevage, read magic; 1sr - color s p y ,  feather full, 
protection 'vom eviE,  SIP^ ventrrloquism; 2nd - blur, daze 
monster, hipnohc pattern, r o t e c h n i c s ;  3rd - blink, clazraudi- 
ence/cIatmyunce, phantom steed; 4th - hallucinatory terrain, 
phantasmn I killer. 

P O S S P S S ~ ~ S :  Bmcerr of amor c2, nng oj'pruterhon +I, half- 
spear, ma5terwork light crossbow, 5,700 gp. Or: aZ.OOO 
total value. 

LFVFT, IO 
CR 10: HD 10d4+10; hp 37; Init +2; Spd 30 ft.; AC 

15, touch 13, flat-footed 13; Base Atk +s; Grp t.4; Atk +4 
melee (3d+I/x3, halfspear) or +8 ranged (id8/19-20/~2, 
light crossbw); FuIl Atk +4 melee (id+-i/x3, halfspear) 
or +8 ranped (Id8/19-20/~2, lighht crossbow); SA -; SQ 
familiar (Alertness, deliver touch spells, empathic link, 
improved evasion, share spells, speak with animals of its 
kind, speak with master); Save Fort +4, Ref +s, Will +8; Str 
8, Dex 14. Con 13, Int 10, Vis 12, Cha 17. 

S h i h  and Fmfs (26/4): Bluff +3, Concentration +6, 

Diploman +4, Knowledge (arcana) 4, Listen +4, Spellcraft 
+7, Sense Motive +2, Spot +4; hlertness, Craft Wand, 
Greater Spell Penetration, Spell Penetration. 

Sorcerer Speh Known ( 6 / 7 / 7 / 7 / S / 3 ;  sdve DC 13 f spd! !erd): 
o - m u i t r  mark, daze, detect muglc, flare, ghost sound, mage 
hand, rnewge, read mupc, touch offat igue;  1st - color spray, 
feather full. profectlon from CVII, sleep, ventrrloqulm; 2nd - 
blur, daze mowstcr, hypnotsc pu,dtt~rn, pyrotechntcs; 3rd - bhnk, 
rlairaudienrc/claEwoydnce, phantom steed; 4th - hallttcrnn- 
tory t e r n i n .  phmfasmal killer; 5th --feeblemind. 

Possesstons: Bracers of armor +2, nng of protection +1, half- 
spear, masrework light crossbow, 9,700 gp. Or: 16,000 g p  
total value 

LFYFI, 11 
CR 11; HD lld4+11; hp 40, Init +2; Spd 30 ft.; AC 

16, touch 13, flat-footed 1% Base Atk +5; Grp i4 ;  Atk +4 
melee (id4--1/x3, halkpear) or +S ranged (ld8/19-2U/x2, 
light croshow); Full Atk +4 melee ( ld6 iJx3 ,  halfspear) 
or +8 ranged (1d8/19-20/~2, light crossbow); SA -; SQ 
familiar (Alertness, deliver touch speus, empathic link, 
improved evasion, share spells, speak with animals of its 
kmd, speak with master, spell resistance); Saw Fort +4, Ref 
+5, Wdl +P; Str 8,  Dex 14, Con 13, Int 10, Wis 12, Cha 17. 

skills raid Fmtr (28/4):  Bluff +3, Concentrarion +7, 
Diplomam +4, Knowledge (arcana} +4, Listen +4, Spellcraft 
+8, Sense Motive +2, Spot +4; Alertness, craft wand, 
Greater Spell Penemanon, Spe I1 Penetration. 

/7 /7 /7 /h / l  
e, detect ml 
lgu, touch 
yom evil, sit 
rotic putter 
i k, clairaua 
Itlon, kallu 
fechlcmrnd. 
ral armor +i,  bmcers of amur +2, 
ar, masterwork light crossbow, 
'tal value. 

3VTCtTW JprLl> h r l w w r l  (0 ,  

Level): o -arcane murk, daz 
m a g  hand, message, read ml 

spray, f d h e v f d ,  polecltm fi 
- blur, daze monster, hvpr 
hideous luughim 3rd - blir 
phantom steeh 4th - enervi 

Ponessions: Amulet of nutu 
nng of protechon +I, half5spe 
12,700 gp. Or 21,000 gp to 

tasrneE kfller, 5th - L I W U ~ ,  

LFVFT, 1.2 
CR 12; HD 12d4+12; hp 44; Init +6; Spd 30 ft.; AC 17, 

touch 14, flat-footed 25; Base ntk +6; Grp +5; Atk +5 melee 
(ld&l/x3, halfspear) or +9 ranged (1d8/19-20/~2, light 
crossbow); Full Atk +sJ+o melee (id-SlJx3, halfspear} or 
+9/+4 ranged (ld8/19-20/~2, hght crossbow); SA -; SQ 
familiar (Alertness, deliver touch spells, empathic link, 
improved evasion, share spells, speak with animals o f  its 
kind, speak with master, speU resistance); Save Fort +5, 
Ref t-6, Will +9; Str a, Dex 14, Con 13, Int 10, Wis 12, Cha 

Skills and Feats (3015): Bluff -1-5, Conceiitration +8, 
Diplomacy +6, Knowledge (arcana) +4, Listen 4, 
Spellcraft +9, Sense Motive +2, spot A; AhTneSs, crdt 
Wand, Greater spell Penetmtion, Improved Initiative, 
8peI1 Penetration. 

Sorcerer ~pelEs Known (6/8/7/7/7/6/3; suve DC 35 + spell 
Iwel): a - prcane mwk, daze, aeScct magc, flow, ghost sound, 
m a p  hand, message, read magic> touch offa t rp ;  1st - color 
sprrly, Jeatherfail, protechon fwm ml, sleep, v~ntnloqussm; 2nd 
- blur, daze monster, hypnotic pattern, pyrotechnics, t n r h d  
hitkozls laughter, 3rd -blink, clairuudtence/cla~rv9.ance, fly 
phantom steed; 4th - enmokon, hallucinatv twrmn, phnn- 
t a m d  killer, 5th -dream, feeblmind; 6th -mas< suggestion. 

Possessions: Amulet ofnahml amor  +1, bracers of armor +2, 
nng of protechon +1, halfspear, masterwork light crossbow, 
cloak of Chansma +2, 9,700 gp. Or: 27,000 ~p total value. 

1s (20). 

LFVFL 'J 
CR 13; HD 13d4.t.13; hp 47; Init +6; Spd 30 ft.; AC 18, 

touch 14, flat-footed 16; Base Atk +6; Grp +5; Atk +6 melee 
(1d4/x3, hdfspear) or +9 ranged (1dgJi9-10/~2, light 
crossbow); Full Atk +&'+I melee (ld4/x3, halfspear) or 
+9/+4 ranged {ldS/19-20/x2, light crossbow); SA -; SQ 
faamili ar (Alertness, deliver touch spells, empathic link, 
improved evasion, scry on familiar, share spells, speak 
with animals of its kind, speak with master, spell resis- 
tance); Save Fort +5, Ref +$, W 8  +9, Str 8, Dex 14, Con 13, 
Int 10, Wis 12, Cha 18 (20). 

Skifh and F d s  (32/5): Bhrff +5, Concentration +&, 
Diplomacy +6, Knowledge (arcana) +4, Listen +4, 
SpeUcraft +?, Sense Motive +3, Spot +4; Alertness, Craft 
Wand, Greater Spell Penetration, Improved Initiative, 
Spell Penetration. 

- 



-- 

- m a 8  nana, message, wm mnpc, muln or junrrguq 1st - color 
s p y ,  ftuthcrfdl, protection from eud7 sleep, ventriloqurrrn; 2nd 
- blur, daze monstw, hynottc pattern, p~tecchnics,  tnsha? 
hideous Inughter, 3rd - blink clarraudience/claiwqv4nce, fly, 
phantm-a steed; 4th -crushing despair, menwtion, halbcina- 
tory ternin, phmtnsmal killel; ~ t h  - dominufe p o n ,  dwum, 
feEbleminJ; 6th - eyFbite, mass suggestion; 7th - E~m~ted 
tcrlsh. 

Possessions: Amukt ofnatuml umor +I, b r a c m  of armor +3, 
nng of potecfion t.2, +I halfspar, masterwork Iight cross- 
bow, cloak of Charisma +2, glwes of Dexterity +z, 15,000 gp. 
Or: 45,000 g p  total value. 

LFVFL I5 
CR 1s; HD 15d4+47; hp 54; Init +7; Spd 30 ft.; AC 19, 

touch 15, ff at-foored 16; Base Atk +7; Grp +6; Atk +7 melee 
(ld4/x3, halfspear) or +I i ranged (ld8/19-2@/~2, light 
crossbowk Fd l  Atk +7/+2 melee (Id4/x3, halfspear) or 
+11/+6 ranged (ld8/19-20/~2, light crossbow); SA -; SQ 
familiar (Alertness, deliver touch spells, empathic link, 
improved evasion, scry on familiar, share spells, speak 
with animals of its kind, speak with master, spell resis- 

Con 14, tnt 10, Wis 12, Cha 19 (23). 
skills and Feds  (38/6): Bluff +6, Concentration +9, 

Diplomacy +7, Knowledge (arcana) 4-5, Listen +5, Spellcraft 
+IO, Sense Motive +3, Spot +4; d e m e s s ,  Craft Wand, 
Great Fortitude, Greater Spell Penetration, Improved 
Initiative, SpeIl Penetration. 

Sorcerer Spells Known (4 /8 /8 /7 /7 /7 /7 / '5 /3;  suue DC 17 + 
spell Iwef): o - a ~ c ~ n e  mark, daze, detec+ magic. flare, ghost 
sorind, mugr hand, mcssagp, read magic, f u d  offahgm; 1st - 
colorspmv,feathprfuIl, potectron from eutf, sleep, wentnloqunm; 
2nd - blur, daze mondeer, hypnotic puttem, pptechmcs ,  
tasha's hideotts lattghtcr; 3rd - blink, ~ l ~ i ~ ~ ~ ~ ~ e n ~ e / ~ ~ a ~ ~ ~ -  
ance, fly, phantom steed; 4rh - crushing despnir, enwvahon, 
hnlhctnntary temm, phantnsmai kilIer, srh - dminate per- 
son, dream, feeblemind. persrsknt mage; 6th - Pwbrtc, gem/ 
guest, mass ruggestion; 7th - ethereal jauirt, limikd wish; 8th 
- wntsI k i n g  patfern.  

Possewons: AmttIct ojnatuml armor +I, bracers ufumor +3, 
tlng of prutdion +2, +1 halfspear, masterwork light cross- 
bow, cloak of ~ h a n s m n  +4, gloves of Dextt-rity +?, 37,000 gp. 
Or: 77,000 g p  total value. 





- .  

WORLD'S LARGEST CITY 

1 

an1 
hn 
son, dream, feeblemind, pernstrnt imqr;  6th - ryrbitr, gm'J 

phasr door, 8th - nnhpathv, st intillding pattern, 
runburst; 9th - astml pvo~ertron, Pthcmlncss. 

Possessions: Aruukt of natural 
amor +z, bmccrs of AWYN +5, ring of pro- 
tection +2, +I halfspear, masterwork light 
crossbow, cloak o,fChmrma +6, gloves of 
D F ~ t c n t ~ + 2 ,  88,000 si. Or: 170,000 g p  

qursf, ma55 suggestion; JTh - ethPnul ],zunt, Irmitd IdJlSh,  

total value. 

LEVEL 2 0  
CR 20; H D  2Qrh+27; lip 72; Init 
+7; Spd 30 fi.; 4C 21, touch 14, 
flat-footed 18; Ehse Atk +lo; Grp 
+9; Ark +lo melee (ld4/x3, half- 
spear) or +14Tanged (1d8/19-20/ 
~ 2 ,  light crossbow); Full Atk +IO 
melee (ld4/x3, halfspear) or +14 

ranged (ld8/19-20/~2, light cross- 
bow); SA -; SQ familiar {Alertness, 

deliver touch spells, empathic link, 
improved evasion, scry  on familiar, 
share spells, speak with animals of 

it5 kind, speak with master, spell scsis- 
lance); Save Fon +9, Ref +9, Will s13; Str 

8, Dex 14 (16), Con 14, Int la, Wis 12, Cha 20 

skills nnd F~nts  (4 tb /7 ) :  Bluff +8, 
Concenrration +I  1, Diplomacy +9. Knowledge 

(arcana) +9, Listen +5, Spellsiraft +12, Sense 
Motive +3, Spot 4; Alertness, Craft Wand, 

Great Fortitude, Greater Spell Penetration, 
Improved Initiative, N-gotiator, S p ~ l l  

Sorcerer spells Known ( 6 / 8 / 8 / 8 / 8 / 7 / 7 / 7 / 7 / 6 ;  
save DC 18  + spell level)- o -arcane mark, 
daze, dctecl  mag^, flare, ghost sound, m a p  

hand, message, read mngic, ;ouch offnfipe; 1st 

wentnloquim; 2nd - blur, dazc monstrr, hyrnotic 
pattern, pyrotechnics, tasha:~ hdeous laughter; 3rd - blink, 
clairfludieacc/c/cloirvoyu~cC, fly, phantom Stet'd; 4rh - crushing 
dtspaw, enewlration, hallucinatory t~wnin, plinntusrnnl killer, 
5th - dominale person, dream, jccblemrnd, prrsrrtent Image; 

jaunt, limitcd wish, phase door; 8th --ontspathy, sclntlllatlng 

Posqessions: Amulet of natura/ armor +2, hrurers of amor 4, 
nng of protrchon +2, +I halfqppar, masterwork light cross- 
bow, && of charisma +&, gloves of QmfErtY +2, 1 3g,000 gp. 
Or. 220,000 g p  

Penerration. 

emparhic link, improved eva- -color spray,featherfalI, protrcbon from Wd, s h p ,  
sion, scry on familiar, share 

Eo'oa '% Ref '% wrlI 'f2; Str ', Dm 

+I1, 

Tells, 'peak with anima's Of its 

14 (M), Con 14, Int IO, Wis 12, Cha 19 (25). 

'peak with 
resistance); 

Ski''s and (4s/7)' '"' ''? 

Piplomacy ''9 bowledge Iarcana) +77 Usfen ' 5 7  spelJcraft 6th - eyeEit.o, geas/quest, ma,-$ s1rggest1oq; 7th I cthpnal 
+I2, Sense Motive ' 39  'pot '4F *lemess7 

Iniriative, Negotiator, Speu Penetration. 
Sor lmr  SF"S Known ('/'/'l'/'J'/'J'J'/'; S ~ P  ' C  '7 

+ d level): -arEaPIP daze* dded mfl$c* f l u r e ,  ghost 
sound, m a p  hand, message, read magic, touch offahgue; 1st - 
color spray, featherfd, pro  tectron from m E, sleep, venin Ioqrrism; 
2nd - blur, daze monster, hypnotic pattern, pyrotechnics, 

Greater Spel1 Penetrations Improved paftcm, sunbur$ 9th - asfval pmipctron, e'hemf"ess, 14IptTd. 

value. 
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CR i; H D ld8+1; hp 9; Init 4-21 Spd 30 fr.; AC 17, touch 
12, flat-footed 15; Base Atk +1; Grp +3; Atk +4 or +3 melee 
(ld12+2/x<, greataxe or ld4+2/x2, spiked gauntlet); Full 
Ark +4 or +3 melee (ld12+2/x3, greataxe or ld4+2/x2, 
spiked gauntlet); SA -; SQ-; Save FOI? +3, Ref +2, Will 
+l; Str 15. Dex 14, Con 13, Int 8, Wis 12, Cha 10. 

skills a d  Feeah (4,'f): Climb +3, Intimidate +2, Ride +2; 
Power Attack 

Porscmo~r:  Masterwork greataxe, spiked gauntlet, chain 
mad, 450 gp. Or: 900 g p  total value. 

LEVEL 2 
CR 2; HD 2 d ~ + 2 ;  hp 14; hit  +2; Spd 31) ft.; AC 17, touch 

12, flat-footed 15; Base Atk +2; Grp t4; Atk +5 or +5 melee 
(1d12+2/x?, greataxe or 1 d4+2/x2, spiked gauntlet); Full 
Atk +5 or +S melee (1d12+2/x3, greataxe or Id4+2/x2, 
spiked gauntlet); SA -; SQ-; Save Fort +4, Ref +2, Will 
+I; Str 15, Dex 14, Con 13, Int 8, Wis 12, Cha 10. 

skills and reeats ($/f): Climb +3, Intimidate +2, Jump +3, 
Ride +3; Power Attack. 

Powssiot!s: Masterwork greatne, masterwork spiked 
gauntIer, masterwork chain mail, 550 gp. Or: 2,000 gp total 
value. 

LFVFL 3 
CR 3; HD 3d8+3; hp 20; h i t  +2; Spd 30 ft.; AC 17, couch 

12, flat-foored f ;  Base Attk +3; Grp +5; Atk +6 or +6 melee 
(1d12+2/xT, greataxe or ld4+2/x2, spiked gauntlet); Full 
Atk +6 or +6 melee (idr2+2/x3, greataxe or 1d4-t2/x2, 
sprked gauntlet); SA -; SQ--; Save Fort +4, Ref +3, Will 
+2; Str 15, Dex 14, Con t3, Int 8, Wis 12, Cha 10. 

Shills and Feah (6/1): Climb +3, Handle Animal +I, 
Intimidate +z, Jump +3, Ride +3; Cleave, Power Atsack. 

Possessions: Masterwork greataxe, masterwork sprked 
gauntlet, masterwork chain mail, 1,050 gp. Or 2,500 gp 
totd value. 

LFVFL 4 
CR 4; Hn 4d8+5; hp 26; Init +2; Spd 30 ft.; AC 17, touch 

12, flat-foored 15; Base Atk 4; Grp +6; Atk +? or t7 melee 
Ild12+2/x3, greataxe or ld4+2/x2, splked gauntlet); Full 
Atk +7 or +7 melee (1d12+2/x3, greataxe or 1d.k2/x2, 
spiked gauntlet); SA -; SQ -; Save Fort +6, Ref +3, Will 
+2; Str 15, Dex 14, Con 14, Int 8, Wis 12, Cha IO. 

skrll5 ~ n d  Feats ( 7 / 2 ) :  Climb +3, W d l e  Anima! +I, 
Intimidate +2, Jump +3, Ride +3, Swim +3; Cleave, Power 
Attack. 

hrr~ss ions :  Masterwork greataxe, masterwork splked 
gaunrlet, masterwork chain mail, 1,850 gp. Or: 3,300 gp 
total value. 

I L ~  u a I - L w w L c u  Dd3c nut t>, btp t, 
(ld12+3/x3, greataxe or ld4+2/x2, s 
Ark +8 or +8 melee (ld12+3/x3, gr 
spiked gauntlet); SA-; SQ--; Save 
+2; S t r  15, Dex 24, Con 14, Int 8 ,  Wis 

skills and Feats (e/?): Climb +3, 
Intimidate +3, Jump +3, Ride +3, Swi 
Attack. 

~orscsr~ons: + I  peataxe, masterwork 5 

terwork chain mail, 850 gp. Or: 4,300 

TXVFI, 6 
CR 6 ;  HD 6dS+9; hp 39; Init +2; Spi 

I 2, flat-footed 15; Base Atk +h; Grp +F 
(1d12+3/x3, greataxe or 1d4+3/x2, 51 

Atk +9/+4 or +9/+4 melee (1d12+3/x: 
x2, spiked gauntlet); SA --; SQ--; 
Will +3; Str 15, h x  14, Con 14, Int 8, 

skills nnd Feats (9J3): Climb +3, 
Lntinidate +3, Jump +3, Ride +3, Sw 
Cleave, Power Attack. 

chain mail, 150 gp. Or. 5,600 gp total value. 
Possessions: + I  p a t a x e ,  +I spiked gauntlet, masterwork 

r m w ,  7 
C R J ,  HD 7d8+11; hp46; Init+2; Spd 3Oft.;AC 18,rouch 

12, flat-footed 16; Base Atk +7; Grp +9; Atk +lo or +lo 
rneIee (ld12+3/x3, greataxe or 3d4+3/x2, sprked gauntlet); 
F U I ~  Ark +10/+5 or +10/+5 melee (ld12+3/x3, greatahe or 
Id4+3/x2, spiked gauntlet); SA -; S Q  -; Save Fort +7, 
Ref +4, Will +3; Str 15, Dex 14, Con 14, Int 8, Wis 12, Cha 
10. 

Skills and Feats (10/3): Climb +3, Handle Animal +2, 
Intimidate +4, Jump +3, Ride +3, Swim +3; CIeave, Great 
Cleave, Power Attack. 

Possrssions: +I greataxel + I  spiked gmintlet, +I chain mad, 
450 gp. or: 7,200 gp Kotd value. 

r m w ,  8 
CR 8; HD 8d8+13; hp 52; Init +2; Spd 30 ft.; AC 18, touch 

12, flat-footed 16; Base Atk +8; Grp +11; Atk +I2  or +I2 
melee ( ld l24 /x3 ,  greataxe or ld4+4/x2, spiked gaunrIet); 
Full Atk +12/+7 or +12/+7 melee (ldi2+4/x3. greataxe OT 
Id4+4/x2, sprked gauntlet); SA -; SQ--; Save Fott +8, 
Ref +4, WiIl+3; Str 16, Dex 14, Con 14, Int 8 ,  Wis 12, Cha 
I O .  

skills and feats (11/3):  CIimb +4, %ndIe Animal +2, 
Intimidate +4, Jump +4, Ride +4, Swim ++ Cleave, Creat 
Cleave, Power Attack. 

1 30 ft.; AC 17, touch 
<; Atk +9 or +9 meIee 
Jiked gauntlet); Full 
3, greataxe or I d4+3J 
jave Fort +7, Ref 4, 
Wis I 2, Cba IO. 
Handle Animal +2, 
im +3; CIeave, Great 

d 30 ft.; AC 17, tortch 
7;  htk t8 or +8 rnelcr 
piked gauntlet); T:ull - 
'eaTaR or 1 d 4 + 2 / ~ ,  
Fort s6, Ref +3, Wdl 
12, Cha IO. 
Handle h i m a 1  +I, 
m +3; Cleave, Power 

:piked gauntlet, mas- 
g p  total value. 

t 
~ossessrons: +I p a t a x e ,  +I sprked gauntlet, +I cham mail, - ~ - .  . ~ 

2,650 gp. Or 9,400 g p  total value. 
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LFVFL IO 

CR 10: HD 1QdSt17; hp 65; Init +1; spd 30 ft.; AC 18, 
touch 12, flat-footed 16; Base Ark +lo; Grp +13; htk +I5 
or +I4 melee (ldl2+S/x3, greataxe or ld4+4/x2, spiked 
gauntlet:; Fur1 Atk +15/+10 01 +14/+9 melee (ldl2+5/x3, 
greataxe or ld4+4/x2, sprked gauntlet); SA -; Sa-; 
Save Fort +9, Ref+5, Will +4; Str 16, Dex 14, Con 14, Int 8 ,  
‘V(Ji5 1 2, Cha 10. 

skills m d  ~ e a t 5  (13/4): Climb +4, Handle Animal +3, 
Intimidate +5, Jump 4, Ride +4, Swim +4; Cleave, Great 
Cleave, Improved Bull Rush, Power Attack. 

~ossersionr: +2 p a t a m ,  +I spiked gauntlet, +I chain mad, 
3,250 gp. Or: 16,000 gp Total value. 

LFVFL I1 
CR 11: HD tld8+19; hp 72;  h i t  +2; Spd 30 ft.; AC 18, 

touch 12, flat-footed 16; Base Atk +11; Grp Atk +16 
or +16 melee (Zd12+5/x3, greataxe or 1d4+5/xZ, splked 
gauntlet); Full Atk +16/+11/+6 or +16/+11/+6 melee 
(ld12+5/x3, greataxe or ld4+5/x2, spJred gauntlet); SA 
-; SQ-; Save Fort +9, Ref +5, Wdl+4; S t r  16, Dex 14, 
Con 14, lnt 8, Wis 12, Cha 10. 

SkiIFr trnd Feats (14/4): Climb +4, Handle Animal +4, 
Intimidate +5, jump 4, Ride +4, Swim ++ Cleave, Grear 
Cleave, Improved Bull Rush, Power Attack. 

hrserrions: +2 greataxe, +2 spiked gauntlet, + j  chain mad, 
2,250 gp. Or: 21,000 g p  total value. 

LFVFL 12 
CR 12. HI3 12d~+21; hp 78; Init +a Spd 30 ft.; AC 19, 

touch 12, flat-footed 17; Base Atk +12; Grp +15; Atk +17 
or melee (ld12+5/x3, greataxe cx ld4+5/x2, spiked 
gauntleti; Full Atk +17/+12/+7 or +17/+12/+7 melee 
(ld12+5/x3, greataxe or Id++5/x2, spked gauntlet); SA 
-; SQ--; Save Fort +lo, Ref +6, Will +5; Str 16, Dex 14, 
Con IS, Int 8 ,  Wis I 2, Cha z 0. 

ShrEEs and Feats (2$/5): Climb *4, Handle Animal +4, 
htimidate +6, Jump +4, Ride +4, Swim ++ Cleave, Great >.* > Cleave, Improved BulI Rush, Improved Overrun, Power 

~oscessioas: +2 greataxe, +2 spiked gauntlet, +2 chain mad, 
-- Attack. 

5,250 gp. O r  27,000 gp tot4 value. 

LK 15; HLJ 15aa+~s; np m; inn +L; apa JU n.; AL IY, 

touch 12, fix-footed 17; Base Atk +13; Grp +16; Atk +19 
OK +IS melee (ldf2+6/x3, grearaxe or Id4+5!x2, spiked 
gauntlet); Full Atk +19/+14/+9 or t18/+%3/+8 melee 
(ld12+6/x3, greatme or ld4+5/x2, spiked gaundet); SA 
-; SQ-; Save Fort +IO, Ref +6, Will +5; S t r  16, Dex 14, 
Con 15, Int 8 ,  Wis 12, Cha 10. 

skills and Feents (16,’s): Climb +4, Handle Animal +4, 
Intimidate +7, Jump 4, Ride +4, Swim +4; Cleave, Great 
Cleave, Improved Bull Rush, Improved Ovemn,  Power 
Attack. 

~osscrsrons: +3 greataxe, +2 spiked paundet, +2 chain mad, 
3,250 gp. or 35,000 gp total value. 

LEVEE 14 
CR 14; HI3 14d8+25; hp 91; Init +2; Spd 30 ft.; AC 19, 

touch 12, flat-footed 17; Base Atk i 14 ;  Grp +17; Atk +20 
QT +20 melee (ld12+6/x3, greataxe or ld4+6/x2, spiked 
gauntlet); Full Atk +20/+15/+10 or +70/+15/+10 melee 
(ld12+6/x3, greataxe or ld4+6/x2, splked gauntlet); SA -; 
SQ-; Save Fort +I 1, Ref +6, Wdl+5; Str 16, Dex 14, Con 
IS, Int 8 ,  Wis 12, Cha 10. 

skills and Feats (17Js): Climb +4, Handle Animal t4, 
Intimidate +8, Jump +4, Ride +4, Swim 4; Cleave, Great 
Cleave, improved Burl Rush, Improved Overrun, Power 
Attack. 

Possesstons: +3 gueataxe, +3 spiked gauntlet, +2 chain mad, 
3,250 gp. or: 45,000 &p total value. 

LFVFL 1s 
CR 15; HD 15dS+27; hp 98; Init +2; Spd 30 h.; AC 20, 

couch 12, flat-footed 18; Base Ark +15; Grp +18; Ark +X 
or +21 melee (ld12+6/x3, greataxe or ld4+6/x2, spiked 
gauntlet); h u l l  Atk +21/+16/+11 or + 21/+16/+11 melee 
(ld12+6/x3, greataxe or ld4+6/xI, spiked gauntlet); SA -; 
SQ--; Save Fort +11, Ref +7, Will +6; Str 16, Dex 24, Con 
15, Int 8 ,  Wis 12, Cha 10. 

SkdSs and Rats (18/6): Climb +5, Handle Anima[ 4, 
Intimidate +s, Jump 4-4, Ride +4, ! h i m  +4; Cleave, 
Endurance, Great Cleave, Improved Bull Rush, Improved 
Overmn, Power Attack. 

Possessions: +3 greataxe, +3 spiked g ~ ~ ~ t l e f ,  +3 chain mail, 
12,250 gp. Or 59,000 g p  total value. 

LEVEL 16 
CR 16; HD 16d8+30; hp 205; Init +2 Spd 30 ft.; AC 20, 

touch 12, flat-footed 18; Base Ark +16; Grp +19; Atk +23 
or +23 melee (ld12+7/x3, greataxe or ld4+7/x2, spiked 
gaundet); Full Atk +23/+18/+13/+8 cr +23/+18/+13/+8 
melee (ld12+7/x3, greataxe or ld4+7/Z!, spiked gauntlet); 
SA -; SQ-; Save Fort +23, Ref 4-7, Vdl+6;  S t r  16 ,  Dex 
14, Con 16, Int 8, Wis 12, Cha IO. 

SkrlIr and Feats (19/6): Climb +5, Fandle Animal +4, 
Intimidate +8, Jump +s, Ride +4, !iwim +4; Cleave, 
Endurance, Great Cleave, Improved Bull Rush, Improved 
Overrun, Power Artad. 
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LFVFL '7 
CR 17; !3D 17d8+33; hp 113; Init +2; Spd 30 fi.; AC 21, 

touch 12. flat-footed 19; Base Atk +17; Grp +20; Atk +ZS 
or +24 mrlee (ld12+8/x3, greataxe or Id4+7/xZ, spiked 
gauntlet). Full Ark +25/+20/+15/+10 or +24/+-19/+14/+9 
melee (ld12+8/x3, greataxe or ld4+7/x2, splked gundet);  
SA -; SQ -; Save FOK +13, Ref +7, W d  +6; Str 16, Dex 
14, Con I+,, Int 8, Wis 12, Cha IO. 

skills avd Feats (XI/@: Climb +5, Handle Animal +4, 
Intimidatr +8, Jump +5, Ride +5, Swim ++ Cleave, 
Endurancp, Grear Cleave, Improved Bull Rush, Improved 
Overrun, ?ower Attack. 

Possesstons: +5 p a t a x e ,  +4 spiked gauntlet, +4 cham mall, 
250 gp. Or: 100,000 g p  total vdne. 

TJFVFL 18 
CR 18; HD 18&+36; hp 120; Init +2; Spd 30 ft.; AC 22, 

touch 22, flat-footed 20; Base Atk +18; Grp +21; Atk +26 
or +26 melee (ld12+8/x3, greataxe or 1$4+8/x2, spiked 
gauntlet); E d  Atk +26/+21/+16/+11 or +26/+21/+16/+11 
melee {id1 2+8/x3, greataxe or ld4+8/x2, spiked gamdet); 
SA-; SQ -; Save Fort +14, Ref i 8 ,  Wiu +7; 
Str 16, Ue.i 34, Con 16, Int 8, Wis 12, Cha 
10. 

Skills a d  Feats (21/73: C h b  +5, Handle 
Animal +-f, Intimidate +8, Jump +5, Ride +5, 
Swim +5; Cfeave, Diehard, Endurance, Great 
Cleave, Improved Bull Rush, Improved 
Overmn, Power Attack. 

Possessio~ts: +Y greataxe, +5 spikd gauntlet, 
+5 cham mrd, 3,250 gp. Or: 130,000 gp total 
value. 

TAFVFL 19 
CR 19; HD 19d8+39; hp 128, h i t  +2; 

Spd 30 ft.; AC 22, touch 12, fiat-footed 
20; Base Atk +19; Grp +22; Atk t27 or +27 
melee (Id 12+8/x3, greataxe or ld&8/x2, 
splked gauntlet); F d l  Atk t27/+22/+17/+12 
or +27/+12/+17/+12 melee (ld12+8/x3, 
greataxe or ld4+8/x2, spiked gauntletk SA 
-; S Q  -. Save Fort +14, Ref +8, WiII +7; 
Sa 16, neu 14, Con 16, Int 8 ,  Mi5 12, Cha 
10. 

Skills orid Feeah (22/7): Climb +5, Handle 
Animal + 5 >  Intimidate 4, Jump t.5, Ride 
+5, Swim +5; Cleave, Diehard, Endurance, 
Great Clcave, Improved Bull Rush, 
Improved Overrun, Power Attack. 

Pnssemonr: +5 p a t a w ,  +5 qvked gauntlet, 
+S churn niad, 43,250 gp. Or: 170,000 gp 
total value. 

IPC STATS ?% 

tn LV, n u  LUUnf4.l; np 1 
touch 12 ,  flat-footed 20; ~ a s l  
or +2S melee (ldI2+8/x3, g 
gauntlet); Frill Atk +28/+23/ 
melee ( 1  d 1 2+8/x3, greataxe o 
SA -; SQ-; Save Fort +15 
14, Con 17, Int 8 ,  Wis 12, Ch, 

Skills and Feats (?3 /7 ) :  Cli 
Intimidate +9, Jump +S, Ride 
Endurance, Great Cleave, Im 
Overrun, Power Amack. 

93,250 gp. or: 220,000 gp total value. 
Possessions: +5 weataxe, +5 spiked gauntlet, +5 rhmn marl, 

35; Init +T; Spd 30 fr.: AC 22. 

e Atk +20; Grp t23; Atk ~ 2 8  

reataxe or id4+8/~2 ,  spiked - 
t18/+I3 or +28/+23/+18/+13 
rr I d448/~2, splked gauntlet); 
, Ref +8, Will +7; Str 16, Dex 
a 10. 
mb +5, Handle Animal +5, 
t5, Swim +5; Cleave, Diehard, 
proved gull Rush, Improved 

1 

I 

LEVEL I 
CR 1; HD Id4-tI; hp 5; h i t  +2; Spd 30 ft.; AC 12, touch 

12, flat-footed 10; Base Atk +@ Grp +o; Ark +o meIee 
(id6/id6/~2, quarterstaff) or +2 ranged (1 d4/3 9-2c)/x2, 
hand crossbow); Full Atk +O melee (l&/idt;/x2, quarter- 
staff)  m +2 ranged (1 d4/19-20/~2, hand crossbow); SA -; 
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SQ-< S I V ~  Fort + 
13, Int 15,  Wis 1 2 , ’  

M ! s  rind Feats 
Script +6 ,  &owlei 
Casting, Scribe Scr 

Wkzutd spells !+t 

- aclri $ash, ray c 
missile. 

Spellbook: o - -a  
rnngtc wertpon, rhielr 

Possessions: Quar 
pearls. 500 gp. or: 

RLD’S LARGEST C 

1, Ref +2, W d  +3; S t r  10, Ilex 24, Con 
Cha a. 
(16/2):  Concentration +5, Decipher 
jge (arcana) +6, Spellcraft +6; 
O l l .  three 1OOgp pearls, 1,350 gp. @. 2,000 total value. 

mafic weapon, shield, shocking grasp, sirmmon monster 1, 

Possesvons: Quarterstaff, masterwork hand crossbow, 

pared (3 /2;  5avc DC 12 + spell hd): 0 
!f fiosl, reud magic; 1st - dentif?, magic 

11 spells; 1st - rdcntify, maFc missile, 
1, shocking gmsp. 
terstaE, hand crossbowr three Z O O ~ P  
400 gp total value. 

LFVFL 2 
CR 2; HD 2d++2; hp 8; h i t  +2; Spd 30 ft.; AC 12, touch 

12, flat-footed 10; Base Atk SI; Grp +I; Atk +I melee 
(ld6/ld6/x2, quarterstaff) or +4 ranged (ld4/17-20/~2, 
hand crossbow); Full Ark +i melee (ld6/ld6/x2, quarter- 
stafl) or t4 ranged (ld4/19-20/x2, hand crossbow); SA 
-; SQ-; Save Fort +I, Ref +2, Will +4; Str I O ,  Dex 14, 
con 13, Int 15, Wis 12, Cha 8. 

~ k ~ l l s  ilnd ~ m t s  (209): Concentration +6, Decipher 
Script +;, Knowledge (arcana) +7, Speucrafs c7; Combat 
Casting, Scribe SctoEl. 

Wmrd S p c k  Prepared (4/3; save DC 12 + spd lad): 0 
- acid sylash, magc hand, my offiost, read maglc; 1 st - iden- 
tifi, mngrc mlssllc, SUMrnOA monstcr I. 

1,FVF;Z 3 
CR 3; HD 3d4+3; hp 12; Init +2; Spd 30 ft.; AC 12, touch 

12, flat-footed 10; Base Atk +1; Grp +1; Atk +I melee 
(ld6/ld6/x2, quarterstaff) or +4 ranged (ld4/19-20/~2, 
hand crossbow); h l 1  Ark +I  melee (ld6/ld6/x2, quarter- 
staff) or+4ranged (fd4/19-20/x2, hand C ~ S S ~ Q W ) ;  SA-; 
SQ-; Save Fort +2, Ref+3, W d  +4; Str IO, Dex 14, Con 13, 
Int 15, Wis 12, Cha 8. 

skills and !?cats (24/3): Concentration 4 7, Decipher Script 
+8, Knowledge (arcana) +8, Spellcraft +t!; Combat Casting, 
Scribe Scroll, Spell Focus (conjuration). 

~ i z a r d  Spells mared ( 4 / 3 / 2 ;  save DC 12 + speII IeveI): o 

hk, maqc mrsnle, SMPnmOn monster r; ?nd - Melf’s m d  

~pellbook: o --all spells; 1st - deTikify, magic missile, 
m a p  weapon, shield, shocking p s p ,  slammon monster I, 
unwn srwunt; 2nd - Mclf’s acid arrow, mrching my. 

Possessions: Quarterst&, mastemorl~ hand crossbow, 
three ZOQgp peds ,  1,850 gp. Or: 2,500 gp total value. 

- acid splash, hand, my ~ j f i ~ d ,  read VIU~IC; 1st - ldm- 

UWOlA’, 5COrChing ray. 
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LK 4; H L! 4644-4; hp 16; Lnit +2; 5pd 30 tt.; AC 13, touch 
12, flat-footed 11; Base Atk +z; Grp +2; Atk +2 melee 
(Id&/ld6i u2, quarkrstaff) or t.5 ranged (ld4/19-20/~2, 
hand cro+bow); Full Ark +2 melee (1d6/1&/x2, quarter- 
staff)  or +s ranged (164/19-20/~2, hand crossbow); SA-; 
SQ-; Sa1.e Fofl+2, Ref +3, Will +5; Str IO, Dex 14, Con 13, 
Int  16, Wj, 12, cha 8. 

Shilb avd Feats ( 3 5 / 3 ) :  Concentration +IO, Decipher 
Scripr +lo Knowledge (ascana)+20, Spellcraft +IT; Combat 
Casting, Scribe ScroLl, Spell Focus (conjuration). 

Wizard YpelEs Prcpnred (4/4!3; saw DC 13 + spell Fevel): o 

tify, magic wiss i le  (2), summon rnonst~r 6 2nd - knock, Meif’s 
acid arrow, scorching my. 

Spellboob. o -all spells; 1st - idenhfv, magic missile, 
mngc iueaoan, shield, shocking grarp, ljummon monster 1, 
unseen 5 e r t ~ l ;  2nd - dnrkness, knock, Melf’s acrd AWOW, 

Poveswm: Bracers of a m o r  +I, quarterstaff, masterwork 
hand crossbow, three l o o p  pearls, 650 gp. Or: 3,300 gp 
total value. 

- acid s p h h ,  mage hand, my ~fb~f, wad W ~ L ;  1st - Iden- 

scorching my. 

LFVFL 5 
CR 5; HD ~ d 4 + 5 ;  hp 19; Init +2; Spd 30 ft.; AC 13, touch 

12, flat-footed 11; Base Atk +2; Grp t.2; Atk +2 melee 
(ld6/ld6,‘~2, quarterstaff) or +5 ranged (ld4/19-20/~2, 
hand crosbow’); F d  Atk +2 melee (ld6/Id6/x2, quarter- 
staff) or +: ranged (ld4/19-20/~2, hand crossbow); SA-; 
SQ-; Save Fort +2, Ref +3, Will +5; S t t  10, Dex 14, Con 13, 
Znt 16, wic 12, Cha 8. 

skrlIs nnd Feats (40/4): Concentration +II, Decipher 
Script +? 1,  Knowledge (arcana) +I& Spellcraft +12; 
Combat Casting, Scribe ScrolI, Spell Focus (conjuration), 
Widen Spell (fiueball). 

Wizard spells &pared (4/4/3/2; save nc 13 + spell level): o 
- acid splash, m a p  hand, my ~ f J v o ~ t ,  read magic; 1st - den- 
tify, mapc rnrssile (9, S M W I ~ O ~  monster4 2nd - knock, Melfs 
acid AWOW, mrChing ray 3rd -fireball, lightning bolt. 

Spcllbook. o -al l  spells; 1 s t  - idenfrfy, magic missile, 
mngic tveenpn, shield, shocking grasp, summon wtonsirr 1, 
unseen senjmt; 2nd - darkness, knock, Me& acid a m ,  
scorching mi; 3rd -fireball, lightning bolt. 

FossessionF: Brarcvr o f  a m m  +I, quarterstaff, masterwork 
hand crossbow, three 100gp pearls, 1,700 gp. Or 4,300 g p  
total value. 

LEVEL 6 
CR 6; HD b d b 6 ;  hp 23; Init +2; Spd 30 15.; AC 13, toirch 

12, ffat-footed 12; Base Atk +3; Grp +3; Atk +3 melee 
(1d6/ld6/~2, quarterstaff) or +6 ranged (td4/19-20/~2, 
hand crossbow); Full Atk +3 melee (ld6/ld6/x2, quaster- 
staff) or +6 ranged (ld4/15-20/~2, hand crossbow); SA -; 
SQ-; S a w  Fort +3, Ref +4, Will +6; Str I O ,  Dex 14, Con 13, 
Int 16, Wis I 2, Cha 8. 

Combat Casting, Greater SpeU Focus {conjuratloni, x r m e  
Scroll, Spell Focus (conjuration), Widen Spell (frwl 

Wizard Spells Prepad  ( 4 / 4 / 4 / ~ ;  save DC 13 + spell 
- acid splash, mage hand, ray offrost, read rna~c;  1st - 
tifv, magic missile (21, summon monster 1; 2nd - d 
knock, Melf’s acid RTYOW, scorching ruv 3rd --frrebal 
ning bolt, summon monster TJI. 

Spellbook: o --all spells; 1 s t  - hrning hands, , 

magic missile, magic urerrpon, shield, summon monster I 
sewant; 2nd - darkness, knock, Me!f:s acid IIWUW, st 

my, nimmon S ~ V U Y ~ ;  3rd --fireball, lightning bolt, 5immon 
monster 111. 

Possessions: Bracers of armor +i, quarterst&, masterwork 
hand crossbow, three 100gp pearls, 4,000 gp. Or: 5,600 gp 
total value. 

LFVFL 7 
C R  7; H D  7d4+73 hp 26; Init +2; Spd 30 15.; AC 14, touch 

13, flat-footed 12; Base Atk +3; Grp +3; litk +3 melee 
(ld6/ld6/x2, quarterstaff) or +6 ranged (ld4/14-20/~2, 
hand crossbow); Full Atk +3 meIee (1d6/1d6/dj quarter- 
staff) or +6 ranged (1  d4/19-20/~2, hand cmssbow).; SA -; 
SQ-; Save Fort +3, Ref +4, Wfi  +6; Str I O ,  Dex 14, Con 13, 
Xnt 16, Wis 12, Cha 8. 

Skills and Fenfs (50,’s): Concenaation +14, Decipher 
Scripr +13,  Knowledge (arcam) +14, Spellcraft +15; 
Combat Casting, Greater Spell Focus (conjuration), Scribe 
ScroU, Spell Focus (conjuration), Widen Spell (fireball). 

Wzaud Spells Prepared (4 /5 /4 /3 /1 ;  saw DC 13 + spell 

-burning hands, ~dentifv, mupc missile (2), mmmm monster 
I; 2nd - dadmess, knock, Melf’s acd m o w ,  scorch~ng my; 
3rd -$reball, Irghtning bolt, rumman monster 111; 4th - v e  
storm. 

Spellbook: o - aU spells; 1st - burning hands, tderififr, 

magic rnzssile, magc weapon, shield, summon monster J ,  ~mseccn 
sewanh 2nd - darkness, knock, Meif’s acid a m v ,  scorching 
my, rtrmmon sicmrm; 3rd -fireball, lightning bolt, wmmon 
monstu 111; 4th - ice storm, rtoneslzm. 

Possessions: Aracers of amor +i, nng ofprotcction +I, quarter- 
s~&, masterwork hand crossbow, three IOOgp pearls, 3,600 
gp. Or  7,200 gp total value. 

lFVP!): 0 - aCld splash, mUgC hand, QfffOSt, Rad 1st 

LFVFL 8 
CR 8; HP sd44-8; hp 30; Init +2; Spd 30 fi.; AC 14, touch 

13, flat-footed 12; Base Atk ++ Grp +4; Atk +4 meiee 
(ids/? d h / d ,  quarterstaff) or +7 ranged (ld4/19-29,/~2, 
hand crossbow); Full Atk +4 melee (ld6/ld6/x2, quarter- 
s d f )  or +7 ranged (ld4/19-20/~2, hand crossbow); SA -; 
SQ--; Save Fort +3, Ref +4, Wd! +7; Str 3 0, Dex 14, Con 13, - 

Int 17, Wis 12, Cha 8. 

T a l l ) .  

level): o 
- 1dL‘lf- 

arhners, 
‘ I ,  Isght- 

identify 
, unseen 
wching 
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arcana) +15, Spekrztft +16; 
e11 Focus (conjuration), Scribe 

tu1 r u c m  (wnjuration), Widen Spell @aball). 
Spell5 Pwepared (4 /S /4 /4 /2;  SUUE DC 13 + spelY 

  hands, ~dmntifv, magicmissde ( 2 ) ,  summon monster 
Inrknrss, knock, Me& acrd arrow, scorching r a ~  3rd 
(2), lightning boll, summon monster PIT; 4th - ICC 
w o n  monster IV .  
iz: u -d spells; 1 s t  - biirnrng hands, identrfy, 
de, mngc iwapn, shield, summon monster I, unseen 

_ _  . . , -..d - dnrhess, knock, Melfi acid a m u ,  scorching my, 
mmman swam;  3rd -fireball, lightning bolt, summon monster 
111; 4th --fear, Ice s tom,  stoneskin, SMWWIOVI monster IV. 

~orst.srions: Bracers ofarmov + j ,  nng of protection +I ,  qniar- 
terstaff, masterwork hand crossbow, three 100sp pearls, 
5,800 gp. Or: 9.400 gp totd value. 

-  MI^ ~ h h ,   mag^ hand, off;-osf, read m~giic; 1st 

LEVFL 9 
C R  9; H D  9d4+9; hp 33; Init +2; Spd 3Qft.; AC 15, touch 

13, flat-footed 13; Base Atk +4; Grp +4; Atk +4 melee 
(2 d6/lda/x2, quarterstaff j or +7 ranged (ld4/19-20/~2, 
hand crossbow}; Full Atk +4 melee {ld6/ld6/x2, quarter- 
staff) ot +7 ranged (ld4/19-20/~2, hand crossbow); SA 
-; SQ--; Save Fort +4, Ref +5, Will 4-7; St r  io, Dex 14, 
Con 13, Int 17, Wis 12, Cha 8. 

skills m d  Feat< (bO/hj: Concentration +16, DecipheT 
Scripr +16, Knowledge (arcanal +f 7, Spellcraft +IT; 
Augment Summoning, Combat Casting, Greater Spell 
Focus (conjuration), Scribe Scroll, Spell Focus (conjura- 
tion), Tiden Spell fireball). 

Wmrd Spells Prepared ( 4 / 5 / $ / 4 / 2 / f ;  save DC 13 + rpell 
leuel): o - actd splash, mage hand, ray affwort, mad mng~c; 1st 
-burning hands, identi,b, mug~c missile ( p ) ,  summon monstpr 

3rd --fireball (Z), lightning bolt, summon monster TJT; 4th 
- icp  dorm, mmmm monster IV; 5th -cone o j  cold. 

Spellbook: 0 -a l l  spells; 1st - burning hands, idenfi,b, 
magic mrrsrle, mag~r turapon, shield, mmmon monrtcr~, unsc~n 
sewanti 2nd - darkness, knock, Meif‘s acid arrow, scorching 

monster JTc 4th -fear, ice storm, stoneskin, S U ~ ~ Q R  mon~ter 

Possessions: Bracers of armor +2, nng of protection -F 1, quar- 
terstafl, masterwork hand crossbow, three 1OOgp pearls, 
5,400 gp Or: 12,000 gp toral value. 

I; 2nd - darknas, knock, McIf‘< i ~ l d  C T ~ V  (21, ~ C O Y C ~ I ~ ~  KIF 

my, summon swum; 3rd --ftrebfllE, llghtnlng bolt, summon 

11’; 5th - c l o d k l l l ,  COHP ofcold. 

TAFVF L IO 
CR 10; HD 10d4+10; hp 37; Init +2; Spd 3Q ft.; AC 15, 

touch 13, flat-footed 13; Base Atk +5; Grp +5; Atk +5 melee 

Augment Summoning, Combat Casting, Greater Spell 
Focus (conjuration), Maximize Spell (11ghtning bolt), Scnbe 
ScroU, SpeU Focus (CmjuraKion), Wider Spell (fmhull). 

mzard Spells R-epared (4 /5 /5 /4 /3 /2 ;  save X 23 t ~ l l  level): o 
-acid spinsh, muge hand, my of frost, read magrc; 1s t  - burning 
hands, den!ifr, mnpc rnirsile (2), summon monstert 2nd- dark- 
wss, knock, Merf’s and a m  (2), scoKzhing my, 3rd -fireball (z), 
fightning bolt, ~ummun monster ILI; 4th - 1rc storm, stmesh, 
summon monster Tv 5th - c o w  of cold, tekport. 

SpclIbook: 0 - a l l  spells; 1 s t  - burning hand<, identafy, 
mnpc rn1sslle, mapc wenpa,  shield, summon monster 1, unseen 
sewant, 2nd - darkness, knock, M d f j  acid awow, scorching 

monster 4th --fear, ice dam, stmeskin, summon monster 
IV; 5th - cloudkrll, cone of cold, summon monstcr V, teleport. 

Possessions: Brarers ofarmor+2, nang ofpitechon +1, quaner- 
staff, masterwork hand crossbow, three 100gp pearls, 9,400 
gp. Or: 16,000 gp total value. 

VI I ’O~,  S U W T ~ O P F  W’UIWI; 3rd -Jimball, Iighhing bolt, S U W I ~ O ~ I  

LFVFL I1 
CR 11; HD 11d4+2 I; hp 40; Init +2; Spd 3F ft.; AC 16, 

touch 13, flat-footed 24; Base Atk +5; Grp +5; Atk +5 mdee 
(ld6/ld6/x2, quarterstaff) or +8 rangpd (ld4/19-20/~2, 
hand crossbow); Full Atk +5 melee (ld6/ld6/x2, quarter- 
staff j or +8 ranged (1 d4/19-20/~2, h a d  crossbow); SA -; 
SQ--; Save Fort 4, Ref +5, Will +8; Srr IO ,  Dm 14, Con 13, 
Int 17, Wis 12, Cha 8. 

skills and r ~ a t s  (70/7): Concentration +19, Decipher 
Script +19, Knowledge (arcana) +I~J, Spellcraft +19; 
Augment Summoning, Combat Casting, Greater Spell 
Focus (conjuration), Maximize Spell (lig htning bolt), Scribe 
Scroll, Spell Focus (conjuration), Widen Spell (fireball). 

~ r t n r d  spells Prpred (4/5J~,’5/3/2/1; w e  DC 13 + spel! 
leuel): o - acid splash, wage bund, my affmst, read rnapc; 1st 
- burnrng hands, Identify, magic mrssrle (rl, summmt monster 
I; 2nd - darknm, knock, Melf’s acid arrow (2) ,  scorching r u ~  
3rd --fiwball (2), lightning bolt (2), summon monder TTT; 4th 
- ice S h ? W I ,  stoneskin, summon monstrr Iv; 5th - cone of 
cold, telepork; 6th -chain Irgktnrng. 

Spellbook: 0 - all spells; 1st - burring hands, tdentifv, 
magic missile, magic wenpon, shield, summ7n monrter I ,  iinseen 
servant; 2nd - darkness, knock, Melf‘s acid awm, scorching 
ray, summon swam; 3rd - fireball, Stghtning bolt, summon 
monstcr 111; 4th -fear, ice storm, stonesk n, summon monster 
IV; 5th - rloiddkd, cone ofcofd, S U I P I ~ O ~  monstu V, teleport; 
6th -chain hghhmg, clrrfp of drath. 

Posressrons: Amufrt o f  natural amor +I, bracers of annw +Z7 

nng of protection +I, quarterst&, masterwork hand cmss- 
bow, three 1OOgp pearls, 12,400 m. Or: 21,000 rn total - -. 

-7 7 (1 dt;/ldh/xZ, quarterstaff) or +% ranged (ld4/19-20/~2, value. 
1 hand crossbow); Full Atk +s melee (id6J1 dGJx2, quaner- 

staff) or +8 ranged (id4/19-20/~2, hand crossbow); SA 
-; SQ-; Save FQT~ +4, Ref +5, Will +8; Str IO, Dex 14, 
Con 13, Int 17, Wis 12, Cha 8. 
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APPENDIX: MPC STATS 

J,FVFL 12 
CR 12; I-ID 12d4-ti2; hp #; Init +2; Spd 30 ft.; AC 17, 

touch 13, flat-footed 15; Base Ark +L$ Grp +6; Atk +6 melee 
(ld6/ld6/u2, quarterstaff) or +9 ranged (ld4/19-2@/~2, 
hand croskbow); Full Atk t6/+1 melee (ld6/ld6/x2, quar- 
terstaff) or +9/+4 ranged (ld4/19-20/~2, hand crossbow); 

nng of protection +I, quarterstaff, mas 
bow, headband of intellect +2, three IO 
Or 27,000 g p  total value. 

LEVEL 13 
SA -; SQ -; Save Fort +S, Ref +6, Will +9; Str 10, Dex 14, 
Con 13, Int 18 1/20), Wis 12, Cha 8. 

Skills arid Feats (105/8): Concentration +22, Decipher 
Script +Z?, Gather Information +4, howledge (arcana) 
+23, Listen +9, Sleight of Hand +3, Spellcraft +22, Spot 
+9; Augmrnt Summoning, Combat Casting, Greater Spell 
Focus (copjuratian), Maximize SpeIl (lightning bolt), Scribe 
Scroll, Spe!l Focus (conjumtion), Spell Penetration, Widen 
Spell C f r ~ b d l ) .  

wizard 5pek Prepared ( 4 / 6 / 5 / 5 / 4 / 4 / 2 ;  suue DC 15 t spdl 
level): o -acid splash, mage hand, my offwst, read magtc; 
1st - buniing hands, identtfy (21, m a p  missile (2), summon 
monster t 2nd - darkness, knock, Metf’s acid uwow (2), scorch- 
ing ruv 3rd --fiwball(2), lightning bolt (2), ~ M M ~ O W  monsfer 

4th - ice s t m  (21, stonerkin, S M ~ T W I  monster Iv; 5th 
- cone $ cold, teleport, summon monrtcr V; 6th - chain 

SpeFlb0~4 u -all spells; 1st - burning hands, identify, 

servant; 2nd - darkness, knock, Melf’s acid UJTDU’, scorching 
ray, summ~n swam; 3rd -$mbaII, hghtmng bolt, summon 
monster IJF 4th - jeavs ~ c e  s tom,  stoneskm, summon monster 
IV; 5th - rfoudktll, tunc of cold, summon monster V, tetepout; 
6th -chain bghtnmg, circle of death, disintegrate, summon 
monster VI. 

Irghtnlng, sllmmon monrtcr VI, 

mupc rnI5SlIE, rnagtc weapon, shield, summon monstfl I, UnSEeH 

,terwork hand ctooss- 
Ogp pearls, 9,400 gp 

I 2; Spd 30 ft.; AC 18, 
Grp 4; Atk +T melee 
ranged (1d4/19-20/ 
idee (Id6+1/ld6+1/ 
I d4/19-20/~2, hand 

CR 13; HD 13d4+13; hp 47; Init t 
touch 14, flat-footed 16; Ease Atk +e 1 

(1d6+1/1d6+1/x2, quarterstaff) or +9 
XZ, hand crossbow); Full Atk +7/+2 n 
x2, quarterstaff) or +9/+4 ranged (. 
crossbow); SA -; SQ-; Save h - t  +5, Ref +6, Will +9; Sa 
10, Dex 14, Con 13, Int 18 (201, Wis 12, Cha 8. 

skills and Feats (212/88): Concentration t-24, Decipher 
Script +24, Gather Infomation +4, Knowledge (arcana) 
+24, Listen +9, Sleight of f i n d  +3,  Spellcraft +w, spot 
+9; Augment Summoning, Combat Casting, Greater 
Spell Focus (conjuration), Maximize Spell ( h g h i n g  bolt), 
Scribe Scrall, Spell Focus (conjuration), Spell Penetration, 
Widen Spell (frrebd). 

level): o --acid splash, mage hand, my of frost, read mnpc; 
1 s t  -burning hands, idenhfy (2),  magc misszle (z), sum- 
mon monster I; 2nd - darkness, knock, McIf’s acid RWOUJ (2), 
scorching my, 3rd --firrbaII (2)> lightning bolt (23, summon 
monster 111; 4th --fear, S E E  s t m  (2), doneskin, summon 
rnonder IV; 5th - cone of rold, feleport, summon monsttw V; 
6th - ch in  lightning, summon monster VI; 7th -delayed 
blnst fireball. 

m a d  spds  P r e p a d  (4/6/s /s /s /4/z /r;  5 m e  nc 15 + spell 

.+ 

.;-- 



!LD'S LARGEST t 

spells; 1st  - burning hands, identify, 
pupon, rhteld, summon monster J, u n s m  
w s 5 ,  knock, MeIf's acid arrow, s c o v c h g  
3rd -fireball, lighlning bolt, summon 
I T ,  ice s fom,  stoneskin, summon manrter 
o m  of cold, summan monster V, teleport; 
ig, cfvcle of death, disiategratc, rummon 
laved blastfircball, finger of  death. 
of n u t i d  armor +I, bracers of armor +3, 
1 quaderstnff, masterwork hand cross- 
dlect +2, three 10Ogp peaTh, 9,000 gp. 
alue. 

LEVEL 14 
CR 14; H D  14d4+14; hp 51; Init t3; Spd 30 ft.; AC 19, 

touch 15, flat-footed 16; Base Atk +7; Grp +7; Ark +8 melee 
(ld6tl/ld6+l/x2, quarterstafflor +lo ranged (ld4/19-20/ 
x2, hand crossbow); FuU A& +8/++3 melee (3d6+1/1d6+1/ 
x2, quarterstaff) or +10/+5 ranged (ld4/19-20/~2, hand 
crossbow), SA-; SQ-; Save Fort +5, Ref +7, Will +I 0; S t r  
10, Dex 14 (It;), Con 13, Int 18 (20), Wis 12, Cha 8. 

sktl1.r Jnd Feats ( 1 ~ 9 / 8 ) :  Concentration +24, Decipher 
Script +25, Gather ~nfomation +5, Knowledge (arcana) 
+ZS, L i s t e n  +9, Sleight of Hand +4, Spellcraft +25, Spot 
+9; Augment Summoning, Combat Casting, Greater 
Spell Fozus (conjuration), Maximize Spell (lightning bolt), 
Scribe Scroll, SpeIl FOCUS (conjuration), $el1 Penerr3TiOII, 
Widen spell (fiwbnll). 

WIZUTU > [ J ~ I & >  rrqiuruu { r /  e/ 3 )  J J  J f  r f  21 c, w u c  UL 12 f y t t  

level): o -uacrd splash, wage hand, ray $,hfmst, rend wuapc; 
1st - hnrmrng hands, identify (2), mapc rzissile (21, summon 
monster 1; 2nd - daykmss, knock, MeIf's a,:id arrow (21, xorch- 
m g  ray, 3rd -fifrrebalE (z), Iigghhzing bolt (:?), S M ~ ~ O T I  mongter 
III; 4th - fear, ice s t o m  (21, stoneskin, siirnmon monstu 11: 
5th - cone of cold, telcport, summon monrter Y; 6th - cham 
lightning, dirintcgmte, summon monster VI; 7th - delayed 
blast fireball, rummon monster \TI. 

Spellbook: o - all spells; 1st - buwzng hands, identify, 
magsc missrle, magic wmpon, shield, summan monster I, unseen 
vrvant; 2nd - darkness, knock, h.lei,fi actd c~rrow, scorching 
ray, summon swarm; 3rd -fmhnll, Iightnmg bolt, summon 
monster 111; 4th --fear, ice s tom,  stone&m, summon monrter 
IK 5th - clorndkdl, cone of cold, summon monster v, teleport; 
6th - chain hghtnmng, d e  of death, disintegmtc, summon 
monster W; 7th - delnyed blast firebdl, hnger of death, 
MordrnkamenS sword, summon manstcr \TI. 

Porresrrons: Amulet of nnhcrd armor +I, bracers of dmor 
+-3, nng of protection 42, +I quarterstaff, rnasferwork hand 
crossbow, g h e s  of Uextcnty c2, headband ofintelIecf. +2, three 
1OOgp pearls, 14,700 6p. Or: 45,000 g p  total value. 

LFVFL 15 
CR 15; HI3 15d4e15; hp 54; Init +3; Spd 30 ft.; AC 20, 

touch 15, flat-footed 17; Base Atk +T; 
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t8/+3 mr-lee ( ~ d & + l , / i  d6+1 JS, quarterstaff) or +I 1/+6 
ranged ( I d4/19-20/~2, hand crossbow); SA -; SQ -; 
Save Fort +$, Ref +8, Will +IO; Str 10, Dex 14 (IS), Con 13, 
Int  18 (z?!, Wis 12, Cha 8. 

Shills mid Feuts (144/10): Concentranon t28, Decipher 
Script +?q, Gather Information +5, Knowledge (arcana) 
+29, Listen +12, SIeight of Hand t5, S p e k a f t  +28, Spot 
+12; Augment Summoning, Combat Casting, Crafc Staff, 
Greater spell Focus (conjuration), Greater Spdl Fenetration, 
Maximize Spell (lightning bolt), Scribe Scroll, Spell Focus 
(conjuratj on), Spell Penetration, Widen Spel I (fiwba 11). 

Wiznrd SpeI?s h p m d  (4/6/6/S/5/5/4/2/T; save DC P6 + 
spell level: o - and splarh, mage hand, my ~ffr&, rend m a p ;  
1st - bitwing hands, idcntify (2) ,  magc rnLssiIe (2), sum- 
mon m o n ~ ~  T; 2nd - dnrltness, knock, Idelf's acid nwow (21, 
scorching m y  (2); 3rd -fiwbnll (z), lightning bolt  (2), summon 
monster IIf; 4th - feu ,  ice stonn (2}, sfoneskm, S U ~ W I Q ~  mon- 
ster rv; 5th - cloudktll, cone of cold, teleport, summon monster 
V; 6th - chain lightning (2),  disrntegmte, summon monster 
VI; 7th --deIaved blast fiwbnll, summon monster VII; 8rh 

Spellhd-: 0- all spells; 1st -hming hands, idmh,k, mapc 
missile, mli.yc wefipm, shield, suwimm monster I, unseen r~wnnt 
2nd - dnvhness, knock, M d f i  acid armw, scouchtngmy, summon 
swnm; 3d - FrebaII, Irghtnrng bolt, summon wonder U J  4th 
- fear, ice storm. donerkrn, summon monster W 5th - rloud- 
kill, cone of  cold, summon mmstw V, kkprf, 6th -chain 
l ighmg, d e  of death, disintepte, summon mmzster VI; 7th 
- delavd blast fireball, finger c$ death, hhhkainen's  s w o r d ,  
aimmon monster VII; 8th - inrendraw cbud, pou~ereutuord stun. 

Possmim$: Amulet of natural armclr +2, bmcevs of R ~ O Y  

+3, nng rf p i ~ t e c t i o ~  +2, +I qmrtwstafi, masterwork hand 
crossbow. q h e s  of Dexterity +2, headband of rntel1ect 4, three 
1OOgp pearls, 10,700 gp. Or: 59,000 gp total value. 

- powcr I ~ m i  StrAn. 

LFVBZ 16 
CR 16; HD 16d4+26; hp 5s; Init +3; Spd 30 ft.; AC 20, 

touch 15, flat-footed 17; Base Atk 4; Grp +R; Atk +9 melee 
(ld6+1jlJ6+1 Jx2, quarterstaff) or +12 ranged (ld4/19-20/ 
XZ, hand crossbow); FuLl Atk +9/+4 melee (ld6+l/ld6+1/ 
x2, quarttmtaff) or +12/+7 ranged (ld4/19-20/~2, hand 
crossbow: SA -; SQ -; Save Fort t.6, Ref +8, Will +li; 
SFr 20, Deh 14 (16), Con 13, Int 19 (231, wis 12, Cha 8. 

Shills a?d Feat5 (152/1O): Concentration +2Y, Decipher 
Script +3@. Gather Informatioii +6, Knowledge (arcana) 
+D, Listen +12, SIeight QE Hand +6, SpeIlcraft +29, Spot 
+I 2; Augmrnc Summoning, Combat Casting, Craft 
Staff, Greater SpeIl Focus (conjuration), Greater Spell 
Penetmtinn, Maximize Spell (Irghhng bolt ) ,  Scribe ScrolI, 
spell FOCW t conjuration), Spell Penetration, Widen Spell 
(hrebali). 

Wznrd > p d s  Prepamd ( 4 / 6 / 6 / 5 / 5 / 5 / 4 / 3 / 2 :  save UC 16 + 
spell level): I I  -acid sphh,  m a p  hand, ray offrosf, rcad magic 
1st - burving hands, identrfv (x), mapc misvle (21, summon 
monctpr I; 2nd - dnrhne5s, knock, Mdfk R C ~  anow ( 2 ) ,  scorch- 

L " K  r w y  {L,, ,IU - ) l ' r V " ' E  ,L,, J t S r P M ' !  

monster III; 4th --fear, ~ c e  storm (2)  

monster V; 6th - chain Iighhing (2), unmirgmic, surnrnurl 

monster VI; 7th -delayed blast farebail, Mord~i  
sword, rumnzon monsieer VII; 8th - powcr word stun, 
monster VIII. 

Sp-llbook: 0 - all spells; 1st - burnmg hands, 
mapc mrssde, magic weapon, shield, summon rnonstm 
rewant; 2nd - darkness, knock, Melfj acid awow, 
my, summon w m m ;  3rd --fireball, lightning bolt, 
monster 111; 4th -fenr, i ce  stom, stonerkin, summol: 

m ~ n s t ~ r  IV; 5th - c lodkt l l ,  C O ~ E  0 f ~ 1  

..___ 
I 

Iv 5th - Cloildkl!!, C O n C  Of C Q / d ,  SUUMIXIOR WIonSfCT v 
6th -chain Iig-hfmng, circle of death, diantegratp, 

- 
. (. . 

monster w; 7th - deIayed blast fiwball, Fngu of death, 
Mcrdenkainen:r sword, summoy~ monster mz; 8th - gmtcr 
h u t ,  incendiary cloud, pmvm word stun, ~ummon monrfer 
VIII. 

Posscrsions: Amulrt of natural armor +2, brac~rs of o m o r  
t3, ring of protection +2, +I qunrtevstafi masterwork hand 
crossbow, glows of~exter r ty+2,  headband ofintdeit +4, three 
lQOgp pearls, 28,700 gp. Or 77,000 gp tomi value. 

4 

LEVEL 17 
CR 17; HD 17d4+17; hp 61; Init +3; Spd 30 ft.; AC 22, 

touch 15, flat-footed E 9; Base Ark +8; Grp +8; Atk +9 melee 
(ld6+1/ld6+Z/x2, quarterstaff) OT +12 ranged (ld4/19- 
2 0 / ~ 2 ,  hand crossbow); Full Atk +9/+4 melee ( I d b + i /  
ld6+1/~2, quarterstaff) or t12/+7 ranged (ld4/19-20/~2, 
hand crossbow); SA -; SQ-; Save FOR 4, Ref +8, Will 
+I 1; Str 10, Dex 14 (16), Con 13, Xnt 99 (23), Wis 12, Cha 
8. 

Skills and Feafs (160/ld): Concentration +30, Decipher 
script +30, Gather Information +7, Knowledge (arcana) 
+31, Listen +IZ, sleight of Hand +7, Spellcraft +30, 
Spot Augment Summoning, Combat Casting, Craft 
Stdf, Greater Spell Focus (conjuration), Greatet Spell 
Penetration, Maximire Spelt (hghtning bolt), Scribe S c d ,  
Spell Focus (conjuration), Spell Penetration, Widen Spell 
(firtbait). 

\Wtard Spells h p a w d  ( 4 / S / S J s / S / 5 / 5 / ~ / 2 ~ ;  save DC I6 + 
spell Ewe!): 0- acid splash, m a p  hand, myof,frost, wead rnagsc; 
1st -bburning hands, rdentyfv (21, mu& mrrsrle (I), rum- 
mon monster k 2nd - darkness, knock, MdJ's and awotv (z), 
scorchrng ray (2); 3rd -fir~Eall (2),  ltgktnsng bolt (2), rum- 
moll monster XI& 4th --fear, i ce  storrn (2), stoneskin, summon 
monster rv; 5th - clodki l l ,  cone of cold, tdeport, summon 
monster Vh 6th - chain lightning (3 ) ,  dtcintegmtp, summon 
monster v1; 7th - delayed b h t  frreball, Mordcnkai nenP 
stuord, summon monster MI; 8th -power word stun, rummon 
monsfer VISI; 9th -g~ate. 

Spellbook: Q -311 spells; 1st - bummg hand<, idc~ifify, 
magic misstle, magic iueapon, shield, ~i immon amsfer~ ,  unseen 
servant; 2nd - darkness, knock, ~ e l f s  acid ammu, scorrhing 
my, summon swarm; 3rd -fir&aEI, Irghtning bolt, Summon 

I 
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t32, Listen +14, Sleight of Hand +i2, spellcraft t32, Spot 
+14; Augment Summoning, Combat Casting, Craft Sfaff, 
Forge Ring, Greater Spell Focus (conjuration), Greater 
Sped Penetration, Maximize Spell (Irghtning bolt), Scribe 
Scroll, Spell FQCUS (conjuration), Spell PenetratEon,Widen 
SpeIl (fireball). 

Wtzard Spells Prepared ( 4 / 6 / S / 4 / 5 / ~ / J s / 4 / 3 / 2 ;  suvc DC 17 
+ qdl kid): o - actd splash, muge hand, my of h s t ,  yead 

m u ~ c ;  j s t  -burning hands, thentify ( 2 ) ,  magic missile ( 2 ) ,  
S I ~ ~ ~ Q T I  monst~r 1; 2nd - darkness, knock, Melf’s acid u m u ~  

> , cI 1 - 1 1  - - -  - D .I , ,I - 

summon monster TIC 4th -!car, ice sfom (2), stoneskin, 
summon monster T v ;  5th - cloudkill, cone of cold, t c I ~ o T t ,  
summan monhr V; 6th - chain Iightntng (3) ,  dlsmtegmtc, 
summon monster Vr; 7th -ddelavcd blast Jiveball, ffltgpr 
of dcath, Mordenhind smoord, summon monster VIT; 8th 
- incendiary cloud, power word stun, ~umrnon monster VIII; 
9th -gate, summon monster IX. 

Spellbook: 0 --all spells; 1st  - burning hands, idmt~fi, 
magx missile, ma& wenpon, shield,  summon rnonrtcr 1, tlnsem 
sewnnt; 2nd - darkness, knock,  elf's acid [ t m l ,  scorching my, 
Summon swam; 3rd -fmbnll, hghtnzng hit, summon mm- 
der HI; 4th - fear, ice storm, stonerkin, mmmm monstw IV, 
5th - cloudkill, cone of cold, summon monster V, teIFpork, 6th 
- c h i n  lighfnmg, cink of death, disiniegme, summon mmder 
VI; 7th -delayed blast fweball, finger of death, Movdcnhinm’s 
sword, mmmm monster VII; sth - ~ W I S ~ W  shout, incendrury 
cloud, power word stun, summon monster VIJt sth - gate, 
meteor WWISWR, p u r r  iwd kgll, s~mmon mcnster Ix 

Posscsnons: Amulet of natural amor +2, bracers of annw 
+C, ring of protechon +2, + I  qwderstaff, masterwork hand 
crossbow, gloves of mxienty +z, headband offintelld +6, three 
lOOgp pearls, 44,700 gp. Or 130,000 g p  total value. 

LEVEL 19 
CR 19; HD 19d4+19; hp 68; h i t  4-3; Spd 3Q ft.; AC 23, 

touch f 5, flat-footed 20; Base Atk +9; Grp +9; Atk c10 melee 
(ld6+1/1d6+1/x2, quarterst&) ~f +I3 ranged (1d4/19-20/ 
d, hand crossbow); Fdl  A& +10/+5 melee (ld6+1/ld6+1/ 
x2, quarterst& or +i3/+8 ranged {Id4/29-20/~2, hand 
crossbow); SA-; SQ-; Save Fort +7, Ref +9, W d  +12; S t r  
10, Dex 14 (16), Con 13, Jnt 19 (25), Wk 12, Cha 8. 
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(21, scmchrtrg my (2); 3rd --fireball (31, lightning bolt (3) ,  
summon monster 111 (2); 4th -fear, ice stom (21, staneskirz, 
summon mmster IV 5th - cloudkiiE, cone sf cold, teleport, 
summon mnnsteer v; 6th - chain Erghtning (3), distnfcgrufe, 
wmmon monster VI; 7th - delayed blast fmball  (I), finger 
of death, hfovdmkainen's sword, summon monster Vrc 8th 
- incendiary cloud, power word stun, summon monstn: VIIR 
9th -gate. meteor wnm, ~ummon rnonstcr PX. 

~pel lbook o - all spells; 1st - burnang hands, ident i fy ,  
mngrc missile, m q y  weapon, shield, summm monster 1, unseen 
servant; 2ntl - darkness, knock, Mclf's acid arrow, scorching 
my, summoti swami; 3rd -fireball, Iightning bolt, summon 
monster IIT; 4th - few,  rie rtom, stoneskin, summon monster 
T V ;  5th - 4 Eoudkd, cone of cold, summon monster v, tel~port; 
6th - chaiu lightning, circle of death, dinnteguctte, summon 
monster VI. 7th - deliryed binst fiwball, Jlnger of death, 
Mardenkainen's sivooTd, summon monster WI; 8th - greater 
shout, incendiary cloud, power word sfun, summon nionstev 
WII; srh - forenght, pate, imprisonment, meteor su'um, 
power word Mi, summon monster JX. 

Possesnom: Amulet of nafuml urnor +2, bmcers of a m o ~  
+6, rrng ~f yrotection +2, +I quarterstaff, masterwork hand 
crossbow, glwcs of Dexterity +2, hradhand ofrnfellect +6, three 
1OOgp pearls, 84,700 gp. Or: 170,000 gp total value. 

LEVEL a 0  
CR 20; )ID 2@d4+2@; hp 7 2 ;  h i t  t.3; Spd 30 ft.; AC 

23, t ~ ~ c h  15, flat-footed 20; Base Atk +IO; Grp +IO; 
Atk +1i melee (ld6+1(ld6+I/x2, quarterstaff) or +14 
ranged (Id4/19--2O/x2, hand crossbow); FuEE Atk +11/+6 
melee (Idi; ~l/ldG+l/xZ, quarterstaff) or +14/+9 ranged 
(ld4/19-20'~2, hand crossbow); SA -; SQ-, Save Fort 
i 7 ,  Ref +9, Will +13; Str 10, Dex f4 (16), Con 13, Int 20 
(x), Wis 12 ,  Cha 8. 

Skills rind Feats (230/12): Concentration +33, Decipher 
Script +33, Carher Information +IS, Knowledge (arcana) 
+34, Listen 20, Sleight of Hand +15, Spekraft +33, Spot 
+20; Augment Summoning, Combat Casting, Craft Staff, 
Forge Ring. Greater Spell Focus (conjuration), Greater 
Spell Penetration, Maximize SpeU (lightning bolt), Quicken 
SpelI (power ~ l o d  kill), Scribe SCTOU, SpelI Focns (conjura- 
tion), SpeIl Rnetration, Widen Spell Ilfirebd). 

Wiznrd SpcEIs Prepared ( 4 J 6 / 6 / ~ J ~ J l s / S l S / S / 4 ;  rave DC 18 + 
spell level): u - acid splnsh, m a p  hand, ray offrost, reon mngic; 
1st -burning hands, identify (z), ma@[ missile (2), s ~ m -  
mon monster 1; 2nd - darkness, knock, hielf's and RWOW (z), 
scorchmg my (2); 3rd - fireball (3), lightning h u h  (31, st(mimn 
monster TI1 (2); 4th - f c q  ice rtorm (21, stonerkrn, sumtnan 
monster 1 V (2); 5th - cloudkill, cone of cold, Eekport, summon 
monster V; 6th - chlitn lightning (3) ,  dinntegmtc, rumtnon 
monster W, 7th -delayed blast jrebaEE (2), finger of death, 
Mordcnkainen's w o r d ,  summon monr tn  WI; 8th - g r ~ a t e r  
shout, incendiary cloud, p i w r  tvord sfun (Z), summon monsfeP 
mi 9th - gate, mcfeor s ~ ~ a m ,  power wurd LiEE, ~~lmrnon 
monster IX 

Spellbook: o - d l  spells; 1st  - burning hands, idmti,fy, 
mapc missile, magic weapon, shield, summon monster 1, umem 
senrank 2nd - darkness, knock, Mdf's acid IITTOW, scorching 
yay, stlmmon s u ~ ~ m ;  3rd --fireball, lightning bolt, summon 
monctcr I I ~  4th - fear, ICE stom, stoneskin, summon monstw 
IV; 5th - cloudkrll, C O I I E  ofrold, summon monster V, tekport; 
6th -cham lightning, circle of death, drsinteg-ratt-, summon 
monqter VI; 7th - delayed blast frrcbalE, finger of d m t h ,  
hfordenhainen's sword, summon monster wl; 8th - grcufeu 
shout, incendiary c loud ,  power iwrd s t m ,  summon morzstcr 
WTt 9th - Bigby's crushing hand, dominate monsker. fore- 
sight, gate, imprironrnmt, meteor swarm, pmtw wovd kill, s i m -  
mon nzonster 1x 

Posrersions: Amulet of natural armor +2, ~TRCCV. of n m o r  
+h, nrrg of protection +z, +I quarterstaff, masterwork hand 
crossbow, gloves of Dcxtenty +2, headhand qfintellect 4, three 
1 OOgp pearls, 134,700 gp. Or: 220,000 gp t o d  value. 
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pctiy of Kirards of the Coast. Inr. and is 
Coast, Inc ("Wizards"). hll Right5 Reservcd. 

means the copyright andlor  trademark o w n e n  
*me Content, (b) "Qerivative Material" means 
, derivateve works and translations { including 
?IS), potation, modif icat ion, correction, addi- 

evtenvon, upgrade, improvement, compilation. abridgment or other 
in w h  ch an existing work may be recast. transformed or adapted; [c) 
,ihute' means io reproduce, license, rent. lease. sell, broadcast. publicly 
iy, transmit or othenwise dlrtr ibute; Id) "Open Came Content" means 
ame mechanic and includes the methods, procedures, processes and 
ws to the extent such content does not embody the Product Identity and 
erhancement over the prior an and any additional content clearly identi. 
s Open C a m e  Content by the Contributor, and means any work covered 
s License. including translations and derivative u m k s  under copyright 
but specifically excludes Product Identity (e) "Product Identity" means 
dc: and product l ine names, logos and r d e n r i ~ i n g  marks including trade 
; artifacts: creatures characters: stories. storylines, ptors, thematic elc- 
5. dialogue. incidents, language, artwork. symbols. destgns, depictions, 
s e s .  formats, poses. concepts, themes and graphic. photographic and 

other visual or audio representations: names and descriptions of  characters, 
spells, enchantments, personalitres. Learns. personas. likenesses and special 
abilities: places. locations, environments. creafures, equipment, maRical 
or supernatural abrlities or effefts. logos, symbols, or graphic designs, and 
any other trademark or registered trademark clearly identtfied as Product 
identity by the owner of the Product Identiry, and which specifically excludes 
the  Open Came Content: (f) "Trademark means the logos, names, mark. 
sign, motto. designs that are used by a Contr ibutor t o  identify irself o r  its 
products or the associated products contributed to the Open Came License 
by the Cor t r ibutor  (g) "Uw", "Used" or 'Using" means t o  use. Distribute, 
copy. edit,  format. modify translate and otherwise create Derivative Material 
of Opcn Came Content. (h) "You" o r  "Your" means the licensee i n  terms of  
this agreement. 

2. The License T h i s  License applies t o  any Open Game Content that Contains a 
notice indi-atmg that the Open Game Content may only be Used under and in  
terms st ttis Lbcense. You must  affix such a notice to any Open t a m e  Content 
thar you L'se No terms may be added to or subtracted f r o m  this License 
except as described by the License itself No other terms or conditions may 
be aopltpd io any Open Game Content distributed us ing this License 

Mier and Acceptance: By Using the Open Came Content You indicate Your 
acceptance of  the terms of thrs License. 

Grant and Consideratron. In  consideratron for agreeing to use thrs License, 
the Contributors grant You a perpetual, worldwide. royally free non.exclusive 
license with the exact terms o f t h i s  License t o  Use, the Open Game Content 

Representation o f  A u t h o r y  to b n t r i b u t e :  I f  You are contr ibuting original 
material as Opcn Game Content You represcni that  Your Contributions are 
Your original creation and/or  You have s u f i k e n t  rights to grant the r ights 
conveyed by this l icense 

Notice ofCicense Copyright: You must  update the COPYRIGHT NOTICE per 
t ion oFthis License t o  include the exact tert o f t h e  COPYRIGHT NOTICE of 
any Open Came Content YON are copymg. rnodlfying or d is t rhut lng and You 
must  add the title the copyright date, and the copyrrght holder's name to the 
COPYRIGHT NOTICE of any original Open Game Content you Distr ibute 

Use of ? d u c t  Ident iy .  You agree not  to Use any Product Identity including 
ad an indication as $0 compatibilrty. except as exprcssly ltcensed in anclher. 
independrnt Agreement wrth the owner of each element of that Product 
ldentity You agres not to indicate cornpatibillty or co adaptability wi th  any 
Trademark in conlunchon wtth a work containing Open Came Content except 
as expressly licensed tn another independent Agreement with the owner o f  
4uch Trademark The use of any Product Identity in  Open Game Content 
does not  I onstitute a challenge to the ownership o f t h a t  Product Identity The 
owner of  any Product ldenkity used in Open Came Content shall retain all 
rights, tittc and interest in and t o  that Product ldentity 

Idcntficatinn: I f  you distribute Open Game Content You m u s t  dearly indi 
cate which port ions of  the work that you a r e  drstributing a re  Open C a m e  
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4. 

5. 

6. 

7< 

8. 

9. Updating the License: Wizards or 11s designated Agents may publtsh updated 
vcrsions of  th is  License You may use any authorized wrsion of this License 
to copy. modify and distribute any Open Game tonter i t  originally distributed 
under any version of  this License. 

10. Copy o f t h i s  License: You MUST inctude a copy of this Ihcense wtth every copy 
ofthe Open C a m e  Content You Distribute 

11. Use ofconhibutor Credits: You may not market or adwrt ise the Open Game 
Contenr uslng the name o f  any Contributor unless You have writ ten permrs- 
sion f r o m  the Contr ibutor to do so 

12. Inability to Comply: I f  it I=, impossible for  You to comp y with any ofthe terms 
of  this License wrth respect t o  zome or all of  !he Opeii  t a m e  Content due to 
statute. judicial order, or governmental regulatlon the1 You may not Use any 
Open Game Material so affected 

13. Prrnination: This License will terminate aulomatical y rf You fail to comply 
with all terms herein and fai l  to cure such breach WI hin 30 days o f  becom. 
ing aware of the breach. All sublicenses shall suwiwe the termi la t ion of  th is  
License. 

14. Reformation: If any provisron o f t h i s  License is held t o  be vnenforceabte, such 
provision shall b e  reformed only t o  the extent necesrary t o  m a h  it enforce 
abte. 

15. COPYRIGHT NOTICE: Open Game hcense vl Oa Copyright 2000. Wizards of 
the Coast, inc. System Reference Document (draft v:rsion] Copyright 1999, 
2OW Wizards o f  the Coast, Inc. Authors Jonathan hrpe t ,  Monte took,  Skip 
Willkams. based on original material by E Gay  Gygax and Dave Ameson. 

nROnIICT InFNTTTk' 
Thp follwing in,',, are hcrebv de-;ignatpd a? PrPduII Ident1.y rn accordarce 

w t h  Secmn 1 (e) or the Open Came License version 1 Oa Any and all Alderac 
Entertainment Group logos, identlfylng marks and traded ess. including ail Alderac 
Entertainment Gmup Inc, product and product Irne names including but no? Ihm- 
t e d  to Dungeons. Evil, Dragons. Undrad. War, Monster. CCddr, Mercenaries, Mag,<. 
Good. Toolbox, Feats, Wilds. Relics. Empare. Guilds and Sccrets: m y  elements Or 

game setting. including but no? limited to capitdircd names. namps of arufacts 
spell name%, characters. muntrics, creatures. geographi: locations, godshstoric 
events. magc items. orgamrationr. secret societies or I c p d s :  any and a l l  storits. 
storytinet, plots, tkemattc eltments, and dialogue, any and a!! arhvork, symbols. 
designs depictions,ilturtra'i~ns, maps and cartography, Irtenesses. pests. logor. 
symbols or graphiF designs, except such elements that already appcar i n  the d2O 
System Reference DMument (e g Melf or Mordenksinenl and are already OCC by 
virtue ~Fappearing there Thc above Product ldtntifl is not Open Came Content 

THE ODFN G4%'1F CONTENT 
ThP bl lowing I-&s arc hcreby de$gvJteo 7 5  Open Game Cortert ~n accwdance 

w t h  Scction T(e] of the Opcn Game License. version 1 Oa All other items are derig- 
natpd Product Identity and i s  8 and 

In the Introduction, nothin% 

ZW6 Alderac Ente,tainment Croup. Inr 

In Regions A through P. all rules for new races, classes feats, magic spells, magic 
Items. NPCs, weapons, new use.. for skills, and rituals wtth the exception of name 
idcnt iy  as established In  Product Identity 

In ?he Appendix, all NPC stat blocks 

use of Spelli. Magic lwm5. and Artifacts as Open Game Content It 1s the clear 
and expressed intcnt oFAlderac Entprtainment Group, Inc i.= add all game mechan 
ics rnuotving spcll e4e& magic item ?Peds. and anrfart effects contained I A  thrs 
d u m e  to the canon o i  Open Came Centcnt for use pursuant to the Open Game 
~icense by future Open Came publishers Some spcll names magtc rtems and ani 
facts contain Product Identnty, a s  designated abve, and t lwt destgnation remains. 

LECjAL STUEF 
Dungeons and Drapns@ and Wizards of the b a s t @  are trademarks ofwizards 

of the Coast, and are used ~ r r  accordance with the Open Came and t20 Ltunser 

'd20 and the 'dZO Systcm' logo are Trademarks ownpd by Wizards o f  the toast 
and are used according t o  the terms of  the dZ0 System L e n s c  version 1 Oa 4 mpy 
of this License can be found a t w w z r r d s  cem 

Content 
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