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DISCOVER
WATERDEEP

Waterdeep, the greatest city
in the Forgotten Realms
AD&D® Game World, comes
alive in TSR's new city
system map set.

The City System boxed set
lets you explore every
fascinating nook and cranny
of Waterdeep. Twelve full
color, poster-sized maps fit
together to form the largest
city setting in gaming. You
also get a 32-page booklet
that is the complete guide
to urban adventuring.

City System, outlined in
unparalleled detail, is the
fantasy campaign playing
ground for current and
future AD&D® Game
Adventures.

City System is available
at your local toy,
hobby, and book stores.
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LECTTERS

What did you think of this issue? Do you have a
question about an article or have an idea for a
new feature you’d like to see? In the United
States and Canada, write to: Letters, DRAGON®
Magazine, P.O. Box 110, Lake Geneva WI 53147,
U.S.A. In Europe, write to: Letters, DRAGON
Magazine, TSR UK Limited, The Mill, Rathmore
Road, Cambridge CR2 4AD, United Kingdom.

Wild rolls

Dear Dragon:

The berserker in “The Wild Warriors” (from
DRAGON issue #133) looks to be a more reason-
able class than you often present. A point to
clarify concerns how the berserker is rolled up.
Does he use the same system as the barbarian
under Method V (Unearthed Arcana, page 74)?

David Carl Argall
La Puente CA

Berserkers, given their extraordinary mini-
mum strength and constitution scores, may use
the fighter/barbarian die rolls from Method V.
However if this class is used as a PC, the DM
may change the number of dice rolled for
wisdom, charisma, and comeliness to 3 each.

Pointed problem

Dear Dragon:

I'm writing in response to the barbed arrow
described in issue 133's “Bazaar of the Bizarre.”
It says if the arrow is hastily removed, the
victim takes 1-2 hp damage. What if a character
doesn’t have the 2-8 rounds to properly remove
the arrow because he is engaged in combat?

Doug Gibson
Walkersville MD

The victim takes no damage if he doesn’t have
time to remove the arrow. However, the DM
could have additional damage accumulate if the
arrow isn’t removed within a certain time
period (say, about one hour). While we’re on the
subject, the description of the wooden arrow in
the same article should have said that it does
1d6-1 hp damage.

British computers

Dear Dragon:

Your computer column, good as it is, holds no
interest to owners of the most popular English
computers: Amstrad and Spectrum. If you could
include the occasional review or tip for these
systems, I am sure many readers would be
greatly obliged.

Stuart Elden
Colchester, Essex, U.

European readers are encouraged to send
their tips for their own favorite computer
games to the authors of “The Role of Com-
puters” column. Just write to: Hartley and
Patricia Lesser, 179 Pebble Place, San Ramon CA
94583, U.S.A. You can also write to: “The Role of
Computers,” DRAGON Magazine, TSR UK Lim-
ited, The Mill, Rathmore Road, Cambridge CB1
4AD, U.K.; your mail will be forwarded to TSR,
Inc., in Wisconsin, and we will forward it to the
Lessers.

Farewell to
Wormy

Dear Dragon:

I am not a regular subscriber to DRAGON
Magazine, but I try to read it as much as possi-
ble. However, in the past two issues, I have
missed “Wormy.” Was there some announce-
ment, or has the strip been cancelled?

Jon Busky
Baltimore MD

We regret to announce that “Wormy” will no
longer appear in DRAGON Magazine. We are
looking into the possibility of adding another
graphic series in the future.

Perception plus

Dear Dragon:

In issue #133, the article about perception
(“Notice Anything Different?”) is an excellent
one. I've played AD&D® games for years and
have seen many different methods of deciding if
a PC noticed something or not, and none of
them ever seemed quite right. Adding percep-
tion as another ability score is a great solution,
but a question was raised by the article. It states
that perception was created as an eighth charac-
ter ability score. What is the seventh ability
score?

M. A. Metcalf
Toledo OH

The seventh land often unused) ability score is
comeliness, described in Unearthed Arcana,
pages 6-7.

The National
Game Convention

Well, the month of August is upon
us, and that means the GEN CON®
Game Fair is soon to follow. This
year, however, things will be differ-
ent as the oldest game convention
joins the number-one adventure
game fair to form the first-ever GEN
CON®/ORIGINS™ Game Fair. This
“gaming event of the decade” brings
together the two largest gaming
conventions in the U.S. in a land-
mark effort of cooperation and
organization. Odd, isn’t it, how time
changes attitudes and opinions? It
wasn’t always like this. The GEN
CON/ORIGINS Game Fair has taken
years to coordinate and orchestrate.
It is an event that would have never
happened in the past.

Formerly, relations between the
GEN CON and ORIGINS Game Fairs
were strained. The gist of the debate
was: Which event was the national
wargame convention? GEN CON
Game Fair organizers felt their
convention was the national conven-
tion because it was the oldest (hav-
ing started in 1968). ORIGINS
planners claimed their convention
had the national scope that the
“regional” GEN CON Game Fair
lacked. Heated words often flew in
both directions.

In “What is the National Wargame
Convention” (The Strategic Review,
December 1975), a GEN CON Game
Fair supporter voiced strong opin-
ions. “Now AH [The Avalon Hill
Game Company] intimates that Ori-
gins was the sole “national’ conven-
tion. . . . Somehow, one is also led to
believe that the event was also the
largest. Interesting contentions, but
they are just not true. . . it seems
clear that GenCon still retains the
crown. . ..”

Time has a way of softening harsh
words. Over the past 13 years, dif-
ferences have been rectified to allow
a cooperative effort heretofore
improbable. Now it’s all rather point-
less to bicker over which convention
is better. And as for the gist of the
argument, “Which is the national
wargame convention?” — you'll see
it for the first time later this month.

DRAGON



FORUM

The “Forum” welcomes your comments and
opinions on role-playing games. In the Unit-
ed States and Canada, write to: The Forum,
DRAGON® Magazine, P.O. Box 110, Lake
Geneva WI 53147, U.S.A. In Europe, write
to: The Forum, DRAGON Magazine, TSR
UK Limited, The Mill, Rathmore Road, Cam-
bridge CB1 4AD, United Kingdom. We ask
that material submitted to the “Forum” be
either neatly written by hand or typed with a
fresh ribbon and clean keys, so we may read
and understand your comments.

Having looked at the articles in issues #130
and #131 about illusions, I think I have another
system. Say that a 7th-level illusionist decides to
cast a spell that will allow him to conjure three
illusionary goblins. In the Monster Manual,
goblins have 1-1 HD. The illusionist wants three
of them, which makes a total of 3-3 HD. It is
assumed that the target gets a saving throw to
disbelieve the spell cast. Take the level or hit
dice of the caster and compare it to the hit-die
total of the illusion. If the level of the caster
exceeds the total hit dice of the desired illusion,
the target gets a saving-throw penalty, this being
the difference between the level of the caster
and the hit dice of the illusory monsters. If the
level of the caster is less than the hit dice of the
illusion, the target gets a bonus, this being the
difference between the hit dice of the illusory
monsters and the level of the caster.

Optionally, the DM could allow a bonus or
penalty based on intelligence or wisdom. Unless
the bonus or penalty to the hit-die rating of an
illusion equals or is greater than eight, ignore
the hit-die bonus or penalty. If it is greater than
eight, divide the modifier by eight. Ignoring all
fractions, add the result to the hit-die total. For
illusory objects, a modified system is used in

which the DM assesses a hit-die value to the
illusion. For example, a pit would be 1 HD, a
covered pit would be 2 HD, and a covered pit
with spikes 4 HD; with all of the above and
snakes, add the hit-die value of the snakes. After
the hit-die value has been found, continue
normally with the rest of the saving-throw
procedure.

Aaron Goldblatt

Fort Worth TX

I would like to respond to Richard Devens’s
comments in issue #132 concerning my own
article on shields in issue #127. His first argu-
ment is that making shield-use a weapon profi-
ciency is unfair to fighters and rangers — the
former because the fighter needs four starting
weapons, the latter because a ranger has many
types of weapons he must learn before consid-
ering anything else. Mr. Devens goes on to say
that such proficiency with a shield should be
assumed as part of normal training.

It seems that only nonfighter classes would be
able at first to take advantage of the system, but
in my experience as a DM, I don't see that this
holds true. Players of fighters do not generally
take four different weapons at 1st level. With
weapon specialization being so much of an
advantage, nearly all fighters I know double-
specialize in something, then take a long-range
weapon. Why not? The rules allow it, and it
gives you extra attacks and extra attack-roll
bonuses. This type of behavior tends to make
the fighter class unbalanced. However, if you
present this marvelous way to gain a better
armor class through weapon proficiencies, you
can wean some of those fighters from the
offense kick.

As for the ranger, he really doesn’t have much
of a restriction on weapons with which he
becomes proficient. As stated on page 22 in
Unearthed Arcana, a ranger must use his first

four weapon proficiencies on four different
weapons unless he decides to specialize in some
weapon — which means he could quite possibly
be 22nd level before he is finally specialized in
all of them (by becoming specialized in a bow,
double specialized in a sword and an axe, and
finally specialized with a dagger). It wouldn’t
hurt to allow rangers to become proficient with
a shield, too.

It is right to assume that the use of a shield is
taught in normal 1st-level training of a fighter
or ranger. But it is also part of the training of
any shield-using class. This system reflects
further interest in and use of the shield on the
part of the character, thus improving perform-
ance with it as weapon specialization does.

Richard doesn’t agree with the use of the
mantlet at all, reasoning that it is a large obsta-
cle between attackers. This would only be true
if the user of the shield was simply hiding
behind the mantlet and there was no way
around, in which case the mantlet could be
considered to be a wall. But if a mantlet-user is
going to attack, then he’s going to have to
expose himself to be attacked; if he’s not profi-
cient, he will suffer the “to hit” modifiers: -2
for a large shield and -3 for a mantlet. Also,
there is no reason to penalize a character’s
armor class if he sets a weapon for a charge. A
shield plays no part in it, as the weapon types
listed as being usable for that maneuver extend
beyond the shield (DMG, page 66).

Also stated in his letter is the idea that an
unsuccessful pummel, pin, or shield-rush will
leave an attacker more exposed to counterat-
tack than normal. If this were true, wouldn't the
attacker also leave himself more vulnerable
after a missed sword swing? He would be just as
surprised by the miss. Leaving oneself open for
attack after an attack is already accounted for
in the character’s final armor-class value. You
cannot assume that the counterattack is always
on the advantageous side.

Mr. Devens’s final point is a good one. A shield
could be counted as cover against missile fire if
it is large enough to cover the being’s entire
body without having to be moved around for
defense. This would make the mantlet the only
shield useful for this purpose to man-size
beings. An attack on a character defending in
such a manner would be modified by the table
on page 64 of the DMG (i.e,, a +10 armor-class

bonus). Tim Merrett
Logansport IN
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Take a walk with us.

There are nightmare worlds, worlds of
exploded suns, worlds of magic, and worlds
forgotten by time, There are worlds without

end, and we visit them all. Join us.

See our subscription card in this issue.
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The background suggestions (for Mayfair’s
DC™ HEROES game) in the article “A Little Less
Super” (issue #132) helped. But the ability to roll
1d10 for multiple origins and the ability to use
multiple origins if it came up again allow some
rather unrestrained and overpowered charac-
ters. I quit with 21 rolls left on one character; I
first got lucky, then got tired.

My suggestion would be to change the tables.
The first change is to have a table as follows:

1d100 Extra points

01-50 2d50

51-75 2d50 + 50

76-90 3d100 + 100 (400 maxi)
91-95 4d100 + 200 (600 maxi)
96-99 5d100 + 300 (800 maxi)
00 1,000

The second table would be the one for the
origin of those extra points. That table could use
the current table (but roll 1d2 on multiple
origins). That way, you wouldn’t get anyone
rolling up 32,000 + point heroes on the same
table that gives you 280-point heroes. (As it is,
I'm letting the table do 252-point heroes as well
as 1,259-point heroes — a bad spread, but not as
bad).

Think about it. Would you allow a previous-
experience table for the AD&D® game that
produced a range from 1st level in one class to
25th level in several classes?

Steve Marsh
Wichita Falls TX

Despite the critics, there are good reasons
why we give experience for magic and treasure.
The primary one is that we need some source of
experience besides killing monsters. If a fighter
gained experience just from battle, he would
have killed about 150 orcs by the time he
reached 2nd level. That is an obvious impossibil-
ity when we consider that those we could
classify as real-life, high-level fighters may have
killed a score or two. Another comparison
comes from the world of boxing; the longest
such career without a loss (death in AD&D
game terms) among major fighters is 49 fights —
far short of 150, much less the thousands need-
ed to reach name class. We could increase the
experience per monster to more reasonable
levels, but we still end up with a dull game in
which the only matter of interest is killing
monsters. In real life, money is a major motive,
and we don’t want to slight its power in AD&D
games, either.

Training is sometimes suggested, but training
is dull, to be kept in the background where it
won't interfere with the game. By giving experi-
ence points for money, we can merely assume
much of the money is used for training which
occurs off-camera where we are not bored by
it. Giving experience points for various actions
(spells cast, locks picked, etc.) can be tremen-
dously complex and still greatly favors one class
over another. Try to dream up a system that
wouldn't ruin a druid if all his time was spent in
the city, or keep a thief down if he lives in the
forest. Again, experience for money allows the
party to remain at a common level (or to
advance a particular player if the party chooses
to split the loot that way).

“Money-experience” is not a perfect system,
but the alternatives are worse.

David Carl Argall
La Puente CA

This letter contains some thoughts on TSR’s
LANKHMAR™: City of Adventure supplement
and campaigns in general. I find the supplement
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interesting simply to read, and as a fan of Fritz
Leiber, I'm pleased to see his work treated
generally well.

While reading the adventures of Fafhrd and
the Grey Mouser, I compared them to the
adventures into which a DM might throw his
players and to the way that magic and magical
items are controlled. I quickly came to the
conclusion that Mr. Leiber is a very good DM, as
well as a good writer. Nowhere is a sorcerer a
pushover, nor is a sorcerer too difficult to
defeat. The stories also show that reasonably
intelligent men and women wielding swords can
prove to be worthy adversaries for a magic-
user. The stories add up to a nicely balanced
campaign, and the Rime Isle stories are especial-
ly interesting, since the Norse pantheon is so
popular with other DMs. Any of the stories
could be subtitled thus: “A Discourse on How to
Adventure Against Mighty Foes, and How It Can
Be Satisfying Without Finding Gold as a
Reward!"

I also found that on at least one occasion,
Fafhrd possessed a magical blade. In “The
Clouds of Hate," his sword Graywand hums a
warning! Obviously, that's a sword +1 that
detects evil in a 2” radius. Well, maybe being a
superstitious barbarian (as opposed to a prag-
matic citizen of southern cities) enabled him to
be attuned to supernatural vibes, but I think of
the sword as a product of sorcerous crafts.

And now to my campaign in particular. Con-
tradictions appear within the stories; this was
inevitable, because they were written over a
number of years. Those contradictions allow
any DM a great deal of leeway to customize the
background for his own use. A specific example
is the Trollstep Mountains. Why are they called
that? Because trolls are said to live there. Yet, in
“Rime Isle,” trolls are mentioned and the Mouser
has not heard of the word! Elsewhere in the
series, giants and satyrs are mentioned, but as
though they were fairy tales. This might be a
liberty, but in my version of Nehwon, giants,
trolls, and ogres do exist (if there are trolls,
ogres cannot be too far behind!). Also, blue,
black, and white dragons are known to roam
far-off lands.

Having ogres allows half-ogre PCs to exist. In
addition, ice gnome PCs can be found. These
last cannot be illusionists — but they do receive
an extra hit die at 1st level; that is, fighters get
2d10, thieves receive 2d6, etc. I also allow the
ice gnomes to have bonuses of +1 per 4'2
points of constitution to saving throws vs. ice
magic. Naturally, they have difficulty with
Lankhmar’s hot climate. Both races are infre-
quently met, but it adds to our enjoyment.

So, we have an already fascinating back-
ground courtesy of Mr. Leiber, with the house
rules all DMs indulge in.

Ron L. Newsome
Melbourne, Australia

I would like to point out two facts concerning
Tom Griffith's article “The Wild Warriors” in
issue #133. First of all, the comeliness attribute
of the berserker does not naturally have to be
less than or equal to 9. Some of the berserkers
who served as personal bodyguards to Roman
generals would have been good looking were it
not for the fact that they: 1) covered their entire
bodies with bizarre paints and tattoos, 2) wore
long hair in a society where bearing was strict
and military, and 3) were generally unkempt, all
of which could effectively lower their comeli-
ness to 9.

No contentions about the limit of 9 on wisdom
and charisma; going back to the same example,
one sees that those berserkers, with their

unswerving loyalty to a master no matter what
the circumstances (berserkers were preferred
by some Roman generals because they could not
be bribed, nor would they ever turn against
their masters), and their usually stoic vigil and
mien fit the limit of 9 perfectly. A berserker in a
berserker-oriented society might have a higher
charisma in that society only, though.

Secondly, the berserkergang ability was not
limited to berserkers alone but to any warrior
savage enough in his devotion to Odin, as given
in history and fiction. For example, in the book
King of the Woodthe skald (bard) of Odin, a
very charismatic person, possessed the ber-
serkergang ability in combat, whereas the main
hero, the warrior Hring, less evidently pos-
sessed the ability, being only described as “over-
taken by a red haze." With this, DMs should
judge accordingly in how they run, if at all, such
a class and ability in their campaigns.

John H. Chang
Lynchburg VA

This letter is being written in response to
Mark Shipley’s letter in issue #132, concerning
cavaliers’ fighting and jousting abilities. There
are several things he overlooked.

To begin with, he advises attacking the horse
first. Any cavalier worth his shield would have
the attacker whittled down to half his hit points
before the latter could kill the horse. Don’t
forget the horse’s attack modes, either.

Next, he claims that the weapon-specialization
bonus to attacks per round afforded to fighters,
rangers, and barbarians would outweigh a
cavalier’s better armor class. Not so. A cavalier’s
ability with weapons of choice would bring her
up to at least a minor advantage, considering all
of her attack bonuses. A better armor class
would only increase that advantage.

Additionally, Mr. Shipley seems to have forgot-
ten the detail that makes cavaliers so difficult to
hit: their superior parrying ability. If the exam-
ple of Scud and Allycia is used, Allycia would
have Scud dead without a scratch.

Next, he believes that the cavaliers’ honor and
chivalry codes are detrimental to their abilities.
Possibly, but in all probability they will serve to
prevent too many people from being killed by
cavaliers.

He also seems to think that a cavalier’s honor
system is a way of proclaiming a holier-than-
thou attitude. Again, not so. The cavalier’s
honor system is a basis for bringing a civilizing
aspect to an otherwise chaotic and barbaric
society.

Finally, Mr. Shipley states that an alignment
change will strip a cavalier of his or her knight-
ly abilities. According to the Unearthed Arcana
book, evil cavaliers could and do exist.

Eric Liss
(no address)

My character, a third-edition RUNEQUEST®
game sorcerer, read the article “Resourceful
Sorcery” in issue #132. He'd like to ask the
author the question, “Hey! How long have you
been using sorcerer PCs?”

Admittedly, the article was enlightening,
especially to new PCs unused to the Arts
Arcane, but I'd like to cover some sore points.
Over here, a boy isn’t a man until he’s been
down to the pub on his eighteenth birthday and
quaffed a pint of ale with the lads. Similarly, an
Apprentice isn’t, can't be,an Adept until he’s
done some task that proves his ability to become
an Adept. The ability to make a familiar, or
mandala (for honourable players of the supple-
ment Land of Ninja),is test enough for any

(continued on page 45)






by Thomas Kane

Building

Blocks,
City Style

A city-generation system for
fantasy campaigns

Shamra remembered deep mines. She
remembered the dungeons of dark elves
and the mazes of minotaurs, but none of
those places had been as bewildering as
this huge, uncaring city. Somewhere, she
had to find the Blue Wizard Inn to join her
party, but she had searched all day, and
dark was coming. The street was like a
tunnel, with rooftops leaning against one
another overhead and patches of light
shining between eaves. When night came,
marauders would emerge, easily evading
the city watches, robbing, kidnapping, and
killing. She had to find directions or at
least a sanctuary, a base camp from which
to explore the city. Finally desperately,
without looking to see where she was,
Shanra climbed a staircase and knocked
on a dry wooden door. Somebody would
be inside....
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No DM can plan encounters for every
single part of a town. This problem is
compounded by the fact that PCs seldom
need so much information as when they
enter a city and wonder what all the build-
ings are for. Worse yet, PCs often visit a
town on a whim — perhaps because they
want to trade with some rare sort of mer-
chant, forcing the DM to decide if the
businessman even exists.

One solution to this problem is a random
city generation system, and that is what
this article provides. These tables show
what buildings PCs may find in urban
areas of all sizes and what customs might
be expected, in both Occidental and Orien-
tal campaigns.

The buildings tables (Tables 2-5) can be
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used in several ways. Each attributes a
modified die roll to a building type, so that
an otherwise undefined building can be
given a purpose. (“Looks like you've found
a livery stable, Brak.") Each also has a
column that determines the chance that
the building exists somewhere in or near a
city. (“The peasant says there’s a livery
stable around here!”) Always override this
second column when it conflicts with
other data; if the DM wants a building to
exist in a city, it exists. Furthermore, if a
roll on the first column indicates that the
PCs find a certain building, it is there, no
matter what the second column says.

Note that 1d100 results above 100 are
given in the first two columns of Tables
2-5. These figures are 1d100 rolls modified
by figures from Table 1 (hence the possibil-
ity of “rolling” a number larger than 100).
The Table 1 modifiers are used to reflect
the size of a given city. Each such modifier
is added to the 1d100 roll for the first
column and to the percentage chance for a
building’s existence on the second. Thus,
the larger the city, the easier it becomes to
find unusual businesses.

Structures and professions

Although many of the entries listed in
the city-generation tables are self explana-
tory, others require a bit more definition.
The following notes describe structures
and professions listed in these tables. For
further details on these structures, DMs
may consult the books listed in the bibliog-
raphy of this article.

Artisan: Roll this result on Table 6. Most
tradesmen live in their workshops. These
house/factories have large windows (with-
out glass) that let people on the street
watch the craftsmen at work, serving as a
sort of advertisement. A large wooden
panel is used to shut each portal at night,
being used as a drop-down table to display
wares during the day.
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Table 1
City-Size Modifiers

Town type Population Modifier
Hamlet 1-500 —
Village 501-1,000 +10
Town 1,001-3,000 +15
City 3,001-10,000 +20
Large city 10,001 and up +25

Bridge: Bridges span canals, rivers,
chasms, or aqueducts, and can be found in
even the driest cities. Passers-by must pay
a toll at many city bridges; any attempt to
avoid this toll (by swimming or other
means) is a serious crime. Offenders will
have to pay costly fines and may be
whipped or imprisoned if they have no
money. Cities need their revenue, after all.

Guild hall: Roll on Table 6 to see which
guild owns this building.

Castle: This is the fortified home of a
great noble, possibly the ruler of the city.
If the city is not ruled by a lord, castles
usually belong to priesthoods or knightly
orders.

City wall: Most cities stretch far beyond
their walls. City fortifications usually
surround as small an area as possible
because the people who build them want
only to protect their own property with-
out wasting money on bigger walls. There-
fore, characters may find streets blocked
by the defenses. The urban area outside a
city’s wall is called the faubourg,an old
French word for suburb, and is usually
poorer than inner city districts.

Court Of law: District magistrates admin-
ister these courts, commanding bands of
constables. Their functions are described
on page 140 of Oriental Adventures.

Embassy:Embassies in Oriental worlds
are not intended for diplomacy but as
hotels where foreigners are quarantined
to keep them from infecting the local
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Table 2

Buildings in an Inland City

Mod.
1dI100
roll
01-42
43-45
46

47

48

49

50
51-60
61-65
66-70
71-75
76-77
78

79

80-81

82

83
84-95
96-101
102
103-104
105-106
107
108-109
110-111
112
113-114
115-116
117-118
119-120

121
122
123
124
125

Chance

building

exists

100%
30%
20%
20%
30%
10%
10%
70%
70%
70%
70%
30%
60%
50%
70%
40%
15%

*

50%
30%
30%
30%
40%
30%
30%
20%
50%
50%
30%
40%

20%
20%
20%
20%
50%

* See Table 6.

Building

Hut

Beekeeper’s hives
Herbwife’s shop
Quarry

Lumber mill
Mine

Smelter

Inn

Burgher’s home
Temple
Tenement
Monastery
Storehouse
Bridge

Market

Livery stable
Castle

Artisan’s shop
Shanty
Falconer’s aviary
Villa

Tinker’s shop
Thieves” den
Fortification
Bordello
College

City wall

Guild hall
Hospital
Moneylender’s
shop
Alchemist’s shop
Magic shop
Theater

Park

Tomb

Table 3

Buildings in a Port City

Mod. Chance
[d100 building
roll exists
01-20 100%
21 15%
22-27 50%
28-32 100%
33-36 40%
37-40 70%
41-45 70%
46-58 70%
59-62 60%
63-67 70%
68-72 60%
73 60%
74-76 60%
77-87 100%
88 30%
89 10%
90-98 *
99-100  50%
101-103  30%
104 30%
105-108 40%
109 30%
110-114 70%
115 20%
116 50%
117-118 50%
119 30%
120 50%
121 20%
122 20%
123 20%
124 20%
125 50%

* See Table 6.

Building
Hut
Herbwife’s shop
Bait shop
Dock

Lumber mill
Shipwright
Fishmonger
Inn

Burgher’s home
Temple
Tenement
Storehouse
Bridge
Market

Livery stable
Castle
Artisan’s shop
Shanty

Villa

Tinker’s shop
Thieves” den
Fortification
Bordello
College

City wall
Guild hall
Hospital
Moneylender’s
shop
Alchemist’s shop
Magic shop
Theater

Park

Tomb




Table 4
Buildings in an Oriental City

Mod. Chance

[dIO0 building |
roll exists Building

01-10 70% Small shrine
11-15 20% Herbalist

16-17 20% Mine

18-19 20% Smelter

20-36 70% Minka *

37-38 10% Lumber mill
39-43 80% Market

44-53 80% Temple

54-55 50% Rice paddy

56-60 70% Inn

61 30% Fortress

62-64 40% Merchant’s home
65-67 60% Restaurant

68-70 50% Monastery

71 50% Bridge

72-80 70% Bathhouse

81-90 ok Artisan’s shop

91 30% Court of law
92-93 40% Storehouse

94-97 50% Training hall

98 60% Nobleman’s castle

Theater
Thieves’ den
Tattoo shop

99-100 50%
101-110 60%
111-112  40%

113 20% Embassy

114-115  40% Laquerware shop
116-117 40% Moneylender
118-119  60% Geisha house
120-125  50% Tomb

* See Oriental Adventures, page 142
* * See Table 6.

peasants with barbaric ideas.

Fortification: This indicates some sort of
barracks or tower, manned with city
guards and controlled by the city council.

Hospital: Charities operate most hospi-
tals and treat anyone entrusted to them.
They have few trained physicians or cler-
ics, but they do provide a safe place for
sick or injured people from any social
class. A few hospitals (20%) cater to lepers,
and 5% are mental institutions.

Table 5
Buildings in an Oriental Port City

Mod. Chance

1d100 building

roll exists Building
01-05 70% Small shrine
06 10% Herbalist

07 10% Mine

08 10% Smelter

09-29 70% Minka *

30-33 40% Lumber mill
34-36 100% Dock

37-38 80% Shipwright
39-40 70% Bait shop
41-50 80% Market

51-53 80% Temple

54 40% Rice paddy
55-65 70% Fishmonger
66-70 70% Inn

71 30% Fortress

72 60% Bridge

73-74 40% Merchant’s home
75-76 60% Restaurant
77-79 50% Monastery
80-85 79*% Bathhouse
86-96 Artisan’s shop
97 30% Court of law
98-99 40% Storehouse
100-101 50% Training hall
102 60% Nobleman’s castle

Theater
Thieves’ den
Tattoo shop

103-104 50%
105-110 70%
111-115 60%

116-118 20% Embassy

119-120 40% Laquerware shop
121-122 40% Moneylender
123-124 60% Geisha house

125 50% Tomb

* See Oriental Adventurepage 143.
* * See Table 6.

Hut: Huts usually belong to peasant
farmers. In large cities, laborers and poor
craftsmen live here.

Magic shop:This store sells material
spell components (see “Living in a Material
World” by Michael Dobson, in DRAGON®
issue #81, reprinted in the Best of

Elysian Field”

Elysian Field® Flexible Overlay

25" x 37" transparent sheet with light or dark lines
Available Patterns: 2" hexes. 1" hexes, 2imm hexes,
16mm hexes with coordinates, 1" squares, 20mm squares,
special roleplayer's combination of 17 squares & 0.8" hexes

$7.50 each

Mapping Accessories

Transparent
grid patterns turn
any map into a scenario.

Even "permanent” markers
come off clean with alcohol.

Free brochure includes
list of accessories.

Elysian Field® Backpack Board
12" x 18" clear, rigid board with light or dark lines
Available patterns: 1" hexes, 0.8" hexes, 16 mm hexes,
1" squares, 20 mm squares, 0.5" squares,
special roleplayer's combination of 1" squares & 0.8" hexes

$8.95 each or 2 for $16.00

PHONE ORDERS:

MAIL ORDERS:
Visa and Mastercard accepted.
include $2.00 for shipping.

FOR FREE BROCHURE:

Call Games Plus:  800-336-2775 or (312) 577-9656 in Illinois, noon til 8 pm Central Time.
Send money order or check to Games Plus -
Choose pattern and light or dark blue lines.
$5.00 outside of continental 48 states.
Send self-addressed stamped business envelope.

PO Box 126,  Mount Prospect, Ill. 60056
Do not send cash.

In Illinois add 7% tax.
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Table 6
Artisan Subtable

Chance

[d100 building
roll exists
01 30%
02-04 60%
05-07 60%
08 30%
09-10 40%
11-12 40%
13-14 60%
15-16 40%
17-18 60%
19-20 50%
21-22 40%
23-24 30%
25 30%
26-27 60%
28-29 30%
30-31 30%
32-33 40%
34 30%
35-36 60%
37-38 40%
39-41 50%
42-43 30%
44-45 40%
46-48 40%
49-50 60%
51-53 50%
54-55 40%
56-58 40%
59-60 50%
61-62 40%
63-64 50%
65-67 60%
68-69 30%
70-71 60%
72-73 50%
74-75 40%
76-T7 60%
78 30%
79-80 50%
81-82 40%
83-86 60%
87-90 60%
91-92 30%
93-95 60%
96 60%
97 60%
98 60%
99 60%
00 60%

Craftsman
Armorer
Barber

Baker

Bowyer
Brewer
Candlemaker
Carpenter
Chandler (general
merchant)
Chicken butcher
Cooper

Cutler

Doctor
Fletcher

Fuller

Furrier
Glassblower
Glovemaker
Goldsmith
Harnessmaker
Hatmaker

Hay merchant
Jeweler
Laundry
Masons

Meat butcher
Mercer of wool
Oil merchant
Old-clothes dealer
Painter
Perfumer
Plasterer
Potter
Pursemaker
Roofer
Ropemaker
Rugmaker
Saddler
Scabbardmaker
Scribe

Sculptor
Shoemaker
Smith

Spice merchant
Tailor

Tannery
Weaver

Winer
Woodcarver
Woodseller

DRAGON Magazine Anthology, Volume IV).
Magical items are almost never for sale,
but the shop might buy them from PCs for
roughly half the normal sale value.
Market: PCs can buy almost anything
from hawkers here. Almost all of the
people in a market (80%) are peasants
trying to sell farm produce, but 10% of the
street vendors are merchants from distant
lands; another 10% are artisans rolled

from Table 6.

Rice paddy:Oriental peasants farm rice
everywhere, even in the centers of huge
cities. In the real Orient, rice growers still
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Experience dimeansion-shattering
adventure at the farthest reaches of the
human imagination—and beyond—with the
masters of 5F and fantasy.

Join the Science Fiction Book Club,

and choose from hundreds of just published
and classic titles, including many Glub
Exclusives you won't find in any bookstore.
All in durable hardcover editions at savings of
up to 65% off publishers’ edition prices.
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return to Earth in
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work in modern Tokyo despite its stagger-
ing population.

Shanty: These shacks have been illegally
built by squatters. Many belong to serfs
who are fleeing servitude on some rural
manor.

Storehouse: Most cities store a supply of
food to be rationed out during famines or
sieges. Although storehouses do not usu-
ally have permanent guards, characters
caught robbing these granaries will be
severely punished.

Tattoo shop: Almost all tattoo shops are
operated by yakuza.

Thieves’ den: This sort of building is
always disguised as something else. Roll
again to see what it looks like. These dens
have a 30% chance of belonging to assas-
sins’ guilds or other secret societies. In the
Orient, thieves’ dens serve as meeting
grounds for the yakuza.

Training hall: This is the dojo of a
famous teacher. The master has a 20%
chance of teaching martial arts and a 40%
chance of teaching philosophy; the hall has
a 80% chance of involving martial arts, a
20% chance of teaching some court profi-
ciency, and a 20% chance of teaching an
artisan proficiency (roll each chance sepa-
rately). The DM may choose exactly which
martial art or proficiency is taught here
according to the needs of the campaign.

Some of these professions are extremely

s tidke of weae Ty e Lpon TheR arcane magics. Rule
and Cospuer! B & an age al empie and e Eweled
I ol 1 Elith aased yin.

Write us for our free, no
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specialized. In most cities, guilds force all
businessmen to specialize and prohibit
them from practicing each others” trades.
Guilds also set prices and standards of
quality. Merchants control most cities, so
these guilds are extremely powerful and
seldom defied.

DMs should never use random rolls as a
substitute for writing exciting adventures.
However, a dice-generated city would be
quite realistic in most fantasy worlds.
Ancient cities laid their streets wherever
there were gaps between buildings and
had no definable slums or rich neighbor
hoods. A merchant’s villa might stand next
to the town’s rowdiest bar or a stinking
tenement. Artisans often clustered along a
single street, and mighty kings sometimes
had cities built to order. But in general,
medieval cities were designed randomly.

Bibliography

Dore, R. P. City Life In Japan. Los
Angeles: University of California Press,
1958.

Gies, Joseph and Francis. Life In A Medi-
eval City New York: Harper & Row, 1969.

Rorig, Fritz. The Medieval Town. Los
Angeles: University of California Press,
1967.

Saalman, Howard. Planning and Cities:
Medieval Cities. New York: George Brazil-
ler Inc., 1968. a




IT°S JUSIT
A GAME

M,thmd re

nh* FLM STREET

Game Iincludes:

illusirated rule book

large &%= 32" gomabooard
200 playing cards

& Fredd

Y rKErs

4 pawns. 524.96

VICTORY GAMES, INC.

5 WIOMARCH AWELOR, M. CORMEARY

(we promise)

THE GAME

Excapt for tha circle of light arcund the gamaboard, the room
s dark, A baad of sweat rolls down your facs. Yau ramnd
yaiarsalt, it's just a gome. Perhaps your band shakas as you
reach for the nest card. You glanca around tha lakie. The
focas of your opponants ara hiddan in shadow, Ay ofe o
them could see fo it that you naver wake up Sgain, You ook
af the card, Your heart jumps a5 a pichurs of Fraddy gring
mangcingly bock at you

A Mighimare on Elm Sireei—The Gama Locking your doors
balora you oy won't keep Freddy oway

Available NOW!

43 ‘West 33rd Streat. Mew York, NY 10001 &vailoble wheraver good gamas ara sold

#12 63-F4302634

ar call foll free 1-800-836-§292. A=k for Freddy 4



CTTATTEL"
PERLAMTHES




Start your own Blood Bowl league with tha
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by Dan Howard

The Long
Arm of

the Law

Law enforcement in the
AD&D® game urban setting

DRAGON® issue #155 printed many
thief-oriented articles which dealt with
that class’s functions in urban settings. In
several of these articles, the focus was on
the operation of a thieves” guild and the
power that it wields in the average cam-
paign city. Unfortunately, next to nothing
has been written about this guilds nemesis
and counterbalance: the law.

With the advent of the law-enforcement
material presented herein, the scales of
power will finally be reset. With this in
mind, DMs should advise their players to
remember one thing: “If you want to
dance, you have to pay the piper."

The DM’s role

First of all, the DM is required to do a
small amount of preparation. Due to the
varying types of governments, not every
nation in a given campaign world will have
the same laws or use the same methods to
enforce their laws as its kindred nations.
For this reason, the DM must determine
the general alignment slant of each of the
countries in his world.

To determine the alignment of a nation,
the DM must examine its history, the gen-
eral alignment of its people, its political
stability, and its wealth. Detailed below are
notes on how these factors relate to the
four elements of law, chaos, good, and
evil.

Law: A lawful society is characterized as
having a history of steady advancement,
obedient and relatively satisfied citizens, a
competent ruler or government, and a
stable economy.

Chaos: A chaotic nation is characterized
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as having a turbulent or bloody history,
decadent or self-serving people, an incom-
petent or indifferent ruler, a frequently
changing head of state, and a depressed or
fluctuating economy.

Good: A good-aligned society is charac-
terized as having a history of friendly
cooperation in all governmental aspects,
honest and fair people, and a benign and
conscientious ruler.

Evil: An evil-oriented nation is character-
ized as having a history of aggression,
exploitive and brutal citizens who prey on
the weaker members of society, and a
strong and domineering leader.

Upon determining the general alignment
that best fits a country, the DM should
make a permanent note of it. If the DM
deems it necessary, he may start fleshing
out the law procedures of the country in
question at this point, using the guidelines
presented in the rest of this article.

Catching the criminal

The procedure for capturing a law-
breaker varies only slightly from city to
city. These differences are most noticeable
in the varying procedures and discipline of
the law enforcers.

In most campaign cities, the law enforc-
ers are a hierarchy of government sol-
diers, often called the “watch” (derived
from the Middle English term, wacchen,
meaning to stay awake to keep guard).
Each watchman is hired, paid, equipped,
and trained by the city. These soldiers
regularly patrol the city and man the city’s
watch posts, which are used to house both
prisoners and the watchmen. The follow-

ing is an example of a watch patrol:

Patrol leader (1): AC 4; MV 9”; E3; hp 13;
#AT 1; Dmg by weapon type; AL LN; chain
mail, shield, long sword.

Patrol magic-user (1): AC 10; MV 127;
MU 2; hp 5; #AT 1; Dmg by weapon type;
AL LG; dagger; spells: charm person,
sleep.

Patrol watchmen (6): AC 5; MV 9”; F1;
hp 8,7 (x2),6,4 (x2); #AT 1, Dmg by
weapon type; AL LG-LN; chain mail, hal-
berd or long sword, dagger, manacles.

Manacles are medieval versions of mana-
cles, made out of iron. They are usually
locked on the wrists of all criminal sus-
pects. In most campaigns, manacles reduce
the victim’s dexterity by 4, and all attack-
ers gain a +2 bonus to hit the victim. At
the DM’s option, manacles can be broken
by a successful bend bars/lift gates roll
(one chance only).

The procedure of the watch can be
reduced to a simple, four-step list:

1. A watch patrol is sent to the scene of
a reported crime or discovers the crime
while patrolling;

2. The patrol restores order;

3. The suspects are arrested and mana-
cled; and,

4. The suspects are marched to a nearby
watch post and processed.

In step one, the watch is alerted to a
disturbance in the city. The watch can be
called in several ways: the cry of a con-
cerned citizen, the sight of a wrongful act,
a special gong being rung, etc. A watch
patrol is then sent from the nearest watch
post to investigate, or hurries to the scene
if already on patrol.

In step two, the patrol leader uses his
discretion to determine the best course of
action. This could be waiting for reinforce-
ments, entering the crime scene, or any
number of other possibilities. If the patrol
enters the crime scene, order will be
restored by either pummeling (if the oppo-
nents are unarmed) or fighting with weap-
ons (if the opponents are armed). The
patrol continues fighting until the oppo-
nents surrender, the opponents are killed,
or the patrol withdraws (to return with
reinforcements  later).

In step three, the patrol manacles all
suspects and prepares to march them to
the nearest watch post. Each suspect is
surrounded on all sides to prevent any
escape.

In step four, the patrol marches the
suspects to the watch post. Once there,
each suspect is identified and the charges
are drafted. Following this processing, the
suspect is marched (under guard) to the
city’s main prison and kept in a large,
common holding cell to await trial.

This procedure is, of course, only a
model. Every city is unique, hence every
city has its own methods for apprehending



lawbreakers. These methods are usually
determined by the alighment slant of the
country, but some methods of enforce-
ment may be determined by the ruler of
the city. The DM should evaluate the influ-
ence of the city’s ruler, based on his align-
ment, then determine the city’s alignment
standing and consider its law-chaos aspect,
which will affect legal procedures as noted
below.

Law: In the average lawful society, the
city is strict in hunting down criminals. It
also has a watch that is well equipped and
finely disciplined. The hierarchy of the
watch officials is clearly defined and
adhered to. Finally, the city has written
procedures regarding the duties, the
patrols, and most other areas of concern
of the watch.

Chaos: In a chaotic city, methods of law
enforcement are more vague and disor-
ganized. Many criminals are freed at the
time of their arrests or before their trials
(if they know someone in the watch hier-
archy). Additionally, the watch officers
may be lazy or incompetent, often wasting
time and resources. In some cases, it is
doubtful that the watch exists at all;
instead the city relies on vigilante justice
to punish criminals, which may prove as
effective a deterrent as a watch.

Awaiting trial

As noted earlier, the newly captured
suspect is placed in a holding cell with
other suspects awaiting trial. The time the
suspect waits depends on the severity of
the crime. For minor crimes, the waiting
period is 1-3 hours, and the suspect simply
waits. For major crimes, the waiting peri-
od is 1-6 days. These time periods are, of
course, ideal; delays can and do occur.

Suspects awaiting trial for major crimes
have two options. First, the suspect can
hire a barrister (lawyer) to defend him in
court. The suspect can either bribe the
cell guard to summon a barrister or have
one of his friends hire one for him. Since
the suspect is not allowed to have visitors
with the exception of a barrister or city
official, the latter option should be
arranged in advance. If the suspect
belongs to a guild, the guild may hire a
barrister for him.

Second, the suspect can request a meet-
ing with a city official. The official can be
anyone up to the Lord Mayor or down to a
lowly watchman. However, the granting of
the meeting is left to the official who is
summoned. This meeting (if granted) is
sometimes used to bribe the official,
although its official purpose is to allow
confessions, discuss the charges, and clear
up any other pretrial necessities. In all
cases, after waiting the allotted time, the
prisoner is moved under guard to the
courtroom for his trial.

Table 1

Modifiers for Court Decisions

Situation Modifier
Case endangers judge’s job if defendant loses +10*
Has higher-paid barrister +6
Has wealth and influence +4
Has more witnesses than opposition +3
Has lower-paid barrister +3
Has physical evidence +2
Has no barrister -2
Has no witnesses -2

* To government's side.

Table 2
Sentences for Felonies

Crime Typical sentence Typical fine'
Assassination Public execution Forfeit assets
Murder Death Forfeit assets
Kidnapg)ing Death Forfeit assets
Assault Life slavery Forfeit assets
Theft! Life slavery’ Forfeit 50% assets
Extortion Beating Forfeit 10% assets
Debt® Indentured servitude® —

Smuggling 90 days in jail 50-300 gp
Swindling 60 days in jail 50-300 gp

Fencing stolen goods 30 days in jail 50-100 gp
Forgery 30 days in jail 20-80 gp

! The criminals family must pay the fine or lose all family assets and be charged
w1th debt.

ThlS is an attack with a lethal weapon.

* The criminal is owned for life by the city. If slavery is legal, the criminal may be
sold to a private citizen; the money earned goes into the city treasury.

* This is the theft of items worth 100 gp or more.
> At the DM’s option, an accompanying fine must be paid off during the indentured
servitude.
® Indentured servants are indentured to the owner of the debt, working for an
amount of time sufficient to pay off the amount owed. The debtor is essentially a
slave who earns 1 cp per day.

Table 3

Sentences for Petty Crimes

Crime Typical sentence Fine'

Evasion of justice 30 days in jail Any reward offered
Insolence Flogging’ Any reward offered
Petty theft 20 days in jail Any reward offered
Brawling’ 1-12 days in jail Any reward offered

! The criminals family must pay the fine or lose all family assets and be charged
with debt.

* If the city has nobles, insulting them is the crime of insolence. Insolence can also
be used as a contempt of court charge.

Floggmg reduces both strength and constitution by three points for one day.

TTus is the theft of items worth less than 100 gp.

® This is involvement in a brawl, not just starting one.
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The trial

In most campaign cities, both the crimi-
nal and his accuser are allowed to hire a
barrister to represent them in the court-
room. Barristers in the AD&D® game,
however, function differently from the
attorneys-at-law of the modern age. In
order to explain how a barrister wins a
case, certain aspects of the profession
must be assumed and understood.

To begin with, every major city sports a
barristers’ guild. Since barristers are taken
from the middle class, the guild retains
more city-wide influence than, say, the
lower-class farmers’ guild. With this influ-
ence, the guild often gets laws passed that
establish it as the only source of public
defenders. When ineptitude is a serious
problem in a barristers’ guild, the guild
usually bribes some of the city’s judges to
favor its members and buys exclusive
access to the written laws for its members.
In return, the members surrender roughly
half their fees to the guild. Since the aver-
age man who defends himself thus does
not know what the laws are, he almost
always loses the case to the professional
barrister. In this way, a corrupt barrister
regularly earns his fee of 100-800 gp by
defending wealthy clients.

At the time of the trial, the criminal’s
barrister (if he has one) arrives at the
holding cell with his evidence and witness-
es. From here, the prisoner is escorted
under guard to the courtroom, where a
judge presides over the case and renders a
verdict. The trial processes described
below are basically neutral on a good-evil
scale. Logical adjustments should be made
for cities leaning toward either good or
evil. For example: One is innocent until
proven guilty in good cities; the opposite is
true in evil cities. Further differences
based on alignment are given after the
procedural section.

For a petty crime, the criminal is tried in
petty court. Petty courts have a heavy
caseload; consequently, they try cases in a
rapid-fire manner whenever possible. The
criminal is led into the courtroom, and the
charges are read. Next, the criminal is
given a chance to justify his actions. If he
cannot, he is usually pronounced guilty
and sentenced accordingly.

For a felony crime, the criminal is tried
in a felony court. Here, the criminal is
brought in and the charges against him
are read. The prosecutor, usually called
the Mayor’s Counsel, presents the case
against the suspect. Next, the suspect or
his barrister presents the case for the
defense. After each side has been heard,
the judge determines the verdict.

To determine the verdict in a felony
case, the DM should choose the winning
side if the verdict is obvious. If it is not,
the following system can be used (adapted
from the LANKHMAR™: City of Adventure
supplement, page 78). If the verdict is
questionable, roll 2d6 for each side and
add the modifiers shown on Table 1. Modi-
fiers are cumulative in cases in which

more than one apply. The side with the
highest number wins. In the event of a tie,
the government wins. If the suspect is
found innocent, he is free to leave. If he is
found guilty, he is sentenced by the judge.

To determine the sentence or fine, the
DM should consult Tables 2 and 3. The
sentence must be served immediately, but
the fine can be paid at any time within the
next month. The criminal is removed from
the court and taken to a prisoner’s cell
block. Later, his family, is notified and the
fine is collected from them. If the prisoner
has no family, the fine is taken out of his
belongings. If he cannot afford the fine, he
may be charged with debt.

When determining how a city’s general
alignment affects the trial, the DM should
only consider the good-evil component of
the city, as per the appropriate paragraph:

Good: In the average good society, the
judge is intent on finding the truth and
administering justice. The court may hire
barristers for the poor or allow every
defendant access to the city’s archives.
Also, the government may pass civil-rights
legislation that ensures a fair trial. Corrup-
tion and brutality during arrest are inves-
tigated by a special government section.

Evil: In an evil society, the trial process
attempts to forcefully suppress the crimi-
nal element. The government may outlaw
barristers, leaving the defendant to defend
himself. Punishment may be brutal. The
ruler may destroy his enemies through the
law, but all allies (such as his judges, vas-
sals, etc.) are above prosecution.

Pronouncing judgment

One final subject must be covered: pro-
nouncing judgment on the defendant. The
sentence of a guilty PC criminal must be
short yet effective. Tables 2 and 3 reflect
this in their design, as most of the senten-
ces can be carried out within three
months. By using this system, the rest of
the players have to play for less than three
game months before they can be reunited
with their companion.

In the meantime, while the criminal
waits in prison, the party may embark on
a few adventures, gaining some treasure
and magic. The deprivation of this money
and magic is painful for the criminal, but
it does not alienate him from the cam-
paign. The jailed PC’s player may run
another character during this time.

For those PC criminals sentenced to
death or life slavery, the DM should allow
a chance or two for escape. The city may
offer to suspend the sentence if the crimi-
nal performs a community service. Alter-
nately, cell doors and shackles can be
weak from rust and rot. In fact, the crimi-
nal’s companions may solve the DM’s prob-
lem by planning to rescue their comrade.

Thus, with the law as a more potent
threat, the PC criminal element is held in
check. Even in the AD&D game, evil PCs
cannot run the world.
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by Anthony D. Gleckler
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Careo
Business

Merchants: An NPC class with cash

Gideon, a fighter of some renown, has
just polished off a troll and is now ready
to collect his winnings. He searches
through the creature’s lair and finds three
topazes worth 500 gp each, a fur worth
800 gp, and a piece of jewelry worth
stop! Whoa! How does this fighter, who
has difficulty counting when his gauntlets
are on, know what a topaz is or what it’s
worth? The ability to identify and appraise
valuable goods should be left to someone
who is properly trained for this duty: that
overlooked and underrated character, the
merchant.

The merchant class is an integral part of
any AD&D® game society. Merchants are
certainly the most commonly encountered
NPCs, ranging from clerks in small general
stores to merchant princes heading cara-
vans along new trade routes. Merchants
are found in all sectors of any civilized
area, serving as fences for the thieves’
guild in the lower-class part of town, as
gem dealers who attend the queen, and as
wool merchants who supply the tailors in
the business district. These individuals
form one of the most powerful groups in
any realm. They control the money, and
when money talks, many ears listen.

Merchants cannot be multiclassed,
although many merchants are ex-
adventurers who have quit their previous
professions after collecting sufficient
funds to go into business for themselves.
Adventurers who change from their pro-
fession to that of the merchant class can-
not use any of their former abilities until
their merchant level exceeds their pre-
vious class level, or they lose all experi-
ence recently gathered. As a general rule,
the merchant should be used mostly as an
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NPC class, although DMs may use the class
as a PC class as they see fit. Some altera-
tions in these rules may be necessary in
this latter instance; these alterations are
left to the DM'’s discretion.

Table 1 shows what classes of NPC mer-
chants are generally encountered. If a
character class is indicated for an incom-
patible race (i.e., a half-elf illusionist),
reroll the result. If the merchant in ques-
tion is an ex-adventurer, and if the charac-
ter was capable of being multiclassed in
his adventuring days, roll again on this
table to determine if he was multiclassed.
For example, a half-elf rolls a 56, indica-
ting he was a fighter. He rolls again and
gets a 93, indicating he was a fighter/thief.
If he had rolled again in the fighter class
or as having no previous class, he would
simply be a fighter. A third roll of 73
would make him a fighter/thief/magic-user.
A maximum of three rolls is allowed, as
this is the limit for multiclassed PCs.

Merchants are generally either half-
elven or human, though DMs may wish to
include merchant NPCs of other races as
part of a demi-human community. Certain
racial limitations and restrictions will
apply; these may be gleaned from the
Players Handbook or Dungeon Masters
Guide.

Merchant characters use six-sided dice
for hit dice, as per Table 2. With regard to
human and half-elven merchants, the
following minimum ability scores apply;
DMs may alter these figures as they deem
necessary for other demi-human races:

Strength: 6

Intelligence: 10

Wisdom: 10

Dexterity: 6

Constitution: 6

Charisma: 10

Comeliness: 10

Merchants are allowed to wear leather
armor; they may not use a shield. Mer-
chants are allowed the use of the follow-
ing weapons: club, dagger, dart, scimitar,
broad sword, long sword, short sword,
and whip. Merchants may use oil, but only
evil merchants may use poison.

With respect to weapon proficiencies,
merchants receive two initial weapons and
are assessed a -4 nonproficiency penalty.
Merchant characters add one proficiency
level for every four levels gained.

In addition to these abilities, merchants
have the power to read languages and
find/remove traps as a thief of the same
level. Merchants fight and make saving
throws on the thief tables, unless they are
ex-adventurers, in which case they may
use the most advantageous tables as
allowed by the dual-class rules.

While merchants receive standard expe-
rience points for monsters and magic, they
are awarded a 10% bonus on experience
points gained from money. Merchants do
not receive any experience points for
money they acquired prior to becoming a
merchant. Therefore, a fighter with 2,000
gp does not start his career as a merchant
with 2,000 xp. There is, however, no
restriction against using this money for
investments with which he can earn both
profits and experience points.

Merchants may be any of the lawful or
neutral alignments. The frequency of
these alignments are as follows: lawful
good (15%), lawful neutral (35%), lawful
evil (10%), neutral good (15%), neutral
(20%), and neutral evil (5%). Chaos is sim-
ply not conducive to good business.

Magical item and spell use

Merchants can use all magical items
usable by thieves, plus any magical items
allowed them in their previous class if
they are ex-adventurers. Because they so
often handle and evaluate magical items
(and require added protective abilities that
magic can grant), merchants can also
purchase spells that they can cast (as
described further on) from the merchants
guild at 1,000 gp per spell level; cantrips
cost 100 gp each. The guild is protective of
these spells and will not sell them to any-
one other than a guild member. Merchants
can also receive spells from scrolls and
cooperative magic-users, and keep their
own spell books. Merchants acquire a read
magic spell first, and almost always (90%)
acquire a detect magic spell next (useful
because they will not purchase any item
with a magical aura unless they know
what the item’s properties are). Merchants
cast spells at half their merchant level
(rounded down) for effect.



Table 1
Merchant Type Encountered

1d100 Merchant

01-50 No previous class
51-65 Ex-fighter

66-70 Ex-ranger

71-85 Ex-magic-user
86-87 Ex-illusionist
88-00 Ex-thief

Tables 3 and 4 illustrate spell-use statis-
tics for the merchant class. Table 3 indi-
cates the number of spells usable by level.
Table 4 shows which spells may actually
be chosen by the merchant, as well as
providing randomization tables for choos-
ing which spells an NPC merchant
receives. Note again that the spells read
magic and detect magic should be chosen
first before rolling for other spells. A 1d6
roll is used to select which cantrips (nor-
mal or reversed) the merchant acquires; a
roll of 1-4 indicates a normal cantrip is
received (for which a 1d12 roll is made to
find the exact cantrip), and a roll of 5-6
indicates a reversed cantrip is acquired
(requiring a 1d6 roll). The spells listed in
Table 4 are exactly the same as the ver-
sions of these spells listed in the Players
Handbook and Unearthed Arcana.All spell
powers and restrictions listed in these two
sources also apply to the merchant class.

Cantrips are used quite frequently for
such tasks as keeping the merchant’s
wares polished, shined, or fresh. Less
scrupulous members of this class may use
some of the reversed cantrips to bring
down the prices of items they want to
purchase.

Appraising

One of the most important aspects of the
merchant class is the ability to determine
the value of an object. A merchant will
appraise any item for someone else, charg-
ing a fee of 1% of the value of the item per
level of the merchant. Thus, a 6th-level
merchant charges 6% to appraise an item;
10% is the maximum fee. This fee will not
be charged if the merchant buys the item
at the same time he appraises it.

Single-item merchants (e.g., rug mer-
chants) appraise items in their fields of
specialization as if they were four levels
higher, but are penalized two levels when
appraising an item not in their particular
area of expertise. Optionally, thieves can
appraise as merchants at one-fifth their
thieving level, rounded down; consequent-
ly, a 1st- through 4th-level thief cannot
appraise, a 5th- through 9th-level thief
appraises as a lst-level merchant, etc.

Table 2
Merchant Levels and Experience

Six-sided dice

Experience for accumulated
points Level hit points

0-1,500 1 1
1,501-3,000 2 2
3,001-5,000 3 3
5,001-10,000 4 4
10,000-20,000 5 5
20,001-40,000 6 6
40,001-75,000 7 7
75,001-135,000 8 8
135,001-220,000 9 9

220,001-440,000 10 9+1

440,001-660,000 11 9+2

660,001-880,000 12 9+3

220,000 experience points per level for each
additional level beyond

Level title
Haggler
Bargainer
Hawker
Vendor
Entrepreneur
Trader

Master Trader
Merchant
Merchant Prince
M.P. (10th level)
M.P. (11th level)
M.P. (12th level)
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Table 3
Spells Usable by Class and Level

Merchant Spell level
level C* 1 2
1 - - -
2 1 -
3 2 - -
4 3 1 -
5 3 2 -
6 4 3 —
7 4 3 1
8 4 4 2
9 4 4 3
10** 4 4 4

* Magic-user cantrips.
* * Maximum spell ability.

Table 4
Merchant Spells

Table 5 illustrates the merchant’s ability
to appraise goods. To use Table 5, roll
1d100 and compare the result with the
merchant’s level. The amount indicated is
the appraised value of the item. For exam-
ple, a 4th-level merchant appraising a gem
worth 1,000 gp rolls a 92; therefore, he
appraises the gem at 125% of its actual
value, or at 1,250 gp. Evil (and some neu-
tral) merchants may give a false appraisal
if they think they will never see the PCs
again, and always do so if they wish to
purchase an item for themselves.

Merchants naturally pay less for goods
and merchandise, especially when making
their purchases from individuals such as
PCs. However, their funds are not as
endless as most PCs seem to think. Table 6
shows the funds usually available to NPC
merchants, though the DM may rule that
certain ones are richer or poorer than
indicated (especially ex-adventurers). Any
merchant who is going to spend a consid-
erable portion of his funds for a purchase
verifies his appraisal with a higher-level
merchant to avoid making any costly
mistakes. Merchants appraise wares for
each other for free if they share other
trade-offs in business.

A purchase percentage is the percent of
the appraised value a merchant will pay
for an item. Higher-level merchants pay a
smaller percentage because of their
increased skills in bargaining.

Fast-talking
Merchants have the ability to fast-talk to

make a deal; treat this as a suggestion
spell. The victim is entitled to a saving
throw on 1d20 against his intelligence,
with saving-throw bonuses against will-
force attacks for high (or low) wisdoms.
This suggestionpower can be used once
per day per level of the merchant. If the
victim fails his roll, he believes he got a
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Appraising Ability

Normal Normal Reversed
Number cantrips Number cantrips Number cantrips
1 Clean 7 Freshen 1 Dirty
2 Color 8 Gather 2 Dusty
3 Dampen 9 Polish 3 Ravel
4 Dry 10 Shine 4 Tangle
5 Dust 11 Stitch 5 Tarnish
6 Flavor 12 Wrap 6 Wilt
Number 1st level 2nd level

1 Alarm Audible glamer

2 Comprehend languages Detect evil/good

3 Detect illusions Detect invisible

4 Detect magic ESp

5 Friends Fools gold

6 Hold portal Knock

7 Identify Locate object

8 Mending Magic mouth

9 Message Preserve

10 Nystul's magic aura Wizard lock

11 Read magic -

12 Tensor’s floating disk -

Table 5

* Maximum appraising ability

Merchant
level 1d100 roll and appraisal percentage
01-03 04-08 09-16 16-30 31-70 71-86 86-92 93-97 98-00

1 1-20% 50% 66% 75% 100% 125% 133% 150% 300-1,000%
2 23-40% 50% 66% 75% 100% 125% 133% 150% 200-500 %
3 21-40% 66% 75% 90% 100% 100% 125% 133% 200-400%
4 31-50% 75% 90% 90% 100% 100% 125% 133% 200-400%
5 31-50% 75% 90% 100% 100% 100% 125% 133% 200-300%
6 41-60% 75% 90% 100% 100% 100% 100% 125% 150-250%
7 51-70% 90% 100% 100% 100% 100% 100% 125% 150-250%
8 61-80% 90% 100% 100% 100% 100% 100% 100% 100-200%
9 71-90%  100% 100% 100% 100% 100% 100% 100% 100-200%
10* 81-100%  100% 100% 100% 100% 100% 100% 100% 100-150%

good deal for a number of turns equal to
20 minus his wisdom score. Merchants of
level 9 and above may, in addition, talk so
persuasively that they can cast a mass
suggestiononce per day.

If the victim makes the saving throw, he
most likely becomes irate and possibly
violent. Therefore, an established busi-
nessman or trader working a regular
route seldom uses this technique; doing so
quickly gains the merchant a bad reputa-
tion. If for some reason the merchant is
dealing with a monster, use the intelli-
gence table in the Monster Manual,page 6,
and the Dungeon Masters Guideage 79,
for wisdom notes. The merchant must be
able to communicate with the victim to
use the fast-talk ability.

Merchant caravans

The merchant caravan described on
page 69 of the Monster Manualis a perfect
description of how merchants travel. The
following additional characters accompany
every caravan, replacing the tradesmen
given in the Monster Manual:

1 head merchant of 8th-12th level;

1-3 overseer merchants of 5-7th level;

1-6 merchants of 2nd level; and,

3-18 merchants of 1st level.

The number of people in the caravan is
dependent upon the amount of merchan-
dise. There are 50 people for every 10,000
gp worth of goods, up to a maximum of
300 people and 60,000 gp.

If PCs encounter a caravan, the level of
the merchant they deal with depends on
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Table 6
Merchant Purchasing Goods

Merchant Funds
level (ep)
1 200
2 500
3 750

4 1,250

5 2,500

6 4,000

7 7,000

8 15,000

9 25,000*

* Plus 25,000 gp per level after 9th
* * Minimum purchasing percent

Purchasing
percent
80
80
75
75
70
70
65
65
60

* %k

how much merchandise the PCs plan to
buy. If they are going to spend less than
500 gp, they will work with a 1st- or 2nd-
level merchant. If they have between 500
and 3,000 gp, they will deal with one of
the overseers; anything in excess of 3,000
gp will be handled by the head merchant
himself.
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Merchants in town

Every town, no matter the size, has at
least one merchant running a general
store; large cities may have hundreds of
them working in its shops, stands, and
bazaars. Almost all merchants found
working in shops are between 1st and 4th
level. Except for magic shops and high-

X
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class establishments, merchants of 5th
level and above are rarely encountered
running a store, as they are usually behind
the scenes managing several businesses.

Conclusion

Let’s go back to Gideon now. Instead of
telling him exactly what he has found, a
DM should advise him that he has found
three large yellow gems, a nice fur, and a
silver or platinum necklace containing
either clear glass or diamonds. Gideon
must now hope he gets an honest mer-
chant and a good appraisal. [Another
system for appraising treasure appeared
in DRAGON issue #104, page 38: "Assess-
ing, not guessing,” by Lionel D. Smith.]

The merchant NPC class can add a
whole new dimension to your AD&D
game. High-level merchants may send PCs
to investigate new trade routes, or to deal
with those people or creatures that are
interfering with more established routes.
A merchant may have a map to treasure
and could give it to trustworthy adventur-
ers for half the profit. All in all, the mer-
chant can add color and realism to AD&D
game adventures, and the use of this class
should make the guy behind the counter
able to deal with PCs on more equivocal
terms.

et it

ME3 The Left Hand of Eternily
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I
by Patrick G. Goshtigian and Nick Kopsinis
|

A Room for
the Knight

Inns and taverns in fantasy-game cities

In the AD&D® game world, there are
always times when traveling adventurers
must stop and rest for the night in a city
away from home. Inns provide lodging for
the adventurers, and taverns provide
meals and an opportunity to mingle with
the local people.

All inns and taverns differ in their own
ways; each always gives adventurers a
unique setting. However, the quality of
these establishments may range from poor
to excellent. This article provides defini-
tions of typical inns and taverns (rated by
quality) and suggested fees for their serv-
ices. This information should not be con-
sidered adamant, and the DM is
encouraged to expand and modify it as his
campaign commands. Judgment should
also be used as to the availability of foods
in various regions (e.g., seafood is not
available in a desert).

Some inns also have lounges and dining
facilities. These areas are usually smaller
than those of an actual tavern and are a
direct part of the inn. The majority of the
patrons in these areas are occupants of
the inn rather than local people.

One possible way to use this information
is to key the inns and taverns shown on
large city maps with an initial (“I” for inns
and “T” for taverns) and a number of stars
appropriate to the establishment’s quality.
This shorthand system would help spur-of-
the-moment traveling in urban areas.

Inn ratings

light wood construction, with straw used
to cover dirt floors. In rainy seasons, most
such roofs leak. These inns have 3-6 small
rooms that can comfortably accommodate
up to two men each, using floor mats for
beds and leaving minimal space for their
gear. The rooms usually have barred win-
dows or shutters but no curtains or glass.
The doors rarely have locks, but it is com-
mon for them to have at least a slide or
hook latch. Given the dark deeds often
planned and done in such rooms, one
would wonder at the lack of security —
but the dangers of the neighborhood
discourage all intruders but the most
ruthless.

One-star inns are commonly named after
the owner/manager who lives there (e.g,,
Old Ben’s Inn). The owners of these estab-
lishments tend to be rude fighter-types or
thieves who speak in gruff tones and enjoy
picking fights with guests. They demand
payment before giving lodging for the
night; anyone who can pay is allowed to
stay.

These inns never have restaurants or
lounges, although they are frequently
found near seedy taverns and gambling
houses. Fights and drunkenness are preva-
lent here, and sleeping is uncomfortable
due to the constant noise.

Two-star inns w
Two-star inns are generally found on
main roads in poor sections of towns and
in most poor villages. These inns can have
two stories but usually have but one, with
a total of 5-10 sleeping rooms. Each room
provides plenty of space for two men and

gear; three men would be slightly
cramped. The beds are straw mattresses;
the doors and windows all have locks. The
windows are usually barred and have
shutters or curtains but no glass.

These inns have wooden floors. Usually,
an all-night bar is built into the building. In
general, these inns are of fair quality, but
it is the associated bar that brings down
the inn’s credibility. No meals are served,
and many drifters and thieves frequent
these places. The storage of the drinks is
only fair, so with every drink there is a 1%
cumulative chance of contracting some
gastrointestinal ~disease.

The owners of two-star inns are rarely
seen, and a manager and a bartender are
often the only employees. These two peo-
ple have good chances of overhearing
conversations and are generally excellent
sources of rumors and information,
although they must usually be bribed.

Two-star inns are generally named after
unusual creatures in an attempt to bring
some class to the inn (e.g., The Golden
Toad Inn). Barroom fights are common
nightly events in major cities and can be
expected. The rooms in the inn provide
fair sleeping quarters, although a low
murmur of barroom activity can always
be heard.

Three-star inns o ok
Three-star inns are located in wealthy
towns and in the moderate to rich sections

of cities. These inns are two-story build-
ings that have sleeping quarters on the
upper levels, and storage rooms, employee
rooms, a lounge, and a bar on the lower
level. These establishments are well-
constructed buildings made of wood and
stone that have 10-20 rooms for guests
and 3-5 employee rooms.

The guest rooms are usually outfitted
with three beds of straw and feathers, and
plenty of room for the gear of three men.
These rooms usually have two windows

Table 1
Inn Prices

One-star inns w Cost by inn rating

One-star inns are typically located off Lodging * & W ok
dirt roads and alleys in the seedier parts of 1 night w/meal - 1sp 5sp 15 sp
cities and large towns; they are not found 1 night Tsp 10°sp 1gp 5gp
in places of smaller population that could 1 week 6 sp 3 gp 5¢gp 33 gp
not support their poor quality. One-star 1 month lgp 11 gp 19 gp 130 gp

inns are usually one-story buildings of
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with shutters, and the doors all have dou-
ble locks. Some rooms have a table or a
desk with some chairs. Employee rooms
are of similar quality. For additional fees,
guests may purchase storage closets or
stables for their horses (most of the inns
have stables, but no horse meals or stable
keepers are available).

These inns are run by managers who
generally have quarters on the lower level.
Three-star inn managers are well paid and
value their positions. They tend to be
relatively polite and generally helpful to
travelers.

Three-star inns generally house their
lounges on the ground floor; the lounges
are usually of good quality. A bartender,
barmaid, and cook are in charge of service
and maintenance of these areas. On some
evenings, local or traveling minstrels
entertain in the lounge. Light meals are
served twice daily, and both the lounge
and bar close down for the late evening
and morning hours.

These inns are quality establishments
that quietly and efficiently serve their
purpose. For this, they are usually named
after peaceful natural events (e.g., The
Falling Rain Inn) or other appealing fea-
tures (e.g., The Covered Bridge Inn).

Four-star inns W i
Four-star inns are only found in very
wealthy sections of large cities. They are

often tall and multileveled (2-4 stories)
buildings of stone construction, with oak
floors and furnishings. Each level has up
to a dozen rooms, with each room accom-
modating up to four men.

The rooms are large and are often fur-
nished with four feather mattresses, one
table, several chairs, and a desk. These
rooms are painted, and most are deco-
rated with artwork and plants. The doors
have single locks, and the windows all
have curtains as well as shutters (some

have glass).

Four-star inns are associated with res-
taurants and stables, which are usually
under separate ownership and generally
offer their services for substantial prices.
The inns also offer services such as night
guards, storage rooms, armor cleaning,
weapon repair, blacksmithing, and the use
of a library. The inns are staffed by a head

Table 2
Inn Service Prices

Cost by inn rating

Services *
Armor repair -
Blacksmith -
Guide -
Horse grooming -
Horse meal -
Laundry -
Library -
Messenger -
Night guard -
Stable -
Storage closet -
Weapon repair -

o e Ll ) wr v W
B B 2

- - 15
- 8s 15 sp
- =P 10 sp
- - 1gp
3cp 20cp 1sp
Z _ 2ep
- 3sp 8 sp
B B 1

- 18 sp ng,
- 10 sp 1gp
- - 1gp

lllustration by Valerie Valusek

manager and several cleaning boys who
clean rooms and attend to guests’ needs.
The inns also have staffs of guards for
security; these guards also act as bouncers
for the drinking areas. Only the wealthy,
royalty, and local heroes are given lodging
in these inns, as others aren’t permitted
onto the premises. These inns’ names
reflect this upper-class orientation (e.g.,
The King's Arms).

The associated dining halls are usually of
the highest quality, featuring nightly enter-
tainment and a full menu. These restau-
rants are generally not restricted to inn
guests, although they do limit entrance to
a high standard of patronage.

Explanation of services

This section details the services men-
tioned in Table 2, Inn Service Prices. Near-
ly all workers mentioned here are
zero-level humans who wear no armor
and carry no (or minimal) weaponry.

Armor repair: Small dents and nicks in
armor can be repaired, and armor can be
cleaned and oiled. The charge is per suit.
Large repairs are referred to the local
armorer.

Blacksmith: Most metallic items can be
repaired. Any construction is referred
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to the local weapon maker. Charges are
assessed per item. Horseshoeing is also
available at the cost of two items.

Guide: This employee of the inn takes
patrons to various spots around the city or
town. Under no circumstances will the
guide leave the city or town, and in some
very large cities, the guide will not leave
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the area in which the inn is located.
Charges are assessed per three hours of
guidance.

Horse grooming: This service bathes and
removes ticks from a horse, and is only
offered if stables for the night are pur-
chased.

Horse meal: Feed for a horse accompa-

Table 3
Tavern Drinks

Cost by tavern rating

Drink *
Ale' 10 cp
Ale, dark! 1sp
Beer! 2cp
Bourbon’ 2 sp
Brandy’ —
Grog’ 1sp

Juice, apple -
Juice, grape -
Juice, orange -
Juice, tomato -
Mead 3sp
Milk, cow® -
Milk, goat3 —
Tea -
Water, spring 1cp
Wine, common 2 sp

Wine, fine _

! Prices are per pint mug.
* Prices are per shot glass.

be an “upper-class” item.
All other prices are per 12 oz. mug.

* % * % K * % %k K
1sp 2 sp 5 sp
2 sp 5 sp 9sp
5cp 1sp 3 sp
7 sp 11 sp 1gp
15 sp 1gp 3gp
2 sp 5sp 9sp
- 3 sp 8 sp
1sp 3 sp 8 sp
2 sp 3 sp 8 sp
- 3 sp 8 sp
5sp 8 sp 12 sp
1cp 4 cp 1sp
2 cp 5cp 1sp
2 sp 5 sp 7 sp
2 cp 5cp 15 cp
5sp 10 sp 15 sp
10 sp 18 sp 2 gp

® Prices may be higher if facilities for getting the milk are not local. Milk could easily
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nying one night’s stay is provided.

Laundry: Overnight cleaning of basic
clothing is done; leather is referred to the
local leather shop. Charge is per laundry
load.

Library: This is a small collection of
books and scrolls on subjects concerning
the locale. There is a 5% chance that a
local historian (perhaps a sage) is present.
The charge is for three hours of use; the
books and scrolls may not be removed
from the room.

Messenger: This person will carry a
written or verbal message to a designated
person anywhere within the confines of
the city or town (or neighborhood if the
city is very large). Charge is per message
per person.

Night guard: This is a zero-level, lightly
armed guard who will watch the patrons’
room to insure no unlawful entry occurs.
The night guard can also be hired to guard
a patron’s storage closet. Charge is for one
night’s work.

Stable: This is shelter for one night for a
patron’s horse.

Storage closetThis is a 5-high, 3'-wide,
2’-deep closet of oak construction with a
strong lock. Charge is for one month’s
storage; materials left after one month are
taken or auctioned.

Weapon repair:Weapons are sharpened
and cleaned. Major repairs are referred to
a local weapon maker. The charge is per
weapon.

Tavern ratings
One-star tavern

A person is taking a large risk by patron-
izing a tavern of this caliber if he is not a
regular patron. These taverns are gener-
ally small and are located in the poorer
sections of a city. Rarely are they found in
small towns, villages, or hamlets where
they would be the only tavern.

These buildings are often decrepit, and
the insides of the establishments are
always dirty. The ventilation is very poor.
It would not be uncommon to find dogs
scavenging for the scraps that are habitu-
ally thrown on the floor. The food and
drink are so poor that anyone consuming
food has a 2% cumulative chance of con-
tracting food poisoning; any drink gives a
2% cumulative chance of gastrointestinal
disease.

Although the food and drink are awful,
these taverns are usually packed with
people at night. Most of these people,
however, are of ill repute; thieves, assas-
sins, and such abound. Foreigners are
treated with hostility. Knowledge of the
presence of foreigners in such places
spreads rapidly through the unlawful side
of the community. Drunken brawls are
regular occurrences, and not much is
done to stop them.

Two-star tavern * K

These common taverns are found in
most settlements. In a small town or vil-
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lage, a two-star tavern is likely the only
tavern. These buildings are often old but
well kept. Inside is a warm, fresh atmos-
phere with modest furnishings. The food
and drink are of considerable quantity and
reasonable quality; however, variety is
limited. Nightly entertainment is usually
provided by local musicians or other local
artists; occasionally, a group of traveling
minstrels appears.

Two-star taverns are generally operated
by a family; as a result, service is often
personable and friendly. Two-star taverns
are frequented by most of the local peo-
ple, which keeps the activity levels high
during the nighttime operating hours.
Strangers in these areas are noticed, but
are not necessarily treated with hostility.

Fights between drunken patrons can be
expected to erupt, but the tavern owners
do not permit it and act quickly to move
the fight outside. Any damage to the fur-
nishings of two-star taverns are to be paid
for by those responsible.

Three-star taverns * % %k

Found in large towns and the wealthier
sections of cities, three-star taverns pro-
vide excellent meals. These establishments
are finely constructed and well kept.
These taverns are usually quite large and
often have stables which provide cover for
patrons' steeds. Inside the tavern, the
lighting is good, and the furniture neatly
arranged. During the winter, a large fire
will be burning, keeping the place ade-
quately warm.

The patrons of three-star taverns are
usually wealthy merchants, various city
officials, adventurers, and any others with
money to spend. The tavern owners usu-
ally work behind the bar and have a host
of employees to serve patrons. A wide
selection of food and drink are available,
all of excellent quality. A large amount of
information can be found in taverns of
these sorts, especially information about
outlying areas of which the merchants
know.

Drunken patrons are politely asked to
leave and are escorted outside. Fights are
rare, and unruly guests are usually han-
dled by the town guards, with whom the
tavern owners are usually on good terms.

Four-star taverns * % Kk
These taverns are only found in very
large cities, and they are very rare. These
structures are often small, multileveled,

and constructed of the best materials.
Often, these taverns are set off from the
nearest road, are surrounded by a well-
kept flower garden, and have elaborate
furnishings.

Inside on the first level is a lounge, with
the upper levels reserved for dining. The
lounge furnishings are of the finest quali-
ty, and many decorations and artwork
enhance this area. There is a stage for
minstrels who play nightly. Both the food
and drink are excellent. Four-star taverns
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Table 4
Tavern Foods

Cost by tavern rating

Food *
Abalone -
Apple 2 cp
Banana 2cp
Bass —
Beans 4 cp
Beef 7 sp
Berries —
Boar =
Bread 1cp
Broth 4 cp
Cabbage 1cp
Carrots 1cp
Chicken 5cp
Cheese 3cp
Clams -
Coconut 3cp
Corn 1cp
Crab -
Dove =
Duck 2 sp
Eggs 4 cp
Game hen -
Goose -
Grapes —
Gruel 2 cp
Lamb -
Lobster -
Mushrooms 1cp
Mutton 10 sp
Orange 2 cp
Oyster -
Peas 5cp
Peach -
Pear -
Pheasant -
Pork 12 sp
Potatoes lcp
Rabbit -
Red Snapper -
Ribs -
Rice 1cp
Salmon -
Snake -
soup 5 cp
Stew 1sp
Squid -
Trout 1sp
Tuna —
Turkey 5cp
Venison -

* K * % % * %k k
= 2 gp 7 gp
3 cp 6 cp 1sp
2c¢ 3¢ 6c

3 sg 10 };p 18 };p
8 cp 1sp 2 sp
15 sp 1gp 4 gp
2 cp 6 cp 1sp
1gp 2 gp 7 gp
1cp 3 cp 6 cp
8 cp 1sp 2 sp
2 cp 5cp 18 cp
2 cp 3cp 5cp
1sp 4 sp 8 sp
8 cp 1sp 4 sp
8 sp 14 sp 1gp
6 cp 10 cp 1sp
2 cp 5cp 8 cp
— 15 sp 1¢gp
4 sp 8 sp 13 sp
3 sp 6 sp 10 sp
6 cp 1sp 3 sp
4 sp 8 sp 18 sp
8 sp 14 sp 1gp
2 5 6
o ok o
2 gp 4 gp 7 gp
= 4 gp 8 gp
4 cp 10 cp 2 sp
15 sp 1gp 2gp
4 cp 7 cp 1sp
15 sp 1gp 5gp
9 cp 1 sp 2 sp
5cp 8 cp 15 cp
5cp 8 cp 15 cp
10 sp 15 sp 1gp
1gp 2 gp 5 gp
3 cp 5cp 11 cp
— 15 sp 1gp
4 sp 8 sp 1gp
lgp 4 gp 7 gp
1cp 2 cp 4 cp
6 sp 12 sp 24 sp
— 5 sp 16 sp
1sp 2 sp 4 sp
2 sp 5 sp 9sp
— 15 sp 1gp
3 sp 8 sp 18 sp
5 sp 10 sp 1gp
1sp 5 sp 10 sp
- 2gp 4 gp

All prices here assume easy availability and could be much higher if this is not so.

often feature a full bar with several serv-
ers and barmaids. There is usually some
form of high-stakes gambling conducted
here among the wealthy.

Upstairs, in the restaurant, are many
tables for both large parties and single
diners, a full kitchen staff, and a complete
menu. It is possible to order very exotic
foods and drinks, although for a substan-
tial price.

These taverns are often family owned

but operated by employees of that family.
Always well respected in the community,
these families have usually operated their
taverns for many generations. Service is
excellent and always friendly. Normally,
only the wealthy and royalty are allowed
in these taverns, and all weapons are
checked at the door. Public drunkenness
laws are strictly observed here. These
taverns are always a good opportunity to
mix with the elite of the community. Q
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by Jape Trostle

Fiity Ways to

Foil Your
Players

NPC sometimes stands for
Not Particularly Cooperative

Life for a player character in a role-
playing game can (and should) be perilous.
But not everyone a game master creates in
a campaign is out to kill the PCs; some just
want to disturb their sanity. The next time
your players are gearing up to take on
some deadly nemesis or dangerous
dungeon, add a few NPC foils to the game
to enliven things.

While every good campaign has a wide
variety of NPCs to encounter, foils are a
special breed. Foils are specifically
designed by the GM to antagonize a party
of characters or an individual PC. Foils are
colorful, meddling nuisances. They are
uninvited and unwelcome minor obstacles
that perpetually pop up in the PCs’ lives —
always when least desired and expected.
Foils plague the players and exploit any
foibles their characters may have by con-
trasting the PCs’ personalities. Of course,
the foils don’t see it this ways; it just seems
like their purpose in life is to drive the
players nuts.

This is not unrealistic. Just think of some
people you know who regularly rub you
the wrong way. Doesn’t it seem like they
antagonize you deliberately? Of course,
sometimes that is the case....

However irritating foils may be, most
are not very dangerous, and they can
often provide comic relief as well as give a
twist to the old adventure routine. The foil
is not an NPC class; it is simply any NPC
personality type who consistently thwarts
the PCs in minor ways. This article pro-
vides 50 character stereotypes, each fol-
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lowed by a short description, to assist the
GM in creating foils to fit any campaign
and the players involved. GMs are expect-
ed to develop those foils that appeal to
them, so only a brief outline of each type
is provided. It should be kept in mind that
foils are nuisances and should pose no
immediate physical threat to the PCs, so
most should be relatively inexperienced.
Race, sex, alignments, and so forth are
usually irrelevant, and foils can appear as
individuals or as groups. Although the
listed foils are described for use in a medi-
eval or fantasy game, they fit into any RPG
scenario. Just picture their counterparts in
science-fiction, superhero, espionage, and
similar settings.

Individual foils

1. The tax man: What more need be
said? He is greedy, persistent, unpleasant,
and always there — especially when the
PCs return from a successful adventure.
He is an oily snake who enjoys nothing
better than squeezing that extra coin from
the PCs” purse. He'll badger the PCs about
town, showing up at their door or favorite
tavern. The tax man is highly intelligent
and shrewd — and he always has govern-
ment backing. Without taxes, where
would the local government be?

2. The fool: This giggling, cackling jester
cannot — and will not — shut up. He is
always talking, joking, lying, boasting (he
likes to boast about the PCs’ abilities to
rivals and opponents), and ridiculing oth-
ers. As a result, he will probably get the

PCs into more trouble than they can get
out of. This foil has an above-normal intel-
ligence and dexterity, with below-average
wisdom, and shows up in taverns and on
street corners.

3. The creditor: If the PCs have ever
borrowed money or are escaping bad
debts, the creditor and his agents are sure
to be on their trails. The creditor goes
wherever a debt goes. A creditor could
take any shape, but has the persistence of
a bounty-hunting Scrooge. Repo men are
also of concern here.

4. The landlord: This mousy little man or
woman is always eavesdropping, prying,
and raising the rent. The landlord is con-
vinced the PCs are up to no good and
wants to know what’s going on. The land-
lord is only found in the inn or apartment
where the PCs are staying.

5. The ignoble noble: This stuffy, self-
righteous lord or lady looks down at
everyone — especially the PCs. Loud,
pretentious, obnoxious, arrogant, and rich,
the ignoble noble does not have one wit of
common sense. This pompous, petty noble
abuses the PCs (“Out of my way, lout!”)
until needing their services — which, of
course, are assumed to be always at his
disposal. Ignoble nobles can be found in
elite establishments, at court, out hunting,
or traveling between these places.

6. The religious zealot: This priest or
follower of some obscure religion is
always preaching against the evils of the
PCs’ ways, no matter how good the PCs
might be. Even paladins do not measure
up to the zealot’s standards. Wherever
found — be it street corner, tavern, or
temple — the religious zealot is always up
on a soapbox, with the PCs as targets.

7. The gambler: Never obvious, this slick
game player is out to take the PCs for
everything they have — again, again, and
again. The gambler has a high intelligence,
good looks, and is very charismatic and
persuasive. The gambler can be found in
taverns, on corners, and at games and
tournaments — any place where people
gamble.

8. The con man: What the gambler
doesn’t take, this foil will. Fake treasure
maps, dummy magical weapons, bogus
potions — the con man has them all. He is
slick and smooth, and has above-average
intelligence and charisma. By nature of his
precarious position, the con man is always
on the move and can thus be found in a
wide variety of places. Although most of
his wares are worthless, the con man will
once in a great while (and without his
knowledge) sell something that is genuine.
In these instances, since he was unaware
of its validity at the point of sale, he will
probably want it back if he finds out. A
prime example of a con man is Mr. Henney
from the TV series Green Acres, or a




snake-oil salesman from the Old West.

9. The merchant: One step above the
con man, the merchant’s items are quite
real. However, this fast-tongued fellow will
always try to sell the PCs something they
do not need. If he is a traveling salesman,
he could show up anywhere (like that time
he tried to sell pole arms to kobolds in the
local dungeon). Cyrano Jones from the
Star Trek episode “The Trouble With Trib-
bles” is a good example of this type.

10. The doorman: Whether a bouncer at
a tavern or gate guard at a keep, the door-
man will never simply let the PCs walk
through the door. His job is to keep people
out, and that means the PCs. Even if he
has orders to show the PCs in, he will do
so grudgingly. Of course, he needs the
brawn to back up his job, so a high
strength and constitution are recom-
mended, though he does not necessarily
have to be a fighter.

11. The jealous lover or lover’s spouse:
Amorous PCs who pursue several lovers at
once run the risk that a cheated lover or
spouse will find out and come after the PC
in question. The foil is usually an impor-
tant and influential figure, such as a pow-
erful merchant or official. Whoever the
jilted lover is, the PC is bound for trouble!

12. The catty lover: This is a particularly
jealous and troublesome lover who is
never satisfied with peace and quiet. He or
she constantly generates a hurricane of
problems for the PC to which he or she is
attached, though the PC may find it hard
to give up the relationship.

13. The would-be mate: This is someone
who believes he or she would make the
perfect mate for one of the PCs. This is
also someone who does not know the
meaning of the word “no." This foil is
usually undesirable in one measure or
another, having poor looks, a loud mouth,
a pushy personality, or terrible personal
hygiene.

14. The PC’s relative: This foil needs little
explanation. If the relative doesn’t want
money, he or she has “someone nice”
(usually a would-be suitor) for the PC to
meet. A relative’s favorite saying is “Blood
is thicker than water. "

15. The captain of the guard: For some
reason, the captain doesn’t like the looks
of the PCs and will harass them whenever
they are in town. He knows they are up to
no good, and even if they aren’t, he will
make something up. Although a hin-
drance, the captain is only a minor threat,
as his ego is greater than his fighting abili-
ty. Since he is a somewhat commanding
character, the captain should have an
above-average charisma. He can be found
making his rounds about the town or
dropping in on the PCs to let them know
that he still has his eye on them. Local
sheriffs also fit this role.

16. The town official: This foil, usually a
mayor, councilor, or burgher, gives the
words “inept” and “bungling” true mean-
ing. Usually fat and lazy, the loud and self-
important town official never really knows
what is going on around him. Always
image conscious, the town official shows
up at various functions and events about
town, and his opinions on current events
change like the wind.

17. The dandy: A foppish, arrogant lad,
always dressed in the latest fashion, the
dandy is quite a fair-weather friend. He
insists on being seen with the PCs if they
are successful and popular, and ridicules
them if they are not. Either way, the dan-
dy always acts as a superior to the PCs
because they don't dress as well as he
does. This handsome, foolish fop can be
found in taverns or any place that might
make him look good.

18. The fledgling bard: This would-be
minstrel is on the lookout for heroes to
interview so he can compose his first great
epic. Found in and around taverns, inns,
and any place else adventuring types
might gather, this scraggly lad sings out of
tune and plays the lute horribly.

19. The matriarchal goodwife: This
clucking hen either berates the PCs for not
coming up to her own impeccable moral
standards or, if the PCs are upstanding
citizens such as paladins or good clerics,
constantly plays matchmaker for the hap-
less characters. Found in the marketplace
or hanging out the window of her home
(gossiping), this large, tough woman won't
take lip from anyone, and believes that no
one (except nobility) is above a good
thrashing.

20. The mad prophet: This insane old
geezer is the butt of many jokes around
the town and countryside. He wanders
about aimlessly and without direction,
often showing up in unusual places. Dirty
and ragged, the mad prophet talks to
himself and makes little sense. Sometimes,
however, he speaks of things that do come
true — perhaps he’s a little psychic as well
as psychotic.

21. The old soldier: This old, withered
warrior loves nothing better than pulling
up a chair to the PCs’ table and telling lots
of unbelievable yarns about the good old
days. Adorned in rusted armor, he talks
and talks, occasionally dropping some
important fact in the PCs’ laps — if they
are still listening, that is.

22. The would-be adventurer: This small
boy or girl (or group of children) adopts a
PC as a role model. This foil will follow the
party about, imitating everything the PCs
do. Would-be adventurers are only found
around towns and villages, and only until
their mothers call them in for bedtime.

23. The loyal dog: When a would-be
adventurer reaches adolescence and is still

hanging around the player characters, he
becomes a loyal dog, willing to do any-
thing for the PCs. Awkward and gangly,
the loyal dog’s enthusiasm gets in the way
as he rushes about doing favors for the
PCs. The reason these foils are called loyal
dogs is because the PCs always find them
underfoot.

24. The crush: Similar to the loyal dog,
this is an adolescent whose first crush is
on one of the PCs. The crush will do any-
thing for a “beloved” — except leave the
PC alone.

25. The apprentice magic-user: This
bright though bungling kid is apprenticed
off to a low-level, unadventurous magic-
user who likes to stay put in town. The
apprentice, however, dreams of adventure
and likes to hang around the PCs. Like-
wise, he always wants to show the adven-
turers the latest cantrip he’s learned.
Unlike would-be adventurers or loyal
dogs, the apprentice actually has a useful
(if weak) skill. A knight's squire fits this
category as well.

26. The street urchin: The young street
urchin loves nothing better than following
the PCs around town and taunting them.
He is amazingly fast, both in dexterity and
intelligence. This foil is a real pain but
knows the surrounding area better than
anyone. There is a chance (25%) that the
street urchin is a low-level thief.

27. The younger sibling: This very young
(12 years old or less) sister or brother of
one of the PCs wants to be just like the
older sibling. In other instances, the PC is
the child’s guardian, and the sibling
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refuses to obey the PC. Either way, the
younger sibling is troublesome.

28. The unwanted pet: This small animal
adopts the PCs, usually after they have
innocently fed the beast when it was hun-
gry. This pet will follow (often quite loud-
ly) the PCs anywhere, even into battle or
into a dungeon. The pet is usually a cat,
dog, or other domesticated animal, but
could have a serious defense mechan