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I ntroduction

Theworld of the thief isaworld of darkness and stedlth, hidden from the eyes of
respectable folk, yet often under the scrutiny of the zealous enforcers of the law. Itisa
world of courage and fear, of bravado and cowardice, of violence and treachery.

Yetitisaso aworld of color and laughter, lively parties and busiling markets. The
thief, more than any other character class, practices his arts among his fellow men (or
haflings, or eves, or whatever). He seeks the gatherings of population, the confluence of
wesdlth and avarice, where treasures are there for the taking.

To be sure, many athief has proven hisworth time and again in the darkest reaches of
aforgotten dungeon, among the snowy peaks of the bleskest of wild vidas, or within the
hdls of afortress or military camp. Questsinto the wild contain as much gppedl for the
thief asthey do for other characters. In fact, should the prospect of treasure appear
sgnificant enough, many athief will lead the way in encouraging his companions to
embark on such amisson.

But when the adventurers return to the sheltering wals of their homes, wherever these
may be, and rgjoin the population, the thief is best equipped to find adventure there. And
when such adventure is discovered, it is thiefly skillsthat are mogt often cdled into play.

The Purpose of the Complete Thief's Handbook

This book provides information of use to players of thief characters, and to DMs
running campaignsinduding thieves. The emphasis lies heavily upon a campaign where
many Pcs are thieves, but there is no reason provisonsin this book cannot be employed
by groups with but asingle thief among them.

None of the information here changes any existing AD& D® 2nd Edition rule.
Instead, the idealis to amplify and detail those rulesfor players who are interested in
playing thief characters. Indeed, it is possible and in fact quite easy to play athief
character without the information herein.

However, the player who wishesto develop his player character thief in aunique
fashion, or who seeks aid in degpening and broadening the character's persondity, gods,



and motivations, will find hepful suggestions and idess in the Compl ete Thief's
Handbook.

But the book isaguide for DMs as wdl. Information on organizing thieves guilds,
for example, is essentid to any ongoing thief campaign. If no guild is present, consistent
information on other societd sanctions needs to be determined by the DM—and the
information must be available to players aswell.

Consequently, no portion of this book is prohibited to player viewing, nor isany part
of it irrdevant to the activities of agood DM.

New rules and procedures only become official campaign rulesin a campaign where
the DM s0 declares. Players who wish to employ some of these materids can certainly
ask the DM to use them, but as aways, the Dungeon Master has the last word.

The Role of the Thief

The skulking burglar pilfering through the night is perhaps the most common picture
of thethief. Nether players nor Dungeon Masters should blind themselves to other
possibilities, some of them more useful (and socidly acceptable) than common theft.

The thief character kitsintroduced in Chapter 3 provide avariety of thief types. These
are not new character classes by any means, but the kits can help players define thievesin
one of severa areas of specidty. Some of these include:

The Spy, long anoble practitioner of the thiefly skills. Indeed, lockpicking, moving
dlently, hiding in shadows, and the like are al ills of prime importance to the Spy.

The Scout can do for an adventuring party what skirmishing troops do for an army:
heisafad, lightly armored individua who can utilize stealth and speed to Sudy terrain
and watch for ambush. Thief-scouts and rangers in combination make splendid
reconnai ssance bands.

Other kitsinclude the Troubleshooter (the dungeontcrawling thief), Acr obats,
Beggar s, Bounty Hunters, Swindlers, and many more.

Typicd thiefly personaities are dso provided, dlowing playersto cregte detailed PCs
based upon these archetypes, but dso providing useful pieces of imaginative roleplaying
information for many long-lived, high-level PCs.

Chapter 2 describes additional nonwegpon proficiencies of particular use to thief
characters. New equipment types, both magica and mundane, are introduced in later
chapters. And afew new rules cover areas of concern to thieves—Iletha and non-lethd
poisons, for example, and how to determine the qudity of workmanship used to build a
lock or trap.

A section on running athief campaign provides players, and most particularly DMs,
with suggestions and guidelines on waysto tailor the campaign toward the thief PCs
aress of interest and expertise.

Whatever area of the book yields the most use, players and DMs dike who wish to
expand the domain of the thief in their campaign world should find many things of
interest between these covers.

Thievesand the Law

Geraldor dlipped through the alley, his black cloak masking his progress through the



filthy passage. Reassuring himself that he was not pursued, he stepped boldly onto the
Golden Way. With a nervous gesture he smoothed his oily black hair and attempted to
stroke his wispy mustache.

Sghing, Geraldor realized that any attempt to look like a gentleman was doomed to
failure. He hoped his guildmaster's plan was intact.

And there before him was the Highgate! Geraldor's heart pounded as he examined
the brawny men at arms, four in number, manning the post. As the only public route into
the city's Golden Quarter—home of all the wealthiest merchants, most powerful lords,
and influential ambassadorsin all the land—the Highgate was usually guarded well.

But not tonight. Geraldor recognized the giant, hulking form of Morto, sergeant-at-
arms of the city watch. As Geraldor had expected—nay, hoped—Morto commanded the
detachment at the Highgate.

With a barely concealed nod of recognition, Geraldor stalked to the gate and stood
impatiently as Morto made a pretense of examining his "pass.” In reality, this crudely
forged dlip would fool no one with any capacity for comprehending script.

But Morto's reading ability was not the issue tonight. Instead, the guard's loyalty to
the guildmaster was the force behind Morto's curt nod and his gesture ushering Geraldor
through the Highgate. Geraldor fairly skipped through the great stone arch. He had
entered the Golden Quarter!

Now his movements took on the shadowy aspect of the master thief at work. Though
he remained alert, he knew that the major obstacle had been passed at the gate. The hefty
bribes offered to Morto and his associates had paved the way to riches. It only remained
for Geraldor to haul those riches away.

The wiry thief found the mansion that had been selected by the guildmaster. Family
and servants all slept, and they had no dog. In a matter of minutes Geraldor had
collected the lady's gems. He spent several more minutes seeking the strongbox, finally
discovering it in a small, luxurious sitting room. He picked the lock and pulled out only
the most valuable coinage, platinum and gold, before soundlessly slipping toward the
exit.

In the house he saw magnificent silver candelabra, a huge and obviously enchanted
sword, and other wonders. All of these he disdained as too bulky for his current mission.
After all, Geraldor was a professional!

Scarcely suppressing an urge to whistle, Geraldor sauntered back along the Golden
Way. He would pass through the Highgate again and immediately disappear into the
clustered neighborhoods that crowded both banks of the muddy river.

He saw Morto at the guardpost and nodded casually, passing under the great stone
arch again on his way out of the Golden Quarter. Only then did he notice something
wrong: Morto stood mute, with his hands shackled before him.

At that same instant a heavy gauntlet fell upon Geraldor's shoulder and a massive
arm propelled himinto the stone wall of the gatehouse.

"What have we here?" growled an unfamiliar voice. Terrified, Geraldor saw that it
issued from beneath the shiny cap of a watch captain.

" J-just going home, mmy lord!" he stammered, wriggling in a futile attempt to break
away.

The captain laughed, having already found and discarded Geraldor's fake pass. The
man's gloved hands continued to poke through Geraldor's clothes and pouches,



retrieving object after object, often with a low chuckle.

"The lady Allorana's diadem, | see—perhaps she loaned it to you!" The captain
roared with hilarity, joined by the guffaws of a full company of guardsmen that Geraldor
now saw in the shadows.

Then the captain's voice lowered as his hand tightened around Geraldor's throat.
"Now, thief, you will find out what the laws arein our town. And you will have time to
learn them while you rot in gaol!"”

From even before the time, thousands of years ago, when the Code of Hammurabi
first defined the legd system of abody of government, and extending to the present day,
societies have created procedures for defining persona possessions. An inherent part of
this definition includes the pendties due those who violate these procedures. Odd asit
may sound, thieves cannot exist without some kind of lega framework.

And from the time in any culture when persond possessions come into being, there
have been those who seek to remove the possessions of others and make them their own.
It isfor players of characters who attempt this perilous exchange of wedlth, and to their
Dungeon Madters, that this tome isintended.

Of course, some thievery occurs under the guise of authority, and as such fdls beyond
the scope of thisbook. Tax collectors, for example, may stea from those who regard such
cdamsasthievery. So do conquerors. But these are not AD& D® thieves. While they may
gpproach the category of bandits, their "theft" demands more fighting skill and
aggresson than sedth.

By far the more common type of thievery, and the one that generadly comes to mind
when discussing the character type, isthe furtive pilfering described in the incident
above. Poor Gerddor has suffered the fate known to many of these wrongdoersasheis
taken by the long arm of the law. But if that law did not exist, then Geraldor's task would
become meaningless.

This paint is one that should be well remembered by those who play thieves as wdll
as those who run the campaigns. Regardless of how chaotic the setting, a structure at least
vaguely approximating alegd system is necessary before the thief can really begin to ply
histrade.

Chapter 1:Role-Playing Thieves

Thieves are perhaps the most fascinating and diverse class of player-charactersin the
AD&D® game—or at least they can be, if played properly. The thief has a certain innate,
charming flair, which the Player's Handbook describes: "Thieves are people who fed that
the world (and everyonein it) somehow owesthem aliving. They get by day by day,
living in the highest style they can afford and doing aslittle work as possible. . ."

Thisis an accurate description of many thieves, but not dl; and there are many
exceptions. You will find that the character—that is, the persondity—aof your thief
character will be very important, vita to making the thief aliving, breathing person. It
makes them more fun to play, too.

Persondity, then, isthe topic of this chapter. It comes before the chapters of technicdl
information on kits, new abilities and so forth, because we believe that when you are
designing athief character, perhgps even more so than with other classes, personality



consderations should come first. Who isthis character? Where is he from? Why ishe a
thie—has he solen bread crumbs dl hislife just to survive, or is he anidle fop who
moonlights as a burglar just for thrills?

After asking yoursdf such questions, and answering them, you will then be better
able to proceed into the technica details. Y our character will exist in your mind, and the
task will then be just amatter of trandating that vision into working game terms.

There are three basic things to consder when putting together your thief's background
and persondlity: setting, socia background, and motivations.

Setting

Whereisthe character from? Thiswill have an effect on what sorts of skillsthe thief
may have picked up. City, countryside, and wilderness are dl possible settings; or the
thief may have been awanderer dl of hislife

City: Any place where people gather in large numbers, there will be those who live
off the sweat and toil of others. Besides paliticians, thieves are often among this group. A
city background will open many possihilities of gpecidization for your thief. Because a
city isacomplicated web of many people, each person tends to have more specidized
functions. Thisistrue for thieves aswell as normal, respectable citizens.

Note that thievesin cities, especidly those who have very specidized skills and
abilities, are mogt likely connected with athieves guild; or, if they are not, they will
surely run afoul of one sooner or later. If your thief hails from an urban center, be sure to
figure out what his relationship to the locd thieves guild (or, in some places, guilds) is.

Countryside: A few thieves are able to make aliving in asingle populated, rura
area. They tend to be quite different from their city-dwelling cousns—jpickpocketing, for
ingtance, is probably not going to be practiced much without the shelter and anonymity of
the urban crowds. Extortion, banditry, burglary, and various smilar thefts are more
typica means of making aliving from the peasants and their rulersin the countryside.
Fences dso may work the countryside, selling wares that may have been stolen in distant
cities.

Thieves guilds often have an active hand in populated rurd regions, though it is not
asfirm asinthecities

Wilderness. Thieves are, by definition, those who garner their living from others, so
few are to be found making their permanent abode in the wilderness, far from human
settlement. Those who do are usudly bandits, with a stronghold set up somewhere secure,
from which they can make raids on nearby settlements or trade routes. In AD& D fantasy
Settings, there are dso innumerable possihilities for thieves who survive by taking
libertiesin their rdaionships with the local non-humans.

While few thieves guilds would dlam any wilderness as "territory,” thieves from
these regions are typicdly affiliated with one or another organized band of miscreants.
These bandit groups don't have the organization or sophigtication of the urban guilds, but
they are dtill formidable, and their rivaries may run as degp as any among the big city
guilds.

A great many demihuman thieves origindly hail from awilderness stting, athough
they do not necessarily fit the "bandit” mold common among humans. (See the section on
demihumans, below, for more informetion.)



Wandering: Findly, some thieves have never cdled any place "home." They travel
town and village, city and wilderness, wherever they think fortune might grant them
better opportunities. Charlatans, those who make their living by duping others with all
sorts of fraud, are often wanderers: They will stay in one place as long as there's money
to be made, but they hope to be long gone, preying on others gullibility, before their
scams are uncovered.

Social Background

After you have chosen a setting for your character, you should decide his socia
background. At the start this need only be done in agenerd way: select a poor (or
unknown), middle, weslthy or noble class background. This background will have
important effects on what resources are available to the character. Also be sureto
consder how it relates to the thief's motivation (below).

Poor /Junknown: Mogt thieves are from a poor background. Most people would just as
well make an honest living, if they can. For somein the lower classes, however, there is
amply no such opportunity, and S0 crime becomes a means of survivd. The vast mgority
of such criminas spend their lives as petty thieves, picking pockets, mugging people
foolish enough to walk the streets at night done, perhgps even planning and executing a
burglary. These poverty-born thieves form the backbone of most thieves guilds. The
guild regulates thelr activities as well asit can, and usesit as a pool, from which are
drawn the most talented and promising. Because skill and cunning are the ultimate
determining factors, many afamous thie—whether in esteem or power among guild
comrades, or outside of the underworld—rose from the most humble beginnings.

An "unknown" background usudly fitsin with the poorer classes This meansthe
character was an orphan, and does not know his ancestry; his parents may have been
ciminds middle-class artisans, or even wedthy merchants or nobles. Dickens Oliver
Twig isaclassc example of athief of unknown ancestry. For dl practica purposes, the
character is one of the poor people, like everyone with whom he grew up. However, a
hook in the campaign may be the search for, or accidenta discovery of, a character's
ancestry.

Player characters from a poor background may, at the DM's option, have asmaller
amount of starting money than they would otherwise (perhaps 2d4 x 10 gp). If aplayer
character is part of aguild, however, he has probably been accepted as someone who
shows promise, and the guild may provide standard equipment and money for its
apprentice—the equivaent of the usuad 2d6 x 10 gp.

Middle: A few thieves may hall from the middle classes, perhaps from families of
artisans and petty merchants. Such characters are less likely to be steding for survivd,
though desperate financid sraits may bring people to seek illegd solutions, which could
tieinto awhole net of crime.

Imagine, for ingtance, alocksmith who needs money to support his aling mother. The
landlord threatens eviction, and so forth; in desperation, the locksmith turnsto the
thieves guild for aquick, easy, high-interest loan. As the family gets more and more
entangled by their debts, the guild decides to accept as partid payment the locksmith's
daughter (and apprentice), to become an apprentice thief.

But greed isamore typicad motivation. Many swindlers come from the middle dlass;



they decided that there are better profits to be made through dishonesty than hard work.

Thieves of middie-dass origin usudly have sandard initia funds.

Wealthy/Noble: Stll fewer thieves are from affluent families. Thisis partly because
people with ample funds have little mativation to pick pockets; but even more, it is
because thievery is very much socialy unacceptable a thislevel. There are exceptions, of
course, Wedthy privateers, raiding the trade lanes of riva nations for glory and plunder,
may enjoy a high and respected profile for atime. And wedlthy families of crime lords
are a different maiter entirely.

In any case, athief from awedthy family is expected to distinguish himsdf in some
way or other—flamboyance, daring, audacity, charm—even if he hides his identity
during his roguish endeavors. Otherwise, whet is the point of risking life and reputation?

This question might be asked of any character, of course. And so we turn to the topic
of motivations.

M otivation

Why is the thief what heis? Y ou can ask this question even before you know
gpecificaly whet his area of expertise or technicd interestis. A person primarily
motivated by greed could be a troubleshooter or a cat burglar, for instance, provided the
job payswell.

We suggest Sx basic motivations: fame (or infamy), greed, justice, loyalty, survivd,
and whim. These are of course generdizations, and any particular character probably has
motivations more complex than one of these Smple descriptions. Also, characters often
have more than one motivation, and different motivations can apply to different
Stuations.

This may sound so convoluted that you may wonder why we should even gpproach
theissue. It is useful to choose abasic motivation, however, as the basis for role-playing.
Asyou play the character, more motivations will arise—and old ones may vanish. In this
way acharacter may cometo life.

A character who starts with the greed motivation may, in the course of his adventures,
encounter agreet deal of injustice wrought by the rulers of the land. He may even trace
his own sdifishness to the perverted vaues of the rulers. As he organizes his activitiesto
oppose the rulers, then, his motivation may subtly swing towards jugtice. It is unlikely,
however, that he would be s0 "converted" asto lose entirely the greed that drove him for
30 long. New conflicts and role-playing opportunities may arise within the character
between his greed and his new-found sense of justice.

Be sure to keep your character's motivations in mind when you sdect his dignment.
The description below of each general motivation includes aword on appropriate, related
adignments. Note aso that as the character developsin play and motivation shifts,
aignment too may undergo change. (For athorough discusson of adignment changes, see
the AD& D® 2nd Edition Player's Handbook, p. 49, and the Dungeon Master's Guide,
pp. 28-29.)

The moativation description may aso include suggestions on thief kits gppropriate to
this motivation. The thief kits are fully detailled in Chapter 3.

Fame/lnfamy: The fabled charm of athief's life attracts many an adventurer in
search of glory. In our own red world, many thieves have achieved great fame, and in



literature even more such figures abound. Infamy surely accompanies the career of many
asuccesstul thief; for someit may even bethar ultimate godl. If thisis the case with your
character, you must be certain to bring it out while role-playing. Every action should be
consdered in terms of how it may increase the world's knowledge of the thief's amazing
exploits.

Greed: Thesmplest and perhaps most stereotypica mative behind the thief'slifeis
greed. Combining greed with doth, the thief shuns "red” work, and lightens his load by
lightening others purses. Or, the character amply loves wedth, but is unable to get it
through acceptable channels.

Characters with greed as their primary motivation surely would not be of good
aignment. Although even good thieves may have a certain dement of greed, it would not
be the biggest factor shaping their lives.

Justice: Thisisarare and peculiar motivation, snce thieves are generdly consdered
to be anything but good. The classic example of the thief motivated by justice is Robin
Hood—at least as popularly portrayed, if not in historica redlity. Such a character must
arisein aregion or nation where injustice rules, though it need not do so officidly. For
ingance, in one town the rulers may be blatantly evil and corrupt; athief motivated by
justice may devote himsdlf to fighting those rulers.

Characters motivated by justice will probably be of good, lawful neutrd, or true
neutral dignments. Remember that each dignment has its own idea of what conditutes
"judtice”; to atrue neutrd thief, for ingtance, justice means maintaining the balances
between good and evil, law and chaos.

L oyalty: Some connection in the character's past has drawn him onto the road of the
thief, and he followsit faithfully out of loyaty or debt to that past. For indtance, one
character might have been born into afamily of crimdords; he became athief as a matter
of family loydty. Another thief may have been an orphan, sheltered and raised by the
thieves guild. Even though his mord senghilities may lead him to question his
benefactors and even his own behavior, hisloyaty and gratitude for the life and
opportunity they gave him may (at least for the moment) outweigh his doubts.

Loyaty ismost gppropriate as the primary motivation of lawful characters. The
conflicts of loyaty versus mord imperatives may lead to some very interesting role-
playing.

Survival: Many thieves from the lower strata of society engage in theft and the like
for the ample purpose of surviva. Player-character adventurers are prone to garner more
wedth than they need for mere surviva, so (unless the Dungeon Master works diligently
to keep them poor) they might need a new motivation after afew successful adventures.
Probably a secondary motivation (such as greed, or even justice) would come to the fore
and become primary.

Thieves who sted for survivad usudly don't have lawful dignments, though lawful
evil ispossble

Whim: Some thieves engage in ther activities for the sheer thrill of it. They can
survive (materialy) without it, they don't need or desire the money as such, and they are
indifferent to fame. They smply desire to sted, to deceive people, to pull off the most
impossible heigt or scam—this grants them supreme pleasure. Whim-motivated thieves
range from the ennui- stricken rich man's son to the compulsive shoplifter whose desire to
sed may push him to the very edge of sanity.



This mativation is most gppropriate for chaotic dignments.

Sample Archetypes

By combining assorted settings, socid backgrounds and motivations, you can creste a
worldful of diginct thieves. Another way of making a character isto start with awhole
concept of what sort of thief heis, rather than building him from the individud blocks we
described above.

But where do you get such a concept? History, folklore and literature al provide
colorful examples of thieves. From these you can abstract a model, an archetype, on
which you base your beginning character. Like the e ements we described above, these
archetypes are rough and generd. Through effective role-playing you will expand your
thief into a more detailed, interesting, and believable character.

Below are a number of sample archetypes that you may have encountered in books,
movies, and so forth. Experienced role-playerswill probably find thet thieves they've
played in the past are Smilar to one of these archetypes, or are afusion of two or more.

Remember that these archetypes, like the background options presented above, are
meant to inspire role-playing, not to limit it. The persondity you create should provide
the basis of your character, but it would be wrong to define every possible choice
beforehand. Part of the pleasure of role-playing is seeing your characters change and
grow; like rea people, they should be full of surprises, ready to adapt and change with
new Stuations.

TheArtist: Thisthief is searching for "the perfect crime.” He choosesjobs for their
chalenge and aesthetic pleasure, not drictly for their payoff in wedth.

A drunken duke who is sumbling down an dley late a night, heavily ladenwith
jewds and gold, would be of little interest as atarget for the Artist. In fact, the Artist
would be offended if someone were to suggest that he perform such aludicroudy easy
theft, snce it would be so far "below" the Artist's cdliber.

However, the Artist might take advantage of the Situation if it might play into a
bigger, grander scheme. For instance, he might play the part of a"Good Samaritan,”
escorting the foolish noble to his residence, and thereby gaining the duke's confidence.
Thisgivesthe Artist specid privileges, not the least of which isthe duke's unquestioning
trust. (After al, how could the Artist have been athief if he escorted the duke safely
home, rather than mugging him?) From this position, then, the Artist may plan atruly
exceptiond theft, the sort that would stir up an extraordinary amount of public interest,
but could go unsolved for decades.

The Artigt is usudly found in an urban setting or, less frequently, wandering. His
family was surely above the poverty level, and probably even wedthy; theft for the Artist
is chiefly a pastime, though it may have aso become a source of livelihood. Heis
egatistical, motivated by whim or adesre for fame—if not fame for himsaf, than for his
crimes, since he probably will remain anonymous.

Desperado: For some reason or another, this character is running from the law—or,
perhaps even worse, the unwritten law of the underworld. In any case, heis ready and
willing to do whatever is necessary, however drastic, to preserve hislife—he knows dl
too well how soon its end may be. Delicacy and rationd forethought are not the forte of
the Desperado. Thisisthe sort of character that, when discovered pickpocketing, might



knife histarget, lest his face be identified.

The Desperado character may be of any socid background, athough poor is most
likely. His motivation is Smple surviva, and he may be found in any stting. Y ou must
be certain that you know what circumstances have led to his desperation. Desperadoes are
often short-lived; elther whatever's chasing them catches up and getsthem, or (rarely)
they diminate the threat and are able to shift to aless high-gtrung lifestyle. The
Desperado ether dies or changes to something else. . . though surdly his old habits die
hard.

Folk Hero: When the system itsdf isunjugt, those labeled "criminas’ are sometimes
in fact the good guys. The Folk Hero will not gt idly by while tyrants rule. He mugters al
his charisma and roguish skills, and leads the fight to right wrongs and, if he can, topple
the evil regime. Robin Hood is a Folk Hero of great fame. According to legend he stole
from the wealthy nobles and clergy, and gave the money to the poor, overtaxed peasants.

Robin Hood was of noble lineage, and his band did their work in the countryside, but
aFolk Hero could operate in any setting and be of any socid background. Imagine, for
indance, athief from the lower classes who livesin acity ruled by an evil tyrant. He and
his compatriots devote themsalves to the freeing of matrested daves and fasdy
convicted prisoners, smuggling them to safety beyond the evil kingdom's borders. The
chief motivation of the Folk Hero is, of course, justice (or at least S0 it must gppear to the
public eye).

Kleptomaniac: The kleptomaniac is a character with a compulsion, perhaps entirdy
uncontrollable, to sted. This compulson might be at odds with the rest of the character's
persondity; interesting role-playing may arise as the character has an internd conflict
between his driving desire to steal and a guilty conscience that never sopstelling him
how wrong and evil his actions are. This character may be of any background and setting.
His mativation might be classified (very loosdly) aswhim, snceit lacks arationa reason.

Mobster: This character was literdly raised in crime. Perhgps he hails from afamily
of dite criminds, leaders of organized crime. Over the years they have developed their
own codes of behavior and a twisted sense of honor. A mobster is found in the city, and
may be of any background. (Crime families may have consderable wedlth, but if their
illegd activities are well known, or at least the topic for common rumors, they may have
congderably lower esteem in the eyes of good citizens than those of comparable yet
honestly-earned wedlth.) His primary motivation is usudly greed or loydty, and his
dignment is most often lawful neutra or lawful evil. Characters of this sort often make
up the backbone of the more powerful thieves guilds.

The Professional: Thievery issmply ajob for this character. He is often doof from
other, "lessr” thieves: He hasllittle tolerance for flamboyant fools, like the Artist and
Trickster; Desperadoes and Kleptomaniacs, desperate and obsessed, are doppy and crude
in comparison to his refined talents and bal anced temperament; Folk Heroes are just glly.
The Vigilante is a dangerous foe for the Professiond, in part because heis
incomprehensible to him. The Mobster would seem to be the Professiond's kindred spirit,
but they are too tightly bound (in the Professiond’s opinion) by honor and family loydty
and such trash. The Professiona is bound to no absolute codes, except perhaps a contract
and a dlean, efficient theft. He has honor and honesty inasmuch as it is necessary to
maintain his reputetion for dependability.

The Professiond’s motivation is hard to pinpoint. Clearly it is neither justice nor



loydty; and he knows that greed, whim and the lugt for fame can cloud judgement and
lead to fatal doppiness. Perhaps then "surviva™ would be the best description of the
Professiond’s motive; though any Professona worth his sdt does better than merdly
aurvive. Of dl the archetypes, heis perhaps most likdly to have a businesdike, middle-
class background, though any of the othersis possble. The Professond is usudly based
inacity, or wanders, and his services are usualy for hire. He may be associated with a
guild, but would prefer to be as independent as possible—other people'sinvolvement in
hiswork is more often hindrance than help.

Street Urchin/Victim of Circumstances: Thisthief grew up in an impoverished,
harsh environment. There he learned that if you need something you have to takeit,
because no one will give it to you. People may tel him that stedling is wrong, but he
cannot believe it—to him, stedling has dways meant survivd. He long ago lost any sense
of regret for his actions. He was driven to alife of crime so long ago that it seemsto him
the only life possble.

This character invariably knows his setting (typicdly acity) insgde and out, and
probably has many ussful connections. His socia background is dways lower class or
unknown. Street Urchins that continue the thief's life may develop into a different
archetype as they grow older; the Professond, for instance, may blossom from such a
Solitary young thief.

Trickster: Thisisathrillseeker, a character who delightsin pulling off the most
outrageous and amazing scams. Deception and pranks are his food and drink; flirting with
danger grants him an incomparable thrill. Thieves, such as Reynard the Fox, are often
portrayed thisway in fairy and folk tales.

In role-playing, you may wish to make a Trickster thief more complicated. Why does
he seem =0 light and frivolous? Does he hide something benegth it dl? Ishein fact
driven, obsessed with proving himself the most clever of al? Such a character could even
become dangerous to those around him if his insecurities were brought out and played
upon. What if people are impressed by his antics? What if they manage to outwit his
pranks, or don't find them amusing? Does he need attention, or is the thrill done enough
to satisfy him? Might the trickster be cowed into quiet humility, or pushed into rage or
frustration?

Vigilante: The Vigilanteisaloner, a curious sort of thief whose life is preoccupied
with defesting the schemes of criminas. He finds the law too redtrictive, or unenforced,
and s0 he goes outside it to bring about his vison of jugtice. Ironicdly, the Vigilante
trains himsdf in the very ills of the thieves he opposes; he comes to know their ways
and their minds as though he were one of them.

Though he fights on the side of law, the law does not often gppreciate the Vigilante.
Heis unsupervised, unpredictable—and therefore dangerous. Thisis especidly truein the
case of locaes where the leadership isa bit on the shady sdeitsdlf, perhaps riddled with
bribery, graft, connections with crime, and other such corruption. The Vigilante leads a
dangerous life, for he can have many powerful enemies.

On the other hand, the Vigilante may attain arevered status Smilar to that of a Folk
Hero, if his successes become popular knowledge. Popularity might do little to ward off a
powerful thieves guild, but it can cow the more fearful of public officids into tacit
aoprova of hisextrdegd explaits.

A Vigilante will, of course, not be part of athieves guild—that is his antithesis. He



may, however, be part of some secret society devoted to justice. Such a society may
congg entirdy of Vigilante-type thieves, or it could include adventurers of many diverse
classes.

The Vigilante may be of any socid background. He might work in any setting, but
the city is most common. His primary motivation is usudly justice, but one could
imagine it being fame, loyaty (perhaps to comrades or relatives killed or ruined by
criminas), or possibly evenwhim.

Some comic books do a great job of illustrating the complex psychologies found in
characters of the Vigilante archetype. They make excdlent inspirationd reading.

Demihumans

Another factor to consider when you cregate the persondity of your thief israce.
Thieves are one of the two AD& D® game classes that are open to any race (the other is
fighter), so therés agreat dedl of racia diversity among the ranks.

Humans are assumed to be the norm throughout this book, but well include the
occasond note when specia conditions or rules gpply to nonhuman thieves.

Below, for instance, we have some observations on the behavior of thieves of the
various demihuman races. These suggestions are mere guiddines, generdizations; it is by
no means required that PC thieves should conform to these models. PCs are exceptiond
in many ways, after dl, not the least of which is persondity. These predispositions, as
you might cal them, may nonetheless be useful as a garting point for conceptudizing
your demihumean thief.

Reference is made below to the types of "thief kits' that the various races are likdly to
take; thief kits are fully explained in Chapter 3, sarting on p. 22.

Dwarf

Many dwarven thieves are not stedlers, as such; but rather expertsin mechanica
things, such aslocks, traps and so on, that are used to thwart thieves. The dwarven thief,
then, is often an ingaler of such items, or an advisor on security matters. And, naturdly,
knowledge of how to put something together is aso useful for taking it gpart . . .

The kit most favored by dwarven thievesis, naturaly, the troubleshooter. Here he can
make use of his knowledge and skills without engaging in the dishonorable activity of
genuine theft. If you want to check how secure your jewes actudly are, or whether your
prison isin fact inescgpable, a dwarven troubleshooter is probably the best way to find
out.

Bounty hunters dso are found in the ranks of dwarven thieves. They may serve the
kings under the mountains, bringing back scoundrels and criminas who have somehow
escaped dwarven justice—and such characters are the only bounty hunters permitted to
be of lawful dignment. Other dwarven bounty hunters specidize as repossessors. They
use the full range of thieves skills to recover stolen items; and they are careful to take
nothing ese, thereby keeping their honor and reputation impeccable.

It may be dangerousto cal ether of these sorts of dwarves athie—agraveinaultin
dwarven culture, in which tradition absolutely prohibits one dwarf from stedling from
another. Theft within adwarven community is punishable by banishment at the very



least, and sometimes desth.

The prohibition does not extend to steding from other races, however (especidly
gobling), but stedling is ill less than honorable and a known thief is usudly viewed with
caution and suspicion by his neighbors.

Dwarven thieves living outside the dwarven world either became tired of that
suspicion, or were expelled from their homes for theft or another transgression. They il
tend to retain agreat ded of honor and the professiond attitude characterigtic of ther
race; aformer crimind may even have learned from his crimes and youthful excesses,
and could be a very reliable companion. A very dangerous few, however, have
abandoned their racia legacy, and become treacherous and unpredictable.

Any dwarf found in athieves guild can be assumed to be an outcast from dwarven

sodiety.
Elf

Elven thieves are sometimes characterized as eavesdroppers or spies. Elven culture
has shown relatively little interest in persona, materid property; with their incredibly
long lifespans, they are more aware than most of the trangtory nature of things.

But while materid things come and go, knowledge is eternd, and it iswhat the dven
thief covets above dl. With their higher chances for finding secret doors, and superior
sensssin generd, elves are excellent a gethering information. Of the various thief kits,
they are most likely to become spies An df raised in alarger human community might
be inclined to take the investigator kit, but thisis a rare situation. The adventurer kit is
aso popular, especidly for the ven thief who wishesto traverse the world in search of
exotic knowledge. (Note that multi-class thieves cannot take a kit, however.)

Elves are careful with preparations; they can have patience that amazes other races.
They like to do research before amission is undertaken, whether it be ardatively smple
burglary or adiveinto a deep dungeon to track some precious artifact.

Because of their heritage, eves are more likely than other thieves to recognize the
vaue of archaic or obscure items, such as books and artwork. (If you are using the
nonwegpon proficiency system, you might let an ef check information gathering or a
gmilar proficiency to identify or estimate the value of such an object.) An df isdso
more likely to know where to fence the item—although he would probably want to keep
it for himsdf.

When dlves do desire materid goods, they are sure to be beautiful and innovative
ones. Elvestake apecid interest in items that are long-lasting and of intellectud vaue
(art, rare books, etc.).

Though enthraled by knowledge, dves are not overly secretive. They find
information exating, and may ddight in sharing it with their friends.

Finaly, eves are dependable. Y ou can usualy expect an €f to behave asa
professond (though he might not be recognized as such) or ardiable guildsman (though
elves prefer to be independent of such organizations).

Gnome

"Prankster” and "thrillseeker” are words that best describe the gnomish thief. He takes



delight in stedling, not out of greed but because it is like an exciting game—atrid of
puzzles and chalenges, with avauable prize if you succeed. Thievery is recregtion rather
than a professon—but the reader knows well how devoted and involved people can
become with their games and recrestion!

Gnomes are fond of burglary, though wall-dimbing is difficult on account of their
amdl gaure. They may beinfdlible "box-men" (experts a lock-opening and trap-
disarmament), having technical expertise comparable to dwarves, but being more willing
to put it to larcenous use.

Some have compared gnomish thieves to pack rats. Show one something shiny and
interesting, and hell likely be so overcome by curiosity that helll drop everything in
eagerness to discover away to put the object of interest in his own little paws.

Bulky treasures, such as coins or awkward items that must be fenced, are avoided by
gnomes. They are collectors, hobbyists who like to admire their trophies. gems, jewelry
and (perhaps favorite of dl) fascinating magica devices.

Also, gnomes love to put their magic itemsto clever use. They ddight more than any
other race in practical jokes. They may make themsaves a nuisance to fellow adventurers
and thieving partners; but, though embarrassing or amusing, such pranks are harmless.
And a heart, agnome, well-treated, isamost loya and rdiable adventuring companion.

Half-elf

Hdf-eves live between two worlds—and perhaps this gives them a specid affinity
for thievery, taking the best that both have to offer.

Some hdf-elves favor the world of one parent or the other, if raised and accepted by
that parent's society. But many more are wanderers, never quite feding a home or
accepted in ether society.

By seeing and undergtanding two diverse cultura viewpoints, haf-elves are acutely
aware of peoples differencesin point of view—and how to capitdize on those
differences. This helps develop awell-honed ability to shade the truth and, combined
with the even affinity for knowledge, makes haf-elves excdlent swindlers. Targets are
sometimes further impressed by a hdf-ef's exotic appearance (pointed ears, lithe build,
and so forth).

It isvery easy, for ingtance, for a haf-df to enter anew town, find alikdy target,
discover what that person needs or desires, and then appear at the target's doorstep with a
fekefor sde A hdf-df swindler will milk atown or areafor however much it'sworth,
and move on when things get alittle too hot. Between towns he may link up with
adventurers for protection (and perhaps con them, too), but eventudly hell move on
when he has found new territory.

Many hdf-eves are loners and wanderers, which is not conducive to guild &ffiliation.
Theties of ahdf-ef thief to aguild are loose, at best, unless the character has been raised
in the guild structure and well-indoctrinated into its mentdity.

Halfling

Sometimes portrayed as consummate burglars, hdfling thieves are redly motivated
by curiogity. The average hdfling is content to lead a smple, safe, comfortable life. But



the thief longs to see and experience the world beyond the hills and burrows of his home
shire.

"Adventurer” is probably ill too strong aword, for even hdfling thieves have their
race's characterigtic shy caution, plus a healthy didike for danger, discomfort, and
uncertainty. Haflings make careful preparations whenever possible, and use thar kills
of sdf-conceament liberaly. Careful scouting is aways amust, and frontal assaults
(whether in combat or robbery) anathema.

Many hdflings have remarkably little interest in money, which can be burdensome
(especidly for asmdl person). They'll take a good amount of loot, certainly—at least
enough for a pleasant period of ease and comfort before work is made mandatory—but
they are hardly motivated by greed.

Of great puzzlement to sages is the question: Where do halflings get their
extraordinary talent for thieves skills? Thereis precious little locksmithing or metalwork
found in their culture, and thievery amongst the hdflings themsdvesis virtudly unheard
of—yet the halfling thief has an amazing knack for dmogt dl thieves ills.

Coupling this knack and the attitudes just described, plus afierce loydty for their
friends, the hafling thief is understandably in high demand for adventuring expeditions.

Other Nonhuman Races

Asthe Dungeon Master's Guide mentions (p. 15), it is possible to design new
character races for your campaign. Some of these characters likely will end up joining the
thief dlass.

The races most commonly adapted for characters are humanoid—ogres, orcs, and
hdf-breeds of those races; goblins, kobolds, and possibly even hobgaoblins or bugbears.
Asthieves, these characters favor the kits of highwaymen (that is, bandits) and thugs—
they prefer armed robbery, where no great dedl of finesse, delicacy, or dexterity is
required.

Demihumans, Cities and Guilds

The entries above describe demihumans who were raised among their own kind, and
have picked up most of their race's cultura trappings. Some demihumans, however, are
found in other settings, such as humean cities. Mogt such demihumans il origindly lived
among their own people, but some campaigns may include second- or even third-
generation displaced demihumans. This particularly happensin large cities, where there
may be ghettoes of demihumans, or where thieves guilds have purposdly raised
demihumans in their midst to take advantage of their races specid abilities and benefits,
while suppressng natural and cultura inclinations (dwarven honor, hafling peacefulness,
haf-even wanderlugt, and so on).

Ghetto-born demihumans undoubtedly il exhibit some stamp of their "homdand,”
but the tendencies are wesker. In fact, a guild-raised demihuman's persondity might
hardly be recognized for what it is, if the conditioning was done well. (There could even
be such oddities as a claustrophobic dwarf or a repressed €lf.)

Interesting role-playing could arise from an dienated, city-born demihuman thief
breeking away from the guild that was the only parent he knew, and trying to find himsdf



in the unfamiliar lands of his ancestors.

Code of the Professional

Do you think that a city, an army, or bandits, or thieves, or any other group that
attempted any action in common, could accomplish anything if they wronged one
another?

--Plato's Republic, Book |

One of the things that ditinguishes a"professond” thief from the more common,
vulgar variety is his underganding, like Plato's, of the delicate baance of justice that
even thieves mugt maintain among themsdves to be successful.

Many thieves wish to be regarded as professonds. It isaprivileged status, indicating
success and the respect of the underworld. 1t can be an asset for business, bringing more
and more lucrative jobs. Even in places not clamed as territory by guilds, there are
circles of professond thieves, form the dlite of the underworld.

The mogt basic qudification of aprofessond isthat he isrecognized as such by other
professonds. Thisrecognitionisnot easy to gain. A thief must build areputation for
excdlence, rdiability, and honor among his business partners.

A would-be professiona aso needsto hang out in the "right pots’, taverns and such
establishments, particular places where the professond clique gathers. There they relax,
share information, and make contacts and arrangements for professiona cooperation with
other thieves.

Attitude is the first lement to be adopted by the aspiring professond. The
professond attitude says thieving is a business, and should be conducted as neither more
nor lessthan one. The professiond is not contemptuous of hisvictims, they smply faled
to protect their property adequately, and suffered the economic consequences.

Professionals develop an unwritten code of conduct, guiddines for behavior. Its
exact contents vary from place to place; the only universal rule seemsto be the
prohibition of "squeding." A typicd "code' isasfollows, with itsdementsliged in
order of importance:

1. A professiond thief does not "squed™: If captures by authorities in the course or as
a consequence of ajob, he must not reved the identities of his partners, fences,
informants, or other professional contects.

2. A professional thief will honestly report how much money or vauables are taken in
ajob; hewill not "burn” his partners.

3. A mob of professona thieves will share their score equaly among themsdlves, or
according to the contribution of each to the job, arranged and agreed upon beforehand.

4. A professiond thief will share some of his earnings with other professond thieves
who have been incarcerated (to help pay fines, bribe officias, etc.).



5. If aprofessond thief has vauable information (e.g., attractive targets, location of
trgps, and the activities of the town watch), he will share it with other professonds.

6. Professond thieves will help one another, even in spite of persona differences or
enmity between them.

As stated above, not al of these rules are recognized in each circle of professiona
thieves, but some sense of honor isvita to the attitude and behavior that mark a
professona and gain him the recognition as a"good burglar.” The pendty for bresking
the professional code can be at least as severe as breaking the law. A few transgression
may be overlooked by the crimina community, but a pattern of condstent disregard for
the code will cause acharacter's reputation to deteriorate. Other thiees will not invite the
character to be a partner in jobs; slence and cold stares will greet him & his favorite
socid establishments; and fences may even refuse to purchase the goods he acquires. He
aso runstherisk of former associates squeding on him.

In the worgt Situation—say, athief burns his partners, squeals on them, and then skips
town for some foreign port—the offending thief could not only be expect his professona
reputation to be ruined, but he had better keep an eye over his shoulder, watching for
assassins and bounty hunters hired by his former associates, or by their friends or
families

On the other hand, there are considerable benefits for the thief who adheres to the
code. Hewill gain the respect and trust of his associates. He is not immune from
dishonorable thieves, who may try to burn him or squea on him; but he will have the
support and gpprovd of othersin exacting revenge on those who wrong him. Also, if he
is captured and imprisoned by authorities, he can expect the privilege of the fix; the guild
contacts (or lessforma contacts) may arrange his release through bribes or favors. Even
if the professona does not have access to the money needed, other thieves, knowing that
held do the same for them, will pitch in until the necessary amount has been gathered.

Chapter 2: Proficiencies

The use of nonweapon proficienciesin your campaign is highly recommended,
especidly if you are going to make use of the thief kits that we present in this book.
Proficiencies are the best way to quantify the various talents that distinguish one thief kit
from another.

This chepter is entirely devoted to nonwegpon proficiencies. It includes areference
table with acomplete list of proficiencies available to thieves, including severd that are
new. The new proficiencies are described below.

Tablel: NONWEAPON PROFICIENCIES—THIEVES

GENERAL THIEF NEW THIEF
PROFICIENCIES* PROFICIENCIES* PROFICIENCIES**
Agriculture Ancient History Alertness* **

Animd Handling Appraisng Anima Noise



Animd Traning
Artigtic Ability
Blacksmithing
Brewing
Carpentry
Cobbling
Cooking

Dancing

Direction Sense
Etiquette
Fire-building
Fishing

Heraldry
Languages, Modern
L estherworking
Mining

Pottery

Riding, Airborne
Riding, Land-based
Rope Use
Seamanship
Seamdtress/Tailor
Singing
Stonemasonry
Svimming
Weather Sense
Weaving

Blind-fighting
Digguise

Forgery

Gaming

Gem Cutting
Juggling

Jumping

Loca Higtory
Muscd Insrument
Reading Lips

Set Snares
Tightrope Waking
Tumbling
Ventriloquism
Reading/Writing
Reigion

Survivd

Tracking

Tralling

Voice Mimicry

Adtrology
Begging
Boating***
Endurance
Fast-taking
Fortune Teling
Herbaism
Hunting
Information Gathering
Intimidation
Locksmithing
Loating
Navigation
Observation***

* Proficendes liged in this column are fully described in the AD&D® 2nd Edition

Player's Handbook, pp. 56-65.

** These new proficiencies for thieves are described in the text of this chapter.

*** |f the DM s0 wishes, these may be consdered generd proficiencies, available to
characters of any class without additional nonwegpon proficiency dot cost.

New Proficiencies

Each description below starts with the following information: the name of the
proficiency, the number of dots required for its salection, the relevant character satitic
(eg., Intlligence), the check modifier for using the proficiency, and the thief kit(s) for
which this proficiency is appropriate (i.e., required or recommended).

Thieves of any kit may choose any of these new proficiencies. However, if thekit is
not listed as appropriate in the proficiency's description, then an additiond proficiency
dot beyond the number listed isrequired, just asif the proficiency were restricted to

another class (cf. Player's Handbook, p. 54). Thisiswhy a"# of dotsrequired” is aways



listed, even though a given proficiency may not cost any dotsto thieves who take certain
kits.

Alertness

1 dot, Wisdom, +1 modifier.
Required: Burglar.
Recommended: All.

A character withthis proficiency is ale to inginctively naotice and recognize sgns of
adisturbance in the immediate vicinity, reducing by 1 in 6 the character's chance of being
surprised whenever he makes a successful proficiency check.

Animal Noise

1 dot, Wisdom, -1 modifier.
Recommended: Bandit, Bounty Hunter, Smuggler.

A character with this proficiency is capable of imitating noises made by various
animas. A successful proficiency check means that only magic can distinguish the noise
from that of the actua anima being imitated. A falled die roll means that the sound
varies from the correct noise in some dight way.

If the dierall fails, this does not mean that dl crestures hearing the noise know that
the sound is fake. While creatures and humanoids that are very familiar with the noise
know this automatically, other creatures or charactersin earshot may require Wisdom
checksto determineif they detect the fake.

Bandits and Smugglers often use this ability for communication on the job, dmost as
avariant didect of thieves cant.

Begging

1 dot, Charisma, specid modifiers.

Required: Beggar.

Recommended: Assassin, Bounty Hunter, Burglar, Cutpurse, Spy.

This proficiency serves two functions. Firt, it alows the character to pose
convincingly as a beggar; successis automatic, o no proficiency check needsto be
made. Thisfunction is used most by Assassins, Bounty Hunters and Spies in the pursuit
of thelr assgnments.

A character can aso use begging to procure avery minima daily income. (Many
Cutpurses are in fact beggars who aren't getting enough—and vice versa.) Success
requires firgt that there be people to beg from—people with money to give. A character in
an abandoned castle or arecently pillaged village are virtualy assured of falure.

The following modifiers are suggested to the DM as guiddines. They do not consider
the wedlth of alocale, just the population density. Impoverished regions might have
greater negative modifiers—but then, so might affluent areas with traditions of stinginess.



Table 2: SUGGESTED BEGGING MODIFIERS

Locale Modifier
Uninhabited/

Wilderness Automatic Fallure
Countryside -7

Hamlet, Village -5

Town -2

City 0

If aproficiency check is successful, then a character is able to panhandle enough
money, goods or services that day to meet his basic needs (alittle food and drink, a place
to deep).

The DM may dso use the proficiency check for specific angle actions—e.g., a
character in disguise as a beggar accosts a specific NPC.

The begging proficiency may not be used to force player charactersto give money
away; players are dways free to decide if and how generoustheir charactersarein
response to supplications.

Boating
1 dot, Wisdom, +1 modifier.
Recommended: Adventurer, Bounty Hunter, Smuggler.

A character with boating proficiency is needed to guide a boat down arapid stream or
to reduce the dangers of cgpsizing a canoe or kayak. In addition, a character with boating
proficiency can insure that a boat is propelled at its maximum speed.

Note that this proficiency is distinct from Navigation and Seamanship, which gpply to
ships on oceans, sess, or at least large lakes, rather than small craft on smaller lakes and
rivers.

Endurance
2 dots, Condtitution, O modifier.
Recommended: Thug.

This proficiency is normdly redtricted to warriors. Its description is on p. 58 of the
Player's Handbook.

Fast-Talking

1 dot, Charisma, specid modifier.

Required: Swindler.

Recommended: Acrobat, Adventurer, Fence, Investigator, Smuggler, Troubleshooter.

Fast-tak isthe art of digtraction and conning. If a successful proficiency check is
made, the fast-talker is able to get away with whatever scam heis attempting. Modifiers
are based on the Intelligence and Wisdom of the target, as shown on Table 3. The DM
may aso introduce modifiers according to the difficulty or plausibility of what the
character is attempting.



Table3: FAST-TALKING MODIFIERS

Target's Target's
Intel. Modifier Wisdom Modifier
3orless na 3 -5
4-5 -3 4-5 -3
6-8 -1 6-8 -1
9-12 0 9-12 0
13-15 +1 13-15 +1
16-17 +2 16-17 +3
18 +3 18 +5
19 +5 19+ na
20 na

Modifiers are cumulative. Targets of Intelligence 3 or less are so dim that attempts to
fast-talk them fail automatically because they can't follow what's being said. (Creatures
that are so stupid are easy to fool in other ways, however.) Targets with Intelligence of 20
or more or Wisdom of 19 or more are impervious to fast-taking.

Example: Julinathe Slent, py extraordinaire, is discovered by guards as she sneaks
around the emperor's palace. She quickly decides to fast-tak them into believing that she
is the migtress of the Steward of the paace and shejust got logt in the labyrinthine hdls.
Unknown to Juling, the Steward is an dderly, fathfully and happily-married gentleman;
and it is possble that the guards know of this reputation. The DM assumes the guards to
have average Intelligence and Wisdom (no modifier), but he adds a -3 modifier because
Julinas ory contradicts the Steward's reputation. A 1d20 roll of 7 islessthan 10
(Julinas Charisma of 13, with the -3 modifier), so she succeeds. The guards buy her
gtory, and suggest that she go where she belongs immediately. If she faled they would
cdl her bluff—and perhaps escort her straight to the door of the Steward and his wifel!

Fortune Teling
2 dots, Charisma, +2 modifier (see below).
Recommended: Swindler.

This nonwegpon proficiency covers knowledge of avariety of methods of
divinaion—adl of them fake. The thief with Fortune Tdling isfamiliar with numerous
devices and methods, such astarot cards, pam reading, interpreting the flight of sparrows
or the arrangement of a sacrificed animad's entrails, and so forth—or at least the thief is
familiar enough with these practices to make it gppear that he's an authentic soothsayer.
(If fortune telling can make accurate predictions in the DM's campaign, this proficiency
does not necessarily enable the thief to do so; it confers no magica powers.) The thief
makes up the prediction he wishes to tell.

A successful proficiency check indicates that the thief's customer or client believes
the fortune he was told to be authentic. If the check fails, the sham is discovered in some
way, or the prediction is Smply not believed. If the DM wishes, the same modifiers
described for fast-taking (above) may be used, based on the Intelligence and Wisdom of
the subject and the believability of the fortune predicted.



Optional Rule: If anatura 1 (or another number secretly chosen by the Dungeon
Master before the die isrolled) comes up, the event that the thief predicted actudly
comes true!

Herbalism
2 dots, Intelligence, -2 modifier.
Recommended: Assassin, Bounty Hunter.

A knowledge of herbs, particularly those with poisonous qualities, is of value to
Assassins and Bounty Hunters. And Scouts often learn the types and properties of plants
in their wildernessjourneys. This proficiency is normdly restricted to priests and
wizards. Its description is on p. 59 of the Player's Handbook. See aso p. 26 of this book
for information on the use of this proficiency with the n thief kit.

Hunting
1 dot, Wisdom, -1 modifier.
Recommended: Bounty Hunter.

This proficiency is normally restricted to warriors. Its description ison p. 59 of the
Player's Handbook.

Information Gathering

1 dot, Inteligence, specid modifiers.

Required: Beggar, Fence, Investigator, Spy.

Recommended: Adventurer, Assassin, Bounty Hunter, Burglar, Cutpurse, Smuggler,
Swindler, Troubleshooter.

This proficiency represents the ability to gather information from the underworld,
maost commonly about roguish "jobs’ and characters. A character with this proficiency, in
gppropriate circumstances, will be aware of any mgor rumors circulaing among the
lowlife of an area; and with a successful proficiency check, specific information about a
person or place can be gathered. (The DM must decide how specific theinformation is.)

The following modifiers may adjust the proficiency check:

Characters reaction adjustments (based on Charisma) should benefit or penalize the
roll, assuming contact with people isinvolved in the search.

Thieves guild members receive a bonus of +2, because they are assumed to have
more and better-informed contacts than fredancers. Also, their "territory” (below) is
congdered to be that of the guild, not just their own area of operation.

Since this proficiency depends on a network of informants and contacts, the thief will
be at adisadvantage trying to use it in an area other than his own territory. "Territory”
refersto hisregular base of operations—a town, one neighborhood of acity, or even a
whole province or countryside. Outside this territory the thief does not hear rumors
automaticaly (anorma proficiency roll isrequired), and gathering specific information
suffersapendty of a least -3. The DM may make it greater in truly foreign areas (e.g., a
thief of Waterdeep trying to gather information in Caimshan), due to greet differencesin
language, culture or race.



Findly, any time a proficiency check isrequired for information gathering, asmal
investment of money for drinks, bribes, and so forth must be made, or an additiona
pendty of -3 isimposed. A total of 1d10 gp istypicd, and it islost whether or not the
desred information isfound. (If theinformation is till unknown, the character can
continue his search the next day, spending more money and making another proficiency
check.) The DM isfreeto increase the cost of using this proficiency if it suitsthe
campaign.

Examples:

1. Urlar is hanging around the loca tavern in his neighborhood when he hears rumors
of adragon to the north, recently dain asit raided a village. The dragon's cave and
treasures are as yet undiscovered. But some bragging adventurers are said to have found a
map to them. Urlar's contacts provide this information to him automaticaly, while
another PC would need to approach people, talk with them, and probably buy them
severd drinksin order to learn of the map and treasure.

2. His greed sparked, Urlar wants to know who these adventurers are, so that he can
ged their map and find the dragon's hoard for himsdlf. This requires acouple of drinks (a
2 gp investment); and the proficiency check has a-1 pendty because of Urlar'slow
Charisma (7). Urlar's Intdligence is 10, so he needsto roll a9 or lower to find out who
the adventurers are. If they are not very well known, he may need to make additiona
checks to track them down (find where they are staying, what templesthey visit, or
whatever).

3. Jlinathe Silent is hired as a gy to infiltrate the emperor's pdace. She needsto
find an easy way in—a sewer, service exit, or the like. She has an expense account from
her employersfor bribes. Her Inteligenceis 14 and her modifiers are: +1 (for Charisma
13 reaction adjustment), +2 (thieves guild member), and -3 (for this not being her home
territory); so shemust roll 14 or lower on 1d20 to get the information she needs.

It's best to role-play information searches whenever possible.

Intimidation

1 dot, ability specid, specid modifier.

Required: Thug.

Recommended: Bandit, Bounty Hunter, Buccaneer.

Thisisatdent for bending people to your will by scaring the living daylights out of
them. NPCswho are intimidated are quite likely to do what they're told, out of fear. On
the negative Sde, they are dso very likely to harbor much resentment againg the
character that intimidates them. The NPCs will keep their resentment hidden—until the
first chance to avenge their pride arises.

Intimidation may be attempted with one of two abilities Strength or Charisma. If
Strength is used, the thief is threatening immediate, persond bodily harm. If Charismalis
used, the intimidation congsts of more subtle threets, which need not be physical. If
successful, the NPC is convinced that the thief is ready and capable of making hislife
miserable—if not immediatdy, then in the near future.

Player characters are never forced to submit to intimidation, as this would detract
from the players freedom to role-play.



L ocksmithing
1 dot, Dexterity, 0 modifier.
Recommended: Troubleshooter, dwarf and gnome thieves.

Thisisthe pecidized kill of making locks. It istreated like other "craft”
proficiencies when checking for success. Also, thieves with this proficiency gain a 10%
bonus to their lockpicking skill, because they are intimately familiar with the interrdl
sructure and working of so many locks.

Besdes troubleshooters, dwarf and gnome thieves of any kit can take the
locksmithing proficiency to fill one dot, because of the tradition of craftsmanship and
mechanicd thingsin their culturd heritages.

L ooting

1 dot, Dexterity, 0 modifier.

Required: Burglar.

Recommended: Adventurer, Bandit, Buccaneer, Thug.

This proficiency represents aknack for grabbing the best loot in the shortest time. For
ingtance, a cat burglar bresksinto aroom in awedthy mansion. He has about two
minutes to fill his backpack, so that he can escape before guards are summoned by
magica darms. If his proficiency check succeeds, he is able to recognize and stuff into
his pack the most valuable combination of itemsthat is feesble, given hislimitations of
time and space.

Navigation

1 dat, Intdligence, -2 modifier.
Required: Buccaneer.
Recommended: Smuggler.

This proficiency is normdly restricted to priests, warriors, and wizards. Its
description is on p. 61 of the Player's Handbook.

Observation

1 dat, Intdligence, 0 modifier.

Required: Beggar, Cutpurse, Investigator, Spy, Swindler, Troubleshooter.
Recommended: Assassin, Bounty Hunter, Burglar, Fence, Smuggler.

Characters with this proficiency have cultivated exceptiondly acute powers of
observation. The DM may ask for a proficiency check (or secretly roll it himsdlf) anytime
there is something subtly askew; he may aso alow characters with observation to
increase their chance of finding secret or concedled doors by 1 in 6. The proficiency
coversal the senses.

Example: Julinais questioning a man who clams to be a craftsman who has worked
on the palace; sheis searching for the most discreet entrance. The DM secretly rollsan
observation proficiency check; it is successful. "You notice," he tells her, "that his hands
arein beautiful condition, entirdy lacking calouses" From this observation, Julina may



deduce that the man is actudly just posing as a craftsman; he may be a con man taking
advantage of afew free drinks or coins, or he could even be a spy for her enemies.

Reading/Writing
1 dot, Intdligence, +1 modifier.
Recommended: Investigator, Spy.

This proficiency is normaly restricted to priests and wizards. Its description ison p.
61 of the Player's Handbook.

Survival

2 dots, Inteligence, 0 modifier.
Required: Bandit.
Recommended: Bounty Hunter.

This proficiency is normaly restricted to warriors. Its description is on p. 63 of the
Player's Handbook.

Tracking

2 dots, Wisdom, 0 modifier.
Required: Bounty Hunter.
Recommended: Assassin.

This proficiency is normdly restricted to warriors. Its description is on p. 64 of the
Player's Handbook.

Trailing

1 dot, Dexterity, specid modifiers.

Required: Assassin, Cutpurse.

Recommended: Beggar, Bounty Hunter, Investigator, Spy, Thug, Troubleshooter.

Trailing resembles tracking, except tracking is associated chiefly with the wilderness,
and tralling typicaly is used in mgjor urban centers (i.e, citiesand large towns). It isthe
tdent of tailing Someone—of keeping a certain distance or even catching up to them,
though they may be attempting to blend into a crowd, or & least get ot in the confusion
of adreet full of people.

A proficiency check isfirsg made to seeiif the thief isable to trail without being
noticed. If the person followed has the dertness proficiency, then the thief suffersa-5
pendty.

If the thief is noticed, the person being followed may attempt to evade. To keep from
losng thetrall, the thief must make another proficiency check. A modifier from -3 to +3
(varying from firg time in aforeign city to the thief's home neighborhood) may be used,
if the DM so chooses, to reflect how well the thief knows the area. Warn the player
beforehand if you will apply modifiers (though you needn't tell exactly what they are).

The DM should fed free to use Stuational modifiers on these rolls. For example, if a



dret isrdaively dear, the thief should get -1 or -2 on an attempt to follow unnoticed,
but +1 or +2 if he has been seen and is chasing after his subject. The opposite numbers
could be used for exceptionaly crowded stuations, or a night.

For any Trailing proficiency rall, a-3 pendty appliesif the person followed hasthe
Trailing proficiency as well (and, presumably, knows better how to foil the tricks of his
own trade).

Example: Julinaistrailing an NPC through the Imperia capital, because she suspects
that heis oying for arivd employer and has information that would be vauable for her.
It is nighttime, on a nearly desarted street. The DM informs Julina of this, and says that
shelll have trouble going unnaticed (-2 modifier on her first roll, he rules, but does not tell
her); but if her quarry does spot her, helll be easier to chase (+2). The DM aso decides
that Julina has been in the capitd on this job long enough that she's fairly familiar with
the streets and aleys, so she will not suffer a pendty on that account. However,
unbeknowngt to Julina, the py she follows has both aertness (-5 modifier) and trailing
proficiencies (-3 modifier). This meansthat her fird roll has an adjustment of - 10; if it
fails, the second will have an adjusment of -6. Julinas Dexterity is 17. She needsto roll
7 or lower on her firg roll, but gets a 13 and fails. "The man has spotted you," saysthe
Dungeon Magter. "He speeds up and ducks around a corner, into an dley." Julina
follows, to keep from losing him, she needs to get an 11 or lower. Sherollsan 11, just
bardy making it. "The adley is empty—you are about to rush through to the next street,
but through awindow you spot a flash of red, like the man's coat, and hear footsteps up a
daircasein the building to your right.”

Voice Mimicry
2 dots, Charisma, specid modifiers.
Recommended: Assassin, Spy.

Voice mimicry isthe art of convincingly imitating the voices of other people. It isa
very demanding skill, needing intense training of and practice with the voca cords. For
this reason it requires two nonwegpon proficiency dots.

A character with voice mimicry is able to imitate any accent he has heard. Successis
automatic unless people who themsalves spesk in that accent are hislisteners; in such a
case, aproficiency roll isrequired (with a+2 modifier).

More difficult isthe imitation of a gpecific person'svoice. To do this, the thief mudt,
of course, be familiar with the voice. A proficiency check is needed to determine if the
imitetion is detected; modifiers depend on how well the listeners know the voice that is
being mimicked. Successis of course certain if the listener is a stranger, someone who
has never heard the origind voice. To fool an acquaintance, there is no modifier; while
fooling afriend of the subject isa -2, aclose friend -5, and someone extremely close
(e.g., parent or spouse—someone who has had close contact with the person for years) is
a-7.

This ahility is often used in conjunction with the disguise proficiency. Which
proficiency must be checked first depends on whether the character is seen or heard. If
the disguise fird is successful, there is a+5 modifier to the voice mimicry—the listeners
have dready accepted the gppearance, so they are lesslikely to doubt the voice. If the
disguisefails, it doesn't metter how good the voice imitation is. If the voiceis



successfully mimicked firgt, it gives a+1 modifier to the disguise check.
Demihumans and Nonweapon Proficiencies

Each demihuman race has its own culture and crafts, and these may be quantified by
nonwegpon proficiencies. Below is listed each nonhuman AD& D® character race, dong
with the nonweapon proficiencies that are most highly recommended because they reflect
the demihumans heritage.

Note that these proficiencies are merely recommended, for the sake of
characterization. Players are not required to choose from these lists for their demihuman
thieves, nor do they receive any as bonus nonwegpon proficiencies. If aproficiency is not
recommended for the demihuman thief's kit or class, it costs another proficiency dot, just
asit would for any other character.

Optional Rule: A demihuman using arecommended proficiency may get a bonus of
+1 on any proficiency check he may be required to roll.

Nonwegpon proficiency recommendations are listed by category (Generd, Thief,
etc.).

Dwarves

General: Artigtic Ability, Blacksmithing, Brewing, Direction Sense, Fire-Building,
Mining, Pottery, Rope Use, Stonemasonry.

Thief: Ancient History, Appraising, Blind-fighting, Gem Cutting, Set Snares.

Priest: Engineering.

Warrior: Armorer, Endurance, Mountaineering, Surviva (Hills, Mountains),
Wegponamith.

New: Intimidation, Locksmithing.

Elves and Half-Elves

General: Animd Handling, Artistic Ahility, Dancing, Direction Sense, Etiquette,
Leatherworking, Rope Use, Seamdtress/Tailor, Singing, Weather Sense, Weaving.

Thief: Ancient History, Gaming, Jumping, Locd History, Musicd Insrument, Set
Snares, Tightrope Waking, Tumbling.

Priest: Heding.

Warrior: Anima Lore, Bowyer/Fletcher, Hunting, Surviva (Woodland), Tracking.

Wizard: Ancient Languages, Astrology, Herbaism, Reading/Writing, Spellcraft.

New: Alertness, Anima Noise, Observation.

Because of ther mixed heritage, hdf-dves may have the full diverdity of their human
parent, or they may beinclined to take proficiencies like those of other elves (above). It
probably depends on who raised the half-df thief and where. If the optional demi-human
proficiency bonus for recommended proficienciesis used, haf-eves should receive it
when they use the even-recommended proficiencies listed above, regardless of where
they were raised.



Gnomes

General: Artistic Ability, Blacksmithing, Brewing, Carpentry, Cobbling, Mining,
Pottery, Rope Use, Stonemasonry.

Thief: Ancient History, Appraisng, Disguise, Forgery, Gaming, Gem Cuitting,
Juggling, Locd Higtory, Set Snares, Ventriloquism.

Priest: Ancient Languages, Engineering, Herbaism.

Warrior: Survivd (hills, woodlands).

Wizard: Spdlcraft.

New: Anima Noise, Locksmithing.

Halflings

General: Agriculture, Brewing, Carpentry, Cobbling, Cooking, Leatherworking,
Pottery, Seamstress/Tailor, Weaving.

Thief: Forgery, Gaming, Juggling, Locd History, Musicd Instrument, Set Snares,
Tumbling.

Priest: Heding, Herbdism.

Warrior: Bowyer/Hetcher.

New: Alertness, Anima Noise, Begging, Fast- Taking, Fortune Telling, Observation,
Traling.

Chapter 3: Thief Kits

Areyou tired of playing plain, old, pick-a-few-pockets-and- open-a-few-locks thieves,
even if AD&D® 2nd Edition makes them dightly more interesting then their
predecessors? Do you want still more interest, more variety—but don't want to worry
about working out dl the details yourself? Then the thief kits may be just the thing for
youl.

Here we will show you how to create and play al sorts of thieves. They are presented
in kits. Each kit defines a particular type of thief—his characteridtics, ahilities, and
limitations. Y ou are dso invited to design your own kits, and we include suggestions on
how you might do this.

Kitsand Thief Types

Each type of thief described in this chapter is defined by means of akit. A kit is made
up of the following eements, following the style of the warrior kitsin the AD&D® 2nd
Edition Complete Fighter's Manual:

Description: The kit explainsthe thief type, describing the typica gppearance,
manner, cultural background, and use of the character in acampaign. It dso ligsany
requirements necessary for a character to take the kit.

Role: Many of these thief types arise in particular socid contexts. A Fence, for
ingtance, exists because other thieves need to market stolen goods. The kit will therefore



describe the role of the Fence in his society, and may suggest how he might function in
relation to the rest of the fantasy adventure campaign.

Under "Role" you will aso find notes on the persondities or backgrounds typica for
thieves of thiskit. Thisreflects our earlier discussion of "role-playing thieves" where we
examined setting, socid background and motivations, and presented afew thief

archetypes.

Secondary Skills: If you have chosen to use the Secondary Skillsrules from AD& D®
2nd Edition (see Player's Handbook, p. 53), then your kit may require your thief to take a
specific Kill, or choose from alimited range of choices. Y ou might not be able to choose
or roll randomly from among dl the secondary skills listed in the Player's Handbook.

Weapon Proficiencies: If you're using the wegpon proficiency rulesfrom AD&D®
2nd Edition, then your kit could require your thief to take specific weapon proficiencies.
Or, he might have to choose one from alimited range; the Bandit, for indtance, is
required to take one bludgeoning wespon.

Some kits (Assassins, for example) are permitted awider range of wegpons than
norma thieves. This, too, is noted under wegpon proficiencies.

Unlike nonwespon proficiencies, below, weapon proficiencies required for athief kit
are NOT bonuses unless otherwise specified. They must be taken to fill the wegpon
proficiency dots normaly givento afird leve thief.

Nonweapon Proficiencies: If you have chosen to use the nonwegpon proficiency rules
from AD& D® 2nd Edition, then you will find useful the information in each kit on what
proficiencies are required or recommended for that sort of thief. The Bounty Hunter, for
instance, is required to take the tracking proficiency; and a number of other proficiencies
related to wilderness surviva and tracking down people are recommended.

Note that required proficiencies are bonuses, given in addition to the nonwegpon
proficiency choicesthat you may make as usud. Sometimes a bonus proficiency will
come from a group other than the Generd or Thief groups, but (Sinceit isabonus
anyway) it doesn't matter how many extra dotsit would otherwise be required to occupy.

When aproficiency isonly recommended in athief kit, it is not given automaticaly
to the character. If the character decides to take a recommended nonwegpon proficiency,
it ischosen to fill one of the thief's open dots. Beginning thieves should have no more
than one nonwegpon proficiency that is not among those recommended or required for
thelr kit.

S0 let us suppose we have a bounty hunter named Bdtrin. As afirst leve thief,
Bdltrin sarts with three nonweapon proficiency dots. In addition, for choosing the
Bounty Hunter kit, he gets Tracking as a bonus proficiency. Two of his three nonwegpon
proficiency dots must be spent on proficiencies that are recommended for his kit; he
chooses dertness and riding (land-based). Hisfind dot may befilled with any one-dot
proficiency that he desires. The player chooses carpentry, deciding that Batrin came
from afamily of carpenters.

A number of new nonwegpon proficiencies are mentioned in these kits. See Chapter
2, "Proficiencies,” for acomplete listing of thief nonwegpon proficiencies and complete
descriptions of those which are new.



It is not recommended that you use both secondary skills and nonweapon
proficiencies. We strongly recommend that you use the nonwegpon proficiency rules if
you are going to use these new guiddinesfor thief types; they give the thieves much
more color and definition, and make for a more interesting and versetile campaign.

ill Progression: This section of each thief kit suggests which of the traditional
thieves skills (picking pockets, etc.) are most vauable to that sort of thief. It is
recommended that characters rise fastest in those skills, snce they are the onesthat are
likely to get the most practice. These are meant as suggestions—the choice of how to
dlot skill improvements ought to remain in the hands of the player.

Equipment: Some thief types tend to make use of certain forms of equipment, either
from preference or need; or they may be limited in what equipment they can carry. We
will note such Stuations. A Beggar, for ingtance, can't beg very well if he'sdressed in
resplendent finery, with gilded armor and bejeweled weapons.

These equipment listings aren't redlly redtrictions. Rather, they reflect what time and
tria have proven to be most advantageous for athief of thisor that variety. If the
character isfulfilling hisrole, the equipment will make sense; and the DM is encouraged
to asss in pointing out the vaue of the suggested equipment when a character
experiments with other things.

Soecial Benefits: Most thief types have some specid benefits that the others don't.
These may be sraightforward specid ahilities. Often, however, they reflect the thief's
relaionship to his society; they may be defined as specid reaction bonuses, specia
privilegesin certain cultures or regions, and so forth. A Fence, for instance, gets better
reactions from other thieves (especidly if they want him as a business partner), and aso
has less trouble than other charactersin finding thieves willing to hire out their kills.

Soecial Hindrances. Smilarly, each thief type has certain disadvantages which hinder
him, such as the reaction pendties of Beggars.

Races: In the previous chapter we discussed nonhuman thieves in generd. Each kit
was written with the human character in mind. In a sense, demihuman thieves of each
race are akit unto themselves, because of their nonhuman heritage. However, it is
certainly possible for demihumans to take one of these kits (pending the Dungeon
Master's gpproval, of course). Before putting too much effort into a non-human character,
be sure to gpprove the race/kit mix with your DM. He might not appreciate dwarf pirates,
for ingtance.

Under the heading "Races’, we note in each kit specia consderations for nonhuman
thieves: races recommended (or the opposite) for that kit, and any specid modifications
that might apply if a nonhuman character is used.

An Important Note

In the following sections, severd thief kits include reaction bonuses and pendties as
part of their special benefits and specid hindrances. A word of caution needs to



accompany them.

In the AD& D® game, when a character isvery charismatic, he getswhat iscaled a
"reaction adjustment.” (See the Player's Handbook, p. 18.) When the character has ahigh
Charisma and receives abonus, it's expressed as a plus; +2, for instance. When he has a
low Charisma and receives a pendlty, it's expressed as aminus, -3, for example.

However, when you roll the 2d10 for encounter reactions (see the Dungeon Master's
Guide, p. 103), don't add the bonus (+) or subtract the pendty (-) from the dieradll. Do it
the other way around. If the character has a Charisma of 16, and thus gets a +5 reaction
adjustment, you subtract that number from the 2d10 roll. (Otherwise the NPCs would be
reacting even more badly because the character was charismatic!)

Kitsand the Thief Classes

These thief kits are designed to accompany the thief class; athough, as you will see,
they sretch the definition of what a"thief" is. They are not appropriate for bards.

Kitsand Character Creation

There are three rules governing the thief kits:
1. A character may only take one thief kit.

2. You can only take athief kit for your character when you first cregte that character.

(Thisrule has one exception: If DM and players decide to integrate these rules with an
exiging campaign, and both DM and players can agree on which thief kit would be
gppropriate for each exigting character, then you may use these rulesto add athief kit to
existing characters))

3. Once you've selected athief kit, you cannot change it.

(Note, however, that with the flexible way that thieves advance, you can do alot to make
your thief look asif its kit has been changed. For instance, a Fence may be stuck in the
wilderness and not be able to follow his "vocation” for years. But even so, he could not
switch to anew kit, such as Scout.)

Before choosing athief kit, you will dready have determined the character's: ability
scores (AD& D Player's Handbook, Chapter 1), race (Chapter 2), class (presumably
thief), and aignment (Chapter 4). Y ou might dso have decided upon a host of
background factors, as discussed elsewhere in this book.

Y ou are then ready to choose your thief kit. In fleshing your character out dong with
the thief kit, you will probably encounter the various other stages of character creation,
such as proficiencies (Chapter 5 of the Player's Handbook, and Chapter 2 of this
volume), money and equipment (Player's Handbook, Chapter 6), and so forth.

The Thief Kits



Following are severd types of thieves represented by thief kits. Before dlowing his
players to choose kits for their characters, the DM should review each kit and make notes
for himsdf about them.

For each thief kit, the DM must determine:

1. If hewill even dlow thiskit in his campaign.
2. What additiond information he needs to give the players about each kit.
3. What changes he might wish to make to each kit.

Let's take the Beggar kit as an example. In most fantasy campaigns this kit would be
acceptable, at least in concept; athough it is not inconceivable that one state might be so
benign asto provide for dl its needy—or so harsh as to keep them off the streets forcibly.

Assuming the DM says that yes, the Beggar kit will exist in his campaign, he needs to
decide which details are specific to the Beggars of hisworld. What causes people to be
Beggars? In a predominantly lawful evil society, for example, there may be a class of
people that is systematicaly oppressed. (This sort of society, by the way, is a perfect
setting for thief player characters, whose campaign goa can be to overthrow the
oppressive sysem.) The DM should inform the players of dl these details specific to his
campaign.

Findly, after the DM has decided on dl the details, he should go back through the
thief kits asthey are presented here and adjust them as he seesfit.

Thief Kitsand Thieving Skills
(Optional Rules)

Because of ther specidizations, thieves of the various kits differ in their aptitudes for
various standard thieves skills. A Spy, for instance, would need to be better (or at least
would have more practice) at detecting noise than a Fence. To reflect the predispostions
of the various kits, use Table 4 for beginning thieves. Thistableisjust like Tables 27 and
28 (Thieving Skill Racid Adjustments and Thieving Skill Dexterity Adjusments) in the
Player's Handbook, and is cumulative with any bonuses or pendties derived from those
tables.

After the adjustments have been totaled, the thief may didtribute his discretionary
points. There normdly are 60 discretionary points to distribute (see Player's Handbook,
p. 38). Some thief kits may not have as many discretionary points to distribute as
beginning characters. The Assassin, for ingtance, gets only 40 points instead of 60.

Table4: THIEVING SKILL THIEF KIT ADJUSTMENTS

Ability
Pick Open F/R Move Hidein Detect Climb Read
Thief Kit Pockets: Locks Traps2 Sil. Shadows Noise Walls Lang.
Acrobat +5% -5% -5% +5% — — +5% —

Adventure —_ —_ — —_ —_ —_ —_ —
Assassin —3 — +5% — — — — -5%



Bandit -5% — +10% — +5% — -5%  -5%

Begoar +10%  -5% -5% — +5% — — -5%
Bounty Hunter —s3 — +5% — — — -5% —
Buccaneer -5% — — — — — — +5%
Burglar -5% +5% — — — — +5% -5%
Cutpurse +10% — — — — — -5%  -5%
Fence — +5% +5% -5% -5% — -5%  +5%
Investigator  -5% — — — — +5% — —
Smuggler -5% -5% — +5%  +5% +5% -5% —
Spy - = = = = - - =
Swindler — -5% — — — — — 5%
Thug — — — — — — — —
Trouble- -10%  +5%  +5% — — — — —
shooter

NOTESTO TABLE 4

1. Includes smilar feats of manua dexterity, such aslegerdemain and dipping poison
(see dso note 3, below).

2. This ability may aso be used in the placement of traps.

3. Assassins and Bounty Hunters are adept at dipping foreign substances (poison,
sedative, etc.) into the food or drink of their targets. Success in such afeat of manua
dexterity is determined by apick pockets rall, and the Assassn or Bounty Hunter gets
+5% on theroll. This specia bonus does not apply, however, to pickpocketing or other
tasks covered by this ability.

4. In the wilderness, the bandit gets +5% to this ability.

Example: Urlar isabeginning gnome thief with a Dexterity of 17. He decidesto
adopt the Burglar kit. Using Tables 26, 27 and 28 from the Player's Handbook and Table
4, above, Urlar computes his skills as shown in Table 5.

Table5: URLAR'SSKILL ADJUSTMENTS

TOTAL

Base Racial Dexterity Kit BASE
Skill Score Adj. Adj. Adj. SKILL
Pick Pockets 15% 0% +5% -5% 15%
Open Locks 10% +5% +10% +5% 30%
Find/Remove Traps 5% +10% 0% 0% 15%
Move Slently 10% +5% +5% 0% 20%
Hide in Shadows 5% +5% +5% 0% 15%
Detect Noise 15% +10% 0% 0% 25%
Climb Wadls 60% -15% 0% +5% 50%
Read Languages 0% 0% 0% -5% -5%

Urlar now may distribute an additional 60 discretionary percentage points among the



total base scores, with no more than 30 such points being assigned to any single kill, as
explained in Chapter Three of the Player's Handbook.

Acrobat

Description: Acrobats are related to bards, as both ostensibly have the profession of
entertaining others. Some would say they do thisto avoid "rea” work. And both
characters are wont to support themselves by unorthodox meanswhen theresadumpin
their "regular” busness

Because of the physica demands of their vocation, Acrobats must have minimum
scores of 12 in Strength and 14 in Dexterity.

Role: Even Acrobats who are not inclined toward larcenous behavior are rarely
looked up to by the rest of their society. People who become Acrobats or actors often
were born into the middle class, though their status actudly becomes lower. The middle
class ddlights most in the entertainments. The lower classes are usudlly too busy
struggling to survive, and may betied to their land or professon in the manner of serfs.
The nobility and wealthy people are "above" the crude entertainment of the crowd; and
even if they might see acircus on occason, it would be socidly impermissbleto joiniit.

Except in unusud circumstances, then, Acrobats will come from the middle class. A
player character might be different, if aplayer wishes, but he will need aplausible
explanation of the Stuation. Because of the socid disgrace, it islikely that any entertainer
from wedlthy or noble classwill be disowned.

But then, many people who seek employment as entertainers didn't leave their
previous lives out of choice, anyway. A noble-born Acrobat was probably disowned (or
worse) before he took up that profession, and might even have assumed a new identity.
Acrobats from other backgrounds may have histories, too —things to hide, and enemies
to fear. One thing they like about the circus is that nobody presumes to remove anyone
else's mask or make-up.

The circus may indeed get its own history. Run by a competent swindler, acircus
may make piles of money from gullible spectators. It could bring in even more by having
its own Cutpurses, who are permitted to work the crowds so long asthey givea
percentage of their take to the circus management.

Acrobats are dmost dways wanderers. A small town quickly tires of its entertainers,
S0 they must move on to the next, where their tricks and displays may be considered new
and impressive.

Secondary Skills: Any.

Weapon Proficiencies: Acrobats may use any wegpon normally permitted to thieves.
Note, however, that they will usudly avoid those that are heavy and cumbersome (see
"Equipment” below).

Nonweapon Proficiencies. Required: None. Recommended: Alertness, Disguise,
Fast- Tdking, Juggling, Musicd Ingtrument, Riding, Rope Use, Ventriloquism.

ill Progression: Among the basic thieves skills, climbing walls is the one most
applicable to the Acrobat's overt profession. Therr lightness of step leadsto excdlencein
moving slently, so thisskill dso islikdy to improve rapidly. Findly, many an Acrobat
supplements his circus income by picking the pockets of the audience when heis not
actudly performing.



Equipment: In order to make use of their Acrobatic skills, Acrobats favor the least
and lightest equipment possible. If the optiond encumbrance rules (Player's Handbook,
pp. 76-79) are used, Acrobats should not be permitted more than light encumbrance.
Acrobats may encumber themsdaves more in specid Stuations (e.g., carrying awounded
comrade to safety, hauling a great hoard of treasure), but they will invariably seek to
divest themsdves of the excessweight at the first opportunity.

Soecial Benefits: The ailities of jumping, tumbling, and tightrope walking are so
crucid to thiskit that the Acrobat should be able to have them as specid abilitieseven if
the DM has chosen not to use the nonweapon proficiency system. Further, because of
their intense training with these skills, Acrobats should get a bonus of +1 whenever a
proficiency check is required. Thisbonusis +2 if the Acrobat is wearing no armor (and,
under the optiona encumbrance rules, is unencumbered).

Soecial Hindrances. None.

Races. The shorter races—hdflings, gnomes, and particularly dwarves—often have
difficulty with Acrobetic feats, on account of their body sze and build. Dwarves, in
addition, rarely have atemperament that would endear them to a circus show; though one
can easily imagine chearful haflings and mischievous gnomes entertaining a crowd.

Dwarf characters, then, ought not to take this kit. Halflings and gnomes may, if they
S0 desire, but they do not gain the bonuses listed under " Specia Bendfits' for jumping
and tightrope walking. (They do receive the tumbling bonus.)

Adventurer

Description: The Adventurer is the jack- of-dl-trades, the prototypical dungeon
delving thief. The Adventurer is not so much athief as a character who takes advantage
of the generd thiefly skills on professonad adventuresinto dungeon and wilderness. The
Adventurer thief kit has no requirements beyond those of the thief classitsdf.

Role: Adventurer-kit thieves usudly serve in parties of brave adventurers of various
classes. Their specid skillsare vitd in supporting any successful expedition into
wilderness or dungeon. The professional Adventurer is, furthermore, preferred by many
adventuring parties, because heis much less likely than other thievesto betray or stedl
from his own companions. The successful Adventurer knows the vaue of trust and
cooperation, while many a"sreet thief" has been raised on duplicity and (Sometimes
literal) backstabbing.

Many Adventurers are neutrd or lawful. Few are evil, and dmost nore that are
chaotic evil can survive for long, let done prosper in hisways.

Adventurers may be part of athieves guild for easy access to equipment and training.
They tend to be independent, however, and didike guilds that have demands beyond a
ample membership fee.

Secondary Skills: Any.

Weapon Proficiencies. Any.

Nonweapon Proficiencies: Required: None. Recommended: Player's choice; among
those that may be sdected are Alertness, Boating, Fast-taking, Gather Intelligence, and
Looting.

ill Progression: Adventurer thieves tend to spread their skill improvements as
evenly as possible, to dlow them to dedl with the many different chalengesthe



adventuring life presents. If there is any concentration, it is usualy on opening locks or
finding and removing traps, snce these skills are probably used most often.

Equipment: Adventurers are typically very gadget-oriented, deighting in new waysto
bypass mongters and raid their lairs. They aso may have agood bit of money, from
successful ventures, to reinvest in equipmen.

Soecial Benefits: None.

Soecial Hindrances. None.

Races. Any.

Assassin

Description: In any reasonably corrupt culture, there are those who wish to diminate
someone whaose very existence stands in the way of their plans. To serve them there are
Assassins. trained killers whose services are for hire.

Inthe AD& D® 2nd Edition Players Handbook, the idea of an assassin, a hired killer,
has been divorced from any particular character class. Indeed, a character can be any
class and ill be an assassin; this thief kit smply shows how athief can be converted into
an efficient, discreet killer. Characters of other classes ill can (and often will) be
assassins, so it would be best not to let down one'sguard . . .

Assassins must have the following minimum ability scores: Strength 12, Dexterity 12,
and Intdlligence 11.

Role: Thugs and Bounty Hunters may be seen as close rdatives of the Assassin. Itis
important, then, to understand their differences, and what makes their roles distinct.
Thugstypicdly serve as crude muscle, using bullying and intimidation. The Assassin, on
the other hand, thrives on anonymity, on surprise—on his victim not even redizing thet
heisatarget until it ismuch too late. A clever Assassn might never be seen by his
victim. Here, too, the Assassin differs from the Bounty Hunter, for the hunter often seeks
his quarry dive, and typicaly must bring back his prey (or the corpse thereof) as proof of
his project's success.

Mogt Assassins are of evil dignment. However, it is concelvable that one might be of
aneutra (but not good) aignment. Player-character Assasans, if they are permitted in
the campaign, best fit this rare neutrd description. A PC might be the agent of some
monarch, paid to arrange the discreet demise of those who threaten the kingdom's safety.
While this certainly is not good (in the mora senseg), the character might regard it asa
judtifiable evil because of the degths the action prevents by obstructing rebelion,
invasion, or whatever.

Many Assassin thieves belong to guilds. The guilds use them to serve their own
needs, and act as an intermediary for outsders who wish to take out a contract on
someoneslife.

Secondary Skills: Any.

Weapon Proficiencies. Because of ther specidization in the art of killing, Assassns,
unlike thieves of other kits, are permitted the use of any wegpon. An Assassn often
selects one favored wegpon, such as a garotte or serrated dagger (or even something
exatic, such as blowgun darts with an exotic insect poison from adistant jungle), to use
for hiskillings. If the Assassan achievesinfamy, the marks of this wegpon may become
known asasort of "cdling card.”



Nonweapon Proficiencies: Required: Trailing, Disguise. Recommended: Alertness,
Begging, Gather Intelligence, Herbaism, Land-Based Riding, Observation, Tracking,
Voice Mimicry.

Skill Progression: Assassins favor the skills of move slently, hide in shadows, detect
noise and climb walls. They aso make occasional use of the pick pockets skill—not for
lifting purses, but for smilarly delicate tasks, such as dipping poison unnoticed into a
target's goblet of wine.

Equipment: Assassins are familiar with and make frequent use of awide array of
deadly devices. See Chapter 5 (page 90) for details on dl sorts of specid items, such as
blade boots, desth knives, folding bows, and so forth. Equipment to help their preferred
skills (see "SKill Progresson” above), such as clawed shoes and gloves and camouflaged
clothing, is aso popular.

If the DM permits, poison is aso available and frequently used by the Assassin. The
Assassin may purchase poison (expengive and usudly illegd), or attempt to manufacture
or extract it himsdlf (which can be dangerous as well; see the specid section on poisonin
Chapter 7 for more information).

Soecial Benefits. Because of their training and experience with the use of poisons,
Assassins dso can identify poisons used by others. The base chance of doing so isthe
Assassn's level multiplied by 5%.

Assassnswith intdligence of 13-15 get a +5% bonus on the attempt; 16-17, a +10%
bonus; and 18, +15%. Further adjustments depend on how the Assassin attempts the
identification: sght, smdll, taste, or symptoms.

Sight means examination of the poison or poisoned article. Many poisons have a
digtinctive appearance, or they may have a corrosive or discoloring effect on metds,
foods, etc. Identification by sght has a-20% modifier. Its advantage isthat the Assassin
needn't worry about poisoning himsdf in the process.

A poison may aso be identified by its odor. This carries a-15% penalty.
Furthermore, if it isan ingested or contact poison, there is a 10% chance that the Assassin
will be affected by the poison, though at half strength (i.e., no effect if the saving throw is
successful, and if it's not, normd save damage is applied—see the Dungeon Master's
Guide, p. 73).

Tagteisafarly reiable, if dangerous, method of identifying a poison. It carries a-5%
pendty. After dabbing atiny bit on histongue, the Assassin spitsit out. Thereis ill a
chance that the poison will affect the Assassin: 25% for injected poison, 75% for
ingested, and 100% for contact. The poison's effects, if any, are hdf strength (see above).

The most certain way of identifying a poison is by its symptom (no pendty on the
attempt). The drawback of this method is of course that you need a poisoned character to
examine.

An Assassn with herbaism proficiency gets a +5% identification bonus because of
his knowledge of toxins extracted from plants. An Assassn with healing proficiency gets
a+10% bonus in any case. These bonuses are not cumulative.

An attempt to identify a poison takes one round; be sure to keep track of time elapsed
and the onset time of the poison. If one method of identification fails, the next may be
tried. If none of the four produce an answer then the poison will remain a mystery to that
Assassin. (The Assassin could attempt identification again after he's gained an experience
levd, but thisis not normaly of any help.)



I dentification of a poison aso means knowledge of its antidote (if one exists); it does
not mean that the antidote is available, however. An Assassin with herbaism proficiency
may attempt to make an antidote from scratch (see specid rules, p. 113).

Secial Hindrances. Because of the time they spend on wegpons and poisons,
Assassns advance more dowly in thieves skills than thieves of other kits. They start with
only 40 discretionary pointsto dlocate at 1<t level, and with each level gained they
receive only 20 points to distribute among the skills.

Assassins are generdly feared and shunned. Therefore an Assassin suffersa-4
reection pendty with non-evil NPCs who are aware of his profession.

Races. In theory, any race could have Assassins. The DM may wish to forbid elven,
gnome and hafling Assassins, however, since this profession is quite antitheticd to their
cultures.

Bandit

Description: Trave isrardly asafe affair in the medieva fantasy setting, whether one
traverses the forbidding wilderness or the pastora countryside. Beside the dangers of
nature and fantastic menaces, such as dragons and giants, there are humans who prey on
their journeying kin. Almost every stretch of road near civilization is clamed by one or
more bands of highwaymen, and even the far wilderness may hide the strongholds of
robbers.

Bandits must be strong and hardy to withstand the harsh forces of nature, the people
who seek their destruction, and even each other. Thieves must have minimum scores of
10, then, in both Strength and Condtitution to be digible for the Bandit kit.

Role: Bandits are often vicious characters, desperate, cunning, and cruel. They are
prone to fight or even betray each other, but two things keep them bound in groups. the
utter necessity of cooperation in order to survive the perils of the wilderness (let doneto
be successful robbers), and the strength of whoever has established himsalf as leader
among them by force and cunning.

Some leaders manage to weld together very large groups of Bandits. In some
AD&D® worlds, such asthe WORLD OF GREY HAWK® Fantasy Setting, there are
even kingdoms of Bandits. Such things are rare, however, since few leaders have the
Strength or Charismato bind many of these thieves, or even if they do, the mob will
rarely stay together beyond the leader's demise.

Bandits do not belong to guilds, as such. A large group of them, or a network of
cooperating groups, may be considered anaogous to a guild, however—providing some
training, intimidating nonmembers who operate in their "territory™ (including humanoids
and the like), and so forth. A few Bandit groups may actudly have connectionsto a big
dty guild, though such ties would probably be very loose (perhaps occasiona
cooperation, rather than subservience).

Bandits rarely have pleasant reasons for pursuing their lifestyles. Most have a history
better |eft behind, and many have a price (or three) ontheir heads in some place or
another. The average Bandit would be better off outside the wilderness, but with enemies
and authorities elsewhere, it isthe closest available thing to a sanctuary.

Bandits can expect less than mercy a the hands of the law. Asif Banditry itsdf
wasn't punishable, most of these thieves dready have afew mgor crimes under their belt.



But, like acity guild, Bandits can work out arrangements with loca miilitary and civilian
authorities. In exchange for bribes and a cut of the take, Bandits may garner information
on rich targets and how best to avoid the punitive expeditions that may periodicaly be
sent againg them.

Secondary Skills: Bowyer/Hetcher, Farmer, Fisher, Forester, Gambler, Groom,
Hunter, Leather worker, Tailor/Weaver, Teamster/Freighter, Trader/Barterer,
Trapper/Furrier, Weaponsmith, Woodworker/Carpenter.

ill Progression: The skills favored by Bandits are those useful for scouting and
preparing ambushes—specificaly, climb walls (for tree-dimbing), move Slently, and
hide in shadows. Find/remove traps aso tends to develop with a Bandit's knowledge of
snares, pits and so forth, which may be employed on occasion to waylay travelers.

Weapon Proficiencies. Bandits are particularly partid to heavy, brutd, bludgeoning
wegpons. For this reason they may use the following cudge-like wespons in addition to
those normdly permitted to thieves: flail, mace, morning star and warhammer. At least
one of the Bandit's initia wegpon proficiency dots must be filled by abludgeoning
wegpon. Bandits must dso take proficiency in the knife. They not only use thisfor
fighting (Some among them regard knife-fighting as a spectator sport), but as practica
equipment for wilderness survival. Since thisfills the two wegpon proficiencies open to a
thief, the Bandit is granted athird initid weapon proficiency dat, to fill with the wegpon
of his choice (from among those permitted to thieves).

Nonweapon Proficiencies: Required: Surviva (choose appropriate terrain).
Recommended: Alertness, Anima Handling/Training, Anima Noise, Fire-building,
Intimidation, Looting, Riding, Rope Use, Set Snares, Swimming.

Equipment: A Bandit should be well-equipped for wilderness survivd. Vitd items
include provisions, backpack and pouches, flint and stedl (which are more reliable than a
megnifying glass for garting fires—especidly at night!), tinder, a blanket, and a knife.

Lessvitd, but often of use, are climbing equipment (crampons, pitons, etc.), fishing
gear (hooks, line, net), light sources (candle, lantern, torch), rope, sewing needie and
thread, sacksfor loot, asigna whistle, spyglass, smdl tent, thieves picks, and a
whetstone (so you can sharpen your knife when there's nothing else to do).

Some Bandits, findly, like to have trained animas (dogs, facons, pigeons) for
hunting or message-carrying. To make effective use of such an animd, animd handling
proficiency is needed.

Soecial Benefits Because of their adeptness at ambushing, Bandits gain +1 onther
attempt to surprise in awilderness stting.

Soecial Hindrances. Bandits are generdly despised by other characters: Normal
people hate and fear highwaymen, and other types of thieves tend to ook at them with
scorn, as outcasts and crude robbers. For this reason, any Bandit who is recognized as
such suffers a -2 reaction pendty among non-Bandit NPCs.

Races. Bandits are amotley group, and any race may be found among them—even
races with atradition of antipathy, athough such characters are likely to fight each other
as much as the band's targets. Humanoid and part-humanoid characters in particular favor
the Bandit kit. Demihuman characters who join Bandit groups with other races are
probably outcasts from among their own people.

Beggar



Description: Circumstances have reduced some unfortunates to such alevel of
poverty and helplessness that the only possible way that they can surviveis by imploring
their fellow beings to give them whatever meager scraps can be spared. At least, so the
Beggar would wish it to appesar.

For agreat many Beggarsthisis the truth; misfortune or disability have dedlt them
sore blows, and they must rely on the charity of individuals and afew indtitutions, such as
beneficent churches, for subsistence.

But thereis another class of Beggar, which isredly a particularly ingdious variety of
swindler or con artist. This character is usualy perfectly able-bodied, but has taken up
begging as a career, supplemented by minor theft (pickpocketing and the like) and the
gathering and sdlling of information to interested parties. It iswith this sort of Beggar that
thiskit is chiefly concerned.

The Beggar has no requirements beyond those of the thief class.

Role: Thieves of thiskit, professond Beggars, were usudly raised into their role.
This of course means alower (indeed, lowest in many places!) class background, and
meager financia resources at best. The Beggar has other resources, however:
connections, street smarts, a sharp eye, and diverse skillsfor cgoling passers-by out of
their spare cash.

Effective begging requires consummate skills of acting and disguise, so that the
Beggar can present himsdlf in the manner mogt likely to garner the sympathy and cash of
the people he accosts.

Asamaiter of surviva, the Beggar needs diverse sources of income. Few can avoid
garvation solely by the charity of strangersin the street. They are dso dedersin gossip
and information (such as the movement and activities of wedthy personages), with ears
ever open for any tidbit of knowledge that may help fill their somachs with food.
Beggars will dso gladly hire themsalves out as messengers or spies.

Beggars dso are known to cooperate with other varieties of thieves, especidly
Cutpurses. A favorite ruseisfor one or more Beggars to accost awedlthy-looking person.
While they digract him with their pitiful (and more often than nat, futile) pleasfor
assistance, adick Cutpurse rdlieves the victim of his purse. Shares of the score are
divided among Beggars and Cutpurse.

Many Beggars are dfiliates of the locd thieves guild, surprisngly enough. The guild
makes use of them as messengers and informants. It al'so may have a sort of protection
racket going with them: Beggars must share their score with the local guild in exchange
for protection from thieves of the guild itself, aswell as"'fredancers’ and riva
guildamen. Guild-ffiliated Beggars dso may gain some measure of protection from the
loca constabulary—a useful thing if locd law prohibits panhandling.

Secondary Skills: Usually (90%) none; begging itsdlf is assumed to have been the
character'strade or profession. If a Beggar does have any secondary skills, it should be
assumed that for some reason or other he logt his means of employment. He may have
been thrown out of histrade guild, for instance; or could have been maimed so that he
could no longer perform tasks as he did in the past.

Weapon Proficiencies. Beggars begin with familiarity only with smple, inexpensive
weapons. The knife is afavorite, being inexpensive, easy to use, and easy to concedl.
Beginning thieves with the Beggar kit should select their two proficient wegpons from



among the following: club, dagger, dart, knife, ding, or s&ff.

Nonweapon Proficiencies. Required: Begging, Disguise, Informeation Gathering,
Obsarvation. Recommended: Alertness, Singing, Trailing. As mentioned under
Secondary SKills, above, a Beggar with marketable skills (e.g., crafts or trades) should
have some reason in his background why heisno longer able to support himsdf through
them.

ill Progression: Beggars become most proficient in picking pockets (to supplement
begging income), and moving slently, hiding in shadows, and detecting noise (useful for
gathering information and tailing people). They tend to be worst a opening locks and
finding or removing traps, Since these skills require technicd training thet is not eesly
avaladle.

Equipment: The basc equipment of a Beggar isawooden bowl or cup in which
passers-by may place dms. More sophisticated Beggars have fal se crutches, make-up and
the like to make themselves seem as desperate and poverty-stricken as possible.

Some Beggars have children with them (rented from the true parents, or borrowed in
return for ashare of the day's income, if they are not the Beggar's own) to arouse lill
more sympathy.

A more sophigticated sort of Beggar offers a service of some kind—singing a song, or
playing asmple ingrument—in exchange for food, drink, or afew coins.

Few Beggars can afford to purchase armor; and even if they could, they would not
want to weer it, Snce it would suggest that they are wedthier than they would like to
appesr.

Beggars who rise above their circumstances may of course equip themselves as they
seefit, dthough then they will no longer be accepted by other Beggars as one of their
kind. A Beggar who gppears well-off could suffer pendlties, a the DM's discretion, at the
following proficiencies: begging (because the character doesn't look impoverished),
information gathering (because other Beggars will distrust him), and even trailing
(because the thief might not blend in as well with the city's masses).

Soecial Benefits: The most vauable benefits of the Beggar kit are the large number of
bonus nonweapon proficiencies. These should be granted to a character even if the
campaign a large does not make use of nonweapon proficiency rules.

Soecial Hindrances. Beggars are scorned by most of society. Even characters who
share their wedlth with Beggars tend to fed a sort of disgust or condescension, though
they may try to hideit. Other thieves, however, recognize the taents and vaue of
Beggars. For this reason, Beggars suffer -2 on reaction rolls with NPCs who aren't
thieves.

Furthermore, because of their impoverished background, Beggars start the game with
only 3d4 gold pieces.

Races. Beggars may be of any race. In regions with alot of bigotry, where
demihumans have difficulty finding legitimate employment, Beggars are commonly
demihuman. Mogt nonhuman Beggars were forced into their pogtion by unfortunate
circumstances—they were not born into it.

Bounty Hunter

Description: The Bounty Hunter is a ruthless mercenary, worshipping little besides



the price on histarget's head, recognizing few laws save the contractud digtinction
between "kill" and "capture.” He may be found serving the state, capturing criminas and
bringing them to justice; or he may serve the shadowy lords of the underworld, avenging
the twisted honor found among thieves and criminas. Pursuit of his quarry may take him
through a thousand hogtile environments, to foreign lands, even to dien planes. Heisa
hunter of men.

The Bounty Hunter's vocation is rigorous and demanding &t every leve: physicd,
psychologica, even mord. It requires a sure hand and a stable mind. To be a Bounty
Hunter, athief mugt have minimum scores of 11 in every ability except Charisma. One
thing that doesn't really matter to a tough, independent thief like thisis whether or not
people like him,

A further requirement is that the Bounty Hunter be of a non+lawful dignment. The
reasons for this are discussed below.

Role: It isimportant to draw a distinction between the Bounty Hunter and the
Assassin, for their vocations are Smilar.

The Assassin is most often part of alarger network or organization—either asociety
of Assassansfor hire, or aguild or crime family, or even agovernment. The Assassnis
retained by that organization to discreetly diminateits enemies; heis drictly akiller. The
Assassn aso is a predominantly urban figure, though his missons may take him out of
that setting on occasion. Mogt organizations that have Assassins would deny their
exigence, because of the highly illegd and unpopular nature of their activities.

The Bounty Hunter, by contragt, is aloner. He may be solicited directly by an
employer, but more often he smply learns of a price offered for the body (living or dead)
of some person and goes after him.

While the Assassin requires secrecy and anonymity, the Bounty Hunter thrives on
infamy. Fear leads his prey to make mistakes, and each such mistake brings the Bounty
Hunter one step closer to success. While an Assassin is often hired to kill rdatively
normd, often unsuspecting people, the Bounty Hunter is tracking fugitives—people who
know who's after them, and are therefore exceptionaly desperate and dangerous.

Pursuit of such people may lead the Bounty Hunter to literally any place, evento
other planes of existence (if the prospective reward will make the venture worthwhile),
and s0 the Bounty Hunter becomes adept at surviva and tracking in dl manner of hostile
environments.

Bounty Hunters do not track only fugitives. They may be hired to perform such tasks
as kidnapping, freeing kidnapped persons, or (especidly at lower levels, when they are
dill developing their kills) recovering stolen property.

The law and authorities do not aways look kindly upon Bounty Hunters, though they
will permit their existence so that they, too, may benefit from the manhunters expertise.
For the same reason, thieves guilds tolerate the Bounty Hunters, despite the fact that
amogt no Hunter would ever join their ranks.

Secondary Sills: Any.

Weapon Proficiencies. The Bounty Hunter is permitted the use of any weapon. As
part of his personaand fearsome public image, a Bounty Hunter will often gain
proficiency in arare or bizarre weagpon, such as the khopesh sword or man-catcher. Nor+
thief wegpons take up two of the Bounty Hunter's wegpon proficiency dots, but heis
granted abonus dot at 1<t levd.



Example: Borg Tartan takes the Bounty Hunter thief kit. This means he has 3 initid
wegpon proficiency dots. Two he fills with a nonthief weapon, two-handed sword, and in
the third he takes the hand crossbow.

Nonweapon Proficiencies: Required: Tracking. Recommended: Alertness, Anima
Handling/Training, Anima Noise, Boating, Direction Sense, Fire-building, Gather
Intelligence, Herbalism, Hunting, Intimidation, Observation, Riding, Set Snares,

Survivd, Traling.

ill Progression: Bounty Hunters make frequent use of dmogt dl thief skills, except
perhaps pick pockets.

Note that "pick pockets' includes al sorts of ddlicate feats of manud dexterity, such
as dipping poison or a"mickey" into adrink. Deadly poisoning is more frequently the
province of the Assassin, but a carefully placed, powerful sedative may save a Bounty
Hunter agreat deal of trouble. (To have access to sedatives or understand their use, a
Bounty Hunter must have herbaism proficiency.)

Equipment: Besdes the usud range of thiefly equipment, Bounty Hunters take
interet in items for killing and capturing their prey. Specid items from the equipment
chapter, such as blade boots, death knives, folding bows, and the like, are sometimes
taken as favorite weapons. A rope for holding live prisonersis, of course, vita, and it
may aso be used for setting snares. Blinding powder and incapacitating poisons
(paradytic ones or those that make their victim ill and helpless) may dso have vaue.

Bounty Hunters make little use of deadly poisons—that is more the province of the
gedthy Assasan. If aBounty Hunter is out to kill afugitive, he probably won't be
worrying about how messy it will be.

Soecial Benefits: None.

Soecial Hindrances: None.

Races. Members of any race could become Bounty Hunters. Among the nonhumans,
however, those of mixed blood (e.g., haf-dves) favor it most, snce they are often
outsiders, loners not accepted by either Sde of their ancedtry.

Buccaneer

Description: Buccaneers are thieves of the high seas, plying the trade lanes in search
of prey. They intermix with and complement their piratical warrior cousins...to the extent
that any of these scoundrels can be said to complement anything.

A hardy Condtitution (no less than 10) is required to survive long months at sea and
be a Buccaneer.

Role: Buccaneers closaly resemble their land-dwelling cousins, Bandits. They, too,
are desperate and crud, fiendishly cunning, and likely to have alot of internd squabbles.

Like Bandits, Buccaneers cooperate for survival and success. They also have sordid
pasts—ypasts which will often bind them together. Many a pirate ship used to be put to
legitimate use, but its crew rose in mutiny, took the ship, killed everyone not party to the
act, and turned to piracy.

Mutiny and piracy are both punishable by desth, and on the high seas the warship or
merchantmean of any sate will gladly carry out that sentence, if given achance.
Buccaneers will therefore fight to the deeth, againgt dl odds, rather than face capture and
inevitable summary execution.



Buccaneers do not belong to guilds; dthough, like Bandits, a ship of them may be
congdered a nonstandard guild of sorts. Sometimes groups of pirate and Buccaneer ships
will even make dliances, and cooperate to raid richly-laden (and therefore well-
defended) merchantmen. There may aso be rivary among pirate groups—especidly
when one of them carries a hedthy cargo of booty that has not yet been hidden in a safe
sanctuary.

Buccaneers like to have secret sanctuaries, probably in a secret cove or on atiny
idand. There they rest between raids, store treasure and provisions, and plan therr
activities. Such sanctuaries will have the best protection available to the Buccaneers,
possibly incuding magica defenses.

Redated to but digtinct from Buccaneers are Privateers. These are "legitimate”
Buccaneers. Privateers have received the sanction of some nation to practice piracy on
the merchantmen of another nation. Well known historica examples of thisinclude the
Privateers of Elizabethan England, captained by such illustrious personages as Sir Francis
Drake. These daring "seadogs' raided gold-laden Spanish gdleons asthey returned from
the New World.

While Privateers are sanctioned by one nation, those on whom they prey certainly
regard them as pirates and will treat them as such if they are captured.

A group of NPC Buccaneers should include not just thieves but a hedthy number of
warriors with the pirate kit, and perhaps a swashbuckler or two aswell. Even arenegade
mage might be found among them. (Privateers are even more likely to have the services
of awizard, especidly one with tdentsin the manipulation of water and wind.)

Secondary Skills: Gambler, Limner/Painter, Navigator, Sailor, Shipwright,
Tailor/Weaver, Teamster/Freighter, Trader/Barterer, Woodworker/Carpenter.

ill Progression: Buccaneers make much less use of the treditiond thief skillsthan
thieves of other kits. Climbing around the rigging of their ships requires some wall-
climbing skill, and the delicate step needed to work high above the deck may carry over
into excdlence & moving slently. Findly, Buccaneers favor the read languages skill—
they like to be extraordinarily adept at deciphering the strange, secret codes adorning
maps, codes that may tell ady captain the location of arivd's buried treasure.

Weapon Proficiencies. The DM may wish to make classc Buccaneer wegpons, such
asthe cutlass, available to thieves of thiskit.

Nonweapon Proficiencies: Required: Navigation, Seamanship, Svimming.
Recommended: Alertness, Direction Sense, Fishing, Gambling, Intimidation, Looting,
Rope Use, Tightrope Waking, Wegther Sense.

Equipment: Buccaneers dress themselves as sailors (with weapons, of course), and
carry about the same equipment when at sea. Also, like sailors, they will avoid armor—it
getsin theway of dimbing around the rigging (double pendties on climbing rolls), and
aso presents a problem for someone unfortunate enough to find himself overboard.

Soecial Benefits. Because of their familiarity with ropes, much used in the nautica
arts, Buccaneers gain a bonus of +5% on climbing rollsif ropes are involved—+10% if
they are ropes on a ship. (Note that the tota chance of success with athief skill, including
al pogtive and negative modifiers, cannot exceed 95%.)

Always be sure to consider the various climbing modifiers, explained on pp. 122-123
of the Player's Handbook.

Buccaneers aso can fight from arope (usually on aship), so long asthe feet and one



hand can grasp it, and they are much better at this than other types of characters. They get
+1 on attack and saving throw rolls in rope combat, +2 on such rollsin shipboard rope
combat. Note that these adjustments should be added to al the other modifiers—which
are usudly negative. For ingtance, a climbing character would normaly get a-2 pendty

on attacks; so the Buccaneer's +2 bonus merely negatesthis.

Use common sense when gpplying the saving throw bonus for a Buccaneer in rope
combat; while it would gpply to dodging alightning balt, it would not apply to saving
againg acharm or hold spdll.

For more information on shipboard combat, see "L earning the Ropes' below.

Specid Hindrances: Astheir expertise lies in rope-climbing, Buccaneers suffer a
pendty of -10% when they atempt to climb without one.

Races: Almog al Buccaneers are human, snce few demihumans and humanoids are
known as seefarers. The occasiona half-elf might be found among a Buccaneer crew, or,
even more rarely, a haf-breed or full-blooded aguatic f. For such an €f to leave his
own people would indicate a turbulent past indeed.

L earning the Ropes
(Optional Rules)

Buccaneers often find themsalves fighting among the ropes and masts of their ships.
This section of optiond rulesis intended to help smulate the difficulty and excitement of
such a scenario. It may aso be used in other Situations of rope combat.

The basc modifiersin climbing combet are as follows.

* A climbing character loses al Armor Class bonuses for Dexterity and shied.

* A dimbing character suffers a-2 pendty on attack, damage, and saving throw ralls.

* A character atacking from above gains a +2 bonus on his attack roll.

* A character attacking from below suffers a -2 pendty on his atack roll.

Other modifiersthat often comeinto play are:

* An off-balance defender is attacked with a bonus of +2. See below for more
information on balance and rope combat.

* A rear attack (e.g., againgt a character trying to climb up arope—but NOT a
Buccaneer dimbing and dodging at the same time, as explained below) gains a+2 bonus.

Buccaneers additionaly gain a+1 on rope combat attacks (+2 if shipboard), and may
be given the option of dodging (explained below), thanksto their facility and frequent
practice with rope climbing.

NPC sallors, dso familiar with seaborne rope climbing, should, for the purpose of
these rules, have a base climbing percentage of 65%. This percentage does NOT apply to
other sorts of climbing (walls, mountains, etc.); in such areas a sailor is assumed to be
untrained and should be trested as such.

Remember that modifiers are cumuletivel

L osing and Regaining Balance

Any character engaged in combat on ropes runs the risk of losing his balance.

A character who is struck by aweapon, or attempts to climb in the course of combet,
must make a climbing check or lose his balance.

Logt balance means that the next round the character mugt either fal voluntarily or



attempt to regain his balance. In either case, the character can perform no other action. A
successful climbing check means that the character has regained his baance. A fallure
means the character has falen (and, of course, may suffer faling damage). Don't forget,
dl atacks againg an off-badance character are at +2.

Optional Rule: Dodging

Thieves with the Buccaneer kit may choose to spend around in rope combat dodging.
When doing so, the thief may not attack, but he may move at half his normal rope-
climbing speed. If asuccessful dimbing check is made, the Buccaneer is able to add his
Dexterity bonusto his Armor Class for that round of combat. If unsuccessful, the thief
will be off-baance the next round; he must spend it regaining his balance (see below),
and attacks againg him are at +2.

Example: While plying the sea lanes, a ship carrying the Buccaneer Ddjo assaults a
merchantman whose crew refuses the Buccaneers demand for their cargo and putsup a
surprising amount of resstance. Dajo and his men board the vessdl, and he finds himsdlf
fighting high above the deck, facing an ugly sailor armed with along, curved dagger.
Ddjo himsdf wields a cutlass. Nether combatant is wearing armor.

The modifiers for this melee are as follows: Nether gets a Dexterity bonus, snce they
are both unarmored, they both have AC 10. The sailor's attack modifiers are -2 for
climbing, but +2 for attacking from above, so they baance out to zero. Dajo has-2 for
climbing, +3 for being a Buccaneer climbing ropes on aship, and -2 for attacking from
below, for atota pendty of -1.

In one round of combat, suppose Ddjo is struck by the sailor's knife. He must roll his
climbing percentage to avoid losing his balance. His base percentage is 75%; but thanks
to hiskit and the Stuation he gets a +10% bonus. If an 85 or lower isrolled, Ddjo hangs
on in spite of the Stuation.

But suppose heis unsuccessful: Ddjo haslogt his baance. The next round his action
isto attempt to regain it (the only aternative isto drop to the deck), which he succeedsin
doing, while the sailor strikes with a+2 bonus. If Ddjo is struck again, he will haveto
make another climbing check lest he lose another round of attacks or even plummet to the
deck below.

If the combat continues to go poorly, Ddjo shoud probably dodge blows while
retreating down the rope. The sailor has the advantage when above him, but once Daljo
has returned safely to the deck, he can fight on an even footing again. If the sallor does
not follow him down, however, he should not go too far—Ilest the sailor try to cut the
rope above him!

Burglar

Description: The consummate Burglar is an expert a bresking and entering the most
difficult buildings, bypassing walls, locks, traps and guardians, grabbing the best oo,
and escaping unnaticed as stedthily as he arrived.

The cat Burglar requires a minimum Strength of 10 and Dexterity of 13.

Role: In many ways, the cat Burglar is the stereotypical professond thief. He
probably uses more of the traditiona thief kills, and more frequently, than any other kit.



Even within the ranks of Burglars, thieves often specidize even further. Some
gpecidize by ills. A "box-man,” for ingtance, is an expert a opening locks, especidly
safes and well-protected chests. A cat Burglar or second-gory thief specidizesin
climbing wals (which can be aremarkably effective protection, especidly if ground-
level entrances have people around them). Teams of Burglars who specidize by skill
often find the most success.

Other Burglars specidize by target. Jewd thievesin particular are the elite among
Burglars; the protection found around the objects of their attention demands that their
skills and cleverness be honed to perfection.

Burglars of any background may be found. Even thrillseekers of the privileged
classes may take up jewd Burglary as achdlenging, profitable, and exciting pastime.

Almog dl successful Burglars have some sort of guild afiliation. In order to get rid
of the loot they take, they of course need afence (especidly if their scoreis didinctive—
e.g., fabulous gems, vauable artwork). Guilds provide the Burglar with innumerable
bendfits. fencing of even the mogt digtinctive items, connections with potentia "business’
partners, access to specialized equipment, and, not least of al, protection. A guild can
arrange the fix (to free an imprisoned Burglar), and provide deterrence, protecting its
Burglars from other guilds and powerful criminas—people who don't take kindly to
being robbed themsealves, and are more likely to make hasty decisons about a suspect
character's guilt or innocence.

Secondary ills: Any.

Weapon Proficiencies: Better Burglars do not bring weapons with them on ajob; it
only means more serious pendtiesif they are caught—aeither legal pendties, or more
immediate ones like ajumpy victim panicking and attacking them. On some jobs,
however (eg., geding from dangerous criminas) a Burglar is wise to have means of
Hf-defense. Smdl, quiet, conced able wegpons are naturdly favored, though a Burglar
may choose proficiency in any wegpon among those normally permitted to thieves.

Nonweapon Proficiencies. Required: Alertness, Looting. Recommended: Begging,
Gether Intdligence, Jumping, Observation, Rope Use, Tightrope Walking, Tumbling.

ill Progression: The vitd skills of aBurglar are open locks, find/remove traps,
move silently, hide in shadows, detect noise and climb walls. As mentioned before, a
Burglar may concentrate particularly on one of these, but he would probably then want to
be as evenly excdllent as possible in the others.

Equipment: Burglarslove to use specidized hardware to increase their chances of
success. For athorough examination of some specidty items available, and their effects
on thief kills, consult the equipment chapter later in this book.

Soecial Benefits: None.

Soecial Hindrances: None.

Races. Members of any race may be Burglars, and it is afavorite kit. Non-human
thieves often specidize in areas that offer excellent racia bonuses. For ingtance, dwarves
may specidize in lockpicking and trap detection. And eves may specidizein
reconnaissance (they sneak around and report on the presence and nature of obstacles).

The Specialist Burglar

A broad, generd range of skillsis often what adventurers choose, but for the urban



Burglar, specidization isthe way to go. There are anumber of reasons for this.

A specidized thief is smply more marketable. People in the underworld want
someone excdlent for ajob. That may mean ahigh-level generdized thief, one who has
been in the business long enough to be good at everything. But it's not easy for athief to
reach that level. Therefore, by concentrating on one skill, ardatively low-leve thief may
compete with athief many leves higher for jobs of acertain type.

Supposg, for instance, we have a "box-man™—actualy a woman—named Anndlise.
By concentrating as many points as possible in her open locks skill, she can have a score
of 85% at only 4th leve (this does not include modifiers for race, Dexterity, armor or
kit). Since she can put no more than half of what she earns a each leve into any one
skill, she digtributes her remaining points more or less evenly among the other skills. She
would probably neglect pick pockets and read languages, however, snce they usudly are
not useful to aBurglar.

Comparethisto a"generdig” thief, which adventurers tend to be: On Table 19 of the
Dungeon Master's Guide (Thief Average Ahility Table), you can see that Anndisesleve
of lockpicking skill would not be attained before 14th leve.

Now imagine that amab of jewd thievesis preparing for ajob. They have diverse
skills—except that they are lousy at lock-picking. They need to bring a box-man into
their mob. Who would they choose? Well, first off, a 14th-level thief is pretty bloody
rare.

And even if one were available and willing to work with less-experienced thieves, he
would probably demand alarger share of the take. Otherwise it would not be worth his
time: He has uniformly good skills, and could probably commit this robbery on his own.
A job with which he would need assistance is probably well out of the range of these
thieves.

Anndlise, then, isa preity attractive option. She might be able to climb little better
than afish, but that's the cat Burglar's expertise; after he's mounted the building, he can
lower arope for the less sure-footed. By offering Annelise a reasonable share of the loct,
the other Burglars are amost assured that their difficult lock will be opened.

Cutpurse

Description: Thisis probably the most common sort of thieF—the pickpocket or
shoplifter who engagesin smdl-time larceny, usudly a alevel of meager subsstence.

He often supplements his income by working as an informant for the powerful figures of
the underworld (or anyone else who's willing to pay).

The Cutpurse has no requirements beyond those of the thief class.

Role: The Cutpurseis near the bottom of the underworld hierarchy. His activities are
not as risky as those of other thieves, but are they are not as profitable either.

Many Cutpurses are "fredancers," not associated with any thieves guild. Guilds,
normally harsh on non-member thieves who operate in their territory, pay little attention
to Cutpurses. The profit and benefits that would accrue from their membership would not
outweigh the trouble of trying to bring theminto line. For this reason many chaotic
thieves, who may didike the structure and limitations of guild membership, choose the
Cutpurse kit.

Cutpurses are not ways uncooperative, however. Some do join guilds, which they



serve primarily asinformants and tipsters, ears on the streets, catching gossip and scoping
out prospective targets that can then be assigned to other thieves.

Cutpurses who don't belong to a guild often form their own little mob. Such asmdl
mob usualy develops a sandard modus operandi (way of operating), and they use the
same scam on every target. They may aso design specid, elaborate plansfor lifting a
particularly heavy purse. Cutpurses dso may enlist the assstance of thieves of other kits
in their operations (see the Beggar kit, above, for an example).

Supposg, for ingtance, that one thief has the job of accosting an affluent-looking
stranger, whom the Cutpurses have guessed to be an out-of-town merchant. Thisfirst
thief presents himsdlf as a sreet-vendor. While he tries to sdll the merchant a hot pastry, a
second thief comes by carrying alarge load (perhaps a basket full of dirty sheets), which
he "accidentally" drops on or around the merchant. In the chaos that ensues, the first two
thieves appear to help the merchant, picking up the falen items and apologizing
profusdly; while a third Cutpurse does the actud job of relieving the merchant of his
cash.

Like beggars, most Cutpurses are of lower-class background and are born into their
dation.

Secondary Skills: Usudly (90%) none.

Weapon Proficiencies: Small, concealable wegpons areided for Cutpurses, though
they are not formally retricted any more than thievesin generd.

Nonweapon Proficiencies: Required: Observation, Trailing, Recommended:
Alertness, Begging, Gather Intelligence, Trailing.

ill Progression: Cutpurses naturdly specidize in picking pockets. Beyond this,
they typicdly favor moving slently and hiding in shadows, as these may increase their
pickpocketing talents.

Equipment: A few specid itemsto aid in picking pockets are noted in the equipment
chapter (p. 90). If thieves have connections, they may be able to purchase such items.

Soecial Benefits: The effective pickpocket is one who can choose his target carefully.
He must learn to ascertain the nature of a prospective victim. How dangerous will the
attempt be? What could the target do in response? And does the chance of financid
reward out weigh the risks involved?

In game terms, this means that the Cutpurse has the ability to guessthe dlassand leve
of another character. If the pickpocket makes a successful observation proficiency check,
he can accurately determine the target's character class.

Another proficiency check can be made to determine the approximate level of the
character. The DM should roll this check secretly. If the check falls, the difference
between the number rolled and the number needed for successis how far off the
character's estimateis.

Sometimes a Cutpurse will "check out" a character who isin disguise. When this
happens, the Cutpurse suffers a pendty of -5 on his proficiency check.

Example: Gorgar the Cutpurse is eyeing an opulent-looking foreigner. Gorgar
succeedsin hisfirst observation check, and determines that the man isawizard. This
could be dangerous, he thinks, and he tries to guess how powerful the wizard is.

Gorgar needsto roll a 13 or lower for a successful observation check. The DM ralls
the dice secretly for him, and gets a 16. This means that Gorgar's estimate will be 3 levels
off.



Thewizard isin fact 4th level. The DM decides that, because of the mage'srich dress,
Gorgar overestimates the character'slevel. "Y ou guess that the wizard is around 7th
level," saysthe DM. (Note that characters don't speak in terms of character levels; the
thief would have information in less precise terms; but speaking about levelsis clearer for
communication among players.)

If the DM wished, he could have determined randomly if Gorgar over- or
underestimated (e.g., roll 1d6; 1-3: over, 4-6 under).

Soecial Hindrances: The main hindrance to Cutpursesis thet thieves of other kits
look down on them, congdering them smdl-time thieves, just haf a step above Beggars.
Thisis something the DM should bring out in role-playing—Cutpurse thieves will have
difficulty commanding alot of respect in the underworld.

Races. Cutpurses may come from any race. Half-dves and hdflings particularly favor
thiskit; as do, to alesser extent, elves.

Fence

Description: The Fenceis ablack marketeer, asdler of stolen or otherwiseillega
goods. Heisadmost dways found in a city setting, where there are large numbers of
people to serve as customers as well as prey for the thieves who supply him.

A good Fence needs a sharp mind to appraise people as well as goods, and to stay
ahead of the law. To take this kit, therefore, athief needs a minimum Intelligence of 12.

Role: The Fenceisthe linchpin in the complicated web of the black market. Thieves
sl their illicit acquistions to the Fence, for some amount of money below their actua
vaue. The Fence then resdlls the "hot" goods on the black market. If the city in which he
operatesis large and the goods are minor enough (not the crown jewels of the locd
royaty), they may be sold directly to loca buyers. If the Fence thinks they're "too haot,"
though, he will probably arrange to have them smuggled and sold esawhere.

Power for Fencesis rardly measured in terms of character level. Insteed, it is a matter
of the breadth of the Fence's network and the religbility of his contacts. Of course, to
acquire or retain an extensve network, a Fence needs much cunning and experience—
which may coincidentaly result in ahigh character leve.

The most powerful Fences keep their identities secret, and may never seetheir clients,
neither thieves nor buyers. They coordinate things from behind the scenes, and have
minor Fences to serve as intermediaries. Even a close contact may never have seen the
face of agreat Fence—at least, not knowingly. A Fence may secretly play therole of an
underling in his own network—or even that of ariva or fredlancer!

Thismay al gart to sound familiar to those who know something about thieves
guilds. The networks of a powerful Fence look increasingly like the structure of athieves
guild. Thisis no coincidence. Those who are knowledgeable in these matters speculate
that the thieves guild was origindly, and in many respects fill is, a black market network
made into aformad ertity.

Fences may be of any socia background, though wealthy and noble Fences arerare.
Certainly those that do exist diligently keep their identities well-hidden, for obvious
reasons. The stakes must be high to dlaim the attention of the socidly and financidly
elevated.

For example, arich merchant may ded with stolen jewdry on the sde. Or abaron



may be the secret mastermind behind a network of thieves smuggling and sdlling
contraband. The rea world offers other examples—such as petty dictators who do not
only accept bribes and turn ablind eye to drug smugglers but are in fact adrug lord
themsalved

The black market network transfers information as well as goods. Fences are
probably the best-informed figures of the underworld. For this reason they gain "gather
intelligence" as a bonus nonwegpon proficiency. (They adso receive "gpprasing” asa
bonus proficiency, Snceit isvitd to their vocation.)

Secondary Skills: Gambler, Jeweer, Scribe, Teamster/Freighter, Trader/Barterer.

Weapon Proficiencies: Any.

Nonweapon Proficiencies: Required: Appraisng, Gather Intelligence. Recommended:
Alertness, Fast-taking, Forgery, Gem Cuitting, Loca History, Observation.

ill Progression: Less powerful Fences (that is, those lower in the network
hierarchy, with fewer contacts) may need to make use of thiefly skills. Picking pockets
may provide alittle income when business is dow; its use for deght-of-hand may aso
have vaue (though it is dangerous to cheet clients). Opening locks and finding and
removing traps are useful sKkills for ingpecting merchandise. It is not unknown for
Burglars, unable to open a strongbox, to smply cart off the whole thing and hope thelr
Fence can get it open. Read languagesis aso sometimes useful in examining
merchandise. The stedth skills (move silently, etc.) have some vaue on the street; Fences
who have direct contact with their clients may put some time into cultivating them, but
more powerful Fences often neglect them.

Equipment: Most Fences own equipment for examining merchandise, to determine if
the goods are counterfeit or what their value might be. A magnifying lens, for instance,
may be of use here,

Soecial Benefits: Because of his contacts, a Fence is probably the best person for
locating and hiring thieves and smugglers, especidly in territory not daimed by aguild.

Also, Fences generdly command alot of respect from the underworld in their home
territory. Unless athief has a serious vendetta, he will probably court a Fence's favor for
business reasons. Fences receive a bonus of +3 on reactions with NPC thieves if their
profession is recogni zed.

Soecial Hindrances: Fences are rdatively prominent in the underworld. And, unlike
fredlance burglars and smugglers who can move from place to place, the Fences black
market network requires a stable home locale, so that they can stay in touch with their
contacts. (The DM may wish to keep PCs from being active Fences because of this; the
Fence's lifeis much more business than adventure)) This dso means that the local
authorities may be aware of a Fence's identity and activities. These authorities may
periodicaly harass a minor Fence, or demand bribes, or may shake him up for
information every oncein awhile.

Races. Fences may be of any race. Some demihuman Fences prefer to dedl only in
certain goods. Dwarf and gnome Fences, for instance, are known as shrewd appraisers of
dolen gems and jewelry.

| nvestigator

Description: Though Investigators are listed as thieves, they are usudly in fact the



antithesis of criminals. Investigators are enforcers of law and order, the people who know
the skills of the thief intimately so that they can combat him.

Role: Invedtigators can play a number of roles. They may be private, their services for
sde. Or they may be employed by a government or organization. In each case their skills
and activities are Smilar, but their roles and attitudes may be divergent.

An Investigator may be a vigilante, obsessed with uncovering crime wherever it may
be hiding, and stopping it. Or he may be the "private eye," a mercenary sort, or retained
by an individua or organization, and may be willing to Sdestep laws to better serve his
client.

Some Investigators are of course in the employ of some government. This does not
necessarily identify them as good, however. An Investigator may be portrayed as a sort of
"good guy cop,"” if it suits the campaign. But if the players are running thieves (especidly
folk hero types), the Investigator could be sinister and evil, a perfect foil to the PC
thieves capers.

The relationship between Investigator thieves and guildsis not usudly that of dlies.
An Investigator might be employed by a guild, however; though usudly a Spy, or
perhaps a Troubleshooter, would do the guild's "investigating.”

In fact, an Investigator might not even redize that he is employed by aquild, if his
odensble employer isa"front” business. Interesting cloak-and-dagger- style adventures
could be built around an Investigator discovering, in the course of hiswork, thet the
shadow heisfollowing actudly lurks behind his own employer.

And of course, Investigators ostensibly employed by the government, like other
magigrates and officias, sometimes "go bad,” and are bought off by aguild, either for
information, or in exchange for a blind eye turned toward guild activities.

Secondary Skills: Any are possible, though it is not unusud for an Investigator to have
gpent his entire adult life in this professon. Among the most useful secondary skills for
thiskit are armorer, gambler, jeweer, limner/painter, scribe, trader/barterer, and
wegponamith.

Weapon Proficiencies: Investigators are permitted the norma range of wegpons open
to thieves. They will normaly carry two wegpons, a least one of them concealed (knife,
dagger, or something smilarly smdl, perhapsin awrigt sheeth).

Nonweapon Proficiencies: Required: Information Gathering, Observetion.
Recommended: Alertness, Appraising, Disguise, Fast-Taking, Heradry, Intimidation,
Local History, Modern Languages, Reading Lips, Religion, Trailing.

il Progression: A baance of generdized skills serves Investigators well. Ficking
pockets isless important, of course, though you must remember that it may be useful
for deight-of-hand, which may serve an Investigator. Read language skills are amust for
deciphering clues, some criminas write importart information in obscure languages or
secret codes, and being able to decipher it may mean success or failure for the
Investigator. Other skills (lockpicking, trap detection and disarmament, and so on) are
useful for penetrating and examining the hideouts and houses of suspects.

Equipment: A lot of the technologica devices available to the modern Investigator
(such asfingerprinting techniques, searches of computer databases for information, and
so forth) would of course not be available in the medieval fantasy setting. Still, it may be
possible to duplicate some of the effects of such devices with magicd items; or the DM
can make libera use of anachronism. Suppose Investigators are able to dust for



fingerprints, for example. A magica device that identifies fingerprints might aso exig,
alowing the Invedtigator to learn whose prints he has dusted.

Soecial Benefits: None.

Soecial Hindrances. None.

Races: Investigators may be of any race, though they probably should be of the
dominant racein their area of operation. A dwarf would probably be best at doing
investigative work in the dwarf-dominated quarter of alarge city, for indance. This
means that most Investigators would be human (a reasonable enough assumption, since
human governments would be the ones to use them most frequently). Operations that
investigate guilds with many nonhuman members could of course make much use of
nonhuman Investigators.

Scout

Description: A Scout isathief, usudly solitary, who operatesin a wilderness setting.
Besdesworking as aguide, spy, or saboteur for hirein the wilderness, many Scouts are
involved in suchillicit activities as poaching.

The Scout kit has no requirements beyond those of the thief class.

Role: One might say that Scouts are to thieves as rangers are to fighters—but they
avoid the grict "slly ethics' of the ranger class. Scouts are not prohibited from being
good—and in fact they are, on the whole, a good deal more dependable than thievesin
genera—hbut they have a cutthroat streak that can be dangerous and unpredictable.
However, their rugged individuaism and harsh practica judgement often endears them to
adventurers, and many are found among such steadfast, daring companions.

Unlike Bandits (who aso operate chiefly in the wilderness), the Scout usudly shuns
the company of other thieves, including guilds. The guilds, in turn, care little about
Scouts. Their poaching and smdll-time thievery is seen asinggnificant in the eyes of the
great crimefigures, especidly when compared to the trouble and expense that would be
required to identify and to track down the eusive Scouts, to punish them or force them to
join guild ranks. If a Scout is aguild member, ether it isavoluntary arrangement
(whereby the Scout benefits from access to specia equipment and training) or he has
gpent enough "professiond time' in the city or other explicitly guild-controlled territory
that he was "persuaded” to join.

Of the many Scouts not belonging to a guild, some have asingle, consstent
employer. Therest are fredance or mercenary, serving themsalves or whatever
employers may come aong, taking the best pay they can find. Or, if theré's nothing e,
they stedl and poach to support themsdlves.

Severd organizations employ Scouts regularly, sometimes on a permanent basis. The
military, in particular, does so; reliable Scouts, trained for reconnai ssance and sabotage,
are vitd to any successful military operation. And the key to having reliable Scoutsisto
have wdl-trained and (most of al) happy Scouts. A common grunt soldier can be bullied
into line and, if need be, forced out into battle by the spearheads of the rank behind
him—»but the Scout's modus operandi is to explore aone. Mdtreated Scouts have more
opportunities to desert or, worse yet, betray vita information to the enemy than anyone
dseinanamy.

Military Scouts are carefully nurtured and well-nourished. They get decent pay,



excellent equipment, and the best training available for their specid and important
activities The training of military Scoutsis at least as intense and comprehensive as that
of athieves guild. (Sometimes, after retiring from the army, military Scouts go on to
become the mogt illustrious and prosperous burglars and ns of the underworld.)

A few other groups that may employ Scouts are secret societies and other
paramilitary groups, thieves guilds that have operations across the wilderness (Scouts
may bolster the ranks of a smuggling party, for example), and agencies that are set up to
connect clients with guides. Such agencies are normaly found on the edge of vast
wilderness areas that are being colonized; such areas, with frequent exploration by people
unfamiliar with the region, have enough demand for guides that an agency can prosper on
its percentage of the guide's fee.

As mentioned before, poaching is dso an activity typica of the Scout. Animals may
be protected by roya decree, written law, or the monopoly of a hunters or furriers guild.
In medieva times, for instance, hunting was typicaly reserved for the noble classes. A
commoner caught daying one of "the king's deer” could be punished by degth.

But when demand exceeds supply, there may be greet incentive for the crimina
killing and capture of animas. They may be sought for their mest, vauable pdlts, ivory,
feathers, magical purposes (e.g., eye of newt), or other esoteric ends. Thousands of
animasin our world have been killed because some body part was believed to be an
gohrodisac. In the fantasy milieu, there may be red magica quaities, and the hunter or
poacher's quarry may be fantastic. The horn of the unicorns, for instance, may be ground
into powder and administered with liquid as a poison antidote.

Secondary Skills: Bowyer/Fletcher, Farmer, Fisher, Forester, Gambler, Groom,
Hunter, Teamster/Freighter, Trader/Barterer, Trapper/Furrier, Woodworker/Carpenter.

Weapon Proficiencies. Scouts have the normd range of weapon proficiencies
permitted to thieves.

Nonweapon Proficiencies: Required: Alertness, Direction Sense, Tracking.
Recommended: Alertness, Anima Handling/Training, Anima Lore, Anima Noise,
Boating, Fire-building, Fishing, Herddry, Herbdism, Hunting, Mountaineering,
Observation, Riding, Rope Use, Set Snares, Surviva, Svimming, Weather Sense.

Skill Progression: Stedlth skills are those favored most by the Scout, and members of
this kit have highly trained senses. Therefore it would make sense for these skillsto
improve mog rgpidly: move slently, hide in shadows, and hear noise. Climb walls aso
may see condderable use (though not from climbing wals, per se, but trees, diffs, and 0
forth).

Equipment: No salf-respecting Scout will permit himsdlf to go without abasic
assortment of wilderness surviva gear: adequate clothing, rations, fire-garting materias,
etc. Specid gear to assst climbing, hiding, and moving undetected are dso favored, as
well as devices for hindering or diverting pursuers. (What worth is a Scout's knowledgeif
he never reports back to his employer?) For afull array of items, refer to Chapter 5,
"Tools of the Trade."

Soecial Benefits: Dueto ther extensive wilderness experience and expertise, Scouts
gain +10% on two thief skillswhen in the wilderness: silent movement and hiding in
shadows. Scouts also have an increased chance (1 in 6 better) to surprise opponentsin the
wilderness, because of their stedlthiness and careful attunement with their environment.

Soecial Hindrances. While Scouts are intimately familiar with the wilderness, they



are not so comfortable in urban settings. In the city, consequently, the Scout suffers a-5%
pendty on dl thieves sills

Races. The Scout kit isagood choice for many demihuman rogues, since those races
often dready have an gptitude for wilderness adventuring. Y ou may wish to give
demihuman Scouts a particular orientation according to their race. Elves for instance, as
naturd forest dwellers, may have +15% when hiding in shadows and moving slently in
forested wilderness, and +5% in other wilderness settings. For a dwarf, the specid bonus
may apply to hills or mountains, and so forth.

Smuggler

Description: A Smuggler isaspecidig in theillicit movement of goods, either goods
that are themsdvesillegd (eg., solen) or whose movement isillegd (in some countries,
for example, it may beillegd to move gold bullion; or a Smuggler might secretly move
cargo to avoid paying taxes on it). The Smuggler needs ahost of practica skillsto evade
authorities, aswell as connectionsin diverse places to acquire and unload his
merchandise on the black market.

Role: The Smuggler plays avitd role in the underworld, moving goods from place to
place. Without the Smuggler, Fences could only sdll to loca buyers, which would mean
they couldn't dedl in exceptionaly vauable goods. Thiswould greetly cut the
profitability of theft. Guilds themselves might not even be able to function, at least not on
alarge scde.

There are two general methods of protecting contraband from discovery: Either you
hide the goods within the transportation, or you hide the means of transportation itsdlf.
An example of the former would be awagon or boat built with afase floor, benesth
which the cargo is hidden. Hidden transportation would include snesking oneself over the
city wall late a night, with a pack full of stolen loot to be taken to a distant Fence; or,
perhaps, a smple boat traveling late a night.

Pans for hidden transportation may become eaborate. The trick isto be small and
fast. Small makesit more difficult to find you; fast makes it likely that you can get
through or, at least, get away, even if you are discovered. Sometimes the best smuggling
routes go through treacherous territory or difficult terrain. This means that a Smuggler
must be flexible. For instance, he may arrange to bring a canoe or even smaller craft to
traverse a swamp or area of many smal lakes and streams, portaging when necessary and
leaving the canoe behind (and hidden, of course) when he has passed the natura
obstacles.

If the Smugglerswill pass through dangerous territory (plagued by bandits,
humanoids or mongters, for instance), it is best to work out some means of protection:
Either bring along a couple of thugs or mercenaries for the difficult parts, or pay
"protection money" to the dangerous parties. Most bandits or humanoids, and even
inteligent mongters, would be perfectly happy to let Smugglers through in return for a
cut of their merchandise.

Or they may tdll the Smugglersthat they can pass safely through, and then renege on
the dedl.

For such agtuation, it is best for the Smuggler to have some powerful muscle behind
him—like aguild. A great many Smugglers are part of guilds. Guilds that operate in



more than one urban center, or in the countryside, usudly employ a number of Smugglers
just to move people and items within their own networks. They may dso have Smugglers
who specidize in deding with other guilds, such Smugglers should have ahigh

Charisma, because they mugt serve as diplomats as wel as businessmen. Findly, there
are fredance Smugglers. They may operate between guilds, between guilds and fredance
fences, or, on rare occasion, solely among fredlance fences.

Remember that a Smuggler operates between fences; herardly, if ever, deds directly
with thieves or non-"wholesd€' customers. The fence or guild works out ded's with
prospective buyer fences, and then hires the Smuggler to make the ddlivery.

Secondary Skills: Farmer, Fisher, Forester, Gambler, Groom, Hunter, Jeweler,
Navigator, Sailor, Teamster/Freighter, Trader/Barterer, Trapper/Furrier.

Weapon Proficiencies. Smugglers have the normd range of wegpons open to thieves,
and are not required to take proficiences with any in particular.

Nonweapon Proficiencies: Required: None. Recommended: Alertness, Animal
Handling/Training, Anima Noise, Appraisng, Boating, Direction Sense, Disguise, Fast-
talking, Forgery, Gather Intelligence, Navigation, Observation, Rope Use, Seamanship,
Swimming.

ill Progression: Detecting noiseis probably the most useful of the traditiond
thieves killsfor the Smuggler. After that, hiding in shadows and slent movement
probably see alot of use. Pickpocketing would be least utilized in smuggling.

Equipment: Two items are essentid to the Smuggler's voceation: means of
trangportation, and means of protecting the contrabband from discovery.

Trangportation is usudly very basic: wagon or horse for land, boat for water, and so
forth. More daborate smuggling plansin the fantasy setting may include air
transportation—imagine a Smuggler who secrets solen gems out of acity, late on
moonless nights, by griffon!

Items from the "Evasions' section of the chapter on equipment (p. 90) are of great use
to the Smuggler. Marbles (if the surface isright) or catrops can do much to hamper
pursuers, and aniseed or dog pepper can throw dogs off the trail.

Soecial Benefits: Smugglers must be exceptiondly dert; they therefore get a+1
bonusto their surprise rall.

Soecial Hindrances: None.

Races: While demihumans are not prohibited from being smugglers, there are few
that have any reason to be. Any player who wishes to have a demi-human smuggler
should be sure to detail his character background so asto justify the kit.

Sy

Description: The Spy isagatherer of information. At the lowest leve, heisa
common informant, an eavesdropper with his ears open for sdable information. The
expert Spy is hired by guilds and governments to infiltrate opponents buildings and ranks
to find vita, secret knowledge.

To teke the Spy kit, athief must have aminimum Intdligence of 11.

Role: Spies are vitd in supporting any large organization such asaguild or
government. Information is the key to success, whether thieves are preparing for a
burglary or anation is preparing for war, and the Spy'srole is to provide that information.



Mog Spies are in the permanent service of one such organization. A smdl number
may be double (or triple) agents, but that is very risky. A few are fredance, and their
main problem isthis: to find employment, they must be known; but if they're known, they
have difficulty being successful.

Spies may come from any background. A large percentage, in fact, are from the lower
classes, close in touch with the word on the street and al the secret channels of society. A
smaller number of dite Spies exig, ether in permanent postions (e.g., acount who
reports word on his liege's troop movementsto ariva kingdom, or atreacherous castle
seward). Mogt of these characters would not be of the Spy rogue kit, since spying is
secondary; the focus of their lifeis (or a least was) something else.

But there are aso tdented individuals ready to go anywhere, risk any danger, and
encounter alot of excitement on the way to finding the knowledge they seek. They excd
a infiltration, in finding information, not just in sdlling what they know. Exciting Spies,
and player characters, are usualy of this sort.

The stlandard pendty for soying (if the crime is beyond the low levels of spreading
rumors, eavesdropping, and scoping out potentia burglary targets) is deeth, and Spies
from one nation to ancther can hardly expect anything in the line of "diplomatic
immunity.”

Secondary Skills: Any.

Weapon Proficiencies: The norma range of weapons open for thieves proficiencies
appliesto Spies aswell, and they are not required to take any in particular. A Spy can use
nonthief weapons (for the purpose of disguises), but cannot take proficiency in them.

Example: To help impersonate a castle guard, a Spy carries a halberd. He could use it
combat, but he would suffer a nonproficiency pendty. To increase his chances of success,
he would probably switch to a different, familiar wegpon—even a dagger or knife—
unless circumstances prohibit it (e.g., people around him would be surprised to see him
not using the haberd, and might thereby see through the disguise).

Nonweapon Proficiencies. Required: Disguise, Gather Intdlligence, Observation.
Recommended: Alertness, Begging, Etiquette, Forgery, Herddry, Loca History,
Reading/Writing, Reading Lips, Tralling.

Skill Progression: An effective Spy usudly needs afairly even digribution of thief
skills, since his vocation can bring him into any number of diverse Stuations,

Equipment: Spiesin the medieva setting don't have dl the fancy gadgetry of their
modern counterparts. They may equip themsdves liberdly with what is available,
however, such as boots with hidden compartmentsin the soles, thieves equipment, and
so forth. See the later chapter on equipment for ahost of idess.

Soecial Benefits: None.

Soecial Hindrances: None.

Races: Elves and hdf-elves, with their love for knowledge, are especidly predisposed
toward this kit. However, the problem that dl demihuman Spies face is the difficulty of
gppearing disguised as amember of another race. They therefore risk having arather
limited range of professond assgnments.

Swashbuckler

Description: Part acrobat, part swordsman, part wit, and entirely roguish —thisisthe



Swashbuckler. Heis a sophigticated city-dweller, the epitome of charm and grace.

Both the warrior and thief classes have Swashbucklers (see the Complete Fighter's
Handbook for details on the warrior Swashbuckler), but they have certain differences.
These differences serve, among other purposes, as an example of how the Dungeon
Master may modify appropriate kits from one class and gpply them to another.

To be a Swashbuckler, athief must have minimum scores of 13 in Strength,
Dexterity, Intdligence and Charisma

Role: Thisisahappy-go-lucky thief, with ready wit and flashing rgpier. Hishomeis
the city, where he can shine amidst the squaor. He is generdly lessinterested than his
warrior counterpart in poking people with his rapier, and is more involved and concerned
with hiswild theatrics and amazing displays of acrobatic skills. More often than not he
aso finds himsdf, justly or not, on the wrong sde of the law.

The Swashbuckler isadmost never aigned with thieves guilds; he prefersto be
"fredance." Swashbucklers who journey outside the cities may aign themsdves with
bandits or pirates, however, and with their charisma and skill, they frequently assume
leadership. Such responghility ill suits the Swashbuckler, however; the details of
organizing and leading alarge group will invariably set him packing in short order.

Most Swashbucklers come from awedthy or aristocratic background. Their kills of
gedth and acrobatics came not from surviva needs, but whim. This motivetion typicaly
remains the driving force behind the Swashbuckler's career. Most of these young rakes
retire when they get older and must assume responghilities in the communities (family,
noble title, business, and so forth). Many a Swashbuckler has kept up his activities,
however, in secret; his moonlighting may even be developed (usudly purposdy) to a
point of distinguishable dter-egos. The daytime character may be a foppish dandy, gruff
businessman, or airhead noblewoman. At night the Swashbuckler emerges: a cunning,
dashing, adventurous character.

What are the gods of the Swashbuckler? For the young ones, it is usudly just thrills
a chance to break into the impenetrable castle, to replace the Queen's necklace with a
fake, to outwit the guildmaster of thieves. .. A few have more serious gods (and these
are the ones who tend to keep up their habit). A Swashbuckler may be avigilante,
charming and witty, but driven by an obsession for judtice. His enemies may be criminas
or, in an unjust society (where the aristocratic Swashbuckler's dter-ego may be an
unwilling part of the apparatus of oppression), the authorities themsdves.

Secondary Sills: Most often (80% of the time, say) a Swashbuckler has no secondary
skills, since he usudly isfrom arich, foppish background. Perhaps he has the skills of
gambler or groom (aristocratic animals, of course), or hunter (again, aristocratic hunting,
not surviva; a Swashbuckler may know agreat deal about fox hunting, for instance, but
not how to catch arabbit, let done skin one). Scribe would adso be possble asa
secondary skill—to indicate literacy and some genera education, not a profession.

Weapon Proficiencies: The Swashbuckler receives an extra wegpon proficiency dot
which must be devoted to a wegpon among the following: dtiletto, main-gauche, rapier,
and sabre. (These new wegpons are described in the equipment chapter.) With this, the
Swashbuckler's "wegpon of choice" the thief is able to fight with the THACO of afighter
of his experience levd. Throughout his career, he must devote haf of hiswegpon
proficiencies to these wegpons, until he has mastered the use of (i.e., gained proficiency
in) every one.



Nonweapon Proficiencies: Required: Etiquette, Tumbling. Recommended: Alertness,
Blind-fighting, Disguise, Fagt-talking, Intimidation, Jumping, Navigation (if seaborne;
codts 2 dots), Riding, Tightrope walking, Trailing.

Skill Progression: Swashbucklers would tend to have fairly balanced thief skills. This
includes pickpocketing, though that talent is more often utilized in the form of deight of
hand.

Equipment: The Swashbuckler must buy his wegpon of choice, but other than that
may spend his gold however he pleases.

Soecial Benefits: The Swashbuckler is permitted a specia combat maneuver when
using his wegpon of choice: disarmament. To disarm an opponent, the Swashbuckler
must declare his intention to do so beforeinitiative isrolled. He then suffersa +1 pendty
to hisinitiative rall, and a-4 pendty on hisrall to hit.

If the Swashbuckler's atack is successful, he will (normaly) cause hisenemy's
wegpon to go flying out of his hand.

Roll 2d6. The number rolled is the number of feet away the weapon landed. Another
roll of 1d6 determines the direction the weapon goes, relative to the disarmed character:

1—Straight ahead
2—Aheed, right
3—Behind, right
4—Straight behind
5—Behind, left
6—Behind, right

Besides weapons, disarmament can be attempted against magic wands or other such
devices held in one hand.

Items worn (like jewelry) or held in two hands (including two- handed weapons) may
not be affected by athief Swashbuckler with the disarm maneuver.

Findly, being such aromantic figure, the Swashbuckler gains, as an additiona
speciad benefit, a+2 reaction adjustment with members of the opposite sex.

Secial Hindrances: Trouble seeks out the Swashbuckler. Thisis something that the
DM will haveto play very carefully if the Swashbuckler isto be balanced with the other
thief kits. When there's another Swashbuckler around—thief or warrior—intent on
proving that he isthe finest swordsman in the world, it's the PC Swashbuckler he seeks
out and chdlenges (often in the middle of someillicit activities). When thereisalovey
lady (or handsome young man, as appropriate) in distress, she or he will naturally cross
the Swashbuckler's path, and pull him into the tangle. When the thief is practicing
burglary on his uncles mansion, the old man decides to return early from his journey.
Life conspires to make things difficult for the Swashbuckler, and the DM should aways
throw just alittle more good-natured bad luck at this thief type than at any other.

Races. Any demihuman who'd look eegant in foppish dress, wielding a narrow
blade, will work fine as a Swashbuckler, especiadly dves, hdf-eves and hdflings (haf-
elves mogt of al). Dwarves and gnomes are not entirely inappropriate, but are likely to
have to defend their honor (with duels) in the face of numerous jokes about their curious
looks.



Swindler

Description: Thisisthe master of deception; while burglars and pickpockets profit
through stedlth, and bandits and thugs garner their earnings through force, the Swindler
relies on hiswits. Other thieves take their booty; the Swindler cons hisvictim into giving
it fredly.

A minimum Charismaof 12 isrequired of athief to take thiskit.

Role: There are numerous names for the Swindler—confidence artist, con man,
mountebank, quack, etc.—and the scams he employs are even greater in number.

Each con artigt is unique, and develops his own mode of operation. One will
gpecidize in sdling bogus items, like medicines, while another may prepare long,
elaborate scams to net the wedlth of the affluent.

Swindlers must either operate in alarge city, where there are many potentid victims
(and even then they usudly target visitors to the city, especidly foreigners); or they must
be wanderers, ready to move on to anew place when they've made too many enemies or
too much of the local populous has gotten wise to their devices.

For this and other reasons, Swindlers do not usudly join thieves guildson a
permanent bass. Out of wise deference to the "local boys," however, a Swindler that
begins to operate in guild territory will make friendly overturesto it, and perhaps offer a
sharein histake. A most daring Swindler may even try to con the guild . . .

Secondary Sills: Any. Most often Gambler or Trader/Barterer.

Weapon Proficiencies. The Swindler is permitted the norma range of wegpons open
to thieves.

Nonweapon Proficiencies. Required: Fast-talking. Recommended: Alertness,
Apprasng, Artigic Ability, Dancing, Disguise, Etiquette, Forgery, Fortune Telling,
Gaming, Loca Higtory, Obsarvation, Singing, Ventriloquism.

ill Progression: Thethieves skills of a Swindler usudly are used in preparation for
acon. It isoften handy for the Swindler to do some secret scouting, for ingtance, to
observe hisvictim's habits. For dl of this, the stedth skills (move slently, etc.) are
invauable. Reading languages is aso of more use to the Swindler than to thieves of many
other kits.

Equipment: A Swindler may use specia equipment as props for his scams (e.g., tarot
cards for asham fortune teller; pen, ink and paper for forgery; and so forth), but the
specific needs vary among characters, according to their plans and objectives.

Soecial Benefits: None.

Soecial Hindrances. None.

Races. Hdf-elves make particularly good Swindlers. Other demi-humans may be
Swindlers as wdl, though they are not found as frequently.

Thug

Description: The Thug isthe mogt violent sort of thief. Assassns are killers,
certainly, but they depend on refinement and subtlety. Bounty hunters also are willing to
use violence, but are rdlaively restrained as well. The Thug, on the other hand, comes as
closeto the warrior class as any Thief Kit.

Because of the kit's emphasis on physique and physica prowess, a Thug must have a



minimum ability scores of 12 in strength and congtitution. In designing the character's
description, a Thug should be as physicaly imposing as possible. Furthermore, his
intelligence may be no higher than 12.

Thugs are usualy mde, but this may be otherwise in your campaign (particularly if
your world sports an Amazon tradition).

Role: Higoricdly, the "Thugee" were actudly acult group of murderers found in
India. Theterm "Thug" has come to mean, however, any bruta sort of thief, such asan
armed robber, hijacker, or goon (the latter specificdly indicating a guild-associated Thug,
an enforcer), or perhaps a kidnapper (though bounty hunters are probably better at that
activity).

If one compared a guild to the human body, surdly Thugs would be the muscle—the
large, powerful muscles. Thugs function as enforcers, intimidating common people
(especidly in racketeering schemes), bodyguarding important guildsmen, and carrying
out the guild's threets of violence often enough to keep people suitably afraid.

In fact, outside of the thieves guild, the Thug redlly does not have a place. Most
Thugs haven't the wit to become accomplished burglars or even pickpockets on their
own, let done swindlers, spies or fences. Even begging might be denied them on account
of thelr imposing physique: A pleafor dmsfrom a huge, muscular man tends to look
more like a demand backed up by athinly-veiled threat. The guild pays them well and
givesthem a satifying job: They usudly need judt to scare the living daylights out of
people, and not even face real combat.

The few Thugs who are not guild-affiliated will be found as armed robbers or (if they
are more intelligent) kidnappers or hijackers.

Secondary skills: Most often none (the utimate "unskilled" labor, or perhaps Sailor.

Weapon Proficiencies. Thugs are permitted an extra wegpon proficiency dot at first
level. They may choose non-thief wegpons, but to gain proficiency in one requires an
extradot.

Nonweapon Proficiencies: Required: Intimidation. Recommended: Player's choice;
among those that may be selected are Alertness, Endurance, Looting and Trailing.

ill Progression: Thereisno uniform preference among Thugs for the digtribution of
points among their thieves skills. Note, however, that they start out with fewer points to
distribute than other rogues (see Specid Hindrances, below).

Equipment: The Thug's equipment usudly consgs of the biggest, most intimidating
weapon available. Otherwise, it's a matter of common sense according to the job. A
kidnapper, for example, could make good use of aropeto bind hisvictim.,

Soecial Benefits: Because they are better trained in combat than other thieves, Thugs
receive +1 on ther "to hit" rolls.

Soecial Hindrances: Thugs soend much of their early career learning about wegpons
and their use, and therr initid training in the traditiond thief skillssuffersasa
consequence. To compensate for the extra weapon proficiency dot and combat bonus, a
thief of the Thug kit has only 40 points to digtribute initidly among his thief skills
(athough he can till put up to 30 of them in asngle ability, if he so chooses).

Races: Humanoids and haf-humanoids are particularly fond of thiskit, asit
emphasizes force over sedth. One has more difficulty imagining demi-human Thugs
dwarves might have the temperament, but the Thug persondity doesn't suit their culture,
and their sma| sature would might make them look somewhat Slly as guild enforcers



(whichisnot to say that they would be ineffective—they'd smply bash anyone who
made thoughtless or snide comments about their height).

Troubleshooter

Description: The Troubleshooter, like the investigator, is often aligned againgt other
thieves. He has dl the skills of the thief, but puts them to a different use: He works
chiefly as a security consultant, playing the part of the thief in order to test the worthiness
of hisclients defenses.

Role: The Troubleshooter's professond roleis rather narrowly defined, but thisisto
the rogues liking. More than one has been known to moonlight in other, possibly illicit
activities. They may range from legitimate recovery of stolen goods through genuine
burglary.

Asa"security consultant,” athief of this sort has alegitimate reason for histhieving
skills and equipment; and the temptation for many is to use them. For this reason,
officids often keep a suspicious eye on well-known Troubleshooters. More sophisticated
governments may even require that they have some sort of license.

Troubleshooters are rarely guild members, naturdly enough, unless they have been
bought off in exchange for information on the clients they've served. Of course, few such
Troubleshooters will survive long; if they give a place's security their "sedl of gpprova,”
and then it is broken into with ease, the Troubleshooter's reputation will be shot, and he
can expect to have more than alittle suspicion placed on his shoulders.

Secondary Skills: Any. Often has technicd or engineering-type skills, however, such
as Armorer, Mason, Miner, Navigator, Weaponsmith, or Woodworker/Carpenter.

Weapon Proficiencies. Troubleshooters are permitted the normal weapons open to
thieves.

Nonweapon Proficiencies. Required: Observation. Recommended: Player's choice,
among those that may be sdlected are Alertness, Fagt-talking, Gather Intelligence,
Lockamithing, and Trailing.

ill Progression: Picking pockets and reading languages are not of much vaueto
the Troubleshooter, but he will probably seek afairly even digtribution among the other
thief skills

Equipment: Any Troubleshooter worth his wages will augment his thiefly talents with
the best available equipment. Remember, he wants to try his absolute best to break down
his client's defense—as does his client—so helll use whatever devices will increase his
chances. Also, awedthy client could even be persuaded to help the Troubleshooter
acquire hard-to-find thief equipment.

Soecial Benefits and Hindrances: Troubleshooters have an uncanny knack for . . .
well, for troubleshooting. If there's a glitch somewhere in a security system, the
Troubleshooter dways seemsto run into it.

In away, the Troubleshooter is aliving manifestation of "Murphy's Law": "If
anything can go wrong, it will." The Troubleshooter thief, of course, cagpitaizes on this
professondly. His job isto find everything that can go wrong, so it can be fixed.

While everything going wrong has its ironic professona advantage, the downsideis
of course that the things that go wrong often do so to the Troubleshooter's persond
disadvantage.



Thisis difficult to quantify, to define as a game mechanic. Ingead, the DM is
encouraged to bring it in at his discretion during play, for maximum excitement and role-
playing fun. Fill the character's life with astronomicaly improbable events and bizarre
coincidences.

The DM isby and large lft on his own to "wing it" with this specid
benefit/hindrance, but there are two questions for him to ask himsdlf before he bringsiit
into play: Would this further the plot of the adventure? Would it be fun? At least the
second question should be answered "yes," and it is best if both are.

Furthermore, the rule to follow in deciding the specificsis: Everything should be
balanced. For every freakish mishap that works in the Troubleshooter's favor, there
should be a complementary one that works to his disadvantage.

Races. Dwarves, with their affinity for the mechanicd and their lawful tendencies
(and their dour goicism in the face of al misfortune, however ludicrous), are the demi-
humans mogt inclined to take this kit.

Some gnomes dso may be found as Troubleshooters; the specid benefit/hindrance of
this kit suits the pranksters well—but their employers would best be on guard for
practical jokes perpetrated in the course of the assgnment. The goa of any gnome
Troubleshooter should be to turn al his mishaps into assets or amusement, if not both.

Recording Kitson the Character Sheet

It's redly no problem to record your Thief Kit on your character record sheet. Where
you normally write down the character's class, add aso his Thief Kit name. For instance,
if your thief takes the cutpurse kit, you would write "Thief/Cutpurse.”

Where you normaly write his nonwegpon proficiencies, add the ones (if any) you got
free from the Thief Kit, and designate them with asterisks to indicate their bonus status.
Wherever you have space for notes, mark down the character's specia benefits,
hindrances, and other facts you want to remember.

Thief Typesand Multi-Class Characters

The Advanced Thief Types options are designed to add depth to athief character. But
if the character is dready multi-classed (as are many demi-humans, eg., ahdfling
fighter/thief), he doesn't redlly need any more depth. Therefore only single-class thieves
can take one of the Thief Kits described above.

However, with the flexibility avallable to thieves in the 2nd edition AD& D® game,
especialy with nonwegpon praficiency rules, you can very dosaly smulate akit by
carefully choosing proficiencies and dlotting points among thief skills. The character
won' get the specid benefits of the kit (e.g., the bonus nonwesgpon proficiencies), but to
outward appearances, the character will be that type of thief.

For ingtance, suppose a hdfling fighter/thief wishesto be afence. If the Secondary
Skills system is being used, he should take one of those listed in the fence kit—
Trader/Barterer, let's say.

Asafirg leve thief, he receives 4 nonweapon proficiencies (if they are used) and
selects them from the required and recommended proficiencies of the kit. The required
ones are Appraising and Information Gathering. Note that these proficiencies are NOT



bonuses, because the hafling is not actudly taking the kit. His other two dots should be
filled from the recommended lig; fast-talking and observation proficiencies, perhaps.

If you do dl this, and have your DM's permission, within the context of your
campaign this hdfling will be consdered afence. That is, hefillstherole of afencein
the campaign world, and is regarded as such by other figures of the underworld. Only you
and the DM know that he doesn't have dl the benefits of atrue fence.

Thief Typesand Dual-Class Characters

The sameis not true of dud- class characters.

If ahuman character sarts off as athief, he may take any of the Thief Kits above. If,
later, he decides to change classes according to the norma Dual-Class Benefits and
Restrictions rules, he doesn't lose any of the benefits or hindrances of the kit he chose; he
isdill thet sort of thief.

If acharacter starts off as some other character class and then, later, switchesto one
of the thief classes, he can choose a Thief Kit at that time, though the DM may ingst that
certain campaign events take place in order to dlow him to do this.

For instance, let us suppose that a human fighter decides, later in life, to become a
thief, and he wants to be an Acrobat. There's nothing wrong with that, but the DM should
ings thet the next severd adventures ded with the transformation. The character could
join acircus, perhaps, where he could be taught the tricks of the trade. Adventures should
be built around this setting, and should somehow involve other player-charactersin the
campaign aswell.

To better smulate the wait involved for the character to learn his new trade, the DM
iswithin hisrightsto ind<t thet the character not receive his Thief Kit until he's reached
second experience leve in his new class.

Creating New Kits

If therés a specid type of thief that the DM would like to have in hisworld, he can
design anew Thief Kit for that thief-type.

To desgn aThief Kit, you must answer the following questions about this sort of
thief and itsrole in your campaign.

Description: What is this thief type? What literary, mythologica or historical source
is he drawn from? What specia requirements are there if a character wishes to be one?

Role: What isthisthief type to be in the campaign? How does his culture regard him?
How does his subculture, the underworld, regard him? Is there a specia sort of outlook
he needs to have to belong to this thief type? And what doesthisthief tendto doina
campaign? Reading the earlier chapter on role-playing thieves may give you some more
ideasfor this section.

Legal Issues. What legd pendties, if any, are there in your campaign for the activities
with which this sort of thief isinvolved? A little bit of historical or literary research may
help you get idess, or you can just make things up to suit your campaign.

Secondary ills: If you're using the Secondary Skills system, you need to determine
if thisthief type requires such akill. If no one secondary skill, or limited range of
secondary skills, should be common to al thieves of this type, then don't require a



secondary skill. But if al members of athief type seem to have a particular skill or one of
agndl number of sills, then you should limit the choice of characters who sdect the kit
to that kill or skills.

Weapon Proficiencies: Some thief types gravitate toward specific weapon types, or
are more open-ended than other thieves in the range of weapons that they may choose. If
thisis the case with the thief type you are smulating, then make note of it in the kit.

Nonweapon Proficiencies. Mogt thief types seem to have certain skillsin common. It
would be slly to have an Acrobat without jumping, tumbling and tightrope walking, for
example. So you may assign up to two proficiency dots to be given free to the character.
If it's gppropriate, the proficiencies may come from listings not appropriate to thieves (the
Priest, Warrior and Wizard ligings). Though normally the cogt in dots for non-thief
proficiencies would be higher, it doesn't matter if the proficiencies are being given for
free. See the chapter on Proficiencies for more information and new proficiencies from
which to choose.

il Progression: Which of the traditiond thieves skills are most important to this
sort of character, such that the character should concentrate his experience on them?

Equipment: If athief typeis known for having specific types of equipment, require of
the thief that he have such equipment when he enters the campaign. If athief ssemsto
prefer a pecific type of equipment, but it's not so widespread a choice that you don't fedl
like requiring it of the character, amply list the types of equipment thet the thief prefers
and recommend the character take them.

Soecial Benefits: Every thief type could have some specid benefit, but it's not
absolutely necessary. It's up to you to choose what that benefit is, but it should fit in with
the way thisthief appears to function in fiction, folklore, or wherever he comes from.
Types of benefitsinclude: Bonuses to reaction rolls (especidly from certain categories of
people), bonuses on thief skill use (especidly in certain Stuation), and specid abilities.

Soecial Hindrances. Y ou should aso provide a specia hindrance (or hindrances)
which limit the character about as much as his benefits hdp him, especidly if you have
given him a Specia Benefit. Such hindrances can include: Pendlties to reaction rolls
(especidly from certain categories of people), inability to learn specific wegpon or
nonwegpon proficiencies; specid vulnerabilitiesin combat or to certain magic; or specia
redrictionsin the culture in which the character normaly lives.

Races: If there are variations to the kit based on the character's race, note them here.
Some races can't take a specific kit; some will have different proficiencies, benefits and
hindrances attached to them.

Notes: If you have any additiona notes about the Thief Kits pertinent to your
campaign (such aswhich players youd prefer for specific kits, for example), put them
here.

The Thief Kit Creation Sheet
Following is the Thief Kit Creation Sheet. If you wish to design anew thief kit, just

photocopy the sheet and design your new kit upon it. When you're showing the Thief Kits
above to your players, dso include the new kits that you have designed yoursdif.

The" Lone Wolf":



Unique Thieves

Mogt thieves go through a period of training and gpprenticeship, as do legitimate
tradesmen. They are taught by an established, experienced thief, who was taught by a
thief before him. This goes back untold generations, to the earliest thieves who devel oped
skills on their own and then shared them with partners and gpprentices. Over the yearsthe
skills and techniques have been formdized and perfected, especidly under the
normdizing influence of the large and powerful guilds thet have arisen.

But not every thief ismolded in thisway. There are dways others, known as "lone
wolves," who developed outsde the "system” of the established underworld. They
discovered and developed their larcenous abilities without the aid of a mertor.

Many lone wolves resemble norma thieves so closdy that they may be treated as the
very samething, asfar as class, abilities and redtrictions go.

However, in some cases alone wolf may turn out very different—perhaps different
enough to be consdered a class unto himsdlf. To design such a character, you may use
the optiona rules, "Creeting aNew Class," in Chapter Three of the Dungeon Master's
Guide.

The emphasis of such a character should till be on thieve's sills, but it may be that
not dl of the traditiond skills are present. And the character may have other unusua
abilities aswell, cultivated to assst in his roguish endeavors.

Imagine, for instance, a self-taught pickpocket. He may have Pick Pockets, Move
Silently and Hide in Shadows, and perhaps Climb Walls (to help get himsdlf over fences
or whatever when he is pursued by an observant and angry victim). But he could have no
other thief ills; for histhieving lifestyle there was no need for them.

Note how this would be different from atraditiona thief speciaized in pickpocketing
(asin, for example, the cutpurse kit): Even though he specidizesin the course of his
career, the cutpurse received a core training that included al the thief traditiond skills—a
libera arts education in larceny, if you will.

Lone wolves often lead dangerous lives. They must be very sdf-reliant, and they have
to find their own contacts for scoping out jobs and fencing stolen goods. As "fredancers’
they run a congtant and most seriousrisk of running afoul of monopoligtic thieves guilds.

Guilds are often wary of lone wolves, who are more likely than "established” thieves,
with trusted contacts and reliable references, to be spies for authorities or riva guilds.
The lone wolf is dso regarded by guildsmen with amix of curiogty and contempt—and
sometimes even admiration, if his odd mix of abilities proves particularly useful "in the
fidd."

A lonewalf, aswe said, may be a character class unto himsdf. Most such classes
never have more than one member, and when he dies his unique combination of skillsis
forgotten; the class ceases to be. On rare occasion alone wolf may take an apprentice or
two, and the class may be perpetuated in this manner. (If you are using the 1<t edition
AD&D® game, you may suppose that the Assassin class arose in this manner.)

Guilds who have accepted lone wolvesinto their ranks may ask the thief to take on
apprentices—but two things usualy prevent this: One, conservative guildmembers
typicaly see the lone wolf's unorthodox methods as a thregt (because they are not
understood), or asinferior to the traditional way of doing things; and two, lone wolves,
used to doing things by themsdlves, are reluctant to share their secrets. An example



follows
"Bluehand" Ajathar, Lone Wolf

Thisisan example of a"lone wolf" thief, created with the character cregtion system
in Chapter Three of the Dungeon Master's Guide.

Ajathar was originaly gpprenticed to an illusonist. He never completed his forma
training, however. His master, Za abom the Magnificent, was outspoken on anumber of
religious and politica issues. One day his words went too far againg the popular grain,
and amob dragged him from his tower, stoned him to deeth, and et fire to the building
after looting it. Y oung Ajathar narrowly escaped with hislife and a couple of texts of
illuson magic.

Homeless and hungry, Ajathar had to sted for aliving. Asssted by what few illusons
he could muster, he became a burgla—and a surprisngly proficient one, consdering that
he was sdlf-taught. As his burglary skillsimproved, so did his understanding of the
magical arts of deception.

Hetook as his symbol, his trademark to be left at each "job,” an illusionary blue hand.
The illuson would fade after afew days—but its discovery cameto invariably bring
panic to the heart of anyone who discovered it in his house. Sometimes Ajathar would not
take athing, but only leave the hand as awarning, ataunt, amockery of a house's easly-
penetrated defenses.

Eventudly Ajathar moved on. His native town, where Zdabom was killed, was
neither affluent nor an exciting place for a daring young entrepreneur. "Bluehand” may
therefore be found anywhere that the DM should wish to relocate him.

One peculiarity of Ajathar's character is his gtrict adherence to the dignment of True
Neutrality. The lesson he gained from Zalabom's desth is that extremism and fanaticism
in any form are dangerous and to be avoided. Both the illusionist and the bloodthirsty
crowd are, to Ajathar's mind in hindsight, repulsive. Any gpprentice that Bluehand might
train would have to be True Neutrdl as well.

Following are the dements of unique class, dong with the multiplier of each (see
DMG, Tables Eleven to Eighteen): Fight asthief (-1); Saving throws asthief (0); 1d4 hit
dice type (+0.5); No armor permitted—interferes with spellcasting aswell asthief kills
(-2); Weapons: any (0); +1 hp per level beyond 9th (+0.5); 6 initid proficiency dots
(+1.5), sdect asif anorma thief of the cat burglar kit; Climb walls (+1); Find/'remove
traps (+1); Open locks (+1); Move slently (+1); Hide in shadows (+1); Use
Ilus on/Phantasm mage spdlls (+3); Must be of True Neutrd dignment (-1); TOTAL
MODIFIER: +7.5.

Table6: AJATHAR'SEXPERIENCE TABLE & SPELLS

[llusion/Phantasm Spells

Leve Experience Hit Dice 1 2 3 4 5 6 7 8 9
2 1,500 2d4 2
3 3,000 3d4 2 1
4 6,000 4d4 2 2
5 15,000 5d4 3 2
6 30,000 6d4 3 2 1



7 60,000 7d4 3 2 2
8 112,500 8d4 3 3 2
9 210,000 9d4 3 3 2 1
10 435,000 9d4+1 3 3 2 2
11 660,000 9d4+2 3 3 3 2
12 885,000 9d4+3 3 3 3 2 1

+225,000 XP per level thereafter

+1 hp per leve thereafter

Spell progression continues with the same pattern, up to amaximum of three spells per
level, up to 9th leve (if the character's intelligence permitsiit).

Thief Sills: Bluehand has the skills Climb Walls, Find/Remove Traps, Open Locks,
Move Silently and Hide in Shadows. His base chance of success with any of these
abilitiesis determined by Table 19, Thief Average Ahility Table, in the Dungeon
Master's Guide.

Soell Casting: Without aregular mentor, Bluehand's development of hisillusonist
talent was stunted. He advances in spell use much more dowly than a true mage of
comparable level, and may only use pdls from the Illusion/Phantasm school of magic.
He must check to seeif he can learn a spell, and must study spdllsin order to cast them,
just like amage. He does not receive spdlls automatically when he gainsanew leve; he
must find or stedl books or scrolls with new spells, or must hire anillusionist to share
them with him.

Adventure Suggestion

A mysterious lone wolf, fredance thief has struck the characters neighborhood,
leaving his trademark blue hand symbol at the scene of each crime. Heis very successful,
and has overshadowed many of the loca guild's best thieves, on their own territory. The
player characters (presumably connected with the guild) are commanded by their
guildmaster to track down this unauthorized thief, either to coerce him to join the guild or
to leave the city, or if necessary, diminate him.

Thethef is, of course, "Bluehand” Ajathar. The characters may be very surprised to
find themsdves up againg this strange, illusion-casting thief. Ajathar's description and
level should be fleshed out suitably to challenge the character party.

Glossary of Thief Slang

Box-Man: Strictly spesking, athief speciaized in cracking safes.

Burn: To underreport the take in ajob to one's partners. "Luigi burned us. He told us
there were only three diamonds, and kept two for himsdf."

Cannon: Pickpocket, cutpurse.

Contraband: Illega goods (stolen or prohibited by locd law).

Fencing: Sdling stolen goods. "We stole the duke's jewels and fenced them later the
same night.”

The Fix: Tieswith corrupt officids to have crimind charges "fixed—that is, thrown
out. Thiswill usualy require bribes or favors.



General Subscription: Money collected from the local underworld to free a captured
thief by bribing officias

Hit Man: Assassin; an "executioner” for crime bosses, paid to kill their enemies.

Lone Wolf: A solitary, independent thief. He is probably sdlf-taught and not alied
with aguild.

Made-Guy: A burglar who isin good standing with the local thieves guild; a
guildsmen.

Mark: The target of a confidence game. "We have to bring the mark to the Burnt
Goose Tavern."

Mob: A group of thieves.

Pennyweighter: athief who operates by replacing vauable items (especidly jewelry)
with worthless ones.

Piece Man: Someone who trades knowledge on where stolen property can be sold.

Pigeon:Victim of acon or swindle.

Pigeon Plucker: swindler, con atig.

Racket: Any sort of larceny, from pickpocketing and burglary through embezzlement.

Rootin: Committing crimes.

Roper: Someone who pullsin amark for acon.

Rounder: A good, professond burglar.

Score: Loot from atheft. "We got a good score from the duke.”

Sgueal: To identify one's partners to the loca authorities, usudly in return for a
lighter pendty for one's own crimes.

Tipster: Someone who has knowledge to share with burglars about good targets.

Chapter 4. Thieves Guild
What isa Thieves Guild anyway?

Thisis going to be answered in hegps of useful detall in this section. But it's useful to
have abasic working idea to start with. A thieves guild isagrouping of thieves who
agree to work together, in at least some ways. Often because of externd threat and
danger, it makes better sense for them to cooperate alittle. This group typicaly hasa
|eader—a guildmagter—or maybe a smdl ruling coundil. It has laws by which members
must abide; there can be many of these, or few. A guild will usudly only exig ina
reasonably-szed town or city, where there is enough work for thieves. It will usudly dso
have acentra medting-place, dmost dways secret; thisis usudly referred to as the guild
house. Findly, it's dso usudly true that the large mgority of these thieves are not of
good dignment—they tend towards neutrdity at least, if not towards actud evil.

Developing the Thieves Guild

This chapter sets out to understand first what benefits a PC thief will derive from
membership in athieves guild, and what responghilities and duties he will havein
return. Thisisagood place to sart, for two reasons. Firg,, it briefs the DM on luring the
PC into guild membership o that instead of being onerous, it becomes interesting and
rewarding. Dragooning a PC thief into guild membership isn't as good as the lure of the



carrot (with the threat of the stick in the background . . .). Second, in looking at the
"rights and respongbilities’ guild members have, many of the functions of the thieves
guild—itsraisons d'etre—become clear in the process. This helpsto show why such
guilds exig.

This matter—what thieves guilds do—is developed further in the next mgor section.
The activities of the guild are divided into core functions—what dmog dl guilds will
do—and secondary ones. Secondary functions may be carried out or wholly avoided,
depending on the guild in question. These various activities are lad out for the DM here
to make guild-designing easier later on. Players may also get ideas for snesky and
nefarious behaviors for their PCs here. Many "secondary functions® will relate to the
specidized thief kits presented earlier. This section does not make explicit use of these
kits, snce different DM s will wish to handle these differently. However, developing
specidist NPCstto fulfill these specidized activitiesis greetly facilitated by using the kits.

Next, the rdation of athieves guild with other groups is considered. These can vary
from minima to very highly organized indeed. The DM is briefed on mgor associaions
(with merchants, the law, other guilds) and the generd socia background to thief
activities.

Immediatdy before the section on desgning guilds, thereis the crucid issue of the
power a the top of the guild. Thisis usudly the Guildmaster—or maybe asmdl group of
dominant thieves, aruling council. The persondities involved here will have amgor
effect on the persondity of the guild, and need careful design by the DM.

An extensive design section, complete with play-aid record shests, is then provided to
enable the DM to develop athieves guild for the mgjor urban setting(s) in his campaign.
This section uses a flexible gpproach to guild design. That is, there are tables which can
be used for random determination of aspects of guilds, and dice-ralling donewill
generate workable guild structures. However, the DM is encouraged to use a guided-
semirandom approach, tailoring or omitting certain dice rolls and choosing design options
which produce the most suitable and pleasing overdl picture. This dso coversthe
possibility that thereis no forma thieves guild, with design options for very loose
afiligions or even relative anarchy!

An example, the thieves guild of Mdlain, shows how to use the design system. This
example takes an gpparently contradictory set of dicerolls, and shows how to resolve
them; the result is that the intrigues and tensions in the resulting Guild structure can be a
focus for adventures for any PCs. The Guild becomes far more than just an anonymous
body athief PC pays dues to!

A short section on unusud thieves guilds (travellers on the road and others such) is
followed by avauable DM resource, a section on handling PC Guildmasters. The
graghtforward system laid out here handles guild income, hasdes, arredts, trids and
tribulations, followers arriving and leaving, morale, and the day-to-day business of
running athieves guild. This should make life alot eeser for the DM!

A smdl number of sdected "blueprint profiles' for mgjor NPCswithin aguild
follow; the DM can use these unchanged in game play or modify them as he wishes.

Benefits of
Guild Membership



"What do | get out of it?" is areasonable enough query from a player with a PC thief
when told his character must join aguild, or if it is strongly suggested as awise option by
the DM. By answering the question, many of the functions of the thieves guild which
benefit its members become clear. Below are detailed the most common benefits gained,
athough these will vary from guild to guild, with an example of one additiond benefit
typica only of membership in acertain kind of guild—a highly organized and
resourceful one!

It is not the case that every guild will provide dl the benefits listed below, but
certainly amogt dl guilds will provide training, access to necessary equipment, and the
like

Training

The Dungeon Master's Guide givestraining (to gain experience levels) as an option
for DMs. There is much to recommend training as a necessity for level gains Having a
PC train with a master, mentor, or tutor—probably with others of his professon around—
allows many, many things to hgppen naturaly without their obvioudy being spoonfed by
the DM. Rumors and news can be caught up on. Hints and tips (e.g., concerning the
usefulness of some of the new equipment items reviewed e sawhere) can be exchanged.
New friends and contacts can be made. Intrigues and scams can be plotted, gossiped
about, and initiated; employment can be offered; schisms and factions within the guild
can become afocus for adventuring. All thisisjust for Sarters. Training is anatura way
for the DM to enrich the game in dl sorts of ways.

Second, while certain skill gains can be seen asthe result of practice, this does not
apply to dl the advances experience brings. New wegpon and nonwegpon proficiencies
are the mogt obvious example. How can athief who has never used a short sword, for
example (because he has not previoudy been proficient with it), suddenly develop a
proficiency inits use without training? Thisis obvioudy whaolly unredistic. How can a
thief learn an Etiquette proficiency, enabling him to pull scams on the rich and haughty
more eadily, without a tutor to coach him in upper-crust, high society ways? He sure can't
learn Etiquette from a dungeon crawl or wilderness hike! Likewise, if the player chooses
to pile most of the 30 ““skill points' gained for aleve into one or two skills only, the PC
could well need a specidigt tutor to coach him in these skills—a good way to bring in one
or two of the specialist thief kits as NPCs, too.

So, training is an important element of the game, and the thieves guild isthe place
where the PC thief will have the best chance of finding atutor to train him. He may have
to wait aweek or two, or maybe alittle longer if the DM wishesthis, but by and large the
guild will go to some lengths to make tutors available.

Equipment

Thisisamgor advantage for athieves guild member. It goes without saying that
many items of use to athief are hardly available on the open market in amost any
society! Armor and weapons can be had, and likewise straightforward items such as
ropes, iron spikes, crowbars, and the like. But where does the thief get lockpicks, tiger's
claws, razor rings, Slenced armor, and suchlike? From the thieves guild, of course.



In addition to being a source of equipment for sde (and possibly even for loan), here
is an obvious chance for role-playing possbilities. The "blueprint profile” for the Thieves
Quartermaster (later in this chapter) shows how asmple trip to buy some new lockpicks
at the guild can be turned into an encounter with a very resourceful and entertaining NPC,
onethe player of the thief PC won't forget!

In some powerful guilds, magica items may be avallable for exchange (for other
magica items, obvioudy ones of superior vaue!) or even possibly for loan (with afat
deposit securing the item). Loaning dlows thief PCs to enjoy having amagicd item
without the DM letting them have it permanently! 1t should go without saying that
absconding with the item will leed to rdlentless and murderous pursuits until the item is
returned.

I nformation

The thieves guild will make it its business to know about many things which are of
interest to its members, and that can mean just about anything, so afew examples are
given here:

Security: The blueprints for sewer networks (allowing ingress and egress through
manhole covers), times of changing guards at major guarded buildings (the Treasury, the
Mint, etc.), times of watch patrols (in rich resdentia aress), the nature and positions of
guards (warriors, dogs, etc.) and trapsin key buildings, and the like.

Commercial: Who is richer than he looks (and why and how), arrivals and departures
of vauable cargoes and items, where certain vauables are cached, hidden, disguised; and
more in thisven.

Friends and Enemies: Thiswill depend in abig way on the relationship of the guild
with other associations, dedlt with later. Sometimes such information will be givento a
novice thief for obvious reasons; "do not rob merchants X, Y, Z or dse. Understand?'
(reesons—X and Y pay protection money and Z is actudly Deputy Guildmedter; the
novice might be told some of this). But other possibilities include which corrupt officers
of the law are in the pockets of the guild (and therefore should not be dedlt with too
harshly during a robbery), which servants of the rich are very happy to tak for what
meagnitude of bribe, which barmen in the rough tavernsin the docks will help thieves
(eg., by putting alittle something in someone's drink so they can be "helped home" by
the thief later), and so on.

General Information: Thisisacatch-al category. To take but one possibleilludtrative
example: aguild might keep records of legd punishments for various thiefly crimesin
neighboring (maybe even digant) locations ("Over there? Not if you vaue your hands,
brother!™). These may not aways be accurate and up-to-date, of course.

What the guild knows, who within the guild knowsiit, and whether they will tel what
they know obvioudy depends on how "hot" the information is, the seniority of the person
inquiring, and other factors. These complications don't need our attention now; the
important thing is the basic idea here, that the guild is a vitd information source. And, to
anticipate the respongbilities guild members have to the guild, thisis atwo-way process.
Thethief will be expected to report certain information to the guild seniord Thisis dedt



with later.
Fencing

Thisis an often-overlooked aspect of the thieves guild. A PC thief may sted dl kinds
of things which he hasn't any ideaabout, so far astheir price goes. He didn't find the
hidden safe in the merchant's house, so out he comes with abag containing ajade
datuette of acat (actudly imitation jade o it's mostly worthless), a crystd vase
(exceptiond dfin work, worth afair sum), a crude wooden idol (an antique, and thus
worth far more than the thief thinks), and more.. . . Indeed, in the absence of any specia
nonwegpon proficiencies (such as Gem-cutting and the like) the thief may often have
little idea how much nonmonetary treasures he has stolen are worth. Even with the
Appraisng proficiency, the thief's estimates may often be wrong, and afair proportion of
items too unusua or singular for the thief to be sure anyway. Thisis one areawhere the
fence can help the thief.

A resourceful thieves guild will have members who can accurately value different
sorts of items, and will aso have contacts with certain speciaists who aren't actualy
thieves but who dso aren't terribly ethica ether. They can handle red rarities. The Fence
thief kit gives abasic design option for fences, and the blueprint profile section (later in
this chapter) aso details a highly experienced and versatile fence who can be used
graight off the page (asit were) or developed by the DM for use in his campaign.

A specid caseisthat of magica treasure. A smple detect magic spdl from amage-
thief specidigt in the guild, working with the fence, can tell athief that the nice gold
signet ring he filched from the drunk fighter is a magic item, worth far, far more than its
vaue as gold. The same NPC can tdl the thief (from an identify spell) that theringisa
ring of protection +2, worth thousands. This only needs a 1s-levd magic-user with the
fence, but it's a priceless service for the thief!

The other role for the fence, obvioudy, isthat the thief gets "hot" property off his
hands quickly. It will probably be out of town very fast, to be sold in some distant
location whereitsillicit nature will not be suspected. Obvioudy, fences never pay more
than afraction of the market price for goods; but afraction may dill be afair sum, and
the thief runs no risk of being apprehended.

Specialist Help

Obvioudy, the fenceisaform of speciaist help, but the guild can aso act to put
members in touch with specidigts to help them with certain ventures in more direct ways.
Fird, certain guild members will be specidigts in themsdves—expert lockpickers
with exceptional Open Locks skill levels and others such. Multi-class thieves are also
important people for many jobs—a meage-thief with such spdlsasinvisibility, levitate,
and knock (to consider but second-level spdls) is of obvious vaue. Having one
accompany athief on arobbery increases the chances for success consderably, but even
if thisisn't possble, asmpleinvisibility spell precast on the hopeful robber givesan
important edge for sneaking past guards and the like.

Then again, other adventurers might be caled upon. Depending on the guild's
relaions with other bodies, acleric (with find traps, among other spells) would be amost



useful accomplice for many tasks. If the DM's campaign world has a deity which isan
obvious patron for thieves (such as Olidammara of Oerth, or Mask of the Forgotten
Redmes), clerics of such adeity might well have very cordid relations with athieves
guild. Thisis condgdered in more detal below.

The guild can thus act as a clearing-house, with names and meeting placesto assist a
PC thief hoping to pull ajob but needing help. Again, whether these contacts actudly
agree to hep will depend on many things—notably the reputation of the PC thief!
However, the fact that they are there at al can be hepful for the PC thief, possibly for his
friends aswell, and can be very useful indeed if the thief PC wants to pull some job away
from the rest of hisusud adventuring group, when he must have some such extra help for
success.

Of course, athief may smply need the assstance of others of his own kind for some
job he has planned. This may be asimple decoy person to help with pickpocketing in the
Streets, or an eagle-eyed lookout for awarehouse job. Either way, the guildhouse may be
a better bet than hanging around dubious taverns and hogtdries. The flipside of this, of
coursg, isthat an impoverished PC can hang around the guildhouse touting for offers of
work himsdlf!

Fndly, awel-organized guild will even be able to help its membersif they get into
serious difficulties. A jaler may be bribed, a magistrate bribed or blackmailed, aman of
law paid to plead the thief's case in the courts (if the judge or magistrate cannot be
bribed). If the captured thief is very senior in the Guild, even acommando-gyle
"liberation” may be possble! Such actionswill leave the thief indebted to his guild for
sometimeto come. . .

So, these are the main functions of the thieves guild, asfar asaPC thief entering the
guild can see them. There are certainly other things the guild will do, and well look a
them in due course. Before thet, let'slook at the other side of the coin—the
respongbilities the thief hasto the guild. For al the advantages, what does the
guildmember have to pay one way or another?

Responsibilities of Guild M embership
Guild Dues

The most obvious responsbility is that the guild member must pay duesto the guild.
These will be variable. One guild may include training cogts in the basic dues, which will
then be fairly high; another guild might not, charging for training as and when the guild
member needsiit, so their basic dues will be that much lower. Of coursg, if the DM
doesn't use training rulesin his game then this dement will be absent. When the DM
comes to design athieves guild using the system outlined later, thisisaimportant
element to consder!

In addition to a basic membership due, the guild may indst on teking a certain
percentage cut of the rewards the guild member gains from his thieving activities. Here, it
islikely that there will be a™"basic rate” for norma operations, with guild seniors
congdering specid casesindividualy. For example, if the guild provided the thief with
certain important information which made a big difference (and indeed without which a
robbery would have been unsuccessful), the guild may take alarger dice of the goodies



than normd. What cut the guild takes will again be variable. Some guilds may discount
the yearly dues (possibly in part) from later cuts from income.

Secrecy

Thisisjugt asimportant as paying dues. The guild member will be expected to keep
the identity of the guildmagter (if he knowsit), the guildhouse, and planned guild
activities secret from outsders. He must never inform on a guild member.

In aguild dominated by alawfully-digned guildmaster or group, secrecy may be the
most important of al commitments the guildmember has to make. Some form of oath of
loydty isvery likely to be demanded of the novice in dmost any thieves guild.

Providing I nformation

There are two quite specific ways in which athief will be expected to supply his
seniors within the guild with information. Firs, information concerning his own plans,
second, generd information possibly of vaue to guild members,

A thief will be expected to keep the guild informed about important ventures he has
planned. This does not include dungeont bashing, wilderness adventures, and the like!
Rather, robberies and break-ins which may net particularly good rewards or strike at
"sengtive' targets (such as atemple, or the warehouse of a notable merchant),
particularly nefarious crimes such as kidngpping, and mgor scams are examples of
crimes which athief will aways be expected to notify the guild seniors or guildmaster of.
Many guildswill ingst that such mgor crimes can only be committed with the
guildmaster's permission. Thisis especidly likdly to be true with a strong guild, and in a
lawful or repressive society where such actions may stir up ahornet's nest of trouble for
the guild.

Feeding back generd information to the guild will dso keep athief in good standing
with hisfelows. A thief casng ajoint for alater break-in might see an unusud number
of guards around in the courtyard of an adjacent building as some crates are being taken
indgde from awagon, and one crate lits dightly a the top reveding the glint of gold or
ivory inthe bright sun . . . Thethief knows that he cannot organize arobbery over there
aswel asin the place he's casing dready, S0 he reports the pleasant view to the guild.
Doing so will certainly keep the thief in good favor. The thief will be expected to provide
such information should he come acrossiit, but the guildmester might well reward
particularly helpful guild members, mark them for promation, give them asinecurerole
in some other guild job, pay a smal percentage of the guild take to the hepful informant,
and thelike.

Shitches: These can be of specid importance to athieves guild. Basicdly, asnitch is
someone paid to provide "indde information.” A snitch can be a corrupt officer of the
law, avaet or servant of arich man (or a aclub of some kind), a nightwatchman, and so
on.

A few guilds might ingst that only the very senior guild members can have their own
snitches; juniors must turn over promising contacts who could be devel oped into snitches
to the guild. More likdly, though, is that individual members can have their own snitches
who are regarded as sacrosanct by other guild members. A guildsman does not tamper



with another thief's pet snitch! Thisis obvioudy going to be easiest if the identities of the
snitches are actudly commonly known within the guild—how can you not poach a snitch
if you don't know who is one, after al? But, because some thieves may be very nervous
about this, the identity of certain realy important snitches may be kept secret. The guild
will protect them by warning thieves away from the key snitchesindirectly (eg., with an
edict that no oneisto try to "make friends' with the staff of such-and-suchan
edtablishment). This does not make the identity of the snitch known, but servesto warn
other thieves away.

Limited Territory

The thief will dmogt certainly be told that certain areas and activities are definitely
off-limits. Thisislikdiest to gpply to mgor crimes and big heists when junior thieves are
the hopeful plotters (the guild is unlikely to alow such inexperienced people the chance
to bring the wrath of the law down on everyone's head). But territorid restrictions may be
just asimportant.

The smplest form of thisisthat certain thieves will have their "own patch”.
Pickpockets are the most clear-cut example. A notably busy thoroughfare, one where
merchants and (especidly) foreigners throng, is a patch which a skilled group of
pickpockets will fight determinedly to keep astheir own, exclusive territory. Protection
rackets are another obvious case of a demarcated territory where other guild members do
not gtick their noses in. These will include warehouses and offices and homes which are
off-limits to burglars, because their owners pay a sum to the guild to avoid being robbed.

A more complex example of thisis where sub-guilds control definite sections of a
city and expect that only their own people are usudly dlowed any activity at dl within
that section. Exceptions are alowed only after careful consideration by the leader(s) of
this group. This Stuation may happen if a guildmaster isweek and the second-rankers
dart carving out territory for themsdves, but it might arise for Smple reasons of
historical accident (in awaled city with mgor interna divisons, gates between town
guarters, and so on—the City of Greyhawk is an example). At its most extreme, acity
might in effect (if not in name) have severd thieves guilds, each controlling one section
or quarter of the city, with the boss of each splinter faction meeting with the others at
regular timesto try to co-ordinate efforts and defuse tensions.

Other Duties

Depending on theindividud guild, the thief may have other respongibilities. These
can vary consderably, but some of the more common cases are detailed here.

Training: Thethief may only be dlowed to train apprentices of his own with the
knowledge and permission of the guild, and the guild will probably want a cut of the
training fee. Some guilds will regulate the alocating of gpprenticesto trainers. In busy
times when the guild is expanding, middling-leve thieves may haveto give up acertan
amount of time, demanded by the guild, to train new apprentices.

Legwork: Especidly with apprentices and low-levd thieves, the guild may require
them to do some of the tedious day-to-day legwork, at least as backup reserves. This can
involve collecting money from the victims of protection rackets, collecting and carrying



bags of smdl change from illega street gambling, acting as a messenger boy, keeping a
part-watch on awarehouse, and so on. This shouldn't be too oppressive, but a sudden
need for extra help on the part of the guild isanice plot device for kegping athief PCin
town and maybe having him see things, and meet people, that widen the scope of his
future adventuring.

The Recalcitrant PC Thief

A player may decide that he doesn't want to have his thief PC join any guild; thismay
be especidly likely with Chaotic characters (and Chaotic playerd!). It's best not to
pressure the player in this case, but as his thief PC gains experience he will inevitably
tread on the toes of the thieves guild (e.g., by robbing someone they have an
"understanding” with). The guild will sooner or later have to take action againg the PC
thief. They will warn him first, and stress the benefits of joining (as explained above).
Eventudly he will have to join up, or ship out. Thereis dso the matter of training, of
course, if he doesn't get this from the guild, where else can he come by it?

Some players may worry that their thief PCs may have their freedom of action
massvely curtaled, or their dignment may be compromised (especidly if the PC is of
Good aignment), or their PC may ssimply be ripped off. These are |legitimate worries, and
some players may want to be reassured about them. The DM should be able to lure al but
the most uncooperative player into guild membership without any strong-arm tactics, and
then the full plethora of the guild's nefarious activities can be unfolded . . .

Activities of Thieves Guilds

There are certain obvious core activities of thieves which will dways be a stgple of
guild goings-on, but there are dso more uncommon activities which not al guilds will
have dedlings with. Looking & the range of possible guild activities is done here for two
reasons. Firdt, it isauseful precursor to guild design, to come later. Second, it is a netura
lead-in to the issue of reations which exist between thieves guilds and other groups.
Since these are often based on mutua interests and spheres of activity, it makes senseto
consder these interests and activities first, to make sense of the associations to be
reviewed later!

Importantly, the activities reviewed here do not involve dl the thieves of the Guild. If
PC Guildmembers find some activities run by a guild objectionable (e.g., because they
are good-aligned), they shouldn't be forced to do s0. The idea hereissmply to give an
idea of the range of activities which guilds may be involved with on more than an
occasiond bass.

CoreActivities

These are the bread-and- butter activities of thieves. Virtudly any guild will have
these as everyday activities. That is, guild members will regularly indulge in them and
they will provide much of the "bread and butter” income for most thieves (especidly
lower-leved thieves).

Pickpocketing, burglary, robbery, street theft, street gambling, and mugging are the



most obvious core activities. Theres little need to say much more about them here.
Almog dl players will have had ther thieves indulge in such behaviors, and will be
familiar with them. Standard AD& D® game rules, and many equipmert items and Thief
Kits presented in this volume, give exhaudtive detail about them.

Other Activities

The DM can look upon the listing here as a menu from which choices can be made
later on when designing athieves guild. Thelist isn't exhaudtive; devious DMs can no
doubt add to it for unusua guildsin a campaign setting. The activities here are ones
which will involve the guild as abody, or many of its members, on asysematic basis. In
turn, thiswill affect the nature of the guild sgnificantly. Obvioudy, many of the
activities listed below may involve specidigts, and the thieves kits outlined earlier can be
very useful in many cases.

Protection Rackets

Thieves and merchants may possbly come to some negotiated understanding, in
certain cities and towns. The thieves will agree not to burgle particular establishments
(warehouses and private homes)—that is, those which belong to the merchants who pay a
feefor this privilege. Merchants who don't pay will be fair game for future robbery, and
may be specifically targeted.

Thiskind of agreement will aways be negotiated by the guild seniors, and guild
members will be told in no uncertain terms that certain places are drictly off-limitsin the
future. Such agreements are most likely in places where the thieves guild is srong, the
rule of law isfairly weak (or corrupt), and where the guildmaster is alawful-aigned
individud.

A notable consequence of such agreementsisthat if afredance thief burglesa
property which is owned by a merchant who pays the locd thieves guild, that thief can
expect the thieves guild of the town to make determined efforts to find him and
adminiser summary jugtice. This may be harsher than the pendlties prescribed by the
law! Also, the traditional meaning of the term "protection racket"—"pay up or we break
your legs'—is not exactly what isimplied here, dthough thieves denied payment by a
merchant might resort to the threat of violence to drive away the merchant's customers,
gaff, and the like. Only a guild dominated by evil and top- heavy with thugs will be likdly
to use actual violence, in most cases.

Smuggling

Thisismost likely to be an organized activity in aport, or possbly inamgor inland
trade city built on anexus of trade roads. In the case of a port, there is a possibility that
thieves might aso be dlied with pirates, both through smuggling and through getting
messages to the pirates regarding the sailing times, cargoes, and protection of sailing
vesd s leaving the port. The smuggling can be of any prohibited item or items, and in
troubled lands the smuggling of weapons can be particularly lucrative.

Subtle variants on this theme are possible. Consider athieves guild which has good



connections with the rulers, in awesak country ruled by evil. The country might officidly
outlaw davery (for fear of offending neighboring countries which are not ruled by evil),
while the thieves actudly carry this on as a subterfuge activity, smuggling davesinto and
perhaps through the country. Thisis done with the full knowledge and connivance of the
rulers, who take a percentage of the profits. Sdlling the daves to another, more distant,
evil land could raise plenty of funds for the thieves and the rulers. In time, this evil land
could flourish and become strong on the profits of its wicked trade.

Forgery and Coin Clipping

A grong thieves guild may regulate the activities of forgers and "clippers’, to keep
the proportion of forgeries and clippings within reasonable limits. If there are too many
forgeriesfloating around, the vaue of coin will sharply deteriorate, to no one's benefit
(indluding the thieves). Clipping isSmply the art of shaving fine divers from the edges
of coins and using the salvaged metd for subsequent coin-forging or for other purposes.
A shaved-off margin of some 5% from the origind is usudly fairly undetectable, but
coins may be clipped severd times during their lifetime! In advanced societiesin the
campaign world, the dies used to make coins may have milled or marked edges to prevent

dipping.
Entertainments

Thisisacachal term for afairly wide range of dubious behavior. Some examples of
systemtic operations which athieves guild might run are listed below.

Gambling: Thieves might well run casnos and smilar establishments. These provide
asource of income, a good meeting-place for underworld people, and the opportunity to
rip off large sums of money from patrons who are rich, drunk, stupid or usudly al three.
Organized crime will be strongly involved in these operations.

Good Time Girls: Nothing much needs to be said about this, save that thieves often
act as the "gentleman companions' of these girls. There is amuch shorter word to
describe this, of course.

Bawds: A bawd is acharacter who knows the seamier side of life, and makes an in-
demand "tourigt guide” for the rich and bored (or the foreigner) who seek to simulate
their jaded appetitesin the seedy parts of town. Bawds will often be fredancers, but they
may hand over a certain percentage of ther clients to muggers and other thieves. This
type of activity might well involve the thieves guild, even though the bawds themsdves
do their own work independently, and will frequently be Chaotic Evil in dignment.

Lawful Operations

A thieves guild might actudly turn to actions which do not conflict with the rule of
law for severd reasons. Frg, it might have many lawful members (thisisimplausble
except in avery lawful society). Second, it might have strong contacts with some outside
group which makes some lawful operation a specid case—having good rdaions with
merchants could lead to the protection scenario detailed below. Third, it might just be
good public rdations. The guild does some "legd work” to maintain a veneer of public



respectability while blaming its redly nefarious activities (kidnapping, drug smuggling,
€fc.) on rogue dements outsde the guild. It might so be atemporary diverson to keep
the heat off when the guild has over-reached itsdlf or been blamed for some particularly
gpectacular heist or wicked crime. Surprisingly, there are lots of reasons why poachers
may turn gamekeeper for awhile. Two examples are:

Security testing: Thieves might be employed to test defenses of a secure area. Who
better, after al? Gemcutters and jewelers, pawnbrokers, and rich merchants who keep a
lot of money around are obvious potentid customers. Equaly obvioudy, they won't
approach the thieves guild unless they dready have some understanding with them. They
will dso top up the defenses after the thieves have tested the first set, even if the thieves
say the defenses are very sound (or maybe especidly if they clam thidl).

Of coursg, if fredlance good-digned (or lawful-digned) specidists in such work are
available as independents, they will be the most likdly to carry out thiswork. A thieves
guild islikely to go to greet lengths to get these people to join the guild, or eseto
eliminate them!

Transportation: Sometimes, someone wishes to move something (a fabuloudy
vauable gem, ardigiousicon, etc.) from one place to another by norma means (e.g., not
teleporting) and is fearful that it may be stolen en route. Thieves are employed to create
decoys and diversons and to smuggle the object in secrecy. Since thieves are masters of
concealment, and aso know athing or two about steding thingsin trangt, their skills will
be put to good use here. In the case of aredly important item being transported, a thief
might be asked to submit to a spdll such as quest/geas to ensure his cooperation.

Thieves Guildsin the Campaign World

A thieves guild doesn't exigt in avacuum. It will be strongly influenced by the
society whichit is part of. Consdering thisis an important backdrop to the more specific
meatter of how athieves guild gets on with other associations and groups.

Size and Wealth of Communities

A firg smple point is that athieves guild has to have enough work to support it! A
small hamlet of 50 or so peasant farmers, most of whom are desperately poor, wouldn't
support asingle cutpurse, let done athieves guild. A busy working town dong atrade
route, though, might well attract severd thieves, even if the actua population wasfairly
low. If the village relied on monies passing through the place (coaching inns, hospitdity,
markets, etc.), it would be much richer in terms of money available for the thievesto filch
than a place with the same population but dependent on the turnip harvest! In the design
process, some specific rules for determining how many thieves various communities can
support are given.

Social Alignment

The other factor which will dways be of importance in determining the nature of a
thieves guild isthe dominant socid dignment (see the Dungeon Master's Guide, Chapter
Four). Usudly thiswill be reflected in the dignment of the rulers too, but this may not



adways be s0: the possihility of a"divided dignment” society is discussed after the socid
adignments have been consdered. Also, the following descriptions are tendencies, not
absolutes. The final paragraphs on Specid Socid Factors shows how, for example, two
Lawful Good societies dominated by different religions could have a very different view
on thieves

Lawful Good

Thievery will be strongly disapproved of—thieving is by definition unlawful, and few
thieves are good. The pendtiesfor thievery will be harsh, but will usudly involve
banishment, confiscation of goods, and long sentences of socidly useful labor rather than
degth, mutilation (e.g., amputation of a hand) or such other crud treatment. Lawful good
rulers may go to some lengths to extirpate thieves guilds, and lawful good people will
certainly inform on thieves. There will be a strong sense of civic duty among such people
to report any observations suggestive of thievery to the authorities. Tip for thieves. Find
somewhere e se.

Neutral Good

Thievery will not be disgpproved of in the sameway asin alawful society, but
thieves are rarely good, and neutral good societies are unlikely to have much regard for
them. However, punishment for thievery may not be so severe, and the rulers may fed
there are better things to do, and more important socid priorities, than persecuting
thieves. Assassns, for example, will be rated a much more important target for the
authorities.

However, while the authorities (and society generally) may tolerate a certain leve of
thievery, thereislikdy to be a"threshold levd" above which thieving will no longer be
tolerated. Over-powerful thieves may be deemed amgor socid evil, and neutrad good
societies may be less fussy about the means (neutra) taken to achieve the ends (good).
Do not forget that a viable interpretation of the neutral good philosophy is"war on evil
without remittance or mercy,” such that only direly evil endswill be eschewed in the
prosecution of good! Certainly, plants, spies, moles within guilds—all may be used by
the authorities againgt over-powerful thieves. Tip for thieves: Keep alow profile and you
can get away with it, but otherwise—watch out!

Chaotic Good

Such societies do not often have effective, strong law enforcement, because the
people prize persond freedom as a primary virtue. For this reason, thieves guilds can
grow strong in a Chaotic Good society. Even if the will is there to do something about the
thieves, the means may not be adequate to the task.

The atitudes of ordinary people will be complex here. Some may regard thievesina
heroic light, asindividuaists and nonconformists, and be positively disposed to them.
Otherswill regard thieves as taking the fruits of the labors of others away, and thet this
curtails persona freedoms—the undeservedly poor have not the freedom they should
have. Reactions will tend to be individudistic (as with most Chaotic societies) and



somewhat unpredictable. Tip for thieves: Stick around!
Lawful Neutral

This may be the mogt intolerant of al societies. Thievery isthe very antithesis of law,
and punishments for transgression are likely to be harsher and more crud and
unforgiving (e.g., anputation of a hand, along sentence of forced labor) than in a Lawful
Good society. Lawful Neutrd rulers are likely to be rather stern, and worst of dl, law
enforcers are likely to be as numerous and unbribable here as anywhere. The only bonus
for the thief isthat Lawful Neutrd societies are gppallingly bureaucratic and its civil
servants lacking in imagination and initidive.

Lawful Neutrd citizens will snitch on athief at the drop of a hat and, moreover, will
do s0 out of asense of red civic duty. Tip for the thief: Very dangerous, but definitely
outsmartable. Faked papers and the like go along way, and fast talking helps a great dedl.

Neutral

Absolute Neutrd rulers tend to be rare, except in countries which border on extreme
aignment societies. Here, performing some kind of balancing act may be the only way to
survive. Such rulers will probably ignore thievery unless it gets out of hand; they will
have too much ese to worry about. When it does get out of hand, their inginct will beto
take whatever steps are necessary to restore the balance—more militia, more watch, more
nightwatchmen and lamplightersin the streets, and so on. They will be highly pragmetic
in their response.

While pure Neutra rulers may be rare, ordinary people will often be of this
aignment. Thisreflects the fact that they aren't clearly of any other dignment: They're
just pragmatic, doing what they need to get by day to day. Most medieva societies were
hardly rich; even the "middle class' (until the 15th century in Europe) had a sandard of
living which could barely be termed comfortable. Survivad isthe name of the game, and
clearly demarcated principles often go to the wall under such circumstances. The
resulting blurred dignment can often be summarized as Neutra. Neutrals will tend to
regard thievery as something they can't do a great ded about; thieves are mysterious,
dangerous people with secret organizations. Neutrals ook the other way; they don't want
to get involved. Corruption can operate on a wide scae—it can even become a staple of
commercid exchange. Tip for thieves: Good pickingd!

Chaotic Neutral

Almost no societies, save for disorganized anarchies and some frontier lands, are
dominated by this dignment. A Chaotic Neutrd ruler is unlikely to survive for any time
a dl—ruled by whim and caprice, his subjects will likely rise up to put an end to such
arbitrary rule.

Such societies, or ones comprised of Chaotic Neutra people, will likely not care afig
about thievery. Gambling, corruption, bawdery, muggings, and lowlife are likely to
flourish in such societies, and thieves may grow very strong organizing such activities.

Tip for thieves: Excdlent pickings, and astrong guild can effectively rule such a society



behind the scenes.
Lawful Evil

Whilg, like dl Lawful societies, Lawful Evil will not care for unlawful acts, Lawful
Evil accepts what is necessary to maintain the strong in power. Fear rules here. If a
Lawful Evil ruler usesthievesto backstab (literdly!) hisenemies, so beit. The ordinary
people will cower if athief swaggers around—providing that thief has the muscle to back
any threats he makes. Thieves guildsin such lands may be very strong, but they must
have an emphasis on the brutal and thuggish to survive. Assassnswill be stronger than
thieves here, and the two may work closdly together. Tip for thieves Wak loudly and
carry abig tick.

Neutral Evil

Neutral Evil isuncaring and unconcerned. Such people—rulers or ordinary folk—are
out for what they can get. How one gets what one hasin life doesn't matter at dl. Neutra
Evil folk are often cleverer than Lawful Evil ones, being more flexible and less
respecting of adumb "superior” just because heisin a postion to push people around.
They are dso better organized by far than Chaotic Evil people. Neutrd Evil isaflexible,
smart, highly dangerous dignment.

Thieves have excdlent chances here, but they will have to watch their own backs
more than in any other society. Rivd thieves guilds may be particularly likely here.

Since thereis no gricture other than "don't get caught”, competing guilds and gang wars
are highly likely. Tip for thieves: Good prospects for the pragmatic amoralist.

Chaotic Evil

Such socidties are likely aways to be in ferment, since the arbitrary crudlty of the
rulers will drive even a passive population to revolt before long. Only Chaotic Evil
societies with a powerful clerical group, demonic presence, etc., will have the sheer force
needed to tyrannize for any length of time.

At dl levels of a Chaotic Evil society, backstabbing and intrigue, treachery and
betraya, isthe basic coin of exchange. The strong take what they want however they like,
and the rest are ground into the dirt. Since organization and cooperaion are minima, a
thieves guild where the members don't soend dl their time backstabbing each other can
grow to dominate behind the scenes very swiftly. Tip for thieves: Trust nobody, sdll your
granny into davery, and have magic items dlowing afast exit.

Special Social Factors

There are many possble unusua socid factors which will be an important backdrop
to therole of thieves and their guildsin society. A few examples only are given here,
snce the posshilities are dmogt infinite,

Divided Alignments



Some societies exist where the alignment of the ruler(s) is sharply different from the
generd socid dignment. For example, alawful evil dictator might rule over a society
mostly comprised of freedom-loving chaotics, endaved by military might. Here, while
the agents of law enforcement would have avery punitive attitude towards thieves, the
common population might regard them as heroes, possbly giving shelter to athief on the
run, or a the least not giving the thief away.

Racial Divisions

Possibly the strongest antipathy between the races in many AD&D® campaignsis
between dves and dwarves. This can strongly affect guild structures. In the worst case, a
city might have an dven guild and a dwarven guild, both vying for humansto join their
sde, and with other races tending to aly one way or the other (gnomes might join
dwarves, and hdflings sde with eves, for example). The antipathy of the two might
override even dignment factors. This could break out into open warfare between the
factions, or along-running guerillawar could be the resuilt.

Religious Factors

Not dl societies with the same dominant dignment need have the same attitude
toward thieves. One Lawful Good society might be dominated by priests of agod
sressng mercy, forgiveness, and humility; another might be dominated by priests of a
gern warrior god stressing protection, strength, and the need for justice to prevail in dl
circumgtances. Therr attitudes to thieves would be sgnificantly different, to say the least!

Historical Factors

Thieves may be especidly notorious (or maybe especidly famous!) in asociety for
some unique historical reason. The people may speak of how brave Edrain the master
thief backstabbed the wicked tyrant Baron Higsel and brought about the downfdl of an
evil tyranny. Hence thieves are somewhat better tolerated than elsewhere. Or they may
spesk of how evil Edrain the treacherous backstabber foully dew the greetly loved and
wise Baron Higsd, the best ruler in the higtory of the land, and since thistime thieves are
deemed especidly wicked, base, treacherous fellows and degth is an automatic
punishment for them! These are extremes, but the DM can eadly envisage many variants
on thiskind of unique background.

All these genera socid backgrounds can easily merge into persond obsessions or
idiosyncracies of rulers, in dictatorid countries. There are many idiosyncratic reasons
why aparticular leader might have an especidly punitive or lenient (less likely!) attitude
to thieves than the generd socid aignment might suggest, but there should dwaysbe a
good reason why. For example, apaadin ruler of a city-sae might be unusudly lenient
toward thieves because a (Neutral Good) thief companion saved his life more than once
in their adventuring days. Unlikdly, admittedly, but possible! Such oddities should be
thought up individualy by the DM so thet they fit with the campaign setting and higtory.



Thieves Guilds and Other Groups

Here, welll look at the generd pattern of relationships which can hold between the
thieves guild and other socia groups of importance—the law, merchants and their
felows, other guilds, and the like. The important word is "generd.” The broad patterns
outlined will be used later in the guild design section. They are presented now for the DM
to think about in advance.

The two most important relationships thieves guilds have will be with the people they
gtedl most from (merchants) and the people doing their best to stop them (the officers of
the law). Several possible types of relationships are outlined with each group. These are
dominating themes only; checking the Complex/Mix entry at the end of each group will
suggest many variations on the dominant themes.

Thievesand the Law

The dignment of the rulers of society will have a dominating effect on this
relationship. However, there will be other factors of importance, too. Hereisasmple
example: A lawful good dateis at war with a powerful, evil neighbor. Almos dl of the
country's resources will go into the war effort—and able-bodied men and women who
might otherwise be law enforcers putting down thieves will be fighting in battles instead.
Thus, thieves will find life much easier than usud in such aland. From the petterns
below, some will obvioudy tend to adign with certain dignments, and thiswill be
reflected in the guild design process later. But nothing is ever cut and dried, and 100%
predictable!

Per secution

Typicd of lawful and non-good societies, officers of the law are vigilant againgt
thieves and their guilds. They are not easily bribeable, and there may be rewards (money,
meddls, etc.) for watch officers arresting many thieves or busting aguild. Pendties for
thievery are usudly harsh. There will be very few corrupt officers of the law. Busting a
captured thief from prison will be very difficult—jprisons and gaols will be strongly buiilt,
heavily guarded, and tough to get into (cue for an exciting adventure here!).

Hassle

The law comes down fairly heavily on thieves, and pendtiesfor thievery are
moderately harsh. However, officers of the law may fed they have better thingsto do
than ded with thieves (e.g., in arough-and-tumble port city), and with petty thievery in
particular, athief may get awvay with handing over the spails, paying a spot fine, and
getting a gauntleted hand across the back of the head. In an odd way, the thieves may
even have asneaking regard for the law: the law is firm, but fair and not arbitrary or
excessively harsh, and the thieves fed they are up againgt an enemy worthy of their
ills

Opposition



Thisis perhaps the commonest state of affairs. The officers of the law do their best to
prosecute the law. However, a smal number are corrupt, they don't have enough
manpower, they know their chances of recovering stolen property are very low and this
adversdly affects morale and motivation, and so on. The lavmen aren't uncaring, they're
just somewnhat disllusoned and their morae isn't so good. They will perk up and make a
determined effort to find out who has pulled abig heist when one takes place, and if
thieves resort to red violence they will redly come looking for them. Otherwise, they just
go through the motions. One or two bright and enthusiastic younger officers may resent
the cynicism and world-weariness of their elders, but not for long; they soon capitulate to
the prevailing attitudes.

Many thieves with experience in such places have a proverb which (there are severa
versons) runs dong the lines of, "if you get round the corner you're a free man™—that is,
get away from any watch officer in the street with your pilfered gains and you won't
exactly be chased with red determination.

Tolerance

The picture here might seem to be smilar to opposition, but the law is still wesker in
dedling with thieves. Thismay be for avariety of reasons. Under-funding and under-
manning may be especialy important. Significant corruption may be present (especidly
higher up the sca€). The society may be chaotic or anarchic. There may be areason why
thievery isnot amagor worry (aweek thieves guild, mgor externd thrests to a city-State
S0 that most able-bodied men arein afighting militia, a very rough port where serious
assaults and worse are a much bigger headache than thieves, etc.).

In such stuations, the law not only doesn't do anything about dl but the most serious
thiefly crimes, but officers of the law may even get testy and irritated with people who
complain about them too much, especidly if they are foreignerd

Corruption

Here, bribes and backhanders are paid to officers of the law on aregular and mgjor
basis. Not adl lawmen may be corrupt, but a thief with serious financid resources can
manage to avoid being charged with dmogt anything. If somehow he ends up in prison,
he will be smuggled out somehow. Law officers may actualy be members of the thieves
guild, cooperating with smuggling, protection rackets, and the like.

There is atendency to overplay this, and to make it too obviousto PCs. Corrupt law
enforcers aren't going to advertise the fact, even in a corrupt society, save for the most
stupidly sociopathic. Corruption may be extensive, but will ill be significantly behind
the scenes, making it more deedly for the unfortunate outsider who blundersinto it.
Lawfully-digned PCs can arouse the ire (and even the violent attentions) of corrupt
officers of the law they attempt to "assgt” with their work!

Complex/Mix

This covers avariety of more detailed or subtle relationships. An obvious exampleis



an opposition within the forces of law, which can be exploited by thief PCs (or by a DM
with lawful PCstoo). For example, in one city the dominant relationship between thieves
and law officersis corruption. Senior officers, and many of the watchmen, are corrupt,
and readily take bribes. A smal number of decent but disillusioned juniors have tried to
get firm evidence to nall their superiors and try to eradicate the corruption, but they
haven't been able to manage this yet. Objective evidence hasn't been accumulated, and
witnesses are too scared to talk. There is concern that even some of the judges and
magidtrates are in the pockets of crimina bosses or the Guildmaster of thieves. Cue for
lawful and/or good PCsto help out in a dangerous urban jungle of intrigue and
treachery...

Reationships may aso be mixed. Thus, in one city ward, the commander of the ward
watch may be an ironwilled, ultra-lawful, dominating man who drills hismen to
persecute thieves night and day. In another, richer ward at the far end of the city, the
inexperienced new junior leader isafollower of akindly, somewhat impracticd faith,
and does not think that crime deserves stern punishment unless violence is involved. His
men don't respect him, though, because of hisinexperience. Mordeisfdling, and an
increasing number of watchmen leave public service or ese just don't care about
enforcing the law any more. One city, two radicdly different sets of possihilities for
thieves There may be mgor tensons within aguild, as the thieves from the "tough end"
of town dart trying their luck uptown!

Many possibilities exist in the Complex/Mix end of the spectrum. The other themes
can be mixed and varied to create many posshilities themsealves. The only limit isthe
DM'simagingtion.

Thievesand Merchants

The overdl wedlth of asociety will have an important influence on this rdaionship.
In a poor society, merchants will not be likely to be rich, and they will not be able to
afford any regular thievery. They will not be able to bear such losses without going
bankrupt. Here, merchants will fight tooth and nail to minimize the depredations of
thieves. In richer lands, alittle "stock loss' (among other things) can be tolerated rather
better.

Alignment will somewhat modify this. In chaotic and/or evil societieswhich arerich,
merchants may be very greedy, and may take many measures againg thieves out of alove
of money, not out of a need to survive. There may aso be an important eement of pride
in asociety which sressesindividudism (chaotic) rather than one where merchants form
groups, dly with each other, and try to regulate business practices (lawful). Over-proud
merchants may resent monies or goods being stolen not primarily because of the loss of
value—it may be negligible—but because of theloss of face. This can be an important
factor in merchants putting pressure on authorities to suppress thieves, and in ther hiring
PCs for sums which exceed the vaue of their stolen goods!

Warfare

The merchants hate and fear the thieves. They go to extreme lengths to protect their
property, and many able-bodied folk get jobs as nightwatchmen. Even ordinary



warehouses have traps and many secret hidey-holes, wall safes and the like, and some
have magical traps as well. Merchants often have bodyguards, and they won't pay
protection monies. They may even band together to form mutud "insurance policies’ to
help each other. The merchants exert dl their politica clout to get the authorities to
suppress thieves. Even smdl-scde pilferage will result in an offender being dragged off
to face the sternest justice the merchant's advocate can plead for.

Under these circumstances, the thieves guild may react in anumber of ways. It may
turn to other forms of crime. It may turn to imported help to crack the merchants (more
thugs for protection racketeering, more thieves for daring robberies recruited from a
friendly guild from anearby town). It may use methods such as abductions and blackmail
to force its way back into a pogtion of strength. A redly powerful guild will effectively
"declare war" on the merchantsif it thinks that forcing afew to cave in will leed to other
merchants giving in also. Many options exist. This Stuation isared sruggle of wills, and
the life of athief will be dangerous—but never dulll.

Opposition

Somewhat like the state of affairs described above, but the merchants don't go to such
lengths to protect themsalves or keep thieves off their backs. They don' like thieves, they
don't accept them as a part of society or atolerable evil, but they don't go overboard
about them ether. Such merchants are fairly stoutly resstant to any atempt at coercion
or blackmail, and they use thair influence with the powers-that-be to keep life tough for
thieves.

Standoff

Thisisafairly common State of affairs. The merchants don't like thieves, but they are
somewhat fatdigtic about them. A strong dement of pragmeatism influences thelr
attitudes. If it loses them less to pay protection money than to suffer the thievery they
would otherwise have to tolerate, they will pay up. Thisisamgor difference from the
oppostiond gate, where merchants will actudly suffer extraloss rather than connive
with thieves.

Merchants in a standoff will do what they can to get by. Unlessthievery getswildly
out of hand, they won't get up in arms, and they will pay off thieves, or accept a certain
leve of theft, asthey must.

Submission

Thisisarare case. Here, the merchants are running scared. Coercion isrife;
merchants pay alot of money to avoid being robbed or having their homes burned down.
Their profits may be dmogt al eaten away by this. The law is of little hdp, usudly
because it is corrupt, maybe because it isineffectud. Thieves will have many spiesin the
midst of the merchants. Thisis an undable Sate of affars; it cannot persist long. Either
the commercid life of the society fdls apart, or the picture changes—often to Infiltration
as described below.



Infiltration

Here, thieves have so many dedlings with merchants that they actudly start to get
involved in commerce directly. This often hgppens as a naturd evolution from ether a
gtandoff or a submission relationship. Thieves sart to become merchants. They may have
been spiesin merchants employ before, they may "take over” the businesses of merchants
they have bankrupted or driven off, or they may enter businesses their talents it them
for (eg., aslocksmiths, gem-cutters, moneylenders, pawnbrokers, and the like).

This has severd attractions for the thief. Firgt, additiona income can be produced.
Second, the business can be a smple explaitation of a skill or proficiency the thief
dready has. Third, it can provide agood cover for athief. Fourth, there may be amore
nefarious motive or two ("Ah, sr wants a combination lock which will be absolutely
thief-proof! | have jugt thething . . ."; why shouldn't alocksmith have the best lockpicks
in town when apprehended by the constables down a dark aleyway at night?

At its most extreme, thieves can actudly come to dominate commercid life, or at
least to play amagjor rolein it. Organized crime becomes big business. The thieves may
even become important figures in society, and have political power. The City of
Greyhawk is one notable example of this.

Complex/Mix

Again, examples of complicated or tense, oppositiona relationships can easly be
developed by the DM from the examples above. One group of merchants could be trying
desperatdy to fend off thievery, while a second faction argues for accommodating
thieves and paying them off. Thisleadsto amagor schism, with the more principled
merchants accusing the pragmatists of colluson with crime; insults gart to fly, then afew
figs, then somebody's warehouse suffersasmdl fire . . . Involving the PCsin what will
fast become atriangular conflict (two sets of merchants at each other's throats with the
thieves gleefully picking up the spoils from anyone they can get &) leads to endless
adventure possihilities.

Thievesand Other Guilds

There are two guilds which are most important here: Assassins and beggars. These
are dedlt with separately below, as are bards. All the other guilds are dedlt with in groups,
below.

Craft Guilds

These are the myriad guilds of gemcutters, barbers and dentists, butchers and bakers,
and so on. Thieveswill not have dedlings of note with many of them, but there are one or
two exceptions. Pawnbrokers are an obvious possible "front” for thieves and fences,
likewise moneylenders (with their safes and secure chests and the like). Thieves may thus
cooperate with many such, and minimize robberies of the rest! Guilds which take young
apprentices may be paid smdl sums for handing over to the thieves youngsters who seem
to be highly dexterous and capable of developing into thieves, given suitable training. In



gpecid ingances (e.g., thieves dlied with seafaring smugglers), other dliances (e.g., with
the seamen's guild) may be of note.

If there are unusud thief-craftsmen dliances (or oppostions), the DM should script
them individudly; they will need individud rationales, which should be explained and
noted!

Adventuring Guilds

In some cases there may be an unusual reason why thieves are strongly opposed to (or
dlied with) an adventuring guild (including temples, etc.) in acity. The most notable
exampleisacordid dliance with derics of adety favoring thieves (eg., Erevan llesere
for hdf-elven and even thieves, or Olidamarra, in Oerth; or Mask in Faerun). If some
particular type of multi-class thief is common in acity for some reason, then there will
obvioudy tend to be a stronger link between the two relevant guilds than usud. For
example, if mage-thieves are common, then the Guild of Wizardry will take a definite
interest in the activities of thieves. Under such conditions, the mages will probably not
atract unwanted attention from light-fingered thieves (dthough few sane thievestry
geding from mages anyway).

But other possibilities exist. Congder a burgeoning frontier town, which iscloseto
wild hills and forests with bountiful resources. Furs, gold from prospectors, mesat from
hunted animas, even some gems from a small mine; dl these and more pour into the
town, which growsrich and attracts many new settlers. Unfortunately, it atracts
humanoids and bandits (as externd threats) and many thugs and foreign cut-throats and
evil thieves (as opposed to the neutra-aligned indigenous thieves). The rulers of the town
grow fearful . . .

A twin aliance springs up to defend the town by stedth and cunning. Rangers patrol
the distant countryside to give advance warning of marauding humanoids or bandits.
Within the city, the thieves use thair skillsto tip off the powers-that-be about unsavory
types arriving from outside, conspiring robbers and thugs, and the like (and may dedl
with afew of them themsdlves). Bandits beyond the town have spies ingde it; the thieves
tip the rangers off about this, and pass on intercepted messages. The thievestrade a
magicd shidd (which they cannot use) they got from one of the thugs they dedlt with to
the rangers (who can use it). The rangers hand over amagica shortsword they took from
a hobgoblin leader in return. Half-even thieves and rangers share a drink together in an
elven tavern, sharing the latest dwarf jokes. The two groups then save money by ajoint
bulk purchase of leather armor, and so it goeson.. . .

Having an unusud, unexpected aliance like this spices up any adventure locde. It's
well worth a DM's time to devise such a backdrop, to make atown or city unusua and
particularly memorable.

Thieves and Assassins

Assassins are not a separate character class (in AD&D® 2nd Edition rules). They are
samply people who are awfully good a killing other people. But the skills of the thief are
vauablefor this, above the natura skills of any other character class, because they are
skills of stedth and snesking about undetected. Many assassinswill be thieves, multi-



cdassthieves, or characters who began their adventuring life as thieves but then changed
to another character class.

The assassin kit earlier in this volume adds detail to this naturd affinity. Going
further, the multi- class thief is probably the strongest option for ns. Combining the
kills of the thief with spells such asinvisibility, jump, knock, levitate, rope trick, and
deep, just to consder afew low-leve spells, makesfor a potent assassin indeed. The
fighter/magelthief has dl these advantages, of course, plus the bonus of additiona hit
points, and is thus an especidly attractive option, dthough progressis dow.

o, given that many assassins are likely to be thieves, there will dways be afarly
gtrong link between the two guilds. Coal reationships are possible if the thieves have
"gone respectable’ (become merchants themsdalves, etc.), or if the ns are especialy
evil, ruthless sorts under atruly heinous guildmaster. Not unusudly, though, the two will
have a least moderately friendly reaions. Information is quite likely to be exchanged
between the two guilds, the guild seniors may meet occasiondly to fraternize and discuss
prospects, thieves may be paid to do spying groundwork for an assassin setting up akill,
apprentices of one guild who may be suited better to the tasks of the other may be
exchanged; there are many way's the guilds can cooperate.

Thieves and Beggars

Beggars can be excdlent spies. Their presence anywhere outside of the higher-class
areas of cities and townswill go unmentioned, if they are seen at dl. Beggars ply their
trade everywhere, and some of them may just be deeping off the effects of drink. If one
is hunched up againgt packing boxes by awarehouse, so what? Anyway, no one wants to
get too close to beggars. They have an unpleasant range of startlingly contagious
diseases, and gpproaching them is an open invitation to lice to infest your person—just
for starters. And, of course, beggars are harmless (in the sense that they are too feeble,
dim-witted, drunk, etc., to cause anyone any harm). For dl these reasons, well-trained
beggars are ared boon to the enterprising thief. They can get into places where other
people would look suspicious, they often go unnoticed, and they don't have alot to do
gpart from keep their eyes peded. Just the people to have hanging around the places a
thief intends to rob. After the job, the grateful beggars can be given allittle percentage of
the take.

Beggary can even be semi-professond, in large citiesin particular. Dominant
beggars control lucrative patches of territory, where they know that pickings are richest.
Fit and able-bodied people, their senses undulled by illness or drink, can pose as beggars
for abetter living (in arich city) than they can make by honest means (e.g., asfam
|aborers). Such people would make excellent spies. A Guild of Beggarsis by no means
unlikely in many city settings. And, since children make very appedling beggars asthey
look soulfully up from their sad little eyes and beg for a penny for a poor orphan, such a
guild will find and train such rapscdlions. The more taented (dexterous and/or
intelligent) ones may well be sold on to the thieves guild, for a consideration, to become
apprentice thieves.

Thievesand Bards



Although thieves and bards are both rogues, they have no need of extensive contacts.
While bardic colleges train bards in some rogue skills which thieves aso possess, thisis
redlly to be seen as part of the jack-of-dl-trades range of talents the bard possesses. Bards
don't think like thieves, and they don't behave like them. Perhaps the closest these two
groups come to direct dealingsis when aneutrd evil bard becomes an assassin and the
assassins guild has good rdations with the thieves guild!

Guildmasters and Guild Structures

How athieves guild is organized, and how it isled, is crucid to the success of thieves
in any town or city. Usudly, unlessthereis a least some honor among thieves, life will
be very hard for them!

Guild Organizations

Five basic patterns are suggested here. These will be used in later guild design. They
aren't exhaudtive, and some clearly shade into others. But these patterns are perhaps the
commones, and any DM can develop them to suit his campaign. One factor which isn't
consdered here, but which will be looked at in guild design, is how many solo operators,
non-guild members, are around. This will affect the strength of the guild, but won't affect
its Syle of organization so much.

How aguild isactudly led will be dedlt with straight after this section, but for now
well assumethat al guilds are led/ruled by a guildmaster. This won't dways be so, but
using this convention saves alot of tedioudy repeated quaifiers.

Centralist

Thisisagtrongly organized guild, where dl guild members have a powerful primary
loydlty to the guildmaster. Loydty is mogtly high, the guildmaster is usudly a powerful
and dominant figure, and the guild house is a mgor meeting place. Thievesfrom such a
guild will work with a notable degree of co-ordination.

Cohesive

Again, thereisafairly strong centra organization and authority. The guildisa
unified body and its rules are readily accepted by al. However, there is room for some
"locd latitude." This may take the form of senior thieves below the guildmaster being
able to make afew important decisions about affairs on their own patch (own quarter of
the city, etc.), or the central rulership deliberately redtricting the use of its authority in
some cases, and so on.

Fractionated
In this case, thereisa centrd thieves guild sill. However, individud figures within

the guild have taken power unto themselves in important ways. Locad thief leaders may
ingst on dmost complete discretion to do what they want in their areas, while agreeing



not to intrude on other local leaders territory. Power struggles within the guild will be
commonplace under these circumstances.

Oppositional

The guild has been burst asunder by tensons within it, and there may well be severd
competing guilds in the same town or city. This can hgppen because the guildmadter is
weak, because of ambitious young Turks seceding from the guild, or for specid reasons
of many sorts (eg., racia enmity between a guild of dwarven thieves, and one of even
and hdf-even thieves, in the same town).

Rdations between the different sub-guilds can vary condderably. If thereis dill the
shell of acentrd guild, then the different guilds may be on far terms till. However, a
another extreme, the tensions and oppositions can degenerate into street warfare and gang
assaullts.

If there are, in effect, severd guilds, then the DM will have to determine the
organization and leadership of each one separatdly.

Anarchic

Thereis no guild organization to spesk of, dthough there may be the remnants of a
once-sgtrong guild or perhaps ayoung, dowly developing guild. However, the large
mgority of thieveswork as unregulated individuals. This may lead to a dog-eat-dog
outlook with lots of backstabbing, both metaphorical and literd. However, it's equaly
possible that thieves get by with individua one-to-one agreements, helping each other out
as and when the need arises (this may be especidly likely in a Chaotic Good society with
an anarchic guild, for example). Anarchy doesn't preclude enlightened sdlf-interest and
cooperation; it just tends to preclude this happening on a systematic and organized basis.

Complex/Mix

Asusud, this covers arange of options. There may be afacade of one organization,
whereas behind the scenes a quite different organization presides. It may seem that
anarchy rules among the thieves of one town, but many are secretly organized behind the
scenes. Or, aguild might seem to be centrdist whereasin fact loca leaders are hiding
much of their activity from others, so that the guild isin redity fractionated. A complex
gtuation could exist whereby the guild looks centrdigt at first sight, then looks
fractionated (as above), and then is seen to be part of each (a couple of the strongest local
leaders are secretly dlied to carve up more territory while other leaders are
fractionated)—a redlly complex option. Ample scope for DMs to develop intrigues and
onionskin puzzles herel

Guild Leaders

Clearly, how aguild is organized will influence how it is ruled (and vice versd). This
is taken into account in the rules for designing and developing guilds. At this stage, welll
just congder the commonest patterns of |eadership, which again can be developed by the



DM as he wishes.
Guildmaster

Thisisby far the commonest style of leadership; the single leader. His style of
leadership may vary considerably, of course. He may be a stern, harsh despot, ruling by
force and fear. He can dso be akindly despot, afirm but wise ruler. He might dso bea
weak, querulous, but kindly leader—rather ineffectud, having logt his old strength and
daring, but till smart enough to diminate young pretenders to his rulership when he sees
them preparing abid for power. Styles of leadership will be looked at right after this
section.

Coundil

The guild isruled by a number of individuds, usudly fairly smdl, who act asa
central conclave, Praesidium, ruling council, or under any one of avariety of titles This
is often the equivaent of an oligarchy in government—a sdlf- perpetuating dlite, who
gppoint replacements from senior ranks as and when necessary to maintain or expand
their number.

Democracy

Rather unusudly, the rulers of the guild are eected by the guild members. This does
not mean that these rulers need be weaklings, or afraid of using their powers sternly and
firmly when they need to (imagine aruler ected for a 10-year term for example!). The
"eections’ may be the source of notable corruption, bribery, fixing, and vote-rigging of
al sorts. The devious DM can imagine dozens of ways of embroiling PCsin the kind of
scanda s and scams such a dtate of affairs will throw up!

L eaderless

Thisis mogtly atemporary state of affairs, when the guildmaster has just died, the
ruling council been arrested, and the like. However, in avery few guildsthismay bea
permanent date of affairs. Here, the guild will carry on only afew of the usud functiors,
and will primarily act only as a practicad resource. Thus, the guild house will be
somewhere to find atrainer, buy equipment, and gossip with fellow thieves. Guild dues
will not be excessve, and they will be paid for reasons of pragmatism. However,
regulation of thiefly activities will be minimd or nor-existent.

A leaderless guild is ripe for a coup, of course, and again this be a good option for the
DM!

Complex/Mix
In this context, this means some kind of power struggle in most cases. A guildmaster

may have had an ultimatum put to him by powerful seniors within the guild—accept a
ruling council or ese. Likewise, an ambitious and smart thief may be trying to take over a



democratic guild and ingdl himsdf as the undisputed leader.
Special

Because the ruler(s) of the guild are of such mgor importance, many DMswill be
prepared to put some extra effort into designing them in some detail. For those who don't
want to have to go to the trouble, the blueprint profiles (later in this chapter) can be used
for guildmasters. For the more industrious, why settle for the usua option of (say) a
human or haf-ef guildmaster with the usua high skills and gppropriate magic items, or
the sourpuss old dwarf with his smelly leether armor who is the secret behind-the- scenes
madter thief? Guild design does include such natura racid possbilities, but there are
other, more exotic, options.

The DM will aways want to design these casesindividudly, but afew examples
won't go amiss—these can be ripped off with or without DM development, or used asa
Spur to DM imagination.

Dragon: A dragon makes an excellent guildmaster. Some can polymor ph self into
humen (hdf-€f, etc.) form as a naturd ability, others can use the spell of the same name,
others still might have amagica item permitting this change of gpopearance. Dragons are
vain and love treasure, so what more naturd than a stream of junior thieves bringing
pretty treasures to the "guildmaster” as atithe? The guildmaster can aso, of course, have
many charmed servants from charm person spells.

Deepearth Creature: Drow and Illithid are the best candidates. Appearance can be
disguised with an illuson péll, the use of amask (imagine cowled, masked thieves
protecting their identities in a councl meeting—a very sensible set of precautions), a hat
of disguise, or in other ways. The guildmaster could am at gaining wedth, power,
information, al for nefarious purposes which PCs should want to stop. Combetting such
aguildmaster (or even aruling council) is an excdlent introduction to deepearthing, a
pleasure no player should be denied.

Extraplanar Creature: Denizensfrom evil planes make excellent guildmasters. They
like having power, gaining information, and wedth isn't something they are whally
indifferent to. Plus they have lots of time on their hands to indulge themselves by being a
thieves guildmaster. Thear powers of disguise and conceal ment make it easy to maintain
the pretense of humanoid form.

Intelligent Monster: A troll as guildmasgter is not terribly likely. But how about a
beholder? efreet? rakshasa (a particularly good choice)? a fagrie dragon using its many
pells? There are many possibilities!

If the DM decides on a specid guild ruler, there are severd questions which he needs
to consder:

* Can the ruler passitsdf off asanorma race? Thiswill usudly be important for
retaining the loydlties of guildmembers. A spdl, magicd item, innate power, or plausible
reason for seclusion will be needed.

* How did the cregture get to the top? Either it must have thief kills, or be able to
smulate these (with spells, magica items such as gauntlets of dexterity, etc), if it has
worked its way up through the ranks. Or, it must have been able to replace someone at
the top of the guild (through assassnation, etc.).



* Why does this creature want to be guildmaster? The possible reasons are money
(tithes), information (thief spy reports), power, amusing itself (afaerie dragon, or an evil
denizen with afew decades to kill), and the like.

If the DM is prepared to think through such issues, then a specid ruler type can be
grest fun.

Guild Rulership

Itsvitd to know what style of rulership the guildmaster bringsto the guild. This
section covers styles of rulership, and can be applied to guilds which are ruled in other
ways (by councils, €tc.).

Weak/Strong

Thisisan obvious digtinction. A guildmaster can be strong and authoritative, so that
his commands and rules are obeyed (willingly or otherwise). Or he may be week, with his
edictsincreasingly chalenged by his underlings. Factors such as Charisma, experience
leve, notable achievements, age, and the like will affect the guildmaster's percaived
grength. The most important, however, is likely to be the generd perception of the force
the guildmaster has up his deeve.

Crud/Just

Thisis of mogt importance within the guild. The guildmaster may be cruel, handing
down 4iff (and sometimes arbitrary) punishments for infringements of guild rules. He
may punish any Sgns of over-ambition among juniors very sternly. A crue guildmester
rules his guild by fear of what he does—thisis cruddly different from a strong
guildmaster, who may rule in part by fear of what he could do if opposed. A just
guildmaster is the opposite of this, but is not wesk. Thét is, he is known to act swiftly and
decisvely to oppose any enemies within the guild, and to enforce important guild rules
and rulings. However, his punishments are seen as fair and judtified ("he's harsh but he's
far"). While the opposite of crud would, drictly, be "kindly," nice guys do not get to be
guildmasters.

Despotic/Populist

Thisisaraher high-sounding term for a smple dichotomy. A despotic guildmaster is
one who decides on rules, punishments, policies, and important guild matters for himsdf.
He does not consult others (much), and while he may listen to advice from hisjuniors he
doesn't take any notice of it—he listens, he does not atend. However, this does not mean
that the guildmaster isatyrant, nor that heis crud or even necessarily strong (aweak
despot isin red trouble, however). It means that the guildmaster thinks thet he knows
best, and this doesn't imply wickedness or cruelty. The guildmaster may be very
intelligent, wise, and far-seeing. Also, just because the guildmaster is a despot doesn't
mean that the guildmembers don' like this Sate of affairs—atruly smart guildmester will
gain the loydty of the guildmembers through his wisdom and the way his rulings dearly



benefit the guild.

A populigt guildmaster is one who goes to some lengths to listen to dl (or most)
opinions within the guild. He is ready to listen to advice, and may delegate some of his
authority and decision making to others within the guild. Again, this need not necessarily
make the guildmaster popular. A common problem for a populist guildmaster isthat he
will be perceived as weak, especidly if the affairs of the guild are not in good order. He
may leave himsdf wide open to backstabbing (quite literdly).

These styles of guildmaster rulership can be combined to generate individud styles,
such as strong-cruel-despotic and (at the other extreme) wesk-fair-populist, and dl points
inbetween. Combining these should be fairly straightforward for the DM, but the
developed case of The Thieves Guild of Mdlain (page 76) gives an example of how to
combine these different e ementsinto an overdl picture for aguildmagter's style of
leadership.

Designing a Thieves Guild
Introduction

This section covers the design of athieves guild. Asyou flesh out the details of your
own guild, you'll want to record them on paper for reference during play. Following the
details of the system, aworked-out example is given to show how to build up awell-
detailed, atmospheric guild from the bare bones of the tables.

This section is aso not just for the DM. Players can be asked by a DM to do some
work for him! A player can roll up aguild for the DM to use in some other setting, or
some digtant city (which the PCswill vist sometime later after the DM has twesked the
players dicerollsalittle!). Also, aDM can dlow aplayer to roll up details of a guild
which the PC is about to take over as guildmagter, if he trusts the player enough! Thereis
aso aspecid section on PC guildmasters later on.

Using the Tables

There are quite alot of tables on the following pages. This shouldn't be intimidating;
the system is detailed, not overly complicated.

Using the tables which follow can be done in more than one way. Random dice-
rolling is OK, and will not give slly combinations of results. Sometimes odd-appearing
combinations result, but these can often be a spur to DM crestivity and generate the most
interesting guildsl The DM may dso ignore the dice-rolling and deliberately select results
from the tables which he fedswill fit his campaign needs.

The syssem which follows is detailed, as noted. Thisfor DMswho like lots of detail!
For those who don't, the best bet may be to combine the dice-roll and ddliberate-desgn
approaches; use dicerolls, and dter one or two when the DM especidly wants some
result or wants to maximize consistency. Or can't be bothered to do al the dice-ralling!
Also, afew sections of design do not use tables.

Ladtly, the tables mostly have suggested modifiers for basic d20 rolls. For example,
the attitude of the law is determined on a d20 roll which is modified by socid dignment
(more hodtile for Lawful societies, etc.). It is quite impossibleto ligt al the possble



modifiers for each table. Thiswould eat up masses of space and no system can foresee all
possible modifiers anyway, 0 only the key modifiers have been listed in each instance.
The DM can easily add further modifiers as he seesfit, to reflect specid circumstances.

What Isn't Covered

Some of theidiosyncratic guild details aren't covered here. For example, any oaths of
fedty the thief may have to pledge, and the exact rules and congtitution (if one exists) of
the guild isn't covered here. If a DM wants this kind of depth of detail, he will surely
want to write such detalls for himsdf.

Also, infrequent reference is made to any of the kits, proficiencies, or magic items
introduced in this book. Thisis ddliberate, ensuring that DMs who wish to be cautious
about introducing such new eements are not prevented from being able to use the design
system.

In summary, al the redly important stuff you are going to need is here, and for any
frills you want to add—go ahead!

Guild Background

First, we need to establish the background of the guild. Such details of the guild as
sze, rulership, and the like will be affected by socid factors, alignment, and so on.
Therefore, this background is developed firdt. In thisway, later dice rolls for aspects of
the guild can be given modifiersfor previoudy established background.

Many of the tables to follow will refer to background elements dready detailed in the
previous section, so the DM will know what brief entries mean. This obvioudy adsthe
process of DM sdlection, if dice-ralling is not being used.

Social Alignment

Thisisan optiona step. In some game settings, communities will have definite
dominant socid dignments (see WORLD OF GREY HAWK® Fantasy Game Setting).
Sometimes, while a gpecific dignment cannot be stated, a generd trend (for example, to
good rather than evil) can be given. Socid aignment aong the good- neutra-evil, and
lanful- neutral- chaotic axes, should be recorded if the DM is happy that he knows them.

If the dignment is divided, the dignment of the rulers should be used for later dice
roll modifiers, but the fact that the common people are different should aso be noted.

Special Social Factors

Theseindude racid divisions, religious persecution of thieves, unique historica
factors, and the like. The DM should note any of these which are important. Since such
factors will dways be unique, there is no way the design system here can accommodate
them. The DM will have to ascribe modifiersto certain dice rolls for these factors as he
seesfit!

Size of Community



The DM should have a reasonable idea of how many people livein the town or city
where the thieves guild islocated. Most sourcepacks give such figures, and if the DM
has designed his own campaign world then he should ascribe a suitable figure. For DMs
uncertain about this, in medieva times only capitd citiesin Europe had a six-figuretotd
of inhabitants, and many villages and hamlets had but a few score. Progperous magjor
towns would have in the order of 4-10,000 or so, and important cities perhaps 20-60,000
(depending on which century istaken for reference). There is no need for the DM to be
ultra-accurate, but population will greetly affect the number of thievesin the guild, so the
DM should record this.

Wealth of Community

No absolute figures are given here, because different DMs will work on different
absol ute scales—some campaigns are money- poor, others dmost swimin gold. So, Table
7 usssrelative divisons of wedlth. A smple d20 rall on thistable will determine the
effective wedth of the community the guild is located in. There are many modifiersto
thisdicerall, and these are shown directly below the table.

Table7:
WEALTH OF COMMUNITY WITH THIEVES GUILD

d20 Relative Wealth

Rol of Community

1 Very Poor (subsistence)*
2-5 Poor

6-9 Far

10-14  Aveage
15-17  Comfortable
18-19  Waedthy
20+ Rich

* Maximum population around 1,000.

Modifiersto d20 Rall:

Capita City: +5, never less than
Average

Magor Town: +3

Port: +3

On Mgor Inland Trade Route: +2
Purdly Agricultura Economy: -2
Population of 500 or Below: -1

What isimportant to remember here is that this dice roll does not actually indicate
how wedthy the average citizen is. What the dice roll indicatesis how much money is
whizzing about which is up for grabs (literaly). Thus, in aport alot of trade passes



through, much money changes hands, and the passing-through trade (and wedthy
merchants) makes the city much richer in effect than the average income would suggest.
The effective wedth leve is another important factor in determining how many thieves
will be guildmembersin the city.

Attitudes of the Law

Thisisamgor factor affecting any thieves guild. Roll d20 on Table 8 to determine
the attitude of the militia, watch, police force, etc., in the city or town where the thieves
guildislocated. Modifiers to this d20 roll are listed below the table as before.

Table8:
LEGAL ATTITUDES

d20 Attitudes of

Roll theLaw
1-3 Persecution
4-7 Hade

8-11 Opposition
12-13  Complex/Mix
14-17  Tolerance
18-20 Corruption

Modifiersto d20 Roll:

Lawful socid dignment: -2

Chaotic socid dignment: +2

Good socid dignment: Reroll 1sand 20s
BEvil sodd dignment: -1

Reationship with Merchants

Thiswill dso have adight effect on the number of thievesin the guild; the eesier it is
to extort the goodies from merchants, the more light-fingered thugs will sign up to be part
of the organization respongble for extracting the shiny gold stuff from them! Roll on
Table 9 to determine the relationship the thieves have with the merchants.

Table9:
MERCHANTS ATTITUDESTOWARD THIEVES

d20 Merchants dominant
Roll attitudeto thieves

1-2  Wafae
3-6  Opposition
7-13  Standoff

14-15 Complex/Mix
16 Submisson



17-19 Infiltration
20 Submisson

Modifiersto d20 Roll:

Lawful socid dignment: -2

Chaotic socid dignment: +1

Society is Poor (or worse): -4

Society is Wedthy: +1

Society isRich: +2 (but aroll of 1 still means Warfare!)
Law istolerant of thieves +1

Law is corrupt; +2

Relationships with other Guilds

Table 10 is provided for DMswho need for some reason to determine, a random, the
relationship between thieves and the guilds they are most likely to cooperate with:
ns, beggars, and bards. It is strongly suggested to the DM that these relationships
should be scripted, rather than dice-rolled, but if a DM needs to develop a guild and its
background quickly adice roll will do the job. Separate d20 rolls should be used for each

quild.

Table 10:

THIEVESAND OTHER GUILDS

d20

Roall Relationship of Thieves Guild with
Assassins  Beggars Bards

1-2 Hodtile Hodtile Hodtile

34 Indifferent Hodile Indifferent

5-6 Indifferent Indifferent Indifferent

7-8 Indifferent Neutra Indifferent

9-10 Neutral Neutral Indifferent

11-12 Neutral Favorable Neutra

13-14 Neutral Favorable Neutra

15-16 Favorable  Co-operative Neutra
17-18 Favorable  Co-operative Neutra

19 Co-operative Close Favorable
20 Close Close Co-operative

Modifiersto d20 Rolls:

Law attitude is persecutory or hasding: +1 to assassngbeggars
Socid dignment isgood: -2 to assassins, +1 to beggars

Socid dignment isevil: +2 to assassns

A Hodtile result doesn't mean open aggression unless the DM wants arunning feud as
adoryline! For example, if hodtility exists between thieves and assassns thisis most



unlikely to explode into open aggression (unless, say, an assassin has dain the thieves
guildmagter). Indifferent means the groups have few dedlings, Neutrd differsin that the
two groups have more dedlings, maybe for practica reasons, dthough they have neither
fondness nor enmity for each other. Favorable means that the two guilds get on well
enough, though they may not dways trust each other too well! Cooperative means that
the groups enjoy a good relaionship, may plan together, and that afair level of trust
exigts between guildmembers. Close means that the two guilds work closdly together,
exchanging information, helping with commoninterest tasks, with one guild even
prepared to help the other if it is under threat or attack (at least until the bodies sart to
drop!).

Details of the Guild

Having established these background details, it's down to the nitty-gritty. The firg,
crucid, determination is how many thieves there are in the city or town where the guild
is. Thisis not necessaxily the same number as arein the guild, but working out how many
light-fingered gents (or ladies) are about town is anecessary precursor to that.

Table 11 does not use ad20 rall. Instead, it isamatrix from which the DM only needs
to read off onefigure. If the DM knows the population of the towr/city, and the wedlth
level, asingle read-off gives the range for the number of thieves. After each dicerall
indicated in a column, a bracketed figure is given—this is a (rounded) average which the
DM can useif he hasn't the time to roll dice on the table.

Totasfrom Table 11 are not cumulative, save for populations of over 10,000 (where
the "per extra. . ." number, or amultiple, is added to the "5,001-10,000" number).

We now know how many thieves there are in the town or city, but how many are
actudly in the guild? This depends in large part on the rulership of the guild, which
should now be determined.

Table 11:
THIEVESIN TOWNSAND CITIES
Population Economic Leve

Very Poor Fair Average Comfortable  Wealthy Rich

Poor
Up to 5000 0 1d2-1(1)  1d2-1(1) 1d2-1(1)  1d3-1(1) 1d3-1 1d3
501-1000  1d2-1(1) 1d3-1(1) 1d3-1(1) 1d3(2) 1d3(2) 1d4(3) 10d4+1(4)
1001-2000 na 1d3(2) 1d4(3)  1d3+1(3) 1d4+1(4)  1d3+2(4) 1d4+1(5)
2001-5000 n/a 1d4+1(4) 1d6+1(5) 1d6+2(6) 1d6+3(7)  1d8+3(8) 2d6+2(9)
5001-10,000 n/a 1d6+2(6) 1d10+2(8) 2d6+2(9) 2d8+2(11)  2d10+2(13) 4d6+2(15)
Per extra
5,000 na 1d4+1(4) 1d6+1(5) 1d6+2(6) 1d6+3(7) 1d8+3(8)  2d6+2(9)

Modifiersto totals rolled. Add the following percentages to the total rolled, rounding
fractions over one-haf upward:

Socid dignment is chaotic: +10%

Attitude of law istolerant or corrupt: +10%

Merchants are infiltrated or in submission: +10%



* Or fraction above 2,000.
Guild Rulership

A roll on Table 12 determines the nature of rulership of the guild. The DM wishing to
sect, rather than roll, this rulership might want to look through the following section to
look et the effects of rulership on the guild before making his choice.

Table 12: GUILD RULERSHIP

d20

Roall Guild Leadership
1-13 Guildmesgter

14 Complex/Mix

15 Democracy

16-19 Council (d3+2 members)
20* Reroll on Table 13

*Natura 20 (regardless of modifiers) only.

Modifiersto dierall:
Socid dignment islawful: -1
Socid dignment is chaotic: +2

Table 13:

UNUSUAL GUILD RULERSHIP

d20

RollGuild L eader ship

1-2 Leaderless

3-8 Complex/mix

9-10 Specid Guildmaster (dragon,etc.)

11-12 Specia Council (conceded Drow, €tc.)
13-20 Rerall on Table 12, ignoring any roll of 20

At this sage, the DM can dso determine the rulership style of the ruler(s). Table 14
can be used for al casesin which the guild has a guildmaster, and dso for council
leadership. It is not suitable for democratic guilds, where there is no red rulership as
such. On Table 14, three d20 rolls are needed.

Table 14: RULERSHIP STYLE

Strong-Weak Cruel-Just  Despotic-Populist

d20 Roll Rulership d20 Roll  Rulership d20 Roll Rulership

1-5 Strong 1-4 Crud 1-4 Despotic

6-12 Fairly Strong 5-11 Fairly Crud  5-10 Fairly Despotic
13-17 Fairly Weak 12-16 Fairly Just 11-16 Fairly Populist
18-20 Weak 17-20 Just 17-20 Populist

Modifierstodieroll Modifierstodieroll Modifierstodieroll



—1if sodd dignment lawful -1if socid dignment lawful +1if sodd dignment

lanful
+2if socid dignment cheotic  +1 if socid alignment chaotic -2 if socid adignment evil+1
if socid dignment good -1if wedth leve poor or far +2 if socid aignment

good
-1if social dignment evil -1if rulership style week -1if rulership style strong

-4 (-2) if rulership gyle
crud (farly crud)

Thefind step isto determine guild organization, and thisis done with a single d20
roll on Table 15. Some of the results from this table may need particularly careful
thought, because some odd-looking results can emerge. The DM can crop out such
odditiesif he wishes.

Table 15: GUILD ORGANIZATION

d20

Roall Guild Organization
1-6 Centrdigt

7-12 Cohesive

13 Complex/Mix

14-17 Fractionated

18-19 Oppositiond

20 Anarchic
Modifiersto dicerall:

-2if sodd dignment lawful

+1if socid aignment chaotic

+2 (+1) if Guild rulership iswesk
(fairly wesk)

-1if Guild rulership is strong

+2if Guild is Leaderless

A magjor shake-up of what the DM hasrolled may beindicated if adicerall indicating
Oppostiond or Anarchic guild organization is rolled on this table. Oppositiond means
there are competing, small guilds (and Fractionated means there are sub-guilds within the
quild); Anarchic, that thereisno real guild at al. The worked example later shows that
the combination of such resultsthat at first seem at-odds (e.g., guild rulership by asingle
guildmagter) is actualy workable, dthough the overdl picture which emerges may be a
strange one!

Some results may need re-rolling, however. The one notable case is the Oppositiond
gructure if the absolute number of thievesin town issmdl. You can't redly have a
plausble collection of competing guilds with only six thieves in town, for example (but
maybe two very smdl gangs could exig, after dl . . )

Thefind step isto determine how many of the thievesin the town or city are actudly
members of the guild.

Guildmembersand The Rest



The base percentage of thieves who will be members of the thieves guild is 75%. The
following modifiers are gpplied to this number:

+10% if socid dignment is lawful

-20% issocid dignment is chaotic

+10% if the attitude of law is persecutory

+10% if merchants are submissve or infiltrated
+10% (+5%) if guild rulership is strong (fairly strong)
-10% (-5%) if guild rulership isweek

(fairly wesk)

What of the other thieves (assuming there are any)? What is the attitude of the guild
to the residud fredancers? Table 16 givesadieroll for determining this attitude, which
may aso be taken to reflect the guild's attitude to outsiders who stray onto its patch.
Thus, aguild which is punitive to indigenous non-guildmembers (*join up or well cut
your hands off") will likely be hogtile to outsiders as well.

Table16: GUILD ATTITUDES
TOWARDSGUILDLESSTHIEVES

d20
Roll Dominant attitude
1-5 Hodtility and persecution

6-10 Hodtility

11-15  Neutrdlity

16-18 Co-operation
19-20 Specid reationship

Hostility means that the guildmembers will make it very clear to a non-guildmember
working in the guild's territory that he isn't welcome. They may rough up the offender,
send him threatening messages, play an unpleasant and only haf-joking practical joke on
him, and the like. The message is, join up (or get out of town), or else. If Persecution is
added to this, the offender will be given an even starker choice: Join up or die. Neutrdity
means that the guildmembers may try to persuade non-guildmembersto join up, but they
will tend to stress the benefits to dl concerned rather than using threats. A determined
fredlancer will probably be left to go his own way by such thieves, but they will certainly
not assst him or have any felow-feding for him. The guild will not sell equipment or
offer training to the fredlancer, except perhaps at exorbitant prices. If aguild isneutrd to
foreign thieves, it may dlow them to work on the guild's patch providing that only smdll-
scae operations are involved and afeeis paid to the guild.

Cooperation suggests that fredlancers may work with the guildmembers, maybe on a
specid-case basis. The guild may take the attitude that if these people won't join, it's
better to keep them friendly. Equipment and training is charged at a premium, though.
Specid Rdationship suggests some unusudly cdose link between guildmembers and
outsders. The example of the Thieves Guild of Malan gives an example of how this
can be scripted by the DM.



Experience Levelsof Thieves

Table 17 below shows the experience-leve ranges of thieves as afunction of how
many there arein aguild. More populous guilds, which will dways tend to be in mgor
cities and towns, and rich places, are the ones which will attract more experienced thieves
to them.

Table 17 should be used asfollows. In the left-hand column is shown the number of
thieves (thisis the total number in town, not just in the guild). The next five columns
show dice rolls which need to be made for the five highest-levd thievesin town. The
following column shows numbers, and levess, for the middie-echelon thieves, those
above the level of gpprentice, but not members of the senior ranks. All remaining thieves
will be firg-level gpprentices.

The seniors should be taken as the top echelon of the guild. The highest leve rolled
will be the guildmagter (if thereis one), or the most powerful guild-affiliated thief. The
other seniors can be used to make up aruling council (if thereis one), or used for key
positions such as accountant, quartermaster, deputy guildmeaster, subguild-master (for one
quarter of town), or others. The number of seniors can be dightly increased (at the lowest
experience leve) for redly szeable guilds. Fredancers will come equdly from the
middle-echelon and apprentice levels. If the DM wants any middle—to high-leve
fredlancers, these should be scripted as individuaized NPCs and not the result of any dice
roll! It isimportant to separate out guildmembers and fred ancers a this stage in the thief
ligting the DM makes.

Experience Levels: A Note

The levelsfrom Table 17 will be low to medium, except for guildmasters of mgor
guilds. Thisis designed to be suitable for campaigns which are not top-heavy with over-
powered, high-level characters. If you have PCs running around at 15th level, or even
higher, and you want a thieves guild as a source of enemies, you will need to up the
levels somewnhat. Y ou could always consider resting these PCs and playing at more
reasonable levels, of course.

Table 17: EXPERIENCE LEVELSOF THIEVES

No. of Seniors Middle Echelon
Thieves A B C D E

1-5* 1d3 1d2 1d2 — — na

6-10 d4+1 d4 d4d — — 2xd2

11-15 d4+2 d3+1 d3+1 d2+1 d2+1 3xd2

16-20 d4+3 d3+2 d3+2 d3+2 d2+2 2x(d2+1),5xd2

21-25 d6+3 d4+2 d4+2 da+1 d2+2 5xd3, 5xd2

26-30 d8+3 d6+3 d4+3 d4+2 d4+1 4x(d3+1), 4xd3, 6xd2
31-40  d6+5 d6+4 d4+4 d6+2 da+2  4x(d4+1), 5x(d3+1), 8xd2
41-50 d6+6 d6+4 d6+4 d4+4 d6+2 6x(d4+1), 8x(d3+1), 12xd2
51-75 d6+8 d6+6 d6+5 d6+4 d6+3 8x(d4+1), 12x(d3+1), 15xd2
76-100 d8+8 d6+7 d6+5 d6+4 d6+3 15x(d4 +1), 20xd4, 30xd3



101+ d10+8 d6+8 d6+6 d6+5 d6+4 10% are d6+1, 10% are d4+1, 25% are
a4, 25% are d3

Multi-classed thieves

Table 17 will do for determining Sngle-classed thieves, but dwarves and elvesin
particular may be likely to be multi-classed. To determine this, the DM needs to know
how many thieves are nonhuman.

Ralling on Table 18 will determine the race of each thief in the guild. Onerall is
made for each thief (freelancers can be determined at this stage too). Thistableisa
generic one, and assumes a definite human dominance (which most campaign locations
will have). However, thisis obvioudy unsuitable for determining, say, the composition of
the thieves guild of the core community of an even heartland, where virtudly dl the
thieveswill be dves or hdf-eves. In such cases, the DM can bypass Table 18 and just
decide race on a per-capitabasis. For example, if 70% of the inhabitants are elves, then
for eech thief arall of 1-7 on d10 will indicate that he is an €f. Modifiers can aso be
used; for example, if dves dominate dwarvesin amixed society, adice roll modifier of -
5 could be applied to the dice rall on Table 18.

Table18: THIEF RACES

d100
Roll Thief Race
01-06 Hf

07-14 Hdf-df
15-44 Humen
45-50 Gnome
51-58 Hdfling
59-62 Human, dud-class
63-93 Human

94-99  Dwarf
00 Specid (natural 00 only)*

Table 19 contains sub-tables which can be used to determine whether the thief is
muilti-classed (nonhuman) or if the thief is dud-classed (human).

Given the race and possible multi-class nature of each thief, the find step isto adjust
the levels from Table 17 for multi-and dual-class thieves.

For multi- classed nonhuman thieves, reduce the thief leve by 1d2 from the origind
diceroll from Table 17 if the character has two classes, and by 1d2+1 levelsif the
character is atriple-classed fighter/mage/thief. No reductions can take an NPC below 1st
level, of course. The character will have the same level in his other classes, if thisis
possible (in some cases it may not be; e.g., amulti-class character cannot usudly be a
2nd-levd thief/2nd-level mage. Check the XPs needed for progressin each class!).

With dud-class human characters, experience gained in the "old" classwill be 104
levelslower than that gained as athief (but never below 2nd leve). Thethief leve rolled
from Table 17 is not adjusted in this case.

Thisdl looksfarly horrendous. In fact, it isfarly ample, dbeit alittle time-



consuming (but if you want acomplete picture of aguild, it does take time). The example
of the Thieves Guild of Mdlan (later in this chapter) showsthat rolling up thievesisa
fairly smple business, despite dl these tables!

Table19: THIEF CLASSES

Dwarves

d20

Roall Character Classes
1-8 Fighter/thief

9-20 Thief only

Elves

d20

Roall Character Classes
1-6 Mage/thief

7-8 Fighter/thief

9-10 Fghter/mage/thief
11-20 Thief only

Half-elves

d20

Roll Character Classes
1-4 Mage/thief

57 Fighter/thief

8-10 Fighter/mage/thief
11-20 Thief only

Gnomes

d20

Roll Character Classes
1-4 Fighter/thief

5-8 [llusonist/thief

9-20 Thief only
Halflings

d20

Roall Character Classes
1-5 Fighter/thief

6-20 Thief only

Humans

d20

Roll Previous Character Class
1-12 Fighter

13 Ranger



14-15 Mage

16 Specidist wizard
17-18 Cleric
19-20 Bard

For humans, some classes are not included as options for previous experience. It is
inconceivable that afdlen paadin could demean himself to thievery, likewise that an ex-
druid could so totdly ater his entire framework of thought. If the DM wants such an
exotic posshility, there would have to be atruly extraordinary reasonfor it.

Non-Thief Guildmembers

The guild may well have very close dfiliations with asmal number of NPCs—
especidly tough fighters—who may be honorary "guildmembers™” These men may guard
the guildhouse, go on planned jobs as |ook-outs and muscle, provide the muscle to
enforce protection rackets, act as bodyguards, and the like. However, they will not
usudly be full members of the guild. The DM should design such NPCs as the need
arises.

Fleshing out Guildmembers

Y ou now have a bare-bones list of guildmembers and other thieves in the town. How
far you go beyond this point depends on how much extra information you need for the
campagn.

Alignment

Thisisworth determining for dl thievesin the guild, because it will have a powerful
effect on the way the guild operates, on guild intrigues, and so on. The dignment of the
guildmaster and the top senior thieves should aways be sdected by the DM to fit the
needs of the campaign. The rulership style dice ralls should be strongly suggestive of
certain optionsin any event. A fairly strong, cruel, and fairly despotic guildmaster looks
like agood candidate for neutra evil, whereas afairly strong, just, and populist member
of aruling council would be closer to chaotic good.

For other thieves (juniors and members of the middle echelons) adice roll on Table
20 can be used to determine dignment. This table is biased away from lawfulness and
towards neutrdity, which is probably an accurate reflection of most thieves. However, if
the DM wants more goody-goody types or lawfuls then these options can be fudged into
the table in place of (or via) the "Dominant socid dignment” entry.

Table20: NPC THIEF ALIGNMENTS

d20
Roall Thief Alignment
1 Neutral Good

2-3 Chaotic Good
4 Lawful Neutra



5-10 Neutra

11-12  Dominant socid dignment
13-14  Chaotic Neutral

15-16  Lawful Evil

17-19 Neutrd Evil

20 Chacatic Evil

Modifiersto dicerall:
+2 if sodd dignment isevil
-2if socid dignment isgood (But anaurd roll of “20" gill means Chaotic Evil)

Note: For "dominant socid dignment,” if the DM is uncertain, teke neutrd. If dominant
socid dignment islawful good, take neutrd good (1-4 on 1d6) or lawful neutrd (5-6 on
d6) instead.

Prime Requisite

All thieveswill have Dexterity of at least 9. Y ou can roll NPC thief Dexterity on
8+1d10, adding +1 for characters of 4th or higher level and +2 for characters of 8th or
higher leve. Elves and haflings gain +1 to Dexterity scores. It is strongly recommended
that no scores above 18 be alowed, and certainly absurd scores like 20+ should be
reduced to 18. Other ability scores are discussed below. Dexterity scores should be
recorded for al thieves, snceit affects AC and ther ills.

Senior Thieves

Such thieves—induding the guildmaster'—should be designed with allittle more
detall. The following points can e kept in mind when adding some detall to their basic
profiles

Physical Factors: Smple details like age, height, weight, and gppearance can be
determined. Senior thieves can be taken to be 25+1d20 years if a random determination is
needed. Sex can be determined randomly also.

Exceptional Ability Scores. Thieves of high or medium levd should have fair abilities
to have survived so long. Allow aflat 1-in-4 chance for each nonDex &hility to be rolled
on 2d4+10 and record exceptional (15+) scores.

Magic Items: Senior thieveswill certainly have magic items suitable for thieves.
Different campaigns vary hugely in the amount of magic knocking around. A good guide
isto snesk alook at thief PCs (and NPCs) in campaigns you think are well-run, and/or
the blueprint profiles given later, and take hints from these about the nature and number
of magic items possessed. When in doubt, always be stingy. Magic can be added to a
meagic-weak campaign; it's hard to retrieve it when too much is floating abouit.

Guild Position: Non-guildmasters will till likely be important and occupy key
positions (especidly if council members). A shrewd guildmeaster, for example, will keep
the second-rankers happy with important things to do. Quartermaster, deputy
guildmeadter, chief of blackmail, chief of espionage, liaison officer (with other guilds),
and many other options can be written in here.



Other Stuff: Persona idiosyncrasies are dways a nice, characterizing touch. Cover
identities are dso important; what face does the thief present to the public? Does he have
atrade, is he amerchant, is he perhaps the Constable of the Watch or atrusted tax
offiad?

The most important case, obvioudy, is the guildmasgter himsdlf (or the ruling council).
Such an NPC must beindividualy designed by the DM to suit the campaign. The
blueprint profiles which follow the guild design section give a couple of examples of
fully fleshed-out mid-to-high-level guildmasters, and these can be used by the DM as
they are or as an indication of how to go about designing a guildmaster NPC.

Junior Thieves

These will not need the kind of detailing the seniorswill, unlessthe DM is
determined to have complete details of everything! Race, class, prime requisite, and leve
will be sufficient to begin with, especidly for mere 19- or 2nd-leve gpprentice types.
The addition of names should round off these basic details.

A Final Record

Now that theinitid die rolls for numbers and levels of thieves have been rounded off
(and modified) by race, and dua/multi-class options, the basic details for the guild
thieves can be determined—summaries of guild seniors, minor magic itemsfor juniors,
the odd exceptiond ability score, hit pointsif the DM has rolled these up, and the like.

Cash and Carry
Having populated the guild, the find step isto take care of afew practica detalls.
Guild Dues

Guildmembers have to pay fees to belong to the guild, and they may aso have to pay
cuts of their take on jobs which are "licensed by" the guild. The DM should fix these
levelsto suit his campaign. For guild dues, asum equa to about one month's living
expenses for the thief PC is reasonable. This sum will increase with the gaining of
experience levels, which is reasonable. Guildmembers get chegper training, and training
islonger and more expensive a higher levels, so higher dues reflect this. Fixing a cut
needs to be done on a case-by-case basis. If the guild hastipped off the thief with alot of
information important to pulling arobbery, it could wel ask for a quarter or even athird
or more of the take, for example.

The dues and other payments due should be recorded by the DM, together with a brief
note on whet the PC thief getsin the way of specia benefits for his dues.

Normal Resour ces

A rall on Table 21 can be used to determine the availability of standard, non-megica
equipment items. This reflects how well the Guild is equipped with illegd items, or



equipment which is of dubious legdity (and which may beillegd in highly lawful
societies). Add +1 to the dice rall for every 10 thieves in the guild to a maximum of +4
for aguild with 40 or more thieves.

Table 21:

AVAILABILITY OF RESOURCES
d20

Roll Equipment Availability

1-5 Poor

6-10 Far

11-17 Aveage

18-20 Good

A roll indicating Poor meansthat illegd items (as shown in Table 31) cost 50-80%
(40+{ d4x10} ) more than usud, and are at least 50% likely not to be available at any
given time. Items which are noted in Table 31 as being rare will be dmost impossble to
obtain. A thief wanting an illegd item which is"out of ock™ can only try again after a
gap of 2 weeksto seeif fresh supplies have been obtained. If the availability of resources
is Fair, the item costs 10-40% more than usud and there is a 30% chance that it is
unavailable, but the thief can make aweekly check.

A roll indicating Average dlows items to be had for the usud price, with only a 15%
chance that an item is unavailable (a check for fresh ddliveries being made weekly). If the
roll shows Good availahility, prices are 10% below norma, and items are only 5% likely
to be unavailable at any time (check for fresh ddliveries weekly).

These rules, especidly on availability, can be readily twesaked by the DM as desired.
If the DM wishesto deny the thief some equipment item, then it Smply isn't there, for
example. Conversdy, the DM may wish to rule that there are dways lockpicks available,
gnce these are s0 essentid for very basic thief ills (picking locks, and maybe finding
and removing certain types of trgps).

Special Resour ces

No tableis given for randomly determining these specia resources, because they
require careful attention and thought on the part of the DM. From the list below, the DM
should select a smdl number (or none, for asmal guild) which will suit the campaign.
Thisligt isonly apartia one, and the DM can add smilar specid resources:

Tame Mage: The guild has a hdpful mage on tap, who casts spellsto help thieves
(but doesn't take risks). If the guild has a mage/thief or two, this mage is of higher leve,
and may train these mage/thieves.

Tame Cleric: A rarer ingtance, but possibleif the deric is very chaotic, arenegade,
etc. In some specific mythoi this might not be arare case a dl (for example, clerics of
Mask in Faerun).

Expert Fence: The guild works regularly with, or has, afence with truly exceptiona
knowledge, information networks, and/or the ability to ship hot goods out of the country
fadt.

Government Snitch: The guilds man in City Hdl. Very helpful in tdling the Guild



about the shipment of government goods, the Mint, secrets of political NPCsfor
blackmail, and lots more.

Merchant Shitch: The guild's man in the warehouses, docks, etc. Not a
nightwatchman, but someone much more important—a harbormaster, Commander of the
Night Watch, etc. Can supply the guild with watch hours, incoming and stored cargo lists,
and much more.

A Friend at Court: A person with the ear of the King/Queen/Baror/Roya
Phys cian/Courtesar/Bimbo Princess. Subtly different from a government snitch, and
more suited to a swashbuckling rogue campaign or guild.

Friendsin other Guild(s): The quild has very cordid relations with the thieves guild
inamgjor city, even the capitd, for reasons of blood relation, old friendships and co-
adventuring, etc.

These specid resources clearly open up al kinds of adventure possibilities. Getting a
message to the important NPC is a standard option, obtaining areward for them is
another (e.g., the tame mage wants that nice wand of lightning his enemy has and could
the guild gedl it for him?), rescuing them from imprisonment is athird. Subtler
possibilities could include finding out who has found out about the guild's Government
Snitch and is blackmailing him for afortune, and the like.

Major Activities

Here, the DM should determine and make a record of the secondary activitieswhich
are important to the guild. These include (but aren't limited to) protection rackets,
smuggling, kidnapping, davery, forgery, dipping, "entertainments” and smilar fun and
gamesreviewed earlier. The DM should determine which activities the guild is strongly
invalved with to suit the socid aignment, the campaign, and the nature of the guild
rulers. For example, a strong-cruel-despatic neutrd evil guildmasgter isalot more likely
to get the guild involved with davery and kidnapping than ajust, populist good-digned
guildmaster. Some DM s may aso wish to exclude certain activities such as davery or
kidnapping because players of good-aigned thieves might not want their characters part
of such activities. However, it is up to the PCs to do something about such evil goings-on
if they cannot accept them—a spur to thelr creativity and scheming.

The Guildhouse

Thisisgoing to be of maor importance to dmogt al thieves guilds, and there are
four important points rlating to it:

Location and Cover: Where isthe guildhouse, and what doesiit look like upfront?
The DM must choose alocation and cover suitable to the town or city, and the nature of
the guild. It could be afortified large building among warehouses or down by the docks,
an underground cellar complex below the private home of a senior thief, entered viathe
sewers, or the basements and cellars of atavern in ashady part of town. A smal guild
may only meet in the back room of a shady tavern, of course, but any significant guild
needs somewhere fairly secret and strong.

Contents: What's in the guildhouse? I's equipment kept hidden there or does the
quartermagter carry it with him (unlikely unless he has abag of holding)? Are there



hidey-holes? How many exits are there (there will usudly be severd)?

Guards: Who protects the guildhouse? Can reinforcements be summoned quickly? If
there isabuilding which isafront for the place (e.g., atavern above the cdlars of the
guildhouse below), can extra help (hefty fighters) be had quickly?

Traps and Protections: The guildhouse will dmost certainly have magicd and
mechanica traps—the entrance may be a very strong door, with a couple of locks (and
only guildmembers have keys). Down a passage, a secret door may be placed to dlow
entrance—following the passage leads into very unpleasant traps. Magical traps may
have been paid for, or placed by mage/thieves. Mechanica traps will be of many kinds,
but will often use disabling/pardyzing attacks just in case a novice makes a mistake and
takes the wrong turn somewhere!

Bearing dl these pointsin mind, the DM should design the guildhouse, drawing
floorplans and maps.

The Thieves Guild of Mallain

An Example of Guild Design

Our DM s scripting the thieves guild for the large town (or smdl city) of Mdlain.
The DM knows some basic socid facts about this place, having placed it onthemap in
his campaign world, and records these facts for future reference. The issue of wesk
rulership is something the DM had decided in advance, likewise the fact that Mdlanisin
acivilized area of the country, and on amgjor inland trade route. The DM determines the
population a somewhere around 17,000 (not too large, not too smdl!) and decides that
5% are hdflings and 5% are hdf-eves, there are no full dves, and a smattering of
dwarves and gnomes. The DM congders that there is a dight tendency toward lawfulness
in the community, but not a strong one, o the overdl socid dignment is recorded as
neutrd.

How wedthy isMdlain? The DM rollsa7 on Table 7. To thisis added +2, because
the town ison amgor trade route. The DM adds afurther +2, snce Mdlainisalarge
town, if not amajor one. This gives an adjusted totd of 11, so the wedlth level is average.

The attitude of the law is resolved on Table 8, and adiceroll of 17 indicates
tolerance. Why? One clear reason sticks out amile: under-manning. The DM has dready
recorded that the ruler of the land isweak, and hismilitiais smdl in this safe, secure
land. There amply isn't the manpower to go around chasing the thieves.

The attitude of merchantsisresolved on Table 9. A rall of 14, modified to 15 by the
tolerance of the law, indicates acomplex/mix. The DM isn't sure enough of how to script
acomplexity here; heisn't clear enough in his own mind about the details of Mdlan. So
he opts for a mix, and makes two more dice rolls on the same table to see what the mix is
(adding +1 to each rall for the tolerance of the law). Herolls 12 (13, with a+1), which
indicates a standoff; his second roll is 1, and even with a+1 modifier this indicates
warfarel How to synthesize thisinto awhole? The DM reasons that most merchants are
described by a standoff—they put up with the thievesin afarly resgned way. A
minority, though, are furious about thieving for some reason; maybe they have suffered
particularly heavy losses. This placeisnt rich, after dl. They try hard to persuade the
ineffectud militiato do something about the thieves.



Deciding on thieves and other guilds, the DM does not roll on Table 10 for ns
and beggars. The DM isn't happy handling assassins, S0 he decidesthere aren't any in
town, obviating the need for adice roll. With beggars, the DM wants to choose Close
Cooperation, details of which he records. Thisis a plot eement he wants to exploit later
on. If the beggars spy on the merchants, facilitating robberies in a place of only average
wedlth, it could hep explain why some of the merchants are at the end of their tether, too.
Matters are beginning to come together fairly nicdly, but there islots till to do. How
about bards? The DM rollsa 1, hodtility! Very odd, and at this stage the DM just records
thiswithout thinking about why. He decides to come back to this problem later.

From Table 11, the DM makes an initid recording of how many thieveslive and
work in Malain. The population is 17,000. The DM rallsin the "5001-10,000" row, and
twice in the "Per extra5,000" row, in the Average (wedth) column. Theserollsare
2d6+2, and 1d6+2 (twice) respectively—atotd of 4d6+6. Thisisrolled asatotd of 19,
but the DM adds 10% to this because the law is tolerant, for atota of 21. They need not
al be guildmembers, of course; the DM needs to know about the guild rulership to
determine this. Recording the figure of 21, the DM moves on.

A roll of 5on Table 12 showsthat the guild is ruled by a guildmaster. From Table 14,
the dieroalls produce a picture of what this guildmester islike. A firg roll of 18 shows he
isweak. A second roll of 12, reduced to 11 because of this weskness, makes him fairly
cruel. A find roll of 12, reduced to 10 because of this cruelty, makes him fairly despotic.
In summary: Wesk, fairly crud, fairly despotic. A rather pathetic creeture, dl told. This
comes to the rescue of the DM when he rolls on Table 15 and comes up with a 20—
Anarchy!

The DM istaken aback. Thereisaguild here, with a guildmaster, and now heis
plunged into ared complication. He is about to re-roll the dice, but spends a minute or
two in imaginative reverie. Perhaps, after dl, thisisworkable. An old, feeble, wesk,
guildmaster has logt his authority. He has resorted to cruelty and despotism to try to hold
on to his guildmaster status, but lacks the strength even to do this effectively.
Guildmembers have drifted away in open contempt, but have not yet formed a separate
guild (that would be Opposition, not Anarchy). They don't have the heart to kill the old
thief, ether (guildmasters appoint their own successors, the DM decides, so held haveto
be killed).

The DM rolls on Table 16 before dl this has sunk in—if there isnt aguild, how can it
have relations with outsiders and fredancers? But the roll of 19, Specid Relationship,
gtimulates some further thoughts in the DM's head.

The DM decides that the guildmaster has managed to hang on to asmal rump of the
quild—1d6, he decides, and rolls just 4. Later on, he will select these as being primarily
senior and compatible with the guildmagter's dignment. There is no need for the sandard
percentile roll to determine the percentage in the guild, because thisisa specid and very
unusua circumstance. The other 16 thieves dl work independently, maybe dlying with
each other in smdl groups for the odd job now and then. Perhaps alack of coordination
among them means that some targets are hit too often, which wouldn't hgppen if the guild
was coordinating matters properly. Maybe this is why some merchants are so desperate
that they want warfare declared on the thieves—this makes very good sense. It also
explanswhy the law is tolerant—they know it's going to be hard to track down and dedl
with any centrd organization which redlly cuts the musgtard in Mdlain, and the DM adds



this detail to his notes.

The "Specid Rdationship” isthat holding between the rump of the guild, and the
fredancers il in town. To complete the picture, though, the DM rolls another d20—
giving areault of 6, hodtility. Thisisthe atitude of al the thieves of Mdlan (or most of
them!) to outsiders from beyond the town, to complete the picture.

The DM now hasto determine the levels of the thievesin Mdlain. There are 21
thievesin the town, and from Table 17 the DM determines the levels of the seniors as
8th, 6th, 4th (two), and 3rd. From the 5xd3 and 5xd2 rolls, another two 3rd-levd and four
2nd-leved are added. The remaining 10 thieves will al be gpprentices. The DM records
these figures on some rough paper.

From Tables 18, 19, and 20 the DM makes die rallsto detail these thieves. There are
5% hdf-dves and 5% hdflingsin Mdlan, but no full eves or gnomes, so the DM
decides in advance to replace any df rolled up with a hdf-df, and any gnomewith a
hafling. Two thieves were not rolled randomly; the 8th-level human guildmasgter, and the
6th-levd hdf-dven thief the DM wantsto use as a plot e ement to advance the theme of
anarchy within the guild.

The hdf-df is adashing, romantic rogue-figure who is the focus of the opposition to
the ailing old guildmegter. He has musicianship skills, and a brother who is abard—
hence one reason for the guildmaster's hodtility to bards (this detail is added to the record
sheet). This DM sees this character as very chaotic, and one who doesn't wish to be
guildmaster. But the old guildmaster hates his charisma, youthfulness, and character, and
has dways blocked his progress. Now he sees him as the enemy who has drawn away the
other thieves—a specid relationship indeed, a very tempestuous and intrigue-ridden state
of affairs. Added to thisisthe fact that the haf-ef doesn't want to be guildmaster, but the
juniors who have deserted the guild are begging him to lead them in a coup againg the
old guard. He aone has the experience and charismato do this. The DM has been
watching afew Errol Hynn movies of late. However, while Eviard the hdf-df is chaotic
good, the old guildmagter is Neutra—it is too obvious and unsubtle to make him evil,
which would submerge many of the intriguesinto a smplistic good-versus-evil bettle.

But most of those saying loyd are evil—if they have to be diminated, the DM prefers
them to be evil than to encourage his PCsto attack and kill neutras.

After thisflight of fancy the DM comes back to earth. The guild isin a state of uproar
and anarchy, but there are still some practical detailsto attend to. Guild dues ill haveto
be decided—these will be the old rates, which applied when the guild was not torn
asunder, but they are useful as a guide to what the reformed guild (if it does reform) will
accept. (The DM notes them in brackets.) A smilar consideration gppliesto norma
resources, but the DM a so notes the present availability (poor) by way of an update.
Specid resources are important—the DM determines that the thieves guild hasa
government snitch, a persond friend of the guildmaster, and this stool-pigeon is used to
prime the military to arrest the hgpless hdf-df, driving him further underground, and
making him an even more dusive and mysterious figure. The war between old Halradur
and Evlard gets hotter by the moment.

Asfor mgor activities, the DM decides that in such afairly boring town asMdlain
there is no scope for anything epecidly unusud. The dedlining guildmeaster would not
have had the strength of will to maintain any redly nefarious activities. Individud thieves
may kidnap, but the guild doesn't organize such actions. The guildhouse islocated in the



cdlars of aloca tavern, the DM decides, the Baron of Bef, run by one of the few thieves
left who staysloyd to Hadradur. Thisian't aparticularly cregtive desgn element, but the
DM knows that matters are likely to be al-change in Malain soon, and so can't be
bothered to think up anything especidly unusual. The tavern will make agood location

for afina shoot-out in any event.

What began as a short exercise in rolling up athieves guild has now turned into a
powerful intrigue which could cast along shadow over most aspects of life in thistown.
The centra struggle between an old guildmagter, with asmall evil coterie, and desperate
young thieves looking to areluctant new leader is going to enmesh the unwary PCs as
soon as they enter the place!

Unusual Guilds

The guild design system gives awedth of detail on the treditiond (in the AD& D®
game) town or city thieves guild. However, there are other possible guild structures
which can be used by the DM in the campaign world. These are unlikely to be suitable
for PC thieves (in most cases), but they add diversity and spice to any campaign.

TheTravding Guild

A group of traveling thieves, who work as abody and are effectively aguild on the
road, makes an interesting encounter. Three variants on this theme include:

Gypsy Folk: This group travels in horse-drawn wagons. The community isjust that—
complete with many sniffling children, goats, snarling dogs, afew chickens kept for eggs,
and lots dse. In towns, the gypsies sell dried herbs and pressed flowers, and the wise
woman of the group may reed fortunes (using the Fortune Teling/Astrology proficiencies
if gppropriate). The gypseswill be extremely loyd to each other, and will usudly be of
Neutra (or chaotic neutrd) aignment. If such folk are acommon sight on the roads of
the land, then the gypsy people may have extended clans rdated by intermarriage, so that
if any violence is done to one of them an entire horde can be assembled to track down
and punish the offender.

River Folk: A variant on the gypsy theme isto have agroup (or groups) of traveling
folk who work the waterways of the country. These people will dmost certainly have
merchant interests, or convey cargoes for others; thieving would not be an adequate
income for them. They will supplement their income with thievery in and around the
rougher ports, usudly inland or estuarine. They are sgnificantly more likely to be of evil
dignments than are road-travelers. In the campaign world of Oerth (Greyhawk), the
Rhennee folk are a good example of such river folk.

The Circus: Thisisasomewhat hackneyed theme, but should waysbeused in a
campaign at some time. Thieves can make up the bulk of atraveling circus, which comes
to towns and cities and cheerfully robs them. If the circus has mongters on show, then
thereisarationde for having other character classes dong for the ride who help the
thieves and give the NPC band some diversity. Thus, clerics can be on hand to snake
charm and speak with animals while mages could charm monsters or speak with
monsters (if of high enough level; arguably a 12th-level mage has lots better to do than
traipse around with a circus). Thieves with specidist skills such as acrobats, cat burglars,



etc., will fit wel into such a group.

Players with any degree of gaming experience will have learned to keep well avay
from circuses. Old tricks such as having evil, high-level NPCs polymor phed into
mongers or animals are well-known to such devotees of the game. So, it may be more
enterprising to use some other group of entertainers, such as atraveling troupe of actors
and musicians. They can perform the equivalent of passion plays, act and Sng charming
ethnic curiogties (especidly dves), sng madrigds, and the like. A group of light-
fingered expert thief choir eves could make for alot of fun (they look so sweet and
innocent, how could anyone suspect them?).

Piratical Guilds

Also traveersin some fashion, aguild of thieves who spend most of their time
engaged in piracy isacomplex and shifting structure requiring careful thought by the
DM. There will obvioudy not be any form of guildhouse for such thieves, dthough a
smal number of secret guild hidey-holes (caves in the cliffs, deserted coves, desolate
quil-haunted idands) could exist where spare equipment and vital emergency supplies
might be placed a drategic locations. guildmasters could exigt, but much more likdy isa
loosdly-effiliated structure where severd senior thieves, maintaining their positions by
forcein most cases, are equipotent. They might well dl cal themsdaves guildmaster!
Such a guild would have a very strong tendency towards chaotic dignments, and a
nearly-equa tendency towards evil.

Some type of organization and regularity would have to be imposed to meke thisa
guild a dl. Medtings haf-yearly, with a quorum for votes and decisons to have any
binding qudity & al, would be a possibility. These could take place in the mgor piratica
port, perhaps atown or city of unparaleed iniquity (what a place to send some PCsto
track down the wicked pirates and stop their evil trade in pressganging/davery/drug
smuggling, etc.). Certainly, some mechanism for obtaining equipment and training (a the
least) must exist.

For anotably more structured and stable rulership of a piratical-type operation
(daving), see the adventure module A1-4, Scourge of the Savelords.

The Guild of Honor able Gentlemen

Asaredly unusud guild, which could exigt in pardld with the established thieves
guildinalarge city, thisis a gplendid option.

The members are aristocrats, men of learning, education, and exalted socid position
(preferably by birth). They are refined, dignified gentlemen of impeccable manners and
superior Charisma. They are asmall group, and they thieve for the excitement of it dl.
They are bored with their life of sybaritic self-indulgent possibilities, easy comforts, and
gold-digging members of the opposite sex. They sed for the thrill of it.

What motivates these people is a chdlenge to their skill. They sted things not
because they are vauable or important, but because they are there to be stolen (which
doesn't mean that they are valueless or bana—they usudly aren't). The Emerad of
Kummkaqvaat will be stolen by such athief not because it's worth a fortune, but because it
is believed to be impossible to stedl it.



Such thieves will usudly be of notably high level, and they will tend to have
exceptiond Intelligence and Charisma scores. They will very rarely be Evil, and will dso
tend away from Chaotic alignment. For these reasons, they can become excellent mentors
for aPC thief if thisis appropriate to the campaign—for example, a PC thief can come
across one of them at work, or find evidence of the person's true identity as a renowned
medter thief.

The Good-Aligned Guild

Thisisararity. It hasto be. Remember the Player's Handbook definition of arogue;
someone who feds "that the world (and everyonein it) owesthem aliving." Thieves are
"the epitome of roguishness." Mogt thieves want to do asllittle work as possible and live
aswdl as possible off the efforts of others. Thisis not exactly a definition of good
dignment. The mgjor problem with a good-aigned guild issmple: The large mgority of
thieves are not of good dignment. If agood-digned guild comesinto being (e.g., a good-
aigned guildmaster comes to power) then many, if not mog, thieves will actively seek a
non-good (preferably neutrd) guild if the guildmaster seeks to impose the values of good
on them.

What the intelligent good-aligned guildmaster will do is not to impose or accentuate
the values of good within the guild. Rather, he will quietly squeeze evil thieves out, put
them at risk, and try to make sure that evil activities (davery, etc.) are downgraded or
made to fail. Eliminating evil is much smarter than trying to establish good.

However some good-digned guilds can certainly exigt in the campaign world. A
classic example isthe "freedom fighter” guild, a guild which stresses the vaues of
chaotic good, in a Lawful Evil country or state. Such aguild will attract thieves of CG,
NG, and CN dignments, and pure Neutralswill go dong as usud. Even chaotic evil
thieves might join, hating the repressive lawfulness of the sate (especidly if the guild
rulers have the sense to play up Chaos and freedom in their pitch). Such aguildisone
with the classic Robin Hood (robbin hoods?) spirit. It could exist “underground” in an
evil land such as the Scarlet Brotherhood lands (in Oerth) or Thay in the Forgotten
Redms (FR6, Dreams of the Red Wizards), a secret urban organization with
underground, hidden meeting-places and fearful helpersin high places—a superb setting
for intrigue. A rurd equivdent, with scout-type thieves dlied with tough rangers and
others combining their skillsto chip a the edges of a strong evil Sate, is another
example, more suited to playerswho like lots of combat and tacticad skirmish gaming
than palitica intrigues and tense urban chases and the like.

Other good-digned guild possihilities exigt, certainly, but require more careful
thought by the DM. They are possible in afractionated or oppostiona guild structure, in
acountry where the good/evil divison mirrors or paralels some other (e.g., good-digned
elves and predominantly evil-aigned humans), and possibly in super-goody-goody
nations where they exist as security consultants and the like (but how do they accumulate
their experience points for practicing their skillsin earnest?).

Player-Character Guildmagters

This section is for DMs who have a PC in a campaign who has become a Guildmaster



of Thieves. Holding asimilar position (eg., the most powerful member of aruling
council) can be handled with minor modifications of the system outlined here for
determining guild numbers, activities, economics, brushes with the law, and Smilar
eventsin the everyday story of thieving folk.

Determining Guildmembers

This can be done in three ways. Firg, the tablesin the Player's Handbook can be used
(with twesaking to reduce the proportion of non-humansif thisistoo large for your
campaign). Second, you can use tables (71, 12, 13) earlier in thisbook (the 11-15 row is
suggested from Table 17). Or you can use one of the systems, and introduce afew pet,
individualy scripted NPC thieves of your own into the results from the dicerolls. In
particular, you may wish to design the deputy (assstant) guildmaster since thiswill be an
NPC the PC will need to lean on alot.

Guild Income
Table 22 below lists economic modifiers for societies of different wedth. These

modifiers should be gpplied to dl monetary sums referred to later—quild dues, cuts from
planned jobs, and the like.

Table 22:

MODIFIERSTO GUILD INCOME
Social Wealth Modifier

Very Poor x 0.25

Poor x 0.5

Far x 0.75

Average none
Comfortable x1.2

Wedthy x 15

Rich x 2.0

The income the guild receives will come from two sources; guild dues, and the cut the
guild takes from planned robberies, burglaries, heists, and the like. The system given here
isagmple onefor cdculating month-by-month income; some optiond extras are
documented later.

Dues: These will befixed as ayearly sum, payable anywhere from monthly to semi-
annudly (the thieves will prefer the latter). A reasonable base sum to work fromis 30 gp
per level as ayearly due, to amaximum of around 300 gp/year (for thieves of 10th or
higher leve). The guildmaster can take 5% of these dues as a persond fee, and his
assistant will take the same (these two do not pay fees, nor do members of aruling
council unless democraticaly eected). The guildmaster can take up to 15%, but for every
1% above the 5% standard the morale of the guildmembers drops by -1. Extorting over
15% leads to immediate revolt! The rest of the income goes to the expenses of running
the guild (bribes, buying equipment, paying fines, ec.).

Cuts: The guild isentitled to exact alevy on robberies and burglarieswhich it has



some role in planning. The guildmaster doesn't have to plan these activities; his right-
(and I€ft-) hand men take the leading role in this. The levy can be taken as a base 10%
(thisis pretty much standardized. If a PC guildmaster wants to extort more, every extra
1% leadsto adecline of -1 in morade; over - 10 leads to immediate revolt). Of this 10%,
the guildmaster gets 10%, as does his assistant—that is, 1% of the gross.

Table 23 shows how much money is gained per 10 thief-levels by aguild from this
kind of guild-guided activity. The standard economic multiplier is used, and the dicerall
result is multiplied by the total number of experience levels of guild operatives, divided
by 10 (the guildmaster and his assstant, and any guildmembers not actively thieving, are
excluded). So, aguild with six 3rd-leve, Sx 2nd-levd, and eight 19t-level thieves gets 4
dicerolls (tota levels= 18 + 12 + 8 = 38. Fractions below one-hdf are rounded down,
others up). Table 23 gives the gross, the guild gets 8% of this, the guildmaster and his
assigtant 1% esch.

Table 23:

GUILD MONTHLY INCOME
d20

Rall Income per 10 Thief-levels
1-2 5d6 gp

3-5 5d8 gp

6-9 5d10 gp

10-11 8d10gp
12-15 2d6x10gp
16-18 3d6x 10gp
19 4d6 x 10 gp
20 6d6 x 10 gp
21 6d10x 10 gp
22 10d10x 10 gp
23+ 12d12 x 10 gp

M odifiersto Dice Rall
-2 if the attitude of the law is persecutory
-1if the attitude of the law is hasding
+1if the law is corrupt or tolerant
-1if the merchants attitude is one of warfare
+2 if the merchants are submissve or infiltrated

Income Multipliers (see below)
Easygoing operations: x 0.5
Routine operations: x 0.8
Average operations: x 1.0

Pushy operations. x 1.5
Aggressve operations. x 2.0

Levels of Operations

These are referred to in the multipliers following Table 23, above. They refer to the



following ingructions given by the guildmadter:

Easygoing: Guildmemberstake life very easy. No morde modifiers.

Routine: Guildmembersteke life fairly easy, but keep their handsin. A +1 modifier
gpplies to morae for the first month (after this some of them get bored and touchy).

Average: The standard level of operations, no effects on morae.

Pushy: The guildmembers are pushed into doing some extra jobs here and there, and
grand, ambitious activities are eagerly pursued. This gives +1 to morde for the first
month (excitement), but -1 per month after the firgt if sustained, cumulativeto a
maximum of -4).

Aggressive: Guildmembers are told by the guildmaster to sted anything which isnt
bolted to the floor. This has an immediate effect on morde of -2, towhich -1 is added per
month (cumuléive) to amaximum of -10; at this point, arevolt is automaticaly
triggered.

The more active the guild is, the more likely thieves are to be apprehended by the
law, however!

The sums of money gained by the guildmaster thisway will not be great, unlessthe
guild isalarge one, the community is rich, and/or the guildmeaster uses aggressive
thieving tectics. Thisislikdy to be de money for guildmaster-leve thieves, so other
activities must be used to generate income. These will need planning by the player in
consultation with the DM. Reference should be made to the Player's Handbook when
consdering the money side—how much shopkeepers can afford to pay as protection
money, for example. These sums are usudly lower than most players think! Making sure
the target one drikes a isrich isashrewd gep in any thiefly activity.

TheLong Arm of the Law

A monthly roll is made on Table 24 to determine whether there has been a
confrontation with the law.

Table 24:
CONFRONTATIONSWITH
THE LAW |

d20

Roall Result

1-16 No confrontation
17-20 Confrontation

Modifiersto Dice Roll

+4 if dtitude of law is persecutory
+2 if atitude of law is hasding
-2if dtitude of law istolerant

-4 if atitude of law is corrupt

-3if activity of guild is easygoing
-1if activity of guild isroutine

+2 if activity of guild is pushy



+5 if activity of guild is aggressve
+1 for each group of 10 thieves (round up) past the first 10 (maximum modifier +5)

Note that when rolling on the table above, arall of natura 20 means a confrontation
with the law, no matter what the modifiers may be.

If aconfrontation arises, roll on Table 25 to determine the nature of the confrontation.
Apply the same modifiers to the dice roll asfor Table 24, except for the last one (the
number of thieves modifier). Also, naturd rolls of 1 and 20 are not subjected to modifiers
on Table 25.

Table 25:
CONFRONTATIONSWITH
THE LAW |1

d20

Rall Result

1 Arrest of 1 thief (1st-level apprentice)

2-5 Arrest of 1 thief (level 1d2)

6-9 Arrest of 1d2 thieves (19t-level apprentices)

10-15 Arrest of 1d2 thieves (leve 1d2)

16-18  Arrest of 1d2+1 thieves (levels 1d3)

19 Arrest of 1d3+1 thieves (levels 1d3)

20 Rerall, but thieves are killed

21-23  Arrest of 1d2+3 thieves, rolled a random from the active guildmember list
24+ As above, but thereis a 50% chance for each thief of being killed

Any arest of three or more thieves will reduce the morae of guildmembers by -1.

Clearly, it is useful if aguild can manage to corrupt the law somewhere dong the
line. It is up to the player of a PC guildmaster to set about corrupting the law, if it iant
corrupt aready, and up to the DM to determine a what point the corruption has gone far
enough to apply dice modifiersin the tables above.

Arrested Thieves. Different campaign worlds, and countries within the same
campaign world, have very different legd systems and degrees of punishment. If the
guildmaster wants to try and get his followers back by paying their fine, thisis acceptable
unlessthe DM rules otherwise (e.g., the country is Lawful Neutra and very punitive, the
atitude of the law is persecutory or hasding, etc.). The fine payableis variable. The base
fineis 30 gp, but modifiers can readily be applied. If thethief is of 3rd or higher levd,
double the fine (he probably has arecord). If the guild's activity level was pushy, double
the fine. If the guild's activity level was aggressve, multiply the fine by five. Findly, roll
1d4 and multiply the fine by thisfigure to get afind sum.

Thisisafar shorthand rule which many DMswill want to detall further for
themsdlves, but for an averagdy active guild in an average sort of game miilieu (if thereis
such athing) an average fine of 75 gp, or 150 gp for a seasoned crimind, is not so much
to pay. The guild can afford to pay hdf the fine (part of running expenses) up to 250gp,
but the guildmaster hasto fork out the rest from his persond wedlth. A guildmaster who
getsathief out of jail by paying the fine, or by bugting him out, gains the confidence of
his followers, who add +1 to their morae for the next month. On the other hand, if the



guild suffers aloss of severd (3 or more) members there may be amorae drop of -1 or
more (but the DM may waive this for large guilds).

Guild Morale

Unless there are specia reasons to the contrary, the base morae for guildmembers
will be 15 to begin with. If morde fals below thislevel, amorae check is caled for.
Failing the check meansthat 1d2 thieves leave the guild, to become fredancers
elsawhere. This number can be modified. For each 2 points that morae falls below 14,
add 1 extra deserter. If the 2d10 roll is 19 or 20 (naturd; thisis but a 3% chance), add an
extra 1d4 deserters. Do not add dignment modifiers (for the PC) to these morale checks;
standard morale checks (Table 16, Player's Handbook) give bonusesfor being
lawful/good and thisis extremely implausible with thieved

Asan dternative, rather than leaving the guild, the thieves may put their grievancesto
the guildmaster, if a secret check againg the guildmaster's Charismaiis successful. They
may ask for lower dues or cuts from their income, more resources from the guild, or as
the DM determines. Thisisafar gep, if morde has falen dueto ill-fortune (arrests and
other problems) rather than to the guildmaster having been reckless or careless.

If moralefdlsto 5 or lower, however, the guildmaster will be the subject of an open
revolt and attempted putsch (and, at the DM's discretion, this may happen sooner if the
PC isbeing crud, arbitrary, reckless, or otherwise abusing his postion).

New Followers

New followers may arrive, and a monthly check should be made for this. The chance
is 10% for each 10 (or part thereof) thieves dready in the guild—for example, aguild
with 27 thieves has a 30% chance each month of attracting a new follower. Modifiersto
this base percentage chance are shown in Table 26.

Table 26:
MODIFIERSTO FOLLOWERSDICE ROLL

Morale, per point above 15: +10%

Morae, per point below 10: -10%

Guildmaster's Charisma: +2% per point above 12
Society is Rich: +10%

Society is Wedthy: +5%

Society is Poor: -5%

Society isVery Poor: -20%

Whatever the final percentage chances, no more than two new thieves will arrivein
any angle month. New arrivas are 15-level gpprentices, with the usua chance for being
nonhuman and possibly multi-classed. The DM may alow greater chances for new
recruits if the guildmaster goes on arecruiting drive after the guild has been wesakened by
arrests or some smilar misfortune.



Special Eventsand Occurrences

These are the annoying unforeseen happenings which make life far from boring for
any guildmadgter. Allow aflat 1 in 6 chance per month of one event (rolled from Table 27)
to take place. The DM must be prepared to do some necessary work fleshing out the
event, and may add his own occurrences to those in the table. If an event isirrdevant,
then no specid event occurs that month.

Table 27:
SPECIAL EVENTSIN THIEVES GUILDS

d20

Roll Special Event

1 Senior Thief from next town defects
to your guild, asking for protection,
brings minor magic item gift

2 Randomly sdlected guildmember
kidnapped by evil adventurers,
ransom note dispatched

3 Freak success with burglary: Guild
gets extraincome (d6 x 100 gp) but
agood fence is needed

4 Junior thief managesto acquire a
"Police Snitch”

5 Deputy Guildmaster is diseased/
cursed/kidnapped/caught by the
authorities

6 1d3 dumb thugs offer servicesto the
guild for a"retaner"; these fighters
may beloyd, or are they
stool-pigeons for some other
organization?

7 Powerful NPC (a mage, perhaps)
commissions tough bresk-in and
burglary from the guild

8 Guildhouse is located by the
authorities, 50% chance ajunior
thief finds this out before the raid.
DM must do much work herel

9 Locd assassins guild requests smple
manpower help with a"little job"
(that turns out to not o little.. . )

10  NPC specidist of some kind (mage/
thief, quartermaster, brilliant cat
burglar) arrives and applies for guild
membership



11  Randomly sdlected junior
guildmember suffers accident which
leaves him unable to thieve

12 Guildhouseisburgled!!! Brilliant NPC outsider gets awvay with
valuables (as recorded)!

13 A mid-leve thief, plus an gpprentice,
disappear; have they been kidnapped
(no ransom), murdered, eaten by
dligatorsin the sewers, polymorphed,
plane shifted or suffered some worse
fate?

14  Faled assassnation atempt is made
againd guildmaster—hby whom?

15  Thievesaccidentdly (or in panic)
kill guards when committing
robbery—attitude of the law will be
persecutory (maybe gaining
reinforcements) for next month

16  Novicethief leaves guild (family
moving, maries girl/boy from next
village, €tc.)

17  Rdationswith Beggars guild worsen
(if good) or improve (if
bad)—actions of junior thieves (as
determined by DM) are instrumental
inthis

18  Burglary turns up magic item
unusable by any guildmaster (for
example, adericd item)—the guild
needsto trade it to get its vaue
(with atemple)

19  1d3thieves beaten up and robbed
returning from a burglary, reduce
guild income by 25% this
month

20  PCsidentity asguildmaster isknown
to an outsider, who attemptsto
blackmail the PC (he has some
physical evidence to back his
blackmailing)

Blueprint Profiles
It'stime to meet a select body of august personages from diverse thieves guilds. The

NPCs here are presented with fine-grain detail, and they can be used in severa ways.
They can be used by any DM as "off the rack” NPCs ready for play, they can be dightly



modified to suit the DM's ongoing campaign, or they can be used as an ingpiration for the
DM to devise his own NPCs dong the same lines. These NPCs are also characters who
will hold dominant positionsin any thieves guild.

To give these NPCs arounded, full character, each has been given ahistory and
location within one of TSR's game worlds; Oerth, the world of Greyhawk, or Faerun, dso
known as the Forgotten Realms. If the DM does not wish to use these histories and
locations, he can change them as he wishes, relocating the NPCs as desired.

Sats: Thief kill vaues listed include dl bonuses from dexterity, race, non-use of
armor, and magical items, as appropriate.

Guildmaster Septien
Sdlfareine, the
"White Lily"

AC 1 (cloak of displacement, ring of protection + 3, boots of striding and springing);
T 10/ M 9; hp 32; #AT 1, Dmg by weapon type; Str 9, Int 17, Wis 16, Dex 17, Con 9,
Cha 16; THACO see below; AL CG; SA quadruple damage on backstab, thief sKills,
sword of dancing, spdls, SD thief skills, magica items (listed below), spells. Languages
gpoken: Common, no aign languages, dven, gnome, hdfling, thieves cant. Thief skills:

PP 60, OL 80, FRT 75, MS 85, HS 80, DN 40, CW 70, RL 30. Experience Point Total:
212,465 (in each class).

Spellsusually memorized: charm person, feather fall, protection from evil, sleep,
forget, invisibility, knock, dispel magic, fly, spectral force, dimension door, wizard eye,
teleport.

Weapon Proficiencies: dagger, longsword, short bow, shortsword.

Nonweapon Proficiencies: artistic ability (Wis, composition), disguise (Cha; double
proficiency, checks at +1), etiquette (Cha), musicianship (Dex; stringed keyboard
insruments).

Combat Stats: Melee: Base THACO 16. Uses shortsword +2, +4 versus dwarves
(THACO 13/11, Dmg 1d6+2 (+4)/ 1d8+2). Also haslongsword of dancing, THACO 14 if
hand-held, 16 if used in nondominant hand, 15 descending to 12 if used as adancing
weapon; Dmg 1d8 +1 to +4/1d12 +1 to +4.

Combat Stats: Missles: Base THACO 14. Uses shortbow +1 (THACO 12, ROF 2,
Dmg 1d6+1) and has 15 arrows +2 (THACO 10, Dmg 1d6+3).

Additional Magic Items: amulet of proof versus detection and location, periapt of
proof versus poison +4, Nolzur's marvellous pigments (6 jars), rings of chameleon power
and water walking, wand of secret door and trap location (52 charges).

Physical Details: Age 37 (human equivadent gpproximatdy 28), height 511", weight
131 Ibs, slver-blond hair, light blue eyes, very clear and somewheat pale skin, high
cheekbones, long and dender limbs.

Key lIdiosyncrasies. Septien has an infamous "ego sgnature,” as explained below.

He dso has ared loathing of dwarves, and his shortsword is his most treasured magica
item. He does not attempt to expel dwarves from his guild, but they do not advance
eadly, and Septien has even shopped one or two to the law by anonymous tip- offs.

Cover: Septien isawel-known and appreciated musician who gives well-attended
public performances of his playing on harpschord-like ingruments.



Guild and L eader ship: The Gryrax Guild has acomplex/mix structure; the
guildmaster co-rules with aruling council of three. Septien's Syle of guildmagtering is
dightly wesk (he shares power), just, and fairly popuist (the council atendsto generd
fedings within the guild and Septien ligens to them).

History: Septien Sdfareine is Guildmaster in Gryrax of the Principdity of Ulek, of
Oerth (in the World of Greyhawk). His identity as guildmaster is known only to the three
members of the ruling council of this guild; he is known to everyone d<se as "White
Lily." This pseudonym comes from a weakness he has for leaving afresh whitelily a the
scene of his audacious burglaries.

Septien was born the illegitimate son of aminor femae even noble in Celene, where
such abirth is no sigma. The hdf-df's quick wits and skill soon brought him private
training in magic from his doting maother, and he began adventuring exly in life. The
evils of the Pomarj, so close to Celene, offered ample opportunity for amageto gain
experience and prosper. But Septien's light-fingered talents found employment in the
tolerant, liberd capitd of Cdene aswell.

Septien made happy progress as mage and thief, dl the while cultivating his socd
graces and musicianship. It took the ravages of a broken love affair with a haughty grey
ef bdlerinato drive Septien firg to drink and then to exile. Septien grew lazy, fat, and
depressed in the lands of Ulek, until the day his second love entered his life—the White
Lily Diamond. Found in the Kron Hills, bought by the Prince of Ulek and exhibited &t the
Gryrax Paace of Culture, the heavily-guarded diamond was irresigtible. Septien brought
off adaring robbery, and left aflower behind; the origins of his name. He privaidy sold
the gem back to the Prince for 25,000 gp, afraction of its value, later. Septien does not
want riches. He does not stedl for the wedlth. He stedls for the joy of being skilled and
smart enough to get away with it.

Septien avoided joining the thieves guild for some years, but bumped into the acting
guildmaster when the two decided to rob the same place at the same time. Septien was
just putting his flower in place when the second thief arrived! The old guildmaster had
just died, and to have the famous White Lily as guildmaster was a decison which unified
the squabbling and divided membership and ruling council. Septien was drafted in, and
somewhat regretsthis. In truth, there islittle burden on him, since the council makes dl
the day-to-day decisons and his freedom of action islittle curtailed. But Septien regrets
the day hisidentity was discovered. On the other hand, hisincreasing success asa
musician (he is much in demand for concerts and as an accompanist) brings him good
fees, public acclam, and a steedy rate of arriva of hopeful femaes at his secluded town
house. Thereisword of his being made a Court Companion, the formd title given to an
adviser to the Prince, who is thought to seek his views on dven and culturd affairs.

Septien in Game Play: As"White Lily," Septien is the classc mystery figure. PCs
may have awild range of adventures trying to find him, stop his robberies, foil his
schemes, etc. Putting PCs up against an enemy who will only wish to outsmart them, and
will never kill unless heisforced to, will make a nice change of amosphere. A medium-
leve thief needing training in Ulek might find that only Septien can train him, and part of
the guildmaster's terms might be thet the PC will have to find him first! Given his
concerts, hisliking for femae company, and his activity as amage (dthough heisnot a
member of the Mages guild of Ulek), there are severd waysin which PCs can meet
Septien while, a the same time, hunting the infamous White Lily!



Tactical Notes. With hisamulet, Septien isdmost impossible to scry. Adding his
ring of chameleon power to histhief skills makesthis no essier. His mgor advantage is
his amazing ability to get into and out of places, and with spells such aswizard eye he
does his best to scry placesin advance. Nolzur's marvellous pigmentsare ided for getting
into places (hey presto! adoor!) if Septien's half-ef skill and wand don't find the secret
doors.

Septien does not use aggressive, damaging evocation-type spdls and the likeif at dl
possible. He prefers subtlety and guile, and a spell such as spectral force to cover his
escapes (using teleport to hisvillain dire necessity). Septien is not strong and has few hit
points, and so he will avoid meee combat if possible. If he must fight, unleashing his
longsword of dancing while he fights with his magica shortsword can make him quite
formidable. However, his cloak of displacement makesit virtudly certain that he will be
ableto escape at least afirst blow in melee, and he often takes advantage of thisto
teleport (or dimension door if he has this spell memorized, having scried in advance with
wizard eye) away. Hismagica boots aso enable him to make fast escapes.

Guildmagter Tulmara
Zir Bharann,
" Cruelty'sMask"

AC -5 (bracers of defense AC3, ring of protection +2, cloak of the bat); MV 12 (15 as
bat); T 16; hp 62; #AT 1; Dmg by weapon type (+6 with gauntlets of ogre power in
melee); Str 9 (18[00] with gauntlets of ogre power), Int 16, Wis 12, Dex 18, Con 15, Cha
15; THACO see below; AL NE; SA quintuple damage on backstab, thief abilities, cloak
of the bat; SD thief skills, necklace of adaptation, cloak of the bat, rod of alertness, ring
of free action. Languages spoken: Common, Thieves Cant. Thief skills: PP 25, OL 95,

FRT 95, MS 95, HS 95, DN 90, CW 95, RL 65. Experience Point Total: 1,432,155.

Weapon Proficiencies: dagger, hand crossbow, longsword, quarterstaff, short bow,
short sword.

Nonweapon Proficiencies. Appraisng (Int), Disguise (Cha), Jumping (Str), Lip
Reading (Int; double proficiency, +1 to checks), Rope Use (Dex), Tightrope Waking
(Dex).

Combat Stats: Mdee: Base THACO 13. Usudly uses gauntlets of ogre power
together with longsword +2, +4 versus Good-aigned creatures in dominant (right) hand;
gives THACO 8, 6 versus Good enemies, Dmg 1d8+8 (+10)/ 1d12+8 (+10). Also
possesses dagger of venom used in secondary hand; THACO 11, dmg 1d4+7 (+9)/1d3+7
(+9) plus specid (lethd poison).

Combat Stats: Missles. Base THACO 10; uses short bow +1 (THACO 9; ROF 2
ranges 5/10/15; Dmg 1d6+1) and aso has normal hand crossbow (THACO 10, ROF 1,
ranges 2/4/ 6, Dmg 1d3/ 1d2).

Additional Magic Items: Bag of holding (250 cu. ft. capacity), censer of summoning
hostile air elementals, oil of ethereal ness, other minor magica potions (ESP, healing,
efc.) asdedired by the DM.

Physical Details: Age 38, height 55", weight 107 Ibs., short-cut curly black hair,
very dark brown eyes, tanned olive skin, dark complexion, ear-lobes virtudly absent.

Key Idiosyncrasies: Tulmara suffers periodic blackouts, about once a month, each



lagting 1d8 hours. Sheiswhoally amnesic for what happens during thistime. In her
conscious persondity, her mogt gtriking fegture is her dead-eyed, emotionless mask of a
face when ligening to others.

Cover: Tumaraiswel-known as a merchant, dedling in staple commodities. Cloths,
foodstuffs, and livestock are her mgjor business interests. She has many people working
for her and israrely seen hersdf; thisis not unusud in her homeand.

Guild and L eader ship: The Zazesspur thieves guild has atraditiona single-
guildmedter leadership. Tulmarasrule is strong, cruel, and despotic.

History: Tulmara Zir Bharann is Guildmaster of thievesin the city of Zazesspur, one
of the "Big Four" cities of Tethyr in Faerun (see FR3, Empires of the Sands, for some
further details on Zazesspur). She rulestyrannicaly over alarge guild in thistrade city,
with some 140 thieves who are full-time members of the guild.

Tulmarawas born into opulence. The Bharann family is one of the older, more
important ones in Zazesspur, and Tulmara received an extengve training in commerce
and merchant life when young. Her naturdly greedy and selfish temperament was
exacerbated by being spoiled as an only child, and made more strident by this early
coaching in persona greed. Her physica brutdity, however, is something of an oddbal
characterigtic, perhaps a throwback to her great- great- grandfather. Old Sulmair Bharann
suffered fits of maniaca violence, but Tulmards brutishness is more coldly controlled.
Her gauntlets of ogre power aid her consderably in this respect; if she drikesor flals
someone, they know they've been hit! Importantly, Tulmara has never picked apocket in
her life. Such vulgar street crime is benegth her.

Soon after poisoning her parents to advance her inheritance, Tulmara began thieving.
From her commercia work, she learned of the activities of other merchants, and began to
plan and execute robberies of their premises. Expanding into blackmail and kidnapping,
she was recruited into the thieves guild by an early paramour, Arkall Rhassan. These two
became risng starsin the guild, arranging for the old guildmaster to have an "accident”
and then taking over the Guild themselves. The Guild prospered, and became wedthy;
the junior thieves and gpprentices, subjected to harsh discipline, could accept it if the
rewards were good. And they were.

Arkail was killed, murdered by an assassin; Tulmara has not been able to find out
why (it was on the orders of the Shadow Thieves of Amn, who feared the rise of the
Zazesspur Guild). Since this time, Tulmara has become more withdrawn and harsh, more
crud and evil, and more paranoid; the killing destroyed whét little humanity remained in
her. Now she strengthens the guild, and indulges hersdlf in afew big heldts, to passthe
time; her heart is empty, her zest for life dmost wholly gone. Her odd nicknamein
certain quarters—"Cruelty's Mask'™—comes from amiddling-rank guild member who
knew of her cult sympathies (see below), contrasting them with the lifdess personaand
deadpan facia expression of his Guildmagter.

Tulmarais adevotee of Loviatar, and attends secret ceremonies and rituas of that
faith. Sherules her guild absolutely, and she rules it through fear. She respects only force
and power in other people; intelligence, wisdom, and other gentler qudities are held for
nothing. She has the force to back her crud edicts, and while the Guild juniors suffe—
and no few flee the land—the fear of her is so widespread that she staysin control of her
guild, at least for the time being.

In Zazesspur, there are some notable palitica intrigues involving royaigts of various



persuasion (see Empires of the Sands). Tulmara doesn't get involved in this, and dlied
with her guild's predominant preying on outsders and foreigners, this has dlowed the
Zazesspur gquild (and Tulmara) to grow strong and powerful without the authorities
getting too fearful.

Tulmarain Game Play: Tulmaramakes for excdlent intrigue adventures, and isa
good nemesis figure if crossed (paranoids aways fit the bill on this count). It may take
the PCs many adventures even to redize sheis at the center of activitiesthey arefighting
againg. It should be very hard to find her, even harder to pin her down and overcome her.
PCs might be terrorized by Tulmaras servants, hired to recover someone kidnapped by
her, paid to act as bodyguards or couriers who are later attacked by thieves instructed by
Tulmara, and the like. Tulmara strikes ruthlesdy a those who thwart her, and since the
scope of her operationsis very wide, she can be thwarted in many ways!

The key dement is aways to make PCs work hard to get closer to the identity of their
nemess. Tulmards identity as guildmaster is known to few, and the familiar working up
the ladder from apprentices or thugs, to middle-rank people, and then closing in on the
heart of the operation should be the PCs goal. Even then, gaining any proof of Tulmaras
activities should be very difficult.

Tactical Notes: Tulmaras own lair is protected by her rod of alertness (used asa
megicd darm) and by her censer of summoning hostile air elementals which isused asa
trap (opening a certain door causes alever to fdl, il to pour dong anarrow channd and
be set dight, and then the oil runsinto the censer, lighting it). Other magicd darms
(magic mouths and the like) and numerous mechanica traps are present. A permanent
stinking cloud in acorridor leading direct to her persona chamber can be bypassed by her
with the magica necklace she wears, but could be a problem for PCsl Tulmara favors the
use of many secret doorsin her persond lair, below her private villa.

In combat, Tulmara aways uses the snesk backstab when she can, but is not scared to
dug it out toe-to-toe even with a plate-clad warrior. With her armor class and her magical
gauntlets, she is afearsome fighter. Her escape routes (notably oil of etherealness and her
meagica cloak) are important, likewise her protections againgt certain attack forms (the
ring of free action makes her immune to hold spdlls, the necklace of adaptation protects
againg gases, and so on). Tulmara often spies on people in the form of abat, and the
powerful webs she can cast from her cloak of the bat don't affect her (ring of free action).
Tulmara has afortune stashed away in various business premises, and can summon up a
bunch of thugs to attack her enemies at very short notice, both guildmembers and hired
mercenaries.

Quartermaster
Marmel Raveiz

AC 7 (unarmored) or 4 (leather armor +1); MV 12; M 4/ T 8; hp 26; #AT 1; Dmg by
weapon type -1 (usudly 1d4+1/ 1d3+1 with dagger +2); Str 7, Int 17, Wis 14, Dex 17,
Con 11, Cha 10; THACO 18 (16 with dagger +2); AL N; SA triple damage on backstab,
thief skills, spdls, SD thief skills, ring of blinking, ring of immunity to enchantment (see
below), spells. Languages spoken: Common, thieves cant. Thief skills: PP 45, OL 45,

FRT 30, MS 40, HS 40, DN 45, CW 70, RL 70 (skill vaues not adjusted for armorless
dtate). Experience Point Total: 12,045 (as mage), 94,130 (as thief).



Spell books (usudly memorized spellsin bold): cantrip, charm person, detect magic,
friends, hypnotism, identify, message, protection from evil, spider climb, unseen servant;
alter self, detect invisibility, ESP, forget, invisibility, know alignment, magic mouth, rope
trick, scare, wizard lock.

Weapon Proficiencies: dagger, longsword, quarterstaff, one unlearned.

Nonweapon Praficiencies: Appraisng (Int; triple proficiency, al checks a +2),
forgery (Dex; DM may use Int for detecting other peopl€'s forgeries), heradry.

Additional Magic Items: bags of holding (2 x 250 cu. ft., one of 150 cu. ft., one of 70
cu. ft.), wand of identification with 44 charges (see below).

Physical Details: Age41l, height 58", weight 132 Ibs,, long and lank gtringy fair hair,
greentblue eyes, weathered pale skin, dightly hooked nose, long fingers with knobby,
large knuckles.

Key Idiosyncrasies: Marmd has a paranoid belief pertaining to servants of along-
dead master seeking him out to kill him, as explained below. More mundandy, he has an
inordinate fondness for humbugs and will cheerfully suck hisway through alarge bag of
them given the chance. Asaresult, most of histeeth have falen out, and his speech
contains many breezily gumless shilants.

Cover: None Marme spends histime in hiding; see below.

Guild and L eader ship: The Monmurg thieves guild has a complex/mix structure—
specificdly, it hasaruling council (of 4) dected by dlegedly democratic eections from
the guild membership for 7-year terms. The leadership style of this council is strong, just,
and populist. Marmd isn't much affected by dl this, because he doesn't get involved in
guild palitics and council members (of whatever persuasion) gppreciate his loyalty and
usefulness to the guild.

History: Marme Raveiz is quartermadter of the thieves guild in Monmurg, capita
city of the Hold of the Sea Princes in Oerth (see World of Greyhawk for some additiona
details). He keeps the magica items the guild possesses as a group, stocks of specidist
thief equipment, and ledgers and accounts of the guild (membership dues and the like).
These are dl retained in hisbags of holding. Marmd is not an expert fence, dthough he
may use his Appraisng proficiency to purchase and check items for the guild.

Marme began life as an gpprentice to a Furyondian mage, and had to suffer ill-
treatment as the mage developed an ingdious form of insanity. His master refused to
dlow Marmd to make his own way in the world, but the unfortunate gpprentice got his
chance when the mage was forced to accompany a Furyondian nava foray againgt some
of the declining piratical force of the Sea Princes. Their ship was sunk, and Marmel took
the opportunity to kill his hateful and cruel master, grab a couple of travelling spell books
with low-level spells, and levitate to safety. The pirates decided to capture him rather
than shoot him down, their own flying mage bringing down the unhappy apprentice, and
Marmel became areluctant pirate.

As piracy declined in the Sea Prince's lands, Marmd stayed with bad company in the
form of thieves. His magic helped them, and they trained him. Marmd got safety and
obscurity, Saying in the guild house, in return for learning the skills of the thief. Marme
was very fearful that his old master might have been raised; his mage's guild might come
looking for him; the old mages rdaives might come for him; in short, obscurity suited
Marmd perfectly. It even overcame his fear of going robbing by night, and Marme
began an adventuring life anew as athief, not wanting to work further asamage, lest



those he feared would be looking for a hapless young mage should find him and punish
him for killing his magter.

Marmd is not now an active, adventuring thief. He istoo vauable to the guild to be
dlowed to risk this. Happily, he has retired to alife of quartermasgtering. He maintains
and adminigters the finances of the guild, and shepherds supplies and magicd items for
use by guild members. The availability of suppliesis aways good, due to Marmd's lines
of supply and meticulous checks on his stocks. He dso evauaes items brought in to the
guild house by thieves, who must pay a 10% flat tithe of dl earningsto the guild.
Marmd'stripled Appraising proficiency makes him highly vauable in this respect. He
routinely uses detect magic on anything which looks even remotdly interesting. He can
use an identify spdll, and dso has awand of identification (duplicates the effects of an
identify spell, with no Con loss to the mage) if severd items turn up a once and the
"owner" isin ahurry for any reason (heis reluctant to use his wand, since he cant
rechargeit, and charges 150 gp per charge for this service). If heis curious or suspicious
about a guild member, or asdler to the guild, he will use investigative spdlls (or
hypnotism) to learn more.

Marmel is a gentle enough soul, rather other-worldly at times. He likes a spot of
haggling, dthough it'sdmost impossible to get the better of him. He has a strange
fondness for herddry, and may purchase items with unusua herddic design for himsdlf.
He has amodest fortune from his own thieving days, and is paid agood sdary by the
guild. He rardly leaves the guild house, and when he doesit isin the guise of amerchant's
clerk (often accompanied by a guildmember who has a cover identity as a merchant).

Marmel in Game Play: Medting Marme is obvioudy essest for guildmembers.
They pay their tithes to him (10 gp per year for an apprentice, 50 gp per level per year
from others to a maximum of 500 gp), may bring items to him to be valued, and come to
him for supplies, or even the loan of magical items. Non-guildmembers can meat him for
the sdle or exchange of items, come across him at asde of heradic items, in an antique
shop, or even possibly for training (for thief PCs)—at a very steep price!

A mgor role for any quartermaster is as a source of supplies. The DM canusea
quartermaster to introduce new equipment items (the guild needs cash and the
guartermaster ison asaes drive). "Hot" magic items (e.g., a sword with a non-erasable
and unique design feature) can be sold to the quartermaster. New magic items could be
had for sde (rarely), or exchange (more likely), or even borrowed for a security deposit.
The DM should arrange these practicdities as he seesfit. Y ou don't need tables of
random determinations; you should use a quartermaster to bring in pet idess, items you
think are nifty, as you want to. Marme has placed amagic mouth on each of his bags of
holding, of course, so that if anyone other than him even touches them the magic mouth
will scream out, "Get your paws offl." Of course, maybe after dl these years areaive of
the Furyondian mage wants to know where the gpprentice who killed his uncle (say) has
gone with those spell books, and the PCs are hired to do the job. Who would expect to
find himin athieves guild??

Tactical Notes: Marmd is protected againgt undue influence. Hisring of immunity to
enchantment makes him immune to enchantmert/charm spells of 4th level or beow. His
ring of blinking helpsto protect him. Marme isn't much of afighter, and the guild will
usualy have some bodyguards with him in the event of mgor transactions or tripsinto
the outside world. Marmel does not take his bags of holding outside the guildhouse with



him!

Durdlan Silverpalm,
Master Fence

AC 4 (dwarf-szed leather armor +2); MV 9; T 5; hp 28; #AT 1, Dmg by weapon
type +1 (usualy 2d4+2/ d6+3 with broadsword +1); Str 16, Int 15, Wis 11, Dex 16, Con
16, Cha 11; THACO 18 (17 with magica sword); AL N; SA triple damage on backstab,
thief skills, SD thief ills, 60 infravison, rings of mind shielding and invisibility.
Languages spoken: Common, dwarf, gnome. Thief skills: PP 40, OL 40, FRT 50, MS 15
(95+*), HS 30, DN 45, CW 50, RL 15. Experience Point Total: 19,620.

Weapon Proficiencies: dagger, broad sword, quarterstaff.

Nonweapon Proficiencies. Appraisng (Int; double proficiency, checks made with +1
bonus), Forgery Detection (use Int), Gather Information (Int).

Additional Magic Item: Boots of elvenkind*.

Physical Details: Age 144 (human equivaent 52); height 44"; weight 162 |bs; long
wavy black hair, thick beard plaited with gold threading, very large hands with thick,
sausage-like fingers, strikingly bad bregth.

Key ldiosyncrasies: Durdlian has an amazing number of pet animasand is very fond
of them. He does use them to smuggle things insde and to send messages with, but he
adso amply likesanimadsagreat ded. In cagesin his back yard, attic, etc., he has
pigeons, ferrets, guinea pigs, chickens (Durdlan likes omelettes), hamsters, a deek black
rat named Nasher which does tumbling tricks, small black rock lizards, and a pair of
amadl flightless birds from Nesme which are brightly colored and avesomely stupid.
Nasher is often in Durdlan's waistcoat pocket or in the kitchen hunting scraps (PCs are
warned not to eat any of Durdlan's omelettes or anything else prepared here). Durdlan
aso has ahorrible collection of pottery and ceramic hdflingsin alarge glass-fronted
display cabinet.

Cover: Durdlan has a primary cover and a secondary cover; thisisacomplex
business, explained fully below.

Guild and L eadership: Thethieves guild of Mirabar isruled by asingle
guildmaster, whose style of rulership is strong, moderately cruel, and moderately
despotic. Durdlan operates independently of the guild, and is a consultant to them, so this
doesn't unduly trouble him.

History: Durdlan Silverpam is afence who works closely with the thieves guild of
Mirabar in the northwest of Faerun (see FR5, The Savage Frontier, for details). The guild
here is samal—some 25-40 thieves a any given time will bein thislarge city—Dbut trade
through Durdlan is brisk. Durdlan owns a couple of moneylender and pawnbroker shops,
and livesin asmadl terraced house in a direet of granite houses dl occupied by dwarves
(there are some 4,000 dwarves in Mirabar). His primary cover is as a moneylender, and
his family has long been engaged in this trade, hence their surname. Other family
members are moneylenders, pawnbrokers, and locksmiths, and Durdlan hasasharein
severd of these, including his brother Glengar's famous Rig-A-Mortice locksmith's shop.
Durdlan thus has a primary cover as amoneylending smal businessman.

Durdlan aso has a secondary cover, a screen cover. He has been seen in disreputable
company in Mirabar once too often in his 144 years, and the wily dwarf redizes that he



cannot escape the scrutiny of the law dl the time. So, Durdlan runs asmdl numbers
racket (illegal and unlicensed gambling) betting on various events—rat races (literdly),
ship sailing rates and arriva times and the like. The authorities thus know that Durdlan is
abad sort, but believe that he is just a smdll-time gambler and thus don't bother him
much. Durdlan's screen cover (a petty crook to cover for hisrea big-time crook identity)
works perfectly. The thieves Durdlan meets now and then in back aleys (seen by the
agents of the authorities) also see the dwarf in the reinforced cdlars of his home—unseen
by the authorities. There, they bring goods for sde and trade.

Durdlan's primary specidty is gemstones and jewery. Appraisng such items,
Durdlan is 95% likely to have an accurate estimate of their value. His secondary speciaty
is barbarian relics and icons—items of antique nature, religious significance, or
exceptiona workmanship. With such items, from the Uthgardt barbarians of the north,
Durdlan is 90% likely to estimate their vaue correctly. With al other items a standard
Appraisng test (Int+1, roll 16 or below) is made. When he iswrong, dlow him an Int
test. If thisis made, he knows his estimate is uncertain and he will state avaue some
50% of hisorigina estimate. An incorrect estimate will be from 10-40% above the true
vaue or 10-50% below it (perceived value= 50% of actud vaue, plusdiceroll x10%. A
roll of O istaken as zero).

Durdlan offers a percentage of the true vaue of ahot item to his supplier. Thisis
usualy approximately 30-50%, depending on the "hotness' of the item, its absolute value
(it isharder to sl very pricey itemsin many cases), the Charisma of the seller (no more
than +4% for this), and the like. If the DM isvery uncertain, smply offer 30+1d20%.

Durdlan can dispose of hot property fast because he has connections with many
merchant familiesin Mirabar who aren't too fussy about where their secret treasures
come from. Indeed, the strongly competitive nature of these families means that they are
often eager to have better relics and treasures than other families, or even to sed their
rivas treasures and enjoy them iniillicit secrecy. One of Durdlan's favorite memoriesis of
sling a sgpphire and emerdd brooch from Evereskato five different families, for ever-
increasing profit margins, within the space of asingle year, as each family in turn
commissioned thieves to ged the item from their neighbors. Durdlan made sure that
when the brooch was secretly held by one family, the next riva dong the socid line got
to hear of it.

Durdlan has many friendsin the dwarven merchant community who regularly
dispatch wagon trains to Luskan on the coast. These caravans rarely get thoroughly
searched; the guards have scruples which are alcohol—soluble provided afew gold coins
are put their way. This access to amgjor coastal port (where again the customs guards
can easily be bought off) gives Durdlan the chance to sell his goods for export, where
ther identity as stolen goods will not be known.

Durdlan isaso ready, for afat fee, to trade in human cargoes. That is, he will conced
people in his home (locking them into a cdlar), and smuggle them out of Mirabar
(usudly in barrels or boxes bound for Luskan). Durdlan is believed to have helped one or
two assassnsin thisway in histime.

Durdlan in Game Play: Durdlan has only a handful of contacts from the thieves
guild, dmogt dl dwarves. He never trugts dves (he denies vehemently that his boots of
elvenkind are anything of the sort, claming they are boots of silent dwarfcraft) and he
avoids direct contact with amost anyone, working through intermediaries. He will try to



day invisble during ameeting if he can. He certainly doesnt like the location of his
home being known.

Durdlan is afine fence to sdl many itemsto, and he rarely attemptsto swindle his
customers. Heis the person to see for afast escape from the city. Heisdso a
moneylender, of course, and can be encountered in that guise. Hislove of animals or
bizarre fondness for ceramic haflings could aso be exploited to bring him into contact
with PCs (not necessarily as afence).

Durdlan dso has connections; in wedthy merchant families, the thieves guild, other
merchants, the dwarven community, an assassin or two, and amongst officers, guards,
and amilar men who will look the other way if enough gold is put in their pockets. If
Durdlan can't do something for a paying customer, the odds are that he knows a man who
can. Thismakes him avery verstile walking game mechanic for any DM.

Chapter 5: Toolsof the Trade

Equipment for
the Thief's SKills

Zondervan leaned away from the thick oaken door regretfully. "I can't hear a word of
what's being said in there," he said miserably. His mentor Raimen smiled at him and
reached into the voluminous folds of his robe. Hardly the time for a conjuring trick, the
miserable apprentice thought. But Raimen swiftly flourished a polished bronze
hemisphere topped with a cone, the open surface of the hemisphere wrapped about with a
thin metal mesh. With only the hint of a flourish, he placed the end of the cone to hisright
ear and leaned closer to the door, gently placing the mesh-covered surface to the wood.

A smile with just the slightest hint of smugness beamed from the older thief's face.

"Try again,” Raimen urged his apprentice. Zondervan craned his neck closer and
placed the cone against hisown ear. Now he could hear the Guildmaster's voice—
faintly, to be sure, but the words were clear enough . . .

"Just one thing, Master," Zondervan said in a newly-respectful tone on the way to the
Footpad for an ale, "what is the wire mesh for?"

"To keep the ear seekers out, of course." Raimen said mildly. "The Guildmaster is
very fond of using them as a defense against snoopers.”

"But—but before you gave me the listening conel . . . | tried to listen anyway, |
placed my ear against the door . . .," cried the apprentice, suddenly aghast.

"Indeed you did," Raimen replied coolly. "Better nip off and see the clericsfor a cure
disease spell. | get ten per cent of their feesin such cases, you know. See you later, | trust

A wide variety of specid equipment items are available for thievesif they know
where to look for them. This chapter details many such items. Many of these will be
specific to particular thief skills and are listed for each skill. The use of lockpicks with
the Open Locks skill is an obvious example. there are dso many miscellaneous items
which thieves are particularly likdy to find useful in their work, and thereisafull listing
of these items dso. A tabular summary of likely prices and encumbrance vaues can be



found at the end of this chapter.

All thisisn't to say that only thieves should be alowed to use the items detailed here,
of course. In some cases, other characters cannot use these items effectively. Lockpicks
are usdessfor picking locks in the hands of anyone but athief, for this skill is
specificdly (and exclusvely) athief skill. many other items do not necessarily have such
restricted use. For example, the use of tar paper (see below for afull detailing of this)
could potentidly be useful for characters other than thieves. But such an item is
particularly likely to be encountered in the subculture of thieves, and to be used by them
when going about ther nefarious activities. Also, taking alively interest in equipment
items which assist stedlth, concelment, silent bresk-ins to places where you shouldn't be,
and suchlike is naturdly part of the role-playing of thieves. Brave, hardy warriors and
pious priests redly shouldn't be interested in such matterd

In the full equipment listing below, it is entirdy for the DM to determine whether
certain items may or may not be available in the campaign world. For example, as noted
in the Player's Handbook, combination locks may well not exist in aworld based on
medieva times, and thus the use of asmall listening cone to assst in opening such locks
would beirrdevant in such agame world. Then again, certain items may well be
available but not openly so. Only from shadowy, illegd sources and supplierswill such
items as lockpicks be available. Availability of many itemswill depend on the nature of
the society the thief operates within, as detailed in the chapter on Guilds.

Since the items detailed below are not included in the Player's Handbook, they can be
introduced to PC thievesin different ways. Going on ajob with an NPC thief who uses
one or two specidty itemsis one way of educating a PC thief. A second possihility is
regular attendance a the informa "seminars' of the Thieves Guild—make that PC go
back to high school! A third posshility is during training; part of athief'straining by a
higher-levd thief may indude being told about a small number of items relevant to thief
kills. If the PC isdlocating alarge dice of his 30 percentage points for improving one
kill (often the case), then information about 1d3 items relevant to the use of that kil
and also 1d2 miscellaneous items can be regarded as part of what the PC is paying for
during histraining. A fourth and find possibility—an entertaining one—is that the PC
hears about such items from popular stories and tales concerning alegendary master thief
NPC in the campaign world, or even from overhearing some officers of the law
discussng such matters at the next table in the tavern!!

Sill Modifiers

Many equipment items detailed below will be stated to give amodifier to the chance
for success for askill check. The skill modifiers should be treated as suggestions only,
athough for game balance it's probably best not to give bonus modifiersto athief much
greater than those suggested. In any event, a centrd rule which ways operatesis that the
maximum chance for success after al modifiers are applied (for race, dexterity,
conditions, equipment, etc.) is 95%; a"naturd” roll of 96-00 on d100 dwaysfaild

Y ou might also wish to alow an andogous 1% chance for success—a natural 01
aways succeeds, regardiess of modifiers. The poor 1st-level thief trying to pick a
mederful-qudlity lock in the dark with improvised lockpicks rolls—01! He'sdoneit! The
lock clicksopen . . .



In some cases, different items of equipment may each add to some chance for success
when dimbing wals, opening locks, etc. In the case of nonmagica items, agenerd rule
should be that no more than atota of +20 can be added to any chance for successin such
askill test, no matter how many items are employed to asss the thief's naturd talent.

The DM may dso not dlow additive modifiersif items have asmilar function. An
obvious case would be the use of climbing daggers and spikes for assisting the climb
walls skill; the thief could not add the individua modifiers for these two equipment items
together and claim an extra bonus, snce they both do the same thing (dthough they have
important, individua, additiona uses).

Picking Pockets

Thisskill isusudly practiced by smple manud dexterity and swiftness. Even <o,
thereisa amdl number of smple items which can help the thief in this art.

Arm Sing

Thisissmply acloth ding; the thief wears it to gppear asif he has abroken or
injured arm, and speedily withdraws his hand from it for the pocket- picking attempt.

This actudly reduces the chances of picking pockets by 5%, but the payoff isthat the
chances for being discovered are haved (but a natural 00 on d100 dways means
discovery). Thisreflects the fact that people smply do not expect to see aman with a
broken arm picking pockets and the expectation determines the perception. The use of
thisunusud drategy isonly ussful—but it isredly useful here—when the priority is not
to be discovered, rather than to be sure of success. A thief working in acity where heis
not a guild member, or one where lega pendties for picking pockets are very harsh,
might favor the use of thisruse.

A thief obvioudy cannot use this ruse for an extended period of time in the same
place (save possbly by posing as abeggar). Thereisalimit to how long an am can
plausbly need for heding, after dl.

Mini-Blade

Thisisageneric term for avery smdl (and usudly very sharp) blade which can be
held (with carel) between the fingers or in the "edge of the hand”. A very sharp coin-
edge, filed down, can be used in this way, and has the advantage of being readily
avalable. A more sophigticated (and rarer) verson isthe razor ring, ahollow sgnet ring
with aflip-top and a very sharp blade within.

Themini-blade is used to cut a soft container—most obvioudy a purse or pouch—so
that the thief can get a what'singdeit. It is the most effective technique for getting at
coins, gems, €tc., ingde a purse with drawn and tied strings. With a mini-blade the thief
only has to make asmple pick pockets roll to effect the larceny. If the thief has, instead,
to try to open the purse strings and then extract what's ingde because he has no mini-
blade, this needs two pick pockets rolls for success (one to open the purse, one to get at
the goodies)—and two rolls for being observed, as well!



Opening L ocks
L ockpicks

These are essntid for the thief to use this skill at anything like his "naturd” ability
leve. It istheseitems which are liged in the Player's Handbook as Thieves Picks,
costing 30 gp. They are usudly short lengths of rigid wire and flat, narrow plates of iron
or ded, especidly designed and made for dealing with locks, and there will be a dozen or
30 to aset. They will be supplied ether on aring (like keys) or in acloth or lesther wallet
which unrolls. These items will never be fredly available on the open market.

Improvised L ockpicks

Lockpicks are made for the job, but it is possible for aresourceful thief to improvise a
lockpick from alength of wire, ahairpin or hat pin, or some similar ready-to-hand item.
Obvioudy, thiswill never be anywhere as good as the specidly-crafted item, but it's
better than nothing. As sated in the Player's Handbook, a pendty of anywherefrom -5 to
-60 can be gpplied to the use of such improvised lockpicks. The following suggestions
are given for the DM to sdect within thisrange.

To create improvised lockpicks the thief must make an Intelligence check, modified
(pogtivey!) by his experience level—reflecting the resourcefulness greater experience
brings. If this check is successful, the improvised items can be used with a pendty of -5
to -30 (1d6x5) to the open locksrall. If the modified Intelligence check isfailed, the thief
can bodge up something, but it is a feeble effort—the pendty is-35 to -60 (1d6x5, +30)
for the Open Locks attempt. Locks which are of Masterful quaity, however, cannot be
opened with improvised lockpicks (unless the DM dlows the O1=success rule here).

Critical Failure: When opening locks, ether with lock picks or with improvised lock
picks, the DM may rule that on askill check roll of 96-99 the tool snaps but can be
wangled out of the lock if a Dexterity check is made; on aroll of 00 the snapped toal is
wedged in the lock and cannot be removed (save for disassembling the whole lock!).

Special Rule, Combination L ocks: The DM may wish to dlow the existence of
these complex locks in his campaign world. If he does, then such locks are always of
Superior or Magterful quality. As an optiond rule, athief who makes a successful detect
noise roll when trying to open such locks can have the usud negative modifier to his
skill for such formidable locks, as he is able to detect the sound of tumblersfaling!

Acid

If athief isfaced with alock which his best efforts cannot pick open, metal-eating
acid isone dternative. Such acids will egt through locksiif the locks fall a saving throw
(for metd) vs. acid (thissave is 13). If the save is made, the lock cannot be opened, but it
will be ruined (and unopenable!) if asecond save (meta vs. acid) isfalled. Use of such
acid is difficult and avoided by mogt thieves, for various reasons.

Use of meta- eating acidsis difficult because only acids of greet strength will do the
job effectively. The DM should grestly redrict the availability of such acid; acids of the
strength of black dragon acid and thessalhydra acid (possibly aso giant dug spittle) are
among the few known effective metd- eaters. Thus, avallability is very low (and cost very



high).

Thieves usudly avoid such acidsin any event. Firgt, the acid is very hazardous to
carry. While it may be contained in glass containers (and possibly ceramic), such vessels
are fragile. Imagine faling down a pit and hearing the sound of bresking glass as double-
strength acid begins to seep through clothing and over onesback . . .

Second, if the acid does not do the job it may ruin the lock and any hope of opening it
in another way, as described. Third, it isacaumny on the professond reputation of a
thief to have to resort to such means as acids!

Chisels

A thief may attempt to force alock open with alock chisd and asmdl hammer. This
isnot redly ahighly skilled activity, and the DM might consider extending this to nort
thieves. The base chance for success is equd to the open doors percentage (which is
Strength-based, of course). A thief may add one-fifth of his open locks chanceto this
base chance—knowing something about locks does give a dight advantage here.
Ohbvioudy, forcing alock isanoisy activity and any hope of subtlety and surprise
evaporates with the first blow.

Cutters, Filesand Hacksaws

These instruments may have to be resorted to if athief cannot pick alock, but thinks
he has the time to try these desperately dow methods for bypassing the lock. With afile
or hacksaw blade the thief can try to saw through the lock apparatus; a pair of smal wire
cutters may aso be useful for disabling some part of the internd mechanism. Usudly,
only reasonably smdl locks can be cut through in thisway. It may adso be possible for the
thief to cut around alock with a hacksaw blade.

Agan, use of such instrumentsis often fairly noisy (athough nowhere near as noisy
asusng alock chisdl). The main drawback to cutting through or around locks is that it
takesavery, very long time. in most cases the attempt will be certain to succeed, unless
there are gpecid circumstances—e.g., the thief has only one smal rugty file and the lock
is a huge combination lock device!

Magnifying GlassL ens

At the DM's discretion, using such an item to inspect alock may add 5% to athief's
chance to open the lock. This only appliesif the thief has some dement of the lock
apparatus exposed to his view—if he can see something of the inner workings of the lock.

Oil and Funnd

Some locks may grow rusty with age and disuse, and be harder to pick than new locks
of the same quality of make would be. Seasoned thieves know only too well that the
locks of doorsin dungeons are dl too often of this sort. The DM may apply modifiers (-
5,-10, etc.) to the open locks chance for such doors as he seesfit. rusted and even fairly
dirty locks may have alittle light oil gpplied to their ingdes, usudly with the use of a



long-necked funnd (and maybe with a short length of rubbery tubing on the end of that).
The negative modifier may itself be negated, in whole or in part, by such lubrication. It
takes 1 round to apply the oil and 5-10 (d6+4) rounds for the oil to have its effect on the
mechanism.

Of course, usng oil to lubricate alock helps the thief to open it slently. If the DM
wants to make a sllent movement check for lock-picking, it should be made a +10 if oil
isused. Qil isaso useful when it comes to rusty door hinges in this context.

Time Scales

Picking alock takes 1d10 rounds, as stated in the Player's Handbook. If the thief has
no lockpicks or is using improvised lockpicks, this duration becomes 1d20 rounds.

Other ways of bypassing locks take rather longer. Using alock chisdl and hammer
takes one turn; metal- eating acid takes 3d6 rounds; cutting around alock takes 2d6 turns
(assuming that the door is awooden one of average thickness); cutting through alock
takes 3d6 turns. The DM may roll randomly for time needed, or may sdect avauewithin
the range shown which reflects the quality and size of the lock. Size will most affect acid
and cutting round alock, whereas qudity will affect cutting through alock, as regards
time needed.

Finding and Removing Traps

Because the nature of trgps can vary, awide range of equipment might conceivably
be helpful on different occasions, a magnifying glass, for example, might help with
concedled traps. There are many items for which a DM might alow a+5% modifier to
the find/remove trapsroll. This needsa DM decision on acase-by-case basis. Thereis
one exception: lockpicks, which are important in awide range of cases.

L ockpicks

These may be consdered as necessary for discovering smal traps which are affixed
to locks. Without them, the thief cannot use hisfind trgps skill nor his remove trgps skill
for dedling with such trgps. Improvised lockpicks have a - 30 penaty to both skill rolls.
The kind of traps involved here are smdl poisoned needles insde drawers or coffers;
spring-triggered poison dart traps ingde containers; and so on.

Moving Silently
Footpads

These ussful equipment items have even had atype of robber named after them, of
course. Footpads can be improvised from rags or cloth tied to the feet, or built into
footwear—the latter obvioudy negates any risk of doth fdling off!

Footpads are not considered standard equipment worn by the thief because of the
disadvantage they have. Their advantage is that they add +5 to the chance for moving
slently; the corresponding disadvantage is that footpads reduce traction, and so their use
adds a -5 pendty modifier to any climb wallsrall the thief has to make while wearing



them. Cat burglars are advised to use detachable footpads which can be donned after
getting over the wdl on theway in!

As an adde, the norma, unmodified move silently chance assumesthat the thief is
wearing norma, everyday footwear. If for some reason he is wearing hob-nailed boots or
the like the DM may readily apply a penaty modifier of -10, -20 or so to any attempt to
move Slently.

Silenced Armor

A specid form of slenced dfin chain is available to the thief. Such armor has eech
individud link of chain armor wrapped in thin legther or light cloth binding. Thisto some
extent "dlences' the armor, at the cogt of increasing its encumbrance by one-third above
that of norma dfin chain. It isaso fiendishly expensve, costing more than plate mail. Of
coursg, it is even rarer than ordinary efin chain itself. Finding a craftsman and
persuading him to make such a suit of armor could be a chalenging adventure in itself for
athief. Thetotd profile for slenced dfin chain is shown in Table 28 below.

Table 28:
SILENCED ARMOR (ELFIN CHAIN)
EFFECT ON SKILL

Pick Pockets -25
Open Locks -5
FinddRemove Traps -5
Move Silently —
Hide in Shadows -10
Detect Noise —
Climb Wadls -25
Read Languages —

Bonuses for moving slently and hearing noise above those which apply for normal
efin chain are somewhat offset by pendtiesto picking pockets and climbing walls.
Silenced dfin chainis particularly useful to athief for whom subterfuge and snesking
around unobserved are very important, but who suspects that there is a high probability of
combat & some stage during his misson!

Strapping

A thief may use lengths of strapping—usudly of siff, hardened lesther—to improve
his chances of moving slently if these would otherwise be reduced by such factors as
squeaky floorboards (but not otherwise). These straps will usualy be 30 to 36 inches or
S0 in length, and they help distribute the thief's weight over awider area. Their use
negates any negative modifier arigng from squeaky floorboards, but the thief has to pick
up the gtrips and move them before him as he walks dong. This reduces his movement
rate to only one-haf of that which normally gpplies for atempting to move slently—i.e,,
one-sxth of norma waking move rate!



Hiding in Shadows

Asthe Player's Handbook explains, this ability is not literdly just the kneck of hiding
in areas of shadow while not moving. It so covers hiding in bushes, shrubs, behind
drapes, in a coves—anywhere where there is a chance of skulking about immoahbilein
some |ocation which offers cover and the hope of staying unseen. Considering
appropriate equipment needs to be consdered in thislight.

Camouflage Clothing

There may be exceptiond variants on this—for example, if athief knows that he
needs to hide in shadows amongst the crimson curtains of alady's boudoir he might use a
crimson st of clothing. Apart from such singular specid cases, there are two generd
types of camouflage dothing the thief will find useful in various Stuations.

Darksuit: This comprises black or very deep blue clothes, usudly fairly voluminous
robes or what might be termed a " utility suit.”" Such clothing will usudly be lightweight
S0 it can be carried about easly, and worn under normd clothing if needs be. It will
adwaysinclude sgnificant facid covering. If such asuit isworn, it will add +5% to ahide
in shadows chance in any areawhich is shadowy, hasalight level equd to dusk or early
dawn, or equivaent.

Woodland Suit: This hasasmilar basic desgn to a darksuit but is made of light
clothing dyed in irregular patterns of greens and browns. It adds +5% to the hide in
shadows chance when the thief attempts to conceal himsdlf in any suitable outdoors
seiting such as woodland, afield, or the garden of atown house.

Char coal

Even wearing a darksuit, the glint of moonlight on a palid white face can give athief
away. Blacking up the face (and neck) with charcoa adds a further 2% to the hidein
shadows chance for concealmert in shadows, dim light, etc. Burnt cork and soot are
dternatives. The thief should not forget to blacken the backs of his hands either!

Plant Dyes

Anaogousto the use of charcod in dim lighting, athief can use plant dyes (crushed
leaves, berries, cartain aily barks, etc.) to disguise his exposed face and hands and add a
further +2% to his hide in shadows chance in suitable outdoor settings. Such plant
materias are usudly rather sticky and smelly, however!

Weaponblack

One common problem for the thief attempting to hide in shadowsisthe glint of a
sted wegpon in moonlight, torchlight, and the like. The way to avoid thisisto use
weaponblack, athick, oil-based emulsion. Wegponblack can be coated on to any meta
surface and renders it dmost completely matte black and reflection-free. If the DM



wishes, use of weaponblack can give the thief a+5% bonusto hide in shadows. A
superior rule, though, isthat use of this substance saves the thief having to make a second
hide in shadowsroall if he draws awegpon while hiding, or saves him from any pendty
modifier if he has aweapon aready drawn when he attempts to hide in shadowsiinitialy.
Once the weapon has actudly struck a blow, the weaponblack will be wiped off.
Because it is oil-based, it isaso highly flammable. If ignited it will burn brightly, turning
the wegpon into the equivalent of a flametongue (athough it does not count asamagica
wegpon) for 1d4+1 rounds. if the thief is not protected from fire (eg., with aring of fire
resistance) he suffers 1d4 points of damage per round while holding the weapon.

Detecting Noise
Listening Cones

The amplest versons of thisitem are cones of bronze or brass or some amilar
materid, with the wide end placed againg the surface through which the thief wishesto
hear and the narrow end placed againgt his ear. Such listening cones add +5 to the
chances for detecting noise. A generous DM may dlow athief to improvise such anitem
from the humble wine glass. As noted, with such ahollow coneit iswise to use mesh
over the broad end to exclude ear seekers!

If such anitem isused for a combination lock (listening for tumblersfdling to asss
the open locksrall), the thief may well need a specid miniaturized cone to assst him.
The proto- stethoscope may be born here. . .

Climbing Walls
Clawed Gloves and Shoes

Clawed gloveswill be familiar to Orienta Adventures players astiger's claws, but the
DM may dlow their availability in any fantasy campaign. Clawed overshoes, milar in
design to dlawed gloves, dso existed and may be permitted (dthough they are alot less
common). The overshoes are dipped over the thief's norma footwear. The thief uses
these clawed itemsfor extra grip on smal nooks and crannies of whatever surface heis
climbing, so the bonus to the climb walls roll depends on the type of surface being
climbed.

On very smooth surfaces where amost no nooks and crannies exist, clawed gloves
and boots will not add anything to the climb walls chance for a thief. For smooth/cracked
surfaces, clawed gloves add +5% to the climb walls chance, boots add +5% aso, the two
together add +10%. For any other type of surface, clawed gloves add +10%, clawed boots
add +10%, and the combination adds +20% to the climb walsroll. Rates of movement
are not atered.

The use of clawed gloves reduces slent movement rolls by -5%, the use of clawed
boots by -10%, and the combination by -15%, if the thief is attempting to move slently
during his climb (e.g., trying to evade detection by guards atop a parapet).

Clawed gloves can be used as a melee weapon—no wesgpon proficiency is required
for their use. A successful hit inflicts 1 additiona point of damage to that normally
delivered by afist blow. Clawed overshoes may smilarly be used as a wegpon, adding
damage to akick attack, if the DM dlows such attack optionsin melee.



Climbing Daggers

Daggers have been used to ad climbing by thieves for generations, so it isto be
expected that a more specidized form has been devel oped for this task. Climbing daggers
have relatively short blades (some 6 to 8 inches long) which are giiff, strong, flat, and
very sharp. This alows the dagger to be inserted into wood or between bricks with
greater ease than an ordinary dagger. They can be used in dl surfaces other than very
smooth ones. The handleis dso flat and quite broad, and usudly bound with leather
grips or thick string to give the hands a good grip, or even to alow feet easy purchase
when the dagger is used asastep. Also, in place of anorma pomme is a broad, smooth
iron ring. This alows arope to pass through, or it can be attached to one of the straps of a
housebreaker's harness (see Miscellaneous Equipment, below).

Climbing daggers may add +10% to wall climbing chances at the DM's option,
athough their main use iswith a housebreaker's harness. They may be used in combat,
but because of their very different design from that of a normal dagger a separate weapon
proficiency is required for their use and damage caused is but 1d3/1d2.

Grapples

Grappling irons are rdlaively heavy iron tools, usudly with three or four separate
hooks branching from the end. Thetodl is attached to alength of rope for climbing. The
hook is designed to be thrown and to catch on protrusions and thus support the rope and
climber(s). The thief may throw the grappling iron verticdly up to one-third his Strength
score, rounded up and multiplied by 10 (in feet). Throwing a grapple takes one round;
redling in the rope and retrieving the iron for ancther attempt after afailure takes 1d4
rounds. The chance for success when throwing a grappling iron (ad100 roll isused) is
shown in Table 29 below:

Table 29: GRAPPLING SUCCESS

Catch

and
GrappleTarget Miss Sip Catch
Stone Parapet 01-72  73-78 79-00
Stone Wall Top 01-83 84-89 90-00
Tree Branches 01-66 67-70 71-00
Rocky Ledge 01-88 89-93 94-00
Wooden Wl 01-70  71-74 75-00

The DM can adjudicate more uncommon ingtances from thistable. A "catch and dip"
result means that the grapple seems to have caught solidly, but will dip free after 1d6
rounds of supporting any load. If the thief pulls on a grapple for that many rounds he can
didodge the grapple, whereas a " catch” result means the grapple is securely fastened. If
possible, thieves should test the grapple by pulling on it for six rounds before climbing!

Climbing awal using a grappling hook and rope adds +40% to the normd dlimb
walls chance,



Noise: Grapples make amoderately loud sound when they land. In conditions of near
slence, a successful grapple landing can be heard as much as 400 yards away (depending
on the size of the grapple, etc.); an unsuccessful throw (with the clang as the grapple
lands on the ground) up to 800 yards away. Obvioudy, these areided ingancesand in
most cases the effective range will be consderably lower. Whatever range is deemed
appropriate by the DM, a padded grapple—one with sacking or some smilarly heavy but
coarse cloth covering amogt dl of the surface of the iron—will reduceit by half.

Surprisel: Whilethis chapter is not concerned with counter-measures, one indance is
irresstible: the crue DM should be advised that shards of glass st into walls will sever
the rope of agrappling linein 2d6 rounds. Broken glassis best set into the tops of walls,
of course. A redly brutal DM may dlow athief near the top of the wall a Dexterity check
to avoid faling as the rope severs, success meaning that his hands are now impaled on
savagely sharp wedges of glass which are coated in dust and filth, probably giving him
blood poisoning if he lives long enough to worry abot it.

Special Function Arrows

Throwing grapples is by no means the most efficient way of ataching aropeto a
wall, battlement or smilar structure. Greater range is ensured by the use of arrows, and
many specia arrowheads have been developed to help the thief's chances with such
operations.

Two digtinct methods are used with specid function arrows. Thefirgt is known asthe
one-rope method. The rope is Smply affixed to the arrow, and when the arrow has found
its mark the thief merely climbs directly up the rope. This method is smple, but the rope
attached must be strong enough to bear the thief's weight, and this considerably reduces
the effective range of the bow (and incurs pendties of -2 to hit and damage rollsif the
arrow isused in combat for any reason). It aso means that the bow shot, being less
accurate and powerful, islesslikely to provide a good purchase on the target.

The second method is the two-rope method. Here, alight string is threaded through a
loop attached to the arrow, and both ends of the string are kept by the thief. The gtring is
light enough not to affect the flight of the arrow. When the arrow has struck the target, a
gout rope is attached to one end of the string and the string pulled through to play out the
rope, thread it through the loop, and extend it fully in place of the string. Thismethod is
obvioudy more time consuming than the one-rope method; it takes one round to play out
20 feet of rope in this manner. Twice the length of rope is needed, of course, Since the
rope goes from the thief to the target and back. this method is more likely to obtain a
firm fixing of the arrow into the target.

Either of these two methods can be used with any of the specid function arrows
below, with the Single exception stated. Table 30 gives rulesfor their usage,

Wood Biter: This has abroad, flat head with backward-facing barbs. It is specificaly
designed to give agood grip when shot into wooden surfaces.

Stone Biter: The stone biter has a narrow, heavy head of metd, with smal ridges
rather than barbs. Careful craftsmanship is needed to produce these arrows, with high-
quaity metal being used and the arrow sharpened to the greatest possible extent. It is
designed to give agrip when shot into stone, but will only work on rdatively soft stone
such as sandstone or brick.



Stone Biter (Adamantine): Thisis as the above arrow, save that adamantine is used
inits manufacture. This makes the arrow capable of biting into dl but the hardest stone
surfaces, but also makesit extremely expensive.

Minor Grapple: Thishasasmdl, three-pointed grappling hook as its head, perhaps
some 3 inchesin tota width. Thisis usudly shot through awindow, over apaisade, etc.,
in much the same way as a conventiond grappling iron is thrown.

Major Grapple: Themgor grapple isafar more complex piece of gpparatus than the
minor grapple, and because of its method of use it can only be employed with the one-
rope method (see above). The head of thisarrow at first appearsto be afairly long
arrowhead of norma width. Its true function is shown only when fired. The rope must be
securdy fixed a one end by the thief, and as the mgor grapple arrow closesin oniits
target and reaches as far asthe rope will dlow, the sudden tension pulls a the head of the
arrow, which opens out into alarge three-pointed grappling hook. Thisissome 6 to 8
inches in width, fully the equa of most ordinary grappling irons. The mgjor grapple has
better aerodynamics than the minor grapple and a better chance of gripping, but a
considerably reduced range.

Table 30 shows modifiersto dice rolls on Table 29 made when using a specid
function arrow.

Table 30:

SPECIAL FUNCTION ARROWS

Arrow Type Special Effects

Wood Biter +15 for Tree Branches and
Wooden Walls

Stone Biter +10 for Stone Parapet and
Stone Wall Top,
+5 to Wooden Wall

Stone Biter +20 for Stone Parapet
(Adamantine) and Stone Wall Top,
+5 to Wooden Wall

Minor +10 to Stone Parapet,

Grapple Tree Branches; +5to
al others

Major +15 to Stone Parapet,

Grapple Tree Branches; +10 to

Rocky Ledge, Wooden Wall;
+5 to Stone Wall Top
Other Rules

One-rope method: have al bow ranges, -5 to al modifiers above save for mgor
grapple.

Spikesand Line

To be effective, dimbing spikes need to be used together with aline. Hammering ina
spike takes 1d4 rounds with a smdl hammer; spikes cannot usudly be hammered into



very smooth surfaces (or they will not take, etc.), with the exception of anice wal (where
spikes offer the only hope of climbing safdly). Hammering spikes into surfaces can
usualy be heard along way awvay—even up to amile in slent, windless, outdoor
conditions.

Usudly spikes are used as an insurance policy againg fdls—if a character hammers
in aspike, ropes himsdlf to it, climbs 20 feet above thiswith the ropetied to hiswalg,
and fdls he will only fall 40 feet (20 feet down to the spike and a further 20 feet taking
up the dack of therope). A spike used to arrest afdl in thisway has a chance of coming
loose, though! This chanceis 10% per character supported on the climbing line (15% per
character for ice wal ascension).

Miscellaneous Equipment

Many more equipment items are detailed here, which may be used by thievesgoing
about their business. Virtually none of these are redtricted to usage by thievesonly. as
before, thieves are the most likely characters to use them or to know where to find those
that are not legdly avallable. The DM can determine which items may be avalablein his
campaign, how PC thieves may become aware of them and the like, as with the
previoudy described items.

The miscdlaneous items have been grouped into various categories depending on
their main gpplication. Thisis sometimes just for convenience, and some items have
severd potentia uses, so thelist isworth perusing carefully. Thereisafind catchal
miscellany, preceded by a section devoted to the several uses thieves can find for
modified poles and staves!

Burglary and Theft
Crowbar

Thisisasmple dl-purpose tool which can be used for forcing windows open,
levering open chests with locks which refuse to be picked, and for smilar purposes. At
the DM's option, use of a crowbar adds +10 to any bend barsroll the thief has to make
when trying to force open some porta. A crowbar isusualy ameta rod 3to 4 feet in
length, with one end dightly crooked and often with a sneke-tongue divison init. The
DM may dlow athief to use acrowbar as awegpon, although awegpon proficiency dot
would have to be used to avoid a non+proficiency pendty inits usage. Damage is d6+1
versus S'M creatures, d6 versus large opponents if the thief has proficiency. Otherwise, it
inflicts damage as aclub.

Glass Cutter

Thisvery smpleingrument isusudly asmal diamond st into a suitable handle, or
even one st into aring. The diamond must be cut to afine point, and if used inaring a
hinged top should be used to protect the gem. Such atool will cut through glass fairly
quickly. Attempting an entry through awindow is dways superior in principle to
attempting to force adoor, since windows cannot be as physicaly tough as doors and are
lesslikely to be locked; but if they are locked, a glass cutter is highly useful.



Thedficiency of thisitem is consderably increased if used together with Tar Paper
(see below).

Housebreaker's Har ness

Thisisavitd piece of equipment for the serious cat-burglar or housebreaker. Known
inthieves cant asa"pider," it is made of linked leather Straps, one around each thigh,
one running around the waist, and one over each shoulder. The stragps link together to
form atight harness, which can be worn over clothing or lesther armor. Attached to the
harness are up to eight or so more straps, of varying lengths up to 2 feet. At the ends of
these drgps are amal meta rings, upon which many different devices can be affixed;
tools can be hung, climbing daggers fixed, and suchlike. The principa uses of the harness
areasfollows

() If thethief isdimbing awall usng arope, the rope can be run through one or
more of the rings of the harness removing any chance of fdling from letting go of the
rope.

(ii) Once the thief has reached the point where he hopes to effect a break-in, two of
the strgps can be fixed to either Sde of him (usudly with climbing daggers, or perhaps
with wedges in awindow frame, ec). This provides the thief with afirm base and alows
him the free use of his hands to open alock, cut glass, check for traps, and for amilar
actions.

Imaginative thieves will be able to think up many other uses for this handy and
versatile piece of equipment.

Keymaking Set

Thisexpensve item dlows a thief to make duplicates of keys he holdsin his
possession or from impressions of keys made usng awax pad (available as a separate
item; see below). The keymaking set is anumber of molds, files, smal blades, metal-
working insruments and the like. It dso uses asmdl ail-burning apparatus for softening
and molding metd, S0 its use is usudly redtricted to a safe, secure lair where the thief will
not be disturbed. Duplicating a key takes 1d4 hours, depending on the size and intricacy
of the original. A skeleton key (see below) cannot be duplicated with a keymaking set.

The keymaking set permits the manufacture of poor-to far-qudity soft-metd replicas
of keys, which are rough in appearance and do not resemble the work of a professond.
the duplicate key will open the same locks as the origind if the thief makes a successful
Dexterity test (the DM should roll thisin secret). If the thief made his duplicate from a
wax pad impression, there isapendty of +2 to thisdiceroll. The thief dwaysthinks his
duplicate is a successful piece of workmanship, of course. Only when it is actudly tried
on the appropriate lock(s) will the thief find out for sure.

The keymaking set does not preempt the role of locksmiths or their kill. Professond
locksmiths will duplicate keys with a 99% chance of success and have superior toolsto
the keymaking set described here. Each locksmith's set of tools are individudly crafted
and modified to suit the locksmith and are too complex for thieves who are not
themsdves lockamiths to employ.



Limewood Strips

These are strips of wood, usudly around 4 to 6 inches long and an inch or so high,
and very thin. They are aso very tough, however, being made of very resilient wood (like
limewood, although other, smilar woods can be used) and often coated on one or both
sdeswith avery thin coat of toughening varnish. Limewood strips are dipped between a
door and its door frame so that the thief can raise alatch on the other side of the door and
open it normaly (possibly after picking alock). A norma latch can be opened, but a bar
istoo strong for alimewood grip to lift.

Sharkskin

Sharkskin is made from thick cloth, into which are sawn hundreds of tiny curved and
barbed hooks, rather like miniature fishing hooks. These hooks are very sharply curved,
and are al sawn with the hooks lying in the same direction. Thus, when stroked in one
direction the cloth fedls perfectly smoath, but in the other it grips tightly and even tears
skin or cloth. Sharkskin is so cdled, fairly obvioudy, because it resembles the skin of a
shark, which is coated in hooked scales.

Sharkskin can be used as aform of hanging board; a square of the materid affixed to
a surface with hooks pointing downward can be used to keep tools and such in place.
Items can smply be pressed down on the surface of the sharkskin, and they will
effectivey gick to it. Thisis most useful for athief dimbing awal and has utility in
other circumstances. Sharkskin-coated gloves can be used to assst in climbing walls, in
which case they can be treated as clawed gloves (see above) in dl respects.

Skeleton Key

These were not consdered earlier under the pick locks skill because the DM will
amog certainly wish to redtrict the availahility of theseitems drastically, if they are
dlowed in the campaign world at al.

A skeleton key is one which is capable of opening many locks of severd different
types, inits mogt versatile form. The very best desgns will open virtualy any lock, but it
is certain that the DM will not want any PC thief acquiring such an item! Rather, four
ways of dealing with skeleton keys are suggested here.

Fird, any individud skeleton key may open locks of up to a certain complexity leve.
Skeleton keys may be of good, excdlent, or superior quaity (wretched and poor don't
warrant them), and a skeleton key of any particular level of qudity can open al locks
with aqudity the same as, or lower than, that of the skeleton key itsdlf.

Second, a skeleton key can be treated as being equivaent to athief of a certain levd;
this can be determined by the DM to suit the leve of play in the campaign world. If a
purely random determination is required, level 7-14 (6+d8) may be used. The open locks
chance can be taken as 20%, plus 5% per thief level.

Third, askeleton key can be treated as a "master key"—that is, it can open dl the
locks in some particular area (such as dl the non-residentia rooms in the east wing of the
vampires cadle). Inthisinganceit isredly only a glorified substitute for a bunch of
keys, dthough it savestime having just one key to use. A more interesting variant on this



theme is to have a skeleton key which can open dl the locks commissioned from a
particular locksmith (in the last few years, perhaps). If the locksmith was well thought of
and often hired, there could be adventures built around just finding out which locations
he had built the locks for, et done going around opening them all!

Fourth, a skeleton key can be rated as a minor magica item, and removed from the
realm of mundane equipment, if the DM wishes to redtrict the availability of such akey
without banishing it from game play. In this case, rating the key as equd in ill to a
high-leve thief and/or adding mgor bonuses to pick locks skill for locks up to magterful
quality isthe best way to use the key.

Finally, note that a skeleton key may open a particular lock, but it does not disarm
any trap(s) attached to the lock or porta unless the origind key would do so.

Tar Paper

Thisisamply any kind of heavy paper or (more usudly) cloth which has been soaked
in tar, honey, treacle, or anything suitably sticky. The thief usudly usesit by dapping it
on awindow before bresking the glassin awindow-pane. The sticky surface keeps dl the
fragments together as the glass breaks. Noise is considerably reduced, both from
cushioning the impact of a hammer on glass and by preventing broken glass from
scattering al over the floor beyond the window. If there is someone within fairly close
ligening distance, the DM may make a secret move slently rall for the thief when using
this Sratagem.

Tar paper can aso be used with a glass cutter (see above), being affixed to the center
of the area of glassto be cut out, so that it can be smply pulled out when the cutter has
doneitswork.

Wax Pad

Thisisasmall block of wax usudly kept in arigid container to keep it in one piece—
the equivdent of alarge shuff-box will do nicely. The thief uses the wax to record an
impression of akey he wants to have duplicated later. Obvioudy, the thief can only do
thisif he has accessto akey, at least for a short time, and if he doesn't wish to take a
chance on borrowing the key for awhile. From the wax impression, the thief can have a
locksmith make a duplicate of the origind key, or attempt to make one himsdf using a
keymaking s, if he has one.

With very soft wax, which may need hest-softening on the spat, the thief may even be
able to make awax impression of such items as heavy sedls, which may be cgpable of
being duplicated later—but an expert will be needed for thiskind of duplication/forgery!

Evasions

Thieves often have reason to evade detection or pursuit. Some of their kills (hiding
in shadows, moving slently) are tailored toward this end. Equipment detailed here
includes further aids to evasion, items to assst in avoiding detection, and even an item or
two to enable the thief to whigtle innocently if he is found and gpprehended at the scene
of the crime.



Aniseed

Aniseed isasmple plant-derived naturd flavoring. A smal quantity of aniseed
extract can be used by athief to ruin any effort to have dogs track his scent, if
bloodhounds (or smilar) are used by pursuers. Dropping avia of aniseed down at a
suitable place (e.g., by the bank of a stream the thief crosses, by the base of awall he
traverses, even a a crossroads) will ensure that the dogs sense of smell is utterly ruined
for 1d4+1 hoursif they reach the spot where the aniseed has been dropped. A saving
throw vs. poison will enable atrained dog to evade the aniseed to some extent, but the
sense of amdl is4ill lost for 1d4+1 turns. A spell such as neutralize poison or slow
poison cast on an affected dog will iminate the effect but the dog will ill have to pick
up thetrail further dong, somehow, to continue tracking. The effect of aniseed on any
other kind of trained tracking animd is up to the DM, but aniseed should have a
detrimenta effect on dmogt anything's sense of amell.

Caltrops

These actudly come in different shgpes and sizes, but the basic form isthat of ametd
ball with four to six spikes or prongs st into it. When a caltrop is thrown to the ground it
adways lands with one spike standing more or less upright. A thief may throw smdl
catrops to the ground to dow down pursuers. Caltrops cannot be used as missile
weapons, however.

The effect of catrops depends on how many are thrown down by the thief. The base
number is 10 thrown down in an area of 25 square feet. Anyone entering the area must
make a saving throw vs. pardyzation. A successful save means that the character has
stepped on one, suffering 1d4 points of damage, and must hat movement. If haf the
number of cadtropsis used (only fivein a25-foot area), the save ismade at +4; for every
extrafive dropped in such an areg, the save ismade at an additiona -2 (up to -6 in tota).
A character moving at less than one-third his norma movement rate doesn't need to make
asave. A fresh saving throw must be made for each 5-foot section entered in which
caltrops have been dropped.

If apursuer stleps on acatrop, it must be removed before the pursuer can continue.
This takes one round. Also, the pursuer must make a second save vs. pardyzation to see
if heistemporarily lamed. If the save is made, pursuit can continue normdly. If the save
isfaled, the pursuer can only move at one-third normd rate for 24 hours (or until the
damage is magicaly heded).

An ingenious thief can even improvise cdtrops—in one infamous ingance, from a
sack of potatoes found in the kitchen of a house being burgled and a small bag of nails
carried by the thief in question. Modifiers to the saving throws of potentia victims can be
alowed for such improvised versond

Note: For players and DMswith Unearthed Arcana, the rules above are based on the
entry for tetsu-bishi in Oriental Adventures, which has somewhat superior rulesto those
in the Unearthed Arcana entry for caltrops.

Catstink



Even the best-trained dog (watchdog or tracking dog) finds it impossible to avoid
being distracted when there are cats about. Thisis exploited by the few achemists who
have the recipe for the manufacture of catstink. These few are well-paid by thieves guilds
for their work, blending various liquids obtained from diverse parts of cats with afew
secret ingredients to produce a thick, foul-smdling, brown-yelow liquid, catstink.

Catdtink is specificaly blended to drive any dog to digtraction, alowing the thief to
get past watchdogs asthey franticdly try to locate the cat which they can smell so
pungently. Dogs who can smdl catstink will not do anything other than try to get a the
source of the smel, no matter how highly trained. Spells (dlow, neutralize poison) are
only ussful if the dog iswhoally removed from the smell. Even then the effect of the spell
will not be evident until one turn has egpsed and the dog returns to normal.

Catstink can aso be used to delay dogs tracking a thief as he attempts to make an
escgpe, in much the same way as aniseed is used, dbeit much more effectively (and much
more expengvely). The smell of catstink can be picked up by dogs up to 200 yards away,
or even asfar as hdf amileif they are downwind of it.

Dog Pepper

Thismay be dropped on the floor, like aniseed, to put dogs off the scent when
pursuing athief. It isless effective than aniseed, however, the pursuing dog being
alowed a saving throw vs. poison to avoid the effect of the dog pepper absolutely. If the
save isfailed, though, the dog is unable to continue pursuit for 1d4+1 turns.

Dog pepper may more usefully be scattered into the air, asmal packet holding
enough to fill a10-foot cube. The pepper will hang in the air for 1d4 rounds after being
flunginto it. A dog entering the area during this time gets no saving throw to avoid the
effect of the pepper. If dog pepper is thrown right into a dog's face, the unfortunate
animd gets no saving throw and becomes hygtericd for an hour, during which timeit is
totally uncontrallable.

Hand Lamp

Thisisusudly asmal metd pot about the sze of anight-light candle. It has a hinged
flip-up lid with amirror on theingde; aslver mirror is often used, o the itemisnot
cheap. The mirror directs the light, and the lid aso works as a snuffer when closed. The
lamp provides enough light for the thief to work by (e.g., when trying to pick alock in a
dark place), while not shedding enough to give the thief away (hopefully). Certainly, the
dim, focused light is unlikely to be vigble at dl further than some 20 feet from the thief,
and even within thisrangeit isvery, very dim.

Hollow Boots

These comein various forms, but a common design is one with swiveling heds. The
hed of the boot is grasped and twisted firmly toward the insde surface. The hed swives
and reveds asmdl, hollow compartment within the boot. These compartments are very
gmadl, and will typicaly only hold one gem of moderate Sze or up to four small ones.



The design of the boot is such that there is not an externdly visible built-up hed, but
nonetheless a thief wearing these boots suffers a -5 pendty to any move slently rolls he
has to make.

M arbles

The use of theseis an old chestnut, but perennialy popular with thieves, not least
because of their effectiveness. A amdl bag of marbles (a genera term for smal spheres
of glass, meta, etc.) unleashed over a stone floor to roll around forces any pursuersto
dow to haf norma movement rate or be forced to make a Dexterity test. If thistest is
failed the pursuer dips up and hasto spend afull round getting up again. Because
marblesroll around alot, asmal bag (30 or so) will cover a10' x 30 (or equivaent) area.
Small stones and pebbles can only be substituted for marbles if they have been polished,
filed, etc., so that they are dmost perfectly round—atime- consuming business.

Self-Protection and Combat

The equipment detailed here offers sneaky combat options for thieves, which any
character with any rea decency and sense of honor would usualy eschew. Since by
definition some of these items subvert norma combat options, the DM should fed freeto
modify and/or redrict the availability of items he feds unsuited to his campaign. the
concedled wegpons listed, a the leadt, should definitely be made available to thieves who
are members of Assassins Guilds.

Blinding Powder

Thisisagenerd term for any powder which is highly abrasve, irritating to the eyes,
and disabling to the victim as a result. Powdered stone, pepper, dust soaked in onion
juice, and strong ammonium salts—blinding powder can be made from many ingredients.

Blinding powder is only useful if it isthrown right into the eyes of avictim. This
counts as a caled shot (Dungeon Master's Guide, p.58) with an additional (doubled)
pendty, for atota of -8 on the attack roll. the Dexterity bonus of the person throwing the
powder applies to the attack roll. Further, the base AC of the target ignores any armor or
shield used, save for the use of ahemet or helm; magical protection such as bracers of
defense or aring of protection protect the target, as does Dexterity (unless the attack has
an dement of surprise).

If blinding powder strikes a victim the effects are the same as those of the stinking
cloud spdl save that they last for 2d4+2 rounds and no saving throw is alowed. If the
victim can wash his eyes with plenty of water, the effect will only last for one round after
the eyes are washed. Although blinding powder can contain some unpleasant ingredients,
it has no permanently damaging effects on the eyes.

Death Knife

This snigter instrument can gppear to be abladeless knife, but it is more often
disguised as something more innocent such as a case for acomb or spectacles or quill



pen, atool of some sort, etc. The disguise will not fool any close ingpection, however.
The blade of the knife iswithin abarrel indde the handle and is soring-1oaded. The knife
istriggered by pressing a catch on the handle; the blade shoots forward with consderable
force. The wegpon does the same damage as anorma dagger, athough one point of
damage is added for afirst strike when the blade is triggered.

The obvious advantage of the deeth knife is its capacity for surprise. Since it doesn't
look like awegpon until the blade is sprung, a victim can be taken totaly off guard by its
use. If the target does not redize ablow is coming and the thief manages to get the
wegpon close to the body of the victim so that alunge can be made with it, any strikeis
treated as a backstab, with standard hit and damage bonuses, given the surprise element.
A backgtab is not dways literdly a stab in the back!

An envenomed degth knife in the hands of a skilled assassin is an extremely
dangerous wegpon, and the DM may wish to rule that since the blade has to be concedled
for some time before a drike there is a 25% (or higher) chance that the poison will have
dripped from the blade before the assassin strikes withit.

Folding Bow

Bows are very useful for thieves, but are very hard to conced because of their Sze
and shape. A folding bow solves this problem, dividing negtly in haf when ungtrung,
making it amuch more suitable size and alowing conced ment—for example, in athigh
sheeth. Only short bows have folding-bow equivaents.

Thejoint in the middle of the bow weakensiit, however, reducing the effective ranges
to S4, M 8, L 13, and dso making it -1 on damage rolls (but any hit causes at least one
point of damage).

Pin Ring

This ample wegpon isaring with aflip-up lid, below which is a needle capabl e of
delivering a dose of poison (or knock-out drug, €tc.) to the target. The most primitive
version of thiswill have the pin smply stting in asmdl reservoir of liquid drug or toxin.
Since adminigration of the poisor/drug is rather haphazard here, the victim receives a
bonus of +2 to any saving throw againg its effects. Subtler and more refined designs have
aneedle cgpable of drawing up liquid from areservoir, so that only anorma saving
throw (or even one with a-2 pendty) applies. The DM should decide which to dlow in
the campaign (both can exigt a the same time, of course).

An attack witha pin ring isa caled shot (with a-4 pendty to the attack roll) because
it must strike exposed flesh—the pin will not administer poison through any sgnificant
thickness of clothing. A dtrike to the neck is the time-honored way of making sure the
toxin getsinto the bloodstream quickly. The DM may rulein unusual casesthat no cdled
shot is needed (e.g., the thief surprisesavictim in his bath) or that the pin ring cannot be
effective a dl (eg., thevictim is clad from heed to toe in field plate).

Sword Stick

Thisissmply along, dender, rapier-like blade concealed within what appearsto be a



smplewalking gtick or cane. The long and thin blade requires a wegpon proficiency dot
to be used most effectively. Swashbucklers are particularly fond of this wegpon. Damage
done by the blade is as per a short sword. It takes one round to draw the blade from the
sword gtick and ready it for use. The main use of the wegpon, obvioudy, is the possbility
of samuggling it into places where wegpons are not permitted.

It is highly doubtful whether anything like asword stick existed in medieva times,
but this weapon definitely adds some style and dash to a campaign. Since it doesless
damage than most swords (and requires a weapon proficiency) the DM should consder
dlowing it in hisgame.

Wrist Sheath

Thissmall leather sheath is made to hold aknife or dagger, and is strapped to the
forearm (below the deeve of agarment) so that the wegpon can be flipped to the hand by
an arm movement and the blade readied for action. A dexterous thief can work a blade
into his hand by arm movements disguised in the context of changing posture while
gtting inachair, or smilar, seemingly innocuous moves. Again, the obvious advantage is
that of concealment.

Variants on this theme are drop shegaths, which are usudly sawn into leather jackets
or smilar articles of clothing. Here, release of the dagger from the sheath can be
triggered by mechanical means (pressing ajacket deeve stud, etc.) or by muscular stimuli
triggering pressure pads (tensing the biceps firmly againg the fist of the other arm, etc.).

The Joy of Sticks

This section details severd usesfor poles, staves, or stout sticks, many of which can
obvioudy be improvised as and when necessary. PC thieves might, however, prefer
suitably modified poles ready to hand in case of urgent need!

Blade Pole

Thisisasubstitute for a polearm, but is not used as a combat wegpon. Rather, asmal
blade is wedged into one end of a pole, and thisis used for cutting objects a a distance.
The most notable use for the blade pole isin cutting trip wires (e.g., a adiganceif the
thief is unsure whether trgps may be triggered).

Climbing Pole

This hasto be a stout, strong pole, 10 feet long or o, to be of any red use. It has
notches cut into it a regular intervals (gpproximately every 2 feet) to enable the thief to
climb using it. It must be st a a suitable angle againgt the wall, or ese it cannot be
employed. Thieveswill not often have use for such an item, but it hasits uses for deding
with very dippery or smooth surfaces, walls made with broken glass shards in the mortar,
and smilar unusual cases.

Hooked Pole



A gtrong hook is set into the end of the pole, which has severd uses. Thefirg isto
yank discovered trip wires, if thisiswhat the thief wishesto do, dthough ablade poleis
usualy superior for dealing with such problems. The more common use, though, isto use
the hook to catch on objects so they can be retrieved. Depending on the size of the hook,
anything from akey ring or small jewelry casket (hooked through the caich) to arich
man's joint of beef can be purloined by the thief. At the DM's option, askill check (apick
pocketsroll) may be required for success. In medievd England, fishing through windows
with hooked poles was so common that a subclass of thief who made aliving in thisway
was commonly known and caled "the hooker."

Mirror Pole

This uses mirrors a both ends of the pole, set a a suitable angle so that the thief can
peer, periscope-like, around corners using the insgrument.

Miscellany
Blade Boots

Thisexatic titleis a catchdl for specidly modified boots which have conceded
blades within them. The blades have to be smal, of course; they are usudly little bigger
than modern-day razor blades. They are usudly conceded in secret compartmentsin the
hedls of boots (see Hollow Boots above), but dender blades can even be hidden in the
soles of boots. Such blades are of little use as wegpons, but can be used to dit pouches
and purses, to cut ropes, and for smilar tasks.

False Scabbard

Thieves can employ stout scabbards which are dightly longer than the swords which
fit into them, leaving alength of scabbard at the end which is a separate, hollow
compartment. Usualy, this can be accessed viaa diding pane at the end of the scabbard.

This hollow compartment can be used to conced a great many kinds of things, either
to smuggle them in (poisons, dog pepper, blinding powder, etc.) or snuggle them out
(gems and such). Some are so well-designed that the compartment can be entered from
above or below, so that the thief can use the fal se scabbard as a snorke (or, more
correctly, as an underwater breathing tube) if he hasto stay concealed in the water for
any reason.

Hand Warming Lamp

Thisamdl lamp is ail-burning, with areservoir of oil and asmall wick sunk into an
earthenware shdl. It isusad by the thief to warm his hands, by cupping them around it, if
cold would otherwise impair his tdents (try picking alock with frozen fingersin acold
cime). Virtudly no light is produced, the am smply being to warm the hands. The
smplest verson of thisis a corked earthenware sphere which can befilled with hot oil
before the thief sets off on hiswork, to be drawn from a pocket and held in the hands



when needed.
Marked Cards and Biased Dice

These are sandard trappings for any self-respecting swindler. There are no rules for
gambling in AD& D® 2nd Edition, however, so the DM has two options. First, he can
write his own. Second, the smple rule-of-thumb rules suggested here can be used.

If the Gaming proficiency is being used, use of suitably marked cards or biased dice
dlows a-1 modifier to the d20 check (remember that proficiencies work when low dice
rolls are made).

If the gameis actudly being played out and the Gaming proficiency not used, then
the thief PC isdlowed (in effect) to replace any one card drawn or die thrown if he has
the suitable prop and if a Dexterity test ismade. Thus, if the PC is playing blackjack and
has drawn aking and afive, the effect of usng marked cardsis smulated by alowing a
redraw on one card, if the player wishes to do o (in this case, thefive, in dl likdihood).
Whenrolling the Dexterity te, if the d20 roll is 18+ the thief has been seen chegting
(even if he makes the Dexterity test successfully). For obvious reasons, the DM should
roll thistest in secret!

Water Shoes

These belong most correctly in Kara-Tur, land of Oriental Adventures and ninja, but
they could exit in any fantasy setting.

Water shoes are smply large, wickerwork basketlike devices which are worn over the
feet (and come to mid-caf height). The thief baances in an upright position and propels
himsdf across the water with apaddle or oar. The DM may ingst on amove slently
check a some stage. If anything happensto startle the thief (such as an arrow whizzing
past his head or some mongter risng up in the water), a Dexterity test may be cdled for
to avoid fdling over into the water.

Cost and Availability of Equipment

In Table 31 below, the cogt, weight, and legdity of equipment items are listed. These
are listed in the same order they appear in the preceding text. A few don't appear; there
are no prices for the poles (which can be rigged up from equipment listed in the Player's
Handbook anyway), for example. Cost and weight are as per the Player's Handbook
format and clothing items have weights listed for them but are dso denoted by the letter
"C." They add nothing to encumbrance if worn normally.

Legdity of theitemsisimportant. Items are listed as L (legdl; fredly available on the
open market), S (shady; available in more liberd countries and in dodgy back- street
shops under the counter), and | (illegd; from athieves guild only). Some items get a Split
classfication, eg., "L/S." Thismay be because they are borderline, or because they are
legd for some narrow, specific occupational usage only (and there may be restrictions on
their sde).

Finaly, items marked with two asterisks (**) may be hard to obtain even if not
illegd, for various reasons. They may need rare craftsmen to make, basic ingredients may



be hard to find (e.g., black dragon acid!), and such. The item description should make
clear why an availability problem may exist. The DM should determine availability rather
than using arandom rall.

Table 31:

PURCHASING THIEF EQUIPMENT

Item L egality Cost Weight
Arm Sing L 3cp

Mini-Blade L 5¢p *
Razor Ring (iron) S 29p *
Razor Ring (dlver) S 10gp *
Thieves Pick I 30gp 1
Acid, Metdesting, 1 vid** L S0 gp

(Lock) Chisdls, set of 3 L 29p 1
Hacksaw (equivaent) L 3gp 1
Hacksaw Blade L 65 *
Metd File L 5%

Wire Cutters L/S lgp

Funnd, smdl L 3cp

Footpad's Boots I 8gp 3C
Silenced Armor** S 750 gp+ 50
Leather straps (pair) L 3 1
Darksuit S 30gp 5
Woodland Suit L/S 350p 5
Charcod, bundle L 2cp
Wegponblack (vid) S 29p

Listening Cone (brass) L 29p

Clawed Gloves** I 20 gp 1C
Clawed Overshoes I 159p 1C
Climbing Dagger L S5gp 1
Grappling Iron L 3gp 2
Arrow, wood biter L 8 *
Arrow, stone biter L lgp *
Arrow, stone biter,

adamantine L 70p *
Arrow, minor grapple L/S 6 gp

Arrow, mgjor grapple L/S 10gp 1
Climbing Spikes, iron (10) L 5% 4
Crowbar L 6P 4
Glass-cutter (handled) L/I 120 gp 1
Housebreaker's Harness* * I 25 gp 2
Keymaking Set I 60 gp 6
Limewood

(as bark strips, 10) L 3cp *
Sharkskin (per s0. ft.) L/S 129p 1

Skeleton Key I var.



Wax, block L 3cp

Aniseed, vid L 2D *
Caltrops (10) L/S 3gp 1
Catdtink, vid** S 40 gp

Dog Pepper, packet S 1lsp *
Hand Lamp (with

slvered mirror) L/S 10gp 1
Hollow Boots I 159p 3C
Marbles, bag (30) L 2¢cp

Blinding Powder var. var. *
Death Knife** S 12gp 1
Folding Bow L/S 45gp 2
Fin Ring (iron) S 29p *
FinRing (Slver) S 10gp *
Sword Stick** L/S 25gp 4
Wrigt Sheath S 3sp

Blade Boots I 15¢gp 3C
False Scabbard** L/S 129p 1-2
Hand-Warming Lamp L 23p

Marked Cards, Deck** I 50p

Biased Dice, bone, box of 4 I 50p

Biased Dice, ivory, box of 4 I 20gp

Water Shoes, pair S 50p 1

Magical Itemsfor Thieves

When possble, the DM should sdlect the magicd items he will give out in his
campaign. Sometimes, though, afast and random selection may be needed. In this casg, if
the DM rolls 99 or 00 on Table 88 of the Dungeon Master's Guide (p. 135), he should not
roll for amagica wegpon, but make a smple d20 roll on Table 32 below.

Theitems shown in the later tables fall into three categories:

(i) Items redtricted to use by thieves only. These are indicated by (T) following the
title of theitem in the tables.

(ii) Itemswhich do not have to be redtricted to thieves only, but which have more
than one effect, with at least some of their effects being of vaue for thieves done. That
is, thieveswill benefit far more from these items than other characters. These are
indicated by (T*) following the title of the item in the tables. The DM may well wish to
rule that these items can only be used by thievesin his campaign.

(i) Items which can be used by nonthieves aswell asthieves, but which are clearly
important for such typica thief activities as spying, seding, snooping, sneeking and
such.

Asagenerd note, most of the itemsin this section are of relatively low power. This
should dlow DMs to introduce one or two such items into even afairly low-magic
campaign with no fear of upsetting game baance.

Table 32



MAGICAL ITEMSFOR THIEVES

d20

Rall Category Table
1-7 Potions and dils 33
8-11 Miscdlaneous Magic: Clothing and Jewelry 34
12-15 Miscelaneous Magic:Other Sneaky Stuff 35
16-19 Wesgpons 36

20 Specia (see below)

For each of the later tables 33 through 36, asmple d6 roll is used to determine
the nature of the item found. None of these later tables has any subtables to worry about.

Detection Resistance

Many of the items listed below were designed to enable the thief to avoid detection,
to prevent hisill-gotten gains from being discovered, and such. Clearly, the avoidance of
detection by smple low-level magicd spdlsis highly important to many thieves. Asa
conseguence, some of the thief magicd items are enchanted with detection resstance,
requiring any spdllcaster using a divination spdll (such as detect magic, detect invisibility
in gppropriate cases, etc.) effectively to overcome 50% magic resstance so far asthe
detection goes. It dso protects the thief againgt discovery by creatures able to detect
invisble (alow aflat 50% chance of automatic nondetection in cases where such
cregtures have no spellcaster level). This detection resistance does not give the thief any
generd magic resstance, of coursel

"XPVdue' entries are experience point awards which gpply for making theitem. An
entry of "U" means that the item is unique and cannot readily be magicaly made, snce
the origind was made by unknown means.

Table33: POTIONSAND OILS

dé XP
Roall [tem Value
1 Essence of Darkness (T*) 300

2 Oil of Sickness (T) 350

3 Master Thievery (T) 500

4 Perception (T*) 300

5 Seep Breathing 250

6 Thievery (T) 350
Table 34

MISCELLANEOUSMAGIC:
CLOTHING AND JEWELRY

dé XP
Roall [tem Value
1 Amulet of Dramatic Death(T) U

2 Boots of Balance (T*) 1,000

3 Gloves of Evasion (T*) 1,000



4 Mantle of the Mundane (T*) 1,500

5 Robe of Vanishing (T) 2,000
6 Shadowcloak (T*) 3,000
Table 35:

MISCELLANEOUSMAGIC:
OTHER SNEAKY STUFF

dé XP
Roll [tem Value
1 Bag of Vanishing (T) 5,000
2 Boxes of Delightful Transport 2,500
3 Dust of Trail Dispersion (T*) 500
4 Lens of Remote Viewing (T) 1,000
5 Lens of Valuation (T) 1,000
6 Tallin's Tightrope 1,250
Table 36: MAGIC WEAPONS

dé XP
Roll Item Value
1 Crossbow of Angling 750

2 Dagger of Impaling (T) 300
3 Dagger of Resource (T) 500

4 Dagger of Sounding (T) 300

5 Scabbard of Poison 500
6 Shortsword of Backstabbing (T*) 700

Description of Magical Items
Potions and Oils

Essence of Darkness: This pure black aily fluid must be kept in tough, light- proof
containers, Snce it is destroyed after one turn in bright sunlight or one hour exposed to
daylight. Essence of darkness is pure, concentrated, liquefied darkness itself. It can be
used in a number of ways

(i) When adoseis swalowed it makes the imbiber's entire body, including hair, teeth,
and even the whites of the eyes, pure matte black in color. This can enhance athief's
chance of hiding in shadows as shown below.

(i) Smilarly, if one doseisdiluted in agdlon or so of warm water, the essence
creates a powerful black dye. A galon of this diluted form can be used to dye clothes and
even armor and wegpons, one gdlon of the dyeis sufficient to treet the clothes and
equipment of one character. The dye takes one turn to mix and soak into the items and
oneturn to dry. This process also affects the chances for successful hiding in shadows.

Body only (wearing normd clothes) +5%
Body only (wearing no clothes) +25%
Clothesonly +20%

Both body and clothes +40%



These bonuses only apply when the thief istrying to hide in darkened areas, obvioudy;
that is, to "traditiona” hiding in shadows. Detection resistance operates on athief using
essence of darkness to hide in thisway.

(i) Essence of darknessisungadle and if avid is struck by a crushing blow it will
explode into darkness 15 radius. A single dose of the magica essence will cregte a
darkness 5' radius if o struck. This property has been exploited by making small glass or
ceramic globes filled with the liquid which are then thrown forcefully onto hard surfaces
to create "darkness bombs." At the DM's option, a thief who has ingested the essence or
gpplied it to his clothing might similarly become the center of adarkness 5' radius effect
if sruck a severe blow (50% of remaining hit points, with a 12 hit point minimum for the
effect to operate) with a blunt weapon.

The effects of essence of darkness last for six hours plus 1d6 turns, if used externdly;
if ingested, it has the same duration as a standard potion. Each bottle or vid of the
essence found usudly contains sufficient fluid for 1d4+4 doses.

Oil of Slickness: The congstency of thismagica substance is variable; sometimesiit
isfound asasmdl vid of very viscous oil, sometimes as apot of thin, creamy white
sdve. Itisapplied by rubbing into the skin of the hands (taking one round). When rubbed
in, it improves the speed and coordination of the hands so that al manually-based
thieving skills (pick pockets, open locks, find/remove traps) are improved by 10%. A vid
or pot of thisail (or save) usudly contains 1d4+4 gpplications. The effect lasts for 1d4+4
turns. The bonuses to the ability scores cannot be claimed by any thief who iswearing
gauntlets or gloves of any kind, including magica oned

Potion of Master Thievery: This potion givesthe thief atemporary increasein
levdsif he has fewer than 13 levels of experience. The number of levels gained depend
on the thief's level, as shown below.

Increase
L evel of Levels Added in each
I mbiber bestowed  hit dice sKill
1st-3rd 5 5d6 +20%
4th-6th 4 4d6+1 +16%
7th-9th 3 3d6+2 +12%
10th-12th 2 2d6+3 +8%

Thethief acts asif he were at the experience level bestowed by the magic of the
potion. Damage sugtained is taken first from magicaly gained temporary extra hit points.
So far asthieving skills are concerned, the potion affects these dl equdly by the increase
shown. The effects of this potion last for 5d6 rounds.

Potion of Perception: This enhances the senses of the imbiber to a great degree, with
numerous effects:

(1) A thief gains a 10% bonusto his open locks and remove traps skills.

(i) A thief gains a20% bonus to hisfind traps and hear noise skills.



(iii) A character's chance for being surprised is hdved (usudly thismeansa+1 or +2
onthedie).

(iv) A character's chance for detecting secret or concedled doorsis doubled. This may
aso be applied to detecting hidden or concedled objectsif the DM wishesto use an
Intelligence check for this; abonus of +4 gpplies to such an ability check. A
corresponding bonus of -4 gppliesto any observation proficiency check.

(v) A character has a 25% chance of automatically detecting invisible or detecting
illusons (from spdls or spell-like effects below 5th leve) as such.

However, this enhancement also makes the imbiber vulnerable to gaze attacks and
weapons and a so sound- based attacks (such as a shout spell or the roaring of an
androsphinx) and al saving throws made againgt such atacks are at -2. The effects of the
potion last for 1d4+4 turns.

Potion of Sleep Breathing: This potion alows the imbiber to breathe a colorless,
odorless cloud of deep-inducing gas up to three times within an hour after drinking it.
Thiscloud is effectively a20' x 20" x 20" cube. Within the cloud, crestures are affected as
if sruck by asleep spell, the effects of which are exactly duplicated by the cloud. If the
thief does not breathe out a cloud in this way within an hour after drinking the potion, he
must save versus spdls or fal into a deep, comatose deep himsdlf for 1d4+4 turns. This
potion is obvioudy of greet vaue for the thief in dealing with numbers of low-leve and
peripherd guards when heis trespassing, bresking and entering, etc.

Potion of Thievery: Smilar to, but weaker than, the potion of master thievery, this
potion aso grants the thief drinking it temporary increasesin leves, hit dice, and Kills, if
heis of 9th or lower leve prior to drinking it, as shown below.

Increase
Levd of Levels Added in each
I mbiber bestowed  hit dice sKill
1st-3rd 3 3d6 +12%
4th-6th 2 2d6+1 +8%
7th-9th 1 1d6+2 +4%

Aswith the potion of master thievery, theindividua actsin al respects as athief of
the higher level gained after drinking the potion, with the increase in thieving skills being
equally spread across al categories by the bonus shown. Damage sustained is taken from
additiona temporary hit points gained first. The effects of the potion last for 1d4+4 turns.

Miscellaneous M agic: Clothing and Jewelry

Amulet of Dramatic Death: Only afew of these prized items exist, each created for
ahigh-leve thief in the service of two powerful spellcagters, amage and anillusoni,
who combined their skillsto create them. There are Sx amulets known, which differ in
only one respect; dl have the following common properties.

The amulet is activated when the wearer suffers one particular attack form (and only
that attack form) which would be sufficient to kill or wholly disable the wearer (eg., by
petrification). At this point the magic of the amulet is activated. Damage sustained from



the killing attack is wholly negated, and a specid atack (such as petrification) likewise
negated. Thethief is at once mede invisble. Lastly, a powerful programmed illusonis
brought into operation so that the amulet-wearer gppears to have been dain or disabled by
the attack. This programmed illusion is both complete and dramatic—e.g., an amulet
protecting againg magica fire will show the victim of fireball attack as a burned corpse,
complete with the smell of roasted flesh. Only direct, tactile checks or a powerful
divination spdl will reved theilluson for what it is. The amulet will function only once

per day. Roll 1d6 on the table below to determine the single attack form which is
protected againgt by the amulet.

d6 Roll Specific Protection

Magical fire (including red dragon breath, etc.)
Lightning and Electricd attacks
Cold-based attacks

Petrification

Edged Weapons

Blunt Wegpons

OO0l WN P

Boots of Balance: The wearer of these soft, low-heded supple leather bootsis
endowed with amagicaly enhanced sense of balance. This has the following important
effects

(i) A thief wearing the boots gains a +10% bonus to dl move slently rollsand dso to
dl dimbwalsrolls.

(if) The Dexterity of any character wearing the boots is increased by one point for al
purposes where the hands are not involved. Thus, athief cannot claim abonusto skills
such as open locks, but a bonus to Armor Class may apply, and likewise a bonus gpplies
to Dexterity checksin certain Stuations (e.g., to avoid afal).

(iif) The wearer gains the tightrope walking proficiency; if thisis dready possessed, a
-4 bonus modifier gppliesto dl proficiency check die rolls when wearing the boots.

A wearer of boots of balance cannot dso dam afurther bonus for moving slently
from mundane aids (such as the use of |eather strapping to cross creaky floorboards).
Also, the bonuses gained from boots of balance cannot be added to the bonus gained if
the wearer also uses gauntlets of dexterity.

Gloves of Evasion: These gloves are made of exceptionaly supple, thin cafskin, and
when put on they blend with the skin and become virtudly undetectable (and are
detection resistant). A thief wearing them gains a+10% bonus to open locks skill and can
undo dmost any knot autometicaly in one round. Any character wearing the gloves gains
aproficiency in escgpology, being able to manipulate his hands in such away that he can
escape from manacles, chains, irons or smilar restraintsif a Dexterity check (with a+2
bonus if the character isathief) is made.

Mantle of the Mundane: Thisvery ordinary, even shabby, brown or grey cloak
makes its wearer appear utterly unmemorable. It gves a5% bonusto hidein shadowsin
al circumstances and makes the wearer 80% undetectable if in a crowd (detection
resstance gpplies here d<0). It aso makes the wearer dmost impossible to recognize
after having been seen—very ussful in avoiding identification after acrime. Unlessa



witness (and it must be an eye witness) makes a check againgt one-fourth of his
Intelligence the wearer of the mantle will have gppeared so mundane and boring in
gppearance that the witnesswill be unable to relate him to the thief (regardless of whether
the thief iswearing the mantle the next time the witness sees him).

Robe of Vanishing: This smple and innocent-looking robe is aboon for athief
needing to elude pursuers quickly. The thief only needs to grasp the hems of the robe and
cutch it very tightly about him and he will Imply seem to vanish, dthough the thief will
just have been affected as per arope trick spell (no ropeisvisble, of course) and dso
made invishble. detection resstance applies to the extradimensional space created. The
rope trick effect will lagt for up to six turns but the invisibility created is of the norma
sort (permanent until some offengve action is undertaken). Wise thieves will make sure
that other magical aids to escape (notably a potion of flying) are on hand to maximize the
value of thisrobe. The robe can be used up to three times per day to create its magica
effects.

Shadowcloak: Thislarge, cowled cloak is made from pure black velvet. When worn
by athief it improves hide in shadows chances by 25% and makes athief 50% likely to
be invisble in near-darkness (even to infravision, ultravision, etc.). It can aso be used to
cast darkness, darkness 15' radius, and continual darkness once each per day (at 12th
leve of magic use). Findly, once per day the wearer can actudly transforminto a
shadow (cf. Monstrous Compendium I) for up to 12 turns, becoming a shadow in all
respects save for mental ones (thus, the wearer cannot be damaged by nonmagical
weapons, undead take the wearer for a shadow and ignore him, etc.). Saves againg light-
based attacks (e.g., alight spdl cast into the eyes) are dways made at -2 by the wearer of
a shadowcloak.

If acleric successfully makes aturning attempt againgt the wearer in shadowform, the
cloak wearer is permitted asaving throw (thisisat -4 if the dericis actudly aleto
damn/destroy shadows). If the save fails, the wearer suffers 1d6 points of damage per
level of the deric and the shadowcloak is destroyed. If the save is made, the character
takes hdf damage and must flee in fear from the deric a maximum rate for one turn.

Miscellaneous M agic: Other Sneaky Stuff

Bag of Vanishing: This gppearsto be asmple pouch cagpable of carrying some 2-3
Ibs. or so. In fact, it operates as a bag of holding capable of carrying up to 50 Ibs. weight
while having an encumbrance of only 3 Ibs. Further, the bag of vanishing can haveits
drawstrings tugged tightly once per day and it will smply disgppear for Sx turns; the
equivaert of arope trick spdl will operate on the bag (although it will stay with its
owner) and it will so have detection resistance operating upon it.

Thisbag isinvaduable for smuggling, as should be obvious. The only problem is that
each time the rope trick function is used there is a 5% chance that the contents will vanish
into the Ethereal Plane and the bag will be empty when it is checked later.

Boxes of Delightful Transports. These wooden boxes are 6-inch cubes, and comein
identical pairs (often decorated with great attention to detail). When anonliving object of



suitable sizeis placed in one and the lid closed and a command word spoken, the object
will disgppear, only to regppear (effectively teleported) in the matching box. This
function operates up to three times per day.

While boxes of delightful transportsare obvioudy very useful, they have certain
limitations. It is not possible for the object-teleport to cross any planar barriers. And,
while the distance between the boxes is not important in affecting the teleport range,
there is dways a 5% chance that the object dispatched will not reach its destination,
instead appearing a some random location 10d10 miles away. Thus, digpatch of
vauablesis not recommended. The boxes are more often used to send messages, which
can dways be sent in duplicate (which gives very high chances for at least one successful
dispatch).

The mgjor limitation on use of these boxes, though, is that no enchanted object can be
teleported using them. Even the placing of a smple Nystul's Magic Aura spell onan
object will prevent its being teleported using these boxes. Hence, magica items such as
rings, potions, amulets and other such things, small enough to fit into one of these boxes,
cannot be teleported to a distant location.

Dust of Trail Dispersion: A generous pinch of this magica dust, when scattered
over the beginning or origin of atrail (such as a the bottom of awal surrounding a house
the thief has burgled, at the point he reaches the ground) will prevent its being followed
by dl norma sensory means (rangers, bloodhounds, etc.). The dust is usudly foundina
smdl box, or packets, with one "find" usudly being sufficient for 1d4+4 uses.

Lens of Remote Viewing: These amdl, dear gems (theterm "lens’ isa dight
misnomer here) appear to be worthless quartz, but in fact possess a powerful dweomer. If
the owner attunes himsdf to alens of remote viewing (a process which takes four hours
of meditation), he can then "see" through the lens whatever scene is hgppening in front of
the lens and within its fidld of vison, wherever the lens may later be. Thereis no range
limit, save that no perception across the planesis possble. No auditory information is
detected through the lens, and no spells can be cast through it. A lens of remote viewing is
aso detection resstant. At any onetime, any thief may be attuned with a number of such
lenses not exceeding one-hdf his Intelligence score (round fractions down). These items
are usudly found Sngly, and are of obvious vaue in pying.

Lensof Valuation: Thishighly-prized item congsts of alens some 3 inchesin
diameter with a handle some 6 inches long. The lens dlows the viewer to estimate the
true worth of any nonmagica object to within 5%, on studying it for five rounds or
longer. Of course, thiswill be an average price, and specid conditions of supply or
demand may make this valuation wildly inaccureate.

Merchants usually go to considerable lengths to prevent any lens of valuation from
being used on their goodd In the thieving community, it is most sought-after by fences,
who can widen their operationsin amgor way if they possessthisitem.

Tallin's Tightrope: This modified rope of climbing will only snake forward & an angle
of up to 45 degrees upward or downward, but it so enables its owner and up to five
man-Szed or smaler crestures touched by its owner to walk upon it asif they had the



tightrope walking proficiency, with a +4 bonus to any proficiency checks required.
Anyone not touched by the rope owner attempting to wak on it will suffer a-4 pendty to
any saves or checks made while on therope. In dl other ways, thisitem isidentica to a
norma rope of climbing.

Weapons

Crossbow of Angling: This gppears to be a quite normd light crossbow, dthough it
has athick wrist strgp attached which is of unusud design and toughness. On command it
can fire bolts with specia properties up to three times per day. The magicd bolt fired
counts as a +2 bolt for determination of attack rolls (and damage if appropriate). When
fired, this specid bolt istrailed by a pencil-thin snaking line of faint blue light (which
radiates magic fairly strongly) which connectsit to the crossbow. When the bolt impacts,
the head expandsinto asmdl claw which embedsitsdf in the target, such that the bolt
gripsit strongly. By the use of a second command word the crossbow user can "red in"
the target, the thin "cord" of magica energy shrinking to drag the target to the archer.

The speed at which the target is retrieved depends on its weight, friction, etc.; the
maximum speed is 60 feet per round. The DM may need to exercise hisjudgement in
most cases. If the target is heavier than the archer or isimmovable or braced in some
way, then the crossbowman may actualy be dragged to the target rather than the reverse
applying. This can be exploited, of course, to pull athief up to aceiling or up awadl. The
magica cord isAC -2 and takes 15 points of damage (nonmagica wegpons do no
damage) to destroy.

Dagger of Impaling: These daggers are +2 to hit and damage, and on anaturd roll of
20 (and dso of 19 if thisis sufficient to score a hit) on a backstab attack they impale the
target, inflicting an additiona 1d4+2/1d3+2 points of damage and dso staying in the
wound, where they cause an additional 1d4+2/1d3+2 points of damage each round until
removed.

Dagger of Resour ce: These daggers usualy have handles of ebony or ivory, or some
amilarly vauable and exotic substance, and have 1d3+1 smdl studsin the cross guards.
The dagger has attack and damage bonuses, but it also has additiond tools located within
it, and depressing one of the studs will cause the corresponding item to spring from the
hilt of the dagger, ready for use (only onetool at atime can be used). These bonuses and
tools depend on the number of studsin the weapon, as shown below:

No. Hit/

of damage Tools Description
studs bonus avail. of tools

2 +4 2 Lock picks adding

+5% to Open Locks ralls,
plustoal for removing
stones from horses hooves

3 +3 3 As above, plus Lens of
Detection (see DMG p.173)



4 +2 4 As above, plus Gem of Brightness with 3d10
charges

Dagger of Sounding: This oddly-designed dagger is +1 for attack and damage
determination, but it has a peculiar, hollow bronze bulb at the end of its pommd. If thisis
gently tapped againg a hollow surface, it gives aresounding ring quite different from the
dull tone emitted if struck againgt solid sone. Tapping it gently againg wals dlowsthe
thief a5 in 6 chance for finding a secret door, risng to 11 in 12 if the thief iselven or
half-elven. Also, the thief can search for secret doors at twice the normal rate when using
this dagger. In other cases, the thief is 80% likely to be able to determine successfully the
gpproximate thickness and nature of the materid the dagger is used to sound.

Scabbard of Poison: These scabbards have reservoirs in which poison can be stored,
and when ablade is placed in the scabbard and then drawn, the venom will automatically
and magically be drawn from the reservoir to coat the blade. The venom will be wiped
from the blade after one successful hit on atarget, or evaporate after 2d4 roundsin any
event. Any venom can be used, for the dweomer gives the venom virulence againgt
whatever creature is struck. The scabbard holds enough poison for six doses, but must be
manually refilled when empty. 25% of these scabbards are the right size for long swords,
25% suitable for short swords, and 50% for daggers. All restrictions which apply to the
use of poison wegpons apply here, of course, and only evil characters would routingly use
such adevice.

Short sword of Backstabbing: In the hands of any character thisisa +2 magica
wegpon, but in the hands of athief it is especialy potent. When athief makes a backstab
attempt with this short sword, it allows him to attack asif four levels higher than his
actua experience level, with corresponding improvements in THACQO, attack rolls, and
damage multiplier on asuccesstul hit.

Special Results

If the DM rollsa" Specid" result from Table 32, then aunique item should be
developed for the thief. This takes careful work by the DM to design the item, and dso to
determine a suitable higtory for it. Multi- property itemsin the listings above (such asthe
potion of perception, boots of balance, amulet of dramatic death, etc.) can be taken as
ingpirations. A specidly-designed item should have severa functions, none of
exceptiond strength, and with an emphasis on protection and nondetection rather than
grong offendve potentid.

A higtory for the item iswell worth the effort. One obvious posshility is that
someone, sometime, will cometo try and get the item back! Certain NPCs may be
hunting the previous wearer/user of the item, and while they do not have a description of
the previous user they know what the item looks like. Perhaps they have been hired to do
away with that previous user. So, when they seeit on the person of the PC ... The
history of the item can have greet potentia for adventure locked within it, which the DM
doesn't need to exploit immediately. Also, the player whose character getstheitem
should not be told the history of the item; that's something he will have to find out for



himsdf and, again, there may be adventures locked within this seerch. Thisis especidly
true if command words are needed to activate certain properties.

Don't make too much of such items, or other players may fed their characters are
being put in the shade and overshadowed by dl the attention the thief is getting. But a
unique item, something the thief knows he isthe only person on Oerth (or Krynn or in the
Forgotten Realms) to have, adds color and character to any adventuring party!

Chapter 6: The Artsof Deception: Classic Cons

The old rogue slurped his ale noisily, complaining to the bartender, "The thieves
these days, they've lost the art of it all. Like a bloody bunch of bandit half-orcs. Their
idea of an elegant theft is a rich victim bashed neatly on the head, so his fancy clothes
don't get scuffed so much and can be fenced more dear." The young bartender raised his
eyebrows, a little wary but curious about what the wizened old coot had to say. "Now, in
my day, the thief we all looked up to was one whose only weapons were hiswitsand a
steady, speedy hand. It would be hours before his victim even knew'd he was robbed, and
then he couldn't be sure who doneit.

"There was this one guy, Willie—Cool Willie, they called him, ‘cause he never lost his
cool. He know'd ALL the scams. . . "

Since day one, there have been people eager to get afree ride, to swindle others out of
anything they can. These people, it has been observed, are typicaly the best targets for
the swindler. After al, how likely are you to report a con man, when the reason he
succeeded was that you thought you were taking advantage of him? Playing off other
peoples greed is the key to a successful swindling career, on whatever scaeit is
performed.

An adtute swindler is dways on the lookout for opportunities for agood racket. Some
of these stuations and scams have been nearly immortalized, and are classics. Not only
does it seem everyone knows them, but everyone till uses them—and they till work. An
excdlent book filled with red-life anecdotes of classc consis The Compleat Svindler,
by Ralph Hancock with Henry Chafetz (New Y ork: Macmillan, 1968).

What followsis asampling of scamsfor the novice pigeon plucker.

Short-Change Swindles

Onthesmple leved, you have the short-change swindle. Thisis something you do to
merchants—or merchants do to you! Through fast-tak, distraction and deight-of-hand,
you trick them into giving you as change more money than you paid them.

The story at the end of this chapter illustrates the short-change swindle.

Gambling

Gambling isafiner racket. Gambling isirresstible to many people, and the swindler
loves to take advantage of this weakness. Every sort of gambling—dice, coin-matching,
the shell game, races and gladiatorid contests (the fantasy equivaent of modern
organized sports)—presents an opportunity for the swindler to make aload of slver. A



swindler needs gambling proficiency to work any of the following scams, and any other
character who makes a gambling proficiency check will probably be wise to the
swindler'stricks.

Dice Games:. Dice-throwing developed in ancient times, and has remained popular
snce (even into RPGs). An astute gambler understands the odds of winning in any dice
game, such as craps, and askilled swindler knows how to rig the game in his favor.
Loaded dice (with imperceptibly rounded faces, or weighted pips, and so forth) are one
way, but the true master can even throw dice s0 that they will land as he wishes. To do
thistrick, aswindler must make a successful pick pocketsroll, at -40%, for each die.

Coin Matching: Coin matching isasmple, age-old game, gppearing in various
forms since the days of the pharaohs, and is Smple to run a scam around.

The favorite variation for two swindlers working asucker is"odd man wins'; Three
coins are tossed, or reveded smultaneoudy (like the rock- paper-scissors game). If two
are heads or tails, and the other is the opposite, the holder of the odd coin wins. If all
three are the same, no onewins.

To st this up as a scam, there should be two swindlers. One plays the steerer, gaining
the confidence of the pigeon, while the other pretends to be afoolish stranger. The steerer
congpires with the red target, ostensibly to swindle the money of the stranger, histrue
partner. In the course of the game, the steerer winds up with al the money.

Of course, hel's not able smply to share it with the pigeon, since they've supposedly
just pulled afast one on the foolish stranger. They have instead agreed beforehand to
meet somewhere and share the spoils. Of course, the steerer never shows up to share and
the would-be con artigt is left penniless. Furthermore, since he was duped on account of
his own greed, trying to do what was done to him, hell probably swalow his chagrin and
never report the incident to the loca authoritied!

The Shell Game: The shdl gameis another age-old classic. The swindler setsup at
some event, like acircus, fair, or even abusy street corner. He has a single pea and three
shdlls, which he rearranges. It isatest of observation, he says. Anyone who can identify
which shell coversthe peg, after they've been shifted around, will win whatever he bet. If
he guesses wrong, he loses his money.

Someone takes on the challenge, and wing Of course, this is an accomplice of the
shell man (known as a"capper”). The crowd thinks the swindler is playing honestly.

Then ared target places his bet. He, too, will win. The swindler will nurse the target's
sdf-confidence to raise the stakes, and then (mysterioudy!) the victim's powers of
observation will decline, and hélll fail to spot the right shell! This of courseis done
through deight-of-hand. (To do it unnoticed, the thief needs to make a successful pick
pocketsroll.)

Quackery

Quackery isthe redim of the mountebank, the seller of "snake ail" and al manner of
exotic potions, unguents and charms, each supposed to be amedica wonder, but usudly
worthless (if not actudly dangerous to its user). Even in aworld where magic isred,
quacks can make brisk profits from those who cannot tell ared potion from fake.

Forgery and Counterfeiting



Forgery may dso be a swindler's caling, including counterfeiting. Interestingly,
forgery was not a serious crime in the middle ages, barter took precedence above coinage
or credit notes, and it's hard to counterfeit a bushel of wheat or forge livestock.

As the Renaissance came, however, and banking developed, so did the forger's art—
and the punishments became serious. As late asthe first haf of the 19th century in
England, men and women were hanged for the crime of forging one-pound notes.

The vdue of forgery, therefore, and the risks involved, will depend on the nature of
commerce and trade in your campaign.

Jewdry Swindles

For the well-trained rogue, jewery swindles can be both the most lucrative and the
eased, because it is so difficult for the untrained eye to identify or to judge the vaue of a
precious stone. Besides dedling in paste and glass fakes, jewery swindlers may pass off a
lesser stone as something more valuable (e.g., quartz for diamond), or pay someone
(especidly naive but treasure-laden adventurers) for adiamond asif it were quartz. A
nimble-fingered rogue may aso replace fake jewesfor red ones, and the owner may
never know the differencel

Sy NPC jewd swindlers are agreat way for DMsto relieve characterslacking gem
cutting proficiency of their cash and jewels (provided they don't spew out at the start,
"The dragon's treasure includes 12 opas a 1,000 gp each").

"How much d'l owe ya?" asked the old rogue, upon finishing ale and tale.

"Four coppers,” said the bartender.

The rogue fished in his pockets. "Hmm," he said. "All | have is this gold piece. Have
ya got change?"

"Believe | do," said the bartender, taking the gold coin and putting out an electrum
coin, four silvers, and six coppers in change.

"Say, why don't you get me a slab of cheese for the road?" asked the rogue, sliding
over two coppersfor it.

While the bartender retrieved the cheese from beneath the counter, the rogue opened
his pouch to put the remaining coppersinside. "Well look here! Guess | had a silver after
all!" he declared. He moved his hand toward the others, palming his new-found silver
and hiding the electrum beneath the other coins, while appearing just to set the new
silver coin with therest. "Say," he tellsthe bartender. "1'd be hatin' to take all yer change
like that. Why dontcha gimme an electrum for these five silvers?"

"ure," said the bartender, handing him an electrum. The old rogue turned toward
the door. "Wait!" said the bartender. "Ye left an electrum coin here with the silver!"

"So | did! Thank you. Honesty's a difficult quality to find these days! Well, to keep
you with enough change, why don't | just give you this silver" —he then produced the coin
he had palmed—"and you give me back the gold piece?"

"All right,” said the bartender. "Have a nice day, then!"

As he walked down the street from the tavern, five silversricher, the old rogue
permitted himself a grin and a little skip of delight. All these years, and Cool Willie
hadn't lost his touch.



Robbing the Robbers

Thieves as a class are people who enjoy toeing the line, when it comes to risk-taking.
Some renegade thieves take it a step further, often a step too far, and dare to steal from
other thieves, or even thieves guilds.

It's dangerous activity, but it does have certain advantages. Foremost, the guilds and
thieves can't very well report thefts to the authorities (assuming they don't control those
authorities through bribes or blackmail).

And, of course, authorities permit the theft of stolen items when its purposeis
recovery, to return the goods to the origina owner, as bounty hunters do.

Sanction and some degree of protection might aso be gained from ariva guild. Mob
wars provide many opportunities for the daring thief, willing to run around in the
crossfire, scoring loot. Thetrick is not to be identified as steding from the wrong people
(i.e, the guild that winsin the end).

Perhaps the biggest advantage of dl, and the reason that thieves will brave the risks,
is the enormous wedlth that can be concentrated in the hands of a sngle crimind,
especidly an important officer of the guild.

But there's no shortage of risks. Firgt off, intdligent thieves understand themselves
and, by extension, other thieves. Each thief needs to be a troubleshooter, in away,
designing protection for himself and his possessons, and making sure that it's proof a
least againgt any thief of his skill or less. This meansthet in sedling from another thief,
you can expect afairly difficult job.

Sometimes, however, athief may be surprisingly flippant about not protecting his
wesdlth. The people who can get away with this are incredibly powerful crime lords, with
vagt wealth and myriad connections. They have the resources to find anyone who dares to
ged from them and deliver afitting punishment. Among such punishments, asmple
assassnation is very mild and humane.

Understand that the underworld is often harsher on thieves than the established
authorities. The underworld does not presume innocence; and sweet revengeis more
important to awronged crime lord (and his ego and ruthless reputation) than the recovery
of any but the most precious property.

Chapter 7: New Rulesfor Thieves

This section introduces rules of advanced complexity that players and DMs may wish
to use in the campaign. While they are recommended for use in a gaming environment
where thieves are common, they are not exclusively limited to the thief character.

As an exception to this generdity, those optiona rules that modify specific thief
activities are, of course, usesble only by thieves.

New rules are provided for lock and trap construction, removal, and modification; for
gpecific animd training, tricks common and useful to thieves, to amplify the poison rules
presented in the AD& D® 2nd Edition Dungeon Master's Guide; to alow thievesto
possibly knock out a victim with a surprise blow from the rear; and to detall the
encumbrance effects when armored characters attempt to perform acrobatics.



Advanced Locksand Traps

The game works perfectly well under the assumption that alock isalock, regardiess
of its make or mechanism. Traps generdly earn greater detal ('a poison needle flicks out
of the pand beside the lock,” for example), but even so, the actua workings of the device
are not usually described.

However, locks and traps are in fact found in great variety, and while many might
provide little challenge to the skilled thief, some will prove daunting even to the most
experienced veteran. A device can be listed with amodifier of + or - up to 30%,
reflecting the ease or difficulty with which athief might pick the lock or find and remove
atrap. The modifier is applied to the thief's chance of success with the obstacle; a—30
lock, for example, lowers the thief's chances of picking it by 30%. If his norma
percentage is 65%, then his chance with thislock is only 35%.

Describing Types

The more detail the DM can provide regarding the obstacle facing the thief, the
greater the player's optionsin facing it.

Locks can include smple latches, keyhole locks with a single or multiple tumblers,
puzzles that involve performing severd procedures in a set sequence (pushing astone,
turning ahandle, and pulling outward, for example).

Traps have many more varieties. Generdly a moving part, such as acage, block,
blade, needle, duice gate, or trapdoor, is triggered by the act of a character—a step on a
surface, or apull on ahandle, for example.

A good trap design will include at least some vague description of how the two
elements are connected. Levers, springs (both leaf and cail), pivots, bellows,
deadweights, block and tackle, and hinges are dl eements used in trap design.

M odifying Checks

The mgor condderations for determining the difficulty of atrap are the kill of the
locksmith or trap maker, the materias used for the job, and the purpose of the lock or
trap. Some examples for locks are listed:

+15% Typicd laich on smdl house, guest room of an inn, storage closet, eic.

0 Lock on a merchant's house, wegpons locker, wine cellar of alargeinn, etc.

—15% Door to acdl or keep, security checkpoint within adungeon, lock on agem
cutter's shop or moneychanger's house.

-30% Lock on amgor vault or most intricately designed cell door

These guidelines should be used by the DM to establish avariety of chalengesin the
campaign setting. The many varieties of trgps are too grest to lig, but the same principle
of modification applies.

The new equipment listed in Chapter 5 includes a variety of aids for just such delicate
work. By utilizing greater detail in the description of alock or trgp, more opportunities



for the use of this equipment will arise.
Building Better Locks

A character with locksmith proficiency can try to build a superior lock, but only if the
proper materids are available. In most cases this means an iron or stedl lock, though
gpecia consderations can be adjudicated by the DM. The locksmith must make a
proficiency check for thelock. A roll of 1 or lessindicates alock of superior
craftsmanship. Subtract 1 from the dieroll for every proficiency dot beyond the first
spent on the locksmith skill. For example, a craftsman with three dots of locksmith kil
creates a superior lock on aroll of 1, 2, or 3.

The modification for such a specific lock is determined by rolling 1d10, resulting ina
1-10% modifier. Each improved lock will be at least as good as the one before it,
however, so re-rall results that are lower than the modifier for a previous lock made by
that same smith. When the locksmith makes locks with a 10% modifier, heisdlowed to
roll 2d10. When he reaches 20%, he receives 3d10, but is no longer guaranteed to beat
his previous high roll. He does get to roll 3d10 until he gets aresult of 20 or greeter,
however.

For example, alocksmith builds a superior lock and rolls a 7% modifier. On his next
superior lock, herollsand discards a 6, 3, and 5, before rolling a 10. He keeps the 10,
sncethat isthe first roll to equa or beet his previous high of 7. On his next superior lock,
he rolls 2d10, using the first adjusted roll of 10 or higher. If he eventudly getsa 20, he
rolls 3d10 until he gets aresult of 20 or greater. All his subsequent superior locks, then,
will gain at least 20% modifiers, with the occasiond one perhaps as high as 30%.

Multiple L ocks

A smpler way to make aroom or chest more secure againg thievesissmply to
protect it with more than one lock. Iron-bound chests with two or three built-in locks
were not uncommon in rich treasure vaults. Certainly a powerful and suspicious wizard
would not entrust his spellbooks to a cabinet with only asingle lock.

L ockpicking/Trap
Removing Noise

A thief attempting to open alock or remove atrap with complete stealth can try to do
s0. He suffers a-10% chance to his ability rating, but will perform the task quietly on any
roll except 01-10%. In the latter case the lock or trap makes a sharp click, snap, or other
sound, audible to anyone within earshot.

If athief fals aglent attempt, he cannot try to open the same lock normally.

Animal Assistants

A thief with an exceptiond ability at anima handling and training can sometimes
train creatures to assst im in his professon. This section discusses three possible
Ccregture assstants. dogs, ferrets, and monkeys. Other types can be used given the



gpprova of the DM; develop and define the abilities of the anima using these three as
examples.

All'animd training acts described below are useable with the standard proficiency
rules. The main additions are specific tasks that can be learned by these creatures.

When an animd learns one of the specific tasks below, its chance of performing the
task are determined by the proficiency of itstrainer. The proficiency check required of
the animd isthe same asfor itstrainer. For example, aferret istrained to fetch gemsby a
character with three dots of anima handling proficiency and a Wisdom of 15. He needs a
proficiency check of 17 or lessto train the ferret for the task. The ferret, consequently,
needsaroll of 17 or lessto fetch the gems properly.

Players should record the stats for animals on the PC character sheet. Lidt the tasks
each animd has been trained for, recording this proficiency number beside the notation.

At the DM's option, some animas may have such exceptiond intelligence, or
strength, or speed, that their ratings are granted a+1 or, rarely, a +2 modifier to specific
tasks.

Dogs can serve primarily as protectors, requiring little training before they become
dert and aggressive watchdogs.

Dogs can dso be trained to track a character or other animal. The dog requires some
scent information about the object being tracked and a generd location of thetrall. A
proficiency check is made to find the trail. Another check must be made every 1-4 turns,
and dso whenever thetrail takes an unusua turn (through water, dong tree limbs, etc).
Dogs specidly bred for this (including many hounds) gain a+1 or +2 to this particular
ability.

Dogs can sometimes be trained to perform the "Thief's Fetch” trick, below. Generadly,
smdl ad nimble dogs are used for this task.

Ferrets can fit through openings as narrow as 2", and thus have an ability to go places
other animas cannot. Ferrets can be taught the "Thief's Fetch” trick to acquire gems,
coins, or other smdl objects.

Monkeys are the most adaptable of these animals. A monkey can be trained to be
sectivein its fetching. Gateways, high windows, and other obstacles can easily be
traversed by amonkey. A monkey will fight to defend itself if cornered or seized.

Monkey: AC 7; MV 12(9 climbing); HD1/2; THACO 20, Dmg 1-4

The Thief's Fetch

Animals can be trained to retrieve specific types of items from a generd areasuch as
aroom or yard. Specific objects include coins, gems, jewelry such as chains or bracelets,
or evenitems of food and drink. Additiond training sessons can train the animd to
perform its task with stedth.

The animd can be sent by gesture in a specific direction. It will seek for sometimein
the area indicated, findly returning to its master. Generdly, the anima will spend 1d8
turns on the search. However, additiond training sessions can add another 1d8 turnsto
this duration.

If an animd is discovered or frightened during thistask, it will attempt to fleeto its
master. It can be trained to flee in a different direction, or even to attack, if agood trainer
takes the timeto do so.



Poison and Sedatives

The DMG provides detailed rules on poison types and effects. The following rules
add severd types of non-lethd poisons, introduce poison gases, and describe some poison
antidotes.

Sedatives are ingested poisons that disable, rather than injure, a character. A sedative
can be adminigtered in food or drink, with different rates and effects:

Method Onset Weakness Duration
Eaten 4-40 1-6 2-12
min. min. hours
Drunk 2-12 1-6 1-4
min. min. hours

Sedatives are treated as regular poisons, except that their first effect is a period of
weakness when al ability scores and the character's movement rate are reduced to half.
Thislasts 1d6 rounds, after which the character saves vs. poison. Falure renders him
unconscious. Success means that the weskness lasts for another hour. The character then
saves each hour, with the weakness remaining until a successful save is made.

Poison Gases are rare, expensive, and highly dangerous. A typical doseisaclay or
glassjar weighing 5 pounds. If the jar is shattered or opened, gasfillsa10' x 10' x 10
cube. It disperses after one round unless contained on al sdes. The gaslasts for 2d6 turns
in an enclosed room; 2d6 rounds in a room with at least one open door, window, arrow
dit, etc.

It might be possible for cregtive playersto create larger doses of poison gas, but such
lethdl devices areleft to the DM's discretion.

Poison gases generdly have the effects of poison type D, taking effect after one or
two minutes, inflicting 30 points of damage (2d6 with a successful save). The damageis
inflicted each turn the character breathes the gas.

An extremdy lethd poison gasis reputed to exist, Smilar to poison type J (onset in
1d4 minutes, causes death or 20 points of damage with save).

Unlikeinjected or ingested poisons, however, poison gas does not remainin a
character's system after death. Thus, attempts to raise characters who have perished this
way do not have to contend with the venom in the character's system.

Poison Antidotes
(Optional Rule)

In AD&D® 2nd Edition rules, a character with healing proficiency isableto ad
poisoned individuals. Thisis described in Chapter Five of the Player's Handbook. We
reproduce those rules here with additiond options, including ones for those campaigns
that are not using nonwegpon proficiency rules.

Campaigns without
Nonweapon Proficiencies



Treat rangers, characters with forester secondary skills, and thieves with the kits
assassin, bounty hunter, and scout as having herbaism proficiency; treat clerics and
paadins as having hedling proficiency; and treat druids as having both.

Healing Proficiency
and Poison

The basic heding proficiency rules for poison, from the Player's Handbook, are as
follows.

A character with healing proficiency can attempt to aid a poisoned individud,
provided the poison entered through awound. If the poisoned character can be tended
immediately (the round after the character is poisoned) and the care continues for the next
five rounds, the victim gains a +2 to his saving throw (delay his saving throw until the
last round of tending). No proficiency check is required, but the poisoned character must
be tended to immediatdy (normally by sacrificing any other action by the proficient
character) and cannot do anything himself. If the care and rest are interrupted, the
poisoned character must immediately roll anorma saving throw for the poison. This
result is undterable by norma means (i.e.,, more heding doesn't hep). Only characters
with both healing and herbalism proficiencies can attempt the same treatment for poisons
the victim has swallowed or touched (the character uses his hedling to diagnose the
poison and his herbalist knowledge to prepare a purgative.)

Note that these rules concern antidotes only obliquely, through the herbaism
proficiency in indtances of ingestive and contact poisoning.

Antidote Effects

Antidotes can be manufactured for most poisons. To use an antidote you must match
it with its poison (see the assassin kit), or just administer an antidote and hope that by
chance it isthe right one. (The DM may permit the existence of some antidotes that
counter more than one poison, e.g., both types A and B injected.) An antidote will take
effect if administered immediately or at least before the toxin's onset time. It then either
negates the poison entirely (if the poisoned character made his saving throw in the first
place) or reducesiits effect to saving throw leve.

Producing Antidotes

Most of the time an antidote has not been prepared in advance, and a character with
herbalism proficiency will atempt to produce an antidote from scratch.

Doing this presupposes an assortment of herbs, mosses, and such necessary materids,
aready sdlected and close a hand (e.g., gathered, dried and stored in a pouch). If the
herbdist needs to gather the materids aswell (and there are materidls around to be
gathered—not the case in most dungeons), a least half an hour is required to do so. When
meaterids are available, putting together and administering an antidote takes 1d6+4 (5-10)
minutes

If time for gathering materids and making the antidote turns out to be greater than the
poison's onset time, the efforts arein vain. If not, a proficiency check must be made to



determine the antidote's success or failure. The check suffers a-10 pendlty if the poison
has not been identified. If the check is successful, the antidote takes effect.

For example, the assassin Theriusis adventuring with his companion, Orlene, when
sheis gtruck by apoisoned blade. The opponent is swiftly digpatched and Therius turns
his atention to her wound. Orlene, meanwhile, has faled her saving throw. The DM
knows that the poison is Type O, injected, with an onset time of 20 minutes, he notes this
information secretly. One minute has dready gone to finishing combat. If the poison is
not successfully treated, Orlene will be left pardyzed for nine hours.

Theriusisa7th leve thief (assassin kit) with herbdism proficiency and Intelligence
14; he does have a kit of useful herbs with him just for such emergencies asthis.

Hefirg sets out to identify the poison. His base chance is 35% (7th level) + 5% (Int
14) = 40%. Thisis his chance of learning from Orlene's symptoms. He rolls a48 on
percentile dice and fails. His next attempt is by sight, examining the dain opponent's
blade, with a 20% chance of success. Thisaso fails. Concerned about time (three
minutes have aready ticked by), Therius puts a dab on his tongue. He needsto roll 35 or
lower . .. and getsa 26! He spits out the poison, recognizing it astype O. The DM
doesn't bother to see if the poison affects Therius, Snce a pardytic poison a half srength
would have no effect.

Therius works to produce an antidote with the materiasin his pouch. This takes him
gx minutes. He then makes a proficiency check, needing a 12 or lower (because
herbaism has a -2 modifie—see Player's Handbook, Chapter Five) for success. Herolls
a 13—failure! Nine minutes have ticked by. He hurriedly attempts again to concoct the
antidote. Thistime it takesafull 10 minutes. .. Theriusrollsa9 thistime, however, so
he succeedsjust in the nick of time.

The antidote totally hdts the paraytic poison, Snce that iswhat the result of a
successful saving throw would have been.

Mugging—the Thief'sKO

A thief can attempt to knock out a victim under certain circumstances by striking
from behind with a blunt instrument. In order to be digible for amugging attack, a target
must be digible for abackstab, as explained in Chapter Three of the Player's Handbook.
In addition to al redtrictions governing a backstab, athief cannot mug a victim more than
twice astal asthe thief.

The digible thief character smply makes a mugging attack instead of a normal
backgtab. The thief gains his +4 backstab bonus and the victim loses shield and Dexterity
bonuses. If helmets are detalled in the campaign, the victim has AC 10 unlessthe head is
protected.

If the thief scores a hit, the victim must make a saving throw versus petrification or
fdl unconscious for 2d8 rounds. Modify the saving throw by the differencein leve or hit
dice between the mugger and the victim.

For example, Pwill the thief (T9) snesks up behind the ogre sentry (4 HD). Pwill's
blow is successful, so the ogre saves as alevel 4 warrior. Normaly he would save on a12
or better, but the difference in Pwill'slevel (9) and the ogres HD (4) modifies his
necessary save to 17. However, the DM rollsa 19 for the ogre, so Pwill's attempt only
makes the sentry mad. And loud.



Armor and Acrobatic
Proficiencies

This system of modifiers for armor other than the usud leather may be used for non-
thief characters as wdll as those thieves who may be found wearing heavier protection.

Elfin chain mall islight and thin and can be worn under normd clothing. All other
types of armor except smple leather are siff or bulky, and can only be covered by afull
body cloak.

Jumping: For an acrobat wearing armor and attempting a jumping maneuver other
than pole vaulting, compute the height or length of the jump as described in the Player's
Handbook, Chapter Five. Then adjust this distance according to the armor of the
character, as shown on Table 37. Should the resulting total be less than zero, the character
fails the acrobatic feat entirely (probably by tripping and landing flat on hisface).

Pole vaulting is a different matter. To successfully get off the ground in armor bulkier
than lesther requires a proficiency check, adjusted, asindicated on Table 37, according to
the pole vaulter's armor. In addition, a pole vaulter with armor heavier or bulkier than
studded or padded can vault no higher than the height of the pole.

Tightrope Walking: Adjustments listed on Table 37 indicate the pendlties associated
with each sort of armor if it isworn while tightrope waking. The DM should aso teke
into account how heavy the character and al his armor, weapons and equipment are, and
whether the rope or beam or other surface on which the character walksis capable of
supporting such weight.

Tumbling: Defensive and offensive tumbling maneuvers are limited by the use of
armor. Asthe Player's Handbook states (Chapter Five), a character with tumbling
proficiency can improve hisarmor class by 4 againg attacks directed solely a himin any
round of combet, provided he has the initiative and forgoes dl attacks that round. The
row "Tumbling—Defensve" on Table 37 indicates what AC bonus, if any, the character
can get when he iswearing various sorts of armor. When in unarmed combet, a character
with tumbling proficiency is aso normaly able to improve his attack roll by 2. The
bonus, if any, that the character has when in armor is shown in the row "Tumbling—
Attack."

The third function of tumbling proficiency is the ability to avoid faling damege. If
the character makes a successful proficiency check, he takes only half damage from fdls
of 60 feet or less, and none from fals of 10 feet or less. Modifiersto this proficiency
check areliged in the row "Tumbling—Falling."

Table 37:
EFFECTSOF ARMOR ON ACROBATIC PROFICIENCIES

No Elfin Studded Ringor Brigandine  Scaleor Plate
Skill Armor Chain orPadded Hide Chain or Splint Banded Mail
Broad jump,
Running +1' — -2 -3 -5' -7 -10' -15
High jump,
Running +1' -2 -1 -2 4 -8 -10' -20'

Broad jump,

Plate
Armor

-20'

-18'



Standing +1/2  — -1/2 2 3 -4 -5 -7
High jump,

Standing +1/4' — -1/2 -1 -2 -21/2 212 -3
Polevaulting — -1 -1 -3 -% -8 -10' -12'
Tightrope
Walking — -1 -1 -3 -5 -6 -8 -10
Tumbling

Ddendgve +4 +4 +3 +1 +2 +1 0 0
Attack +2 +2 +2 0 +1 +1 0 0
Fdling — -1 — -3 -5 -6 -8 -10

Genera Notes: Leather armor istaken to be the standard, with no positive or negative
adjustment to thief skills. No dexterity bonuses gpply to thief functions (though pendties
do) when wearing armor other than smple legther.

1. This category applies when wearing bracers of defense or acloak, but no large
protective devices.

2. Includes bronze plate mail.

3. Encompasses both fidd plate and full plate armor.

4. (Table 38) Assumesthat armor worn is covered by another garment. Elfin chain mail is
light and thin, and can be worn under normd clothing. All other types of armor except
ample leether are fiff or bulky, and can only be covered by afull body cloak.

Armor and Thief Skills

Rogues traditiondly wear no more than leather armor, since garb any more bulky
greetly hinders the traditiona abilities of thieves. The Player's Handbook notes the
benefits or pendties of wearing no armor, elfin chain, and studded or padded |eather
armor, since these options are dso available to thieves. In some ingtances thieves will be
found wearing Hill other sorts of armor. Multi-classed demihumans and dua-classed
humans, for instance, may have fighter or cleric as one of their classes, and may therefore
be permitted any sort of armor whatsoever.

Thieves using the disguise proficiency aso should be permitted to wear armor not
normaly used by their class, to aid the deception. (Otherwise it becomes obvious that
anyone in leather armor who refuses to don chain mail must be an assassin or spy.)

For this reason we offer expanded rules to cover the effects of the heavier and bulkier
armor types on thieves skills. Table 38 ligts the adjustments accorded to each armor type.

Table 38:
EFFECTSOF ARMOR ON THIEF SKILLS

No Elfin  Studded Ringor Brigandine  Scaleor
Skill Armor  Chain or Padded Hide Chain or Splint Banded
Pick Pockets +5% - 20% -30% -60% -40%  -40% -50%
Open Lock — 5% -10% -50% -15%  -15 -20%
Find/Remove Traps — -5% -10% -S0%  -15% -25% -20%

Move Slently +10% -10% -20% -30% -40%  -40% -60%

Plate Plate
Mail Armor
-75% -95%
-40% -80%
-40% -80%
-80% -95%



Hidein Shadows +5% -10% -20% -20% -30%  -30% -50% -75% -95%

Hear Noise — 5% -10% -10% -20%  -25% -30%  -50% -70%
Climb Wals +10% -20% -30% -60% -40%  -50% -90%  -95% -95%
Read Languages — — — — - — — — -

Notes 1-4: See Table 37.

No skill can have a chance of success (including al adjustments) greeter than 95%.
However, a character can dways have a 1% chance of success, even when trying to pick
pocketsin full plate armor.

Option: Some DMs may permit thieves to wear any available armor. For most thieves,
however (especidly at low levels), it isn't worthwhile to wear bulkier armor because the
pendties cripple thiefly kills. A rogue could favor bulk anyway, but DMs should
emphasize () if the player wants afighting machine he should play afighter, (b) the thief
can't gain experience and increase kill in thieving abilities that he doesn't use.

Chapter 8: The Thief Campaign

Terrak, the Master, looked through the hazy air of the hideout. The acrid scent of
charcoal smoke mingled with the sweat dripping freely from his assembled thieves.
Indeed, the air in the attic remained always fetid, for even on a cool night such asthis
they dared not open any passage to the outside. So precarious was their position in the
city, so firmwas the Black Duke's grip on the populace, that any hint of their presence
here would bring swift and brutal reprisal.

For the hundredth time, Terrak examined the members of his small band. They were
brave men and women, and he trusted them all. They were bound to him not by any bonds
of love—though he knew they respected him—but instead by a common, flaming hatred.
He wondered, again, if such a ragged assemblage could actually be a threat to one as
mighty as the Duke. But then he sighed, knowing they had no choice.

Sraight across from him, Terrak saw Ardina, the weaver. The old woman practiced
her trade skillfully during the day, and none suspected that her bottles of dye, or her
carefully wrapped bundles of cloth, were used to smuggle the gains of the band around
the city, and even to locations beyond the high wall. Even now the band gathered in the
attic of her shop, since she had risked her cover and her life to provide themthis
temporary hideout.

Wistfully, Terrak remembered the guildhall, built with the profits of hislong labors,
and even the sweat of his own brow. The building had contained secret passages, hidden
compartments, deadly traps, and easily defensible combat stations. But it had all gone up
in smoke when the Black Duke's enforcers had attacked. Terrak's eyes misted as he
thought of Serana, his beautiful, young Serana, calling to himwith her last words before
the flames had taken her, had taken so many of them.

But the Master Thief hardened his mind and his plans. Indeed, it had been those same
precautions, the secret doors and the hidden compartments, that had allowed this small
remnant of his band to escape. Now they gathered here, dry kindling awaiting the spark
that would ignite the flames of their revenge.

Terrak turned to an old man beside him. " And so, Rorden, the Duke's treasury awaits
us now?"



The man nodded his balding head. Terrak reminded himself that the man was not as
old as he looked. The Duke, however, had seized Rorden's wife for use as a concubine
many years earlier. By threatening her with death, the ruler had forced the talented
Rorden to keep his books and provide him with information. Now, the Duke's threat to
claim the man's daughter for a similar fate had finally driven Rorden to fight against his
brutal lord.

"Indeed, Master." Rorden spread a piece of parchment on the floor. "You see here the
layout of the Duke's mansion. | have marked the secret passage to the vault, though |
could not gain the key to the lock. | am sorry, but the Duke keepsit on a key around his
neck."

Terrak waved away the man's apology. Once they found the lock, he knew Xeno could
open it. Indeed, the lockpicker even now instinctively flexed his fingers and licked his
lips. Xeno, too, had lost his woman in the Duke's raid. Terrak knew he would perform
with skill on this night.

"And the painting?" asked Terrak, carefully watching the other members of his band.
He saw Rocko flex unconsciously, grasping the stump of his right armwith his left hand.
Rocko had lost his hand as a mere boy, when the Duke's watchmen had caught him
stealing bacon in the marketplace. Rocko was brave, but not terribly bright. He, of all of
them, had expressed the most misgivings about the plan to steal the piece of art along
with the Duke's treasury of gems.

"Remember, the Duke is ruled by his vanity above all else," Terrak reminded them,
directing his measured stare at the unflinching Rocko. "That painting of himself, the work
he paid thousands of gold pieces for that it may hang in his great hall, serves asa symbol
of hisvanity. It has |eft a bitter taste in the mouths of the entire city. Its theft will put a
large dent in the Duke's armor of rulership!” (At leat, | hopeit will!), Terrak concluded
slently.

"Now, the challenges,” the Master Thief continued. He looked at Kyrin, to his left.

"I will have the wagon ready," the girl answered solemnly. She had been just old
enough to understand her loss when her parents had died in the inferno of the
guildhouse. Terrak knew that she spoke the truth.

"Here are the magic mouths." Terrak gestured at the parchment as Rorden nodded.

"My spell of silence will be ready,” nodded another thief, a thin and wiry man of
indeter minate age. Only the golden sheen of his blond hair suggested histruerace. The
half-elf was a skilled thief, but at times his talents as a magic-user were even more
valuable to the band.

"These walls are oiled to prevent scaling,” explained Rorden, gesturing around the
periphery of the courtyard.

A snicker came from a young woman acr oss the room, and Terrak allowed himself a
dlight smile of his own. The Black Duke would need more than slippery walls to stop Bria
the acrobat and her grappling hook. "Just remember to drop a rope for the rest of us,”
reminded the Master.

"And finally, the guards," pointed Rorden. "They are commanded by Puroch, whose
loyalty the Duke extorts by holding his family at knifepoint.”

"The family is now safe in hiding?" asked Terrak, looking at the old weaverwoman.

She nodded with a toothless grin. "Puroch will join us now."

Terrak looked again at his small, capable band. He knew them all, understood their



strengths and their weaknesses. He would not betray them, and he knew they would not
betray him.

"We cannot hope that the theft of a painting and a few gems will bring the power of
this duke crashing down," he said softly. "But if, by this theft, we can force the entire city
to see himfor the madman he is—and his madness will be plain to all when he discovers
the defaced painting hanging above the outer gate of his mansion!—we can do him great
harm."

"And too, we can pave the road to our return. Soon, my loyal comrades, we will
become the influential guild that we were once before!"

Elements of the Thief Campaign

The thief campaign resembles any other AD& D® game campaign in many respects:
There must be a challenge for the PCs to face, the chalenge must be balanced to the
strength of the characters, and the rewards must be enjoyable enough to keep everyone
having a good time—but not so abundant as to dragtically inflate the finances of your
campaign world.

But itisin the specifics of play that some of these campaign aspects can take on
unique and entertaining festures when applied to a campaign involving many thief
characters.

This section explores some of these features, providing detail to DMsand dso

players.
Cultural Consderations

The culturd overview of the campaign setting is an important consderation for the
adventuring careers of al PCs, none more so than the thief. Some cultures have a strong
and deep-running tradition of thievery while others will be quite foreign to the concept.

Generdly, the more primitive a civilization, the less the likelihood of a strong thief
element within it. Savage tribesmen or aborigines, of course, have few possessonsthat a
thief would deem worth stedling. While characters from these backgrounds might covet
the possessions of other cultures, their methods of acquigition will be less subtle than
those of a “civilized" thief.

Of course, nothing prohibits a character from a savage or barbarian background from
joining the thief class. Idedly, the character will have the opportunity to learn alittle
about his chosen trade before he meets up with an experienced city watch patrol.

Rurd cultures, too, will be lesslikely to provide interesting settings for thief
adventures than will urban locales. Thief characters can of course learn their tradesin
small town or country settings, but unless they have a steady stream of travelers passing
through from which to sdect thar victims, such thieves will have difficulty maintaning a
career of any long duration.

But perhaps an even more sgnificant cultural consderation isthe view of thet culture
towards persona property and an honest day's labor. It isin this context that acity, with a
strong class of merchants, an important economic system, and a reliance upon trade,
becomes the idedl setting for the thief's activities.

The culture of such abustling city cannot help but giverise to laws and law enforcers,



to objects of value, and to interesting inhabitants. All of these items, asthey rdate to the
thief's activities and opportunities, are discussed below.

The Social Campaign Environment

Thieves, more than any other character class, must interact with NPCsin order to
utilize the full capabilities of their class. Unlike the fighter or the magic user, who can
face an opponent from the safety of spdl or missle range, or in the heat of melee combat,
the thief must often communicate with his enemies, gaying dive as much by hiswits as
by his strength.

It isincumbent upon the DM, of course, to provide the necessary environments for his
players enjoyment. For thief characters, and particularly in a campaign with numerous
thief-types, this means the creation of numerous NPCs, detailed sufficiently for smooth
interaction with the PCs, and a society or culture with enough features to provide
motivation and ambition to thieves and to dlow plenty of room for adventure.

Some of the sgnificant feetures of such acampaign include:

The Social Overview of Thieves

How doesthis society view thieves? Are they vigoroudy exterminated wherever they
can be found? Are they encouraged to leave town by the closest available gate? Or are
they an integra part of the city'sinfrastructure, contributing to its economic life every bit
asdirectly (if not, perhaps, as congructively) asthe trading of merchants?

The answers to these questions determine, to a great extent, what kind of status a thief
might hold in the society. Of course, Satusis dmost dways enhanced by wedth, but a
wedlthy thief, in many societies, is still regarded as mere scum, however cleansed and
sanitized he may be on the surface.

In areas where thieves are vigoroudy persecuted, thief characters will have to operate
amos entirdy underground. Even the location of such amgjor etablishment of the
thieves guild will be a carefully guarded secret. The guild headquarters might move
around frequently, changing locations at the firgt hint of detection.

Thievesin these types of societies will probably need to have severd dternate
hideouts lined up, ready for use a amoment's notice. The number of thieves working
together, whether in aguild or amore informa band, will be smdl. Parancia among the
members will be common, and even the hint of betrayd will likely meet with gruesome
CONSequences.

Indeed, thievesin societies that strive to root them out will often be forced to resort to
acover occupation or identity, smply to maintain gppearances with neighbors, casua
acquaintances, and even curious members of the city watch. The development of the
cover can involve as much time and detail as player and DM want to spend. In thistype
of culture, athief's success at his cover can affect his fortunes every bit as much as his
performance on the job.

While acover provides athief character with an inherent professona weskness, it
can aso provide wonderful opportunities for roleplaying. Additionaly, a thief who works
to preserve a cover might find himsdaf working in an areathat is normaly closed to
thieves. This entails a corresponding increase in the likelihood of encountering lucrative



targets for theft. Also, there will often be arelative lack of competition from other thieves
in such an environment.

Conversdly, societies where thieves are &t leadt tolerated, and those where thieves are
accorded rank of some gtatus, present thief player characters with other chalenges.
Because of the notorioudly chaotic nature of the class, thieves are constantly adjudting the
gatus of members within their ranks. Thieves who would succeed must struggle to stand
out from the masses. Where every sreet has its cutpurses and every neighborhood its
petty boss, the thief PC will find himsdlf in the midst of savage competition. He will
nearly always be forced to choose sides. Although this selection can include the choice of
independent operations, of course, most thieves look upon those who are not declared
friends as undeclared enemies. Competition from other thieves and thief organizations
becomes amagjor conflict for these characters.

Detailed and Varied Non-Player Characters

Obvioudy, NPCs are amgjor part of any socia campaign environment. For a
campaign with mgor roles for thieves, this must be one of the primary areas of DM
concern.

Details are important, as dways. Because of the number of NPCs needed, DM s will
probably want to develop a convenient shorthand procedure for keeping track of al these
characters. It is not necessary, for example, to include stats and proficiencies and
equipment for each shopowner and innkeeper in the player character orbit. Often aname
for the character and aone or two word personality description will suffice to give the
DM 4l he needs to roleplay the NPC in an interesting and consistent manner.
(Remember, if the innkeeper is"greedy and bigoted” the first time the PCs encounter
him, heislikely to be that way next time aswell.)

Of course, NPCs who might logically be expected to enter combat with the PCs
(guards, rivd thieves, thugs, bullies, etc.) will need to be detailed with the relevant
combat information. Other NPCs who fill the roles of the potential targets for PC thievery
(merchants, nobles, dandies, caravaners, fences, influentia criminals and thieves, etc.)
will need additiona information on valuables possessed, how those goods are secured—
including notes on locks, traps, secret compartments, and the like—as well as enough
combat information to alow the DM to quickly adjudicate an encounter should matters
cometo blows.

Chapter Twelve of the AD&D® 2nd Edition DM G includes vauable information on
defining the persondities of NPCs (pg.114) and on creating fadt, redlistic characters when
needed (pgs.115-117).

The DM, after working out an easy way of recording his NPCs, must then keep this
information close a hand where it can be easly referenced. He is then ready for any
encounters the characters might decide to find.

A variety of NPCsis every bit asimportant as the detail used to record them. Indl
campagns, the player characters will interact with folks from al walks of life—in athief
campaign such interaction is common and expected.

Some of the NPCswill need to be peers of the PCs—fdlow thieves and rogues
inhabiting the same area. These NPCs can serve asrivals, temporary helpers, sources of
information, and even sort of ameasuring scale for the PC's successes.



Thieves will often develop contacts with NPCs even lower in tatus than the thieves
themsalves. These characters can include beggars, urchins and orphans, harlots, and other
low-life types. A stable of these NPCs can provide the PCs with aready source of
information ("Her€'s a copper, kid—go and count the guards outside the storehouse for
me!"), aswdl as providing atouch of believability to the campaign background. These
low-life NPCswill, of course, have the same variety of persondities and abilities as other
NPCs. Because the PCs represent persons of power to them, however, player character
actions can have a great rebounding effect in their relaions. For example, athief that
adways shares a (however amal) portion of his take with the gang of urchins constantly
roaming the neighborhood will find those urchins to be useful lookouts and helpful,
willing sources of information. The thief who spends his time cursing and kicking the
youngsters away from his abode may just find them leading an dlite unit of the city watch
draight to hisdoor.

Potentid targets for robbery include a whole vast realm of NPCs: wedlthy merchants,
powerful nobles, influentid foreigners, even thieves and other adventurers who have
enjoyed a certain amount of financia successin their endeavors. A variety of characters
isessentid here because this gives the PCs the opportunity to determine for themsdalves
what will be the gte of the next furtive operation.

Here your group might try pacing the gaming sessonsto give the players complete
freedom of choice, while not burdening the DM with the task of detailing every mansion,
noble house, and merchant shop in town. Smply use the expedient of closing agaming
sesson with the PC planning meeting for the next operation. Then, when the target for
the theft has been selected, the DM has the next week (or next few hours, depending on
how often you play) to prepare a detailed layout of the setting.

No campaign is complete without at least one, or idedlly severd, strong villainsto
serve as antagonists for the player characters. Villains, of course, do not have to be
criminas or other low-life types. They can be nobles, government officids, law
enforcement officials or magidrates, foreign ambassadors, powerful wizards or sinister
clerics—in short, al types of characters can make good villainsin athief campaign. And
don't overlook the grandmaster of the thieves guild or some other powerful criminad who
might be arivd of the PCs; these kinds of long-running feuds can kindle the fires of
many an extended campaign adventure.

Whoever the DM picks as a centra villain for the campaign, afew generd principles
aoply. The villain must be a powerful character—one who can inspire fear, or a least
grudging respect, in the PCs. Power can be expressed in financia resources (an estate,
fortress, collection of treasures, etc.), authority (such as atroop of guards or command of
the city watch), persond ahilities (such as magic powers, magica artifacts, combat skill
and wegponry, or sheer inteligence or charisma), or, idedly, some combination of all
these characteristics. Certainly in order to seem formidable, avillain's power must exceed
the combined power of the PCs.

Scenes involving the villain should be paced and staged carefully—the PCs probably
will not find him in aback dley ralling drunks. (If they do, that should tell them
something about the drunk!) Villains, being powerful and influentid individuas, are not
supid. When they are encountered, they will usualy be surrounded by their lackeys and
henchmen (some of these can be quite stupid, a the DM's option).

In fact, the villain's lackeys should be common antagonists of the player characters



throughout the campaign. It iswell worth a DM'stime to develop some of these
henchmen as detailed NPCs—minor villansin their own right. What is the Sheriff of
Nottingham without hisloya house guards, after dl?

Any villain worth his black mustache will have one or two escagpe routes planned
from every location where heislikely to be encountered. These will only be used in
emergencies, of course, but can serve an important campaign function in thet, asavillain
escapes from near-certain desth time after time, the players will develop their own
motivation in wishing to go after him and end the conflict once and for dl. This
resolution, idedlly occurring after many gaming sessions, then becomes amagjor triumph
inthe PCs careers. Of coursg, if they blow it, the last battle can make a glorious fina
chapter ina PC career . ..

A fina category of NPCs, impossible to overlook in the thief campaign, are those
characters entrusted with the enforcement of law, or justice, or power—whatever prevails
in your campaign environment. Even should you have crested an anarchistic society,
people will take steps to protect their belongings and some of these steps usudly involve
big, tough fighters.

It isinteresting and enjoyable to have severa of these characters become very well-
developed NPCsin the campaign. The gruff sergeant-mgjor of the city watch, for
example, might have afew stern words for the PCs each time they are gpprehended. A
villainous thug in charge of a platoon of mercenary guards might develop a persond
grudge againgt the PCs that can grow into a mgjor campaign storyline. Even a severe
magistrate can be a recurring character, especidly if PC lawbreakers are coerced into
helping the forces of justice in exchange for their freedom, lives, or whatever.

The DM need not go overboard on details for these NPCs. After dl, having 100 NPCs
in the campaign isnt much useif the DM hasto shuffle 100 pieces of pgper every timea
player character asks aquestion. It is best to work out to your own satisfaction the level
of detall required for consstent, enjoyable play, while alowing a brief enough format
that the DM does not become overwhelmed with recordkeeping and NPC cregtion.

Unique Buildings and Structures

Whether these are temples, fortresses, vaults, inns, paaces, or mansons, the buildings
in athiefly environment should be wdll detailed. Determine, as much as possible, details
such aswindow placement, even on higher floors.

Features of congtruction can be important; a brick wall may prove easier to climb than
asurface of smooth plaster. Are there trees or clinging vines near the walls? Are the
grounds well-maintained? (Many athief has failled amove silently check because the
leaves rustled benesth his feet!)

Add entertaining features to your buildings such as baconies, atriums, wide stairways
with railings, chanddiers, svimming pools, secret passages, and so on. Hanging draperies
can make wonderful emergency transportation, and awine cdlar, icehouse, or other
gpecidized room can dso be put to interesting use.

Experiment with unusua settings as well—just because your thieves adventurein a
socid environment doesn't mean that you can't put a dungeon under anobl€e's manor, or a
hidden cavern leading to and from the lair of ariva band of thieves. After the PCs have
plundered severd houses, you might offer atower or apyramid for a change of pace.



Insomuch as agreat portion of a thief's career might be spent skulking about the
buildings of the campaign world, it iswell worth the DM's time to prepare them carefully
and imeginatively.

A Wél-Defined Economic System

This can be as smple as consstent observation of the prices and cods listed in the
Payers Handbook, or as complicated and involved asa DM cares to make it. Because so
many thieves measure their accomplishmentsin financid terms, however, some sort of
congstent measure of worth is extremely important.

Another congderation within the economic system is the effect of theft on theitems
being re-sold. Certainly ajeweed tiara can be gppraised a 1,000 gp. However, if word of
its theft has traveled far and wide, PC thieves might have difficulty getting someone to
pay hdf the liged amount.

Other aspects of economics often overlooked in a campaign can be very relevant for
thieves. Bribes are often necessary in order to gain information or to persuade a guard to
look the other way—keep rigorous track of this cost of doing business! Protection money
might be offered by victims, conversdy, if a merchant is paying protection money to
someone else (athieves guild, for example), those being paid will leave no stone
unturned in seeking the one who has flaunted ther warnings.

All such extra costs and hidden consequences should be determined by the DM, at
least to the extent of their impact upon the campaign environment. It can be left up to the
PCsto discover for themsalves how these little extras can impact (perhaps even shorten!)
their illicit careers

Interesting Objects D'Art and Other Treasures

A wdl-defined culturd store of vauable objects dways gives athief something to
think about, and can provide some wonderful impetus for roleplaying. ("I Smply must
have that last Van Hoot origind!") These items add a great ded of color and lifeto a
campaign, encouraging players and the DM dike to think in terms other than smply the
gp value of atreasure. Indeed, a vauable art object may be worth far more than its base
vaue to a callector. By the same token, such an object might be recognized far and wide
as stolen property—a complication that can make disposa of the goods an adventurein
its own right.

Part of this campaign aspect involves establishing a congstent economic system for
the world, of course, as mentioned above. But taking the time to specify treasures and
their worth within that economic system carries the concept to aleve of detail that
greatly enhances any campaign—~but particularly one involving many thieves and ther
illicit activities

Objects can be classified by type and artist, most obvioudy, but dso by such things as
materids (especidly in the area of gems and jewdry), intricacy of design, and size.

It doesn't so much matter what you choose to invent and define here. It ismore
important for the DM to create enough detail about some area that the most treasured
pieces are known to one and al, and enough other facts about the art to alow PC thieves
to make proper vaue judgements.



Of course, establishing an artidtic level of aculture is an ingredient of any campaign.
Thieves, however, are more gpt to become involved in the gaining and losing of such
items than are characters of other classes, and because of thisthe thief campaign calsfor
alittle extra attention to be paid here.

Whether these objects are paintings, statues, jewelry or gemwork, tapestries or rugs,
ornate crystd, or religiousicons, awell-defined set of exigting treasures helps a thief put
his own acquisitions and losses into context. Dungeon Masters will find the time spent
cregting adetailed culturd and artistic background for the campaign well spent.

Player character thieves will doubtless find one or two more things that just might
cause them to lick their chops.

Wedl-Defined L egal System

This does not mean that your campaign has to have alaw-and-order basiswith plenty
of tough pendties for thieves, and a gung-ho team of watchmen and sheriffs to see that
unlawful perpetrators are quickly apprehended.

Instead, a well-defined lega system in a campaign means that the DM must give
careful thought to the role of law and order in the campaign culture. It isfar more
important for pendties to be consstent than for them to be harsh.

Oncethe DM has established a consstent legd structure for the society, aworking
knowledge of that structure should be communicated to the players.

In any event, the laws of a society will usudly be formed to reflect the sandards ad
expectations of the mgjority (or at least the most influentid portion) of the populace.

Asdways, game baance isimportant here as well. Societies with harsh pendtiesfor
thievery tend to discourage such nefarious activities. Because of the risk involved,
potentia gains should be correspondingly higher than in locations with more easy-going
magisrates.

A few words about specific pendties. While the death pendty for lawvbreskersis not
an unredigtic sanction in amedieva-based society—and, indeed, many anail-biter of a
rescue has pulled a character from the shadows of the gallows, headsman's axe, or
whatever—it is not the most enjoyable thing to roleplay.

Far better to have a character who has gotten himsdlf in degp trouble be subjected to
leverage from the law, perhaps being coerced to betray his companions or spy upon a
powerful riva thief in exchange for his freedom and pardon. Thisway the sanctionisa
device propelling the character into another adventure instead of a one-way ticket out of
the campaign.

Counter-Thief Tactics

Thisisan areadl too often neglected in campaign and city design. It reflectsthe
truism that people who have been robbed, or who know they are susceptible to robbery,
will take steps to guard their belongings.

Counter-thief tacticsinclude structurd features such aslocks, walls, traps and darms,
NPCs such as guards, judges and investigators, magical procedures for locating lost
objects or protecting items of value; and any other steps property-owners and societies
might take to hamper the activities of thieves among them.



The degree of counter-thief tactics employed in acampaign can be a ussful baancing
tool for the DM, aswell as a source of endless challenge and adventure for the PCs. As
with any roleplaying game stuation, the degree of chalenge should be competible with
the amount of reward offered. Not every smal strongbox in a city will have magicd
locks and afull-time patrol of high-level guards.

However, the protections employed by a society to counter thievery will dso rdate
directly to the amount of thievery to be expected. In places where robberies are common
but wedlth is vaued, those who have the wedth will take vigorous steps to protect it.

Such protections do not al have to be of the common nature—extra guards, atrap
built into the lock, etc. Some NPCswill certainly hide their loot in unexpected
locations—the nightmare of many a ca-burglar. Another occasiondly employed tactic is
the subgtitution of some worthless object for thered thing. A nasty twist on this latter
cae hasthe thief actudly stealing something harmful to himself or others. For example,
the thief who has just poisoned his guildmaster with what he thought was a potion of
eternal youth finds himsdlf in avery awkward Stuation indeed.

Background of Interesting Conflicts

A thief campaign can probably run for along time on the centra conflict of "Haves
vs. the Have-nots'. Players and DMs dike will find alot more flavor and depth ina
setting with alittle broader background of conflict, however.

Conflicts gppropriate to athief campaign are little different from those that should
liven up any campaign. Every socid setting will have tension between the various legs of
the power structure, whether these are ruling houses, political parties, or even different
members of the same ruling family.

Conflict between different classes or socid dratais another common point of tension
in society. Therich might seek to dominate the poorer folk, who grive in their own right
to gain ashare of the good life. In a mercantile society there might be amiddie class of
merchants and artisans who seek to insulate their privileges from those less fortunate,
while at the same time griving for financia betterment for themselves and their families.

Rdigious conflict is a common festure of campaigns, particularly gppropriatein
worlds with awide pantheon of varied gods. Thieves and others can often be employed
by the derics of different templesin order to spy upon, pilfer, or sabotage the centers of
riva religions

Conflicts among thieves themsalves, and obvioudy between the law and breskers of
the law, should be standard features of the campaign. The conflict between athieves
guild and independent (usudly player character) thieves has become acliche, but it il
creates a tense background for athief's activities. Just try to establish that thisis not the
only conflict around which the campaign is based.

Conflicts, as dways, are mogt effective when they can be persondized. In ardigious
conflict, for example, detail the influentia clerics on each side. If athief PC encountersa
chdlenge from an NPC thief working in the same territory, give that NPC aface and a
persondity. When conflicts are persondized, player characters develop a natura
motivation and enthusiasm for their resolution.

Challenges To Thief Character Class Abilities



Findly, the thief campaign should idedlly indlude a multiplicity of opportunities for
thievesto employ their own unique tlents. Mogt sgnificantly, this means many
opportunities to pick locks, to find and remove traps, to climb sheer surfaces, and so on.

The DM should additiondly talor the chalenges to the specific type of adventure
suitable to the thief or thievesin the campaign. A character with great proficiency in
disguise, for example, should have opportunities to use a cover identity, or to find work
asasy.

By successtully creeting chalenges that match the particular strengths of the player
characters (of dl classes), the PCs have a chance to carve out a solid niche for themsdlves
in the campaign world.

The Thieves Guild

Whether or not to place aguild in your campaign setting is adecison centrd to the
gaming careers of your thief player characters. Guilds can provide many interesting
conflicts, and o require a certain amount of DM commitment in order to exist
believably in a campaign world.

Consequently, the creation of aguild is not adecison to be taken lightly. Of course,
they are more or less sandard in many gaming environments, and if everyonein the
campaign expects there to be a thieves guild, there probably should be a guild.

Thieves guilds can provide many opportunities for adventure, as detailed in Chapter
4: Thieves Guilds. Many of the ideas there can be used in cregting a guild for your own
campaign environment.

Remember aso, should you decide not to have aguild in your own campaign world,
that the abbsence of a guild does not mean there aren't plenty of thieves running around
out there, looking for their share of the spoils and working actively to defend their "turf.”

Basic Storylines For Thief Campaigns

Perhaps the player character thieves will be content at the start of a campaign to
plunder this noble mansion and that opulent galery, staying one or two steps aheed of the
city watch. Such campaigns requiire little planning beyond the next gaming session for the
DM, and work wel with players who can only attend occasond gaming sessions.

However, the repetition of objectives and motivations can prevent players from
exploring the full possibilities of their characters and the game. Even if each misson
involves a different setting, new mongters, and unique, chalenging traps and NPCs,
players and DMs dike may find themsdves wanting more.

The addition of abadic soryline can add a theme tying the campaign together, giving
the player characters a cause higher than mere plunder for their exploits. Storylines dlow
for greater development of NPCs, and aso provide the PCs with more opportunities for
interactive roleplaying (as opposed to combat and other physical encounters).

Severd suggested storylines are presented here. Many dungeon masters prefer to
create their own, and thisis encouraged. The examples are brief enough that each
campaign's will be specificdly tailored for auniquefit.



The Great Artifact

Thisisthetype of story that getsthe old thievestaking late into the night, Spping
their mugs and reminiscing wigtfully about the big job that they never quite got around to.

The greet artifact is a unique object, a one of akind wand or gem or statue or
anything ese of tremendous worth. It is famed for its power (like amagic item) or its
symbolic vaue (like the crown jewels of a proud government) or perhaps smply for its
mindboggling worth financidly (the mint or gold repository of a powerful city-state,
perhaps). Occasionally, an artifact will combine festures of al these types, and more.
Objectslabdled as "atifacts' in the AD&D® game system usudly fdl into this category.

Whatever its nature, some generalities about the theft of the great artifact gpply. Its
worth isfabulous. Although it may not be sought by everyone, there are plenty who
would give anything to own it.

The great artifact's acquisition should be a process requiring many gaming sessons.
Perhaps several additiond quests are required before the theft of the artifact can even
begin—a key must be obtained before the magically warded chest can be opened, for
example.

The protections of the artifact should be many, and their effectiveness should increase
the closer the PCs get to their god. These barriers should idedlly include obstacles to the
menta, as well asthe physicd, abilities of the characters. Often agreet ded of planning
and coordination can be required of aband of thieves, in order to pull off the theft
everyone thought was impossible.

Indeed, there might be abody of lore surrounding the artifact. Player characters
willing to do their homework might be able to find survivors of previous expeditions, or
at least hear tales handed down from earlier years. Such cautionary tales, of course, may
contain more fiction than fact. They may aso be couched in obscure language (as, for
example: "Beware the witching moon when the hog walks upon the water™), containing a
meaning that only becomes clear when certain conditions come to pass.

The quest for the great artifact does not have to end with its acquigition, by the way.
Onceitsremova becomes public knowledge, any object of such great vaue becomesthe
focus of attention for bounty hunters, master thieves, and whoever had the object stolen
to begin with. Especidly in the case of potent magic, the PCs might find themsdves
holding onto alot more than they bargained for.

The Mysterious Client

The mysterious client is usualy an NPC. He or she can be aplayer character,
however, if that player is briefed by the DM privately beforehand.

However the client is played, the role is that of a person (or perhaps a deity) who
contacts the main group of PCs and asks them to perform some task worthy of their
thiefly abilities

Thisgtoryline is easy to start because the client can always direct the PCs toward the
first encounter. The most important feaiure hereisfor the DM to surround the client with
an air of mystery. Perhaps the characters never see the client'sface, or learn his or her
name. Maybe dl of ther communications are in writing, and they are dlowed no
information as to where the client can be found.



Mysterious clients can be drawn from any and all character classes, or even from the
ranks of mongers. A powerful and intelligent mongter that cannot mingle fregy with
humans might seek thieves to perform some of its business. In the ultimate extreme, of
course, the client turns out to be a powerful god or other extraplanar being, and the PCs
areinvolved in redly big time trouble before they know what's happening.

The task required of the thieves by the client can include theft, of course. Other
possibilitiesinclude the search for alost object, often requiring investigative work as well
as dedth; the gaining of information by requiring the characters to serve as spies or
scouts, or other even more nefarious tasks invented by the client or the DM.

Role Rever sal

An interesting chalenge to player characters, and particularly thief player characters,
isthe task of protecting some object from an imminent theft. This story can be combined
with the mysterious client plotline to create another twist.

The PCs can be assigned to move the object somewhere, guarding it on the way, or
amply to protect it whereit is. The chalenge arises from anticipating the plans of
whatever thieves might be inclined to make the attempt.

Generdly, the PCswill be tested with one or two easy probes before the redl
chalenges occur. The guardianship role can easily be extended through severa gaming
sessons, as more and more vigorous attempts to acquire the loot are mounted.

Thisgtorylineis not as wdl suited for alongrunning campaign as are some of the
others. However, characters who spend most of their time attempting to obtain items of
vaue might find the change of perspective interesting.

Foul Betrayal

This gorylineis best combined with one of the others. It fitswel in the thief
subculture and can be wrapped around any significant non-player character in the
campaign. It provides PCs with strong motivation and can dramatically shake up a
campaign that starts to run too smoothly.

The NPC who betrays them should be an important figure in the campaign, and one
who isfarly well known to the player characters. He can be their employer, or a
respected neighbor, or even a mentor or family member to one of the PCs. Idedly, in one
of the latter cases, the NPC has a deep and compelling motivation for the betrayd. Most
characters, even including thieves, would not be too likely to sdll their brother or
grandmother down the road for asmdl profit.

The betraya should be set up carefully by the DM. Perhgps one or two clues might
indicate the NPC's true nature, but only if the players are exceptiondly aert. The betraya
itself should not be the end of the story, however; the PCs should have along and
difficult road to follow in their quest for an accounting.

The betrayd Stuation works best in campaigns where there are many well-detailed
NPCs. If it isused capricioudy in a setting with few NPCs, players may become inclined
to distrust every NPC introduced to the game. Thisis frustrating for players and DM
dike.



The Spy

This plotline works most effectively for smal groups of player characters, or even
individuas. More complex evolutions can involve large groups, al cooperating on an
intelligence- gathering mission, but these are harder to run and more confusing to play.

Perhaps more than any other, a pying storyline alows the DM to draw upon avast
gore of noves, films, and other media. Plotlines involving spies, even when set outside
the fantasy area, can often be converted into chalenging roleplaying Stuations. Subgtitute
acrystal ball for satellite reconnaissance, clairaudience for a phone tap, and aflying
carpet for a hdicopter, and you will be able to reproduce many a modern thriller in an
AD& D® game sdtting and format.

The spy soryline offers another advantage to many playersin that it serves as anont
evil dternative for thief player characters. Of course, spies can be evil, but a spy may dso
be motivated by grander ambitions than perhgps the common thief. A character or group
sent to infiltrate the ranks of a menacing warlord or bandit king can perform greet service
for the good of society if they can succeed in their mission.

Playing In And Running the Thief Campaign

One of the great strengths of the AD& D® game and its attendant campaign worldsis
the diversity of character types that will be present, both as NPCs and generdly as PCs.
The mixture of combat, stedth, sorcery, and spiritud abilities al add to thewholein
ways that can help kegp the game fresh and imaginative even after many years of play.

However, this should in no way inhibit players with amilar interests from creating
PCs of the same class. Indeed, there are many Stuations where such groups make idedl
adventuring parties—a small group of captains commanding severa companies of
soldiers upon amission of conquest, for example, might dl be fighters.

Nowhere does this specidization lend itsalf so well to a campaign setting aswhen a
band of thieves gather to embark upon missons of sedth. The presence of afighter, with
his heavy boots and clanking armor, can be a serious hindrance to such a group.
Characters of dl other classes will find sheer surfaces to be serious obstacles, even asthe
thieves are aready scrambling down the far sde. And indeed, no character can move so
quietly, or remain hidden so effectively, as can athief.

The tactics discussed in this section do not imply that a campaign must be popul ated
exclusvely with player character thieves. Players who wish to run characters of other
classes should be able to do so, and the DM should be sure to provide appropriate
chalengesto dl characters. However, if most PCs choose to play thief characters, a
variety of adventure opportunities beckon. Additiondly, interesting roles and activities
for other character classes are easy to generate.

Wizards Working With Thieves

Of dl the other classes, wizards might best perform with aband of thieves. They have
no metal armor or heavy wegpons to make noise, and spdlls such aslevitate and slence
can provide cover for themselves, and even enhance the abilities of the thieves. Magic
users can be found in al dignments, and many have no particular mora qualms about



engaging in theft and other illicit activities.

Wizards can provide a variety of useful servicesto thievesaswel. Even at low
levels, spells such as dleep, charm person, spider climb, and Tenser's floating disk offer
obvious possihilities on amisson of thievery.

Many athief guild has one or more wizards of low to medium leve in its employ,
even occasondly among its leedership. Of course, extremely high level wizards
generdly grow beyond the need for such companionship. High level wizards associated
with thieves generdly treet the latter asif they were dightly odiferous servants.

Levelsof Magicin the Thieves Campaign

Like any good campaign, the level of magic in useisafunction of the players and
DM's desires, the culturd setting, and perhaps to an extent the experience levels of the
PCs. Much of this decision should be based on the magica capabilities of the PCs
(whether or not the thieves have a wizard working with them, for example) and the
degree of reward to be gained by overcoming magica challenges.

In generd, most chalenges to thief PC missons should be found in forms the
characters can cope with: mechanica trapsingtead of magica ones, for example, provide
a better gaming obstacle to thieves.

However, a DM can certainly employ magica trapsto protect things he doesn't want
the PCsto get their hands on. Also, such traps add an element of tension to a mission that
hel ps keep everyone on their toes. A mission of thievery involving an intrusion into the
lair of some powerful wizard should always have an air of magica, mysterious danger.

Multi- or Dual-Classed Thieves

Thieves who can also perform the tasks of one or more other character classes dso
offer clear advantages when accompanying amisson. The fighter/thief, for example, will
find many opportunities to wield his sword and perhgps a shid while his stedthy
comrades go about their work.

However, thief characters who aso exhibit knowledge of another character class will
sometimes undergo the scorn and mistrust of their more "pure”’ comrades. Very rardy
will athief/wizard or thief/cleric rise to a pogtion of prominencein athieves guild.
Fighter/thieves are subject to less prejudice, perhaps because their abilities are clearly
understandable to thieves. Fighter/thieves are nonetheless considered by most thievesto
be of somewhat lower status than themsdves.

Henchmen and Hirelings of Thieves

Though thief characters often function as lone wolves, or in smdl, sedthy groups,
they will often have need of the skills, or sometimes smply the reinforcing numbers, of
others. Since thiefly activities generdly flourish in urban environments, there is usudly
no shortage of NPCs for the characters to meet and use and henchmen or hirdings

Hirelings are particularly easy to come by, and can include craftsman and merchants
aswell asthose of the adventuring classes.

Hirelings, however, are not generdly trusted with the knowledge of aguild or



hideout. They will be contacted in their own place of residence or work, their information
or sarvices gained there, and then they will be left by the mysterious thief who disgppears
into the aleys and backstreets. Even when hirdings are used on amission, they will often
be joined a arendezvous outside the guild, and |eft there when the misson is over.

Thisisnot ahard and fast rule, however. Particularly in cases where aguild location
iswdl known, or where hirdlings are necessary to the functioning of the guild—there
aren't enough PCs and henchmen to maintain awatch, for example—a hirding will be
brought into the lair. Of course, generdly some effort will be expended describing to the
hireling the consegquences of his betraying the greet amount of trust that has just been
shown him. Indeed, in large thieves guildsit is unredigtic to assume that most members
will be PCs or the henchmen of those PCs.

Henchmen, of course, are another matter. They will generaly be trusted to know
amogt everything the PC knows. As with any PC, some henchmen might be gained from
the ranks of hirdings who have served loydly and bravely through the years.

Idedlly, however, the player and DM should give some thought to interesting
backgrounds for other henchmen, based specifically on the player character's background.
Thisis especidly important if the character adventures in the same city or nation where
he spent his childhood and youth. It islikely that some contacts would have been made
during that period—contacts that now offer the potentia of vauable help to the
aggressve young thief.

In the tangled world of the thief, such longrunning relationships are often the best
way to develop a trustworthy companion. Players and DMs should combine to define a
henchmen character drawn from a PC's background. Such a character should not be too
powerful, but should be given afew useful abilities. If the henchmen is of an adventuring
class, he should be of lower level than the player character.

Dens and Hideouts

Of course, the guildhouse is the most common type of thieves den, but nearly all
thieves will require some sort of secret lair from which to conduct their illicit activities.
Dens and guildhouses will vary by sze, in rdationship to the number of thievesliving or
working there; and by obscurity, appropriate to the level of secrecy the guild needsto
maintain in the community.

Some societies expect thieves to flourish in their midst, and among these citiesthe
guild will often be alarge, perhaps even prominent building. Of course, it is not likely to
have a sgn posted, describing the building's nature, but afew discreet inquiries will
usudly alow one to discover the guildhdl. Itslocation will certainly be known to the city
watch or other law enforcers. Indeed, sometimes awatch captain or lord- mayor might
alow athieves guild to function in aknown location Smply to keep better tabs onit.

But more often the guildhal's location will be a secret, guarded jealoudy and
ruthlesdy by the guild. Likewise, aden or hideout serving as a shdlter for asmall group
of thieves will have a discreet and carefully protected location.

Privacy can be found underground, of course. Subterranean thieveslairs offer the
advantage that their presenceis easily conceded from the outside world. However, many
humans and demi- humans (excluding dwarves, of course) didike the chilly, damp nature
of underground living quarters. Thieveswho risk therr livesto gain objects of vaue are



not likely to hide their wealth and themselves away in a hole in the ground.

Additiondly, the underground lair presents problems in congtruction. Large amounts
of dirt must be hauled away, much labor is required in order to cregte alair of any sze.
Both consderations add mgjor difficulties to the secrecy of lair congtruction. A wizard
with adig spell, on the other hand, can make the excavation awhole lot easier, but
doesn't solve the problem of dirt disposd.

The easest type of lair to set up isfound in some dready existing structure, or
perhaps group of structures. A long row of town houses, for example, might be
interconnected into a single, convoluted guildhouse. Or the attic of some merchant's shop
can be taken by asmal band to use as a hideout until they can get something better. Of
coursg, if the merchant doesn't know about the thieves, chances of discovery increase
dramaticdly. The best hideouts are buildings inhabited only by thieves, or by thieves and
those who are in league with them.

In some cities it will be necessary for the hideout to maintain some kind of cover.
Perhaps it is enough that the neighbors think it abandoned. Maintaining this appearance
requires diligence on the part of the thieves, however, for a pattern of noise or light
detected from the "abandoned" house will be sure to arouse suspicions.

If acover is necessary, often a cooperative merchant or craftsman will labor in part of
the house, maintaining the pretense of a place of business. Such aworker might even bea
thief, but unless he can put forth a reasonabl e appearance of knowing his cover
occupation, the craftsman and the hideout can both be in danger.

Guildhouses and dens may dso be maintained as private resdences. Such locades are
not so likely to be visited by strangers as are cover locations in places of business.
However, the residents of the house will probably be known to the neighbors, at least by
sght. Large numbers of strangers may give rise to suspicion.

The hideout should idedlly have severa entrances, at least one of which isablock or
two away from the actud den. A large guildhouse will have severa such access points,
usudly connected via underground passages or secret corridors passing through
surrounding buildings.

Thus, in a secret guild, the number of people entering and leaving the hal will not be
visible to neighbors or other observers. Indeed, if an access route is sufficiently torturous,
avigtor can be brought into the guild without being shown the building's exact location.
He might know nothing more than that the guild is within savera blocks of a certain dley
where he stepped through a secret trapdoor in the ground.

A mgor guildndl will dso have severd built-in traps to deter unwelcome intruders. If
enough thieves man the lair (more than a dozen or s0), a full-time watch will be
maintained.

Only the most permanent of thieves denswill have a built-in vault or storage
chamber for the loot. When such a chamber exigsit isonly used for the temporary
storage of objects that cannot quickly be fenced. Thieves know only to well that such
dorage Stesare dl too eadly penetrated. It is much more likely that the thieves will
maintain their hoard in some other, nearby but secret location. Of course, thieveswho are
very brazen about their activities, or very confident that they face no competitionin a
given locde, may well keep large amounts of vauables in their guildhal. Such a hoard
might even be a source of pride to the guild, a sort of chalenge to the unwary.



