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INDEX OF KEY ABBREVIATIONS

Throughout the Haven series, as well as
The

abbreviations are commonly utilized,

AC - Armor Class: represents the protective value of armor,
shielding, and skin carried by a character or NPC

APP, AP - Appearance: a measure of the character's personal
beauty or comeliness

BT - bit(s): a small coin made of iron; 10 BT = 1 CP

CDN, CO - Coordination: a measure of the character's dexterity,
the ability fto make correct deliberate physical movements

CP - copper piece(s): a small coin made of copper; 5 CP = 1 SP

D (306, 1D8, xDy, etc,) - Die: the number (x) of dice of (y) sides
tTo be thrown while resolving a combat or particular situation

DSC, DN - Discretion: a measure of the character's common
sense, memory, and ability fo think clearly under pressure

EAC - Effective Armor Class: represents the total effect of skin
or various armoring devices used or worn by beings, plus - in
the simple method for resolving combat - dodging ability

FRP(G) - Fantasy Role Playing (Game): any of a general class of
games using constructed or randomly generated characters to
adventure in a make-believe medieval land of high fantasy

GM - GamesMaster: the referee or moderator of an FRP game;
considered to be the "god" of the particular universe s/he has
created, in which players adventure

GP - gold piece(s): a small coin minted from gold; coins usually
weigh 100 to the pound; 1 GP = 10 SP = 50 CP = 500 BT

HTK - Hits To Kill: the amount of damage that a character can
withstand before dying or becoming unconscious or comatose

. . . e e . . . e e e e 1ii
. . . . . . e e e H~-1
. . . . e e e .. . . N-1
. . . e e e e e . . e T-1
. . . . e e e e e e e C-~1
. . . . e e e e . e Cc-5
. . . . o e e e e . . . 0-1
. . . . e e e e . e« . 0-2
. . . . e e e e e .« . 0-9
. . . . . . . . . . . . 0-21
. . . . e e e e e e .. 0-29
. . . e e e e e . e e . S-1
. . . . o e e e e e S-5
. . . e e e e e e e e S-11
. . . e e e e e e e e S-23
. . . . e e e e e S-28
. . . . e e e e e e e . S-30
. . . e e e e . . e e . S-40
. . . . . e . . . e . L-1
. . . . e e e e e e e . L-5
. . . . e e e e e e e A-1
. . . . e e e e e« . A-11
. . . . e e e e 4 e e A-19
. . . . e+ ¢ e e« e« < o« A-25

The accompanying books in the Thieves! Guild series, certain
meanings of these various abbreviations are summarized below,

HAC® - Hits Armor Class @ (Zero): number that must be equaled
or exceeded on the roll of 1D20 fo strike an unarmored foe; an
enemy's EAC and dodging ability are added to HACH to get HP

HP ~ Hit Probability: *he chances of striking an opponent

INT, IQ - Inteiligence: a measure of the character's ability to
learn and to profit from experience

MA - Movement Allowance: the number of hexes (normally 5' from
side to side) that a character can move in one 15' melee round

MAG, MG - Magnefism: a measure of the character's charisma,
attractiveness, sex appeal, personality, and/or leadership

MGR, MR - Magic Resistance: a measure of the character's innate
ability to resist magic spells and other arcane effects

mr - melee round: 15 second span used Yo regulate the flow of
play in combat; minutes and hours are used normaliy

REF, RF - Reflexes: a measure of the character's reaction speed,
the time it takes to make instinctive movements

SP - silver piece(s): a small coin minted from siiver; 10 SP = 1 GP

SR - Saving Roll: an attempt to accomplish a feat extraordinaire;
this is usually tested by roliing 2D12 against a given requisite

STM, SM - Stamina: a measure of the character's ability to
endure hardship or withstand wounds

STR, ST - Strength: a measure of the character!s physical power,
brute force

TAL, TL - Talent: a2 measure of the character's ability to use
and/or understand magic




HAVEN - SECRETS OF THE LABYRINTH

A FORWARD

The bustling trade metropolis of Haven sits on
both sides of the Dorian River, at the only place the
great river can be bridged for almost fifty miles in
either direction. The Dorian is navigable by sea-going
ships as far as Haven's South Docks, and its fwo upper
branches support a great deal of river trade. Haven is
also situated on the well-fraveled east-west trade
route known as the Long Road, and thus is of double
importance, for this is one of the few places where the
Long Road fraffic and the sea irade meet. Because of
the availability of good communications, Haven is a
natural political center and has grown to be a a
thriving nexus of trade government and manufacturing,
with a population of aimost 80,000.

There has been a city in the general location of
Haven for centuries; the city as it is now got its start
as a Namori provincial capital several hundred years
ago. Following the ebb of the Namori empire, the legions
and governors refreated towards the imperial heartiand,
and left the western provinces to fend for themselves;
the local nobility and such Namori who elected to remain
assumed conirol over various porfions of the region,
creating a fuedal system that eventully stablized into
the Ten Cities and +their duchies, counties, and
baronies. The most powerful of these families, the di
Cotillion, assumed the title of Dukes of Haven (and the
overlordship of a great portion of the Dorian valley).
About 175 years ago, economic necessity and pressure
from the growing trade Guilds forced the Duke fo grant
a charter fo the city, which made tThe city an
independant political entity, and freed its slaves. The
city is now run by the families who dominate the
powerful Guilds. The feudal nobility is declining, and
some of the families have been forced into bankruptcy,
or info selling off their lands, often fo the land-hungry
merchants and guildsmen. Despite the wealth and
importance of the city Guilds and merchants, however,
the influence of the nobility is still a force with which
Yo reckon, both within the city and without.

The present Duke of Haven, Fernando di Cofillion,
holds a great deal of influence in the city, and is still
the source of many political appointments and other
positions determined by patronage. Haven is the center
of the ducal court as well as being an important trade
center; the city and ducal bureaucracies create a great
many jobs for city dwellers. Both city and ducal forces
maintain a pairol on the river and the Long Road to
protect the all important trade, particularly during the
annual Trade Fairs, in midsummer and midwinter.

Within the city's walls are a multitude of shops,
residences, taverns, warehouses, and, of course, people.
There are seven major divisions to the city, six of which
are politically coherent areas called boroughs: the
Heights (where the majority of the nobility have their
homes), fthe North Corridor and South Corridor (the
business districts for the merchants and traders), the
Commons (where many of the plain working folks live),
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the Labyrinth (the thieves' quarter, and home of the
poorest of the poor), and the Qutiands (where most of
the city's elves, dwarves and other non-humans choose
o live). Trade Island, in the center of the river,
though not a political borough, is almost a world unto
itself, a year round bazaar and marketf, and home for
many traveling tfraders on the Long Road.

The city is nominally governed by the Council of
Boroughs, a group elected from the six boroughs, who
select a Mayor and his Ministers to run the various
facets of the city's administration. In actuality, the
power rests in the hands of a few families who are the
heads of the largest and wealthiest Guilds, who can
usually manage to assure the election of officials they
want. The Duke appoints the High Judges, who serve for
a term of ten years in the Court of Common Pleas
(dealing with civil law), the Court of the Exchequer (the
court which enforces taxation), or the Court of the
Eagle Standard (the high ducal court dealing with
freason). A further court, the Circle Chamber, is formed
of the highest ranking mages with ducal sanction to
regulate the use of magic in Haven.

THE REGION OF THE TEN CITIES

Haven is the largest of the Ten Cities, a region of
ten independant duchy/city-states that developed
affer the withdrawal of the Namori legions. Although all
the Ten Citles and their duchies are politically
autonomous, Haven exerts considerable economic
influence over its two closest neighbors: Seki, a walled
seaport 150 miles to the west, on the other side of the
White Wing Mountains, and Kandai, in the foothills of the
Peace Mountains some 75 miles to the east.

Some 200 miles up the East Dorian lies the walled
city of Mandalai, the bulwark of defense against the
growing threat of an orc invasion under their legendary
leader, the Radisha. Mandalai and its soldier-duchess,
Morwenna MacAran, have been holding back the orcs
thus far, but have been also bearing the brunt of the
orc raids, and the aid from its sister cities, particularly
from Haven, has fallen far short of the need. Mandalai's
closest neighbor, the Dwarven city of Darnaiga in the
Khuz Mountains, has been suppiying +troops, since
Darnaiga is heavily dependant on the human farmlands
of the East Dorian for its food supplies, and would face
serious shortages if the orcs overran the valley.
Despite the efforts of Mandalai, orc raids are becoming
a serious problem even as far south as the Long Road,
and the mercenaries who hold the pass open for
fravelers have had o step up their vigilance.

The west branch of the Dorian runs through the
Wold, the deep forest controlled by the elves; its
fributary, the Sparkling river, branches fo the Long
Lake, where lies the city of Lakeside on the far shores.
Lakeside has the largest elvish population of any of the
Ten Cities, and as a result, life seems to move at a
slower pace there than in any other city.



Further up the West Dorian, where it tumbles down
from the high plains of the Golden Plateau in a series of
spectacular falls known as Giant's Stairs, is Huy Lankh,
a colorful city that does much frading with the nomads
of the Plateau. The influence of the nomads of the
Golden Plateau upon Huy Lankh lends that city a certain
barbaric flavor not found in the other cities. It is one
of the few of the Ten Cites that does not have a
charter, but is still under the rule of its noblilty.

The three western cities are constantly involved
in petty quarrels and minor military skirmishes on their
disputed borders. The largest of the three is Belakor,
with its extensive sea frade and large natural harbor; it
is ruled by the archmage Karlay and his council, and is
second only fo Haven in its number of resident mages.
The Long Road culminates in the ancient fuedal city of
Kur |stan, once the largest port of the region. It is now
in a slow decline due fo the better geographical
position of Belakor for the Sholokith trade. The third
city, Tanadis, whose hereditary Prince has dreams of
uniting all the Ten Cities under his rule, is farther
inland, also on the Long Road; if Tanadis' poorly
managed affairs are any example, however, he poses
little threat at present.

GM's Notes:

There are several sections of text in Secrets of

the Labyrinth. Each of the sections describing a given
neighborhood follows the format below:

a general description and introduction to the
neighborhood, including political and economic
ambiances, prominent families or institutions (f any),
and any other basic information that can be considered
public knowledge. This information can be given fo the
players, unless GMs prefer to run them as total strangers
Yo the city.

CM's Notes:: Specific information on special situations
and how to handle them, designed for GMs' use.

NPC Encounters: Short descriptions of personalities of
the neighborhood, generally major, often characters
who are involved in one of The scenarios or are likely fo
be encountered anywhere in the neighborhood.

Shops, Taverns, and Residences: A variety of the shops
and other buildings found in the neighborhood; these
are described either in a short paragraph series format
or in the following longer descriptive format:

Name of shop, etc.
{Type of business - quick descriptive phrase)
ID# from neighborhood map

OWNER:

HOURS OF OPERATION:
EXTERIOR DESCRIPTION:
INTERIOR DESCRIPTION:
Price Range:

Quality Range:
Outstanding Items (if any):
Cash Box:

OCCUPANTS:

Staff:

Customers:

Loiterers:

NPC ENCOUNTERS:
SPECIAL OPTIONS: (if any)

Price ranges, quality ranges, cash box, etc., will only be
included if the building is a business, and are explained
later in this section.

Scenarios and Plot Qutlines: Plot outlines, giving
Players' Information and GM's Notes for possible
adventures In the section, often involving NPCs and
locales previously described. Some of the scenarios may
take the players out of the city if the adventure is
pursued; in this case, the GM is responsible for the
design of the countryside involved.

Detailed Neighborhood Maps

There are ten sections of heavier paper in the
center of the book, the detailed neighborhood maps of
those portions of the city primarily dealt with in this
volume; they include those sections indicated on the
overall city map on the inside front cover, but do not
cover the entire city (that requires 36 different
sections of map). The maps may be trimmed on the north
and east edges, as indicated by the North arrow in the
margin, and can be laid together to form larger areas as
required. All 36 maps will have been made available
when the final volume of the trilogy, HAVEN: Intrigue on
the North Bank, is published; an additional 11 maps can
be found in the first volume, HAVEN: The Free City
(originally ftitled The free City of HAVEN), already
available. A large color map of the city is also
available from Gamelords.

Special Background Information

Any GM using the city should feel free to alter
NPCs, locales, shops, street names, or any other
information he desires. This book is intended as an aid,
not a final word on what Haven must be in any individual
GM's campaign. If the GM desirss more information on
Haven, he may consult the Thieves' Guild series by
Gamelords, particularly issues 1 and 4, or the earlier
volume, The Free City of Haven. The material presented
in many of Gamelords' fantasy role~playing game aids are
designed to interreiate with each other, to form the
basis for a campaign. Areas of the city that have been
thoroughly described in earlier books, however, are
seldom described in detail in later volumes.

Much of the material in this book is cast in terms
of the character requisites used in The Fantasy System,
the set of role playing rules compiled by Gamelords. If
the GM is using a different system, the requisites may be
matched with the abbreviations in the following table.
This book assumes that the numbers at least started in
the range of 3 to 18 (3D6); all calculations are based on
those figures, and use of a different scale may render
some of the numbers less usable.

STR - strength, force, muscle

CDN - co-cordination, dexterity (deliberate action)
REF - reflexes, agility, speed (instinctive action)
STM - stamina, constitution, health, endurance
DSC ~ discretion, common sense, wisdom

IQ - intelligence, reasoning and learning ability
TAL - talent, magic or psychic ability, power

MGR - magic resistance, luck, will

MAG - magnetism, charisma, leadership, sex appeal
APP - appearence, good looks, beauty

Occasionally it will be suggested that a character
or NPC be required to "make a saving roli against" a
particular requisite. If a bonus or penalty is indicated,
the amount should be added to, or subtracted from, the
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requisite before the comparison is made. The saving roll
is made using the total of 2D012. If the total rolied is
greater than the adjusted requisite, the saving roll has
been missed; if the fotal is less than or equal to the
adjusted requisite, the saving roll has been made.

Coinage and Economics

Haven mints its own coinage (as do many of the
other cities), in gold, silver, copper, and iron, and has
tried over the years to keep the coins as close o those
minted by the Namori Empire as possible. Other cities
also tend to follow This practice, so most of The coinage
from the Ten Cities is reasonably interchangeable.
Haveners also use a small iron coin called a bit (BT); it
is about as useful as a penny. The value progression is:

Bit (BT
Copper (CP) = 10 BT
Silver (SP) = 5 CP = 50 BT
Gold (GP) = 10 SP = 50 CP = 500 BT

Economics and available money vary widely from
campaign to campaign; for this reason, prices are rarely
given is specific numbers in this book. Instead, ranges
are indicated in the following scaie: CHEAP, LOW, FAIR,
HIGH, COSTLY, and OUTRAGEOUS. The GM can assign more
specific costs based on the economics of his own game.
Quality ranges are also given: SHODDY, POOR, FAIR,

GOOD, EXCELLENT, and SUPERB. The meanings and ratios
in the

for these range descriptions may be found
section on Thieves' Market.
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SOME LANDMARKS
IN

THE CITY OF HAVEN

1.

2,

3.

4.

5.

60

7-

80

9.
10.
11.
12,
13.
14.
15.
16.
17,
18,
19.
20,
21.
22,
23.
24,
25.
26,
21.
28,
29,
30.
31.
32.

Shield Gate

North Gate

Caravan Gate
Copper Gate
Judgement Gate
Horse Gate

Iron Gate
Trademasters' Square
Dwarrow Square
The Dell

Erinhir

The Horse Market
Plaza of Troubadors
Thieves' Market
Dancing Green
Hypotenuse Square
University of Haven
Street of Caravans
Believers' Lane
Street of Silk Veils
Magic Street

The Horseshoe
Guard Barracks
The Guard Acadamy
The South Docks
The North Docks
Wizard's Isle

The Grey Halls

The Old Wall

The Citadel

The South Keep
Kurgan's Hill
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THE BOROUGH OF THE COMIVIONS

THE SOUTH DOCKS

Haven's advantageous location on the Dorian River
has made the city an important port, as well as a vital
trading point along the Long Road. The Dorian is
navigable by most ships as far up river as the South
Docks, where rocks and rough water around Trade Island
halt river fraffic. This link between the great overland
frade route of the Long Road and the sea trade has
made Haven the great mercantile center it is, and keeps
the South Docks bustling with activity from dawn to past
dusk.

The neighborhood of the South Docks, where most
of the sea trade is handled, is politically part of the
Commons, but its economic ties are with the merchant
houses of the North and South Corridor. Warehouses and
large cargo storage yards occupy a good deal of the
area, with chandlers, suppliers, taverns, inns, and other
businesses catering to the needs of ships and sailors.
Wagons and pack animals crowd the sireets, moving
cargo to and from the docks in a constant stream.
Sailors in search of recreation rub shoulders (sometimes
peacefully, sometimes nof) with brawny longshoremen,
drayers and the other laborers of the docks, while ship
captains, merchants, and traders conduct the business
of commerce. Pushcart vendors sell food and drink, as
well as ribbons, flowers, and other frinkets for sailors
to catch a lass's eye. And lasses there are, on the
streets, in the flophouses, bordellos, and taverns,
veiled and eager to make lonely sailor - or
longshoreman - feel welcome. The South Docks and the
warehouse district have a well deserved reputation for
being a rough and rowdy part of town. Brawling appears
to be a favored local sport, along with drinking,
gambling, and wenching. Although under the jurisdiction
of the Coppergate company of the City Guard, the
guardsmen patrol infrequently after dark (usually in
groups of 3 to 6) and are far more concerned with
preventing damage to property and valuable cargos
than in keeping peace among sailors and longshoremen.
Most of the warehouses and cargo storage lots are well
secured and have their own guards, as do the ships tied
at the wharves, Yo protect the profitable cargos.

Another significant part of the South Dock's tough
reputation is not readily discernible fo the newcomer,
but is a familiar shadow to the locals. The Black Hand, a
dark and secretive brotherhood of thieves, muggers,
and other criminals, is a splinter of the Thieves Guild

+hat broke off several years ago, and now has a solid
foothold in the Commons, despite constant warfare with
+he Guild. The Black Hand is the name whispered behind
almost all shadowy dealings in the South Docks, and is
rumored to be involved in smuggling, blackmail,
assassination, and any other dark and violent deeds
+hat occur in this part of town. Almost everyone here
has heard something of the notorious Hand, but their
reputation is so dark and mysterious thaf few will
discuss the subject, lest they themselves become a
target of its reprisals.

POWER ELITE IN THE COMMONS - THE BLACK HAND

During the long history of Haven's Thieves Guild,
there have been numerous occasions when dissatisfied
thieves, for one reason or another, have split from their
parent organization to form rival operations of their
own. Most of these rival groups were quickly subdued by
the Guild, and the renegades (minus a few chosen fo
serve as examples to others with like minds) were
returned to the fold. The latest and best organized of
these renegade bands has been that group known in
Haven as the Black Hand.

The original break with the Thieves Guild occurred
because a number of highly competent thieves had been
neglected for promotion into the increasingly aged and
isolated Thieves Guild Master's Council (see TG 4 for
more details). With opportunity for advancement within
t+he Guild blocked, and no indication that this situation
would change, these men set out to establish Their own
guild, with themselves at the top.

The Hand's organizers had pondered well the fate
of their predecessors in rebellion, and vowed not ¥
repeat the mistake of acting prematurely. When the
most vocal of the malcontents ieft the Guild, they left
the city as well, supposedly to seek their fortunes
elsewhere. Meanwhile, a number of unrevealed
sympathizers who remained in Haven recruited additional
supporters, and met with those city figures believed fo
be disenchanted with their "cooperation" with the Guild.
When the leaders retfurned, they had considerable
financial resources, and friends capable of exerting
influence in high places —- and when the moment of open
revolt came, almost one fifth of the Guild's membership
defected to the Black Hand.
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The original Black Hand organization consisted of
several guilds, each led by one of the original
malcontents, occasionally added to as the Black Hand
diversified its operations. Meeting in council as
coequal guild masters, the founders perceived the need
for a larger-than-life unifying symbol; the result was
the mysterious, soon legendary Father Marco. Today,
only one of these original leaders remains, kept young
by artiticial means; a twisted genius, now undisputed in
his leadership, and obeyed by his subordinates as much
from fear as from respect. Some years ago he began
calling himself Marco; now, his original identity is mostly
forgotten, and man has merged with legend.

Given the Thieves Guild's superior resources and
entrenched position, the Black Hand has been forced to
develop a different, more covert modus operandi than
its rival.  Rather than utilize a direct, centrally
organized command chain, the Black Hand leadership
runs a far more diffuse cellular system of semi-
autonomous guilds. Five such subordinate guilds,
designated by the names of their masters, currently
make up the Black Hand: one oversees mayhem of all
sorts, and provides protection for the rest of the
organization, one controls extortion, including
loansharking and gambling, another runs Black Hand
interests in smuggling and assorted vices, while two more
handle fraditional burglary, thieving, and second story
operations. The "dues" paid by the member guilds are
used by Marco and his leaders to finance the more
expensive components of a successful criminal network
-~ the legitimate investments, arrangements with fences
and informants, bribes for officials, and magical
paraphenalia. The Hand's resources in these areas,
however, are still far inferior to those of the Guild.

Each Black Hand member guild is divided intoc a
number of small cells; the leaders of lower level celis
themselves form cells, receiving orders from yet another
designated commander. Since the member guilds are not
iarge, rarely containing more than thirty or forty men
at any given time, there are usually only two or three
levels in the cell hierarchy before the guild master
himself is reached. The two "raditional" thieving guilds
are not large, containing but two or three cells whose
leaders report directly to their master; the others are
larger, with correspondingly complex organizations.
The size of a cell varies according fo its function; a
cell of 'heavies' or muggers, for instance, might contain
as many as ten men, while cells of traditional thieves
might contain as few as two or three. In general,
members of one cell rarely know members of another,
except from occasions when two or more cells have
banded fogether for a large operation. Very large
operations may demand the resources of ftwo or more
guilds, but this is extremely rare.

This structure, while less efficient in theory than
the highly centfralized Thieves Guild, has in practice
proved immensely successful at preventing infilfration
of the Hand by the Thieves Guild or City Guard. Such
enemies have an easy tfime gaining access to the lower
levels of the organization, but seidom seem to progress
far. By shunting identified infiltrators into lower level
celiis, the Hand can continue to use their thieving skiils
without threat to the organization itself. Furthermore,
the nature of the Hand has made crackdown
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or elimination difficult, since the cells usually operate
independently from one another, and all but the highest
cells are replaceable,

Joining the Hand varies in difficulty from member
guild to member guild. The two ™raditional" thieving
guilds are the most elitist, and will only induct other
thieves into their guild if they appear competent and
experienced; the current conflict with the Thieves Guild
is Taking a high toll of Hand thieves, however, so that
exceptional non~Hand thieves caught practicing their
tfrade in Hand confrolied areas may be given the
opportunity to join as full members, rather than being
summarily killed. Thieves who make an effort fo contact
the Hand (the easiest method is to ask around in the
seedier taverns, and they will eventually find you) will
be given a low cell level contact and asked to bring to
that person a certain amount of money, usually on the
order of 5-10,000 GP, to be stolen within the next few
nights. Successful completion of such a task will bring
about a probationary membership within the guild and
induction into a low level cell; probationary guild
members "donate" almost all of their take to the Hand
treasury. After about three months, the cell will hold a
meeting to decide if the probationary member is good
enough to enter the guild; should they decide yes, the
thief in question becomes a full member - otherwise, he
is quietly eliminated.

Recruitment into the other quiids is more
complicated.  More specialized operatives, such as
assassins or loan sharks, are usually recruited from
within the Hand, as occasion demands. Less specialized
men, such as thugs, alleybashers, protection racketeers,
and extortionists, are recruited from the norma! low
lifes around the city. Very specialized fypes like sea
captains and caravan masters, whom the Hand cannot
itself tfrain, are inducted into the Hand slowly and
carefully, and only trusted after several years of
association (usually after the Hand has accumulated a
sufficient amount of blackmail material against the
person in question). The only common denominator is the
general principle that one does not approach the Hand;
the Hand approaches you.

THE BLACK HAND GUILDS
Angelina's Guild

Angelina's Guild controls Black Hand interests in
smuggling, both by sea and by caravan, and the supply
of drugs to many of Haven's noxious opium dens.
Auxiliary concerns include the brothel, the Black Whip,
on the street of Silk Veils, and the smail but lucrative
underground slave frade (a highly illegal business
centered around the shop of Adrielle |llorin, see Haven:
The Free City, Erinhir). Its headquarters are a posh and
seemingly respectable dining establishment in the North
Corridor known as Silvante's, owned and operated by the
guild.

Angelina has four lieutenants who direct various
parts of her operation. The first of these is G, Maximus,
the huge, obese, pig-eyed owner of the Black Whip, a
house of pleasure on the Street of Silk Veils which
caters fo those who enjoy any of a variety of strange
and bizarre fetishes. Maximus lives at his somewhat
disreputable establishment, and controls three cells



containing some dozen men. One group consists of the
three or four thugs in his employ, another of the
uniquely trained staff of the Whip, and the third a
group of four men who handie Black Hand involvement in
the Haven slave trade - the leader of these men, Angus
McFarlane, is Adrielle llorin's contact in Erinhir.
Maximus himself is as venal and loathesome as the
activities he directs, and is well satisfied with his grimy
little niche in the Black Hand power structure. There
are few things beneath him, and it is rumored that he
partakes liberally of the services offered by his
establishment.

The head of Angelina's drug dealing operation,,

Julian de Carbot, works out of Black Padre's, the seedy
dockside bar, opium den, and whorehouse located in the
Commons. Carbot is short and fat (although he does not
begin to approach the massive girth of Maximus), but he
is also cunning, devious, and ruthless. He directs the
movements of some ten men (three cells), and the drugs
that they handle. Padre's serves as one of the principal
storeplaces for Black Hand opium before it is sold, along
with a rented storage room at Feliini's boarding house,
deep in the Commons, and the back room of Andre de
Montville's spice emporium in the South Docks, where
confraband opium is stored in teakwood boxes marked as
cinnamon.

Mordred delaterre, the crippled, wizened, and now
retired caravan master who operates a caravanserai in
the North Corridor, is another of Angelina's top
lieutenants. From his establishment caravans set out
for most of the cities along the great road, and offen
carry Black Hand contraband among their cargo.
Mordred does not have many operatives directly under
him, for the success of his business is dependent upon
legitimate contacts with area caravan masters, and not
upon brute force or strength of numbers. Nonetheless,
two or three of his employees at the caravanserai are
affiliated with the Hand. Since Mordred needs to
coordinate the activities of Black Hand agents in the
other great cities who act as his buyers and shippers,
he also employs several couriers who are constantly
moving in and out of Haven with major caravans carrying
letters between Mordred and his agents.

By far the most extensive part of this guild is the
South Docks smuagling operation, run by Alfonso
Caradello. Alfonso, along with three other subordinates
of slightly greater brawn but vastly inferior wit, directs
a small {ongshoreman's firm and storage warehouse,
known respectively as Longshoremen Inc. and Caradello's
Storage. He also supervises the activities of
Constantine Maylino, owner of a dockside warehouse,
Maylino's nightwatchman Rufus, and lLazar Symbocca,
owner of Sym's Storage Company. Under the direction of
Caradello, Maylino oversees the buying and storage of
itlicit cargos for the small fleet of Black Hand smugglers
that operates along the river. Unknown to Maylino,
cargos smuggled into Haven are stored in Caradello's
warehouse, or at Sym's Storage.

The final immediate underling of Caradello's is
Conrad Bissell, a small ferret faced man, who is one of
the three day-shift assistant customs inspectors
employed by the ministry of Ports and Shipping fo
collect customs duties along the South Docks, under the

direction of inspector Valyri Pipper. Caradello attempts
to arrange for Black Hand cargos to be inspected by
Bissell (#301 - who places the proper seals and stamps
upon the appropriate items). Nonetheless, there is only
a 65% chance that Bissell will be the inspector on duty
at any given time; illegal Black Hand cargos, therefore,
are usually well concealed, even when Caradello has
arranged for Bissell fo inspect the smuggler. in
exchange for his duplicity, Caradello pays Bissell a
annual gratuity, and arranged for Bissell's sister to
receive fraining and employment as a courtesan from the
Black Whip (small government officials, like beggars,
cannot afford to be choosers).

The smuggling vessels themselves are owned and
controlled by a variety of means and companies. Two
long distance haulers, owned by the Tandouray Spice
Company, make porf but three or four times per year,
and are used to smuggle small, easily concealable, and
highly valuable items (like packets of rare spice into
Haven, or battlemagic out). Five smaller ships belong to
the Bilotto Leather Company, a large tannery based in
the Commons, owned indirectly by Prospero Maggia.
Their traffic is mostly restricted fo the river trade,
carrying hides from the great downriver Ohifaardt
cattle herds, and they generally make port two or three
times per month. However, once or twice a year, as
occasion demands, large shipments of opium and hashish
from the far Kingdom of Jez are brought into the Dorian
Delta by the large Tandouray merchantmen, and
unfoaded onto the smaller Bilotto river craft in relative
privacy over a period of several weeks. Concealed
within the bundles of leather, smail amounts of drugs are
easily carried into Haven, thus avoiding costly taxes
(although the use and sale of drugs is legal in Haven,
drugs are subject to heavy imposts when brought into
the city).

Besides smuggling drugs and spices into Haven, two
other items that Caradello handles are spidersilk and
foreign wines and liquors. Each is in direct competition
with a major Haven industry, and as a consequence are
imported in defiance of the official monopolies granted
to powerful members of the Council of Guilders by the
Duke of Haven. The wines and liquors are smuggled into
the city aboard Falling Star, a large merchantman owned
by Culvarran Ltd., whose chief cargos include olive oil
from the equatorial city of Karen Te, and molasses from
the western city of Belakor; the wine bottles are
carried concealed within the larger kegs of oil or syrup.
Two other ocean going ships, owned by the weaving firm
of brothers Mazov and Kary Toistol, normally import fine
wool from the Clermont sheep flocks, out of the small
port town of Clermont, fifty miles east of Haven; every
two or Three months, however, the vessels rendezvous
with yet another Hand affiliated ship, the privately
owned Dark of the Moon, and receive a consignment of
spidersilk, which can then be concealed within heavy
bundles of wool for the short voyage to Haven.

Caradello coordinates the movements of his
smuggler captains from Black Padre's; there, Caradello
plans the next shipments and disburses the necessary
capital o pay for various outport cargos. Since only a
few of his captains are likely to be in port at the same
time, Caradelio often gives them letters to be delivered
to men not present, or o be placed in Hand maintained




"letter boxes" in other ports, instructing those men in
current plans; Esteban de Martin, captain of Moon, is
the man that Caradelio uses most often as a courier.

Angelina meets with her lieutenants intermittently
to plan large operations, and to receive progress
reports on operations already in motion. Most such
meetings take place at Silvante's, which provides an
excellent cover for Angelina. Other than Caradelio,
Carbot, Maximus, and delaterre, only Angelina's
headquarters staff (a body guard, a clerk, and two
assassins) know the location of Angelina's headquarters;
the only others who know Angelina's true identity are
her fellow Black Hand guild masters.

Cariadoc's Guild

Cariadoc (#302) is a short, broad-shouldered man
with a handsome face and a wide grin. His cheerful
expression conceals a temperment cold and vicious, and
a disposition rarely better than dourly melancholy.
Cariadoc grins widest while watching the death throes of
his enemies, and likes to be present when his men
torture and interrogate opponents. He is the master of
the Black Hand guild that controls assassination and
murder for hire, and his thugs and toughs provide
protection and sfrongarm support for other Hand guilds.

Cariadoc's operation is fripartite. The most elite
and highly trained members of his guild are the two small
cells of assassins, who are used to eliminate prominent
Black Hand enemies, double agents, and others who cross
the Hand, or get in its way. The efficiency of these
killers, at least for those who know of them, causes them
to be one of the Hand's most feared instruments. |f the
Hand is approached by an outside source to hire
contract killers, and the price is right (as much as
50,000 gold pieces if the victim is highly placed or well
guarded), Cariadoc's assassins may be placed upon the
Job. By far the largest part of Cariadoc's guild,
however, is formed of the half-dozen cells of thugs in
his employ. These thirty-odd men are the core of the
Hand's "muscie", and spend much of their time policing
shops and businesses under Black Hand protection. At
times, they may operate in conjunction with other Hand
guilds as required, or perform actions on their own, such
as trashing the shops of those recalcitrants who refuse
to pay protection, at the request of other Black Hand
leaders. The third division of Cariadoc's guild is the
small cell of professional torturers that he maintains at
his headquarters, a large mill called Redonso's. Part of
the basement of the mill is a well stocked torture
chamber, fitted with the latest and nastiest torture
devices. The two torturers operate the mill, whose
constant mechanical grinding nicely obscures the
screams emanating from the basement when the two are
involved with their professional occupation.

The Guilds of Paraggio Lucca and Corwin Ariosto
Paraggio Lucca (#303) and Corwin Ariosto (#304)
are the master thieves who control the Hand's +wo
"traditional" thieving guilds. Lucca is a slender, boyish
man with dark hair and an angular face; his guild
consists of some three cells of highly competent thieves
who operate mostly in the Commons and North Corridor.
Artoste is an older, more cautious man, who has been
with the Hand for many years; because of his experience
and his known trustworthiness, Ariosto has been
assigned the much more difficult territory of the South

Corridor and adjoining areas (including the Labyrinth).
His guild is larger, containing four cells (almost twenty
men) and includes a cell made up of the finest Hand
thieves - possibly the best thieving team in Haven,
although a few individuals surpass them in skill.
Ariosto's guild also maintains contact with the ten to
fiffeen Black Hand thieves who have managed to
infilirate the Thieves Guild, and forwards information
gained from them fo other Black Hand units when
necesary. Both guilds emphasize second story
operations and team work, and look down upon
pickpocketing and individual moonlighting. Because the
Hand was originaily an operation made up solely of
thieves, the two Hand thieves' guilds are prestigious,
and much of the Hand leadership for all guilds is drawn
from them.

Lucius Pavante's Guild

Pavante (#305), the head of a small law firm in the
North Corridor, is the master of the Black Hand guild
controlling gambling, loansharking, and protection
racketeering. He is a dark headed man of better than
average height, who usually dresses well and fancies
himseif a gourmet. His operation is small, consisting of
only some twenty men, but is responsible for far more
than its share of total Black Hand revenues. One of his
men, a mid-level clerk for the House of Rand, serves as
the treasurer for Pavante's guild, and maintains an
account there that some of the other guilds,
particularly Angelina's, draw upon from time to time;
another, at the law office, maintains records for loan
sharking and protection rackets, which are kept in a
locked file in Pavante's personal office. Because of
Pavante's position as a respected barrister,
enforcement against many of his customers is merely a
case of utilizing connections with the city guard to
bring suit against them. Pavante is able to leak
information from his files fo proper authorities through
a network of well laundered informants, who may well
include innocents like players, thus almost ensuring the
indictment of those customers who have the Temerity to
cross him.

GM's Notes:

Although there are wharves on both sides of the
Dorian, only the docks on the north bank are primarily
used for cargo handling; the docks on the Labyrinth's
side of the river principally cater to those who are
stocking their ships for upcoming voyages. (Goods
coming in by sea and continuing upriver must be
unloaded and moved by wagon past the rapids around
the Island, to the North Docks, where they can be
loaded on river boats for shipment to Mandalai,
Lakeside, and other towns further up the Dorian. There
are normally 20 to 30 seagoing vessels in the South
Docks at any one time; shipping tends to slow somewhat
during the winter months, and is exceptionally busy
during the middle of summer.

All ships must register with the Ministry of Ports
and Shipping upon arrival, and notify the Ministry of
the date of their departure, as well as the nature and
value of both the cargo they intend to unload, and what
they intend to ship out. The Ministry is responsible for
collecting dock fees, and the usual taxes and duties on
goods imported into, or exported out of, the city. The
City is not as interested in protecting local industries



as it is in skimming a little profit off the top of any
frading done in Haven; the caravans that fravel the
Long Road and the upriver traffic are similarly
monitored and taxed. Needless fo say, no matter how
significant or insignificant the City's cut (ranging from
5% to 20% of a cargo's value), there are always those
who would prefer not to pay anything at all, or who wish
t+o deal in illegal goods (such as slaves or spider silk).
The officials of The Ministry are therefore always on the
lookout for smugglers.

Players may,be interested in looking for work on
the docks, either as sailors (a great way fo see the
world) or as longshoremen, loading and unloading cargo
from the holds of ships. There are no prerequisite
requirements for a sailor's job, although above average
STR and STA are suggested, and any experience at sea,
or trainings in Navigation, Asfrology, or some other
useful skili may make the prospective candidate more
than a deck-hand's pay (around 1 GP a day or a small
share of the ship's cargo). Longshoremen are only
required to be strong and tough enough to heft barrels
and bales, and are paid around 1-2 GP per day,
depending on how much work is available.

Players may also have the misfortune to meet along
the docks that instrument favored by every good naval
recruiter, The press gang. Press gangs are formed when
one of Haven's military craft, short on sailors, sends a
petty officer and a dozen or so marines ashore to draft
the necessary crew; press gangs rarely take no for an
answer when "inviting" sailors to join up. Merchant
captains short on men may resort to the illegal practice
of shanghaiing likely candidates, and inducting them
intfo his crew. Traditional methods for shanghaiing,
besides simply coshing the prospective seaman upside
the head, include getting The man drunk sometime before
departure and neglecting to put him ashore before
leaving port, or raiding the dockside opium dens. Those
taken by the latter method tend not to be reliable
seamen; those by the former are offen prime physical
specimens, who shake off a vicious hangover only tfo
find themselves miles out to sea.

Jobs loading and unloading ships may be found with
the professional foremen whose offices are located up
and down the dock front. When a ship enters port, its
Captain or Mate contacts one of the longshoremen's
companies, which in turn assigns one of its foremen fo
round up a crew of the appropriate size from the
myriads of day laborers fo be found each day looking
for jobs along the docks. Finding such employment is a
matter of being in the right place at the right time; a
persistent player could probably find sufficient work to
support himself, but will hardly be likely To grow wealthy
from his labors. Cargo is generally moved from wagon to
ship, or ship to waiting wagon; occasionally, a merchant
will also hire laborers to unload the wagons at his
warehouse yard.

There will be a 40% chance that any given ship will
need fo be unloaded. Such a ship will typically contain
10-80 fons (108x10) of cargo in its holds. |t will be
loaded with:

01-25 Sacks of grain (2D4x1000 sacks, 50#, 20/hr.)

26-40 Ingots of metal (2D3x1000 ingots, 100#, 10/hr.)

41-55 Barrels of oil, salt fish, or other foodstuffs
(304x100 barrels, 200#, 10/hr.)

masts that support bright, Triangular sails;

56-75 Agricultural products (flax, dried fruit, straw,
leaves, indigo, hemp, efc.) in bales (2D4x200
bales, 100#, 12/hr.)

76-85 Luxury items; pearis, gems, ivory, liquor, sealed
in chests or barrels (1D4x50 chests, 40#, 20/hr.)

86-00 Stone; obsidian, marble, in blocks (1D4x100
blocks, 500#, 5/hr.)

The amount a person can lift and move without
straining himself is 10# times the individual's STR. The
weights in parentheses, above, are the weights per item
or package; the numbers are the amount of items that
can be moved by a man or team in the time given. |f the
ship is To be loaded up for a voyage downriver (60%
chance), the cargo will be:

01-30 Textiles, in bolts (3D8x100 bolts, 20#, 10/hr.)
31-45 Wood, in logs (2D4x100 logs, 400#, 5/hr.)

46-75 Wine/ale, in barrels (3D4x100 barrels, 200#,
10/hro
76-85 Leather, sheepskins, furs, in bales (2D4x100

bales, 1004, 12/hr.)

86-90 Ship's supplies (barrels, sacks, etc.; select the
cargo size most appropriate for figures)

91-00 Luxury [tems; jewelry, gold, silver, weapons, magic
items, etc., packed in sealed chests (as above)

The GM is reminded that some of these cargos are
very valuable, and those handling it will be supervised
by members of the merchant's or the Captain's crew, as
well as cargo items being carefully checked off on the
foreman's lists as they are moved. Laborers are paid in
cash when the loading/untoading is completed, and are
then free to seek another job, or o go to the pubs.

SHIPS IN THE SOUTH DOCKS

The South Docks has a fransient population of
ships, captains, officers and crews that provide a
constant source of rumors, jobs, and money, as the
taverns and fiophouses will attest. The usual stay for
any given ship in Haven's port is approximately a week,
and in That time, cargo must be unloaded, supplies must
be ordered, repairs and routine maintenance performed,
and new cargo found, purchased, and loaded back inte
the hold. [f the crew is undersized, new crewmen must
be hired, or, for those who are less scrupulous,
shanghaied by press gangs.

if the players are inferested in fraveling by ses,
either as crewmen or as passengers, the GM is referred
to TG 6 for specific rules involving ship design, combat
at sea, and encounters on the briny deep. Below are
listed some of the ships presently in port, along with
some description of their general *fype, cargo,
destination, and other pertinant information GMs might

find useful in setting up adventure possibitities.

Firebird is a galley, with fwo banks of ocars, and fwo
she is
rumored to have gold frim in her cabins and a great deal
of freasure aboard (false). The captain is a turbaned
fellow named Irahil daz-Asod (#306); in fact, the whole
crew is foreign, dark of hair and skin, and speak an
unknown musical language. Firebird carries a cargo of
iron and dwarven made weapons, bound for fthe city of
Karan Te, on the southern end of Sholokith Bay. She
also carries passengers -- a group of very nervous
dwarves and a party of foriegn fraders, in flowing
robes, furbans, and exotic jewelry.



Ocean Gypsy, a caravel, designed for merchanting, is
bound for Seki with a cargo of logs and cut lumber for
the shipyards. The captain is a woman, Helene Troyas
(#307), known for her energetic personality and sharp
tongue. She is also known as an experienced navigator
around the Sholokith, with a unbeatable weather sense.
Helene is short and her faced lined with years of
seafaring; her hair is short and greying, buf her crew
have been with her for years, and wish no other captain.
Ocean Gypsy also carries passengers in its crowded
cabins, for the reasonable fare of 40 GP fo Seki.

Argos is a sleek galley, with fwo banks of oars and
friangular sails; the captain, young, fast-talking Jason
Horn (#308), is looking for investors in a treasure-
seeking exploratory venture fo a distant, northern
island. At present, the ship has no cargo, only a
quarter of the crew necessary Yo man her, and is in
danger of being confiscated for back debts and dock
fees. Jason needs about 15,000 GP to pay off his
creditors and stock his ship for the voyage; he is willing
o promise almost anything fo save his ship. The map of
the island is in Jason's possession at all times; it is
genuine, and easily worth the gold necessary to refit
the ship, but Jason has no wish to sell the map. Should
the players get involved in Jason's expedition, The GM
will have fo design the isiand and treasure in question.

Pavanne, a heavy merchant caravel, loaded with lumber,
casks of wine, and sacks of wheat, has several large
cages built in the the hold, empty at present. Captain
Emilio di Cordoba (#309) is an enterprising fellow who
never overlooks a possibly profitable deal, despite its
legality; he is rumored to have been a smuggler and
privateer in former days, and wili do almost anything to
ensure his own interest in an affair. He is also one of
the few captains who keeps a ship's mage, a small, dark
fellow called Cimeron (#310), whose skills include
weather and repair spells. Neither particularly frusts
the other, and the crew's loyalty is split between them,
should they come to a serious disagreement during a
voyage.

Starseeker, a long, stender corsair, of elvish design, is
commanded by Captain Earnil Anarion (#311), a tall elf
with pale hair and sea—-green eyes; the crew is elves and
half-elves predeminately. The cargo is spidersilk,
fuxury goods, and ingots of copper and bronze, bound
for Solhedrin across the bay. There is an opening for a
bard, with free passage for entertaining the crew during
The voyage.

Aflantia, a solid merchant ship, is captained by a brawny
young man named Simon Roxinus (#312), green-eyed and
blond, with a thick beard. They are bound for Belakor
on the western coast, with a cargo of lumber, wool, and
a special consignment from Enchantments, Ltd. Simon is
forthright and honest, with the reputation of an
excellent seaman; his crew is fairly ireated, and most
are very loyal, with the exception of one seaman, Rebo
Jack, who was disciplined by the captain for theft.
There is a passenger aboard Atflantia, a handsome
young man, dark-haired and bearded, dressed as a
merchant. He is actually a mage, Ali Zander (#313),
entrusted with the delivery of certfain letters and
documents from the Circle Chamber to various high-
ranking mages in Belakor. These letters concern secret
negotiations dealing with a possible alliance between

the Mages Guild of Haven and their counterpart in
Belakor, and would be exiremely damaging to the Guild if
they should fall into the wrong hands, like the Council
of Boroughs; the Circle Chamber is carrying on these
negotiations without the knowledge or consent or
Haven's governing body. Captain Roxinus has been well
paid to insure the safety of his passenger, but has no
knowledge of the letters; Ali carries several potent
arcane protections, and the letters are hidden in his
cabin.

Dark of the Moon is a swift galley with three banks of
oars, captained by Esteban de Martin (#314), a cold and
ruthless man, who is also a Black Hand agent. The
official destination for Moon is the Mystic Isles, with a
cargo of textiles, wheat, and amber; however, about a
third of the bolts of woolen cloth have lengths of the
light, exiremely expensive spidersilk wrapped within
them, hidden from the tax and duty collecters, who
collect a premium on the rare fabric. Not surprisingly,
considering how harsh a master Captain de Martin is,
Moon is in need of new crew members; there is a very
good chance that the Captain will be forced to shanghai
men the night before their departure. The chances of
players being so caught are at GMs' discretion.

Gabrielie is a merchant coq just in from the East with a
load of teak and spices, and Captain Girard della Chamoi
is looking for a new cargo. Chamoi (#315) is a firm but
fair master, and a brilliant navigator; his avowed
intention is to carry a cargo of spider silk to the far,
fabled eastern ports of Kruttna Brut and Namotto.

NPC Encounters

Father Marco (#316) - the dark and mysterious eminence
who holds absolute sway over the Black Hand's varied
operations was originally an elaborate fiction, created
by the Hand's founders during their period of exile from
Haven as a means of instilling discipline and order in
their newly recruited ranks. By using the gimmicks of a
full face-concealing cowl and a low rasping whisper of a
voice, "Marco" could be (and was, in fact) portrayed by
several people enabling them to create the effect of
being everywhere at once, a malevolent, fear-inspiring
presence whose comings and goings could never be
completely anticipated. In time, however, one of these
founders decided ‘o make Marco's single-handed
dominion of the Hand a reality, and patiently but
ruthlessly removed his fellow colioborators in the
original deception over a period of serveral months.
That man now has become so completely immersed in the
megalomaniac personality of his namesake that he
retains only shadowy vestiges of his former true
identity (who was in daily life a successful and very
wealthy legitimate merchant).

Marco is a undeniabie criminal mastermind, who has
single-handedly directfed the Black Hand's movement
info a number of lucrative criminal activities
theretofore shunned or given short shrift by the more
traditional Thieves Guild, and its accretion of a
significant number of [ow-level government and
intercity contacts whose cooperation has been assured.
He is also undeniably mentally unbalanced, = a
psychopathic paranoid who trusts none of his associates
completely, and maintains a dozen separate aliases
under a variety of disguises to protect his personal
safety. His organization reflects his own murderous and
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merciless temperament. He has no qualms about shedding
blood - even that of the innocent - in order fo obtain
his objectives, and believes in making rather graphic
examples of those who fail him, or cross his directives.
Marco's own thiefly skills are modest (he's a
planner, not a participant, in such operations), but he
has developed an exceptional skill with thrown weapons
of all Types, and is rumored to have some modest spell-
casting abilities. He wears two types of magical
defenses at all times, but has no personal bodyguards,
and his secret identity remains his best protection.
Although, as noted, he trusts none of his lieutenants
fully,, The only one he fruly fears is Angelina; Cariadoc,
though equally ambitious, is considered by Marco to be a
man of siraight forward violence, and not the sort to
launch any type of subtle intrigue against him. He has
observed the former's efforts to identify his haunts and
weaknesses with cautious interest, and has felt the need
Yo send her a not-so-subtie warning on two occasions
when her snoopers have gotten foo close for comfort,

Angelina (#317) ~ A tall, stunning black woman who talks
with a lilting accent, called "Angel" by those who know
her well (few though they be). Her eyes are jet black,
and piercing, and her skin is the rich color of light
brown coffee. Clearly no native of Haven, she does not
look at all dangerous; behind her appealing exterior,
however, lurks one of Haven's finest criminal minds.
Angelina's exceptional degree of emotional control
has aided her well in her rise to her present position as
head of the Hand's largest guild. Her face seldom
reflects her +rue thoughts, and she expects her

subordinates fo exhibit the same
consequence, her organization s
regimented, and well led.

Angelina was not one of the original Hand leaders;
her rise tThrough the ranks has been as steady as it has
been rapid. She began her career as a sireet thief, but
was soon promoted to second story operations, and
showed some promise as an assassin (a skill which
doubtless facilitated her quick promotion). Now, though
her skills are somewhat rusty, she carries a pair of small
throwing daggers, coated with deadly venom, in sheaths
at her neck and forearm, and will not hesitate to use
them. As the most ambitious of Father Marco's guild
masters, Angelina is hopeful of engineering his eventual
downfall. She has not moved against him yet because
her foe is so elusive and unknown, and because she does
not know the extent of his support among the other
masters. She is currently seeking to find out who Marco
is, and to pinpoint his movements. So far, however, she
has been markedly unsuccessful, and several of her
operatives put on that job have furned up face down in
the Dorian, or hanging in the deep freeze unit at
Silvante's.

control; as a
remarkably well

Alfonso Caradello (#318) - a large and burly man whose
bull neck and sloping forehead belie his fierce and
arrogant intelligence. He is not a man given tfo
sparkling wit and prolonged conversation, but rather fo
violent repartee and organizational insight; this latter
capability, and his mastery of codes and ciphers, has
made him invaluable fo Angelina. Ostensibly he is the
owner and chief foreman for the small longshoreman's
firm called Longshoremen inc.,, and part owner of
Caradello's Storage; however, he also directs Black Hand
smuggling operations on the South Docks. He is not a
thief, and his promotion within the Hand has been the
result of his manageria! capabilities. He is a well liked
local figure who uses his influence fo look affer or
protect the neighborhood populace; as a consequence,
he has many favors to collect from the common folk of
his area. Although he is well past thirty, he is not too
old to hold his own in dockside brawls, and his great
strength and fast reflexes make him a dangerous
opponent.

Rufus (#319) - the nightwatchman for Dockside Services,
the storage company owned by Constantine Maylino; both
Maylino and Rufus are Black Hand operatfives. Rufus,
when sober, is a brilliant swordsman; ten years ago, as a
mercenary commander, Rufus once was acclaimed first
sword of Belakor. Now, however, he is beginning to feel
his age, and the fading of his strength and the greying
of his femples have proceded apace. Further, his heavy

years, and the once proud swordsman is known about the
docks as a drunkard and a lush.

Crimsby Farsteel (#320) - the Hand's loanshark in the

South Docks area, runs a small pawnshop on Drayers'
Loop. He is a wiry man, totally bald and bespectacled,
with a permanent coliection of ugly red welfs adorning
his arms and neck, and a wheezing but nasal voice. His
unappetizing appearance seems somehow perfectly
suited o his trade, for Farsteel's under-the~counter
loans often represent the last desperate hope for a
sea-trader down on his luck. Grimsby has the resources
to make loans of up to 50,000 GP, but his terms are
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steep: 100% Interest, payable in six months, and
temporary ftransfer of the official registry of the
borrower's ship into the name of one of the Black Hand
fronting companies. In this way, the Hand has obtained
permanent (upon default of these loans) title to four of
its current smuggling vessels at minimal cost. Farsteel
has fair sources of information about the wharf area,
and will soon hear of any vessel/captain in financial
distress. Thereafter, it will not be long before he makes
an appearance on the scene, wheezing his solicitations
and hinting at his ability to lend assistance for a
proper "arrangement',

Nimrodel the Shipwright (#321) - has been building ships
on the Dorian's banks for nearly 150 years, and his name
has become a tradition among shipwrights. A tall Noldor
elf, with dark hair slightly touched by frost, Nimrodel is
one of the leading citizens of the city. He owns and
operates four yards for the building and repairing of
ships, and is a wealthy man, but because of his long
inferest and involvement in the political affairs of
Haven, he is considered an outcast by the elvish
community of Erinhir, who disdain involvement in human
affairs. Since the death of his beloved wife twenty
years ago, he has become a melancholy and solitary man,
leaving most of the running of his shipyards to his sons,
and concenirating his energies on the politics of the
city. Nimrodel blames the Thieves' Guild for his wife's
death, and has been an active opponant of the Guild
ever since, even going so far as to assist the Black
Hand on rare occasions (see TG 4 for details). Nimrodei
takes no side in the nobility/guild struggle; his only
interest is in what is good for the city, and the growth
of frade and commerce is certainly good for Haven,

Carp the Fishmonger (#322) - a small, brown fellow, who
hawks his odiferous wares in a surprisingly powerful
basso profundo, wheeling his |ittle pushcart throughout
the dock area. There is little that escapes his notice
as he patrols his turf, and he is perfectly willing o pass
on Interesting information for a little cash. Although
he claims to be loyal to none save himself, there beats
beneath his smelly exterior a heart of purest mush, and
he has been known to surrepititiously aid others who
were down on their luck.

Valyri Pipper (#323) - a fair-haired man, who likes his
comfortable position as Inspector for the Ministry of
Ports and Shipping, he has none of the crusader's zeal,
and only appears on the docks when absolutely
necessary, prefering to sign the obligatory papers for
the ships in the comfort of his office, depending on the
reports of his assistants and the captain's cargo
manifesto for information. This setup pleases captains,
who In general disiike strangers poking about on their
vessels, and pleases the assistants, who occasionally
can pick up a little exfra coin from captains who want
to make sure their papers are all in order. Valyri does
occasionally (10% chance on any given day) have to put
in an appearance on the wharf; his annoyance at this
causes him to be very zealous in his inspections, and his
chances of finding smuggled goods are very high, if
there are any on board.

Daisy Pinafore (#324) - a plump, matronly woman with a
cheery smile, Daisy greets each ship with a fray full of
ribbons, laces, snuff, pipeweed, and candy for sailors to
use for giffs fo their sweethearts; she is well-known

among the sailors and dock denizens. She knows almost
every ship and captain better than the register of
ships, and is an excellent source of trivial information
about the ships and their crews.

Mordred de Laterre (#325) - a wizened man, small and
crippled with phlebitis, operates a good sized
caravanserai with space for about 180 wagons, located
near Caravan Gate in the Commons. His income is
supplemented, hovever, by his activities undertaken on
behalf of the Black Hand.

Mordred was a successful and legitimate caravan
master for many years, and his motives for joining the
Hand are a mystery. It is said that many years ago the
Hand avenged the murder of Mordred's partner; some say
his partner was killed in a caravanserai brawl!, while
others hint at darker and more sinister circumstances.
Regardless, delaterre is tfotally loyal to the Hand's
cause, but lacks the bloodthirstiness of many of his
peers. He is now a quiet business man, and has sizable
legitimate investments in a North Corridor shipping firm.
He can put on quite a cultured air when he puts his mind
to it, and has developed a taste for imported wines.

Shops, Taverns, and Residences

The Navy Yard of Haven
(ships and supplies)
XXIX-C005

The city of Haven owns eight bireme galleys, used
to patrol the Dorian to the sea. Usually two of these
vessels are in port or just outside the walls at any one
time, while the others are traveling the river or along
the coastline. The yard is primarily a storage area for
supplies for the ships, and is completely walled, with a
wide gate on Drayer's Loop, facing the pier. The yard is
guarded by a small force of mercenaries at all times.

At the moment, two of the galleys are tied up
across from the yard, Seaskimmer, and Manticore. Both
are being restocked for a two month voyage, patroling
the coastline to Seki, where there have been rumors of
a pirate lurking in the inlets around the White Wing
Mountains. There are openings aboard the crew of
Manticore for experienced seamen with fighting ability,
and shipboard mages knowing battle and wind spells.

Jasmine's House of Tattoos
(Workshop of the Artist)
XXIX=C007

A tiny hole-in-the-wall, with dirty windows; yet
Jasmine (#326) is a tattoo artist of renown, able to
charge considerable amounts for her talents. She is a
largish woman of indeterminate middle-age, with stringy
brown hair, and is usually found in her shop, seated on a
worn couch in front of a low table covered with needles,
dye pots, efc. She pays local urchins to keep her
appraised of the arrival of new ships in both the North
and South docks. Her clientele consists primarily of
officers, and the occasional seaman who has managed to
save his meager earnings for a piece of her artistry.

Jasmine uses a potent liquor as a painkiller when
she works, and occasionally hears things not intended
for her ears from her drugged clients. She rarely acts
on this information, even though she is opposed 1o the
Black Hand because of their excessive brutality, which
she considers bad for business.
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The Crystal Ship
(The Sailor's Den)
XXIX=CO11

The Crystal Ship is a small, smoky, dimly |it tavern
at the end of a grimy alley. There is an opium den in
the back room of the tavern, and three rough-iooking
men guard the door to persuade non-customers of the
inadvisability of entering. The common room serves
cheap ale and spirits, and is open around the clock;
there are usually 20 to 30 seamen drinking and telling
tales here. Occasionally, one even catches a whiff of
the goings—-on in the back room, as the fumes from the
den escape.

The proprietor is an immense, hamfisted fellow
known as "Tiny" (#327), capable of keeping order even
among seamen; although he is not a formal member of the
Hand, he is connected with them through the opium
frade, and is not foolish enough to risk everything in
any plot against them. The tavern is a hotbed of rumors
and information regarding ships and their captains, and
some of the rumors possibly overheard by someone who
spends time listening inciude the following (roll D100):

01-25 The financial plight of Jason and the Argos.

26-40 Jason's secret freasure map.

41-60 The reputation of Captain de Martin; a hard
master, not above conscription; needs crew.

61-00 The rumors of a pirate ship, Dark Wolf, out of
Seki, whose actions against Haven's shipping are
being sanctioned by Seki's Captains' Council.

Sym's Storage Company
(Warehouse space for rent)
XXIX-C013

The warehouse is used primarily for storing sacks
of grain and other foodstuffs; it is a large building, of
two floors, with an enclosed yard in which two wagons
are often stored. The warehouse is also a stronghoid of
the Black Hand; there is a secret enfrance from the
back alley into a staircase leading to secret rooms on
the warehouse's second level. These rooms are used as
meeting places and hideouts by the Black Hand; the
owner, Lazar Symbocca (#328), is a member of the Hand,
and heavily involved in the smuggling frade.

Lazar is rarely at the warehouse; he is always said
to be "returning shortiy™. Esgar (#329), the foreman,
and his helpers, Rimer (#330), Div (#331), and Jim Bostry
(#332), are all Hand supporters, but do not know the
extent of their boss' involvement; they would, however,
be quick to report any suspicious strangers,
particularly if the sirangers were asking too many
questions.

Alekhine's Boarding House
(cheap rooms, no questions)
XXIX-C017

The three story fenement is frequented by sailors
on shore leave in Haven, or between voyages. The rooms
are sparsely furnished, and are far from Iluxury
accomodations, but they are reasonably clean and
cheap; no meals served. The landlord, Alekhine (#333),
is a shriveled, bald-headed old codger who attributes
his longevity to his lack of curiousity about his
boarders. As long as the rents are paid (in advance,

please), he cares nothing for the doings of the
residents. The only other employee is a sullen half-orc
named Kradoc (#334), who makes a half-hearfed attempt
to keep the place clean; he is nosier than his boss, and
will not hesitate to eavesdrop on an interesting
conversation, if the opportunity arises. Nor is he above
petty theft, if he thinks he can get away from it.

Nimrodel's South City Shipyard
(shipbuilding and repair)
XXVI-C029

The shipyard is a large, walled complex, with ways
for building and drydock repair for three ships. This is
the first yard that Nimrodel started with over 150 years
ago, and he still maintains his primary offices here. He
owns Three other yards; one upriver, and two downriver,
outside the walls, for major new building. Except for
the office in one corner of the yard, the rest of the
large yard is covered with scattered sheds and roofed
over areas for the storage of spars, masts, lumber, kegs
of pitch, etc. for shipbuilding. There are gates to the
yard on both Warehouse Row and Drayer's Loop, which
are locked at night, and patfroled by six private guards.

Nimrodel employs nearly 100 laborers in his
shipyard, involved in carpentry, ship fittings, and other
similar skills; there are also a number of clerks, and ship
designers. There is only a 5% chance of a job opening
for qualified men, as Nimrodel is known as a fair and
honest man, and men rarely leave his employ once hired
on. Nimrodel himself does little save design work; and
leaves most of the running of the yard to his son
Peredhil (#335), and The foreman, Hansan Frigate (#336).

At present, two of the three ways are occupied;
one is a new vessel, little more than a skeleton hull, and
the other is one of the city's galleys, Dorian Queen, in
drydock for minor refittings, including a new rudder.

Blackbourne Warehouse
(Storage for the fextile merchants)
XXVIH=-CO31

This is a large, roofed warehouse, used for the
storage of bolts of wool and linen before they are
shipped out on one of the family's four frading vessels,
or sold to another merchant. There are usually 5
employees here during the day, unless one of the ships
is in port (10% chance), and three guards at night.

Voelkher's Sea Transport
(A crumbling deserted pile)
AXIX-C022

warehouse of a long defunct
The doors and first
floor windows of the two story wooden structure were
boarded up some time ago, and give the appearance of
being sturdily barred. In fact, however, the boards
covering the alley entrance are partially rotted, and
can be broken down without oo much effort.

An abandoned

The lower floor is filled with broken debris from
the building's past operations. One of the small rooms
on the second floor is sometimes used as a hideout by
the Black Hand, and contains several changes of
clothing, a small supply of food (mostly stale, but
edible), and half a dozen sharp throwing daggers cached
in a closet,
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The Seasick Parrot
(A rollicking dockside tavern)
XXIX-C008

The Parrot is run by Pegleg Peter (#337), a stout,
good-natured fellow with a thick reddish beard and
earrings in both ears, who gets around reasonably well
on a sturdy crutch and a pegleg. The tavern is a
favorite of sailors on shore leave, and is generally a
loud, bawdy party of wine, ale, women, and many ribald
entertainments, that frequently last through the night
and into the next morning.

The chief entertainer is Jigger Cassadi (#338), who
plays a mean guitar, and also plays the more dangerous
game of being a Thieves' Guild informant (he has a 30%
chance of knowing given information about any ship on
the docks). There are also a number of "barmaids", who
provide a different sort of entertainment to any sailor
who cares to offer them a coin.

Petals of the Rose
(House of Seaman's Delights)
XXIX-C010

A brothel modeled loosely on the more elaborate
establishments on the Street of Silk Veils, it is,
however, generally referred to by the local permanent
residents as the "Scales of the Fish". The owner,
Madame Dorilla (#339), was once a very popular
courtesan on the Street of Silk Veils; now she is tfired.
middie-aged, and disillusioned, and was easy prey for
the Black Hand's extortionists, who collect a sizable
portion of the money brought in by the Rose's dozen or
so girls as "insurance'.

One of the girls, a sharp-witted half-elf named
Moonlight, has managed to discover unusual information
(see Rescue by Moonlight, Scenarios, the Commons}); she
has not yet acted on this imformation, since she has no
way to escape the Hand's certain and deadly revenge.

Red Nick's Tavern
(hangout of the Longshoremen)
XX1X-C024

The tavern is in Two old rowhouses on a back aliey,
not far from the docks; the place is far from fancy, and
the quality of the beer varies tremendously, but if's
cheap. The tavern is run by Red Nick (#340), who spends
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his private stock; he leaves the serving of the regular
ale and a peppery stew to the cook, Maggie (#341). The
normal customers are dockside laborers, drayers, and
longshoremen, a rough and ready crowd, as the worn and
mended furnishings will attest.

Nick's real business is not the bar, but a fencing
operation in stolen and smuggled magic items; the bar
serves as a cover for this highly profitable, but
dangerous tfrade. He is a careful man, and will only deal
with people he knows, or those who have some sort of
good references; he often sells his merchandise to
Alphonso Caradello, a member of the smuggling arm of
the Black Hand, although Nick himself is not a member of
the Hand.

Black Padre's
(More than just a dockside pub)
XXIX-C025

Black Padre's is a thoroughly unsavory
establishment, presently located in the shell of an
abandoned warehouse on Morrow Street, near the South
Docks. Its clientele is mostly comprised of longshoremen
and other common laborers, about 3D10 during prime
business hours. The proprietor is Julian de Carbot
(#342), a short pudgy man who stands high in the favor
of Angelina, master of one of the Hand's member guilds.
Carbot is in charge of the operation that supplies many
of Haven's opium dens with the untaxed (and therefore
not only cheap, but also illegal) drugs necessary for
their continued existence. Padre's thus serves as a
convenient central meeting place for the leaders of the
four Black Hand cells that actually distribute the drugs.
In addition, because of its proximity to the docks,
Padre's also serves as a rendezvous point for the
operation of Alfonso Caradello, Angelina's lieutenant
who oversees Black Hand interests in smuggling. There
is @ 20% chance that one or more of the above figures
will be present.

A door in the rear of the tavern's common leads to
a low class (and low budget) opium den. Two Black Hand
toughs lounge near this door and will only permit
entrance to known customers, recognized Hand
operatfives, or people accompanied by one of the
establishment's several "working girls". In most respects
the quality of service at Black Padre's is average; the
beer is adequate, as are the girls, and the price of the
drugs is reasonable.
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Warehouse of Marcus Neeman
(Dealer in rugs and fapestry)
XXVI1H-C036

Neeman is a textile merchant who specializes in
tapesiries and carpets, many of which are woven in
Haven, and some imported. He also owns several
warehouses in other locations in the Commons, as well as
several blocks of rowhouses and tenements where many
of his weavers live. Marcus himself is a small,
disagreeable, scrawny old man, known to be exiremely
tight with money; he has no known family or friends, but
is supposed to be very wealthy.

Dockside Warehouse Services
(a cheap storage company)
XXIX-C028

This small warehouse, owned by Constantine
Maylino (#343), is located off a small and poorly lit alley
near Fawset Street, near the South Docks. Maylino
stores goods for the smaller merchants at cut rate
prices; it is widely known, however, that his security is
not what it could be, and his business is consequently
not booming. His storage area is nct roofed, and is small
and closely confined. It cannot accomodate targe
shipments.

Maylino himself may usually be found in and about
his establishment during the daytime, aided by two beefy
~ and not too bright - warehousemen. Another
employee, a tired swordsman named Rufus, is Maylino's
night watchman. Rufus is a superb swordsman when
sober, but his "drinking problem" is well known about the
docks, and contributes to Dockside Service's
reputation. On any given night, there is a 25% chance
that Rufus will be Tipsy, drunk, or passed out in the main
office. Maylino himself may be found in and about his
establishment during the daytime.

Maylino and Rufus are Black Hand operatives,
acting under the direction of Alfonso Caradello, of
Angelina's Guild. Part of Maylino's Black Hand duties
include the buying of small shipments of goods, to be
stored at his warehouse prior fo being smuggled out of
Haven. When Hand shipments are at the warehouse,
Rufus will be surprisingly sober (perhaps due +to
Maylino's threats), and will remain vigilant throughout
the night. Rufus is a dangerous opponent anywhere
when sober; in the warehouse, he is even more so,
because he has set up a number of simple fraps, mostiy
consisting of large, heavy objects balanced in high
locations, which he can activate (usually by cutting a
rope) when enemies are underneath them. Also, when he
thinks fo do so (most nights when he is not drunk), he
will conceal four or five loaded heavy crossbows in
strategic locations about the compound, which he will
use (hopefully) o the great dismay of attackers.

House of Captain Emmanuel York
(Just a residence)
XXVIi-C039

York (#344) maintains a small home here, and will
occasionally (25% chance) be in. He is the owner of a
small merchantman, and hauls grain and fish for the
Haven Market. The Hand once did him a favor, and he is
willing To hire Hand operatives seeking a short vacation
from Haven, even if they know nothing about sailing.
York's aged servant, Howie (#345), a former sailor, lives
at his house when York is not home.

Redonso's Grain Mill
(Grain [and peoplel ground Yo flour)
XXVII=-C032

This large water mill is indirectly owned by
Prospero Maggia. It is run by Redonso (#346) and his
associate, Albert (#347); the pair are expert torturers
in the employ of Cariadoc, the Black Hand leader. The
mill also serves as Cariadoc's headquarters,

Dalbert's Apothecary
(Chemistry for cures - some permanent)
XXVII-C038

Dalbert (#348) runs a small, low budget Apothecary
near Datashi Street, in the Commons. The two hobbit
poisoners from Silvante's (Angelina's headquarters) buy
the supplies necessary for their trade here. Daibert is
affiliated with the Black Hand, and his shop also
provides a convenient short term storage place for
contraband opium and hashish.

The Waterlogged Rat
(A low-class hangout)
XXVHI-CO037

The Rat is a dim, smoke-filled, low ciass bar. It is
a favorite hangout for many of Cariadoc's thugs, some of
whom may be found here at almost any hour.

The Topaz Health Center
(Weapons and physical training)
XXV=-N036

This North Corridor gym is paironized by several
of the best Black Hand sworn swords, including
Angelina's body guard from Silvante's. The weapons
master here is a Black Hand operative.

Lazarini's Baths
(A nice place to get clean)
XXVI11-C042

These private baths serve the Black Hand as a
messsage drop; messages or small packages are kept by
the day clerk behind the counter, marked "For
Jonathon'; "Jonathon" is a codeword, and the clerk will
give the message or package to anyone claiming that
name. Several of the Black Hand sworn swords come here
to cool off after workouts.

Message Drop
(Nothing really spectacular)
XVI-$134

A loose stone in a fountain near the center of the
Plaza of Troubadors serves the Black Hand as a
convenient message drop. The hole beneath the well-
concealed stone is large enough to accomodate a small
scroll case.

Geraldine's
(Rooming and taundry)
XXX11-C045

Geraldine (#349) runs a small boarding house on
Spring Sireet, in the Commons. She is a large woman,
who makes ends meet by renting rooms in her spacious
row house, and by doing laundry for some of the
neighbors. Caradello maintains payments on one of the
rooms at her establishment, and it is used occasionally
when the Hand has need of a hide out.
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House of Linneas Mauray
(A black market physician and chirurgeon)
XXVIH-C040

A renegade healer, Mauray (#350) got into frouble
with the Haven authorities because of his interest in
communicable diseases. After an outbreak of typhus in
the North Corridor, Mauray changed his name and moved
to the Commons. He is an accomplished surgeon, and, in
exchange for protection from his neighbors (he has
continued his research in the Commons), he performs
facial operations on Black Hand operatives, permanently
altering their features.

Scenarios and Piot Qutlines

THE BLACK BOOK

Piayers' information: The players are approached in a
bar by a large, heavily muscied man dressed in loose
clothing. He indicates that he wishes o hire a group of
venturesome people, unaffiliated with power groups in
Haven, to handle a "job" sometime in the near future.
He adds that it will require a fair amount of discretion,
that it is likely o be somewhat dangerous, and that the
monetary rewards will be high. Pleading other
engagements, he tells the players to meet him at a
boarding house behind the tavern called the "Fox and
Goose" on the Street of Silk Veils at six o'clock sharp,
and then exits the bar.

Should the players decide to investigate his
proposition more closely, they will discover that a
seedy, disreputable looking boarding house does indeed
exist in the alleyway behind the "Fox and Goose". The
tired and worn doorman seems to be expecting them, and
directs them fo a second sfory room. After a wait of
some fifteen or fwenty minutes, a frio of foughs, led by
a thickset, heavily scarred man, enfers the room (the
original contact, the muscular man, is nowhere to be
seen). There is a chance (saving roll against DSC+6)
that the players will notice that the scarred man bears,
neatly tattooed upon the inside of his left wrist, a
caricature of a lidless eye.

The proposition is simple. The scarred man
explains that he represents an organization that
desires certain information. Because his face, and the
faces of his men, are known to certain groups that
oppose him, he cannot get this information himself, and
so he wishes to hire the players to get it for him. The
information consists of a nautical log book, and the
scarred man says his organization has reason to believe
that it will be carried by a man named Esteban de Martin
fo a bar on the South Docks called Black Padre's
sometime the following evening. Esteban may be known
by the fwo gold earrings that he wears in his left ear,
and by the heavy red scar across his baiding forehead.
At this bar, Esteban will meet someone, the scarred man
does not know who, and will then leave the bar, carrying
the book with him. The scarred man desires the players
To remove the book from Esteban's possession, after the
meeting at Padre's has taken place; the party is then to

meet him and his men at the alley behind Voelkher's Sea
Transport. In exchange for this bit of thievery, he
offers the players 10,000 GP, 500 down and 9,500 on
receipt of the book.

GM's Notes:  The '"scarred man" is Juliano Monferrat
(#351), one of Mr. Rasputin's trusted lieutenants and
commander of his bully boys. The other two men, despite
their bulk, are skilled thieves in Rasputin's employ. The
apparent tattoo on Monferrat's wrist is actually a pretty
fake, drawn in water soluble ink. It is a decent,
passable imitation of the Thieves Guild insignia,
although lacking some of the proper details. Esteban is
the Captain of one of the Black Hand smuggler ships,
whose movements in the past have been well enough
documented by Rasputin's men to verify that, on the
second night after he puts into port, he visits Black
Padre's, probably to receive instructions. That he
consistently carries his log book with him on such
excursions only serves to confirm Rasputin's suspicions.

Reports from other sources indicate that the Black
Hand is organizing another major drug "importation"
operation, and Rasputin hopes that the log book will
contain information about the Hand's plans; as it turns
out, his reasoning is 100% correct. The book itself is a
typical ship's log, and as such would only be useful fo

people who knew sea trading intimately, so that
discrepancies and anomalies in the log could be
detected, and their significance analyzed. Much more

serious, however, at least as far as the Black Hand is
concerned, are the letfers instructing the movements of
ships belonging to the Tandoway Spice Company, to be
given o their captains in the port of Clermont, some
fifty miles east of the Dorian delfa. These letters,
written in a complicated substitution cipher, provide
detailed instructions regarding the buying and carrying
of an unamed substance, referred to as "the cargo", and
include a carefully plotted +timetable. A thorough
search of The book will reveal these documents, hidden
in a secret pocket on the inside of the logbook's cover;
in this pocket, the players will also find a 2,000 GP
letter of credit, drawn on the House of Rand, that was
to finance Esteban's next voyage. Esteban, needless to
say, will be an unhappy man shouid he lose the book,
while the information within it is of obvious usefulness
for Raspufin's attempt to monopolize the Haven drug
frade.

Should the plan go as Monferrat hopes, the players
will successfully stea! the book from Esteban and show
up at the rendezvous, there to be met by a dozen or so
thugs, waiting in ambush near the blind alley behind
Voelkher's Sea Transport. When the players enter the
alley, the thugs will enter behind them, thus cutting
them off, and overwhelm them. Taking the book and such
of the 500 GP as they can find, they will leave the
unconscious players behind, to be found by the Black
Hand operatives the ruckus will no doubt soon attract.
When the players are interrogated by the Hand, the only
clue that they will have to the identity of their
employers will be Monferrat's wrist tattoo, intentionally
displayed when the players were hired so that it will
firmly establish the Thieves Guild as the culprits . . . In
this way, Rasputin will have the book for the loss of a
few GP, while any Black Hand countermoves will be taken
against the Thieves Guild.

C-16



Should the players elect to visit the rendezvous
before they go to Black Padre's to await Esteban, they
will notice that it is a long, litter strewn alley that ends
in a long boarded-up door. It would be a relatively
simple matter fo open a crawlspace into the interior of
the abandcned warehouse. Otherwise, there are no exits
from the alley, and the buildings to either side are
uniformly of two or three stories in height. Clearly, the
alley is a place just begging for an ambush.

Esteban will be accompanied by his burly first mate
when he goes to Black Padre's. The mate will wait for
him in the bar while Esteban himself goes to the
backroom to receive his instructions from the local
Black Hand commander, Alfonso Caradello. Esteban will
then return to the bar to collect the mate, and leave
Padre's by the rear exit. From there, the two will
proceed to the the Crystal Ship, where they will become
quite drunk, before returning fo their ship.

Caradelio, knowing of Esteban's propensity for
epic binges, has assigned two of his toughs fo tail (for
complete rules on tailing, see TG 4) the two, to make
sure they make it safely back to Dark of the Moon.
Since these two expect only a routine tailing job, they
are not particularly watchful, and thus may easily be
seen by the players if they look for people who might be
tailing the Captain and his Mate. Should Esteban get
into any trouble while these two are watching, they will
probably move directly to his assistance, although if it
looks to big for them to handle, one will return to
Padre's for nelp while the other remains watching.

Monferrat's two bully/thieves will wait for the
players at Black Padre's, to guard against the
possibility that they avoid the ambush (Monferrat is a
reasonably careful man). It is possible that the players
will recognize the two while at Padre's, and they may
become suspicious of Monferratf's intentions (affer all,
Monferrat's men were not supposed o be able to enter
Padre's, to avoid recognition by their opponents).
Should they be undetected, the two will leave Padre's
after the players, and set up an exchange tail behind
the party. They will be difficult to spot. If the players
do not, in fact, fall for the ambush, these two will wait
for an opportune moment, and fry to steal the logbook.

The players, of course, may decide to doublecross
Monferrat, and attempt to seil the information that they
have found. The precise value of the logbook will take
quite a bit of investigation to determine, and both
Rasputin and the Black Hand will be looking for them.
This is a highly dangerous road to follow, but likely to
prove profitable, as there are four potential buyers
(the Hand, the Thieves Guild, Rasputin, and the City
Guard). Depending upon the buyer, the book may be
worth as much as 15-20,000 GP.

Should the players be captured by the Hand, they
are in for an unpleasant experience. Since the players
are not strictly opposed to the Hand, and in fact have
been duped by the Hand's enemies, Caradello and his
henchmen are not likely to kill them oufright -- a few
warning scars and some painful and slowhealing cuts in
strategic locations, will probably (85%) suffice. After
their ordeal, the players will find themselves thrown
penniless and naked upon the Common's sireets, an
object lesson to others foolhardy encugh to cross the
Hand.

RESCUE BY MOONLIGHT

Players' Information: The players are approached by a
veiled half-elven girli who appears to be a jow class
courtesan. She will attempt to "pick up" the most
solicitfious male party member and persuade him to
accompany her back to her rooms at Petals of the Rose,
a Commons brothel; should her first target appear
unreceptive, she will switch her aftfention to the next
most likely party member, and so on. She will be
attracted first to size and strength, and will appeal to
the character who best displays those atiributes before
approaching his less brawny companions. It should
quickly become clear that she is quite desperate, and
(though she frys to conceal it) her intentions are not
amorous.

Once she gets a male player character alone, her
story will come out in a rather confused fashion, heavily
interspersed with long outbursts of sobbing. Her name is
Moonlight (#352), and her beautiful, innocent younger
half-sister, a human girl called Electra (#353), has
recently disappeared, and has not yet been found.
Moonlight's father was a member of one of Haven's
mercenary iroops, and was killed some years ago in the
fighting around High Crag Keep. He lived in free
companionship with Moonlight's eiven mother, a
courtesan on the Sireet of Silk Veils, for several years,
although their union was frowned upon by both families;
it produced only one chiid, Mconlight. Later, some two
years before he died, Moonlight's father married the
daughter of a Magic Street shopkeeper, and Electra was
born shortly thereafter. Since his death, Electra has
been raised by her mother's kin, who are deeply
distrustful of Moonlight. The two girls managed to
become close friends despite the disapproval of
Electra's family, however, and visited each other as
much as possible. Moonlight found out about Electra's
dissappearence yesterday, when she did not show up at
an arranged rendezvous to go shopping near Erinhir;
Moonlight's attempts to approach Electira's family have
been rebuffed, and all that she has been able to learn
is that Electra was last seen near Lorien Street the
previous evening. Moonlight discribes Electra as a
iovely girl of average height, with long red hair with a
pronounced streak of silver (a very rare hair
conbination in Haven).

Moonlight explains that one of the girls at the
brothel is the mistress of a tall, older, sinister man who
(Moonlight whispers) is "one of them". This girl, whose
professional name is Lily McGill (the other girls at the
Rose call her Nancy), lives in the room adjacent to
Moonlight's. Late last night Moonlight overheard a
conversation between Nancy and her lover; the two were
apparently somewhat tipsy and not very discreet. The
tall man was loudly cursing a number of people,
including "™thet grungy dcuble-crossing rat-faced
twice~-be~damned slime eating bastard Maylino" and a
"mange-eared scab-faced little two-bit drug dealer in
Thieves' Market", because he was going to have to work
a double shift sometime soon. When Nancy asked him
why, he replied "l gotta pick up a special shipment from
the Whip for export, and | bloody well hope they won't
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hafta be carried, 'cause | hate to carry people when
they got two good working legs on 'em. Affer a nasty
chuckle, "One of 'em's a not 'alf bad look'n redhead wit
a fancy silver streak in her hair; maybe I'll get a crack
at 'er for my froubles."

Moonlight explains, after relating this, that she
suspects that her sister is the girl that the tall man
mentioned. She thinks that her sister has been
captured by slavers, and will soon be smuggled out of
the city to be sold. She wants the player (she will be
leery of bringing others into this, because she does not
want "them" fo find out) to help rescue her sister.
Unfortunately, other than her own voluptuous self,
Moonlight has only her life savings (some 56 GP in
assorted small change, kept in an earthenware piggy-
bank) to offer the player for payment. Anyone who
would take this distraught young lady's gold would be a
heartliess cad, and little wealthier.

GM Notes: Nancy's lover is Rufus, the nightwatchman of
Dockside Service's warehouse near Warehouse Row.
Rufus was sober the night that Angus McFarlane, the
Black Hand slaver who serves as Adrielle llorin's
contact, came to the Dockside Services warehouse to
discuss proper storage of his next shipment of slaves
with Constantine Maylino. At that time it was decided
that Rufus would pick up Angus' "cargo", a pair of young
women (one of whom is Electra), at the Black Whip in
about two weeks, affer they had received their
™Mraining". This is the extra duty that Rufus was so
vociferously  complaining about when Moonlight
overheard him,

Moonlight is deathly afraid of the Black Hand. She
has picked the players to approach because they are
obviously strangers to the area, and thus (so her
reasoning goes) unlikely to be Black Hand members. She
witl not, even so, mention the Hand by name, and if
pressed as to who "they" are, will reply " can™t tell you,
they'll kit! me".

Electra had the misfortune to resemble one of
Adrielle Illorin's former owners, and was captured by one
of Adrielle’s henchmen two nights ago while walking a
grassy common near her home; she had been shopping
that day in Adrielle's fabric store. She was briefly held
at the Fine Silks and Fabrics warehouse before being
sold to Angus MacFarlane, Adrielie's Black Hand contact.

Angus is ostensibly a dealer in spices and mineral
powders. He owns a small pavilion in the Thieves
Market, from which he and his assistant, Hallen
MacCormac, may usually be found hawking their wares.
Angus is also a small time dealer in uncut hashish, and is
widely known throughout the market as one of the
sleaziest and most disreputable drug dealers around. As
a consequence, most merchants at the Market will not
suggest Angus' booth if asked for directions to a dealer
in drugs.

At present, the two girls are being kept in the
rear of Angus' tent, behind bundles of his wares; both
are heavily drugged. Late fomorrow night, a small
donkey cart will arrive at the Thieves' Market,
accompanied by two muscular men; the cart will stop at

one of the market booths and pick up a number of bolts
of cheap linen, and then move to Angus' Pavilion.
There, the two men, Angus, and McCormac will shove the
women into large, heavy~weight canvas sacks, and load
them onto the cart, o be taken to the Black Whip for
Two weeks of "indoctrination". The bolts of linen will be
spread over the +*wo girls, which, along with the
tumbering movements of the cart, should adequately
disguise any movements that the giris may make in their
drug induced stumber. The entire operation, once the
cart gets to the Thieves' Market, should only take about
fifteen minutes.

Should the player elect fo assist Moonlight, he will
have to locate where Electra is being held and somehow
free her. |If the player attempts to rescue her from
Angus, he will have to discover the location of Angug
tent and then deal with the feisty littlie siaver and his
hulking accomplice.  The player will discover that
Electra herself has been thoroughly drugged; it is
unlikely that she can be awakened anytime soon after
being released (the drug will maintain its effectiveness
for 1D4 hours after the player has rescued her), and it
is improbable that she will be able to aid in her own
escape.

It is possible that the player may attempt to
locate Rufus, and discover Electra's whereabouts from
him. This is a much more difficult feat, since the South
Docks are large and Rufus is not a well known
personality. Should the player manage to find Rufus
and get him appropriately inebriated, there is a chance
(saving roli against DSC of player) that the player will
be able to ask leading questions in such a manner that
Rufus will not become suspicious. In this case, the
player will find that all that Rufus knows is the date he
is To pick up his charges at the Black Whip, and that the
slaver (Rufus does not know Angus' name) is a drug
dealer at Thieves' Market. Of course, if the player does
not locate Angus' booth before one o'clock the following
evening, the girls will have been moved to the Whip, an
establishment from which it will be almost impossible to
rescue Electra.

Rufus will go to the Whip fifteen days from now,
accompanied by one other Black Hand thug and one of
the Dockside Services wagons. At the Whip he will pick
up five girls, drugged and bound, and packaged as
before in the donkey cart; one of these will be Electra.
They will be taken back to the warehouse, where they
will be kept for the night; early the next morning they
will be loaded onto Falling Star, a Black Hand smuggler,
where, listed as "passengers", they will be carried from
the city. Falling Star will sail with the tide, and will be
gone by ten o'clock that morning.

Should the player successfully rescue Electra, he
will have earned, in addition to the undying gratitude
of Moonlight and her sister, the small reward (500 gold
pieces) that Electra's parents have posted for
information concerning her whereabouts. It is also
possible, depending upon how he rescued Electra, that
the player may receive unwanted attention in the form
of a band of Black Hand thugs, who will attempt to quite
thoroughly frash him for his interference.
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THE BOROUGH OF THE OUTLANDS

THE CAULDRON

The Cauldron, home of the less affluent and
working class non-humans of Haven, is not so much a
melting pot as a patchwork quilt of different racial
neighborhoods that only slightly overlap. Dwarves and
elves are by far the most numerous, inhabitants, making
up two-thirds of the Cauldron's population, with hobbits,
centaurs, and the winged avanthari making up the
remaining third. Orcs, kobolds, and goblins are not
welcome here, and nust make their abodes elsewhere,
usually in the ghettos of the Labyrinth.

The dwarves of the Cauldron live and work in
single story structures of stone and brick, which tend
to lack the exfensive underground levels that
characterize the more affluent Dwarrow. Because of the
stiff competition for the few eligible dwarven females in
the city, the dwarven denizens of the Cauldron suffer
the greatest envy toward Their more prosperous kindred,
and work most feverishly toward impoving their status
(and leaving The neighborhood for better things).

The elves of the Cauidron are primarily Sindarin,
by far the most numercus kindred present in the city.
Unlike their Noldor cousins in Erinhir, the Sindar do not
seek to avoid the influence of their non-elven
neighbors, adapting to city life in ways uniquely their
own. They participate actively in the manufacfure of
spider-silk, an uniquely elven (and highly prized) fiber,
and in the import and sale of elvish herbs and wines.
Several have become quite wealthy, and able to adorn
their wood or haif-fimber homes in the area around
Dancing Green with delicate woodcarving and small
elaborately maintained gardens; all are viewed by their
Noldor counterparts as vulgar, capitalistic, and all too
human-like.

The relatively small number of centaurs residing in
Haven live along The lower end of Neh Way, in extended
family units, in long, low buildings with wide doors and
open walled courtyards. Most of these creatures are
employed in Haven's fransportation system, either on the
trolley routes or pulling a hansom cab.

A smattering of hobbits occupy the area of the
Cauidron around West Smial Street, a neatly kept avenue
of aboveground round-windowed shops and cottages.
Primary professions inciude wood-working and coopery.
Of all the neighborhoods, the Cauldron hobbits maintain
the closest, most relaxed relationship with their kindred
in the Dell.

Humans are generally much more welcome in the
Cauldron than in Erinhir or the Dell, and they are not at
all an unusual sight on its streets. Many languages are
spoken and understood here, and many "imported" goods
and products are available, some of which are made only
a few blocks away. Taverns and inns generally feature
ethnic specialties, and are far more reasonably priced
than the specialized restaurants of the more affluent

neighborhoods. The Dancing Green is frequently the site
of elvish festivals and dancing, open to all who enjoy
such moonlit revels.

The Cauldron, however, is primarily an area of
small-scale light industry and small businesses, with most
of the residents working out of their own homes. The
figures of greatest Iimportance in the business
community here include the elven House of Flanderin,
The hobbit families of Miller, Baggamuffin, and
Salsenpheffer, and the clan of +the old centaur
patriarch Jarius Gildenhoof.

GM's Notes

The avanthari, or "winged ones", a strange race of
elf-like creatures from the White Wing Mountains west of
Haven, also make their home in the Cauldron on the
steep hillsides of the Dwarrow.

in appearance, the avanthari are of short stature
and slight build, with elvish features. The torso,
however, is heavily muscled, with a large keelbone to
support The creature's magnificent wings. The wings are
white feathered, and are long and narrow for gliding;
avanthari cannot sustain a flapping motion for long, but
can ride thermal currents for hours. An avanthar's
wingspread is usually 4 to 6 times his height.

Avanthari are nimble and quick, and are usually
astute in matters of commercial interest. There is a
wanderlust in most avanthari that urges them toward a
migratory existance, a need o see what lies beyond the
next ridge or ocean. Avanthari are frequently traders
and merchants, and are also known as great sailors and
navigators. As scouts and fast-travelling messengers
they cannot be equalled, for their eyesight Iis
exceptionally keen and their flight swift and silent.
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Spidersilk, a rare and delicate fabric woven by
the elves, is made from the silk of giant spiders,
imported in bales from the deep forests of the Wold. The
fragile silk is combined with flax on the distaffs (elves
do not use the spinning wheel) and looms of elvish
spinners and weavers in the Cauldron. This industry
centers around Spidersilk Street and provides steady
employment for the numerous spinners, weavers, dyers,
and fullers who live in the neighborhood. The industry
in spidersilk is dominated by The House of Flanderin; the
family is involved in every aspect of the production
from the purchase and transport of the raw silk fo the
management of the spinners and weavers who convert it
into bolts and cloth, fo the export of finished fabric.
The Flanderin family also own many of the houses in
which their workers live, and use some of the profits of
the business to sponsor festivals and other benefits for
their workers - nonetheless, workers are only modestly
better freated than their human counterparts in the
wool and linen trades.

THE UNIVERSITY OF HAVEN

In the southeast corner of the Cauldron s
Hypotenuse Square, site of the University of Haven.
Actually a collection of schools with no ceniral
organization, the University is one of the few schools of
its type in the Ten Cities, and is attended by students
from all over the region.

Various schools in the University include the
institute of Mathematics, covering everything from
theoretical mathematics, geometfry, and architectual
engineering to economics and basic bookkeeping, and
the College of Physical Naturalism, which deais with such
subjects as Asfronomy, Geology, and Natural Laws
(Physics). The Coliege of Natural Philosophy expounds
to its students the Laws of Nature relating to flora and
fauna, usually based on fradition and third or fourth
hand reports rather than on experiments and
investigation; the Schoo! of Alchemy teaches magical
and non-magical chemisiry, and the College of Rhetforic
covers grammar, rhetforical speech, debate, philosophy
and history. The School of Law deals with legal debate
and the study of local and fraditional laws, considered
a vital part of the education of sons of the nobility in
these modern days when more batfles are fought in the
courts than the field; finally, the School of Medicine
teaches anatomy, diagnosis, and the creating of potions
for treating illness and injury.

The students whe attend the University are a
rowdy lot and not always The best of neighbors for the
elves and other residents of the Cauldron. Students are
usually the sons of well-to-do guildsmen and merchants,
as well as those of the nobility who no longer consider
education the province of the clerics and scribes. A
great number of the students are from other cities and
towns in the regicn. The students usually have an
allowance from home, much of which goes fo less
academic pursuits in the taverns, or on the Sireet of
Silk Veils. They generally have an attitude of contempt
for the less educated townsmen, which makes them
sometimes iess than popular.

Even among the students, the turmoil between fhe
old noble families and the newly rising mercantile class
continues; the Young Stallions have found a number of

supporters among the young nobles who are also
students of the University. In opposition there has also
arisen a faction among the sftudents of guild and
mercantile background. This faction is led by Tertian
Dorring, son of a wealthy merchant from Huy Lankh, a
city north of the Wold. A student of the School of Law,
Tertian is an excellent speaker able fo rouse the
support of his fellows. He is also too intelligent to be
provoked into a physical confrontation and easily
appears the better of any of the Young Stallions in a
rhetorical duel.

Another incident that has recently caused a great
deal of debate among both the students and feachers of
The University and the city's society as a whole is the
publication of a paper by Professor Diego di Mantua
which demonstrates how the decline of the nobility and
the rise of the merchant and middle classes is a logical
and predictable progression into a New Age. Needless to
say, this paper has thrust the good professor into
notoriety and has made him the focus of attention from
both the militant Young Stallions (who burned 200 copies
of the document in the square) and the students led by
Tertian Dorring who gather around him for discussions.
Of late, the upper society of Haven, particularly the
high guild and merchant families, have made the
Professor a highly fashionable guest on the social
circut, a role with which he is not at all comfortable.

NPC Encounters

Master Nimoyin (#501) - a Sindar half-elf of later years,
and a former adventurer and iraveler, who now prefers
the quiet life of his city home. To keep himself busy, he
teaches mathematics and philosophy at the Institute of
Mathematics and lives on South Evenstar, near the
University of Haven. He is thcught to be a bit cdd
(probably due to his close association with humans) by
the elves, but given some respect, for his vast
knowledge. Nimoyin remains close friends with the
mercenary Captain Kiroc and his band, with whom he
iraveled for several years, and would do anything to aid
his old companions. Despite his years, he remains an
expert at unarmed combat.

Nimoyin has two students living with him at
present, an 18-year old half-orc girl named Deza
(#502), and Peder, the 14~year old son of one of his old
adventuring companions. The former has been a source
of consternation among the eleves of the Cauldron;
despite her obviously talented mind, she is less than
welcome even at the multi-racial University. There are
even dark rumers (false) among the students that her
position with Master Nimoyin has been obtained through
infimate favors. Though Nimoyin is nuefral on the
question of guild-noble dominance, he has a love of all
knowledge, and will act fo defend Diego di Mantua and
his work if he can.

PLACES ENCOUNTERED: the Mallorn, University of Haven

Captain Kiroc (#503) - a (supposedly) retired mercenary
captain, a former adventurer and explorer, and still a
formidable strategist and warrior. He is restless in
retirement, and can frequently be found working out at
one of the Sworn Sword halls in the South Corridor or at
the Four of Swords on Lorien Street. There is a
possibility that the player characters could interest
Kiroc and some of his men in Joining them for a
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particutarly challenging adventure. Kiroc is bold and
imaginative, a born leader, with just a tfouch of
recklessness; he does not take orders well from one he
does not respect. Kiroc is also an elf-friend, speaks
elvish, orcish and common, and is a charming iadies' man.
PLACES ENCOUNTERED: The Four of Swords, the Mallorn,
Master Nimoyin's house, various mercenary Halls

Silverthorne (Prince Celebdil) (#504) - a Noldor elf with
piercing grey eyes and very pale blond hair who
describes himself as "a simple traveler" and appears to
be a fighter of some kind. If in his company for very
long, one gets the impression that there is a great deal
more to this "simple fraveler" than meets the eye. |f
players let slip the fact that they are adventurers or
fighters, Silverthorne will be interested in hearing of
their exploits, particularly if there are elves or half-
elves in the party. This may lead to the players
involvment in Silverthorne's efforts to regain his throne
(see The Renegade Prince, Scenarios, the Cauldron).
PLACES ENCOUNTERED: the Mallorn, Four of Swords,
Nimrodel's Shipyards

The Companions of Silverthorne Silverthorne has a small
band of loyal followers, who have sworn fto defend him
and his interests, and to help him regain his throne.
Their chief is Mistwood (#505), an experienced warrior;
other members of the Companions include Stagtamer
(#506), another swordsman; Dewleaf (#507) and Rowen
(#508), skilled with the bow; Songbird (#509), with a
sweet voice and trained falcon; and Clearwater (#510), a
mage and a good judge of character. All are staying at
the Mallorn, and may be encountered at various places
throughout the city.

Shops, Taverns, and Residences

Malbar Printing and Bindery
(Books and printed matter)
b-0080

Balin arn Malbar (#511) and his family have been in
the bookmaking business (printing and binding, that i)
since the dwarves of Gutenfast invented the movable-
type printing press. Balin is a harried looking fellow,
thinning hair perpetually mussed, and is constantly
worried about meeting impossible deadlines. The
prinfshop consists of several large buildings around a
common courtyard with a stone wall and iron gates
{locked after sunset), identified by a bronze plaque.
Three large mastiffs patrol the courtyard and shop
affer hours, and two night watchmen are stationed just
inside the front doors. There is little money kept on
the premises, but the shop contains a small fortune in
lead type, vellum, and other supplies. The only other
ifems of interest are the 500 copies of the highly
controversial paper, "Economic Progress into a New
Age", by Professor Diego di Mantua, stored in the
warehouse awaiting final delivery. Certain factions,
such as the Young Stallions, would dearly love to
destroy the books to keep them from circulation.

Balin, his brothers and +their families have
apartments nearby, and there is dormitory housing and a
kitchen off the alley next to the complex for
apprentices and jouneymen. Besides Balin and his
brothers, the printshop empioys two dozen male dwarves,
engaged in various steps of the printing and binding

processes. The Malbar wives and daughters serve large
meals for the whole staff at lunch (and dinner, for those
who live in the dorm). Three of the apprentices and two
Journeymen are family members, as is one of the night
watch