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Guit>e to tl}e MiNROtl}ab Guilt>s 
WelCOME: to tl')e MiNROtl')at> 
Guilt>s --------­
This book contains general knowledge 
about the Minrothad Guilds and is for 
the use of PC and OM alike . The other 
book in this set is for the DM's eyes only. 

Minrothad is a nation of islands located 
in the Sea of Dread , south of the sho res of 
the Grand D uchy of Karameikos (see 
GAZ 1) and east of the is.land kingdom of 
lerendi (see GAZ 4). _ 

This nation is a political-economi c 
combine of various guilds . Some of the 
guilds are organized around crafts and 
the families that control them ; some pro­
vide professional services, while ?~ers 
pursue activities that are coven, military , 
or purely political in nature. 

The Minrothad Guilds are one of the 
most powerful non-military entities in 
existence. Due co th eir wide-ranging 
trade network and dominance of com­
mercial shipping, almost anything , legal 
or illegal , can be obtained by M~nrothad 
traders or their agents . The Mmrothad 
Guilds wield economic and political clout 
far out of propon ion to the size of their 
island natio n . 

An increased guild presence on the 
waterfronts and in the trading houses of 
th e continent have brought this success­
ful commercial nation mu ch into th e 
publi c eye in the last decade . ~n ea: lier 
times the country was fervently tsolauon­
isc, forbidding immig ration and strictly 
controlling travel and trade practices that 
brought outsiders to th e islands . But this 
policy has altered with a change in gov­
ernment , and the Miruothad Guild have 
opened their doors to trade, travel, _ and 
interaction with the folk of ocher nauons. 
Curious travelers inquiring about the 
Minrothad Guilds can hear intere ting 
things, depending on whom they ask for 
information. 

A sac;e fnOM SpecuranuM ---

" Over the sea, east oflerendi and west 
of Thyatis, lies the Sea of Dread . Th_e 
exact number of islands found the re ts 
unknown , because many are perpetually 
surrounded by fog and mists . The people 

of the major islands ban ded togethe r to 
form the Minrothad Guilds, the nati on 
that contro ls most of the sea trade in the 
world today . 

"These gu ilds have built an unsur­
passed merchant fleet co carry their ex~tic 
goods to other nations. They are s:creuve 
about their crafts, for few other guildhal ls 
can compete with the rare and artful 
objects exported by the ~inrot~a d 
Guilds . But the secret of theu trading 
success lies in two other factors . Minro­
thad maintains strict neutrality with the 
nations of the world . This allows them 
unrestricted access to major pons, where 
they base their mer chant agents and 
offices . 

"The second factor is the Minrothad 
merchant-princes: captai ns and masters 
of magic that keep their vessels safe at sea. 
No one in his right mind bothers a Miruo­
thad vessel, and no merchant worth his 
crade goods offend s their buying agents . 
A contract with the guilds can be worth a 
cargo's weight in gold ." 

A M iNnOtl} a O Gu i/OS Dw a nf --

.. ever cruse a Glantrian. They be 
tight-fisted, blackhearted dastards with 
no bone of pity for refugees or them that 
be down on their luck . And they lack the 
foresight to see how a business deal might 
be made . Guild smen , now-that story 
tells different . We always be calculatin' a 
way both sides can benefit . And you can 
tru st us , for we honor our word once it 's 
given. Unlike Glant rians." 

AN leneNbi Fisl}en MaN -----

"Those Minrothad ships are 
bewitched! Strange thing s happen 
around them - odd wind s ablow, schools 
of monstrous fishes following alongside, 
ships that vanish . Well , no one believ es it 
until they ee it for themselves , and then 
it 's too late . Even pirates leave them 
alone , that's for certai n . A merchant­
prin ce is a match for a pirate vessel all by 
himself . They'r e not normal people , you 
know . I' ve seen the flotsam myself, after 
a battle - ther e was naught left worth sal­
vaging . I'd steer clear o' them vessels, 
were I you ." 
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A MiNnotl}aO Gu/106 HalfliNG -

"There were oncet a time when halflings 
were enslaved by Minroth ad tall folk . Big 
labor for small diggers, that were- bu t we 
don' t pon der that no more . Malf Quick­
han d freed us, and off we took to Open 
Isle. Now we be as heavy-pursed as any oth­
er family in the guilds. Business be good, 
trade be good, and the tall folk never so 
powerful since the Silver Purge . 

"The purge? Oh , that were long back a 
killing time for humans, cursed as they 
were with the were-way. But ic be false, 
what Ierendi tour gui des say! The were­
folk be long gone from our Isles. Tourist­
fond we be, an d you'll catch naught if 
you visit Minrothad. Stop your ears co 
island-hopper lies from Ierendi!" 

A O,y a tiaN M encl}aNt - - -- -

" Guilds, shmilds. Those Minrothad 
upstarts want to create a trade monopoly, 
and woe betide the country chat depends on 
chem for shipping the day they decide to 
throw their weight around! We tried to 
bring rulrure co their islands when they were 
ignorant barbarians, but they didn't see the 
advantages an alliance would give chem. 
They still refuse co aJly chem.selves with us. 
Just shows how short-sighted they are. I only 
trade with them if I don • t have any choice." 

A MiNn o tl}a b Guilos 
M encl}aNt-P niNce -- -----

"It 's a bright new day for us, with Oran 
Meditor as Guildmascer . One of the sea­
faring elves he is, whom we call the water 
elves , and a great leader . Oran gave us an 
open uade policy, gained cooperation 
from the halfling and the dwarvish 
guild s, brought the family guild s in line . 
.. Oh? You don ' t know our guild system ? 

" The only imponanc pare is that the 
guilds were founded in 691 AC , and 
great Miruothad became cente r of c?o~­
erative uade venture . Crafts man ship 1s 
our only demand from our member s: our 
guilds include halfling, dw~rvish, 
human , and elvish craftsmen . Guilds are 
run by their masters, and they are 
directed by the ruling guildmaste r, Oran 
Mediro r. Simple, is it not? " 
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MiNROtlJab Histon y. as tolb 
by tJJe Waten Elves -- -

Water elves arc a seafaring race of elves 
whom some claim have made their home 
among these islands for thousands of 
years. Their version of local history is the 
one most widely heard by strangers to 
Miruothad . 

" The sacred Dread Sea Scrolls say that 
in the beginning, there was only water, 
light, and the immortal Calitha 
Starbrow . Calitha looked upon her shim­
mering sphere and desired that there 
should be people there to honor her. She 
created the True Ones , or Alfasscr ; 
though men call us water elves today, we 
prefer that ancient name by which we 
were known . 

"T he immorca.l was pleased with her 
first and best work and soon made others 
to populace the sphere in company with 
her true ones . She made the Alfund, 
whom we now call wood elves, and after 
them the animals : the fish in the seas, the 
birds in the skies, and all manner of crea­
tures on the land . Finally Calitha made 
lesser beings than the Alfasser and the 
Alfund: men, and haliling , and dwarves 
last of al.I. These she sent to reach the 
Alfasser patien ce and to show them what 
they could become without the immor­
tal 's guidance . 

"In time, some of the Alfasser wished 

for more power and knowledge than Cali­
tha Scarbrow had given them . They 
delved into the ways of dark and danger ­
ous knowledge , until we, their more cau­
tious brethren , left them and went to live 
separately in lands across the sea. The wis­
dom of this was proven a rnillenia later, 
when the immortal raged at the evil 
works done by the power-hungry Alfas­
scr, and destroyed their homeland and all 
the peoples who lived there . he opened 
the earth and brought down the skies in 
uch devastation that only the lands 

whence we had emigrated were left. Even 
those were corn by the eruptions of her 
anger so that they formed islands in the 
sea. 

"We true ones who survived called the 
waters around us the Sea of Dread , for 
our fear that Calitha 's anger would be 
unquenchable. While the immortal 
raged, she senc plagues, famines, and 
other disasters as tests to see if we, the 
remaining Alfasser, would stay true to 
her. Many turned away from Calitha in 
those days of trial , and one by one she 
sank their islands, until only the Alfasser 
that exist in Minrothad rema.ined . But we 
had proven our worth through the long 
challenges , and we have been well­
favored by the immortal ever since her 
anger calmed . 

"Since that long-past time of terror, 
Calitha taught us the craft of seafaring, 
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and we ourselves turned human magic 
into an arc for the protection of our ves­
sels. Our wood elf brethren came to us 
from over the seas, led by the immortal co 
aid us in the crafting of ships and pursuit 
of trade . 

"We have tolerated the growth of 
human cultures on our islands, stamping 
out plagues of lycanthropy from among 
them and separating their quarrelsome 
factions when they insisted on waging 
war. We helped the humans to trade 
across the seas, traveling far in our artful 
ships. Persuaded by Thyatians, foolish 
humans indulged in slave trade , and 
brought halilings co our shores co serve 
them . We helped free the little people 
from the yolk of slavery, and welcomed 
them into our midst as craftsmen and 
equals. 

"In lacer times, we invited dwarvish 
craftsmen co join us in the creation of use­
ful and beautiful things. They gladly left 
the ungrateful lands of Glanrri , and 
brought their metal and stoncworking 
skills to enrich our guilds . 

"With the help of our guildbrothcrs 
who work in the handicrafts , we have led 
the Minrothad Guilds on to greatness 
among the nations of the world . For this 
we arc graceful to Calitha Starbrow , who 
continues co bless the ventures of the 
A lfasser." 

Gninrrrrrrrrr ggg ~ 
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Guit>e to tl)e MiNRotl)ab Guilt>s 

LaNbs Of tl)e MiNROtl)ab 
Guilt>s ---------

It is recommended that travelers to the 
Minrothad Guilds go there either on a 
Gui ld vessel, or accompanied by a Guild­
ceni.fied navigator or pilot . The routes to 
the islands are tricky, and the waters con­
tain hazards of natural or magical origin 
best avoided by someone familiar with 
the local waterways. Guild vessels bound 
for Minrothad or other destination s in the 
island chain can be found in almo st every 
majo r seapon on the continent . 

UNUSUa/P~€NOM€Na ---- -

lt is the unusual phenomena of the sea­
ways that is most quickly apparent to a 
voyager to the Minrothad Guilds . These 
can make for an interesting and scenic 
journey, providing they do not rum into 
personal hazards . To ensur e that , the cau­
tion to travel only with a qualified crew 
shou ld be heeded . 

Fogs: One of the inexplicable phenom­
ena in these waters are the constant fogs 
and mists that surround most of the 
islands . Some of this is believed to be 
caused by active volcanoes, steaming the 
water through sea level vents the year 
round . Another cause is thought to be 
the meeti ng of the cold Continental 

weep wind s from th e nonh nonhwest 
and th e warm, moist Dragon 's Wind 
from the south . The only place the e two 
major fronts meet is in the Sea of Dread 
around the Minrothad Isles. 

Another cause of the perpetual fogs is 
undoubtedly magica l in nature, the 
result of weather-magic worked by 
merchant-princes . Safe navigatio n of 
these waters is almost impossible for sea­
men who were not raised here or who can­
not magically see through the fog . 

Waterspouts : Ia cenain seasons, when 
the cold and warm air masses of the Con­
tinental Sweep and the Dragon's Wind 
collide, tornados and waterspouts can 
result . Some are also said to be a side­
effect of weather magic worked by 
merchant-princes . Since there i o little 
land to be th reate ned by tornados , water­
spouts are by far the mor e common and 

unpredictable danger . 
A vessel struc k by a waterspout can be 

reduced to splinters in the water, or lifted 
bodily and depo sited elsewhere on water 
or land. Areas of fog ofte n obscure this 
type of hazard, and even in clear and 
open water, the speed of movement and 
erratic path followed by these watery 
whirlwinds make them difficult to avoid . 
It is said that merchant-princes have 
appropriate magic with which to handle 
such a danger, but common sailors and 
fishermen must trust to luck and their 
sailing skills to avoid them . 

Whirlpools: Numerous uncharted 
reefs and small islands lie within the terri­
tory of the Minrothad Guilds. At times , 
when ocean currents and tide s flow rap­
idly between rocks and reefs, whirlpools 
may result . As with fogs and waterspouts, 
this phenomenon is often caused by mag­
ic when encountered in Minrothaddan 
waters. This hazard sucks a ship down 
until it is torn apan on rocks or sub­
merged beneath the water. Whirlpools 
are almost impossib le to escape without 
the aid of appropriate sea magi c. 

Pinares ------------

Perhap s more treacherous than natural 
phenomena are the pirates who haunt the 
sea routes betw een Minrothad and the 
mainland . Always ready to prey oo prom­
ising cargo vessels, pirates appear like a 
scourge out of nowhere , attack their vic­
tims, then vanish uncraceably inco the 
mysterious fogs. Merchant-princes have a 
better chance than average captains of 
dealing with pirates, but not even Minro­
thad vessels are safe from their preda ­
tions. It is believed that the seafaring 
brigands are Ierendi or Thyatiao priva­
teers lured to this area by the rich ship­
ping traffic. The guilds are doing their 
utmost to eliminate the pirates from 
these waters . 

C~e JslaNbS ---------

The archipelago claimed by the Miruo­
thad Guilds is the area once known as the 
Colony Isles. There are six major islands 
and numerous smaller ones in this territo ­
ry. Most are of volcanic origin, while some 
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of the small atolls are coral growth atop 
submerged volcanic rock. 

Trader's Island: The first place to be 
settled among thes e islands was Trader 's 
Island . Trader, as it was called , is the larg­
est island in this group , with two inactive 
volcanic peaks, forested mountain ridges, 
and palm -covered coastal plains leading 
to black sand beaches . 

The first town founded on Trader was 
Harbortown, tucked away in a sheltered 
harbor on the nonh coast. First settled by 

ithian explorers led by a man named 
Minroch , Harbortown is the oldest 
human settlement in the islands . The city 
of Minrothad was named after the culture 
that developed there. 

Minrothad , the capital and major trade 
city of the guilds , is located on the nonh ­
east shore of Trader's Island on the site of 
a former Alphatian colony. The city 
proper lies a quaner -mile inland from its 
bustling seapo n and is nestled in the cone 
of an ancient, low-lying volcano . The city 
is surrounded by a moat over 300 feet 
wide, which is filled by the Lithwillow 
River before it flows down the dredged 
channel to the sea . 

Alfeisle: Almost as large as Trader is 
Alfeisle, home of the wood and water 
elves, where the trade city of Verdon and 
the fonified elvish pon of Seaborne are 
located. Verdon, near farmland at the 
south end of the island , is the newest of 
the pons. It has a system of quays and 
mooring bouys designed to handle 
shallow-draft shipping along the city's 
narrow beachfroot . Seaborne, the oldest 
of the elvish senle ments, is located at the 
nonhern end of Alfeisle . The city has ao 
extensive subterranean lagoon dockin g 
com plex , interli nked defenses , and a 
dazzling number of mansions and forti­
fied house s. 

Blackrock Island: Blackrock Island lies 
to the south between Trader's Island and 
Alfeisle . It is dominated by Halfpeak , an 
active volcano which periodically spews 
mud and lava. Very linle grows on Black­
rock and it is home only to a few fishing 
villages at the eastern end , distant from 
the volcano . 

Fortr Island : Northwest of Trader 's 
Island is Fome s Island , home of the 
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dwarvish guilds of Minrothad and their 
redoubtable city of Stronghold. Strong­
hold is located at the end of a long, nar­
row fiord whose cliffs loom menacingly. 
The rocky, barren island suits the dwarves 
well, for they avoid the dangers of its 
active volcano by ma.king their home 
inside the cliffs of Fortress. 

Open Isle: To the north of Alfeisle lies 
Open Isle, so called because the island is 
flat and treeless. Its major settlement is 
the halfling town of Malfton. The thin 
soil and rocky ground severely limits the 
vegetation that will grow there, especially 
compared to other islands of the Minro­
thad Guilds. evertheless, industrious 
halflings have turned the area around 
Malfton into a region of carefully tended 
gardens, limited orchards, and pas1:1r­
age. Malfton is the center of halflmg 
trade and manufacturing enterpri es. 

Fire Island: orthwesc of Open Isle is 
Fire Island and Redtop, its notoriously 
dangerous volcano . Rocks and hoc ash ~e 
sometimes ejected from Red top for miles 
out to sea, and lava flow down the 
mountain flanks with great frequency. 
The volcanic activity is so treacherous and 
unpredictable that the island has been 
declared off limits to all shipping traffic. 

North Isle: orth Isle is the last of the 
major Minrothad islands. The fortified 
town of Gaptoo was built as a colony of 
refuge for members of the guilds in case 
calamity ever strikes the islands . A popu­
lation with a disproportionate number of 
scholars and clerics lives there in the 
meantime. The trading activity of orth 
Isle revolves around supply and ware­
housing for ships bound to or from the 
mainland. 

Wea t~en - - -- -- -----

The Miruothad Isles have a temperate 
climate and generally predictable weath­
er. The tropical and sub-tropical condi­
tions, with warm winds and periodical 
rainy seasons, make these seas almost per­
fect for a trading and seafaring society. 

Dominant trade winds blow from 
northwest to southeast through the Isles. 
During storm season, this weather pat­
tern brings rain and blustering winds to 

the north west side of the islands fus t . 
Therefore, most popular harbo rs have an 
easterly or southerly exposure . 

Native Fiona aNO FauNa ----

Vegetation: Mahogany and teak ~row 
on the hills and highlands of the M10ro­
thad islands . Although they are replant­
ed, the forests have been reduced in size 
due co the demands for lumber for export 
and ship building . Vast areas of wood­
land have been cleared of the most valu­
able trees, and have become overgrown 
with shrubbery, taken over by palm trees , 
or turned co agricultural purposes . 

Fruits, nuts , and edible roots grow in 
great variety throughout the islands . 
Bananas , coconuts, guava , pineapples 
and much more wind up in the market­
places of Minrothad and on the guilds' 
ships for trade . The islanders import 
much of their food and rely on trade to 
give them the wherewithal! to accomplish 
this, but a modest agricultural effort pro­
vides yams , breadfruit, comatoe ~ and 
similar produce for local consumpuon . 

Wildlife: Birds are numerous on all the 
islands but Fortress Isle. Sandpipers scur­
ry along beaches, warblers nest in ~owe~­
ing dogwood, herons and egrets 10hab1t 
remote waterways. Gulls and terns nest 
on seaside cliffs, toucans are found in the 
highland forests, and a native _grouse 
called the ulit is a popular food bud . 

Small game is carce and snakes are 
rare, but diminutive peccary pigs can be 
found throughout the islands and are a 
bane to Minrothad 's few farmers. Popula ­
tions of monkeys confine themselve s to 
the highland forests, while wild goats and 
donkeys escaped from activity stick more 
to the lowland valleys. The predators 
dangerous to man that have not yet been 
hunted out of the islands are limited to 
several species of giant lizards, which con­
tinue to present a threat to forest travelers 
on most of the islands . 

Insects: A moderate number of insects 
are native to these islands . They are main­
ly flying, stinging pests, but _the ~ost 
dangerous insects encountered 10 Mrnr~­
thad are the poisonous spiders . These spi­
ders prefer a forest environment, but 
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sometimes come to cities carried in cargos 
of fruits and vegetab les. 

Hic;maNO HUNtiNc; ----­

As cold by humanjerald Ae ren, mas­
cer trapper, Exporr Guild (associace of 
the Merchan t Sailor Guild) 

Lord High -and-Mighty demanded I 
take him on a backwoods jaunt. A 
knight from Karameikos -yo u know 
the type . He were upset because he 
couldn 't get a mer chan t-pr ince to 
fight a duel , and so he wanted to kill 
something else instead . He had the 
coin, so I said yes. 

I warned him t 'were the wrong time 
of day to find game . 'And I'll see you 
in court if we don ' t', he answers, 
sarcastic-like. So I says to myself, we'll 
see how he likes the pigle ts. 

Peccary forage in a herd at times, 
hundred s of 'em. They run along, stu­
pid , trampling everything in thei r 
way, not knowing what they're look­
ing for. Ic's not hard to find 'em . Look 
for trampled brush and listen for their 
noise. 

Sir Knight didn 't figure it out when 
we circled ahead of the piglets. We dis­
mounted and he got his crossbow 
ready. 'Peccary? ' he asked . 'I hear 
those are good eating.' I agreed and 
pointed out where they 'd be coming 
through che brush. 

I neglected to ment ion how many. 
We heard 'em before we saw 'em . I 
was up a tree before he fired his bolt at 
the first one . Then out ame more pigs 
and out came his sword. He layed 
abou t like he was in a slaughterho use, 
but it wasn't good enough. Peccaries 
shoved him here and yon, almost 
knocking him over and tromping him 
under . Then he gave up and ran down 
the trail , outn umbered and chased by 
angry piglets . I about broke my neck, 
laughing myself out of that tree . 

I took his kill back to the inn for 
him . He didn ' t appreciate it. But I 
haven ' t seen him in court , either . 
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ECONOMY Of t)Je MiNROt)Jab Guilbs 
The Minrothad Guilds are manufacturers 
and service-providers who sell their goods 
and services mostly to markecs oucside of 
the Minrothad I Jes. In return , they 
import cargos of food, raw materials for 
their own production needs, and a 
diverse quantity of finished goods from 
other countries. Their large merchant 
fleet is famous io the pons borderi.ng the 
Sea of Dread, for guild ships carry both 
their own cargos and those of traders from 
every major sea and river port on the con­
tinent. Mioorothad 's large speculative 
cargo trade has made this nation wealthy. 

This successful mercanci.le combine is 
composed of highly stratified guilds 
which have carefully-defined fields of 
endeavor, and which do oot compete 
among themselves . Their structure, 
goods and services are looked at more 
closely under Guilds , but the following 
aspeccs of this economy will be readily 
observed by travelers to the Minrothad 
Isles. 

DoMiNaNce Of Sea 'CnabE -
The Mi.nrothad Guilds manufa ctu re a 

significant portion of the non bulky, high­
qualiry trade goods which travel by sea, 
but they a.re best known as the primary 
source of sea-going cargo carriers in the 
lands which border the Sea of Dread. 
Even the seafaring merchancs of large 
empi.res frequently opt to contract ship­
ping to these traders. Minrothad gui.lds­
men have a reputation for reliability, 
sharp but honest dealing , and speedy 
transit times. Not least of all, the 
merchant-princes who are masters of 
Mimothad ships are able to defend their 
vessels against the monsters of the sea, 
both human and nonhuman, better than 
anyone who is not sailing a vessel of war . 

Vensatility iN 'CnabE ---
Mi.nrothad traders either sell their car­

gos or trade them for other goods , 
depending upon their needs or the needs 
of the client for whom they are shipping . 
If the price is right, guildsmen can 
acquire any cargo or sell any goods for 
which there is a demand . 

Guildsmen are experienced financiers 
who carry letters of credit, conduct busi­
ness on account through their agents in a 
port , and are knowledgeable about the 
value of cash and trade goods in the plac­
es they transact business . These traders 
generally accept any gold piece or item of 
equivalent value when transacting busi­
ness, although a service charge is levied if 
the currency is not local or if an item will 
be difficult co convert co cash. 

DoMestic 'Cnat>e 
MONOPOiies -------

It is not possible for the Miorothad 
Guilds to completely monopolize trade 
abroad . Mose ports have open markets 
and though guild traders may dominate 
the scene , they still compete with other 
merchaocs. 

At home in the Minrothad Isles, how­
ever, it is a different story. Oucsiders are 
now permitted co visit the islands, but 
they are not allowed to compete with the 
guild mercantile operations chat go on 
there. Absolutely no professional trading 
or selling may be performed by oon­
Miorothaddans, except directly with the 
guild that handles that specific crade 
good . 

This prohibition is intended to prevent 
foreign merchancs from sailing in with a 
cargo on specu lation and selling it to any­
one who might wane the goods . A trader 
with a cargo of iron ore, for example, can 
sell only co the manufacturing family 
guild that deals in metal ore. Similarly, a 
finished product, such as cloth, cannot be 
sold directly to retailers, but muse be sold 
co the guild which monopol izes cloth 
trade. 

Sometimes more than one guild is a 
suitable purchaser for a cargo, but if none 
of them are interested in the purchase, 
there is no recourse for the foreign mer­
chant. Higher officials are not sympa­
thetic co the merchant's cause, because 
they do not care for foreign traders con­
ducting business in Minrothad. When 
guildsmen need or wane foreign goods, 
they purchase a cargo through their buy­
ing agents and carry ir co Minrothad in 
their own ships . 
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This and other commercial prohibi­
tions are dear-cut (see Laws), and new­
comers to Minrothad are informed of 
these injunctions before they debark . 

CURReNcy- ------ -
Foreign currency, as well as gems and 

jewels, are acceptable specie in Mimo­
thad, but a standard 5 percent conversion 
charge is added co the price of items pa.id 
for in this way. There is no fee charged for 
usi.og local currency. Money changers are 
common in every city. They are carefully 
regulated by the government and are fair-
1 y honest, but their variable rate of 
e~change affeccs the value given for for­
eign currency. 

It is legal co bring Miorothaddan cur­
rency into the country, but visitors are ooc 
allowed co take out any in excess of 200 
gp value. Local curre ncy follows the 
standard system of equivalents for ease of 
trade . A croaa is one gold piece, a byd is 
one electrum, a querr is one silver piece , 
and a plcn is one copper . 
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Coun ts---------
Minrochad courts fall under the co­

jurisdiction of the Tutorial Guild and the 
local government guild (see Guilds) . The 
Tutorial Guild uies all major crimes, and 
is also called in if there is any doubt about 
the extent or nature of the criminal 
action . The Tutorial Guild uses all of its 
arcane magical powers and devices to dis­
cover these answers and the truth is usu­
ally found our in such matters. 

A uial court consists of a senior guild 
member who presides as judge, and a jury 
composed of three members from the 
accused's guild and cwo nonguiJd citi­
zens . If the accused is not a guild mem­
ber, any sort of guildsmen may sic on his 
jury. Bail is unheard of, and the accused 
might await uail for up co a month. Dur­
ing char rime he is kept in a plain but 
clean holding cell. He is fed enough and 
treated de ently by the constabulary, a 
division of the local government security 
guild . 

During the uial, the judge asks the 
questions, and jurers are allowed a period 
of questioning as well. Lawyers can par­
ticipate in the proceedings bur are nor 
required co do so and are not always 
present . 

Laws aNb CniMes ----

Acts of violence are obviously criminal , 
but a surprising number of ocher activi­
ties are closely regulated as well. Ordi­
nances of interest co travelers are pointed 
out here; their violation can be consid­
ered a criminal act and liable co full pros­
ecution . 

Spell Casting: Only merchant-prince s 
may cast magic freely in the Minrothad 
Isles. Anyone else who doe so must have 
a merchant-prince or other member of 
the Tutorial Guild at hand to supervise 
the spell casting . Persons in violation of 
this ordinance - even unwitting 
visitors - are dealt with as described 
under Punishments . 

Law iN tl}E MiNROtl}ab GuiJbs 
Gambling: Travelers are often sur­

prised co learn that most gambling is ille­
gal among the Minrothad Guilds , in spite 
of the wealth that moves freely through 
their shops and businesses . Games of 
chance, like dice or cards, are illegal, as is 
gambling on violent events of any type, 
such as boxing or cockfighting. 

A monthly public lottery run by the 
government is the only authorized wager­
ing done in the islands. Tickets are availa­
ble ac money changers and taverns . 
Besides the lottery, gambling is permitted 
during the Midwinter Festival. Ac char 
time, people can wager up to 100 gp on 
sporting events like athletic contests and 
dog racing . Persons who are caught gam­
bling in any other ways suffer large fines 
as the very lease penalty . 

Business Transactions: When a traveler 
wishes to buy, sell, or do other commer­
cial business in the Minrochad Isles, the 
following regulations are imponant to 
know. 

1. Magical items may only be sold to 
Minrothaddans or to foreigners working 
for the government . Price discounts are 
forbidden , and they are never sold below 
a normal retail price . 

2. Adventurers who wish to sell valu­
ables to locals should note chat Minro­
chaddans are allowed to buy any icem 
brought inco the country. However, an 
item may never be sold ac more than its 
normal Minrothad market value. Higher 
prices are considered to be profiteering, 
and are punishable by imprisonment (see 
Punishments) . Visitors are forewarned 
that the experienced bargainers of the 
Minrothad Isles will seldom pay more 
than 50 percent of an item's retail value , 
or 75 percent if it is extreme ly rare or 
umque . 

3. Money paid to a foreigner for an 
item or a service rendered must be report­
ed to the local retail tax collector. The 
government then levies a tax of 18 per ­
cent of the total gp value of the item , 
material , or service sold, which is due and 
payable by the foreigner who made the 
profit . (An 8 percent sales tax is levied 
against Minrothaddans .) 
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4. Magical items sold or services per­
formed in Minrothad are done under the 
supervision of a representative of the 
Tutorial guild. The guildsman records the 
transaction for tax purposes, and guaran­
tees that any magic performed is in keep­
ing with Minrothad Guilds regulations. 
The foreigner is then charged a tax of 20 
percent, which includes a 2 percent fee 
for the Tutorial Guild's services. 

'CneaS0N 0 US Off €NS€S --
Treason against the state is the most 

reprehensible crime in Minrochad . 
Guildsmen resent betrayal of their state, 
but even worse, treasonous acts also derail 
many comp lex and subtle intrigues, the 
very life-blood of the guilds . Foreigners 
involved in plots or actions against the 
guilds may be suspected of treason, and 
will be cried with the full severity of the 
law. A range of sentences are possible for 
treason, as described below. 

In a similar vein, the Minrothad Guilds 
are concerned with their publi c image 
and their reputation , for they trade on 
these things as much as on anything else 
when they do business . If a guildsman 
commits a major crime in another coun­
try and publidy disgraces the Minrothad 
Guilds, he might be charged with defa­
mation of the guild when he returns 
home . If convicted, his punishment is 
often more severe than the one inflicted 
by the nation where he committed the 
crune. 

Pu Ni Sl}MeNt -------

Miruothaddans have been accused of 
preoccupation with material goods . At 
lease it is true that their laws dealing with 
possessions and attempts co steal chem 
are some of the most severe known . 
Guildsmen see their laws as a necessary 
balance co the unscrupulous who prey on 
the hardworking. A righteous and intol­
erant attitude coward che criminal colors 
their legal system and the penaicies 
received under ic. 
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Law iN tl}e MiNROtl}ab Guilbs 

The unforgiving Minrothaddan atti­
tude toward crime is most evident in the 
judgements delivered for thievery. Theft 
has always been a problem in ports and 
trading communities because the quanti­
ty of merchandise and number of people 
passing through offer so many opporcu­
nities for larceny. The penalties for theft 
in the Minrothad Guilds are harsh and 
explicit, as are the sentences for many 
other offenses. 

Fines and incarceration are not 
unknown punishments , but even they 
are taken to extremes. Fines are exorbi­
tant, with the dear intent to strain the 
resources of the guilty party. Imprison ­
ment is unpleasant ac best . 

Punishment for the heinous crime of 
treason can extend even to the relatives of 
the criminal , depending on how severe 
the treasonable action was. A shipping 
schedule betrayed to a foreign competi­
tor, for instance, might be punished with 
exile for the criminal and anyone else who 
knew about it. If, instead, the criminal 
helped assassins kill a guild master, the 
penalty could be the extermination of the 
accused and his entire family. 

Foreigners who commit crimes are usu­
ally punished more striccly than are 
natives . Typical punishments for crimes 
committed in the Minrothad Isles or 
aboard a guild ship are listed in the side­
bar. 

Prison: Minrothad dungeons are 
among the worst in the world. They are 
filthy and the prisoners are fed just 
enough to keep them alive. When Ruling 
Guildmaster Oran Meditor took office, 
he stopped the practice of tonure in these 
dungeons. Bue life itself can be torture if 
the sentence is very long; people who 
have been condemned co 20 years or life 
have pleaded to be put co death instead. 

Black Seal W.urant: No official con­
demnation is more uniquely Minrothad­
dan than the Black Seal Warrant, named 
so for the black wax of its official seal. The 
warrant is a death decree issued as pun­
ishment for the most censured of crimes, 
such as assassination or treason. The war­
rant muse be recommended by the court 
and endorsed by the ruling guildmaster. 
A criminal need not stand trial in person 

to receive the Black Seal as his punish­
ment, but can be tried in absentia . 

Once the warrant is signed, a gold 
piece value is set upon the condemned 
criminal as a bouncy. This unusual sen­
tence is the Minrothad Guilds' way of 
saying, "No matter where you are, we 
will eventually find you and execute 
you." It also is a license for the Thieves 
Guild to travel abroad or hire foreigners 
to execute the criminal with impunity 
regardless of where he is found . 

This warrant is so far-reaching because 
of che vital trade connections of the 
Minrothad Guilds . A country that offers 
refuge to a Black Seal-condemned crimi­
nal soon finds that guild ships will carry 
no goods to or from that country . If this 
measure proves inadequate, the guild 
puts similar pressures on the allies of the 
recalcitrant country, until it becomes 
more economical-and politically 
expedient-to give up the condemned 
criminal. The fugitive finds that there is a 
price on his head and most people know 
it . He can trust no one and few will shel­
ter him . 

Occasionally, in the case of foreign dig­
nitaries or notables, the Black Seal War­
rant is not publidy announced, but is 
privately issued to the Thieves Guild . 
Normally, though, the warrant is posted 
publicly in the Minrothad Isles, displayed 
on all guild trading vessels, and distrib­
uted in foreign ports by Minrothad 
agents . 
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'Cypical SeNteNces 

Crime: Punishment 

Defamation of character: Varies from 
time in the stocks to the death pen­
alty, depending on degree of dam­
age . 

Tax evasion: Flogging . 

Profiteering: Flogging , fine , or both . 

Breaking and entering : Blinding . 

Theft: Loss of one or both hand s. 

Purposefully distracting victim during 
theft or robbery: Loss of tongue . 

Embezzlement from employer, a 
guild, or the government: Blinding 
and loss of one or both hands . 

Swindling, running confidence 
games: Fine of up to 50,000 gp and 
imprisonment for up to 20 years. 

Sacriligious aces against a church: Fine 
and one year in the dungeon . 

Theft from a church: As above, plus 
confiscation of all property and 
exile after release from the 
dungeon . 

Unauthorized spell-casting: Varies 
from small fine (for a harmless spell 
cast in ignorance) to the death sen­
tence (for deadly magic) . 

IGdnaping or molestation: Death by 
stoning . 

Murder or attempted murder: Death 
by hanging . 

Assassination or attempted assassina­
tion: Death by impalement. 

Piracy: Ac sea- death by drowning 
(walking the plank or keelhauling) ; 
In port - death by hanging . 

~-000_.,.,.,.,., __ """--- r:rr ijjjjjjjjjjjjjj ~~ .... . / 0 I O O ■ 0 0 0 •• 0 • • • • 0 0 0 0 0 0 •• 0 • 0 • 0 0 0 0 0 I O O O O • 0 0 0 0 0 • 0 0 0 e O O e O e e O O O O I e • 0 0 0 0 0 • 0 0 0 0 • 0 0 O t O O O O t e O O O O e O e e I • O I • O O • O O O O O O O O O • t O O O O O O I 0 . ' . ·~ ... 

Hammond Mason (Order #39103382)



:.1~:( o o • • o o O • 0 0 0 0 0 0 0 0 0 0 • 0 • O • 0 0 0 0 0 0 0 0 0 0 0 I O O O O O O O O o o o o • O o O o o • O O O O O O O O O O O O O O O I o o o o O O O O O O O O O O I O O O O O O O O O O O O O O O O • O O O O O o • o • o O o ~:ti 

'"Cl}e Society of tl}e MiNROtl}ab GuiJt,s 
"Hoy, now! Crafr Row bc a mighty 

succt, chink you not? And you could use a 
guide, I'd guess. I'm chc one for you: 
Kirana Wdkic, apprentice magic dt:alcr. 
Guild Corscr, if you don't ken chc chcck­
mark. Ncvcr mind chcsc packages- I have 
'cm to deliver, but only to places on Craft 
Row. A talking stroll takes me not too far 
our of my way. Two qucn bt: a fair fcc ." 

This polyglot society is a striking com­
bination of peoples, customs, and cul­
tures that have come together in the 
cooperative melting pot called the Minro­
thad Guilds . The dominant culrure that 
has evolved is a blend of native human , 
elvish , halfling, and dwarvish practices. 
It is a society given to change and adapta ­
tion, constantly incorporating new ele­
ments encountered and borrowed by 
Minrothad traders abroad . 

LaNGUaGe S -------
"We bc civilized folk , as you notice . 

No barkers, no hawkers. Wares on shop 
windows and sidewalk tables, neat-like , 
so's you can browse as you walk. 

"Yes, that shop keep bc talking to you. 
He were saying, 'come in and look 
around,' not 'go fish in the sea.' The 
accent bc hard for a new ear to catch. 
Thar were 'fetch on an ' scree' in Patois." 

The language spoken in Minrothad is 
the Minrothad Patois , which mixes clc­
mencs of the original speech of t.he 
guilds ' member races with words taken 
from other tongues, old and new. This 
colorful language combines archaic refer­
ences and modern slang , and is constant­
ly changing due to the influx of new 
words that traders have picked up . 

Minrothad Patois has a sing-song 
cadence and sometimes rhymes senten­
ces. The melodic pattern carries over 
when Minrothaddans speak other lan­
guages , and islanders find it difficult to 
lose this accent when speaking foreign 
tongues . Although portions of Pato is are 
comprehensible (though strangely 
accented) to native speakers of its major 
source languages , it is a difficult language 
to become fluent in. 

Besides Patois, almost every language 

of the known world can be heard in the 
Minrothad Guilds . The merchants know 
many foreign tongues, and people of eve­
ry nationality visit these shores. A transla­
tor or native speaker of most languages 
can be found in the larger cities, and 
some Minrothaddan somewhere is bound 
to speak whatever odd dialect a traveler 
might know . 

N aMes ----------
Most names heard in the Minrothad 

Guilds consist of a first name and a sur­
name indicating one's craft or occupa­
tion . Regardless of race , names 
incorporate the wealth of borrowed words 
shared in the Minrothad Patois . 

Elves and dwarves have drifted consid­
erably from their cont inental linguistic 
roots, especially in the ir choice of sur­
names . An elvish weaver may be named 
Weafer, and a dwarvish smith , Bellows. 
Human names also consist of a first name 
and surname, but are less often related co 
occupations , and sound like names from 
the mainland . 

Dn ess --- - ------
Fishermen and farmers dress in loose, 

light clothes woven of native cottons. 
Dyes made from shellfish are popular and 
cloth is often colored with purple, crim­
son, or yellow. These dyes are worth a 
small fonune in many mainland coun­
tries, but are considered commonplace by 
Minrothad nat ives. 

In the cities it is almost impossible co 
tell a Minrothaddan by his clothes alone, 
because they arc likely to come from any­
where . Sophisticated folk indulge their 
taste for bright colors and imported 
products . Textiles from every mainland 
port arc available in Minrothad , and a 
wilder array of fashion can be seen in no 
other country of the world . 

Like their language, Minrothad dress is 
a pastiche of elements . On any main 
street can be seen bright silks, brocaded 
linens, brushed velvets and shimmering 
satins, cleganc boots , high-laced sandals 
or soft slippers, elaborate hats and tur ­
bans . Lighter materials are prefered 
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because of the climate, but cool weather 
or passing fad brings out woolens and 
furs . 

Styles change more quickly among the 
Miruothad Guilds than in any other 
nation , coming and going as rapidly as 
shipments of cargo. Continental fashions 
are imitated, or their elements recom­
bined in a typically Minrothaddan 
ensemble : a brocaded Karameikan dou­
blet , silken Thyatian hose, an Ierendi­
stylc cap , boots and bclc of Alfhcim 
tooled leather . 

Dietany Ha bits ----­
Minrothaddans eat four meals a day. 
A simple breakfast is followed by din­

ner shortly after noon , when shops close 
up for a two-hour break during mealtime 
and the rest period following it . Supper is 
the largest meal of the day, eaten in the 
evening . If supper is eaten sooner and the 
individual is staying up later , he also has 
the traditional "evening bread ," a light 
meal of bread, cheese, fruit , and wine . 
Among halflings, this meal is much larg­
er and is always served an hour or two 
before bedtime . 

Fish is the main source of protein in the 
Minrothad Isles. The fishing fleet meets 
all domestic needs and even provides a 
small export surplus of fish and shellfish. 
This diet is supplemented with seaweed 
and shellfish, native fruits and vegeta­
bles, sugar from cane grown by halflings , 
and the meat of pigs and game birds . 
Goats provide milk products and some­
times meat. 

Minrothaddans do not grow staple 
crops such as rice or oats in quantity . 
Instead , they import large amounts of 
grains and other foods from the conti­
nent . Specialty foods such as cheeses and 
wines are also in demand . 

ARCIJitectURE: ------
"/[ you be looking for someching and 

don't see ir , ask a shop kccp. They goc 
mountain s more hidden away inside . 
These buildings be much larger than chcy 
look , really, with Jocs of rooms, and court­
yards in the elvish ones." 
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'Cl)e Society Of tl) e MiNno t l)aD GuilDs 

Miruothad farming and fishing villages 
use simple , spacious wooden A-frame 
huts of one or two rooms . Near the coast 
these are framed of wood and covered 
with woven palm leaf matting , while 
inland the walls are split sapling s inter ­
woven with withes and covered with mat ­
nng. 

Wooden building s also dominate the 
construction in the citie s. In human 
settlements such as Harbonown , slat­
walled house s are built slightly above th e 
ground on posts. Structures have high 
ceilings and wide windows that open easi­
ly to the outdoors . 

Lacking adequate trees to build hom es 
in , Minrothad elves constructed wood en 
buildings with many interconnect ed 
room s. Adapting th e form for ease of 
defense, some elvish cities feature blocky, 
pueblo-like buildings . Outs ide they dis­
play windowless outer walls reinfo rced by 
masonry, but inside are a maze of con­
ne cting room s leading into enclosed 
open-air counyard s. 

Halfling s favor the burrow -like dwelJ­
ings of their ancestors, although for busi­
ness purpo ses man y build raised wooden 
house s like their human neighb ors. 

Except for dwarves , who bu ild with 
compacted volcani c rock, only the 
wealthy and the government build with 
stone in Minrothad . Supplies of useful 
quarry stone or clay for bricks are almo st 
nonex:istant on these islands , and such 
material s must be imponed from the 
mainland . City fonifications , bridges , 
and the mansions of the rich are generally 
made of scone. 

HoliDays --------
Minrothaddaos pride themselves on 

working hard and playing hard . They 
take any excuse to have a good time, as 
long as essential work has been done or is 
caught up. Numerous religious and 
national ho lidays fill the Minrothad 
calan dar, and it is common practice to 
receive time off of work on the day or 
afternoon that is ho ly in an individual's 
religious beliefs . These holidays are 
described in the Miruothad calendar, and 
monthly holy days are explained under 

The Religions of Minrothad . 

Reli<;ious Beli efs -- - -
Minrothaddans are rarely fanatic about 

their religious beliefs, and talk little 
about the philosophies they adhere to . 
They are tolerant of the beliefs of for­
eigners . Whether or not they are reli­
gious , most natives wear a holy symbol or 
medallion with the mark of their church . 
Such an item is considered co bring good 
luck and blessings to the individual 's 
endeavors . Temples are low-key affairs 
located in residential areas away from the 
hub-bub of visit ing foreigners and com­
mercial districts . 

V isit ons t o tl)e M iNno t l}aD 
GuilDs -- - ------

"Sorry you can' c gee price breaks­
those be only for guildm embers. Bue if 
you happen co be a mage , you might 
mention it to an innk eep, and you '11 get a 
good room." 

There are a grea t numb er of foreign ers 
in Minrothad, traveling on commer cial 
business or for pleasure . A visitor to the 
Isles notices the odd dress, strange lan­
guages, and pecul iar customs of these 
people, but island natives have become 
inured to this pan orama of variety. liav­
elers do not attra ct any particular atten ­
tion in the cit ies of the Minrothad 
Guilds , no matte r how outrageous their 
appearan ce or un cout h their dress. For­
eigner s are treate d with counes y and 
respect, at least as long as there is profit or 
good will to be made . There are , how­
ever, a few exceptions to these rules. 

Spell-casters: Magic is the domain of 
the merchant-princes and a few select 
members of the Tutorial Guild . Magic 
not related to seafaring is unfamiliar to 
the masses , and those who practice this 
art are figures of intrigue and mystery to 
the common Miruothaddao . 

Foreigners who are identified as magic­
users attract a great deal of attention and 
curiousity seekers . A spell-caster might 
be singled out by his distinctive dress or 
open use of magic . A person who wears a 
pentagram on his clothes might be mis-

10 

taken for a magic-user as well, for this 
symbol is forbidden in Miruothad to any 
but merchant-princes . lo either case, he 
soon finds himself followed by a gaggle of 
inquisitive children , and is a suddenly 
popular target of " casual" conversation 
with passing adults . 

Thieves: Anyone with the temerity to 
identify himself as a thief is at first disbe ­
lieved. Ifhe insists it is true, or has proven 
it by some action , Minrothaddaos react 
with horror and hatred . The penalties for 
thievery are quite unforgiving , and any­
one who is dearly a shady character is 
watched wherever he goes . 

CustO MS -- -- -----
"Oh, no! That be a dock-parry at Slip­

peryfoot's shop , where I take chis last 
package. My regrets, but I leave you here. 
Once in chat crowd, I may not get our 
again. Enjoy che Row-and if you wanr ro 
jo in chc dock-parry, stand on che sueet 
outside the shop . Belike che parry will 
come to you !" 

le is not proper to quiz Mimothaddans 
about guild politics or problems. Native s 
do not discuss these matters with outsid ­
ers , and cake offense at these questions . 

It is customary to boast about a guild 's 
good points while giving a sales pitch, 
and a buyer hears this if he asks about a 
produ ct or service. A sale concluded after 
a bargaining session is toasted with a 
drink of imported brandy , kept by the 
shop keeper for just such occasions . Cus­
tomers who buy expensive items might 
be invited to dinner by the merchant . 

Ships come and go in Minrothad ports 
all the time . The more imponant arrivals 
and departures are observed with a 
" docking party ," sponsored by a guild or 
ship master . Docking panics are held in 
the factor 's offices, a nea.rby warehouse , 
or elsewhere in town away from the vessel 
and busy dock. 

Most of the crew attends these raucus 
events , which sweep up passersby and 
sometimes migrate into the streets . Simi­
lar celebrations are held for the launching 
of new ships. Foreigners invited to such 
events are specialJy privileged . 

Grrww:::rnrrrg~-QQggggggggggggg ~ ~•v~ 0 0 0 • • o • • 0 0 o o e O • • 0 o • • • • • • 0 0 0 0 0 0 0 0 I O O O O O O O ■ o o o o O O O O t ■ o O o o O o o o o • • o • o o O o O O O O O I O O O I O o o O O O O o o o O o o o O O O O O • o O O O O O O O O O O O • 0 • • -:~t~: 

Hammond Mason (Order #39103382)



•,~";. ••I • • • o o • • 0 o ••It •••••I I I I• I I I I I I I I I I I I I I I I ■ I I I I I Io• I I I I• I I I I I I I It t t I 
'} tJ 

't:ips to 't:Ra v eleRs ---­
From a cailor who serves che nobility of 
Specularum: 

"There's no greater clothes-horse than 
a Minrothaddan. Take along a new-scyle 
belt buckle or a robe of a new cut and 
you ' ll have a great bargaining cool. You 
could give it away as a gift - and very_ flat­
tered the recipient will be- or trade It for 
what you want to buy. Whatever you take 
will have a terrific value because it' II be so 
novel. But the item better be something 
that's only just come out, or it will already 
be in Miruothad! " 

From an Aliheim elf : 

"Be careful. Minrothad elves resemble 
shadowelves too closely for ir co be a coin­
cidence . They' re every bit as full of intr!­
que and plots, that's for sure , and theu 
sea magic makes them almost as powerful 
as elf wizards. I don't think they can be 
trusted very far." 

'C)Je So ciety Of t)Je Mi NROt)Jab Guilbs 

From a halfling merchant from che Five 
Shires : 

"If you don't have the patience for ~ar­
gaining, you' U pay full price for e_very_thing, 
and that can be pretty expensive 111 LJ?e 
islands . Of course, retail prices are fixed 111 

the shops, and you can't argue w_ith those , 
but othe r things are very negouable : the 
cost of dinner or lodgings, the price of pas­
sage on a ship or the cost of its car_g~. e;en 
wages for nonguild work. Bargamm~ s a 
fine arc with guildsmen . They're disap­
pointed if you don't dicker." 

From a Karameikos knight : 

" Don't bother to pick a fight with a 
Minrothaddan . They laugh in your face 
and say they ' ll see you in a court of law. 
Even the merchant -princes lack the honor 
to defend themselves with honorable 
combat . They threaten with law suits or 
resort to magic. They ' re cowards, all!" 

From a wizard of Vestland: 

"Never refuse a social invitation m 

J J 

Minrothad! That's where the real busi­
ness is done: at dinner parties, on holiday 
get-togethers, or afte r work in the tav­
erns. lf you' re looking for work, or v.:ant 
to buy or selJ something, that 's the tune 
to make the best connections . And the 
best way to get invited is to make an 
expensive purchase . If it's the merchan~ 's 
biggest sale of the day, the merchant will 
take you out after work for a drink or din­
ner, and then you can really get down co 
busi ness." 

From a Thyatian chief 

"If you get a job there , don't expect 
many days off, unless ~ou c~nvert to one 
of their religions . Augnsm gives the mo~t 
days off, that's the one I'd look at. And if 
you ' re not a guild mem _ber , s~ay clear of 
guild business! I was m pnson there, 
charged with treason - me !_- because I 
carried a message from a guild master to 

a, shal l we say, unscrup ulous guildsman 
that I knew . Had something to do with an 
assassination plot, it turned out. I was 
lucky to get our of there alive ." 
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Beliefs Of MiNROtl}at> 
Minrothad religion s and philosoph ies 

reflect the country's hardworking pracci­
caliry, and have even been reinterpreted 
to accomodate the modern commercial 
bent of Minrothaddans. These ethical 
outlooks are rationalized as being similar 
to the purpose and goals of the Minro­
thad Guilds , even where that was not 
originally the case. 

EIENbaEN -------­

Meaning : The Ocean Path . 
Adherents : Predominantly water elves. 
Aligruneat: Neuual. 
Holy Days: Full moon . Believers take a 
full day off work . 
Holy Symbol: Pearl in mother-of-pearl. 

This philosophy honors Calitha 
Starbrow, a water elf from ancient times 
who ascended co immortality in the 
sphere of Time. She is especially fond of 
the water. She taught water elves the art 
of seafaring and led them to their home 
in Minrothad . 

Adherents of Elendaen believe the 
ocean is the cradle of all life , for even 
uees thrive on rain from storms that form 
over the sea. Elendaen followers desire to 
exploit the land and sea wisely so they 
may continue co prosper . 

Spells affecting the sea are granted co 
keepers and other followers of the Ocean 
Path . The Alfasser clan relic is cenual to 
these beliefs, but is a secret matter not 
spoken about with outsiders . Water elf 
characters may read Secrecs of the Water 
Elves in the DM's book to learn more 
about these private clan matters . 

Keepers and others dedicated to Elen­
daen wear only garments and accessories 
derived from products of the sea . 

DaiNROUW -------­

Meaning : The Forest Way. 
Adherents : Predominantly wood elves. 
Alignment : Neutral . 
Holy Days : New moon. Adherents take a 
full day off work. 
Holy Symbol : Oak leaf . 

Dainrouw was inspired by Ordana, an 
elf who , like Calitha Starbrow, ascended 

to immortality in the sphere of Time. 
Those who honor this immortal call her 
"Forest Mother ," and know that she 
favors uees and growing things . 

Forest elves learned the craft of wood­
working from this immortal who legend 
says revealed a homeland for them in the 
Minrothad Isles. 

Ordaoa is an older and greater immor­
tal than Calitha Starbrow, although her 
followers have been scattered in the elvish 
migrations of olden times and her name 
has faded from the memory of most. The 
Forest Mother gladly embra ces any fol­
lowers, and has granted clerical spell abil­
ities to the few humans who have 
converted to the Forest Way. 

The clan relic of the wood elves has a 
connection with this immortal , but, as 
with the Alfasser, is not discussed with 
outsiders . Wood elf characters may read 
the Secrets of the Wood Elves in the DM's 
book to learn more about this relic. 

Clerics , keepers, and others seriously 
dedicated to the Forest Way wear only 
garments and accessories made of wool, 
cotton, or leather . The favorite weapon of 
these clerics is a hardwood or ironwood 
club, which is + 1 to hit because it is 
carved to a perfect balance and fit in the 
individual's band . 

AU(iRiSM --------­

Meaning: Named after visionary dwarf, 
Wildeye Auger . 
Adherents: Dwarves and some humans. 
Alignment: Lawful. 
Holy Days : First day of every week. Wor­
shippers take the afternoon off. 
Holy Symbol : Medallion depicting two 
faceless, staring eyes. 

Wildeye Auger was a cleric and a fol­
lower of the immortal Kagyar, creator of the 
dwarvish race (see GAZ 6, Dwarves of 
Rockhome) . Through visions, Auger 
learned of immortals who watched over 
dwarvish craftsmen and cook special inter­
est in their Labor. Auger never glimpsed 
those immortals nor learned their names . 

There are 12 watchers in all, the fore­
most of which are the smith , the miner , 
and the stonecarver . They rarely inrerfere 
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with mort .als, but keep a close eye on 
craftsmen . 

Augrism exhorts its followers to per­
form their best at all times . Members of 
this church can be excommunicated for 
failing co live up co craft or guild stand­
ards. The church requires a 10 percent 
tithe of its members' annual income . 

Clerics of this religion wear simple gar­
ments in drab colors . Their heads are 
shaved in a stripe down the middle of the 
skull . Their favorite weapon is the scone 
hammer, which can shatter a metal weap­
on on a natural roll of 20. 

MiNROtl)iSM ------­

Meaning: Named after Miaroth, the 
Nithian human who colonized the 
islands. 
Adherents: Humans and some halfliogs. 
Alignment: Lawful. 
Holy Days: Three annnual holidays 
described below. Worshipers have each of 
these days off. 
Holy Symbol: A four-feathered arrow 
symbolizing the arrow fired by Minroch 
with inhuman accuracy. 

Minroth, a Nithian from the ancient 
empire , was the agent of an immortal 
who revealed that Minroth would find 
the secrets of earthly happiness in the Sea 
of Dread . The human led many of his 
countrymen into the sea and settled 'frad­
er's Island which they found there . 

Followers of Miorothism believe that 
the Minrochad Isles are a divine location 
and sacred ground. Here the faithful 
muse live in peace and occupy themselves 
with useful work . This is the fastest­
growing religion in Minrothad , and is 
embraced by many nonhumans. 

Minroth disappeared from Trader's 
Island and is expected to return one day. 
The holy days of Minrothism start with 
Onroun lsc , commemorating the expec­
tation of Mioroth 's return during the 
year . Sagmun 10th marks Minroch 's 
birthday, and Decmun 1st is the anniver­
sary of his disappearance . 

Clerics of chis religion may wear, ear, 
and use only items which originate in 
Minrothad . Their weapon is the mace . 
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'Cl}e MiNROtl}aOOaN CaleNOaR 
Minrothad uses the standard Thyatian Tomun Sebmun 

calendar for external uade purposes, but 0 T D F B s 0 T D F B s 
employs one of native invention for local 
time accounting. This calendar, called 1 2t 3* 4 5 6. 1 2 3* 4 5 6* 
the Verdier calendar after its inventor, 7 8! 9 100 11 12 7 8 9t 10• 11 12 
consists of 336 days a year. The year is 
divided into eleven 30-day months and a 13* 14t 15 16 17* 18 13* 14 15! 16 17* 18 
special midwinter week . Each Minrothad 19 20• 21 22 23* 24 19 20• 21t 22 23 24. 
week consists of six days, with a total of 

25t 26 27* 28 29 30* 25 26 27 280 29 30 five weeks in a month. 
The native word for day is tok. The 

Dreim un Oxmun word for month is mun. The week begins 
with Ontok, then proceeds through 0 T D F B s 0 T D F B s 
Totok, Dreitok, Firtok , Birtok, and ends 

1 2 3 4. 5 6t 1• 2t 3 4* 5 6 with Sagtok. 
The calendar shown here is for the year 70 8 9 10 11• 12 7 s • 9 10 11* 12 

1000 AC. However, Minrothad dates are 
13 14* 15 16 17t 1s t 13t 14 15* 16 17 18* calculated from the year of Verdier's 

death, making the current date 300 VR 19 20 21* 22 23 24 19 20 21 22• 23 24t 
(for Verdier Reckoning). The lunar phas-

25* 26 27 28 29t 30* 250 26* 27 28 29 30 
es shown on this calandar move back two 
days in each subsequent year, although Firmun Nom un 
the holidays and special events remain 
the same . 0 T D F B s 0 T D F B s 

2t 3 4! 50 6 2* 3 4 5t 6. 
Main Calendar Key 

9* lOt 12* 9* 11! 12 7 8 11 7 8 10 

* = New Moon 13 14 15 16• 17 18 13* 14 15 16* 17t 18 

* = Quarter Moon Waxing 
19* 23* 230 24 • = HaJfMoon 20 21t 22 24 19 20• 21 22 

0 = Three-Quarter Moon Waxing 25 26* 27 28 29 30t 25 26 27 28 29* 30t* 
* = Full Moon 

* = Three-Quarter Moon Waning Birmun Decmun 
* = Quarter Moon Waning 

0 T D F B s 0 T D F B s t = Holiday 
t = Special Holiday 1 2t 30 4 5 6 1 2 3 4. 5 6 

Onmun 7* 8 9 10* 11 12 7* 8 9t 10 11* 12 

0 T D F B s 13t 14. 15 16 17* 18 13 14* 15 16 17 is • 

l* 2 3 4 5* 6 19! 20 21* 22 23 24* 19 20t 210 22 23 24 

7 s • 9 10 llt 120 25t 26 27t 28 29 30 25* 26 27 28 29 30* 

13 14 15* 16 17 18 Sagmun Elfmun 

19* 20 21t 22• 23 24 0 T D F B s 0 T D F B s 
25 26 27 28 29* 30* 10 2 3 4 5* 6t 1t 2• 3 4 5* 6 

7 8* 9 10 11 12• 7 8 9* 10 llt 12* 

13 14 15* 16 17 18 13 14 15 16• 17 18 

19* 20 21 22* 23 24 190 20 21 22t 23* 24 

25 26 27 28 29• 30 25 26* 27 28 29 30• 

I 3 

~OOOOOOGOGOOOOOO--OOOOOOGGGO-OGGOOOQgggggg,g,gggggoog, ~ ~·~~ O I O O O O O O e e O O O I e e I I e e I I e e e e I I I I O e I O O O e O I I O I I O O O I e I I o I o e I o I e 1 1 e 1 1 I I I O o e I I • I e I I O I • I I I O I O I o ■ o • o o I o o o I e o O I I e O I o o I I o O o o o ~~t: 

Hammond Mason (Order #39103382)



:•:t~:: ••• • O O • • O O • o • O O • O • • O O O O • O • • O • • 0 • ■ I I O I o o O O O O ■ O O O o o o o o o o o o t e o e o o O O O O O O O O O o o O O O O O O O O O O O O e O O O O • • • 5;.;.:.{ 

'Cl}e MiNROtl)abbaN caJE:NbaR 

Mitwok 

0 T D F B S 

It 2t H* 4t 5t 6t 
Holidays are guild-sponsored days off. 

All work stops throughout Miruothad for 
carnivals, bazaars, and merriment . Oth­
erwise, people work every day unless they 
have a religious holiday off (see 
Religions). 

Special Holidays are national holidays 
sponsored by the government . They a.re 
like normal holidays but even more fes­
tive and usually mark some special event 
in the history of Minrothad. 

Onmun (first month): A cold, mid­
winter month . The 1st marks the begin­
ning of the calendar. There are no special 
holidays in the month . 

Tomun (second month): The cold con­
tinues through most of the month , then 
stans to drop off in the last week . 

Tomun 8th is celebrated as the Feast of 
the Silver Purge, when all the vampires and 
lycanthropes were thought co have been 
purged from Minrothad . People celebrate 
by telling scary stories and having a big feast 
to thank their deities for sparing them the 
evils of lycanthropy and vampirism. It also 
gives people a chance to use up winter pro­
visions and foodstuffs that have been saved 
for this special occasion. There was a second 
outbreak of lycanthropy in 280 VR; since 
that time , these celebrations have been 
held exclusively indoors with one's immedi­
ate family. 

Dreimun (third month): Cold winds still 
blow bur the temperature begins co warm 

up during this month. It is dangerous to 
sail during this period because of very chop­
py seas. There are no special holidays. 

Firmun (fourth month): Warm weath ­
er returns as the rains come in force. Elec­
uical storms are quite common . 

Firmun 4th is the newest special holi­
day on the calendar . It is Merchant-Prince 
Day, a day for people to revel in the 
marvels of Minrothad magic . It is always 
held outside and usually in the rain . Even 
with electrical storms the celebrations go 
on for the chance to see merchant-princes 
conuol the lightning, forming it into 
dazzling fireworks displays . 

A custom among the people at this 
time is to wear a favorite older suit of 
clothes , get it soaking wet, then throw it 
away in the streets the next morning 
before the sun rises. Roads are strewn 
with brightly colored garments when the 
sun comes up and the children Jove to go 
outside and collect them, for the revelers 
have left little treats and gifts in them for 
the boys and girls . The children are 
allowed to keep the costumes to play 
"grown-up" in, until the following year's 
Merchant-Prince Day when they will be 
thrown away for good. 

Birmun (fifth month): The month of 
full spring and sunshine when everything 
is newly green . Birmun is the prettiest 
month in the first half of the year. The 
ships now stan sailing in earnest and 
many of the Merchant Sailors Guildsmen 
will not be back until winter secs in again. 

Birmun 19 is a special holiday celebrat­
ing the founding of the city and guilds of 
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Minrothad . It is called, appropriately 
enough, Miruothad Day and is a day of 
great pride among the populace. Huge 
picnics are held for the population at the 
expense of the government . Every official 
of every guild of any impon at all makes a 
speech on this day. It is also the day elec­
tions are held and promotions made to the 
senior ranks of the guilds. Political 
appointments by members of the sixth 
caste are officially made on this day and 
any new guild members are inducted with 
ceremony . 

Minrothad Day is celebrated both day 
and night by ship parades. During the 
day, fishing boats and barges are decorated 
with flowers, paintings, and other decora­
tions to represent scenes from Minrothad 's 
P~ -At night, ocean-going ships are hung 
wtth lantern s or set magically alight . Then 
they sail along the beaches and waterfronts 
of the cities so everyone can ooh and aah co 
their heart's delight . 

Sagmun (sixth month): This pleasant 
month is one of the hardest working 
months of the year for all guild members, 
who try to complete as many projects as 
possible in time for next month's tax 
assessment. There is no time for special 
holidays in this month and even the nor­
mal religious holidays are more subdued 
than usual. 

Sebmun (seventh month): The weather 
starts turning quite hot by this time and 
the people spend most of their time out­
doors if at all possible . Indemeot weather 
also increases during this month, usually 
in the form of horrible thunderstorms or 
hurricanes . The 15th of Sebmun is actu ­
ally two special holidays in one. The 14th 
is technically a work day, but no one 
works. They just stand around and watch 
as the Minrothad tax assessments for busi ­
nesses and guild s are performed this day. 
The taxing process and formula are incred­
ibly complex affairs, with one result being 
that if a guild has a lot of unsold merchan­
dise on hand, its taxes are lower. This 
means that if the guild had a very good 
year, the last month and a half have been 
especially difficult on its members as they 
try to produ ce surplus merchandise in 
order to lower the guild's taxes. 

This diligence is completely relaxed on 
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the 15th, caJled AU's Reckless Day. No 
one works or even sells anything, they just 
play and celebrate, often in a lasc.ivious 
manner. The day is spent in athletic 
events, eating or drinking contests, and 
shows of martial expertise, which only the 
most daring participants enter . Animal 
costumes and wei.rd masks are worn that 
night as the citizenry of every village and 
town celebrates in the streets into the wee 
hours of the morning . Morals absolutely 
collapse around this time ; many an unex­
pected child was conceived on AH's Reck­
less Eve. 

The 16th is a day of work , but it is a day 
of absolute quiet as laid down by the law. 
A family with noisy pets or children can 
be fined as much as 100 gp for disturbi n g 
the peace . The day is usually spent clean­
ing the shops, going over the books , and 
nursing a headache the size of the city of 
Minrothad. 

Oxmun (eighth month): This month is 
the hottest for Miruothad and most peo­
ple are driven into the shade or to the 
shores for cool breezes . It is the month of 
lowest productivity in the islands , but of 
the greatest tourist trade. No one would 
bother coming out for a special ho liday, 
so none are held . 

Nomun (ninth month): This month is 
the start of fall and is quite peaceful. It is 
a very hard work month for guild mem­
bers as they cry to catch up for the lost 
time in Oxmun . Nomun 11th is the last 
special holiday until the huge Midwinter 
festival. le is c.alled Bask Day, and is spent 
basking in the sun and being inactiv e. It 
is also a day of fasting , ro remind people 
to work harder in the days to come so that 
food can be purchased for the winter 
months and people will not go hungry . 
The fuse of the far-ranging trading vessels 
return on or about Bask Day, as do 
numerous foreign uading vessels. Thi s is 
because it is the only day when foreigners 
can sell their merchandi se , mostly food , 
without paying the stiff Minrothaddan 
tariffs . Most families spend a lot of thei.r 
savings and stock up for winter on this 
day. 

Decmun (tenth month): This month is 
spent by most of the people doing chore s 
preparing for winter : preserving foods , 

repamng roofs, getting returned ships 
ready for winter, cleaning and closing up 
the guild halls against the weather, etc . 
The last of the returning ships come in 
during this month . 

Elfmun (eleventh month): The final 
full month of the year sees the return of 
winter . Sometimes very late ships will 
return in the first week of this month, but 
after that it is too dangerous to cross the 
seas. Any Mimothaddan ship not yet 
returned will most likely go to winter 
quaners at some foreign pon, though 
this can be very expensive. The wind is 
horrible durin g th is time of year and peo­
ple begin dressing much more warm ly, 
though stil l fashionab ly. The guild s work 
hard during this mo nth, first to make up 
for the time they expect to lose to Mid­
winter Festival, and second to keep every­
one 's mind off those ships that are nor yet 
returned . 

Midwinter Festival: This entire week 
consists of special holida ys. It is a time 
when all of the guild s most closely associ­
ated with the racial ho lidays put on their 
very best shows and feasts . Decorations 
and tradition s abo und d uring Mirwok. 
Pineapple s are d isp layed over doorways 
everywhere , surrou nded by leaves from 
the sugar cane . Th is is believed to bring 
good luck and a fru itfu l upcoming year to 
the residents insid e . 

Miniature palm s are always displayed 
inside a house and larger ones inside the 
gui ld halls and government buildings . 
From these palm , tiny candle lanterns 
are hung and lit every night as a symbol 
of lighting the way home for lost sailors or 
seaman away from home for the holidays . 
Since Oran Meditor has been in power as 
ruling guildmaster, the gifts given during 
these festivals , especially those for the 
children , are gaily wrapped in scarves and 
placed under the tree in hope s of enticing 
the spirits of sailors lose at sea to come 
home to their loved ones . 

Palm wreaths are fashioned and hung 
in the windows and on walls as a tradi­
tional charm again st harm by nature 's 
forces in the upcoming year. And, finally, 
tiny bells are hung from belts, hats, 
shoes , and doorways to add to the festive 
mood . 
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Mirwok 1st is celebrated as Water 
Elves' Day. The 2d is Forest Elves' Day. 
The 3d is Humans' Day. The 4th is Half­
lings' Day, and the 5th is Dwarves ' Day. 
Gift-giving is rampant at this time of 
year. On each day, that specific race gives 
presents to each other and receives 
presents from friends of different races 
just for being a dwarf , elf , etc . Many stir­
ring speeches are made about the joys of 
being a halfling , the wonders of being a 
human, and so on, but always in good 
taste and rarely with any racial slurs 
toward the other peoples ofMinrothad . It 
is a time for being together with one's 
family and guild and thanking one's dei­
ties for the myriad of blessings bestowed 
up on all Miruothaddans. 

Th e last day of the Midwinter Festival, 
Mirwok 6th, is the second-newest special 
hol iday. It is called Meditor Day. It origi­
nally celebrated the position of ruling 
guildmast er of Miorothad , but under 
Oran has been expanded to include the 
political guilds as well. Originally it was a 
c.ime for people to thank the family of 
Meditor for working so hard in govern ­
ment service all year round . This was 
done by lavishing gifc.s on the family and 
the palace . But in his first year as ruling 
guildmaster, Oran put a stop to that . He 
realized that it was only an official bribery 
day founded and sanctioned by the fami­
ly guild leaders . He insisted that the 
money be spent on Minrothad 's children 
instead . 

The day now has three phases of cele­
bration . The firsc is the family and guild 
celebration in the morning, including 
gift exchanges . The second is the after­
noon parade of citizens to serenade favor­
ite locals who work for political guilds as a 
way of saying " thank you ." lf the political 
guild members are panicularly effective 
in their posts, they may receive small gifts 
from the citizens and / or bonus money 
from the master treasurer. The chi.rd part 
of the celebration is the evening ritual of 
taking down the Mirwok decorations and 
having a very late feast co celebrate the 
passing of the old year. This meal is tradi ­
tionally spent with someone outside of 
one 's guild or family, and presems are 
often exchanged at this time too . 
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'Cl}e Races Of MiNROtl}ab 
The racial groups of the Minrothad 

Guilds remain distinctive within the larg­
er society, but their customs differ from 
those of their continental cousins . Each 
group has borrowed significantly from 
the others, and in the case of the water 
elves has evolved an entirely new life-style 
from that which their race had previously 
known . These groups and their unique 
aspects are described here . 

Elves ----------
The most populous race in the Minro ­

thad Guilds is elves. Miorothad elves are 
divided inco two groups : the so-called 
water elves, and the wood elves. These 
names are descriptive of the habitat they 
prefer to live near, and reflects the nature 
of the guild crafts these people pursue . 

Woot> Elves-------
Wood elves are also called forest elves 

in Miruothad Patois. The terms are syn­
onymous and refer exclusively to the 
forest-dwelling elves of these islands who 
work wood and other products of the 
earth. 

Appearance: Wood elves have hair 
ranging in color from blond to brown, 
with green or hazel eyes. Their features 
bear a distant resemblance to the elves of 
Alfheim . 

Behavior: These elves arc without a 
doubt more "serious-minded" than their 
mainland cousins. They are interested in 
actively practicing their handicrafts, and 
are more inclined than most elves to stick 
with long-term projects. 

Wood elves throw themselves fuUy into 
whatever activity they have chosen to pur­
sue. If it is woodworking, for example , 
they set a goal, then labor tirelessly for 
months or years to achieve it . A typical 
goal might be to become a master wood­
carver, or co perfect a new color-fast dye 
for cloth . 

When their work is complete, these 
elves abandon themselves co the pursuit 
of pleasure with as much dedication as 
they applied to their work . Although an 
elf might labor almost continuously for a 
year or more, he is then ready to ta.kc a 

break that, in rum, may last months or 
years . Wood elves "on vacation" arc 
encountered outside of Alfeisle, and 
those with years of free time even journey 
to the mainland seeking fun and adven­
ture before they return to work . 

Guild and Clan: Minrothad wood elves 
belong to Guild Verdier, which is named 
for a wood-elf clan of ancient distinction . 
Guild Verdier handles wood and 
products of the earth . 

Old-elvish clan names have long since 
gone by the wayside under the impact of 
guild influences and the Minrothad lan­
guage . Wood elves now use names adopt­
ed from Patois which are descriptive of 
the craft each clan has specialized in . The 
most influential clans of Guild Verdier 
arc Clan Forster, Clan Wraight , and Clan 
Shuter. Other clan names can be seen on 
the Guild Verdier organization chart. 

Skills: All wood elves have the skill of 
Climbing . Each also has one handicraft 
skill appropriate to the craft of the clan to 
which he belongs ; those skills are further 
described under Guilds. Skills are based 
on the following attributes: 

Bowyer: Incelligcnce 
Building Construction : Intelligence 
Cabenetma.king: Intelligence 
Canvasma.king: Intelligence 
Climbing : Dexterity 
Clothier : Intelligence 
Cooper : Intelligence 
Fletching : Intelligence 
Machine Ma.king: Intelligence 
Ropemaking : Dexterity 
Spinning : Dexterity 
Toolmaking : Intelligence 
Tree-cutting: Intelligence 
Weaving : Dexterity 
Wheelwright: Intelligence 
Woodworking : Intelligence 

wat en Elves ---- --
The water elves have formed a more 

distinctive sub-culture than their wood 
elf brethren, and are recognized as a 
group separate from the mainstream 
elvish race . Io this regard , they arc similar 
to the shadowelves of the Broken Lands, 
co whom they bear a physical rcscm-
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blance that many elves find unsettling . 
Appearance: Water elves are towed­

headed or have light blood hair that 
bleaches almost white in the sun . Their 
eyes arc blue-gray and their complexions 
are pale in spite of constant exposure to 
weather and sun . They have a faint 
resemblance to the Alfheim elves, but 
look even more like shadowelvcs because 
of their coloration . 

Behavior: A water elf s first love is the 
sea. He is fascinated by its ever-changing 
moods and excited by the challenges it 
constantly presents to the seafarer . His 
curiousicy is piqued by its watery mys­
teries; a water elf loves to travel on the 
ocean and learn about the creatures in it, 
and often masters magic which deals spe­
cifically with the sea and the weather. 

Water elves were the first inhabitants 
of the Minrothad Isles to explore the local 
waters thoroughly. They were the first to 
develop moveable rigging on sailing craft 
so that a vessel could sail close to the wind 
and maneuver with ease. They continue 
to innovate and improve their sailing ves­
sels, giving the merchant fleet of the 
Minrothad Guilds its justly-deserved rep­
utation as the finest and swiftest in the 
known world . 

This avid interest in the ocean and ways 
to travel upon it have made the water 
elves one of the driving forces of the 
Minrothad Guilds. It was their seafaring 
knowledge and wanderl ust combined 
with the human interest in trade that 
enab led the Minrothad Guilds co expand 
and dominate sea-going commerce . 

Always anxious to travel, water elves 
are excited by new sights, new lands, and 
new prospects for trade . They are happy 
to arrive at a destination, and are equally 
happy co leave it for some place new, pro­
viding the traveling is done by sea or riv­
er. More than half of the Minrothad 
traders encountered in continental pons 
arc water elves , as are many of the 
merchant-prince ship captains, but these 
elves do not care to be factors or guild 
representatives permanently posted in a 
foreign city. 
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Sp ecia l Abilit ies ------ -

In addition to standard elvish abilities, 
water elves have some special ones which 
sec them apart them from other races of 
elves. 

Directio n Sense. A water elf has a 75 
percent chan ce of correctly sensing com­
pass direction s at all times . Thi s innate 
sense works only outdoors, not under­
ground , but is exuemely useful on over­
cast days or during fogs and darkness at 
sea . It can be used once per day. 

Navigation Sense. Similar to d irection 
sense, this enable s a water elf to know in 
what direction a destination Lies io rela­
tion to his current position , providing he 
has been co chat place at least on ce 
before . This ability is accurate 75 percent 
of the time . It can be used once per desti­
nation . For this reason it is said that once 
a water elf has been to a pore , he can 
always find his way back again . 

Guild and Clan: Water elves are mem­
bers of one of the clans of Guild Elsan , 
named for a family of leading water elves. 
The guild deals with thing s pertaining to 
ships and seafaring . 

Water elf names, like those of the wood 
elves, do not sound particularly elvish , 
but they do not follow the general Minro­
thad custom of describing a craft. Lead­
ing water elf clans are Clan Kelar and 
Clan Manre . Other clan names can be 
seen in the guild organization chart. 

Skills: All water elves have the ski.JI of 
Boat Sailing , which is the ability to sail 
boats and does not apply to ships . The 
individual may be familiar with the prin­
ciples of maneuver ing ships, but is not 
auromatically skilled in doing so. 

Each water elf also has one craft skill 
appropriate to the craft of the clan to 
which he belongs ; those skills are further 
described under Guilds. Skills are based 
on the following attributes : 

Boat Sailing : Intelligen ce 
Harpooning : Dexterity 
Keelmaking: Intelligence 
Mastmaking : Intelligence 
Necmaking : Dexterity 
Piloting : Iocelligence 
Rigging : Intelligence 
Shellworking : lncelligence 
Ship Sailing: Intell igen ce 
Tacklemaking : Intelligen ce 
Varnishing : Intelligen ce 

HuMaNs ---------
Humans are a minority race in the 

Minrothad Guilds , but the positions they 
occupy speak for their ambitions and 
mastery of skills . Des cended from 
Nith ian stock , the se islanders were once 
content with a pastoral existence as fisher­
men until water elf ship s gave them the 
advantage they needed co pursue trade 
and profits . They have done so successful­
ly ever since. 

Appearance: Traders have often 
brought back wives from foreign pores, 
and thu s introdu ced a variety of blood ­
lines and appearances among Minrothad 
natives . Yet, the majority of Minrothad 
humans have wavy brown or black hair, 
green or brown eyes, and a fair complex­
ion that darkens slowly in the sun . A 
minority are red-heads, resembling the 
Alphatians who visited these islands in 
ancient times . 

Behavior: Minrothad humans are 
inquisitive and energetic. They love 
interaction with mangers and the chal­
lenge of working out an equitable deal in 
which each party benefits . They can be 
fast talkers who are somet imes openly 
quarrelsome , but serious anger finds its 
ouclet in subtle intrigue and convoluted 
plots for revenge. 
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These Minrothaddans enjoy innova­
tion in business methods and constantly 
search out untapped markets to develop. 
They are hard workers who expect appro­
priate rewards for their efforts. They are 
hun and feel cheated if a special effon 
goes unnoticed , and are themselves gen­
erous with praise and thanks. 

Miruothad humans have a reputation 
for honesty, especially in business mat­
ters. Their ethics, however, are sometimes 
called into question: at one time they 
were persuaded to trade in slaves on the 
heels of a Thyatian war, and many main­
landers have never forgotten this. How­
ever, most factors and buyers in foreign 
countries are Minrothad humans, and 
they find that that part of their country's 
past has little impact on current business 
dealings . 

Guild and Clan: Most humans are 
members of Guild Corser, which handles 
selected rareties and food. The guild 
encompasses many races besides humans; 
specific clans do not monopolize any one 
aspect of it. 

Human names come from a combina­
tion of ancient Nithian and Alphacian 
roots , with a large admixture of names 
from the continent . They rarely indicate 
guild ties or occupational specialties, and 
can sound like names from anywhere on 
the mainland. Typical human names can 
be seen in the guild organization chart. 

Skills: Humans in Minrothad have 
either one of two skills. The skill of Bar-

gaining is the ability to get the best possi­
ble price for goods, services, or 
information . The skill of Appraisal is the 
ability to figure out what something is 
worth . 

If two people appraise an item, the one 
who wins by the greater margin assesses 
its value with greater accuracy. If two peo­
ple with bargaining skilJ use it on each 
other, whoever makes the best roll wins. 
Penalties may be awarded to either char­
acter to reflect difficulties in the bargain 
to be made . This skill is primarily used for 
quick bargaining with NPCs. 

Skills commonly available to the 
humans of Guild Corser and the abilities 
they are based on are given here . The 
skills are further explained under Guilds. 

Animal Training: Intelligen ce 
Appraisal : Intelligence 
Bargaining : Intelligen ce 
Brewing: IntelJigence 
Pipe Making : Dexterity 

HalfliN~S -- ---- --

Brought to Miarothad by slave-trading 
humans , halflings have long since won 
their freedom and have put their 
unpleasant past completely out of their 
minds. Adopting mercantile habits and 
even religious beliefs from their former 
masters , the natural industry of the half ­
lings has enabled them to panicipate in 
the guilds as prosperou s full members . 

Appearance: Minrothad halflings have 
curly red or sandy-brown hair, and blue 
or brown eyes. Some become quite tan in 
the constant Minrothad sun . 

Behavior: Mimothad halflings work 
with more zeal than their cousins of the 
Five Shires, a result of the sudden con­
trast between working for a slave master 
and working for one 's self. These half­
lings reap the fruit of their own labors ; 
they regard it as an added bonus that they 
also see the results in increased income 
and luxury goods . 

To a Minrothad halfling 's mind , other 
guilds ' members either work too much or 
too little. Humans seldom take time off , 
dwarves work at a single project for years, 
and elves take a two-year hiarus and call it 

a break. The halflings, however, know 
how to pace themselves . They rise at an 
hour neither too later nor too early; they 
work until they are hungry , break for a 
meal - either once or several times, 
depending how famished they become ­
then return to work some more . They do 
not fret about labor during leisure time , 
or spend too much work time planning 
for their leisure. Halflings are as proud of 
this happy medium in their work lives as 
they are of the good s they craft . 

Guild and Clan: Most halflings are 
members of Guild Quickhand , named 
for the halfling who freed the slaves. The 
guild handles leather , basic crafts, and 
fuels. 

Halfling names follow the general 
Minrothad custom of describing a craft . 
Leading halfling families bear the names 
Nimblefingers or Goldenhair . Other 
family names can be seen in the guild 
organization chart. 

Skills: All halflings have skill in Farm­
ing . Ocher skills common to Gu ild 
Quickhand are given here , along with the 
abilities they are based on . Where neces­
sary, crafts are further explained under 
Guilds. 

Baskerweaver: Dexterity 
Charcoal Maker: Incelligence 
Cobbler : Intelligenc e 
Farming : Intelligence 
Furrier : Intelligence 
Glassblower : Dexterity 
Hornmaker: Dexterity 
Leather Armorer : Intelligence 
Oil Maker: Intelligence 
Potter: Dexterity 
Saddlemaker : Intelligence 

DwattVES --------

The forefathers of these dwarves left 
Rockhome and migrated to Glantri , 
where they found no welcome for their 
large number s. Minrothad traders recog­
nized the wealth of skilled craftsmen in 
this group of dwarves and invited them to 
emigrate and join the Minrothad Guilds. 
The dwarves agreed , and have dominated 
metal and stone working in the guilds 
ever smce. 
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Appearance: Minrothad dwarves keep 
the ir dark brown hair and beards shorter 
than the dwarvish norm because of the 
hoc climate in which they live. Their eyes 
are brown or amber , and they are of stock­
ier build than most of their continental 
cousms. 

Behavior: These dwarves enjoy the 
freedom to pur sue their handicrafts with 
no distraction . They care for trading less 
than most folk of the guilds and prefer to 
leave the sales aspect of their business to 
others . 

An unexpected benefit of their move 
to Minrothad was the chance to tunne l 
and explore in previously untouched vol­
canic rock. With their pragmatic turn of 
mind , these dwarves are challenged and 
delighted to come up with new building 
compounds , un usual cools and special 
manufacturing processes tailored for their 
island environment . 

Dwarves are the least involved in guild 
intrigues of any Minrothad group . They 
consider most of the island policies to be 
foolishness that will pass with time . As a 
group they become angered only when 
politics interferes with their work for 
some reason . 

Individuals are touchy about unfin­
ished work, refusing to show or talk about 
items that are not yet ready for presenta ­
tion. These dwarves are the most indiffer­
ent bargainers in Minrothad , setting 
what they believe to be a fair price and 
standing by it without a word of debate . 

Guild and Clan : Most dwarves are 
members of Gui.Id Hammer, named for 
the Hammer clan which led the exodus to 

Minrothad . The guild does crafts which 
deal with metal and scone. 

Minrothad dwarves no longer use their 
names from Rockhome , but have taken 
craft-related names like other guildsmeo . 
Leading clans are Clan Stronghold, Clan 
Duger , and Clan Hewer. Other common 
clan names can be see in the guild organi­
zation chart. 

Skills: All Minrothad dwarves have the 
skill of Appraisal (see Human s, above). 
Other skills common to Guild Hammer 
are given here, along with the abilities 
they are based on . Where necessary, crafts 
are further explained under Guilds. 

Appraisal : Intelligence 
Armorer : Intelligence 
Blacksmithing : Intelligence 
Engineering : Intelligence 
Jeweler : Intelligence 
Masonry: Intelligen ce 
Mining: Intelligence 
Stonecutcing: Intelligence 
Trap Building: Intelligence 
Weapon Smithing : Intelligence 

Skills -- - - --- --
Characters might have a variety of 

background skills tha t are not dealt 
with in the rule books. Each such skill 
is based on one of the character's abili­
ties (Strength , Inte lligence, Wisom , 
Dexcier icy, Con scicucion , or Cha ­
risma). 

Rec:;iNNiNG Skill s - -----

Beginn ing Minroth ad chara cters 
know one skill in which their clan and 
guild specializes, one racial skill as 
described for chat race, and may select 
one addi tional skill. If a character's 
Intelligence is 13 to 15. he may select 
two additi onal skills rathe r than one; 
with an Int elligence of 16 to 17, three 
extra skills; and an Int elligence of 18 
gives him four add itional skill choices. 

UsiN <; Skill s --------

Wh en a character needs co use his 
skill , the player rolls ld20 against his 
current abi lity score for that skill . If 
the result of the roll i less than or 
equal co the ability, the skill use suc­
ceeds. A roll of 20 always fails, no mat­
ter how high the chance for success. 

When two characters compete in 
the same skill, the one who makes his 
roll by a greater margin of success 
wins. For example , a result five less 
than the number needed beats a result 
that is only one less than the number 
needed. 
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lMpnoviN <; Skill s--- ---

A character's skill use chance can be 
higher than the ability on which it is 
based . For instance, an elf who is a 
sup erior woodworker cou ld have a 
higher Woodworking roll than his nor­
mal Intelligence ability. To accomp lish 
this, a beginning character can " trade 
in" one of his extra skill choices to 

impr ove anothe r skill . Each skill 
choice traded in gives the character a 
perm anent + 1 in a chosen skill. 

Le anNiN G Mon e Skill s--- -

As a character grows more experi­
enced , he can purchase more skills or 
improve existing ones . 

All characters gee a new skill choice 
every four experience levels. Thus , 
they acquire thei r first skills at level 1, 
a new skill at level 5, and another at 
level 9. 

Hum ans continue in this progres ­
sion for every four levels they increase 
in skill. Elves gain new skills upon 
a qui ring 1,100,000 XP and the n for 
every 750,000 XP following . Dwarves 
and halflings gain new skills when 
reaching 1,200,000 XP, and for every 
800 ,000 XP afterward . 
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t:l}e (iuilbs Of MiNROtl}ab 
The Miruothad Guil ds were foun ded 

in 691 AC by Gregus Verdier, a wood elf 
who solidified the loose trading confeder­
ation of the Miruothad Isles into a system 
of guilds and associate guilds. Reponsi­
bility for crafts, manufacturing, trading, 
and sailing (i.e., cargo carrying) were 
assigned to specific clans and family 
groups so that each race had equaJ power 
and control through a family guild . 

Over the following years a number of 
miscellaneous guilds came into being 
which provided services rather than man­
ufactured crafts. These were finally con­
solidated into the group of organizations 
known as the PoliticaJ Guilds. 

Guilds are noted for their policies of 
noninterference with craftsmen . Unlike 
most mainland guilds , innovation and 
experimentation are encouraged , result­
ing in a number of finely-made articles 
that are useful and unusuaJ . The work of 
these guilds is recognized as some of the 
best in the known world. 

FaMilY Guilbs - -- ---
A particular clan or family, chosen by 

membership consensus, leads each family 
guild of craftsmen . The clan is usually a 
family group that has historically provid­
ed leadership to the guild . A guild master 
who is head of his family guild comes 
only from that leading clan. The position 
of guild master is hereditary , and passes 
on to an heir of master-level skill. Subor­
dinate master craftsmen advise the guild 
master, or guild leader , as he is sometimes 
called , and repon directly co him on their 
areas of responsibility. 

Each guild master is aided by a support 
staff who e fun ctions are uniform 
throughout the guilds . $raff consists of a 
fir t guild advisor who intera cs with locaJ 
government ; a fust guild consort (the 
spouse of the guild master) who runs the 
guild haJI and guild master 's mansion ; 
and a master guild treasurer who audits 
the books, collects taxes from the mem­
bership, and controls the guild vaults. 
There is a master of the guild leader's 
agents who is in charge of the small secu­
rity force that protects the guild master 
and the vault. Finally, there is a guild 

master trading liaison who works with 
other groups in matters of import , 
export, and domestic trade. 

CouNcil Of Guilt, Leat>ERS -
The guild masters of the various family 

guilds meet as the governing body of 
Miruothad, known as the Council of 
Guild Leaders, or the CGL. Presided over 
by the ruling guild master, the counci l 
sets policy and passes laws pertaining to 
guild and governm ent affairs, foreign 
affairs, and trade practices. 

RuliNG Gum, Ma sten ---
The hereditary office of ruling guild 

master is aJways filled by a member of the 
Meditor clan of water elves. This family 
fust led the water elves to the Colony Isles 
and have been hon ored leaders ever 
since. Once a ceremonial position, the 
office is currently held by Oran Medicor, 
who in recent times has exercised very real 
control over Minrothad affairs . He is 
assisted by a cabin et which has the same 
fun ctions as a famil y guild's supp ort 
staff , except for the lack of a trade liaison . 
These officers have authority on a nation ­
al scale (see Minroth ad Government 
chart) . 

The ruling guild master's primary cask 
is to determine policy and direction for 
the country as a whole in cooperation 
with fami ly and politicaJ guild leaders . 
He appoints officers co their positions in 
the political gu ilds and mediates argu­
ments between the family and politicaJ 
guild factions . 

In addition , the ruling guild master 
may remove a particular clan from the 
leadership of its family guild if good 
cause can be shown, and elevate a c.lan of 
his choice co be their successors. The dis­
graced clan must be shown to pose a 
threat to the stability of Mi.nrothad, usu­
aJly because it has engaged in treasonous 
activity (such as an assassination plot or 
clandestine foreign aJLiance). 

Political (iuilbs ----­
Far more than mere service-providers, 

the political guilds form the backbone of 

20 

the ruling guild master' s strength . Magic, 
the military, and spy-gathe red imelli­
gcncc arc but three of the facets of power 
represented among the political guilds, 
which arc described in detail below. 

Although positions of leadership in 
the political guilds are appointed offices, 
it is very difficult to remove a guild mas­
ter once he has been assigned unless proof 
can be established of crimioaJ acts or gross 
negligence . The ruling guild master is 
very careful in his choice of appointments 
to these positions . 

Guilbs aNb Society ----
Most Miorothaddans of working age 

belong co a guild. Political guilds arc 
entered through long apprenticeship and 
emp loyment in the organization. Family 
guilds are joined at birth or an early age 
or, sometimes, through marriage or a 
change of career. 

The concept of a career change , how­
ever, is aJien to most Miorothaddans . The 
average citizen believes that a person is 
born to be what he is, and nothing else. 
One who wants to change family guilds is 
perceived as an oddity of nature : a person 
who must be either too proud to work 
under the leadership of his clan or who is 
defective from birth and unable to physi­
cally accomplish the work done by his 
guild . Nor is there understanding for one 
who wants to change politi cal gui lds , for 
after years spent in an apprenticeship and 
with the guarantee of life-long employ ­
ment, why would anyone in his right 
mind wane to go somewhere else? 

FaMilY (iuilbs 
<.;um:, ElsaN ---------

Guild Elsan is mostly comprised of 
water elves. It has complete control over 
all services and products dealing with 
hip building, navigation , fishing , and 

working with raw materials gleaned from 
the sea (sea vegetation, sea shells, and so 
on). 

Master Shipwright: This master crafts­
man is in charge of the construction , 
maintenance, and repair of all Minrothad 
sailing vessels and boats. He has three 
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'C)Je Guilt>s Of MiNRot)Jab 

CouNcil Of faMilY Guilt> L'=!at>Ens 

Thor Suongho ld 
(GUILD HAMMER) Kimber Nimblcfingers 

(GUILD QUICKHAND) 

Uldard Forster 
(GUILD VERDIER) Hildric Vendor 

(GUILD CORSER) 

Eluna Kdar 
(GUILD ELSAN) 

Master lreasurer 
Master of the Ruling 
Guildmaster's Agents 

Truth Greenton ----­
(Forest Elf) -----

Eliz Blancccr 
RULING GUILDMASTER (Human) 

First Advisor -------­
Ginol Mcditor 

Oran Mcditor 
(Water Elf) 

--------- First Consort 
Astra Mediror 

(Water Elf) 

Mercenary 
Guild 

City of 
Minrothad 

Tutorial 
Guild 

I 
Guildmaster 

Warhean Cleaver 
(Dwarf) 

Sene1a11 
Hastin Smoothtongue 

(Halfling) 

Master of 
Home Guard N l 

Aruod Miller 
(Human) 

Master of 
Home Guard #2 

Iforan Sensar 
(Forest Elf) 

Guildmaster 
Holori Mapseir 

{Water Elf) 

Master of 
Marines 

Matin Dirkson 
(Human) 

head craftsmen under him. The head 
keelmaker has charge of all ship-building 
steps except for masc- and cackle-related 
procedures. The head mastmaker is in 
charge of all masc and yardarm construc­
tion. The head tacklemaker is in charge of 
construction of blocks and tackle . 

Master Varnishmaker: This master 
craftsman oversees the manufacture and 
application of pitch, sealants , varnish, 
and paint co the Minrothaddan ships and 
boars. He is also in charge of barnacle 
removal and hull cleaning . 

Master Fisherman: This master crafts­
man is in charge of the construction of all 
fishing devices, instruction in the tech­
niques of fishing , and the Minrochad 
fishing fleet . He has two head craftsmen 

Master of 
Instruetion 

Holca Mapseir 
{Water Elf) 

Master of 
Devices 

Puck Farseer 
(Forest Elf) 

Political Guilds 

under him . The first is the head netmak­
er, who is in charge of nee construction, 
maintenance, and repair and all ner fish­
ing done in Minrothad wacers. The sec­
ond is the head harpooner , who is in 
charge of the construction of harpoons 
and all harpoon fishing perfo rmed by 
Minrothad vessels. 

Master Sailor: This master craftsman 
supcrv i es the instruction of sailing tech­
niques and the compilation of sailing 
knowledge from other countries. His 
duties also include the overseeing of mis­
cellaneous sailing and navigatio nal 
devices. He is assisted by two head crafts­
men . The head pi lot teaches navigation; 
the head rigger teaches rigging and 
sailmaking and oversees these items on all 
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Thieves 
Guild 

I 
Guildmaster 
AI Shadower 

(Halfl ing) 

Master 
Importer 

Jud Querrie 
(Human) 

(Water Elf) 

Merchant Sailor 
Guild 
. I 

Gu1ldmaster 
Elmora Manre 

(Water Elf) 

Master 
Exporter 

Lacard Makay 
(Dwarf) 

Miororhaddao ships . These craftsmen 
work very closely with the Merchant Sail­
ors Guild . 

Master Shellworker: The title of this 
position daces back co the days when 
water elves worked mostly shells for 
armor and weapons . Today the phrase 
encompasses the manufacturing of any­
thing made from materials brought ouc 
of the sea. Sea materials are used a lot in 
Minrothad and many art pieces are now 
being made by Guild Elsan for the export 
market. 

The master shellworker is assisted by 
two head craftsmen . The first is the head 
large shellworker who overseas work done 
on large, bulky items (such as sea shell 
armor) ; the second is the head small 
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'Cl')e (iuiJC>s Of MiNROtl')aC> 

GUI L D ELSAN (W ate n E Jf) 

Eluna Kelar 

I 
Elson Kelar 

1 

Elara Kiddell 
(Master Fisherman) 

(El an Gurmaster) 

Elvid Leaoore 
(Master Varnishmaker) 

I 
Eldolph Mame 

I 
Ekia Nodes 

(Master Shellworker) (Master Shipwright) 

I 
(Master Sailor) 

I 
Elrine Kiddell 

(Head Netmaker) 

I 
Elmas Kiddell 

(Head Harpooner) 
Elrus Mame 
(Head Pilot) 

Eloch Mame 
(Head Rigger) 

Elgel Kelar 
(Head Keelmaker) 

Elretch Kelar 
(Head Mastmaker) 

Elister Kelar 
(Head Tacklemaker) 

Ela Notless Elva Notless 
(Head Large Shellworker) (Head Small Shellworker) 

GUILD V ERDIER (Fon est E Jf) 

Ula.rd Forster 
(Verdier Guildmaster) 

Ulgol Wraight 
(Master Carpenter) 

Aimlan Shuter 
(Master Bowyer) 

I 

Sly Barker 
(Master Woodcutter) 

Yipwig Saver 
(Master Woodworker) 

Fayrie Walshman 
(Master Clothworker) 

Eweora Flowers 
(Head Fletcher) 

Hakhart Binner Warson Belista 
(Head BuiJding Conscructor)(Head Siege Ma hine Maker) 

Oddred Malet 
(Head Toolmaker ) 

Dim Wagner 
(Head Wheelwright) 

l(jthccr Hooper 
(Head Cooper) 

Gregus Coffer 
(Head abinecmaker ) 

Glore a Winder 
(Head Spinner) 

Fundy Weafer 
(Head Weaver) 

Ebb oiler 
(Head Canvasmaker ) 

Fayson Wollas 
(Head Clothier) 

Marema Twiner 
(Head Ropemaker) 

shell worker who is mainly in charge of the 
production of an pieces. 

(iuiJC> VenC>ien ------
Guild Verdier consist primarily of 

wood elves. le has complete control over 
all services and items having to do with 
wood and cloth. 

Members of Guild Verdier have an 
almost mystical affinity for wood. Work­
ing things gleaned from the land is pan 
of their religion, and they love it. They 
produce most of the cools, rope, canvas, 
and cloth used by the other guilds . They 
have also voluntarily accepted an unoffi­
cial responsibility, shared with the half­
lings of Guild Quickhand, for raising 

Minrothad crops and livestock. Position 
of imponance are as fo!Jows: 

Master Carpenter: This master crafts­
man is in charge of all large, wooden, 
nonsailing constructions, such as bui ld­
ings, wharfs, bridges, and so on . He also 
supervises the teaching of carpentry . 

The master carpenter is assisted by 
three head craftsmen. The head building 
constructor is in charge of all wooden 
bui ldings constructed or repaired in 
Minrothad. The head siege machinery 
maker is in charge of the construction of 
siege machi nes for warfare. The construc­
tion is done in conjunction with Guild 
Hammer. This is a high ly lucrative expon 
item and also provides Minrotha d ports 
with exte nsive defenses. The head wheel-
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wright is in charge of the construction 
and repair of all large land vehicles in 
Minrothad . 

Master Bowyer: This position exists 
only becau e of the high value the wood 
elve place on good bows. This entire 
associate guild does nothing but make 
bows, crossbows, bowstrings, arrows, and 
boles. Minrothad bows are amo ng the fin­
est in the world ( + 2 co hit in the hands of 
a member of this gui ld) and are a popular 
expon item. The master bowyer is assist­
ed by the head fletcher, who is in charge 
of collecting the finest feathers available 
and making arrows. Custom -made bows 
and arrows are the specialty of this associ­
ate guild. 

Master Woodcu tter: This roaste r crafts-
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man ts m charge of the cutting and 
replanting of trees throughout Minro­
thad. He also is in charge of the transpor­
tation of logs, cutting logs into lumber, 
and grading lumber for sale. Most of the 
best lumber in Minrothad is used for 
Guild Verdier products or shipbuilding; 
lesser grades of lumber are used in other 
construction or are exponed . Scrap wood 
is used by the elves for fuel. 

Master Woodworker: This master 
craftsman is in charge of the consuuction 
and repair of nonstructural items of 
wood . He is assisted by three head crafts­
men. The first is the head toolmaker, who 
is in charge of making wooden tools or 
wooden handles for tools . He works 
closely with the head toolmaker of Guild 
Hammer. The second is the head cooper, 
in charge of construction of barrels, kegs, 
uunks , and boxes made of wood . He is 
one of the busiest head craftsmen in 
Minrothad . The third is the head cabinet­
maker, who is in charge of the construc­
tion of wooden furniture . He works with 
the associate guild of clothmakers. 

Master Clothmaker: This master crafts­
man directs the production of fabrics and 
rope made from land-grown materials . 
She is also in charge of fabric dyes, 
threadmaking, and related small crafts. 
She is assisted by five head craftsmen. 

The first is the head spinner, in charge 
of the associate guild of spinners which 
transforms raw material into thread. The 
second is the head weaver, in charge of 

weaving the thread into cloth. The third 
is the head canvasmaker, who takes the 
heaviest canvas cloth and treats it with 
parafin for water resistance . She works 
closely with Guild Elsan . 

The founh craftsman is the head cloth­
ier, who is in charge of dying cloth, proc­
essing it so ic will be softer, and 
standardizing bolts. The head clothier is 
much busier than many head craftsman 
as she is also in charge of the associate 
guild of tailors. Finally there is the head 
ropemaker, who is in charge of all rope 
making in Minrothad . 

Guilt> HaMMen ------
Guild Hammer is made up completely 

of dwarves, all descendants of the original 
immigrants led by Darkbrow Hammer or 
of dwarves who followed shonly thereaf­
ter. 

Guild Hammer has complete control 
over most services and manufacturing 
that deal with metal or stone . This group 
is an important addition to the Minro­
thad Guilds, which was woefully lacking 
in these areas before the arrival of the 
dwarves . The guild has also experiment• 
ed lately with the use of lava in manufac­
turing, but the actual applications are 
stiJI a secret . Positions of imponance 
within the guild are as follows: 

Master Miner: This master craftsman is 
in charge of all underground mmmg 
operations in Minrothad . 

GUILD HAMMER (DwaRVES) 
Thor Stronghold 

(Hammer Guildmascer) 

'Cl}e Guilbs Of MiNnotl}ab 

Master Stonecutter: This master crafts­
man is in charge of all scone cutting and 
transponacion within Minrothad. He fre­
quently travels to other lands to inspect 
granite and marble and arrange for its 
purchase and uansponation to Minro­
thad, which has none of these types of 
stone. 

Master Mason: This master craftsman 
supervises all building construction that 
is done with stone. He often works closely 
with the master carpenter of Guild Ver­
dier. 

The master mason is assisted by two 
head craftsmen. The first is the head trap­
seer who designs and consuucts all craps, 
hidden passages, and secret doors within 
a structure . His office is awash with old 
plans of all the buildings where he has 
built traps ac the owner 's request. The 
second is the head engineer , who designs 
the major buildings, cowers, and bridges 
of Minrothad and who is consulted by the 
other guilds in matters of engineering . 
He is also in charge of the Minrothad 
aquaducc and sewer systems and their 
periodic renovation . 

Master Smith: This master craftsman is 
responsible for all cast metal and general 
purpose forge work performed in Minro­
thad. He is probably one of the two or 
three finest smiths alive today. He is 
directly responsible for the design and 
construction of gears, springs, and other 
clockwork parts used in the construction 
of big devices such as siege engines. His 

I 
Komeen Duger 

I 
Romer Hewer 

(Master Miner) (Master Mason) 

I 
Mankey Bellows 

(M"'lmi<h) 
Wore Jarbaw 

(Master Quarrier) 

I 
Blasco Geeves 

(Master Armorer) 

Doak Carven 
(Head Trapster) 

I 

Oxor Tower 
(Head Engineer) 

Leofric Feaver 
(Head Blacksmith) 

Tylden Claymore 
(Head Weaponsmith) 

Conwy Keer 
(Head Locksmith) 

Zenon Foskew 
(Head Shieldmaker) 

Ewen Shear 
(Head Toolmaker) 

Kemble Homer 
(Head Helmetmaker) 
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Strachan Platner 
(Head Barder) 

I 
Vokos Ringe 

(Head Jeweler) 

Neshtt Byrnie 
(Head Armormaker) 
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'Cl}e Guill>s Of MiNROtl}al> 

GRowiNG Up "faMily" -
- As cold by halfling Archibald 

Oildreg, Senior Journeyman Fuelma­
ker, Guild Quickhand . 

"Never a twice-thought on the fish 
oil did I have, when I were a young 
squeeg . Da come home smelling like 
he slept in a bait box, and that was all I 
knew. And four out of five meals a day 
were fried- oil were cheap , sure . 

" Started my learn-time when I were 
old enough to catch a flopper with one 
grab and hang on . Twitchy thing , a 
fish out o'water . Spent , oh, five years 
packing catch from boat to gutter , and 
oil -makings to press . After the 
squeeze , clean up the mess. That were 
half the clutter. 

"Next step up were cranking the 
press, then come my rum to process 
the oil. Get four grades out now, most 
journeymen only gee three . I be top 
squeezeman in the shop , and up for 
mastership next year. Who knows? 
Already sending my own barrel-shares 
on Cosger's ship that runs to Vorloi­
Town in Karameikos. Last run were 
hot profit . If I make master, I'll open 
my own shop . 

" ow, I be saving up for my mas­
ter's dues . Gotta work a lot of squeeze 
to pay them fees. But Master Slippery­
foot be giving me the bright-eye, says 
ifl make master he ' ll slip me into fam­
ily council if I got top sryle. Of course 
he will- his daughter 's my sweet, and 
I be part of his family soon !" 

five main associate guilds are the ooes 
most imponant to Guild Hammer's pros­
perity. He is assisted by three head crafts­
men . 

The head weaponsmith is in charge of 
manufacturing metal weapons . The 
design of the weapons is very elegant , 
even the most basic ones. Minrotha d 
weapons always have a sea motiff etched 
into the blade or worked into the pom­
mel or handle. Weapons are popular 
expon items at all times, but sell best in 
areas where a war is being condu cted . 

The master's second assistant is the 
head jeweler, who is responsible for the 
creation of all jewelry and the construc­
tion of small mechanisms . He is also the 
?fficial appraiser of the value of such 
items. 

The third assistant is the head black­
smith, who overseas three of the associate 
guilds. He is directly in charge of the 
manufacturing of metal items that do not 
fall into the tool or lock category, such as 
hinges , handles, horseshoes, and so on. 
He is aided by the head locksmith, 
respon sible for the construction , repair, 
and dismantling of all locks, and the 
head toolmaker, responsible for manu­
facturing all metal tools and tool pans . 

Master Armorer: This master craftsman 
is in charge of the manufacturing of all 
Minrothad metal armor, helmets, 
shields, and bard ing . He is assisted by 
four head craftsmen . 

The first is the head shieldmaker who is 
responsible for all metal shields made in 
Minrothad and for metal rims and stud­
ding put on wooden or metal shields . The 
second assistant is the head helmetmaker, 
who is responsible for metal helms and 
the metal ribbing or studding of leather 
or wooden helms . The third is the head 
barder , who adds metal plating or scud­
ding to leather or cloth barding . The 
founh assistant is the head armormaker, 
who is in charge of the construction of 
metal body armor and the metal stud­
ding , ringing , or plating of leather or 
cloth armor. 

Guill> Quickl}aNl> ----
Guild Quickhand consists largely of 

halflings, but also has a fair number of 
humans and some of the other races who 
disliked their guilds . This guild controls 
all services and manufacturing that deals 
with leather , basic crafts, and all forms of 
fuel , with the exception of the scrap tim­
ber used by wood elves for firewood . 

Since the halflings were late-comers to 
the guilds and they couldn't assist with 
smith ing or stoneworking-badly need­
ed skills at that time-they were assigned 
the leatherworking crafts that were previ­
ously the domain of the wood elves. The 
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fuel crafts were learned by an ancestor of 
Nimblcfingers, the current guild master, 
and were hande d down along with other 
native halfling crafts and some imponed 
skills. 

Master Lcatberworker: This master 
craftsman is responsible for all leather­
working done in Minrothad . From tan• 
ning and working the hides and furs to 
making them into shoes, boots, belts, 
saddles, and armor, the master leather­
worker oversees it all. He has four head 
craftsmen assisting him . 

The head cobbler is in charge of mak­
ing and repairing shoes and boots and 
oversees the production of belts , leather 
bags, pouches, and all leather accessories. 
The head saddlemaker supervises the 
manufacture and repair of all leather har­
nesses, saddles, and saddlebags. The 
head furrier is in charge of collecting furs 
and hides and suipping, tanning, and 
dying them, working them until the 
leather is supple, and then transporting 
the bulk leather to and from Minrothad. 
The founh is the head leather armorer, 
who is in charge of making leather body 
armor, shields, helmets, and barding, 
and having them studded or ringed with 
metal for extra protection . This requires 
his cooperation with Guild Hammer . 

Master Fuel.maker: This master crafts­
man oversees the making , transponation, 
and storage of all the candles, oil, and 
charcoal in Minrothad. Effectively, he 
handles the creation or acquisition of 
goods to meet most of Minrothad 's fuel 
needs . He has three head craftsmen work­
ing under him . 

The head charcoalburner is in charge of 
the production of charcoal and works 
with the wood elves in selecting wood for 
this purpose . Charcoal is primarily used 
in the crafts requiring very hot furnaces, 
like the metalworking of Guild Hammer 
or the glassblowing of Guild Quickfinger . 
The head oilmaker oversees the creation 
of oil from animal fats and other sources. 
The head candlemaker is in charge of 
making all normal and ceremonial can­
dles for Minrothad . He is also head of the 
small, associated Wickmakers Guild . 

Master Craftsman: This person is 
responsible for the cottage industry of 
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associate guilds that work the basic crafts, 
such as pottery and baskecweaving. He is 
assisted by four head craftsmen . 

The head potter oversees the produc­
tion of clayware, stoneware, ceramics, 
and porcelain objects ranging from plates 
and bowls for daily use to art objects . The 
head baskecweaver is in charge of all the 
small baskecweaving associate guilds. The 
baskets made can be as small as a little 
woven collector's box for trinkets or as 
large as the baskets used for carrying cer­
tain types of bulk cargo. Some of the bas­
kets made are even waterproof . The head 
glassblower oversees the manufacture of 
all types of glass, including the panes of 
glass used in guild halls and wealthier 
households, the glass containers used by 

Eloise Goldenhair 
(Master Craftsman) 

Dustyhand Bricket 
(Head Charcoalburner) 

Merry Claynails 
(Head Potter) 

Thickhide Tawner 
(Head Leather Armorer) 

many mages, and glass art objects which 
are incredibly expensive. The last assist­
ant is the head hornmaker, who is in 
charge of convening animal horns , ant­
lers, and so on into useful tools like knife 
handles, containers , musical horns , or art 
objects . 

Guilt, CoRseR -----­
Guild Corser is comprised mainly of 

humans but also has a number of the oth­
er races in its ranks. 

By the time humans had recovered 
from the devastation of their race in 
Minrothad due to lycanthropy and vam­
pirism, most of the essential guilds had 
been claimed by other races or taken from 

(iUILD QUICI<HAND (HalfliN<;) 

Kimber Nimblefingers 
(Quick.hand Guildmaster) 

Squinteye Firestarter 
(Master Fuelmaker) 
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human control. They therefore staked 
out new mercantile territory to take the 
place of the crafts and the slave trade that 
had provided most human communities 
with money. 

Guild Corser now has exclusive rights 
in Minrothad to the collection, transpor­
tation, and sale of selected rarities and 
foods. Many of Guild Corser's members 
are in foreign lands collecting these raw 
materials or arranging for their purchase . 
Though the guild has little variery, what 
it does sell is extremely expensive. Posi­
tions of importance within the guild arc 
as follows: 

Master Magic Dealer: Because of trade 
regulations, magical items cannot be eas­
ily sold in Minrothad . However, nothing 

Copperdorne Brownthurnb 
(Master Lcatherworker) 

Whiteye Slipperyfoot 
(Head Oilrnaker) 

Fairface Tullowchew 
(Head Candlernaker) 

Ela Splimerpicker 
(Head Baskecweaver) 

Fuzzy Pelter 
(Head Furrier) 

Kit Thicklips 
(Head Glassblower) 

Bigear Curlytop 
(Head Saddlernaker) 

(iUILD CORSER (HuMaN) 

Magret Pinknose 
(Head Hornmaker) 

Boote Ta !shanks 
(Head Cobb ler) 

Jolan Cottard Beyland Adonarnus Cuthben Hengel 
(Master Animal Trainer) ---- (Master M~gic Dealer) ----(Master Akhemist) 

------ Hildric Vendor ----­
___-(Corser G~ildmaster) 

Dirk Baiss ----- lana Leeker 
(Master Piper) (Master Spice Dealer) 

------- Allyn Cade! 
(Master Brewer) 

/ 
Fahsca Pike 

(Head Tobacconist) 
Edric Weller 

(Head Salunaker) 
Uyn Hunee 

(Head Beekeeper) 

\ 
Graham Woine 
(Head Vinter) 
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stops Minrothaddan trader from buying 
and trading magical items from and co 
other nations. The master magic dealer is 
in charge of a group of agents and mes­
sengers in foreign lands who do just that. 
If exceptional items are found, then he 
approache the Tutorial Guild to see if 
they wish to purchase it . 

Master Alchemist: This master crafts­
man is responsible for the manufacture or 
acquisition of the unusual chemicals used 
by most of the guilds . This guild, too, has 
numerous agents abroad. 

Master Brewer: This master craftsman 
controls a vast network of agents that 
arranges for the basic ingredients of 
mead, ale, and wine to be imponed into 
Minrothad and then for those beverages 
to be made. He has one head craftsmen 
assisting him who overseas the slow proc­
ess of making, aging, and storing wines 
and spirits. 

Master Piper: This master craftsman is 
in charge of making pipes and smoking 
apparati from all types of materials : wood 
and clay for normal pipes, gourds and 
meerschaum stone for fancy ones, even 
glass for hookah pipes. The head crafts­
man who assists him is a head tobacconist 
in charge of trading, importing, and/or 
treating tobacco. 

Master Animal Trainer: This master 
craftsman both teaches animals and 
instructs others in animal training. He 
arranges for animals to be imported, 
trained, and then sold locaJJy or abroad . 

He works mainly with smaller associate 
guilds of falconers, dog-hand lers, and 
the like. 

Master Spice D ea ler: This master 
craftsman oversees the importing, proc­
essing, exporting, and general handling 
of the spices produced by Guild Quick­
hand . This trade accounts for over three 
quarters of Guild Corser's income. He is 
assisted by two head craftsmen. The first 
is the head saltmakcr who oversees the 
production of salt, the other is the head 
beekeeper who manages the vast bee 
farms tended by hal.flings on Open Isle. 
The master spice dealer has an army of 
traders traveling everywhere to sell 
Minrothad's spices. 

Political (iuilt,s -----

The political guilds arc not nearly as 
complex in their structures as the family 
guilds arc. These arc the newest guilds in 
Miruothad, more service or govcrnmeor­
oricntcd than the others. They offer the 
most potential for power and advance­
ment, and arc not yet as versed in duplici­
ty as arc their family guild counterparts . 

M encl7aN1 Sai lo n.s GuillJ--- -

This guild is responsible for sailing the 
trading vessels of Minrothad. It is over­
seen by the guild master with the help of 
the master importer and the master 
exporter . 

Members of this guild are usually 
instructed in the ways of sailing by Guild 
Elsan for a year or two, then must serve 
apprenticeships with the Merchant Sail­
ors Guild . This guild also has authority 
over Minrothad dockworkers and steve­
dores, as well as the ships they load and 
unload . The Merc.hant Sailors Guild 
works very closely with the Merchant­
Princes Guild, since the ships cannot sail 
efficiently without cooperation between 
captain and crew. 

M enceNany GuillJ ------

This newest of political guilds is head­
ed by a suongwilled, honest guild master 
who is in charge of the three military 
units of Miruothad . Each unit is run by its 

26 

own master craftsman, who is answerable 
only to the guild master. 

These military units arc meant to be a 
defensive force and arc not intended for 
battle away from the shores of Minro­
thad. Although the guild is called merce­
nary, it considers this employment to be a 
lifelong commitment and takes care of its 
retirees better than any other guild. 

Unlike most guilds, which make their 
money from dues and taxes oo membe rs 
or the products they sell, the Mercenary 
Guild is paid well by the government and 
all other Mimothad guilds for defending 
the islands . 

Home Guard # 1 is composed primarily 
of human soldiers . It is a large defensive 
force stationed near the city of Minro­
thad . This not only provides the best pos­
sible defense of the city but keeps the 
seneschal honest as well. Home Guard # 1 
is trained to fight defensively in a city : 
defending walls, using tower-top siege 
ballistae , etc . 

Home Guard #2 is composed primarily 
of forest elf soldiers. It is larger than 
Home Guard #1 but is spread out over 
most of the remaining Minrothad 
islands . This force is trained in both field 
battle and guerilla tactics . It will fight 
invaders on the beaches if possible, or 
retreat into the hills and harass the enemy 
to death . 

Marines arc the largest standing mili­
tary force that Minrothad has. They serve 
on every ship as defenders a.gainst pirates . 
They arc trained io the use of shipboard 
ballista, boarding and repelling tactics, 
and fighting in rigging. The number of 
marines on board a ship depends on the 
cargo being hauled , but is never less than 
20 percent of the crew complement . 
Marines also train the rest of the crew for 
combat when time allows during voy­
ages, so the estimate of fighting men 
aboard a Mimothaddan vessel is usuaJJy 
far below the actual number . 

About one-third of the marines do not 
serve on long-distance voyages at any one 
time; these troops are assigned to the 
Minrothad naval vessels which patrol 
local waters . 

The Auxili ary Hom e Guard is not 
shown on the government orgnization 
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chart . le is a military associate guild that 
springs into existence only during times 
of imminent invasion . At that time, the 
Mercenary Guild gains authority over 
guild and town security and constabulary 
forces which constitute the auxilary 
guard. 

O,ieves Gul/o--------
The Thieves Guild is known to exist 

but very little is known for certain about 
it . Rumors abound, but the fact remains 
that this guild's activities are covert. The 
truth is known only to the guild master , 
to Oran Meditor, and to the thieves active 
in this unpopular and secretive organiza­
tion. 

t:utonial Guilo--- -----
The Tutorial Guild is a combine of 

many smaller associate guilds that train 
and teach . The guild master oversees the 
administration of these associate guilds . 
A force of guild scholars answerable only 
co him checks on the associate guilds from 
time to time to see that they are main­
taining their standards of education . The 
most import .ant of the associate guilds are 

GnowiNG up "Politica/"--­

-as cold by water elf Cosger Elsan, 
Journeyman Helmsman, Merchant 
Sailors Guild 

"My kin build these ships and 
thought I would too. But how could I 
stay land -bound when the waves beck­
oned? And so that path I cook. 

"My age-mates began their learn­
time in family crafts, bur I soug ht our 
old Elwyn instead , once master navi­
gator. Time enough he'd spent on 
ships, and so understood my urge . 
When I came of apprentice age, I took 
the cescs for the Merchant Sailors 
Guild - and passed, thanks to Master 
Elwyn's coaching . Then my learn-time 
as scupper began . 

"Cabin boy is the obvious 'pren­
tice , seen by passengers, but the real 
work starts far below decks in the tac-

the School of Merchant -Princes , overseen 
by the master of instruction, and the 
School of Magical Artifacts, overseen by 
the master of devices . 

Among other things, the guild is 
responsible for working on all major and 
some minor court cases (see Laws of 
Minrothad) . It also runs programs in 
affiliation with other guilds for the pur­
pose of cross-training specialized individ­
uals . 

The Tutorial Guild has a monopoly on 
the practice of magic in Minrothad and 
this monopoly is enforced by law. The 
guild inspects every known magical item 
and magic-user which enters Minrothad . 
A Tutorial Guild member is required by 
law to be present whenever any spe!J is 
cast . 

This guild has a network of overseas 
agents who are constantly on the lookout 
for new spells, new philosophies of mag ­
ic, and magical items . These persons can­
not compete with Guild Corser's magic 
dealer agents but they are empowered co 
purchase magical items for the use of the 
Tutorial Guild . This guild has the legal 
right to make first offer on any item held 
by a magic dealer, regardless of whether 

kle hold, amidst the gear that needs 
repair . And sailors put no trust in 
splices made by half-trained scuppers 
with half a care. Do a bit of work , and 
it's pulled and rugged and picked ac 
by the cop-side crew before ic even 
leaves the hold . Mose of it comes 
apart, and a scupper can spend a week 
or more co gee one splice done right . 

"What piece-work stays together 
earns some time topside, maybe in the 
rigging . Do enough knot-work, and a 
canny scupper can splice him self out of 
the cackle hold and into the foc'sle. 
Topside he tars rope and polishes 
brass , but the rigging-time comes 
more often. And so it goes , step by 
step, until he 's making sail and doing 
all that needs doing . 

"True, we're not as cozy a bunch as 
a family guild . A scupper is pushed 
and tested, every step of the way. But 
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the item is for sale. If the forced sale is 
disputed, the price that should be paid 
for the item is determined in Minrothad 
by the parent guilds. 

If a Tutorial Guild agent misrepresents 
him self for the purpose of acquiring mag­
ical items or spells for his personal use 
rather than the guild 's, the penalty is 
qu ite high : the death sentence under the 
Black Seal Warrant . 

City Of MiNROU,aO------

The city of Minrothad remains neutral 
and un involved in national or guild gov­
ernment affairs-a neutrality essential for 
the cooperative interaction of all the 
guilds. The capital is treated as a 
guildlike entity with a seneschal as the 
city's equivalent of guild master . He has 
authority over everything going on in the 
capital except the guild shops . He is, of 
course, answerable to the ruling guild 
master and has no control over the palace. 

A complaint about the seneschal or the 
city must be lodged at a council of guild 
leaders meeting by a member of that 
body; the complaint is then brought to 
the attention of Oran Medi tor for media­
tion . 

it binds us together , it does, and when 
a sailor calls himself guildsman, he's 
earned the name ! 

"Take me-I'm a helmsman , and I 
hold this position because I know it , 
not because the captain's my father or 
some such nonsense like family guilds 
go by. And I know every position 
under me , like the points on a com­
pass . I an fill in for deck crew if needs 
be-not like the sailmaker, you see: 
he 's family, and aJI he knows is his can­
vas. 

" Now, I've a choice : if I stay helms­
man, I need next to study navigation 
under Guild Elsan. Or, I can take a 
line on bo'sun's mate and do more 
work with the crew. Who knows? I 
might do both . Then when I make 
senior journeyman I'll be up for sec­
ond mate. There's no end to where 
skill can take a sailor in this guild !" 
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'CIJe Caste SysteM 
The apprent ice-journ eyman -master 

rank system of the guilds , based on 
achievement and experience, carries over 
into Mimothad society. To an overwhelm­
ing extent, a person's position in his guild 
reflects his position in society. This has 
resulted in a formalized caste system, rec­
ognized by tax laws and acknowledged by 
citizens in their daily lives. 

A person 's guild and rank dictate 
which category he occupies in the Minro­
thad caste system. Some caste positions 
limit one's progress within the guilds , 
but for the most pan , caste lines are not 
completely rigid ; hard work or political 
skill can elevate an individual to a higher 
caste than the one he began in. 

There are six castes in Minrothad . Each 
reflects a degree of wealth , but even 
more , an appreciation of what a person 
can do for his guild . Caste names come 
from ancient ithian words for rank and 
standing ; people often refer to them­
selves and others by a reference to their 
caste: " A cleric will always be an evem, 
regardless what he preaches to others." 

First Caste: The first and !owe t rank is 
the okeen , or laborer caste. This caste 
includes guild members of the least 
importance: apprentices and those who 
are too lazy, careless, or indiffe rent ro 
make much difference to the guild . 
Regardle of wealth, a slopp y and uncar ­
ing craftsman remains an okeen, as does 
an otherwise respected oldster who 
refuses to pass on knowledge of his craft 
to the young. 

Second Caste: The second caste is the 
macau, the artisans who comprise the 
majority of common guildsman . This is 
the great middle class of Minrothaddans 
who toil and work for love of their craft 
and guild . It is their efforts that keep 
Minrothad prosperous. The macau have 
traditionally enjoyed more benefits than 
the okeen: better pay, bercer positions in 
the guild, finer tools and materials to 
work with , etc. 

Third Caste: The third caste is the 
evem, from the word for craftsman . This 
caste consists of lesser guild manager s 
(assistant craft masters, assistant guild 
masters , and so on) , very wealthy guild 
membe rs who do not hold a political or 
guild office, and exceptional guildsmeo 
who are highly respected for their skills 
(such as healers and clerics). 

Evem enjoy far better pay and benefits 
than the two le er castes. It is to the thi rd 
caste that most second caste guildsmen 
aspire . The third caste can be reach d 
through hard work and innovative ideas. 
A macau guildsman enters the evem by 
appoi ntm ent from a member of a higher 
caste or by a vote of promotion by third 
caste guildsmen. 

Fourth Caste: The fourth caste, or 
dosan, takes its name from the word for 
leaders. This caste consists of the head 
craftsmen and masters of the guilds . It 
includes most members of guild adminis­
trations. These are powerful and wealthy 
people, most of whom ascended from the 
lower castes through their own labor or 
the efforts of their forefathers. 

A member of the third caste is pro­
moted to the founh by appointment 
from a higher caste or by vote of fourth 
caste guildsmen. Among the family 
guilds it is very difficult ro rise to thi 
caste from lower ones . There is a growing 
trend for a retiring family guild master or 
head crafts man to nominate his 
appropriately-ski lled on or daughter as 
his replacement . This choice is ratified by 
his guild council peers, who hope to do 
the same for their children . This is not the 
practice among the political guilds , how­
ever: just one of reasons why there are 
greater opporrunities for advancement in 
the political guilds . 

Fifth Caste: The fifth caste is the yulen , 
from the word meaning comman ders. 
This is the newest caste. It came into 
being to reflect the status of the 
Merchant-Princes , the magic-using sea 
captains who comma nd the ship s of 
Minrothad 's trading fleet . 

The yuleo are almost identical to the 
dosan of the founh caste, but yulen are 
more learned and all know magic. The 
membership consists of merchant-princes 
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who were trained by the Tutorial Guild 
and guild master s and head craftsman 
who are training co become merchant ­
prmces . 

Sixth Caste: The sixth caste is the 
saoeer, meaning rulers . It i.s a small and 
elite caste consisting of the nine guild 
masters who sit on the council of guild 
leaders, the seneschal of the city of 
Minrothad , and the rulin g guild master, 
Oran Medicor. These are the most power­
ful and wealthy individuals in Minro­
thaddan society. 

Caste aNb Guilt> 
ICX.:NtificatiON ------

In a place as concerned with rank and 
membership as Miorothad , it is not sur­
prising that there are several ways co iden­
tify exactly what caste and guild a person 
belongs co. Guild identification is 
required by law, caste identifica tion by 
custom . 

Cast€------------
A person's caste is signified primarily 

by clothing. It is not so much what he 
wears that indicates his caste since gar­
ments come in unpredi ctable variety in 
Minrothad, but it is the quality of the 
cloth and the natu re of the accessories 
that are the telling point. Members of all 
castes bur the sixth incorporate a work­
related item in their ensemble: a silver 
casting salver hangin g from the neck for a 
vintner, or a baker 's cap for a baker. The 
higher th caste, the finer the mater ial 
and more stylized the design of the sig­
nificant acce sories. 

Member of the sixth (ruling) caste 
wear no work accessories at all, and this in 
and of itself is indicative of their rank. 
Their clothes are the most exuavagam 
and finest of all , meant to embody their 
gui ld's pride and imponan ce. 
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Guilo --------- ---

Guild membership carrie with it privi­
leges and obligations , and Minrothad­
dans expect to be able to easily identify a 
guildsman's rank and standing . Upon 
passing app renti e level in a guild, most 
members are marked with a taroo in a vis­
ible place : the back of the hand , on the 
cheek, or even on the forehead. 

Guild men expe t co wear the tatoo for 
life and embellish it with additions which 
indicate rank and specialty skills. Tatoos 
are removed only if a person changes 
guilds or is kicked out of one for ome 
reason . The removal pro e uses an acid 
wash ; it i a painfu l and scarring process 
and not undertaken lightly. 

Organizations that do not care co have 
their members easily identified, like the 
Thieves Guild , give them a ring , earring, 
armband , or other removable object as a 
sign of guild membe r hip. The token i 
given to the member after he has served 
his guild reliably for cwo years. These 
guildsmen u ually also wear a simple and 
misleading family guild tatoo, Iese the 
lack of a mark draws attention to them . 

StJiel l>S a Nl> Device s ------

Membership cacoo duplicate the pat­
tern that is on a guild ' official hield or 
device . The devices of the ruling guild 
master, the family guilds, and three 
poli tical guilds are shown . Each incorpo­
rates the balance device whi h i the 
in ignia of Minrothad as a nation . The 

balance symbo lize trading power and 
honesty in such dea lings . It is simple, 
usually black on white, and bears nothing 
on the scales. Every Minrothaddan uad­
ing or military ship has the insignia paint­
ed on the prow and stitched into the sails, 
and flies it as a flag . All official docu­
ments from Minrothad show the balance 
at the top of che page, including receipts 
for goods bought or sold. 

G uilds which give their membe rs 
tokens rather than tatoos have the gui ld 
device worked on the token . Devices not 
illustrated here have the follow ing 
appearances . 

Thieves Guild : Although little is 
known about the membership of this 
gui ld , its device is a matter of official 
record . The insignia i a horizontal dag­
ger serving as the balance for cwo small 
scales each with a full pouch of gold on 
It . 

I 

I , 
i.._;; 

Tu torial Guild: Gui ld members wear a 
large earring of eleccrum as token of their 
membership . It i worked with an octa­
gon with a single cale hanging inside it. 
Depending upon their affiliation , the 
content of the cale differs. The cale of a 
merchant-prin ce bears a pent agram ; the 
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cale of the associate Instruction Guild 
bears an open scroll ; the scale of the asso­
ciate Devices Gui ld shows a wand . The 

Tutorial Guild master and his taff have a 
star with rays shining forth , signifying the 
deliverence of knowledge from the heav­
ens. 

City of Minrothad: Guildsmen wear 
rings as insignias of membership . The 
device is a balance randing atop an item 
of the seneschal' choo ing and o 
changes with every seneschal . The current 
insignia is a balance atop the beam of 
another, slightly larger balance , symbol­
izing the seneschal's desire to keep the 
city as fair as possible co all the gui lds . 

.. . ' . ' . . ... 
I , . 
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Members of the greatest trading com­
bine in the Known World enjoy many 
privileges unique to their nation . 

Price Discounts: A guildsman pays 
only 40 percent of the wholesale price for 
any item manufactured by his own guild 
and may purchase from other guilds at 
wholesale price . Nonguild members pay 
a standard retail price , which can be 100 
percent or more of the wholesale price . 

It is considered immoral for a guild 
member to buy something at his redu ced 
membership price for a friend in another 
guild . It sometimes happens between 
friends or lovers but it is frowned upon 
and repeat offender s may have their price 
privileges revoked . 

Business on Credit: A guildsman can 
buy on account from his own guild with 
no interest charged . A guild may offer 
the same counesy to members of other 
guilds on an ind ividual basis, charging 
only a small interest rate for the credit . 
Such credit-based business is rarely done 
ou tside of Minrothad and is never prac­
ticed with retail customer s, where "cash 
on the barrelhead " is standard . 

Guilt> Pnivile{ies 
Prefered Customer Status: Guildsmen 

get first pick of goods before they go on 
sale to the public, except for special-order 
items . This privilege extends to guild 
services. If there is only one passenger 
benh left on a ship , for instance, a guilds­
man is taken on board in preference to 
another passenger. 

Good Exchange Rates: Guildsmen 
conven ing coin for personal use receive 
special discounts on conversion fees and 
get the best exchange rate possible. 

Cut-Rate Travel: A guildsman may 
perform labor in his guild specialty 
before or during a sea voyage in exchange 
for low cost or free travel. 

Free or Reduced-Rate Training: Guilds 
train their members free of charge . 
Guildsmen can receive cross-training in 
other guild specialties through the Tuto­
rial Guild . In contrast , oonguild mem ­
bers cannot receive any instruction from 
the guild s at all . 

3 I 

'O}e Menct}aNt-PniNces 
Of MiNROtt}ab ---- -

- A ralk with Emelia Oswip of the 
Scholars' Fraternity, Glanui 

" Look, the re goes a mercha nt ­
prin ce, swaggering along like a power 
incarnate. Yes, the fellow with the 
blue hipboots and gold scabbard . 

" You can cell he 's a merchant ­
prince by the pent acles on his clothes . 

" Besides, I know him . Tha t is, he 
was captain of the Egret on my voyage 
here, name of Saroso Elsan . The voy­
age was entert aining; it gave me m y 
fuse glimpse of a merchant -prince in 
action . There's a growing interest in 
them in Glantr i- that's why I'm 
here, to learn what I can about them. 

"No one talks much about these fel­
lows. They're all leading members of 
their guilds. It seems merc hant­
princes can come from any guild . Most 
are ship captains , bu t othe rs arc just 
very experienced traders. 

"They' re trained by the wizards' 
guild here- what do they call it? Tuto­
rial Guild? They must be dedicated 
fellows, learning magic after they 've 
learned a profession . And not ordinary 
mag ic eith er- th ey work the ele ­
ments. 

"Thar one, Elsan , did interesting 
work on our voyage. He seemed in a 
hur ry co arrive in Minm thad and we 
had favorable winds all the way­
magical winds, I could tell. 

"Those skills are not too remarkable 
by themselves, but crewmen told me 
they wished we would sight some 
pirates so I could see firsthan d how a 
merchant -prince deals with sea brig­
ands . I can do without that kind of 
entertainment, but it was an interest­
ing comment . They seemed onvinced 
thei r captain would save them the 
trouble of a battle. I have a lot of q ues­
rions I wane co ask a merchanr­
pn nce .. . 

"An d look, here he comes again ! 
Excuse me-there 's a tavern and here's 
my chan ce. Oh , Captain Elsan! . . . " 

~~~~ I O ■ • O O ■ • • 0 • O • • ■ ■ 0 • • I O O I O ■ • O O O O O O ■ O ■ O ■ O O O O O e ■ o • o e ■ o • I I o I o I t e o o o ■ I o ■ ■ I I O O O O O I O • ■ • ■ • 0 0 • • 0 0 • • • O O ■ I ■ O ■ ■ • • 0 0 0 O O I • o o ~~t~• 

Hammond Mason (Order #39103382)



=:1~~ ................•.....•......••...........•................................................•.................•.... ~~J 
~~000000-00000-0-00 ~ 
Politics iN t)Je MiNROt)Jat, (iuilt>s 

"Work in Minrothad politics is like 
separating two fighting she-wolves. By 
the time it' done, you're in the middle 
of the fight yourself and you've been bit­
ten by both sides ac once ." 

- Oran Mediror 

'Cl]e Etl}ic Of COMµ€titiON -

Produce specialjzatioo and the force of 
law prevent the Minrothad Guilds from 
competing with each other in the com­
mercial arena . Yet an ethic of compe ti­
tion is insti!Jed in every apprentice and 
embodied by every uader who is pan of a 
guild . Guildsmen refuse to be bested in a 
trade or a sale and pride themselves on 
overcoming the obstacles that stand 
between them and commer cial success. 
This attitude even carries over into 
Miruothad deaJjngs with other nations . 
Traders, ambassadors , and factors are 
concerned first with how Minrothad can 
profit from a situation and second_ "."ith 
how to meet and defeat any compeaaon . 

The same competitive drive that makes 
guildsmeo world-class merchants finds its 
outlet within Minrothad io merciless 
political infighting and jockeying for 
position . Guild leaders aspire to ever­
greater degrees of power in goverome?t 
and let very few ethics or morals stand 10 

the way of promoting their guilds or 
themselves . 

In a perverse way, Miruothaddans are 
proud of the chaos this son of competi­
tion produces and of the inuigue that is 
its natural byproduct. These things are , 
after all, signs that the interests of one's 
guild are being advanced . Anything 
shon of ueason and assassination goes, as 
long as the action or its results do not 
adversely affect Minrothad itself . 

'Cl'}e Political SysteM ---
"Jncrigue, duplicity, scoundre/ism, 

evasiveness! Al/ the things that we hope 
co avoid in govemmenc are as food and 
drink co the Minrothad politician." 
- Ierendi Ambassador Ounia, trying to 

explain to his government his desire to 
leave Miruothad . 

Though its hidd en working s are 
treacherous, the government of Minro­
thad is much more than groups of self­
serving craftsman trying to gut each 
other . Like the scales that are the nation 's 
symbol , the family guilds and the politi­
cal guilds are the primary counterweights 
on the political scene. They are separated 
by the ruling guild master, whose office 
and its cabinet are the fulcrum and bal­
ance of power in the Miruothad system. 

The ruling guild master enjoys suppon 
from the political guilds, whose guild 
masters he appoints . He uses this support 
to offset the influence of the powerful 
family guilds, whose backing he some­
times enlists by promoting one of their 
race, guild, or clan to a position in the 
political guilds . 

On the other hand, the ruling guild 
master can do very little if both the family 
guilds and the political guilds oppose 
him, for their taxes support the national 
government and the military is not under 
his personal control as a cabinet function . 

Consequently the balance between the 
three factions remain s stable only as long 
as all three are strong . This balance of 
power has been upset in the past, result­
ing in poor government decisions formu­
lated and pushed through by the 
dominant group . Besides caring for the 
real business of government, the ruling 
guild master muse himself be a master_ of 
inuiguc, struggling co ensure that no sm­
gle political faction becomes too power­
ful through its plots and ploys. Io spite of 
their reputation in uade , the policies of 
Minrothad arc not for the naive or the 
scrupulously honest . 

"}vu can easily cell when a Minrothad 
guild mascer is lying: bis lips move ." 

- Continental guild hall joke 

p 

'Cl}e Pnice Of lNtni<:;ue -­
- A word of caution from Lord Orde­

ki.s, Thyat.ian ambassador ro Minrochad 

People who play Minrothad politics 
play for keeps . The game moves swifdy, 
the players change constantly, and rules 
of fair play are observed oaly when con­
venienc. Any cool that helps advance a 
cause is used when needed-and thar 
presencs a danger for visirors to Minro­
thad . 

Travelers who seek incrigue and per­
haps physical risk can easily fmd this 
when they come ro these islands. Bue 
even the innocent voyager may gee 
caught up in webs nor of his own weav­
ing . The one who is lucky might simply 
have a rude encouncer with unprincipled 
guildsmen ; he who is not may be charged 
wicb treason, or lose his life in one of 
many ways. 

Visitors should remain alert for ruses 
designed co use a foreigner as an unwit­
ting tool of guild intrigue: 

If you are noc a mercha.nc, be wary if 
invited to a private place co discuss guild 
business. Miorothadda.os never discuss 
guild business with outsiders unle ss it 
relates to a specific trade arrangement . 

Refuse requests co deliver sealed or 
otherwise private messages co ocher 
guildsmen. Almost every place of busi­
ness sends legitimate messages by 
apprentice or with a friendly captain if it 
must go co another island . If you do this 
son of favor for someone you are likely 
being used as a dupe in some kind of 
guild intr igue . 

If you are asked to do something that 
might be illegal (such as waylaying some­
one leaving a tavern, "as a practical 
joke") be extremely cautious. You can be 
cenain that is not the true purpose of the 
ploy, and the one who approached you .is 
almost never the one who is really behind 
it. If you comply, you may become 
involved in serious charges . If you refuse 
to help or repon it to the constabulary, 
you may be harassed by vengeful guilds­
men . I have nothing co advise in such a 
situation except to avoid it. 
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