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Using this product 

Unlike typical "adventures," this product is 
designed to be used by a GM who has already 
designed a plot, NPCs, and a big, bad, boss 
creature. Unlike typical "maps," this product 
is designed to be used with very little 
preparation. In addition to the layout of a 
dungeon, this product includes traps, hazards, 
creatures, and treasure. 
 
Each Dungeon Dive product is also adaptable 
to a wide range of power levels, and each 
encounter area contains a section with 
information targeted toward low, medium and 
high-level parties. 
 
There are two types of encounter areas. In the 
first type, the entry for each power level (low, 
medium, high) builds upon the last. These 
entries are bulleted with a "+". For example, 
this entry, in the general construction section, 
is a cumulative entry: 
 
+ Low: All areas have good wooden doors 

(Break DC 18), and all doors are locked 
(DC 20). 
 

+ Medium: Areas 2 and 3 have strong 
wooden doors (Break DC 25), and better 
locks (DC 25). 
 

+ High: Area 3 has iron doors (Break DC 
28), and even better locks (DC 30). 

 
In the second type, the entry for each power 
level stands alone. These are bulleted with a 
"–". This entry, in an encounter area that 
details a portal, is a standalone entry. 
 
- Low: The portal leads to Encounter Area 

1. 
 

- Medium: The portal leads to a safe-house 
elsewhere in the city. The safe-house is at 

least a half-an-hour walk from the hideout. 
 

- High: The portal leads to an alternate 
plane of existence, which is inhospitable 
without magic (i.e. the Elemental Plane of 
Fire). 

 
As you read through the product, simply refer 
to the power level appropriate to your party. 
 
Additionally, the DC for certain skill checks 
may have multiple values, for example 
(Search DC 20/25/30). This should be read as 
the DCs for Low/Medium/High level parties. 
 
For easy reference, the stat blocks for traps 
and hazards are included directly in the 
description of each encounter area. Short stat 
blocks for creatures are also included inline. 
Full stat blocks for sample rogues are included 
in an appendix at the end of this product. 

Running the Hideout 

The guild hideout is divided into three 
sections: outer tunnels, which serve as the first 
line of defense against intruders; the living 
and working quarters for the thieves; and the 
inner sanctum, which only the elite members 
of the guild are allowed to access. 
 
As the party moves through the dungeon, they 
will inevitably run into members of the guild. 
Depending on where they are at the time of 
the encounter, other members are likely to 
react to their presence. 
 
While the party is in the outer tunnels, the 
thieves are content to allow the traps and 
hazards of the area to do their job. Once the 
party breaches the defenses and enters the 
living quarters, any thieves in the section will 
come to the aid of their guild mates. 
 
The GM can comfortably separate events in 
the living quarters from events in the inner 
sanctum. The sanctum is, by design, insulated 
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from the rest of the hideout. It is intended to 
be soundproof, and the noise of combat is 
unlikely to cross over from one section to the 
other. 
 
However, higher-level guilds may have 
warning devices that allow them to sense an 
incursion into the living quarters. In this case, 
those thieves who are in the inner sanctum 
when the PCs invade may have time to fortify 
themselves against intruders or buff 
themselves before coming to the aid of their 
compatriots. 
 
The size of the guild is left up to the GM. 
Space is included in the living quarters for 11 
beds, which are intended for those who keep 
permanent residence in the hideout. The 
hideout contains plenty of space to 
accommodate additional beds, cots, and 
bedrolls. 
 
The hideout has two escape routes, one hidden 
and one well-known to guild members. 
Encounter Area 17 contains a hidden portal 
which only the guildmaster is likely to have 
knowledge of. 
 
Encounter Area 21 leads to an underground 
lake, which is inhabited with plenty of 
monsters. In a pinch, the guild members may 
attempt to cross this lake in order to escape 
from rampaging PCs.
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The Hideout 

General Construction 
Unless otherwise noted, all areas of the 
hideout have masonry walls and flagstone 
floors. In addition, each area has the following 
features: 
 

 

+ Low: All areas have good wooden doors 
(Break DC 18), and all doors are locked 
(DC 20). 
 

+ Medium: Areas 2 and 3 have strong 
wooden doors (Break DC 25), and better 
locks (DC 25). 
 

+ High: Area 3 has iron doors (Break DC 
28), and even better locks (DC 30). 

Section 1: Outer Tunnels 

These areas represent the guild's first line of 
defense against trespassers. A series of traps, 
hidden doors, and nasty beasts awaits those 
who don't know their way through the area. 

1. Hideout Entrance 
Cobwebs sway in the air currents that cycle 
through these underground tunnels. The air is 
musty and smells faintly of an outhouse. An 
obvious path through debris and detritus leads 
to a wooden door on the west wall. 
 
In front of the doorway to the Encounter Area 
2 are a series of camouflaged pit traps. The 
thieves that live in this hideout know simply 
to avoid them when crossing into the next 
area. 
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- Low: Camouflaged Pit Trap: CR 1; 
mechanical; location trigger; manual reset; 
DC 20 Reflex save avoids; 10 ft. deep 
(1d6, fall); Search DC 24; Disable Device 
DC 20. 
 

- Medium: Camouflaged Pit Trap: CR 5; 
mechanical; location trigger; manual reset; 
DC 20 Reflex save avoids; 50 ft. deep 
(5d6, fall); multiple targets (first target in 
each of two adjacent 5-ft. squares); Search 
DC 25; Disable Device DC 17. 
 

- High: Poisoned Spiked Pit Trap: CR 10; 
mechanical; location trigger; manual reset; 
hidden lock bypass (Search DC 25, Open 
Lock DC 30); DC 20 Reflex save avoids; 
50 ft. deep (5d6, fall); multiple targets 
(first target in each of two adjacent 5-ft. 
squares); pit spikes (Atk +10 melee, 1d4 
spikes per target for 1d4+5 plus poison 
each); poison (purple worm poison, DC 24 
Fortitude save resists, 1d6 Str/2d6 Str); 
Search DC 16; Disable Device DC 25. 

 
If the PCs explore the far corner of the room, 
they will encounter a number of monstrous 
spiders. The thieves keep them at bay with 
treats of dead rats. 
 
- Low: Monstrous Spider, Small (4): 

Small Vermin; CR 1/2; HD 1d8; hp 4; Init 
+3; Spd 30 ft, climb 20 ft; Space/Reach 5 
ft./5 ft.; AC 14, touch 14, flat-footed 11; 
Base Atk +0; Grp -6; Atk Bite +4 melee 
(1d4-2 plus poison); Full Atk Bite +4 
melee (1d4-2 plus poison); SA poison, 
web; SQ darkvision 60 ft, tremorsense 60 
ft, vermin traits; SV Fort +2, Ref +3, Will 
+0; Str 7, Dex 17, Con 10, Int –, Wis 10, 
Cha 2 
 

- Medium: Monstrous Spider, Medium 
(4): Medium Vermin; CR 1; HD 2d8+2; 
hp 11; Init +3; Spd 30 ft, climb 20 ft; 
Space/Reach 5 ft./5 ft.; AC 14, touch 13, 

flat-footed 11; Base Atk +1; Grp +1; Atk 
Bite +4 melee (1d6 plus poison); Full Atk 
Bite +4 melee (1d6 plus poison); SA 
poison, web; SQ darkvision 60 ft, 
tremorsense 60 ft, vermin traits; SV Fort 
+4, Ref +3, Will +0; Str 11, Dex 17, Con 
12, Int –, Wis 10, Cha 2 
 

- High: Monstrous Spider, Medium (8) 

2. Antechamber 
Unlike the previous room, this area is spotless. 
It is free of dust and debris, though the air is 
still musty and odiferous. 
 
The thieves keep this room clean because they 
don't want telltale tracks leading to the secret 
door at the south end of the room. 
 
A hidden door (Search DC 20/25/30) to area 6 
exists at the south end of the room. This is 
used by the members of the guild to bypass 
the trapped beast in Encounter Area 3. 
 
The door to Encounter Area 3 appears to be 
barred from the outside. 

3. Trapped Beast 
A wide, dark-brown smear stains the floor 
from the door to a toppled table in the center 
of the room. Pieces of broken chairs are 
scattered across the floor. 
 
When a dangerous beast wandered into the 
hideout, the thieves trapped it in this room in 
the hope that it would devour unwary 
travelers. The door has been barred from the 
outside to prevent the creature from 
inadvertently wandering out. 
 
A hidden door (Search DC 15/20/25) to 
Encounter Area 4 exists on the north wall of 
the room. 
 
- Low: Grick: Medium Aberration; CR 3; 

HD 2d8; hp 9; Init +2; Spd 30 ft, climb 20 
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ft; Space/Reach 5 ft./5 ft; AC 16, touch 12, 
flat-footed 14; Base Atk +1; Grp +3; Atk 
Tentacle +3 melee (1d4+2); Full Atk 4 
tentacles +3 melee (1d4+2), bite -2 melee 
(1d3+1); SQ damage reduction 10/magic, 
darkvision 60 ft, scent; AL Usually 
neutral; SV Fort +0, Ref +2, Will +5; Str 
14, Dex 14, Con 11, Int 3, Wis 14, Cha 5 
 

- Medium: Gibbering Mouther: Medium 
Aberration; CR 5; HD 4d8+24; hp 42; Init 
+1; Spd 10 ft, swim 20 ft; Space/Reach 5 
ft./5 ft; AC 19, touch 11, flat-footed 18; 
Base Atk +3; Grp +3; Atk Bite +4 melee 
(1) or spittle +4 ranged touch (1d4 plus 
acid plus blindness); Full Atk 6 bites +4 
melee (1) and spittle +4 ranged touch (1d4 
plus acid plus blindness); SA gibbering, 
spittle, improved grab, blood drain, engulf, 
ground manipulation; SQ amorphous, 
damage reduction 5/bludgeoning, 
darkvision 60 ft; AL usually neutral; SV 
Fort +7, Ref +4, Will +5; Str 10, Dex 13, 
Con 22, Int 4, Wis 13, Cha 13 
 

- High: Chaos Beast (2): Medium Outsider 
(Chaotic, Extraplanar); CR 7; HD 8d8+8; 
hp 44; Init +5; Spd 20 ft.; Space/Reach 5 
ft./5 ft.; AC 16 (+1 Dex, +5 natural), touch 
11, flat-footed 15; Base Atk +8; Grp +10; 
Atk Claw +10 melee (1d3+2 plus 
corporeal instability); Full Atk 2 claws 
+10 melee (1d3+2 plus corporeal 
instability); SA corporeal instability; SQ 
darkvision 60 ft., immunity to critical hits 
and transformation, spell resistance 15; 
AL Always chaotic neutral; SV Fort +7, 
Ref +7, Will +6; Str 14, Dex 13, Con 13, 
Int 10, Wis 10, Cha 10 

4. Donjon 
Rusted chains, some with desiccated skeletons 
still in them, hang from the wall. The floor is 
covered in an inch of standing water, and the 
scent of mildew is nearly overwhelming. 
 

The thieves used to imprison hostages and 
low-powered enemies in here before the 
creature moved into Encounter Area 3. They 
have since abandoned it. The remains of those 
left to die have been stripped of any useful 
equipment. 
 
+ Low: Two of the skeletons on the wall 

animate to attack the PCs. 
 
Skeleton (2): Medium Undead; CR 1/3; 
HD 1d12; hp 6; Init +5; Spd 30 ft; 
Space/Reach 5 ft./5 ft; AC 15, touch 11, 
flat-footed 14; Base Atk +0; Grp +1; Atk 
Claw +1 melee (1d4+1); Full Atk 2 claws 
+1 melee (1d4+1); SQ damage reduction 
5/bludgeoning, darkvision 60 ft, immunity 
to cold, undead traits; AL Always neutral 
evil; SV Fort +0, Ref +1, Will +2; Str 13, 
Dex 17, Con –, Int –, Wis 10, Cha 1 
 

+ Medium: Two additional non-animated 
skeletons are covered in brown mold. 
 

+ High: A greater shadow haunts this 
donjon in addition to the skeletons. It 
waits in the hope that those that 
imprisoned it will return someday. 
 
Greater Shadow: Medium Undead 
(Incorporeal); CR 8; HD 9d12; 58 hp; Init 
+2; Spd Fly 40 ft. (good); Space/Reach 5 
ft./5 ft; AC 14, touch 14, flat-footed 12; 
Base Atk +4; Grp –; Atk Incorporeal 
Touch +6 melee (1d8 Str); Full Atk 
Incorporeal Touch +6 melee (1d8 Str); SA 
create spawn, strength damage; SQ 
darkvision 60 ft, incorporeal traits, +2 turn 
resistance, undead traits; AL Always 
chaotic evil; SV Fort +3, Ref +5, Will +7; 
Str –, Dex 15, Con –, Int 6, Wis 12, Cha 
14 
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5. Sewage 
The foul smell of stagnant water hangs heavy 
in the air. The hallway is covered by knee-
deep, black, fetid, algae-covered water. 
 
Secret doors (Search DC 25/30/35) to the 
secret passages exist on both the north and 
south walls.  
 
+ Low: Green slime covers the floor of the 

corridor, nearly invisible under the water 
(Spot DC 25). 
 

+ Medium: The noxious fumes in the 
hallway sicken all those who pass through 
(Fortitude save negates, DC 18). 
 

+ High: The gasses filling the passage are 
toxic, acting as an inhaled poison (burnt 
othur fumes DC 18, 1 Con 
(permanent)/3d6 Con). 

6. Secret Passage 
The sound of trickling water fills this narrow 
corridor. A small fountain sits in an alcove off 
to one side. Stairs descend into a pool of water 
at the end. 
 
Drinking from the fountain provides the 
temporary abilities and immunities to avoid 
the hazards of Encounter Area 5, through 
which all must pass. 
 
+ Low: Water Walk (50 minutes) 

 
+ Medium and High: The subject does not 

need to breathe for 10 minutes. 

7. Trapped Hallway 
Stairs lead out of the fetid water onto dry 
stone. At the far end the corridor takes a sharp 
turn to the left. 
 

The thieves who inhabit this hideout bypass 
this hallway by navigating through Encounter 
Area 6. 
 
The corner, where the hallway takes a sharp 
turn, is trapped with a wall-blade scythe. 
 
- Low: Wall Blade Trap: CR 1; 

mechanical; touch trigger; automatic reset; 
hidden switch bypass (Search DC 25); Atk 
+10 melee (2d4/x4, scythe); Search DC 
22; Disable Device DC 22. 
 

- Medium: Wall Scythe Trap: CR 4; 
mechanical; location trigger; automatic 
reset; Atk +20 melee (2d4+8/x4, scythe); 
Search DC 21; Disable Device DC 18. 
 

- High: Deathblade Wall Scythe: CR 8; 
mechanical; touch trigger; manual reset; 
Atk +16 melee (2d4+8 plus poison, 
scythe); poison (deathblade, DC 20 
Fortitude save resists, 1d6 Con/2d6 Con); 
Search DC 24; Disable Device DC 19 

8. Trapped Hallways 
This floor and walls of this long narrow 
hallway are covered in scorch marks, and a 
faint smell of rotten eggs assaults the nose. 
 
The thieves who inhabit this hideout bypass 
these hallways through Encounter Area 6. 
 
The area at the very base of the stairs 
(approximately halfway down the hall), is the 
location of the proximity trigger and the origin 
point for the effect of the flame-based trap. 
 
- Low: Burning Hands Trap: CR 2; magic 

device; proximity trigger (alarm); 
automatic reset; spell effect (burning 
hands, 1st-level wizard, 1d4 fire, DC 11 
Reflex save half damage); Search DC 26; 
Disable Device DC 26 
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- Medium: Flame Strike Trap: CR 6; 
magic device; proximity trigger (detect 
magic); automatic reset; spell effect (flame 
strike, 9th-level cleric, 9d6 fire, DC 17 
Reflex save half damage); Search DC 30; 
Disable Device DC 30. 
 

- High: Incendiary Cloud Trap: CR 9; 
magic device; proximity trigger (alarm); 
automatic reset; spell effect (incendiary 
cloud, 15th-level wizard, 4d6/round for 15 
rounds, DC 22 Reflex save half damage); 
Search DC 33; Disable Device DC 33. 

Section 2: The Hideout 

This area is where most of the guild members 
meet, eat, sleep, and work (when they're not 
out thieving). 

9. Sentry Room 
At the far end of this long room is a red 
curtain, which appears to be the only exit. 
Near the curtain is a large wooden table 
around which sit three armored men and 
women. 
 
If the PCs enter from Encounter Area 7, they 
will have to contend with a row of pit traps. 
 
- Low: Camouflaged Pit Trap: CR 1; 

mechanical; location trigger; manual reset; 
DC 20 Reflex save avoids; 10 ft. deep 
(1d6, fall); Search DC 24; Disable Device 
DC 20. 
 

- Medium: Camouflaged Pit Trap: CR 5; 
mechanical; location trigger; manual reset; 
DC 20 Reflex save avoids; 50 ft. deep 
(5d6, fall); multiple targets (first target in 
each of two adjacent 5-ft. squares); Search 
DC 25; Disable Device DC 17. 
 

- High: Poisoned Spiked Pit Trap: CR 10; 
mechanical; location trigger; manual reset; 
hidden lock bypass (Search DC 25, Open 
Lock DC 30); DC 20 Reflex save avoids; 

50 ft. deep (5d6, fall); multiple targets 
(first target in each of two adjacent 5-ft. 
squares); pit spikes (Atk +10 melee, 1d4 
spikes per target for 1d4+5 plus poison 
each); poison (purple worm poison, DC 24 
Fortitude save resists, 1d6 Str/2d6 Str); 
Search DC 16; Disable Device DC 25. 

 
Three rogues sit at a table at the far end of the 
room, chatting idly. It is their job to act as 
sentries. They react with hostility when 
anyone they don't recognize enters. If 
possible, they will shout for help. 
 
They begin the fight using crossbows from 
behind the table, and will engage in melee 
combat once the PCs reach them. 
 
- Low: The group consists of three 1st level 

rogues (see appendix for full statistics). 
 

- Medium: The group consists of two 2nd 
level and one 3rd level rogue (see 
appendix for full statistics). 
 

- High: The group consists of two 3rd level 
and one 5th level rogue (see appendix for 
full statistics). 

10. Bunks 
Eleven bunks line the walls of the room. At 
the far end, a wooden chest sits against the 
wall. Each of the bunks is meticulously made, 
and the area is spotlessly clean. It appears as if 
it could pass a white glove inspection.  
 
The chest in the room is a magical chest of 
holding. It is locked, but contains nothing 
when opened unless a special key is used to 
open it. Each magical key accesses a separate 
store of items, and there are 12 keys currently 
attuned to the chest. 
 
If the chest is broken or destroyed, the 
contents of the chest are lost into the astral 
plane. The total contents of the chest are: 

 9



 
+ Low: 12 potions of Cure Light Wounds, 

coins and gems totaling 300 gp. 
 

+ Medium: 6 additional potions of CLW, 6 
potions of Cure Moderate Wounds, 6 
potions of Cat's Grace, 6 potions of 
Invisibility, 1 Ring of Invisibility, 
additional coin and gems worth 1500 gp. 
 

+ High: 2 additional Rings of Invisibility, 1 
Cloak of Elvenkind, 1 Decanter of Endless 
Water, 1 Broom of Flying, additional coin 
and gems worth 8000 gp. 

11. Shrine 
Against the far wall stand two cloaked figures, 
each of which is holding a dagger in one hand 
and a crossbow in the other. Between them is 
a shrine to the god of thievery. 
 
The two statues of the god of thievery are 
carved from marble, and are in good 
condition. 
 
Nothing on the shrine is particularly useful or 
dangerous. Copper coins have been placed in 
an urn as an offering, and several ceremonial 
daggers sit alongside. 

12. Common Room 
On the near side of the room, dirty dishes sit 
piled on a table. A small campfire sheds 
shadowy illumination over the far side of the 
room, which is filled with racks of wooden 
weapons. 
 
This room is used as a kitchen and training 
area. The kitchen has stores of food, a small 
campfire, and several tables stacked with dirty 
dishes. The training area contains racks of 
wooden weapons, practice locks, and straw-
filled dummies with vital areas marked off. 

13. Guard "Dog" 
A successful Spot check (DC 18) identifies the 
outline of the magical circle at the entrance to 
the lair. 
 
Once inside, the PCs can see the following: 
 
The walls are coated in blood - most dried, but 
some fresh. Bone shards cover the floor and 
crunch underfoot. Unrecognizable chunks of 
flesh hang from hooks on the wall, and the 
scent of copper hangs thick in the air. 
 
Examining the bone shards will reveal most to 
be animal (goat, cow, pig) but some are 
humanoid. 
 
The thieves have trapped a dangerous creature 
here (the magic circle keeps it from venturing 
into the rest of the dungeon) that serves as a 
guard "dog." The leader of the guild has 
"trained" it to let only a select few through, 
and to attack anyone else on sight. 
 
- Low: Ghast: Medium Undead; CR 3; HD 

4d12+3; hp 29; Init +3; Spd 30 ft; 
Space/Reach 5 ft./5 ft; AC 17, touch 12, 
flat-footed 14; Base Atk +2; Grp +5; Atk 
Bite +5 melee (1d8+3 plus paralysis); Full 
Atk Bite +5 melee (1d8+3 plus paralysis) 
and 2 claws +3 melee (1d4+1 plus 
paralysis); SA ghoul fever, paralysis, 
stench; SQ darkvision 60 ft, undead traits, 
+2 turn resistance; AL Always chaotic 
evil; SV Fort +1, Ref +4, Will +6; Str 17, 
Dex 17, Con –, Int 13, Wis 14, Cha 16 
 

- Medium: Grey Render: Large Magical 
Beast; CR 8; HD 10d10+70; hp 125; Init 
+0; Spd 30 ft; Space/Reach 10 ft./10 ft; 
AC 19, touch 9, flat-footed 19; Base Atk 
+10; Grp +20; Atk Bite +15 melee 
(2d6+6); Full Atk Bite +15 melee (2d6+6) 
and 2 claws +10 melee (1d6+3); SA 
improved grab, rend 2d6+9; SQ darkvision 
60 ft, low-light vision, scent; AL Usually 
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neutral; SV Fort +14, Ref +7, Will +4; Str 
23, Dex 10, Con 24, Int 3, Wis 12, Cha 8 
 

- High: Roper: Large Magical Beast; CR 
12; HD 1d10+30; hp 85; Init +5; Spd 10 
ft; Space/Reach 10 ft./10 ft (50 ft with 
strand); AC 24, touch 10, flat-footed 23; 
Base Atk +10; Grp +18; Atk Strand +11 
ranged touch (drag) or bite +13 melee 
(2d6+6); Full Atk 6 strands +11 ranged 
touch (drag) and bite +13 melee (2d6+6); 
SA drag, strands, weakness; SQ darkvision 
60 ft, immunity to electricity, low-light 
vision, resistance to cold 10, spell 
resistance 30, vulnerability to fire; AL 
Usually chaotic evil; SV Fort +10, Ref +8, 
Will +8; Str 19, Dex 13, Con 17, Int 12, 
Wis 16, Cha 12 

14. Meeting Room 
A large wooden table dominates the western 
side of the room. 
 
If the PCs haven't attracted the attention of the 
thieves yet, then several rogues will be sitting 
around the table while drawing up plans for a 
burglary. 
 
They will engage the PCs on sight and call for 
assistance. If possible, they will retreat into 
Encounter Areas 15 and 16, take cover behind 
the crates and barrels, and attack with 
crossbows. 
 
- Low: The group consists of three 1st level 

rogues (see appendix for full statistics). 
 

- Medium: The group consists of two 2nd 
level and one 3rd level rogue (see 
appendix for full statistics). 
 

- High: The group consists of two 3rd level 
and one 5th level rogue (see appendix for 
full statistics). 

15. Storage Room 1 
Stacks of crates and barrels line the walls of 
this room. Everything seems neatly organized, 
and each of the crates seems to be helpfully 
labeled. 
 
This room contains the types of provisions 
needed to run a thieves guild: rations, ropes, 
torches, lanterns, tools, daggers, and crossbow 
bolts. There is at least one of every type of 
adventuring gear that one would likely find in 
a general store, with the main difference being 
that these have been stolen. If one of the guild 
members needs equipment this is where they 
are most likely to come. 

16. Storage Room 2 
A maze of crates and boxes stacked to the 
ceiling fills the room. 
 
This room contains overflow from Encounter 
Area 15. 

17. Guildmaster's Quarters 
A bed and wardrobe sit against the west wall, 
while a chest and nightstand sit against the 
south wall. The room is immaculately clean, 
the bed meticulously made, and the desk 
stringently organized. 
 
On the desk are several letters from contacts 
throughout the city (Search DC 15/20/25 to 
find). 
 
The chest has a good lock (DC 20/25/30) and 
is trapped. As this is where the guildmaster is 
likely to keep his or her private items, the GM 
will likely have determined the equipment he 
possesses. Any or all of said equipment might 
appear in this chest. 
 
- Low: Poison Needle Trap: CR 1; 

mechanical; touch trigger; manual reset; 
Atk +8 ranged (1 plus greenblood oil 
poison); Search DC 22; Disable Device 
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DC 20. 
 

- Medium: Glyph of Warding (Blast): CR 
4; spell; spell trigger; no reset; spell effect 
(glyph of warding [blast], 5th-level cleric, 
2d8 acid, DC 14 Reflex save half 
damage); multiple targets (all targets 
within 5 ft.); Search DC 28; Disable 
Device DC 28. 
 

- High: Destruction Trap: CR 8; magic 
device; touch trigger (alarm); automatic 
reset; spell effect (destruction, 13th-level 
cleric, DC 20 Fortitude save for 10d6 
damage); Search DC 32; Disable Device 
DC 32. 

 
A one-way portal exists behind a secret door 
(Search DC 20/25/30) concealed by the 
wardrobe.  
 
- Low: The portal leads to Encounter Area 

1. 
 

- Medium: The portal leads to a safe-house 
elsewhere in the city. The safe-house is at 
least a half-an-hour walk from the hideout. 
 

- High: The portal leads to an alternate 
plane of existence, which is inhospitable 
without magic (i.e. the Elemental Plane of 
Fire). 

18. Honeypot 
In the center of the room is a pedestal, on 
which sits a gleaming, golden crown. A blue, 
shimmering field surrounds the pedestal at a 
distance of about one foot. A soft humming 
sound emanates from the area of the crown. 
 
This room is nothing more than a trap 
designed to catch sneaky adventurers. The 
pedestal, crown, and force field are nothing 
more than illusions, and the traps are sprung 
when any PC moves within 5 feet of the 
pedestal. As part of the trap, the door to the 

room will slam shut and lock in order to 
impede escape. 
 
- Low: Stone Blocks from Ceiling: CR 3; 

mechanical; location trigger; repair reset; 
Atk +10 melee (4d6, stone blocks); Search 
DC 25; Disable Device DC 20. 
 

- Medium: Flooding Room Trap: CR 5; 
mechanical; proximity trigger; automatic 
reset; no attack roll necessary (see note 
below); Search DC 20; Disable Device DC 
25. Note: Room floods in 4 rounds. 
 

- High: Crushing Room: CR 10; 
mechanical; location trigger; automatic 
reset; walls move together (16d6, crush); 
multiple targets (all targets in a 10-ft.-by-
10-ft. room); never miss; onset delay (2 
rounds); Search DC 22; Disable Device 
DC 20. 

Section 3: Inner Sanctum 

Only elite guild members are granted access to 
this area. Here, the guild stores its most 
precious magic and treasure, guards its most 
potent secrets, and jails its most odious 
enemies. 

19. Hall of Statues 
A dozen cloaked figures peer out of the 
shadows created by a series of alcoves. Each 
holds a dagger in one hand and a crossbow in 
the other. 
 
Statues of the patron deity of thievery line the 
hallway. The floor is covered in concealed pit 
traps that the thieves are trained to avoid. 
 
- Low: Camouflaged Pit Trap: CR 1; 

mechanical; location trigger; manual reset; 
DC 20 Reflex save avoids; 10 ft. deep 
(1d6, fall); Search DC 24; Disable Device 
DC 20. 
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- Medium: Camouflaged Pit Trap: CR 5; 
mechanical; location trigger; manual reset; 
DC 20 Reflex save avoids; 50 ft. deep 
(5d6, fall); multiple targets (first target in 
each of two adjacent 5-ft. squares); Search 
DC 25; Disable Device DC 17. 
 

- High: Poisoned Spiked Pit Trap: CR 10; 
mechanical; location trigger; manual reset; 
hidden lock bypass (Search DC 25, Open 
Lock DC 30); DC 20 Reflex save avoids; 
50 ft. deep (5d6, fall); multiple targets 
(first target in each of two adjacent 5-ft. 
squares); pit spikes (Atk +10 melee, 1d4 
spikes per target for 1d4+5 plus poison 
each); poison (purple worm poison, DC 24 
Fortitude save resists, 1d6 Str/2d6 Str); 
Search DC 16; Disable Device DC 25. 

20. Scrying Shrine 
A raised, granite dais, from which emanates a 
shimmering, silver glow, stands in an alcove 
at the rear of the room. The walls of the room 
are covered in a mural that depicts scenes of 
thievery: pickpockets, cat burglars, spies, and 
assassins. 
 
A portcullis with a hidden switch (Search DC 
25/30/35) separates this room from the rest of 
the complex. 
 
The dais at the far end of the room is filled 
with water, into which a crystal ball has been 
placed. It is affixed to the dais with sovereign 
glue, and glows with a soft silver light. 
 
The guildmaster and his cronies use the 
crystal ball to spy on their enemies and keep 
track of their underlings. 

21. Underground Lake 
The door opens onto a huge, natural cavern. 
Stalactites hang nearly to the rubble-strewn 
floor, which gradually slopes down into still, 
dark underground lake. 
 

The lake is the only method of exit from the 
hideout other than the hidden portal in 
Encounter Area 17. 
 
If the PCs force the guild members to retreat, 
they may force them into this area. Though 
reluctant, the thieves may attempt to cross the 
lake to escape. What lies across the lake, and, 
for that matter, how big the lake is, is left up 
to the GM. 
 
The lake is populated with some creatures 
nasty enough to prevent it from being used as 
an entrance to the hideout. 
 
+ Low: Squid: Medium Animal (Aquatic); 

CR 1; HD 3d8; hp 13; Init +3; Spd swim 
60 ft; Space/Reach 5 ft./5 ft; AC 16, touch 
13, flat-footed 15; Base Atk +2; Grp +8; 
Atk Arms +4 melee (0); Full Atk Arms +4 
melee (0) and bite -1 melee (1d6+1); SA 
improved grab; SQ ink could, jet, low-
light vision; SV Fort +3, Ref +6, Will +2; 
Str 14, Dex 17, Con 11, Int 1, Wis 12, Cha 
2 
 

+ Medium: Chuul: Large Aberration 
(Aquatic); CR 7; HD 11d8+44; hp 93; Init 
+7; Spd 30 ft, swim 20 ft; Space/Reach 10 
ft./5 ft; AC 22, touch 12, flat-footed 19; 
Base Atk +8; Grp +17; Atk Claw +12 
melee (2d6+5); Full Atk 2 claws +12 
melee (2d6+5); SA constrict 3d6+5, 
improved grab, paralytic tentacles; SQ 
amphibious, darkvision 60 ft, immunity to 
poison; AL Usually chaotic evil; SV Fort 
+7, Ref +6, Will +9; Str 20, Dex 16, Con 
18, Int 10, Wis 14, Cha 5 
 

+ High: Octopus, Giant (2): Large Animal 
(Aquatic); CR 8; HD 8d8+11; hp 47; Init 
+2; Spd 20 ft, swim 30 ft; Space/Reach 10 
ft./10 ft. (20 ft. with tentacle); AC 18, 
touch 11, flat-footed 16; Base Atk +6; Grp 
+15; Atk Tentacle +10 melee (1d4+5); 
Full Atk 8 tentacles +10 melee (1d4+5) 
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and bit +5 melee (1d8+2); SA improved 
grab, constrict; SQ ink cloud, jet, low-light 
vision; SV Fort +7, Ref +8, Will +3; Str 
20, Dex 15, Con 13, Int 2, Wis 12, Cha 3 

22. Antechamber 
This small, narrow room has an exit on the 
east wall and at the north end.  
 
This room simply serves to link the main 
complex with Encounter Areas 26 and 23. The 
doors are trapped. 
 
- Low: Poison Needle Trap: CR 1; 

mechanical; touch trigger; manual reset; 
Atk +8 ranged (1 plus greenblood oil 
poison); Search DC 22; Disable Device 
DC 20. 
 

- Medium: Glyph of Warding (Blast): CR 
4; spell; spell trigger; no reset; spell effect 
(glyph of warding [blast], 5th-level cleric, 
2d8 acid, DC 14 Reflex save half 
damage); multiple targets (all targets 
within 5 ft.); Search DC 28; Disable 
Device DC 28. 
 

- High: Destruction Trap: CR 8; magic 
device; touch trigger (alarm); automatic 
reset; spell effect (destruction, 13th-level 
cleric, DC 20 Fortitude save for 10d6 
damage); Search DC 32; Disable Device 
DC 32. 

23. Stolen Goods Stockpile 
Piles of crates and barrels overflowing with 
gold, gems, and jewelry are stacked against 
the far wall of this tiny room. 
 
This room contains the goods that the guild 
has stolen in the course of its thievery 
(including items stolen from the PCs, if 
they've had run-ins with the guild). 
 
In addition to the valuables (gems, coin, 
jewelry, art), there are mundane items that are 

likely to be sold or reused at some point: 
leather satchels, silk shawls, cloth sacks, etc. 

24. Fire Elemental Lair 
Acrid smoke fills the room, obscuring vision 
and making breathing difficult. The floor is 
covered in bubbling ooze that erupts with 
bursts of steam and smoke, occasionally 
tossing burning embers high into the air. 
 
The heat emanating from the room is nearly 
unbearable, making skin flush red, and hair 
wither. 
 
The smoke obscures all sight, including 
darkvision, beyond 5 feet. A creature within 5 
feet has concealment (attacks have a 20% miss 
chance). Creatures farther away have total 
concealment (50% miss chance, and the 
attacker can’t use sight to locate the target). 
 
The fire elemental within has been bound by 
the thieves as a guardian for their most 
precious loot. It will attack any non-guild-
members on sight. 
 
- Low: Fire Elemental, Medium: Medium 

Elemental (Fire, Extraplanar); CR 3; HD 
4d8+8; hp 26; Init +7; Spd 50 ft.; 
Space/Reach 10 ft./10 ft; AC 16, touch 13, 
flat-footed 13; Base Atk +3; Grp +4; Atk 
Slam +6 melee (1d6+1 plus 1d6 fire); Full 
Atk Slam +6 melee (1d6+1 plus 1d6 fire); 
SA burn; SQ darkvision 60 ft., elemental 
traits, immunity to fire, vulnerability to 
cold; AL Usually neutral; SV Fort +3, Ref 
+7 Will +1; Str 12, Dex 17, Con 14, Int 4, 
Wis 11, Cha 11 
 

- Medium: Fire Elemental, Large: Large 
Elemental (Fire, Extraplanar); CR 5; HD 
8d8+24; hp 60; Init +9; Spd 50 ft.; 
Space/Reach 10 ft./10 ft; AC 18, touch 14, 
flat-footed 13; Base Atk +6; Grp +12; Atk 
Slam +10 melee (2d6+2 plus 2d6 fire); 
Full Atk 2 slams +10 melee (2d6+2 plus 
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2d6 fire); SA burn; SQ damage reduction 
5/–, darkvision 60 ft., elemental traits, 
immunity to fire, vulnerability to cold; AL 
Usually neutral; SV Fort +5, Ref +11, Will 
+2; Str 14, Dex 21, Con 16, Int 6, Wis 11, 
Cha 11 
 

- High: Fire Elemental, Greater: Huge 
Elemental (Fire, Extraplanar); CR 9; HD 
21d8+84; hp 178; Init +12; Spd 60 ft; 
Space/Reach 15 ft./15 ft; AC 24, touch 16, 
flat-footed 16; Base Atk +15; Grp +28; 
Atk Slam +22 melee (2d8+5 plus 2d8 
fire); Full Atk 2 slams +22 melee (2d8+5 
plus 2d8 fire); SA burn; SQ damage 
reduction 10/–, darkvision 60 ft, elemental 
traits, immunity to fire, vulnerability to 
cold; AL Usually neutral; SV Fort +11, 
Ref +20, Will +9; Str 20, Dex 27, Con 18, 
Int 6, Wis 11, Cha 11 

25. Secret Stash  
This tiny room appears only to contain three 
short, wooden, barrels. 
 
This is where the guildmaster stashes items he 
doesn't want anyone other than his trusted 
lieutenants to know about. 

26. Illicit Goods Stockpile 
Metal bars block off entry to a set of steep 
stairs, which lead down into a room filled with 
wooden chests. 
 
A series of metal bars blocks off entry to this 
room. A hidden switch (Search DC 20/25/30), 
allows a section of the bars to slide into the 
floor. Once inside, a secret door (Search DC 
20/25/30) allows the thieves to bypass the 
stairs, which are trapped at the bottom. 
 
Past the stairs, the ceiling is 60 feet from the 
floor. 
 
- Low: Acid Arrow Trap: CR 3; magic 

device; proximity trigger (alarm); 

automatic reset; Atk +2 ranged touch; 
spell effect (acid arrow, 3rd-level wizard, 
2d4 acid/round for 2 rounds); Search DC 
27; Disable Device DC 27. Cost: 3,000 gp, 
240 XP. 
 

- Medium: Lightning Bolt Trap: CR 6; 
magic device; proximity trigger (alarm); 
automatic reset; spell effect (lightning 
bolt, 10th-level wizard, 10d6 electricity, 
DC 14 Reflex save half damage); Search 
DC 28; Disable Device DC 28. 
 

- High: Reverse Gravity Trap: CR 8; 
magic device; proximity trigger (alarm, 
10-ft. area); automatic reset; spell effect 
(reverse gravity, 13th-level wizard, 6d6 
fall [upon hitting the ceiling of the 60-ft.- 
high room], then 6d6 fall [upon falling 60 
ft. to the floor when the spell ends], DC 20 
Reflex save avoids damage); Search DC 
32; Disable Device DC 32. 

 
The chests contain goods that would normally 
be illegal to trade: poisons, drugs, dangerous 
magic, and the like. They are locked (Open 
Lock DC 25/30/35), but not trapped. Below is 
a sample of potential contents: 
 
+ Low: 12 vials of Acid, 12 vials of 

Alchemist's Fire, 12 vials of Arsenic, 12 
vials of Unholy Water 
 

+ Medium: 6 packets of Dark Reaver 
Powder, 12 packets of Lich Dust, 6 vials 
of Malyss Root Paste, 6 vials of Purple 
Worm Poison 
 

+ High: 6 vials of Black Lotus Extract, 12 
vials of Deathblade Poison, 12 vials of 
Wyvern Poison
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Appendix 1: Sample 

Rogues 

1st Level Rogue 
Medium Human; CR 1; HD 1d6; hp 6; Init +2; 
Spd 30 ft; Space/Reach 5 ft./ 5 ft; AC 14, 
touch 12, flat-footed 12; Base Atk +0; Grp +1; 
Atk Short sword +1 melee (1d6+1) or light 
crossbow +2 ranged (1d8); Full Atk Short 
sword +1 melee (1d6+1) or light crossbow +2 
ranged (1d8); SA sneak attack +1d6; SQ 
trapfinding; AL Usually chaotic neutral; SV 
Fort +0, Ref +4, Will -1; Str 12, Dex 15, Con 
10, Int 14, Wis 8, Cha 13 
 
Skill and Feats: Bluff +5, Climb +5, 
Diplomacy +5, Disguise +5, Escape Artist +5, 
Gather Information +5, Hide +6, Listen +5, 
Move Silently +6, Search +6, Spot +5; 
Alertness, Dodge 
 
Possessions: Leather Armor, Crossbow 
(Light), Short Sword 

2nd Level Rogue 
Medium Human; CR 2; HD 2d6; hp 9; Init +2; 
Spd 30 ft; Space/Reach 5 ft./ 5 ft; AC 14, 
touch 12, flat-footed 12; Base Atk +1; Grp +2; 
Atk Short sword +2 melee (1d6+1) or light 
crossbow +3 ranged (1d8); Full Atk Short 
sword +2 melee (1d6+1) or light crossbow +3 
ranged (1d8); SA sneak attack +1d6; SQ 
evasion, trapfinding; AL Usually chaotic 
neutral; SV Fort +0, Ref +5, Will -1; Str 12, 
Dex 15, Con 10, Int 14, Wis 8, Cha 13 
 
Skill and Feats: Bluff +6, Climb +6, 
Diplomacy +8, Disguise +8, Escape Artist +7, 
Gather Information +6, Hide +7, Listen +6, 
Move Silently +7, Search +7, Spot +6; 
Alertness, Dodge 
 
Special Qualities: Evasion (Ex): At 2nd level 
and higher, a rogue can avoid even magical 
and unusual attacks with great agility. If she 

makes a successful Reflex saving throw 
against an attack that normally deals half 
damage on a successful save, she instead takes 
no damage. Evasion can be used only if the 
rogue is wearing light armor or no armor. A 
helpless rogue does not gain the benefit of 
evasion. 
 
Possessions: Leather Armor, Crossbow 
(Light), Short Sword, Potion of Cure Light 
Wounds 

3rd Level Rogue 
Medium Human; CR 3; HD 3d6; hp 13; Init 
+2; Spd 30 ft; Space/Reach 5 ft./ 5 ft; AC 14, 
touch 12, flat-footed 12; Base Atk +2; Grp +3; 
Atk Short sword +4 melee (1d6+1) or light 
crossbow +4 ranged (1d8); Full Atk Short 
sword +4 melee (1d6+1) or light crossbow +4 
ranged (1d8); SA sneak attack +2d6; SQ 
evasion, trapfinding, trap sense +1; AL 
Usually chaotic neutral; SV Fort +1, Ref +5, 
Will +0; Str 12, Dex 15, Con 10, Int 14, Wis 
8, Cha 13 
 
Skill and Feats: Bluff +7, Climb +7, 
Diplomacy +9, Disguise +9, Escape Artist +8, 
Gather Information +7, Hide +8, Listen +7, 
Move Silently +8, Search +8, Spot +7; 
Alertness, Combat Expertise, Dodge 
 
Special Qualities: Evasion (Ex): At 2nd level 
and higher, a rogue can avoid even magical 
and unusual attacks with great agility. If she 
makes a successful Reflex saving throw 
against an attack that normally deals half 
damage on a successful save, she instead takes 
no damage. Evasion can be used only if the 
rogue is wearing light armor or no armor. A 
helpless rogue does not gain the benefit of 
evasion. 
 
Trap Sense (Ex): At 3rd level, a rogue gains 
an intuitive sense that alerts her to danger 
from traps, giving her a +1 bonus on Reflex 
saves made to avoid traps and a +1 dodge 
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bonus to AC against attacks made by traps. 
These bonuses rise to +2 when the rogue 
reaches 6th level, to +3 when she reaches 9th 
level, to +4 when she reaches 12th level, to +5 
at 15th, and to +6 at 18th level. 
 
Possessions: Leather Armor, Crossbow 
(Light), Short Sword (Masterwork), Potion of 
Cat's Grace, Potion of Cure Light Wounds 

4th Level Rogue 
Medium Human; CR 4; HD 4d6; hp 16; Init 
+3; Spd 30 ft; Space/Reach 5 ft./ 5 ft; AC 16, 
touch 13, flat-footed 16; Base Atk +3; Grp +4; 
Atk Short sword +5 melee (1d6+1) or light 
crossbow +6 ranged (1d8); Full Atk Short 
sword +5 melee (1d6+1) or light crossbow +6 
ranged (1d8); SA sneak attack +2d6; SQ 
evasion, trapfinding, trap sense +1, uncanny 
dodge (dex bonus to AC); AL Usually chaotic 
neutral; SV Fort +1, Ref +7, Will +0; Str 12, 
Dex 16, Con 10, Int 14, Wis 8, Cha 13 
 
Skill and Feats: Bluff +8, Climb +8, 
Diplomacy +10, Disguise +10, Escape Artist 
+10, Gather Information +8, Hide +10, Listen 
+8, Move Silently +10, Search +9, Spot +8; 
Alertness, Combat Expertise, Dodge 
 
Special Qualities: Evasion (Ex): At 2nd level 
and higher, a rogue can avoid even magical 
and unusual attacks with great agility. If she 
makes a successful Reflex saving throw 
against an attack that normally deals half 
damage on a successful save, she instead takes 
no damage. Evasion can be used only if the 
rogue is wearing light armor or no armor. A 
helpless rogue does not gain the benefit of 
evasion. 
 
Trap Sense (Ex): At 3rd level, a rogue gains 
an intuitive sense that alerts her to danger 
from traps, giving her a +1 bonus on Reflex 
saves made to avoid traps and a +1 dodge 
bonus to AC against attacks made by traps. 
These bonuses rise to +2 when the rogue 

reaches 6th level, to +3 when she reaches 9th 
level, to +4 when she reaches 12th level, to +5 
at 15th, and to +6 at 18th level. 
 
Uncanny Dodge (Ex): Starting at 4th level, a 
rogue can react to danger before her senses 
would normally allow her to do so. She retains 
her Dexterity bonus to AC (if any) even if she 
is caught flat-footed or struck by an invisible 
attacker. However, she still loses her Dexterity 
bonus to AC if immobilized. 
 
Possessions: Leather Armor +1, Crossbow 
(Light), Short Sword (Masterwork), Potion of 
Cat's Grace, Potion of Cure Moderate Wounds 

5th Level Rogue 
Medium Human; CR 5; HD 5d6; hp 20; Init 
+3; Spd 30 ft; Space/Reach 5 ft./ 5 ft; AC 16, 
touch 13, flat-footed 16; Base Atk +3; Grp +4; 
Atk Short sword +5 melee (1d6+1) or light 
crossbow +6 ranged (1d8); Full Atk Short 
sword +5 melee (1d6+1) or light crossbow +6 
ranged (1d8); SA sneak attack +3d6; SQ 
evasion, trapfinding, trap sense +1, uncanny 
dodge (dex bonus to AC); AL Usually chaotic 
neutral; SV Fort +1, Ref +7, Will +0; Str 12, 
Dex 16, Con 10, Int 14, Wis 8, Cha 13 
 
Skill and Feats: Bluff +9, Climb +9, 
Diplomacy +11, Disguise +11, Escape Artist 
+11, Gather Information +9, Hide +11, Listen 
+9, Move Silently +11, Search +10, Spot +9; 
Alertness, Combat Expertise, Dodge 
 
Special Qualities: Evasion (Ex): At 2nd level 
and higher, a rogue can avoid even magical 
and unusual attacks with great agility. If she 
makes a successful Reflex saving throw 
against an attack that normally deals half 
damage on a successful save, she instead takes 
no damage. Evasion can be used only if the 
rogue is wearing light armor or no armor. A 
helpless rogue does not gain the benefit of 
evasion. 
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Trap Sense (Ex): At 3rd level, a rogue gains 
an intuitive sense that alerts her to danger 
from traps, giving her a +1 bonus on Reflex 
saves made to avoid traps and a +1 dodge 
bonus to AC against attacks made by traps. 
These bonuses rise to +2 when the rogue 
reaches 6th level, to +3 when she reaches 9th 
level, to +4 when she reaches 12th level, to +5 
at 15th, and to +6 at 18th level. 
 
Uncanny Dodge (Ex): Starting at 4th level, a 
rogue can react to danger before her senses 
would normally allow her to do so. She retains 
her Dexterity bonus to AC (if any) even if she 
is caught flat-footed or struck by an invisible 
attacker. However, she still loses her Dexterity 
bonus to AC if immobilized. 
 
Possessions: Leather Armor +1, Crossbow 
(Light), Short Sword (Masterwork), Potion of 
Cat's Grace, Potion of Cure Moderate Wounds
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Open Game License 
 
Designation of Product Identity: The following is designated as 
Product Identity, in accordance with Section 1(e) of the Open Game 
License, Version 1.0a: all artwork and images. All other text is Open 
Gaming Content, except for material previously declared Product 
Identity. 
 
OPEN GAME LICENSE Version 1.0a  
 
The following text is the property of Wizards of the Coast, Inc. and is 
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights 
Reserved.  
 
1. Definitions: (a)"Contributors" means the copyright and/or 
trademark owners who have contributed Open Game Content; 
(b)"Derivative Material" means copyrighted material including 
derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, extension, 
upgrade, improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or adapted; (c) 
"Distribute" means to reproduce, license, rent, lease, sell, broadcast, 
publicly display, transmit or otherwise distribute; (d)"Open Game 
Content" means the game mechanic and includes the methods, 
procedures, processes and routines to the extent such content does not 
embody the Product Identity and is an enhancement over the prior art 
and any additional content clearly identified as Open Game Content 
by the Contributor, and means any work covered by this License, 
including translations and derivative works under copyright law, but 
specifically excludes Product Identity. (e) "Product Identity" means 
product and product line names, logos and identifying marks 
including trade dress; artifacts; creatures characters; stories, 
storylines, plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other visual or audio 
representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, 
magical or supernatural abilities or effects, logos, symbols, or graphic 
designs; and any other trademark or registered trademark clearly 
identified as Product identity by the owner of the Product Identity, 
and which specifically excludes the Open Game Content; (f) 
"Trademark" means the logos, names, mark, sign, motto, designs that 
are used by a Contributor to identify itself or its products or the 
associated products contributed to the Open Game License by the 
Contributor (g) "Use", "Used" or "Using" means to use, Distribute, 
copy, edit, format, modify, translate and otherwise create Derivative 
Material of Open Game Content. (h) "You" or "Your" means the 
licensee in terms of this agreement.  
 
2. The License: This License applies to any Open Game Content that 
contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice 
to any Open Game Content that you Use. No terms may be added to 
or subtracted from this License except as described by the License 
itself. No other terms or conditions may be applied to any Open 
Game Content distributed using this License.  
 
3.Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License.  
 
4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to 
Use, the Open Game Content.  
 

5.Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient 
rights to grant the rights conveyed by this License.  
 
6.Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are copying, 
modifying or distributing, and You must add the title, the copyright 
date, and the copyright holder's name to the COPYRIGHT NOTICE 
of any original Open Game Content you Distribute.  
 
7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly 
licensed in another, independent Agreement with the owner of each 
element of that Product Identity. You agree not to indicate 
compatibility or co-adaptability with any Trademark or Registered 
Trademark in conjunction with a work containing Open Game 
Content except as expressly licensed in another, independent 
Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content 
does not constitute a challenge to the ownership of that Product 
Identity. The owner of any Product Identity used in Open Game 
Content shall retain all rights, title and interest in and to that Product 
Identity.  
 
8. Identification: If you distribute Open Game Content You must 
clearly indicate which portions of the work that you are distributing 
are Open Game Content.  
 
9. Updating the License: Wizards or its designated Agents may 
publish updated versions of this License. You may use any authorized 
version of this License to copy, modify and distribute any Open 
Game Content originally distributed under any version of this 
License.  
 
10. Copy of this License: You MUST include a copy of this License 
with every copy of the Open Game Content You Distribute.  
 
11. Use of Contributor Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless You 
have written permission from the Contributor to do so.  
 
12. Inability to Comply: If it is impossible for You to comply with 
any of the terms of this License with respect to some or all of the 
Open Game Content due to statute, judicial order, or governmental 
regulation then You may not Use any Open Game Material so 
affected.  
 
13. Termination: This License will terminate automatically if You fail 
to comply with all terms herein and fail to cure such breach within 30 
days of becoming aware of the breach. All sublicenses shall survive 
the termination of this License.  
 
14. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the extent 
necessary to make it enforceable.  
 
15. COPYRIGHT NOTICE  
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, 
Inc.  
 
System Reference Document Copyright 2000-2003, Wizards of the 
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, 
Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. 
Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on 
original material by E. Gary Gygax and Dave Arneson. 
 
Dungeon Dive 1: Thieves Guild Hideout Copyright 2005, Amalara; 
Author David Garrett 
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