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Prelude: Dead End

The cellar door banged open with a hollow crack, and the
thief stumbled out into the night. His name was Selion,
and most of the time he was considerably more graceful
than this.

The floor of the alley was slick, wet from an early evening’s
rain, and the dampness seeped into the elf's thin frame almost
immediately. He mutteved a quick and quiet curse as a practiced
kip-up brought him to his padded feet, which took at once to
motion, carrying him down the alley and out of sight before
the sound of his oath had even faded from the aiv. Around the
corner, he allowed himself the briefest of moments to shake off
the chill, and was gone.

It wasn't that the thief had been off his game tonight. Selion
consideved himself a master of his trade, and as such, rarely
had what he would consider an off night. Under ordinary
civcumstances, he could be in and out of even the most secure of
structures—itaking precisely what he came for, and leaving no

evidence of his passing—all in the time it takes to stall a wet

A

himself, undoubtedly—had cautioned the human to increase
his security.

And increase his security he had. . ..

A tiny, circular window on the top floor—barely wide
enough for a child to pass through—was the weakness of
design that ultimately permitted the thief entry. He knelt
beneath that very window now, taking a moment to allow his
nerves to settle into a relaxation he vavely permitted himself
while on the job. His confidence came mostly from a pair of
sweet sureties: That the worst was behind him, and that he
would have plenty of time to search the house at his leisure.
(Today was Vendovsday, and he had chosen to break in tonight
because he knew Windbag was a creature of habit—one who
had a habit of descending into the ved light distvict every
Vendorsday night, and just as habitually vefusing to veturn
until the wee hours.)

As was his custom, Selion paused for a moment, one hand
on the pommel of his blade, to allow his eyes to adjust to the
low light conditions, and as they did, bade them carefully
scrutinize the survoundings. In the dim half-light, shadowy
forms began to take shape: an oaken four-post bed with gos-
sgRer canopy; a wide hope chest set against the near wall; a
@y dresser pressed against the far. He was in the bedroom

horse after a good run. But of course, these were no ordinary %N young lady. Judging by the fabrics and the decor, she had

civcumstances, thanks to that damned Lord Marshal.

Ever since the incident with the Lovd Marshal’s dau(@
some months back, matters had grown increasingly n
complicated for Selion in this city. Clients who had heap &it
that event became hesitant to call upon the thief’s 5@, for
fear of drawing unwanted attention from thosrﬁép sought
his head, and even long-standing contacts 1@cginning to
dry up at a pace the elf found disquieting. Cles#ly, the Lovd
Mavshal was sparing no expense in his effort to catch the “low
cur” responsible for his daughter’s condition.

As even the lowliest cutpurse can attest, any man in Selion’s
position has only three worthwhile options at his disposal: One
can skip town, and hope that the veach of those with whom
he is unpopular does not extend to his new destination; one
can lay very low, and hope the matter blows over with time;
or one can stand up to the pressure, and if the gambit pays
off, reap a measure of respect from one’s peers. Selion had
decided to embrace a combination of the latter two—to hole
up with a secret friend while making the occasional foray into
the night—and the approach had been largely successful . ..
until tonight.

The elf had chosen as his mark for the evening’s opevation a
casual acquaintance of the Lord Marshal's; an aged windbag
who dealt in antiquities and who seemed to be, judging by the
state of his home, practically inviting theft. Initial veconnais-
sance revealed a thoroughly predictable (and stale) routine,
compounded by a handful of so-called security precuations
that would be child’s play for any common cutpurse, let alone
a master burglar like Selion. Once he was inside, however,
it became stressfully clear that someone—the Lord Marshal

Drobably seen fewer than fourteen winters. He could find out
for sure with but a minute’s search of her belongings, but he
had movre pressing matters to attend to. The valuables he
would doubtless find in the master bedroom down the hall,
for example.

Pushing the dresser’s gently cloying fragrance from his
thoughts (could that be lilac?), Selion crossed the breadth
of the room in three silent strides and paused again at the
door to the hall. Silence. The elf nodded to himself and
quietly slipped into the hall, closing the door behind him
as he did.

He now found himself next to the landing at the top of a
lavish staircase that circled the edge of the home’s spacious
interior, winding the full two stovies down to the first floor.
Stepping to the railing, he peeved over and took in the scene.
From this vantage point, he could see with clarity what would
be easy to miss, had he been standing on the ground floor: The
central section of floor that was open to the vaulted ceiling was
one large, stained glass panel. Although the lighting was poor,
he could see that the scene depicted a slavering pack of hounds
giving chase to a startled fox across a foggy lea, the silhouettes
of several huntsmen in the woods beyond. Selion did a quick
accounting of the panel’s value, sighed at the impossibility of
his leaving with it, and proceeded down the hall to the master
bedroom doov, his fingers tracing a path along the railing as
he went.

What the thief found within gave him further pause.
Although the rest of the home was maintained in a manner
befitting the reputation of a well-to-do antiquities dealer—
cleanly, attractively, and with not so much as a single sumptuous




cushion out of place—the master bedroom was an absolute
mess by comparison. Clothing, sheets, and what seemed like
reams of parchment were strewn haphazardly throughout,
making a crinkled and colorful tapestry of the chamber floor.
A faint odor wafted into the elf's nostrils then, and he struggled
to recall its source. After failing to unearth it from memory,
he pushed it too from his mind and set about his task. His
first priovity had to be the lockbox he was certain was in
this room.

When he located his quarry, as he knew he would, the elf
snickered aloud. Only a human would have the nerve to hide
valuables inside other valuables in such an obvious fashion; in
this case, to put a strongbox inside a hinged-top dresser with a
three-hundred-year-old lock.

Selion eased his tools into the lock that held the top of the
dresser shut, and in a matter of seconds the hinged panel was
free. He pushed the top up far enough to see a strongbox resting
on a shelf inside, as he had suspected. The lock on the strongbox
would surely put up more of a fight, but even modern locks were
but a minute’s work for a talent like his.

He elected not to move the strongbox from its hiding
place, guarding against the presence of a trap that would be
triggeved if he did so. Instead, he went to work on the lock.
As the last of a satisfying series of clicks sounded, the hasp of
the lock fell away, allowing the strongbox to be opened. In
that instant a silent alarm went off in Selion’s mind, and
out of instinct alone, both of his hands jerked back out of the

vaulted himself out into the open darkness. The stained glass
floor below him shattered as he dvopped onto it. That impact
helped to break his fall, as he knew it would, but the shock
was nonetheless jarring, and his body tensed as he waited for
needles of jagged glass to pievce his skin. But to his surprise, he
had suffeved only minor scrapes by the time he found himself on
the cool floor of the chamber beneath the panel. There was no
time to savor his skills as a tumbler, for even now, the growling
dogs were lumbering down the staivcase after him.

A quick scan confirmed that he was in the cellar. He had
been in countless homes of this design, some in this very
neighborhood, and one of the features they all had in common
was a method of direct egress from the cellar. As the thought
formed, he swiftly spun to fix his gaze upon the far wall,
and there it was—a door. He pulled himself up, wincing,
as shards of glass fell away from his clothing, and bolted for
the exit at full speed, the howls of the dogs growing closer by
the second.

The cellar door banged open with a hollow crack, and the
thief stumbled out into the night. . ..

N/

«oh he was certain the dogs were no longer in pursuit
did Selton slow his pace to one move in keeping with the gait of

\07,1moner. After a quick look around to make sure nobody

WYis watching, he vemoved his cowl, stuffing it into the bag

dresser’s top compartment. He almost wasn't fast enougha\that now contained Windbag's valuables. With a satisfied

A second after that final click, a blade emerged from@

bottom edge of the opening in the dresser with a hW
“shing,” and the top of the dresser dropped back dfwm>th
a concussive rattle, nearly slicing the thief’s handsAff in
the process.

In a series of whispeved curses, Selion let out the breath he
had been holding while working on the lock. His surprise at
having missed the trap, coupled with his growing frustration,
caused him to abandon all pretense at subtlety. His intent had
been to reclose and relock both the strongbox and the dresser
before leaving (true to his calling card as a burglar), but now
he just wanted to get what he came for and get out. With a
couple of well-placed kicks, he smashed the top of the dresser
to splinters. He rid the strongbox of its contents, and after a
final quick sweep through the chamber, left by way of the door
through which he had enteved.

Back out in the hall, he found his escape route had been
quickly and silently closed off during his quarrel with the
dresser. Theve, in the hall between the master bedroom and
the young lady’s bedchambey, stood three vicious-looking dogs,
the eyes of each one fully fixed with unshakeable intent upon
the intruder before it. The hall now reeked of that familiar
odor—the smell of canines. Selion knew he had scant seconds
to formulate a plan.

Therefore, the plan was a simple one: Jump. Planting one
hand firmly on the vailing, the elf swung his legs high and

smirk, he calmly doubled back the way he had come. Within
a few minutes, he stepped out of yet another alley and came
upon his friend’s door. Seeing no activity in the area other
than a pair of beggars shuffling along in the street, the thief
slipped inside.

Seated at an oak table in the middle of the room were two
men, each one grinning at the sight of Selion’s surprised expres-
sion. One, a middle-aged dwarf wearing a skullcap, streaks of
gray running through his rust-coloved beard, was his secvet
friend, Pordo. The other was a tall, broad-shouldered human
of about fifty winters, clad in finely tailored chain mail and a
cloak emblazoned with a lion rampant.

Before Selion could whirl and escape back out the door, he
heard sounds from outside as the human spoke.

“My men have the way blocked. You have nowhere to run,”
said the Lord Marshal.

“Good evening, Lord Marshal,” said the thief, straining
to retain his dignity. And then, to the other man, “Why,
Pordo? Money?”

Still smiling, the dwarf slowly shook his head. “No, Selion,
not for money.”

“Why, then, old friend?” The elf asked, his voice suddenly
like ice.

The dwarf’s eyes narrowed.

“Because I have a daughter, too . . . old friend.”




Introduction

Welcome to the Cityscape supplement, the latest and
perhaps most unusual offering in the environment series
for the latest edition of the DunGEONS & DRAGONS® game.
Unlike the previous entries in the line, each of which
focuses on more traditional environments—arctic
wastelands, sand-swept deserts, storm-tossed seas, and
the like—the book you now hold endeavors to give the
same treatment to the city, or the urban “environment.”
Indeed, running extended campaigns in and around
a single city can often be even more challenging than
doing the same in one of the wilderness environments.
In order for your city to be an effective host for the player
characters, it must be as three-dimensional as they are,
and more. People, locations, policies, factions, laws,
districts—they all have to be considered, if the DM wants
to keep things smooth and engaging for the life of his
game. In short, his city must truly live, and that’s quite a
daunting task for any DM. It is the purpose of Cityscape
to make such a task far less daunting. Whether you've
run numerous urban campaigns or this is your first foray

spin a dazzling world of vibrant, colorful adventure for
yourself and for the players.

Like other sourcebooks in the environme{tMeries,
Cityscape is intended as a comprehensive rrﬁ@mce for
campaigns highlighting a particular%fﬁl themes,
stories, and ideas. When running an urba#/campaign,
DMs should benefit from having this book by their side as
much as they do from having the Dungeon Master’s Guide.
As such, this book is organized in as modular a way as
possible, to better aid the busy Dungeon Master in find-
ing precisely the material he needs, precisely when he
needs it. What follows is a chapter-by-chapter summary
of the book’s contents.

Chapter One: The Scope of the City examines the
fundamentals of city design and structure. After a brief
overview of city living, this section launches into a dis-
cussion of cities by type, and includes such archetypes
as the capital city, the military city, the slaver city, and
the trading hub. Following a similar analysis of cities
by nontraditional culture and location, the chapter
focuses on the characteristics of the city itself, from
design features like sewers and wall fortifications to
environmental hazards, such as sinkholes, plagues, and
even arcane pollution. The bulk of the remainder of the
chapter examines the various sorts of districts found in
many urban settings. This is primarily a chapter oriented
toward the Dungeon Master, but players should find it
useful as well.

M&@)

Chapter Two: The Urban Adventurer takes us
inside the design of those who would be our story’s
protagonists—the player characters. The chapter pro-
vides tools for playing characters who are more heavily
urban in feel, and includes urban-oriented skills, feats,
and spells. A thorough discussion of the acquisition
and maintenance of contacts rounds out the material
presented in this chapter. Obviously, most of the mate-
rial in this chapter is highly player-oriented.

Chapter Three: Politics and Power discusses, as
one might expect, city-based governance, politics, and
organizations of various kinds. It examines the vari-
ous types of government, and how those governments
affect life in the city, as well as what sorts of offices and
duties come with each system of government. Noble
houses, guilds, and organizations of various stripes are
also detailed, each accompanied by a new prestige class
designed to embody its group’s nature. The material in
this chapter is useful and relevant to both players and
Dungeon Masters.

Chapter Four: Events and Encounters goes deep
il@e the numbers, offering examples of a variety of

into a city-based story, this book contains all you need to ,\f” Jonists and NPCs with whom the characters might

e day negotiate and/or tussle with on the streets of
Your city-based campaign. Classic archetypes are pre-

Q) sented in multiple versions, to provide good contacts

or challenges for PCs of any power level, and include
such figures as the city watchman, the thug, the noble,
the craftsman, and the angry mob. The section rounds
itself out with a smattering of new monsters, ready-made
for city campaigns. This is entirely a Dungeon Master-
oriented chapter.

Chapter Five: Running the City focuses on provid-
ing advice to DMs about how to run urban campaigns.
It discusses the importance of history in a city, and
how history drives ongoing stories, which dovetails
into an analysis of the city as an adventuring environ-
ment, including how-to tips on dungeon crawling and
ways to keep the setting “alive,” by means of NPC and
location management. The chapter concludes with
an overview of city crime and punishment. Most of
the material in this section is, of course, intended for
Dungeon Masters.

_ WHAT YOU NEED TO PLAY

Cityscape makes use of the information in the three core
rulebooks—the Player's Handbook (PH), Dungeon Maste’s
Guide (DMG), and Monster Manual (MM). This book also
draws on or references information in other supplements,
including Dungeon Master’s Guide 11, Unearthed Arcana,
and Heroes of Horror. Those titles make excellent sup-
port references for urban adventuring, but they are not
required in order to make full use of Cityscape.
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