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eroes in Lankhmar are bound to the
desires of Fate, Chance, and the Lords
of Necessity. To reflect this the following
Setting Rules from Savage Worlds are used.
Full details may be found in the core rules,
but here’s a brief summary:
• Critical Failures: Whenever a character
rolls a 1 on both his Trait and Wild Die,
he can’t spend a Benny. He’s stuck with
the result!
• Joker's Wild: When a Joker is dealt in
combat, every player gains a Benny.
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CHAPTER THREE: SETTING RULES
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Guilds are the lifeblood of Lankhmar and
there is a guild for almost every profession
found in the city, whether it is legal or
illegal; except for a few rare exceptions (for
example, there is no guild for farmers).
Business conducted in the city is done
under the watchful eye of at least one guild
if not several, each claiming a stake of the
business and a share of the profits. The
guilds of Lankhmar wield power even the
Overlord must heed. Being a member of
one of the guilds entitles the character to
significant aid at a measly percentage of her
income (or so the guilds claims). The reality
is guild membership leads to dangerous
situations as much as it helps.
Joining a guild is a simple affair. One just
needs to make an application at the guild's
main guildhall and pay an application fee.
The fee depends on the prestige of the guild
but generally ranges from 1–20 gold rilks.
New members are given a sigil, badge,
or symbol of their membership; such as
the silver handled dagger of the Thieves'
Guild, and granted access to basic guild
resources. The character gains the
Obligations (Major—Guild) Hindrance
and the Connections (Guild) Edge. As part
of his Obligations, the new member pays

LIFE IN LANKHMAR

In the City of Sevenscore Thousand
Smokes, life is dangerous and uncertain.
The following rules reflect the nature of
life in the Lankhmar.

DOWN TO MY LAST TIK
Money comes and goes in Lankhmar
with great treasures squandered away on
trinkets, pleasures, and paying to repair
taverns after a night of brawling. Each
game week, characters halve their total
funds. Heroes with Poverty quarter their
funds each week.

24

Example: With a successful Streetwise
roll, a member of the Thieves’ Guild
purchases lockpicks, rope, and a grappling
hook at half price, while a member of the
Sorcerers’ Guild procures components at
half price.

LARGER THAN LIFE
Lankhmar is a dangerous place and
inevitably the adventurers are going
to suffer wounds, but true heroes (and
villains) are back on their feet faster than
normal folks.
Wild Cards make
natural healing rolls
once per day instead
of every five days in
Lankhmar. Normal
modifiers apply
(see Hea l i ng
i n Savage
Worlds).
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Guild sanctions for failing to pay dues,
shirking responsibilities, or nonmembers
working at a guild profession vary by the
specific guild and offender. First offenses
often result in a fine or worse assignment
w it h no n me mb er s of fer e d a n
opportunity to join the guild as long as
they meet any other requirements. A
second offense may result in anything
from a much heftier payment to a
dangerous job or even a visit from
members of the Slayer's Brotherhood
to rough up the character. Repeat
offenses suffer harsher repercussions—
up to assassination.
As all things in Lankhmar, exceptions
exist. A noble breaking guild law might
be ignored or required to pay a minimal
fine while a particularly embarrassing first
offense could result in severe sanctions. In
the end, the goal of all guilds is to make
money, so if it costs more to deal with the
offender than not, he’s usually left alone.

for 2d6 minutes, or longer if dramatically
appropriate. What happens during that
time is up to the Game Master, but waking
up bound, bereft of belongings, or both is
not uncommon.
Note: This covers any kind of damage, not
just blows to the head.
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20% of his income in dues and occasionally
performs jobs for the guild, ranging from
inconsequential to deadly. As part of his
Connections, the character can purchase
gear directly connected to the guild’s
specialty (Game Master’s call) at half price
with a successful Streetwise roll.

KNOCK OUT BLOW
In a city as corrupt as Lankhmar, one
can never be certain of what lies in the
shadows or if an ally might suddenly
turn enemy. When a character takes
enough damage to be Shaken or
worse from an attacker with The Drop
on him (see Savage Worlds), he must make
a Vigor roll against the total damage or be
knocked unconscious. If the hero Soaks all
the wounds, he doesn’t have to worry about
getting cold-cocked. A character knocked
unconscious in this manner remains out
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Bumps and Bruises

NO HONOR AMONG
THIEVES

On occasion, a hero may wish to follow
another character—a "mark"—without
being noticed, such as following a cultist
back to a hidden temple or trailing a
wealthy noble. This is not the same as a
Chase—though it might lead to one if the
person being followed discovers he has
unwanted attention.
Shadowing is an opposed roll between
the Shadower’s Stealth skill opposed by his
opponent’s Notice roll. If the character is
shadowing by other means of conveyance
than walking, he uses the lower of his
Stealth or the appropriate “maneuvering”
skill (Riding, Driving, etc.).
Should the shadower roll at least a 4 and
win the opposed roll he manages to follow
unnoticed. If his roll wins the contest but
is less than a 4, the character loses his mark
but isn’t seen. If the hero loses the opposed
roll with a 4 or better, his target is followed
but detects him. If he loses both the contest
and fails to score at least a 4 on his roll, then
not only does he fail to keep shadowing,
but his target gets a good look at him.
If the shadower is discovered, he can
continue to follow his mark, but it becomes
an opposed roll of his Notice versus his
opponent’s Stealth (or maneuvering Trait
if lower) to not lose the target.
While in the city, each roll covers roughly
fifteen minutes of time, so it’s possible
several rolls may be required.
Finally, it’s very hard to shadow a target
who moves faster than the follower. If
the opponent has a higher base Pace, the
shadower suffers −2 to his Trait roll. If
the mark’s normal Pace is more than 50%
higher than the follower (round up), the
penalty is −4.
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Betrayal is a part of life in the City of
Thieves. Sometimes a companion doublecrosses his mates over a few gold pieces.
Other times he might cheat on a friend
over the love of a woman. Most of these
betrayals are met with a wry smile and
a vow to reciprocate at some future date.
There is no honor among thieves, after all.
Sometimes the betrayal is more personal.
In Lankhmar, whenever a character is
betrayed by a close friend or associate
(a trusted ally or even another player
character—Game Master's call), he cannot
spend a Benny to reroll any opposed
defensive action.
If the betrayal is an actual attack (almost
assuredly with The Drop) and the victim
doesn't Soak all the wounds and / or remove
the Shaken, he must make a Vigor roll
versus the damage or go unconsciousness
per the Knock Out Blow rules on page 25).
He may not spend Bennies on this roll.

SHADOWING

W

Fatigue from Bumps and Bruises are
little more than an annoyance to heroes.
Wild Cards recover one level every four
hours instead of 24 hours, and if tended by
another character with the Healing skill,
recovery time is halved to two hours per
level.

UNARMORED HEROES

A common trope of the Sword & Sorcery
genre is the unarmored hero. Fafhrd and
the Gray Mouser are perfect examples of
this. If a Wild Card is not wearing any
armor or using a shield he gets a +2 bonus
to Soak rolls. Armor provided by spells and
the like doesn't count against the hero for
this purpose.

“Fafhrd cursed superstitiously. Sorcery working against him he could always
accept, but magic operating in his favor he invariably found disturbing.”
—When The Sea-King's Away
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