Guild Reles

Guild Roles are an optional mechanic that can be introduced at any time during a
campaign. The versions of the Role Sheets found in this PDF are player handouts for
the Gravediggers’ Guild; those found in the Lord Have Mercy Upon Us campaign book
contain information for the GM, to help them dispense rewards when a player completes
one of the tasks found on their Role Sheet.

With the exception of Guildmaster (LH:33), Guild Roles are locked behind particular
facilities, which must be constructed at the Guildhall (LH:68).

Each Guild Role can only be held by a single character at a time. Furthermore, characters
can only have one Guild Role at a time. By completing the tasks associated with the role,
PCs unlock more abilities for that role. It a Guild Role becomes vacant, its progress does
not re-set. Tasks remain completed; unlocked abilities carry over to future PCs who take
on the mantle of that role.

Rele Sheet
If a player accepts a Guild Role, they take a

Guild Roele Abilities
As soon as a PC takes on a Guild Role,

matching Role Sheet from this PDF. These
work best as physical items kept alongside
character sheets; they contain information
about available tasks and abilities.

Casks

Each role has a number of objectives
associated with it, called tasks. These are
shared with the PC on the Role Sheet.
However, the outcome of achieving a task
remains secret until it is attained. Unless
otherwise noted, a task can be completed
multiple times.

When a task i1s completed, resolve the
associated outcome immediately. The
player makes a note of any gained abilities
on their Role Sheet. For example, when the
Cellarer secures a beast of burden for the
Guild, they gain or level up the Procure
ability (LH:38). This does not cost xp.

they gain all the abilities on the Role
Sheet. Correspondingly, they lose these
abilities 1f they die, retire or simply
relinquish the role.

Cick Bexes
On the following handouts, players will

tind a list of tasks they can complete as a

part of fulfilling their role in the Guild.

It one or more tick boxes appear next to a
task, it can be performed that many times
in exchange for a reward. If no tick box
appears, the task can be performed any
number of times.

(Zellarer

V| The Cellarer is in charge of malntammg the Guild’s stocks and supplies; they are
 the first to be blamed when the wine runs low. This posmon is one that warrants }
hlgh respect, as it 1s well known that those who draw the ire of a Cellarer will find §
themselves without boots.

A| completed at the Guildhall (LH:68), any PC with the Mathematical trait can §
become the Cellarer.

§1% StartiNG AsiLrties. When a PC becomes the Cellarer, they gain the Guild §
\ by previous Cellarers.

( TraDpE Goobs. This Role Sheet can be used to keep track of available trade
| goods. Trade goods are added to this list as rewards for completing Cellarer

{1 other means.

zellcnt Casks

3 QO SECURE THE USE OF A BEAST OF BURDEN OR STURDY BOAT.

O GET IN THE LEECH MARKET’S GOOD GRACES.

j

! SECURE TRADE WITH A SETTLEMENT BELOW.

i\ SETTLEMENT TrapE Goobs

Chilmark Bottom (LH:82) .......ccoiuiiiirincnncrcreeeececictseecse e eeeees
Crokked Heath (1H:188) ..o eseees
Sanctuary (LHII26) ... ssseses
The SMIthY (LHIIFO) ..cuuiieiiiiiiciiicriiericeiiesiie i ssseesssesssesesaessenns
Stinting-upon-Gredge (LH:I78) .........cooorrrvvinrrreinecriiinneceiissssssissssessesssesssesenes
Tombstone Mill (TLH:I82)........cruuieierieeiereiecireei et ees s sseees
Top Withens (LHITI2).......iviriireeiceiineeisesisss s sssssssssssssossssssssssonees
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\| Becomin THE CELLARER. After the Undercroft construction project has been [} Il |

1 Seal ability (LH:36), as well as and any Guild Role abilities (and levels) held f 1

tasks, but it can be updated to include goods the PCs have secured via trade by | if {
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The Chaplain is the Church’s representative within the Guild. As the spiritual
centre of all official proceedings, they are consulted — though not necessarily
heeded — on matters of morality. They lead the pious in prayer and impart
words of comfort at burials and hangings.

Becoming THE CHAPLAIN. After the Chapel construction project has been
completed at the Guildhall (LH:68), any PC with the Righteous trait may
become the Chaplain.

StarTing ABivrries. When a PC becomes the Chaplain, they gain the Holy
Messenger ability (LH:37) as well as the Guild Role abilities (and levels) held
by previous Chaplains.

Cheplain Tasks

HoLp A sERMON.

O REACH LEVEL 4 OF HOLY MESSENGER.
DESTROY A HERETICAL BEING.

O REACH LEVEL 4 OF HOLY AVENGER.

QOO0 QQQQ DEsSECRATE A PLAGUE SHRINE.
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Flerist

The Guild’s florist tends to the gardens, collects herbs and provides flowers
for burials. Following the changes brought about by Lethe’s transition into
the plaguescape, the responsibility of the Florist now includes cataloguing
strange flora and its properties.

Becoming THE FrorisT. After the Herb Garden construction project has
been completed at the Guildhall (LH:68), any PC with the Plantwise trait
may become the Florist.

StartiNg AmrLiTies. When a PC becomes the Florist, they gain the
Herbalist’s Pouch ability (LH:36) as well as the Guild Role abilities (and levels)
held by previous Florists.

Flerist Casks

DiGNIFY A FUNERAL.
MAINTAIN A GRAVE, STATUE OR MEMORIAL.
STUDY A PLANT CUTTING.  Prant Curring CoLLECTION

BEFRIEND A HERBALIST.
O Breppyn

0O NacHrONY MALICE
O Extieatay MaLIcE
Q Tae PurrEr-Man
O GrenbpLe Bocas

O HarroLp HaLkan
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Liibrorion

The Librarian curates the Guild’s library, collecting books and scribing 3

manuals that may be useful in the future. They also take the names of new
recruits and write obituaries for fallen allies, which are collected into the

Guild necrology.

BecominG THE LiBrariaN. After the Library construction project has been
completed at the Guildhall (LH:68), any PC with the Literate trait may
become the Librarian.

StarTing ABiLiTiEs. When a PC becomes the Librarian, they gain the Study
ability (Ds:147) and Curator ability (LH:34,) as well as the Guild Role abilities
(and levels) held by previous Librarians. When using the Study ability, the

Librarian may also declare an unnamed book to be any of the non-heretical

books below.

Liibrarian Casks
WRITE A WEEKLY LOG OF GUILD BUSINESS.

0 0O O O O WRITE 5 OBITUARIES FOR GUILD MEMBERS.
0000000000 ADD Io NAMES TO THE GUILD ROSTER.

QOQ0Q FiND A HERETICAL BOOK.

Book Torrc
Guild Roster ..o, A list of Guild members’ names
Guild Necrology.........c.coovvnrrirnriin. A collection of Guild members’ obituaries
Guild Log.......cooorones Weekly update of Guild events
Guild BeStiary ... A blank book
A Traveller’s Guide to the Plaguescape...........ccccoocooourriiiinnnriiiiinnnns A blank book
The Foundational Stories.............ccc......... ... Abook of Church dogma (Ds:150)
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+ The Rook manages Guild communication with other settlements and tends
to its messenger birds. They are kept informed about goings-on in each of the
villages, from recent bereavements to reports of the unquiet dead.

Becoming THE Rook. After the Dovecote construction project has been
completed at the Guildhall (LH:68), any PC with the Birdwise trait may
become the Rook.

Starting ABiLiTiEs. When a PC becomes the Rook, they do not gain any

starting abilities, except the Guild Role abilities (and levels) held by previous
Rooks.

Unsare Recrons. This Role Sheet can be used to keep track of regions that

e have been made safe. Regions made safe are added to this list as rewards
‘ for completing Rook tasks. At the beginning of the campaign, no region is
considered safe for your birds.

Reek Cdsks

Q CAPTURE THE VALRAVN.
CAPTURE ARAVEN O O Q, PIGEON O O oR MAGPIE 4 Q.

NEUTRALISE A THREAT.

THREAT REcions

Q Brother Malvern’s boggins ..o
0 Muck Scoot bIrdCatchers...........o.ovevveeieeeeeeeeeeeeeeeeeee e
Q Swippler birdcatchers ...
0 TChWee DIFACAECRETS .......oeeeeeeee e eee e
Q Varp birdcatchers ...
DA IMOAION ..ottt s s
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- Steward Guildmaster
/"
~
The Steward 1s not necessarily the leader of the party, but they carry the The Guildmaster bears collective responsibility for the doings of the Guild
authority of the Guildmaster. They have the power to bring any matter to and has absolute authority within its walls. It 1s unusual for the Guildmaster
n vote within the Guild; it 1s not unheard of for a Steward to use their position to leave the Guildhall on missions, as there’s far too much to be getting on
| to seize control. with. A player might consider retiring a PC if they become the Guildmaster.
~ It they do, their tasks should only be checked for completion each time the
. Becoming THE STEwARD. After the Tavern construction project has been party return to the Guildhall (LH:66).
completed at the Guildhall (LH:68), any PC with the Leader trait may
- become the Steward. Becoming THE GuILDMASTER. Ifa Guildmaster is unable to perform their duties
or all Guild members vote on the matter, any PC may become the Guildmaster.
~ Starting AsiLiTiEs. When a PC becomes the Steward, they gain the Guild Otherwise, this Guild Role can only be seized by the Steward using the Guild
e Authority ability (LH:35), as well as the Guild Role abilities (and levels) held Authority ability (LH:35).
by previous Stewards. s
4 J\OQm | StartinG ABiLrTiEs. When a PC becomes the Guildmaster, they gain the
" ML Decree ability (LH:35) and the Guild Reputation ability (LH:36).
Vi -
N A Steward Casks
4l EARN THE FEAR OF A GUILD MEMBER.
\' | Stanp ur To FaTHER PLAGUE. Guildmaester Casks
g E.ARN THE RESPECT OF THE GUILDMASTER. L
N OSE A PARTY OF GRAVEDIGGERS.
~~_| PUNISH A BREACH OF GUILD RULES.
A ACHIEVE AN AMBITION.
4 0 SPEND A FULL WEEK AS STEWARD.
vV | ACKNOWLEDGE YOUR PAGE. 0O REACH LEVEL I0 IN GUILD REPUTATION.
N\~ RuLEs oF THE GuiLD
™ Lost or stolen items must be reported to the Guildmaster or Steward.
— : If a burial has not been paid for by next of kin, no name will appear upon the grave marker. 7 ExamrLe AMBI'{TONS _
A.ny unburied corPsc mus.t be reportc.d t.o the Guildmz?stcr or Steward. O Cleanse a Pl ague totem (LH3 ;o)
Heretical acts are fOl‘bld.dCfl without permission from a Guildmaster or Steward. i 0 Destr oyas i gna cula (LH: 3 4_)
- Acts of thieving and murder shall not take place, nor . 0 Fill eve ry Guild Role
any other act that might bring shame upon the Guild. O Erect 2 monument in a settlement
~
_J‘ .......................................................................................................................................... DInteramemberofaroyalbloodline
o 1 .......................................................................................................................................... EIBuryaTraitorGod
s 4 L .......................................................................................................................................
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