
Creating and 
Leveling a Guild



LEVELING UP GUILDS

Through building a guild hall and having its  
members be active within the realm it can become 
a well known establishment within its town or 
the kingdom it resides in but first it must be built. 
Building a guild hall requires the expenditure of 
50,000gp and a period of 3 months before it can 
open to the public. Upon opening to the public the 
guildhall attracts the attention of a single  
adventurer. To attract further adventurers a 
player must expend 5,000gp on the school. An 
adventurer can begin collecting experience for the 
guild by going out on missions. An adventurer  
collects experience based on the difficulty of the 
mission they go on. Roll 5d100. Each roll  
represents a different mission the adventurers can 
attempt. The level of difficulty for these missions 
can be determined on the chart below:
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1-44

45-84

85-100

5exp

10exp
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1-34% fail, 35-60% success, 
70% success  and treasure

1-44% fail, 45-79% success,
80% success and treasure

1-54% fail, 55-89% success,  
90% success and treasure

Roll on Magic Item  
Table A once

Roll on Magic Item 
Table B once

Roll on Magic Item 
Table C once

To build the reputation of a player’s guildhall 
the guild’s adventurers must go on missions. Each 
mission offers a reward of experience that helps 
to level up the guildhall. The higher the level, the 
more renowned the establishment is. a mission 
offers different levels of experience based on the 
difficulty of the mission. Amounts are determined 
on the chart below:

Once the 5d100 are rolled, the players can decide 
which of the missions to pursue. For each mission 
the adventurers are successful with, they bring back 
experience and have a chance of gaining a treasure. 
The following chart determines an adventurer’s 
chance of success or failure:

The DM will roll to determine an adventurer’s 
chance of success or failure. The player can raise 
their chance of success by choosing to send more 
than one adventurer on a mission. Players can send 
up to four adventurers on a single mission. For 
each additional adventurer added apply a +5  
bonus to the success roll. If the adventurers  
manage to succeed at the highest percentile they 
bring a treasure back to the guild with them. To 
determine what treasure is brought back look at 
the chart below:



Level 1:

Level 2:

Level 3:

Level 4:

Level 5:

Level 6:

Level 7:

Level 8:

Level 9:

Level 10:

Open the Guildhall

15exp

30exp

60exp

120exp

240exp

300exp

600exp

1200exp

1800exp

The treasures brought back can be added to 
the players’ loot or can be sold for half price 
and used to help bring new adventurers to  
the guildhall. Initially the guild can only have 
4 adventurers. For each level the guild goes  
up another adventurer can join the guild.  
The following table shows the guild level  
by experience:

Dealing with Failure
If an adventurer fails on their mission they do 
not gain any experience for the guildhall and the 
adventurer is dealt 1/3 damage to their health. A 
player can choose to have that adventurer sit out 
the next time missions are rolled. Doing so allows 
the character time to heal from its previous  
failure returning it to full health. A player can 
also choose to continue sending the adventurer on 
missions. If they do it does not heal and continues 
to stay at the current health loss. If the  
adventurer fails three missions before it gets a 
chance to sit out and heal that adventurer is  
considered dead and the slot becomes open. A  
player can then refill with a new adventurer. If a 
group of adventurers are sent on a mission and the 
group fails, every adventurer that attempted the 
mission takes 1/3 damage. 

If the adventurers are all suffering from damage, 
the players can choose to not do any missions and 
have all of their adventurers heal but refraining 
from doing missions causes the guildhall’s  
reputation to detract. For every week a player 
chooses to not do any missions for the guildhall  
it looses 15exp.


