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Travelers on 
the Road
As a  traveler you will get the opportunity to meet a plethora of interesting  
people. In my centuries on the Continent I’ve shared drinks with witchers, 
played dice poker with sorceresses, evaded bandits with freedom fighters, 
and once repaired a wagon wheel for a band of Halfling musicians and 
their dancing aardvark. You never can tell who you’ll meet when you set 
out on the road. You can only hope they’ll have a few good stories to tell 
and be kind enough to skip slipping a dagger between your ribs.

Siriol de Arian

Monster are an integral part of journeys on 
the Continent but more often, a traveler will 
be encountering other people while rambling 
the roads of the realm. More even than mon-
sters, these fellow wanderers’ roles in your sto-
ry may vary based on your own goals and how 
they interact with the plans of the individual. 
In this update we’ve presented a few different 
travelers with an example of each to help spice 
up your travels.

Couriers
Couriers are a common sight on the roads of 
the Continent. They carry messages for noble 
families, enterprising merchants, churches, 
and even common folk with enough money 
to hire them. A group of travelers could eas-
ily wind up sharing a drink in a tavern with a 
courier who’s stopping off to rest their horse 
at the local inn. Alternatively, they might en-
counter a courier in need who’s been injured 
by bandits and needs medical attention or 
knows they’ll have to traverse a dangerous 
territory and needs protection. The party may 
even discover that the courier is carrying a 
message that’s of dire importance to them.

Scouts
A variety of different scouts can be found 
across the Continent. They each possess 
slightly different goals but are all unified by a 
skill-set making them excellent at traversing 
dangerous wilderness and remaining unde-
tected while gathering information. In a more 
military-focused campaign a party may need 
to track down an enemy scout before the they 
can deliver a report. In a more adventure-fo-
cused campaign, the party may be hired to 
accompanying a scout as they travel to investi-
gate a mysterious disappearance.
 
Smuggler
Smugglers can serve as both excellent vil-
lains and heroes depending on how you play 
them. Their skills allow them to sneak illegal 
or sought after goods past officials and they 
often work in groups to move large shipments 
of cargo. A party may wind up hired to help 
a smuggler slip a shipment past a blockade 
to help a starving, besieged city. Alternative-
ly, they may be tasked with hunting down a 
smuggler who stole important goods the party 
needs.
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Courier
Couriers are a common sight on the road and seemingly always racing to and fro. Must be quite the 
exhausting job. I’ve carried my fair share of letters but never with the same fervor. Professional couri-
ers deliver sealed missives for kings and dukes and other members of the aristocracy. Or at least, that’s 
how it used to be. I’ve heard that many couriers these days work for criminal syndicates. I suppose 
some would say the underworld has its own type of aristocracy. Regardless, any courier you meet is 
bound to be carrying some bit of interesting information.

—Siriol de Arian

Common Opinion (Education DC:8)Loot
Cavalry Trousers
Crowns (x1d10)

Flint & Steel
Gambeson with a Secret Pocket

Mundane Items (x1d6)
Satchel

Torches (x2)
Verden Archer’s Hood

Susceptibilities
Hanged Man’s Venom

Skill Base
Athletics 13

Awareness 14

Brawling 10

Courage 14
Deceit 12

Endurance 15

Human Perception 12

Persuasion 12

Resist Coercion 14
Resist Magic 10

Riding 16
Sleight of Hand 10

Stealth 13
Streetwise 14

Wilderness Survival 13

Dodge Base 12

Reposition Base 13

Block Base 10

Armor 3

Regeneration —

Resistances
—

Immunities
—

Easy
Simple

Intelligence
Sapient

Senses
—

INT 7
REF 7
DEX 6

BODY 4
SPD 8
EMP 5
CRA 6
WILL 7

STUN 5
RUN 24
LEAP 4
STA 25
ENC 40
REC 5
HP 25



4

Attacks

Name ATK 
Base Type DMG Rel. RNG Effect ROF

Poniard 10 S/P 2d6 10 — Bleed (25%) 1

Back in the day, a courier was someone willing to brave the wilderness or simply run down the street to deliver a 
message. But as time went on professional couriers began to crop up. These couriers were far more reliable but their 
fees made them inaccessible to anyone but merchant guilds, military commanders, town councils, and nobles. In 
more recent years, courier rates have dipped, becoming more cost effective for the ordinary person and now a courier 
can be hired by just about anyone with a pouch of coin and a message needing delivery. Partially, this is thanks to the 
relative ease with which travelers can traverse the roads between cities. Less prevalent monsters attacks, more devel-
oped roadways, and patrolling guards make the profession of courier far less dangerous. That being said, couriers are 
still known for their willingness to put themselves in harm’s way to deliver their messages. They excel at traversing 
the land and can travel for days on end without stopping. The most skilled couriers are able to memorize complex 
messages and resist any attempt to pry the information from them.
  The rise of magical messaging has transformed the role of the humble courier however. For aristocrats and 
wealthy patrons, couriers are less commonly used for everyday messages. Instead, they trust the most skilled couriers 
with important messages they wish to ensure can’t be intercepted by magical means. In more recent years, a distrust 
of mages has grown, leading to messages being sent by courier to avoid the prying eyes of court mages.
 Like other wealthy entrepreneurs, members of various criminal syndicates often employ couriers to run  
secret messages to their underlings in other cities or remote parts of the world. Such couriers are commonly  
employed by the syndicate in a permanent capacity or blackmailed by the syndicate into carrying the messages.

Academic Knowledge (Education DC:12)

Ability: Arse of Iron

Professional Couriers are almost always on the move and 
their bodies are well trained to endure the constant pressure. 
A courier doesn’t take the -2 Penalty to Control Checks for 
riding bareback and can go for 3 days without sleep before 

they take the -3 Penalty for being sleep deprived.

Ability: Head of Gold

Professional couriers train extensively to memorize mes-
sages so that they don’t have to carry any physical evidence 
of secret correspondences. They also pride themselves on 
never letting these messages slip. A courier has a photo-
graphic memory of anything they’ve previously seen and 
gains a +3 Bonus to Resist Coercion and Courage checks 

made to resist attempts to learn their secrets.

Horse Heist
The party encounters a courier 
tasked with delivering a relic to a 
powerful noble in a far away city. 
But the courier is being targeted 
by a gang of criminals who want 
the relic for themselves. Will the 
players help the courier in return 
for a princely reward or take the 
relic and risk the wrath of the  
noble and the bandits?

Interception
A courier has been dispatched 
to deliver a message that could 
warn the party’s enemies or oth-
erwise ruin their plans. The party 
must track down the courier and 
stop them before they reach their 
destination. However, the courier 
has a head start and the party is 
 unfamiliar with the terrain their 
traveling through.

A Message of Peace
The party is hired by an aristo-
crat to escort a courier bearing 
a message of peace to the aristo-
crat’s age old enemy. If the mes-
sage doesn’t reach its recipient in 
a matter of days it may mean war.  
Little does the party know their  
employer’s Court Sorcerer is a 
traitor who is secretly plotting to 
stop the message from arriving.
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Scout
You should always be wary of a lone person wandering through the woods. That’s not to say every 
person wandering the woods alone is a threat but it’s a safe habit to adopt. Besides the odd bandit, 
you may encounter a scout surveying out the area for one reason or another. They’re usually simply 
checking the perimeter of a town or ensuring a monster isn’t wandering too near to their village but 
in some cases you’ll come face to face with a military scout. It’s here you’ll have to be cautious. Scouts 
employed by a kingdom’s army can’t afford to be spotted. They might try to do you in to make sure 
their position isn’t given away to potential enemies.

—Siriol de Arian

Common Opinion (Education DC:8)

Loot
20m of Rope

Aedirnian Gambeson
Arrows (x30)

Bedroll
Broadhead Arrows (x10)

Crowns (x1d10)
Double Woven Hood

Flint & Steel
Mundane Items (x1d6)

Padded Trousers
Torch

Susceptibilities
Hanged Man’s Venom

Skill Base
Athletics 15

Awareness 16
Brawling 12
Courage 12

Deduction 12
Endurance 14
First Aid 10

Human Perception 13
Physique 10

Resist Coercion 13

Resist Magic 11

Stealth 15

Wilderness Survival 15

Dodge Base 13

Reposition Base 15

Block Base 11

Armor 5

Regeneration —

Resistances
—

Immunities
—

Easy
Simple

Intelligence
Sapient

Senses
—

INT 7
REF 6
DEX 7

BODY 6
SPD 6
EMP 5
CRA 4
WILL 6

STUN 6
RUN 18
LEAP 3
STA 30
ENC 60
REC 6
HP 30
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Attacks

Name ATK 
Base Type DMG Rel. RNG Effect ROF

Dagger 11 S/P 1d6+2 10 — — 1

Hand Axe 11 S 2d6+1 10 — — 1

Longbow 14 P 4d6 10 200m — 1

Scouts are employed by kingdoms, cities, and villages all over the Continent. Being well versed in wilderness survival and 
bushcraft, they’re often sent to hostile or uncharted territories to see what information they can gather. Smaller villages often 
employ scouts to find new sources of resources like medicinal herbs and lands suitable for mining. In most cases they pose little 
threat to other travelers and carry only weapons to protect themselves from the dangers of the wilderness. In the past, before 
the creation of the witchers, scouts were often employed to keep watch on powerful monsters making their homes near villages 
but this practice is almost unheard of now.
 Military scouts are a different matter. These scouts are trained in combat and most often sent on spying mission. Their  
job is to sneak into enemy territory and glean as much information as possible without getting caught. They’re taught to assess 
dangers, count enemy troops, locate enemy commanders, and take detailed notes on the enemies resources and movements. Of 
course, this task is extremely dangerous and a scout who’s unfortunate enough to be captured can expect to be beaten, tortured, 
and likely killed. Still, a scout behind enemy lines is unlikely to kill someone unless they have to. It’s easier to intimidate a civil-
ian into staying quiet or pay them a bribe to keep them from going to the local authorities than to kill them and risk someone 
finding the body or noticing the oddity of a missing person.

Academic Knowledge (Education DC:12)

Ability: Bloodhound

When a scout rolls a Wilderness Survival check to track a 
target, they roll with a +5 Bonus.

Ability: Broadhead Arrows

A scout carries 10 Broadhead Arrows for leaving bleeding 
wounds on their targets. When the scout makes an attack 
with their Longbow using one of these arrows and deals 
damage, the target has a 100% chance of suffering the 

Bleeding Condition (Core Rule Book, Page 161).

A Missing Child
A child has gone missing in 
the village where the party is  
staying. The Alderman is sending 
out a scout from the village to the 
child but something about the  
disappearance suggests that the 
child may have been taken by a 
monster. The Alderman offers the 
party a modest reward for helping 
the scout retrieve the child.

Race Against Time
The party is hired by a military 
commander from one side of the 
Northern War to hunt down a 
group of scouts who are under-
mining the commander’s strat-
egies by sending information 
about their troop movements and 
supply route back to the enemy. 
The party must delve into the wil-
derness to ferret out the scouts.

The Wounded Scout
While traveling, the party  
encounters a Scout suffering from 
several, stabilized critical injuries. 
They explain they were attacked 
by a monster and only barely 
managed to escape. They need to 
get back to their employer to let 
them know about a monster nest 
in the region but if they try to 
move the monsters will find them.
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Smuggler
Smuggling can be a nasty business but there are some instances where it really is necessary. Sieges, 
war, and oppressive regimes can leave people with no way to get crucial needed supplies. In such  
circumstances smuggling is the logical outcome. That being said, on the whole smugglers are rarely   
idealistic do-gooders seeking to make change in the world. They are opportunists who’ve realized that 
they can leverage their less-than-legal skills to add some easy coin to their purse. It’s always best to 
keep your interactions with a smuggler to a minimum and to always double check the goods you’re 
buying. They might not be exactly what was agreed upon.

—Siriol de Arian

Common Opinion (Education DC:8)
Loot

Aedirnian Gambeson
Bullseye Lantern

Crossbow Bolts (x10)
Crowns (x3d10)

Double Woven Hood
Flint & Steel

Mundane Items (x1d6)
Padded Trousers

Satchel with 2 Secret Pockets

Susceptibilities
Hanged Man’s Venom

Skill Base
Athletics 12

Awareness 14
Brawling 11
Courage 12
Deceit 15

Endurance 10
Forgery 13

Intimidation 10
Physique 10

Resist Magic 12

Resist Coercion 13

Sleight of Hand 14

Stealth 15

Wilderness Survival 10

Dodge Base 13

Reposition Base 11

Block Base 10

Armor 5

Regeneration —

Resistances
—

Immunities
—

Easy
Simple

Intelligence
Sapient

Senses
—

INT 7
REF 8
DEX 6

BODY 5
SPD 6
EMP 5
CRA 4
WILL 5

STUN 5
RUN 18
LEAP 3
STA 25
ENC 50
REC 5
HP 25
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Attacks

Name ATK 
Base Type DMG Rel. RNG Effect ROF

Hand Crossbow 12 P 2d6+2 5 50m Slow Reload 1

Stiletto 10 S/P 1d6 5 — Concealment 1

Smuggling is an important part of the economy of the Continent, especially during the 3rd Northern War. As the war devastates 
the North, traditional trade lines are severed and checkpoints have sprung up along most of the major roads. The Nilfgaardians 
keep an iron clad grip on much of the southern territories and the Redanians are solidifying their control over the lands north 
of the Pontar River. Both sides are seizing resources to maintain their armies and sieges are common, cutting entire cities of 
people off from the rest of the world until they either surrender or starve. To make matters worse, the trade of magical items has 
all but ground to a halt in many places thanks to the oppressive grip of the Nilfgaardians on magic in the south and the rampant 
hatred of mages and their craft in Redania. In response to this smugglers have cropped up all over the Northern Realms. 
 Before the war, smugglers most commonly trafficked illegal goods like fisstech and weapons and people from dire 
straights captured to be sold as slaves. These enterprises were booming in the many black markets of the Continent and were 
indulged in by even the highest stationed citizens. In many cases, a smuggler crimes were overlooked if they were supplying 
the right people. The most infamous smugglers in the north are the Havekar, a loose association of ruthless smuggler who sell 
weapons and supplies to the Scoia’tael. Since the war began, the smuggling trade has opened up. Working alongside the shadier 
operators are a class of people who smuggle by necessity or as a means to fight back against the Nilfgaardians. These smugglers 
were once regular merchants who either had their normal business ruined by the war or decided to fight back the only way they 
knew how. They’re more idealistic than their more infamous counterparts and less likely to backstab or undermine their clients. 
Many of them don’t even wear armor or carry weapons. That being said, it can be difficult to tell which smugglers are really on 
their clients side and which ones are simply putting up a front, so one should always be careful.

Academic Knowledge (Education DC:12)

Ability: Talented Concealer

Smugglers are talented at concealing objects on their  
person. A smuggler gains an additional +2 bonus to 
Sleight of Hand checks made to conceal any item with  

a Weight of 1kg or lower.

Ability: Practiced Paranoia

A smuggler is always aware of possible dangers. If a  
smuggler fails an Awareness check to spot a trap (Including 
experimental traps and Man at Arms booby traps) or am-
bush they still have an uneasy feeling, granting the smug-
gler a +2 bonus to any skill checks made to avoid the trap 
or lowering the bonus granted to ambushing attackers from 

+5 to +3.

Stolen Goods
A character or faction the party 
has been working with has re-
cently had a shipment of import-
ant goods stolen while in transit. 
The goods have resurfaced on 
the black market, being sold by a 
Havekar smuggler working with 
a criminal syndicate. The party is 
hired to retrieve the goods before 
they disappear.

Behind Enemy Lines
The party is hired to help a smug-
gler sneak into a captured city 
with supplies and weapons for the 
resistance forces. The city is under 
the iron fist of Nilfgaard and there 
are Nilfgaardian patrols on all the 
major streets. To make matters 
worse, the enemy have a mage in 
the city using hydromancy to spy 
on the resistance.

Tainted Goods
The party is tipped off by a spy that 
a Havekar smuggler who has been 
smuggling medical supplies into 
the city where they are staying has 
started cutting said supplies with 
cheaper, more harmful substanc-
es. The party must hunt down the 
smuggler before they spread the 
harmful supplies across the city.


