A random Pick Pockets Table
	How this works:

    First roll on Chart one to tell how many people are in the area at the time. Then roll on chart 2 if necessary. Chart 3 gives a list of possible professions for the victim in question and will help describe the victim. This chart then refers you to the next appropriate chart. After getting used to it, it makes sense and goes quickly. I will entertain suggestions or corrections of this chart.

Table #1 People by time

Location 

Inn 

Market Square
Main Street 

Side Street 

0401-0800 

None 

1d4 

1d4 

0801-1130 

3d10 

2d12 

2d6 

1131-1300 

5d10 

3d12 

2d4 

1301-1600 

2d6 

2d12 

2d4 

1601-1730 

2d6 

3d6 

2d6 

1731-1900 

5d6 

2d6 

2d4 

1901-2200 

5d6 

2d6 

2d4 

2201-0100 

4d6 

2d4 

2d4 

0101-0400 

None 

1d4 

1d4 

Table #2 Alignment or Charisma

d100 

Alignment 

Charisma 

01-15 

Chaotic-Good 

18 

16-25 

Chaotic-Neutral 

17 

26-30 

Chaotic-Evil 

15-16 

31-45 

Neutral-Good 

13-14 

46-55 

True-Neutral 

11-12 

56-60 

Neutral Evil 

8-10 

61-75 

Lawful-Good 

5-7 

76-90 

Lawful-Neutral 

4 

91-100 

Lawful-Evil 

3 



	Table #3 Victim Profession

d100

victim

Table #

01-05

beggar

1d3 cp

06-14

city guard

4

15-16

city official

7

17-19

cleric

6

20-25

drunk

reroll

26-30

fighter

4

31-32

gentleman

7

33-35

harlot

9

36-41

laborer

8

42-43

mage

10

44-48

mercenary

4

49-50

merchant

7

51-52

bard

5

53-54

noble

7

55-56

paladin

4 or 7

57-58

halfling

12

59-65

peddler

8

66-75

pilgrim

6

76-80

SPECIAL*

*

81-83

ranger

4

84-90

ruffian

11

91-00

tradesman

8

*DM Special

Table #4 Fighter

1d10

Item

1

Normal dagger

2-4

2d20 GP

5-7

2d6 GP

8

Dagger +1

9

Potion Table #13

10

Ring Table #14

Table #5 Rogue

1d10

Item

1

Special Magic Table #15

2-4

Normal dagger

5-7

1d10 GP +1d20 PP

8

Gem (50 GP)

9

Poison 10/5

10

Thieves Tool

Table #6 Cleric

1d10

Item

1

Holy Item

2-4

Prayer Book

5-7

Spell Component

8

1d10 SP + 1d8 GP

9

Potion Table #13

10

Special Magic Table #15



	Table #7 Upperclass

1d10

Item

1

2d10 PP

2-4

1d20x10 GP

5-7

2d20x10 GP

8

Dagger +1

9

Ring Table #14

10

scrap of paper

Table #8 Laborer

1d10

Item

1

Small knife/ Block wood

2-4

small hammer

5-7

1d20 SP

8

1d10 GP + 1d10 SP

9

fishing hooks

10

gold key (5gp)

Table #9 Harlot

1d10

Item

1

brass key

2-4

bad perfume

5-7

cosmetic item

8

1d10 GP

9

city permit

10 

1d20 PP



	

	Table #10 Mage

1d10

Item

1

Special Magic Table #15

2-4

Spell Component

5-7

Candle

8

random scroll

9

normal dagger

10

Potion Table #13

Table #11 Thug

1d10

Item

1 

1d10 CP + 1d6 SP

2-4

brass knuckles

5-7

1d20 SP

8

Dice (10% loaded)

9

cestus

10

normal dagger



	

	Table #12 Halfling

1d10

Item

1

small knife

2-4

+1 dagger

5-7

1d10 GP

8

Dice (20% loaded)

9

small map

10

Gold key (10 GP)

Table #13 Potions

1d6

Item

1

levitation

2

climbing

3

healing

4

speed

5

firebreath

6

flying

Table #14 Rings

1d6

Item

1

warmth

2

swimming

3

water breathing

4

Feather Falling

5

invisibility

6

animal friendship



	

	Table #15 Special Magic

1d6

Item

1

Cloak or Boots of elvenkind

2

dagger of throwing and returning (+d4)

3

wand of Magic Missiles (2d10 chg)

4

One card deck of many things

5

pouch of holding with 3d20 GP (50lb max)

6

wand of Fireballs (2d6 chg)




