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FOREWORD 
A si mple qu<'stion bC'gan rt~ltling around in my h ad 
ov'r two years ago as I was bidding farewell to Barovia, 
dragging myself out of th e depths of Maelstrom, and 
planning a y arlong xpedili n to hult. Wher dow 
go next? After mulling ov r sev raJ options, wed cided 
it wou ld be r freshing to return to civilization. 

Walerdeep: Dragon Heist is a treasure hunt with an 
urban backdrop. We've visited Waterdeep before, but 
not like this. lev r he roes will respect the city's rules. 
Those who get on the city's bad s ide are in for a rough 
time, as the City of Splendors is home to some of the 
most powerful figures in the Forgotten Realms. 

Charlie Sanders, a lifelong D&D player, brought his 
experience writing for television to the project by help
ing Aesh out the story bible months before work on the 
adventure was scheduled to begin. Matthew Mercer, 
whom you might know from the livestreamed show 
Critical Role, lent us his boundless imagination and 
helped flesh out the villains and their motives. A D&D 
adventure is only as good as its villains, and Waterdeep: 
Dragon Heist has multiple baddies to choose from. 

Before I pull back the curtain and lead you into the 
heart of Waterdeep, I wish to thank Ed Greenwood for 
making the City of Splendors what it is: the kind of mag
ical place you wish in your heart was real. 

ON THE COVER 

Chris Perkins 
DecembPr 2017 

In Waterdeep, a gold coin is called a dragon , and sor ~ " as 
hidden half a million dragons in the City of Splendors. t r 
jacobson illustrates the villains hunting for th e treasuro 'vlay the 
gods protect any adventurer who stands in their way! 

Disclaimer: The Lords ofWaterdeep cannot be held responsib le fo r the jloggmg. ban 
ishment , Incarceration, or execution of adventurers who violat e the Code Legal r'IOf ore 
the Lords responSible for the actions of beholder crime lords, unscrupulous noble<, drow 
swashbucklers, and evil clones Also, don 't be alarmed by the colossal statues scattered 
throughout the c1ty. They're qwte safe and haven't gone berserk 1n years 
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INTRODUCTION 

ELCOMF TO WAI'FIWL~I·P, 1111 CtWWN 01 

the orth, wlwre a wondrous t.tll· of u1l>an 
adventure is about to unfold Olll story 
begi ns with the gathering of advent mc·t s 
at th Yawning Port,tllnn nnd rawttt. 
Volothamp Geddarm, the famous explorer 
and raconteur, has a quest for them on • 

that entangles the characters in a bitter con Oic t between 
two nefarious organization . If the adventurers com
plete his quest, Vola rewards them handsomely. Yet a 
much greater prize lies hidden somewhere in the City of 
Splendors, waiting to be claimed. 

Waterdeep: Dragon Heist is a DUNGEONS & DRAGONS 

adventure designed for characters starting at 1st level. 
By the end of the story, the characters will be at least 
5th level. If you're planning to run through the adven
ture as a player, stop reading now! 

If you're looking for higher-level adventure content set 
in Waterdeep, a companion product titled Waterdeep: 
Dungeon of the Mad Mage explores the vast dungeon 
under Waterdeep known as Undermountain and is de
signed for characters of levels all the way up to 20th. 

STORY OVERVIEW 
Waterdeep: Dragon Heist is a treasure hunt set against 
an urban backdrop. The adventure's plot can be summa
rized as follows: 

o Half a million gold coins are hidden somewhere in 
Waterdeep. Many individuals know about the cache 
and are looking for it. Adventurers can join the hunt 
and prevent the cache from falling into evil hands. 

o The city is threatened by escalating tension between 
two power groups that is on the verge of flaring into 
violence. The Zhentarim, a shadowy network of mer
cenaries, and Xanathar, the beholder crime lord of 
Waterdeep, are at odds, and when they clash, the char
acters are pulled into the conflict. 

CACHE OF DRAGONS -------
In Waterdeep, a gold coin is called a dragon. Before he 
was ousted from his position as the Open Lord of Water
deep, Dagult Neverember embezzled half a million 
dragons and hid them in a secret vault. As a security 
precaution, he arranged for all knowledge of the vault's 
location and defenses to be magically erased from his 
mind and the minds of his subordinates. The wizard 
who performed the procedure trapped this knowledge 
within an artifact called the Stone of Go/orr. The wizard 
disappeared shortly thereafter, and Dagu lt hid the stone 
in the Palace ofWaterdeep. 

Dagult was off rebuilding the city ofNeverwinter when 
the other Lords ofWaterdeep voted him out of office. He 
immediately made plans to retrieve the Stone of Go/orr 
and smuggle his cache of dragons out of Waterdeep. His 
spies plucked the stone from the palace but wer ki lled 
while trying to leave the city. The ston was stolen and 
passed from one hand to another like a common jewel 
until it wound up in the clutches of Xanathar. 

USING THE PoS TER MA P 

I h • tn .lp 1r1 tl11 I (k of '1 1 b r k 
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protector is an adult r~olJ ( , .• , 
is also the cur rent Wtf: ldl r a 1 l gu 1 ,J L •lrL• '> 1 

staff of Ahghairon , wluch ha~ Lh · pov.er o prevem othf'r 
dragons from entering the city. In exchange for the s taff, 
Aurinax promised to guard the gold until s uch time as 
Neverember or his appointed vassals removed it. 

WAR IN THE STREETS 

Beneath the city streets lurks a criminal underworld, 
its leader a beholder called Xanathar. Hoping to gain a 
political foothold in Waterdeep, agents of the Zhentarim 
(also known as the Black Network) recently tried to ally 
their organization with the Xanathar Guild. The archi
tect of this attempt was a clone of the wizard Manshoon, 
a founder of the Black Network long thought dead. 

While the two sides were negotiating in Xanathar's 
lair, the Stone of Go/orr suddenly disappeared from 
where Xanathar had hidden it. The paranoid beholder 
accused the Black Network of stealing it and slew the 
Zhentarim envoys who were present. When the Zhents 
retaliated by attacking Xanathar Guild outposts, Xana
thar took their actions as confirmation of the Black 
Network's vile intentions. Now the bad blood between 
the Zhentarim and Xanathar has begun to spill into the 
streets, threatening peace throughout the city. 

Who actually stole the Stone of Golorr? The answer: 
a rock gnome named Dalakhar. After Lord Neverember 
used magic to discern the gemstone's location, he sent 
forth a succession of spies to infiltrate Xanathar's lair 
and obtain it. Dalakhar succeeded where many others 
before him had failed , but his success turns out to be 
short-lived. 

VoLa's QuEsT 
The Yawning Portal serves as the default starting point 
for this story. One of the first people the adventurers 
meet there is Volothamp Geddarm. He has just returned 
from a tour promoting his latest book, Vola$ Guide to 
Monsters, and he has a quest for the characters. 

One ofVolo's friends , a handsome simpleton named 
F loon Blagmaar, has disappeared, seemingly kid
napped. The search for Floon leads to the revelation 
that he was caught up in a case of mistaken identity, and 
the characters are actually looking for two victims. The 
intended target was Lord Neverember's estranged son, 

INTRODUCT!O. 



INTRODUCTION 
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th North, where a wondrous talc of urban 
adventure is about to unfold . ur s tory 
b gin with the ga theri ng of adven turers 
at th Yawning Portal Inn and Tavern, 

olothamp Geddarm, the famous explorer 
and racont ur, has a que t for them- one 

that entangles the characters in a bitter conflict be tw en 
two nefarious organizations. If the adventurers com
plete his quest, Volo rewards them handsomely. Yet a 
much greater prize lies hidden somewhere in the City of 
Splendors, waiting to be claimed. 

Waterdeep: Dragon Heist is a DUNGEONS & DRAGONS 

adventure designed for characters starting at 1st level. 
By the end of the story, the characters will be at least 
5th level. If you're planning to run through the adven
ture as a player, stop reading now! 

If you're looking for higher-level adventure content set 
in Waterdeep, a companion product titled Waterdeep: 
Dungeon of the Mad Mage explores the vast dungeon 
under Waterdeep known as Undermountain and is de
signed for characters of levels all the way up to 20th. 

STORY OVERVIEW 
Waterdeep: Dragon Heist is a treasure hunt set against 
an urban backdrop. The adventure's plot can be summa
rized as follows: 

• Half a million gold coins are hidden somewhere in 
Waterdeep. Many individuals know about the cache 
and are looking for it. Adventurers can join the hunt 
and prevent the cache from falling into evil hands. 

• The city is threatened by escalating tension between 
two power groups that is on the verge of flaring into 
violence. The Zhentarim, a shadowy network of mer
cenaries, and Xanathar, the beholder crime lord of 
Waterdeep, are at odds, and when they clash, the char
acters are pulled into the conflict. 

CACHE OF DRAGONS 

In Waterdeep, a gold coin is called a dragon . Before he 
was ousted from his position as the Open Lord of Water
deep, Dagult Neverember embezzled half a million 
dragons and hid them in a secret vault. As a security 
precaution, he arranged for all knowledge of the vault's 
location and defenses to be magically erased from his 
mind and the minds of his subordinates. The wizard 
who performed the procedure trapped this knowledge 
within an artifact called the Stone ofGolorr. The wizard 
disappeared shortly thereafter, and Dagult hid the stone 
in the Palace of Waterdeep. 

Dagult was off rebuilding the city of Neverwinte r when 
the other Lords ofWaterdeep voted him out of office. He 
immediately made plans to retrieve the Stone of Go/orr 
an? smuggle his cache of dragons out of Waterdeep. His 
sptes plucked the stone from the palace but were killed 
while trying to leave the city. The stone was stolen and 
Pas~~d from one band to another like a common jewel 
unttltt wound up in the clutches of Xanathar. 

USING THE POSTER MAP 

f he map 1n Lh back of thiS book hi.J the Clly of\Y/aterdf•cp 
on both s1d s. One s1de can b shown to players The 
other s1de is for the DM and mcludcs tags markmg import 
ant locations in the adventure. 

The S tone ofGolorr is actually an aboleth transformed 
by magic. In this inanimate state, the aboletb can read 
the mind of any creature that atlunes to the stone, as 
well as modify tha t creature's memory. A creature at
tuned to the stone can also extract information from the 
aboleth, including lore about Neverember's vault. 

Built long ago by dwarves, the vault is warded against 
all forms of magical detection and intrusion. Its current 
protector is an adult gold dragon named Aurinax, who 
is also the current wielder and guardian of the dragon
staff of Ahghairon, which has the power to prevent other 
dragons from entering the city. In exchange for the staff, 
Aurinax promised to guard the gold until such time as 
Neverember or his appointed vassals removed it. 

WAR IN THE STREETS 

Beneath the city streets lurks a criminal underworld, 
its leader a beholder called Xanathar. Hoping to gain a 
political foothold in Waterdeep, agents of the Zhentarim 
(also known as the Black Network) recently tried to ally 
their organization with the Xanathar Guild. The archi
tect of this attempt was a clone of the wizard Manshoon, 
a founder of the Black Network long thought dead. 

While the two sides were negotiating in Xanathar's 
lair, the Stone o!Golorr suddenly disappeared from 
where Xanathar had hidden it. The paranoid beholder 
accused the Black Network of stealing it and slew the 
Zhentarim envoys who were present. When the Zhents 
retaliated by attacking Xanathar Guild outposts, Xana
thar took their actions as confirmation of the Black 
Network's vile intentions. Now the bad blood between 
the Zhentarim and Xanathar has begun to spill into the 
streets, threatening peace throughout the city. 

Who actually stole the Stone ofGolorr? The answer: 
a rock gnome named Dalakhar. After Lord Neverember 
used magic to discern the gemstone's location, he sent 
forth a succession of spies to infiltrate Xanathar's lair 
and obtain it. Dalakhar succeeded where many others 
before him bad fail ed, but his success turns out to be 
short-lived. 

YoLo's QuEsT 
Th Yawning Portal serves as the default starting point 
for this story. On of the ftr t peopl the adventurers 
meet there is Volothamp G ddarm. He has just r turned 
from a tour promoting hi latest book, Volos Guide to 
Monsters, and h has a quest for the characters. 

One of Yolo's friends, a hand ome simpleton named 
Floon Blagmaar, has disappeared, seemingly kid
napped. The search for Floon lead to the revelation 
that he was caught up in a case of mistaken identity, and 
the characters are actually looking for two victims. The 
intended target was Lord Neverember's estranged son, 
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AHGHAIRON'S 0RAGONWARD 

Waterdeep is blanketed by an undispellable magical effect 
called Ahghairon's dragonward. The effect originates from 
somewhere under Ahghalron's Tower in the Castle Ward 
and is permanent. Dragons and all other creatu_res of ~he 
dragon type are physically unable to enter the City (or 1ts 
sewers) as long as the dragonward persists . The e~ect 
doesn 't extend to the harbor or into Undermountam. 

A creature of the dragon type that is touched by the 
dragonstaff of Ahghairon (see appendix A) can ignore Ah
ghairon's dragonward and move through the _city freely. The 
effect lasts until the creature is touched agam by the staff, 
or until the passage of a period of time specified by one 
who is attuned to the staff. 

The dragonstaffis currently in the possession of an adult 
gold dragon named Aurinax (see appendix B), who guards 
a hidden vault under the city. 

Renaer Neverember. Agents of the Zhentarim waylaid 
him because they want to know everything that Renaer 
knows about the cache of dragons. (Unfortunately for 
them, Renaer is ignorant of the cache and its where
abouts.) If the characters rescue him, Renaer proves to 
be a worthy ally to adventurers hoping to make a name 
for themselves in Waterdeep. 

As a reward for rescuing Floon, Vola gives adventur
ers the deed to a building in the North Ward that looks 
out onto a wide cul-de-sac hemmed in by old residences 
and shops. The property used to be a tavern with a res
idence on the upper floors. The tavern has been closed 
for years, and the residence is haunted by a poltergeist 
that the characters can lay to rest. 

FIREBALL! 

As time goes on, the characters attract the attention of 
local factions hoping to recruit them while they settle 
into the city. Eventually, these relatively peaceful times 
are shattered when a fireball detonates near their new 
residence. The characters are swept up in the aftermath 
of this horrific event and can try to get to the bottom of 
it. Who cast the fireball spell and why? Who was the 
intended target? They can investigate the incident on be
half of a guild or a faction, or they can become involved 
for reasons of their own. 

One casualty of the fireball is in fact its intended tar
get: Lord Neverember's spy, Dalakhar. Whoever killed 
the gnome now has the Stone of Go/orr, the key to find
ing the lost cache of dragons. One way or another, de
pending on the alliances-and the enemies-they have 
made in the city, the characters become embroiled in 

chase for the stone and the hoard it protects. 

OOSE YOUR VILLAIN 
you run this adventure, you choose its main vii-

at the outset. Your choice determines the season of 
in which the story takes place, as well as the an
in several of the encounters in chapter 4. The 

you choose opposes the player characters while 
you don't choose become part of the back

could help the characters or hinder them. 
!IDOtller unusual feature of this adventure the 

aren't meant to be killed, nor are they ~ut to kill 
characters. The villains are after a treasure 

N 

h d a nd the adventurers' ultimate go oar , to keep the 

treasure out of their clutches. 
You can swap out one villa in for anothe.. any time. 

For example, if you decide halfway throt h "'ad
venture that because of how the story! 
Jarlaxle Baenre would make a better ar 
Xanathar, you can make that change or. tl 
subsequent encounters accordingly. 

ressed 
than 

and run 

Each villain is fully described in app ndix Band sum-

marized below. 

XANATHAR 
Xanathar is a paranoid, megalomaniacal behold,_ crime 
lord whose goal is to wipe out anyone it perceives as a 
Zhentarim operative or sympathizer, retrieve the Stone 
of Go/orr, and secure the cache of dragons. Its base is a 
dungeon under Skullport, a subterranean settlement be
neath Waterdeep. This lair is described in chapter 5. 

Xanathar has a healthy fear of Laeral Silverhand and 
is inclined to spare those in her employ, to avoid provok
ing a conflict with Waterdeep's Open Lord. Adventurers 
who incur the wrath of the beholder can use its fear of 
Laeral to escape certain death. 

If you choose Xanathar as the villain, the adventure 
takes place in the spring. 

THE CASSALANTERS 

Victoro and Ammalia Cassalanter are Waterdavian no
bles and secret devil worshipers. The Cassalanters plan 
to use the cache of dragons to buy back the souls of their 
children, which they traded to Asmodeus for power. 
Their estate, Cassalanter Villa, has a temple of Asmo
deus hidden underneath it, as described in chapter 6. 

The Cassalanters try to misdirect and discredit the 
characters rather than murder them. Victoro and Am
malia rely on their noble status to protect them, and the 
last thing they want is the City Watch on their doorstep. 

If you choose the Cassalanters as the villains, the ad
venture takes place in the summer. 

jARLAXLE BAENRE 

Jarlaxle Baenre is a draw swashbuckler and the secret 
lord of Luskan, the City of Sails. Jarlaxle plans to use 
the cache of dragons to buy his way into the Lords' 
Alliance, a confederation of cities and towns that band 
together against common threats. Jarlaxle also wants 
the dragon staff of Ahghairon for leverage in his nego
tiations. In the magical guise of a human sea captain 
named Zardoz Zord, jarlaxle runs a traveling carnival 
called the Sea Maidens Faire and lairs aboard a ship in 
Waterdeep's harbor that has a submarine (the Scarlet 
Marpenoth) underneath it, as described in chapter 7. 

Jarlaxle delights in thwarting his enemies, enjoys the 
~o~plications that arise when adventurers try to meddle 
10 hts affairs , and loves to see the looks on their faces 
when he finally gets the better of them. He doesn't suffer 
fools who threaten him, however. If forced into a violent 
confrontation, he swiftly and brutally kills someone to 

make an example of them and then walks off. 
If you choose jarlaxle as the villain the adventure 

takes place in the autumn. ' 



MANSHOON 

clon ' o f the w i1<1rd l\1 <1 n .., lloon, one nltl w loliiHin:-. o f 
the Zhent <lnm, 1s hid 1n g in\\ ,ll l'rd l'l' p . I It-" ;lilt !-. tn 11!1 <· 
the city. b~ cl<1 immg the c.td ll' o t dr.tgons .uul h.\ ll !-. ill ~ 
tha t \\ Calth to bn be the l\1 ask1·d l o1ds 11110 m.d<~ng h1111 
the new Open Lord . ll1· a lso \;V.tnt s to rl'gn in \'o nt ro l o f' 
the Bla k t' t\\ Ork. 1\l a ns hoon lmks in J,olat Towe rs, a 
pa ir of \\ iza rd ' towers in the Tr;ldes W<1 rd . This res i
dence is de cr ilw d in chapt1' r . 

Manshoon creat es co pies of himself us ing the simula
crum pe l! and takes grea t pa ins to concea l his id ntity, 
ince hi s ue ess hinges on not a ttracting the a ttention 

of othe r who would eek to thwa rt him before his pla ns 
come to fruit ion . Manshoon avoids unn cessary con
frontation with adventurers: only those who ente r his 
extradimens iona l a nctum a re like ly to incur his wrath . 

If you choose Mans hoon a the villain , the adventure 
ta kes pl ace in the winter. 

SEASONS 
The adventure unfolds in a particular season depending 
on the villain you choose at the outset. If you switch to a 
new villain midway through the adventure, don't change 
the season to match unless the characters take enough 
downtime for seasons to change naturally. 

SPRING 

In Waterdeep, early spring tends to be cold and damp. 
Misty rain fall s for days on end. It's common for fog to 
settle at night and last through the day. As the weather 
improves , the city attracts more visitors, and the streets 
become increasingly crowded as summer approaches. 

SUMMER 

Summers in Waterdeep are quite comfortable, and it's a 
great time for citizens and visitors to congregate outside. 
The markets are busier than at any other time of year. 
Sometimes, though, warm air pushes up from the south 
and settles in the valleys north and east of the city. This 
air gets trapped, creating a hot spell that might last days 
or weeks. Activity in the city slows to a crawl, since Wa
terdavians are unaccustomed to such heat. 

AUTUMN 

Throughout autumn, wagon loads of food arrive in Wa
terdeep from outlying farms. Without this bounty, city 
folk would tarve during the winter. Cold , howling sea 
winds remind Waterdavians that winter is near. 

WINTER 

Waterdavian winters are harsh. As snow piles up around 
the city and ice fills the harbor, trad grind s to a halt and 
the city seals it gates. Citizens willing to brave the cold 
still gather in local taverns and festhalls, but few ventur 
outside the city walls. 

FA ERO NIAN CALE N DAR 

II If' I o11 lllllldrl c .df'nd.Jr h.r> twf'lv£ months thdt roughly 
corre\pond to till rnonlh~ of the Grcgorr;Jn c.Jfrndur L.ch 
I IIO II l fl fi J~ tfl 11 ty d.Jys d1V1d d IntO thrr ten di.iy Wef'kS 
(end 1 W!'Ck IS c.a ll cd a t ncJJy) Sc.Jtu•red throughout the 
y .1r dre fi ve hol1dJys that <Jrcn'l consrd red part of any 
mo nth . One • ev ry four y <HS, the ho l1ddy ofSh1eldmeet 1s 
added lo the cd lendar as a leap day rmm d1ately followmg 
M1dsumme r n1 ght. Co ll ect rvefy, these days create a cycle 
s imil ar to what we have on Earth three 365 day years fol 
lowed by a lea p yea r. 

Months. The Fae runi an months are Hamme r, Altu riak, 
Ches, Tarsakh, M 1rtu l, Kythorn , Fl amerul e, Eleas rs, Elemt, 
Marpen oth, Ukta r, and Ni ghtal. 

Annual Holidays. The an nual holidays are M1dw1nter 
(between Hammer and Al turi ak) , Greengra ss (between 
Tarsakh and Mirtul) , Midsummer (between Fl amerul e and 
Eleasis) , Highharvestide (between El eint and Marpenoth). 
and the Feast of the Moon (between Uktar and Nightal) . 

RUNNING THE ADVENTURE 
To run this adventure, you need the D&D fifth edition 
core rulebooks: Player's Handbook, Dungeon Mas ter 's 
Guide, and Monster Manual. The Sword Coast Adven
turer's Guide is helpful, but not necessary. 

Text that appears in a box like this is meant to be read 

aloud or paraphrased for the players when their charac

ters first arrive at a location or under a specific circum

stance, as described in the text. 

The Monster Manual contains stat blocks for most of 
the creatures found in this adventure. All the necessary 
stat blocks are included there or in appendix B. When a 
creature's name appears in bold type, that's a visual cue 
for you to look up the creature's stat block in the Mon
ster Manual, unless the adventure's text instead refers 
you to the monster appendix in this book. 

Spells and equipment mentioned in the adventure are 
described in the Player's Handbook. Magic items are 
described in the Dungeon Master's Guide, unless the 
adventure's text directs you to an item 's description in 
appendix A. 

ABBREVIATIONS 

The following abbreviations appear in this book: 

hp =hit points LG = lawful good 

AC =Armor Class 

DC= Difficulty Class 

XP = experience points 

pp = platinum piece(s) 

gp = gold piece(s) 

ep = electrum piece(s) 

sp = silver piece(s) 

cp = copper p1ece(s) 

N PC= non player character 

CG =chaotic good 

NG = neutral good 

LN = lawful neutral 

N = neutral 

CN = chaotic neutral 

LE = lawful evil 

CE = chaotic evil 

NE = neutral evil 

DM = Dungeon Master 
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MAKE WATERDEEP YoUR OWN 
W 

d over the years. 
Much has been written about ater eep . b 
This book presents much of that i~f~lr~al 1~2'ch~~~~uwhat 
aren't bound by it. Feel free to em e IS, a I ·on that 
you will. Your version ofWatel deep is the on y vers l 

matters for your campaign. ... 

ADVENTURE STRUCTURE 
Waterdeep: Dragon Hei I consists of an in t rodu c t~ry . I 

f 
'1' . layer charact t s wtt 1 

adventure designed to amt tanze p . r 
the city of\Vaterdeep and provide them wtth ~ ba~e o 
operations (chapters 1 and 2). fo llowed by~ ct.tywtdethe 
treasure hunt (chapters 3 and 4) and descnptwns of 

villains' lairs (chapters 5 through 8). . 
In chapter 1. the characters arrive at the Yawmng Por-

tal, where Yolo gives them a quest. It's a straightf?rward 
rescue mission with a twist involving a case of mtstaken 
identity. If the adventurers complete the quest, Yolo re
wards them with a valuable piece of proper ty. 

In chapter 2, the characters explore their new home 
in Trollskull Alley and attract the attention of factions 
interested in recruiting them for special missions. 

Chapter 3 begins days or weeks later, allowing char
acters time to adjust to city life and pursue their own 
interests. An explosion tears through Trollskull Alley, 
prompting an investigation that hurls the characters into 
conflict with some secondary vi llains, culminating in a 
bloody confrontation at a noble estate. 

In chapter 4, the characters race to find the gold. The 
encounters in this chapter and the order in which they 
occur change depending on the villain you've chosen. 
The chapter concludes with the discovery of Lord Nev
erember's treasure vaul t and a showdown with its gold 
dragon guardian. The characters' ultimate goal is to pre
vent the gold from falling into the hands of the bad guys. 
If all goes well, some of the gold will find its way into the 
characters' pockets. Characters will have a hard time 
claiming it all fo r themselves, however. 

Chapters 5 through 8 describe the lairs of the story's 
vi llains and can be used at any time, in any order, or 
not at all. The characters might have reason to visit one 
or more of these lairs in the course of the adventure. 
Thwarting the villains doesn't require the characters to 
invade their lairs or defeat them in combat, so it's pos
sible to complete the adventure without these chapters 
coming into play. 

Be prepared to make adjustments on the fly if the 
characters find themselves in a villain 's lair prior to 
completing chapter 4, as the challenges within each 
lair are difficult for characters of lower than 5th level to 
overcome. You can gently steer characters in a different 
direction , drop hints th at urge them to use extreme 
caution, or make deadly encounters easier. It also bears 
remembering that the villa ins are meant to be thwarted 
not killed, and they are rarely spoiling for a fight. Ad- ' 
venturers who get in over their heads can be knocked 
unconsc~ous rather than killed. Such characters might 
awaken man alley, a sewer tunnel, or a prison cell , with 
or without their gear. Conversely, they might awaken 
safe and sound with all their gear in a private residen 
b 

· d r ce, 
emg care tOr by fri endly NPCs who took them in . 

INTRODUCTTON 

' W.ATERDEEP ENCHIRIDION 
VoLO s . 1 d "V 1 , w 

. ter of this book Ut e o o s aterdee 
T ile s.p:-c.w l .? :~1~ to ur of th e City of S plendors. If you're P 
Enc ht r.1 ~ 1 0 1~ith Watcrdccp, review this section before 
unfn~,tl wr !venture. Yo u ca n a lso s hare this section 
ru nn1n g th e ac l e cha rac te rs would know general in-
w ith pl nye rs w1os . 
fornw tion about the ctty . 

LIFE IN WATERDEEP 
. b d , dventures can be cha llenging to run, espe-

Ctty- as d · 1· d t d . ·r . 1 er cha rac ters arc we w e o wan er. 
cta lly 1 yow P ay h h · . 

1 
h cters in Wa terdeep, w ere t e action 

Keep iD g t 1e c ara 
. . tl tthey feel a t home. To that end , here are 
1s, reqwres 1a . 
some points to keep in mwd: 
• Almost anything can be bought or sold in Waterdeep. 

Tl 
' need for adventurers to shop elsewhere. 

1ere s no . . 

W t d
avians generally hold adventurers w htgh re-• a er d .. 

d 
. that many of the city's mos t esteeme cttJ-

ga r , gtven . 
zens are former adventurers and that the ctty has been 
saved countless times by adventurers over the years. 

• Adventurers who are invested in the city are Jess 
likely to want to leave it. As your players flesh out their 
characters' backgrounds , encourage them to establish 
roots in Waterdeep. The adventure further invests 
the characters by awarding them property in the city 
and giving them opportunities to join local factions 

and guilds. 

BREAKING THE LAW. ______ _ 

Waterdeep is a city of firm Jaws and swift justice. Adven
turers hell-bent on slaughter and plunder won't fare well 
in the City of Splendors. The punishments for assault, 
arson, theft , and murder are severe, regardless of the 

reason for the crime. 
If the characters express interest in knowing more 

about crimes and punishments in Waterdeep, give them 
the Code Legal handout in appendix C. 

Characters who overtly engage in criminal behavior 
are quickly cornered and arrested by members of the 
City Watch. Those charged with committing a crime 
are brought before a magister to be judged. Advocates 
might intercede on behalf of the characters if they have 
allied themselves with influential NPCs and factions. 
For example, characters who become agents of the 
Lords' Alliance are more likely to be excused for crimes 
ifLaeral Silverhand, the Open Lord ofWaterdeep, has 
cause to let them off the hook. 

Given how s trictly laws are enforced in Waterdeep, it's 
possible that the adventure could end with one or more 
of the characters being exiled, sentenced to several 
years of hard labor, imprisoned, or put to death. If that's 
how their adventure ends, so be it. Hopefully, your next 
group will fare better. 

ARRESTING CHARACTERS 

When the authorities show up to arrest one or more 
player characters for breaking the law you can handle 
the arrest in one of two ways. , 

The first approach is to roleplay the encounter with 
the arresting officers of the City Watch. The benefit 



ADVENTURE FLOWCHART 

CHAPTER l: 
A FRIE D IN NEED 

Volo gives the ad\enturer 
a quest and an es~ate a., I 

~ their reward.:_____) 

r CHAPTER 2: 
TROLLSKULL ALLEY 

Adventurers settle into their 
new estate and meet the 

neighbors. j 

I CHAPTER 3: 
FIREBALL 

A fireball explodes in Troll
skull Alley, setting off an 

investigation. 

CHAPTER 4 : 
DRAGON SEASON 

Adventurers join the race 
to find and unlock the ault 

1 of Dragons . 
.... L..----

V ILLAIN LAIRS 

CHAPTER 5: 
SPRING MADNESS 

Adventurers invade Xanathar' 
dungeon under the city and confront 

the beholder in its lair. 

CHAPTER 6: 
HELL OF A SuMMER 

Adventurers storm House 
Cassalanter and make a 

diabolical discovery. 

CHAPTER 7: 
MAESTRO'S FALL 

Adventurers board jarlaxle's hips 
and learn the sinister ecrets of the 

ea Maiden Faire. ---
CHAPTER 8: I 

WI TER WIZARDRY 

AdYenturer search Kolat Tower 
for Man hoon's clone and find hi 

extradimen ional den. _) 

A DVENTU RE BAC KGROUND 

GOLD EMBEZZLED 

Lord Dagult everember embezzle 
half a million gold pieces and hide 

them in the Vault of Dragon . 

STO E CRAFTED 

Dagult hire a wizard to create the 
Stone of Golorr. then hides the artifact 

in the Palace of Waterdeep. ....... _____________ __. 

DAGULT OUSTED 

Dagult leaves\ aterdeep to rebuild 
everwinter and is ousted as Open 

l Lord of Waterdeep. j 

STO E STOLE 

The tone of Go/orr is to len from the 
Palace of\ aterdeep and ends up in 

l Xanathar' possession. 
L-------.----'~ 

STO E TOLE T AGAI 

Zhent !oval to .\!an hoon try to 
forge an allia-nce with Xanathar. the 

cone of Go/orr i to! en. 

ALLIA 'CE E r' DED 

\Var erupt when Xanathar accuses 
the Zhem of tealing the Stone of 

l 
lL ___ G_o_I_o_rr __ ·_''_·h_i_c_hTt_h_e_y_d-id_n_'_t _d_o_. _~: 

DALAKHAR fLEES 

Dalakhar. a gnome thief working for 
Dagult. trie to smuggle the Stone of 

I Go/orr out of Waterdeep. 

~L----·------.----------Jr 

DALAKHAR DIES 

Dalakhar is killed by a fireball spell. 
Urstul Floxin teals the Srone of 
Go/orr from Dalakhar's corpse. 

I TRODLCTIO 



of this approach is that characters can choose to go 
quietly or resist. The drawback is that the encounter 
might devolve in to a fight-or-flight situation, leading to 
one or more cha racters becoming fugitives. If the party 
includes one or more characters who aren't lawful, such 
an outcome is likely. To mitigate this drawback, you 
might a llow fugitive characters to forge alliances with 
NPCs who can help clear their names. 

If the threat of arrest becomes tedious, you can switch 
to the second approach, which is to merely inform the 
players that one or more characters have been arrested. 
You can describe the arrest, the subsequent detention, 
and the events leading up to the trial. The drawback to 
this approach is that player characters have no control 
ove r the s ituation. (This sense of helplessness has the 
virtue of being realis tic, if not fun.) To mitigate this 
drawback, you might allow characters to make ability 
checks to influence the outcome; for example, a success
ful Charisma (Pers uasion) check might enable a charac
ter to bribe an official or sow enough doubt in the mind 
of a magis trate to have the case thrown out. 

NAMING NPCs 

Important NPCs in the adventure are given names, but 
many of the secondary N PCs aren't named . Xanathar's 
Guide to Everything contains an appendix of tables you 
can use to randomly generate names for human and non
human NPCs 1fyou have trouble coming up with names 
on your own. 

I TRODUCTION 

CHARACTER CREATION 
If your players are creating 1st-level characters for t~is 
adventure, consider setting aside the first game sesswn 
for character creation. That way, the players can flesh 
out their adventuring party together and come up with 
reasons why their characters are friends. 

BRINGING THE PARTY TOGETHER 

The Yawning Portal is a popular adventurers' hangout. 
Unless you have a better idea, assume that the charac
ters are familiar with the establishment and have met 
there before. If any of the characters are new to the city, 
they can be drawn to the Yawning Portal by its reputa
tion or summoned there by Yolo. 

To make the Yawning Portal feel like a familiar, wel
coming place, give the players a copy of the Yawning 
Portal Familiar Faces handout in appendix C and allow 
each player to select one NPC as a friendly acquain
tance. Additional information about these NPCs can be 
found at the end of this introduction. 

BUYING EQUIPMENT AT 1ST LEVEL 

All the equipment in chapter 5 of the Player's Handbook 
is available for purchase in Waterdeep at normal prices. 

CHARACTER BACKGROUNDS 

Players looking for background options beyond those 
described in lhe Player's Handbook can find several ap· 



propriatr om•s in the S"·orc/ CP.I~I \rh 1'111111'< '1' \ ( ,' tucll' . 

it) Watch, cloistered ~cholnt, coutti< r, l,l('tinn .1~1'111, 
far travl'kr, inheritor. IIH'I'!'I'llfll'\ Vl'lt'l ill I , 111 hn11 htHIItl) 
hunter, ilnd \V<lt erdil\ mn nnl>lt· . It you h.l\t ' nt 'ct·s:-. to tl11 s 
book. conside r 111:1king its h11cl g-round options 11 ;til.tl>lt • 
to your plnyer~· charartl'rs. 

WATERD \I N N BLF }• \MI I <S 

Waterdecp contains wdlmt"r ,, hundn·d noble lnntili<'s. 
l'hc foJiovving nobk houses (II'(' fine rhoirt'S for (\II 

chara te"r with the noble background front the I layc ·r's 
Handbool;. or t h( Watcrda\'in n nobk bnd ground from 
the " ·ord Coast r-ld1 enturer'' Guide. 

House Amcathra. The mcathras are a Tethyrian 
family that speciali z in horse breeding and training, 
cattle ranching, wine-making, and weaponsmithing. Th 
family motto is "We trample our troubles." Th family 
ha~ a large villa in the North Ward , on the east side of 
the High Road between Hassantyr's Street and Tar
oath Street. 

House Margaster. The Margasters are an Illuskan 
fJmily whose bu ines interests lie in land-based ship
pmg and bulk goods trading. The hou e also has a quiet 

is tory of wizardry. The family motto is "Nothing is be
~ ond our grasp." The Margaster family estate is situated 

·tween Stabbed Sailor Alley and Shattercrock Alley in 
the North Ward. 

House Phylund. The Phylunds are a Tashlutar family 
1at captures and sells monsters. Monsters that can't 
e trained as pets or guard beasts are sold to arenas 

Jr harvested for their meat, bones, and skins. The Phy
lunds sponsor adventuring parties and monster-hunt
mg expeditions, and their motto is "What you fear, we 
master.'' House Phylund has an estate on Copper Street, 
west of the High Road between Julthoon Street and 
Trader's Way in the North Ward. 

GUILDS OF WATERDEEP 

Bakers' Guild 

Carpenters', Roofers', and Plaisterers' Guild 

Cellarers' and Plumbers' Guild 

Coopers' Guild 

Council of Farmer-Grocers 

Council of Musicians, Instrument-makers, and Choristers 

Dungsweepers' Guild 

Fellowship of Bowyers and Fletchers 

Fellowship of Carters and Coachmen 

Fellowship of Innkeepers 

Fellowship of Salters , Packers, and joiners 

Fishmongers' Fellowship 

Guild of Apothecaries and Physicians 

Guild of Butchers 

Gu ild of Chandlers and Lamplighters 

Guild of Fine Carvers 

Guild of Glassblowers, Glaziers, and Spectacle-makers 

Guild of Stonecutters, Masons, Potters, and Tile -makers 

Guild ofTrusted Pewterers and Casters 

Guild ofWatermen 

Jesters' Guild 

Jewelers ' Guild 

1/oww Uo.'WIItll'. 011rr IHllll "' ill d lrr1111 Wnt1 rdr 1·p for 
'l tllll [.!~ lin g, o., lriVI 1 y, 111111 otlu 1 11 illlf s, tl11 o., 'It t!ryrian 
holl...,l ' lr no., rl'lilllll'd r111d 1 11 yl ng IIJ I lVI n orrw its dark 
p.t 'i l nnd dl o.,fi i'I H l' lrd ll 'fHJintlrHJ!Jy IOIII ..,i JJ J.( 011 l1 gi t1 
lll llil ' hus illi 'I.JH Vl ' lllllli 'C, S ill h 11 "1 Willi ' 11H1k111 g iliJII gi!IO 

lllltilll!'· llw lr11nily 111111 lo 1', "Wr· fly l11 g1J a11rl s toop 
"! Wi ll ." l~n'iZ IJ I II Villrtl'> o.,l lwrlt don 'I hiiiJdt :r.., t<tffWay be 
IW! 'I' Il ( opp! 'l' ~111 ' 1 ' 1 1111d ~ IJit · ld ~ lrc · l'l in till' ',c•a Ward , 
wc~-;t of till' II q,( h l~o: 1d . 

Lady l ~s vt· l1 · l ~oHZIHll' (sl' t' "'llw Hb1 tk Vipr r" in appen 
d ix H) is :1 llH'HdH't oft It is hous1·, 1 houuh ""e keep'> her 
111ns kcd id<'nl ity r1 nd t h i<"vi ng esc:.1p<rd1:S a sc:cr ·t. 

GUILD MEMBERSHIP 

Any characters with the guild arti san background a re 
assumed to have free membership in one Waterdcep 
gui ld of their choice. Arcane spellcas ters living in the 
cily are required by law to register with the Watchful Or
der of Magists and Protectors, so that they can be called 
on to defend the city with th eir magic in times of need. 

Waterdeep's most prominent guilds appear on the 
Guilds ofWaterdeep Jist. By law, there are no active 
thieves' guilds in Waterdeep, and the Xanathar Guild 
isn't an actual guild but a faction (see "Factions in Wa
terdeep," page 14). 

To join a guild, one must possess a background, a pro
ficiency, or a status that the guild values. For example, a 
character with the sailor background is welcome to join 
the Master Mariners' Guild. One can practice a profes
sion and not be a guild member, but such autonomy car
ries a cost. The guilds do everything they can to entice 
new members to join and pay for membership, and they 
go out of their way to hinder independent business own
ers, up to and including driving them out of business. A 
baker who refuses to join the Bakers' Guild might find 
her Aour supply cut off, while a wizard who refuses to 

Launderers ' Guild 

League of Basket-make rs and Wickerworkers 

League of Skinners and Tanners 

Loyal Order of Street Laborers 

Master Mariners' Guild 

Most Careful Order of Skilled Smiths and Metalforgers 

Most Diligent League of Sail-makers and Cordwainers 

Most Excellent Order of Weavers and Dyers 

Order of Cobb lers and Corvisers 

Order of Master Shipwrights 

Order of Master Tailors, Glovers, and Mercers 

Saddlers' and Harness-makers' Guild 

Scriveners', Scribes', and Clerks' Guild 

Solemn Order of Recogni zed Furriers and Wool men 

Splendid Order of Armorers , Locksmiths , and Finesmiths 

Stab lemasters' and Farriers' Guild 

Stationers' Guild 

Surveyors', Map-, and Chart-makers' Guild 

Vintners', Distillers', and Brewers ' Guild 

Wagon -makers' and Coach Builders' Guild 

Watchful Order of Magists and Protectors 

Wheelwrights' Guild 
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(3) , Eye Ray (10) , Guild Boss (25), Hand of the Eye (50) 

join th \Vat hful Order of Magists and Protectors might 
be deni d a ces to ages, libraries, and other useful 
re ourc s. 

Guild charge members monthly or yearly dues that 
var . For implicity, you can have a guild charge 1 gp per 
month or 10 gp for a year ' dues paid in advance. A guild 
can expel a member for any number of reasons, not the 
least of which is failing to pay dues. 

FACTION MEMBERSHIP 

A character with the faction agent background (de
scribed in the Sword Coast Adventurer's Guide) must 
choose a faction to belong to (see "Factions in Water
deep" below). Characters without this background can 
join factions once they reach the end of chapter 1 of this 
adventure. 

CHARACTER ADVANCEMENT 
You can track experience points or simply allow char
acters to level up when they reach certain points in the 
adventure. Ideally, the characters should fall within the 
desired level range as they experience each chapter, as 
shown in the Suggested Character Levels table. 

SUGGESTED CHARACTER LEVELS 

Chapter 

l. A Friend in Need 
2. Trollskull All ey 
3. Fire ball 

4. Dragon Season 
5. Spring Madness 
6. Hell of a Summer 
7. Maestro 's Fall 
8. Winter Wizard ry 

Suggested Level 

1st- 2nd 
2nd 
3rd 
3rd- 4th 
5th or higher 
5th or higher 
5th or higher 
5th or higher 

If you decide to track experience points, you can slow 
the rate of advancement by banking XP until you're 
ready for the party to level up. Conversely, you can has
ten level advancement by awarding ad hoc XP for com
pleting goals, roleplaying well , and surviving or avoiding 
deadly traps. Any such award should be no more than 
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chapter 1 of the Dungeon Master's Guidf', all ow a player 
whose character has the fac tion agent background to 
roll a d4 to determine that character's renown at the 
start of the adventure. See the "Tracking Renown" side
bar for more information. 

Characters of other backgrounds will have opportu
nities to join a faction later in the adventure. Any such 
character must meet a faction's prerequisites to be eligi
ble to join it, and the character's starting renown is 0. 

Characters who have renown greater than 0 in a fac
tion can gain its support in times of need by reaching 
out to an influential NPC member of that fact ion. As a 
character's renown improves, so does the quality of the 
support. A faction might also help non-members who 
furth er its interests. The descriptions of the factions that 
follow include suggestions for how support from a fac
tion can manifest. 

You decide the extent to which a faction will assist the 
adventurers, based on each faction's perception of how 
important or valuable the adventurers are. For example, 
if the characters earn Laeral Silverhand's trust and her 
support of them becomes public knowledge, members 
of Bregan D'aerthe might aid the characters so that 
Jarlaxle Baenre can curry favor with the Open Lord of 
Waterdeep. 

BREGAN D'AERTHE 

A character must be a drow, preferably a male, to join 
this faction. 

Bregan D'aerthe is a company of mercenaries orig
inally made up of the much-derided and dishonorable 
castaways of destroyed drow houses. The group's leader, 
Jarlaxle Baenre, is always looking for new members to 
fill the ranks, and loyalty is what matters to him most. 

Almost all Bregan D'aerthe members are male be
cause female drow rarely condescend to take orders 
from a male. A female drow can earn a place in the 
faction by decrying the drow matriarchy and convincing 
Jarlaxle that she wou ld be an asset to the brotherhood. 
Jarlaxle employs non-drow operatives as well , none of 
whom know they're working for him; such individuals 
aren't considered members of the faction. 

Bregan D'aerthe is using one ofjarlaxle's legitimate 
business enterprises- the Sea Maidens Faire- as a 
front in Waterdeep. The Sea Maidens Faire consists of 



three carnival ships (the Eyecatcher, the Heartbreaker, 
and the Hellraiser) crewed by disguised drow and a host 
of non-drow performers (musicians, acrobats, actors, 
and the like). The ships' cargo consists mostly of wagons 
and floats that can be hastily assembled and paraded 
through the city. The drow use these parades to draw 
attention away from their illicit activities. 

In the magical guise of a flamboyant Illuskan captain 
named Zardoz Zord,Jarlaxle oversees things from the 
Eyecatcher, his flagship , and the Scarlet Marpenoth, a 
submarine mounted underneath it. He relies on three 
drow gunslingers- Fel'rekt Lafeen, Krebbyg Masq'il'yr, 
and Soluun Xibrindas- to do most of his dirty work in 
the city. For more information on J arlaxle and his lieu
tenants , see appendix B. 

Bregan D'aerthe is skilled at infiltrating criminal orga
nizations. Xanathar's drow advisor, Nar'l Xibrindas (see 
appendix B), is actually a Bregan D'aerthe spy. 

Bregan D'aerthe support comes in these ways: 

• The adventurers receive small, unmarked black 
pouches of coins from an anonymous source. 

• The adventurers receive an invitation to dine with 
Zardoz Zord aboard his flagship, during whichJar
laxle takes their measure and offers assistance if they 
impress him. 

• Bregan D'aerthe members buy off or quietly dispose 
of individuals who threaten the adventurers (usually 
without asking). 

EMERALD ENCLAVE 

A character must demonstrate an interest in protecting 
nature or the natural order to join the Emerald Enclave. 
Druids and rangers are especially welcome. 

Waterdeep harbors a few members of the faction 
which seeks to foster harmony between nature and civ
ilization. Members living in Waterdeep help guard the 
city against unnatural threats, including aberrations and 
undead. They also watch over the City of the Dead (Wa
terdeep's public cemetery) and the city's parks. 

Members of the Emerald Enclave can be found in 
Phaulkonmere, a noble villa in the Southern Ward, and 
at the Snobeedle Orchard and Meadery in Undercliff. 

The walls of Phaulkonmere enclose fabulous gardens, 
and the buildings are covered with moss and ivy. The 
place is owned by descendants of two wealthy families
the Tarms (longtime Waterdavians) and the Phaulkons 
(who are of Cormyrean descent). They pend most of the 
year traveling abroad and entrust the estate to a half-
elf groundskeeper named Melannor Fellbranch. He is 
joined by Jeryth Phaulkon, a noblewoman turned demi
god who serves Mielikki, divine lady of the forest. 

The Snobeedle Orchard and Meadery is run by the 
Snobeeclle family of hal flings, among them an old druid 
named Blossom Snobeedle. Blossom's youngest son, 
Dasher, disappeared in Waterdeep about six months 
ago. He was infected with lycanthropy and is now a 
member of a wererat gang called the Shard Shunners. 
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ment dictated by Vajra. 

Force Grey is an elite cadre of specialized adventur
ers, drawn from the ranks of the Gray Hands, whose 
fighting prowess is matched only by their loyalty to the 
city. Force Grey attracts the best of the best. Characters 
don't begin their adventuring careers as members of 
Force Grey, but they can work up to that status. 

Whenever Waterdeep has a problem that can't be 
handled by diplomats or the city's other armed forces , 
the Open Lord has the option to mobilize Force Grey. 
Such action is usually taken as a last resort, since some 
past members of the group have exhibited a tendency to 
indulge in wanton violence, causing as much damage as 
they ostensibly prevent. 

Although the Open Lord sets mission goals and pa
rameters whenever the unit is activated, the Force Grey 
team needed to complete any given assignment is made 
up of individuals handpicked by the Blackstaff. 

If members of Force Grey (and, in some cases, the 
Gray Hands) are arrested for a crime, the Open Lord or 
the Blackstaff will usually intervene on their behalf and 
facilitate their release. 

Force Grey support comes in these ways: 

• Adventurers who are arrested are released under the 
loose supervision of Vajra Safahr (see appendix B). 

• The adventurers receive a helpful uncommon or rare 
magic item that they're allowed to use for a time (until 
it mysteriously disappears). 

• Meloon Wardragon (see appendix B) or some other re
spected member of Force Grey helps the adventurers 
out of a tough situation. 

HARPERS 

Any smart, non-evi l character can join the Harpers of 
Waterdeep. Bards and wizards are especially welcome. 

Harpers are altruists who work behind the scenes to 
keep power out of the hands of evi l tyrants. In the cur-

INTRODUCTION 

11 11 t itttntion, it clo sn't tokr> Ion~ lor th m to suc;pect 
tlt .1t tlH Zlu 11 t.u i111 1 wholly or parttally r spons1ble for 
t lw 1 cnl.ll ion of vioh tH 1 in Wutud cp. Harper spies 
n 11 ~d 1 t u 1• tht advt ntt1n 1 < HI trum ntc; to gtt at th 
t1 11 th. Vnriou nobl< nnd guildma t rs in the eity are 

I l.trp< 1 o.;yrnpnt lun 1 :;. 

ll w lbt iJ H 1, ltllVt <;t vt 1 :tl c;t en t gathering places 
in W:t l< 'l dt~t p, :11nonf.{ tiH 111 Ulbnntcr Villa, an estate 
loralt·d 0 11 IJ< lzo1 i 11 ~In ct hct wt·en Ylwzoar Street 
nnd 13rondar's W;ty, in the North Ward Uust south of 
Trolls lw ll Alley). 'I he elf lady of the house, Remall ia 
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faction. Other key members include Renaer Neverem
ber, the estranged son of Lord Dagult Neverember, and 
Mirt, an advisor to Open Lord Laeral Silverhand. See 
appendix B for more information on these NPCs. 

Harpers prefer to conduct their business in bustling 
inns and taverns such as the Yawning Portal, or in quiet 
locations such as the City of the Dead. 

Harper support comes in these ways: 

• The Harpers make common and uncommon potions 
and scrolls available to the adventurers at a reduced 
or deferred cost depending on the circumstances. 

• Remallia Haventree (see appendix B) feeds useful bits 
of information to the adventurers and might also offer 
them temporary shelter. 

• If the adventurers are accosted and overwhelmed, one 
or more Harpers come to their rescue. A Harper res
cue team usually consists of a bard (see appendix B) 
or a mage, plus ld4 + 3 spies or veterans. 

LORDS' ALLIANCE 

To become a member of the Lords' Alliance faction in 
Waterdeep, a character must be a Waterdavian citizen. 
Those with criminal records can also join, provided they 
demonstrate their allegiance to the city. 

The Lords' Alliance is a confederation of cities and 
towns up and down the Sword Coast and throughout the 
North, including (among others) Baldur's Gate, Mirabar, 
Mithral Hall , Neverwinter, and Silverymoon. Members 
of the alliance must come to one another's aid in times 
of need, and the organization uses field operatives (dip
lomats, spies, and assassins) to safeguard its interests. 

Waterdeep is one of the most influential and invested 
members of the Lords' Alliance. Waterdeep's Open 
Lord, Laeral Silverhand, uses spies to keep tabs on 
adventurers in the city, rewarding those who place Wa
terdeep's interests above their own. Laeral employs ad
venturers as agents of the Lords' Alliance, among them 
Jalester Silvermane. See appendix B for more informa
tion on these NPCs. 

Laeral spends most of her time in the Palace of 
Waterdeep. Within walking distance of the palace are 
well-maintained government residences set aside for 
the use of representatives of other Lords' Alliance cities 
and towns. 
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• The character nre gra nt d a brief audien e wi th 
Laeral ilv rhand (s app ndi, B). 

ORDER OF THE GAUNTLET 

An non-evi l character can join the Order of the Gaunt
! t in Waterd ep. lerics, monks, and paladins are 
especially welcome, particularly if they worship Helm, 
Torm, or Tyr. 

The order's mission i to seek out and destroy evil 
before it gains a foothold. The surge of violence in Wa
terdeep spurs members of the order to find adventurers 
who can help return peace to the city. 

An individual can be a member of the fac tion and also 
a member of the clergy or a knight pledged to a specific 
god or temple. Members of the order act alone or in 
small groups. Some are Waterdavian natives; others 
hail from distant settlements and have come to the city 
on temple business. 

Order of the Gauntlet support comes in these ways: 

• If the adventurers require healing or other magic, a 
member of the order can facilitate meetings with local 
priests who worship non-evil deities. 

• If the adventurers get in trouble with the law, a mem
ber of the order puts in a good word for them and 
tends to their affairs while they're incarcerated. 

• Hlam (see appendix B) might show up and help the 
characters in an impending battle. 

XANATHAR GUILD ------------------------
Anyone can join the Xanathar Guild, which, despite its 
name, doesn't have official guild status in Waterdeep. 
Before membership is granted, however, an applicant 
must pass a test that always involves the perpetration 
of a serious crime. Possibilities include murdering a 
guild member who has failed Xanathar in some fashion, 
kidnapping a Waterdavian citizen, collecting a ransom, 
robbing a hire-coach, or looting a warehouse. 

Among low-ranking guild members, rampant specu
lation goes on about the true nature of Xanathar. Few 
have any inkling that their boss is a beholder, and fewer 
still have seen or spoken to the eye tyrant. 

Given that the faction is fundamentally evil , advance
ment is based on one's wi les or one's ability to dispose 
of rivals. Competition within the organization is fierce 
and often deadly. Evil characters can thrive in this envi
ronment, but the risks are seldom worth the reward. 
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Z H ENTA RIM 

The Black Network has an open recruitment poli y. Any
one can join. Tenacity and loyalty are highly valued (but 
not essential) traits in new members. 

The Zhentarim is a shadow organization that trades 
mercenaries and goods (including weapons) for profi t. It 
has long sought to gain political influence in Waterdeep, 
but the s trength of the city's Masked Lords, nobility, and 
professional guilds makes that difficult. 

The Zhentarim in Waterdeep is a fractured organi
zation. Those who support Manshoon want to destroy 
Xanathar and seize political and economic control of the 
city. Those who oppose Manshoon want to expose and 
destroy him before they are themselves apprehended or 
driven out of the city by the local authorities. 

Adventurers can't join Manshoon's cause, but they can 
join and receive aid from the Zhents who are opposed 
to him. The leaders of this branch of the Black Network 
are retired adventurers who have become business 
entrepreneurs. Their adventuring party was called the 
Doom Raiders because their specialty was plundering 
Jich lairs (which are called "dooms"). They are desper
ately trying to gain a legitimate economic foothold in 
Waterdeep, which requires making alliances with local 
guilds and nobles. Manshoon's war against the Xana
thar Guild has thrown their plans into upheaval. 

The Doom Raiders (described in appendix B) con
sider themselves the true Zhentarim of Waterdeep. The 
group's leaders are Davil Starsong (Master of Opportu
nities and Negotiations), Istrid Horn (Master of Trade 
and Coin), Skeemo Weirdbottle (Master of Magic), Tash
lyn Yafeera (Master of Arms and Mercenaries), and Ziraj 
the Hunter (Master of Assassination). 

Zhentarim support comes in these ways: 

• Davil can arrange meetings with influential nobles 
and members of city guilds. 

• Adventurers can procure discounted potions and poi
sons from S keemo's shop, Weirdbottle's Concoctions, 
which is located in the Trades Ward. 

• Tashlyn offers affordable mercenaries , either thugs 
costing 2 sp per day each or veterans costing 2 gp 
per day each. 

• Istrid offers loans of up to 2,500 gp with an interest 
rate of 10 percent per tenday. 

• Adventurers can hire Ziraj to assassinate someone, in 
return for some undisclosed favor to be called in later. 





,. WNIN l RTAL 
lhc \t\\1\lll •I'Ht I· 
in lht t tl ' \\ I . ,·' IS a l<llllnlls inn lltd ln\c'rn lm .tt<·d 

.\s t ,\I c nt \\ tl\•nt • , \ I 
"lllsnrt 1 1 . I ' 11 P·II \'1'1llllr\'rs,,tiiiiH'!'I 
' s o co nrt II c•h,\1 •H 1\•rs lwn·. 
. fht pi.H't' ts ,\stone hurldinp; \ rth ,\ slntl' root 'lltcl 

S( \ ('1"11 · I 1\1 • 
' 

1 \11\l!H'.)~t-i. Ot-it of I he gr·ound lloor is takl'n 
up b.\ the t,l\'l'rtl s Co1nmon 1'00111, which contains a 
~O fkoot d 1alllt'l<'1' open well (actua l I.) the o uter s h 11 of a 
sun en · t • t ) • 
1 " on owe1· that desc •nds l 10 feet to the first 
\~~·ef of ndermountam, the sprawling dungeon under 

ate1·decp. t·ope and-pulle m chani m is used to 
lower ad •nt · 1 
. C . urcr mto t 1C well and hoist them out. More 
10 01

·mat'?n about thrs entrane to Undermountain can 
b ;;ound 111 H~7tcrdccp: Dungeon of the Mad Mage. 
r. 1 

upp. r Aoors of th Yawning Portal conta in com -
ortable, nicely appointed t·ooms for g uests. 
Durn~n, th propri tor, c harges s tandard prices for 

food, dnnk, and lodg ing (see chapter 5 of the P layer's 
Handbook for cost ). 

FAMILIAR FACES 

Give the Yawning Portal Fami liar Faces handout in 
appendix C to the players, a nd a llow each of the m to 
select one NPC as a friend ly acquaintance-som eone 
the player's character knows and trusts. More than one 
player can select the sam e NPC. The information be low 
should be withheld from the players until their charac
ters learn it. 

DURN AN 

N male Illuskan human innkeep er 

The proprietor of the Yawning Portal is a r e tired adven
turer and a man of few words. Durnan (see appe ndix B) 
bluntly warns adventurers of lower than 5th level that 
entering Und ermountain "isn't a good idea." He keeps 
a magic greatsword hidden b ehind the bar just in case 
something monstrous crawls up out of the e ntry well. 

" BONNIE" 

N doppelganger disguised as Te thyrian human barmaid 

This doppelganger pos ing as a friendly barmaid is the 
leader of a gan g of five doppelgangers that a rrive d in 
Waterdeep over a year ago. To help the gan g make ends 
meet, s h e works for Durnan as a barmaid. Mattrim 
Mereg (see below) knows h e r secret. 

MATTRIM "THREESTRINGS " MEREG 

LG male llluskan human bard 

This socially awkward bard (see appendix B) performs 
at the Yawning Portal and is a be tte r musician than 
h e pretends to b e. He's called "Thr eestrings" because 
h e plays a lute that has on ly three s trings remaining. 
His secr e t is that h e's a Harpe r spy, a nd he's far more 

; e loque nt and composed than h e lets on. He lives at the 
inn, whe re he s pends his afternoons a nd evenings s py
ing on Zhentarim agen ts and gathering inform~tion on 
other potential troublema ke rs. He recently befne nde d 
Bonnie and wants to help her doppelganger gang settle 

into the city. 
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ade, h1s boyfnend, who was killed in a street fight last 
year. When not_engaged in a llia nce business,Jalester is 
lonely a nd lookm g for love. 

MELOON WARDRAGON 

NE male Chondathan human adventurer under the 
control of an intellect devourer 

Meloon Wardragon (see appendix B) comes across as 
a cheery, optimistic, warm-hearted man eager to fight 
alongside those he considers his friends. The Yawning 
Portal staff and many of the regular guests know that 
Meloon is a skilled fighter with ties to Force Grey. 

An intellect devourer in league with Xanathar ate 
Me loon's brain several months ago. Now under the mon
ster's control , Me loon actively discourages adventurers 
from exploring Undermountain and urges them to focus 
on conflicts in the city instead. He also hunts down and 
kills Zhentarim operatives for his secret beholder mas
te r. He has his eye on D avil Starsong (see appendix B) 
but won't kill the e lf in plain view of witnesses. 

0BAYA UDAY 

NG female Chultan human priest of Waukeen 

Obaya, a priest, has traveled from Chult to sponsor ex
p editions into Undermountain, with the goal of bringing 
its magical treasures back to he r employer, the mer
chant prince Wakanga O 'tamu of Port Nyanzaru. S he 
discourages low-level adventure rs from exploring Un
dermountain but is happy to help them with her magic 
until they gain e nough experience to be useful to her. 

If you plan to run Waterdeep: Dungeon of the Mad 
Mage after this adventure, Obaya can take on a more 
promine nt role as an a dvisor and a source of quests. 

YAGRA STONEFIST 

N female half-ore thug-for-hire 

Yagra is a Black Network m e rcenary who gets paid to 
protect a Zhe nt n egotiator named Davil Starsong (see 
appendix B for more information on him). Yagra find_s 
the j ob boring and likes to pass the time by challengwg 
adventurers to arm wrestle . (Resolve such contests 
using contested Strength checks.) If the characters 
express their opposition to the Xanathar Guild, Yagra 

. · · · g forces might urge them to speak to D avtl aboutJOlmn d 
with the Zhentarim to destroy the beholder crime lo: ;

5 
Yagra is a half-ore thug. When reduced to 0 hit pol: ' 

d (b 't do this agat s he drops to 1 hit point instea ut can . . out to 
until s he finishes a long rest). She has darkvisJOn 
a range of 60 feet. She speaks Common and Ore. 



BAR BRAWL IN THE YAWNING PORTAL PROVES 

that nowhere is safe from the gang war be
tween the Zhentarim and the Xanathar Guild. 
In this atmosphere of danger, the characters 
are offered a quest by Volothamp Geddarm. 
Volo promises a reward if they can rescue 
his missing friend , Floon Blagmaar, who he 
fears has been caught up in the conflict. Vola's 

quest is a straightforward introduction to the streets of 
Waterdeep, providing the characters with an excuse to 
explore the city. 

In their hunt for Vola's friend, the characters might 
make allies and enemies who can resurface throughout 
the adventure. Following the completion of Vola's quest, 
the characters gain a home base with an address in 
Trollskull Alley, in Waterdeep's North Ward. From the ir 
new base, the characters can plot their own course, 
whether it involves interacting with Waterdeep's people, 
joining one of the city's many factions, or simply poking 
around for danger. 

WHERE TO START 
This adventure assumes that the cha racters have al
ready formed a party and are presently in the Yawning 
Portal, perhaps knocking back a pint of Shadowdark ale 
and wolfing down a plate of quipper and chips. Alterna
tively, you can begin this adventure as the characters 
first enter the raucous tavern, or by having them all meet 
for the first time as Volo hands them their initial quest. 

TAVERN BRAWL 

As the characters are relaxing in the taproom of the 
Yawning Portal , a fistfight breaks out. Read the follow
ing to set the scene: 

You sit around a sturdy wooden table lit by a brightly 

burning candle and littered with plates cleared of food 

and half-drained tankards . The sounds of gamblers yell

ing and drunken adventurers singing bawdy songs nearly 

drown out the off-key strumming of a young bard three 

tables over. 

Then all the noise is eclipsed by a shout: "Ya pig! Like 

killin' me mates, does ya? " Then a seven-foot-tall half

ore is hit by a wild, swinging punch from a male human 

whose shaved head is covered with eye-shaped tattoos . 

Four other humans stand behind him, ready to jump 

into the fray. The half-ore cracks her knuckles, roars, and 

leaps at the tattooed figure-but before you can see if 

blood is drawn, a crowd of spectators clusters around 

the brawl. What do you do? 

The human combatants are five members of the Xana
thar Guild (CE human bandits). The one with the eye
shaped tattoos on his bald pate is their leader, Krentz. 
Their foe, Yagra Strongfist, is a half-ore employed by 
the Zhentarim (see the Yawning Portal Friendly Faces 
handout in appendix C). Yagra fights for her pride. 

CHAPTER l I A FRIEND I. · 
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Remember how the characters deal with Krentz in 
thi · cene If he survives, the characters might meet him 
again in one of the anathar Guild's sewer hideouts (see 
area QS, page 2 ). 

HANGING BACK 

If th character don't interfere in the brawl, Yagra 
knocks Krentz out cold but is then beaten unconscious 
by his companions. Durnan, the proprietor of the Yawn
ing Portal, points toward the door. "Out!" he snarls, and 
the Xanathar Guild members flee carrying Krentz's un
con cious form. 

ThOLL AND FRIENDS 

In the third round of the brawl, trouble arises from out 
of the gaping well in the middle of the Yawning Por
tal's taproom: 

Shouts of alarm suddenly ring out as a hulking creature 

climbs up out of the shaft in the middle of the tap

room-a monster with warty green skin, a tangled nest 

ofw1ry black hair, a long, carrot-shaped nose, and blood

shot eyes . As it bares its yellow teeth and howls, you can 

see that a half-dozen bat-like creatures are attached to its 

body, with three more circling above it like flies . Everyone 

in the tavern reacts in fear except for the barkeep, 

Durnan, who shouts, "Troll!" 

The troll, which currently has 44 hit points, has crawled 
up from the first level of Undermountain to feed on tasty 
humanoid flesh, bringing nine stirges with it. Once in 
the taproom, the troll rises to its full height of 9 feet 
and rolls initiative. The stirges also roll initiative, but 
only the three flying above the troll pose a threat. The 
remaining stirges are bloated, having drained copious 
amounts of the troll's blood, and fly back down the shaft 
to digest their meal. As the troll regenerates, the effects 
of its blood loss become less apparent. 

Most tavern patrons and s ta ffers flee or take cover 
at the sight of the troll. The stirges attack the nearest 
characters as Durnan (see appendix B) draws his great
sword, springs over the bar, and confronts the monster 
himself. As he attacks, he calls on the characters to 
focus on slaying the s tirges and then douse the troll 
with lamp oil and set it on fire when it falls. Yagra joins 
the fight if she's conscious. To any characters who help 
defeat the troll, Durnan says matter-of-factly, "You 
fought well." 
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MEETING YOLO 

Once tlw troll nncltlw stirgc ~ ar · ril:alt with, Volo 
pushes against the tide of patrons staying clc:ar of th1~ 
monster to greet the character&, IHvishing prai'lr on 
them for their bravery (whether justified or not): "You br, 
adventurers, am J right? I could use your help. Let's find 
a table to talk, shall we?" 

Yolothamp Geddarm is known to most Waterdavians 
as a braggart and a notorious embellisher of facts. For 
all his faults, though, Yolo is a soft-hearted sort who 
cares for nothing as much as his friends. At present, 
he is grievously concerned for the well-being of one of 
them. He begins his request with an air of charm and 
mystery, but it quickly devolves into tearful sincerity. 

The figure who approached you strokes his mustache , 

adjusts his floppy hat, and tightens his scarf. "Volothamp 

Geddarm, chronicler, wizard, and celebrity, at your 

service. 1 trust you've noted the violence in our fair city 

these past tendays . I haven't seen so much blood since 

my last visit to Baldur's Gate! But now I fear I have mis

placed a friend amid this odious malevolence. 

"My friend's name is Floon Blagmaar. He's got more 

beauty than brains , and I worry he took a bad way home 

a couple nights ago and was kidnapped-or worse. If you 

agree to track him down with all due haste, I can offer 

you ten dragons apiece now, and I can give you each ten 

times that when you find Floon. May I prevail upon you in 

my hour of need?" 

Yolo gives each character a small pouch containing 10 
gp simply for accepting his quest. Characters who want 
to discover his intentions must make a DC 10 Wisdom 
(Insight) check. On a success, a character discerns that 
Volo is honest but might be stretching the truth about 
how much he can pay. (Currently low on cash, Volo is 
awaiting royalty payments from Volo's Guide to Mon
s ters. To make more coin, he began work on a new book, 
Volo's Guide to Spirits and Specters. As it happens, his 
knowledge of spirits mostly concerns the alcoholic vari
e ty, and the writing has not been going well.) If pressed, 
Volo urges the characters to trust him, and promises 
he'll have the rest of the reward, 100 gp per character, 
ready to deliver once Floon is returned to him alive. 

Volo describes Floon as a handsome human male 
in his early thirties with wavy red-blond hair. He was 
dressed in princely garb when Volo last saw him. Two 
nights ago, before Floon disappeared, he and Volo were 
drinking and merrymaking at the Skewered Dragon, a 
dark, bawdy tavern in the Dock Ward. Volo recommends 
that the characters start their search there. 
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tarim thugs working fot Ur">tul Plo. in (sec appendix 
B) jumped both rioon and Renaer They took them to 
a warehouse in the Dock Ward, so they could ques tton 
Renaer the son of Lord Dagult Nevcrember about 
th whereabouts of the tone of Go/orr and his father's 
hidden cache of dragons. B fore the interrogation could 
begin, members of the Xanathar Guild ambushed and 
killed the Zhent guards in the warehouse. The new 
arrival mistook Floon for Renaer, knocked Floon un
conscious, and dragged him away while Renaer hid and 
escaped their notice. 

Floon was taken to a Xanathar Guild hideout in the 
sewers. A small gang of kenku was left behind at the 
Zhentarim warehouse to kill any other Zhents who 
might show up at the warehouse. The presence of the 
kenku has prevented Renaer from trying to leave the 
warehouse. 

FINDING FLOON 

Volo last saw Floon outside the Skewered Dragon, a 
dubious (and Zhentarim-owned) tavern between Net 
Street and Fillet Lane in the Dock Ward. The following 
encounters kick off the characters' investigation. 

En route to the tavern, "Blood in the Streets" is a 
chance for characters to see the City Watch in action. 
If the characters decide to look around, "Searching the 
Dock Ward" gives them a feel for their s urroundings, 
and they might discover a strange place, "Old Xoblob 
Shop," that warrants further exploration. Once they ar
rive at their destination, "The Skewered Dragon" is an 
opportunity for the characters to get information from 
the patrons, which leads them to "Candle Lane," where 
their quest continues. 

BLOOD IN THE STREETS 

As the characters travel through the Dock Ward , th ey 
come upon the aftermath of a bloody clash between the 
Xanathar Gui ld and the Zhentarim: 

As you turn a corner, you find yourselves on a street that 

has been cordoned off by the City Watch . Lying on the 

cobblestones are a half-dozen corpses, seemingly the 

victims of some terrible skirmish . Watch officers have 

disarmed and arrested three blood -drenched humans 

and are in the midst of question ing witnesses . One of 

the officers sees you . "Get on ," she says . "Nothing to 

see here." 
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SEARCHING THE DOCK WARD 

fhe Dock Ward is unsafe. You can set the mood by read 
ing the following to the players: 

Ta ll , densely packed tenements leave most of the 

neighborhood in shadow at ground level. Most of the 

streetlamps have had their glass smashed and their 

candles stolen, and the smells of salt air and excrement 

linger as you pass by rows of run-down buildings . 

On the corner of Zastrow Street and Fillet Lane is a 
shop with a peculiar window display: 

One nearby shop stands out from the others. It has a 

deep purple facade , and in its window hangs a stuffed 

beholder. Above the door hangs a sign whose elaborate 

letters spell out "Old Xoblob Shop." 

If the characters check out the shop, continue with "Old 
Xoblob Shop." If they don't, they find the tavern without 
further incident; see "The Skewered Dragon" below. 

OLD XOBLOB SHOP 
When the characters enter, they quickly get a sense of 
the strangeness of the place: 

A cloud of lavender-scented purple smoke trails out of 

the shop's door as you peer inside. Every wall is painted 

purple, and every dusty knickknack on the shelves is 

dyed a deep violet. The hairless old gnome sitting cross

legged on the counter wears plum-colored robes . His 

cheeks are decorated with nine purple face -painted eyes. 

The gnome lowers a pipe and exhales a cloud of lav

ender smoke before raising a hand . "Hail and well met! 

Come browse the shelves of the most curious curiosity 

shop in the world!" 

The s hop is named after the stuffed beholder in the win
dow- a fixture that is actually a magical sensor, through 
which Xanathar can peer whenever it wishes. 

The shopkeeper is a wizened deep gnome who spies 
for the Xanathar Guild. A few years ago, he survived 

CHAPTER 1 / A FRIEND IN NEED 
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Trinkets. The gnomes ll an as ortment of trinkets. 
th characters search th sh lves, roll on the Trin

ket table in chapter 5 of the Player's Handbook to de
termine\: hat catches their e e. oblob sells any trinket 
for 1d6 gp. 

Floon's Fate. The gnome doesn't know Floon by 
name, but he recognizes his description. He is reluctant 
to share information, but offering him a new purple 
item or succeeding on a DC 13 Charisma (Intimidation 
or Persuasion) check loosens his tongue. He says that 
Floon and a well-dressed fellow of similar appearance 
and bearing (Renaer everember, though the gnome 
doesn't know his name and didn't recognize him) were 
jumped outside the shop by rough-looking men in black 
leather armor. Xoblob thinks there were five attackers, 
but none of them looked familiar. One of them had a 
black tattoo of a winged snake on his neck. 

THE SKEWERED DRAGON 

The Skewered Dragon faces an alley that runs between 
Net Street and Fillet Lane in the Dock Ward, not far 
from the Old Xoblob Shop. When the characters ap
proach it, read: 

The Skewered Dragon looks like a ruin . Both of its 

front-facing windows are smashed, and a ship's anchor is 

lodged in the roof. Through the windows , you can see a 

group of haggard patrons drinking from huge tankards . 

Floon has not been at the Skewered Dragon since the 
night of his disappearance, and the dive's dockworker 
patrons are loath to talk to strangers. A bribe or a suc
cessful DC 13 Charisma (Intimidation or Persuasion) 
check gets them to open up. 

Floon's Fate. Several of the regulars remember see
ing Yolo and Floon drinking together a couple of nights 
ago. After Yolo left, Floon stuck around long enough to 
meet with another friend: Renaer Neverember, the son 
of Waterdeep's previous Open Lord, Dagult Neverember. 
"Chip off the old block, that one!" sneers one patron. 
'just another spoiled, rich noble who likes to rub our 
noses in it! " says another. 

The two drank and played a few rounds of Three
Dragon Ante before leaving around midnight. Five men 
followed them out, and no one in the tavern knows what 
happened after that. The men who left shortly after 
Floon and Renaer haven 't returned to the tavern since, 
but they 're known to frequent a warehouse on Candle 
Lane. "Look for the snake symbol on the door," says one 
of the tavern regulars. 
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CA NDI.E LANE 
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Gloom envelops a narrow alley as dark as a dungeon 

and as odorous as one, too. Nearly all the streetlamps 

have been smashed The only light that pierces the 

darkness is a faint tlickenng from down the lane, like a 

distant candle. 

The flickering comes from the one streetlamp still intact 
on Candle Lane, kept alight by a continual flame spell. 
A warehouse is directly across the street from the lamp, 
which illuminates a black winged snake (the symbol of 
the Zhentarim) painted above the door's handle. Char
acters who have ties to the Zhentarim recognize the 
symbol, while others can recall its significance with a 
successful DC 10 Intelligence check. 

ZHENTARIM HIDEOUT 
The hideout on Castle Lane (see map 1.1) is a ram
shackle two-story warehouse. The Black Network has 
other sanctuaries in run-down buildings like this one 
throughout Waterdeep (meaning that the floor plan of 
this locale can be reused for other Zhent hideouts). 

The warehouse stands at the back of an outer yard be
hind a high fence. The gate on the fence isn't locked. The 
building's three points of entry-a front door, a large 
warehouse loading door, and a painted-over window
are locked. The front door has a sliding peephole that 
can be opened from the inside. Either of the doors or 
the window can be unlocked by a character who makes 
a successful DC 12 Dexterity check using thieves' tools, 
or can be forced open with a successful DC 10 Strength 
(Athletics) check. 

Knocking at the doors or the window alerts a group of 
kenku inside that someone is coming. The kenku scram· 
ble to hide behind toppled furniture , making a ruckus 
that any character who has a passive Wisdom (Percep
tion) score of 16 or higher can hear. These kenku are all 
that remain of the Xanathar Guild force that murdered 
almost everyone in the warehouse after the five Zhen
tarim thugs captured Renaer Neverember and Floon 
Blagmaar and brought them here. Floon was taken 
away, but Renaer succeeded in staying alive by hiding. 
Now, the young noble is trying to figure out how to slip 
past the kenku, who are lazily searching the warehouse 
for loot while waiting to see if any more Zhents show up. 

Zl. MAIN RooM 
The Black Network's main business is recruiting, 
training, and equipping sellswords. Crates packed with 
weapons, rations, boots, black uniforms, and other gear 
fill the warehouse. 

When the characters try to enter, determine if the f~ur 
kenku inside are aware of their presence before readtng 
the boxed text. 



A character with thieves' tools can pick the lock on a 
door or the window with a successful DC 10 Dexterity 
check. Characters who enter quietly can try to catch the 
kenku by surprise. If the characters knock before en
tering or announce their arrival in some other way, the 
kenku hide as described above. 

Tables and chairs have been carelessly tossed across the 

floor. The corpses of a dozen men lie along the walls, 

their rapiers and daggers lying nearby. On the north side 

of the area , stairs rise to an open level above . 

If the kenku aren't hidden, add: 

Four short, avian creatures with long beaks and black 

feathers look over in surprise from where they stand in 

the middle of the warehouse . Each wears a hooded cloak 

and wields a shortsword . 

The corpses belong to five human Zhentarim sellswords 
(the same ones who kidnapped Floon and Renaer) and 
seven human Xanathar Guild thugs, all of them clad in 
leather armor. Each Zhent has a black tattoo of a winged 
snake on his neck or forearm, and one of the Xanathar 
Guild members has a black tattoo on the palm of his 
right hand that looks like a circle with ten spokes radiat
ing out from its circumference (the symbol of Xanathar). 

The kenku fight until two of them are incapacitated or 
killed, whereupon the survivors try to flee. A successful 

DC 10 Charisma (Intimidation) check forces captured 
kenku to divulge what they know. 

WHAT THE KENKU KNOW 
When kenku speak, they mimic sounds and voices they 
have heard before. Under interrogation, they repeat the 
following phrases: 

• In a deep voice with an orcish accent: "Xanathar 
sends its regards." 

• In a thin, nasally voice: "Tie up the pretty boy in the 
back room!" and "Follow the yellow signs in the sew
ers." (This remark refers to tunnels in the sewers that 
are marked with Xanathar's symbol where they lead 
to the Xanathar Guild hideout.) 

• In a scratchy voice: "No time to loot the place. Just get 
him to the boss." 

Z2. STORAGE CLOSET 

The door to this back room hangs loosely on broken 
hinges. The cramped chamber beyond smells strongly 
of sour fish and vinegar. It is filled with discarded ropes, 
canvas tarpaulins, and splintered wood from smashed 
barrels. Renaer Neverember (see appendix B) is hiding 
here, having slipped free of his rope bonds. The charac
ters can hear his ragged breathing coming from under a 
tarpaulin at the north end of the room. 

ROLEPLAYING RENAER 

Renaer is unarmed. Marred by grime and the lingering 
stench of rancid pickled herring, he speaks with grace 
and articulation, as befits his noble upbringing. His trust 
is easily gained but impossible to restore once broken. 

CHAPTER 1 A FRIEND IN EED 
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MAP 1.1: ZHENTAR IM li JDEOUT ( Do cK W ARD) 

On the night of the abduction, Renaer was concerned 
that Floon was too intoxicated to find his way home by 
himself and offered to escort him. The two were jumped 
by five thugs as they left Fillet Lane and headed north on 
Zastrow Street. 

Renaer feels guilty that Floon was taken, since he be
lieves (correctly) that they mistook Floon for him. If the 
characters ask Renaer to join their search for Floon, he 
agrees to do so, arming himself with a dagger and a ra
pier scavenged from the dead Zhents in the warehouse. 

If a character asks Renaer why the Zhents kidnapped 
him, he gives the following truthful reply: 

"The Zhentarim thinks that my father embezzled a large 

amount of gold while he was Open Lord , and that he 

hid the dragons somewhere in the city. They think they 

can find it by using an artifact called the Stone of Go/orr, 

which was in the hands of the Xanathar Guild until re

cently. Apparently, someone stole it. The Zhents thought 

I knew something about all of this, but I don't. My father 

and I haven't spoken in years." 

Z3. SECRET RooM -----
This room is hidden behind a secret door that can be 
found with a successful DC 15 Wisdom (Perception) 
check. When the secret door is opened, the characters 
can hear the faint sound of a bell ringing in the offices 
above them (area ZS). 
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The Zhents have stashed two wooden crates here. The 
first , stolen from the docks, contains four wood-framed 
paintings wrapped in leather. The paintings depict 
the cities of Luskan, everwinter, Silverymoon, and 
Baldur's Gate and are worth 75 gp each. 

The second crate, stolen from a caravan on the High 
Road, contains fifteen 10-pound silver trade bars, all 
black from corrosion but still worth 50 gp each. 

Z4.BALCONY 
The open second level is stacked with crates where it 
overlooks the main warehouse. Characters who search 
through the crates find all sorts of junk, including moth
eaten bolts of cloth, bottles of spoiled olive oil, and hun
dreds of pairs of wooden-soled sandals that were all the 
rage last summer but are now out of fashion. None of 
this junk is valuable. 

Z5. OFFICES 

The upper floor contains a suite of offices that get little 
use by the Zhents. The rooms have desks, chairs, and 
bare shelves covered with dust and draped in cobwebs. 
Harmless rats skitter about. 

Mounted above each office door is a steel alarm bell. 
The bells are connected by wires to the secret door in 
area Z3, and they ring loudly when that door is opened. 

TREASURE 

A character who searches the offices finds an unused 
paper bird (see appendix A). 



THE WATCH ARRIVES 
Shortly after the characters find Rena r, a captain of th 
City Watch named Hyu tus taget (LG male Illu kan 
human veteran) lead a dozen veterans to the war -
house. Having received a report of su pictou actlvtty. 
they barge in and try to prevent anyone from leaving. 
Kenku that are still alive and present are taken into 
custody, and it doesn't take long for the City Watch to 
conclude that the dead men are members of the Zhen
tarim and the Xanathar Guild, since violent encounters 
between the two factions are becoming ever more fre
quent. While his constables search the warehouse, Cap
tain Staget questions the characters. 

Captain Staget is an uptight man who helps keep the 
peace in the Dock Ward. Every shopkeeper, guild mem
ber, innkeeper, and tavern keeper in the Dock Ward 
knows him, and most respect him regardless of their 
opinions of the City Watch in general. Staget doesn't 
believe in rumors or gossip, he doesn't drink, and he 
doesn't let anger get the better of him. His job is to curb 
the violence in the Dock Ward, but he has been dragging 
his heels. After all, he reasons, if the Xanathar Guild 
and the Zhentarim want to destroy each other, why 
not let them? 

Staget once had the warehouse under surveillance, 
but elected to pull the detail to bolster patrols through
out the Dock Ward- a decision he now regrets. That sur
veillance was part of an attempt to catch a known Zhent 
instigator named Urstul Floxin, a "big fish" rumored 
to be responsible for much of the recent strife. Staget 
doesn't share this information with strangers. 

Staget and Renaer recognize each other, though they 
aren't well acquainted. The involvement of a Neverem
ber noble prompts the captain to be on his best behavior. 
He is prepared to overlook any crimes committed by the 
characters as long as Renaer is with them, but he gives 
them a folded sheet of parchment with the Code Legal 
written on it and encourages them to read it. (Give the 
players a copy of the Code Legal handout in appendix C, 
if you haven't done so already.) 

If the characters ask for the Watch's help in locating 
Floon, Staget makes it clear that he won't send a force 
into the sewers in search of someone who might well 
be a Zhent or Xanathar Guild spy. If they appear intent 
on involving themselves further in the conflict between 
the Zhentarim and the Xanathar Guild, Staget imparts 
some free advice before letting them go: 

• "Best not to meddle in criminal matters. Leave this 
dirty business to the City Watch." 
" ot all City Watch officers are as nice as me." 

• "Keep the blood off the streets, okay?" (This is a 
common saying among City Watch officials, who care 
more about what happens in the city above than what 
happens in the sewers below.) 

Characters who stir up trouble in the Dock Ward. are 
likely to run into Captain Staget again. Though he 1s . 
secretly pleased to have adventurers doing some of hls 
work for him he can't let them overshadow his own , . d 
efforts to keep the peace without risking a repnman 
from his superiors. 

TRACKING FLOON 
At thi point , th char ctc,r likely kuow that Floon was 
kidnnppcd by anathar .uild members who mistook 
him for Rcnaer Nevercmb r, and that he was taken to a 
hideout in the sewers If the characters d1dn't learn from 
the kenku where Floon was taken, asking questions of 
the locals can reveal that many people saw him being 
dragged off. A successful DC 15 Intelligence (Investi 
gation) check or 5 gp in bribes allows the characters 
to trace the kidnappers' path through back alleys to a 
circular metal cover inset in the pavement. The cover is 
easily lifted, reveal ing a ladder down into the sewers. 

NAVIGATING THE SEWERS ----------------
The sewers have no natural light. Characters without 
darkvision need light sources to see. 

A putrid stream flows along this sewer tunnel, which 

leads in two directions. In one direction , you see a tiny 

symbol drawn on the wall in yellow chalk: a palm-sized 

circle with ten equidistant spokes radiating out from its 

circumference. 

The hideout of the Xanathar Guild operatives who 
snatched up Floon is deep in the city's labyrinthine sew
ers. At every location where characters must make a de
cision about which direction to go, a symbol scrawled in 
yellow chalk-a stylized representation of Xanathar-is 
marked next to the tunnel that leads in the right direc
tion. The symbols are erased by members of the Xana
thar Guild or the Dungsweepers' Guild every few days, 
but these markings have yet to be removed. 

GAZER GUARD 

Before arriving at the Xanathar Guild hideout, the char
acters have an encounter in the sewers: 

After an hour offollowing signs through the tunnels, 

you come to a three ·way intersection where a ladder 

leads up into a stone shaft capped by a circular metal 

cover. One of the familiar chalk symbols is marked on a 

wall nearby, and floating near the symbol is a spherical, 

grapefruit·sized creature with a bulging central eye and 

four stumpy eyestalks. It bares its teeth at you. 

A hostile gazer (see appendix B) that is in league with 
Grum'shar, the local Xanathar Guild boss, guards this 
intersection. Once the characters defeat it, they can 
press on, following the corridor where the chalk symbol 
is located; they reach the hideout after following the cor
rect tunnel for 5 minutes. 

Ladder. Characters who climb the ladder and push 
open the metal cover find themselves in the cellar of the 
Spouting Fish, a tavern in the Dock Ward. 

CHAPTER 1 I A FRIEND IN NEED 



NATH R GUILD HIDEOUT 
In an.tthnr ,utld bal-i hidtoutH I hrottghout nit 1 , 

tkt p'~ Sl\Vt'1'~. fht flUll1 pl ,\11 of tlus lot<a l1 (. l't' 111<11) 1.2) 
can b n'ust d for ot lwr htdt 1 litH. 

1 he bos8 of this hid1•out 1. '' h,tlt me tt.tnwd . 
rum'shnr. \\' hl'n the ch.lt'iH'tt't'S arri t, ' ru.m's.har 1s 

int rrognting H on l.tgm.uu 111 atTn 7. Ills dtspln ol 
tortur , tc hniques is n plo , to impress his other ~ucst: a 
mind fla -er nam d ihiloot· (sec npp ·ndL B). , 

·\II the door in the hid 'out ar unlocked. rum shar 
as!';tttn · that only tho e ' ho hav guild business will be 
able t find th in a h r . 

Ql. CENTRAL HuB 
Th hara t rs approach this area from the east, slog
ging through 1-foot-d ep water and sewage. 

The main sewer tunnel expands into a circular hub with 

a pair of arrow slits carved into its outer walls , directly 

across from each other. Two passages continue on to the 

north and south . A stone door is set into the back wall of 

a stone ledge to the west. 

If the characters talk loudly or otherwise make a lot of 
noise here, the goblin sentries in areas Q2a and Q2b 
awaken and shoot arrows at them through the arrow 
slits. The slits provide the goblins with three-quar
ters cover. 

SECRET DooR 

A secret door in the wall of the tunnel that leads south 
can be found with a successful DC 15 Wisdom (Percep
tion) check. 

SL2. VVATCHPo~sT~~s ______________ _ 

Two goblins are stationed here, one in area Q2a and 
one in Q2b. Allies of the Xanathar Guild, they came here 
from Undermountain. The goblins re ly on darkvision 
to see and are supposed to be watching area Q1, but 
both have dozed off. Characters who succeed on a DC 
9 Dexterity (Stealth) check can sneak past the s leeping 
goblins without waking them . 

TREASURE 

Each goblin carries 1d6 cp in a small pouch. 

Q3. MEssY RooM ------ --
Rusty weapons and threadbare clothing litter the floor 
of this area, which serves as a coat room and armory. It 
contains nothing of value. 

Q4. EMPTY SLEEPING AREA 

This room contains six tattered, straw-stuffed mat
tresses and nothing of value. If the occupant or occu
pants of area QS have not been dealt with already, the 
characters hear the sounds of activity in that room 
through the thin wooden door that separates these 
two chambers. 
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Q5. SLEEPJNG AREA 
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• 1 make a o o no1se. ers right away unless the mter opers h H 

Once combat starts, Zemk fights to the deat · ohw 
Krentz reacts to the adventurers depends o~ how t ey 
treated him earlier Jf they helped him, he giv~s them a. 
hance to leave in peace, but he fights alongstde Zemk If 
~hey refuse to withdraw If the duergar is killed, Krentz 
tl s if he can or surrenders if he must. 
e~either Zemk nor Krentz carries any treasure. Both 

report to Grum'shar (see area Q7). 

Q6. LAVATORY 

Th . has a hole in the floor that opens into a cess-
IS room h . d k'll d . A oze has emerged from t e pit an I e pit. gray o . f . 

bl . th t were sent into the room to dispose o 1t. two go Ins a , 
The goblins' bones float amid the ooze s gooey form, and 

· · d pons lie on the floor nearby. None of the their pitte wea 
gear is salvageable. 

7. Boss FIGHT 

Threadbare curtains hang on the east wall of a long 

hall , in the middle of which a muscular half-ore in dingy 

robes stands with his foot on the chest of a male human 

with wavy red-blond hair. Fire burns around the ore's 

clenched fist , and his victim cries and squirms helplessly 

beneath him. 

Seated on a raised platform to the south is a nightmar

ish figure wearing black robes . It has large white eyes and 

rubbery purple skin , with four tentacles encircling its in

human mouth. It cradles and gently caresses what looks 

like a disembodied brain with feet . 

The tentacled creature is Nihiloor (see appendix B), a 
mind flayer that is caressing an intellect devourer. 
Upon seeing the adventurers, Nihiloor rises from the 
stone chair, sets its pet down, and glides across the 
room, intending to leave through the double door in the 
west wall. The mind fl.ayer expects Grum'shar and the 
intellect devourer to cover its escape. 

Nihiloor carries a 3-inch-diamete r stone orb carved 
to resemble an eyeball, similar to what one might see 
at the end of a beholder's eyestalk. This stone eye is the 
key to activating the magic portal in area Qll. The mind 
flayer uses it to return to Xanathar's lair (described in 
chapter 5). It uses dominate monster to control some
one. who gets in its way and turns any such individuals 
agamst their allies. 
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The half-ore is Grum'shar, a low-end Xanathar Guild 
boss. As soon as his minions retrieved who they thought 
was Renaer everember, the half-ore begged Nihiloor 
let him witness the interrogation of the captive, not real
izing until after he did so that he had mistaken the pris
oner's identity. Grum'shar attacks the characters in the 
hope of salvaging his reputation. He is an apprentice 
wizard (see appendix B), with these changes: 

Grum'shar is chaotic evil. 
• He has these racial traits: When reduced to 0 hit 

points, he drops to 1 hit point instead (but can't do this 
again until he finishes a long rest). He has darkvision 
out to a range of 60 feet. He speaks Common and Ore. 

ROLEPLAYING FLOON 

As a result of Grum'shar's torture, Floon Blagmaar (see 
appendix B) has 1 hit point left. If he is healed by the 
characters, he is eternally grateful and shows his affec
tion by hugging them. He stays close to them, trusting in 
their ability to protect him. If Renaer is with the party, 
he can shoulder the burden of protecting Floon. 

TREASURE 

In a satchel, Grum'shar carries his spellbook, which 
contains the following spells: burning hands, disguise 
self, false life, shield, unseen servant, and witch bolt. 

Tucked behind the stone chair is a small, unlocked 
wooden chest containing two potions of healing, 16 gp, 
82 sp, and 250 cp. 

Q8. GETAWAY PASSAGE 

This room looks empty, but a thorough search accompa
nied by a successful DC 10 Wisdom (Perception) check 
reveals a rough-hewn tunnel hidden beneath a loose 
flagstone. The low tunnel leads north to area Q9. 

9. PRIVATE CELLAR 

An innocent halfling family, the Peabodys, brews beer 
in this cellar, which lies beneath their home on Fishgut 
Alley in the Dock Ward. Their cellar contains brewing 
supplies and lots of worthless clutter. 

The halflings haven't noticed the secret tunnel that 
leads to the Xanathar Guild hideout; it's concealed be
neath a large flagstone that requires a Strength score of 
10 or higher to be lifted. 

DEVELOPMENT 

If the characters ascend out of the cellar and enter 
the Peabodys' smal l house, the halflings are initially 
alarmed but can be easily calmed. Upon learning of the 
secret trapdoor, they vow to seal it up again but allow 
the characters to make use of it if the need arises. 

Ql0. SLEEPING QUARTERS 

Straw pallets lie on the floor, and rusty manacles are 
bolted to the walls. 

Qll. BACK DooR 

This hideout contains a secret route to Xanathar's lair. 
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If th ·ton· c e in ihiloor's possession is pressed into 
the cir ular ind ' ntation, an opaque black doorway mag
icall:.~ op n - in the south wall. Th opening is 8 feet tall 
and 4 f t wid . Any creature that passes through it ap
p ar in area 22 of ' anathar's lair (see chapter 5). The 
door is a one-way portal, and it closes again 1 minute 
after the tone eye is removed from the pillar. 

OT- So- SECRET DooR 
The secret door is plainly visible to anyon e who ap
proaches it from the east. 

Ql2 . HOSTEL CELLAR ___ _ 

A narrow passage leads to the cellar of a halfling-owned 
hostel on Spices Street in the Dock Ward. Medium char
acters must squeeze to reach this area from the tunnel. 
The hostel is used as a base by the Shard Shunners, a 
gang of halfling wererats. They are aware of the Xana
thar Guild hideout, and the two gangs are tenuous allies. 

Roscoe Underbough, a Shard Shunner in hybrid form, 
guards the cellar. He hides in the northwest storeroom, 
ready to jump out and scare away anyone who heads for 
the stairs. Not eager to commit murder, Roscoe allows 
retreating characters to flee back to the sewers. He is a 
wererat, with these changes: 

• Roscoe is Small and has 27 (6d6 + 6) hit points. 
• He has these racial traits: He can move through the 

space of a Medium or larger creature. He has ad
vantage on saving throws against being frightened. 
He speaks Common and Halfling, and he knows 
thieves' cant. 

DEVELOPMENT 

If the characters defeat Roscoe or slip past him, they 
can make their way up into the hostel, which caters to a 
mostly halfling clientele. With none of the other Shard 
Shunners currently present, the characte rs are greeted 
warmly by staff and patrons, who point them in the di
rection of the nearest bathhouse. 

COMPLETING YOLO'S QUEST 
Returning to the Yawning Portal with Floon Blagmaar 
in tow marks the end of this introductory quest. All that 
remains is for the characters to collect their reward. 

REWARDS 

Volo is drinking alone in the Yawning Portal while anx
iously awaiting news of Floon's fate. He springs up and 
runs to embrace the characters and his friend as soon 
as he sees them. 
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A J >OU DI· II,() 
If tlu ch;~rnc tc 1 n unite Yolo w ith Ploon, Yolo v,iw 
the 111" t . tiiH t -;hc•c•pl"'h look m> he explains tlwir r wnrcJ: 

"I confess that I hilVC' but fC'W coins to spare. But nevt>r 

let it be said that Yolo renC'ges on a promise. Allow me to 

present something much more valuable" He holds out 

a scroll tube . "The deed to a remarkable property here m 

Waterdeep! We' ll need a magistrate to witness the trans

fer of ownership I' ll a rrange a meeting with one after 

you've inspected the estate and deemed it sat1sfactory" 

The tube conta ins a deed to Trolls kull Manor, a historic 
building in the North Ward that the characters can 
claim as a home base. The deed has been notarized and 
appears legitimate (because it is). Yolo recently bought 
the property because it is rumored to be haunted, and he 
was hoping that investiga ting it might yield a chapter for 
his next book, Vola's Guide to Spirits and Specters. 

If the characters accept the ir reward, Vola sets up a 
meeting with a tiefling magistrate named Kylynne Sil
merbelve. The brief session takes place at a courthouse 
in the Castle Ward at highsun. Magistrate Silmerhelve 
witnesses the transfer of the deed, rendering the n ew 
ownership official, with the impatience of one who has 
more important matters to attend to. She also collects 
an estate transfer tax of 25 gp, which is normally paid 
by the new owners. If the characters can't afford this fee 
or don't want to pay it and they have befriended Renaer 
Neverember, he makes sure that Volo has a pouch of 
coins to cover the expense. 

FINE FRIENDS 
Volo, Floon, and Renaer all express their gratitude 
through camaraderie. If the characters need to call upon 
their new friends for an occasional favor, any of them 
are happy to oblige. Floon has little to offer the charac
ters, but friendship with Volo and Renaer has its perks. 

Volo knows the best places to eat and find merriment. 
He can also give characters a tour of Waterdeep. If 
the characters accept his offer, share the information 
in chapter 9, "Volo's Waterdeep Enchiridion," with 
the players. 

Although Renaer is estranged from his rich and pow
erful father, he still has friends in high places, including 
Harpers who can come to the characters' rescue if they 
need it. If the characters are looking for an audience 
with influential persons in Waterdeep, Renaer can set 
up meetings with Mirt, Remallia Haventree (see ap
pendix B for both), or just about any other Waterdavian 
noble, if he thinks the characters will comport them
selves well. 

LEVEL ADVANCEMENT 
If you're using milestone level advancement instead of 
tracking experience points, the characters advance fro!Il 
1st to 2nd level when they return to Volo after having 
explored the Xanathar Guild hideout. 



ROLLSKULL ALLEY IS FILLED WITH PEOPLE 

who can shape the characters' day-to-day 
lives in Waterdeep. The characters will 
likely return to Trollskull Alley many times 
during the adventure and get to know their 
neighbors as time passes. 

The locations described below are 
keyed to the map of Trollskull Alley (map 2.1, page 33). 
Buildings not specifically identified on the map are row
houses that serve as private residences for upper-mid
dle class Waterdavians who can afford housekeepers, 

groundskeepers, and nannies. 

Tl. TROLLSKULL MANOR 

See appendix C for a handout showing the floor plan of 
this building. Give a copy of this handout to your players 
as their characters begin to explore Trollskull Manor. 

Four stories tall and boasting balconies, a turret, and 
five chimneys, the abandoned building is one of the 
grandest in Trollskull Alley. Characters can refurnish, 
rebuild, rename, and otherwise personalize their new 

stronghold to their hearts' content. 

TAVERN RooMs 
When the characters first arrive, the tavern's taproom is 
filled with broken furniture, tarnished silverware, casks 
of wine that have turned to vinegar, and worthless detri
tus. The tavern's other rooms are all empty, except for 

cobwebs, dust, and harmless rats. 

SPIRIT ON TAP 
The former tavern is haunted by the poltergeist (spec
ter) of the tavern's previous barkeeper, a half-elf named 
Lif. Maintaining the tavern was his life's work, and he 
couldn't abandon the place in death. 

The poltergeist understands Common and Elvish, but 
it can't speak. It invisibly causes mischief at the expense 
of the new owners by smashing plates, breaking beer 
barrels, and so forth. If the characters don't take the 
hint, it writes not-so-subtle warnings (such as "Closing 
time!" and "Last call!") on dusty floors and grimy win
dows. To truly claim the tavern as their own, the charac
ters must either appease the poltergeist or destroy it. 

Appeasing Lif. If the characters work to repair and 
renovate the tavern with the goal of opening it to the 
public again, the poltergeist begins to accept them as 
the new owners and gradually becomes quite accom
modating: pulling out a chair when a character wants to 
sit down, pouring a beer and delivering it to a character, 
taking coats when folks come in from the rain, and so 
forth. Once the business is up and running, Lif can also 
perform other helpful functions, such as locking doors, 

sweeping floors, and so forth. 
Destroying Lif. Lif's poltergeist is destroyed if its hit 

points are reduced to 0. If attacked, it flees to the up
permost level of the turret when reduced to half its hit 
points. From there it fights to the bitter end. 
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• Tall , i ha tic good. 
• H ha · th ra ial traits: H has advantage on saving 

again t b ing charmed, and magic can't put 
him to Jeep. He has darkvision out to a range of 60 
fe t. He speaks ammon and Elvish. 

ER ICE 
Tally sells wooden weapons and shields at normal cost. 
He also crafts and sells furniture and wood sculptures. 

T3. STEAM AND STEEL 

During daylight hours, smoke and steam billow from 
the many windows around this indoor forge where 
metal weapons, armor, and tools are made. The forge is 
owned and operated by a married couple: a fire genasi 
named Embric and a water genasi named Avi. Both are 
members of the Most Careful Order of Skilled Smiths 
and Metalforgers. As an armorer, Avi also belongs 
to the Splendid Order of Armorers, Locksmiths, and 
Finesmiths. 

Embric tends the forge and is an expert weaponsmith. 
He claims descent from the efreet of Calimshan and is 
prone to extreme mood swings. He has the statistics of a 
bandit captain, with these changes: 

• Embric is neutral good. 
• He has these racial traits: He can cast produce flame 

at wilL (Constitution is his spellcasting ability, and 
he has a +4 bonus to hit with spell attacks.) He has 
darkvision out to a range of 60 feet and resistance to 
fire damage. He speaks Common and PrimordiaL 

A vi worships Eldath, god of peace, and uses his magic 
to quench hot steeL He is an expert armorsmith. Avi is 
laid back and speaks plainly. He has the statistics of a 
priest, with these changes: 

• Avi is neutral good. 
• He has these racial traits: At will, he can control the 

flow and shape of water in a 5-foot cube, or cause the 
water to freeze for up to 1 hour. He has a swimming 
speed of 30 feet, and he can breathe air and water. He 
has resistance to acid damage. He speaks Common 
and Primordial. 

SERVICES 

The genasi couple sells a ll metal weapons, armor, and 
shields lis ted in chapter 5 of th e Player's Handbook at 
normal cost. 

CHAPTER 2 I TROLLSKULL ALLEY 

T4·. -htl;t l.t falilr, nn herbalis t :llld a member of th<> ~ui_ld 
of /\pot lwf'nrit·s und PhyAtcwns, oper~tes out o thts. 
HInt l'ly, t hn < Hlory town house, the tlu rd floor of whtch 
ha l><·r·n < ortvert< ~d into II greenhouse. Its transluc~nt 
glnsH wall s allow anyone on t~J .street to see the ram-
how of flowers blos1:ioming wtlhm. . 

J·aln L fuliir is an outgoing wood elf wtth long,_ 
braid •d hair. Like the clven god Corellon Lareth~~n ... 
Fala is ncith r male nor female. If referred to as he 
or "she," Fala gently requests to be addressed by name 

"they." Fala is friends with a member of the Zhen-
or as · · F 1 
tarim named Ziraj , who saved Fala's life. He vtstts a~ 
from time to time, and Fala has set aside a room for htm 
on the second floor. 

Fala is a druid, with these changes: 

• Fala is chaotic good. 
• Fala has these racial traits: Fala has advantage on 

saving throws against being charmed, and magic can't 
put Fala to sleep. Fala has a walking speed of 35 feet 
and darkvision out to a range of 60 feet. Fala speaks 
Common, Druidic, and Elvish. 

SERVICES 
In addition to nonmagica l herbal remedies, Fala sells 
potions of the types listed in the_Fal~'s Potions ta?le. 
Fala keeps ld6 vials of each pot10n m locked cabmets 
behind the shop counter. 

FALA1S POTIONS 

Potion 

Potion of animal friendship 

Potion of climbing 

Potion of greater healing 

Potion ofhealing 

Potion of water breathing 

T5. TIGER's EYE 

Cost 

12S gp 

so gp 

2SO gp 

so gp 

2SO gp 

This private detective's business is unremarkable on 
the outside, its only distinguishing mark an orange
and-black sign featuring a eat's eyes. Inside is a regal 
apartment dimly lit by flickering oil lamps. The door is 
locked, and visitors must knock or ring the bell before 
being let in. 

They are met by Vincent Trench, a human detective 
and the owner of the Tiger's Eye. He speaks concisely, 
dresses in a sharp suit, and smokes a slim pipe. Vincent 
is in fact a rakshasa named Valantajar that always casts 
disguise self on itself before seeing visitors. The rak
shasa has lived in Waterdeep for years, switching iden
tities as often as needed to keep its true nature hiden. 
It has grown accustomed to living among mortals and, 
much to its own astonishment, is rather fond of Water
deep and its citizens. 

SERVICES 

Trench can discover any secret in Waterdeep, for a fee. 
Use Y?ur judgment when pricing its services; 50 gp is 
suffictent for most investigations but if the characters 
want to learn secrets relating to ~he major antagonists 
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of this adventure, the rakshasa might require a service 
in payment, such as slaying enemies that are hunting it, 
posting advertisements for its business in their tavern, 
or keeping tabs on someone Vincent has been hired 
to spy on. 

T6. BooK WYRM's TREASURE -----
The front of this bookstore is adorned with a charming 
sign of a gold dragon curled around a treasure hoard 
of books and scrolls. Inside, the shop is decorated with 
beautiful hardwood, and the earthy scent of old books 
permeates the air. The library fills two floors of this 
three-story building, and it somehow seems to contain 
more shelves than the building should be able to hold. 

The shop is managed by a short dragon born of gold 
dragon ancestry named Rishaal the Page-Turner, who 
lives on the third floor. Rishaal, a member of the Watch
ful Order of Magists and Protectors, is a mage, with 
these changes: 

• Rishaal is neutral. 
• He has these racial traits: He can use his action to ex

hale a 15-foot cone of fire (but can't do this again until 
he finishes a short or long rest); each creature in the 
cone must make a DC 10 Dexterity saving throw, tak
ing 2d6 fire damage on a failed save, or half as much 
damage on a successful one. He has resistance to fire 
damage. He speaks Common, Draconic, Dwarvish, 
and Elvish. 

SERVICES 

The shop contains books of all sorts. In addition, Rish
aal has a small collection of spellbooks and allows 
wizards to copy spells from them at the cost listed in the 
Spells for Sale table. He can scribe any of these spells 
as a spell scroll but charges twice the listed cost for 
this service. 

SPELLS FOR SALE 

Spell 

Comprehend languages , detect magic, 
featherfall,findfamiliar, mage armor, 
magic missile, shield, unseen servant 
Arcane lock, continual flame, darkvision, 
invisibility, magic weapon , misty step, rope 
trick, suggestion 
Clairvoyance, counterspe /1, dispel magic, 
fireball, fly, nondetection, water breathing 
Arcane eye,fabricate, greater invisibility, 
ice storm, locate creature, polymorph 
Bigby 's hand, cone of cold, modify memory 

T7. SEWER ACCESS 

Cost per Spell 

25 gp 

75 gp 

150 gp 

300 gp 

750 gp 

At the east end of Trollskull Alley is a removable metal 
grate that covers an opening. Below the grate, a ladder 
descends 20 feet into the Waterdeep sewer system. 

CHAPTER 2 J TROLLSKULL ALLEY 
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BR C AN D ' A RT H MISSIONS 

Party Level 

2nd 

3rd 

4th 

5th 

M t ion Brief 

I d Ilk you to steal a sdk handkerchieffrom a 

Wat rdavian noble and give it to a tteAi ng gir l 

who lives m a crate at the corner o f Net Stree t 

and Dock Street, by the wharf." 

"Thts mission is so easy, a gang of stree t ur

chins could pull tt o fi. I want you to del iver an 

expos to Gaxly Rudderbust, the publ is her of a 

local broadsheet called The Waterdeep Wazoo , 
wtthout hts knowing who wrote it o r w here it 

came from You'll find his office at the corner 

of lmmar Street and Stallion Street, in the 

North Ward Leave the story on h is d esk ." 

" We 've captured a member of the Xa nathar 

Guild, and I'd ltke you to guard h im for three 

nights until I or another mem ber of Bregan 

D 'ae rthe reclaims htm . Yo u 'll fi nd him trapped 

tn your basement" 

"We have a spy deep w tth tn Xa natha r's o rga 

ntzatton, but I fear he has been compromised . 

It breaks my heart to d o th1s, but I'm se nding 

you to eliminate h tm . Make it qui c k and pain 

less, and for Lo lth's sake, be d isc reet ." 
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Mission Requirements and Reward 

F
. d ' noble isn ' t hard, but snatching o ne's handkerchief . tn 1ng a . 'Without 

be ing detected requires a successful DC 12 Dextenty (Sle ight of 

Hand) check. One can also convince a noble t o s ur re nder it With 

a su ccessful DC 12 Charisma (Deception , Intimidation , or Persua. 

s ion) check. The tieAing girl in the crate thanks the characters for 

the hanky. Reward: Each Bregan D'aerthe character gains 1 renown. 

Jarlaxle has written an expose on devil worship among unnamed 

Waterdavian noble families . The story mentions orgies and secret 

deals happening behind closed doors . (Jarlaxle never passes up a 

chance to rattle the nobility and sow political unrest.) A character 

can break into Gaxly's office while it's closed, either during lunch 

hour or after hours . Getting in and out without being seen requires 

two successful DC 15 Dexterity (Stealth) checks, and getting past 

a locked door requires a successful DC 10 Dexterity check using 

thieves ' tools (or a knock spell or similar magic) . Reward: Each Bre

gan D'aerthe character gains 1 renown. 

Characters who search the basement of their Trollskull Alley tavern 

find Ott Steeltoes (see appendix B) bound by iron bands ofBilarro. 

How he got there is anyone's guess; even he doesn 't know. On the 

first night, Xanathar sends a gang of six bugbears to attack the tav

ern and rescue Ott . If the characters have moved Ott elsewhere, the 

bugbears attack the tavern anyway. On the second night, four mem· 

bers ofthe Dungsweepers' Guild (commoners) with intellect de· 

vourers in their skulls visit the tavern . They order drinks and scope 

out the tavern, attacking if they find Ott or leaving if they don't . On 

the third night , a beholder zombie attacks. After the third attack, Ott 

disappears as mysteriously as he arrived, along with the iron bands 
ofBilarro. Reward: Each Bregan D'aerthe character gains 2 renown. 

Jarla xle identifies the traitor as a drow mage named Nar'l Xibrindas 

(see appendix B) and furnishes the characters with a route to xana· 

tha.r 's la~r through underground passageways. (Xanathar 's la ir is d~
scnbed tn chapter 5. Characters who follow Jarlaxle's route arrive a 

area X1.) Reward: Each Bregan D'aerthe character gains 2 renown. 
Each party me b h . . a tro· m er w o contnbutes to the mission recetves 
phy bearing a gold t s atuette of jarlaxle (worth 250 gp). 



cessful DC 15 Wisdom (lnsi 'ht) < ht < k, ,1 , rt in th 11 
these spies are p~ymg partitular lllllnttc n t th " ti i 
ties of the droV\ party m mb r . 

JARLA XLE B ENR 

If the party reports the drow to lht it\ Wall h, J 1rla It• 
ends the surveillanc and bru1ks olf nll<·ont Ill vtth t\ 11 

characters for the time being. 
On the other hand, if the hara<l< r tr • to< onltont 

the drow spies, they avoid contal't but It avt hl hind a 
black eye patch as u culling en rd. 1 ht nc. t day,jarlnxle 
Baenre ( ee appendi ·B) shows up at the party's 
headquarters, u ing Ius hat of di~:>guise to .1ppear as a 
haberdasher named].B. ev rcott. In tlus guise, he 
asks to speak privately with drow characters who he 
thinks might mak suitable Bregan D'aerthe recruits. 
Only drow are given serious consideration, butjarlaxle 
doesn't care if they're male or female. As a test, he offers 
them their first mission. 

Jarlaxle is a consummate actor who never lets down 
his guard. Even if the characters discern his true iden
tity, he never admits to being anything other than what 
he pretends to be. 

EMERALD ENCLAVE MISSIONS 

Party Level 

2nd 

3rd 

Mission Brief 

"Outlying farms are being terrorized by a 

scarecrow come to life. It has slaughtered live

stock, chased horses, and spooked farmers . 

No people have been killed as yet, so the City 

Guard is dragging its heels. Something must 

be done!" 

"Sir Ambrose Everdawn, a grizzled old cham

pion of Kelemvor, has offered to help the City 

EMLRALD 1,N LAVE 

lu I• 111 a nlcll ~ n<'l.IVt tak~.: 1111 int r • I in charaetcrs 
v\10 rk to pll u V« tht halan t within Waterdrc p 

(p111 til ulntly cl ttC' of nnt ure, druid , and tangc rc,). Any 
sut h t har(ll'l« t i vi!-lil« d by a whit«• cat that c;pc aks thr 
follnwin nu HIIJ.(t in a nu \odious male voic:c: 

l "lnt r ~~ J in )Otntnp, the l:m raid Enclave? Come meet l 
us ut Phaulkonm rein the Southern Ward" 

The cat is an ordinary animal upon which an animal 
messenger spell was cast. 1t dashes away after deliver· 
ing its invitation. 

MELANNOR FELLBRANCH 

The characters' main contact in the Emerald Enclave 
is Melannor Fellbranch, the friendly but humorless 
groundskeeper of Phaulkonmere, a compound located 
one block south of Kolat Towers (see chapter 8). Phaul
konmere is owned by the Tarm and Phaulkon noble 
families. Melannor delivers missions by way of animal 
messenger spells and is partial to using cats and pi
geons as couriers. He quickly assigns new members 
their first mission. 

Mission Requirements and Reward 

Not one but three scarecrows are terrorizing Undercliff. One wears 

a sackcloth hood, another has a rotting pumpkin head , and the 

third is covered with a threadbare blanket. Characters who camp in 

a field for the better part of a day or night have a 10 percent chance 

of encountering one of the scarecrows . The attacks continue until 

all three scarecrows are destroyed. Reward: Each Emerald Enclave 

character gains 1 renown for ending the threat. 

Convincing Ambrose Everdawn (LG male human Tethyrian knight) 

that the party intends to help requires a successful DC l3 Charisma 

Guard catch a necromancer who's stealing (Persuasion) check. If the check succeeds, Sir Ambrose asks the 

4th 

5th 

bones from the City of the Dead and animating party to patrol the southern half of the cemetery for ten consecutive 

them as skeletons. Sir Ambrose could use your nights while he patrols the north half. The characters have a cumu-

help, if you 're not too busy." 

"Doppelgangers threaten the balance of power 

in Waterdeep. Rumor has it a group of them 

are hiding in the Yawning Portal. Root them 

out and rid the city of them if you can." 

"The Xanathar Guild is releasing monsters 

to distract the City Watch and the City Guard 

while its members stir up trouble elsewhere. 

The authorities are having trouble catching 

and killing a flying horror known as a gre\1. 
This aberration was latest seen snatching up 

an old woman in the Dock Ward . Unless we 

intervene, she won 't be the last." 

lative 10 percent chance each night of encountering six skeletons, 

but there 's no sign of the necromancer who animated them . Once 

the skeletons are destroyed, no further encounters occur. After a 

tenday, Sir Ambrose releases the characters from service. Reward: 

Each Emerald Enclave character gains 1 renown . Each party mem

ber who patrolled the cemetery for all ten nights receives 100 gp. 
The characters need to confront "Bonnie" the doppelganger and, 

with a successful DC 15 Charisma (Intimidation or Persuasion) 

check, convince her to leave Waterdeep and take her gang with her. 

Reward: Each Emerald Enclave character gains 2 renown. 

Locating the gre\1 requires a successful DC 18 Intelligence (Inves

tigation) check followed by a successful DC 18 Wisdom (Survival) 
check. Each check, whether successful or not, represents 1 hour of 

gathering information or tracking spoor. In fact , there are two grells . 
One gre\1 tries to flee if the other is killed . Reward: Each Emerald 

Enclave character gains 2 renown . Jeryth bestows a charm ofhero

ism (see "Supernatural Gifts" in chapter 7 of the Dungeon Master's 

Guide) on each party member who helped slay the grells. 

CHAPTER 2 \ TROLLSKULL ALLEY 
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and th ir fri nds. 
In h r dis mbodi d tat ,J ryth can't be harmed. If 

th n d ari s, J ryth can ca t any spell on the druid 

FORCE GREY (GRAY HANDS) M IS S IONS 

Party Level 

2nd 

Mission Brief 

"Seek out Hlam , a monk who lives in a cave on 

the s1de of Mount Waterdeep. Ask him what 

he's heard about threats to the city, but try not 

to annoy him or overstay your welcome ." 

3rd "A young bronze dragon has taken up resi

dence in Deepwater Harbor. It startled a few 

sailors recently but hasn't hurt anyone. Con 

front the dragon and learn its intentio ns ." 

4th "A member of Force Grey has been act-

ing strangely of late. His name is Meloon 

Wardragon, and his happy-go-lucky demeanor 

has soured . He 's been hanging aroun d the 

Yawnmg Portal more than usual. Observe him 

for a tenday, then report back to me." 

5th "Xanathar is using mtellect devourers to 

take control ofWaterdavians in key positions 

throughout the city. We must deal with this 

problem at once . Infiltrate Xanathar's 
1 

. a1r and 
destroy whatever is responsible for creating 
these creatures ." 
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1 1 .1.1rf Vajra Safahr (set. appendb B) . 
'l' lw 13 nr <H.' N~·vcrcmber, and word of his u ">c. IS friends 
wlthl l~e: n,n<;~ ears. Sl1c uses aS( nding sp ·II to di.Jeet· qllicki" 
n ·ac 1es J ' f t IVe J 

. ]10rl m ssage to one o tne charac: te rthe followin gs rs: 

l "I am Vajra Safahr, the Blackstaff Come to Blacks taff 

Tower in the Castle Ward at once . Bring your frie nds ." 

Despite her insistent tone, Vajra doesn't take offe 
h . . . A nse 

if the character refuses er mvttatlOn. day later, she 
casts another sending s pell ~nd reaches out to a dif
ferent party member. If she 1s refused a second tim 
she doesn't contact the party again until the characet, ers 
gain a level. 

Mission Requirements and Rewa rd 

Those who climb t he mountainside to reach the cave must succeed 

on a DC 12 Constitution saving throw or arrive with 1d4 levels of 

exhaustion. Trying to get Hlam (see append ix B) to share in forma. 

tion requi res a DC 12 Charisma (Persuas ion) check . If the check 

succeeds, he tells the characters, "Evil's twin hides its face for now. 

Expect that to change before winter's end ." (This is an oblique ref. 

erence to Ma nshoon.) The characters can desce n d the mounta in 

safe ly. Reward: Each G ray Hand character gains l renown . 

Vajra gives each character a potion of water breathing to complete 

this mission . Th ey find a young bronze dragon , Zelifarn, swi mming 

around a barnacle-covered shipwreck at the bottom of the deep 

harbor. The friendly dragon tries to coax as much treasure as it can 

from the characters . Those who converse with Zelifarn can make a 

DC l3 Wisdom (Insight) check. A successful check reveals that the 

dragon poses no danger to Waterdeep. If no one succeeds on the 

check, the dragon 's true intentions can ' t be gleaned . Reward: Each 

Gray Hand character gains l renown . 
Characters can bef · d M 1 nen e oon Wardragon (see appendix B) or 
watch hi m from af E h d · I . ar. ac ay at d awn, Meloon engages rna tee· 
path 1c contest of ·11 · h h' d. WI s Wit IS magic axe Azuredge (see appen IX 
A), before leaving h ' ' 

. IS room at the Yawning Portal. The axe wants 
a new Wiel der b t M 1 h 

b ' u e oon refuses to part w ith it. Characters W 0 

o serve Meloon d urin h. . on 
' th g t IS exchange can ascertain what's going 

WI a successful DC 15 w· h GraY 
Ha d h lsdom (Insight) check . Reward: Eac 

n c aracter gains 2 fthe 
intellect d . renown . If the characters rid Meloon ° 

evourer In his k II V . . d .f ecrets. 
The cha s u • aJra g1ves the party a wan OJ 

5 

racters must sla N' h ·l dix B)· 
They can st k Y 1 1 oor the m ind flaye r (see appen 

a e out a Xa h d 
wait for N'h·l nat ar Guild h ideout (see chapter 1) an 

I I oor to show h in 
Xanathar's 1 . ( up t ere , or confront the mind flayer 

air see cha t cter 
gains 2 reno per 5) . Reward: Each Gray Hand chara 

. wn . Every cha ·d re-
ceives a poti .r . racter who participated in the ral y 

. on oJ reststanc I . . t of an 
ratse dead 5 II e. n add ttton, Vajra covers the cos 

pe s needed to b . 
nng back dead characters. 



VAJRA SAFAHR 

BJackstaff T~wcr i a fortre and a w1zard trnuung 
academy all tn one. From here, V~tira Safnhr w.tt IH . 
over the city and ass rts h r elf a Black taff. ndmg 
spells ~re her preferred Wa) of commun1ealing With h r 
operatives. 

HARPE 

'I h I l,1rprr opproach food ahgn d characters who 
how promi H'> pi . On su h character re( 1ve 

the followin m s~age, wnttcn on a paper bird (see 
app ndi A): 

Vajra offe~s the char~cter mcmb rship in tht (,ray 
Hands, a pnvate secunty for , under h r command. h, 
doles out missions designed to ta th characters' re
sources and test their loyalty to Watcrdcep. Characters 
who complete these missions won't gain enough renown 
to join Force Grey yet, but they will gain something 
valuable: the Blackstaff's patronage. Vajra continues to 
take an interest in their adventuring careers, helping out 
when she can. 

·Renaer tells us you are a good bet. He bought you 

t1ckets to the opera ton1ght at the L1ghts1nger Theater 

in the Sea Ward. If you are interested, meet M1rt at 

intermission. Private Box C Formal attire is requ1 red for 

admittance." 

HARPER MISSIONS 

Party Level 

2nd 

3rd 

4th 

5th 

Mission Brief 

"One of the drays working in the city is pulled 

by a talking mare named Maxeene. Locate 

her, find out if she's learned the identity of any 

Zhent operatives, and if so, determine their 
whereabouts." 

"Uza Solizeph is an old woman who sells 

books out of a narrow three-story building on 

Sorn Street in the Trades Ward . She claims to 

have trapped a monster in her shop and fears 

for the welfare of her books and her cat. The 

City Watch isn't likely to lend a hand, given 

Uza 's propensity for tall tales, but the Harp· 

ers owe her a favor. You 'll find her sobbing at 

Felzoun 's Folly, a tavern on the corner ofSorn 

Street and Salabar Street. Make haste!" 

"One of our members, Mattrim Me reg, has 

allied himself with a gang of doppelgangers 

and believes the Harpers should recruit them. 

We need an unbiased opinion . Track down and 

speak with each of the doppelgangers, and 

gauge their trustworthiness." 

"Lady Remallia Haventree is hosting a party at 

House Ulbrinter, her villa on Delzorin Street, 

located between Vhezoar Street and Brondar's 

Way in the North Ward . We have reason to 

suspect that drow spies have infiltrated the 

guest list. Attend the party and root out the 

disguised drow. Dress sharply." 

Mission Requirements and Reward 

Characters can find Maxeene, a draft horse with an Intelligence 

score of 10, with a successful DC 13 Intelligence (Investigation) 

check. Maxeene speaks Common, and characters must try to con· 

vince her that they're Harpers by making a DC 13 Charisma (Persua

sion) check. If the check succeeds, the horse recalls giving a ride to 

a sun elf and his half.orc bodyguard two days ago; she picked them 

up at an intersection (she doesn't recall which one) and dropped 

them off at the Yawning Portal. They talked about hiring spies to 

root out Xanathar Guild hideouts in the city. Maxeene's descriptions 

of the passengers match the appearances of Davil Starsong and 

Yagra Stonefist. Reward: Each Harper character gains 1 renown. 

Uza (LG female human Mulan commoner) describes the threat as a 

"monstrous orb of many eyes" that chased her cat, Fillipa, into the 

shop. The monster is , in fact , a gazer (see appendix B) . If the char· 

acters met a gazer in chapter 1, they know what they're up against. 

Uza lends them the keys to the front and back doors of her shop. 

Characters find the interior in shambles and hear a cat meowing 

on the third fioor. The sounds are coming from the gazer, which is 

hunting Fillipa . The cat has so far eluded the nasty little predator. 

Reward: Each Harper character gains 1 renown if the gazer is de· 

feated. Uza also gives the party a used spell book containing four 

1st-level and three 2nd-level wizard spells. 

The characters must speak with five doppelgangers, starting with 

their leader, "Bonn ie," who works at the Yawning Portal. She needs 

a few days to round up the other doppelgangers , who agree to meet 

at the tavern in human guises. Characters must inte rview each 

doppelganger and succeed on a DC 16 Wisdom (Insight) check to 

ascertain its trustworthiness . Only "Bonnie" is trustworthy. Reward: 
Each Harper character gains 2 renown. Every contributing party 

member receives 50 gp. 
Remallia Haventree (see appendix B) knows of the mission, but it's 

not revealed to the characters that she's a Harper. There's one drow 

spy in attendance: Jarlaxle Baenre (see appendix B). He uses his hat 
of disguise to appear as a young actor from Luskan named Erystian 

Demarne. A successful DC 24 Wisdom (Insight) check is needed 

to out Jarlaxle. Impressed by the perceptive adventurers, he thanks 

Lady Haventree for an entertaining evening and dashes off, but 

not without first tipping his hat to the character or characters who 

exposed him. Reward: Each Harper character gains 2 renown. Every 

party member who attended the party receives 200 gp. 
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lORDS' ALLIA NC E MISS IONS 

Party Level 

2nd 

3rd 

4th 

5th 

Mission Brief 

"A gang war is causing unrest throughout the 
city. We have offered protection to membe rs 

of the Dungsweepers ' Gui ld , and you have 

been assigned to protect a gro up of them. 
Meet them at the Muleskull Tavern , on Sh ip 

Street in the Dock Ward, at six bells and guard 

them while they work. Do this every day for a 
tenday." 

"Harko Swornhold , an evil adventurer who was 

exi led th ree years ago fo r attempting to bribe a 

city magistrate, has returned to Waterdeep ille

ga lly. We th ink the Xanathar Guild is using him 
to incite violence. He was last seen recruiting 

ken ku in the Dock Ward . Find him and qui etly 
pu t him to the sword ." 

"The Zhents are cou rting a Red Wiza rd ofThay 

named Esloon Bezant, trying to add his gang 

of thugs to their ranks . All we know about him 

is that he fled his homeland a few years back 

and is too smart to get caught doing anything 
illegal. He and his gang of bull ies prowl the 

Dock Ward . Scuttle the deal, and do it fast! " 

"The City Watch is overwhelmed by the recent 
surge in violence and needs our help. We have 

reports of an assassin prowling the rooftops, 
picking off targets with arrows and alarming 
citizens. My sou rces say he goes to ground 

somewhere near Troll sku ll Alley. Find him , 

ale rt the City Watch to his whereabouts, and 

aid in his arrest if you ca n. Don't kill him , since 

do ing that could escalate the violence further." 

CHAPTER 2 I TROLLSKULL ALLEY 
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Mission Requirements and Reward 

. th characters meet with a team of four dungsweep. Each mornmg, e 

) and head to the Trades Wa rd, where the sweepers ers (commoners 

h d I aning up waste in the streets . It' s boring wor k. spend t e ay c e . 
On t e nm , h · th day around highsun , a carnon crawler emerges fro rn 

b 'ley Pursued by two City Watch guards. The characters a near y a , 

can help slay the carrion crawler, which ca me up from the sewers. 

Reward: Each Lords ' Alliance cha racter ga ins 1 renown . 

Whichever character leads the search must succeed on three DC 

14 Inte ll igence (Investigation) checks before gain ing three failu res, 

with each check representing 8 hours of investigation . Other char

acters can assist, granting advantage on the checks. Harko (bandit 

captain) has two kenku companions that fight by his side. Reward: 
Each Lords ' Alli ance character gains 1 renown . 

The characters can create a rift between the Zhentarim and Es

loon 's gang by sowing rumors of betrayal. They must spend 25 gp 

in bribes and succeed on a DC 16 Charisma (Deception or Persua· 

sion) check. Conversely, they can confront Esloon Bezant (LE ma le 

Thayan human mage) and his gang of five thugs and either defeat 

them or bribe them with at least 500 gp. Reward: Each Lo rds' Alii· 

ance character gains 2 renown . The characters can also deprive Es· 

loon of his spellbook, which conta ins all the spells he has prepared. 

Whichever character leads the hunt must succeed on three DC 18 
In-telligence (Investigation) checks before gaining three failures , 
With each ch eck r · h . . . 

0 
h char· epresentJng 8 ours of 1nvestJgat10n. t er 

acters can assist , granting advantage on the checks . If the search 

succeeds, characters corner the assassin Zi raj the Hunter (see ap

pend ix B) , in the greenhouse of Corell on '~ Crown in Tro llskull Aller 
(area T4) z· · I' v 
. · I raJ surrenders to the City Watch without a fight, be 1e . 
Jng that his fellow Zh . d· Each 
L , ents will find a way to free him. Rewar · 
ords All iance ch . h aids 

· z· . aracter ga1ns 2 renown Every character w 0 1n 1raJ ' · 
s capture receives SO gp. 
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1f the part) rndudes one or mon Iii 1 I} rn r uits, Savrn 
Belabrant.t (NG femal1 T ·t hyrian hum.tn knight) visits 
the character-· residence and inYitu; them to the Halls 
of justice. the temple of Tyr (local d \H'St of the Market 
in theCa tie Ward), where they can be sworn into th , 
order. The swearing-in ceremony involves the recitation 
of an oath to find and de troy evil in all its forms. The 
oath is spoken while every candidate wears a s ilver 
gauntlet (a symbol of the order). After the ceremony, 
Savra gives new recruits their firs t mission. 

ZHEN1ARIM 

'I IH' Doom l~ard<'rs I ry to contact 1•vil <tl igrwd or mora lly 
ambrguous charart<•rs. A flying snake with a parchment 
Ired about its body visits one charac ter in the dead of 
night. The message reads: 

j 
"Want to be part of something big? Speak to Davif Star- j 
song at the Yawning Portal." 

The Belabrantas are a Waterdavian noble family that 
raises griffons for the Griffon Cavalry. Savra is trying to 
regain her honor by s erving Tyr, thus atoning for the evil 
acts she committed as a member of an evil elemental 

If the characters seek out Davil , Yagra Stonefist 
(see "Familiar Faces," page 20) greets them and 
leads interested parties to a table in the center of the 
Yawning Portal's taproom, where her boss waits with 
drink in hand. 

ORDER OF THE GAUNTLET MISSIONS 

Party Level 

2nd 

Mission Brief 

"We hear that the Zhents are paying gangs in 

the Field Ward to attack suspected Xanathar 

Guild members. Fights are breaking out in the 

ward daily. Stop a fight before it happens. We 

need to send a message to these thugs that 

further altercations won't be tolerated." 

Mission Requirements and Reward 

The characters must visit the Field Ward and , as a fight threatens 

to break out, make three successful DC 12 Charisma (Intimidation) 

checks before failing three checks, or else defeat four thugs (pref

erably without killing them) to disperse the would-be brawlers. 

Reward: Each Order of the Gauntlet character gains 1 renown . 

3rd 

4th 

5th 

"A notorious thief called the Black Viper, long 

thought dead, has apparently returned to 

Waterdeep. She has already robbed at least 

a dozen noble estates. No one knows her 

identity because she wears a mask, but it was 

reported in The Waterdeep Wazoo that she's 

a noble. Find out what else the broadsheet's 

publisher knows about her and report back to 

me." 

"Guards at the Endshift Tavern, located on 

Endshift Street in the Field Ward, are being 

robbed nightly, and the innkeeper says he's 

seen giant rats prowling around the back al

leys. Sounds dull, but it 's a plea for help that 

we can't ignore." 

" I just received a report that spined devils are 

terrorizing citizens in Twelvedog Court, in the 

Field Ward. Come, let us slay them together 

and find their evil summoner! " 

The characters can meet with Gaxly Rudderbust (N male llluskan 

human commoner) , the publisher of The Waterdeep Wazoo, and 

either succeed on a DC 12 Charisma (Intimidation or Persuasion) 

check or bribe him with at least 50 gp. If they do so, Gaxly shares 

his suspicions that the Black Viper is the secret , evil twin sister of 

Ammalia Cassalanter (see appendix B), and that she wears a mask 

to hide a disfigurement. Interviewing the Cassalanters at their villa 

(see chapter 6) or conducting a day-long investigation and succeed

ing on a DC 15 Intelligence (Investigation) check reveals that no 

such person exists . Reward: Each Order of the Gauntlet character 

gains 1 renown for reporting what Gaxly said. 

The inn is being harassed by the Shard Shunners, a gang ofhalfling 

wererats, because the innkeeper's guards once threatened a gang 

member. To end the harassment, the characters must defeat three 

wererats or scare them off with a successful DC 17 Charisma (Intim

idation) check. Reward: Each Order of the Gauntlet character gains 

2 renown and receives a potion of healing. 
The characters must help Savra defeat five spined devils , which 

have locals pinned down in nearby buildings. Right afterward , Gy

sheer Omfreys (LE female Tethyrian human cult fanatic) emerges 

from an alley and attacks Savra . Gysheer is an overzealous member 

of a devil-worshiping cult led by Victoro Cassalanter (see appendix 

B). Savra tries to subdue and question her, but only magical com

pulsion can force her to implicate Victoro . Since devil worship isn't 

illegal in Waterdeep, Savra has no grounds to stir up trouble with 

the Cassalanters, and she advises characters not to do so, either. 

Reward: Each Order of the Gauntlet character gains 2 renown . Every 

character who took part receives a potion of greater healing. 

CHAPTER 2 TROLL KULL LLE"t 
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ORDER OF THE GAUNTLET MISSIONS 

Party Level 

2nd 

3rd 

4th 

5th 

Mission Brief 

"We hear that the Zhents are paying gangs in 
the Field Ward to attack suspected Xanathar 
Guild members. Fights are breaking out in the 
ward daily. Stop a fight before it happens. We 
need to send a message to these thugs that 
further altercations won't be tolerated ." 
"A notorious thi ef cal led the Black Viper, long 
thought dead, has apparently retu rned to 
Waterdeep. She has already robbed at least 
a dozen noble estates . No one knows her 
identity because she wears a mask, but it was 
reported in The Waterdeep Wazoo that she's 

a noble . Find out what else the broadsheet 's 
publisher knows about her and report back to 

me ." 

"Guards at the End shift Tavern , located on 

Endshift Street in the Field Ward, are being 

robbed nightly, and the innkeeper says he's 

seen giant rats prowling around the back al

leys. Sounds dull, but it's a plea for he lp that 

we can't ignore." 
"I just received a report that spined devils are 

terrorizing citizens in Twelvedog Court, in the 

Field Ward . Come, let us slay them together 

and find their evil summoner!" 
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Yawning l ortal's ta proom, vvh •rc her bos wait with 

drink in hand. 

Mission Requirements and Reward 
The characte rs must visit the Field Ward and, as a fight threatens 
to break out, make thre succ ssful DC 12 Charisma (Intimidation) 
checks before failing three checks, or else defeat four thugs (pref
erably without killing them) to disperse the would-be brawlers . 
Reward: Each Order of the Gauntlet character gains 1 renown. 

The characters can meet with Gaxly Rudderbust (N male llluskan 
human commoner), the publisher of The Wat crdeep Wa zoo, and 
either succeed on a DC 12 Charisma (Intimidation or Persuasion) 

check or bribe him with at least 50 gp. If they do so, Gaxly shares 
his suspicions that the Black Viper is the secret, evil twin sister of 
Ammalia Cassalanter (sec appendix B) , and that she wears a mask 

to hide a disfigurement. Interviewing the Cassalanters at their villa 
(see chapter 6) or conducting a day-long investigation and succeed

ing on a DC 15 Intelligence (Investigation) check reveals that no 

such person exists . Reward: Each Order of the Gauntlet character 

gains 1 renown for reporting what Gaxly said . 
The inn is being harassed by the Shard Shunners , a gang ofhalfling 

were rats, because the innkeeper's guards once threatened a gang 
member. To end the harassment, the characters must defeat three 

wererats or scare them off with a successful DC 17 Charisma (Intim

idation) check. Reward: Each Order of the Gauntlet character gains 

2 renown and receives a potion of healing. 
The characters must help Savra defeat five spined devil s, which 

have locals pinned down in nearby buildings . Right afterward, Gy

sheer Omfreys (LE female Tethyrian human cult fanatic) emerges 

from an alley and attacks Savra . Gyshecr is an overzealous member 

of a devil -worshiping cult led by Victoro Cassalanter (see appendix 

B) . Savra tries to subdue and question her, but only magical com

pulsion can force her to implicate Victoro. Since devil worship isn't 

illegal in Waterdeep, Savra has no grounds to stir up trouble with 

the Cassalanters, and she advises characters not to do so, either. 

Reward: Each Order of the Gauntlet character gains 2 renown . Every 

character who took part receives a potion of greater healing. 

CHAPTER 2 I TROLLSKUl L , l Ll"l 
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Ov r drinks, he shnt'c o tlw following informntton. 

d I · adventuring • Davil is a retired adventur ·r. llc an H k 
ompanionsjoined th -Zhcntarim a few years bac · 

The h Jp P ople inn cd. (Mor specifically, they pro-
ide loans m rcenaries, and other services.) d 
nother B'lack etwork gang has recently infil~rate 

th city and tried to take over the ' anathar Gut~d. d 
They fai led, setting off a war in the streets. Davtl an 

ZHENTARIM MISSIONS 

Party Level 

2nd 

3rd 

Mission Brief 
"Someone is killing elf and half-elf sailors in 
the Dock Ward- three dead so far, each one 
decapitated by a blade in the dead of night 
Look into it, will you? Methinks the City Watch 
could use a little help." 

"There's a shop in the Trades Ward called 
Wei rd bottle's Concoctions. The gnome who 
runs it is a friend of ours named Skeemo. He's 
made some potions of mind reading for a client 
Pick up the potions and deliver them to the 
God Catcher, one of the enormous statues in 
the Castle Ward. Give the potions to the lady in 
the purple cloak, and keep the tip." 

4th "Waterdeep's richest halfling family, the 
Snobeedles, is offering 500 gold pieces for in
formation leading to the safe return of a miss
ing family member named Dasher Snobeedle. 
Those dragons sure would look good in our 
coffers! Investigate and see what you can 
learn, but don't get in any trouble. The City 
Watch already has it out for us ." 

5th "Skeemo Weird bottle has betrayed us! The lit
tle worm has been feeding information to our 
enemies. He must be eliminated. Make it look 
like an accident." 

CHAPT ER 2 I TROLLSKULL ALLEY 

nt to < nd tlH viol<:ncf' and rq;( 
I . ,-ollcngu •s wn · ore: liH ._ 

the P ·nee. . . 
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charac t J s , . Missions table). '::>ubsequ<:nt mission 
the Zhentanm 'tten 00 scrolls and delivered by fly 
briefings are wn 
ing snakes. 

TASHLYN YAFEERA . . 
h cters complete two m tsstons for DaviJ 

Aft~r the c adr~Y the City Watch and held in Castle vJ _ 
he JS arreste - d b h a 

h 'l he waits to b e questwne y t e Lords terdeep w 1 e 

Mission Requirements and Reward . . . . 

h d three consecutive n1ghts lo1tenng around Characters w o spen 
H ld r a drunk half-e lf sailor (bandit) , leaving the the docks spot e a • 

II T (on Ship Street in the Dock Ward). Characters who Mulesku avern . . 
ld Save hi m from Soluun X1bnndas , a renegade draw follow He ar can 

I. ( appendix B) . Soluun hides in the shadows, blade guns mger see 

d ·t · r0 r the half-elf to stumble by. Spotting him before rawn, wa1 mg I' 

he strikes requires a successful DC 18 Wisdom (Perception) check. 

Soluun flees if reduced to half his hit points or fewer. Reward: Each 

Zhentarim character gains 1 renown . If Heldar survives Soluun's 

attack, each character receives 50 gp. 
Skeemo Weirdbottle (see appendix B) has placed four potions of 

poison in a small silk-lined coffer. The potions look, smell, and taste 

like potions of mind reading. Awaiting delivery near the God Catcher 

is Esvele Rosznar, the Black Viper (see appendix B) . She wears a 

hooded purple cloak and is seated in the back of a hire-coach. She 

exchanges the coffer for a black velvet pouch , then orders her driver 

to depart. The coach de livers Esvele to her estate in the Sea Ward. 

Reward: Each Zhentarim character gains 1 renown . Esvele's pouch 
contains 15 pp, wh ich the characters can keep. 

Any character who spends at least three days asking pertinent 

questions and pursuing leads in the Southern Ward or the Dock 

Ward can, at the end of that time, make a DC 18 Charisma (Persua· 

sion or Intimidation) check. On a success, the character convinces 

some tight-lipped halflings to arrange a meeting with Dasher. The 

meeting is scheduled to occur at highsun in Waymoot the next day. 

Dasher shows up to hear what the characters have to say, but he has 

no intention of going home. He recently joined a gang ofhalfting 
wererats called the Shard Shunners (so named because they detest 

silve~) and has since become a wererat himself (see chapter 1 for 
halfl,ng wererat statistics) . The Shard Shunners are his family now. 
Reward· Each Zh t · h 

· en anm c aracter gains 2 renown. 
Skeemo Weirdbottl ( 

h e see appendix B) manages to stay one step 
a ead of the chara t A h'rn 
'd . c ers. s they approach his shop, they see 1 
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in Kola:~ escape. If the characters fail to nab him, he takes refuge 
owers (see ch h cter 
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• The rumored leader of the renegade Zhent factton is 
r tul Floxin, a known Black etwork assassin. 
\ arrant has been is ued for Urstul's arrest, but his 

current whereabouts are unknown. Even magical 
crying ha failed to reveal his location. 

The botched kidnapping of Renaer Neverember won't 
sit well with Urstul. He might try again. (Tashlyn 
doesn't actually believe this, but she knows that 
Renaer has ties to the Harpers and might share 
information of interest with the characters.) 

Weeks after his arrest, Davi t is released from cus-
tody once the Lords of Waterdeep are satisfied that 
neither he nor his associates are responsible for the re
cent violence. 

OPEN FOR BUSINESS? 
If the characters intend to fi x up and reopen the tavern 
in Trollskull Alley, they can expect to deal with various 
guilds without whose support the business is likely to 
fail. Repairs to the walls and the roof require the ap
proval and oversight of the Carpenters', Roofers', and 
Plaisterers' Guild. The Cellarers' and P lumbers' Guild 
is best equipped to handle the refurbishing of the base
ment and plumbing. Clean bedsheets are provided by 
the Launderers' Guild. The streets around the establish
ment are kept up by the Dungsweepers' Guild and the 
Loyal Order of Street Laborers. Meat must come from 
the Guild of Butchers; ale and wine from the Vintners', 
Distillers', and Brewers' Guild; and bread and pastries 
from the Bakers' Guild. The list goes on. 

The "Tavern Keeping Expenses" sidebar lis ts the 
costs that the characters must pay to get their place 
ready for business, as well as the recurring obligations 
they must meet while the tavern is open for business. 

SAMPLE GUILD REPRESENTATIVES 

Once it becomes known around the city that the tavern 
in Trollskull Alley is planning to reopen its doors to the 
public, the adventurers receive visits from guild repre
sentatives interested in the tavern's welfare. This sec
tion describes a handful of th ese representatives. 

BROXLEY FAIRKETTLE 

Fellowship of Innkeepers 

Broxley (LG male stronghear t halfl ing commoner) 
is a laid-back, law-abiding hal flin g wi th mutton chops 
and bushy eyebrows. Inns and taverns are few and 
far between in the North Ward, so he makes frequent 
visits to the characters' place to see how it 's doing and 
to offer his well-wishes. If none of the characters are 
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111~ tlu burdt•ll of be in(.( a fatlu :r rJI ni11c , lw I'; quick to 
point out thai th< ch;uw tcrs' C'Cmlirllltd cornplit:mcc with 
guild ruks and r<'gulatrono.; rnakes his rnther difficult life 
"j ust a hit ty bit ensier." 

HAMMOND KRADDOC 

Vintners', Distillers ', and Brewers' Guild 

Hammond (N male Illuskan human commoner) doesn't 
like adventurers, but he likes their coin. This effete, 
well-dressed man is always seen in the company of a 
young scribe, Jinny (NG female tiefling commoner), who 
wears spectacles and silently records notes and conver
sations in a small book as Hammond speaks . 

Hammond likes to stop by in the middle of the month 
to inform the characters of new spirits that the guild has 
to offer, and to give them a list of which ones to push 
hard. To test the extent of their willingness to cooperate, 
he chastises them for their current selection of bever
ages, even if he previously sold them those goods. 

j USTYN R ASSK 
Guild of Butchers 

Dead-eyed, slack-jawedJus tyn (NE male Illuskan hu
man thug) grew up in the toughest neighborhood in 
the Field Ward and has the scars to prove it. The guild 
doesn't pay him enough for him to afford a residence in 
the North Ward, and going to that part of the city fi lls 
his heart with resentment. He darkens the characters' 
doorstep once a month to deliver a cartload of chopped 
meat for the tavern's larder. Although delivery fees are 
covered by the guild's monthly dues, Justyn always de
mands some extra coin for his service. If the characters 
don't give him a gratuity of at least 3 gp, he says, "Maybe 
next time the meat will be someone you know." He lets 
the threat hang in the air, then departs. 

TAVERN KEEPING EXPENSES 

This sideba r summarizes the one-time payments and 
continuing expenses associated with running the tavern in 
Trollskull Alley, as well as providing rules for determining 
how much coin the business makes or loses. 

One-Time Expenses 
• 1,000 gp to renovate the tavern over 12 days 
• 250 gp for guild li cen ses and contracts (paid up front) 

Regular Expenses 
• 50 gp per tenday for maintenance and wages of hirel ings 
• 10 gp per ten day for all other guild expenses 

Profit or loss 
At the end of every tenday, roll a d100 + 10 and consult 
the Running a Bu siness table in chapter 6 of the Dungeon 
Master's Guide to determine whethe r the tavern lost money 
or earned profit. If the characters spent coin on promoting 
their bu siness during that tenday, add 1 to the roll for each 
1 gp they spent. If the characters have unpaid expenses, 
subtract 1 from the roll for each 1 gp they owe. 
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n time he passes through the North Wa rd, Ulkoria 
tops b the tavern for a drink a nd to check out the place 

while her shield guardian waits outs ide. If she doesn't 
like what the characters have done with the establish
ment, she keeps her criticis ms to herself. The characters 
can hire her to cast glyphs of warding on the place, for 
which she charges 300 gp a piece. 

B U SINES S R IVAL : EMMEK FREWN 

Emmek Frewn, a salty northerne r (NE male Illuskan 
commoner), recently tried to buy the tavern in Trollskull 
Alley but was o u tb id by Volothamp Geddarm. Stung by 
the loss, he bought a sm a lle r, less impressive building 
in the same a lley and turned it into a pub, which he calls 
Frewn's Brews. If you decide to introduce Emmek as a 
business rival, choose a n unmarked building on map 2.1 
to serve as the pub. 

Emmek's family migrated to Waterdeep after its hold
ings in Neverwinter were destroyed by the eruption of 
Mount Hotenow in 1451 DR. The family struggled to 
make ends meet by tanning leather in the Trades Ward. 
Afte r Emmek's pa ren ts died , his sisters took over the 
business and bought him out. He never liked the work 
a nyway, and he pa rticularly hated dealing with the 
League of S kinners a nd Tanners. 

Emmek is on sha ky financial footing because he has 
sunk most of his wealth into this latest endeavor. He's 
a lso in trouble with two of the guilds. First, he tried to 
save coin by fix ing the roof himself, in defiance of the 
Carpenters', Roofers', and Plais te re rs' Guild . Then he of
fende d a m ember of the Cellarers' and Plumbers' Guild 
by comparing the dwarf's beard to barnacles on a ship. 

GoALS 
Emmek wants his pub to be the most successful tavern 

1 in the North Ward, a nd he wants the characters' busi
~ ness to fail spectacularly. 

AssETS 
Emmek is stingy when it comes to certain kinds of ex
penses and foolish with his co.in in other ways. He tends 
to spend a Jot on big, showy items and cut corners on the 
little amenities. Because he doesn't have much coin to 
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E mek's strategy for ruining the competition anct th m . . . e 
consequences for putting 1t mto actwn are summarized 

in the table below. 

EMMEK'S PLANS 

Element 

Event 

Event 

Action 

Event 

Action 

Action 

Description 

The were rats scope out the characters' tavern in 

halfling forms and might try to get jobs there. 

The were rats plant morsels of food ins ide the 

characters ' place and bore tin y holes in the out. 

side walls to attract rats , creating an infestation. 

Emmek spreads rumors that the characters' tav. 

ern is rat-infested , which is why he didn 't buy it. 

Apply a -10 pena lty on the next three ro ll s char· 

acters make on the Running a Business table 

(see "Tavern Keeping Expenses ," page 41) . 

The Shard Shunners claim they 've done enough 

for their coin and demand more. 

Emmek pays the were rat s another 50 gp to 

creep around the characters ' tavern at night 

in hybrid and rat form, carve rat faces into the 

doors of neighbors, and otherwise draw atten· 

tion to themselves. 

Emmek convinces several local residents to sign 

a letter he has drafted, then dispatches it to the 

City Watch . The letter accuses the characters of 

running a front for a guild of were rat thieves and 

urges the Watch to close their establishment. 

LEVEL ADVANCEMENT 
In this section of the adventure, the ch aracters should 
a~vance to 3rd level by engaging in faction mis-
stons d 1· · ' ea rng with Emmek Frewn or partaking rn 
self-directed activities. This period of time represents.afl 
opportunity for the characters to make friends and g.310 

~eputation (for good or ill) in Trollskull Alley- and ~11oil 
th ater.deep itself-before the events of chapter 3 e111 r 

em 10 a greater plot. 



ESIDENTS OF TROLLSKULL ALLEY ARE SHAKEN 

by a loud whoosh, rattling windows, and the 
screams of city folk. A fireball spell has just 
detonated in the street, and the neighborhood 
is thrown into chaos. As members of the City 
Guard, the City Watch, and the Watchful Order 
of Magists and Protectors rush to the scene, 

the characters are afforded a chance to assess the 
damage and investigate further. This incident sets into 
motion the main plot and puts the characters on a colli
sion course with those who want to find and claim Lord 
Neverember's hidden cache of gold. 

The fireball goes off early in the morning, at a time 
when all the characters are in Trollskull Manor. Read 
aloud the following text to set the scene: 

Windows rattle as the roar of an explosion fills Trollskull 

Alley. Charred bodies and anguished screams fly through 

the air. A thick cloud of acrid smoke billows outward 

from the blast, which seems to have occurred right out

side your door. 

Let the players tell you what their characters are doing 
at this moment and how they react to the explosion. 
Those who want to guess the nature of the explosion 
can, with a successful DC 13 Intelligence (Arcana) 
check, conclude that someone just cast a fireball 
spell outside. 

WHAT'S HAPPENING HERE? 
Dalakhar, a rock gnome spy working for Lord Dagult 
Neverember, was on his way to see the characters when 
the fireball went off, killing him and ten other people. 
The gnome is important because he was carrying the 
Stone of Golorr (see appendix A)- the key to finding 
Lord Neverember's hidden cache of gold. 

Hounded by agents of the Zhentarim, the Xanathar 
Guild , and Bregan D'aerthe, Dalakhar was unable to 
escape from Waterdeep with the artifact, so he planned 
to entrust it to the characters briefly, for surely the folk 
who rescued Lord Neverember's son could keep it safe 
where he could not. 

By the time the events of this chapter have played 
out, the Stone of Golorr has changed hands a few times 
and the characters have learned more about the big pic
ture- though they still have a long chase ahead of them. 

ZHENTS CAUGHT IN THE ACT 

Three members of the Black Network, including the 
Zhent assassin Urstul Floxin (see appendix B), were 
close to nabbing Dalakhar when they were caught in the 
blast. Of the three, only Urstul survived. Though he was 
wounded, he was able to pluck the Stone ofGolorr from 
Dalakhar's pocket before fleeing the scene. While other 
survivors were coming to their senses, Urstul stumbled 
through the smoke and haze and eventually made his 
way back to Gralhund Villa a short distance away. 
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app ndi · B) that caped from th Hou of Inspired 
Hand , th t mple of Good in the ea Ward, a month 
ago. The con truct hitched a ride on House Gralhund 's 
coach. Yalah Gralhund befriended it, offered it shelter, 
and used it a a ervant until she and her husband found 
a more inister u e for it. 

The incident with the fireba ll has strained the alliance 
between the Gralhund and the Black Network. Urstul 
Floxin i refusing to hand over the tone ofGolorr until 
he peak to his secret master, Manshoon. Meanwhile, 
the Gralhunds are weighing the risks of betraying and 
murdering Urstul in their own house. If the characters' 
investigation go well, they' ll blunder into this den of 
snakes before the chapter is done. 

UNRAVELING THE PLOT 

During their investigation, the characters should learn 
who or what cast the fireball (a nimblewright), why the 
attack was committed (to steal the Stone of Golorr), and 
where the stone was taken (Gralhund Villa). If the inves
tigation stalls, friendly NPCs might step forward to help 
in exchange for compensation. One such figure is Vin
cent Trench, the private detective, who lives in Trollskull 
Alley (see chapter 2, area T S). The characters can also 
consult with friendly factions such as the Harpers. 

THE CRIME SCENE 
In the wake of the explosion, people emerge from their 
houses and shops to s urvey the devastation. The fire
ball didn't set any buildings ablaze, but it left eleven 
people dead: 

• One elderly female human who was out for a walk (no 
one recognizes her) 
Two cloaked male humans (Zhentarim sellswords) 
clad in l ather a rmor with sheathed longswords 

• Two female humans and one male half-elf dressed in 
plain cloth s (servants of w a lthy North Ward fami
li es, kill d while running e rrands) 

• One mal gnome (Dalakhar) w aring a burned cloak 
and clutching a dagger 

• Two femal halfiings who wer playing a flute and a 
fiddle , and two mal halOings who w r dancing 

The characters hav only a few minut s to s ar h 
the crime scene befor memb rs of th ity Guard ar-
rive. After that, they aren't allowed anywher near th 
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bribe of 50 gp or more. 

AFTER THE BLAST 
The characters have a few minutes to examine the 
crime scene before the City Guard arrives and cordons 
off Trollskull Alley, posting six guards at each entrance. 
The guards don't allow anyone in or out without permis
sion from a superior officer. Another six guards, induct. 
ing a sergeant with 18 hit points, make their way to the 
crime scene and watch over the dead bodies until the 
City Watch arrives. Linge ring smoke from the fireball 
also attracts a Griffon Cavalry rider (see appendix B). 
As its griffon mount circles the neighborhood, the rider 
watches the streets and alleys for suspicious figures. 

THE WATCH ARRIVES ---
Twenty minutes after the explosion, a City Watch ser
geant named Saeth Cromley (see appendix B) escorts 
a member of the Watchful Order of Magists and Protec
tors named Barnibus Blastwind (see appendix B) to the 
crime scene. Barnibus quie tly takes charge of the inves· 
tigation at that point, while Sergeant Cromley directs a 
force of twenty constables (veterans) to knock on doors 
and question locals. 

Before allowing the corpses to be removed and taken 
to local temples, Barnibus inspects the scene closely 
and reaches the following conclusions which he prefers 
to keep to himself but might share with other members 
of the Watchful Order: 

• The gnom . rs of e was runnmg from armed pursue ' 
which there were three. The third person who was 

~~asing the gnome isn't among the dead. d the 
1e gnome and his pursuers were moving wwar 

tavern in Trollskull Alley (which Barnibus will soon 
cNo~e to realize is the characters' property). 

e1ther th h bl e gnome nor his pursuers saw t e 
ast coming. 

Given thes fi d ' estioO 
the t , e n mgs, Barnibus decides to qu t 

avern s ow S gean 
Cromle b . n~rs and occupants, with er spe· .. 
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having never met Dalakhar, have !itt! informntion to 
offer unless they decide to lie. 

Neither Barnibus nor Sergeant Cromley is quick to 
jump to conclusions. They both prefer to have ironclad 
evidence and testimony from reliable witn sscs before 
making any arrests. Even though the characters are sus
pects by virtue of their proximity to the crime scene, it 
hardly seems plausible that they would unleash destruc· 
tive magic so close to their place of business in broad 
daylight. Consequently, Ba rnibus intends not to take up 
too much of their time. 

Barnibus and S ergeant Cromley refuse requests by 
characters to join the investigation. "That would intro
duce too many new variables into an already confound
ing equation," replies Barnibus with a frown. "Trus t in 
the Watch," Cromley adds dismissively. Characters who 
seem truthful and honest can press Barnibus for further 
information by making a DC 15 Charisma (Persuasion) 
check. On a success, they nudge Barnibus into revealing 
what he has discovered, as outlined above. 

EYEWITNESSES 

Many other people witnessed the fi reball without being 
caught in the blast. Three of them have important infor
mation to share. Any character who spends at least 1 
minute talking to one of them learns what that person 
saw or heard. (No abi lity checks are required, since the 
eyewitnesses are eager to talk.) 

FALA LEFALIIR 

Fala, the owner of Corellon's Crown (see chapter 2, area 
T4), relates the following information: 

"I was wate ring plants in the greenhouse on the second 

fl oo r of my shop when the blast blew out some of the 

windows. Luc ky I wasn 't injured! Through the smoke, 

I saw a cloa ked man take something from the body of 

a dead gnome, then start limping away. He was badly 

burned and casting glances over his shoulder, like he was 

afra id someone might be following him. He was headed 

toward the Bent Nail." 

Fala saw Urstul Floxin fleeing the scene with the Stone 
of Go/orr in his clutches. He circled around the Bent 
Nail (see chapter 2, area T2) on his way out of Troll
skull Alley. 

j EZRYN N E HORN RAVE N 
A Waterdavian born of wealth and privilege,Jezrynne 
was leaving the Tiger's Eye (see chapter 2, area TS), hav
ing just hired Vincent Trench to spy on her philandering 
husband, when she witnessed the following: 

"I tell you , it was not a man . More like a puppet shaped 

like a man . A puppet without strings. It was on the 

rooftop. It hurled something into the crowd below that 

caused the explosion. 1 saw those halflings burned alive! 

I saw them!" 

5AETH CROMLEY AND BARNIBUS 5LASTWINO 

Jezrynne doesn't know what the "puppet" hurled to 
cause the fireball. She took her eyes off the thing during 
the chaos and doesn't know where it went. 

MARTEM T'REC 

This 12-year-old boy watched as his halfl.ing friends per
ished in the flames. He didn't see much beyond that, but 
he found something important after the blast went off: 

l "Right after the explosion, I ducked behind a rain barrel. I 
Then I heard a 'plop' and found this in the barrel." 

Martem produces a necklace of fireballs with two beads 
remaining and a broken clasp. As it fled across a roof
top, the nimblewright accidentally yanked on the neck
lace, which came off, fell to the roof, slid off the edge, 
and plopped into the rain barrel next to Martem. 

He doesn't know what to make of this object but was 
planning to keep it. A character can snatch it from him 
or convince Martem to relinquish it with a successful 
DC 8 Charisma (Intimidation or Persuasion) check. 

Characters who withhold the necklace, and knowl
edge of it, from the City Watch are guilty of a crime in 
Waterdeep. Hampering justice by concealing evidence 
can result in a fine of up to 200 gp and hard labor for up 
to a tenday. 
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1\inn c. th • rd r of th auntle t, or the Zhentanm_ 
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to ca ' t 'P ak IVith dead on one or more of the fatal1t_1es. 
Th chara t r can hir a cl ric themselves by makmg 
a donation of at least 25 gp to the cleric's temple for 

a h casting of the spell. They must also provide a list of 
questions they want answered. 

A peak with dead spell can pry some or all of the fol
lowing information from Dalakhar's corpse if the right 
questions are asked: 

• Dalakhar stole an artifact called the Stone ofGolorr 
from the lair of a beholder known as Xanathar, in a 
dungeon deep below the city. 

• Dalakhar worked for the Open Lord of Waterdeep. 
(Here he refers to Lord Dagult Neverember, whom 
he believes is the rightful Open Lord, not Laeral 
Silverhand.) 

• The Stone of Go/orr is the key to finding a hoard of 
dragons hidden in the city. 

• Dalakhar heard about a group of adventurers who 
rescued Lord Neverember's son from the Zhentarim 
and thought the Stone of Golorr would be safe in their 
hands for the time being. He was on his way to deliver 
it to them, planning to come back and reclaim it after 
he had eluded his pursuers. Then the fireball went off. 

The following information can be learned by casting 
speak with dead on one or both of the dead Zhentarim 
sell swords: 

• Their names were Bashekk Ortallis and Wern 
Malkrave. They worked for Urstul Floxin and resided 
at Gralhund Villa. 

• Their job was to help catch a gnome named Dalakhar. 
• Dalakhar had some kind of artifact in his possession 

which, according to Urstul Floxin, would make them 
as rich as kings. 

NrM's SECRET 
Characters who question j ezrynne Horn raven (see "Eye
witnesses" above) can get a description of the creature 
that set off the firebalL It bears a striking similarity to 
the automatons that sometimes march in the Day of 
Wonders parade, as anyone who has lived in Waterdeep 
during the fall season knows. Because the Day of Won
ders parade is sponsored by the local temple of Good 
characters might want to visit the temple and investi~ate 
a possible connection. 

HousE OF INSPIRED HANDs 

The House of Inspired Hands, Waterdeep's temple of
Gond, sits on the corner of Seawatch Street and Shark 
Street in the Sea Ward. If the characters visit the tem
ple, they see the following: 
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Have the characters rolltmttatlve. Nt~ s mechanical 
bird acts on initiative count 10, has a fl.ymg speed of 60 

f t and starts 60 feet away from the characters. It has ee, . . 
AC 15, 1 hit point, and immumty to pOison and psychic 
damage. On its turn, it flies toward one party member 
at random and makes a melee weapon attack (+0 to hit) 
against that character. On a hit, the bird deals 2 (ld3) 
piercing damage as it slams into the character with 
surprising force. On a miss, it crashes. Either way, it's 
destroyed on impact. 

After the attack, Nim withdraws into the temple's attic 
through a secret hatch in the roof and lies low, hoping 
the characters don't report the incident to the tem
ple's acolytes. 

INSIDE THE TEMPLE 

The temple of Good is open and abuzz with activity 
during daylight hours, then closes from sunset until sun· 
rise. At night, acolytes retire to their private quarters to 
work on pet projects. 

HALL OF EXEMPLARY INVENTIONS 

The main hall of the temple holds two dozen marble 
pedestals. Each one bears a prize-winning invention or 
a miniature model of some other extraordinary creation. 
Among the displays are several that stand out: 

• A 4-foot-tall working model of a clock tower rings at 
the top of every hour. It is made of wood, iron, bronze, 
and glass, with brass bells and delicate hands formed 
from solid gold. 

• A wooden flying machine has wings that flap when it 
becomes airborne. 

• A miniature model of a mechanical dragon turtle has 
a brass plate affixed to its pedestal that reads, "Big 
Belchy. Sank in Deepwater Harbor on the Day of 
Wonders in 1363 DR." 

• A f~nctional "waking helmet" equipped with small. 
articulated 1 1 p the 

. meta arms and hands that gently s a 
wearer If he h f • A . . or s e alls asleep. 

mtntature model of a red submarine shaped like a t 
madnta ray has a brass plate affixed to its pedestal tha 
rea s "The S 1 bmers· 
ibl L caret Marpenoth. Lantanese su 

e. aunched in 1489 DR." 
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The characters an mtt b~ \ nlett 1, 

ofbronzc dragon nntestn·., 11h th 

• \ 'aletta is neut ra I. 
• he ha thes rat i.tl trait · Sht l 111 11 ~ 1 11 1

• 
_ ' ' " l I ell tOll to 

e. hale a ~ foot-wid . 30 foot litH of lightning (httl .. ·
1 

d h . '( (ell\ 
o t 1, ag.ltn ~ntt she tinishts a short or long r •st); 

eac~1 creatur 111 t.hc line must make a D 11 0 '. tcrity 
anng throw, takmg 2d6ltghtning damag 011 a failed 
aYe. or half a much damage on a succe sful one. 
he ha re i tance to lightning damage. he speaks 

Common and Draconic. 

If the character mention the figure they aw on 
the roof of the temple, Val etta identifies it as Nim a 
nimblewright that wa gifted to the temple by a L~n
tane e wiza~d. If ~hey describe the incident involving 
the mechamcal btrd, Valetta sighs and leads them up a 
spiral staircase to an attic that im uses as a lair- only 
to find the attic's door fitted with a new lock. Valetta 
doesn't recognize the lock or have a key to open it, but 
a character using thieves' tools can pick the lock with 
a successful DC 20 Dexterity check. A knock spell or 
similar magic also opens the door. Valetta won't allow 
characters to break down the door, but she does permit 
them to speak to im through the door. A character can 
persuade im to unlock the door with a successful DC 
17 Charisma (Persuasion) check. Valetta grants advan
tage on the roll by strongly urging Nim to comply. 

MEETING NrM 
im understands Common but can't speak. It has de

veloped a simple sign language that Valetta and other 
members of the temple staff understand. After the inci
dent with the bird, im hides amid the clutter in its lair, 
but it emerges if the characters find their way inside or 
coax it into unlocking the door. If the characters ask 
about the other nimblewright, Nim admits (through ges
turing to Valetta) that it built the other nimblewright to 
ease its loneliness. But then Nim's creation fl ed in con
fused terror a month ago, and Nim hasn't seen it since. 
In light of this revelation , Valetta angrily orders acolytes 
to remove Nim's tools and unfinished inventions from 
the attic, while she forces Nim to look on. 

Nimblewright Detector. Characters who search 
im's attic or watch the area as it's being cleaned out 

can find a 1-foot-long copper contraption with an um
brella-like metall ic protrusion at one end. A detect magic 
spell reveals an au ra of divination magic around it. If 
asked about it Nim tells Valetta that it bui lt th is device 
to find the err~nt nimblewright and tried to seek it out, 
only to discover that Nim cou ldn't leave the temple 
grounds. Once Nim explains how the nimb/ewright de
tector works, Valetta a llows the characters to take it. 

To activate the nim blewrighl detector, a character 
must hold down its trigger. When the activa ted d vice 
comes within 500 feet of a nimblewright other than 
Nim, the umbrella begins to spin , whi r, and click. Th. 
spinning, whirring, and clicking accelerat s as the dt ~
tance to the target lessens, reaching maximum. ve~oc tty 
and volume when a nimblewright other than Ntm IS 

within 30 feet of the device. 

NIMBLEWRIGHT DETECTOR 

R EWARD 

If the characters want to track down the wayward nim
blewright themselves, Val etta says that the House of In
spired Hands will pay them 500 gp to destroy it. If they 
return with proof of its destruction, Valetta sees that 
they receive the promised reward and also offers them 
one each of the following nonmagical inventions: 

Adjustable Stilts. The s tilts take 1 minute to put on 
or remove. They increase the height of any humanoid 
wearing them by 2 to 5 fee t. Each stilt weighs 8 pounds 
and is 1 foot long when fully collapsed. 

Backpack Parachute. A humanoid wearing this piece 
of gear can deploy the parachute as a reaction while fa ll
ing, or as an action otherwise. The parachute require 
at least a 10-foot cube of unoccupied space in which to 
deploy, and it doesn't open fast enough to low a fall of 
less than 60 feet. If it has sufficient time and pac to 
deploy properly, the parachute allow it wear r to land 
without ta king falling damage. On it ha b en u d, 
the parachute takes 10 minut s to r pacl . 

Barking Box. Thi m ta l cub , 6 inch on a id , 
has a cra nk on top. U ing an a tion to wind th rank 
acti va t s th box for 8 hour '. Whil a tivat cl , th bo · 
barks wh n v r it detec t vibration within 15 f t ofit, 
a long as lh box and th our of lh vibration a r in 
conta t with th ' amc ground or witch on 
on icl of th box et th d 'vic 
cl og's bark or a la rg clog' ba rk. 
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I Pine. A s witch made of flint is bu'l . 
Mntc/J ess r I . . t t tnt 

• r. C' wood ' O s m o Wl , ptp . With a f o th 
I wl of tiltS !IlL . . Vv n· I• 
>0 • 1 thcJJipcltghtsttsclf. tck~ 

ollli <' swJl t, 

INDING NIM 'S CREATION 

, Jed with th nimblC'wright d( tcctor, the char 
Gq utPI . I for Nim' scap d creation A warct-b acter~ 
an a t 1 I b I h Y·Vvard . I . the b sl approac 1, ut ct t e players t ll 

s at 1 ts h e You 
I .. clJaracters conduct t e search. Depenct· how t 1eH ' tng 

they go the search could take days. on 
where • . 

A character mounted on a gnffon can complete a 
. 'd search in a couple of hours. To secure th ctty-wt e . e 

f grl.ffon a character must e tther be a memb use o a • er 
f th Orde r of the Gauntlet on good te rms with S o e , avra 

Belabranta or a member of the Lor~s Alliance on gooct 

Wl.th ]a lester Silver mane. As 1t happens a Y terms . . • oung 
griffon named Bone~napper ts bemg trained to serve 
as a mount in the Gnffon Cavalry. If Savra or Jalester is 
inclined to help the p~rty, t?e chara~ters can arrange to 
meet the griffon and tts tramer outstde the River Gate 
the following morning shortly after dawn. (The griffon 
and its trainer normally reside in Peaktop Aerie atop 
Mount Waterdeep, but most civilians aren't welcome 
there.) To gain Bonesnapper's trust, a character must 
succeed on a DC 16 Wisdom (Animal Handling) check. 
The griffon won't allow any character who fails the 
check to ride it. 

Nim's errant nimblewright is in Gralhund Villa on 
Saerdoun Street, in the North Ward. It isn't, however, 
the only nimblewright to be found outside the House 
of Inspired Hands. If the characters decide to search 
the Dock Ward, the nimblewright detector starts to 
whir when it comes within range of a couple of the 
ships in port. 

DOCK WARD DISTRACTION 

Zardoz Zord, owner of the Sea Maidens Faire, has 
brought his three ships to Waterdeep. Two of these gal
leons, the Heartbreaker and the Hellraiser, are docked. 
Zord's flagship, the Eyecatcher, is anchored in Deepwa
ter Harbor. Each of the three ships (described in chapter 
7) has at least one nimblewright aboard. 

The docks are bustling and chaotic during the day, 
except in winter. At night, darkness provides sufficient 
cover for characters to approach the docked vessels 
unseen. If one or more characters are caught aboard a 
ship, the crew tries to corner them until the ship's cap
tain can have words with them. The nimblewrights, theY 
say, are "attractions and nothing more." If the charact_ers 
ask to speak to the owner of the fleet a sending spell_15 

u~ed to contact Zord who invites the' characters to dtne 
Wtt~ h!m aboard the Eyecatcher. 

Z 
DJ~mg with Zardoz Zord. Characters who accept 
ord s offer h h' 

1 are s uttled by dinghy to his flags 1P• 
;e co_med aboard by drow crew members magicallY 

tsgutsed as att . 7 f r rnore 
i f . racttve humans (see chapter 0 
n ormatton) d I b' 

(areajlO): 'an ed to the captain's dining ca 1n 



The dining cabin rs bed k d wrth 

purple curtain festoon d wrth tlk n t cl , th w od 

panelr ng scented wrth perfume. Am ntfi nt ~a t 1 tid 

out on golden platt rs prawls atop rnahog ny tabl of 

exquisite craftsmanship. Even the doilies are omething 

to behold. Standing behrnd it all wrth wine glass in hand 

is a well built, scantily clad man, hrs scarlet apparel de 

signed to accentuate his trim figure and bountiful chest 

ha ir. A fl ashy rapter hangs from hts stylish be lt. 

"Welcome aboard the Eyecatcher," he says, flashi ng his 

pearly white teeth. "Zardoz Zord, at you r service." 

This dashing figure is none other thanjarlaxle Baenre 
(see appendix B) magically disguised as Zardoz Zord. 

The characters have piquedJarlaxle's curiosity. He 
doesn't know much about them (yet) and wants to de
termine whether they pose a threat (they don't). To win 
them over, he shares the following information over din
ner and wine: 

• The Sea Maidens Faire, owned and operated by Zord, 
is a seafaring carnival based in Luskan that travels 
along the Sword Coast. It provides good, wholesome 
entertainment in the form of fantastic street parades. 

• The Heartbreaker and the Hellraiser are used to 
transport entertainers, wagons, and parade floats. The 
Eyecatcher is Zord's command ship and private yacht. 
All three ships are built for comfort and speed. 

• Zord visits the distant island of Lantan about once 
a year. During his last visit, he purchased four nim
blewrights from a Lantanese wizard. He keeps two 
aboard his flagship , and one aboard each of the other 
two vessels. 

• When they're not marching in a parade, Zord's 
nimblewrights remain aboard his ships. "They're 
perfectly harmless," he attests , whereupon a 
nimblewright holding a decanter enters the dining 
cabin and quietly refills everyone's wine glasses. 

If the characters mention the Stone of Golorr, Zord 
shrugs his shoulders in a manner that suggests he 
doesn't know what they're talking about. He also feigns 
disinterest in Waterdeep politics, saying, "Every city 
has problems, I suppose. My job as an entertainer is 
to make people forget about politics for a while." Char
acters who are suspicious of Zord can make a DC 24 
Wisdom (Insight) check. Any character who succeeds 
on the check senses that there's much more to him than 
meets the eye. 

Jarlaxle owns a hat of disguise but doesn't need it to 
hide his true form while he's aboard any of his ships. 
His disguise (and the disguises of his drow subordi
nates) can be dispelled only by destroying the ship's 
figurehead (see chapter 7). If the characters somehow 
discern his true form ,Jarlaxle gives the party a slow nod 
of his head, dryly says "Bravo!" and lets them make the 
next move. 

Whc 11 dinn 
lnr w II , nd 
I ht do I . 

[ ROW CIIARA Tl!:R 
lfthr adventuring party ill( lucl un or mor draw 
chnra ·ler , nptain Zord pay do • all ntion to wlwt 
they do and Buy, but doesn't trent th 111 lillY diffr r ntly 
from th' other purty members. 

WHAT RENAER KNOWS 
At some point during their investigation, the charac ters 
might want to speak to R naer Neveremb •r about th 
fireba ll, given his own recent brush wi th the Zhcntarim. 
Conversely, he could decide to pay them a visit at their 
tavern. If he's told that a gnome and two Zhents wer 
killed in the blast, Renaer drops a bombshell : 

"When the Lords of Waterdeep ousted my father, I 

thought his long, dark shadow was finally gone for good . 

The truth is, I want nothing to do with him. But his spies 

hound me. One of them, a gnome named Dalakhar, had 

been watching me for months. Then, about two tendays 

ago, the spy was suddenly nowhere to be seen. My father 

didn't trust many people, but he trusted that gnome. 

"I spoke to a few of Dalakhar's friends . Apparently, he 

was on a special mission to retrieve the Stone of Go/orr 

and was afraid that the Zhentarim and the Xanathar 

Guild were close to catching him. When he heard about 

my kidnapping, he wanted more information about the 

adventurers who had rescued me. I think Dalakhar was 

planning to pay you to deliver the Stone of Go/orr to my 

father in Neverwinter." 

Any attempt to follow up with Dalakhar's friends proves 
futile, since they have gone into hiding in the wake of the 
gnome's sudden demise. 

If the characters tell Renaer that Fala Lefaliir saw a 
man fleeing Trollskull Alley (see "Eyewitnesses," page 
45), Renaer reaches out to his friends in the Harpers. 
A day later, he returns with the following information: 

• The man Fala saw matches the description of Urstul 
Floxin, a suspected member of the Black Network. 

• Another North Ward resident claims he saw Urstul 
enter Gralhund Villa, in the North Ward, shortly after 
the fireball incident. The resident reported him to the 
City Watch because Urstullooked suspicious. 

• Two City Watch constables poke to Lord Gralhund. 
He assured them that no one had broken into the 
estate and that everything was fine. The constables 
had no grounds to get a search warrant, so they didn't 
pursue the matter. 
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GR LHUND VILLA 
Aft r ficl'in~ 1 rolbkull All· " ith tht Stone of ,o/orr In 
hi~ lutrhcs, the /hcnt nssnssin Urstull•lo Inn turned 
to rnlhuml ilia to confront Yalnh ,rnlhund nbout 
ending th nimble' right to nwddl In his mis ion. 

Lad ' ralhund d cide · ·he no long r likes Urstul and, 
tal ing nclvantagc of hi it~uri s, wrests the Slone of 
Go/orr from him at swordpoint and orders her guards to 
lo k him up until he decides what to do with him. 

Your hoice of main villain determines Lady Gral
hund' motivation, which is a secret held by her and 
Hrabbaz, her loyal half-ore bodyguard: 

• If anathar is the main villain, Yalah Gralhund has se
cretly cut a deal with the beholder crime lord, offering 
to return the tone of Golorr to it if the beholder helps 
her create a vacancy on the council of Masked Lords. 

• If the Ca salanters are the main villains, Yalah is a 
fawning member of their Asmodeus-worshiping cult 
and intends to deliver the Stone ofGolorr to them as a 
demonstration of her fealty and friendship. 

• If Jarlaxle is the main villain, he and Yalah are secret 
lovers. He has promised to facilitate her rise in power 
after he uses Lord Neverember's lost hoard to buy 
Luskan's way into the Lords' Alliance. 

• If Manshoon is the main villain, he promised not to 
destroy Yalah's family if she allowed her villa to be 
used as a staging area for his secret plots. Believing 
that Urstul Floxin is after the gold for himself, Yalah 
plans to cut Urstul out of the deal and deliver the 
Stone of Golorr to Manshoon herself. 

Having gravely misjudged and underestimated Lady 
Gralhund once, Urstul isn't about to do so again. Ral
lying despite his injuries, he manages to kill the two 
inattentive Gralhund guards who were watching over 
him and alert the other Zhents on the estate, who begin 
dispatching the other guards and servants. Urstul's goal 
is to capture Lord or Lady Gralhund, force the surren
der of the Stone of Golorr, and deliver it to his master 
Manshoon in Kolat Towers (described in chapter 8). 

Urstul's plans- unbeknownst to him- are dashed 
when Lady Gralhund orders her nimblewright to take 
the Stone of Golorr elsewhere. Amid the chaos, the nim
blewright flees the estate. 

SHOULD THEY OR SHOULDN'T THEY? 

The characters must proceed carefully, since they have 
no evidence that directly implicates the Gralhunds in 
the attack in Trollskull Alley. Their two basic choices 
are to share what they know with the City Watch or to 
visit Gralhund Villa themselves. 

LET THE WATCH HANDLE IT 

The characters can go to any City Watch station in the 
North Ward and report what they have learned to the 
constables there. Shortly thereafter, the characters 
receive a visit from Barnibus Blastwind and Saeth 
Cromley (see appendix B), who have no reason to sus
pect the characters are lying. Their own investigation 
corroborates much of what the characters said. Barni
bus concludes the meeting by saying, rather brusquely, 

CHAPTER 3 I FIREBALL 

"'I hnnlt you fol tht information." Cror~ lcy ad.ds, 'Rest 
nssun~d , wt 'lllwv<· this cnsc resolved m no ttmr" 

A mngi c; trnlr provtdc& th<' City Watch with a warrant 
to search Grnlhund Villa. Sometime afterward, Crornley 
visits tht characters by himself and, as a courtesy, tells 

th m what happ ·ned: 

• Officers arrived to find Lord Gralhund unconscious, 
Lady Gralhund in shock, and their half-ore bodyguard 

bloodied but unbowed. 
• Apparently, the Gralhunds had been held hostage for 

more than a tenday by agents of the Black Network. 
Most of the Zhents were killed during a bloody revolt 
led by Lord Gralhund himself . 

• The Zhent leader, Urstul Floxin, was among those 
who got away. He's still at large. The Watch plans to 
step up its search for him. 

• Of the nimblewright, there was no sign. According 
to the Gralhunds, the construct was delivered to 
Gralhund Villa weeks earlier. The family took it in, 
not realizing it was a Zhentarim spy. Lady Gralhund 
reported that it stole her necklace of fireballs. 

Cromley's summary of events is based on information 
given to the City Watch by the Gralhunds and is riddled 
with falsehoods. The hostage situation, Lord Gralhund's 
heroism, and the theft of Lady Gralhund's necklace of 
fireballs never happened. The nimblewright's affiliation 
with the Zhentarim is also a lie. The Gralhunds' account 
further doesn't explain why the nimblewright would use 
the necklace of fireballs to inflict harm on the Zhents if 
it was working with them. If characters raise that ques
tion, Cromley thinks for a moment and then ventures 
the guess that the nimblewright underestimated the 
necklace's explosive power. 

INVESTIGATE THE VILLA 

The characters can insert themselves into Gralhund 
Villa and accost its residents with impunity if they're 
careful to pin the violence on the Zhents or if they're 
able to enter and leave unseen before the City Watch 
shows up to arrest everyone. 

Sneaking in or out of the villa without being seen or 
heard by neighbors and passersby requires each char
acter to succeed on a DC 15 Dexterity (Stealth) check. 
A character who has proficiency in the Stealth skill can 
take disadvantage on the check to grant advantage on 
another party member's check (essentially compensat
ing for a less stealthy companion). 

If the characters side with the Gralhunds in the con
flict, Lady Gralhund is inclined to overlook their tres
pass. Her demeanor sours, however, if they start asking 
too many questions. She vigorously denies accusations 
that her family is involved with the Black Network and 
claims the Zhents were holding her family hostage (a 
false claim also parroted by her husband, her body
guard, her children, and her staff). If the characters as
sault any member of the household or brandish weapons 
in an attempt to intimidate, the Gralhunds inform the 
City Watch of the party's crimes. 

During the characters' invasion of Gralhund Villa, the 
nimblewright flees the estate with the Stone ofGolorr 
(see chapter 4 for more information on its destination). If 
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ENCOU TERS IN THE VILLA 

The following n ount r Jo ation , k y d to map 3.1, 
d crib th • Gralhund tat as it s tand wh n th har
actcrs fir t arriv . Th Zh nts have tak n over th down-
lair I v I of th mansion; th Gra lhunds a re fighling to 

hold th upstairs. 

Gl. LOCKED GATES 
Through as t of ornat iron gates, the characte rs ca n 
se a yard with severallarg trees, as well as two foot
paths that lead to a two-story brick mansion a nd east
ward toward a d tached coach house. 

An arcane lock sp II is cast on the gates. Forcing the m 
open requires a s uccessful D 25 S trength (Athletics) 
check, whil picking th lock r quires a successful 
DC 20 Dexterity ch ck using thieves' tools. The spell 
doesn 't bar members of th Gra lhund family, th ir s taff, 
their guards, or Lady Gralhund's nimblewright from 
opening the gates. 

G2. YARD 

Th estat is well tend d. Jn spring and summer, larg 
trees provide shad . Th trees begin shedding leaves in 
the fall. By wint r, their branch s ar s lripp d bare. 

Balcony. Through th trees, th characters can see 
a large balcony (ar a G17) enclos •d by an iron railing 
above th mansion's main ntranc . Th balcony is 
20 feet above ground I vel, and scalin g th e mansion's 
brick walls tor ·ach it without th ·aid of climbing g ar 
or magic r ·quires a succc<>Sful D 15 S tr ngth (Athl t
ics) ch ·ck. 

Evil Groundskeeper. T he yard h look daft r by a 
mc;nacing groundskc ·per 11am ·d f lurv Taldr d (L. 
male Jlluskan cult fanati ) and his two qui t mastiffs. 
The Gralhunds paid a ncc:romanc:N to perform a ritunl 
on Hurv and his mastiffs. Aft ·r sundown , the phys i ·nl 
forms of thcs • figures melt away, a nd they become three 
shadows until dawn. Charact •rs who succ ·C'cl on a 0 
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G8. c R TH L 

Charactet swho ntttthi hdllmth luttt 111 1101111 
the followin g: 

• The floor is stn·\ ·n 'Jih hodit . I 1 thu holdtn, 
blood) mac s sta1Hl O\ll' 1 ht 111, 

• Th soundofl\ htin canlH h ;udtomin,ltomllH' 
top of a wid stain ast in the lim Ill\ • st cmnt 1 (~:i\'l' 
area G13). 

• T' o ir n chand h rs hang from the dt~rk mahogany 
iling abo e a long dining table carved from red 

lar h' ood. Chair urround the table, with a particu
lar\ tall and laborate chair at each end. 

• Lining the wood-paneled walls are tapestries and 
locked wooden cabinets that contain fme dishes, sil
verware, and candlesticks. 

• A fireplace with a black marble mantelpiece has a 
framed family portrait mounted above it. (The portrait 
depicts Lord and Lady Gralhund, their three young 
children, and a family dog that died three years ago.) 

Corpses. Lying about the room are the bodies of eight 
guards wearing bloody and tattered House Gralhund 
livery over their chain shirts, as well as two dead Zhents 
in black leather armor. All are humans. 

Thugs. The two figures with maces are Zhents clad in 
black leather armor. Their orders are to hold the room. 
They attack strangers, including members of the City 
Watch, on sight. They carry no treasure. 

G9. PARLOR 

Urstul Floxin was confined here when he returned to 
the villa, but shortly thereafter he killed his guards and 
escaped. The room is furnished for comfort and con
tains dainty chairs, a chaise longue, a wine cabinet, and 
framed paintings of various long-dead members of the 
Gralhund family. 

Corpses. The bodies of the two guards lie atop blood
soaked rugs. The guards wear chain shirts and the liv
ery of House Gralhund. 

GlO. DEN AND TRoPHY RooM 
Lord Gralhund's den has the heads of various beasts 
mounted on the walls and gleaming suits of armor 
standing at attention in the corners. Bearskin rugs and 
overstuffed chairs fill the room. 

Lord Gralhund recently took up falconry as a hobby. 
In the middle of the room, resting on a table, is a cage 
containing a hooded falcon (use hawk statistics). 

Gll. 0ROND's STUDY 
The door to this room is locked. The lock can be picked 
by a character who makes a successful DC 15 Dexterity 
check using thieves' tools. The room has these features: 

• A 10-foot-square canvas wr stling mat is sprawl don 
the floor in the middle of the room. 

• Velvet armchairs, small statu s of naked m non p d
estals, and tall mahogany booksh lves ar arrang d 
neatly around the room. 

· A mahogany desk in one corner doesn't look lik il 
sees much use. 
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• In one come1 standH nn iron lt ~clcrn with a dosed, 
locked, leather bound tome rc1->ting on it. 

• Two padded cham; face a large fireplace. One has a 
wolf skin draped over it. 

Books. Many of the books were handed down to Lady 
Gralhund by her parents, and they are well kept. They 
include historicallexts, play scripts, novels, and poetry 
collections. 

Locked Tome. Although it looks like it might be a 
spell book, the tome on the lectern is a chronicle of the 
Gralhund family's accomplishments, embellished or 
recast to paint the fami ly in the most favorable light. A 
detect magic spell reveals an aura of abjuration magic 
emanating from the tome. 

The tome is meant to be unlocked using a key that 
Lady Gralhund wears on a chain around her neck. The 
lock can be picked by a character who succeeds on a 
DC 15 Dexterity check using thieves' tools , or it can be 
opened with a knock spell or similar magic. Opening 
the book by any means other than using the proper key 
causes three specters to appear within 10 feet of the 
book and attack its opener. The magic that binds the 
specters has weakened over time; they can exist on the 
Material Plane for only 1 minute, after which time they 
are banished to the Ethereal Plane (unless destroyed 
first). The specters manifest as ghostly tiefiings with 
elongated fingers. 

The Gralhund family crest appears on the book's title 
page. The rest of the book is written in Common and de
scribes births, deaths , and other family events between 
1239 DR, the Year of the Bloodied Sword, and 1422 
DR, the Year of Advancing Shadows. Of particular note 
is the little-known fact that the Gralhunds forged pacts 
with devils in years past, giving rise to a strain of tief
lings. All such members of the house were sent to live 
on a Gralhund estate in Yartar, a city far to the north (or 
so the book claims in its epilogue), and ther are pa -
ing references to some Waterdavian family member 
having been born with tails. 

Gl3. UPSTAIRS FOYER 
A lot is happening in this gant foy r: 

v ral Zh nt and hou 
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UR STUL F LOX.IN 

Fight in Progress. Four veterans of House Gralhund 
(each with 30 hit points remaining) are fighting off an 
attacking force of Zhents consisting of three thugs (each 
with 20 hit points remaining). The Zhents are trying to 
get to area G16, but the guards are blocking them. 

If the characters do nothing to affect the outcome of 
this fight , assume that it ends with three House Gral
hund veterans still alive and all the Zhents dead. 

G14. BALLROOM 

The door to th is room is locked. A character using 
thieves' tools can pick the lock with a successful DC 15 
Dexterity check. The ballroom is unoccupied and con
tains the following features: 

Gilded mirrors, tasseled tapestries, and stained-glass 
lamps festoon the walls. Mounted above a fireplace is 
a stag's head made of blown glass. 

• The veined marble floor is polished to a mirror
like sheen. 

• Tacky crystal chandeliers dangle from the ceiling, 
which has a mural depicting an orgy painted on it. 

Gl5. GUEST SUITE 
Until recently, this suite was set aside for the use of 
Urstul Floxin. Lord Gralhund has barricaded himself 
in area G15b, using heavy furniture to block the door. 
Forcing it open requires a successful DC 18 Strength 
(Athletics) check. 

The characters encounter Urstul Floxin (see ap
pendix B) in area G15a. Urstul is wounded with 50 hit 
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points remaining and has no poison coating his weap
ons, reducing his challenge rating to 3 (700 XP). He's 
trying to kick open the door to area G15b in a desperate 
attempt to capture Lord Gralhund and trade him for 
the Stone of Golorr. If he is accosted before reaching 
Lord Gralhund, Urstul tries to fle e the villa and uses any 
other surviving Zhents to cover his escape. He knows 
the same information that Lord Gralhund does (see 
"Orand Gralhund" below) but won't divulge it or the 
name of his master, Manshoon, unless he's magically 
compelled to do so. 

Area G15a is a bathroom. A curtain to the east has 
been drawn back, revealing a claw-footed bathtub. 

Area G15b is a wood-paneled bedchamber with a bird
cage on a table and a permanent teleportation circle in
scribed on the floor. The birdcage contains three flying 
snakes that Urstul uses to deliver messages to his spies 
throughout the city. The circle is used by Manshoon to 
meet secretly with Urstul Floxin and to teleport Zhents 
to and from Kolat Towers (see chapter 8). See the tele
portation circle spell description in the Player's Hand
book for more information on how the circle functions. 

Orond Gra/hund. Having blocked the bedroom door 
with a wardrobe, a desk, and an overstuffed chair, 
Orand Gralhund (see appendix B) cowers behind a bed 
in the southwest corner of area G15b. Although he's 
armed with a rapier, Orand throws himself at the mercy 
of the first person to bust through his barricade. 

Characters who have Lord Gralhund at their mercy 
can pry the following information from him with a 
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to kidnap Rcnaer C'Ycrembcr and the plot to steal 
the Stone of Go/orr from his father's gnom .. espy, 
Dalakhar. 

• "My wife was frustrated with the Zhents and their 
inability to secure the artifact. She gave a necklace of 
firebaJls to her mechanical servant and sent it out to 
help ret:ieve the stone. It was careless and caught the 
Zhents m the fireball by mistake." 

Gl6 . MASTER BEDROOM 

The doors to this room have been thrown open. The 
room contains the following occupants and features: 

• Yalah Gralhund, wearing a breastplate and armed 
with a rapier, stands next to her well-dressed half
ore bodyguard, Hrabbaz (see appendix B for their 
statistics). 

• A locked wooden trunk rests at the foot of a large, can
opied bed in the southwest corner. 

. A claw-footed bathtub sits in the northwest alcove 
near a freestanding mirror and a privacy screen. 

• Hanging above a fireplace in the southeast corner is a 
shield that bears the Gralhund coat of arms. Logs are 
stacked neatly next to the hearth. 

• A tall mahogany wardrobe stuffed with expensive 
gowns and dress clothes stands next to a pair of open 
glass doors leading out to a balcony. 

Yalah Gralhund. Lady Gralhund gave the Stone of 
Go! orr and a map of where to take it to her nimblewright 
servant, who has left the villa by the time the characters 
reach this chamber. Its escape is crucial, since it sets 
into motion the events in chapter 4. 

Lady Gralhund and Hrabbaz are the only people who 
know where the nimblewright has gone, but they feign 
ignorance when questioned about it. 

Yalah carries a ring of keys that open all locked doors 
in the mansion, as well as the locked wooden trunk at 
the foot of the bed. If her situation turns dire and Hrab
baz is unable to protect her, Yalah unlocks the door to 
area G18, rushes inside, and locks the door behind her 
with her next action. She makes her final stand there, 
with her children cowering behind her. 

Wooden Trunk. The lock on the trunk can be picked 
with thieves' tools and a successful DC 15 Dexterity 
check. The trunk appears to contain folded clothes 
and shoes. A secret compartment in the bottom can be 
detected by someone who examines the outside of the 
trunk and makes a successful DC 15 Wisdom (Percep
tion) check. The compartment holds two holy symbols 
of Asmodeus and two robes , each red and gold in color. 
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to the master bedroom (urea Gl6). 

Gl8 CHrLDPEN's RooM 
The door to thrs room is locked. The lock can be 
picked with a successful DC 15 Dexterity check using 
thieves' tools. 

Three beds line the south wall, and an empty cradle 
rests against the east wall. Other furnishings include 
squat wardrobes, play rugs, and children's desks. 

Children. Confined here for their safety are the Gral
hunds' two youngest children, a 13-year-old boy named 
Zartan and a 10-year-old boy named Greth. Both are 
noncombatants. Their 18-year-old sister, Tomassin, is 
visiting a tiefling cousin in Yartar. 

Gl9. SERVANTS' WING 

Three rooms in the southeast area of the upper floor are 
where the servants sleep at night. The head butler and 
head maid have rooms to themselves, but those places 
are currently unoccupied. The largest of the three cham
bers is a common room containing six bunk beds for 
the junior staff. A total of nine maids, cooks, and valets 
(commoners) are holed up here, waiting for someone 
to rescue them. They are armed with improvised weap
ons (rolling pins, mops, brooms, and the like) that are 
treated as clubs. 

AFTERMATH 
After fleeing Gralhund Villa with the Stone ofGolorr, 
Lady Gralhund's nimblewright hides the artifact in 
a secret location in Waterdeep, setting the stage for 
chapter 4. 

Even if the bloody conflict at Gralhund Villa goes 
unnoticed outside the walls of the estate, the carnage 
can't be hidden from the City Watch for long. There are 
too many murdered servants and guards for anyone 
to conceal what has transpired. The arrival of the City 
Watch foreshadows the return of Barnibus Blastwind 
and Saeth Cromley (see appendix B), who arrive in due 
course with twenty constables (veterans) and two Grif
fon Cavalry riders (see appendix B) astride griffons. 
The griffons and their riders remain airborne, providing 
aerial support and reconnaissance. 

Barnibus thoroughly investigates the Gralhund Villa 
crime scene and questions neighbors and bystanders. 
Characters who are seen leaving the scene become sus
pects. If the characters killed any members of the Gral
hund family and left witnesses or evidence of the act, 
Barnibus instructs Sergeant Cromley to arrest them for 
the crime of murdering a noble, which carries a death 
sentence if they're fo und guilty. 
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LOOSE ENDS 
You can use the following optional event to address 
what happens to the Zhentarim in the aftermath. 

BAD TIME TO BE A ZHENT 

Within da s after the events that local broadsheets 
dub the "Gralhund Villa Bloodbath," the City Watch 
cracks down on the Black Network. Even members of 
the Zhentarim who have no known criminal ties are 
rounded up and interrogated, including Davil Starsong 
(see appendix B). Characters who are members of the 
faction are safe for the time being, as long as they keep 
a low profile. Otherwise, they too are rounded up and 
questioned over a period of several days, until the Lords 
of Waterdeep ascertain their level of involvement in the 
violence at Gralhund Villa. The broadsheets jump on the 
bandwagon by portraying the Black Network in the most 
unflattering light, thus dealing a crippling blow to the 
faction's already questionable reputation. 

ENCOUNTER WITH lSTRID HORN 

This encounter occurs only if the characters were di
rectly involved in the events that transpired at Gralhund 
Villa. After Davil Starsong is taken in for questioning, 
Istrid Horn (see appendix B) sends a message to the 
characters by way of a flying snake. The message, writ
ten in Common, reads as follows: 

I would like to know more about what happened at Gral

hund Villa . If you can spare the time, meet me at Ahghai

ron 's Statue in the City of the Dead at highsun tomorrow. 

You ' ll be paid generously for your time and trouble. 

-lstrid Horn 

If the characte rs attend the meeting, use the following 
boxed text to help s e t the s cene, embellishing it to reflect 
the season: 

Ahghairon 's Statue is a well-known landmark in the city's 

parkland cemetery: a tall, marble sculpture of a bearded, 

robed wizard standing atop concentric steps and facing 

west toward the skyline ofWaterdeep, his hands out

stretched and a broad smile on his face . At the foot of the 

statue stands a female dwarf clad in plate armor. 

If the weather is fair, characters can see pedestrians, 
picnickers, and frolicking children throughout the cern-
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etery grounds. It's clear that Istnd chose a safe, Public 
place for the meeting. Characters who succeed on aD 
15 W isdom (Insight) check can tell that she came a! C 

Istrid fears being a r rested b}' the City Watch. Alth~ne. 
d . h tt . Ugh she was n't involve rn t e rna ers concermng Gralhun 

Villa, she is worried that the Watch will uncover her d 
illegal curre ncy-lending operation in the course of it 
investigations. She offers the characters 10 pp jus t for 
meeting with her a nd promis es another 40 pp if the 
characters agree to help her lie low for a tenday-half to 
be paid once a deal is struck and ha lf at the end of her 
stay. If they decline her offer and the party includes one 
or more Zhentarim members, she threatens th at if she's 
arrested and charged with a crime, she will reveal their 
affiliation and bring them down with her. 

Hiding Istrid. If the characters decide to le t Istrid 
hide out at their tavern, she uses a disguise kit to make 
herself up to be a male dwarf named Jorn. If asked to 
do so, she's willing to perform chores around the place 
once she settles in. Ultimately, no one comes looking for 
her, but the longer she stays hidden, the more testy and 
demanding she becomes. 

If the characters tolerate her bad behavior, Istrid 
leaves at the end of the tenday as promised and pays 
characters the remainder of what she owes. Characters 
who are members of the Zhentarim gain an added bene
fit for harboring Istrid in her time of need: their renown 
in the faction increases by 2. 

If, on the other hand, the characters throw her out or 
rat her out to the City Watch, Istrid becomes their mor
tal enemy and tries to undermine them at every turn. 

Harming Istrid. As a precaution against being dou
ble-crossed, Istrid shared her plan concerning the 
characters with at least one other member of the Doom 
Raiders (s ee appendix B). If the characters betray or 
harm Istrid , her former adventuring companions use 
every resource at their disposal to ruin the characters. 
The laws of Waterdeep discourage them from attacking 
the characters openly, but they can damage the party's 
business by scaring off their clientele, and cha racters 
might find themselves the targets of worse if they dare 
to leave the confines of the city. 

LEVEL ADVANCEMENT 
If you're leveling up characters using story milestones 
instead of tracking experience points, the characters ad
vance from 3rd to 4th level if they conducted their own 
investigation into the fireball incident and affected the 
outcome of events in Gralhund Villa. Otherwise, they 
are still 3rd level at the start of chapter 4. 



CHAPTER 4: DRAGON SEASON 

OLD MAKES PEOPLE DO STRANGE THINGS, AND 

Lord Neverember's hidden cache of dragons 
is up for grabs. The Stone of Golorr knows 
where the treasure vault is located and how to 
get inside, and much of this chapter focuses on 
the characters' hunt for the artifact. The chal
lenges before them depend on the villain (or 

villains) that you selected to oppose them. Whatever the 
season, a villain's goals are simple: obtain the stone, find 
the Vault of Dragons, and claim the treasure within. 

SETTING THE STAGE 
In chapter 3, Lady Gralhund's nimblewright took the 
Stone of Golorr and fled with it. The nimblewright de
livers the artifact to a location and leaves it there for the 
main villain or villains to retrieve: 

• If Xanathar is the villain, the stone is delivered to a 
mage named Grinda Garloth. She owns an apparatus 
of Kwalish and lives in Mistshore, a seedy neighbor
hood built on a dock in the Dock Ward. 
If the Cassalanters are the villains, the stone is left in 
their family crypt in Waterdeep's cemetery, the City of 
the Dead. A halfling necromancer gets to it before the 
Cassalanters or the characters do. 
IfJarlaxle is the villain, the stone is delivered to 
Fenerus Stormcastle, a lamplighter in the Trades 
Ward. Fenerus has a criminal history and is currently 

in trouble with the law. 

• If Manshoon is the villain, the stone is brought to 
Thrakkus, a dragonborn butcher in the Field Ward 
who chops up bodies for the Zhentarim. 

FINDING THE NIMBLEWRIGHT 

If the characters can't pick up the trail after the nimble
wright escapes with the Stone of Golorr, they might turn 
to the City Watch, the City Guard, or a friendly faction 
for help, which comes forth in ld4 days. If it occurs to 
none of the characters, an NPC suggests that the party 
visit the House of Inspired Hands to see whether the 
priests of Gond know a way to find it (see "Nim's Se
cret," page 46). Thereafter, armed with Nim's nimble
wright detector, the characters can sweep the city. But 
by the time they find the nimblewright, it has already 
delivered the Stone of Golorr to its intended destination. 

CAUGHT AT LAST! 
When it is fina lly found, the nimblewright (see appen
dix B) is wearing a stolen cloak and hiding under a 
pile of uncollected garbage in an alley. Exactly where 
and when the characters stumble upon it is up to you. 
With nowhere to go and no other purpose, it fights until 
destroyed. Regardless of where and when this event 
takes place, six members of the City Watch (veterans) 
arrive as the fight ends. Drawn by the commotion, the 
Watch couldn't care less about the nimblewright and 
believes any plausible story the characters tell them. (As 
a construct, it had no rights to speak of.) The officers 
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ter hains" below). The main villain d termines which 
ward the map depicts and what nam is written on it: 

• If anathar is the villain, "Grinda Garlo th" is written 
by the on a map of the Dock Ward. (The X marks the 
dock neighborhood of Mistshore, where Grinda lives.) 

• If the Cassalanters are the villains, the name "Cas-
sa Ianter" is written by the X on a map of the City of the 
Dead. (The X marks the location of the Cassalanter 
mausoleum.) 

· If] arlaxle is the villain, "Fenerus Stormcastle" is writ
ten by the X on a map of the Trades Ward. (Residents 
of the Trades Ward know Fenerus. He's a lamplighter 
with an alley dwelling. The X marks the alley.) 

OBTAINING THE STONE OF GOLORR 

The Stone of Go/orr possesses an intelligent, alien intellect 
and has enough prescie nce to realize that the characters 
are destined to find it. The stone doesn't want to be found 
too easily, though . 

If the characters obtain the stone earlier than expected, it 
proves uncooperative and tries to separate itself from the 
party as quickly as possible, refusing to share any knowl
edge with characters in the meantime. The stone tries to 
take control of anyone who attunes to it, triggering a con
flict (see "Sentient Magic Items" in chapter 7 of the Dun
geon Master's Guide). If the stone fails to take control , it 
can 't try again against that character until the next dawn . If 
the stone succeeds in taking control of its owner, it orders 
that character to deliver it to whichever location sets into 
motion the sequence of encounters discussed in this chap
ter (see "Encounter Chains") . Once the stone divests itself 
of its current owner, it tries to erase all knowledge of itself 
from that character's mind (see the item 's description in 
appendix A) . Any player whose character is forced to for
get about the stone carries the burden of roleplaying that 
memory loss. You can award inspiration to that character 
as a way to acknowledge the player 's good roleplaying. 

As chapter 4 unfolds , you decide when it's time for the 
characters to have a chance of securing the Stone of Go/orr. 
Try to keep it out of their hands for as long as possible to 
maximize the suspense. 

Once the characters have earned the Stone of Go/orr, it 
no longer tries to take control of them . A character can 
attune to it and learn the following information: 

• The location of the Vault of Dragons (see "Vault of Drag
ons ," page 94) 

• The three keys required to unlock the vault's doors (see 
"Vault Keys," page 90) 

• The name of the vault's gold dragon guardian , and the 
powers of the staff in its possession (see the description 
of the dragonstaff of Ahghairon in appendix A) 
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ENCOUNTER CHAINS 
Eight ncountcrs comprise the ch aracters' hunt for the 

tone of Go/orr and the Vault o f D ragons They form a 
chain, and lhclr order is d e te rmine d by yo~r choice of 
villain and season. The diagram on the facm g page illus. 
trales lhe order of encounters in e ach chain. If Xanathar 
is lhe vi ll ain, for example, the chain be gins w ith encoun
ler 2, "Mistshore," and ends with encounte r 6 , "Theater." 

Don't feel bound by an encounter chain. Let the char
acters' decisions and actions drive the story. You can 
change the order in which encounters happen, remove 
encounters you don't need, or create new encounters. 
You can also modify encounters to suit your tastes. 

If the characters stray, they might find themselves at a 
loss for what to do next. You have a couple of easy ways 
to guide them back on track: 

• A friendly faction that has information about the 
whereabouts of the Stone of Golorr whereabouts can 
bring that knowledge to the characters. 

• A treacherous underling of the villain reveals the loca
tion of the Stone of Golorr for a price. 

SPRING ENCOUNTER CHAIN 

Ah, springtime-when beholder eyestalks are in bloom. 
The Stone of Golorr was originally snatched from Xana
thar, and the eye tyrant wants it back. It sends monsters 
and minions to do its dirty work. 

SUMMARY 

The stone is delivered to Grinda Garloth, a mage who 
has worked for Xanathar in the past. When she refuses 
to give up the stone, members of the Xanathar Guild 
try to take it by force (encounter 2 , "Mistshore"). After 
the characters defeat these attackers, they learn that 
Grinda told he r rat familiar to hide the stone in her fam
ily's crypt in the City of the Dead. From this point on, 
the characters are followed by a gazer (see appendix B), 
through whose eyes Xanathar can see. If this gazer is 
killed, Xanathar doesn't send another one to replace it. 

Losser Mirklav, a halfling necromancer, raids the Gar
loth mausoleum and takes the stone shortly before the 
characters arrive (encounter 4, "Mausoleum"). As they 
em erge from the mausoleum, m embers of the Xanathar 
Guild attack them, believing they have the stone. A clue 
left behind in the mausoleum leads the characters to 
an old windmill in the Southern Ward and a pair of 
grave robbers (encounter 10, "Converte d Windmill"). 
Fearing arrest, the grave robbers point them to a cellar 
complex under the Trades Ward (encounter 9, "Cellar 
Complex"). When the characters arrive, they find Lasser 
surrounded by foes and kenku working for the Xana
thar Guild making off with the stone. A chase through 
the streets on or before Trolltide (encounter 3, "Street 
~hase") ends when the kenku, fearing capture, duck 
mto an old tower (encounter 7, "Old Tower"). If they are 
caught and confronted, the kenku hand over the stone. 



ENCOUNTER CHAINS BY SEASON 
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WEATHER EFFECTS 
n ount r chain i ompl t , th following 

' ath r ff ts are in pla . 
Heavy Rain. Heav rain falls from noon until mid

night. reatur in the rain have disadvantage on Wis
dom (Perception) checks that rely on hearing or sight. 
The rain also extinguishes open flames. Visibility is 
reduc d to 60 feet. 

Thick Fog. From midnight until noon, the city is en
gulfed in thick fog. Creatures in the fog have disadvan
tage on Wisdom (Perception) checks that rely on sight. 

isibility is reduced to 30 feet. 

SUMMER ENCOUNTER CHAIN 

As Waterdavians contend with sweltering heat, the Cas
salanters send disciples of their Asmodeus-worshiping 
cult to seize the Stone of Golorr while deftly avoiding 
entanglements with local authorities. 

SUMMARY 

The characters arrive at the Cassalanter mausoleum to 
find several dead cultists inside (encounter 4, "Mauso
leum"). A left-for-dead survivor reveals that these cult
ists were betrayed by two of their own. The characters 
head to an old windmill in the Southern Ward where the 
cult fanatics practice their diabolical faith (encounter 10, 
"Converted Windmill"). Spined devils swoop in, snatch 
the stone, and flee, setting up a rooftop chase (encounter 
5, "Rooftop Chase"). 

The spined devils deliver the stone to a hire-coach 
parked in an alley (encounter 1, "Alley"). Inside the 
coach is Victoro Cassalanter's valet, Willifort Crowelle, 
a doppelganger in tiefiing form. As the hire-coach flees, 
a street chase ensues (encounter 3, "Street Chase"). 
When a crowd cuts off his escape route, Willifort leaps 
out of the hire-coach and tries to lose himself in the 
crowd. In the confusion, street urchins snatch the stone. 
The characters catch up to the children in their cellar 
hideout (encounter 9, "Cellar Complex"). 

With the Stone ofGolorr in their possession, the 
characters emerge from the cellar complex only to find 
themselves surrounded by members of the City Watch. 
They are arrested for one or more crimes and taken to 
a courthouse in the Dock Ward to face sentencing by a 

IF A VILLAIN GETS THE STONE 

If a main villain acquires the Stone of Go/orr, it takes that 
villain 2d6 days to find the Vault of Dragons and its keys . 
During this time, the characters have a chance to stea l the 
stone from the villain's lair. If the characters don't steal the 
stone in time, the villain sends forces into the vault to de
feat Aurinax and recover the gold, which takes another 2d6 
days . Once the gold is recovered, the villain moves forward 
with a master plan as detailed in the introduction. If the 
characters are still alive, they could oppose the villain by 
stealing the gold from the villain's lair. 
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magister (encounter 8, "Courthouse"). Meanwhile, the 
doppelganger tries to get the stone back. 

Any character who becomes attuned to the Stone 
ofGolorr learns that the Vault of Dragons is hidden 
und ran old tow r in the Sea Ward (encounter 7, "O!ct 
Tow r"). Wh 11 th y arrive at the tower, they encounter 
its n w own r, who is discussing renovations with vari
ous local guild members. 

WEATHER EFFECTS 
Until the encounter chain is complete, the following 
weather effect is in play. 

Heat Wave. During the day, a character without 
access to drinkable water must succeed on a DC 10 
Constitution saving throw at the end of each encounter 
in the chain or gain one level of exhaustion. The saving 
throw is made with disadvantage if the character is 
wearing medium or heavy armor. Characters who have 
resistance or immunity to fire automatically succeed on 
the saving throw. 

AUTUMN ENCOUNTER CHAIN 

Deception and misdirection are Jarlaxle's forte, and he 
likes to trick his rivals into working for him. He steers 
the characters toward the Stone of Golorr and lets them 
think they're always one step ahead. Drow player char
acters who are members of Bregan D'aerthe might find 
their loyalty to the party put to the test. 

SUMMARY 
The characters visit the residence of Fenerus Storm
castle, a lamplighter and retired brigand who funnels 
information to Bregan D'aerthe. They arrive to find the 
place ransacked (encounter 1, "Alley"). The duergar 
who looted the residence work for the Xanathar Guild, 
and Bregan D'aerthe spies have tracked them to a 
cellar complex in the Southern Ward. In the guise of 
Laeral Silverhand, Jarlaxle steers the characters in that 
direction (encounter 9, "Cellar Complex"). A search of 
the cellar complex yields a fake stone, but not the real 
Stone of Golorr. With no other leads, the characters can 
follow up with "Laeral" at a theater in the Dock Ward 
(encounter 6, "Theater").Jarlaxle makes the characters 
an offer they can't refuse, setting his agents on them if 
they dare to do so. 

Once he realizes the Xanathar Guild doesn't have 
the stone, Jarlaxle asks the characters to interrogate 
Fenerus to find out where he hid it.] arlaxle has learned 
that Fenerus is awaiting trial at a courthouse in the Cas
tle Ward (encounter 8, "Courthouse"). Fenerus wants 
immunity for all of his past crimes. The characters are 
in no position to grant his wish, but they might threaten 
him, persuade him, or use magic to charm him. If he is 
compelled to reveal the stone's location, Fenerus points 
the characters to an old tower in the Dock Ward (en
counter 7, "Old Tower"). 

Jarlaxle's lieutenants reach the stone first and flee 
across the rooftops in the Dock Ward to escape the 
characters (encounter 5, "Rooftop Chase"). They go to 
ground in Mistshore (encounter 2, "Mistshore"). Once 
the characters wrest the stone away from these drow, 
they can use it to guide them to the home of a famous 



painter in the Sea Ward (encounter 10 "C 
.11 .. ) b h h' • onvcrted 

Windmt , eneat w tch is a tunnel tl tl d 
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Vault of Dragons. 

WEATHER EFFECTS 

Until the enco~n~er chain is complete, the follmvin 
weather effect ts m play. g 

Autumn. Wind. Wind whistling through the streets 
impos~s dtsadvantage_ on ranged weapon attack rolls 
and W~sdom (Per~eptt?n) checks that rely on hearing. 
The wmd also extmgutshes open fires smaller than a 
torch flame. 

WINTER ENCOUNTER CHAIN -ow is the winter of Waterdeep's discontent. The 
Zhents who serve Manshoon believe their master to be 
all-powerful, which has made them reckless. Against a 
frigid backdrop, they're willing to thumb their noses at 
local authorities and risk death in pursuit of the Stone 
ofGolorr. 

SUMMARY 

The stone is delivered to Thrakkus, a dragonborn 
butcher in the Field Ward (encounter 10, "Converted 
Windmill"). Thrakkus hides the stone in one of his meat 
deliveries. The characters follow the delivery cart to an 
alley in the Trades Ward where Zhents meet in secret 
(encounter 1, "Alley"). Before the characters can lay 
hands on the stone, a Zhent named Yevette Blackwater 
grabs it and flees, initiating a chase across icy rooftops 
(encounter 5 , "Rooftop Chase"). She hands off the stone 
to Agorn Fuoco, a bard who is attending a play in a 
nearby theater (encounter 6, "Theater"), before leading 
her pursuers on a m erry chase through the snow-cov
ered streets (encounter 3 , "Street Chase"). The charac
ters learn that the stone has been taken by hire-coach to 
Mistshore. The characters can catch up to Agorn there 
(encounter 2 , "Mistshore"). 

If he is captured and questioned, Agorn reveals that 
he made one stop on his way to Mistshore. He dropped 
off a lady friend, a priest of Bane allied with the Zhen
tarim, and left the stone with her and her acolytes for 
safekeeping. The characters can find them in an old 
tower in the Castle Ward (encounter 7, "Old Tower"). Be
fore they leave that place, the characters are confronted 
by Manshoon's simulacrum, which arrives by way of 
teleportation circle to collect the stone. Once the simu
lacrum is defeated, the characters can use the stone to 
learn that the entrance to the Vault of Dragons is hidden 
below a mausoleum in the City of the Dead (encounter 4, 
"M ausoleum"). 

WEATHER EFFECTS 
Until the encounter chain is complete, the following 
weather effects are in play. 

Blizzard. Shrieking wind and falling snow impose 
disadvantage on Wisdom (Perception) checks that rely 
on hearing or sight. The wind also exting~ishes open 
fires smaller than a torch flame. Visibility ts reduc~d _to 
60 feet. Snow on the ground creates difficult terram m 
areas that are not heavily trod. 

Extreme Cold. A c harac.tt~r expos d to the cold must 
succ ed on a DC 10 Constitution saving throw at the 

nd of each crH ounll'r in tlw clutin or gain one level of 
c hmrslion. Clwracters who havt, resistance or immu
nity to cold nutonwtic Hlly succeed on the saving throw, 
as do thos< wearing cold weather gear (thick coats, 
gloves, hats, and the like). 

ENCOUNTER 1: ALLEY 
Use map 4.1 for this encounter. The buildings that bor
der the alley are 30 feet (three stories) high unless you 
decide otherwise. Since this encounter occurs outdoors, 
be mindful of any weather effects in play. 

AREAS OF THE ALLEY 

The following locations are keyed to map 4.1. 

Ll. ALLEY RESIDENCE 

This old, one-story, windowless stone house with a slate 
roof is tucked in the middle of the alley, surrounded by 
taller buildings. Its doors are made of sturdy wood, and 
the outer door can be barred shut from within. Break
ing down the barred door requires a successful DC 18 
Strength (Athletics) check. 

The interior is divided into two rooms, a kitchen with 
a fireplace and a plainly furnished bedroom. 

L2. STORE 

This stone building is a store of one kind or another. If 
an encounter doesn't specify the goods sold here, roll 
a d20 and consult the Store Goods table to determine 
what the store sells. 

A small room serves as a cloakroom, where visitors 
can hang their heavier overgarments. Past the cloak
room is the store proper, with wares on display. The 
room to the north is a storeroom or a workshop. The 
store owner (commoner) has keys to all doors. 

STORE Gooos 
d20 Goods d20 Goods 

Art 11 Hats 

2 Books 12 Hunting traps 

3 Candles l3 Locks and keys 

4 Cartwheels 14 Musical instruments 

5 Costumes 15 Pets 

6 Dolls 16 Pots 

7 Fresh meat 17 Rations 

8 Furniture 18 Rugs 

9 Games 19 Umbrellas 

10 Glass 20 Wine 

MoDIFYING ENCOUNTERS 

You can adjust the difficulty of a combat encounter by add
ing or subtracting monsters . If you need to increase the 
difficulty of an encounter that has already begun, have en
emy reinforcements arrive during the battle. If you find an 
encounter too deadly, reduce the antagonists' hit points, 
have N PCs arrive to help the characters , or have the bad 
guys cut their losses and flee . 
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M AP 4.1: A LL E Y 

ALLEY: SPRING 

When this encounter begins, either the characters have 
the Stone of Go/orr in their clutches, in which case 
they're jumped as they move through an alley near the 
tower- or it was taken from them by Xanathar's gazer 
spies, in which case they catch up with the gazers in the 
alley before the creatures can descend into the sewers. 

BEAR 'TRAPS 

Choose five squares on the map. These squares con
tain deep puddles of muddy water. Hidden within each 
puddle is a spring-loaded bear trap. A creature that has 
a passive Perception score of 13 or higher spots a trap 
before accidentally stepping in it. 

Any creature that steps into a trap's square must 
make a DC 10 Dexterity saving throw. On a failed 
save, the creature takes 3 (1d6) slashing damage as 
the trap snaps shut around its ankle, and the creature 
is restrained until the trap is removed. As an action, a 
creature can try to pry open the trap, doing so with a 
successful DC 12 Strength (Ath letics) check. 

AMBUSHERS 
The characters enter the alley followed by eight kobolds 
disguised as children wearing troll masks. A bugbear 
named Morga and an intellect devourer hide in a door
way halfway down the alley and can be spotted with a 
successful DC 16 Wisdom (Perception) check. 

When the characters reach Morga's hiding spot, the 
bugbear and the kobolds attack. The intellect devourer 
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1 square = 5 feet 

J 

stays hidden and tries to take control of a character. 
Given the chance, Morga tries to shove a character into 
the nearest trap. If these creatures obtain the stone, they 
bring it to Xanathar in its lair (see chapter 5). 

NEXT ENCOUNTER 

If a character becomes attuned to the Stone of Go/orr, 
it reveals the location of the Vault of Dragons, below 
a theater in the Castle Ward called the Pink Flumph, 
and the three keys that are needed to enter it. When the 
characters are ready to visit the location, proceed with 
encounter 6, "Theater." 

ALLEY: SUMMER 

The characters begin this encounter on the rooftops 
overlooking the alley. If any characters went to ground 
during the rooftop chase, start them at one end of the 
alley instead. 

HIRE-COACH 

Parked in the middle of the alley is a hire-coach pulled 
by two draft horses. The driver, Haru Hamatori (LG 
male Kozakuran human commoner), wears a feathered 
cap and matching outfit. 

Lord Cassalanter's doppelganger valet, in the guise of 
an elderly tiefling named Willifort Crowelle, sits in the 
passenger cab, which grants half cover. Standing ne.xt to 
the hire-coach is a bearded devil disguised as a cloaked 
human bodyguard wearing a wide-brimmed hat, and 
perched on the coach are three invisible imps. AnY 
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alley as qutc < Y as posstble. If the driver is incapacitated 
or killed, the bearded devil climbs into the driver's seat 
on the back of the coach and steers the vehicle. If th 
bearded devil is unable to replace the driver, the do;pel
ganger takes the reins. Willifort flees on foot if the hire
coach is destroyed or its horses are unable to move. 

NEXT ENCOUNTER 

If Willifort escapes and the characters pursue him pro-
ceed with encounter 3, "Street Chase." ' 

ALLEY: AUTUMN 

The characters' quest for the Stone of Golorr first lead;
them to Fenerus Stormcastle, a lamplighter who rents a 
small house in the Trades Ward (area Ll). 

APPLE CART 

The characters enter the alley from either end. Deter
mine their marching order, then read the following text 
once they reach the alley's midpoint: 

A cart laden with apples comes careening toward you 

from the opposite direction , rolling downhill. Riding on 

the cart is a tiefling boy with an eye patch , screaming at 

the top of his lungs. "Look out!" he shouts . 

A character in the path of the apple cart must succeed 
on a DC 10 Dexterity saving throw or be struck for 5 
(2d4) bludgeoning damage and knocked prone. A char
acter can forgo the Dexterity saving throw and try to 
stop the cart bodily, doing so with a successful DC 15 
Strength saving throw. On a fai led save, the character is 
struck by the cart and falls prone as it continues to roll. 
After plowing through the party, the cart flips on its side, 
sending apples tumbling down the alley. The tiefiing boy 
is th rown from the cart but not serious ly hurt. 

The boy is one of three street urchins who teamed up 
to steal the apple cart from a nearby street corner. The 
other two children lost control of the cart at the crest 
of the alley before they could hop on. They catch up to 
their fri end after the crash , make sure he's a ll right, and 
then apologize profusely to anyone who was hurt. The 
urchins , harmless troublemakers, are deta iled in the 
sidebar "The Three Urchins ." 

If they are asked about Fenerus, the chi ldren know 
Who he is. They describe him as a big man with graying 
hair who looks like he has been in many fights , based 
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'I ht door to h JH ru ·~ housr st;wds open, m1d the plaee 
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wall is a c1rrk w1th ltn < quidic,tanllinc·.., radiating out
ward from ils cJrcumft ITilC<" tlw sign of Xanathar. A 
thorough search accompanied by a successful DC 12 
Wisdom (Perception) check reveals small pools of blood 
on the kitchen floor. A successful check also verifies that 
the blood on the floor and wall is fresh. 

FENERus's STORY 
Fenerus Stormcastle was the founder of the Blood 
Hawk Posse, a gang of horse-riding brigands that, to 
this day, harries travelers on the road to Amphail. When 
he was drummed out of the gang after a botched raid, 
Fenerus "retired" to Waterdeep and joined the Guild of 
Chandlers and Lamplighters. 

Until recently, Fenerus supplemented his income by 
spying for the city of Luskan and providing his contacts 
with information on the political climate in Waterdeep, 
as well as juicy bits of news overheard on his nightly 
rounds through the Trades Ward. He has no clue that 
his contacts are drow members of Bregan D'aerthe, 
since they wear cloaks and keep to the shadows. 

Agents of the Lords' Alliance recently labeled Fenerus 
as a wanted brigand and notified the Lords of Water
deep, who sent the City Watch to arrest him. Fenerus 
had the good sense to hide the Stone of Golorr else
where and hopes to use it as leverage to gain his free
dom as well as forgiveness for past crimes. 

Shortly after Fenerus's arrest, drow agents of Bregan 
D'aerthe showed up to collect the stone and were way
laid by invisible duergar hiding in the alley. The duergar 
were members of the Xanathar Guild that had been sent 
by Nar'l Xibrindas (see appendix B) to retrieve the stone. 
After searching Fenerus's home and finding nothing, 
they were waiting for Fenerus to return when the drow 
showed up. The drow barely got away with their lives. 

jARLAXLE IN DISGUISE 

Before the characters leave the alley, J arlaxle Baenre 
(see appendix B) uses his hat of disguise to approach 

T H E THREE URCHINS 

Three street urchins , described below, appear in several of 
this chapter's scenes: 

Nat is a lanky, 10-year-old deafllluskan girl with a wooden 
toy sword . She is the leader of the group and communi
cates using a sign language that she invented and taught 
to her friends . 

Jenks is a portly 9-year-old Turami boy with a cloak, a toy 
wand, and a stuffed owl bear "familiar." He's shy around 
strangers but brave when it comes to helping his friends . 

Squiddly is a slim 9-year-old tiefling boy with an eye patch, 
a smal l bow, and a quiver of toy arrows. He rarely thinks 
before he talks or acts . 
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A tall, graceful woman in an emerald green cloak ap· 

preaches you, her long, silver hair billowing out from 

under her hood. "If you 've come looking for Fenerus 
' I t "she says "It Stormcastle, I'm afraid you re too a e, . 

appears Xanathar has gotten to him first. Fenerus had 

something in his possession that I desire. Perhaps you 

can help retrieve it." 

"Laeral" tells the characters that Fenerus had a sen
tient magic item in his possession called the Stone of 
Golorr, which knows the location of a large each~ of 
gold that was embezzled from the city by its prevwus 
Open Lord. he asks the characters to retrieve the 
stone for the good ofWaterdeep, and deliver it to her at 
the S~ven Masks Theater in the Dock Ward. "Laeral" 
offers no reward other than the gratitude ofWaterdeep's 
Open Lord. 

Jarlaxle suspects that Nar'l Xibrindas, his spy in the 
Xanathar Guild, has betrayed him and is now using 
the resources of Bregan D'aerthe to help the beholder 
retrieve the stone. Jarlaxle also knows that the Xanathar 
Guild has a refuge fairly close by, in a cellar complex un
der the Southern Ward. "Laeral" suggests that the char
acters search for the stone there. Qarlaxle doesn't want 
Nar'l to know that he's onto him, which is why he would 
rather send a small group of adventurers than call upon 
a Bregan D'aerthe attack force.) 

Characters who are suspicious of Laeral's intentions 
can ascertain that she's hiding something with a suc
cessful Wisdom (Insight) check contested by Jarlaxle's 
Charisma (Deception) check. If the characters somehow 
penetrate Jarlaxle's disguise, he smiles and offe~s them 
10,000 gp if they promptly deliver the stone to htm at the 
Seven Masks Theater. He assures them, in all honesty, 
that he plans to give the gold back to Waterdeep in ex
change for some political goodwill. 

NEXT ENCOUNTER 

If the characters invade the Xanathar Guild refuge, pro
ceed with encounter 9, "Cellar Complex." 

ALLEY: WINTER 

The characters' search for the Stone of Go/orr leads 
them to a snow-covered alley in the Trades Ward that 
contains a windowless Zhentarim safe house (area Ll) 
and a meat shop called Cuttle's Meat Pies (area L2). 

The characters approach from either end of the alley. 
Hoofprints and wheel ruts in the snow testify thatJustyn 
Rassk's delivery cart passed through the alley recently 
after a brief stop outside the meat shop. A character who 
inspects the tracks and succeeds on a DC 10 Wisdom 
(Survival) check can tell that the deliverer visited both 
the shop and the alley residence. Before the characters 
can investigate further, they are assaulted by members 
of the Xanathar Guild. 

B BEARS ATTACK 
UO f dead end side alley south of areas Ll and 
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t ding in their way. The wm an snow adventurers s an d 
render the City Watch oblivious to the anger. 

CuTTLE's MEAT PIES 

h Speak to the proprietor of the meat Characters w o S c 
I 'ddle-aged woman named ora uttle shop a port y mi ) h h 

' 1 Ill k n human commoner , learn t at s e 
(LG ~emda en unuesxpaected delivery from J ustyn Rassk of 
receive a · · h 
the Guild of Butchers. Given that fresh ~eat IS m s ort 

1 . . t Sora could hardly turn 1t down. If the supp y m wm er, f 
characters see fit to tell her that the meat came rom 
chopped-up humanoids, Sora falls ill. She has ~o knowl
edge of Thrakkus's nasty handiwork and ~romtses to 

b . g the matter to the attention of the Guild of Butchers 
rm h 't of and the local magister. Until then, s e won ~se any 

Thrakkus's meat to make her famous meat pies. 
Sora is suspicious of her two neighbors in area Ll. 

They come and go at strange hours, someti~es return
ing from a night's sojourn with blood on their leather . 
armor. If the characters do Sora the courtesy of warnmg 
her about the meat, she happily shares her concerns 
about her naughty neighbors, along with descriptions 
of them. One is a pale, gaunt woman in her twenties 
with dark, stringy hair. The other is a much older, dark
skinned man with a bald head, a half-missing ear, and a 
short white beard. 

ZHENTARIM SAFE HousE 

This windowless house is occupied by two Zhents loyal 
to Manshoon-the same individuals that Sora describes. 
Their names are Avareen Windrivver (LE female Illus
kan human spy) and ZorbogJyarkoth (NE male Turami 
human thug). 

When the characters first enter the alley, Avareen is 
in the front doorway of the house, handing the Stone of 
Go/orr to a high-ranking Zhent named Yevette Blackwa
ter (CE female Tethyrian human swashbuckler; see ap
pendix B). Zorbog is stoking a fire in the fireplace while 
quietly observing the transaction. With stone in hand, 
Yevette scrambles up to the rooftops, leaving Avareen 
and Zorbog to deal with the survivors of the conflict be
tween the characters and the bugbears. 

Gagged and tied to a chair in the back room of the 
house is a known member of the Xanathar Guild-a 
shield dwarf who wears a leather skullcap stitched 
with fake beholder eyestalks. The dwarf, Ott Steeltoes 
(see appendix B), was captured while buying fish food 
in a Dock Ward market. After the Zhents interrogated 
Ott, it became clear to them that Xanathar would want 
him back. He is being held until a ransom is paid, but 
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MAP 4.2: M ISTSHORE 

Xanathar has learned where he is being kept. Any bug
bears that survived the initial attack try to rescue Ott, 
while Avareen and Zorbog do their best to fight them off. 
If Ott is set free, he runs back to the waiting eyes talks of 
his insane beholder master. Characters who follow him 
are led straight to Xanathar's lair (see chapter 5). 

NEXT ENCOUNTER 

Any characters within 10 feet of the Zhents' front door 
can make a DC 14 Wisdom (Perception) check. Those 
who succeed on the check hear a mocking laugh above 
the howling wind and glimpse a cloaked figure on a 
nearby roof, darting away through the blizzard. If the 
characters chase after this figure, proceed with encoun
ter 5, "Rooftop Chase." 

ENCOUNTER 2: MISTSHORE 
Mistshore is a run-down Dock Ward neighborhood 
that reeks of fish and scorched timber. A fire swept 
through the area a little over a year ago, and most of 
the buildings are now burned-out shells with (at best) 
sails for roofs. Fishing poles and nets line the dock, and 
the 15-foot-deep water is covered by a thick layer of ice 
during the winter. 

~REAS OF MISTSHORE 

Mistshore is a riotous assemblage of ramshackle homes 
made of wood from old ships and inhabited by impov
erished Waterdavians. Several buildings were reduced 

1 square = 5 feet 

to ash by the fire last year. Although some were rebuilt, 
others were ruined beyond repair and are now used as 
roofless dens by homeless children and rats. 

The following locations are keyed to map 4.2. 

Dl. KRAKEN's FoLLY 

The Kraken's Folly is a beached pirate ship that some 
residents of Mistshore use as a tenement. At any given 
time, 4d6 bandits loiter on deck, hoping that someone 
who needs muscle will offer them work. These ruffians 
live in the rat-infested cabins belowdecks. They are will
ing to come to the aid of anyone who asks- for a price. 
Each demands 1 gp to get involved in a fight or create a 
distraction on behalf of their employer. 

D2. GRINDA'S RESIDENCE 

A mad treasure hunter named Grinda Garloth (CN 
female Illuskan human mage who speaks Common, 
Dwarvish, Halfling, and Undercommon) lives here. Her 
ramshackle home contains an unmade bed, an alche
mist's laboratory, a small stove, a coat rack, a table, a 
stool, a stuffed chair in poor condition, a wash basin, 
and a locked wooden sea chest with a glyph of warding 
spell cast on it. Grinda carries the key, and the glyph 
triggers an explosive runes effect (see the spell descrip
tion in the Player's Handbook) if anyone other than 
Grinda lifts the lid of the chest. 

Chest. Grinda's chest contains a heavy iron key that 
locks and unlocks the Garloth family mausoleum in the 
City of the Dead (see "Mistshore: Spring" below). 

CHAPTER 4 I DRAGON SEASON 



GRIND/\ GARLOTH AND lieR APPI\RI\TUS OF KwALISH 

D3. GRINDA'S APPARATUS 

Grinda Garloth keeps her apparatus of Kwalish here 
when she's not using the vehicle to hunt for treasure in 
Deepwater Harbor. While the apparatus is here, it floats 
in an enclosed dock. Underwater metal doors leading 
out to the harbor are kept shut by an iron bar across the 
inside. The apparatus can lift the iron bar automatically; 
a creature inside the bay can lift it with a successful DC 
20 Strength (Athletics) check. 

Borrowing the Apparatus. Grinda allows the char
acters to borrow her apparatus of Kwalish on the condi
tion that they first use the device to search the bottom 
of Deepwater Harbor for treasure and give her half of 
whatever they find . To meet the mage's demands, the 
characters must spend a day searching the harbor. At 
the end of the day, the pilot makes an Intelligence (In
vestigation) check. Multiply the total of the check by 10 
to determine the gold piece value of any treasure found. 
Grinda sells the bounty and gives half to the characters. 

As the characters search the harbor for treasure, ro ll 
any di e. If an even number is rolled, an awakened shark 
named Obliteros attacks them. Grinda has had several 
close encounters with the shark recently, but fails to 
mention this to the characters for fear of scaring them 
off. Obliteros is a giant shark, with these changes: 

• The shark's alignment is chaotic evil. 
• Its Intelligence score is 10 (+0), and it ca n speak and 

understand Aquan. 

CHAPTER 4 I DRAGON SEASON 

MISTSHORE: SPRING 

Xanathar has sent forces to collect the Stone of Golorr 
from Grinda Garloth, known up and down the wharf as 
an eccentric wizard who owns a submersible contrap
tion that she uses to hunt for treasure on the bottom of 
Deepwater Harbor. The characters have no trouble get
ting directions to her Mistshore residence (area D2). 

When the characters arrive at her home, Grinda is 
holed up inside, having barricaded the doors with furni· 
ture. Trying to break down the doors are four members 
of the Xanathar Guild (CE male human bandits) under 
the command of a dwarf enforcer named Noska Ur'gray 
(see appendix B). A merrow also under Noska's com
mand swims beneath the docks. It surfaces to attack 
when the characters arrive. 

If the characters come to Grind a's defense, oska 
orders his thugs to attack them while he takes potshots 
at the characters with his crossbow. Two rounds later, 
eight more bandits leap down from the Kraken's Folly 
(area Dl) and join the fray. These hooligans were paid 1 
gp each to watch Noska's back. The characters can turn 
them against Noska by offering a larger bribe (at least 
5 gp each). 

If the characters turn the hooligans against oska or 
reduce the dwarf to half his hit points or fewer, Noska 
fl ees. Any remaining Xanathar Guild members cover his 
escape. Grinda emerges from her residence to thank the 
characters once the fight has concluded. 
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py IN THE SKY 

the characters leave Mistshore a gazer (s . • ee appen 
dix B) begms to follow them, staying at least 60 ~ t 

X h 
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away. anat ar uses. It to spy on the characters. Charac-
ters who have a passtve Perception score of 15 or higher 
can spot the gazer shortly after the party enters the City 
of the Dead. The gazer defends itself if attacked. 

NEXT ENCOUNTER 

Armed with directions to the Garloth mausoleum, the 
characters can head for the City of the Dead. The spring 
chain continues with encounter 4, "Mausoleum." 

MrsTSHORE: AUTUMN 

At the end of their pursuit, the characters corner Fel 'rekt 
Lafeen and Krebbyg Masq'il'yr in Mistshore. The two 
drow gunslingers (see appendix B) lurk behind the 
Kraken 's Folly (area Dl) and wait to be rescued. When 
the characters confront them, Fel'rekt and Krebbyg stall 
for time until their escape vehicle arrives. If either drow 
falls , the other tosses the stone into the harbor to keep it 
from falling into enemy hands. A character can recover 
the sunken stone by using a detect magic spell to help 
pinpoint its location. 

BIG BELCHY 

A mechanical dragon turtle, dubbed Big Belchy, sank 
in Deepwater Harbor almost a century ago. Lantanese 
gnomes working for Jarlaxle have managed to repair 
the construct. Two rounds after the characters corner 
Fel'rekt and Krebbyg, Big Belchy surfaces next to the 
dock on initiative count 5, close enough that the drow 
can leap onto its barnacle-encrusted back on their 
next turns. 

In the round after it surfaces, the mechanism breathes 
a cloud of steam onto the docks in a 30-foot cube, then 
begins to move away at a swimming speed of 20 feet. 
Any creature in the cloud of steam must make a DC 14 
Dexterity saving throw, taking 22 (4d10) fire damage on 
a failed save, or half as much damage on a successful 
one. Big Belchy can breathe steam only once. On each 
of its turns thereafter it swims a total of 40 feet toward 
Jarlaxle's flagship , th~ Eyecatcher, which is anchored in 
the middle of the harbor 1 mile away. 

Big Belchy has AC 18, 75 hil points, and immunit~ 
to poison and psychic damage. If it is reduced to 0 htl 

Points, it sinks once more to the bottom of Deepwater 
Harbor. If the drow are still on its back when it goes 
d . h t the Evecatcher own, they swtm the rest of t e way 0 
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NHX'l ENUOUN'I ER 

If a chamctcr IHI'OilH''> ,tflttttcd t() tl11 )tom of Do/orr, it 
reveals thC' locntion of flw Vnulf of /Jntgon'!, bweath an 
old stone windmi ll in the· Sea Ward, and the_ threr:., keyg 
needed to enter it. When tfw dwractcrs <1re rtady to visit 
the location, proceed with encounter 10, "Converted 
Windmill." 

MISTSHORE: WINTER 

The characters head to Mistshore in search of the man 
they believe has the Stone of Golorr. En route to that 
destination, the man had his hire-coach make a brief 
stop in the Castle Ward to drop off his lady friend. She 
now has the stone- a fact that characters can discover 
by questioning the man, a bard named Agorn Fuoco. 

Agorn made such a good impression on Manshoon 
that he was elevated quickly through the ranks of the 
organization, but his life is full of disappointment oth
erwise. He has not achieved the fame he craved nor 
earned the wealth he felt he was entitled to. He has 
adopted the Zhentarim credo that power comes to those 
who deserve it and has come to see the Black Network 
as a new family of sorts. Agorn has come to Mistshore to 
visit a member of his actual family-his mother, who is 
gravely ill and lives in abject poverty. 

A WAITING COACH 

Waiting at the edge of the neighborhood is the hire
coach that bore Agorn Fuoco through the blizzard to 
Mistshore. Two draft horses stamp their hooves impa
tiently in the snow. The driver, Rowan Evenwood (LG 
female Chondathan human commoner), was paid extra 
to wait for Agorn to return. He left in a hurry, and she 
doesn't know how long she is expected to wait, but her 
patience has limits. 

A COLD RECEPTION 
A blizzard is tearing through Mistshore, turning its 
rotten tenements into dark, looming shapes behind 
veils of blowing snow. The water around the docks is 
frozen solid, and impoverished commoners clad in tat
tered garments gather around sputtering campfire for 
warmth. These folk are suspicious of anyone they don't 
recognize and far from welcoming, even toward tho e 
who show them charity. These people would tear the 
clothes from the characters' back given half a chance. 

ICE ESCAPADES 
Playing on the ice und rncath th docl s are three street 
urchins wearing frayed cloaks and gloves. They dart 
in and out of vi w, hurling snowballs at each other and 
laughing as th blizzard batters the structures above 
them (see "The Three Urchins," page 63). 
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MOTH R ND N 
Pi k ne ofth unmark d buildings on map 4.2 to serv~ 
a th Fuoco r id n e. gorn Fuoco (NE male Tur~mJ 
bard; ee app ndix B) is inside, trying to smother h1s 
bedridd n mother, Marla (N female Turami human 
commoner with 1 hit point), with a sack she uses as a 
pillowca e. With tears born of joy and sadness strea~

ing down his face, Agorn is cutting loose his ol~ family 
ties and embracing his new family: the Zhentanm. The 
characters can stop him from committing matricide by 
pulling him away from his mother before she suffocates. 

Agorn was moved to perpetrate this act by the play he 
saw at the theater and by his lady friend , Amath Sercent, 
to whom he entrusted the Stone of Golorr. He won't give 
up her location willingly, though magic can be used to 
pry the information from his lips. Characters can also 
speak to the hire-coach driver, Rowan Evenwood, who 
dropped off Agorn's lady friend before transporting 
Agorn to Mistshore. Amath lives in an old tower in the 
Castle Ward called Yellowspire. 

Z HENTS IN THE W IND 

As the characters leave the Fuoco residence, with or 
without Agorn as their prisoner, they are surrounded 
by nine Zhentarim thugs. The thugs fight to the death 
while Agorn tries to escape. If he gets away, the charac
ters might encounter him again in chapter 8. 

As the Zhents attack and Agorn attempts to flee, the 
characters hear a child's scream coming from the oppo
site direction. Through the blowing snow, they can see 
that one of the urchins, Jenks, has fallen through a thin 
patch of ice and is in danger of sinking to the bottom of 
the harbor. His two friends are trying to pull him out of 
the hole, but he's too heavy. The children are roughly 30 
feet away. A character within arm's reach of Jenks can 
use an action to try to pull the boy from the cold water, 
doing so with a successful DC 11 Strength (Athletics) 
check. If no adult comes to Jenks's aid within 1 minute 
of his falling through the ice, he sinks below the surface 
and begins to drown as the cold water overcomes him. 

If the characters find themselves outmatched by the 
Zhents, help comes in two forms . Two Harper spies 
sent by Remallia Haven tree (see appendix B) appear 
on the scene. Their names are Salazar Lorrance (CG 
male Tethyrian human) and Mavia Oxlander (NG female 
Chondathan human). If the battle doesn't turn quickly in 
the party's favor, Grinda Garloth (see area D2) appears 
and uses her magic to aid them. 

NEXT ENCOUNTER 

Armed with information from Agorn Fuoco or his hire
coach driver, the characters might feel compelled to pay 
a visit to Yellowspire in the Castle Ward. Proceed with 
encounter 7, "Old Tower." 
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ENCOUNTER 3: 
STREET C HASE 
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STREET CHASE: SPRING 

k . 1 oots with the Xanathar Guild has the A ken u 10 ca 1 
[G 1 and is running through the streets with Stone o o orr 

it. The kenku is 60 feet away from the characters at the 

start of the chase. . 
f . t the kenku is incapacitated, another I at any pom . . 

kenku previously hidden by the rain or fog JOms the 

1 t. g next in the initiative count. It suddently c 1ase, ac 10 . . 

appears, snatches the stone, and flees With It. 

NEXT ENCOUNTER 
When the characters are close to catching the kenku.' or 

h want the chase to end, the creature ducks mto w enyou , T , 
an old tower. Proceed with encounter 7, • Old ower. 

STREET CHASE: SuMMER 

The characters are pursuing Lord Cassalanter's doppel
ganger valet, Willifort, as he flees in a hire-coach or on 
foot. The chase takes place on crowded streets, in front 
of agog spectators. 

If you haven't been tracking the distance between the 
doppelganger and the characters, assume the charac
ters are 120 feet away from their quarry at the start of 
the chase if Willi fort is traveling by hire-coach, or 60 
feet away if the doppelganger is on foot. The hire-coach 
has an initiative modifier of +0, and Willifort moves with 
it. A creature in the hire-coach doesn't need to roll on 
the Urban Chase Complications table on its turn. 

CROWDED STREET 

IfWillifort flees in a hire-coach , his getaway is thwarted 
on the third round of the chase when a large crowd 
blocks the road, forcing the hire-coach to stop. (If the 
chase occurs on Founders' Day, the crowd is part of the 
holiday celebration.) The doppelganger jumps out of the 
hire-coach on his next turn and makes his way through 
the crowd on foot. 

Any creature in the crowd has half cover, and any at
tack that misses the creature because of the cover hits 
an innocent commoner instead. 

If Willi fort is incapacitated, a raven abrubtly swoops 
down, acting next in the initiative count. It snatches the 
stone and flees with it. This raven is a shapechanged 
imp that works for Lady Cassalanter. 

STREET URCHINS 

The chase ends when three street urchins (see "The 
Three Urchins," page 63) steal the stone, either by 
pickpocketing it from the doppelganger or by shooting a 
toy arrow at the raven and causing it to drop the stone. 
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NEXT ENCOUNTER 

If the characters follow the street urchins into the sewer, 
proceed with encounter 9, "Cellar Complex." 

STREET CHASE: WINTER 

After leaving the theater, the characters resume their 
pursuit of the elusive Zhent spy, Yevette Blackwater (CE 
female Tethyrian human swashbuckler; see appendix 
B). She leads them on a merry chase through snowy 
streets until she is finally caught or until the characters 
give up the chase. She starts 30 feet away from the char
acters. If forced to make an ability check or saving throw 
because of a chase complication, she has advantage on 
the roll. Also, she can use the Dash action during the 
chase without having to make Constitution checks to 
avoid exhaustion. 

WHERE 'S THE STONE? 

If she is caught, Vevette surrenders. She's counting on 
the law to protect her from serious harm, and she knows 
she has done nothing to warrant arrest. Vevette no lon
ger has the Stone ofGolorr, after parting with it back in 
the theater. She doesn't willingly divulge who has the 
stone, though the characters can pry the information 
from her using a charm person spell or similar magic. 

If the characters return to the theater, Rematlia 
Haventree (see appendix B) waves them over and tells 
them that she saw two people exit the theater shortly 
after they did and then depart together in a hire-coach 
shortly thereafter. One of them is a bard named Agorn 
Fuoco, the other a woman unknown to Lady Haven tree. 

Both Remallia and Vevette know that Agorn spends 
time around the dangerous dockside neighborhood of 

Mistshore. 

NEXT ENCOUNTER 
Proceed with encounter 2, "Mistshore." 

ENCOUNTER 4: MAUSOLEUM 
T . k d tted with mauso
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knl ht), .111 aging servant of I<r·bnvor (god of tlw dead), 
p:~trol"i lht• C'<'IIH'tt•ry from llllfwt to sunrise, clwsing off 
Mr:tw robber<; and nwlong sun tlw dead stay buried. 
Characters who rrc('fl around the ct:metc.ry in the dark 
h<~vc· n 30 percent ehanc<' of r<lfltllng into him. If that 
happens, he escorts them out and alerts the City Guard 
if they refuse to leave. 

AREAS OF THE MAUSOLEUM 

Rooms in the mausoleum have 8-foot-high ceilings, with 
6-foot-high passages and doorways connecting them. 

The following locations are keyed to map 4.3. 

MI. GROUND LEVEL 

Unless the text of an encounter says otherwise, the 
stone double door to the mausoleum is locked. The lock 
can be picked by a character who makes a successful 
DC 15 Dexterity check using thieves' tools, or the door 
can be forced open with a successful DC 25 Strength 
(Athletics) check. 

Inside, a family emblem is emblazoned on the floor 
between four ostentatious marble coffins. The coffins, 
engraved with the names of those interred within, con
tain nothing but dust and bones. 

M2. UNDERGROUND CRYPTS 

Empty sconces adorn the walls. Cobwebs and dust indi
cate that no one has tended to this place in a long time. 
Stone coffins in alcoves contain dust and bones. 

MAUSOLEUM: SPRING 

This encounter begins when the characters come to the 
Garloth mausoleum seeking the Stone of Golorr. The 
double door to the mausoleum is open when they arrive. 

Earlier, Grinda Garloth's rat familiar arrived to find 
the mausoleum open and grave robbers inside. They 
killed the rat, took the stone, and fled along with the 
skeletal remains of Grinda's ancestors. Characters who 
search the plundered crypts find neither the rat nor the 
stone, but they do find a clue left behind by one of the 
grave robbers (see "Crypt Clue" below). As the char
acters make their way out, Xanathar Guild members 
attack them in an attempt to retrieve the stone. 

CRYPT CLUE 
Characters who search the underground crypts can find 
a shiny steel key lying in the dust on the floor. One of the 
grave robbers dropped it while looting the crypts. 

The characters ca n take the key to the Metal House 
of Wonders, the guildha ll of the plendid Order of Ar
morers, Locksmiths, and Finesmiths in the Dock Ward, 
or to any locallocksmith.ln either place, someone ~an 
identify the key as the handiwork of a dwarf locksmtth 
in the Trades Ward named Elaspra Ulmarr. Characters 
who visit Elaspra's shop can learn from her that she 
made a key for a client who bought one of her excellent 
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magic. To pick the combination lock on the safe, a char
acter must ucceed on three DC 20 Dexterity (Investi
gation) checks in a row. Each attempt made to pick the 
lock requires an action. 

From Elaspra or her records, the characters learn 
that she sold the key to a man named Volkarr Kibbens, 
whose address is an old windmill in the Southern Ward. 
The key unlocks the door to his apartment, which he 
shares with another man named Urlaster Ghann. 

XANATHAR GUILD AMBUSH 

As the characters leave the mausoleum, they are jumped 
by four duergar, members of the Xanathar Guild, who 
slipped past the cemetery guards using their invisibility. 
The leader, Gorath, accosts the characters in Dwarvish, 
demands the Stone of Golorr, and refuses to believe that 
they don't have it. If the stone isn't turned over to them 
promptly, the duergar enlarge themselves and attack. 
Xanathar watches the battle unfold through the eyes of a 
gazer (see appendix B), which stays out of the fight and 
tries to remain unseen. 

If this encounter occurs at night, there's a 50 percent 
chance that Ambrose Everdawn hears the disturbance 
and investigates, arriving after two duergar fall in battle. 
The characters can convince him that they're not grave 
robbers with a successful DC 15 Charisma (Persuasion) 
check. If they're polite, Ambrose escorts them out of the 
City of the Dead and warns them not to trespass again. 
Otherwise, he attempts to subdue them and turn them 
over to the City Guard. 

NEXT ENCOUNTER 

Once they trace the key to its owner, the characters can 
head to the Southern Ward in search ofVolkarr Kib
bens. The spring chain continues with encounter 10 
"Converted Windmill." ' 

VILLAIN LAIRS 

Chapters 5 through 8 describe the lairs of the main vil
lai~s . The characters might want to explore the lairs for a 
vanety of reasons, inc! uding the following: 

• Disrupting the villain 's operation 
• Gain ing an audience with the villain (perhaps to fo 

truce or an alliance) rge a 

• Co~pleting a special mission for a faction (see "Join in 
Facttons ," page 34) g 

• Investigating a false clue given to them as part of a 
scheme concocted by another villain 

• Stealingthe5toneofGo/orrifthevillainhasit 1i d' 
leads on its whereabouts when the trail goes~~~~ n tng 
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MAUSOLEUM : SuMMER 

The characters travel to the City ~f the Dead, which;' 

I tl e P
ublic from dawn unttl dusk. One well-rna· op n o 1 tn. 

talncd mausoleum has the name CASSALAN!ER 
·ngravcd abov its entrance. T he outer door ts locked 

wh 
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th cbaract rs arrive in search of the Stone of 

Go/orr. A s ucc ssful DC 20 Intelligence (Investigation) 
check rev als that it has b een opened recently, as evi
denced by dirt smears on the door. A character can try 
to pick the lock using thieves' tools, doing so with a sue. 
cessful DC 15 Dexterity check. A knock s pell or similar 

magic also opens the door. 
Human footprints crisscross through the dust on the 

upper level. A search of the underground crypt reveals 
the bodies of three humans- two males and a female, 
all dressed in hooded robes. Further inspection reveals 
that the woman is still breathing (unconscious with 0 

hit points). 

LEFT F OR D EAD 
The three cultists were low-ranking members of Victoro 
Cassalanter's cult of Asmodeus. They were betrayed 
by two cult fanatics acting on orders from Lord Cas
salanter, who not only wants the Stone of Golorr but 
also, as a security precaution, intends to eliminate cult 
members who know too much about it. These three cult
ists were felled by daggers and inflict wounds spells. 

The survivor is Vaelle Lurval (LE female Tethyrian 
human cultist), a 30-year-old Waterdavian florist. She 
was brought into the cult by her boyfriend, Holiver Torn
rudder, who lies dead nearby. The other dead cultist is 
named Kaeth Warloon. 

If she is healed, Vaelle regains consciousness. She 
reveals that the cult fanatics , Arn Xalrondar and Seffia 
Naelryke, would likely have taken the stone to an old 
windmill in the Southern Ward, where they hold their 
own ceremonies worshiping Asmodeus. Vaelle can 
provide directions, or she can lead characters there if 
she is healed fully, for the sake of avenging her mur
dered lover. 

Vaelle believes that the cult fanatics acted on their 
own, not under Lord Cassalanter's orders. She won't 
reveal the Cassalanters as the leaders of the cult unless 
magically compelled to do so. 

NEXT ENCOUNTER 

Proceed with encounter 10, "Converted Windmill." 

MAUSOLEUM: WINTER 

The ~tone of Golorr has revealed that the Vault of Drag
o~s ltes beneath the Brandath family mausoleum in the 
~tty of the Dead. The characters are unlikely to know 
tt, but the Brandath family is an old one. Lord Dagult 
NBeverember married into it for its wealth and Lady 

randath g b' h ' that N ave trt to his son, Renaer. It's a dark ironY 

ld 
ev~rember entrusted the location of his embezzled 

go to hts dead wif ' f ·1 ld b h . e s amt Y· Renaer N everember wou 
\hornfied but not surprised to learn the truth. 
. . e cemetery is buried in snow, and though some 

vtsttors are drawn to 't . 
the bl' d k 1 s scemc beauty even in winter, 

tzzar eeps most of them away. The crumbling 
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MAP 4.3: MAUSOLEUM 

I 

Ground Level 

mausoleum is sealed tight, and the name BRANDATH 
is etched above its entrance. Large elm and birch trees 
grow around the structure, sheltering it as best they can 
with their leafless boughs. 

GUARDIAN TREANT 

The largest tree growing in front of the entrance is a 
treant. It awakens when one or more creatures ap
proach the entrance and growls, "Only those of Bran
dath blood are welcome here! Begone!" The treant is 
particularly surly, it being winter and a ll. 

If someone other than a Brandath descendant tries to 
open the mausoleum, the treant animates two nearby 
trees and then attacks. The treant and its animated al
lies are too big to enter the mausoleum. 

The characters can kill the treant, try to s lip past it, or 
retreat until they learn more about the Brandath family. 
A day's research followed by a successful DC 10 Intelli
gence (Investigation) check reveals that the characters 
know one such person: Renaer Neverember. If they ask 
Renaer to admit them to the Brandath family mauso
leum, he agrees to do so. Because the treant can sense 
that Renaer has Brandath blood in his veins, it a llows 
him and those he calls his friends to enter unmol es ted , 
and says to Renaer in passing, "Your mother was a 
lovely person." 

GLYPH OF WARDING 

Aglyph of warding spell has been cast on the first step 
kd· . a Ing down to the underground level , set to tngger 
when a humanoid creature passes over the step. The 

1 square = 5 feet 

glyph can't be spotted unless the dust on the floor is 
cleared away by a gust of wind spell or some other 
means. Once the dust is swept aside, a character who 
searches the stairs notices the glyph with a successful 
DC 15 Intelligence (Investigation) check. 

If the glyph is triggered, it erupts with magical fire in 
a 20-foot-radius sphere centered on it. The fire spreads 
around corners. Each creature in the area must make 
a DC 15 Dexterity saving throw, taking 22 (5d8) fire 
damage on a fail ed saving throw, or half as much dam
age on a successful one. The glyph disappears after it is 
triggered. 

ULD'S RESTING PLACE 

A detect magic spell revea ls a n aura of tran mutation 
that emanates from one of th s tone coffins on the un
derground level. This crypt conta ins the hattered bone 
of Uld Brandath , a Wate rdavian magister who di din 
a freak accident decades ago. (A gargoyl brol e off th 
corne r of a government building and fell on Uld, cru h
ing him .) Guarding his re main ar i ' crawling claws 
mad e from th hands of murd rers who w r nte n ed 
to death by Uld. Th e undead hand pring out and at
tack when th lid is lift d or hov d a id . 

Treasure. Lying amid th bon i Uld' headband 
of intellect, which th haracters ca n re trieve once the 
crawling claws a r dealt with. 

PATH TO THE VAULT 

The collapsed eastern end of the underground level is 
actually an illusion that conceals an intact, 10-foot-wide 
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pa ag way that lop down. The cbaract r can walk 
right through th illu ion, whi h ha no sub tan c, and 
a di pel magic p II d troy il. Th tunnel wends down 
ward for raJ hundred C et, gradually widening to 20 
t t wh r it nd at the do rs to the Vault or Dragons. 

ROOFTOP CHASE COMPLICATIONS 

d20 Complication 

You come to a 10-foot-wide gap between rooftops. 

You can jump over the gap if your Strength is 10 or 

higher (each foot you clear costs 1 foot of move

ment) , and you must succeed on a DC 10 Dexter

ity (Acrobatics) check or fall prone on the far roof

top . Or you can cross the gap using a 10-foot-long 

rope line that stretches between the two rooftops; 

each foot of rope line costs 2 feet of movement. 

2 You come to a rooftop that's 10 feet higher than 

the one you're on . Make a DC 10 Strength (Athlet

ics) check. On a failed check, the height change 

counts as 10 feet of difficult terrain. 

3 You come to a rooftop that's 10 feet lower than 

the one you're on. Make a DC 10 Strength (Athlet: 

ics) check to jump down safely. On a failed check, 

you take damage from the fall and land prone. 

4 A roof is slippery. Make a DC 10 Dexterity saving 

throw. On a failed save, you fall prone. 

5 You step on a rotten section of roof, and it col

lapses underneath you . Make a DC 15 Dexterity 

saving throw. On a failed save, you fall partway 

into the hole in the roof and become stuck. While 

stuck, you are prone and restrained. You can use 

an action on your turn to make a DC 10 Strength 

(Athletics) or Dexterity (Acrobatics) check, ending 

the effect on a success . 

6 Roof shingles or tiles give way as you step on 

them. Make a DC 15 Dexterity saving throw. On a 

failed save, you fall prone and slide 10 feet back. 

7 A rooftop protuberance such as a chimney or 

weather vane gets in your way. Make a DC 10 Dex

terity (Acrobatics) check. On a failed check, the 

obstacle counts as 5 feet of difficult terrain . 

8 You startle a flock of birds nesting on the rooftop, 

and they flutter all around you. Make a DC 10 

Dexterity saving throw. On a failed save, the birds 

count as 10 feet of difficult terrain . 

g You trigger a glyph of warding spell placed on the 

roof to discourage burglars . Make a DC l3 Wis

dom saving throw. On a failed save, you are tar

geted by a Tasha's hideous laughter spell, the effect 

ofwhich lasts 1 minute. 

10 Someone on the ground throws a rock, a snow

ball, or a similar projectile at you . Make a DC 10 

Dexterity saving throw. On a failed save, the attack 

deals no damage but distracts you and counts as 5 

feet of difficult terrain . 

11-20 No complication. 
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ENCOUNTER 5: 
RooFTOP CHASE 
This encounter uses the chase rules in chapter 8 of th 
Dungeon Master's Guide. It also uses the Rooftop Ch e 

h . h 1" 1 ase Complications table, w tc app tes on y to creatures 
moving across rooftops on foot. Flying creatures needn't 
roll on the table. 

RooFTOP CHASE: SuMMER -The characters are trying to catch up with three spined 
devils that keep low above the rooftops, so as not to be 
seen by Waterdeep's Griffon Cavalry. The devils are 100 
feet away from the characters at the start of the chase. 

If the devil carrying the Stone of Golorr becomes 
incapacitated, another devil snatches the stone and 
flees with it. 

NEXT ENCOUNTER 

When the characters are close to getting the stone, or 
when you want the chase to end, all remaining spined 
devils duck into an alley. If the characters lose their 
quarry, they can question city folk on the ground who 
saw where the devils went. Continue with encounter 
1, "Alley." 

ROOFTOP CHASE: AUTUMN 

The characters are chasing two drow gunslingers (see 
appendix B) across windy rooftops in the Dock Ward. 
The drow stick together as they run, but each one acts 
on his own initiative count. 

Fel'rekt Lafeen and Krebbyg Masq'il'yr start out 40 
feet ahead of their pursuers. They do nothing but move 
on their turns, trying to put as much distance between 
themselves and the characters as possible. Fel'rekt has 
the Stone of Golorr at the start of the chase, but one 
draw gunslinger can pass the stone to the other as a 
reaction as long as the two draw are within 10 feet of 
each other. 

NEXT ENCOUNTER 

The draw keep running across the rooftops until they 
get to the run-down dockside neighborhood known as 
Mistshore. Characters who remain in pursuit can follow 
them all the way there. If all the characters lose their 
quarry, they can question city folk on the ground who 
saw the draw heading toward Mistshore. In either case, 
proceed with encounter 2 , "Mistshore." 

ROOFTOP CHASE: WINTER 

A Zhent named Yevette Blackwater (CE female 
Tethyrian human swashbuckler; see appendix B) has 
snatched the Stone of Golorr and is fleeing as fast as she 
can across icy rooftops during a blizzard. Characters 
who intend to pursue her are 60 feet away from their 
quarry at the start of the chase and must also take to the 
rooftops or lose sight of her. 

Yevette was a vicious pirate before she joined the 
Zhentarim and rose to become one of Manshoon's 
favored lieutenants. She cackles madly in the face of 



danger and loves a good chase. She knows the streets, 
alleys, and rooftops ofWaterdeep well. If forced to make 
an ability check or a saving throw because of a chase 
complication, she has advantage on the roll. Also, she 
can take the Dash action during the chase without hav
ing to make Constitution checks to avoid exhaustion. 

NEXT ENCOUNTER 

The chase lasts no more than 5 rounds, after which 
Yevette drops to the ground and ducks into a theater. 
Characters who lose sight of her can ask people along 
her path to help them out. Continue with encounter 6, 
"Theater." 

ENCOUNTER 6: THEATER 
Whether the theater is open for business or shut down, 
it has the following features: 

Ceilings in the rooms are 10 feet high except in area 
PS, which has a 20-foot-high raftered ceiling. Con
necting the rooms are 8 -foot-high passages and 7-foot
high doorways. 

' The theater is lit by lanterns that have continual ~ame 
spells cast on them. Speaking a command word m
side the theater causes the lights in the theater and 
backstage to dim; speaking another command word 
inside the theater restores them to full brightness. All 
the stage managers know the command words. 

AREAS OF THE THEATER 

The following locations are keyed to map 4.4. 

Pl. LOBBY 

This plush lobby is decorated with red carpet and ornate 
wallpaper. On display here are several painted wooden 
mannequins dressed in fancy costumes, each one repre
senting a character from a famous play. 

P2. TICKET BOOTHS 

The western door on each booth is locked. The lock 
can be picked by a character who succeeds on a DC 15 
Dexterity check using thieves' tools, or the door can 
be forced open with a successful DC 13 Strength (Ath
letics) check. The ticket sellers and the stage manager 
have keys to these doors. 

A stack of torn tickets sits on a shelf beneath a counter 
inside the booth. Prior to a show, each booth holds a 
ticket seller (commoner). Admission to the theater is 1 
sp per person. 

P3. 'TICKET OFFICES 

A desk near the far wall in each of these rooms contains 
notebooks, papers, and a lockbox. 

Treasure. The house managers hold the key to each 
lockbox. A lock can be picked by someone who makes a 
successful D 12 D xterity check using thieves' tools, 
or a lockbox can be forced open with a successful DC 
15 Strength (Athletics) check. During a performance, 
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MI\P 4 4 : THEI\TER 

each lockbox holds lOdlO sp. After a performance, both 
boxes a re empty. 

P4. AUDITORIUM 

The auditorium has the fo llowing features: 

• Cushioned seats are arranged in seven ti e red rows 
facing a 5-foot-bi gh wooden s tage. Each row has 
twenty seats. 

• Behind a raised red curta in are painted backdrops 
a nd stage props for the curren t production . 

During a performance, a stage ma nager (commoner) 
watches from the back of the seatin g a rea. 

P5. WING 

This small offstage area is pai nted black a nd has a tabl e 
that holds fa ke daggers, swords, a nd othe r props. Prop 
weapons can be used in combat but deal only 1 blud
geoning da mage on a bit. 

P6 . STAGE M ANAGER's O FFICE 

T his room holds a desk covered in papers. The s tage 
ma nager (commoner) s lays h re between performa nces. 

P7. G REEN RooM 

A trio of misma tched couches a nd a s ta ined be ige rug 
are the ma in features of this room , whose wa ll s are 
cove red with light green paint. T his is whe re the ac
tors congregate wh en they aren't on s tage or in their 
dressing rooms. 
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P8 . DRESSING ROOMS 

This room contains clothes racks , tables lined with 
makeup, and long wa ll mirrors . During or immediately 
before a performa nce, each dressing room holds ld3 
actors (commoners). 

THEATER: SPRING ---
The name of the Pink Flu mph theater is displayed on 
a sign mounted to the building's facade . P osters on 
the outside walls advertise the latest s hows, Meet the 
Goodberrys and Kiss of the Lamia. The forme r is a com
ical glimpse into the travails of a large halfiing family 
engaged in illicit criminal activity. The latte r is a tragic 
play about an evil Mulhorandi prince who is ba nished to 
a desert, charmed by a lamia, and sent back with power
ful magic ite ms to conquer his homeland in her name. 

In the early hours of the morning, the backs tage area 
is abuzz with halfling actors donning cos tumes, wigs, 
and make up in preparation for the a fte rnoon's s how. 
As that show wraps, the cas t and mus icians for the 
evening's tragic fa re a rrive . The actor who plays the 
evil prince is a woman named Yaliek Iltizma r ( female 
Ras he mi bard; see appendix B), who is a lso a member 
of the Harpe rs . She pays close attention to characters 
who nose a round backs tage, then s ha res any interesting 
revelations with Remallia Haventree (see appendix B) at 
the earliest opportunity. If Remallia learns the location 
of the Vault of Dragons, s he sees that the information 
reaches the Lords ofWate rdeep by conveying it to Mirt. 



TfiEATER O WNER 

The owner of the Pink Flumph Iokast I) 1• ( . ' atano N 
rernale Tethynan commoner), i a lftsl1 • 1 11 I' • tIll!{ { l •d 
widow wtth no great love of theat r. Th, p· 1 ~: 1 

b d
, . Ill r umph 

was her hus an s passtan; for Ioka 'I t't's 1 .· 1 • < I s IICI y 11 

means through wht~h she can rub boulders with th. 
city's elite. She reqULres the dir ctor to choos 1 · h'l h pays 
and ~1re ~ctors , w 1 e s e spends her time "on the job" 
greetmg t~portant guests and promising them the fin
est entertamme~t. She treats her actors and staff like 
half-forgotten chlldren, and she turns away characters 
who come to the theater seeking the Vault of Drag , h ons 
unless there s somet ing in it for her. Appealing to her 
greed backfires, since Iokaste wants all the treasure 
for herself. 

PATH TO THE VAULT 

One of the dressing rooms (area P8) contains a secret 
trapdoor in the floor that no one knows about. It can be 
found with a successful DC 20 Wisdom (Perception) 
check. This stone door has an arcane Jock spell cast 
on it and can be pulled open with a successful DC 30 
Strength (Athletics) check. A knock spell or similar 
magic also does the trick. 

Below the trapdoor is a 30-foot-deep shaft containing 
a wooden ladder. Characters who descend the ladder 
find themselves at one end of a 20-foot-wide stone pas
sageway that gradually slopes down 100 feet before end
ing at the entrance to the Vault of Dragons. 

WISHES THE FAERIE DRAGON 

Iokaste's late husband, Algondar Daliano, had a violet 
faerie dragon companion named Wishes. The faerie 
dragon detests Iokaste but remains on the payroll, 
begrudgingly using its magic to enhance performances 
for the sake of preserving Algondar's legacy. It prefers to 
remain invisible and unseen otherwise. Iokaste refers to 
it derisively as "the flying serpent." 

If the characters threaten it or endanger the theater, 
Wishes uses its magic to confound and neutralize them. 
As they make their way to the Vault of Dragons, it fol
lows them invisibly. Once it learns about the gold in the 
vault, the faerie dragon casts mirror image on itself, 
turns visible, and addresses the characters telepathi
cally. It demands a share of the hoard (at least 5,000 
gp), threatens to tip off the City Watch if the characters 
refuse, and makes good on its threat if the characters 
don't share the wealth. The faerie dragon doesn't have 
a hoard of its own, since it gives its earnings to unfor
tunate Waterdavians by invisibly flying around the city 
at night and leaving coins on doorsteps, window sills, 
nightstands, and pillows. 

Tu EATER: AUTUMN 

At th • nJ ol th ir previous nc~ount r, th charact r 
1111 notlos rtohndingthc StoneofGo/orr.Jarlaxle 
i Watling forth rn at the even Masks Theatu in the 
Dock Ward. The theater< aters to u lower-class clientele, 
and hip captains and sailors are udmittcd for free. The 
own r of the theater is a burly and jovial Shou man with 
a braided goatee named Rongquan Mysterc another of 
jarlaxle's many disguises. Whenjarlaxlc is away, he en
trusts his stage managers to look after things. 

SAPPHIRIA'S BOOTY 

When the characters first arrive, all doors except the 
ones leading backstage are locked. Characters who slip 
in through the back see actors and stagehands bustling 
about and the director arguing with the playwright while 
the stage manager looks on helplessly. On the stage, 
actors walk through their scenes and read their lines 
to a mostly empty theater. Watching the rehearsal from 
the front row while smoking a pipe isjarlaxle Baenre 
(see appendix B), disguised as Rongquan. Hidden in the 
shadows in various spots are four drow elite warriors 
ready to fight by Jarlaxle's side. 

The play, Sapphiria's Booty, is a romantic comedy 
about a blue-haired madam named Sapphiria who runs 
a thieves' guild out of a festhall. When a charming sea 
captain arrives with a hold full of booty from a faraway 
land, Sapphiria decides to steal it. Zaniness ensues 
when she falls in love with the first mate, who is half her 
age, while the captain falls in love with her. On one side 
of the stage is a backdrop resembling the deck of a ship; 
the other side is decorated to look like a madam's parlor 
in a brothel, complete with a gaudy chandelier and a 
fainting couch. 

Westra Moltimmur (CG female Illuskan human com
moner with Insight +2 and Performance +6), the play's 
leading lady, is one ofWaterdeep's great treasures, and 
the cast and crew are very protective of her. Now in her 
seventies and having been married no fewer than seven 
times, she has a brisk sense of humor and a zest for life. 
She's also insightful enough to know that "Rongquan 
Mystere" isn't what he appears to be. She has seen the 
dark elves who watch over Rongquan and observed him 
using subtle hand gestures (Drow Sign Language) to 
communicate with them. 

SPEAKING WITH RONGQUAN 

Jarlaxle has instructed the stage managers to bring all 
visitors to him. In the guise of Rongquan, he claims to 
be a member of the Lords' Alliance who answers di
rectly to Laeral Silverhand. He also seems to know all 
about the characters' meeting with Laeral (see encoun
ter 1, "Alley") and says he can speak on her behalf. He 
asks about the Stone of Golorr and is disappointed if the 
characters don't have it. If they offer up the fake stone 
recovered in encounter 9, "Cellar Complex," Rongquan 
immediately realizes it's a fake. 

If the characters aren't sure what to do next, Jarlaxle 
imparts the following information: 
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d Th · d Is blowing 

AKES IN ";rHE HOUSE 
S N . g rooftop ch ase, Yevette Blackwater 
After a halr•rTo Vtll~yrian human swashbuckler; see appen. "My friends, don't be dis ourag · wm 

Storm astl in our direction\ I've learn d that F n ru 
( ~ f rna c }' d · t th h . o~t ht a ticke t and s tppe m o e t eater 
ciiX . ) hasJ brf )~mance of Blood Wedding a play about 
clurln_g a I d d ath. ln the s tory, a young woman 

was arrested by th ity Wat h f r th ft nd t k n to a 

courthous in th tl W rd to fa th judgm nt of 

a magi t r. Nod ubt he hid th stone before his cap

ture . You must sp ak to him right way. You'll n ed to 

d vise some sort of ruse to get close to Fenerus . I urge 

against violence, or you might find yourself locked up 

beside him." 

I J a\ousy, an f 11 . 
v ' tl by a count, only to a m love with 

· brought to ~!l a 
IS b ther a man of faith. Her betrayal eats 
1 's younger ro I • 11 

. 1 s count He murde rs h1s brother on 
away at the J a ou . 'd h h 1 

. dd' g riay and pursues the bn e, w 0 ur s her-
hiS w 10 ' . d - T h . 

h tl battlements m espa1r. e count 1s self of{ t e cas e . 

hara ters ask why Laeral ilv rhand doesn't 
qu tion Fen rushers lf or bail him out of jail, Jarlaxle 
laugh and ays it would be politically unwise for the 
Open Lord to be s en n gotiating with a man who has 
committed heinous rimes against the city. 

]arla le could speak to Fenerus himself, but he's not 
ure if the courthouse is warded against magic. He can't 

risk the po ure, o he sends the characters instead. If 
the characters refuse to work for Rongquan, he shrugs 
his broad shoulders and lets them leave unmolested, fig
uring they'll try to talk to Fenerus anyway. 

If the characters attack him, Jarlaxle smiles, whistles 
for his drow bodyguards, and has at them. If the char
acters fall in combat, Jarlaxle and his guards stabilize 
dying party members before dragging all of them to a 
snowy alley and leaving them there with their gear. Af
ter the drow depart , a cold wind tears through the alley 
and awakens the unconscious characters. 

NEXT ENCOUNTER 

If the characters decide to speak with Fenerus, proceed 
with encounter 8, "Courthouse." 

THEATER: WINTER 

As this encounter opens, the characters follow a flee
ing Zhent swashbuckler into a theater in the Trades 
Ward called the Brizzenbright. Named after Malkolm 
Brizzenbright, its dead owner, the establishment has 
struggled in recent years. It stays open in the winter for 
its own survival, but the theater is wickedly cold this 
time of year. 

BRIZZENBRIGHT' S GHOST 

Malkolm Brizzenbright, a ghost, greets all visitors in the 
lobby (area P1). Dressed in a suit, his hair unkempt, he 
floats in plain sight most of the time, waving his hands 
about in gestures of greeting and salutation. Locals are 
accustomed to his spectral form and his stock introduc
tion: "Let not this harried visage diminish you, gentle
sirs and beautifulladi s, for I am but your friendly host. 
What fin art hav we wrought for you this day? Buy 
your tickets and behold! You shan't be disappoint d!" 

The ghost can engag in light conv rsation. It i 
bound to th lh at r b caus Malkolm Brizz nbright's 
soul couldn't bear to I av th place. If th th at r were 
to clos~ down, the gho t would haunt it still, p rhaps 
becommg more deranged ov r time. Only razing or 
burning the theater to the ground can force hi spirit to 
depart forever. 
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cursed by the: gods and tr~nsf~rmed mto a creature of 

k d ned to live m hts castle and feed on blood 
dar ness, am . . . . . · 
A female cellist and two male v10hmsts provtde mus1cal 

accompaniment. . 
The shiveriing audience includes thtrty commoners. 

Al resent is a Zhentarim spy named Agorn Fuoco 
soP · B) d h ' (NE male Turami bard; see append1x an IS com-

panion, Amath Sercent (LE female Mulan pries~ of 
Bane). Agorn is swept up in the drama and fightmg back 
tears while Amath pats his arm gently. Yevette takes a 
seat behind them and surreptitiously passes the Stone 
of Golorr to Agorn. Looking on from the back row is 
Remallia Haventree (see appendix B), a member of the 
Harpers who suspects Agorn of being a high-ranking 
Zhent. She 1-.tas been watching him for a while now, hop
ing to identify other Zhentarim leaders in Waterdeep. Al
though Remallia appears to be alone, the two violinists 
(LG male Illuskan human spies with Performance +5) 
are Harpers under her command. Agorn and Amath are 
unaware that they're under surveillance. 

ENTER THE HEROES 

The characters are expected to buy tickets before en
tering the main theater. The house manager chases 
after them if they don't, threatening to summon the 
City Watch. 

A character who makes a successful DC 14 Wisdom 
(Perception) check spots Yevette in the darkened the
ater. When this happens, Yevette springs from her chair 
and flees out the nearest door, planning to lead the 
characters on another merry chase. Remallia and her 
fellow Harpers watch with interest but don't get involved 
unless their lives or the lives of innocents are imperiled. 

NEXT ENCOUNTER 

lf the characters take the bait, proceed with encounter 
3, "Street Chase." Once Yevette's pursuers are out of 
sight, Agom Fuoco and Amath Sercent use the distrac
tion to slip .away, exiting through the main doors and 
flagging down a hire-coach. 

ENCOUNTER 7: OLD TOWER 
The characters face enemies in a dilapidated tower built 
by som ha.lf-forgotten Waterdavian mage hundreds of 
years ago. h has the following features: 

• All doors. are unlocked except the one to area 05. 
• The roon;1s have 15-foot-high ceilings, with 7-foot-high 

doorways connecting them. 

• The tower is brightly lit by continual flame spells ca t 
on wall sconces. 



First Floor 

MAP 4.s: OLD ToweR 

AREAS OF THE OLD TOWER 

The following locations are keyed to map 4.5. 

01. VESTIBULE 
The outer door has a tiny peephole with a closed iron 
shutter on the inside. Rotting tapestries adorn the walls, 
and mud and dirt have accumulated on the floor. 

02. GROUND LEVEL 
Stone spiral stairs curl up into the tower and down into 
the cellar. Set into the west wall is a fireplace black
ened with soot. A burned heap that used to be a padded 
leather chair lies near the fireplace. 

03. UPPER LEVEL 
This room, formerly a wizard's laboratory, contains the 
following features: 

• A soot-stained fireplace has a lidless iron cauldron 
hanging on an iron hook in its hearth and a wizard's 
portrait on the wall above the ma ntelpiece. 

• The floor is littered with shards of broken glass, 
burned scraps of paper, twisted pieces of metal , and 

bird droppings. . 
Other furnishings include a rocking chair, a trellts 
table, and the charred remains of a bookshelf, a ll 

shrouded in thick cobwebs. 
' Arrow slits line the walls, and pigeons nest in 

the rafters. 

Second Floor 

1 square = 5 feet 

Arrow Slits. Each arrow slit is 4 feet tall and 1 foot 
wide-big enough for a Small character or a slim Me
dium character to squeeze through. 

Treasure. A thorough search of the room yields a ran
dom treasure, determined by rolling a d4 and consulting 
the Old Tower Treasure table. 

OLD TOWER TREASURE 

d4 Treasure 
A charred wand of magic missiles (each time a charge 

is expended , there 's a 50 percent chance that noth

ing happens and the charge is wasted) 
2 A potion of healing mixed with a potion of flying (if 

this mixture is imbibed, roll on the Potion Mi scibil 

ity table in chapter 7 of the Dungeon Master 's Guide 

to determin e the effect) 
3 A cracked driftglobe that emits a flickering light but 

otherwise fun ctions normally 
4 A burned scroll tube containing two blank sheets of 

paper that are actua lly paper birds (see appendix A) 

04. CELLAR 
This room contains the following features: 

A small , circular wooden table is surrounded by four 
s tools made from empty barrels. A marked deck of 
playing cards is scattered atop the table, with a few 
stray cards lying on the floor. 
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lc on the floor of this 

OLD TOWER: SPRING 

The party's elusive quarry, a kenku, has taken refuge 
in an old tower. By the time the characters reach the en
trance to the tower, the kenku has taken a hostage and 
fled to the upper level. 

STREET URCHINS 

Just prior to the kenku's arrival, three children entered 
the derelict tower on a dare. If this encounter occurs 
on or around Trolltide, the children are wearing troll 
masks. These noncombatants are named Nat, Jenks, 
and Squiddly (see "The Three Urchins ," page 63). 

The kenku has kidnapped Squiddly and taken him 
upstairs (area 03). The characters encounter Nat and 
Jenks in area 02; they beg the characters to save their 
young tiefling friend. 

CONFRONTING THE KENKU 

The kenku clutches the Stone ofGolorr in one clawed 
hand and Squiddly the tiefling in the other. When cor
nered, the creature mimics the sound of a screaming 
child- its way of threatening to harm the boy unless the 
characters leave at once. The kenku doesn't respond to 
verbal threats or attempts at persuasion, but it can be 
bribed with coin, gemstones, or shiny baubles. It gives 
up both the stone and the boy in return for 100 gp worth 
of treasure. 

If the characters and the kenku reach an impasse, 
Squiddly kicks the kenku in the shin, causing it to re
lease him, and hides under some old furniture. This act 
initiates combat as the kenku draws its sword. 

If he has a clear path to the stairs, S quiddly runs 
down them and rejoins his friends. The three children 
flee the tower together, disappearing into a nearby alley. 

GAZER ATTACK 

When the characters finally obtain the Stone ofGolorr. 
three gazers (see appendix B) enter area 03 through ti1e 
arrow s lits and attack. They try to incapacitate which
ever character has the s tone and use their telekine tic 
rays to steal it. If s uccessful , the gazers take the s tone to 
a nearby alley. 
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NEXT ENCOUNTER 

I II tone ofGolorr leaves the tower in the 
Whet ter 1 

. . of the characters or the gazers, proceed,,. h 
I)OSSCSSI011 •vtt 

"All " encounter 1, cy. 

OLD TowER: SuMMER -Th • old tow ·r, formerly owned by a wtzard, was re-
• 11 bought by Esvele Rosznar, a yo ung noblewoman 

c n Y ( "Th Bl k v· " with a fascinating alter ego see e ac tper in 

app ndix B). 

HousE RoszNAR GuARDS 
Esvele has brought four guards with her to the tower. 
They wear the livery of House Rosznar and stand guard 

in area 01. 

BOUGHT AND PAID FOR 
Through her network of spies, Esvele learned about 
Lord Neverember's friendship with the tower's previous 
owner. Not long thereafter, she found the entrance to the 
Vault of Dragons beneath the tower. Unfortunately for 
her, she doesn't know what keys are needed to enter it or 
what lies within. When the characters arrive, Esvele is 
in area 02, meeting with the following three guild repre
sentatives (commoners): 

• Sembra Vashir (LN female Calishite human), of the 
Carpenters', Roofers', and Plaisterers' Guild 

• Pynt Oomtrowl (CG female rock gnome), of the 
Cellarers' and Plumbers' Guild 

• Jarbokken Frostbeard (LG male shield dwarf), of 
the Guild of Stonecutters, Masons, Potters, and 
Tile-makers 

This meeting is a formality. As the new owner, Esvele 
is required by law to bring the building up to code. She 
is gathering cost estimates from the guilds involved 
but has no intention of proceeding with repairs. The 
arrival of the characters provides her with a welcome 
distraction. 

Characters will have a tough time convincing Esvele 
that they have come for any reason other than to break 
into the Vault of Dragons. Esvele is willing to bring them 
on as business partners, allowing them access to the 
vault (preferably when there aren't guild representatives 
around) in exchange for an equal share of whatever 
treasure it might contain. She and the characters have 
each other over a barrel. She can't have them arrested 
for burglary without the authorities discovering the vault 
and seizing the tower. And they can't afford to deny the 
noblewoman what she wants, lest she divulge the vault's 
location to the authorities in exchange for a reward. 

Esvele offers to help the characters obtain the keys 
needed to unlock the Vault of Dragons and insists on ac
co~p~nying them during their first foray into the vault, 
clatmtng all the while that she's capable of looking after 
herse~f. However this business with the party unfolds, 
she tnes to conceal her secret identity from the charac
ters for as long as possible. 

Esvele doesn't use a key to lock and unlock the door to 

area 05. She uses thieves' tools instead. 



PATH TO THE VAULT 
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side of the vault doors.,\ natural fissure in the walltllllt' 
served as a grick's lair. but Es\'de l·i lled th . grick and 
left its corp on the floor. 

OLD TOWER: AUTUMN 

The character come to this crumbling tower in the 
Dock Ward looking for the Stone of Golorr. Members 
of Bregan D'aerthe follow them invisibly. Superstitious 
locals think the tower is haunted, so they avoid it. 

A TIMAGIC FIELD 

The interior of the tower is subject to a permanent an
ti magic field spell. Consequently, no magic functions 
inside the tower. This effect was left behind by the tow
er's previous occupant, a wizard hermit who dabbled 
in "wild magic" and could no longer control it. Because 
of the antimagic field, the magic lights that normally 
illuminate the tower have been suppressed. Only a wish 
spell or similar magic can end this antimagic effect. 

TOWER SWORDS 

Scattered on the floors throughout the tower are six 
longswords with no traces of rust or blood on them. 
These blades are flying swords rendered inert by the 
antimagic field. If a flying sword is taken from the tower, 
it animates and attacks. 

WHERE'S THE STONE? 

Fenerus hid the Stone ofGolorr in the cauldron that 
hangs in the fireplace on the upper level (a rea 03). But 
it's not there anymore. 

Before the characters reach area 03, three drow gun
slingers (see appendix B) under the effect of potio~s of 
invisibility use their levitate spells to scale the outside of 
the tower and crawl through the arrow s lits. While they 
are inside the tower, their invisibility spells are negated 
by the anti magic field. One of the drow quickly finds th e 
stone and takes it before the characters show up. 

1. · the adventure Unless they were defeated ear 1er m ' 
these drow are Jarlaxle's lieutenants: Fel'rekt Lafeen, 

X.b · das Replace a ny Krebbyg Masq'il'yr and Soluun 1 nn · 
that were killed ea~lier in the adventure with other dr(ow 

. . . . . c h draw. Soluun or gunslmgers and rol11ntt1at1ve 1or eac k h 
h. ' , . d fight and attac s t e 1s replacement) cant res1st a goo 
characters buying time for the other drow to esclape. 
0 ' the fl eei ng drow ) com nee they're outside the tower, f b l 
· . . . t nea rby roo top, u InVISible agam as they leap on o a 
the potions wear off at the end of their next turn s, en-

abling characters to chase after th em. 

NEXT ENCOUNTER d roceed with 
If the characters pursue the fleeing row, p 
encounter 5, "Rooftop Chase." 

) D I >WI WIN 

ll~e ll11tt 1 Ill huvt l1 n11ecl th,ll thr ~tom of 10/f,rr i., 
With Amtth '-ltlt t 111, ,, Jllll t of Hnm who 1~ nllit d wllh 
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HOUSE OF 'TYRANNY 

Amalh Scrcent (LE female Mulan priest) and her four 
followers (LE male and fema le acolytes of mixed et hn1c 
ilies) dress in common clothing when outside th, tower. 
inside the s tructure, they wear fur· lined robes to stay 
warm. They refer lo the tower as the House of Tyranny, 
and black prints of their right hands, with fingers and 
thumb held together, cover every interior surface. These 
handprints mimic the symbol of Bane. 

Amath and her followers assemble here for worship 
but sleep elsewhere. When the characters first arrive, 
all five have gathered in prayer on the upper floor of the 
tower (area 03). Three black flying snakes nest in the 
rafters and join any battle here. During this ceremony, 
Amath and her acolytes hold candles and form a circle 
around a gagged and blindfolded broadsheet publisher 
named Shan Chien (N male Shou human commoner). 
The imperious, middle-aged man is shackled to the 
floor, and Amath carries the key to the shackles. The 
shackles can be broken by a creature that uses an action 
to make a successful DC 20 Strength (Athletics) check. 
Picking the shackles' lock requires thieves' tools and a 
successful DC 15 Dexterity check. 

The Banites' ritual is designed to break Shan's will, 
making him subservient to Bane. Amath has been us
ing this ritual to "turn" broadsheet publishers as part 
of a larger plot to control the flow of information in the 
city- a critical element of Manshoon's takeover. Shan 
was abducted by A math's acolytes the night before while 
walking to his home in the Trades Ward. He publishes 
The Targe, a broadsheet that offers up vitriolic rants on 
all manner of local topics, including politics. 

Amath has the Stone ofGolorr in her pocket. he is 
expecting Manshoon or his s imulacrum to arrive and 
retrieve it shortly. 

OUTER SCAFFOLDING 
The tower is encircled by wooden scaffoldin g ov red 
with ice and snow. Despite its precarious app aran_ 
th e sca ffoldin g is secure and safe to walk on: nablmg 

t S to S a t th outsid of th tow r wtthout crea ure c • 

having to make abi lity che k . Th affoldtng rattl . 
a nd crea ks, how v r, and any r atur that mo on 1t 
mus t u c c1 on a D 16 D ·t rity ( t a lth) h ck or be 
h a rei by th LOW 

SIMULACRUM 
Th hara l r mu l fight A math and her acolytes to 

I lone of Go/orr. When they finally obtain it, fate 
g tt1 I , . l 
d als them an unkind hand as Man~ 1oon s stmu acrum 
(see "Manshoon" in appendix B) arnves by way of the 
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Main level 

M AP 4.G: C o u RTHouse 

teleportation circle in area OS. If the characters had 
the opportunity and the foresight to destroy the circle 
prior to obtaining the stone, the simulacrum instead 
must travel to Yellowspire on foot, giving the characters 
ample time to get away before it arrives as long as they 
leave within 1 hour after obtaining the stone. The sim
ulacrum tirelessly pursues the stone, and characters 
who flee would do themselves well not to leave tracks 
in the snow. 

NEXT ENCOUNTE R 

If a character becomes attuned to the Stone of Golorr, 
it reveals the location of the Vault of Dragons, under the 
Brandath family mausoleum in the City of the Dead, and 
the three keys needed to enter it. When the characters 
are ready to visit the mausoleum, proceed with encoun
ter 4 , "Mausoleum." 

ENCOUNTER 8: 
COURTHOUSE 
People who are arrested by the City Watch are brought 
to a courthouse and detained until a magister can pass 
judgment on them. Each courthouse has the follow
ing features: 

• Two guards stand outside each of the front and back 
doors (leading to areas Hl and H6) at all hours. 

• Rooms have 10-foot-high ceilings, with 8-foot-high 
passages and 7-foot-high doorways connecting them. 
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1 square = 5 feet 
lower 
level 

• Windows are fitted with iron bars that require a suc
cessful DC 30 Strength (Athletics) check to bend. 

• Doors are made of iron-bound oak and unlocked. 
• All areas are brightly lit by continual flame spells cast 

on wall sconces. 
• Cisterns on the roof collect rainwater, which is fun

neled by pipes down to the showers (area H7). 

AREAS OF THE COURTHOUSE 

The following locations are keyed to map 4.6. 

Hl. UPSTAIRS WAITING ROOM 

This room has the following features: 

• Two guards stand outside the doors to the records 
rooms (area H2) at all hours. Behind a desk sits a 
court clerk (commoner). 

• Uncomfortable wood benches line the walls. A 
copper plaque mounted above each bench says, in 
Common, "Please have a seat. Someone will be with 
you shortly." 

• Two privies are situated in a corner by the entrance. 

Clerk. The clerk asks visitors what their business is 
and either directs them to the appropriate area of the 
courthouse or instructs them to wait. The clerk holds a 
key to the records rooms (area H2). 

H2. RECORDS ROOMS 

~h: doors to these rooms are locked. Inside, shelves 
hnmg every available inch of wall space hold boxes of 



papers dated by month. andy nr. Tht pnp r ur r 
cords of court proceedmg mtl d po it ion . 

f{3. CLERKS ' 0FF1Cl~ 

Two desks pushed together in th middl of 11 . . 1 room 
hold qutlls, mk, and sheets of pap r. 1\ ,0 court k rk 
(commoners) work here, supporting th tnngi t 

1 
on duty. Each clerk holds a key to the r onls room 
(area H2). 

f{4. MAGISTER'S OFFICE 

This grand office contains several plush armchairs and 
a large walnut desk. The seal of Waterdeep is embla 
zoned on the wood floor. 

When not overseeing a trial, a magister on duty at 
the courthouse reviews cases and holds meetings here. 
If a magister is here, so is a knight who serves as a 
bodyguard. 

H5. COURTROOM 

This room has the following features: 

, Two guards are stationed here at all times. 
If court is in session, the magister is here along with a 
bodyguard (see area H4) and anyone else pertinent to 
the case being tried. 

. A magister's cloth-draped desk faces a defendant's box 
and three rows of pews. 

. Hanging on the west wall are tasseled banners de
picting the coats of arms of the City of Waterdeep, the 
Waterdeep City Watch, and the Waterdeep City Guard, 
as well as the seal of the Lords of Waterdeep and the 
symbol of Tyr, god of justice. 

H6. DOWNSTAIRS WAITING ROOM 

Nobles scheduled to testify in court and those waiting 
to visit prisoners are held here. The room contains the 
following features: 

· Two guards are on duty in this room at all times. 
• Mismatched couches line the walls. 
• Old broadsheets rest in loose piles atop end tables. 

H7. SHOWERS 

Dirty prisoners are stripped of their clothing and 
washed here before they are locked in cells. Protruding 
from the walls are iron nozzles that spew cold water 
when a chain next to the door is pulled. Drains in the 
stone-tiled floor keep the room from flooding. 

H8 . CELL BLOCK 

Two guards are stationed in this hall at all times. 
Locked Cells. Five cells are spaced along this hall. 

The door to each cell is locked from the outside, and the 
guards stationed here hold the keys. A door's lock can't 
be picked from inside the cell. 

H9. WATCH WAGON 

This room contains the following features: 

' Two veterans, members of the City Watch, are here at 
all times. 

' An armored carriage stands behind a pair of steel 
doors secured by an iron bar. 

Armor d Cnrrlnjc. Two hor 1 or 11eedcd to pull the 
<·nrriagr, whi h c 10 l1old up to 1ght M rlium prisoners 
at tim . Th ha' k doot to th carriage i secured with 
hain nnd two padlock . :.nch v t ran on duty has a 

k y I h 1 pen on of the padlo k . 
Bnrr cl Outer Door . It tak s two people to lift the 

bur thul obstruc Is the door to th · outc;idc. A successful 
DC 21 Stn ngth (Athlt lie ) check f!nablcs one person to 
do it alom, 

CouRTHousE: SuMMER 
After obtaining th Stone ofGolorr, the characters are 
arrested by the City Watch soon after they emerge from 
the sewers. 

UNDER A RREST 
The arresting force consists of twelve veterans, a Watch 
sergeant and eleven constables. They demand that the 
characters surrender their weapons and come along qui
etly. For guidance on how to handle character arrests, 
see "Breaking the Law," page 10. 

The characters are charged with disturbing the peace, 
a minor offense that carries a fine and results in an 
edict. The charge stems from their conduct in encounter 
3, "Street Chase." Depending on how they comported 
themselves in previous encounters, the characters might 
be charged with additional crimes against the city or its 
citizens, possibly including brandishing weapons with
out due cause, robbery, assaulting a citizen, or murder. 
If they resist arrest, they are charged with hampering 
justice. See the Code Legal handout in appendix C for 
the penalties associated with such crimes. 

Characters who give up their visible weapons without 
a fuss aren't searched, but those who give the Watch 
a hard time are searched for hidden weapons (and 
stripped of anything that could potentially cause harm). 
A character can conceal a Tiny object from the Watch 
with a successful DC 12 Dexterity (Sleight of Hand) 
check. If the Stone of Golorr is found during a search, 
the Watch sergeant inspects it, concludes that it's noth
ing of consequence, and returns it to its owner. 

DocK WARD CouRTHousE 

Arrested characters are brought to a courthouse in the 
Dock Ward and confined to cells (area H8) until their 
trial. Any items taken from them during their arrest are 
entrusted to the front desk clerk (area H1) pending the 
trial's outcome. A character can take a short rest while 
incarcerated and use that time to attune to the Stone 
of Golorr. After ld6 hours, word comes down that the 
magister is prepared to hear the characters' testimony, 
whereupon the guards in area H8 unlock the characters' 
cells and escort them to the courtroom (area HS), where 
the magister is waiting. 

FALSE CAPTAIN 

If Lord Cassalanter's doppelganger valet is still at large, 
it kills a Watch captain and uses the victim's uniform 
to impersonate another Watch captain the characters 
have met before. Then, in the guise of Hyustus Staget 
(see "The Watch Arrives," page 27), the doppelganger 
kills the guards in area H8 with its bare hands and 
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d ' n up n th chara t rs, hom "H ustus" ac uses of 
beating th c II blo I guards to d ath. Thes r inforce
mcnts ha e no r ason to b lieve that aptain taget 

ho h app ar to b , and th y sid wilh him in 
an onflicl. 

If the doppelgang r obtains the tone of Golorr, it 
promptly delivers it to ictoro Cassalanter. If the char
acters e ·tricat themselves from the mess they're in, 
they can r trieve th stone from Cassalanter Villa (see 
chapter 6). 

MEET! G WITH THE MAGISTER 

The presiding magister is Umbero Zastro, a handsome, 
eloquent, and fair-minded half-elf in his thirties. He's 
known for his finely honed sense of poetic justice and 
for meting out unconventional punishments. 

Magister Umbero Zastro has the statistics of a noble, 
with these changes: 

• He is lawful ne utral. 
• He is unarmed, unarmored (AC 11), and worth 0 XP. 
• He has these racial traits: He has advantage on saving 

throws against being charmed, and magic can't put 
him to sleep. He has darkvision out to a range of 60 
feet. He speaks Common and Elvish. 

The magister has already heard the testimony of the 
arresting officers, as well as that of any eyewitnesses. 
The characters are given an hour to plead their case 
while h e asks questions. A character who tries to de
ceive Zastro must make a Charisma (Deception) check 
contested by the magister's Wisdom (Insight) check. A 
character who loses this contest is found guilty of ham
pering justice, locked up for a ten day, and fin ed 200 gp, 
on top of any other punishments meted out for crimes 
committed against the city and its citizen ry. Those who 
can't or won't pay the fine are sentenced to hard labor 
for a year in Amendsfarm, a City Guard-run labor camp 
among the farms of Undercliff. 

If the characters committed one or more crimes, they 
are judged guilty and punished accordingly (see the 
Code Legal handout in appendix C). A character who 
pleads for I ni ency and s ucc eds on a DC 14 Charisma 
(Persuasion) check receives an alternate punishme nt for 
crimes that don' t carry punishments of death or exil . 
This check is mad with advantag if the character has 
renown in a r sp ctabl faction, s uch as Force Grey (the 
Gray Hands), the Emerald Enclave, the Harpers, the 
Lords' Alliance, or the Order of the Gauntlet. Alternate 
punishments for lesser crimes include the following: 
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Characters who are tricked into acting in accordance 
with the wishes of the doppelganger can be forgiven for 
crimes committed during the jailbreak, but only if the 
doppelganger is apprehended or killed. (It reverts to its 
true form when it dies.) Speak with dead spells can be 
cast on the cell block guards slain by the doppelganger 
to obtain testimony that clears the characters of the 

guards' murder. 

NEXT ENCOUNTER 
If a character becomes attuned to the Stone of Golorr, it 
reveals the location of the Vault of Dragons, beneath an 
old tower in the Sea Ward, and the three keys needed to 
enter it. When the characters are ready to visit the loca
tion, proceed with encounter 7, "Old Tower." 

C O URTHO USE: AUTUMN 

The characters have learned that Fenerus Stormcastle 
is in the custody of the City Watch at a courthouse in 
the Castle Ward. If they try to speak with him, they are 
met by the clerk at the front desk, who informs them 
that they must schedule a meeting with the magister 
first, because visitors need her written permission to see 
him. The clerk says the meeting with the magister can 
happen no sooner than highsun on the following day but 
can be persuaded to move up the time for a bribe of 10 
gp or more. 

There are alternatives to speaking with the magister, 
if the characters have sufficient renown in a politically 
influential faction- or a talent for deception: 

• A character who has at least 4 renown in the Harpers 
can convince Mirt (see appendix B) to use his author
ity as a Lord of Waterdeep to secure Fenerus's re
lease. Mirt has personally lost coin to the Blood Hawk 
Posse, so helping Fenerus squirm out of jail stings 
him deeply. 

• A character who has at least 4 renown in the Lords' 
Alliance can arrange a meeting with Laeral Silver
h.and (see appendix B) at Piergeiron's Palace and con
vmce her to give Fenerus what he wants in exchange 
for information on the stone's whereabouts. The safe 
return of Neverember's cache of dragons is more im
~ortant to her than the fate of one brigand. 

• . he characters can purposely get themselves arrested 
10 the Castle Ward. Even a minor crime can re ult 1n 
a brief period of incarceration until the magi ter ha~ 
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MEETING WITH THE M GlSTER 

The courthouse magister is Hester Barch (L G femal 
Turarni human acolyte with Insight +4), a pettt woman 
in her seventies. Magister Barch is low to anger and 
fond of sharing lengthy educational anecdotes and para 
bles. Unknown t~ all_ but ~~r closest aides, the magister 
ha the innate ps10mc ab1hty to cast the detect thoughts 
spell without somatic or material components. After 
using it once, the magister must finish a short or long 
rest before she can cast the spell again. Wisdom is her 
spellcasting ability (spell save DC 12). 

The magister is disinclined to agree to any request 
for a private meeting with Fenerus, on the grounds that 
he's a shady, unrepentant person and a flight risk. The 
conditions under which she will permit a meeting are 
as follows: 

. A character who has at least 3 renown in the Harpers 
or the Lords' Alliance, or a character who belongs 
to a Waterdavian noble family, makes a good argu
ment and succeeds on a DC 15 Charisma (Persua
sion) check. 

• A character who is impersonating a noble or an official 
makes a good argument and succeeds on a DC 15 
Charisma (Deception) check. If the check fails, Magis
ter Barch sees through the ruse and uses her detect 
thoughts spell to verify that the character is in fact dis
guised as a noble or an official-a crime that carries a 
punishment of flogging followed by imprisonment for 
up to a tenday, plus a fine of up to 500 gp. 

• A character tells the magister about the hidden cache 
of dragons and Fenerus's role in finding it. 

TALKING TO FENERUS 

Fenerus Stormcastle (N male Tethyrian bandit captain) 
is confined to a cell in area H8, waiting to stand trial. 
He is charged with multiple counts of theft (highway 
banditry) and assaults against Waterdavian citizens. 
Fenerus knew it was only a matter of time until some
one tipped off the City Watch; he suspects that another 
member of the Blood Hawk Posse gave him up. The 
timing is unfortunate for him, since he was planning to 
earn a small fortune by turning over the Stone of Go
lorr to his Luskanite contact. Now, he plans to use the 
stone to escape imprisonment and wipe his criminal 
record clean. 

If the characters can get close enough to spea~ with . 
him, Fenerus refuses to divulge the stone's locat10n until 
he is released and granted immunity for his past crimes. 
He knows that the presiding magister or a Lord of Wa
terdeep has the authority to give him what he wants .. 

The only condition under which Magister ~a~ch wtll 
consider acquiescing to Fenerus's demands IS tf the 
h d · · · good c aracters convince her that such a ectston IS 

for Waterdeep. To accomplish that, they either must 

u 1 111 1 i to ht pwlt h1 r (which i a cnm ·and likely to 
r ult iu th c, st r' nrr st ouc · th1 cf~·ct wear off), 
01 tlwy must tclllat :.bout thl' Voult of Dragons and the 
toltu old . lit it h r a t:, "'he iust ts on trying some· 

thin~, hcfot h tting him off the hook: aftl.r taking a short 
11 I. he Ita h 11 rtl. brought to h1 r ccJLJrtroom and 
qu( stionq him abouttlw touo. Surreptitiously, she uses 
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au atllmptto discern the stone's location. Given that the 
ston is foremost in Fen Tus's mind, Magistrate Barch 
learns where it is hidden, shares the informatiOn with 
the characters, and returns Fcncrus to his cell. 

WHERE'S THE STONE? 

Fenerus hid the Stone of Golorr on the top floor of an 
old tower in the Dock Ward-a tower warded against all 
forms of magic. If he is freed, he offers to lead the char
acters to the tower or provides directions so they can 
find it on his own. 

NEXT ENCOUNTER 

If the characters learn where Fenerus hid the stone and 
go after it, proceed with encounter 7, "Old Tower." 

ENCOUNTER 9: 
CELLAR COMPLEX 
Cellars and sewer tunnels intersect to create small 
dungeons under Waterdeep. These complexes have the 
following features: 

• Ceilings and doorways are 7 feet high. 
• There are no light sources. 

AREAS OF THE CELLAR COMPLEX 

The following locations are keyed to map 4.7. The 
complex has three distinct sections: the sewer tunnels 
(areas B1- B3), the southern cellars (areas B4- B9), and 
the northern cellars (areas B10- Bll). 

Bl. SEWER ACCESS 

This chamber has stone steps and a locked, iron-bound 
wooden door with a sign mounted on it that reads, in 
Common, "SEWER ACCESS: AUTHORIZED CITY OFFI
CIALS ONLY." The door to area B2 is locked. The lock 
can be picked by a character who makes a successful 
DC 17 Dexterity check using thieves' tools, or the door 
can be forced open with a successful DC 20 Strength 
(Athletics) check. City Watch captains hold keys to 
sewer access points that correspond with their as
signed wards. 

B2 . SEWERS 
Fresh sewage flows along a trough that runs parallel to 
a stone walkway. The sewage is 3 feet deep. Any crea
ture immersed in it for 1 minute must succeed on a DC 
11 Constitution saving throw or become infected with 
sewer plague (see "Diseases" in chapter 8 of the Dun
geon Master's Guide). 

Where the tunnel branches, a stone bridge spans 
the sewage pouring out of an eastern artery. There's 
no walkway in this arterial passage that leads to areas 
B3 and B4. 
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MI\P 4 7 : CELLI\R CoMPLEx. 

B3. SECRET DOORS 

Secret doors blend with the s urrounding stonework on 
opposite sides of this sewer tu nnel. One door opens into 
area B7, the other into area B10. Characters who have 
a passive Perception score of 15 or higher spot both 
secret doors as they pass by. Otherwise, finding a secret 
door requires a search of the wall a nd a s uccessful DC 
15 Wisdom (Perception) check. The secret doors are set 
high enough that opening them doesn't cause sewage to 
flow into adjoining areas. 

B4. RUSTY IRON DOOR 

A door made of rusted iron is set into the wall above a 
dry, 1-foot-wide stone ledge. The door's lock corroded 
long ago, and the door squeals loudly on rusty hinges 
when opened. 

B5. ARROW SLITS 

A brick wall with arrow slits was added to this room at 
some point. The arrow s li ts are designed to a llow a r
chers to fire at intruders who come through the door at 
area B4. The arrow slits provide three-quarters cover. 

B6 . STORAGE ROOM 

An unlocked wooden door closes off this empty room . 

B7. RUBBLE-FILLED CELLAR 

A wall has coll apsed, c rea ting a la rg r s pace out of two 
smaller rooms. The air is heavy with dus t, and the floor 
is strewn with rubble, refuse, a nd rat droppings. 

Secret Door. The secret door to area B3 is easi ly 
spotted from this side (no check required). 
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B8 . SUNKEN CELLAR 

This sunken cellar has these features: 

• An unlocked iron door is set into the east wall. 
• A crumbling stone staircase against the south wall 

climbs up to a landing, where a wooden door is he ld 
shut with a chain and a padlock. 

Iron Door. The door opens into a small, empty stor
age room with hooks hanging from the ceiling. 

Stairs Up. The lock can be picked with a successful 
DC 15 Dexterity check made using thieves' tools, or 
the door can be forced open with a successful DC 20 
Strength (Athletics) check. It opens into an alley behind 
a boarded-up tenement. 

B9. RAT- INFESTED CELLAR 

These rooms are situated below a hostel (75 percent 
chance) or an orphanage (25 percent chance). Harmless 
rats crawl about, minding their own business. 

B9a. Stone stairs climb 10 feet to a wooden door that 
opens into a street or alley. Crates and barrels stacked at 
the bottom of the stairs hold edible foodstuffs, but noth
ing e lse of value. 

B9b. A plain wooden door opens into a room contain
ing dusty furnishings in storage. The furniture includes 
a scratched wooden desk, several wobbly chairs, a coat 
rack, two small tables, and an empty wooden trunk. 
There's _a 25 percent chance that one piece of furniture 
(determtned randomly) is a mimic that usually feeds on 
rats but never passes up a bigger meal. 
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Secret Door. The secret door to an a B3 isla ily 
spotted from this side (no check required). 

Bll. BACK CELLARS 

These rooms are extensions of area BlO. 
BJla. This room used to be a wine cellar. Its walls are 

lined with piles of rotting wood (storage racks) and bro 
ken bottles. 

Bllb. Once a cold storage room and root cellar, this 
empty chamber is choked with dust and cobwebs. 

CELLAR COMPLEX: SPRING 

The characters have learned that a haUling necroman
cer named Losser Mirklav took the Stone of Golorr. He 
lives in a cellar complex under a powdered wig shop 
in the Trades Ward. The shop, Dandymops, is closed 
and locked with an iron gate. The lock can be picked by 
a character who makes a successful DC 15 Dexterity 
check using thieves' tools, or the gate can be forced 
open with a successful DC 25 Strength (Athletics) 
check. Since the shop is in a highly visible location, an 
attempt to break into it is 75 percent likely to be noticed 
by someone who alerts the City Watch. Two veterans of 
the City Watch arrive in 1d10 minutes to investigate the 
shop and talk to witnesses. 

Xanathar's gazer (see appendix B) doesn't follow 
characters into the shop. It remains outside and waits 
for Xanathar Guild forces to arrive. If the characters 
destroyed the gazer in an earlier encounter, another one 
arrives with the Xanathar Guild forces. 

DUNGEON ENTRANCE 

Area B1 is the basement of the wig shop and the charac
ters' point of entry into the cellar complex. 

MISTY SEWERS 

The dense fog from outside settles in the sewers, and 
areas B2, B3, and B4 are lightly obscured. 

NECROMANCER 

Lasser Mirklav is a lightfoot halfling mage, with 
these changes: 

• He is chaotic evil and has 31 (9d6) hit points. 
• He has these racial traits: He is Small, and his walk

ing speed is 25 feet. He can move through the space 
of a Medium or larger creature. He has advantage on 
saving throws against being frightened. He speaks 
Common and Halfling. 

• He has the animate dead and blight spells prepared, 
instead of counterspell and greater invisibility. All his 
spell slots are currently expended. 

L . b d · titched flesh that osser carnes a spellbook oun m s 
contains all his prepared spells. He also has a key to 
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WHERE'S THE STONE? 

Before the characters reach Losscr, kcnku members of 
the Xanathar Guild break down the door leading into 
the cellar complex via area B8 and confront the necro
mancer. The characters find Losser cowering in one 
corner of area B7. Two skeletons stand between him 
and three kenku. The kenku aim to kill the halfling. 
Lying on the floor around them are four dead kenku and 
the remains of two destroyed (and previously animated) 
skeletons. 

If the characters demand the Stone of Golorr, Losser 
tells them the truth: he surrendered it to the kenku, two 
of which fled south with it. In area B8, the characters 
see one kenku standing over the bodies of Losser's 
murdered human apprentices, Retchyn and Kreela. This 
kenku is joined by Xanathar's gazer (see appendix B). 
The kenku and the gazer try to hold off the characters 
for as long as possible, buying time for a second kenku 
to flee with the Stone of Golorr. 

If the characters pursue the stone and leave Losser 
alive, he eventually slips away and retreats to area B11. 

NEXT ENCOUNTER 

Once the characters defeat Xanathar's forces in the cel
lar, they can chase after the fleeing kenku that has the 
Stone of Go/orr in its clutches. Proceed with encounter 
3, "Street Chase." 

C ELLAR C o MPLEX: S uMME R 

The characters are hot on the trail of three street ur
chins as the children scamper into the sewers under the 
Dock Ward. 

SICKENING S MELL 

The summer heat makes the sewer smell worse than 
usual, and characters become poisoned by the stench 
unless they cover their noses with perfumed scarves. 
The effect lasts until they leave the sewers. The street 
urchins and other creatures that live in the sewers are 
accustomed to the smell and aren't poisoned in this way. 

SEARCH FOR THE URCHINS 

The characters approach the cellar complex from the 
east, eventually coming upon an iron door in the side of 
the sewer tunnel (area B4). 

The street urchins took the Stone of Go/orr to area 
B7 (which serves as their clubhouse), entering the room 
through a secret door (area B3). The eldest child, Nat, 
attuned to the stone, but contact with the aboleth so ter
rified her that she dropped it, screamed, and ran away. 
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E T ENCOU TER 
Once the characters obtain the tone of Golorr, they 
can leave the cellar complex. Proceed with encounter 8, 
"Courthouse." 

CELLAR COMPLEX: AUTUMN 

The characters have been encouraged to explore a 
Xanathar Guild hideout under the Southern Ward. They 
enter the location through area Bl. The Xanathar Guild 
Roster table provides a summary of the forces stationed 
throughout the complex. The sections that follow de
scribe some of the hideout's features . 

XANATHAR GUILD ROSTER 

Area 

BS 

B6 

B7 

B8 

BlO 
Blla 

Creature(s) 

2 goblins behind arrow slits 

l half-ogre that became poison ed after drinking six 

casks of cheap wine 

3 duergar and l gazer (see appendix B) standing 

guard while Thorvin Twin beard (see appendix B) 

works on a mechanical beholder (see "Mechanical 

Beholder" below) 

Korgstrod Uxgulm , the duergar leader (40 hit 

points), seated in a stone chair and attended by 3 

kobolds (see "Stone of Deception" below) 

7 troglodytes lurking in the shadows 

l gibbering mouther guarding a treasure chest in 

area Bllb (see "Treasure Chest" below) 

MECHANICAL B EHOLDER 

A mechanical beholder built for the Day of Wonders 
parade lies on its side in area B7. Xanathar wants this 
mechanical version of itself to hover over the crowd, 
reminding the Lords ofWaterdeep of the beholder's 
superiority, but no one can figure out how to make it 
fly. A character can use an action to try to activate the 
machine, doing so with a s uccessful DC 10 Intelligence 
check. The activated behold r shoots dazzling lights 
from its eyestalks for 1 minut and th n stops working. 

If combat breaks out in the cellar complex, Thorvin 
Twinbeard flees up the s tairs in area B8 and uses a key 
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TREASURE CHEST 
An old, locked chest in the back of area Bllb can be 

db Omeone who makes a successful DC 13 opene Y s . 
Dexterity check using thieves' tools. The chest cont~tns 
277 cp, 135 sp, a spherical gold beholder pendant wtth 
tiny gems for eyes (worth 250 gp), and a spell scroJJ of 

darkvision. 

NEXT ENCOUNTER 
Whether they find the fake stone or not, characters have 
little recourse but to consult with "Laeral" at the Seven 
Masks Theater in the Dock Ward. If they go there, pro
ceed with encounter 6, "Theater." 

ENCOUNTER 10: 
CONVERTED WINDMILL 
This crumbling, two-story stone building was a wind
mill long before the city rose up around it. The followin~ 
features apply unless an area description or encounter 
states otherwise: 

• Rooms have 15-foot-high ceilings, with 10-foot-high 
passages and 7-foot-high doorways connecting them. 

• Doors are wooden, closed, and unlocked. 
• The walls are covered with graffiti, and the stone 

floors are strewn with garbage and detritus. Windows 
are empty lead frames without glass. 

• There are no light sources. 

AREAS OF THE 

CONVERTED WINDMILL 

The following locations are keyed to map 4 .8 . 

Wl. STONE STAIRCASE 

A curved set of stone stairs climbs 20 feet to the upper 
level. The stairs are covered with bird droppings, broken 
roof shingles, mud, and mold. 

W2. SQUATTERS 

During the spring, summer, and winter, each of these 
rooms is home to 1d6 + 1 squatters (commoners) who 
have made dens for themselves out of old furnishings 
and things salvaged from garbage piles. The squatters 
aren't looking for trouble. 



MAP 4.8 : CONVERTED WiNDMILL 

For some food or coin, a squatter can direct or lead 
characters to the locked apartment on the upper level 
(area W7) and describe the apartment's inhabitants. A 
character can also secure a squatter's cooperation with 
a successful DC 10 Charisma (Intimidation) check. 

W3. PRIVY 

Beyond the door is nothing more than a hole in the floor 
from which rises a terrible stench. 

W4. WEAK CEILING/FLOOR 

Area W4a is directly underneath area W4b. The floor 
of the upper chamber collapses under the weight of the 
first Small or larger creature to walk across it. A charac
ter who has the Stonecunning trait or proficiency with 
mason's tools can tell that the floor is unsafe to walk on. 

Any creature standing on the floor of area W4b when 
it collapses falls 20 feet, landing in area W4a. Any crea
ture in area W4a when the ceiling falls in must make a 
DC 11 Dexterity saving throw, taking 4 (1d8) bludgeon
ing damage from falling debris on a failed save, or half 
as much damage on a successful one. 

W5. ANCIENT MILLST ONE 

An ancient millstone lies under a jumble of debris that 
includes machinery and pieces of the collapsed roof. 
Dust and cobwebs cover everything. 

W6. PIGEON ROOSTS 

Large ections of the roof have caved in above these 
rooms, leaving holes through which birds and precipita-

Upper Floor 

1 square = 5 feet 

tion can enter. The floors are littered with broken shin
gles, bird droppings, wrecked furnishings, and other de
tritus, and scores of pigeons roost in the moldy rafters. 

W7. SECURE APARTMENT 

The north door to this room has been fitted with a shiny 
new lock that can be picked with a successful DC 15 
Dexterity check using thieves' tools. The door can also 
be unlocked from inside the room, or forced open with a 
successful DC 20 Strength (Athletics) check. 

This apartment is in good repair and contains the fol
lowing features: 

• A wood-framed, king-sized bed with clean mattresses 
stands against one wall. ( ext to the bed, an unlocked 
door in the west wall leads to area W8.) 

• The window was recently repaired and quietly swings 
open on oiled iron hinges. 

• Across from the window, against the wall, stands a 
wooden armoire. 

The armoire holds four clean sets of clothes, two gray 
cloaks, a heavy crossbow, and a wooden case containing 
twenty crossbow bolts. 

W8 . B AC K ROOM 

The section of conical roof directly above this cham
ber has mostly collapsed, filling the room with rubble. 
There's just enough space to open the door. 
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olkarr and Urlaster attack, but they surrender quickly 
if o erwhelmed and share the following information in 
e ·change for their lives and freedom: 

• Lasser Mirklav and his two human apprentices, 
Retchyn and Kreela, live in a cellar complex under 
the Trades Ward. The way to their lair is through 
Retchyn's powdered wig shop, which is called 
Dandymops. 

• Lasser is stealing bones from the City of the Dead to 
create an army of animated skeletons. (Neither Vol
karr nor Urlaster knows why.) 

• In the Garloth mausoleum, Lasser killed a rat and 
took the small stone it was carrying. The rat vanished 
when it died, and Lasser thinks the stone is magical. 

NEXT ENCOUNTER 

Once the characters set out to find the halfling necro
mancer, proceed with encounter 9, "Cellar Complex." 

CONVERTED WINDMILL: SUMMER 

The characters head to a decrepit building in the South
ern Ward that used to be a windmill. Therein, they 
expect to find the Stone of Go! orr in the clutches of two 
treacherous cult fanatics named Arn Xalrondar (LE 
male Tethyrian human) and Seffia Naelryke (LE female 
Tethyrian human). 

CULT FANATICS 

Arn and Seffia are waiting in area W7, which they use 
as an apartment. They keep the door to the apartment 
locked at all times. They have cleared area W8 of debris 
and painted a pentagram in blood on the floor. At the 
points of the pentagram are five black globs of wax- the 
remains of burned candles. 

Lord Cassalanter sent Arn and Seffia on a mission 
to retrieve the Stone ofGolorr from his family's mau
soleum. He a lso gave them secret orders to dispose of 
three other members of the cult whom he couldn't trust 
to keep quiet about the stone. Arn and Seffia would 
be horrified to learn that they failed in so simple a 
task; they try to correct their mistake by killing Vaelle 
Lurval if she's with the party (see "Mausoleum: Sum
mer," page 70). 

DEVILS ' ARRIVAL 

As characters try to break into the cult fanalics' apart
ment, three spined devils arrive. The devils fly to the 
tower, knock on the apartment window, and are Jet 
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CoNVERTED WINDMILL: AUTUMN 

This old stone windmill was converted into a residence 
over a century ago and has fallen into disrepair. An 
eccentric Waterdavian artist lives here, and she hasn't 
been the same since her true love abandoned her. There 
are no squatters in the residence. 

The outside doors are always locked. A lock can be 
picked with a successful DC 15 Dexterity check by a 
character using thieves' tools, or a door can be smashed 
open with a successful DC 15 Strength (Athletics) 
check. Any attempt to break into the tower is 75 percent 
likely to be seen or heard by one of Kalain's neighbors. 
Eight veterans of the City Watch arrive 10 minutes later 
to investigate the intrusion. 

LET ME PAINT You A PICTURE 

Kalain, a famous Waterdavian painter, was commis
sioned to paint a portrait of Lord Dagult Neverember, 
then Waterdeep's Open Lord, in 1475 DR. Her meeting 
with Neverember marked the beginning of a torrid love 
affair that lasted over a year. One of the many gifts he 
lavished on her was an estate in the Sea Ward. 

Their relationship faltered as Dagult's visits to Never
winter became more frequent and extended. He made 
promises to Kalain that he failed to keep, and when she 
raised the subject of faithful commitment, he treated 
her poorly, for his true love was Neverwinter. Kalain 
became enraged after Dagult's rejection and turned to 
painting monsters that, in her mind, represented him. 
Her power to harness the Weave clings to the fabric of 
her works, giving her the ability to bring these monsters 
to life on command. 

Ultimately, Neverember used his influence to ruin Ka
lain and divorce her from Waterdeep's high society. She 
was allowed to keep her home, but her works and her 
reputation were destroyed, slowly and methodically. Ka
lain's spirit was broken, leading to the onset of madness. 
Now she locks herself away, content to let time erode the 
last of her conscience. She always saw Dagult and Wa
terdeep as one and the same, and now they are both her 
mortal enemies . 

VISITING THE RESIDENCE 

Kalain is unable to behave politely before strangers, for 
she believes they're all assassins sent by Dagult Never
ember to murder her. The only person with whom she's 
ci~il is Vhaspar Holmdreg (LG male Illuskan human 
prtest), who rents a room in the west wing of the resi
dence and works in the North Ward at the Hospice of St. 
~aupsenn , a temple of Ilmater, god of suffering. Vhaspar 
ts an old man in his seventies half blind with cataracts. 
wh b · ' · s 0 nngs her food twice a week, firewood three wne 



week in the winter, and painting suppl' 
a h •es 'Very few 
rnonths. Vhaspar as a key that unlock tl 

• ·d 1 out r doors of Kalain s res• ence. 
Displayed in every room except ar a WS is , 

• • 'T' d t . , Oil< of h. a. 
Jain's pamtmgs. 1.0 e ermtne th subicct f . 

. . d12 J o any giVen 
Pawtmg, roll a and consult the Painting s b' 

, 'bl s: b u ~ects 
table. It s pos~1 e 10~ a su ~ect to appear more than 
once. The res1dence 1s ~lso crawling with rats. If Kalain 
is attacked, these vermm form six swarms of rats that 
defend her. 

PAINTING SUBJECTS 

d12 Subject dl2 Subject 
Ankheg 7 Gibbering mouther 

2 Carrion crawler 8 Hell hound 
3 Displace r beast 9 Mantico re 
4 Ettercap 10 M inotaur 
5 Gargoyle 11 Mummy 
6 Ghast 12 Werewolf 

KALAIN 

Kalain spends most of her time in area WS, which 
serves as her studio. It contains moldy scraps of food, 
empty pots stained with colored paint, discarded 
brushes, and her easel , which is situated in front of a 
large, lead-paned window in the north wall. Upon the 
easel rests a fresh painting of a displacer beast. If the 
characters confront her, Kalain accuses them of being 
assassins, brings the displacer beast to life, and com
mands it to attack them. 

Kala in is a half-elf bard (see appendix B), with 
these changes: 

• She is chaotic evil. 
• She has these racial traits: She has advantage on sav

ing throws against being charmed, and magic can't 
put her to sleep. She has darkvision out to a range of 
60 feet. She speaks Common and Elvish. 

• Instead of the Song of Rest trait, she has the Art Imi-
tates Life action option. 

Art Imitates Life (3fDay). Kala in touches one of her paintings 
and causes its subject to spring forth , becoming a creature o_f 
that ki nd provided its CR is 3 or lower. The creature appears In 

an unoccupied space within 5 feet of the painting, which be- . 
comes blank. The creature is fr iendly toward Kala in and hostile 
toward all others . It rolls initiative to determine when it acts . It 
disappears after 1 minute, when it is reduced to 0 hit points , or 

when Kala in dies or falls unconscious. 

PATH TO THE VAULT 
A heavy stone trapdoor in the floor of area W4a can be 
found with a thorough search of the room and a success
ful DC 12 Wisdom (Perception) check. Pulling open the 
d . h d nds 120 feet to oor reveals a stone sta1rcase t at esce 
a 20-foot-wide corridor which extends for another 60 
feet and ends before th~ doors to the Vault of Dragons. 
Kalain and Vhaspar know nothing of the vault or the 

trapdoor that leads to it. 

CONVERTED WINDMILL: WINTER -·--
An vii dragonhorn IHtllH d 1 hrakkus has converted 
an old, hrc- orciH d windmillm the Fidel W(.lrcl into 
a butcher's shop. A mcmb1 r of th Guild of Butchers, 
1 hrakkus has a lucrative side IJU<sim s5. Zhcnts loyal to 
Manshoon pay 1 hrakkus to chop up people they kill, 
and he sells the meat on the sly. As Deadwinter Day ap
proaches, this meat is in high demand. The corpses are 
brought to him in the dead of night, most often delivered 
by Sidra Romeir (see chapter 8, area K2) in a covered 
cart pulled by a draft horse. 

BUTCHERY 

A red wooden sign carved to look like a butcher's cleaver 
hangs above the door of Thrakkus's butchery, which 
occupies the westernmost room of the west wing. The 
butchery is ice cold in the winter and reeks of meat and 
blood. A bloodstained chopping block dominates the 
room, and shelves of cut meat wrapped in bloody parch
ment line the walls . The floor is streaked with blood and 
covered with bits of gore. 

Thrakkus padlocks the door at night. Picking the 
lock requires a successful DC 15 Dexterity check using 
thieves' tools. The door can also be forced open with a 
successful DC 18 Strength (Athletics) check. 

LARDER 

The chamber next to the butchery has been converted 
into a larder, the doors to which are padlocked at all 
hours. The locked doors are otherwise identical to the 
butchery door (see above). Like the butchery, the larder 
is frigid in the winter and smells of meat and blood. Six 
half-frozen humanoid carcasses are stacked under a 
10-foot-square canvas tarpaulin near the western wall. 
Thrakkus hasn't gotten around to cutting them up yet. 

SQUATTERS 

The dragonborn allows squatters to dwell in his home. 
Those who can perform menial chores are spared and 
fed scraps of cooked meat; the rest end up on the chop
ping block. These homeless sods are too frightened of 
Thrakkus to speak ill of him, and the City Watch doesn't 
seem to care about crimes committed in the Field Ward. 

THRAKKUSTHEBUTCHER 

The butcher has no time to suffer fools , and the charac
ters are fools for meddling in his business. Thrakkus 
spends most of the day in the butchery. At dusk, he re
tires to his apartment, where he stays until dawn or un
til someone comes knocking with a body to dispose of. 
Thrakkus carries keys to the butchery, the larder, and 
his apartment (area W7). 

Thrakkus is a dragonborn berserker of red dragon 
ancestry, with these changes: 

• He is chaotic evil. 
• He has these racial traits: He can use his action to 

exhale a 15-foot cone of fire (but can't do this again 
until he finishes a short or long rest); each creature in 
the cone must make a DC 13 Dexterity saving throw, 
taking 2d6 fire damage on a failed save, or half as 
much damage on a successful one. He has resistance 
to fire damage. He speaks Common and Draconic. 
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• Thrakku 's last shipment of meat was tak n to a shop 
in the Trades Ward called Cuttle' Meat Pi s. It 's lo
cated in an alley. 

• The meat was delivered by a member of the Guild of 
Butchers named Justyn Rassk. Thrakkus paid extra 
coin to see it delivered "quickly and quietly." 

• Rassk ha a blood-spattered horse-drawn cart that he 
uses to make deliveries outside the Field Ward. 

The characters might know Justyn Rassk from their 
own dealings with the Guild of Butchers (see "Sample 
Guild Representatives ," page 41). 

NEXT ENCOUNTER 

If the characters follow the trail of the meat delivery, 
proceed with encounter 1, "Alley." 

VAULT KEYS 
At the end of an encounter chain, a character who is 
attuned to the Stone of Golorr can learn the location of 
the Vault of Dragons and what three keys are needed 
to open its doors. The artifact also reveals that an adult 
gold dragon named Aurinax guards the vault. 

The three keys needed to open the vault are chosen by 
you or determined randomly by rolling on the Vault Keys 
table. Illusory versions of keys don't open the door. 

Every key can be found or procured in Waterdeep. If 
the characters don't already know the location of a key, 
they can gather information about it. To do this, a char
acter must spend 1 day and 5 gp researching the loca
tion of a key. At the end of this day, the character makes 
a DC 15 Intelligence (Investigation) check, learning the 
location of the key on a success. If the check fails by 5 
or more, the main villain learns of the search and sends 
lackeys to attack the characters and , if possible, wrest 
the Stone of Golorr from them: 

, Xn nathar sends tit her fiv ' goblin dr e-1 up as 
r hild n 11 w aring Trolltid mask ~nd a b •gbear (70 
percent clwnc~), or four wererats tn hum: , forrn (

30 
percent chance). • ~ 

, The Cassa lantcrs send two tmps tn raven •orm, thre 
human cultis ts, and either a human cult fanatic e 
(70 percent cha nce), or four spined devils (30 Per-

cnt chance) . 
• j arlaxle Ba nr sends Fel'rekt Lafeen and Krebbyg 

Masq'il'yr, or two other Bregan D'aerthe drow gun. 
slingers (see appendix B), and six drow. 
Manshoon sends four Zhent martial arts adepts (see 
appendix B). There's a 50 percent chance that these 
Zhents are led by one of Manshoon's lieutenants, ei
ther Vevette Blackwater or Agorn Fuoco, if they're still 
alive (see chapter 8, area E8). 

KEY DESCRIPTIONS 

The keys listed in the Vault Keys table are further de
scribed below, in alphabetical order. 

ADAMANTINE BAR 
The characters can purchase a 10-pound adamantine 
bar for 1,000 gp. The genasi smiths Ernbric and Avi (see 
chapter 2, area T3) can acquire one if the characters 
think to ask them. 

ANIMATED CONSTRUCT 

Any creature of the construct type works as this key, 
provided the creature hasn't been destroyed or rendered 
inoperable. If the characters have befriended Valetta, 
the dragonborn priest of Gond (see chapter 3), she hap
pily releases Nim the nimblewright into their custody 
until they no longer have need of it. 

An object animated by the animate objects spell also 
qualifies as this key. 

BEARDLESS DWARF 

Most female dwarves are beardless and thus meet the 
condition. A male dwarf NPC can be persuaded to shave 
his beard, either as a consequence of losing a bet or 
upon receiving some sort of recompense. The charac
ters can also shave a male dwarf they have captured or 
against whom they have some sort of leverage. 

BEHOLDER EYESTALK 

The eyestalk need not come from a true, living beholder. 
It can be plucked from a stuffed beholder (see "Old Xob· 
lob Shop," page 23) or obtained from a lesser form of 
beholderkin, such as a gazer or a spectator. The eyestalk 
also need not be detached. 

VAULT KEYS (ROLL THREE TIMES, ONCE FOR EACH KEY) 

d6 First Key Second Key 

2 

4 

5 

6 

Adamantine bar 

Beholder eyestalk 
Drunken elf 
Invisible creature 

Performance of "Your Beardy Face" 
Silvered warhammer 
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An imated const ruct 

Bronze dragon scale 

Gems worth at least 1,000 gp 
Painting of a dwarf miner 
Severed drow hand 
Sunlight 

Third Key 

Beardless dwarf 

Cask of dwarven ale 

Gift from a queen 

Pair of bugbear ears 

Shapechanger 

Un icorn 



Xanathar (see appendix B) gladly accompanies char
acters to the vault if that's the way to guarantee getting 
its share of the treasure. Regardless of the arrangement 
it makes with the characters, "its share" equates to all 
the treasure. In other words, Xanathar turns on the 
party once the vault is unlocked, unless a powerful NPC 
(such as Laeral Silverhand or Vajra Safahr) is present to 
keep the mad beholder in check. 

BRONZE DRAGON SCALE 
Zelifarn, a young bronze dragon, has taken up res
idence in Deepwater Harbor. Many sailors and dock 
workers have seen the dragon, and Grinda Garloth (see 
"Encounter 2: Mistshore," page 65) owns an appa-
ratus of Kwafish that characters can use to search for 
the dragon. Characters who go looking for Zelifarn find 
him lurking inside a shipwreck 120 feet underwater. 
As the characters approach the wreck, Zelifarn comes 
out and tries to scare them away. (He's not done search
ing the wreck for treasure.) He inflicts harm only in 

self-defense. 
A successful DC 15 Charisma (Persuasion) ch~ck or 

an offer of treasure worth at least 1,000 gp convl?C s 
the dragon to talk with the characters and part WJth 
one of his scales.lf the characters mention the co~ tents 
of the Vault of Dragons Zelifarn demands a promJse 
of 10 percent of the gold before he gives them what 

they carne for. 

CASK OF DWARVEN ALE 
A cask of dwarven ale is easily obtained at any market 
in Waterdeep for 5 gp. There is a 20 percent chance that 
the characters buy a knock-off brand that isn't made by 
dwarves. Any dwarf character can tell genuine dwarven 
ale from the fake stuff simply by having a taste. 

DRUNKEN ELF 
Any elf who is poisoned from drinking alcohol qualifies 
as this key. 

GEMS WORTH AT LEAST 1.000 GP 
One or more gemstones qualify as this key as long as 
their combined value is 1,000 gp or more. uch gem 
can be found during the adventure or bought in the mar-

kets ofWaterdeep. 

GIFT FROM A QUEE 
La era! Silverhand, the Open Lord of Wat rd 
once the queen of an an i nt kingdom all d 
The characters can r all thi fa t with a u 
20 I ntellig n (HI tory) h I or I arn it through infor
mation gath ring. Th y an r qu t, n udl n with 
La ral throughjal st r ilv rman or Mirt. La ral giv s 
them a gift- a feath r quill giv n to h r by th archmage 
Elminst r him If- if th y promi e tor turn the stolen 
gold to Wat rde p' coff rs. 

INVISIBLE CREATURE 
Any creature under the effect of an invisibility spell 
counts as this key, as do naturally invisible creatures. 
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PAINTING 

haract r pr fi i nt ' 
a painting that qualifi 
fini h th painting. 

P IR OF BU GBE REARS 
Th ra nathar Guild employs bugbears, and characters 
an hop th ars off any of them. A live bugbear also 
ount as this key. 

PERFORMANCE OF "YouR BEARDY FACE" 

The dwarf love song, "Your Beardy Face," is a duet per
formed by bagpipers. The characters can obtain this 
music easily for 1 gp and hire two performers to play the 
piece for 10 gp each. A character who has proficiency 
with bagpipes can perform the song, though a success
ful DC 10 Charisma (Performance) check using bag
pipes is required for the performance to count as this 
key. A glass jar in Cassalanter Villa (see chapter 6 , area 
C3) plays this song when it is uncorked. 

SEVERED DROW HAND 

This ghastly key can be forcibly obtained from a mem
ber of Bregan D'aerthe or some other dark elf. If the 
characters have encountered no drow, they might hear 
rumors that Xanathar employs a drow advisor. 

SHAPECHANGER 

Any living creature of the shapechanger subtype, such 
as a doppelganger or a wererat, serves as this key. Bon
nie the doppelganger (see "Familiar Faces," page 20) 
can be persuaded to accompany the characters if she 
is friendly toward one or more of them. The characters 
can also reach out to the Shard Shunners, a local gang 
of halfting wererats. For an up-front payment of 500 gp, 
the wererats happily oblige. 

SILVERED WARHAMMER 

The characters can buy a s ilve red warhammer for 115 
gp, or they can give a silver bar to Embric and Avi (see 
chapter 2 , area T3) and have the genasi smiths craft one. 

SUNLIGHT 

Since the vault lies deep underground, natural sunlight 
is difficult to come by. Clever characters can buy twenty 
steel mirrors (5 gp each) and arrange them in places 
(and at the proper angles) so that s unlight from outside 
can be reflected underground and shone upon the vault 
entrance. Setting up these mirrors and getting their 
alignment just right takes 2d4 + 2 hours regardless of 
the number of characters involved. 

UNICORN 
Although conjuring up a real unicorn is likely beyond 
the abilities of the characters, they could ask Laeral 
Silverhand or Vajra Safahr to cast the summon celes
tial spell. The characters can gain an audience with 
Laeral or Vajra through Renaer Neverember or another 
well-connected NPC. If the characters tell Laeral or 
Vajra the truth about the Vault of Dragons and prom
ise to turn the gold over to the authorities, either one 
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agrees to accompany the characters to the vault and 

th spell. . 
Th unicorn need not be a real umcorn to serve a 

this :ey. The Sea Maidens Faire (see chapte: 7) use: 
2 

unicorn float in its parades, and a stuffed umcorn can 
found in Cassalanter Villa (see chapter 6, area T18). 

VAULT OF DRAGONS 
Once the characters have the Stone of Golorr, they ca 
use it to determine the location of the Vault of Dragons 
and the keys needed to enter it. 

VAULT FEATURES 

~as of the vault have the following features: 

• Any spell that tries to contact a creature in the vault 
fails, as does any spell that attempts to scry on the 
vault interior or any creatures within. Teleporting inl 
the vault from outside is impossible. 

• Walls are made of mortared stone. Doors are solid 
stone slabs with stone handles and hinges. 

• Except in area V9, there are no light sources. 

AREAS OF THE VAULT 

The following locations are keyed to map 4.9. 

VI. VAULT DooR 

A 20-foot-high, 20-foot-wide stone corridor ends be
fore an adamantine double door bearing Dwarvish 
runes. The doors have neither handles nor hinges. The 
writing on them reads, "THE THREE KEYS. BRING 
THEM FORTH." 

The doors part, sliding back into the walls, when the 
three correct keys are brought with 5 feet of them. The 
remain open until Aurinax or someone else speaks the 
command word to close them ("Azaam"). The keys can 
open the doors from either side. The doors can't be 
forced open or damaged in any way, and attempts to cir 
cumvent them with magic fail automatically. 

V2. ENTRANCE FOYER 

This vast chamber has the following features: 

• Three age-worn columns support crumbling stone 
bridges 60 feet overhead, with the ceiling rising an
other 20 feet beyond that. 

• Set into alcoves are twelve sets of double doors 
made of iron. Each door is 10 feet wide, 10 feet high, 
and embossed with images of dwarf warriors in 
plate armor. 

Crumbling Bridges . The bridges connect area V4 to 
adamantine doors that seal off areas V6 V7 and VB. 
The eastern half of the northern bridge ~nd,the western 
half of the southern bridge are unstable. Either bridge 
co~ lapses if more than 150 pounds of weight is applied 
~o tt. A creature standing on a section of bridge when 
tt collapses must succeed on a DC 15 Dexterity saving 
throw or fall 60 feet to the floor below. 

The middle bridge has a 15-foot-wide gap in it. A char· 
acter can clear this gap with a running jump-but part 
of the bridge breaks away under the character's feet on 
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1 square= 10 feet 
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landing, forcing the character to succeed on a DC 15 
Dexterity saving throw or fall to the floor below. 

Iron Doors. Ten of the double doors are false and re
fuse to budge. The two sets of doors at the northern end 
of the west wall push open to reveal area V3 beyond. 

V3. STAIRS AND FRESCO 

This hall has the following features: 

· At the south end of this chamber, expertly carved 
stairs climb 70 feet to area V4. 

• The north wall bears a 20-foot-square fresco that de
picts dwarves battling goblins. 

Enthralling Fresco. A detect magic spell reveals an 
aura of enchantment magic on the fresco. Any creature 
Within 30 feet of the fresco that can see it must succeed 
on a DC 12 Wisdom saving throw or be charmed by it 
for 24 hours. While charmed in this way, the creature 
can't willingly move out of sight of the fresco and de
fends it to the death. If forcibly moved away from the 
fresco, the creature tries to find its way back. The crea
ture can't rest while under this effect. After 24 hours, 
the creature gains one level of exhaustion and can re-. 
Peat the saving throw if it can still see the fresco, end ing 
the effect on a success. A creature that succeeds on the 
saving throw is immune to the effect of the fresco for 24 

hours. Destroying at least one 10-foot-square section of 
the fresco ends the effect for all creatures. Each 10-foot
square section has AC 17 25 hit points, and immunity to 

Poison and psychic dama~e. 

Upper level 

V4. HALL OF MORADIN 

This 20-foot-high hall has the following features: 

Three pillars running the length of the hall are carved 
to resemble warhammers, with their square heads 
pressed against the floor. 

• The west wall bears a cracked mosaic that depicts a 
dwarf smith at a forge, crafting dwarves out of black 
metal and diamonds. (In the south end of the wall is a 
secret door.) 
Three archways in the east wall lead to crumbling 
bridges that span the entrance foyer (area V2) and 
end in front of adamantine doors (leading to areas V6, 
V7, and V8). 

Black Pudding. A little more than halfway down 
the hall, a section of the western mural has broken off, 
forming a heap of shattered tile on the floor. A crack in 
the wa ll concea ls a black pudding that gushes out and 
attacks characters who inspect the damage. 

Secret Door. A character who searches the hall for 
secret doors and succeeds on a DC 17 Wisdom (Percep
tion) check notices the outline of a secret door that leads 
to area VS. The door opens automatically when a dwarf 
(or a creature transformed into a dwarf with an alter self 
spell or similar magic) touches it; otherwise, a success
ful DC 17 Strength (Athletics) check is needed to push 
open the heavy door. 
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5. M 

his du t fill d ro m h sIn in untoucht d si n . C' th timl' 
fthe D< lz un dwnr . ,n•cn copp •t·urns on plnl 

~ rms o t rOm: ith c in, , g ms, nml mor •. 
Tren ur . This room holds Ft ·cot pel' ut·n s (wor th 

25 gp a h). rn 1 c ntnins livt tourmnll tii'H (wor th 100 
gp a h) mi ·din ·with 200 p. Urn 2 ontni n n ring of 
\\ 'i1rmth mi ·d in with len rdinar gold rings (worth 
25 1 ·n h), nd 50 sp. Urn is pi t •cl h igh with 250 
gp. Urn ..J holds blu quartz g mst n s (worth 10 gp 

• h). rn 5 hold - u -in h-lall silv r statu ll of a dwarf 
pri t f 1oradin \: ith am thyst eyes (worth 250 gp and 
' eighing 10 pound ). 

6. H MMER AND AN IL 

The adamantine door to this room has an arcane lock 
pel! cast on it, but it swings open when a dwarf or a 

creature transformed into a dwarf touches it. Another 
creature can force it open with a successful DC 21 

trength (Athletics) check. A knock spell or similar 
magic also opens it. The door swings into the room on 
stiff adamantine hinges. 

• The north, east, and south walls of this 20-foot-high 
room are adorned with dust-covered frescoes depict
ing dwarf smiths at work in their forges. 

• An iron anvil sits atop a raised ston e block in the mid
dle of the floor. Both fixtures are d raped in cobwebs . 

Frescoes. A character who ins pects the wall fres coes 
and succeeds on a DC 10 Wisdom (P erception) check 
notices that the stone hammer being wielded by the 
smith in the fresco on the south wall can be taken away 
from where it rests. When removed, it le aves a ham
mer-shaped indentation in the wall. E tched into the s ide 
of the hammer that was facin g the wall is the following 
inscription in Dwarvish runes: "Let hearts be lifted and 
battles won." The hammer m ust be r emoved from its 
indentation for the inscription to be seen . 

Iron Anvil. If the character s clear away the cobwebs, 
they see an inscription on the fro n t of the s tone block . 
Written in Dwarvish runes, it reads as follows: "Let the 
hammer fall and the anvi l rin g." 

If the anvil is struck by the ston e hammer that was 
taken from the wall, each creature in the room that can 
hear the anvil ring gain s 10 temporary hit points that 
last for 24 hours. O nce th e a nvil has bestowed this gift, 
it can't do so again for 24 hou rs. 

V7. DuMATHO IN's SEC R ET 

This room is sealed by an ad amantine door s imilar 
to the one in area V6. The room contains the follow
ing features: 

• Four suits of r usted plate armor sans h elmets, s ized 
for a dwarf, stand in th e corners of this 20 -foot-high 
room. Each suit is d rap ed in cobwebs. 

• Dwarvish runes are carved into the fa r wall. The in
scription reads, "A secret never be fore told w ill part 
D umathoin's lips." 

A successful D C 14 In tell igence (Religion) check ide n
tifies D u mathoin as th e dwar ven god of secre ts. Any 
dwarf character a utomatically knows th is. 
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ecrcl S tnir. The engraving on the wall is a cl 
'fi Ue th th is room holds a secret, spect ca.lly a trapdo1 • sow at 

h idd 11 that il can't be found by usmg magic 01 sear ell 
i n g. But wh n any creature m the room speak~ al ch. 

. . . ouct 
S • r l the trapdoor flips open , gtvmg acce to as . a 
' I ~~ 
stone staircas that descends 120 fe~t to area V9. 'fh 
spok •11 admission must be true, _and tt must bf sorne~ 
thing the character has not prevtous ly revealed 

V8. OL' FIRE EYES 
This room has the following features: 

A 10-foot-tall painted statue of an armored male dw 
d . k arr wielding a battleaxe an weanng a mas stands at th 

back of this 20-foot-high room. e 
• Before the statue, set into the floor, is an adamantin 

'd e trapdoor with a pull ring along one st e. 

Trap. A successful DC 17 I~telligence (Religion) check 
enables a character to recogmze the statue as a depic
tion of Gorm Gulthyn, the dwarven god of vigilance also 
known as Fire Eyes. The statue melds seamlessly with 
the floor and can 't b e toppled. It also seems impervious 
to damage . A detect m agic spell reveals an aura of ev0 . 

cation magic on the s tatue. 
The trapdoor is false and can't be lifted. Anyone who 

touches the trapdoor or its pull ring must succeed on 
a DC 18 Dexterity s aving throw or be s truck by rays of 
magical fire that s pring from the statue's eyes, dealing 
22 (4d10) fire damage. The trap does n't trigger if the tar. 
get has total cover. 

V9. MAINVAULT 
When the characters arrive here for the first time , read: 

Although deep unde rground , th is vault is lit by streams 

of sunlight that pou r dow n from t he ce il ing, catching 

motes of dust in their lum inous poo ls. Ornate co lumns 

support a thirty-foot-h igh va ulted ce iling, which is 

adorned with carvings of dwarves bas kin g in t he pres

ence of their gods . Deep alcoves line the wall s, and piled 

in one of them is a vast golden trove . 

Out of the dusty gloom steps an aged dwarf clutching 

a staff carved and painted to resemble a pa ir of entwined 

dragons- one red, one gold . Despite the dwarf's age , hi s 

eyes are steady and bright . " I wasn 't expecting anyone ," 

he says plainly. "As you can see, the place is a mess . 

Perhaps you should come back later, after I've tidied 

up a bit ." 

The dwarf, who calls himself Barok Clanghammer, is 
really the adult gold dragon Aurinax (see appendix B) 
in dis guise. H e guards the gold for Lord Dagult Nev
erembe r and holds the dragons taff of Ahghairon (se~ 
appe ndix A) in exchange for his ser vices. Dealing wtth 
the gold dragon pres ents a n unusual ch a llenge for the 
characte rs, a nd a p eaceful resolution is more likely to 
be nefit them tha n a violent one. 

Aurinax is p atient, wise, m erciful, and vigilant. Be 
remains in humanoid form u n til com bat breaks out, 
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arember might use his son as his vassal. (The dragon 
~nows nothing of the animosity between Renaer and 
his father.) 

The characters can try to convince the noble dragon 
that Lord Neverember embezzled the gold from the 
people of Waterdeep, and that it would be fair and just 
to see the coin safely returned to its rightful owners. 
Deep down, Aurinax knows where the gold came from, 
but the dragon has allowed his greed and his agreement 
with Lord Neverember to cloud his moral judgment. 
With a successful DC 18 Charisma (Persuasion) check, 
a character can talk the dragon into allowing the gold to 
be returned to the people to whom it rightfully belongs. 
The check is made with advantage if the characters 
brought a prominent city official with them, such as Mirt 
or Vajra Safahr, or if one of the characters professes to 
be a worshiper of Bahamut. 

Any Charisma (Intimidation) check made to influence 
Aurinax automatically fails . After the first such attempt, 
all future Charisma checks made by the party to influ
ence Aurinax have disadvantage. 

Aurinax uses Legendary Resistance to avoid being 
charmed. If a character tries to charm him with a spell 
and fails, all future Charisma checks made by the party 
to influence Aurinax have disadvantage. 

Treasure. Choose two alcoves in the vault. Piled in 
one alcove are 500,000 gp, the combined weight of 
which is 10,000 pounds. Scattered on the floor of the 
second alcove are sixty-five 100 gp gemstones- all that 
remains of Aurinax's current food supply. 

Aurinax won't give up his gemstones or the dragon
staff of Ahghairon willingly, since they are his payment 
for guarding the gold. If need be, however, the dragon 
is willing to use the staff's power on behalf of the city in 
exchange for more gemstones. 

LEAVING THE VAULT 

As the characters leave the vault, with or without the 
gold, they are confronted by a hostile force sent by the 
main villain or villains. If the vault doors were left open, 
the characters encounter these antagonists in area V2; 
otherwise they're lurking outside the vault, waiting for 
the chara~ters to emerge: 

• If X unthnr is th rnntn villain, '\Jo ka Ur'gray (see 
npp ndix B) ·u-rivc w1tlt tX bugbear and a gazer 
( t •'PP< udix B). If No ka i rJ arl or ol hrrwi~e indis-
pn d,lht bcholdc:r r plar him with Nar'l Xibrindas 
( r c app wlix B) and his grell bodyguard. 

• If the ( nssaluntcr art the villain , they end three 
cult fnnntic unrll hrc e cultists. Viet oro' doppel
ganger IIH!n~u·vnnl, Willi fori Crowellc, leads the 
group in hi'l tiefling guise unless the characters killed 
hirn or othcrwbc dispose d of him earlier in this chap
ter or in chapter 6. 

• Ifjarlaxle Baenre (sec appendix 8) is the villain, he 
arrives with three drow gunslingers (see appendix B). 
Replace no name drow gunslingers with Fel'rekt La
feen, Krebbyg Masq'il'yr, and Soluun Xibrindas if they 
are alive and free. 

• If Manshoon is the main villain, he sends his simula
crum (see appendix B) along with Agorn Fuoco (NE 
male Turami human bard; see appendix B), Yevette 
Blackwater (CE female Tethyrian human swashbuck
ler; see appendix B), and three Zhent thugs. If Agorn 
and Yevette were killed or otherwise disposed of 
earlier in this chapter or in chapter 8, replace each of 
them with one additional thug. 

The forces sent by Xanathar, the Cassalanters, and 
Manshoon attack the characters on sight.Jarlaxle, on 
the other hand, congratulates characters for unlocking 
the Vault of Dragons and allows them to leave on the 
condition that they go empty-handed. He intends to see 
the gold safely returned to the city ofWaterdeep but also 
demands the dragon staff of Ahghairon for his trouble. 

If Aurinax is alive, the characters can lure enemies to 
the dragon. Aurinax attacks any creature that attacks 
him or tries to steal his staff or the gold. He also defends 
the characters if he has made a deal with them. 

FACTION REINFORCEMENTS 

If the characters joined one or more factions in Water
deep and kept them informed of their progress, you can 
have reinforcements arrive to help combat the villains or 
introduce a new element to the situation. 

Bregan D'aerthe. Ifjarlaxle Baenre (see appendix 
B) isn't the main villain, he arrives with his lieutenants, 
Fel'rekt Lafeen, Krebbyg Masq'il'yr, and Soluun Xibrin
das, or three other drow gunslingers (see appendix B). 
Jarlaxle offers to help the characters if they agree to help 
him secure the gold for Waterdeep and the dragonstaff 
of Ahghairon for himself. 

Harpers. Mirt (see appendix B) arrives with two 
female human swashbucklers (see appendix B). If 
he's sti ll alive and not already with the characters, Re
naer Neverember (see appendix B) replaces one of the 
swashbucklers. 

Emerald Enclave. Jeryth Phaulkon sends three 
swarms of rats to assist the characters. Once the char
acters are no longer in peril, the rats disperse through
out the vault. 

Force Grey. Vajra Safahr sends Meloon Wardragon 
(see appendix B) to help the characters secure the vault, 
unaware that Meloon has fallen under Xanathar's sway. 
If Xanathar is the main villain, Meloon helps the behold
er's forces defeat the characters. 
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Zhentnrim. The Doom Raiders (see appendix B) 
arrive to help secure the vault, less any members who 
have been arrested or killed. If Manshoon is the main 
villain, keemo Weirdbottle betrays his fellow Doom 
Raiders and fight alongside Manshoon's simulacrum. If 
they and the characters emerge victorious, the surviving 
Doom Raiders propose to split the take evenly with the 
characters. If the characters refuse this offer and the 
Doom Raiders outnumber them, the Zhents turn against 
them, putting characters who are Zhentarim members 
in a predicament. 

ADVENTURE CONCLUSION 
The adventure could play out in any of several ways, 
depending on who gets the gold and what's done with 
the treasure. 

DYING IN THE VAULT 

If the characters die in the Vault of Dragons with the 
Stone of Go/orr and the main villain doesn't know the 
vault's location, the secrets of the vault die with them. 
Though they succumbed in the process, they succeeded 
in keeping the gold out of the villain's clutches-a bitter
sweet victory, indeed. 

REMOVING THE GOLD 

If the characters recover Neverember's hoard and keep 
it for themselves, word gets out eventually. 

Emissaries of the Harpers, the Lords' Alliance, and 
the Order of the Gauntlet come to the characters, asking 
that the gold be returned to Waterdeep. If the characters 
refuse to give it up, they are stripped of any member
ships they might hold in these factions and quickly find 
themselves in political hot water. The Lords of Water
deep charge them with the crime of robbery against the 
citizens of the city. The characters face up to 1 month of 
hard labor plus damages equal to the value of the stolen 
currency plus 500 gp. If they try to flee the city, the City 
Guard apprehends and imprisons them. If they some
how evade the local authorities, the Harpers and agents 
of the Lords' Alliance pursue them tirelessly. 
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Horn (see appendix B) sends Zh(;n tanm thugs to 
threaten, if not hurt, him. Emme k comes to the char. 
acters with hat in hand, preying on their generosity 
while denying any wrongdoing on his part. 
Davit Starsong (see appendix B) asks th e character 
for a donation of 5,000 gp to keep his bra nch of the s 
Zhentarim afloat in Waterdeep. Recent a ltercations 
and legal issues have drained the Doom R aide rs' cor. 
fers. If the characters refuse, the Doom Raiders are 
driven out of the city, yielding control of the Zhentarim 
in Waterdeep to Manshoon (if he's alive). 

• Floon Blagmaar (see appendix B) asks the characters 
to give him 500 gp to cover a hefty gambling debt. If 
the characters refuse to give Floon the gold, he van
ishes without a trace 1d10 days later. 

• Volothamp Geddarm (see appendix B) asks the 
characters for 5,000 gp to fund an expedition that he 
hopes will inspire a future book, for which he'll give 
them special mention in said masterwork. If the char. 
acters seem hesitant, Volo reminds them that were it 
not for his starting them off on this adventure, they 
wouldn't have the gold in the first place. 

• Jelenn Urmbrusk, a Masked Lord in debt to Man
shoon, requests an interest-free loan of 10,000 gp, 
which she vows to repay within a year. In exchange, 
she promises to use her "considerable influence with 
the Lords of Waterdeep" to help them in the future. If 
the characters oblige, she makes good on her prom
ise to pay them back and grants them a special favor 
(see "Marks of Prestige" in chapter 7 of the Dungeon 
Master's Guide). If they refuse, they will have made an 
enemy of the secret Masked Lord. 

• Temples, charities, guilds, and down-on-their-luck 
strangers come knocking from time to time. What 
they ask for isn't much- a few gold here and there
but it all adds up. 

.QNWARD AND DOWNWARD 

The characters should be 5th level by the end of this 
adventure. In the weeks that follow, word of their deeds 
spreads to every corner of Waterdeep. Finally, a note is 
delivered to them that reads as follows: 

I Undermountain beckons. See you at the Yawning Portal. 

If the characters want to explore Undermountain, you 
can continue this campaign up through 20th level with 
the book Waterdeep: Dungeon of the Mad Mage. 



CHAPTER 5: SPRING MADNESS 

ANATHAR HAS LET ITS PARANOIA GET THE 

better of it, and the beholder trusts no 
one. The Stone of Golorr disappeared 
from its lair while it was brokering a 
deal that would have merged the Xana
thar Guild and the Zhentarim into a 

single criminal organization. Although the Zhents didn't 
steal the Stone of Go/orr, Xanathar believes they did. 
Once content to merely possess the stone, the beholder 
is no longer confident of the gold's safety in the Vault of 
Dragons. Xanathar thinks that the gold would be safer 
under its watchful gaze, but without the Stone of Golorr, 
it can't remember where the gold is hidden. 

Before running this chapter, review the "Beholders" 
s.ection of the Monster Manual, particularly the section 
titled "A Beholder's Lair." Within its lair, Xanathar has 
access to lair actions, and characters might encounter 
the beholder's regional effects as well. 

Characters who don't visit Xanathar's lair in the 
course of this adventure might have reason to do so in 
Waterdeep: Dungeon of the Mad Mage. In that adven
ture, the characters are most likely to approach the be
holder's lair from Skullport (see area X4 for details). 

As they explore Xanathar's lair, characters wiJI see a 
r~curring symbol that looks like a circle with ten equi
~~~ant spokes radiating out from its circumference. 

IS symbol is Xanathar's personal rune as well as the 
symbol used to represent the Xanathar Guild. 

FACING XANATHAR 
Roll percentile dice to determine the beholder's location 
when the characters arrive, and consult the Xanathar's 
Location table. 

XANATHAR 1S LOCATION 

dlOO Location 

01-50 Xanathar is talking to Sylgar, its pet fish, in area X19. 

51-75 Xanathar is delivering a rambling sermon to min-

ions in the audience chamber (area X18). 

76-90 Xanathar is watching a fight in the Pit of Blood and 

Fortune (area X6). 
91 - 00 Xanathar is contemplating its mortality in the crypt, 

amid the remains of past Xanathars (area X33) . 

If the characters attack the beholder, it destroys one 
character and tries to subjugate the rest. In exchange for 
their lives, the survivors must agree to help the beholder 
find the tone ofGolorr. If they refuse, the beholder 
destroys another character and repeats the offer. This 
process continues until the characters comply or none 
are left. Those who agree to the beholder's terms are 
permitted to leave with their lives. 

If the characters give Xanathar the stone, it demands 
that they accompany it to the Vault of Dragons and 
help it defeat the vault's draconic guardian. Not fully 
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(and makes good on its threat). 

FOILING XANATHAR'S 

OPERATION 
Killing the beholder is probably beyond the characters' 
capabilities, but they can sabotage its operation in sev
eral ways, affecting either the beholder personally or the 
smooth functioning of the Xanathar Guild. They might 
even be able to marshal sufficient resources (including 
enough explosives) to bring down Xanathar's lair. 

ENRAGE XANATHAR 

Xanathar's mental state is precarious. Whenever it flies 
into a rage, the beholder tends to kill random minions. 

ABDUCT OR KILL SYLGAR 

Killing or stealing Xanathar's pet fish and preventing 
the fishkeeper, Ott Steeltoes, from replacing it causes 
Xanathar to become enraged. 

DESTROY THE DREAM NuLLIFIER 

Xanathar's "dream nullifier" in area X20 gives it peace 
of mind and helps it sleep. Destroying this contraption 
makes the beholder unhappy. 

TAKE ITS FOOD AWAY 

Xanathar eats meals prepared by the kobold chefs in 
area X30. Killing these kobolds or otherwise preventing 
them from preparing meals makes Xanathar furious. 

DISRUPT COMMAND 

Even though the beholder is the supreme leader of the 
Xanathar Guild, its lieutenants manage the guild's day
to-day operations. The chain of command can be dis
rupted in any of the following ways. 

A SSASSINATION 

Killing one of Xanathar's most trusted underlings, such 
as Ahmaergo or Noska Ur'gray, throws the day-to-day 
operation of the guild into chaos for a tenday. 

BLIND X ANATHAR 

Nar'l Xibrindas (see appendix B) has concocted a poison 
that can blind Xanathar and throw the guild into chaos. 
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DESTROY THE LAIR 

N 'l Xibrindas has smuggled smokepowder into the lair 
(s:~ area X36) and, with Thorvin Twinbeard's help, iden. 

tified areas that are structurally unst~ble. If these areas 
all suffer catastrophic damage, the la1r collapses over 
the course of 1 hour. Characters can learn this informa. 
tion by speaking to Thorvin in area X13. The unstable 

areas are as follows: 

Area x2, in the threshold of the secret door 
Area x6, at the top of the stone buttresses 
Area Xl7, at the base of any three pillars 

Area X20, against the back wall 
Area X22, between the columns 
Area X30, anywhere in the kitchen 
Area X33 , anywhere in the crypt 

As its lair collapses, Xanathar uses its Disintegration 
Ray to carve an escape tunnel and flees to safety with 
minor injuries. It uses its Telekinetic Ray to transport 
its pet fish , Sylgar, if it's within range. Underlings can 
flee with the beholder or through the tunnel to Skullport 
(area X4). Those who can't accomplish either of these 
things are killed in the collapse. 

XANATHAR'S LAIR 
Xanathar's lair is an ancient dungeon complex originally 
built by Netherese wizards and expanded by beholders 
over time. It connects to the subterranean town of Skull· 
port by way of a long tunnel (area X4). A secret staircase 
(area X1) gives access to Waterdeep's sewers. 

The lair has the following features , with exceptions 
noted in the text: 

• Unless noted otherwise, rooms are 20 feet high and 
hallways are 15 feet high. 

• Rooms and corridors are brightly lit by continual 
flame spells cast on wall sconces. 

• Most doors are single, circular slabs of stone, 8 feet in 
d~ameter and 6 inches thick, with stone hinges on one 
s~de. Double doors are 16-foot-wide, 8-foot-high serni· 
Circles that split open down the middle. Doorknobs 
are set into stone fixtures shaped like Xanathar's syrn· 
~ol. .CXanathar can open or close an unlocked door us· 
~ng 1t.s !elekinetic Ray, or obliterate a locked one with 
Its D1smtegration Ray.) 



GETTING TO THE LAIR 

Very few members of the Xanathar Guild have access to 
the beholder's secret lair. If the characters want to get 
there, the following factions know where it is and can 
help them find it. 

BREGAN D 'AERTHE 

Jarlaxle has a spy in the Xanathar Guild: the advisor 
Nar'l Xibrindas, who uses sending spells to transmit in
telligence to his drow brethren. Bregan D'aerthe knows 
that the safest route to the beholder's lair is a secret 
staircase in the sewers of the Castle Ward. Any charac
ter who belongs to this faction can get this information 
fromJarlaxle or another source. 

If the party includes at least one Bregan D'aerthe 
member with renown of 4 or more in the faction , four 
male drow are waiting for the party at the top of the 
staircase. Their names are Arannis Nur'zekk, Beldar 
Tlabbath, Rylvar Tlabbath, and Draknafein Uriss. Their 
orders are to help the characters complete their mission, 
whatever the cost. These drow also have secret orders 
to kill Nar'l Xibrindas, if he's still alive, and retrieve Jar
laxle's bag of holding (see area X35). If you're tracking 
experience points, each drow gets an equal share of the 
XP while a member of the adventuring party. 

liARPERS 

Characters who belong to the Harpers can approach 
Mirt (see appendix B), who knows the location of Xana-

thar's lair. (He has dealt with the beholder many times 
as a Lord of Waterdeep.) 

Mirt leads the characters to a secret staircase in the 
Castle Ward sewers (area Xl). As the characters pre
pare to descend the stairs, Mirt tells them that Xanathar 
doesn't relate well to humanoids, doesn't trust them as a 
matter of course, and is prone to imagining conspiracies 
where none exist. He also tells the characters that Xana
thar has a pet fish and is insanely protective of it. 

Mirt won't accompany the adventurers, but he knows 
a secret that could be helpful: Thorvin Twinbeard, Xana
thar's chief engineer, is a Harper informant. Mirt shares 
this secret with any character who has renown of 4 or 
higher in the Harper faction. 

LORDS' ALLIANCE 

Characters who are members of the Lords' Alliance 
can reach out to )a lester Silvermane (see appendix B). 
Jalester doesn't know the location of Xanathar's lair but 
can get the details from Laeral Silverhand. 

With the information in hand,Jalester leads the party 
to a secret staircase in the Castle Ward sewers (a rea 
Xl). As the characters prepare to descend the stairs, Jal
ester warns them to avoid confronting the paranoid and 
unpredictable beholder. 

If one or more characters have renown of 4 or higher 
in the Lords' Alliance, Jalester offers to join the party on 
its mission into Xanathar's lair. If you're tracking experi
ence points, Jalester gets an equal share of the XP while 
a member of the adventuring party. 
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ZHENTARIM 
Character who are members of the Zhentarim can 
approach Yagra Stonefist at the Yawning Portal (see 
"Familiar Faces," page 20). She recently learned 
about a "back door" to the beholder's lair from a 
drunken blabbermouth with ties to the Xanathar Guild. 
Yagra offers to lead them to a secret staircase in the 
sewers under the Castle Ward (area X1). "Trust me," she 
says, "it's safer than the route through Undermountain 
and Skullport." 

Yagra will join their descent if the characters promise 
to pay her at least 1,000 gp. Otherwise, she wishes them 
well and heads back to the Yawning Portal. If you're 
tracking experience points, Yagra gets an equal share of 
the XP while a member of the adventuring party. 

AREAS OF THE LAIR 

The following areas correspond to the labels on map 
5.1. This lair has two levels connected by staircases and 
secret doors. 

XL STAIRCASE OF EYES 

Characters are most likely to enter Xanathar's lair by 
this route: a spiral staircase accessible from the Castle 
Ward's sewers and hidden behind a secret door. This 
staircase circumvents a more difficult route through 
Undermountain and Skullport, which is described in 
Waterdeep: Dungeon of the Mad Mage. 

When the characters find the staircase, read: 

l T~e walls of this narrow, spiraling staircase are carved 

w1th opened eyes that glow with a faint, magical light. 1 
Characters feel as though they're being watched as they 
descend the stairs, and the feeling doesn't go away once 
they enter the beholder's lair. The dimly lit staircase 
descends for hundreds of feet, ending before a circular 
stone door that swings open into area X2. 

X2. WATCHED HALL 

This magically lit hall has the following features: 

• The walls are carved with eyes of all shapes and sizes. 
Many of the orbs have stone eyelids that open and 
close at irregular intervals. 

• Characters who succeed on a DC 14 Wisdom (Percep
tion) check notice a ghostly eyes talk (scrying sensor) 
protruding from the ceiling directly in front of the dou
ble door to the south. 

• A secret door is hidden in the west wall. 
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Blinking Ey s. Th(, blinking ey carvings arc slightly 
\11\IH rvi ng but harmless. 

Scrylng Sensor. 1 h( ghostly rycstalk is a magical 
s< n or that nllow~ one of the apprentice wizards in are 
Xt6 to monilot tlus hall. Th cycstalk funct ions as an a 
·xtra rye with darkvtsion out to a range of 60 feet. A 
charact r can ascertain the cyestalk's fu nction with a 
successful DC 10 lntel ltgence (Arcana) check but can't 
determine who's peering through it, or from where. Th 
eyestalk can't be damaged but is destroyed by a dispel e 
magic spell. The sensor is suppressed within the area of 
an antimagic field. 

Secret Door. The secret door can be found with a 
successful DC 15 Wisdom (Perception) check. To open 
it, one must press a nearby wall carving shaped like an 
eye. When this is done, the secret door swings inward 
revealing a curved hallway (area X8) beyond. ' 

X3 . BEHOLDER ZOMBIE GUARD 

A beholder zombie guards this magically lit room. Sur
rounding it are four gas spores, which look like imma
ture beholders at first glance. All five creatures float in 
the middle of the room. 

The beholder zombie is all that remains of a beholder 
that arose from the Underdark to challenge Xanathar's 
supremacy. After defeating its rival, Xanathar had the 
corpse animated and transformed into a lair guardian. 
The gas spores were added later. 

The beholder zombie allows creatures that brandish 
the symbol of Xanathar to pass unmolested. Otherwise, 
it attacks. The gas spores don't attack but explode if they 
take any damage. The beholder zombie is immune to 
their Death Burst trait. 

X4. TUNNEL TO SKULLPORT 

This magically lit tunnel extends 300 feet eastward off 
the map. It ends at a staircase that climbs 20 feet to the 
Guts & Garters Inn, an establishment located in the sub
terranean town of Skullport, which is under Xanathar's 
control. See Waterdeep: Dungeon of the Mad Mage for 
more information on the inn and Skullport. 

X5. HORROR'S ALCOVE 

A suit of animated armor with Xanathar's symbol 
embossed on its breastplate stands in this alcove, ap
pearing at a glance to be an ornate but inanimate suit of 
armor on display. It remains inert until it takes damage 
or is summoned to area X6 by Xanathar. (The beholder 
uses it to keep the spectators in the arena from getting 
too rowdy.) 

X6. PIT OF BLOOD AND FORTUNE 
Xanathar has turned this room into a gladiatorial arena. 
It also uses this location to dispose of underlings it no 
longer trusts in a manner that it considers entertaining. 

This area has the following features: 

• A magically lit, circular chamber has a thin layer of 
blood-soaked sand covering the floor and stone but
tresses supporting its 40-foot-high domed ceiling. 

• Ten-foot-high stone bleachers hug the northwest half 
of the room. Staircases lead from the bleachers to 
other areas of the lair, and a tunnel under the bleach
ers leads west to the monster cell block (area X7). 



1 square= 10 feet 
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tanding on th t p of the alcove are two dwa~·ves. 
Xanathar1 majordomo, Ahmaergo (see appendtx B~, 

. d Xanathar s \ ho prestdes over fight tournaments, an 
chief enforcer, Noska Ur1gray (see appendix B), who 
releases arena combatants from area X7. Ten human 
bandits and five bugbears (all members of the Xana
thar Guild) guzzle ale and heckle combatants fro.m the 
bleachers, while two goblins serve up salted rat mtes-
tines and stirge meat pies. . 

joining a Tournament. If the characters enter dunng 
a tournament, they see a minotaur battling a scarred 
female haUling, Samara Strongbones (see area X7). 
The halfling doesn't want to die in a pointless battle and 
screams for help. If the characters intervene, the arena 
spectators turn violent and attack them. If the charac
ters let the fight play out, Noska escorts the victor back 
to area X7 while Ahmaergo goads characters into join
ing the tournament. If the characters aren't willing to en
ter the tournament, Ahmaergo has them beaten uncon
scious and locked up while Xanathar watches silently. 

Rules for running a tournament are described at 
the end of this chapter (see "Blood and Fortune," page 
114). If a character joins the tournament and wins, or 
defeats its underlings, Xanathar is impressed enough to 
grant the party an audience, during which it tries to sub
jugate them (see "Facing Xanathar," page 99). 

Scrying Sensor. The spectral eyestalk is a magical 
sensor, which allows an apprentice wizard in area X16 
to monitor this room. See area X2 for more information. 

Secret Door. The secret door in the south wall can 
be found with a successful DC 15 Wisdom (Perception) 
check. It pushes open to reveal area X33 beyond. 

X7. CELL BLOCK 

This area contains four cells separated by bars. The 
rectangular iron doors have locks built into them, and 
Noska Ur'gray carries the keys. Picking a lock requires 
a successful DC 15 Dexterity check using thieves' tools. 
Breaking down a cell door requires a successful DC 25 
Strength (Athletics) check. The Cell Occupants table 
lists this area's prisoners. 

CELL OccuPANTS 

Cell Prisoners 

A A male half-ogre named Groz, a minotaur named Um
pok, and a female orog named Charworl 

B Kidnapped Waterdavians: Xia Shung (NG female Shou 

human bard ; see appendix B), Claudio Benzreck (LN 

male Tethyrian human noble) , and Arthright Grayfal 

con (CN male llluskan swashbuckler; see appendix B) 
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X8. HAL . d magically lit hallway connects v . 
This 20-foot-Wl ~Jed by the Xanathar Guild. It has :hrt. 
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. the characters explore the hall a d 
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up and own 

C., wn The garishly dressed deep gnome 
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• • d fd' · 
. packet contammg ust o Isappearance 

He carnes a d h . . 
t Flutterfoot the behol er as bred of Unknown o I • 

nd plans to turn htm to stone when next the gnome a 
they meet. 

Fl tterfoot knows the features and layout of Xana-
thar~ lair, as well as the beholder's current whereabouts 
and the locations of secret doors, except the ones lead
ing to area X36. He gleefully offers to serve as a guide if 
the characters correctly answer the following riddle: 

I come with a smile; 
In slaughter, I rest; 
I can be contagious, 

But my medicine is best. 
What am I? 

The answer to Flutterfoot's riddle is "laughter." If the 
characters give the wrong answer, the gnome sprinkles 
himself with dust of disappearance, turns invisible, 
and flees. 

Lifelike Statues. The statues are the petrified re
mains of intruders and Xanathar Guild members that 
were turned to stone by Xanathar. There are a dozen 
statues in all: four humans, three goblins, two drow, a 
dwarf, a halfiing, and a tiefiing. 

Secret Door. The secret door to area X2 is clearly vis
ible from this side. It is opened by turning a stone knob 
on the adjacent wall. 

X9. GUILD BARRACKS 

This magically lit room has the following features: 

• The walls are covered with lewd graffiti written in 
Common, Dwarvish, Goblin and Undercomrnon. 

' In the front of the room is a ;amshackle wooden table 
surrounded by empty barrels and casks that serve as 
stools Dr a· d h t ble· · tne tankards are strewn across t e a 
top and the floor. 

• A dozen mold b \'Sat 
th b Y unk beds are arranged in two ro' 

e ack of the room. 
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of th room, ne t to a large wooden cage cont . . 
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rust monster. 

. long the walls are piles of broken and rusted hel
mets, shields, and weapons. 

Hanging from hooks on the back wall are th 
· ree man-

nequins made of straw and canvas, with a mulft d f 
b 1 . k ' . 1 u eo 

crossbow o ts st1c mg m them. 

oska keeps the rust monster as a pet and feeds it 
items from the piles of discarded helms, shields, and 
armaments. He ~ses the mannequins for target practice. 
The bathtub, which he has converted into a bed, is pad
ded with straw and mangy furs. 

Wooden Cage. A simple latch holds the cage door 
shut. The rust monster can't harm anyone while 
trapped inside. 

Treasure. Hidden under a pile of rusty weapons is a 
wooden chest containing Noska's personal hoard: 37 gp, 
151 sp, 360 cp, and four bloodstones (worth 50 gp each). 

Xll. AHMAERGO's COLLECTION 

Xanathar's majordomo fetishizes minotaurs and has 
decorated this magically lit room accordingly: 

• A stuffed, glowering minotaur stands at the north end 
of the room. A large greataxe rests on a wooden rack 
in front of it. 

• In the middle of the room is a 10-foot-long, 5-foot
wide, 3-foot-high rectangular slab of stone with a 
hand-carved, miniature model of a stone maze atop it. 

Stone Maze. A detect magic spell reveals an aura of 
conjuration magic around the model maze. A creature 
that touches the maze becomes the target of a maze 
spell (save DC 15). Once the effect triggers, it can't do so 
again until the next dawn. 

Stuffed Minotaur. When someone other than Ah
maergo opens the southern door, the skeleton of the 
stuffed minotaur erupts out of its skin, becoming an 
animated minotaur skeleton, and arms itself with the 
greataxe. It attacks all intruders, pursuing any who 
flee into area XB or X12. The minotaur skeleton obeys 

Ahmaergo's commands. 

Xl2. AHMAERoo's QuARTERS 
The magical lights in this room have been dispelle? ·:ten
dering the chamber dark. Characters who have a hg 
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traps spots the tripwin with a succe<isful IJC 12 Nis· 
limn (Perception) check. Once spotted, it can trtsily be, 
avoided or disarmed. If the trap is triggered, the walls 
of the maze come crashing down. Every creature m the 
collapsing maze is hit by debris and must make a DC 
12 Dexterity saving throw, taking 10 (3d6) bludgeoning 
damage on a failed saving throw, or half as much dam
age on a successful one. 

Treasure. Ahmaergo's chest contains 121 gp in a sack 
made of stitched flesh, a carved malachite figurine of a 
minotaur (worth 250 gp), and a potion of healing. 

Xl3. ThoRvrN's WoRKSHOP 
Double doors swing open into a magically lit chamber 
containing the following: 

• Thorvin Twinbeard (see appendix B), Xanathar's en
gineer, is building a large contraption in the middle 
of the room. Floating nearby is an albino gazer (see 
appendix B). 

• Tools cover stone tables throughout the room. (There 
are enough tools here to assemble two sets of mason's 
tools , one set of smith's tools, and two sets of tin-
ker's tools.) 

• Other furnishings include a cot and a stack of wooden 
casks filled with Wyrmwizz Ale (a Skull port brew). 

Albino Gazer. Xanathar dreamed this gazer into ex
istence and sent it to spy on Thorvin, whose loyalty the 
beholder is beginning to question. The gazer is itself dis
loyal. A wizard character can befriend it with a success
ful DC 11 Charisma (Persuasion) check and turn it into 
their familiar with a find familiar ritual. When the gazer 
becomes a familiar, its alignment changes to match that 
of its new master. 

Thorvin Twinbeard. When it is finished, Thorvin's 
contraption will enable Xanathar to pulverize creatures 
that it petrifies, turning them into a fine powder that can 
be used to make plaster. The pulverizer consists mainly 
of a tall stone bin with grinding gears at the bottom, and 
a chute where the powdered stone pours out. 

The pulverizer is a pet project of Thorvin's that allows 
him to hang around Xanathar's lair and gather infor
mation, which he sells to the Harpers. (Thorvin puts 
the coin he earns from the faction in a bank, far from 
the beholder's prying eyes.) If one or more characters 

Proach him and claim to be Harpers, Thorvin is upset ap . . 
that they would risk exposing him as a spy, pomtmg to 
the albino gazer. If the characters befriend the gazer 
and promise to go away, Thorvin truthfully answers as 
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many as three questions. He's never seen Ahmaergo's 
chambers (a reas X11 and X12) but knows the rest of the 
lair well. 

If the characters are looking for a way to mess with 
Xanathar's operation, Thorvin suggests they coerce 
Nar'l Xibrindas, the beholder's advisor (see area X18), 
into giving them the large supply of smokepowder that 
he smuggled into the dungeon. Thorvin also tells them 
where to plant the smokepowder to cause the most dam
age (see "Destroy the Lair," page 100). 

Xl4. SECRET HALLWAY 
This magically lit hall is concealed behind secret doors. 
It ci rcumvents the audience chamber (area X18) and 
gently slopes down toward the east. Finding either se
cret door requires a successful DC 15 Wisdom (Percep
tion) check. 

Xl5. STAIRS TO THE MAZE 
Characters at the top of these magically lit stairs can 
hear loud music and raucous laughter boiling up from 
below. The staircase descends 20 feet to area X28. 

Xl6. PANOPTICUS GUARD STATION 

This room contains the following features: 

• Five bald shield dwarves, their heads covered with 
purple eye tattoos, sit around the edge of a glowing 
circle on the floor. Their eyes are scrunched shut, but 
they are aware of their surroundings. 
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• Protruding from the ceiling, directly above the circle 
is a large, flaring bronze "bell" similar in shape to th~ 
mouth of a tuba. 

• Set into the back of a recessed wall is a secret door 
that leads to area X17. 

Dwarves. The five tattooed dwarves operate Xana. 
thar's "panopticus" magical surveillance system. They 
fight only in self-defense. They are apprentice wizards 
(see appendix B), with these changes: 

• They are neutral. 
• They have these racial traits: Their walking speed is 

25 feet. They have advantage on saving throws against 
poison and resistance to poison damage. They have 
darkvision out to a range of 60 feet. They speak Com· 
mon and Dwarvish. 

• Nihiloor the mind flayer has psychically and surgically 
altered the dwarves so that they sleep with one eye 
open and half their brains asleep at any time. 

Amplification Bell. The bronze bell is connected to 
a tube that runs through the stone and into the nearbY 

d. h unds au tence c amber (area X18). The bell amplifies so . 
underneath it and transmits those sounds to the audt· 
ence chamber. 
s . n c· ura d . .cry~ns 1rcle. A detect magic spell reveals an a . 

5 
dtvmatton magic around the circle, which the dwaf\e 
use to scry on various other locations within the dun· 
geon: the entrance hall (area X2) the arena (area X6)· 
ili ' ~ e antechamber of madness (area X23), the recreat~ne 
hall (area X28), and the downstairs hall (area X3Z). 
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to capture the mterlopers. If he sees only on · t d . e m ru er 
he draws h1s axe and attacks. • 

Secret Door. The northernmost end of this hallway 
displays a fresco of a leafless tree that has It'd! . . ess eyes 
embedded m 1ts branches. Pressing a specific eye 
causes a door-shaped section of the wall to swing open 
into area X16. Characters can find the secret door and 
the switch with a successful DC 15 Wisdom (Percep
tion) check. 

Xl8. AuDIENCE CHAMBER 

Xanathar greets visitors and makes speeches to its min
ions in this 40-foot-high domed chamber. Characters 
who were seen by the scrying sensors anywhere in the 
dungeon complex can't surprise the creatures here. The 
magically lit room contains the following features: 

• The circular floor is tiled in black marble and bears a 
gold mosaic of Xanathar's symbol. 

• Jutting from the ceiling is a bronze, bell-shaped pro
tuberance. (This fixture is the other end of the sound 
amplifier described in area Xl6.) 

• Displayed against the curved walls are a dozen lifelike 
statues (the remains of humans, drow, dwarves, gobli
noids, and kobolds who defied the beholder). 

• Hidden in the floor is a secret trapdoor. 

While in this room, Xanathar uses its ring of invisi
bility to remain unseen and can use a bonus action to 
activate or deactivate a psychedelic display of magical 
lights, each one the size of a human eyeball. The lights 
fill a 10-foot cube in the middle of the room, and the 
beholder can throw its voice so that it seems to emanate 
from the same area. Any character who succeeds on a 
DC 13 Wisdom (Insight) check can tell that the display 
isn't the source of the voice. 

If the beholder is here, it's using the psychedelic 
light display to deliver an incoherent, self-aggrandizing 
~peech to a group of sycophantic underlings consist
Ing of ten human bandits and two duergar who have 
never seen Xanathar's true form. These minions clutch 
tankards ofWyrmwizz Ale (a cheap Skullport brew) 
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showdown with the beholder. If lw is wound d, he flees 
through the trapdoor in the floor and rctr ats to area 
X35 while the grell covers his escape. 

If the party includes members of Bregan D'acrthc and 
Nar'l recognizes them as such, he gives them his vial 
of eyescratch poison so they can blind Xanathar with it. 
This act of treachery, witnessed by the grell, turns the 
creature against him. 

Secret Trapdoor. A hidden trapdoor in the floor can 
be found with a successful DC 15 Wisdom (Perception) 
check. It can be lifted with a successful DC 12 S trength 
(Athletics) check, revealing a wooden ladder that leads 
down to area X29. 

Xl9. XANATHAR's SANCTUM 

This magically lit room has a flat , 30-foot-high ceiling 
and contains several features: 

• Luminous violet particles drift through the air like 
mist. A successful DC 12 Intelligence (Nature) check 
reveals that these are Underdark spores. 

• A 20-foot-diameter fishbowl dominates the room. 
Filled with water, it also contains a small coral reef, a 
miniature shipwreck, and a sunken treasure chest. 

• A smaller fishbowl, 3 feet in diameter, rests on a ped
estal next to the larger bowl. A dwarf wearing a skull
cap adorned with eyestalks feeds a trout-sized fish 
that swims in circles in this smaller bowl. 

• A 10-foot-diameter silver mirror is embedded in the 
western wall. Letters are engraved into its frame. 

• The eastern tunnel starts 10 feet above the floor and 
gently slopes upward to area X21. (Xanathar uses this 
passage as an escape route.) 

If Xanathar (see appendix B) is here, it's invisible and 
speaking affectionately to the fish while the dwarf, Ott 
Steeltoes, feeds it. 

DwarfFishkeeper. Ott Steeltoes (see appendix B) 
is Xanathar's fish keeper. If he sees intruders and the 
beholder isn't present, Ott draws his dagger and stam
mers, "You shouldn't be here! Stay back, or I'll call the 
boss!" Ott can't telepathically communicate with Xana
thar, but he thinks he can. He closes his eyes and fran
tically asks for Xanathar to return to its sanctum and 
disintegrate the intruders. 

Fishbowls. Xanathar's pet fish, Sylgar, is the only 
creature that the beholder loves as much as itself. In 
fact, there have been many Sylgars over the years, but 
Ott is skilled at acquiring a replacement before Xana
thar realizes its beloved pet has died. 

Sylgar's large fishbowl weighs about 6,000 pounds, 
and the treasure chest at the bottom is real (see "Trea
sure" below). The small fishbowl weighs 60 pounds 

CHAPTER 5 SPRING MAD ESS 





nnd is \1, t d prlmnrll• for ftt dlnj.l . n nth.11 ll ' II 
l It klncsh;ra I totrnnsl't r s~ l~nt flllltt Jill It hho I 
to another. 

Mirror. ar\'l'd Into the nth ro1' It n 111 L t 111 wot d 
";obi b.",\ cfrt< ct milgic sptll n 1 nl 1111 1\\l.tof divltttl 
ti n ma~ic around tht 111irro1 Spt nk1 !.{ lht word" oh 
I b" within tO f 1 ollht minor t'nlls sit~ tl !lt cliVI' 
surfa to b' om n · r •ing sensor, . towing till Old 
,' bl b ho1 and th ·tr' I itt front o It, n set n throu!J,h 
th' •c · f th tuff d beholder thnt h ng in the shop's 
di p\, \ indO\ (s " ld oblob ho1p," pag 23). 

pore • Th purpl por s ar infu~ d with facrzress, 
a magi al radiation found in th Und rdark. A creature 
that nd it turn in the room must succe don aD 13 

on titution saving throw or suff r a random form of 
hart-term madness, d termined by rolling on the Short

Term Madne s table in chapter 8 of the Dungeon Mas-
ter' Guide. A creature doesn't need to inhale the spores 
to be affected by them. Once the rna ess ends, the 
creature become immune to the spores in this room. 

Treasure. The treasure chest is unlocked and con
tains thirty 100 gp gemstones. If Xanathar has retrieved 
the tone of Golorr, the artifact is also here. 

X20. DREAM NULLIFIER 

This side chamber contains the following features: 

• A 6-foot-diameter bowl made of crystal lattice pulsates 
with multicolored light as it floats 10 feet off the floor. 

• A mangy straw pallet lies on the floor under the 
bowl. (The fishkeeper, Ott Steeltoes, uses the pallet 
as a bed.) 

Dream NuJJifier. Xanathar hired a wizard to con
struct a device that would prevent it from accidentally 
dreaming another beholder into existence. The bowl
shaped "dream nullifier" magically wakes Xanathar 
when it starts to dream about other beholders. If the 
bowl is engulfed by an antimagic field or targeted by a 
dispel magic spell or similar effect, it crashes to the floor 
and shatters into a million pieces. 

X2l. BEHOLDER EscAPE RouTE 

Set into the floor at the north end of a tunnel that gently 
slopes down to area X19 is a circular stone plug that 
opens in the ceiling of the hallway below. Xanathar can 

REPLACING THE MIND FLAYER 

Nihiloor the mind flayer has carved out its own lair within 
Xanathar's lair (areas X23 through X26) . If Nihiloor is 
killed earlier in the adventure, replace it with a mind flayer 
named Qrr'zarq. 

Qrr'za rq comes from a colony of mind flayers in Under
mountain that wants to implant Xanathar with an illithid 
tadpole and, through a magical process called ceremorph
osis , turn the beholder into a thrall. Qrr'zarq is waiting for 
an opportunity to implant the tadpole while Xanathar is 
alone and asleep. The mind flayer doesn't want adventur
ers to complicate or ruin its brilliant plan, which it keeps to 
itself. It offers to help characters who agree not to harm it 
or the beholder. 
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20 feet to area X32. 

X23. ANTECHAMBER OF M ADNESS 

This great hall has the following featu res: 

• A ltuo-toa whip and six kuo-toa guard the hail. They 
gather in front of an iron portcullis in the southeast 
corner and tear bits of flesh off the bones of a recently 

slain dwarf. 
• A ghostly eyestalk protrudes from the ceiling in the 

middle of the hall. 
• The floor is littered with bones and covered with a 

thin layer of sticky, translucent slime. 

Kuo-toa. These insane creatures are under the 
control of the mind flayer in area X24 and obey its tele
pathic commands to the best of their ability. When they 
detect intruders, they cry out, "Ooop! Ooop!" to alert 
their illithid master, then charge into battle. 

PortcuJJis. The portcullis between this area and area 
X24 can be raised with a successful DC 22 Strength 
(Athletics) check, or with a knock spell or similar magic. 
The lever to raise the portcullis is in area X24. 

Scrying Sensor. The ghostly eyestalk is a magical 
sensor that allows one of the apprentice wizards in 
area X16 to monitor this room. See area X2 for more 
information. 

Sticky Slime. The slime-covered floor is difficult 
terrain for all creatures except kuo-toa, other creatures 
that have the Slippery trait, and creatures that fly. 

X24 . EXTRACTION CHAMBER 

A portcullis separates this room from area X23 and 
the lever to raise and lower it is set into the nor~h wall. 
Characters who peer through the bars of the portcullis 
can see the room's contents: 

• In the middle of the room, a blood-spattered chair 
made of carved stone stands atop a 10-foot-square, 
1-foot-high stone slab. Iron manacles are bolted to the 
chair's armrests. 

• Trapped in the chair is a stunned and weaponless 
mal~ drow in a chain shirt. He is trying to free himself 
of h1s bonds but is making no progress. 

Dro~ Captive. The drow, Zaibon Kyszalt, was cap
tu.red m Skullport and brought here for interrogation. 
~IS superior, Raelyn Auvryndar, was also captured and 
IS confined in area X7. Zaibon wants to free her and 
escape into Undermountain, where House Auvryndar 
has outposts. 

Nihiloor has a key that unlocks the chair's shackles. A 
character can unlock each shackle with a successful DC 
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X25. FooD FOR THouGHT 
This magically lit room contains these features: 

. The room reeks of death and carnage. 

. Three wooden tables are arranged corner to corner 
forming a triangle, in the middle of the room. The ' 
floor around them is stained with blood. 

. Atop two of the tables, held down with leather straps, 
are two humans (commoners) dressed like homeless 
men. One looks dead, and the other gibbers like a 
madman. The third table is bare except for an area of 
sticky blood at one end. 

Unhappy Meals. The Xanathar Guild captures home
less Waterdavians and brings them here for Nihiloor to 
feed on. After devouring their brains, the mind flayer 
gives their corpses to his kuo-toa thralls to eat. 

The two men, a locksmith named Skarn Zarphoul 
and a broadcrier named Holvan Ebberek, recently 
heard a dwarf getting his brain sucked out. Skarn is 
stunned and catatonic from the shock of it, and Holvan 
is a gibbering lunatic. A greater restoration spell or sim
ilar magic restores either man's sanity. The men were 
hooded and brought here separately, so they know noth
ing of the dungeon's layout or occupants (other than the 
mind fiayer). If their sanity is restored , they are eager to 
return to their families in Waterdeep. 

X26. DEVOURER SPAWNING PooL 
This room has the following features: 

' In the middle of the area is a 10-foot-diameter, 2-foot
deep circular pool containing luminous green brine. 
Swimming in the brine are four intellect devourers. 

' If it has not been encountered and defeated elsewhere, 
~ihiloor the mind Bayer (see appendix B) is standing 
tn the pool with the intellect devourers. 

' Rusty manacles are bolted to the walls. (Hosts for the 
intellect devourers are chained in these locations.) 

The brine is a magical substance that radiates an aura 
of transmutation magic under the scrutiny of a detect 
rnagic spell. Nihiloor uses it to transform humanoid 
brains into intellect devourers. The process is far from 
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• Eight locked iron doors lead to Lclls, some of which 
have bars separating them. 

• Three kuo-toa whips stand guard here and attack any 
creature other than Nihiloor that enters, including 
other kuo-toa. One of the whips carries the keys to the 
cell doors on a ring. 

• A 1-foot-tall figurine of an otherworldly creature rests 
atop a slime-covered alabaster pedestal against the 
east wall, between two cell doors . 

Cells. A character outside a cell can pick its lock with 
a successful DC 20 Dexterity check using thieves' tools. 
Each cell contains a reeking chamber pot and no other 
furnishings . 

Imprisoned in the westernmost cell along the north 
wall is Hyustus Staget, a captain of the City Watch 
whom the characters have met (see "The Watch Ar
rives," page 27). He was kidnapped while off duty and 
is without his armor and weapons. If Hyustus has died 
for whatever reason , replace him with a female human 
Watch officer named Cressa Galavarco (LG female 
Tethyrian veteran with no armor or weapons). Whoever 
is here has a date with an intellect devourer. 

God Figurine. The figurine on the pedestal is crudely 
fashioned out of clay. It has the head of a hammerhead 
shark, the upper torso of a bare-chested male, dragon 
wings sprouting from its shoulders, and octopus tenta
cles where its legs should be. The kuo-toa modeled it 
after an imaginary god they call Garshoogah. 

X28. GUILD RECREATION HALL 

Deafeningly loud music and chatter fill this magica lly lit 
room, which is decorated like a tavern: 

• Ten human bandits (members of the Xanathar Gui ld) 
s it around two trellis tables, drinking Wyrmwizz Ale, 
smoking pipes, clapping their hands, and stomping 
their feet while two goblins wearing chamber pots on 
their heads dance and sing atop a third table. 

• If he's not with Xanathar in the arena (area X6), 
Noska Ur'gray (see appendix B) is here, drinking with 
the others. 
A wooden rack along the east wa ll holds five large ale 
barrels with spigots punched into them. Protruding 
from the cei ling above the barrels is a ghostly eyestalk 
(scrying sensor). 

Xanathar Guild Members. These villains are cele
brating the capture of an off-duty City Watch captain 
(see area X27). Characters who eavesdrop on the chat
ter hear one guild member say, "We caught ourselves a 
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29. Th.APDOOR 
t the top of a staircase is a landing with a ladder lead

ing up to a tone trapdoor that requires a successful DC 
12 trength (Athletics) check to be lifted. The trapdoor 

opens into area 1 above. 

X30. XA ATHAR'S GOURMET KITCHEN 
A delightful aroma wafts down the hall from this 
kitchen, blending the scents of rare spices, savory 
meats, and fresh herbs. The room contains the follow
ing features: 

• Seven kobolds wearing white toque hats dash be
tween stout tables, frantically preparing meals for 
Xanathar and arranging the food on silver platters. 

• Two gazers (see appendix B) dreamed into reality by 
Xanathar oversee the kobolds and use their telekine
sis rays to hoist and deliver food platters. 

• Two iron stoves stand against the east wall, with a 
slender spice rack nestled between them. 

When it comes to meals, Xanathar prefers the finest 
Sword Coast cuisine, including a healthy diet of mush
rooms, as opposed to uncooked meat. All the meals pre
pared here are for the consumption of Xanathar alone. 

The gazers attack intruders on sight, while the ko
bolds flee by the easiest route. 

Spice Rack. The rack contains thirty bottles of rare 
spices worth 10 gp each. 

X31. THE OTHER KITCHEN 
Black smoke follows the stench of burned meat and 
bread down the hallway. This magically lit kitchen has 
the following features: 

• A haggard male halfting frantica lly tries to cook 
meat, knead dough, simmer sauce, and mix spices 
all at once. 

• An iron stove stands against the south wall, and cook
ing utensils hang from hooks just beyond the half
ling's reach. 

Halfling Cook. When the halfling spots the charac
ters, a relieved smile crosses his face. "Finally!" he says 
excitedly. "I haven't had a break in half a tenday. Make 
sure you stir the sauce once every five minutes." He then 
hands the characters his apron, mistaking them for the 
actual kitchen staff. 

Bepis Honeymaker is a honey merchant who was kid
napped from his Trades Ward home a month ago. The 
Xanathar Guild tried to ransom him back, but seem-
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X32. STAIRS AND ScRYING SENSOR 
A staircase curls up to area X22, and a ghostly .eyestalk 
sprouts from the hallway ceiling. The eye~talk .Is a mag
ical sensor that allows one of the apprentice Wizards in 
area X16 to monitor this corridor (see area X2 for more 

information). 

X33. CRYPT OF XANATHARS PAST 
This room contains the following features: 

Suspended in floor-to-ceiling crystal cylinders are four 
dead beholders preserved in embalming fluid. Magical 
lights illuminate the cylinders from within. 
Nine shallow alcoves have murals of beholders 
painted on their walls. Standing in each alcove is a 
beholder-shaped copper urn atop a green marble ped
estal. The lid of each urn is molded with ten eyestalks. 
(At the back of the westernmost alcove in the north 
wall is a secret door.) 
The western wall is carved to display a scowling be
holder flanked by two hooded wizards. Beneath each 
wizard's cowl, one glaring eye is visible. 

Xanathar (see appendix B), if present, is gazing som
berly at the tombs of past Xanathars. 

Beholder Urns. The copper urns contain the dust 
of disintegrated beholders. If the dust from an urn is 
poured out, it coalesces into the vague shape of a float
ing beholder for a few seconds, makes a growling noise, 
then loses cohesion and falls to the floor. 

Crystal Crypts. Each crystal cylinder has AC 10, 15 
hit points, resistance to slashing and piercing damage, 
and vulnerability to bludgeoning damage. If a cylinder is 
shattered, the fluid within it washes across the floor as 
the dead beholder lands with a wet plop and expels 1d4 
baby gas spores that grow to full size in 30 days. Any 
~haracter in.fected by these gas spores gains the follow
mg flaw untll the disease is cured: "I hate other behold
ers. If I see a beholder, I must try to destroy it." 

Secret Door. The secret door can be found with a suc-
cessful DC 15 w· d (P . ts om ercept10n) check. It pulls open 
to reveal area X6 beyond. 

Wa11 Carvinns A h 
. s · ny c aracter who studies the carv-
~~gs on t~e west wall and succeeds on a DC 12 Wisdorn 
b erceptton) check notices that each wizard's eye is a 

b
uutttton that can be pushed. If a character pushes either 

on, or uses an b. 0 ~ ect or spell to do so, the beholder 
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I'JIZo . CtOI'e 
Xanathar took tt over. Only one wizard is entombed 
nere, however. The fate of the other wizard is unknown 
Both chambers are encased in solid stone and brightly · 
l't by continual flame spells cast on wall sconces. 
1 
XJ4a. In th~ mi~dle of thi.s tomb rests a gold marble 

sarcophagus, Its .ltd carved 10 the likeness of a long
haired human wtzard who wears a robe adorned with 
closed eyes. T~e sarco~hagus can't be pried open or 
damaged, but tf a spellts cast within the tomb, the eyes 
of the robe open all at once-an eerie yet harmless ef
fect-and the lid slowly levitates into the air, revealing 
the contents of the sarcophagus: a shriveled, inanimate 
mummy wearing eyes of charming. After 1 minute 
tlle eyes on the lid close as it slowly sinks back do~n 
resealing the sarcophagus until another spell is cast' 
within the tomb. 

A char~cter who dons the eyes of charming can see, 
through 1ts blue lenses, a blue metal tile shaped like a 
four-pointed star on the west wall. The tile is invisible 
otherwise, but can be found with a tactile search and a 
successful DC 17 Wisdom (Perception) check. When a 
creature touches the tile, all creatures in the tomb are 
instantly teleported to the arena (area X6). 

X34b. This tomb is empty except for an invisible, blue 
metal tile on the west wall. It functions identically to the 
one in area X34a. 

X35. NAR'L XIBRINDAs's OFFICE 
The continual flame spells that once lit this room 
have been dispelled. Characters need light sources or 
darkvision to see here. The room contains the follow
ing features: 

' Two open crates rest against the north wall. 
' A stone desk in the southwest corner is completely 

free of papers. The chair behind it is carved with a 
spider motif. 

• Bare stone bookshelves stand against the east wall. 

T Crates. One crate contains fifty stuffed beholder dolls. 
he other contains thirty onyx trophies (worth 25 gp 

~ach) depicting a smiling beholder being caressed by 
~nds. The dolls and trophies are among the prizes 

giVen to winners of Xanathar's combat tournaments. 
Desk. The chair behind the desk has a secret com

Partment under its left armrest that can be found and 
o~ened with a successful DC 15 Wisdom (Perception) 
~ eck. This tiny compartment contains a small black 
ey that unlocks both of the desk drawers. A character 
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Secret Doors. A stone bookshelf in the southeast cor
ner of this room rotates into the wall, rcv<:aling a secret 
passage that curves north. A character can find this sc 
cret door with a successful DC 15 Wisdom (Perception) 
check, or simply by pushing on the bookshelf. 

A second secret door at the end of the curved hall can 
be found without an ability check; it pulls open to reveal 
a dark and dusty chamber (area X36) beyond. 

X36. SECRET RooM 
This room has the following features: 

• The room is unlit and choked with dust and cobwebs. 
• Twenty kegs of smokepowder are neatly stacked in 

the middle of the room. Each keg has a paper label, 
written on which are the words "SMOKEPOWDER! DO 
NOT OPEN!" in Common and Elvish. 

Neither Xanathar nor its loyal underlings know this 
room exists. When Nar'l found it, he asked to have the 
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BLOOD A D FORTUNE 

The b hold r hold gladiatorial tournaments whenever 
it need a little violence to brighten it day. The winners 
of a tournament receive trophies, and wagers are made 
on th I . 

A ingle tournament ha twelve combatants and con-
i t of thr e fight with hort rests in between. Failure 

to heed th following rules re ult in a combatant's dis
qualification: 

• A11 tournament combatants must wait in area X7 until 
they're called to area X6 to fight. 

• During a fight event, no combatant can leave the arena 
or attack anyone who isn't a combatant in that event. 

TOURNAMENT STRUCTURE 

oska Ur'gray takes the twelve combatants and as
sembles them in four teams of three. To keep the fights 
interesting, Noska tries to even out the teams as much 
as possible. A team might have all player characters, all 
NPCs, or a combination of the two. 

The first fight pits team 1 against team 2. The second 
fight pits team 3 against team 4. The third and final fight 
pits the winning teams of the previous two fights against 
one another. A fight ends when all combatants on one 
team are incapacitated, killed, or disqualified. 

WINNING THE TOURNAMENT 

Each member of the winning team who survives the 
third fight receives a stuffed Xanathar doll with a pocket 
in its mouth that holds a 100 gp gemstone, and an onyx 
trophy carved to look like a smiling beholder being ca
ressed by hands (worth 25 gp). 

TOURNAMENT WAGERS 

Spectators like to place side bets on their favorite tea 
Th . ms. 

e maxtmum wager is 10 gp. A character who places 
a wager on the team that wins the tournament receiv • • 

1 
es 

wtnntngs equa to five times the wager. 

r-: TROLLTIDE SLAUGHTER 

Trolltide is a fun springtime holiday for most Wate d 
d · · 1 d' X r eep entzens, me u mg anathar, but the beholder has 
planned a cruel twist on the holiday this year. 

CHAPTER 5 I SPRING MADNESS 

(llild n •c t•nlly c npl 1red '5onlc•t 
1111' Hlltilll~'' .; lwlroliH lll'l'llttcd With "Yt lc· ~011\i~ 

tJndt •JltiOIJJilllllll ·. 
1 

., ,1•11·11< ~ urottnd lh( ir: nk t,,"'fi 0(!1," 
. 1 r 11111 " ' '-'"> l' •11 

1111 cl hnll •1111 
• 111 diffc n'JII wnrd of thf' cuy 

1
· h~Y 

f'l loobl c llr' 
11 n·ll11'11b . the l'llnrnctcr shapprnupo11 ~ 11 • 1 1 '1~ 
I r·olltldt•. Will JJ cIa 

(.,,, , n·ncl . 
HI ' 

. 1 11 masks run through thr fog and dril' 
1 c hlldr('n In ro ' . . Z e, 

d rs and stopprng adults tn the stre 
1 knocking on °0 e s. 

h n't placated wrth candred pples, sti k 
I hose w o arc c s 

d l and other treats perpetrate all rnann 
of salle mea ' er of 

Py old woman has a rat thrown 111 he f 
tricks . A grurn . r ace. 

d (has his pipe pilfered. A burly war 
II rowd of onlookers is gathered arou nd at A srna c en. 
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tering torches. 

Suddenly a white-haired man bolts toward the crowd, 

his face a mask of terror. Behind him lurches a massive, 

green-skinned giant dragging a ball and chain across the 

cobbled street. A blind helm covers the troll 's eyes, but 

its mouth is a veritable cavern of sharp teeth. It flails its 

arms, slashing at the fog around it, and lets out a horri

ble wail of frustration. The crowd panics at the sight of it 

and flees into the mist and rain . Meanwhile, two mem. 

bers of the City Watch sneak up behind the blind troll, 

hoping to strike a mortal blow. 

The white-haired man is a Waterdavian noble of no 
real accomplishments named Bromas Sultlue. When 
he sees the characters, he shouts, "It's a troll! Do some
thing!" If the characters intervene, the two City Watch 
veterans fight alongside them. These constables act on 
the same initiative count. On their initiative count each 
round, there's a noncumulative 20 percent chance that 
another veteran arrives and joins the fray. 

The troll is blinded while wearing the eyeless helm, 
and the ball-and-chain shackles clamped around its an· 
kles reduce its walking speed to 20 feet. In this state, its 
challenge rating is 4 (1,100 XP). As the characters battle 
th.e troll, children in troll masks bravely pelt the creature 
wtth candied apples. 

DEVELOPMENT 

If. the characters contribute to the defeat of the troll, the 
Ctty Watch is grateful. Bromas Sultlue congratulates 
them and sp d h d t il en s t e next tenday recounting every e a 
off the battle to friends and family members. The storY 
o the charact ' h · · nY ers er01sm spreads and they gamma 
nehw patrons at their tavern. For th~ next six tendays. 
w en determ· · 
roll lntng the tavern's profitability add 20 to 

s on the Run · ' 
Kee · E ntng a Business table (see "Tavern 

Ping xpense " 0 
such roll t s, page 41). Thereafter, add 1 to 
for the .. ; ~lrepresent Waterdeep's lingering fondness 

ro slayers of Trollskull Alley." 



ICTORO AND AMMALIA CASSALANTER STRUCK 

a deal with Asmodeus, Lord of the Nine 
Hells. Three years ago, they traded away the 
souls of their children to escape financial 
ruin. The soul of their eldest son, Osvaldo, 
was taken immediately. What was left behind 
was transformed into a chain devil, which 
the Cassalanters confined to their attic. 

Their two youngest children, Terenzio and Elzerina, are 
doomed to lose their souls when they turn nine years 
old a mere ten days after Founders' Day, a midsummer 
festival that celebrates Waterdeep's founding. 

After the deal was struck, the Cassalanters enjoyed a 
miraculous comeback. Their banking and money-lend
ing business thrived while their competition suffered. 
The disappearance of their eldest son (and heir appar
ent) earned them sympathy. Their philanthropic en
deavors bought them legitimacy and new friends. They 
became the envy of Waterdavian nobility in short order. 
Seemingly blessed, the Cassalanters attracted new fol
lowers to their cult of devil worship, which was Asmode
us's plan all along. 

Reneging on a contract with Asmodeus is a luxury 
no mortal can afford but there is a way for Lord and 
Lady Cassalanter to ~ave the souls of Terenzio and El
zerina. A clause in the contract allows them to preserve 
their remaining (and future) children's lives by inste~d 
Paying "one shy of a million gold coins, and the sacn
fice of one shy of one hundred unfortunate souls." The 

Cassalanters have most of the coin they need, but they 
require the gold from the Vault of Dragons to buy their 
children's salvation without bankrupting themselves. 

Victoro is in charge of locating the Vault of Dragons 
and securing the gold within it. Ammalia, for her part, 
plans to sacrifice ninety-nine souls in one fell swoop by 
throwing a feast on Founders' Day featuring poisoned 
food. Both the souls and the gold must be paid to As
modeus at the same time. Foiling either one of these 
schemes spells doom for the Cassalanters' plot and their 
youngest children. 

CULT OF ASMODEUS 
Lord and Lady Cassalanter are the heads of a secre-
tive cult of Asmodeus. The cult convenes at midnight 
once every tenday in the temple of Asmodeus beneath 
Cassalanter Villa. During rituals of worship, members 
of the cult, including Lord and Lady Cassalanter, wear 
crimson robes, golden masks, and golden sacrificial 
daggers. The masks and daggers are worth 75 gp each 
for the gold alone. 

MEET THE CASSALANTERS 

Each member of the Cassalanter family relaxes in differ
ent parts of the house and reacts separately to the dis
covery of characters intruding in their home. Lord and 
Lady Cassalanter are often out of the house on business, 
especially as Founders' Day draws near; they return 
home an hour before dinner. 

CHAPTER 6 I HELL OF A SUMMER 

• 



l \\tl.lt ··S'Al,N'IFR 

l ndy nssnl.\1\lt'l l't'lH'\ 'it h s\1 1 1 1 I. t' lo I IH I ht ol 
uni;,, i\t \ 'tit st,, but qllit ll t om·t•tll. lwr Itt li11 1H with 
,, \\t lt0\\\11\ 1 smik. Sht nt\lmpiH In t.(nin !Ill' inlrwlt rs' 

on Hcknu bj p1 t'lt'n \in~ t ) ht'lil' t I hnt I hl' an· guests 
f \ i lorn's and sn •inp; that she simp\ • \ as not told of 

th ir prcscn c. \\'ith this prllcmw stablislwd, sh lri ·s 
t It urn th hnra ters' tru' intent ion , a ling chllrm 
pers non tlw par\, using a 5th 1 vel p II lot (aff cling 
up to fi r alur \· ithin 30 f el) if n ssary. Using 
magic in thi ' a i ill gal, but mmalia has a lot of 
good\ ill bank d in alerd p- nough to urry favor 

' ith a magi trate. 
During th hour when mmalia is hom and awake, 

h r location in th illa an be determined randomly: 

dlOO Ammalia's Location 

01 - 70 She 's tending to her butterfly garden (area C25). 

71 - 90 She's smoking on the balcony (area C25a). 

91 - 00 She's weeping before Osvaldo in the attic 

(area C24) . 

LORD ICTORO CASSALANTER 

ic toro Ca salanter reacts with fiery rage to the sight of 
uninvited guests. He demands to know their names and 
call for the butler Willifort Crowelle, to show them out. 
If he has the chance, he subtly casts dominate person 
on one of the characters using an 8th-level spell slot 
(extending its duration to 8 hours) to plant a spy among 
their ranks. As soon as the intruders are gone, he retires 
to his office (area C6) and uses his action to take total 
control of the dominated character. The dominated char
acter reports to the City Watch that the party broke into 
Cassalanter Villa and must be arrested for their crime. 

During the hours when Victoro is home and awake, 
his location in the villa can be determined randomly: 

dl 00 Victoro's Location 

01 - 70 He's in his office (area C6). 

71 - 90 He 's in the reading room (area C4) . 
91-00 He's with Ammalia at one of the three locations 

mentioned above. 

CASSALANTER LORE 

A successful DC 15 Intelligence (History) check reveals 
the following information about Cassalanter Villa and its 
inhabitants: 

• The Cassalanters fell on hard times a few years back, but 
they have since reversed their fortunes and restored their 
lucrative banking and money-lending business . 

• Victoro and Ammalia's eldest son disappeared three 
years ago when the family was on the verge of bank
ruptcy. They have two surviving children, young twins 
named Terenzio and Elzerina. 
Lord Victoro Cassalanter is the only living heir of the late 
Caladorn Cassalanter, a former Masked Lord and a hero 
of the North. 
Over the years , the Cassalanters have founded a number 
of philanthropic societies and made generous donations 
to temples dedicated to good-aligned deities. They are 
known to worship Siamorphe, a demigod whose ethos is 
the nobility's right and responsibility to rule . 
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location in the villa can be de te rmmed randomly: 

dlOO Terenzio and Elzerina's Location 

01 -50 They're playing in their room (area C18) . 

51 - 75 They're in the library (area C3) . 

76- 00 They 're chasing butterflies in the garden (area C2S). 

Terenzio and Elzerina have places in the house that 
their parents have forbade them from visiting- and that 
they are excited to explore, now that they have friends t 
accompany them. These locations are as follows: 

0 

• Their father's office (area C6) 
• The attic (area C24) 
• The wine cellar area (C28) 

If asked about their parents, Terenzio and Elzerina 
report that their parents are searching for some missing 
dragons. (What their parents plan to do with a bunch of 
scary, winged reptiles is beyond them, and Terenzio and 
Elzer ina are too scared to ask.) If befriended, they reveal 
that their father keeps a journal in his office (area C6). 

If asked about their older brother, Osvaldo, Terenzio 
and Elzerina repeat what their parents have told them: 
he's attending school in a faraway city (they don't recall 
which one). Neither knows the cruel fate that has be
fallen Osvaldo (see area C24) or suspects that a similar 
fate awaits them. 

HEAD SERVANTS 

The head servants of Cassalanter Villa are members of 
the cult. These four servants are described below. All 
appear to be tieflings, though one is not. The following 
changes apply to the tieflings' stat blocks: 

• The tieflings are lawful evil. 
• They have these racial traits: They know the thauma

turgy cantrip , and Charisma is their spellcasting abil
ity for this spell. They have resistance to fire damage . 
They have darkvision out to a range of 60 feet. They 
speak Common and Infernal. 

WILLIFORT CROWELLE 

Willifort dresses in a sharp black suit and wears thin
rimmed spectacles. He's a doppelganger that usuallY 
takes the form of an aging male tiefling, and he greets 
a ll guests in the entrance hall (area Cl). 

. 's As the Cassalanters' chief butler and Lord V1ctoro f 
personal attendant, Willifort Crowelle makes a point~ 
knowing everything that transpires within the vill~ - I 
the Cassalanters have guests, he escorts them dunng 
their entire visit, using stealth if necessary. He ushe_rsk 
nosy guests away from areas or objects that might hn 
the Cassalanters with the Asmodeus-wor hi ping cult-



fACING THE CASSALANTERS 
Lord and Lady Cassalanter are formidable spellcast
er and devoted to one another. If one is assailed 
within Cassalanter Villa, the other arrives as quick! 
as possible. Y 

A di~ect confrontation with the Cassalanters will likely 
result tn defeat for the characters, or- if the characters 
and the Cassalanters both escape with their lives- their 
arrest for assaulting nobility. The Cassalanters have no 
desire to kill the characters, even in self-defense. They 
take great pains to divide and subdue the party with 
their magic while not inflicting grievous harm. 

If the characters reduce Ammalia to 30 hit points or 
fewer and Victoro is with her, he banishes her to safety 
for a few brief moments while he continues fighting. If 
either Victoro or Ammalia is reduced to 30 hit points or 
fewer and the other Cassalanter isn't present, they try to 
negotiate with or bribe their assailants. 

The Cassalanters don't fear being arrested, since they 
have faith that their wealth, reputations, and contacts 
will keep them out of prison. They do fear the ticking 
clock of Founders' Day. They plead for the characters to 
allow them to carry out their plan, if only to save Teren
zio's and Elzerina's lives. 

DISRUPTING THE 

CASSALANTERS' OPERATION 

Killing or injuring the Cassalanters carries grave le-
gal consequences, but the characters can hinder the 
Cassalanters by destroying or stealing Ammalia's stash 
of midnight tears poison (area C22), destroying the . 
statue of Asmodeus in the temple (area A7), or keepwg 
Lord everember's gold out of their clutches. 

GATHERING INFORMATION _ 

If the Cassalanters are the main vi llains, the characters 
might come to their villa if their search for the St?ne of 
Goiorr or the Vault of Dragons hits a dead end. VIctoro 
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on the gate, and armored guards stand at attent1on on 
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Cassalanter Villa is an extravagant manse with dozens 
of lavish chambers for the masters of the house and 
their guests- but its splendor belies the terrible secret 
it holds. The temple of Siamorphe that once lay beneath 
the estate has been desecrated by Victoro and Amma
lia's devil-worship. Now, this great chapel is dedicated to 
the Lord of the Nine Hells. 

APPROACHING CASSALANTER VILLA 

The grounds of the Cassalanters' estate are patrolled 
by hired guards. Two of them stand outside the gate of 
the estate, two more stand outside the front door of the 
house, and a total of six patrol the grounds at any time. 
These guards are humans and are outfitted in livery that 
bears the crest of House Cassalanter. 

The house is surrounded by a well-manicured lawn. 
A cobblestone path leads from the estate's exterior gate 
to both the front entrance (area Cl) and the entrance 
to the coach house (area CHl). The villa' ground 
feature numerous deciduous trees and meticulou ly 
tended gardens. 

SPOTTED BY THE GUARDS 

Characters who try to infi ltrate Ca salanter Villa are 
more likely to be arrested than to be killed. The ecurity 
detail around Cassalanter Villa is meant to rai an 
alarm and deter petty thieves, not to stop d termined 
adventurers. If the guards spot an intrud r, th y do th 
sensible thing: ca ll the authoriti s. 

The City Watch ha small, ingl -p r on "wat h 
boxes" set up on nearly ev ry tre t corn r in th a 
Ward , including th intersection ju tout id th gate 
of assa lant r Vi lla. ff a guard ound the alarm, the 
Watch memb ron duty fet h a for e of forty City 
Watch veterans to cordon off th property. 

REINFORCEMENTS 
If the City Watch gets involved, Lord and Lady Cas-
sa Ianter become worried that someone has caught onto 
their plot. The number of guards patrolling the grounds 
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V ard and trav 1 a ro th city in the wee hours of the 
morning to arriv before the Cassalanters awake. 

With the ex eption of their personal attendants, the 
a alanter replenish their servants regularly. Most 

move on to other jobs, but occasionally a servant discov
ers the secret vault (area C29), visits the forbidden attic 
(area C24), or otherwise learns too much. Such folk are 
fated to become sacrifices to Asmodeus. 

VILLA FEATURES 

The following features are found throughout the villa: 

• Ceilings in rooms are 25 feet high, with 7-foot-high 
corridors and doorways connecting them. 

• Doors are made of exotic hardwood. If a door is 
locked, the lock can be picked by a character who 
makes a successful DC 15 Dexterity check using 
thieves' tools, or the door can be forced open by a 
character who makes a successful DC 20 Strength 
(Athletics) check. Victoro, Ammalia, and the head but
ler, Willifort, hold keys to every room in the house. 

• Floors are made of wood and covered with soft 
woolen carpets. Creatures walking in carpeted rooms 
have advantage on Dexterity (Stealth) checks. 

• All areas are well lit by oil lamps, lanterns, or 
chandeliers. 

• The Cassalanters keep no silver objects (with the ex
ception of coins) in their house, since silver is harmful 
to devils. 

AREAS OF THE VILLA 

The following areas correspond to the labels on map 
6.1. The villa connects to the temple of Asmodeus 
through a secret door in area C28. 

If the occupants or features of a location change 
during the Founders' Day party, the text includes a 
"Founders' Day" section describing those changes. 

GUEST HOUSE 

The Cassalanters host guests in this stately guest house. 
CG1. Mud Room. Guests can remove and store dirty 

cloaks and boots here. 
CG2. Storage. Guests can store their traveling 

gear here. 
CG3. Dining Room. This room is furnished with two 

dining tables, each surrounded by six chairs. 
CG4. Kitchen. Guests are expected to dine with the 

Cassalanters in the manor but can prepare their own 
breakfast here. 
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Cl. ENTRANCE HALL 
This hall has the following features: 

• A magnificent harpsichord sits in the hall. 
• A crimson carpet runs down the hall toward an open 

door to the foyer. 
Light from a crystal chandelier reflects off more than 
three dozen holy symbols of Siamorphe perched on 
wall shelves, each in the form of a silver chalice with a 
golden sun etched on its outside. 

If the characters are expected guests, Willifort Crow
elle (see "Head Servants," page 116) awaits them here 
and guides them to the smoking room (area Cl2) to 
meetwith Lord Cassalanter. He allows them to explore 
the house while they wait but follows them doggedly. 

Founders' Day. The hall is filled with chatty guests 
holding flutes of sparkling wine. One is playing the 
harpsichord. 

C2. GARDEN MUDROOM 

This room has the following features: 

• A guard dressed in House Cassalanter livery sits idly 
on a crate, watching the outside door. 

• The floor is caked with mud. Several rows of muddy 
boots and gardening gloves are strewn about the floor. 

Founders' Day. Esvele Rosznar, the Black Viper 
(see appendix B), is hiding in an alcove and putting on 
her Black Viper mask and hood. She is wearing a sleek 
black leather suit, and a frilly ball gown lies at her feet. 
Esvele has slipped away from her overbearing parents, 
Rolteme and Azalea Rosznar, and is preparing to sneak 
through the villa and rob the Cassalanters blind. 

The characters can convince the Black Viper to help 
them as they scour Cassalanter Villa by succeeding on a 
DC 14 Charisma (Intimidation or Persuasion) check. If 
~svele decides to help the characters she fights along· 
stde the d d' ' . m an tscovers treasure and secret doors au· 
tomattcally. 
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• "Ahghairon's Dragonward," a lecture given by Khelben 
Arun un about the dragonward that protects Water
deep ( ee "Ahghairon's Dragonward," page 6). 

• "Can tiel of the ilver Chalice," a hymn to the demi
god iamorphe. 

• Wulfgar and the Crystal Shard, an epic opera detailing 
th adventures of a barbarian, a dwarf, and a drow in 
lcewind Dale. 

• "Your Beardy Face," a traditional dwarven love song 
popular in the Moonsea region. 

Secret Door. The Cassalanter family portrait hides 
a secret door. Tilting the painting causes the door to 
swing outward on hidden hinges, revealing the pantry 
(ar a Cll) beyond. A character can notice a slight gap 
beneath the secret door with a successful DC 18 Wis
dom (Perception) check. 

C4. READING ROOM 

This reading nook has the following features: 

• Light pours into this room through four tall bay wi n
dows. th~t lo~k out on the butterfly garden (area C25). 

• urmshmgs mclude a luxurious armchair and a small 
sid table wher an empty wine glass sits atop a 
small book. 

• A door in th north rn wal l has a butt rfly-shap ct 
stained-glass p phol . ' 

IfVictoro Cassalanter (s app ndix B) ish r , h 's 
reading a historical text titl d The Ris and Fa ll of fJ li
gate Keep and taking notes in his journal. 

journal. The small book on the side tab! is a journal 
that Victoro Cassalanter uses to take not s while read
ing. It mostly contains dry observations on atlases of 
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C5. FoYER 
Two guards in House Cassalanter livery are stationed in 
this marble-floored foyer at all hours. It has seven exits: 

• A door to the entrance hall (area Cl) 
• An open arch that leads to a spacious dining 

room (area C9) 
• Three unmarked doors on the east wall (to areas c6 

C7, and C8) ' 
• A grand staircase that ascends to the second floor 

(area C13) 
• An unassuming door under the stairs that leads to the 

cellar (area C26) 

Founders' Day. The foyer is filled with lavish bou
quets in ceramic floor vases and wealthy guests chatting 
loudly and drinking sparkling wine, while the gentle 
music of a string quartet drifts down from upstairs. 

C6. VIcToRo's OFFICE 

The door to this room is locked. The room contains the 
following features: 

• Tall stacks of legal tomes and financial ledgers rest 
atop a solid mahogany desk. 

• A freestanding suit of bronze armor (complete 
with helm, gauntlets, and greatsword) stands just 
inside the door. 

If Victoro Cassalanter (see appendix B) is here, he's 
~eated behind the desk with fingers steepled, deep 
m thought. 

Armor. The suit of armor standing by the door is a 
helmed horror. It obeys Victoro's commands. When 
Victoro isn't present, it attacks anyone who opens the 
door without a key or anyone not of Cassalanter blood 
who opens Victoro's desk. The Cassalanter children 
know about this construct and warn friendly charac· 
ters about it. 

~es~. Victoro's desk is locked and can be opened 
wl tth Vtctoro's golden key. A character can pick the 
o k by sue e d · DC · g . mg on a 18 Dexterity check ustn 
lht v s' tools. Th desk drawer contains thirteen seated 
croll tube • a s igned contract inside each one. These 
ontr~ct outline the terms of loans made by Victoro 

to! vanous nobles, merchants and guilds The drawer 
a so has a sec t ' · fi d 
w'th re compartment that characters can n 

1 a successful DC 18 w· ) h k It 
holds h 1 tsdom (Perception c ec · td 

( h
a

2 
° Y symbol of Asmodeus crafted from solid go 

wort 50 gp). 
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8 covERED PoRCH c . . h 
This covered porch ts t e entryway typically used by the 

alanters' servants. Ten servants (human common 
cass . -

) at here at mealtimes. 
ers e 

cg. fAMILY DINING ROOM 

This room holds the following noteworthy features: 

, A dozen chairs surround a beautifully carved dining 
table in the middle of the room. 

, The table is set with golden plates, utensils, goblets , 
and candlesticks. Silk napkins add to the display. 

The Cassalanters dine here as a family, sometimes 
inviting a guest or two to join them. 

founders' Day. During the party, the dining table is 
converted into a card table. Ten wealthy nobles are play
ing a high-stakes game of Three Dragon Ante. A char
acter can play a round by betting 5 gp and making a DC 
15 Intelligence check, adding a proficiency bonus if the 
character is proficient with gaming sets. On a successful 
check, the character wins 10 gp. On a failed check, the 
character loses the stake. 

Treasure. The gold table settings and candlesticks 
are worth 2,500 gp in total. 

ClO. KITCHEN 

From sunrise until an hour after sundown, this kitchen 
is a hive of activity: 

· A half dozen chefs run to and fro, seasoning meat, 
mixing batter, and otherwise preparing an impressive 
variety of food. 

• A rotund, red-faced man in a tall white hat barks 
orders at his underlings, brandishing a sharp knife 
with every instruction. 

Stairs in this room lead to the banquet kitchen on the 
second floor (area C14). 

The head chef,Jandar Chergoba (see "Head Servants," 
page 116), oversees six chefs (human commoners). 
lf]andar believes the characters are a threat, he shouts 
"F ' or zaal," causing ten knives to magically rise from the 
counters and attack. These knives are flying swords 
that deal 4 (1d6 + 1) piercing damage on a hit. 
. Founders' Day. Jandar isn't here. Instead, he's prepar
tng Ammalia's poisoned feast in a cooking pavilion out 
on thee t , . s ate s spraw!tng lawn. 

CU. PANTRY 
This r oom contains the following features: 

' ~asks of ale fresh water and cooking oil are stacked 
tn th . ' ' 

, Sh e mtddle of the room. 
elves of foodstuffs and ingredients line the walls. 

• 'I hl' bad wall nl thr p.llllry i orH ltrgc• wirH' HICk that 
t ontain 11 varil ly ol ph ndirl hottlt.ld win s. ('f hi 

wlw 1 tiCk< on l ul :t &«'< r t t door.) 
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I l l'Jls hi. goldt n f:W<'r ilwinl dng~r r, goldeu mask, and 
(rim son I ob 'S ( ('( "( ull of A mod( trs," rmg I J 5) ill a 
lockl'd iron hoK trrul! l'lll'Hth 11 sac·k of potatoc . The box 
c.tn fw unlocked with Jandnr' goldt>n k<·y, or by a char
actc 1 who makes,, succctssfuf DC J 5 Dexterity check us· 
ing thieves' tools. A charac t< r can also pry it open with a 
successful DC 25 Strength (Athletics) check. 

Secret Door. The secret door to the library (area C3) 
can be detected by a character who makes a success
ful DC 18 Wisdom (Perception) check. The character 
discovers that lifting a bottle of Baldur's Gate pinot 
noir from the rack unlocks the door and allows it to be 
pushed open. 

Cl2. SMOKING RooM 
This room contains the following features: 

• One guard in House Cassalanter livery stands here, 
absentmindedly examining the regal portraits that 
adorn the walls and rest on fancy easels in var-
ious spots. 

• Fine armchairs arranged throughout the room smell 
faintly of pipeweed; the scent is almost obscured by 
incense and delicate perfume. 

If Lord Cassalanter has invited the characters to 
his home for any reason, he meets them here. If the 
conversation turns to business, he has Willifort bring 
his guests glasses of fine brandy and pipes filled 
with pipeweed. 

Portraits. The portraits on the walls depict several 
generations of Cassalanters. The ones on the easels, 
more recently painted, include the following: 

• A somber young Victoro with his beaming 
human father 

• A wedding portrait, showing Victoro and Ammalia 
smiling and carefree 

• Twelve-year-old Osvaldo holding a ceremonial rapier 
o Ammalia sitting with baby Terenzio and Elzerina in 

her lap while Victoro reads them a fairy tale 

Cl3. BALLROOM 
This elegant ballroom contains the following notewor
thy features: 

o In the center stands an eerie, human-sized wood-and
cloth mannequin with a painted face. It is dressed like 
a ballroom dancer. 

• The polished marble floor is a dazzling mosaic that 
depicts a si lver chalice with the image of a golden sun 
on its outside. Characters who succeed on a DC 10 
Intelligence (Religion) check recognize it as the holy 
symbol of Siamorphe, demigod of nobility. 
Gi lded mirrors and handsome tapestries festoon the 
walls. Along the west wall, windows with crimson 
drapes stretch from the floor to the ceiling. 

Despite its grandeur, this ballroom seems strangely 
dismal without anyone dancing in it. Stairs lead down 
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Cl4. B QU T IT HEN 

Th banqu l kit h n i an additional ooking space used 
in conjun tion with th main I itchen during ocial func-
tion . 1t i oth rwi mpty1 and it doors are locked. 

Founder 'Day. Th kitchen is bustling with activity 
a four h f (human commoners) prepare an array of 
pi for th noble gue t . 

Cl5. BA QUET HALL 

Th on\ piece of furniture in this expansive hall is a 
long wooden dining table that happens to be a giant 
mimic in di gui e. It has the statistics of a normal 
mimic, with the e changes: 

• The mimic i Large and has 75 (10d10 + 20) hit points. 
• A an action, it can make three attacks: two with its 

p eudopods and one with its bite. 
• It has a challenge rating of 3 (700 XP). 

The mimic is well treated by the Cassalanters and 
won't harm any member of the household. It obeys only 
Lord and Lady Cassalanter. 

Founders' Day. The room is outfitted with dozens of 
chairs, and the table is filled with food. Two dozen party 
guests are gorging themselves here at any time. Four 
doppelgangers from the Yawning Portal have slipped 
into the party disguised as nobles. Their leader, Bonnie 
(see "Familiar Faces," page 20), poses as a minor 
noblewoman going by the name Lymeria Lhaurilstar; 
she was hoping to have a fun night at the party, but she's 
willing to help the characters if they need aid. 

Cl6. PIANO ROOM 
A gleaming grand piano is pushed against the wall of 
this dusty room. Behind it are several unmarked closets. 

This room is generally empty unless a social event is 
taking place or Nana Rosse is giving the Cassalanter 
children a piano lesson. 

Founders' Day. Wealthy guests are chatting here and 
using the powd r rooms (area C16b). 

Cl6A. STORAGE CLOSET 
This closet holds crates filled with winter blankets, 
mops, and other household necessities. 
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• Strewn about 011 th floor an ~iant tuft d toys,jack 
in th, box s, dolls, and a rockmg hor e haped like · 

a warbors . 
• A larg mobil in tb form of a butterfly hangs from 

the ceiling, turning listlessly. 

If she hasn't been dealt with elsewhere, the twins' 
nanny, Laiba Rosse (see "Head Servants," page 116), 
sits here and crochets dolls for the children. 

Cl8. TWINS' BEDROOM 
The twins' bedroom contains the following features: 

• Two four-poster beds take up the bulk of this room. 
• At night, the room is cluttered with dozens of toys. In 

the morning, the toys are returned to their toy boxes 

by a housemaid. 
• A life-sized stuffed unicorn stands in one corner. 

If Terenzio and Elzerina are here. Terenzio is dressed 
in a crude dragon costume and is being chased around 
the room by his sister, who is wearing a knight's helm 
and swinging a wooden sword. 

Stuffed Unicorn. This inanimate object counts as an 
actual unicorn for the purpose of opening the Vault of 
Dragons (see "Vault Keys ," page 90). 

Cl8A-Cl8B. CLOSETS 
These closets are filled with stuffed animals and 
spare blankets. 

Cl9. MASTER SITTING RooM 
Lady Cassalanter's attendant, Tissina Khyret (see "Head 
Servants," page 116), spends most of her time here 
when she's not with her mistress. The room is furnished 
for comfort and includes overstuffed chairs, fainting 
couches, and a wine bar. 

C20. LINEN CLOSET 

This closet is packed with folded bedsheets and other 
assorted linens. Two of the downy duvets stacked in this 
room are rugs of smothering that attack any creature 
that isn't a Cassalanter or one of their servants. Any 
combat in this room draws the attention of both Laiba 
Rosse (area C17) and Tissina Khyret (area Cl9). 

Lockbox. Willifort Crowelle and Tissina Khyret keep 
~heir cult regalia (see "Cult of Asmodeus," page 115) 
111 a gold-embellished lock box hidden under a stack of 
quilts bearing images of flying devils. The box can be 
unlocked with either Willifort's or Tissina's golden key. 
or by a character who succeeds on a DC 14 DexteritY 
check using thieves' tools. It can also be pried open with 
a successful DC 16 Strength (Athletics) check. 



C21. MASTER BEDROOM 
The door to this room is locked. The room contains the 
following noteworthy features: 

· The walls are adorned with nine friezes, each one de
picting a layer of the Nine Hells. 

· A four-poster bed draped in deep red curtains and 
tipped with gold spires stands before an ornate door 
carved from dark hardwood with a gold latch. (This 
door is locked and leads to area C22.) 

A search of the room reveals a golden lockbox tucked 

under the bed. 
Golden Lockbox. Both Victoro and Ammalia keep 

their cult regalia (see "Cult of Asmodeus," page 115) in 
a solid gold lockbox (worth 750 gp) hidden under their 
bed. The box can be unlocked with either Victoro's or 
Ammalia's golden key, or by a character who makes a 
successful DC 14 Dexterity check using thieves' tools. 
It can also be pried open with a successful DC 16 
Strength (Athletics) check. 

If the box is opened by any means other than a golden 
~y . d "d 'Potson gas sprays out from holes in the un erst e 
of the lid, filling a 15-foot-radius sphere centered on 
~he box. This trap can't be disarmed. Any creature in 
tts area must make a DC 13 Constitution saving throw, 
taking 22 (4dl0) poison damage on a failed save, or half 
as much damage on a successful one. The gas dissi
Pates quickly. 

C22. AMMALIAS PRIVATE STUDY 
The door to this room is locked. The room contains the 

following features: 

• The walls are lined with bookshelves packed with 

thick tomes. 
• A grimoire with a red leather cover sits on a desk 

carved from dark oak. 
• A ladder leads up to a trapdoor in the ceiling. 

Bookshelves. The books on the shelves include works 

of fiction and nonfiction. 
Desk. Aside from the grimoire (described below), the 

desk holds an ornate golden candlestick (worth 125 gp), 
a golden inkwell (worth 25 gp), and a feathered quill 
pen (worth 15 gp). The desk drawer contains a wax seal 
bearing the Cassalanter crest, Ammalia Cassalanter's 
spellbook (which contains all the spells she ha pre
pared), and ten via ls of jet-black poi on known a mid
night tears (see "Poisons" in chapt r 8 of the Dungeon 
Master's Guide). Amma lia plans to taint th Founders' 
Day feast with the poison (see" p ial Events"). 

Red Grlmoire. The tome on th d k, bound in crim
son leather, details a diabolical ritual that Ammalia and 
Victoro enacted to first contact the archdevil Asmodeus. 
Opening it reveals nothing but blank pages with a few 
drops of dry blood on them. If a drop of humanoid 
blood is spilled on any page, Infernal text on that page 
becomes legible, remaining so until the book is closed. 
The blood remains even after the text vanishes. 
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Any character with the Ritual Casting feature (or the 
Ritual Ca ter feat) who spends 24 hours reading the 
book can rna ter the ritual described within. The ritual 
take 11 minutes to cast and requires incense and a vial 
of unholy water (which are consumed during the perfor
mance of the ritual). At the end of the ritual, a proxy of 
Asmodeus appears and grants its summoner the benefit 
of a commune spell. The proxy is formed of incense 
smoke and resembles a pit fiend. A character must finish 
a long rest before performing the ritual again. 

Trapdoor. The trapdoor in the ceiling is the entrance 
to the attic. 

C23. ATTIC LANDING 

A thick scent of sulfur pervades the attic. The only illu
mination is a beam of light that shines feebly through a 
shuttered window at the west end of the room. 

This attic is soundproof as long as no doors are open. 
Osvaldo's howling can be heard outside the attic only if 
the trapdoor between th is room and area C22 and the 
door b tween this room and area C24 are both open at 
the same time. Add itionally, creatures that have telep
athy can't communicate telepathically with creatures 
outside the attic unless the doors are open. 

Terenzio and Elzerina have heard howling coming 
from the attic two or three limes in their lives and are 
curious about what lurks there. 

C24. OsvALno's PRISON 
If Ammalia Cassalanter or Victoro Cassalanter (see 
appendix B) or both are present, the door to this room 
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is unlocked but closed. Otherwise, it's locked shut, and 
Victoro and Ammalia carry the only keys. When the 
characters first open the door, read: 

I 
You are greeted with a wave of incoherent howling, as if 

opening the door broke down a dam that had been hold· 

ing back a madman's screams. 

Osvaldo Cassalanter (see appendix B) shrieks and 
moans at all hours of the day. He is trying desperately to 
get someone to hear him and come to his rescue. If one 
or both of his parents are here, he spits curses at them 
as they weep before him. 

Guarding the room are two imps in spider form. They 
answer to Lord Cassalanter, and their job is to kill birds, 
rats, and other vermin that find their way into the attic. 
They attack anyone who tries to free Osvaldo or threat· 
ens other family members present. 

The Cassalanter heir apparent is a soulless abomina· 
tion thanks to his parents' thoughtless greed. His em~ty 
shell of a body has been transformed into a chain deYtl 
that his parents have imprisoned using his own chains. 
A 1 0-foot-diameter pentagram has been burned into the 
fioor around him. A detect magic spell reveals a power· 
ful aura of abjuration magic emanating from the symbol. 

Osvaldo's chains are wrapped around the beams 
and timbers that frame the room. He can't damage the 
house, nor can he break his own chains. He can onlY 



,
1 
impotently at the m• e>rj '.Jeing infli t d 011 hi 111 11 )10\~ · d • 1. ' {' 

is thoroughly msane an cant ue reasoned with. 
A. successful DC 15 Intelligence (Arcana) check 
veals that the pentagram prevents Os\'nldo from ma

~~pulating his chains. and that the effect ends if another 
creature enters the area encompassed by the penta
gram· The magic of the pentagram can also be dispelled 
(DC 15). If he is fre~d, ?sv~l~o regains control of his 
cnains and attack~ mdts.cru~unately. If he is reduced to 0 
)lit points, the cham de~1l cn.es out for his mother before 
rnelting into a pool of stckemng black ichor. 

C24A. ATTIC STORAGE 
T)Jis room contains derelict furnishings draped in black 
linens: chairs, coat racks, freesta nding mirrors, dress 
mannequins, and the like. These draped objects take on 
a sinister countenance in the gloom but are harmless. 

C25. BUTTERFLY GARDEN 
In tlle spring, Ammalia Cassalanter 's gardens attract 
caterpillars, which transform into butterflies come sum
rner. Lady Cassalanter's butterfly garden is the envy of 
her peers. The sweet scent of flowers and herbs filters 
up from the planters and rose bushes. 

If Terenzio and Elzerina are here, they are frolicking 
in the garden. If Ammalia Cassalanter (see appendix 
B) is here, she's watching the children or tending to her 
garden. Six imps in raven form hang around the butter
fly garden and occasionally prey on Ammalia's prized 
pets when their mistress isn't looking. Despite their 
insolence, Ammalia uses these imps as spies. She sends 
them on missions throughout the city. They also warn 
Ammalia of trespassers and attack anyone who threat

ens a member of her family. 
Founders' Day. During the party, two young, hot

blooded nobles have accidentally offended one another. 
They have changed into dueling garb and are fighting 
with rapiers to resolve their differences while onlookers 

drink wine and cheer them on. 

C25A. GARDEN BALCONY 
This balcony overlooks the grounds of the Cassalanter 
estate and even offers a view of the Sea of Swords be
yond the outer wall of the Sea Ward. 

If Ammalia Cassalanter (see appendix B) is here, 
she's smoking and either staring dismally out toward 
the ocean or watching her children in the garden below 
(area C25). 

C26. CELLAR 
This cellar is kept free of dust and cobwebs by servants. 
It ~s unsettlingly cold, no matter the time of year. It con
tatns spare furniture, a laundry tub, and trunks full of 
old clothing. 

C27. FALSE VAULT 
The door to this vault is made of solid iron and sports 
three different locks. Victoro and Ammalia each have a 
set of keys for them. Opening the door without the keys 
requires a character to succeed on three consecutive 
De 20 Dexterity checks using thieves' tools. On a failed 
check, all three locks reset. The door has AC 19, a dam
age threshold of 10, 90 hit points, and immunity to poi-

son nnd psvchir datnagL 1\ en alun cnnlm nk it down 
with a c;ucn:s ful f)( 27 Strength (Athl!'lirs) r.hcck. 

'Jlw vault is empty. 
Cold Trap. If a rreature enter!'> the vnult without first 

saying "Gold is my shield," an intense blast of magical 
cold fills the room. All creatures in the vault at that time 
must make a DC 16 Constitution saving throw, taklllg 
36 (8d8) cold damage on a fai led save, or half as much 

damage on a successful one. 
A detect magic spell reveals the secret to disabling 

the trap: a tiny magical glyph is inscribed in the middle 
of the ceiling. If this glyph is dispelled with a s uccess
ful casting of dispel magic (DC 16), the trap ceases 

to function. 

C28. WINE CELLAR 
This cellar contains the following features: 

• The east wall is lined with nearly thirty casks of wine. 
• A faint draft comes from the south end of the wine 

cellar. The draft betrays the location of a secret door. 

The servants rarely spend much time here, since the 
cellar is unlit and cold. Characters feel a strange sense 

of foreboding here. 
Secret Door. A faded holy symbol of Siamorphe, a 

silver chalice bearing a golden sun symbol , is painted 
on the south wall. If the sun symbol is pushed, the wall 
grinds open, revealing area C29 beyond. A character 
who searches the wall automatically detects the secret 
door and can, with a successful DC 10 Wisdom (Percep
tion) check, figure out how to open it. 

C29. SECRET VAULT 
Most of the Cassalanters' wealth is tied up in invest
ments, but the family keeps a stack of twenty 5-pound 
silver trade bars (worth 25 gp each) here for emergen
cies. At the back of the vault is a dark staircase that de
scends 30 feet to the temple of Asmodeus (area A1). 

Founders' Day. In addition to the treasure noted 
above, the vault contains five hundred sacks contain
ing 1,000 gp each (liquidated family assets). If the 
Cassalanters were successful in looting the Vault of 
Dragons, the vault contains an additional five hundred 
sacks (the sum total of the treasure taken from the 
vault), for a total of 1,000,000 gp. The gold remains 
here until it's taken down to the temple (see "Special 

Events," page 130). 

TEMPLE oF AsMODEUS 
Beneath Cassalanter Villa lies a secret temple where 
Victoro leads a cult that worships Asmodeus. Cult 
members include evil-minded nobles as well as deluded 
commoners Jured by the prospect of wealth and status. 
The entire cult gathers in the temple at midnight on the 
first day of every tenday for a dark mass. During these 
ceremonies, they pledge their devotion to the Lord of 
the Nine Hells, call out the names of their enemies, and 
beseech Asmodeus to visit ruin upon their foes. They 
also drink wine, share gossip, and offer the occasional 
sacrifice. For the Cassalanters, these events are oppor
tunities to flaunt their power and impose their will on 

their lessers. 
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AREAS OF THE TEMPLE 

The following areas correspond to the labels on map 
6.2. The temple is connected to Cassalanter Villa by a 
staircase that connects with area Al. Also, an under
ground stream (area A9) leads away from the temple's 
lower level and eventually lets out in the Mud Flats 
northwest of Waterdeep. 

Changes to the temple that occur during cult gather
ings are noted in the "Cult Gathering" sections. 

Al. HALL OF THE DAMNED 

The features of this hall are readily apparent: 

• In the middle of the hall, a spiral staircase descends 
20 feet to the lower level (area A3). 

• The faint sound of chanting is audible coming from a 
corridor to the northwest. 

• To the south are three cells with iron-banded wooden 
doors. A small, barred window is embedded in each 
door at the height of a human's eye. The cell doors 
face a stone pillar. Hanging from a hook on the pillar 
is a ring of keys. 

Cells. When the Cassalanters decide to sacrifice hu
mans in their rituals, they lure homeless Waterdavians 
to their estate and confine them in these cells. The keys 
to unlock the doors hang from the stone pillar. A lock 
can be picked by a character who makes a. successful 
DC 15 Dexterity check using thieves' tools. All three 
cells are currently empty. 

Chanting. The sound is that of a prayer to Asmodeus 
being recited by the cultists in area A7. 

A2. BALCONIES 

Two crumbling balconies with stone railings overlook 
the temple's ceremonial hall (area A7). The distance to 
the floor below is 20 feet. 

Collapsing Floor. The balcony floors have weakened 
with age. Any Medium or larger creature that steps onto 
a 5-foot-square marked C on the map must make a DC 
15 Dexterity saving throw as the floor crumbles and 
falls away, leaving a gaping hole. On a failed save, the 
creature falls 20 feet and lands prone on the floor below 
(area A7) amid stone debris. On a success, the creature 
avoids the fall by leaping to an adjacent, unoccupied 
space. The sound of the collapsing floor can be heard 
throughout the temple. 

A3. ANTERIOR VESTIBULE 
The spiral staircase from area Al ends at this chamber. 
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The spirits of several dead .members of the Cassa. 

Ianter family are bound to thts crypt. They manifest as 
three dark, vaporous specters plus a ghost that look 
like the insubstantial image ?fa han~some, clean. s 
shaven man of knightly be~~mg clad m plate armor. 
These undead attack an~ h:m5g£crea~ures but can't leave 
the crypt or approach wtthm eet o any creature that 
wears a holy symbol of Asmodeus. 

The ghost is all that remains of Caladorn Cassalanter, 
a former Masked Lord and hero ofWaterdeep. The 
ghost halts its attack and calls off the specters if a char
acter wears or presents a holy symbol of Siamorphe. 
After it is shown such a symbol, the ghost guides charac
ters to its personal crypt (area A4a). 

A4A. CALADORN'S CRYPT 

A dusty stone sarcophagus occupies this crypt, its 
plaster lid carved in the likeness of a handsome, clean
shaven nobleman clutching a chalice engraved with the 
symbol of the sun. The likeness resembles the ghost of 
Caladorn Cassalanter (see above). 

Treasure. Caladorn's bones have turned to dust, but 
his suit of +1 plate armor remains. Also lying in the dusl 
is a mace of disruption. If Caladorn's ghost is present 
when one or both magic items are removed from the 
sarcophagus, it asks, "Do you vow to use these items 
to defeat the forces of darkness?" An answer in the 
affirmative is sufficient to lay the ghost to rest. Before 
vanishing for good, it says, "Use the mace to destroy the 
effigy of evil incarnate. End the corruption to restore my 
family's honor." (The "effigy" is the statue of Asmodeus 
in area A7.) 

A4B. EMPTY CRYPT 

This crypt contains nothing but dust and cobwebs. 

A5. CULTISTS' CHAMBER 

This room has the following features: 

' Six wooden cots stand against the north and 
south walls. 

' T.he west wall is carved with four bas-reliefs of 
ptt fiends. 

Tired cultists sleep here after ceremonies, particularlY a 
they drank too much wine. 
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Secret Door. Behind one of the bas-reliefs is a secret 
door, which can be detected with a successful DC 13 
Wisdom (Perception) check. Pushing against the sculp
ture causes a secret door to swing open into area A6. 

A6. SECRET VESTRY 

This room is hidden behind two secret doors that aren't 
disguised on the inside, where a stone knob on each 
door allows it to be pulled open with ease. The room 
contains the following features: 

· Against the south wall stand two black wardrobes 
with nine-pointed stars carved into their doors. 

' A pair of tall, slender mirrors are mounted on the west 
wall, their stone frames carved with serpents. 

' Stacked in the middle of the room are six casks of 
Wine used for cult celebrations. 

Each wardrobe contains five complete outfits of cult 
regalia sized for adult humans: red robes, devil masks, 
and Wooden amulets shaped in the symbol of Asmodeus. 
h Cult Gathering. An hour before a cult gathering, five 
uman cultists are here donning their regalia. 

~7." CEREMONIAL HALL 

20his hall has a 30-foot-high vaulted ceiling and a pair of 
-foot h' h b 1 k. "t Its Oth - Ig alconies (see area A2) over oo mg 1 · 
er features as follows: 

' Rows of flickering candles in iron candlesticks form a 
Pathway to a 30-foot-tall stone statue at the west end 

'f 

" 
~ 
1 square = 5 feet 

of the hall. The statue depicts a smiling, bearded man 
of diabolical bent, with small horns protruding from 
his brow and cloven hooves instead of feet. At the base 
of the statue, clutched in a stone claw erupting from 
the floor, is a 3-foot-deep, 9-foot-diameter stone bowl 
filled with crackling flames . 

• Three huma~ cultists wearing red robes, devil masks, 
and wooden holy symbols of Asmodeus kneel before 
the statue, feverishly chanting an infernal hymn. 
(During a cult gathering, the number of cultists pres
ent increases dramatically.) 

• The walls around the statue are covered by large 
tapestries that depict scenes of human debauchery. 
(Behind the north tapestry is a rough-hewn passage 
that leads to area A9.) 

The Cassa lanters' ritual to save Terenzio and Elzerina 
plays out here (see "Special Events," page 130). 

Cult Gathering. If the cu lt is here in force, thirty 
human cultists stand in neat rows before the statue, 
chanting to Asmodeus with wooden goblets in hand 
while their leader, Victoro Cassalanter (see appendix 
B), tosses offerings into the bowl. Roughly half of the 
cultists are members of the nobility; the rest are Water
davian rabble brought into the cult to fill out the ranks. 
Standing around the perimeter are Willifort Crowelle, 
Tissina Khyret, Laiba Rosse, andJandar Chergoba (see 
"Head Servants," page 116). Their job is to make sure 
the other cultists behave themselves while Ammalia 
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mn and d rati\'l 11 at . l'h Hcm·tbrcakcr and the 
Hd/rai 'er ar pr ·en II d eked, whil th Eyecatcher is 
an hored in the harbor. 

All thre hip ar cr wed by drow who are magically 
di gui d to appear human. De pit their disguises, the 
drO\ till have th unlight en itivity trait. 

PPROACHING THE SHIPS 

The Heartbreaker and the Hellraiser are docked across 
from each other at the am pier in the Dock Ward. The 
character need only walk up a ramp from the pier to 
areajl on either hip. The pier is so busy that no one 
take notice of the characters until they are on a vessel. 

Jarlaxle' flag hip is anchored in Deepwater Harbor, a 
mile away from hi other ships. To reach the Eyecatcher, 
the character mu t travel there by using another vessel, 
by wimming, or by flying. If the characters approach 
in a ve sel known to the crew, such as a rowboat from 
another of Jarlaxle's ships, the characters arouse no 
suspicion until they are seen on deck. The crew of the 
Eyecatcher crew sends word to Jarlaxle immediately if 
the characters approach in an unknown vessel. 

If the characters approach the Eyecatcher in an un
derwater vehicle, such as Grinda Garloth's apparatus 
of Kwa/ish (see chapter 4), the character piloting must 
succeed on a DC 12 Dexterity (Stealth) check to keep 
the vehicle from being spotted by the crew of the Scarlet 
Marpenoth . If the characters approach by swimming, 
each of them must succeed on a DC 10 Dexterity 
(Stealth) check to avoid being spotted by the crew of the 
Eyecatcher. 

CREWS 

The characters can learn valuable information by inter
rogating crew members and carnival performers. 

SHIP CAPTAINS 

Although Zardoz Zord Oarlaxle Baenre) commands the 
fleet, each ship has its own captain: a Bregan D'aerthe 
drow mage disguised as a slender, well-dressed human. 
These captains know of Jarlaxle's plans. They communi
cate with each other and withJarlaxle byway of sending 
spells, which they prepare instead of fly. 

Velgos Ephezzrin captains the Hellraiser in the guise 
of a human named Fergus Crabwater. He enjoys wine a 
little too much, and characters have advantage on Cha
risma checks made to interact with him during a meal. 

Tylan Ilueph captains the Heartbreaker as a human 
named Klarr Besham. He's a humorless taskmaster 
whose tarantula familiar is always on his shoulder. 

Llorath Pharn captains the Eyecatcher as a human 
named Tarwind Arryhook. He loves games of chance 
and can't resist a good wager. 
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• "A year ago, the Sea Maidens Fair~ visited the island 
nation of Lantan, where Zord acqUired a submarine 
called the Scarlet Marpenoth. The submarine is 
mounted underneath the Eyecatcher." 

• "Zord has operatives searching for an artifact called 
the Stone of Golorr, which leads to a place called th 

. h e 
Vault of Dragons." (For secunty, t e captains aren't 
kept informed as to the mission's progress.) 

• "Zord has drow spies in Waterdeep-Fel'rekt Lafee 
Krebbyg Masq'il'yr, and Soluun Xibrindas. All carr;· 
Lantanese firearms." 

• "Our disguises are powered by a magical figurehead 
fixed to the fore of each ship." 

SAILORS 
The Eyecatcher, the Heartbreaker, and the Heflraiser 
are crewed by twenty sailors each: three drow elite 
warriors (mates) and seventeen drow, all magically dis
guised as slender humans while aboard their vessel. Ali 
are loyal members of Bregan D'aerthe, and all know that 
Zardoz Zord isjarlaxle Baenre in disguise. They know 
nothing about the Scarlet Marpenoth or Jarlaxle's plans. 

The crew has orders not to fraternize with strangers 
or guests. Characters who question crew members can 
learn the following: 

• "Zardoz Zord is master of the Sea Maidens Faire. If 
you want to meet him, talk to a ship captain." (A sailor 
won't divulge lord's true identity unless magically 
compelled to do so.) 

• "The Sea Maidens Fa ire is based out of Luskan." 

CARNIES 

Most of the carnival performers and workers are human 
commoners trained to perform a handful of tasks or 
stunts. (Performers have proficiency in the Performance 
skill.) They're kept in the dark about most things, but 
they're not oblivious. With a successful DC 10 Charisma 
check, a character can cajole or trick a carny into reveal
ing one of the following pieces of information: 

• "Zardoz Zord uses magic to get from the Eyecatche~ 
to the other boats. I've never seen him in a rowboat. 

• "The sailors communicate with each other using 
odd hand signals." (Members of Bregan D'aerthe use 
Drow Sign Language.) 

• "All the sailors have an aversion to sunlight." f 
"Have you noticed the sailors have the slightest hint 0 

an Elvish accent?" 
• "All the crew members are men. Very odd." 



DISCOVERING THE DROW 

Any character who spends 1 hour observing a ship's 
crew can make a DC 15 Wisdom (Perception) check. 
With a successful check, the character notices that most 
crew members speak Common with an Elvish accent 
and exchange hand signals when they think no one is 
looking. A drow character recognizes the hand signals 
as Drow Sign Language. 

The changes wrought by the magic of the ships' figure
heads (see areaJ8) fail to hold up to physical inspection, 
meaning that characters who interact with crew mem
bers have a chance to notice the illusion. For example, a 
character who grabs one of the sailors by the ear would 
quickly realize by touch that the ear is pointed, not 
rounded as it appears. Additionally, any drow character 
who boards one of these ships instantly takes on the 
illusory form of a human of the same gender, height, and 
weight, because of the magic of the ship's figurehead. 

Snrp FEATURES 

Each ship has the statistics of a sailing ship (see the 
Airborne and Waterborne Vehicles table in chapter 5 of 
the Dungeon Master's Guide) as well as the features de

scribed in the following subsections. 

ALARMS 

If intruders are detected or a fight breaks out on one 
of h · · t e shtps, the entire crew (one drow mage captam, 
three drow elite warriors, and seventeen drow) mo-

bilizes to combat the threat. The drow prefer to take 
captives or render enemies unconscious rather than kill 
them. Captives are thrown in the brig (areaJ15) until 
Jarlaxle decides what to do with them, and their gear is 
stowed in the armory (areaJ16). 

CEILINGS 
Cabins, holds, and passageways have 8-foot-high ceil
ings with 6-foot-high doorways connecting them. 

DOORS 
Unless otherwise noted, doors are made of wood. A 
door's lock can be picked by a character who makes a 
successful DC 15 Dexterity check using thieves' tools, 
or a door can be forced open by a character who makes 
a successful DC 15 Strength (Athletics) check. A ship's 
captain has keys to all locked doors aboard his vessel. 

ELEVATOR PLATFORMS 
Each ship is equipped with an elevator platform that can 
be lowered and raised with a lever to make loading and 
unloading cargo easier. When not in use, this platform 
stays in the lowest cargo hold of each ship. See the de
scriptions of the cargo holds for more information. 

LIGHTING 
Areas belowdecks are brightly lit by hanging lanterns. 

RIGGING 
Rigging can be climbed without an ability check. 
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jl. 1 1 DECK 
Thr sailor- (drow) and a mate (drow elite warrior) 
ar on deck at all time . H the characters board the ship 
and a k to peak with the captain, the mate asks their 
bu me before eYen thinking about di turbing him. 

jolly Boats. Four rO\i boat are tacked on top of each 
other on thi deck. Rope and pulleys are used lo hoist 
the e boat in and out of the water. 

j2. TORAGE 
The mell of tar permeate this cluttered cabin, which 
contain the following features: 

• Barrel of tar are secured with nets to the starboard 
wall below mounted tools. 

• Again t the port wall, tight rolls of white canvas are 
tacked on top of each other and secured with rope. 

j3. MATES' CABIN 

This cabin has the following features: 

• Twin hammocks hang perpendicular to one another. 
Two off-duty mates (drow elite warriors) relax in 
the hammocks. 
Three walnut chests sit under the hammocks. The 
chests are unlocked. 

Treasure. Each chest holds two sets of common 
clothes, a waterskin filled with wine, and a pouch con
taining 3d6 gp and 4d10 sp. 

J4. CREW CABINS 

Each of these cabins holds four hammocks. One off-duty 
sailor (drow) rests in each cabin. 

j5. GALLEY 

Heat and savory scents burst from this cramped cabin, 
which contains the following features: 

• A busy cook (commoner) works a frying pan with one 
hand and stirs a pot with the other over a small stove. 

• Dirty dishes are stacked in a washbasin. 
• A table holds foods in various states of preparation. 

The cook is too busy to speak with characters, and is 
quick to holler in alarm if attacked, drawing the atten
tion of the crew. 

]6. PANTRY 

Secured to the walls are racks of cooking ingredients, 
including jars of spices, sacks of flour, and casks of lard. 

]7. DINING CABIN 

The crew dines here throughout the day. At any given 
time, the cabin contains the following: 

• Six sailors (drow) are enjoying a meal. 
• Aboard the Heartbreaker or the Hell raiser, the sailors 

are joined by 1d4 carnies (commoners). 
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• hunishings indudt 11 t thlr, trn tool , nd two Oak 
cabinets containing di hcs. tanknrd , nnd llh ll'iil~. 

j8. fORECASTLE . 
Thl' forecastle is within stght of the satlors on the main 
deck (nreajl), the aft castle lower deck (arcaj9), and the 
aft castle upper deck (arcajll). 

Figurehead. A gilded wooden figurehead of a female 
elf with Oowing hair sticks out from the ship's prow, 
reaching forth with both hands. Since the figurehead i 
unpainted, there's no way to tell that it depicts a drow, s 
but a character who inspects the figurehead closely anct 
succeeds on a DC 13 Wisdom (Perception) check no
tices a tiny embossed spider on its forehead. 

A detect magic spell or similar magic reveals an aura 
of illusion magic around the figurehead-the effect that 
makes every draw aboard the ship appear as a human. 
A drow's gender, height, and weight are unchanged; the 
illusion affects only appearance, not voice or manner
isms. Casting dispel magic on a disguised drow causes 
the illusion around it to wink out only for a moment. An 
anti magic field suppresses the figurehead's magic within 
the field 's area. Destroying the figurehead ends the ef
fect throughout the ship. A figurehead has AC 15, 50 hit 
points, and immunity to poison and psychic damage. 

J9 . AFT CASTLE LOWER DECK 

This deck has the following features: 

• Two sailors (draw) are here at all times. 
• Stairs to port and starboard climb to the aft castle up

per deck (area Jll) and the captain's wheel. 

Anchor. The ship's anchor is accessed from this deck. 
It can be raised or lowered by one creature in 10 rounds 
(1 minute), by two creatures in 5 rounds, by three crea
tures in 3 rounds, or by four creatures in 1 round. 

]10. CAPTAIN'S CABIN 

Regardless of which ship the characters are on, this op
ulent cabin contains the following features: 

Stylish purple drapes cover the large windows that 
look out over the harbor. 
To one side of a central pillar rests a comfortable bed, 
its oak headboard carved to resemble a kraken. An 
oak dining table surrounded by six high-backed chairs 
rests on the opposite side of the central pillar. 
Other furnishings include a glass-doored cabinet con
taining shelves of books, a wooden trunk sealed with 
a padlock, and a small writing desk. 

Captain. Each ship's captain (draw mage) can usuallY 
be found here, with a nimblewright (see appendix B) 
acting as an attendant and bodyguard. 

A captain is happy to meet with characters who ask 
to speak with him, mostly to gauge whether they pose 
a threat. If the characters are polite, the captain invites 
them to join him for a meal. If the characters grow tire
some or threatening, he commands them to leave the 
ship at once, sounding an alarm if they refuse. 

Fastened to each captain's belt is a ring holding a .. 
number of keys. One key unlocks the trunk in this cabt?• 
other keys unlock any locked doors on the captain's shiP-
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Jailed Sailor. Th re's a 25 percent chant 1 that 
ailor (drow) is being held in the brig after punch~ 

crewmat during an argument. g a 

jl6. ARMORY 

The drow store their weapons and armor here wh'l 1 e the 
ship is at sea. If the characters are captured and str' 

highe t d ck of th hip i within ight of the fore
a tl (area] ), th main d k(ar a j1), and the aft cas

t\ low r d k (ar aj9).ll ha th following features: 

• Th hip' wh el tand atop the deck. 
• Two ailor (drow) are tationed here at all times. 

Wheel. lf th hip is sailing with a fu ll crew, a charac
t r who ha profici ncy with water vehicles can stand at 
th wh I and leer the vessel. 

Jl2. UPPER CARGO HOLD 

This hold contain the following features: 

• Larg grilled doors in the ceiling open to allow goods 
to be moved to and from this hold using the cargo eleva
tor. A 15-foot-by-10-foot section of floor opens to reveal 
the lower cargo hold (area J17 aboard the Eyecatcher or 
the Hell raiser; areaJ19 aboard the Heartbreaker). 

• Crates and barrels stacked to the ceiling are tied down 
to ensure that they don't move. These containers hold 
food and water for the crew and the carnies. 

Cargo Elevator. To activate an elevator platform, a 
creature must stand on the platform and use an action 
to pull a lever up or down. The platform can't be raised 
higher than the main deck (area J1) or lowered deeper 
than a ship's lowest cargo hold. 

The trapdoor in the floor opens when the cargo eleva
tor is raised.lf the platform is raised to area J1 , the trap
door remains open until the elevator platform returns to 
this area or area ]17 019 on the Heartbreaker). 

]13. HEAD 

The reek of urine fi lls the cramped head. Privies- each 
\itt\ mor than a bench seat with a hole open to the wa
ter below- are this room's only features. 

Jl4. CARNIES' CABINS 

Eight narrow cabins are fitted with hammocks, each 
of which holds a resting carnival performer or worker 
(commoner). Carnies call for help when they are con
fronted by intruders and fight only in self-defense. 
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of their equipment, their nonmagical belongings ar~PPed 
stowed here. The cabin has the following features: 

• Empty weapon racks and armor hooks line the wall 
• Stairs lead down into the ship's belly. s. 

Safe (Eyecatcher Only). The armory aboard the E ye. 
catcher also features a 750-pound cast iron safe with a 
combination lock. Jarlaxle and his lieutenants (Fel'rekt 
Lafeen, Krebbyg Masq'il'yr, and Soluun Xibrindas) know 
the combination: 1- 20- 59. A character can pick the lock 
with a successful DC 25 Dexterity (Investigation) check 
using thieves' tools. Each attempt takes 1 minute. A 
knock spell or similar magic also opens the safe, which 
contains three pistols, twelve leather packets of smoke
powder, three leather pouches containing twenty bullets 
each, and 250 gp in a sack. 

Stairs. The stairs lead to area J17 on the Eyecatcher 
or the Hellraiser, or to areaJ20 on the Heartbreaker. 

]17. LOWER CARGO HOLD 

Eyecatcher and Hellraiser only 

The fantastical floats of the Sea Maidens Faire are bro· 
ken down and kept in the lower cargo hold of the Hell
raiser, while the Eyecatcher holds pieces of broken and 
experimental floats. (See area J19 for a description of 
the Heartbreaker's lower cargo hold.) 

Cargo Elevator. If the cargo elevator platform is low
ered to this area while creatures are in the 15-foot-by· 
10-foot space where the platform lands, each of those 
creatures must succeed on a DC 10 Dexterity saving 
throw or take 11 (2d10) bludgeoning damage and be 
knocked prone and restrained until the platform is 
raised. A creature that succeeds on its saving throw 
moves to a space of its choice next to the elevator plat
form without provoking opportunity attacks. 

Hellraiser's Hold. The hold of the Hell raiser is mostly 
cleared out on days when parades are scheduled, except 
for empty storage trunks. On other days, it contains the 
following paraphernalia: 

• Various trunks filled with musician, dancer, acrobat, 
and clown costumes 

• Casks holding confetti, glitter, and body paint 
• Bundles of wooden stilts (4 and 8 feet high) 
• Papier-mache beholders mounted atop 10-foot poles 
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. A float be~nng a r~H.'C'dh(antca nrmorni klllght battling 
a rnechan~ca~ ptt hen when wound up, the knight 
cleaves wtth tts sword whtle th devil flaps its wings) 

. Deflated black. blue, gre_en, red, and white dragon 
balloons (they float magtcally when filled with air, and 
their size is Huge while inflated) 

. An enormous tarrasque puppet for five puppeteers 

. Wagon covers decorated with tassels and painted with 
colorful patterns and creatures 

. Horse and ox harnesses, all brightly decorated 

Eyecatcher's Hold. The aft section of the hold of the 
Eyecatcher is guarded by four giant spiders painted 
in bright colors. These arachnids have been trained by 
Jarlaxle since the~ we~e hatchlings, and they can pass 
themselves off as mammate float decorations by remain
ing perfectly still until they attack. They aren't hostile 
toward drow, whose true nature they sense despite the 
ship's illusion magic. Characters who have a passive 
Wisdom (Perception) score of 17 or higher realize that 
the spiders are a threat before the creatures attack. 

All sorts of damaged and unfinished attractions are 
stored here, including the following: 

. A number of broken clockwork monsters 
• Half-completed or broken wagon covers and puppets 
. A deflated balloon of an oversized flumph that has 

a small gash in it (a mending cantrip can repair 
the damage) 

. An undecorated float , topped with an unpainted me
chanical gold dragon made of canvas stretched over a 
wooden frame 

Rigged with a glass canister of flammable gas, the me
chanical gold dragon is designed to breathe fire when a 
lever is pulled. Pulling the lever cracks the canister and 
sets the dragon on fire. If the fire breaks out here and 
isn't extinguished promptly, it spreads to other parts of 
the hold after 1 minute. Crew members in other parts of 
the ship detect smoke 5 minutes later, by which time the 
hold is a raging inferno. Crew members will focus on 
saving the submarine (if it's still attached) before aban
doning ship. 

Jl8. CRAFT SUPPLIES 

Eyecatcher and Hell raiser only 

Each of these cabins contains materials used to deco
rate floats: 

· Glitter, feathers , fabric, paper, scissors, sewing nee
dles, spools of colored thread, and flasks of glue are 
strewn over small tables. 

' Schematics for parade floats are tacked to the walls 
alongside various tools. 

Jl<) L OWl R LAJH ) II<H ll 

He 11 t/ur 111 1 only 

IJ< u lly odot filllh< !told ollh< /lr 1rt/Jtc nkr r, hrcom 
in trmw r n tlu <ltarn1 ll r I< t 1 In• r to tit < rc ;~turr. 
p n (111 n 120) 'I hr hold i rno tly mpty on parod( 
dny . On otlut day , rl crJJtluinr; rli n < mbl d wngou 
(axil s, whr·ll , nnd c,rgcr;) 1 hnl nrc 11~1 d to pull < xotic 
crcatun <;through crowded sin 1 t~. I oob 111 eded to 
a scmbl<• and repair the wagons hang from hook'> Oil 

the walls. 
Cargo Elevator. If the cargo elevator platform is low· 

ered to this area while creatures arc in the JS.foot-by· 
10 fool space where the platform lands, each of those 
creatures must succeed on a DC 10 Dexterity saving 
throw or take 11 (2d10) bludgeoning damage and be 
knocked prone and restrained until the platform is 
raised. A creature that succeeds on its saving throw 
moves to a space of its choice next to the elevator plat
form without provoking opportunity attacks. 

]20 . C REATURE P ENS 

Heartbreaker only 

This section of the hold reeks of animal musk and 
waste. When they're not being paraded through city 
streets in cage-wagons, the monstrous attractions of 
the Sea Maidens Faire growl, chortle, stamp, snort, 
and roar in closed stalls. Two handlers (commoners 
with proficiency in Animal Handling) walk from stall to 
stall, carrying buckets of food and speaking softly to the 
creatures . 

Each pen is effectively a cell equipped with a slid-
ing door that can be double-latched from the outside. 
A wagon assembled in areaJ19 can be backed up to 
any pen. With the pen door open, a successful DC 15 
Wisdom (Animal Handling) check then coaxes a caged 
creature into the back of a wagon. This check is made 
with advantage if food is given to the creature. If this 
check fails by 5 or more, the creature escapes, panics, 
and begins attacking indiscriminately as it tries to win 
its freedom. Any such ruckus alerts the animal handlers 
or other crew members if they are nearby. 

The following creatures are kept in the twelve pens: 

Two apes Four giant fire beetles 
One rhinoceros One hippogriff 
One tiger One axe beak 
One allosaurus Two death dogs 
Two panthers One giant vulture 
One owlbear One polar bear 

The death dogs and the giant vulture are evil , and the 
giant vulture can understand Common (though it can't 
speak). They seize any chance to escape and revel in the 
suffering of other creatures. 

j21. HANDLERS' CABIN 

Heartbreaker only 

This cabin contains hammocks for the two handlers 
who work in areaJ20. If the creatures have been taken 
on parade, the handlers are asleep in their hammocks. 
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11< nrtb('( llk< r 011{1 

uppli sandfootllnrlhetn.tllut, lnnn·nJ Ontt' 

st red h rc· 

• Haun hcs nf tnl'HI hanging from lht• et iltn!l, givt lltiH 

abm n 8ir\ I · ' 't t scent. 
In vt Is, r pes, chain-, buclcls, bat s of ha , nnd scv 
ral larg crat'' arc push 'd again 'I the wa lls. 

The crate, h ld a ariel of lichens, moss s, and fungi 
that are fed t the h rbivorou r atur s. uccessful 
D 20 lnt llig n ( ature) ch ck identifies the vege
tation a, nati to th Und rdark, and the haunches of 
animal m at a de p rothe-an o, -like creature raised 
for it m at by drow in the Und rdark. 

j23. Gu LI GER ' HOLD 

Heartbreaker and Hellrai er only 

o one i allowed down here without the captain's per
mi ion, and the guard have orders to kill trespassers 
on ight. Thi area ontain the following features: 

• Two drow gunslingers (see appendix B) stand guard 
out ide areaj27. 

• The hold i filled with barrels containing ale and 
fre h water. The barrels are held down by cargo nets 
hooked to the floor. 

Drow Gunslingers. The drow take cover behind the 
walls that divide this area as they shoot. They fight to 
the death to keep intruders from reaching areaJ27. 

j24. CLEANING SUPPLIES 

These closets hold mops, brushes, buckets, and soap 
used for scrubbing the decks. 

j25. GUNSLINGERS' CABINS 

Heartbreaker and Hellraiser only 

These two cabins are the quarters of the drow gunsling
ers in areaj23. Each contains the following features: 

• A hammock hangs on the wall opposite the door. 
• A wooden mannequin and a walnut chest rest against 

the wall by the door. 

The mannequins double as armor racks, though no 
armor currently adorns them. 

Treasure. Each chest holds two sets of common 
clothes, a water skin filled with wine, and a pouch con
taining 3d6 gp and 4d10 sp. 

j26. LOCKERS 

Heartbreaker and Hell raiser only 

Lining this hall are eight closets used as storage lock
ers by the workers and performers of the Sea Maidens 
Faire. They contain traveling clothes and outerwear 
hanging on hooks, as well as boots and shoes. 

j27. SMOKEPOWDER STORAGE 
Heartbreaker and He/Jraiser only 

The locked door to this forward cabin has a wooden 
sign nailed to the outside that reads, in Common and El
vish, "RESTRICTED AREA. DO NOT ENTER." The room 
contains the following features: 
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• 'lwt nly wooclt n kt gs arc t cur d t t? wall with 
ropt s. 1 arlt kt g has a papt r label, wntt n on which 
.trt' !Ill words 11 SMOKhi'OWIH~l~l bXl'LOSIYI:.!" in 

( ornnton .tncll~lvish. 
• 1\ slwlf .tllOVt the kt ~sis lined with wooden boxes. 

Boxes. lc•n woodt·n boxes on the 5helf each contain 

one hundred pistol huiii'IS. 
Kegs. hach keg holds five pounds of smokcpowder 

(sc app nchx /\). When one keg explodes, all other kegs 
within tlw area of effect explode as well. If half the kegs 
explode at once, the blast blows a hole tn the forward 
hull large enough to sink the ship. If all twenty kegs 
explode at once, the blast blows half the ship to smither
eens, shatters windows throughout the Dock Ward, and 
can be heard as far away as the Field Ward. 

J28. WALK-IN CLOSETS 

Eyecatcher only 

The doors to these closets are locked from the outside. 
Port Closet. This closet abutsJarlaxle's cabin (area 

]30) and contains tailored outfits and cloaks for every 
season and occasion, as well as towels. Against the back 
wall stands a wooden mannequin wearing an eye patch. 
A secret door along one wall can be detected with a suc
cessful DC 15 Wisdom (Perception) check. 

Starboard Closet. This closet abuts the guest cabin 
(areaj29) and contains a half-dozen gowns and two soft 
fur cloaks on hangers, ladies' hats on hooks, and fancy 
towels and shoes on shelves. A secret door along one 
wall can be detected with a successful DC 15 Wisdom 
(Perception) check. 

J29. GUEST CABIN 

Eyecatcher only 

This richly appointed cabin is set aside for special 
guests. It contains a large bed, a wooden chest, a free
standing mirror, and a dresser with a lyre atop it. Empty 
wine bottles roll back and forth across the floor as the 
ship moves. The bed holds three giggling figures: 

• Jarlaxle Baenre (see appendix B), in the guise of 
Zardoz Zord (absent if he's marshalling the Day of 
Wonders parade; see "Special Events," page 145) 

• Margo Verida, a female Amnian human bard (see 
appendix B) 

• Khafeyta Murzan, a female Mulhorandi human 
swashbuckler (see appendix B) 

Margo and Khafeyta both joined the Sea Maidens 
Faire within the past year- Margo as a lyrist, Khafeyta 
as an acrobat. Jar! axle has taken a romantic interest in 
both women, who are also in love with each other. 

Margo and Khafeyta are polite but terse. Both are neu
tral good . If attacked, they grab their weapons and other 
belongings and flee through a secret door (see below). 
. If sepa:ated fromjarlaxle and compelled to divulge 
tnformatton about their host, Margo and Khafeyta reveal 
some or all of the following facts: 

Zardoz Zord is a drow namedjarlaxle in disguise. 
Each ship in the Sea Maidens Faire is crewed by 
drow The sh· • fi d · tps gureheads cast illusions on the 

row, making them appear human. 
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po. z Rnoz Z oRn's CABIN 

E_recatcher only 

· door to thi cabin are locked. If anyon other than 
The! ·le turns the handle of either door, a magic m outh 
Jar ax d h "B L I I ' 

11 activates an s outs, y o t 1 s teeth, have you no 
::nners?" The sound is loud enough to be heard by Jar
taxle (if he is in area J29), and he comes to investigate. 
The room contains the following features: 

, The sweet smell of lavender permeates the cabin. (The 
scent is created by magic and can be dispelled.) 

. A nimblewright (see appendix B) stands in a small al
cove next to a chess table. An empty wine bottle on the 
table is labeled "One-EyedJax" in Common. 

, Behind a purple curtain, a bed is covered by a soft 
blue blanket and matching pillows. Next to the bed is 
a wooden chest with clawed feet. 

Nimblewright. The nimblewright serves Jarlaxle as 
a servant, and it obeys its master's commands without 
question. Absent orders, it attacks anyone who discovers 
the trapdoor in the floor (see below). 

Secret Doors. Any character who searches the cabin 
and succeeds on a DC 15 Wisdom (Perception) check 
finds a secret door leading to a walk-in closet (area J28) 
and a secret trapdoor in the floor. 

The trapdoor has an arcane lock spell cast on it, but 
rapping on it three times suppresses the spell for 1 min
ute. Alternatively, the trapdoor can be fo rced open with 
a successful DC 25 Strength (Athletics) check. 

Below the trapdoor, a metal ladder descends to the 
bottom of a 10-foot-long, 3-foot-diameter steel tube 
with a circular metal hatch at the bottom. The hatch is 
opened by turning its valve wheel, which grants access 
to area Ul on the Scarlet Marpenoth. This area is magi
cally pressurized to keep water from entering the ship if 
the hatch is opened while the submarine isn't docked. 
. Treasure. The chess set features jade pieces shaped 

ltke drow and is worth 2,500 gp. 

131. TRAINING AREA 
Eyecatcher only 

{arlaxle trains here regularly. The space contains the 
oliowing features: 
• R.o 
. Po Pes are strung throughout the area 1 ike w bs. 

ur rapiers hang from a wooden rack attached 
to the mast. 

J32. j ARLAXLE's SAUNA 

Eyecatcher only 

,1 wood, t r tW, Hllrl 

H II hold ,1 woodr II 

The door to this room is closed with an exterior hook 
latch. When the door is opened, clouds of s team bil
low out from the area beyond. This s team is created 
magica lly and can be dispelled with a successful cast
ing of dispel magic (DC 14). The room holds only a 
wooden bench. 

Steam. The steam has no adverse effect for the first 
hour. For each additional hour spent in this room, a 
creature must succeed on a DC 11 Constitution saving 
throw or gain one level of exhaustion. Creatures im
mune to fire damage automatically succeed on this save. 

SCARLET ]\1ARPENOTH 
Jarlaxle's submarine, the S carlet Marpenoth , is mounted 
underneath the Eyecatcher and can be seen only by 
creatures under the water.Jarlaxle retreats here if the 
Eyecatcher comes under attack. 

DROW CREW 

The magic that conceals the true appearance of drow 
aboardJarlaxle's ships doesn't extend to the S carlet 
Marpenoth. Characters who encounter drow while 
sneaking around the submarine a re questioned. If the 
drow don't get the answers they want, they attack. Any 
nearby drow who hear a fi ght break out will inve tigate 
and tea m up to repel boarders. 

GNOM E ENGI NEERS 

Rock gnome engineers maintain and op rat th carlet 
Marpenoth . These gnomes ar apprentice wizards ( 
appendix B), with these hang : 

• Th gnomes ar n utral good. 
Th y ar mall ami hav 7 (2d6) hit point ach. 
Th y ha~ th r~ci a l tra it : Th y hav advantage on 
all fnt lltg n , Wt clom, an I hari rna avt'ng th 

. . . c rows 
aga mst magt . Th tr walking peed i 25 feet. Th 
I I I 

. . ey 
1av ca r <vt ton out to a rang of 60 feet. They speak 

ommon and Gnomi h. 
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1 square = 5 (I t 

MAP 7.2: S cARLET M ARPENO TH 

The gnomes know a great deal about submarines and 
very little about everything else. They are treated well 
by Jarlaxle, but a successful DC 15 Charisma (Intimi
dation) check or a bribe of 100 gp or more can convince 
a gnome to surrender its master keys, tamper with the 
engine, or pilot the submarine as the characters direct. 

SUBMARINE FEATURES 

The Scarlet Marpenoth has AC 20, 300 hit points, a 
damage threshold of 15, and immunity to poison and 
psychic damage. The submarine's structural integrity 
fails when the vessel drops to 0 hit points, whereupon 
it floods and sinks. The submarine is worth 15,000 gp 
intact and requires at least one pilot and one engineer 
to operate. It has a maximum speed of 2 miles per hour 
and can hold up to 10 passengers plus 2 tons of cargo. 

The submarine has the following general features: 

• Interior spaces are unlit. (The drow and the gnomes 
rely on darkvision to see.) 

• All furnishings and features are bolted down. 
• Chambers are 8 feet high, with 6-foot-high passages 

and doorways connecting them. 
• Air magically circulates through a complex ventilation 

system and small metal grills set into the floors. 
• Doors are made of steel and have AC 19, 27 hit points, 

a damage threshold of 10, and immunity to poison and 
psychic damage. A door's lock can be picked by a char
acter who makes a successful DC 18 Dexterity check 
using thieves' tools. A door can be forced open by a 
character who succeeds on a DC 25 Strength (Athlet-
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ics) check.Jarlaxle and the gnomes aboard the Scarlet 
Marpenoth have keys to all locked doors. All doors are 
airtight while closed. 

AREAS OF THE SCARLET MARPENOTH 

The following locations are keyed to map 7.2. 

Ul. ENTRANCE HATCH 

Characters descending from Zardoz Zord's cabin on the 
Eyecatcher (areaJ30) arrive in this chamber. From this 
side, the circular metal hatch is opened by turning its 
valve wheel. This area is magically pressurized to keep 
water from entering the Scarlet Marpenoth if the hatch 
is opened while the submarine isn't docked to the Eye· 
catcher. But if both the outer hatch and the inner door 
are opened underwater, the submarine will flood. 

U2. ENGINE ROOM 

The door to this area is locked. A plaque on the door 
reads "ENGINE ROOM" in Common and Gnomish. The 
room has the following features: 

• The engine room is filled with machines that hiss, 
whir, and clatter constantly. A rock gnome named 
~reena Baffiestone monitors the machinery at all 
ttmes. Nearby is a copper speaking tube which en-
abl h ' · es er to communicate with the control room co!ll 
mand center (area U7b). 

• Drawers in th 11 . . cheS. e wa s contam screwdnvers, wren 
and other tools. 
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3 501uuN's STATEROOM 

0 · has not been encountered and disposed of else-
If he . 
where, a drow gunsbngerh~~mebd ~oluun Xibrindas (see 
a pendix B) is here, wors 1pmg etore a shrine of Lolth. 
Js stateroom has the following features: 

, The port alcove contains a net hammock and a steel 

footlocker. 
, A black metal shrine of Lolth covered in tiny spider 

statuettes stands against one walL At its top is a sculp
ture of the demon goddess, with the head and upper 
body of a female draw and the lower body of a spider. 

, A Lantanese diving suit hangs in the closet to 

the south. 

Diving Suit. This experimental device consists of a 
pressure-resistant padded suit, made of canvas with 
iron fittings and iron gauntlets. A fishbowl helmet at
taches to the suit's collar and functions as a cap of water 
breathing. 

Treasure. The shrine weighs 50 pounds and is worth 
125 gp as an art object. The footlocker contains a pouch 
holding 50 gp and a potion of healing. The potion's crys
tal flask, shaped like a spider, is worth 25 gp. 

U4. jARLAXLE's STATEROOM 

The door to this tidy cabin is locked. The cabin contains 
the following features: 

' The scent of lavender magically permeates the cabin. 
(The scent is created by magic and can be dispelled.) 

' A hammock is suspended in the starboard alcove. A 
detect magic spell or similar magic reveals that the 
wall behind the hammock radiates an aura of trans
mutation magic. 

' Other furnishings include a tall harp with a stool 
nearby, a harpsichord with a matching bench, a free
standing mirror, and a large wooden trunk. 

Closet. The locked closet aft of the cabin contains a 
Wooden rack stocked with sixty bottles of wine. Each 
on · e IS a rare vintage worth 25 gp. 

Magic Window. Touching the wall behind the ham
mock renders the wall transparent from this side, and 
touching it again makes this "window" go away. When 
the Wall · b' see IS transparent creatures in the ca tn can 
out, but creatures outside the submarine can't see in. 

Woot/cn 'frunh. 'llu l!unl j n'l lo< lu d l.ifli111 ttu lid 
(au l PI111C'l in tlu f1orii11nd icll to op< 11, n I a in a 

\ 11 1111 of 111! ( lHIIIIC'tll !,picl1 1 tlllllllll I ks lliiYOlll otfr r 
thanJnrln 1,. 'I hi swnr111 ho~ tlu tut1 tic of H warm 

ofln cct (sJlldt.r ), with tlu ' l'ltllnj.(l : 

• 'llu swnrnt is nHtdl up of 'lrny 1.011"-ti'IH ts. 
• It dnt'su't rt'qllin nir, food, drink, o1 slt·t p. 
• 'llw swarm has vultu rability to lightning dnnwgt•, 

is inunum to exhaustion, and c:nu't IH cltarrnt d, 
frightened, paralyzed, petrified, knoc kl'd prone, 
or poisoned. 

The chest has a secret compartment in the bottom 
that can be detected and opened with a successful DC 
13 Wisdom (Perception) check. Ifjarlaxle has the Stone 
ofGolorr, he keeps it in the secret compartment, along 
with any magic items he might have claimed from the 
characters. The compartment is otherwise empty. 

U5 . FEL'REKT's STATEROOM 

If he has not been encountered and defeated elsewhere, 
a drow gunslinger named Fel'rekt Lafeen (see appendi x 
B) is here, cleaning his pistol. His s tateroom contains a 
net hammock and a steel footlocker. 

Treasure. Fel'rekt's footlocker contains 65 gp in a 
pouch, a comb carved from dragon bone (worth 5 gp), 
and a pair of obsidian dice (worth 25 gp). 

U6. KREBBYG's STATEROOM 

If he has not been encountered and defeated elsewhere, 
a drow gunslinger named Krebbyg Masq'il'yr (see ap
pendix B) is here, sharpening his sword. His stateroom 
contains a net hammock and nothing else. 

U7. CoNTROL RooM 

The control room has two levels: an observation deck 
(U7a) and a command center (U7b), with two ladders 
running between levels. Two circular soundproof 
windows are embedded in the port and starboard 
bulkheads. The window panes are made of glassteel , a 
resilient metal magically rendered transparent. Curious 
merfolk who live in Deepwater Harbor investigate the 
submarine from time to time, and might be seen peering 
through the windows. 

U7a. Observation Deck. Ifjarlaxle Baenre (see 
appendix B) is forced to retreat to the submarine, he is 
here when the characters first arrive. The observation 
deck is an elevated, 10-foot-high metal platform with 
a grilled floor, supported by two metal columns. Two 
padded swivel chairs are bolted to the deck, which is 
enclosed by a thin steel railing. The height of each chair 
can be adjusted to accommodate a Small or Medium 
creature. Between the two chairs is a bronze periscope 
that can be raised or lowered whenever the submarine 
is detached from the Eyecatcher. 

U7b. Command Center. Three rock gnome engineers 
named Lorella Middenpump, Tervaround Waggletop, 
and Anverth Leffery are on duty here, along with two 
drow elite warriors named Karabal L'enz and Marro 
Qaz'arrt. The drow guard the control room and keep the 
gnomes on task. 

Lorella sits in the pilot's swivel chair, which is 
bolted to the floor and can be lowered or raised to 
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accommodate a Small or Medium creature. The ch air is 
situated before a panel of dials, levers, and buttons. Ter
varound and Anverth stand by the back wall, mon itoring 
gauges and performing system checks. A copper speak
ing tube enables them to communicate with Breena 
Baffiestone in the e ngine room (area U2). 

The gnomes can pilot the Scarlet Marpenoth with
out nee ding to make a check. Any other creature m ust 
succeed on a DC 20 Intelligence check to figure out the 
controls. From the control panel, the pilot can detach 
the submarine from the Eyecatcher, as well as control 
its speed, direction, and depth. The pi lot can electrify 
the outer hull for 1 minute, after which the system re
quires 1 hour to recharge. Any c r eature that comes into 
contact with or starts its turn in contact with the outer 
hull when it's electrified must make a DC 15 Dexterity 
check, taking 22 (4d10) lightning damage on a fa iled 
save, or half as much damage on a successful one. A 
creature wearing metal armor has disadvantage on this 
saving throw. 

U8. ENGINEERS' STATEROOMS 

Each of these four compartments contains an off-duty 
rock gnome engineer s lee ping in a small hammock, 
beneath which are two steel footlocke rs. The four rock 
gnomes are named Cockaby Fapplestamp, El lywick 
Fiddlefen, Gerbo Reese, and Zaffrab Horcusporcus. 

Footlock er s . Each footlocker be longs to a partie-

! g nome engineer stationed aboard the Scarlet 
u ar . d c 
Marpenoth. Both contain folde d clothes stze ,or a 
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gnome. One of them also holds a set of grease-stained 
overalls and a set of tinker's tools that belong to the 
gnome asleep in the bunk. The re is a 25 percent chance 
that a footlocker also contains a clockwork toy, a fire 
starter, or a music box (as described in the "Rock 
Gnome" section in chapter 2 of the Player 's Handbook). 

U9. DINING ROOM 

T his room has the following features: 

• A walnut dining table is surrounded by eight padded 
swivel chairs. The height of e ach chair can be adjusted 
to accommodate a Small or Medium creature. 

• Soft, ambient music fills the room, created by magic. 

UlO. GALLEY 

This room has the following features: 

• An iron stove sits in one corner. . n 
• In the opposite corner stands a steel food preparat!O 

table with utensils dangling above it. Built into theta
ble is a lidded steel box attached to a pedal on the _floor 
below. When the pedal is pumped, water and movwg 
brushes scrub dishes and utensils that have been 
p laced into the box. 

• A cart holds cutlery and dishes. 

Ull. PANTRY 

Metal shelves lining the walls hold fresh fruit, vegeta· 
bles, casks of wine, and meat. Two steel barrels (one tb 

t . . d benea con atnwg ale, the other drinking water) stan 
the shelves. 
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-~ . . A character who has profici~ncy With tinker's tools can 
use them to disable the machmery with a successful DC 

15 Intelligence check. The same check reactivates the 
disabled machinery. W.hether it succeeds or fails , each 
check represents 10 mmutes of work. The machinery 
can also be destroyed. It has AC 16, 50 hit points, and 
immunity to poison and psychic damage. 

When this machinery shuts down, air stops pumping 
throughout the vessel. Unless the air system is reacti
vated, creatures trapped in the submarine that need oxy
gen to breathe will begin to suffocate after two days (see 
"Suffocating" in chapter 8 of the Player's Handbook). 

SPECIAL EVENTS 
You can use one or more of the following events if the 
characters take an interest in the Sea Maidens Faire. 

THE FRIENDLY DRAGON 

This encounter can be used as the characters approach 
the Eyecatcher. Read: 

In the water ahead, a large shape speeds toward you. 

As it gets closer, you recognize it as a dragon with 

bronze-colored scales. Slewing to a stop, the creature 

gives a toothy grin, then raises a claw in a small wave. 

"Well met! " it chirps. 

Zelifarn, a young bronze dragon, recently moved 
rnto De epwater Harbor. He has spent the past several 
~onths scouring wrecks at the bottom of the harbor 
or treasure and stashing precious baubles in a hidden 

Underwat . f er cave. Recently he noticed a strange era t 
mounted h , . 
1 

on t e underside of the Eyecatcher. Hrs at-

b
ernpts to treat with the crew have met with no success, 
Uthe' . a s currous to know more. Since the characters 

~:ear to be headed toward a rendezvous with the Eye-
cher, Zelifarn would like them to find out all they can 

1IUASUIH 

Zelifarn approach< th< <'har uc I< r s Ergnrrr El they I ;rv 
the Eyccatchcr If they tell him mor about th< cout rrl 
of the submarine unu h b fi vcs that thc·y'r being 
truthful, he gives them the promised reward: an old 
chest with a rusted lock that can be busted or pried open 
with a successful DC 13 Strength (Athletics) check. ft 
contains 300 sp plus a golden amulet shaped like an oc 
topus with amethyst eyes (worth 250 gp). 

A secret compartment in the chest's lid can be found 
with a successful DC 11 Wisdom (Perception) check. 
It contains a stoppered wooden scroll tube that holds a 
spell scroll of revivify. 

A NIGHT TO REMEMBER 

If the characters stake out the ships of the Sea Maidens 
Faire, they observe strange activity on the pier during 
their first night of surveillance: 

A thick fog unexpectedly rises along the water, engulfing 

vessels and docks alike. As the gray miasma thickens , the 

creaking sound of shifting ships becomes increasingly 

haunting. Suddenly, you spot three shadows gliding 

through the gloom like elves slipping through a forest. 

Where they came from and where they're going, you 

don't know. 

The shadowy figures are the three drow gunslingers 
Fel'rekt Lafeen, Krebbyg Masq'il'yr, and Soluun Xibrin
das (see appendix B). If any of these drow are dead or 
otherwise indisposed, replace them with drow elite 
warriors. The drow used the cover of the fog to come 
ashore in one of the Eyecatcher's rowboats. The boat is 
tied off at the end of the pier between the Heartbreaker 
and the Hell raiser. 

These Bregan D'aerthe spies are on their way to a 
secret meeting with Laeral Silverhand (see appendix 
B). The Open Lord is waiting for them in an alley in the 
Dock Ward, under the cloak of an invisibility spell. She 
remains invisible for the entire meeting. 

Harper spies in Luskan recently warned Laeral that 
]arlaxle might be in Waterdeep. She reached out to him 
with a sending spell to arrange this meeting, in the hope 
of finding out his plans. The characters can follow the 
drow spies to the rendezvous. If the drow realize they're 
being followed, they make no effort to shake their pursu
ers. If they're attacked, they scatter and try to complete 
their mission before heading back to the Eyecatcher. 

If a battle erupts and escape appears impossible, the 
drow fight to the death. A City Watch patrol consisting of 
six veterans arrives ld4 minutes later to make arrests. 
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tH.: of tht Bn gan 1 '* rtht ~!lll'. l'tlrt tt• a h ttl'r lot 
La •rn\. lt he.n~ thl "'' ~t nl of lul'l an ;tnd i. written in 
Jarla h 's kgant hand, in \• I i~h . It n·nd. n~ follow. 

I 5 Maj sty, ltctal llv thand, th~ Wtl h 

Qu '11 f S\OII1il11l I, lady of the Notlh, Sh of the s ven 

Si t 1 , Cho n of Mystta, and Open Lord ofWal rd ep 

our spies ar to be commended! Rest assUted, my 

pres nee tn your fair city is purely recreational though if 

fortune smiles upon me, thts visit could benefit us both. 

Your predecessor left the City of Splendors in a sorry 

state, but you have done wonders to lift the spirit of the 

citizenry during your short time in office. I know how 

politics offends you, so forgive me for taking this oppor

tunity to point out the obvious. We can make both our 

cities stronger and strike back at he who robbed Waterda

vians of their wealth and dignity. I'm speaking, of course, 

of that dirty sack of rats, Dagult Neverember. That's the 

phrase you used to describe him yesterday to the emis

sary from Mirabar, is it not? Evidently, my spies are also 

to be commended! 

Why let Neverember get away with his crimes against 

Luskan and Waterdeep? Can we be allies, if not friends? 

These are the questions that haunt my dreams, as surely 

as I haunt yours. 

Sincerely, 

Laeral isn't surprised thatjarlaxle lacks the courage to 
meet her in person. She thanks the drow messengers 
for delivering the letter, cautions them to mind the City 
Watch and the City Guard, and heads back to the Palace 
ofWaterdeep. The drow spies return whence they came. 

CONVERSATION WITH LAERAL 

If Laeral becomes aware of the characters, she appears 
before them and asks what business they have with Bre
gan D'aerthe. If the characters have not met the Open 
Lord before, she might impress them with her plain
spoken manner and lack of pretense. Alone and outside 
the political maelstrom, she acts more like an adven
turer than a city official. 

If the characters inquire about the letter, she shows it 
to them and asks their opinions on Luskan's joining the 
Lords' Alliance. In her mind, Luskan is a greedy pirate 
state that can't be trusted under any circumstances. If 
the characters feel similarly, s he trusts them e nough to 
ask for their h elp in finding and securing Lord Neverem
ber's hidden cache of dragons. In exchange, she prom
ises them a 5,000 gp reward and Waterdeep's gratitude. 

DAY OF WONDERS PARADE 

The Day of Wonders is the grandest parade of the fall 
season, and Jarlaxle wants the Sea Maide ns Fa ire to 
be a part of it. In the guise of Zardoz Zord, he pays a 
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vi. it tlu dny h< for tit ltoliclny to the House of Insp· 
, trect 

li n nels, Watt rdC't p <,It mplt nf Gond, to coordinate w· 
the a< olyt< sin< lwrg of organizing the parade He tth 
fWnts 11 detail< d plan tlwt <'ornmingks the attractio Pre. 

M . I I . . I I I · · ns of t lw S<·a al( t ns •wr< wtl t t 1 >tzarre tnvcntions of h 
I< mplt n plan tlwt is well received. t e 

Tit<: ev< 11111~ h1 fore the Day ofWontlers, workers b e
gil1 asst·ml>ltng tlw wagons and floats of the Sea Maict. 
ens l•ain· on the pier. Early the following morning, th 
docks ar<' a hive of activity as performers practice th ~ etr 
routines and caged creatures are offioadcd one by on 
An hour before highsun on this crisp and wmdy autu~n 
day, the Sea Maidens Fatre makes tls way to the Hou 
of Inspired Hands to meet up with the Gond worship:e 
and their contraptions. From there, the parade strikesrs 
out in earnest, marching through Waterdeep's streets 
to the cheers of the local folk. Zardoz Zord serves as 
grand marshal, leading the parade on the back of a rain
bow-feathered diatryma summoned using his feather of 
diatryma summoning (see appendix A). For jarlaxle, the 
parade is a chance to s how off and be cheered; he has no 
ulterior motive for participating in the event. 

WHILE THE Boss Is AwAY 

As the Sea Maidens Faire parades through Waterdeep, 
the characters can slip aboard one or more ofjarlaxle's 
ships. If things turns violent aboard a ship, its captain 
uses a sending spell to contact Jarlaxle. Jarlaxle is 
supremely confident that his crews can overcome any 
threat, so he doesn't rush to their defense at the first 
sign of trouble. Only if the characters do considerable 
damage will he treat their attack as a setback. 

If the characters escape a confrontation on the ships 
but leave behind witnesses who can identify them, it 
takes Bregan D 'aerthe several days to track them down 
(assumingjarlaxle hasn't already met them). Although 
killing the characters would be easy at that point, Jar
laxle would rather put them to work for him. He has 
them watched but doesn't provoke hostilities until such 
time as the reward clearly outweighs the risks. 

ESCAPED BEAR 

The Sea Maidens Faire parade ends where it started- at 
the docks. As the attractions are being loaded back onto 
their ships, the Faire's polar bear gets loose, fleeing into 
the Dock Ward before its handlers can corner it. News 
of the escaped bear spreads quickly, and sightings are 
frequent. If the characters impressed one of the drow 
ship captains, he contacts them by way of a sending 
spell and asks for help. He wants the bear retrieved be
fore the City Guard finds and kills it, offering a reward 
of either 250 gp or a potion of water breathing. 

The characters can track and corner the polar bear 
with a successful DC 16 Intelligence (Investigation) or 
Wisdom (Survival) check. Whether a check succeeds or 
fai ls, each attempt represents 1 hour of searching. If the 
characters find the bear within 4 hours, it can be lured 
back to the Sea Maidens Faire with food or a successful 
DC 14 Wisdom (Animal Handling) check. The captain 
the n makes good on the promised reward. If the charac
ters don't find the bear, members of the City Guard get 
to it first and kill it. 



ANSHOON YEARNS TO RULE WATERDEEP 

as a tyrant, take over the Zhentarim, 
and use both seats of power to plunder 
and control the Sword Coast. He needs 
the gold in the Vault of Dragons to pay 
off Masked Lords and Zhentarim lead
ers whose support will be instrumental 

when the time comes to oust Lady Laeral Silverhand as 
Open Lord. Manshoon has a long list of powerful ene
mies, among them the Harpers, Elminster of Shadow
dale, Halaster Blackcloak of Undermountain, and the 
Blackstaff ofWaterdeep. These enemies would quickly 
move against Manshoon if they learned he was hiding 
in Waterdeep. For his evil plans to succeed, Manshoon 
must operate in the shadows for the time being. 

FACING MANSHOON 
A head-on battle with Manshoon isn't likely to go well for 
the characters. That said, the wizard's greatest weak
ness is that he has powerful enemies in Waterdeep. The 
risk of exposure keeps him hidden, and the characters 
can thwart him by furnishing his enemies with proof 
that he's alive (after a fashion) and operating in Water
~eep. When it comes to Manshoon clones, deciding to 
let the city deal with it" is a wise course of action. 
If the characters find themselves at the evil wizard's 

mercy, Manshoon will gladly trade their pitiful lives for 
~e Stone of Golorr and the keys to unlock the Vault of 

ragons. In exchange for helping him get the gold, he 

promises the characters 10 percent of the trove (50,000 
gp). Manshoon has no intention of honoring this agree
ment, but it can help buy the characters some time. 

If the characters manage to kill Manshoon and the 
local authorities are made aware of the act, no murder 
charges are filed. Rather, the characters' actions are cel
ebrated. Laeral Silverhand summons them to the Palace 
ofWaterdeep to thank them officially, in her capacity as 
Open Lord. Sometime later, Vajra Safahr invites them 
to Blackstaff Tower to thank them for their service and 
offer them membership in Force Grey. 

DISRUPTING MANSHOON'S 

OPERATION 

Characters can hinder Manshoon in the following ways. 

RELEASE THE BARLGURA 

If the characters free the barlgura demon in area KlS 
and allow it to roam Kolat Towers, Manshoon loses 
many followers to the demon's rampage. 

REPORT MANSHOON 

Delivering proof that Manshoon is hiding in Waterdeep 
to Laeral Silverhand, Mirt, the Harpers, Force Grey, the 
Blackstaff, the Lords' Alliance, the Order of the Gaunt
let, the City Watch, or the Watchful Order of Magists 
and Protectors triggers a far-reaching effort to oust 
him from the city. Such proof can be obtained from any 
of Manshoon's lieutenants, who can be captured and 

CH APTE R 8 I WINTER WIZARDRY 



turned over for interrogation. These lieutenants include 
Sidra Romeir (area K2), Manafret Cherryport (area K3), 
Urstul Floxin (area ES), Vevette Blackwater and Agorn 
Fuoco (area E8), and Havia Quickknife and Mookie 
Plush (area ElO). 

The ledger in area E13 also contains proof of Man
shoon's malfeasance. Giving it to Laeral Silverhand, 
Vajra Safahr, Mirt, or a magister provides enough evi
dence for them to act on. 

Once Manshoon's whereabouts are established, the 
City Guard cordons off and surrounds Kolat Towers. 
The Blackstaff and the Watchful Order assist as needed. 
If the characters deactivated the force field, the siege is 
brief and Manshoon's forces are routed. If the force field 
remains in place, the Watchful Order can deactivate it. 

When all is said and done, Manshoon is forced to re
treat to his extradimensional sanctum. From there, he 
continues his search for the Vault of Dragons while fend
ing off attackers. 

STEAL MANSHOON'S SPELLBOOK 

Stealing the spellbook from area E13 causes Manshoon 
to slow his search for the Vault of Dragons while he 
either tries to replace it or sends a simulacrum (see ap
pendix B) and other forces to retrieve it. 

KoLAT TowERS 
This dilapidated, two-towered edifice stands tall in the 
Southern Ward. Its neighbors are aware of the magi
cal force field that surrounds it, and they can see light 
from continual flame spells spilling out of the windows, 
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Despite these persistent magical effects, most folk 
believe the structure is abandoned. Others think it's 
haunted by the ghosts of the Kolat brothers. They're 
wrong, of course. 

Manshoon posts no visible guards outside Kolat 
Towers, since he wants others to believe the site isaban
doned. The evil wizard and his underlings come and go 
using teleportation circles inside the towers. 

FORCE FIELD 

An invisible field of magical force surrounds and covers 
Kolat Towers. The field is paper-thin and stands just 
outside the outer wall of the estate, extending upward 
to contain the buildings in their entirety. Nothing can 
pass through the barrier, including air, fog, rain, and 
snow. Creatures that don't realize the field is there 
bounce off it, with birds especially prone to striking it. 
The ground outside the field is regularly littered with 
the tiny corpses of birds that broke their necks hit
ting it, and street cleaners come by every morning to 
sweep them up. 

DIGGING UNDER THE FORCE FIELD 

There are no openings in the force field, which exten~~ 
1 foot underground . It takes 1 hour for a character WI 

a shovel to dig a hole deep enough for a Medium crea
ture to squeeze through going under the field to the 

h 0 ' rwers 
ot er srde of the towers' outer wall. Since Kolat 0 
0 ~ 
IS surrounded by other buildings, there's a 75 perc 
chance that any digging attracts 2d6 members of the 
City Watch (veterans), who put a stop to it. 
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J(oLAT ToWERS FEATUREs 

• !lowing general features apply to Kolat 't . 
fhe 10 • • OWers. 

I{olat Towers ts a multl~tory structure, with each 
· 1 standing 20 feet htgher than the one below 't 

1eve , h' . . 1 • 
Its rooms have 15-.Ioot- tgh cethngs, with 7-foot-high 

ways connectmg them. 
door 'd 11 . h 

. Climbing the outst e wa s wtt out equipment re-
quires a successf~l DC 15 Strength (Athletics) check. 
E ch of the doors m the towers , as well as the door in ' :e outer wall, is made of iron-bound oak and has AC 

16, 27 hit points, ~nd immu~ity to poison and psychic 
damage. If a door ts locked, tt can be picked by a char
acter who makes a successful DC 15 Dexterity check 
using thieves' tools, or it can be forced open with a 
successful DC 20 Strength (Athletics) check. Man
shoon, Manafret Cherryport, and Ravia Quickknife 
have keys to the locked doors. 

, Windows have leaded frames and dirty glass panes. 
They are latched from within and swing inward on 
iron hinges. A successful DC 11 Dexterity check using 
thieves' tools opens a window from the outside. 

, Unless otherwise noted, all areas are brightly lit by 
continual flame spells cast on wall sconces. 

. Some of the staircases in Kolat Towers are invisible. 
They are revealed by a see invisibility spell or similar 
magic. A creature traversing stairs it can't see can 
move on the steps at half speed without any problem. 
A creature that moves any faster than half speed must 
succeed on a DC 10 Dexterity (Acrobatics) check or 
slip, tumble down the stairs, and fall prone at the bot
tom of them. 

AREAS OF KOLAT TOWERS 

The following encounter locations are keyed to map 8.1. 

Kl. STOREROOM 

The outer door is locked from the inside, and the room 
has neither heat nor light sources. Crates stacked 
around the room are packed with meat, and bear the 
seal of the Fellowship of Salters, Packers, and Joiners. 

K2. DINING RooM 

This room contains the following features: 

' Three Zhents in black armor sit around a stone dining 
table, playing Three-Dragon Ante (a card game). The 

ible is set with silver. 
11 

E ch 
' tght moth-eaten banners hang from the wa s. a f 

bea d · fferent one o rs an arcane sigil that represents a 1 

the · h 
etg t schools of magic. 

ZIJcnt • llu < Cll d pl11y1 HI n11 ~ult n Ho111t i1 (Lh f 
lltah nit I., I . llt 111111 111 v •lc ron) und rwo uhoui111Hit 
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lhl'm wht•n•vt•J thc·y <t!;k to 1-(o If il ht conws cl1 arllllll 
the charactl'rs do11'l helon~ in t lu lowc·rs, Sidra and her 
thugs attack, Combat in thib area draws lht nit ·ulion of 
Manafret Chcrryport in area K3, who investigates. 

Sidra wears a teleporter ring (sec "Tclcporl('r 
Rings," page 157). 

Treasure, Silverware on the table is worth 1 00 gp. 

K3. KITCHEN 

Mouthwatering scents fill this room, which contains the 
following features: 

• If he hasn't already been drawn elsewhere, a portly 
halfting stands atop a stool and cooks at an iron s tove. 

' A green, ghostly hand floats above a trellis table, hold
ing a knife and cutting carrots and celery. 

• A staircase curves up one wall, leading to area K7. 

Zhent Cook. The halfiing, Manafret Cherryport, is 
one of Manshoon's lieutenants. He loves to cook, and 
uses his mage hand cantrip to cut vegetables. He as
sumes the characters are intruders unless convinced 
otherwise. Any ability check to do so is made with dis
advantage, since Manafret knows that Manshoon would 
have informed him if guests were expected. If the mage 
suspects the characters are intruders, he surreptitiously 
pours a vial of assassin's blood (see "Poisons" in chapter 
8 of the Dungeon Master's Guide) into the stew before 
asking them to taste it and give him an honest critique. 
He then cries out to the guards in area K2 and attacks . 
Combat in this area draws the attention of the Zhents in 
areas K2 and K7, who investigate. 

Manafret is a lightfoot halfling mage, with 
these changes: 

• Manafret is neutral evil and has 31 (9d6) hit points. 
• He has these racial traits: He is Small, and his walk

ing speed is 25 feet. He can move through the space 
of a Medium or larger creature. He has advantage on 
saving throws against being frightened. He speaks 
Common and Halfling. 

KoLAT TOWERS LORE 

With a successful DC 15 Intelligence (History) check, a 
character can recall the following information about Kolat 
Towers. An N PC familiar with Waterdeep's history, such as 
Mirt or Volo, can also provide this information. 

, Kolat Towers once belonged to two eccentric brothers, 
Duhlark and Alcedor Kolat. Both were wizards. 

, Over time, the brothers discovered new ways to harness 
magic, but Duhlark became paranoid that ot~ers mig~t 
steal their secrets . He encased Kolat Towers 1n a mag1cal 

force field . 
• Duhlark's paranoia continued to grow, until he sus

ected Alcedor of selling their secrets. Alcedor left the 
fowers, never to be heard from again, and Duhlark be
came a recluse who died in his own fortress . 
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r m i ' ituat d at th bottom of th main 
\ r, and it ha n d or on l v 1 1. ll conta ins th fol
\ ing C utur 

uit of d nted plat armor stands in th center 
ofth room. 

• Tome ar packed into built-in s tone bookshelves, 
with a tall alcove above each shelf hold ing a gargoyle. 
(Two of these sculptures a re living gargoyles.) 

• An in-progress game of Dragonchess sits on a marble 
table in a read ing nook. 

• A stone s taircase spirals up to area K6. 

Gargoyles. T he two real gargoyles are indistinguish
able from the inanimate gargoyle statues in the high 
alcoves. When intruders start poking around the room, 
the gargoyles swoop down and attack. 

Tomes. Any characte r who spends an hour searching 
the bookshelves finds a fat tome titled Flumph Mating 
R ituals, w ith an embossed image of two flumphs on 
the cover, their tendrils entwined. The cover is a false 
one, w rapping around a tome bound in dragon hide-a 
d isguised s pellbook that contains the following wiz
a rd spells: arcane lock, burning hands, comprehend 
languages , counterspell, darkvision, dimension door, 
find familiar, levitate, sending, and unseen servant. 
(You can replace any of these spells with a spell of the 
same level.) 

Treasure. The Dragonchess set is made of hand
carved ivory and is worth 500 gp. 

K5 . GARBAGE- FILLED RooM 

This room is on level 1 of the outermost tower but isn't 
accessible from that floor. It reeks of garbage and has 
the following features: 

• Ankle-deep refuse fills the chamber. 
• Black scorch marks stretch from floor to ceiling along 

the walls and the stairs, which lead up to area K10. 

Manshoon's servants throw their garbage here. The 
Kolat brothers created some magic items in this room, 
and an experiment gone awry caused the scorch marks. 

K6. MAIN TOWER LANDING AND LEDGE 

Level 2 of the main tower has the following features: 

• A s tone landing with no railings has a door leading 
to area K7 and a stone spiral staircase descending to 
area K4. An invisible staircase with no railings (see 
"Kolat Towers F eatures," page 149) hugs the wall as 
it climbs from the landing to area K11. 

• Across from the landing, a wide stone ledge protrudes 
from the northeast wall beneath a window. A pair of 
identical wooden chests sits atop the ledge. (One chest 
is real. The other is a mimic.) 

Ledge. There's no easy way to access the ledge, :"'hich 
is 8 feet away from the landing and at the same hetght. 
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K7. READING RooM 
This room contains the following features: 

• A burly half-ore clad in black leather armor sits in an 
overstuffed chair in the northernmost corner of the 
room reading a book. 

• Larg~ framed pictures of cities and landscapes hang 
on the walls, and a worn, blood-spattered rug cover 
the floor. Other furnishings include a pair of rockin; 
chairs, a couch, and an ottoman. 

• Mouthwatering scents rise from a staircase that 
curves down to the kitchen (area K3). 

Zhent. Yorn the Terror is reading a copy of Volo's 
Guide to Monsters , autographed on the title page by the 
author with an added note that reads, in Common: "For 
Yorn. I hope you find the ore chapter illuminating!" 

Yorn is a half-ore thug, with these changes: 

• Yorn is neutral evil. 
He has these racial traits: When reduced to 0 hit 
points, he drops to 1 hit point instead (but can't do this 
again until he finishes a long rest). He has darkvision 
out to a range of 60 feet . He speaks Common and Ore. 

Yorn values his own well-being above all else. He is 
initially indifferent toward intruders. IfYorn believes the 
characters aren't a threat, he's happy to chat with them 
about the inhabitants and the layout of Kolat Towers. He 
has never visited Manshoon's extra planar sanctum, but 
he does know that the teleportation circle in area K22 is 
the way to get there. 

Combat in this area draws the attention of Manafret 
Cherryport in area K3 , who investigates. 

Treasure. Yorn carries 36 cp, 20 sp, 12 gp, 8 taols, 
and a gem-studded ivory toothpick (worth 25 gp) 
in a pouch. 

K8. APPRENTICE BEDROOM 

This narrow room contains the following features: 

• Three single beds are bunched less than an arm's 
length apart beneath a staircase that leads up 
to area K12. 

• At the foot of each bed is a wooden chest. 

The Kolat brothers once took on apprentices, who 
I t h M · entices-s ep ere. anshoon now allows hts own appr do 

Ered Payno, Havi Termock, and Savara Firethorn-to 
the same. All three can be found in area K1 5. 

Treasure. Inside each chest is a set of common. k 
clothes, a spare spell component pouch, candles. tn ' 
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10 . W IZARD TATUE 

T hi le ve l of th o uter tow r con s is ts of a landing and a 
n a rrow 1 d ge w ith th following features: 

• T h e la nding · 10 " t 1eet s quare and is met by two stair-
ca · One des e nds 20 feet to are a KS, and one as-
cend 2 0 feet to are a K20. 

• ~h ~arrow le d ge built into the southeast wall has a 
lt fe- ~ ze statue o f a be arded human wizard standing 
atop It. The w izard looks angry and is leveling a stone 
wand a t the door to area K9. 

Statue. The statue d e picts Duhlark Kolat and a 
detect magic spell or similar magic reveals ~n aura of 
tr ansmutation magic around it. The first time a char
acter s te p s onto the landing, the statue levitates 1 foot 
a bove the ledge and intones the following warning 
in Common: 

I 
" I am Duhlark Kolat , the great wizard and master of this 

tower! How dare you invade my home! Leave at once or 

be destroyed by magic beyond your comprehension!" 

The threat is e mpty, but the statue continues to levitate 
for 1 m inute b e fore sinking back down to the ledge. 
The magic r esets after 1 hour. While it is levitating, the 
s tatue c an b e easily pushed or pulled around. 

Cas ting dispel magic on the statue while it's floating 
c auses it to fall , topple off the ledge, and shatter in area 
KS b e low. Anyone in that area when the statue falls 
must s ucceed on a DC 10 Dexterity saving throw or take 
22 (4d10) bludge oning damage. 

Kll. LABORATORY 
This room consists of a ledge connected to the levels 
above and below by invisible staircases (see "Kolat Tow
ers Features," page 149). One staircase descends 20 
feet to area K6 , and the other climbs 20 feet to area K15. 
The area contains the following features: 

• Shattered glass covers the floor, and a large wooden 
trellis table has been knocked on its side. 

• A large empty cabinet dominates the back wall. 

This laboratory has been picked clean by Manshoon 
and contains nothing of value. 
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KJ2 . STAFF DI 8PLAY 

This room contcun ~ th following features: 

• A ha lf dozen staffs of vanous style are h 
0 11 th wa ll s at the top of th land mg. ung Prolldi 

• A t; Ulircase des cend · to area K8. Y 

Staffs. a h s taff is different in construction 
a twis t d bi r h branch , a sturdy oak dowel, a 1~nd style· 
h a ft of s ton , a stee l pole carved with blue g It terino · 

d . runes "' 
pled coppe r s taff toppe wlth a copper cres 'a di"' cent Ill .• ,. 
a nd a blown-glas~ cane capped with a black rna Oon, 

All s ix s ta ffs ammate a nd attack interlope rbJe orb 
rs Who . 

the a rea without being escorted by Ma nshoo enter 
T h ff. h nor 0 his lie uten a nts . e sta s ave the sam e s tat · . ne or 

h d tStics 
flying swords, excep t t ey eal bludgeoning d as 
a hit. If a fight breaks out in this area, the ere all! age on 

. . atures. 
area K14 come to m vesttgate. In 

Kl3. HoLDING CELL 

The door to this room has a narrow, barred w· d . tn ow 
into it. The door ts locked a nd trapped (see belo ) set 
the characters approach the door, read: w ·As 

A raspy voice calls out from beyond the door. "If you 

be good , let us rid these towers of evil's stench . If you 

be evil, open the door so we may battle , and my eternal 

boredom can end." Beyond the door's barred window, 

a gargoyle lurks in a stone cell, challenging you in a low 

growl. "Come on, then! " 

Trapped Door. A glyph of warding spell has been cast 
on the door, set to trigger when it is opened by anyone 
other than Manshoon. The glyph, which resembles an 
ornate letter M, can be found with a successful DC 18 
Intelligence (Investigation) check. The glyph targets the 
creature that opens the door with a blindness/deafness 
spell (save DC 18). 

Lady Gondafrey. Duhlark Kolat long ago trapped 
a magical experiment in this cell: a gargoyle that has 
been imbued with the personality of a human knight of 
Tyr (god of justice) named Lady Gondafrey. This gar· 
goyle has an Intelligence score of 10 and an alignment 
of lawful good. It speaks Common, and its face looks 
more humanoid than gargoyle. Manshoon is amused by 
the creature, so he keeps it alive but locked in the cell. 

If the characters free Lady Gondafrey, she offers t~ 
fight alongside them; however, she quickly turns ag~wst 
any character who exhibits cruel or unlawful behavJOr. 
She can offer helpful information about Kolat Towers, 
and she is familiar with both the layout of the towers 

k ws that 
and the current occupants of the place. She no 'ble 
M h . . accesst ans oon resides tn an extraplanar sanctum 
through a teleportation circle that his lieutenants can 

. . 't knOW 
act1vate usmg special rings. The gargoyle doesn he 
where the teleportation circle is located, nor does 5. to 
k h D . essiO now w Y uhlark transferred her conscwusn 
her present form. 1·re 

T . [the! 
he gargoyle retains fragmented m emones 0 d 

of Lady Gondafrey, a native Waterdavia n who serve a 
. . K I at as 
111 the C1ty Watch. After identifying Duhlark 0 
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d Yat 'I • 24 h s .ltgnnwnt a s chaotic ev1 tOr ours a the ga 1 , • 
ecorne · rgoy c s tn 

b d ,.,.,eanor exerts tt elf. In this tate the 
te e,.. ' cr ature 

na orchestrate the characters' deaths g . 
·es to ' omg so far 

tfl ttack lone characters. 
as to a 

,14. ERVANTS ' QUARTERS 

R. oom contains the following features· 
ThtS r · 
. furnishings include f~ur beds, a small table with four 

chairs, and tattered wmdow curtains. 
. four Zhent thugs relax here-one trying to rest, two 

thers playing cards, and the fourth s itting on the 
~dge of a bed, re-stringing a heavy crossbow. 

The thugs work for Mans hoon and leap up to attack 
anyone they don't r~cognize as o~e of their own. A suc
cessful DC 17 Chansma (Deceptwn) check convinces 
these Zhents that the characters are their allies. 

Treasure. Resting in small piles and neat stacks on 
the table are 74 cp, 52 sp, 19 gp, and 4 taols. 

Kl5 . SuMMONING CHAMBER 

This room is connected to the levels above and below by 
invisible staircases (see "Kolat Towers Features," page 
149), one descending 20 feet to area Kll and the other 
climbing 20 feet to area K16. This area contains the fol
lowing features: 

• A 10-foot-diameter circle of runes has been drawn on 
the floor in blood that is now dried. Smoke billows 
from four iron braziers placed around the circle. 

• Three apprentice wizards (see appendix B) stand out
side the circle, chanting an incantation. A barlgura is 
slumped motionless within the circle. 

The three wizards here are Manshoon's apprentices
Erect Payno (LE male Damaran human), Havi Termock 
(CE female Chondathan human), and Savara Fire thorn 
(NE female Tethyrian human). Each wears a teleporter 
:ing (see "Teleporter Rings ," page 157). The magical 
Incantation that the three are reciting has quelled the 
barlgura and rendered it unconscious. If any of them 
stop chanting, the demon awakes and becomes enrag~d , 
though it remains bound within the circle. Whenever tt 
t~kes damage, the barlgura can attempt a DC 10 Cha
r~sma check. On a successful check, it breaks out of the 
Circle and attacks any creature it can reach. . 
F'~eeing the barlgura disrupts Manshoon's operatiOn, 

~orcmg the wizard to spend time and resources defeat
Ing the fiend and replacing slain underlings. 

~l6. CONSTRUCT WORKSHOP f 
he invisible staircase from area K15 ends in f:ont 

0
h 

a closed d d d pens wto t e 
r oor. The door is unlocke an ° 
oorn, Which contains the following: 

' Bits f II ' t the floor and 0 clay stone bone and meta tt er 
co ' ' ' h om ver a Wooden table in the middle oft e ro · 

' llu floe, e 1 1 k 1 I 1 
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111
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111 " 111 ~ i HI lac he d lo 1111 iroulc Vl'l, 
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I'hc Kolnt brothl'rs onc1' naftul ronr;lruc;ls in this 
workshoJJ 1'1 • · 1 1 . · 1c magtca c amp1•d floor was bUJlt a~ a pre 
caulion in c f . W asc one o the cxpcrtmenls went bersuk. 

hen a creature that doesn't work for Manshoon's 
Zhentarim enters this room without being escorted, the 
me.tal scraps on the floor fly together, forming a suit of 
antmated armor that attacks. When the armor is re
duced to 10 hit points or fewer, it tries to pull one of the 
levers on its next turn. 

Floor Clamps. Pulling a lever is an action that causes 
both clamps to release the floor, which is then magically 
driven upward into the ceiling. Creatures standing on 
the floor are knocked prone and must make a DC 20 
Dexterity saving throw as they slam into the ceiling, 
taking 22 (4d10) bludgeoning damage on a failed save, 
or half as much damage on a successful one. The floor 
then settles a few feet below the ceiling, cutting off ac
cess to the stairs down to area KlS but leaving charac
ters free to climb up the collapsed staircase to area Kl7. 
(The magical floor was designed to prevent a berserk 
golem from reaching the lower chambers of the towers, 
and potentially the city beyond, while the Kolat brothers 
dealt with it.) After 10 minutes, the floor descends to its 
normal level and the clamps lock it down again. 

PartiaJJy CoJJapsed Stairs. A creature can climb 
the stairs to area K17 with a successful DC 10 Dexter
ity (Acrobatics) check. If the check fails, the creature 
falls 10 feet. 

Kl7. FLESH GOLEM 
This unlit hallway contains the following features: 

• Any character who inspects the hall for traps and suc
ceeds on a DC 17 Wisdom (Perception) check notices 
l-inch-diameter holes drilled into the walls at ankle 
height, set at regular intervals along the length of 
the passage . 

• A flesh golem stands in front of the door to area Kl8. 
• A one-way secret door is set into the innermost wall. 

Golem Trap. The flesh golem was created by Duhlark 
Kolat. Manshoon chose to leave it here and instructed 
his lieutenants not to disturb it. It moves to attack 
anyone other than Duhlar~ who approaches w.ithin 10 
feet of it. A character disgwsed as Duhlark (usmg the 
statue in area K10 as a model) can fool the golem with a 

ccessful DC 10 Charisma (Deception) check. 
suThe golem stands on a pressure plate. When it steps 
off the plate to attack someone o~t of it~ reach, the 

·ght on the plate is lifted , causmg potson gas to erupt 
wet h . h 
f the holes in the walls. When t e trap tnggers, eac 
romt e 1·n the hall must make a DC 12 Constitution crea ur . . 

· g throw taking 10 (3d6) potson damage on a faded savw • 
· g throw, or half as much damage on a successful 

savw 1 . I d' d . h The gas lingers for mmute un ess tsperse wtt 
one. t !wind spell or similar magic. While the gas 
agus o 
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Kl RC E RUNE 
Thi - unlit hall · 1 1 d · t _ 1 C 10 {.e With dust and cobwebs. It con-
a m th following f atures: 

• n e laborate r un is in crib d on the back wall at the 
southe rnmost e nd f th h II ( . . . f 0 a . The rune 1sn't v1stble 
rom the doorwa to area K17 \ 

e cre t door is s e t into the in~ermost wall. 

Arcane Rune. A detect magic spell or similar magic 
r e ve als a powerf 1 f . . . u aura o conJuratiOn mag1c around the 
rune . success~ul DC 15 Intelligence (Arcana) ch eck 
c onfirms that thts rune sustains the force field around 
Kolat Towe rs, and that the rune can be destroyed. It has 
AC 10 22 h't · . • I pomts, and immunity to poison and psy-
Chic d a mage. The rune can't be dispelled normally, but 
e a c h successful dispel magic cast on it (DC 19) deals 16 
(3d10) force damage to it. 

The first time damage is dealt to the rune a red slaad 
magically springs forth from it and attacks ~ll creatures 
in the hallway. 

When the rune is destroyed, the force field around 
Kolat Towers disappears. 

Secret Door. A character who makes a successful DC 
15 Wisdom (Perception) check notices the secret door 
that leads to area K19. 

Kl9. DUHLARK'S BEDROOM 

This room is accessible through e ither of the secret 
doors that lead to areas K17 a nd K18. It contains the 
following features: 

• A flameskull bobs in the middle of the room, which is 
choked with dust and cobwe bs. 

• An oval canopy bed veiled in cobwebs sits across from 
two narrow bookshelves. 

• The room smells like a tomb. 

Manshoon found Duhlark Kolat's s ke le tal r e mains in 
the bed and transformed his s kull into a flameskull. H e 
left the rest of the bones alone, hidden behind cobwe bs. 
The flameskull attacks anyone other tha n Manshoon 
who confronts it, shouting, "Get out of my house!" b e
tween casting spells and throwing off fire rays. 

Bookshelves. Manshoon removed any tomes of 
valu e from the bedroom, leaving noticeable gaps on the 
shelves between mundane books on a variety of eso
teric s ubjects. 

Among the volumes on one s he lf is a false book title d 
The Man from Damara- a wooden bloc k painte d to re
semble a book, which is wired to a secret compartme nt 
in the base of the s h e lf. A c h aracter can detect the s he lf 
and discern how to open il with a s uccessful DC 15 Wis
dom (Perception) c h eck. Tugging on the book causes the 
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rompnrtnwllt to pop o pen, n vealing Duhl ,_, 
. - I ar"- s tv: 

/JIIIc/iiiR h idd('ll Ill S IC t and or 
K20 . ALOEDOR'S P PIVATE LIBRARY 

This room has th( followmg features: 

• A tall oak books h lf con tains a few scatt hi , erect b 
(all mundane and wort ess), but is mostly b 00k.s 
Above th bookshelf h angs a beautifully c tre. 
that reads "Aicedor" in Common. ra ted sign 

• A staircase descends 20 feet to area KlO. 

K21. DUHLARK'S PRIVATE LIBRARY 

This room has the following fe a tures: 

• A tall oak bookshelf holds a few d oz e n book 
the bookshelf hangs a beautifully cr afte d si s. Above 
reads "Duhlark" in Common. gn that 

• A staircase ascends 20 feet to are a K22. 

Bookshelf. The bookshelf holds thirty books . 
If any of them are disturbed, they fly off the shelln totaL 

ves anct 
form a swarm that attacks all creatures in the roo 
The book collection has the statistics of a swarm:
bats, with these changes: 

• The books lack the Echolocation and Keen Hear
ing traits. 

• Replace the swarm's Bites attack option with a Slam 
attack option that deals the same amount of bludgeon. 
ing damage. 

If there are no creatures to attack on its turn, the book 
collection returns to the bookshelf. The books are other
wise non magical and cover a wide array of subjects. 

K22. TELEPORTATION CIRCLE 

A staircase rising from a rea K21 leads to this highest 
chamber of the outer tower. It contains the follow
ing features: 

• A spectator floats in the middle of the room, and four 
flying snakes flutte r above the rafters. 

• Runes inscribed on the floor form a large, faintly glow· 
ing circle. 

• Five wooden treasure chests with sturdy padlocks rest 
against the walls. 

Guardians. The spectator guards the treasure chests 
and attacks intruders who a r en't being escorted by Man· 
shoon or one of his lie utenants. The flying snakes join 
the battle, fighting as allies of the spectator. 

Teleportation Circle. The teleportation circle func
tions as described under the spell of the same name in 
the Player 's Handbook. Additionally, a creature wearing 
a teleporter ring (see "Teleporter Rings," page 157) . 
can use this circle to access the teleportation circle 10

. 

Manshoon's sanctum (area E1). A teleporter ring that 1s 
brought within 5 feet of the c ircle begins to hum softly. 

Treasure Chests. The padlocks on the chests are 
illusory but fee l r eal to the touch. A detect magic spell or 

· ·1 . · 0 und Simi ar mag1c reveals an aura of illusion mag1c ar 
each one. Attempts to pick or break the locks fail . but a 
knock spell or similar magic causes a lock to op_en .. d It 

Chest 1 has the image of an anvil carved into 115 h · 
contains a set of smith's tools (worth 20 gp). 



2 has iron bands and contain a rt of p.tint r' 
che t (worth 10 gp). a. well a three 11\,Jil pot of ol 

5opPiie~ t (blue, re-d, and yellm ). 
d pain · I · d r d · · 0re t 3 has tinY c av.e teet an ontam t.' blank 

CheS kS with leather COYers (worth 50 gp each), 
eltboo I'd . h . . p st 4 has a flat 1 Wit a ctty sc ne pamtcd 011 it. 
che . sa scholar's pack (worth 40 gp) and a book ntaln 

It co ·sh phrases. A character who doesn't speak pwarvl . 
of . h can use the book to communicate on a rudi-
D varviS f . dl d 1 , Jevel with nen .Y warves. 
rnentari 5 is inlaid with silver and topped with a silver 

Che te of a rearing hippogriff (worth 25 gp). Inside is a 
s~a~~n rack that holds eight gla~s.via~s-.si.x containing 
110

. of healing and two contammg tndtv1dual doses 
Potions ( "P . " . h 8 ce of ether see otsons m c apter of the 
(essen . ) T . . . 0 g n Master's Gwde . he pmson can be tdenttfied 
D~n eouccessful DC 13 Intelligence (Nature) check. 
with as 

EXTRADIMENSIONAL 

SANCTUM 
M shoon's extradimensional sanctum exists in a finite 
de:iplane. Created by the original Manshoon, it is 
known to the wizard's clones, and it currently serves as 
he lair of the clone described in this adventure. 1 

' h d . I . Outside Manshoon s sanctum, t e emtp ane 1s a vast 
void filled with swirling purple mist. Any creature that 
enters this mist is teleported to area E1 and must make 
a DC 18 Constitution saving throw, taking 22 (4d10) 
force damage on a failed save, or half as much damage 
on a successful one. 

There are no cardinal directions in this extradimen
sional space; compasses spin futilely in the absence of 
north, south, east, and west. 

SANCTUM FEATURES 

These features apply to all areas in the extradimen
sional sanctum: 

• Rooms have 10-foot-high ceilings, with 8-foot-high 
passages and 7-foot-high doorways connecting them. 
The walls, floors , and ceilings throughout are made of 
seamless alabaster. 

· Doors are made of iron and have AC 19, 27 hit points, 
and immunity to poison and psychic damage. A locked 
door can be picked by someone who makes a suc
cessful DC 17 Dexterity check using thieves' tools, or 
can be forced open with a successful DC 25 Strength 
(Athletics) check. As an action, Manshoon or his 
simulacrum can lock or unlock any door in the sanc
tum by touch. 

' Except where noted areas of the sanctum are brightly 
lit by continual flam~ spells cast on wall sconces. 

AREAS OF THE SANCTUM 

The following locations are keyed to map 8.2. 

El. ARRIVAL POINT 

This room is the extradimensional sanctum's anchor to 
the Material Plane, and one can teleport to this chamber 

p .. 
. 1 PI c The room has from other places on the Malena an · 

the following features: 

• A teleportation circle is inscribed on the alabaster 
floor here. Characters teleported to this area from 
area K22 appear within the circle. . 

h 11 made of 6-mch-, The ceiling and three of t e wa s are 
thick sheets of transparent glass, through which the 
swirling purple mist that fills the demiplane can be 
seen. The fourth wall is made of alabaster and has a 
locked iron door set into it (leading to area E2)· 

• A black-robed female human with a bald, scarr~d head 
watches this room through a glass window set mto the 
wall of another room (area E3). 

Dreadful Host. The figure watching through the win
dow is Kaevja Cynavern (see area E3), and she can ~ee 
through the purple mist between the two rooms eastly 
enough. She uses a sending spell to contact Mansho.on 
as soon as the characters arrive. Manshoon sends hts 
simulacrum (see appendix B) to unlock the door to area 
E2 and greet the new arrivals. It takes 1 minute for the 
simulacrum to arrive (from area E7), during which time 
Kaevja uses another sending spell to inform a random 
character that "Your gracious host is on the way, and 
looks forward to meeting you." 

When the simulacrum arrives, it passes itself off as 
Manshoon as it welcomes the characters to its extradi
mensional sanctum. It offers a guided tour, gesturing for 
the characters to enter area E2 ahead of it. If they com
ply, it triggers the alarm in area E2 and attacks. 

Glass Walls. Each 5-foot section of glass wall has AC 
13, 30 hit points, and immunity to acid, poison, and psy
chic damage. The purple mist that fills the demiplane 
doesn't enter this area even if the glass is shattered. 

Teleportation Circle. The teleportation circle func
tions as described under the spell of the same name in 
the Player's Handbook. Additionally, a creature wearing 
a teleporter ring (see "Teleporter Rings," page 157) can 
use this circle to access the teleportation circle in Kolat 
Towers (area K22). A teleporter ring that is brought 
within 5 feet of the circle begins to hum softly. 

E2.FOYER 
The door to area E1 is locked. All other doors leading 
from this room are unlocked. This foyer has the follow
ing features: 

• Set into the alabaster floor is a large symbol in black 
marble, depicting a winged snake biting a coin. Char
acters recognize this as the symbol of the Zhentarim. 
(The coin conceals an alarm mechanism.) 
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One square = 5 feet 

MAP 8 2: EXTRA D IME N SI ON AL SANCT U M 

• Hanging on the walls a re twelve m etal masks bearing 
human-like visages. 

Alarn1 Mechanisn1. T he 1-foot-diame ter, disk-shaped 
tile that serves as the coin in the Zhentarim symbol is 
actually a pressu re plate. When pres sed or stepped on, 
it sounds a magic gon g that can be heard throughout 
the sanctum. The a la r m can be disabled by someone 
who makes a s uccessful D C 20 D exte rity check using 
thieves' tools, b ut it triggers accidenta lly if the check 
fai ls by 5 or more. T he a larm brings the following de
fende rs, w h o attack a ll intrude rs in the room: 

• K aevja Cynavern (see area E3) 
• T he M a ns hoon simulacrum (see area E7) 
• Yevette Blackwa te r a nd Agorn Fuoco (see area E8) 
• H avia Quickknife and Mookie Plus h (see area E10) 

If the cha racte r s m a nage to ove rcome all thes e foes , 
they a re free to explore the s anctum. Mans hoon awaits 
them in a rea E 12. 

Character s who a re reduced to 0 hit points by Man
s hoon's de fe nde rs a re knocked unconscious. If the 
e ntire pa rty is de feated , th e unconscious characte rs are 
s tripped of the ir s pe llbooks a nd magic ite ms (including 
any teleporter rings they obtained in Kolat Towers). 
They the n awake n in a back alley ofWate rdeep with 1 
hit point ea ch . If the charac te rs re turn to Kolat Towers, 
they find the place cle ared out and the teleportation cir
cle in area K22 pe rmanently dis pelled . 

Masks ofManshoon. The masks be long to Manshoon 
and have been worn by him in the past. A detect magic 
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spell or similar magic reveals an aura of evocation 
magic around each one. Any c re ature that dons a mask 
takes 9 (2d8) lightning damage . Once this effect trig
gers, the mask becomes nonmagical and harmless. 

E3. GUARD STATION 

A 5-foot-square window in this are a looks out toward 
area El. Unless she has been drawn elsewhere, Kaevja 
Cynavern stands watch in front of the window. 

Kaevja was a Red Wizard of Thay until she saw an 
opportunity to study magic unde r Manshoon. Before 
he accepted her, Manshoon forced he r to remove her 
distinctive Thayan head tattoos and to trade in her Red 
Wizard robes for black ones. 

Kaevja Cynavern is a female Mulan human mage, 
with these changes: 

• Kaevja is lawful evil. She knows Common, Draconic, 
Dwarvish , and Elvish. fl 

• She has the sending spe ll prepare d ins tead of the Y 
spell , and she carries a yellow elemental gem. 

rnon· In battle , Kaevja breaks the elemental gem, surn 
ing an earth elemental and commanding it to attack 
her enemies. 

E4.PANTRY 

This room contains the following features: 

• Floor-to-ceiling shelves are stuffed w ith breads, 
cheeses, dried meats, nuts , and a few baskets of 
fresh produce. 
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If the characters fall for Urstul's ruse but nevertheless 

nd that he relinquish his weapons in order to dema 
mpany them, the Zhent assassin laughs at them acco 

and attacks. 

E6. BINDING CHAMBER 

A circle inscribed with runes is carved into the a labaster 
floor of this room. It radiates an aura of abjuration magic 
when targeted by a detect magic spell or similar magic. 

Manshoon uses the circle to bind extraplanar crea
tures. When a celestial, an elemental, a fey, or a fiend 
is summoned inside the circle, it can't voluntarily leave 
that area until its summoner uses an action to suppress 
the circle's magic for 1 minute. The magic is also sup
pressed if any part of the circle falls within an antimagic 
field, or if dispel magic (DC 17) is successfully cast on it. 

E7. MANSHOON'S SIMULACRUM 

This room is extremely cold and contains the follow
ing features: 

• Frigid air blows into the room through small vents 
in the floor. In the middle of the room is an open sar
cophagus carved from ice, which contains a humanoid 
figure made of snow. 

' The back wall is made of 5 -inch-thick curved glass. 
:rost covers the glass, partially blotting out the swirl
tug Purple mist of the demiplane beyond. 
s· 

M Illlu/acrum. If it hasn't been summoned elsewhere, 
b anshoon's simulacrum (see appendix B) is standing 
_efore the glass wall with its back to the door. The 

sunula bl k h . crum resembles a robed wizard with long ac 
t atr, Pale skin, and an articulated m e tal left hand and 
orearm It f k h t b · s ace is concealed behind a steel mas t a 
ears as '1 · k it doe , mt Ing visage. The simulacrum attac s anyone 
E sn t recognize. 

ter ;treme Cold. The rules for extreme cold (see chap
Gl of the Dungeon Master's Guide) apply in this room. 

13 3~ss _Wall. Each 5-foot section of glass wall has AC 
' htt Points, and immunity to acid, poison, and psy-
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E8. READING RooM 
This room contains the following fct~ttln·s: 

• Delightful warmth radtatcs from a brazwr of green 
flame encircled by eight cushioned chair1:;. 

• Unless they've b en drawn elsewhere, two of Man 
shoon's lieutenants are here: Vevelle Blackwater (CE 
female Tethyrian human swashbuckler; see appendix 
B) and Agorn Fuoco (NE male Turami hum~n ba~d; 
see appendix B). Vevelte is relaxing in a chatr, whtle 
Agorn strums a lyre. 

• An alabaster staircase ascends 10 feet to area E9. 

Zhents. Vevette and Agorn are two of Manshoon's 
most trusted followers. Vevetle commands the wizard's 
forces against the Xanathar Gui ld , while Agorn com
mands those who oppose the Zhents that aren't loyal to 
Manshoon. At the moment, they are resting in the sanc
tum while awaiting orders from Manshoon. 

Green Flame Brazier. A detect magic spell or sim
ilar magic reveals an aura of evocation magic around 
the brazier. The brazier casts a fireball spell (save DC 
15) centered on itself wheneve r a creature in the room 
speaks the words "green flame" aloud. Once the brazier 
has cast this spell, it can't do so again for another 24 
hours. Agorn knows this feature of the brazier, and h e 
uses it in combat if the situation is desperate. 

E9. LIBRARY 

Alabaster shelves line every wall and jut out into the 
center of this room, all of them packed with books that 
deal with subjects of interest to wizards. Manshoon has 
amassed a sizable collection, including ten rare volumes 
he removed from Duhlark Kolat's collection. 

Treasure. Each rare book is worth 50 gp, and the en
tire collection is worth 5,000 gp. 

E10. AUDIENCE CHAMBER 

High-ranking Zhents who desire an audience with 
Manshoon come he re. The room contains the follow
ing features: 

• The area is split into two levels, with alabaster steps 
climbing 3 fee t to a s maller raised platform overlook
ing the larger area. The platform is bare xcept for 
three golden banners hanging on the back wall , ach 
displaying the symbol of the Zh ntarim- a black, 
winged s nake biting a coin. 

• The lowe r part of the room contains a bla k marbJ 
table s urrounded by high-backed wood n hair . The 
table s tands out in s tark contrast against th a labaster 
walls and floor. 
If they haven 't been drawn Is whe r , two of Man
shoon's followe rs arc s parring and engaged in mock 
fisticuffs atop the table. 
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Havta and Mooki each wear a teleporter ring (see 
"Teleport r Rings," page 157). 

Ell. ZHE T Qu RTERS 

Thi room contain the following features: 

• Pre ed again t the walls of this room are five wooden 
bed (three ized for humans, two for halflings). 

e ' l to each bed is a wooden chest. 
• An alaba ter staircase descends to area E12. 

Kaevja Cynavern, Yevette Blackwater, Agorn Fuoco, 
Havia Quickknife, and Mookie Plush all sleep here. 

Treasure. In addition to folded clothes and worthless 
per onal effects, each of the chests holds treasure. 

Kaevja's chest contains a gold amulet inset with a red 
crystal rune (worth 250 gp). A successful DC 15 Intelli
gence (Arcana) check reveals that the rune is a symbol 
of evocation, though the amulet is nonmagical. 

Yevette's chest has three potions of healing. 
Agorn's chest contains a bundle of love letters from 

someone named Tamzyn. Hidden in one of the enve
lopes is an elegant platinum necklace (worth 250 gp), 
featuring a tiny cameo containing a sketched portrait of 
a beautiful Turami woman. 

In Ravia's chest is a golden comb shaped like a styl
ized dragon with tiny rubies for eyes (worth 250 gp). 

Mookie's chest contains a tiny halfling doll. Stuffed 
inside the doll is a pouch that holds five 100 gp pearls. 

El2. MANSHOON's QuARTERS 

No one aside from Manshoon is allowed down here. The 
alabaster stairs that lead to this room descend 10 feet 
farther to area E13. 

This room contains the following features: 

• Across from the stairs stands a large bed with pur
ple sheets. Sitting on the edge of the bed is a hand
some young male human in elegant robes. Long 
black hair partially conceals his angelic face as he 
attaches a metal appendage to the withered stump of 
his left arm. 

• The only other piece of furniture is a table with legs 
carved to resemble winged serpents. Displayed on the 
table is a metal mask with an intimidating, tyranni
cal visage. 

The handsome young figure is Manshoon (see appen
dix B), who is much older than he looks. 
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If a fight breaks out, Manshoon grabs his staff of 

power (which he hides und~r the bed) and holds his 
ground. For more informatton on how to play Man
shoon, see "Facing Manshoon" at the beginning of 

this chapter. 
Tyrant's Mask. The mas~ on the table is nonmagical 

but Manshoon likes to put tt on before meeting with hi~ 
followers. 

El3. MANSHOON'S STUDY 

The alabaster stairs end here. The room contains the 
following features: 

• A plush lavender carpet covers the floor. 
• In one far corner of the room, a low table is set 

between two purple couches. The table has a thin 
drawer built into it. 

• In the other far corner, Manshoon's spellbook rests 
atop a black marble lectern protected by an invisible 
helmed horror. The construct attacks anyone other 
than Manshoon who disturbs the book (becoming visi
ble as it does so). It obeys Manshoon's commands if he 
is present, and it fights until destroyed. 

Table. The table's drawer has an arcane lock spell 
cast on it. The spell can be bypassed by someone 
who makes a successful DC 25 Dexterity check using 
thieves' tools, or with a knock spell or similar magic. 
The drawer can also be forced open with a success-
ful DC 21 Strength (Athletics) check. Inside is a 
leather-bound ledger that provides a paper trail implicat
ing Manshoon in two blackmail schemes. An hour spent 
studying the ledger uncovers the following information: 

• Corylus Thann, a racist Waterdavian noble, is paying 
the Zhentarim not to reveal that he hired Zhent thugs 
to assault nonhumans. 

• Jelenn Urmbrusk, a Waterdavian noble, receives regu· 
Jar payments from the Zhentarim to offset monies he 
loses in bad investments. 

The ledger doesn't reveal that Corylus Thann and . 
Jelenn Urmbrusk are Masked Lords or that Manshoons 
black ·1 f • mat 0 them also forces them to use their influ· 
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hoon's Spellbook. This spellbook weighs 20 
ads and is covered in beholder hide. It contains all 

poun h ( tbe spells Manshoon as prepared see appendix B) 
b following spells: alarm, alter self, animate dead, an
:i;agic field, arcane lock, blight, dispel magic, dominate 
fllonster, dream, etherealness, Evard's black tentacles, 
fi ather fall, fireball , fly, gaseous form , geas, gentle re
:ose, glyph of warding, hold monst~r, major image, mass 
suggestion , phantom steed, ~rot~ctwn from evil and 
good, scrying,, symb~l, tel~kmes1s, teleport, teleportation 
circle, Tenser s floatmg d1sk, tongues, true seeing, vam
piric touch, wall of fire , and wish. Stealing or destroy-
ing this spellbook disrupts Manshoon's operation (see 
"Disrupting Manshoon's Operation," page 147), since 
he must devote time and resources to retrieving or re-

placing it. 
]fLaeral Silverhand has the opportunity to trade 

for Manshoon's spellbook, she offers the characters a 
sailing ship and a set of bracers of archery for it. Vajra 
Safahr offers the characters membership in Force Grey, 
a cape of the mountebank, and a wand of lightning bolts 

for the book. 
Stone ofGolorr. If Manshoon has the Stone of Go-

/orr, he keeps it in the drawer of the table along with 
his ledger. 

SPECIAL EVENTS 
You can use one or more of the following special events 
before or after the characters explore Kolat Towers and 
Manshoon's extradimensional sanctum. 

BLACKMAILED LORDS -The events described in this section might occur if the 
~haracters obtain the ledger from area E13 and use the 
mformation in it to confront either Corylus Thann or 
Jelenn Urmbrusk about their suspicious dealings with 
Manshoon. The Thann and Umbrusk families have 
Walled estates in the Sea Ward. 

CoRYLUs THANN 
The Thanos are Waterdeep's most prominent vint
~ers and have deep roots in the city. Corylus (LE male 
·~ . b Ynan human noble) is happy to let other mem ers 



J ·LF URMBRU K . d 
J 1 n11 ( female T thyrian human noble) IS a prou f 
\\'Oman 111 her fift i who de perately wants to get out o 
debt. •vera! bad inve tment ruined her money-lend
ing bu me~s. and 1110 t of her reliable customers have 
turned tooth r provider uch as the Cassalanters. 
jcl< 1111 could have borrowed money from any of anum
ber of nob! in th city or sold off some of the property 
her family own in Waterdeep, but doing so would have 
turned h r privat financial woes into local gossip. Fear 
of that expo ur led h r to borrow money from the 
Zhentarim in tead a decision she has come to regret. 
Th Zhent working fo r Manshoon promise to keep 
th ir r lation hip secret on the condition that she do 
ev rythtng in her power to further the group's welfare in 
Waterdeep. 

Wh n not d aling with her slimy creditors,Jelenn is 
occupied with Masked Lord business. She has no time 
for a face-to-face meeting with anyone she doesn't know. 
Character can confront her as she comes or goes to 
and from her vil la, but she never travels without sixteen 
guards who form a protective wall around her. If the 
characters brazenly mention Manshoon or the Zhen
tanm by nam to her, jelenn demands that they leave 
h r alone or face di re consequences. Jelenn's threat is 
most ly bluster, sine she's not eager to make enemies. 

J f th characters fre Jelenn from the yoke of the Black 
twork by defeating Manshoon, her debt is effectively 

canceled. In h r d li ght , sh grants them a special favor 
(s ·e " pc ial Favors" in chapt r 7 of the Dungeon Mas
t r's Guide). On th other hand , if th y thr at 

11 
tog t 

th pr ss wi th Manshoon's ledg r in an att mpt to b~ 0

1

_ 
'I d' d' I I a < mat or tscr 1t 1er, s 1 • pr t nds to go along with th 

while seer tly using h r influ<'n ·as a Mask d Lord tom 
make their lives difficult. 
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an d . h 
Nothing violent happens unng t e Deadwinter Day 

f t but the tavern suffers damage as a result of th eas , , R f , e 
crowds. The Carpenters , oo ers , and Plaisterers' 
Guild offers to make : epairs for free, but the characters 
must close the estabhshment for a tenday to facilitate 
the work. The closure has no effect on business in the 
long term, however, since the feast fosters such goodwill 
that clients return in force when the tavern reopens. 

The feast is a great opportunity for characters to 
hobnob with neighbors, guild members, and City Watch 
constables, as well as to gather information on local 
happenings. 

SECRET SIMULACRUM --
If the characters make an enemy of Manshoon, he tries 
to capture one of them and replace that character with 
a magical duplicate created using the simulacrum spell. 
If one of the players is absent for a game session and 
circumstances allow it, Manshoon targets that character 
for replacement while the rest of the party is distracted 
by other matters. You don't need to roleplay the char
acter's capture; just assume it happens. To create a 
simulacrum of the character, Manshoon needs some 
hair, fingernail clippings, or other piece of the charac-

, b ponents ter s ody. Once he obtains the necessary com 
· ulacru tn from the captured character, he creates the Slffi he 

and sends it to the party with instructions to spy on t 
group and undermine it from within. ty 

If Manshoon embeds a simulacrum within the par ' t lk . has been a Prtvately to the player whose character 
I 

· lacrum rep aced. Then have that player run the sJmu . ·
0
. 

t 'l . . 1 dIs ret un 
1 

tl t destroyed or the character it rep ace . the l 
· ttcs as Lroc u ed. The imulacrum has the same stat15.

1 
oint 

char~ct r, but it has only half the character's hl p 
maxtmum and can't gain levels. 
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E TE R ING WATERDEEP 
Lik 1 you have alt·ead arri ed in Waterdeep and borne 
witn to ome of its man wonders. But in case this 
pamphl t has found its wa b n ath your worthy eyes 
in anticipation of our i it, du to the commendable 
efforts of ome friend or family m ember who loves you 
dearly, I shall e.·plain bri fly the circumstances of entry. 

You will have traveled through lands claimed and 
controlled b the Lords of Waterdeep long before you 
see it wall . lf you've ome from the south by the Trade 
Way, you'll have met the City Guard at their post at 
Zundbridge. From the north by way of the Long Road, 
you'll ha e passed under their watchful eyes at the town 
of Ra salantar. And whether by land or sea, you'll likely 
also have been spotted by the Griffon Cavalry- even if 
you have not spotted them. 

Worry not. Waterdeep is a welcoming city, and you 
have nothing to fear from these guardians unless you 
lead a rampaging army of orcs, a horde of gnolls , or sim
ilar. They don't even require a toll be paid. (Beware any 
City Guard who demands a toll, and report the incident 
to a magiste r of Waterdeep at your earliest convenience.) 

If you travel in a large caravan or on a ship, you will be 
required to register with a magister at the gate at which 
you arrived or with the harbor magister. Magisters can 
easily be recognized by the black robes they wear (and, 
in fact, are commonly called "black robes" as a result) 
and the City Guard force that always accompanies them. 
Be aware that magisters can pass a sentence without a 
trial. It behooves you to treat them with proper respect. 

If you travel overland in a small party or alone, you 
aren't required to register with a magister unless your 
stay extends beyond a tenday. At that point, you must 
register with a magister either at the harbor, the gates, 
or the city courts. Discovery of your failure to do so can 
result in a fine or forced labor. Of course, registration 
subjects you to monthly taxation. But as a truculent old 
acquaintance from the Dales once told me, "The sheep 
gives the shepherd its fleece or there'll be mutton for 
dinner." That is, the magisters will get you either way, so 
you might as well register up front. 

That said, many canny visitors with business for a 
month or a season betimes avail themselves of the hos
pitality of inns in Undercliff, the pleasant farmland east 
of the city proper. The less well-off often find accommo
dation in the Field Ward. Because neither are official 
wards of the city, they aren't subject to taxation. Note, 
however, that because both these areas have yet to be 
formally accepted as wards of the city, they don't benefit 
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tioned at the gate, but no new arnva s to Waterdeep are 
accepted here. 

If you approach by air, expect a vigorous pursuit 
by and confrontation with the Griffon Cavalry. Only 
specially licensed individuals and mounts can fly over 
Waterdeep. It is best to land well outside the city and ap. 
proach on foot. 

YOUR ARRIVAL IN THE CITY ------
The splendors that await you in Waterdeep are legend-
ary. Each of the city's wards is detailed in this work, 
telling you what to expect depending on where you are, 
as well as what thrilling things you might see and do. 
Before that, however, there are the small matters of 
knowing something of the history of the place you visit, 
and of understanding how to comport yourself in the 
Sword Coast's grandest metropolis. 

A LONG HISTORY (IN BRIEF) 
"There shall come a time when our city and its deepwater 

bay shall grow in fame and fortune across many realms 

and marry worlds. Folk shall know of Waterdeep, our City 

of Splendors, and sing its praises. I have seen it thus, and I 

endeavor to make it true." 

-Ahghairon, the first Open Lord ofWaterdeep, 

circa 1032 DR 

People have inhabited the plateau upon which Water
deep stands for longer than human histories record. But 
as is the way across the dangerous North, civilization 
~t the foot of Mount Waterdeep has crested and ebbed 
m great waves. Elf scholars assure me that it was once 
t~e site of Aelinthaldaar, the capital of their ancient ern
plre of Illefarn. So it was already a glorious place when 
a dwarf prospector named Melair discovered mithral. 
bene~th the mountain. In agreement with the Illefar~l , 
Melatr called kith and kin to mine under the mountain 
and in the plateau, and thus Clan Melairkyn carne to 

rule below as the Illefarni did above. 



TH E SEA MAIDENS fiii R E PIIRII DE 

But this fruitful alliance lasted less than the lifetime 
of a dwarf, for the emperor of the elves- what they call a 
'coronal"-commanded that all leave in the Retreat, that 
great exodus of elves from Faeriln to their mystical isle 
ofEvermeet. Not all elves agreed with this edict, and 
many were determined to stay. Well, what emperor has 
ever willingly allowed another to sit in his throne? The 
coronal had all of Aelinthaldaar razed by magic, and the 
remaining elves splintered into separate kingdoms. The 
Melairkyn, of course, saw this as a breaking of their bar
gain, and never again did they deal with elves. Instead, 
they tunneled ever deeper under the mountain, never to 
be heard from again. 

So it was that the humans who came to the deepwater 
harbor found it empty and suitable for their own pur
poses. For more than a thousand years, folk lived and 
traded at the site of what would become Waterdeep, but 
their id t. · · en tl!es remain a mystery- with a cunous ex-
ception. We know that at some point during this period, 
~he wizard Halaster Blackcloak built his tower at the 
ase of Mount Waterdeep and came to rule the lands 
~ound-until he, like the Melairkyn, vanished under 

e mountain. 
Var· tous warlords later claimed the plateau's harbor 

abs their own, but it was one known as Nimoar who is 
~~ 0 The R .membered. A History of Waterdeep: Age . ne, 

"· Ise of the Warlord records how Nimoar rat sed a 
'"'00de d h h n stockade to protect the settlement aroun t e 
arbor 1 . . h b i ' c atmmg rule over the town that by t en was e-
ng can d "N· w D " e tmoar's Hold, the Town of aters eep. 

War between orcs and elves in lands farther north 
drove hordes of trolls south to claw at the fledgling city, 
and amid this danger, Nimoar died of old age. Many 
bloody struggles unfolded between local folk and trolls, 
until the magic of a youth named Ahghairon turned the 
fortunes of war against the "everlasting ones," which 
were destroyed or scattered. Ahghairon improved slowly 
in skill and power with the passage of the years, until 
he became a great mage. He is said to have discovered a 
supply of potions of longevity, or learned the art of mak
ing such, for he lived on and on, still physically in his 
prime for decade after decade. 

A History of Waterdeep: Age Two, The Lords' Rule 
Begins records that in the year 1032 DR, Ahghairon 
(then in his 112th winter) argued with Raurlor, who 
was then Warlord ofWaterdeep. Raurlor wanted to use 
Waterdeep's acquired wealth and strength of arms to 
create a northern empire. Ahghairon defied him before 
all the people, and Raurlor ordered the mage to be 
chained . But when Ahghairon magically turned aside all 
who sought to lay hands on him , Raurlor struck at the 
mage with his own sword . Ahghairon then rose into the 
air, just out of reach, and used his magi to transmut 
Raurlor's blade into a hissing serp nt. Wh nth ser
pent struck Raurlor, he died in full view of his hocked 
followers. 

Ahghairon th n gathered th leader ofWaterdeep's 
armies and powerful families . While runners sought to 
bring them to the castle, flames roared and crackled in 
the empty warlord's throne at Ahghairon's bidding, so 
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that none could sit there. Then, when the gathered host 
of worth ies met in the audience chamber, the wizard 
seated himself on the flaming throne. Immediately the 
fi res died away, leaving both the throne and Ahghai
ron unharmed. 

From this seat- the very one on which the Open 
Lord sits to this day-Ahghairon decreed how the city 
would be governed. While he would sit as lord openly, a 
council of other lords of nearly equal power would rule 
with him. But the identity of those other lords would 
be hidden even from each other, thus preventing any of 
them from being approached and influenced by bribe 
or threat. So it was that Ahghairon established Water
deep's system of governance. 

Ahghairon was instrumental in establishing many of 
Waterdeep's other institutions, such as its black-robed 
magisters, its Griffon Cavalry, and the city's many 
guilds. The first Open Lord ruled wisely for over two 
centuries before the magic sustaining his health failed. 
He now lies entombed in his tower, which you can still 
see standing in the courtyard of the Palace of Water
deep. Beware that you don't approach too close, how
ever, lest you stumble into the invisible barrier- a "force 
cage," I am told- that surrounds the lower. 

Within that barrier lie additional protective wards, as 
demonstrated by the floating bones of the last person 
who tried to defy them. The name of this poor soul has 
been lost to time, but the miscreant was likely a wizard 
who sought to steal the magic treasures that had been 
entombed with their former owner. Now they hang in 

CHAPTER 9 \ VOLO'S WATERDEEP ENCH!RlDION 

the air beyond the invisible force cage in rough sem· 
blance of their natural position, occasionally displaced 
temporarily by strong winds or mischievous children 

with long sticks. 
Ahghairon's wise rule is celebrated on the first day of 

Eleasis, which has come to be known as Ahghairon's 
Day. For more about this day, see "City Celebrations." 

Many significant events stand out in Waterdeep's his· 
tory. But none have had so great an effect on daily life 
than the three apocalyptic periods known as the Time of 
Troubles, the Spellplague, and the Sundering- the most 
recent (and hopefully final). On all these occasions, the 
actions of gods at war with one another led to the loss or 
the twisting of magic in the world. During the Time of 
Troubles, Waterdeep stood at the center of events. But 
the effects of the more recent crises can still be seen in 
the city today, even though they occurred a great dis· 
tance from where Waterdeep stands. 

When the gods walked among mortals during the 
T. b 

tme of Troubles, they were cast down to the world Y 
the mysterious Overgod Ao in 1358 DR. Until then, none 
but the gods had known of Ao's existence and since . 
th ' .d 

en, we.have learned little more. As all know, the ens d 
bega·n· Wtth the theft of the Tablets of Fate by the vile ani 
ambtttous god B d b Bhaa · 
Th s ane and Myrkul later J. oine Y t 

ese m f · ' ten 
f h 

ys tc artifacts supposedly determine the ex 
0 t e gods' ower. 
A . power, and dictate how they use that P 

s PUntshme t £ . h gods 
( h n or th1s affront Ao cast down t e 
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the Cynosure to ee sculptures and paintings of all the 
rnajor participants and events in the Time of Troubles. 
Entrance is free to the public on any day when no event 
(such as a meeting of guilds, a noble's coming-of-age 
ball, or some such) is scheduled. 

In the Year of Blue Fire (1385 DR), the Spell plague 
gripped the world. None knew it at the time, but it has 
since been divined that Cyric's long hatred for Mystra 
boiled over and led to his murder of the goddess of 
magic. I was absent from the world at this time-indis
posed by the force of an imprisonment spell. Elmioster 
has since explained the events to me, but I must confess 
that much of what he said made little sense. It was a 
long lecture having something to do with stars, "crystal 
spheres," and "demiplanar reality mirrors." Suffice it to 
say, parts of our world switched with parts of another 

one, and magic was again disrupted. 
During this period, the powerful magical fields that 

protect and affect Waterdeep became unstable. This 
led to the disastrous activation of most of Waterdeep's 
amazing walking statues during an earthquake. In the 
years before, the walking statues were often hidden on 
the Ethereal Plane, to be called forth only in times of 
great periL Many in the city doubted that such massive, 
sapient constructs were even real, let alone that they 
guarded the city invisibly. The Spellplague confirmed 
their existence for all to see, though , and each carved a 
swath of destruction through Waterdeep before it was 
stopped. Now the walking statues stand about the city in 
various states of readiness or disarray- one of the most 

obvious of Waterdeep's so-called splendors. 
After the Spellplague came the Sundering. Elf schol

ars insist on calling it the Second Sundering, asserting 
that the creation of Evermeet thousands of years ago 
~as a similar happening. Regardless of the name you 
giVe it, the event that unfolded beginning in 1482 DR 
Was the result of another world- called Abeir, I am 
told-passing again into our own. The gods were once 
lllore cast into the mortal realm, this time embodied in 
mortal beings known as Chosen. The old troublemaker 
Ao seems to be the cause of it all, though why he chose 
to cast down the gods was a matter of dispute even 

among those entities while they were with us. 
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SURVIVING IN THE CITY 
Waterdcep is, by and large, the most civilized city on the 
Sword oasL Yet civilized doesn't mean safe, nor does it 
mean easy to navigate. Many day to day elements of life 
in Waterdeep that residents take for granted are, to new 
arrivals, a bevy of wonders and dangers not seen in any 
other settlement within a thousand miles. Here's what 
you need to know to survive your first few hours in the 
city. Mark this section for frequent reference! 

THE CODE LEGAL 
Waterdeep is no village led by hidebound hierarchs or 
petty fiefdom ruled by the whim of a warlord. It is a city 
of laws molded by Tyr's spirit of justice. As a rule, you 
can trust members of the City Watch to do their duty 
diligently, and you can expect that the city's magisters 
will be fair. If you have cause to come before the Masked 
Lords or the Open Lord herself, rest assured that if your 
cause be just, justice will be done. If, however, you find 
yourself in the wrong, know that though it might take 
time to weigh that wrong on Tyr's scales, his hammer 
will fall- and it will be wielded by Waterdeep with a 

vengeance. 
Unlike in less civilized settlements, punishment for 

crimes in Waterdeep isn't typically used as public enter
tainment. Scheduled executions occur behind the high 
walls of Castle Waterdeep, and floggings are carried out 
in the watch post nearest the sentencing. The Watch 
makes every effort to take individuals into custody 
quietly, so as not to disrupt other citizens. Those by
standers generally return the favor by giving altercations 
between criminals and the Watch a wide berth. 

Waterdeep has a complex library of law and custom 
set by precedent, the maio body of which can be read in 
the Code Legal. This document is available in multiple 
languages at the Palace of Waterdeep, and (in the Com
mon tongue) provided on request by the magisters at the 
gates and in the harbor. Be aware that the Code Legal 
provides only an outline of typical sentences for various 
offenses, and magisters have broad discretion when 
meting out justice as they see fit. Any Masked Lord can 
overturn a magister's ruling, but there's rarely a Masked 

Lord around when you need one. 

ARMS, ARMOR, AND COMBAT 

Individuals accustomed to the rough-and-tumble life in 
much of the North are often surprised by the fact that 
Waterdavians go about unarmed and unarmored. Yet 
Waterdeep doesn't have any law that forbids carrying 
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arm d and artnon d mdivtdual walking the streets who 
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s on bt vi itcd upon you. 

CITY WATCH 

Th first oldier you in service to the city will be 
th memb r of th Ci ty Guard who patrol the roads 
leading to Wat rdeep, watch th walls, guard civic 
tructur , and prot ct magisters. Waterdeep's streets, 

how v r, ar policed by an altog ther different force: 
th City Watch. The simi larity of their names often con
fu e n wcomers, so I offer this handy mnemonic: "The 
Guard guards the walls while the Watch watches all." 

You can recogniz any member of the City Watch by 
the uniform: a green-and-goldenrod doublet and a tall 
steel h !met. Each typically carries a long truncheon, a 
dagg r, and a buckler. Because most citizens in Water-
d ep don't b ar weapons, these tools prove a more than 
ample deterrent to criminal activity. Members of the 
Watch typically don't carry crossbows or other weapons 
to attack at range, but running from the Watch- though 
it may be a time-honored tradition for local miscreants
rarely works out for newcomers to the city. I guarantee 
that all members of the Watch know the streets they 
patrol and that area's residents better than you do, even 
if you stay in Waterd ep for ten seasons. 
.... 

WATCH TALK 

Members of the City Watch employ a sort of slang in deal
tng with the public. As a visitor, it behooves you to know 
what they mean . 

"What befalls?" means "Someone tell me what's go-
ing on here." 

"Hold! " means "Don't move a muscle ." 
"Down arms!" means "D rop your weapon s." 
"Talk truth!" means "Answer me" or "Tell the 

whole story." 

"Robes" references the black robes- in other words , one 
of the magisters . "Do we need robes here?" or something 
similar should be taken as a threat. 
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City Watch members follow a stnct code of conduct 

that makes them one of the most trusted police forces 
aside from paladin-patrolled El~urgard. As long as You 
don't engage in unlawful behav10r, you can expect to be 
left untroubled by the Watch. 

THE WATCHFUL ORDER OF 

MAGISTS AND PROTECTORS 

Expect to be questioned at the gate, or when you register 
with a magister, regarding your ability to cast arcane 
magic. Wizards, sorcerers, and other arcane spellcast
ers who intend to stay in Waterdeep for any length of 
time are required to register with the city, and will be 
strongly encouraged to join the Watchful Order ofMag
ists and Protectors, headed by the Blackstaff. 

Members of the Watchful Order are expected to ren
der service to the city when called upon, acting as tem
porary members of the City Watch or City Guard. Their 
expertise often helps investigators determine whether 
magic was used to commit a crime in the city. Members 
can also expect to be tapped for assistance during and 
after fires , natural events that cause multiple casualties, 
or other nonmagical disasters. 

Members of the Watchful Order form a more or Jess 
sociable association in the city, working together to . k 

· · theJr eep an eye on any spel!casters who opt not to JOlll 

guild. Any havoc caused by a spellcaster in Waterdeep 
risks drawing the wrath of the Lords ofWaterdeep- so 
it behooves the Watchful Order to watch all its members. 

COINAGE 

As shou ld be expected of any city of standing, W~ter
d P mints its own coins. All taxes fines and gUJld 
f , ' cur· es must be paid either in Waterdavian coin or the 
rency of any member settlement of the Lords' Allian~e~s 
!hough no law requires you to pay for goods or ser~IC 
1n Waterd · · . h" g foreign avtan com, the drudgery of wetg m ')ers 
currency and checking its purity prompts many retda~ng 
and ope t · clu ' ra ors of swift-exchange businesses- m 
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elsewhere! 

'fi\XES AND FEES 
As established in the first year of the reign of the previ-

5 Open Lord, Dagult Neverember, Waterdeep collects 
~umonthly tax from all who live within its official wards. 
The tax is 1 shard per person above the age of ten 
years, and is collected door-to-door by patrols of the City 
Guard on the last day of each month. 

Individuals who so desire can pay a single dragon 
in tax and receive a writ exempting them for twelve 
months, but the writ must be produced every month 
when the Guard calls, or a new payment is required. If 
the Guard knocks at a door and receives no answer, a 
notice of lien with an estimation of tax is affixed to the 
door. The debt must be dealt with before the next month 
ends, with payment to be made to any magister. 

Those who have no fixed residence can still be taxed 
if they are confronted in any building, be it an inn or an 
outhouse. So if you're out and around on the last day of 
the month, you'll no doubt experience "taxing traffic" as 
the streets become clogged with people trying to avoid 

the collectors. 
Waterdeep also raises revenue by charging other fees, 

such as the following: 

1 nib per day for rental of a stall in the Market 
1 shard (above and beyond any fines imposed) from any-

one convicted by a magister, per conviction 
1 dragon per conveyance leaving the city, empty or full 
5 dragons per ship that touches dock in Waterdeep (ex

cept for city ships and diplomatic vessels), collected 
from the captain and covering a stay of up to fourteen 
days (a ship that leaves the harbor and returns during 
that time pays the tax upon reentry) 

In times of trouble, direct taxes can also be imposed: 

A fire tax (usually 1 dragon per household), levied when
ever a fire destroys a large portion of the city 

A wall tax or harbor tax (usually 1 dragon per house
hold) raised to directly pay for needed repairs or 

expansions 
A lance tax raised to provide a payroll for mercenaries 

hired by the city when required (usually 1 shard per 
household each tenday until the Lords repeal the tax) 

IW Uf WAll fill 
ltrr1 IIIH •Mil f !It 'I ' 
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T IN !\ n U'l 

It r.Hnl ttlatillt.\ ~~ tlw Sli(H 1101 111,\IHH'r ol <'. pcri<'IH'i llg 
th 1(~ a11d all its Hpl\'ndnl s. But II ou'w !'OIIH' willt 
·ouro\\n comt\HIH't', tht \\t'.tlhc1 is i11dcnl!'nt, or some 
~!herr •ason dr;\'l's you to ust• the ronds, the following 
are fa ts you ne •d to I now. 

EL 
\ aterde pi a city of broad bout vards that thrum with 
traffi . II da and well into the night, a bewildering me
te of wagon . carts, hor e and pony riders, carriages, 
buggie , hire-coa he , and Waterdeep's signature low
ering dray (furth r dis us ed below) surges through 
it major thoroughfare . Fortunately, most roads are 
flanked by paved sidewalks that give pedestrians plenty 
of pace, and most of the widest roads have raised di
vid r that allow an individual crossing a street a safe 
pace to tep out of the fray and wait for traffic to pass. 
The city's centuries-old layout dictates its trafTic pat

tern today. Waterdeep lies on a plateau adjacent to a 
long mountain that shields much of it from the sea. In 
the outhern third of the city, where the land slopes 
up from the harbor, the High Road and the Way of the 
Dragon are the two main south- north roads. These 
converge both at the Waymoot near the southern gate, 
and in the heart of the Trades Ward where the city is at 
its narrowest-bounded by Castle Waterdeep, high on 
a spur of the mountain, and the walls of the City of the 
Dead. The conjoined boulevard then splits to the north, 
continuing as the High Road, and to the west as a boule
vard called Waterdeep Way, heading toward the Palace 
ofWaterdeep (not to be confused with Waterdeep Cas
tle, which it passes hard by). In the middle of the city, six 
boulevards run north from Waterdeep Way, where they 
meet the road that encircles the Market. On the other 
side of the Market, five boulevards continue north. 

The aforementioned boulevards, along with the Street 
of the Singing Dolphin in the Sea Ward, are the major 
arteries of the city. Hire-coaches and drays can be most 
frequently found on those streets , and trafTic is at its 

. . tl en. Most otht r road in the city run 
111ost lwclw . :r·trell • ofth irdir ction,trafficel east 

''it but 1 < g, . se. 
loW< : , . lly 1, hcct1 and thu safer to c when· ts w·nu n ross. 

STREET SIGNS ' . ' 
tl Scrivcnt rs, en be , and Clerks' G .

1 
Thanks to 1 Ut d 

d 11as a remarkable custom of labeling its · Water eep . II 
d even many of 1ts a eyways and courts T streets, an . b d · he 

I d f J'dentification vanes y war and neighb met 10 o . or. 
d (. luding brass plates, carvmgs m stone anct hoo mc ' sten 

. . t d wooden signs), but street names are typ· · ctl-pam e . . . tcally 
. 1 d on the corners of bulldmgs at mtersectio dtsp aye ns, 

hl a dozen feet above ground. The name of th roug Y . e 
road you travel on w1ll be on _the wall nearest, While the 
name of the crossing road w1ll be around the corner. 

. . I Simply mgemous. 

LANDMARKS 

Proud Mount Waterdeep provides a useful landmark for 
general orientation. It stands st~rk a.cros.s the skyline 
to the west, its far slopes droppmg nght mto the sea. A 
spur of the mountain juts inland, and atop the eastern. 
most point of this spur stands Castle Waterdeep. If you 
can see these landmarks, it's relatively easy to orient 
yourself. The mountain peak looms over the southern 
third of the city near the port in the south. The City of 
the Dead lies opposite the northern ridge of Mount Wa. 
terdeep, which descends down to the Field of Triumph, 
the city's great coliseum. 

One of Waterdeep's titanic walking statues, no longer 
mobile, offers another way to orient yourself on a local 
scale. At nine stories tall, twice the height of any build
ings nearby, the Honorable Knight stands guard in a 
block of buildings between Snail Street and the Way of 
the Dragon. Positioned as it is nigh the place where four 
wards meet, you can use it to judge where you stand. !fit 
is south and west of your position, you are in the Trades 
Ward. North and west? The Southern Ward. South and 
east? The Castle Ward. North and east? You're in the 
Dock Ward. 
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such as the great oval road around tl 1\ •
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U 
are betng stgna e . atlure to take care . 1 yo . 'd b mtg ll result 

not onlY tn acct ent ut also arrest. 

DRAYS 
These towering vehi~les are, I believe, unique to Water-
deeP· I~vented by exiles ~rom L~ntan ~n the last century, 

draY 
1
s a long, glassed-m carnage w tth bench seat' 

a · dd' · 1 · mg that provtdes a tttona open-atr bench seating on its 
roof. The driver sits. at the level of the roof seating, pro
viding a vantage pomt to see over other traffic and make 
eye contact with other dray drivers. You can enter this 
contraption through the back whenever it s tops or slows 
down enough to make mounting the rear step safe. 

A fare taker stands at the back of the lower seating 
area to take your coin (typically 2 to 4 nibs). You can 
choose to ride inside or ascend the spiral stairway at 
the rear to ride atop the vehicle. Most drays run on the 
main north- south boulevards, but some circle the Mar
ket, and a few run along the smaller east- west roads 
in rough areas. Be warned that when the demand for 
drays is high- during rain or snow, or to get to or from 
an event at the Field of Triumph- conditions become 

crowded and perfect for pickpockets. 

HIRE-COACHES 
If you desire to travel in relative comfort and be the mas-
ter of your destination, simply give a spirited wave and 
shout to any hire-coach driver who has no passengers. 
Each of these handsome, two-wheeled black coaches 
comfortably seats two travelers (perhaps four if you're 
quite slim and very well acquainted), who ride facing the 
road ahead. The hire-coach's driver sits high and to the 
rear of the carriage, manipulating the horses by means 
of long reins and a short whip on a rod. The fare must 

.... 
be agreed upon and paid before the journey, but only 
rarely will the cost exceed a half-dozen shards . 

CARRIAGES 

... 

The well-to-do- or those who want to ride in luxury 
during a day out- can hire a full carriage, many of which 
are as finely outfitted as those owned by the nobility. Up 
to eight can take such a ride in silken comfort. Prices 
and services vary, but generally you agree to rent the 
carriage, the services of the driver, and any attendant 

servants or guards for a full day. 

TRAVEL IN WINTER 
The folk of Waterdeep often remain indoors in the 
colder months, particularly when it rains or snows. The 
flow of trade and travelers into the city slows to a trickle 
during winter, and as a result, traffic diminishes and 
drays and hire-coaches become more scarce. Fortu
nately, the Fellowship of Carters and Coachmen works 
with the Wheelwrights' Guild and the Wagon-makers' 
and Coach Builders' Guild to convert the drays and hire
coaches that do operate into sledges, so that some are 

available even in the worst weather. 



N BILITY 

\ hik ·ou n11ght l tH'ountn d .ul dtplon1.11s from 
)auntlgr m, satn1ps of· 11111, dllllll'sst s of lt•thyl, o1 

than fthl Northlanck1s til V\,llt ·rdt•t• p,lht' 11ohlt•s 
ou _r<", 11.' n ed to I nov .llmut .1n liH' t' lly's ow11. St·vt'll 
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th ira mpli ·hm •nt and hov the fit into th • w bs of 
' alth and patronage that govern nob\ s' a tivities so 
it i b and the p of a pam phi t this size to attempt 
to de rib their particulars. I can, how ver, endeavor 
to quip u with the tool to recognize nobility and to 
int ra t with the higher cia 

POTTING OBLE 

ability in Waterdeep ar granted the right to bear 
arms. In the legal ode of the city, this means not merely 
the ability to carry a weapon, but the right to retain up to 
seventy equipped soldiers. These soldiers always wear 
a house' colors and the house's "arms of grace"-a 
heraldic device often borne on a s hie ld, worn as a cloak 
pin, or affixed to a helmet. Others throughout the city, 
even foreign dignitaries, are permitted to retain only up 
to sixteen armed warriors, and laws against imperson
ating those in the employ of the nobility mean that other 
mercenaries and bodyguards most often dress plainly, 
so as not to be mistaken for the retinue of a noble . So 
your first clue that you might be in the company of a 
noble is the sight of a large numbe r of armed and uni
formed soldiers. 

Many nobles, particularly younger ones seeking 
entertainment, travel without an entourage of guards 
or only in the company of other nobles. In this case, 
you'll know you're in the presence of nobility because 
of the deference others give them. Follow suit, and you 
should be fine. 

Above all, be polite. Always address a known noble 
as "Lord" or "Lady." A short bow or a nod of the head to 
acknowledge a noble upon each meeting and parting is 

A WONDROUS PEOPLE 

Whenever you find yourself in a bustling city, you're likely 
to spot a wonderful variety offolk. You hear words in lan
guages utterly foreign to you, and you smell dishes both 
delectable and strange. Waterdeep is the ultimate city of 
such del ights, and before long, the alien thing becomes 
familiar to you , and the stranger becomes your frtend . 

The people ofWaterdeep are among the greates~ of its 
splendors. Fashion, comportment, love-these th1ngs 
are practiced with an art and a zest in the city uncommon 
elsewhere. Visit a festhall or festival and see for yourself! 
And don 't miss the cross-dressing performers who regale 
audiences with humor and song. Fabulous- that word 
doesn 't begin to describe it, especia lly when they enhance 
the merriment with magic. 

The city is also a haven for those who define for them-

1 h t ·t means to be a man or a woman , those who se ves w a I fi 
d d r as the gods do and those who rede ne transcen gen e ' · f · 

• 
1 

h they are What confidence! I never t1re o w1t-ent1re y w o · 1· 
. 't I have seen folk in Waterdeep whose lves are 

nesstng 1 · · 1 · h 11 . I than the marvels posslb e Wit spe s . more mag1ca 
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1 ave inOuence in nattons as dtstant as Cabrnsha ny 
1 h t· h . nand ormyr. Be assured t at any s tg ttng of a nobte . 

'l r . Wtll n be forgotten or east y torgtven. ot 
If you're not certain whether someone is a nobt 

"S " th e, ad. dress the gentleman as aer or e gentlewom 
"N · h ' ll · ff an as "Goodwoman. ett er w1 gJVe o ense, and gen 

. . eralty 
noble will pohtely correct you as to thetr actual titt a 

e. 

NOBLES AND PATRONAGE 

Nobles in Waterdeep are patrons of and investors i 
. h . d b nau manner of businesses 111 t e c1ty an a road, as Welt 

as the many expressions of the arts. They spend coin 
to fund celebrations, contests at the _Field of Triumph, 
upkeep at the city's temples and shnnes, civic project 
guild events, and charitable actions such as burial of :h 
unknown dead. Their motives are manifold, but their a;. 
tions-no matter the reason-earn them loyalty and high 
regard from those who benefit from their largesse. 

Seeking patronage from a noble without having been 
introduced to that person is considered an insult, so you 
must first befriend someone in a noble's employ or circle 
of influence. Doing so is no guarantee of ultimate suc
cess; much time and coin can be wasted trying to curry 
favor with an acquaintance of a noble who turns out to 
be unscrupulous or of little help for some other reason. 
My advice is to do something deserving of attention, 
whatever your vocation, and someone from the noble 
families of Waterdeep will eventually show an interest. 

KNOW A NOBLE ' S BUSINESS 

In the words of that quarrelsome acquaintance of mine 
from the Dales, "Before you strut your stuff in the 
chickens' preening circle, get to know the other cocks 
first." This colorful aphorism applies well to the affairs 
of nobility, because when you have interaction with a . 
noble , you are at the same time dealing with one's enttre 
family- as well as a network of business associates and 
allies. That situation can put you in a troublesome spot 
if you are unaware of the noble's connections. 

GUILDS AND GUILD LAW 

No aspect of life in Waterdeep goes untouched by at 
least one of its more than forty guilds. Virtually eve~i 
profession has an associated guild, and there's bar y 
a citizen of the c ity who doesn't be long to one or more 
guilds, or doesn't work for someone who does. As a run 
visitor to Waterdeep, you need to know this, lest ~o~he 
afoul of "Guild Law." Guild Law isn't technicallY 10. the 
I 1 foned 10 
ega code of Wate rdeep, but guilds are men 1 hairoo 

oldest surviving legal documents-penned by Ah~ bY 
himself- and the rules of Guild Law are respecte 
wise city folk. 
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G V tch and the magt ter . If 'OU flout a guilt' , 
't\' \ a ( s I lei 

0. ·ou can e:pect not only public corn but 1 
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d~ it from enforcers o t e a\\, In addition, man , guild 
11sve their 0wn codes of accu ntion, trial, and punish 

tta t such as: 
fllen' 

A member of the Bak:rs' Guild' •ho sc lls bnwl baked 
· . the wrong shape wt\1 be drench d w11h w,11 ·rand 

10 t d in his own flour. 
~ae , . 
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kling a member of the Jesters Glllld will result in 
pee b . . d • offending party etng Jeere at in public by no less 
the r

0
ur guild members for a period of four days 

than I' • • • 
A ship that unloads tts cargo w1thout due obser-

, nYce or aid by the Guild ofWatermen shall have its 
van . 

go seized or thrown tnto the harbor. 
car 
ManY guilds have codes that entwine each other, 
mplicating matters even more for the outsider. In 

coeverwinter. if you want to con~truct a building, you 
. ply purchase the land and h1re workers to build it. 

sl!11 S , M In Waterdeep, the urveyors , ap-, and Chart-makers' 
Guild must first be consulted upon designation of the 
tat then brought in to draw or approve the construction 

Pia~ . The Cellarers' and Plumbers' Guild must then 
~lear and prepare the site, only after which will you be 
able to hire members of the Carpenters', Roofers', and 
Plaisterers' Guild to erect the structure. 

Moreover, the work will not be complete until mem
bers of the Guild of Fine Carvers and the Guild of Stone-

WATEROEEP /I.T NiGHT 

t ullt 1 , M 1~on , l'ottt·r , nrul I ilt JJt.tk< r d< rgn nud 
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ns' (, uild tllt tsl ht t alkd upon ,tgain to do tlt:tl work. 
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1:d lo 
hire llH'mbcr'i of tht Gui ld of Glassl>lowt·rs, (,l;tr.t< rs, 

and S pcclack makers. 
If you do business inthr uty as anyt hing other than a 

purchaser of goods and service<;, I s trongly advise you 
to seek out a local solicitor and pay to be guided through 
the process. No guild of solicitors exists, so be surr your 
choice comes highly recommended by individuals you 
can trust. To learn the peculiarities of any guild's rules, 
consult someone on duty at the guild headquarters or 

ask a senior guild member. . 
All that said, working at a guild-related professiOn . 

without being a member of that guild isn't i!leg.al. Gwld 
members have no lawful recourse to interfere tn the 
business of someone who chooses to not join the organi
zation. But if you practice a trade or operate a business 
without becoming a member of the appropriate guild, 
word spreads, and you'll find that your coin isn't goo~ 
for purchasing the goods or services of anyone who IS a 
guild member. Since that group includes virtually every
one who sells the necessities of life or offers shelter for a 
fee, the benefits of joining a guild swiftly become appar
ent to those who procrastinate in this regard. 
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SPEAK LIKE A NATIVE 

The many idioms and slang expressions ofWaterdavian s 
would take a whole book to explore, but here I explain a 
few that might otherwise mystify. 

"Dabbler but no master" and " No mastery blazing forth" 
These idioms trace their origin to Ahghairon , who early 
on tn his studies of magic humbly said, "I am no wizard . I 
am a dabbler but no master of magic; it seems no mastery 
burns within me." Both now serve as expressions offalse 
modesty applied to any skill or craft, not just magic use . 

"Sharpjaws," "fastfists," "bullyblades," and "alleyblades" 
Those who boast of martial skill but who shrink from 
violence or lack real ability are "sharpjaws." In sharp 
contrast are Waterdeep's "fastfists" (any lout easily pro
voked to violence), "bullyblades" (battle-hardened mer
cenaries hired as muscle), and "alleyblades " (muggers 
and thieves). 

"Longride" and "Last ride" 
To a caravan merchant, a drover, or a farmer from the 
lands around Waterdeep, as well as any Waterdavian who 
rides for sport, recreation, hunting, or falconry, the late 
afternoon is "lon gride," and dusk is " last ride ." 

"Which the greater thief?" 
Tuezaera Hallowhand was a famous "lone cat" thief ofWa
terdeep in the 1200s DR, who di sappeared suddenly and is 
thought to have come to a violent end. She once robbed a 
wizard and wrote this on his wall with a fingertip dipped in 
his favorite red wine: "I take things. You take freedom with 
your spells. Which of us is the greater thief?" Waterdavians 
now use this phrase in argument with one another over all 
kinds of matters when comparing wrongs done. 

" Doth thy mirror crack?" or "Hurl but think not?" or "Take 
but not count cost? Be nothing, then!" 
Laeral Silverhand, then the Lady Mage ofWaterdeep when 
she was married to Khelben "Biackstaff" Arunsun , once 
publicly rebuked an overambitious wizard of the Watchful 
Order of Magists and Protectors thusly: " If I hurl spells 
but think not of consequences, I am nothing. If I take lives 
but count not the cost, I am nothing. If I steal in the night 
and see not the faces of the devastated come the next 
morning, I am nothing. If I make decrees like a ruler but 
undertake none of the other responsibilities of the throne 
1 am nothing. And if I do all these things in the name of ' 
the Watchful Order, I am less than nothing. Doth thy mir
ror crack?" 

These scornful words are remembered and used almost 
daily in Waterdeep even a century later. 
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lass and wealth . Yet not 1111g dnvcs rcs1den t ns of c c • s to id 
with their wards as much as fcsttvals and spo entify 
every race and parade in the city features a c:t. Ne~rly 
between wards_ as part of the festivities. On su:~t•tion 
homes and busmesses fly the colors of the ir w ays, 

d 
. . a~s 

trot out their mascots, an stng rousmg songs th ' 
ebrate where they live. If you stay in the city fo at Cel-

. r even 
month, you're sure to see some vers10n of this dis a 

•'t ~~ civic sptn · 

SEA WARD 

The Sea Ward stands proud on the high ground ab 
Mount Waterdeep's sunset shadow. The rich and thove 
powerful (or those who wish you to think such of the 

h ) 'd . em, 
and can afford t e rent rest e or run the1r businesses 
here. When the warlords and pirates of early Waters 
Deep gained enough gold, they built fortresses on what 
used to be fields of grass tousled by sea wind. You can 
still see the remains of some of those old castles incor
porated into the palatial homes of the noble fami lies that 
dwell in the Sea Ward. For the best all-around view of 
the glitte ring homes enshrouded by garden walls, go to 
where Diamond Street and Delzorin Street cross, nigh 
to Mystra's House of Wonder, and simply spin in a circle. 

Blue and gold are the Sea Ward's colors in competi
tions, and the ward's mascot is the sea lion- a fanciful 
combination of fish and feline. There's a persistent but 
patently false legend that the famous Lion Gate at the 
Field of Triumph is the gaping maw of a sea lion. The 
architectural designs for the gates show this to be false, 
howeve r, and they can be viewed in the Map House- the 
guildhall of the Surveyors', Map-, and Chart-makers' 
Guild in the Castle Ward. 

Must-see locations in the Sea Ward begin, of course, 
with the Field of Triumph, but just across the street is 
the no less remarkable House of Heroes-the largest 
temple in the city. Dedicated to Tempus, its many grand 
halls cele brate the city's champions of both battle and 
s port. The winners of ward competitions are paraded 
here a fter their victories, often carried on shoulder~ 0!t 
passed from hand to hand over the heads of a crow · 
is a sight you shouldn't miss. . 

Yc h w d This•s ou s ould also visit the House of on er. ods of 
surely the most s plendid temple dedicated to the g _ 

. . f course 
mag•c- with Mystra foremost among them, 0 ·1s 
· II h d wn to• 
Ill a t e world. Although your eye will be ra . Jays. 
ornate towers, brilliant mosaics and magical d•sP 1en-
l k ' ·d the os 
oo also for the humble violets growing am• f orite. 
taf Th h · on's av •on. ese delicate flowers were Ahg air fhifll· 
and they are planted about the temple in memorY 

0 



Two other temples in the ward are as impressive, but 
in different ways. The beauteous House of the Moon has 
the tallest tower of any temple in the city, rising some 
seventy-five feet above the street. At its top, priests of 
Seh1ne ba k in the light of the moon in all seasons. The 
House oflnspired Hands, dedicated to Gond, presents 
an altogether less peaceful experience. Here, all the 
great innovative minds of the city invent and experiment, 
attempting to create everything from flying machines 
to stronger door hinges. But don't expect a museum of 
marvels such as can be found in Baldur's Gate. At this 
site, ''wor hip is work," as anyone at the temple is liable 
to tell you. 
If you're looking for some good fortune, you should 
urely visit the Tower of Luck, a temple complex dedi

cated to Tymora. The "tower" in question is actually a 
many-pillared atrium ingeniously roofed over with glass. 
Beneath the roof, a bronze sculpture of a diminutive 
Tymora, depicted a a laughing young girl, appears to be 
leaping from the very top of an astounding fountain. To 
pay your re pects and make a wish, you come around to 
~~: fou~tain on a ':alkway and toss your coin .to Tymora. 
. nagmg to land 1t in her outstretched hand IS a sure 
tgn of her favor. 
If You need to refresh yourself during your travels, 

0~ Perhap to primp before an important meeting or a 
~tght out, vi it une' faithful at the Temple of Beauty. 
/ marbled public baths and mirrored alon are open 
rom before dawn to after dusk. There' no fee for these 

services, or for the advice and aid of the temple's many 
pleasant attendants, but donations are encouraged. 

Two parks in the Sea Ward might also be worth your 
time. The Shrines to ature, just a block away from the 
Tower of Luck, are resplendent gardens dedicated to na
ture gods like Mielikki and Silvanus. The park is closed 
to all except residents of the Sea Ward. Yet from beyond 
the iron fence that surrounds it, you can catch glimpses 
of the superb shrines, statues, and fountains within. The 
Heroes' Garden is the only green space in the city that 
is open to the public besides the City of the Dead, but it 
is tucked away so far to the north in the Sea Ward that it 
gets few visitors- which is a pity, since the fine statuary 
in this lush garden portrays many of the figures import
ant to the city's history. 

I hesitate to mention a last location in the Sea Ward, 
and I will not reveal where to find it, for reasons that 
will soon become apparent. There is a house in the Sea 
Ward without windows or doors. You can't see it from 
the street, and those who live near it will not speak of it 
to others. You'll know you are near it when you see blue 
tiles on the streets and walls leading into an alley that 
passes under the surrounding buildings. At night, these 
tiles glimmer dimly with the blue light of fox fire. More 
than one route leads into the Blue Alley, as this place is 
known, but there are precious few ways out. Most who 
enter don't come back. If you see blue tiles, turn around 
and walk away before it is too late. 
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im ting.nndchtrsentct . I Itt•\ •In <'.trhwenlthy 
'11 ugh to tmplo) a sc n .1111 or t ;,.o, 01 t twy cnd\'avor to 
app ar as surh 

Forth best pcncncc intlw North Ward, go ther • 
ju t b for da\ n, bu a broadsheet, and settle in at a 

aC with a vi w of th ·treet. Watch as th ward comes 
qui tl to life around you. t fir t, it will b o silent 
that ou'll b abl to hear the resident a treet over who 
op n her a h for fresh air and clear her throat. Then 
the bird ong will begin, and hortly thereafter, you'll 
hear and then ee the drays arriving with servants. 
These aren't the live-in taff u ed by noble houses, but 
people hired to come and work for a day. Most of them 
come from less affluent parts of the city, arriving with 
the tools of their trade and outfitted in their customary 
garb: launderers and cooks in white, chimney sweeps 
and hou ecleaners in black, valets and child-minders in 
gray, gardeners in green, and tutors in blue. 

As these ervants spread out to knock on doors and 
begin their work, the residents of the ward take their ex
its, parting fondly with spouses and children, their foot
steps tramping along the sidewalks or taking them into 
rattling hire-coaches. In the span of just an hour, the 

orth Ward comes to noisy life and then settles again 
into quiescence, until later in the day when the process 
reverses itself, as residents return from work and ser
vants leave. 

The liveliest, and perhaps the loveliest, part of the 
ward is the Cliffwatch. Here, the plateau upon which 
Waterdeep sits features cliffs so steep and high that the 
city wall is interrupted to either side of them. Some of 

MAJOR TEMPLES OF WATERDEEP 

Deity or Deities Temple Name Location 

All deities Holyhands House North Ward 

All elven de ities Temple of the Seldarine Castle Ward 

Gond House of Inspired Sea Ward 

Hands 

Helm Helm 's Hall Southern Ward 

II mater Hospice of St. North Ward 

Laupsenn 

Lathander Spires of the Morning Castle Ward 

Mielikki, Silvanus Shrines of Nature Sea Ward 

Mystra House of Wonder Sea Ward 

Oghma Font of Knowledge Castle Ward 

SeiOne Tower of the Moon Sea Ward 

Sune Temple of Beauty Sea Ward 

Tempus House of Heroes Sea Ward 

Tymora Tower of Luck Castle Ward 

Tyr Halls of Justice Castle Ward 

Umberlee The Queenspire Beach 
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CASTLE WARD 

Tl Castle Ward is the heart and mind of Waterdee . 
1e . , .1. f P.tf 

not its soul. It houses the ctty s mt ttary orces, courts, 
ment and the Market-the largest market sq govern • ttare 

of any city in the North. It encompasses the City Navy's 
docks in the Great Harbo: and all of Mount Waterdeep, 
and it is home to six walkmg statues, numerous temples 

d many other landmarks. ' 
anC tle Waterdeep stands above the city on a great 

as h . . 
bluff that extends out from t e mountam, tts towers 
soaring hundreds of feet into the sky. It ~urprises many 
to learn that this isn't where Waterdeep s rulers reside, 
nor from where the city is governed. Th~ castle was and 
is a redoubt of last defense should the ctty be attacked, 
but for well over a century, the ruler of Waterdeep has 
occupied the Palace of Waterdeep-also known as Pier. 
geiron's Palace, and still called that by elderly and long. 
lived citizens (including many elves). 

Though not quite as large as the castle, the palace is 
far more comfortable and lavishly decorated, with many 
halls used by government officials, guildmasters, and 
nobles for meetings and court proceedings. If you have 
reason to be invited (not compelled, I should hope!) to 
meet with the Masked Lords or the Open Lord of Water
deep, it will likely take place in the audience chamber of 
the palace. There, you can witness the ancient and hum
ble throne that Ahghairon first sat upon so long ago. 

Many other buildings in the ward are given over to city 
business, including several courts for magisters and the 
barracks of the City Guard. So many of the ward's struc· 
tures are offices and meeting halls for business owners, 
solicitors, publishers, and the like that the Castle Ward 
has the smallest resident population of all the wards. 

Many landmarks of interest are found in this war? 
aside from the six walking statues (discussed later 10 

this chapbook). You could hardly see them all in a day, 
but the following are highly recommended. . e 

Blackstaff Tower is a squat black blot in the otherwk15 

· h b too· pretty ward. Humble though the edifice mtg t e, 
1
. g 

. . . sy~m mg at the place for too long can gtve you a quea ·r 
. h d !most as I and the sense that you are bemg watc e -a 

. d thful eye the tower ttself has turned an unseen an wra d 
upon you. Perhaps you think this fanciful. Well, go an 
try it yourself! a-

On the opposite end of the mountain, close to thel·ke 
r tress- I val Harbor, stands Mirt's Mansion. Once a 1or 

'th more and glowering tower, it has been upgraded Wl f .
15 

delicate fashions of architecture since the return ° 1 

long-absent owner. 



. tha quit ahi t r withDu 111 • 
~\If l "' ·ln, tht 1 . • y ,,·ning Porta · J' th r th ll 11 0 PIH'Ior ot 

thel~a the ntran tolnd rm ult\tnd dtlllo"tht 
\'el· ' 11 Ill \ 'H I \ da .. \ att rd p u d to thr lW • • Ho\ •11 in 
tde!l d' crltnln·tl · o, Jl, leaving them to 1 horribl 111 Und ' 111 tht 

\\e 011 . Durnan and Mirt nt r cl tl 
1
1 1110111ltntn' 

dtJ0ge . l{ l un 
. 0, n free wtll and not on I th 11 b on~ uf 

the1f ' , lllll\u I 
d 

11 
with trea ur . Both ust d 111 fit t lilt t 

I~ e but they eventuall ·part d \ •n, Ml~ 
1
1L nd th ir 

11ves. . • II t ept · 1 rfe of adventure, whtl Durnan built th 
1 

on WI( 1 

g 1 awning Portal O\' r th W II and n c ~l\l'trn called 
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The glonou ptres of the Morning, dect1cated to 

L thander, is one of\ aterdeep' mo t beaut'f 1 a . . 1 d . h' 1 u tem 
les But it 1 nva e m t 1 ward by the 'Ben1 1 f p · . P eo the 
eldarine, ded1cated to all the elf gods. The journey 

through Mount Melody Walk, a tunnel cut through 
Mount Waterd~ep , to New Olamn's academy of music 

nd other arts ts a wondrous daytime excur io Th a . n. e 
Market offers a :-'tld array of ights, mells, and sounds 
in which folk mtght lose themselves for a tenday. The 
Font of Knowledge is a temple to Oghma, yes, but also 
the city's largest ~ublic library. Titles written throughout 
the ages can be vtewed here-under the watchful eyes of 
the temple's priests. In short (if I can claim this section 
of the enchiridion to be such), the Castle Ward offers far 
too many splendors to list them all here. 

THE STATELY, CLEAN, AND WELL·DEFENDED (ASTLE WIIRD 

.. IRAn is WARD 

~hopptng, shopping, r;hopping galore I Or rat in~, r,at 
mg, cat111gl Or drinkmg, dnuking, drinkin~l Or lavish 
accommodations, or fmc art, or lr gendary p(.lrfir <,! 'J he~ 
~ark t in the Castle Ward is the largest market square; 
111 the city, but the Trades Ward is like a market town in 
itself and is easily thrice the Market's size. 

This ward bustles day and night with activity, both on 
the street and on balcony walkways that run the length 
of blocks and are sometimes layered five stories high. 
Shop signs appear to leap out from buildings, whose 
sides are plastered with advertisements all vying for the 
attention of the eye. Glove shops, shoe shops, jewelry 
stores, perfumeries, flower shops, cake shops, taverns, 
cafes, tea shops, inns, row houses, boarding schools, 
offices, dance academies, grocers, pottery stores, armor 
vendors- as long as it's not illegal, you can find it in the 
Trades Ward. But if you are looking for something ille· 
gal, the Trades Ward is likely the place to get that too. 
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' ' . f b' ts romP -on tru tion that deptct all sorts o su ~ec 

1 1 and abstrac onage of note, to dragons, to comp ex 
lattices- all represented as fantastical candles. Wh 't 

· 1 C rt of the 1 e Magic users should be wary m t le ou . 
· a for ltve-Bull. Long ago, this plaza was a grazmg are Th 

stock including an albino calf that was born here. . ed 
' h' h thnve calf' owner built the White Bull Tavern, w IC , 

on the pot for years and gave the area its name. You ll 
not find the tavern now, though. It vanished, utterly 
de troyed during an infamous spell battle between th~ 
archmage Thongalar the Mighty and the evil mage ~htle 
Rauretilar and his apprentices. In the storm of magtc 
that touched down here, Shile and his apprentices all 
perished and the fabric of the Weave was rent, such 
that Azuth, god of wizards, was forced to appear and 
set things right. He is said to have stitched reality and 
the Weave back together, but a wrinkle in the fabric re
mains. To this day, magic brought to bear in the Court 
of the White Bull sometimes goes awry, and the use of 
magic items and spells is forbidden in the area. 

The Trades Ward uses green and purple as its colors, 
and its mascot is the mimic. This tradition supposedly 
arose because when mascots were first chosen, the 
Trades Ward took a chest of gold as its own-and was 
roundly mocked by citizens of other wards for not pick
ing a creature. Now, every four years, the ward reveals 
a new object for its mascot, declaring it to be the mimic. 
The nature of the object is subject to much speculation 
and rumor until its unveiling. For months afterward, 
the object becomes the source of practical jokes in 
Waterdeep. Rock gnomes and wizards cause illusory 
mouths to lunge from real versions of the object, arti
sans craft beautiful fakes out of cake or paper that are 
easily cr~~hed when assumed to be real, and so on. As 
of the wntmg of this enchiridion, the current . . . 
a tankard. mtmtc IS 

SOUTHERN WARD 

It is called the Southern Ward not the S -th W 
d . ' ou ard Wa ter avtans are peculiar about this a d 'f . . · -
f · · ' n 1 you tnstst on re ernng to tt as the South Ward expect t b 

or thought a fool. The name deri~es not o ~ corrected 
southerly location in the city, but from thmere y from its 
who settled in this district as the c·t e southerners 
ward still hosts most of the travel' I Y grew. Today, the 
· · h . tng merchants wh vtS!t t e ctty, and is made up of m 
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d . . any enc aves bl k an streets pnmanly occupied b . . ' oc s, 
h . Y Citizens who t t etr ancestry to other realms. race 
One can indulge in the finest half} ' f 

the best singers of Calishite mus· 1ng ood here, enjoy 
tc, and examine the 
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N t a landmark as such, but surely a sight that 
be s~en, is the Moon Sphere.' This isn't a structur~Ust 
b t an event that occurs durmg every full moon h 
a ~lowing, spherical field o: blue light appears i~ ~heen 

are known as the Dancmg Court. Any creatu 
~ ~fu 
enter the sphere find that they can fly about inside it ·u at 
by willing themselves to do so. For centuries, Water~ast 
vians have used these supernatural events to develop~ 
unique flying style of dance-but amateur enthusia t 

. d s s aren't welcome, except on certam aylight appearances 
of the full moon. 

Even when the full moon isn't out, the Dancing Co 
f h d. urt 

is worth visiting because o t e a Jacent festhall, the 
Jade Dancer. During appearances of the Moon Sphere 
people sometimes daringly leap into the field of magic ' 
from the balconies of this three-story tavern, dance hall 
and inn. But the festhall takes its name from a peculiar ' 
dancer within it rather than those in the court outside. 
The "Jade Dancer" is an eight-foot-tall jade statue of 
a woman that magically animates and dances for pa
trons-and on occasion serves as a bouncer. Elminster 
has informed me that despite its dexterity and seem
ingly fragile beauty, the jade Dancer is as puissant as a 
stone golem. So enjoy the show, but don't get too rowdy. 

DocK WARD 

The Dock Ward was long considered the most danger
ous district in the city, but the Field Ward has since 
taken that title. I don't doubt the residents of the Dock 
Ward are glad of it, for in some respects this area has 
never truly deserved its bad reputation. 

Yes, aside from the Field Ward, this is the area where 
most of Waterdeep's poor reside. Yes, it is home to some 
of the least literate people in the city. Yes, most of its 
taverns are inhabited by habitual drinkers, and far too. 
many inns charge by the hour. But all must concede thts: 
the residents of the Dock Ward often work the hardest 
whil 1' · 

e Ivmg under the harshest conditions. 
Warehouses, poorhouses and tenements dominate 

much of th S ' d 
e area. treets are steep throughout. an 

few have s 1 . d · ng 
h pace a ongside for pedestrians. Wan en 

t rough th d :thoU! . e War can be a bewildering journey wt a gutde E · . · r 
h . · xcept 111 the Immediate vicinity of the pte · 

s op stgns and advertising of any kind are rare. and 
Warehouses d h ign 
at 11 y, . an ot er businesses often have no 
rea · ou etther know where you are going and ha,e w 

asontobeth . 
1 

r ~ 
Pick ere-or you are lost. and a hke m 

Pockets or worse. 



(lTV OF THE DEAD 

Streetlamps don't fare well in the Dock Ward. Their 
candles, oils, and glass are too regularly stolen or 
smashed. The Guild of Chandlers and Lamplighters 
makes a halfhearted attempt to repair the streetlamps 
at the start of each season, but for most of the year, lo
cals are forced to carry their own light when traveling 
these streets at night. 

The colors of the Dock Ward are burgundy and or
ange, and its mascot is a swordfish that has always been 
depicted as green for reasons lost to time. The folk of 
the Dock Ward take competition seriously, and they fre
quently draft their champions from the rough-and-tum
ble sailors who come to the city. (Some say they draft 
pirates, but that is pure slander.) Frequent complaints 
arise that these women and men are more citizens of 
the sea than of the Dock Ward itself. But if they register 
With a magister and pay taxes, they are as welcome to 
compete as any long-term resident of Waterdeep. 

Cny OF THE DEAD 
----.:_::_: -------
1 could write a book about the City of the Dead. It is such 
a fascinating place, filled with so much history and so 
~any stories. But alas there would be few buyers for 
voJ ' ' 

. 
0 s Guide to the City of the Dead, since it would be 

of tnt . . 
erest mainly to Waterdavians- and the toptc IS one 

about Which they are already intimately knowledgeable. 
The City of the Dead is no drab cemetery. It is a great 

Park of grassy hills, tended flower beds, artfully placed 

• 

clusters of trees and bushes, beautiful sculptures, 
astounding architecture, and gravel paths that wend 
intriguingly through it all. Long ago, Waterdavians 
largely abandoned the practice of burying their dead, 
instead entombing them in mausoleums. For centuries, 
the major mausoleums here have each been connected 
to an extradimensional space where the dead are taken, 
mourned, and interred. 

Those who can afford it memorialize the departed 
with sculptures, making the City of the Dead an open
air museum that features some of the most stunning, 
haunting, mournful , and downright eerie statues ever 
crafted in marble or bronze. Nobles and wealthy mer
chants have competed to erect the grandest markers for 
their dead, leading to a wide variety of styles and con
cepts created by artists at the height of their skills. 

One of the cemetery's most impressive attraction is 
the Warriors' Monument. This intricate, sixty-foot-high 
sculpture depicts a circle of women and men striking 
down trolls, orcs, hobgoblins, bugbears, and barbarians, 
all of which are falling backward and outward around 
the warriors. Above all of them, a flying griffon rider 
spears a skeletal knight whose breastplate bears the 
symbol of Myrkul, god of the dead. But this statue is also 
a fountain , and the wounds on these combatants gush 
water! Don't try to imagine it- just go see it. And see it 
as Waterdavians do: pack a midday feast, have a picnic, 
and then take a stroll through the beauty of the place. 
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from \,lrinns calamities settkd then• aftt•t notll<'ing 
allo\\ d into th ·tit. 's ' calth) nortlwm neighborhoods, 
the ar a has gro\\ n up into a lawless town of it own. 

Th ugh not an oft\ ial ward of the city, the Field Ward 
L ommonly r fcrrcd to a one. The Watch doesn't 
patrol thi area, however, and many crimes go uninvesti
gated. The ity Guard oversees th Field Ward from the 
' all around it, but its m mber get involved only when 
folk moving into or out of the city are threatened. 

The area is a muddy mess, populated by the poorest 
people and tho e who take advantage of those folks' 
de peration. It has no sewer system and isn't served by 
the Dung weeper ' Guild-a fact that will be quite evi
dent to your no e if you venture here. I don't recommend 
that you spend any more time here than it takes to pass 
through from one gate to the next. 

The Guild of Butchers operates several slaughter
houses, smokehouses, and leather-making facilities in 
the area-noisome operations that have been pushed 
out of the city proper. A word to the wise: being friendly 
with a burly fellow who is good with a knife is one of 
your best defenses in the Field Ward. The other place 
you might solicit aid is Endshift Tavern, a popular stop 
for off-duty members of the City Guard, situated on the 
corner of Endshift Street and the Breezeway. Though 
the guards might not be inclined to assist you, your sta
tus as a visitor to Waterdeep technically obliges them to 
help you reach the city proper in safety. 

THE WONDERS OF THE WAYMOOT 

The place where the High Road and the Way of the Dragon 
meet in the south of the city is called the Waymoot. At 
the center of the crossroads, a high signpost stands with 
hanging arrows pointing toward the harbor and each of the 
city gates. Created by the Watchful Order of Magists and 
Protectors and funded by local merchants, the signpost 
magically directs travelers to well-known distant locations 
when the names of those locations are spoken into a crys
tal on the post. The magic of the Waymoot writes the desti
nation onto the proper arrow of the signpost and indicates 
its distance from Waterdeep in miles . Folk are thereby sent 
out of the harbor or the appropriate gate leading north, 
east, or south, depending on their destination . 

Unfortunately for newcomers, the Waymoot is of no use 
whatsoever in finding locations within Waterdeep. You will, 
however, find a number of enterprising individuals near 
the crossroads who take advantage of this fact to offer 
their services as city guides. Though some reputable mem
bers of this cadre will guide you true for a fair fee, plenty of 
citizens with nothing to lose or gain by doing so will also 
readily set you on the right course if you're simply polite. 
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t te where its members conduct busmess in an es a over 
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If you visit this area, I recommend the Snobeed!e 0~ 
h rd and Meadery, owned and run by the Snobeect! · 

~a~flings. They have a delightful drinking hall and a e 

hop sized for larger patrons, and you can pick Your 
s own 
fruit when it is in season. 

UNDERMOUNTAIN 

Tales of this legendary dungeon below Waterdeep are 
told well by many in the city, but I'll provide you with the 
basic truths here. 

Beneath the plateau of Waterdeep lies the largest 
and deepest dungeon in the world. It sprawls out under 
the city, said to plunge as many as twenty levels deep. 
The Melairkyn dwarves first excavated the tunnels 
that would become Undermountain, and the drow are 
said to have dug their own tunnels up from below. All 
were claimed, altered, and expanded by the mad wiz
ard Halaster and his apprentices-who are believed to 
dwell in the dungeons to this day. What drove them deep 
into the earth remains a mystery, but Undermountain's 
allure is a siren song that still draws many. If you want 
to see adventurers descend into the depths, or perhaps 
glimpse some returning with wondrous treasures, visit 
the Yawning Portal in the Castle Ward. 

THE CITY's SPLENDORS 
A description of each of the features that cause Water
deep to be called the City of Splendors would require a 
library's worth of paper. This chapbook can't hope to en· 
compass them all, no matter its author's expertise with 
a quill. However, I shall endeavor to enlighten you about 
several sights that have not been mentioned earlier, and 
to expand upon some previously covered. 

AMENITIES 

You'll find no city on the Sword Coast or in all the North 
half as civilized as Waterdeep. It's not just the Jaw of the 
land that makes this so, but also the comforts that life 
here provides. 

In most other towns and cities, you'll start with an 
early-morning stumble on the stairs as you carry your 
night soil down to deposit it outside. But in Waterdeep. 
many buildings are connected directly to the sewer~ 
Public facilities for those out and about can be foun 
all around the Market and the Field of Triumph. and 



GR IFFON CAVALRY O N PAT RO L 

near the largest city squares. In places without ready 
access to sewers or public outhouses, members of the 
Dungsweepers' Guild make multiple rounds each day, 
collecting urine and excrement separately-for use in 
industry and agriculture, respectively. Take comfort that 
in Waterdeep, you'll always find a pot to piss in. 

Also notice how clean the streets are kept. This up
keep is due in large part to the hard work of the Dung
sweepers' Guild. Dungsweepers can be seen working 
their brooms and carts at every hour of the day- and for 
~few hours after dark-all over the city, removing not 
Just animal dung but other refuse. This service is free to 
all, paid for by taxes rendered to the city- although an 
egregious amount of trash left for pickup does result in a 
separate bill from the guild. 
d Another amenity soon appreciated by visitors is Water
~ep's water system. With public fountains and wells all 

~ out the city, clean water is plentiful. Many buildings 
ave pumps of their own to draw water from the local 

s~pply, and some even possess taps that pour out water 
Wtth th · 
S
.bl e twist of a knob. This convenience is made pos-
1 e by th · th C e Inventiveness of the Gondar, the industry of 

We ellarers' and Plumbers' Guild, and the magic that 
aterdee . h . W PIn ented from the Illefarni elves. 

illu a~erdeep is also a city of light. Continual flame spells 
Pa rnt mate many signs and streetlamps in the wealthier 

r s of th · La r e City. Elsewhere, the Guild of Chandlers and 
rnp Ighters keeps the streets lit (excepting the Field 

Ward and the most dangerous areas of the Dock Ward). 
Not only that, but hundreds of driftglobes bob about the 
City of the Dead at night, departing to float over the rest 
of the city each morning. Such is not typical behavior for 
driftglobes, I assure you! 

Lastly, no city in the world is as literate as Waterdeep. 
Oghma's priests from the Font of Knowledge offer free 
instruction in reading to all who desire it, and the city 
has over thirty publishers of broadsheets in addition to 
chapbook printers and book publishers. Large paper ad
vertisements are plastered onto alley walls, and smaller 
ones are passed out by those hired by businesses to 
trumpet their services. Printed menus can be found 
posted in the windows of most eateries and are handed 
out to those who dine within. Admittedly, you'll see 1 ss 
reading material in the Dock Ward and the Field Ward 
but this fact is notable on ly because of its pr pond ran' 
e lsewhere. 

THE GRIFFON CAVALRY 

Waterdee~ doesn't have th fabl d flying ship 
ruaa,_ but Itfd1oesC~eploy an aerial d f n for . Brav 
warnors o t 1e Ity Guard light out from th p 1 . a <top 
Aene atop Mount Waterd ep, riding f ar om griffon 
that have been bred and train d for that p 

f h 
. . . . urpo . Each 

o t enders IS equ ipped with a riw'- offc tl c . 1 s ~l~Jaffi~-
not mere y to prev nt d:ath from mi hap, but to allow 
them to perform stunnmg feats of aerial b . aero attcs. 
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iiH past lht: dang r, th fr •c falltn~ riders then suddl'nly 
hnlt in th air, drifting lilt fcnth •r untilthl'ir griffon 
ompani n ' '\ oop in and th y regain th ir saddl · 

Working in cone rt v ith on another in this fashion, 
mernb r of th riff on avalry can rapidly eliminate 
an · lhr at to th city- and even catch the body of the 
o~ nd r befor it hit the rooftops below. 

Rid r of the Griffon Cavalry are trained to stay above 
the rooftop , not because they fear crashing into towers 
and weather vanes, but because the smell of so much 
hor eftesh in the street below can sometimes drive 
their griffons into a frenzy. 

ThE WALKING STATUES 
------

Over a century ago, just one of these eight behemoth 
tatues tood visible at the northern foot of Mount Wa

terdeep, on a bluff called Gull Leap. Ninety feet tall, it 
re embled a bald human staring out to sea. Later events 
(di cu ed below) caused it to be transformed into the 
statue known today as the Sahuagin Humbled. 

When the Spellplague gripped Waterdeep in 1385 
DR, six more walking statues suddenly appeared in the 

THE Goo CAT CHER LOOM ING IN THE BACKGROUND 

THE Gon CATCHER 

This is perhaps the most famous walking statue in the 
't thanks to its dramatic pose, its nearness to the 

Cl y, . f. . 
Market, and the self-evident m~g!C o 1.ts ex1stence. The 
tatue is of a well-muscled but 1mpass1ve male human 

:ith its left leg sunk to the hip in th~ street, the result of 
a spell cast by the Blackstaff at the h.me of its rampage. 
Its left hand and right foot press agamst the ground as 
if it is trying to pull itself out. Its right arm is raised sky-



rd and above its open palm float 
Ana • a ph r f 
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on the appearnncc of a titanic sculpture of H noble lady 
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THE HONORABLE KNIGHT 

Oftops after ar . er dealmgs are polite th h ro . . S ' oug , and 
he Pays fa1r com. he never confides in anyo 

The Honorable Knight is a statue of a male warrior in 
plate armor with a shield and longsword. When the 
walking statues stopped, it bowed to those opposing it, 
straightened, sheathed its sword, and doffed its shield, 
setting it point down on the ground and upright by s . . ne or talks 

bout her own domgs-and 1f anyone but she h a . . as ever 
een the ins1de of her sphencal home, they've s 'd h s . a1 not -

ing publicly about 1t. 

its side. It then ceased motion in this position, facing 
southwest toward the harbor, and looking for all the 
world like a castle guard standing at ease. The pose it 
assumed led to its naming, and it is viewed with respect 
by the citizens of the southerly wards. 

THE G RIFFON 

The walking statue called the Griffon is shaped like th 
beast for whi~h it is named. Though it stands on all fou~ 
legs, its back IS fully twen~y feet off the ground, making 
it a mount fit for a storm g1ant. Although it has shown 
itself to be capable of flight, with the granite feathers of 
its wings spreading like a bird 's, the Griffon now merely 
stands in a regal pose near Peaktop Aerie atop Mount 
Waterdeep, looking to the southeast over the Dock 
Ward. Newcomers sometimes assume it to be a monu
ment to Waterdeep's Griffon Cavalry, but Waterdavians 
know better. 

THE SAHUAGIN HUMBLED 

For years, the only visible walking statue of Waterdeep 
was known simply as "the walking statue." It stood at 
the foot of Mount Waterdeep near the head of ]ulthoon 
Street. Then, after its critical role in defending the city 
against an invasion of sahuagin in 1370 DR, Khelben 
Blackstaff reshaped the statue into a sahuagin. It now 
bows low toward the House of Heroes on bended 
knee-a gesture of obeisance to the city, and an ac
knowledgment of the sacrifice of all who fought for the 
city in that war. 

THE GREAT DRUNKARD 

This walking statue stopped its rampage as it ap
proached the Market, then fell backward and sat upon 
a building. When it settled, its arms fell limp at its sides 
and its head tilted forward onto its chest, giving the 
impres ion that it had fallen asleep. The statue's huge 
tone battleaxe still stands nearby, its haft angled up-

THE HAWK MAN 

This statue looks like a winged, hawk-headed being, and 
thus locals call it the Hawk Man. I can reveal that in fact 
it bears much resemblance to an aarakocra, one of the 
bird-people said to Jive in the Star Mounts in the High 
Forest. The statue's wings are folded tightly against its 
back and have never unfurled, leaving its flight capa
bility uncertain. It was brought low during its rampage 
across the city, and now it tilts decidedly toward the 
northeast due to a missing right foot-long ago broken 
up for building rubble, along with its right arm. Its left 
arm is extended out toward the north, palm forward as 
if in a gesture to say, "Stop." 

The body has been hollowed out and turned into a 
tower shared by several wealthy tenants, which is of
ficially known as Sparaunt Tower after its owner. The 
statue's left hand extends over a courtyard to the north, 
wherein lies the entrance of a tunnel carved through 
the arm. Visitors and residents can ring a bell in the 
courtyard, whereupon a door guard acknowledges the 
ringer and lowers a rope ladder for tenants and expected 
guests (or a rope chair that is drawn up for guests who 
are infirm or laden with heavy items). 

THE SWORDMAIDEN 
This statue appears virtually identical to the Honorable 
Knight, except for its female form and open-faced helm. 
It was felled during the Spellplague after causing much 
chaos and slaughter. The residents of Waterdeep's North 
Ward funneled much of their frustrated and dismayed 
reaction to its rampage into dismantling the statue, right and its blade half buried in the cobbles. The rubble 

of the cru hed building was long ago rebuilt into a broad 
stone tair (with railing and a ramp that drunkards are 
often rolled down) that ascends from the cobbles to the 
tatue' lap. That lap now holds a two-story tavern also 

parts of which can now be found all over the North 
Ward, either incorporated into buildings or as bits of 
freestanding sculpture. 

built from the rubble, called Gralkyn 's Tankar~. ~he 
uncon ciou po e of the tatue and the tavern m Jts lap 
made the name of the Great Drunkard a natural fit. 

The head of the Sword maiden sits in a stand of 
tall trees in the center of the block of the North Ward 
bounded by Hassantyr's Street, Tarsar's Street, Whael
gond Way, and Ussilbran Street. The center of its jaw 
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\ at rd ep ha a many all ys as Baldur's Gate has cats, 
and ach has a name and a story. Here are a few that you 
mtght wtsh to see-or should know to avoid . 

Ruid' Stroll. Thi s short avenue from Caravan Court 
to the Trollwall in the Southern Ward is haunted by the 
hooded ghost of the mage Ruid , whose touch causes 
deathly chills to those he meets on foggy nights . All 
attempts to banish or turn the spirit have fai led . Those 
who brave tts unearthly approach and allow Ru id to pass 
through them learn a secret truth about someone or 
somethmg in thetr life-if they survive. 

Brindul Alley. This is the lair of the Hand that Sings, a 
magical phantasm of a hand with a mouth in its palm. 
The hand is said to snatch valuables it fancies-especially 
magical ones- when it encounters them, and to occasion
ally attack folk in the darkness , stra ngling them or tripping 
them into fatal falls. Most often, though, it takes no no
tice of those who don't bother or follow it, eerily singing 
fragments of old Sword Coast ballads and love songs as it 
drifts through the night. 

Manycats Alley. This passage crosses two city blocks 
and winds through the interior of a third, running between 
and (for the most part) parallel to Julthoon Street and 
Traders ' Way in the North Ward . It is, unsurprisingly, home 
to many cats that feed on scra ps from the surrounding 
butchers ' shops , but it is also known for the many carved 
stone heads of people and animals that adorn the alley's 
buildings . Individuals who have walked the alley alone 
report that some of the heads whispered cryptic mes
sages to them. 

Gondwatch Lane. Found at the southern entrance to 
the House of Inspired Hands in the Sea Ward , this alley 
serves as the testing ground for inventions considered too 
dangerous to operate inside the temple . The locals are 
generally unconcerned about t he risks, though, and stand 
watching while food vendors circulate among them . 

Pharra's Alley. This alley in the Sea Ward is named after 
the first leader of the House ofWonder, but is more infa
mous for its Circle of Skulls . This infrequent and unpre
dictable haunting takes the form of seven floating skulls, 
which hover in a circle and argue with one another in 
whispered tones about events in the city. If they are inter
rupted, their reaction reportedly varies from being helpful 
to engaging in murderous s pell -s linging. 

Three Daggers Alley. This alley in the Dock Ward suffers 
from a magical curse that causes three daggers to appear 
out of thin air and attack passersby. The daggers swoop 
and fly about, making multiple attempts at murder before 
vanishing again . This magical effect, the result of a spell 
cast by a long-dead wizard , has resisted all attempts to 
dispel it. Some locals boast of how many times they've 
crossed the alley and lived to tell of it, but the appearance 
of the daggers is entirely a matter of chance, and unpre
dictable. So take my advice and don 't test Tymora 's favor. 
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H AMMER 1: WINTE RSHIELD . 
Marking the start of the new year, thts obse:vance is a 

.d ly recognized day off work, when folk s1p warllled 
W.d

1 
and broths (often laced with herbs for health a ,1 c1 ers . 'd Th nu 

to bring on visions) and s tay 1~s1 e. e~ tell tales of 
what interested them or was ~mportant m the year just 
done, and discuss what they ~~~e~d ~oddko or should deal 
with- or things that everyone s ou eep a hawk's 
clear eye on" - in the year ahead: . 

Such talk inevitably leads to dtscusstons of politics, 
wars, and the intentions of rulers. Maps are usually con
sulted, and it's widely considered lucky to possess and 
examine a map on Wintershield. Map sales are brisk in 
the tenday preceding this holiday. 

ALTURIAK 14: THE GRAND REVEL 

Led by the clergy of Sune, Sharess, and Lliira, the 
Grand Revel is a day of dancing, music, and the con
sumption of sweet treats of all kinds, from chocolate 
to red firemint candies. Although some of the dancing 
is wanton and performed for show, large-scale ring 
dances in the street for all ages are also popular. All the 
dancing ends at dusk, after which bards and minstrels 
perform at "love feasts" for families . Couples-or those 
desiring to become couples-slip away together to kiss, 
exchange promises, and trade small tokens of affection 
(often rings blessed by clergy with prayers of faithful
ness). Even if you have no paramour, indulge a little in 
the dance and food of this fine tradition. The night might 
be cold, but your heart will be warmed. 

CHES 1: RHYESTERTIDE 

This holiday is named in honor of Lathander's first 
prophet, Rhyester, a young blind boy who was cured 
of that blindness by the dawn's light on this day more 
than seven centuries ago. That holy event occurred in 
the vicinity of Silverymoon, but Lathander has long had 
a much larger temple in Waterdeep, and a following to 
match. Each of the faithful dons bright garb of sunris.e 
hues and keeps one eye covered until the next dawn w 
honor of Rhyester. If you want to feel like a local, catch 
th eye of any celebrant you see and wink. Fine friend
ships have grown from far less. 

CHES 19: FEY DAY 

The v~il between this world and the faerie realrn of t~e 
Feywlld is thought to be weak on this day. Though thiS 
phenomenon p k . . ( 'th folk . . rovo es caut10n 1n rural areas WI 
avotdmg woodl d . door· an s, puttmg offerings of food on 
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Leiruin (l'arsahk 10). In tirrH long pcrst, Waukt;cn 
caught Lcrra, the goddt·~i:l of illusions and deception, 
attempting to cheat her in a deal, and buried her under 
a mountain of molten gold as punishment. A commem
oration of that event, Lei ruin is the day for guild mem
bers to pay their annual dues and for guildmasters to 
meet with the Lords of Waterdeep and renew their 
charters for another year. 

C!iES 21-30 : FLEETSWAKE 

f his festival celebrates the sea, maritime trad d h . . e, an t e 
gods of the sea, navtgatt~n, and weather. It spans the 

I St ten day of Ches, and mcludes a series of boat a . , races, 
the Shipwnghts Ball at the Shipwrights' House, and 
guild-sponsored galas at .the Copper Cup festhall. Ac
cording to custom, ~he wm~ers of the various competi
tions don't keep thetr trophtes and earnings, but deliver 
them to the priests of Umberlee at the Queenspire, her 
temple on the beach by the east entrance to the Great 
Harbor, at the conclusion of the festival. 

The last two days of Fleetswake are the occasion of 
the Fair Seas Festival. During this time, there is much 
feasting on seafood, the harbor is strewn with flower 
petals, and City Guards go from tavern to tavern collect
ing offerings for Umberlee. Collection boxes also appear 
at large festival gatherings. Upon sunset of the final day, 
the collected coin is placed in chests and dumped into 
the deepest part of the harbor. 

This festival has existed in a number of forms since 
the first trade-meets occurred here more than two 
millennia ago, and an uncountable amount of wealth 
remains sunken in what has long been known as Um
berlee's Cache. The area is closely watched by merfolk 
guardians, whose standing orders are to kill anyone 
attempting to disturb it. Rumors abound that the chests 
have magical protections; one story tells of thieves who 
stole some of the collection years ago and tried to leave 
the city under false pretenses, only to see a squall spring 
up as soon as their ship left the harbor. A huge wave 
shaped like a hand swept the thieves overboard, but 
spared the ship and its crew. 

TARSAHK 1-10: WAUKEENTIDE 

This festival has long gathered a number of older holi
days under one name, stretching those celebrations into 
a holiday season that lasts a tenday. Among the rituals 
in homage to the goddess of wealth and trade are these: 

Caravance (Tarsahk 1). This gift-giving holiday com
memorates the traditional arrival of the first caravans 
of the season into the city. Many parents hide gifts for 
their offspring in their homes, telling the children that 
they were left by Old Carvas-a mythical peddler w~o 
arrived with the first caravan to reach Waterdeep, his 
wagon loaded down with toys for children to enjo~. 

Goldenight (Tarsahk 5). This festival celebrates co1.n 
and gold, with many businesses staying open all mght, 
offering midnight sales and other promotions. Some 

'th celebrants and customers decorate themselves WI 

gold dust and wear coins as jewelry. 

MIRTUL 6-9: ThE PLOWING AND RUNNING 

Rural areas around the city observe this holiday in the 
traditional sense of shared activities of plowing fields 
and moving (or "running") livestock. But within the city, 
the holiday is celebrated with a series of races. Foot, 
horse, and chariot races are run through courses in 
each ward, and the winners from each ward compete 
at the Field of Triumph. If you really want to see the 
wards come to life, this is the time. Pick your favorite, 
wear its colors, and cheer alongside its residents. Better 
yet, if you're of an adventuresome bent, register in your 
favored ward and compete! Who knows? Your name or 
visage might soon have a place in the House of Heroes. 

KYTHORN 1: TROLLTIDE 

On this day commemorating Waterdeep's victory in the 
Second Trollwar, children run through the city acting 
like trolls, banging on doors and growling, from highsun 
till dusk. Home and shop owners are expected to give 
the children candy, fruits , or small items. Those who 
give no treat can expect to become the target of a trick at 
sundown. This mischief typically takes the form of "troll 
scratchings" at doors and windows. Those with more 
malicious intent sing screechingly in the wee hours, and 
hurl raw eggs at windows, signs, and the heads of those 
who try to stop them. Have some candy on hand or some 
sweet rolls, and all will be calm where you live. 

KYTHORN 14: GUILDHALL DAY 

This day is a time of trade fairs . Most shops are closed, 
and street sales are suspended for all but walking 
food peddlers. Guildhall Day celebrates the fruits of 
everyone's labor with revelations of new products, inno
vations, fashions , and signage extolling the extent and 
quality of guild members' services and wares. These 
offerings usually take the form of glittering displays, but 
guilds sometimes also sponsor brief plays or other hired 
entertainments Uugglers, singers, magic shows put on 
by hedge wizards and professional raconteurs) at which 
prizes or free samples are distributed. Many guilds try 
to recruit during this time. Guildhall Day is an excellent 
time to browse the city's merchandise- and it doesn't 
matter if you can't afford what you see, because you 
can't buy it that day anyway. 
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FLAMERULE 1: Fou DERS' DAY 

Thi day commemorates the birth of the city. The Field 
of Triumph is the site of illusory displays that chronicle 
the history of Waterdeep, as well as martial exhibitions 
by the Guard and other worthies. Many festhalls spon
sor Founders' Day costume contests, with prizes going 
to those who wear the best recreations of the garb of 
historical personages. 

Once banned as frivolous and distracting, the practice 
of veiling Castle Waterdeep with an illusion has been 
reinstated. Several mages come together to produce 
the effect, which seemingly transforms the castle into 
the ancient log fortress of Nimoar. The illusion typically 
lasts from midday to sunset (unless someone has the 
audacity and magical might to dispel it) and is regarded 
as a stunning work of magical art. 

FLAMERULE3-5: SoRNYN 

Sornyn is a festival of both Waukeen and Lathander, 
and is used for planning business, making treaties and 
agreements, and receiving envoys from unknown lands 
and traditional foes. Much wine is drunk over this three
day occasion when, as the saying goes, "My enemy is 
like family to me." If you are a newcomer to the city, this 
time is an excellent opportunity for you to engage with 
new partners in business or to gain financial support for 
some endeavor. My agreement to write Vola's Guide to 
Waterdeep was signed on a warm Sornyn evening many 
years ago, so who knows where your own initiative 
will take you? 

FLAMERULE 7: LUIRAS NIGHT 

Originally a celebration held only in Waterdeep, this 
holiday has since spread up and down the Sword Coast. 
It has received a recent boost in popularity from the 
custom started in Baldur's Gate of lighting celebratory 
smokepowder fireworks-all purchased from Felogyr's 
Fireworks of that city, and utilized only by the City 
Guard, of course. This nightlong festival honors the 
Lady of Joy with dances and balls throughout the city. 
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rounds of drinks, or paying for meals or accommoda. g 
tion. Needless to say, establishments of those sorts are 
generally full throughout the day. 

ELEINT 21: BRIGHTSWORDS 

On this day, the City Guard, the City Navy, and the City 
Watch-all in glittering array-conduct parades, give 
demonstrations of martial skill, and stage mock battles. 
Those desiring to join their ranks are given a chance 
to demonstrate their prowess, usually with wooden 
practice weapons in contests against veteran soldiers. 
Makers and vendors of weapons sell their wares openly 
in the markets, experts who can hurl or juggle weapons 
show off their skills, and the wards compete in wres
tling and boxing matches. The most anticipated part 
of the day is when horses are cleared from the Field of 
Triumph and the surrounding streets so that the Griffon 
Cavalry can perform aerial displays over the crowds in 
the stadium. Members of the Watchful Order present the 
cavalry with illusory foes to fight , allowing the griffon 
riders to engage in thrilling battles as the people watch. 

MARPENOTH 3: DAY OF WONDERS 

The imaginative inventions of the Gondar are revealed 
on this day and paraded through the city. These de
vices range from something as humble as new cabinet 
hinges to massive mechanical constructs that walk 
or roll about. Failure is the paramour of invention, 
though , meaning it is a rare year when there isn't some 
notable disruption of the celebration. The flying chair 
of Marchell was one such recent oddity- a device that 
worked marvelously on the way up but was incapable 
of descending. Marchell was rescued by the Griffon 
Cavalry, but his flying chair drifted away and was never 
seen again. 

MARPENOTH 7: STONESHAR 

Stoneshar is an all-faiths day during which folk strive 
n?t to be idle. Even children at play are encouraged to 
dtg holes, build sand castles, or construct crude models. 

Waterdavians consider Stoneshar the best day of the 
y~ar to begin construction of a building either by dig
gt~g out a cellar or laying a foundation. 'the common 
Wtsdom is that folk who undertake new projects on 
Stoneshar ca . . k ·o n expect blessmgs upon thetr wor 1 



DAY OF WoNDERS 

the coming year, whereas individuals who do nothing 
constructive on this day can expect all manner of mis
fortune to rain down on them in the year ahead. 

MARPE OTH 10: REIGN OF MISRULE 

wift on the heels of Stoneshar comes the Reign of 
Misrule. This day honors Beshaba, goddess of misfor
tune. People of the city are expected to break trust, belie 
oaths, and disobey the normal order-as long as no 
laws are actually broken and no rift is made that can 't 
be later bridged. During the Reign of Misrule, nobles 
erve meals to their servants, children take control of 

schools, priests give worship to their god's foes, and any 
who wish to may participate in a guild's trade. Pranks 
are played by and on many, from simple tricks to those 
requiring elaborate planning. Sundown brings an end 
to the festivities, and most folk spend much of the night 
cleaning and reordering things for the following day. 
~a~y vi itors decline to participate, but doing so often 
10 Pires misfortune rather than avoiding it. For fear of 
catching the bad luck of cynics citizens do their best to 
av ·d ' d 1 01 talking to anyone known to not have playe a ong, 
or dealing with them in any way until Gods' Day. 

M l'h~RPE ·oTH 15: GoDs' DAY 
1 holiday observes the anniversary of the end~ of 

od war in 1358 DR, when the gods of Faerun 

returned to the heavens. Private shrines are brought 
out into the open, and many people wear holy symbols 
of their favored deities. A Gods' Day tradition in Water
deep strictly limits the use of magic, in remembrance 
of the wild magic wrought during the Time of Troubles. 
Though not outlawed fully, spellcasting is allowable only 
in self-defense or in cases of extreme need. 

At night, this holiday becomes solemn and serious, as 
many Waterdavians offer prayers in thanks for the lives 
they have under their gods. The Griffon Cavalry sets up 
an immense bonfire at the peak of Mount Waterdeep, 
honoring the fallen and the risen gods Myrkul , Cyric, 
Kelemvor, Mystra, Helm, and Ao who appeared here. In 
thanks for their defense during Myrkul 's invasion and 
the r esulting fires that raged through the Southern, 
Dock, and Castle Wards, Gods' Day is also a semiofficial 
"Be Kind to the Guard and Watch Day" in Waterdeep. 
Feel free to participate by handing out small gifts and 
kind words, but be aware that any gift of greater value 
than a few nibs might be interpreted as a bribe. 

MARPENOTH 30: LIAR'S NIGHT 

This holy day pays tribute to Leira and Mask. To placate 
those deities and ward away their attention, folk of all 
walks of life don masks and costumes (magical or mun
dane) to disguise themselves and play at being other 
than what they are. Commonly seen mask styles include 
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candle or rna hing omeone else's pumpkin is taboo, 
and ri k the wrath of both gods- yet it does occur. 

Trick and prank of all kinds are common on this 
night, and folk expect lie and foolishness. Pickpockets 
are rife on thi day. o few carry much coin with them, 
having ecreted it away omewhere the previous eve
ning. In tead, people fill their pockets and belt pouches 
with candie . Traditionally, a pickpocket is meant to 
take the cand and leave a token in return (a tiny toy, 
a colorful paper folded into a shape, or the like), but 
thi ha changed over the years into adults exchanging 
candie among them elves and simply giving candy to 
children who ask for it. 

By cu tom, no deals are made nor contracts signed 
on Liar' ight, becau e no one trusts that parties will 
abide by them. Illusionists and stage magicians (whether 
through magical or practical abilities) make the rounds 
to entertain private parties (having been paid in advance 
the previous day) or to perform in public spaces, in the 
hopes that a good show will earn them a meal, and per
haps a place at a private party in the future. 

UKTAR: SELU E's HALLOWING 

On whatever night in Uktar the moon is fullest , Waterda
vians celebrate Selune's Hallowing. The goddess is the 
focus of worship throughout the full phase, of course, 
but the major ceremony on this night is a parade of wor
shipers leaving the House of the Moon at moonrise and 
moving down to the harbor, where the high priestess 
wield the Wand of the Four Moons in a ceremony bless
ing all navigators. This holy relic is said to be the mace 
wielded by elGne in her first battle against Shar, and 
again in a fight with her sister during the Time of Trou
bles. It miraculously appeared in Waterdeep after the 
Godswar, and has since been the focus of many divine 

ign . You can view it in the House of the Moon at other 
times of the year, but only from a well-guarded distance. 

If you're lucky you might see the Wand of the Four 
Moons weep. Droplets said to be the tears of Selilne 
manifest on the mace from time to time, and are col
lected by the priestes es for use in potions that can heal, 
cure lycanthropy, and be used as holy water. 

HAPTER 9 \OLO' \\ATERDEE P E. CHIRIDIO N 

botllt y. • !!> d ) • rs 
f reserves, or smoked fi h an m at are exchang d 

~~~~ng nrighbors, and "Ia t \ tter " are gathered fore 
. g \)y st11·p captams and caravan merchants carna c , - so 

call ,d b cause they are the last to leav. the c1ty before 
travel becomes difficult. Of Waterdeep s many celebra. 
. tht's one is perhaps the most relaxed and re\a . ttons, Xtng 

Plan to spend a little extra on good food and enjoy a · 
meal with those nearest you, ~e they dearest hearts or 
the folk across the hall in the mn. 

NrGHTAL 11: HowLDOWN 
In honor of Malar, members of the City Guard leave the 
city in groups on this day to hunt down known threats t 
farmers and travelers, including brigands, wolves, owl-

0 

bears, ogres, and trolls that haunt the roads and Wilder
ness. These hunts typically last no longer than a tenda 
During the same span of time, the City Watch engagesy. 
in its own rigorous hunt for malefactors within the city 
walls. If you've any reason to doubt your standing in the 
eyes of the law, avoid Waterdeep for at least a tenday 

after Howldown. 
With no real hunting to do of their own, the children of 

Waterdeep spend Howldown engaging in mock hunts of 
adults dressed up as monsters, and play at the killing of 
these predators. 

NrGHTAL 20 : SrMRIL 
When dusk comes on this day, folk go outside to locate 
particular stars that were lucky for their ancestors, or 
that were associated with their own births. They then 
attempt to stay up through the night, celebrating out
side with bonfires, song, and warmed drinks. Cloudy 
nights often draw larger crowds than clear ones, since 
glimpsing your star through the haze is thought to be 
a blessing from Tymora. Inside buildings, service folk 
keep roaring fires and engage in making food to keep 
celebrants fed throughout the long night and into morn
ing of the next day. If you have no particular star of your 
own, you'll find many vendors of star maps willing to 
divine which is yours-based upon your place and date 
of birth-and to point you in the right direction for a 
shard or two. 

PARTING WORDS 
Well, gentle readers, you've reached the end of my en
chir~dion. If you've yet to arrive in the city, its splendors 
a watt you. If you're reading this within its walls, please 
set aside this chapbook to experience the city. You might 
even see an extraordinarily handsome author hard at 
work reviewing one of Waterdeep's drinking establish
ments. If you do so, I greet you in advance: "Well met! 
Autographs cost seven nibs." 
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_Aurinax has the dragonstaff of Ahghairon. 

' Jalester Silvermane has a badge of the Watch. 
· J Jaxle Baenre has a bracer of da "'"'ers a fi. tl . ar . 55 • ea 1er of 

diatryma s~mmomng, a knaves eye patch, and a ring 
oftruth tellmg. 
rJeloon Wardragon has Azuredge. 

: Vajra Safahr has the Blackstaff. 

,A.zUREDGE 
Weapon (battleaxe), legendary (requires attunement) 

forged by the archwizard Ahghairon, this intelligent 
battleaxe was crafted to defend Waterdeep. Its current 
wielder is a former member of Force Grey named 
Meloon Wardragon (see appendix B), but the weapon is 
searching for a new owner. 

Azuredge has ~ solid steel handle etched with tiny 
runes, wrapped In blue dragon hide with a star sapphire 
set into the pommel. The axe head is forged from silver 
electrum, and steel alloys whose edges constantly shi~
mer with a deep blue luminescence. 

You gain a +3 bonus to attack and damage rolls made 
with this magic weapon. The shield spell provides no de
fense against the axe, which passes through that spell's 
barrier of magical force. 

When you hit a fiend or an undead with the axe, cold 
blue flames erupt from its blade and deal an extra 2d6 
radiant damage to the target. 

Hurling. The battleaxe has 3 charges. You can expend 
1 charge and make a ranged attack with the axe, hurling 
it as if it had the thrown property with a normal range of 
60 feet and a long range of 180 feet. Whether it hits or 
misses, the axe flies back to you at the end of the current 
turn, landing in your open hand or at your feet in your 
space (as you choose). The axe regains all expended 
charges daily at dawn. 

Illumination. While holding the axe, you can use an 
action to cause the axe to glow blue or to quench the 
glow. This glow sheds bright light in a 30-foot radius 
and dim light for an additional 30 feet. 

Sentience. Azuredge is a sentient lawful neutral 
weapon with an Intelligence of 12, a Wisdom of 15, and 
a Charisma of 15. It has hearing and darkvision out to a 
range of 120 feet. 

The weapon communicates telepathically with its 
W"j te der and can speak read and understand Common. 
It h ' ' as a calm, delicate voice. The weapon can sense the 
Presence of non-lawful creatures within 120 feet of it. 

Personality. Azuredge is sworn to protect Waterdeep, 
a~ct it desires to be wielded by a law-abiding person 
;tiling to dedicate everything to the city's de~ens_e . 
. he Weapon is patient and takes its time findtng Jts 
tdea) wielder. 

If someone tries to use Azuredge against its will, the 
axe can become ten times heavier than normal, and 
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BADGE OF THE WATCH 

Wondrous item, rare (requires allun ·men/ by someone 
designated by the Open Lord of Waterdcep) 

A badge of the Watch is given only to those who have 
earned the trust of the Open Lord of Waterdeep. The 
badge, signifying the rank of captain in Waterdeep's City 
Watch, bears the emblem of Waterdeep and is meant to 
be worn or carried. 

While wearing the badge, you gain a +2 bonus to AC if 
you aren't using a shield. 

If the badge is more than 5 feet away from you for 
more than 1 minute, it vanishes and harmlessly reap
pears on a surface within 5 feet of the Open Lord. While 
holding the badge, the Open Lord knows your location, 
provided the two of you are on the same plane of exis
tence and your attunement to the badge hasn't ended. 

As an action, the Open Lord can touch the badge and 
end your attunement to it. 

BADGE OF THE WATCH 

APPENDIX A / MAGIC ITEMS 
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The Black taffha th magical properties of a staff of 
power (see the Dungeon Master's Guide) in addition to 
the follov ing properties. 

Animate Walking Statues. You can expend 1 or more 
of the taff's charges as an action to animate or deacti
vate one or more of the walking statues of Waterdeep 
(see appendix B). You must be in the city to use this 
property, and you can animate or deactivate one statue 
for each charge expended. An animated statue obeys 
the telepathic commands of Khelben Arunsun's spirit, 
which is trapped inside the staff (see "Personality" be
low). A walking statue becomes inanimate if deactivated 
or if the staff is broken. 

Dispel Magic. You can expend 1 of the staff's charges 
as a bonus action to cast dispel magic on a creature, an 
object, or a magical effect that you touch with the tip 
of the staff. If the target is an unwilling creature or an 
object in the possession of such a creature, you must 
hit the creature with a melee attack using the Blackstaff 
before you can expend the charge to cast the spell. 

Drain Magic. This property affects only creatures 
that use spell slots. When you hit such a creature with 
a melee attack using the Blackstaff, you can expend 1 of 
the staff's charges as a bonus action, causing the target 
to expend one spell slot of the highest spell level it can 
cast without casting a spell. If the target has already 
expended all its spell slots, nothing happens. Spell slots 
that are expended in this fashion are regained when the 
target finishes a long rest, as normal. 

Master of Enchantment. When you cast an enchant
ment spell of 1st level or higher while holding the staff, 
you can make an Intelligence (Arcana) check with a DC 
of 10 + the level of the spell. If the check succeeds, you 
cast the spell without expending a spell slot. 

Sentience. The Blackstaff is a sentient staff of neutral 
alignment, with an Intelligence of 22 , a Wisdom of 15, 
and a Charisma of 18. It has hearing and darkvision out 
to a range of 120 feet, and it can communicate telepathi
cally with any creature that is holding it. 

Person ality. The staff has the spirits of all previous 
Blackstaffs trapped within it. Its creator, Khelben Arun
sun, is the dominant personality among them. Like 
Khelben, the staff is extremely devious and manipu
lative. It prefers to counsel its owner without exerting 
outright control. The staff's primary goal is to protect 
Waterdeep and its Open Lord, currently Laeral Silver
hand. Its secondary goal is to help its wielder become 
more powerful. 

In the event that the holder of the office of the Black
staff no longer serves the staff's wishes, the staff ceases 
to function until it finds a worthy inheritor-someone 
whose loyalty to Waterdeep is beyond reproach. 
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BRACER OF FLYING DAGGERS 

Wondrous item, rare (requires attunement) 

This armband appears to have thin daggers strapped to 
it. As an action, you can pull up to two magic daggers 
from the bracer and immediately hurl them, making a 
ranged attack with each dagger. A dagger vanishes if 
you don't hurl it right away, and the daggers disappear 
right after they hit or miss. The bracer never runs out 

of daggers. 
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fEATHER OF DIATRYMA SUMMONING 

Wondrous item, rare (requires attunement) 

This bright plume is made from the feather of a dia
tryma (pro~ounc~d dee-ah-TRY-mah), a Large, colorful, 
flightless btrd native to the Underdark. If you use an ac
tion to speak the command word and throw the feather 
into a Large unoccupied space on the ground within 5 
feet of you, the feat~er ~ecomes a living diatryma for up 
to 6 hours, after whtch It reverts to its feather form. It 
reverts to feather form early if it drops to 0 hit points or 
if you use an action to speak the command word again 
while touching the bird. 

When the diatryma reverts to feather form, the 
magic of the feather can't be used again until 7 days 
have passed. 

The diatryma uses the statistics of an axe beak, 
except that its beak deals piercing damage instead of 
slashing damage. The creature is friendly to you and 
your companions, and it can be used as a mount. It un
derstands your languages and obeys your spoken com
mands. If you issue no commands, the diatryma defends 
itself but takes no other actions. 

KNAVE's EYE PATCH 

Wondrous item, rare (requires attunement) 

While wearing this eye patch, you gain these benefits: 

' You have advantage on Wisdom (Perception) checks 
that rely on sight. 

' If you have the Sunlight Sensitivity trait, you are unaf
fected by the trait. 

' You are immune to magic that allows other creatures 
to read your thoughts or determine whether you are 
lying. Creatures can communicate telepathically with 
You only if you allow it. 

LoRn's ENSEMBLE 

Wondrous item, very rare (requires attunement by a 
creature with a humanoid build) 

The Masked Lords of Waterdeep don this ensemble 
When meeting with one another. This raiment renders 
each lord indistinguishable from the others. The en
semble consists of three pieces-a helm, an amulet, 

und n robr lhnr functiOn n n ingl magi it m when 
worn tog thcr, hut only wrtlun tht ity of Wat rde P and 
it ·1 w r . You Ill wn11 ullllll d to the en rnblc a a 
singl it 111. 

Lord' /lelm. Tlu bu k t lwlm cover your head and 
conn als your fac1. Scr (en over r h eye help to shroud 
your identity without blinding you. While you w ar the 
helm, your voice is magically altcrc·d to sound gender 
less, and you arc immune to magic that allows other 
creatures to read your thoughts, to determine whether 
you are lying, to know your alignment, or to know your 
creature type. Creatures can communicate telepathi
cally with you only if you allow it. 

Lord's Amulet. This amulet bears the crest of Water
deep. It functions as an amulet of proof against detection 
and location. 

Lord's Robe. This elegant robe functions as a ring 
of free action, and it creates the illusion that you have a 
nondescript, androgynous humanoid build and stand 6 
feet tall. 

PAPER BIRD 

Wondrous item, uncommon 

After you write a message of fifty words or fewer on this 
magic sheet of parchment and speak a creature's name, 
the parchment magically folds into a Tiny paper bird 
and flies to the recipient whose name you uttered. The 
recipient must be on the same plane of existence as you, 
otherwise the bird turns into ash as it takes flight. 

The bird is an object that has 1 hit point, an Armor 
Class of 13, a flying speed of 60 feet, a Dexterity of 16 

PAPER BIRO 
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STONE OF GOLORR 

(+3), and a score of 1 (-5) in all other abilities, and it is 
immune to poison and psychic damage. 

It travels to within 5 feet of its intended recipient by 
the most direct route, whereupon it turns into a non
magical and inanimate sheet of parchment that can be 
unfolded only by the intended recipient. If the bird's hit 
points or speed is reduced to 0 or if it is otherwise im
mobilized, it turns into ash. 

Paper birds usually come in small, flat boxes contain
ing 1d6 + 3 sheets of the parchment. 

RING OF TRUTH TELLING 

Ring, uncommon (requires attunement) 

While wearing this ring, you have advantage on Wisdom 
(Insight) checks to determine whether someone is ly
ing to you. 

SMOKEPOWDER 

Wondrous item, uncommon 

Smokepowder is a magical explosive chiefly used to 
propel a bullet out of the barrel of a firearm. It is stored 
in airtight wooden kegs or tiny, waterproof leather 
packets. A packet contains enough smokepowder for 
five shots, and a keg holds enough smokepowder for five 
hundred shots. 

If smokepowder is set on fire, dropped, or otherwise 
handled roughly, it explodes and deals fire damage to 
each creature or object within 20 feet of it: 1d6 for a 
packet, 9d6 for a keg. A successfu l DC 12 Dexterity sav-
ing throw halves the damage. . 

Casting dispel magic on smokepowder renders 1t per
manently inert. 
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• 1 minor beneficial property 
1 minor detrimental property 

Legend Lore. The Stone of Gof~rr has 3 charges and 
regains 1d3 expended charges datly at ?awn. While 
holding the stone, you can expend 1 of Its charges to 
cast the legend lore spell. 

By using the stone to cast legen~lore, you. communi-

t directly with the aboleth, and It shares Its knowJ. ca e , l' 
edge with you. The aboleth can~ Ie to you, but the infor-
mation it provides is often cryptlc or vague. 

The aboleth knows where Lord Neverember's secret 
vault is located. It also knows that three keys are needed 
to open the vault and that a gold dragon named Aurinax 
inhabits the vault and guards its treasures. 

Failed Memory. When your attunement to the Stone 
of Golorr ends, you must make a DC 16 Wisdom saving 
throw. On a failed save, you lose all memory of the stone 
being in your possession and all knowledge imparted 
by it. A remove curse spell cast on you has a 20 percent 
chance of restoring the lost knowledge and memories, 
and a greater restoration spell does so automatically. 

Sentience. The Stone of Golorr is a sentient lawful 
evil magic item with an Intelligence of 18, a Wisdom of 
15, and a Charisma of 18. It has hearing and darkvision 
out to a range of 120 feet. It can communicate telepath
ically with the creature that is attuned to it, as long as 
that creature understands at least one language. In addi
tion, the aboleth learns the greatest desires of any crea
ture that communicates telepathically with the stone. 

The Stone of Golorr hungers for information and 
prefers not to remain in the clutches of any creature for 
too long. Whenever the stone desires a new owner, it 
demands to be given to another intelligent creature as 
quickly as possible. If its demands are ignored, it tries to 
take control of its owner (see "Sentient Magic Items" in 
chapter 7 of the Dungeon Master's Guide). 

Personality. The Stone of Golorr has an alien intellecl 
that is both domineering and hungry for knowledge. It 
thinks of itself as an ageless and immortal god. 

Destroying the Stone. While in stone form, the 
aboleth isn't a creature and isn't subject to effects that 
target creatures. The Stone of Golorr is immune to all 
damage. Casting an antipathy/sympathy spell on thed 
stone destroys it if the antipathy effect is selected an 

11 the spell is directed to repel aberrations. When the spe 
is cast in this way, the stone transforms into mucus 

· an and is destroyed, and Golorr the aboleth appears 10 . 
. , ernaJnS· unoccup1ed space within 30 feet of the stones r d it 

The aboleth is incensed by the stone's destruction, an 
attacks all other creatures it can see. 
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j\~LIA CASSALAN TER 

The vainglorious lad!' of H ouse Cas s alanter is schooled 
in the arcane arts. Ltke her hus ba nd Victoro, s he wor-

h·ps Asrnodeus. When they were young, Ammalia and 
S I . h h Victoro signed a contract w 1t t e archdevil, trading the 
souls of their childre n for power, good health, and lon g 
life. The soul of Osvaldo, their eldest son, was taken 
irnrnediately, and he was transformed into a chain deviL 
The souls of the younger twins, Terenzio and Elzerina, 
wiJI be taken when they tu rn nine years old. 

A provision in the contract a llows the Cassalanters 
to buy their way out of it, but doing so r equires a 

AHMAERGO 
Medium humanoid (dwarf) , lawful evil 

Armor Class 18 (p late) 
Hit Points 143 (22d8 + 44) 
Speed 25ft. 

STR 
20 (+5) 

DEX 
15 (+2) 

CON 
14 (+2) 

Saving Throws Str +9 , Con +6 

INT 
15 {+2) 

WIS 
14 (+2) 

Skills Athletics +9, Int im idation +5 , Perception + 6 
Damage Resistances po ison 
Senses darkvis ion 60 ft ., pass ive Perception 16 
Languages Common , Dwarv ish , Undercommon 
Challenge 9 (5 ,000 XP) 

CHA 
12 (+ 1) 

Dwarven Resilience. Ahmaergo has advantage on saving throws 
against be ing poisoned . 

Indomitable (2/Day). Ahmaergo can reroll a sav ing throw that 

he fails . He must use the new roll. 

Second Wind (Recharges after a Short or Long Rest). As a bo

nus action , Ahmaergo can regain 20 hit points . 

ACTIONS 

Multiattack. Ahmae rgo makes three attacks with his greataxe. 

Greataxe. Melee Weapon Attack: +9 to h it , reach 5 ft ., one 
target. Hit: 11 (1d12 + 5) slashing damage , plus 7 (2d6) slash -
Ing dam lfh . h .t ·nts age if Ahmaergo has more than ha IS I P01 

renna ining. 

~eOavy Crossbow. Ranged Weapon Attack: +6 to hit, range 

~·· one target . Hit: 7 (1d10 + 2)- ~iercing damage. 

AHMAERG O 

AMMALIA CASSALANTER 
Medium humanoid (human), lawful evil 

Armor Class 12 (15 with mage armor) 
Hit Points 45 (10d8) 
Speed 30ft. 

STR 
9 (- 1) 

DEX 
14 (+2) 

CON 
ll (+0) 

Saving Throws lnt +6, Wis +4 

INT 
17 (+3) 

WIS 
12 {+ 1) 

CHA 
15 {+2) 

Skills Arcana +6, History + 6, Insight +4 , Persuasion + 5 
Damage Immunities poison 
Condition Immunities poisoned 
Senses passive Perception 11 
Languages Common, Draconic , Elvish , Infernal 
Challenge 5 (1 ,800 XP) 

Spe/lcasting. Ammalia is a 9th -level spellcaster. Her spellcast
ing ability is Intelligence (spell save DC 14, +6 to hit with spell 
attacks) . She has the following wizard spells prepared : 

Cantrips (at will) :friends, mage hand, mending, message 
1st level (4 slots) : charm person , mage armor, magic missile 
2nd level (3 slots) : hold person , invisibility, suggestion 
3rd level (3 slots) :.fireba/1, haste, tongues 
4th level (3 slots) : confusion, stoneskin 
5th level (1 slot) : hold monster 

AcTIONS 

Quarters~aff. Melee Weapon Attack: +2 to hit, reach 5 ft ., one 
target. H1~: 2 (1d6 - 1). bludgeoning damage, or 3 (1d8 _ 1) 
bludgeoning damage 1f used with two hands. 
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tremendou amount of coin and a mass sacrifice of un
fortunate people. While Victoro hunts for Dagult Never
ember' lost cache of gold, Ammalia makes plans to host 
a poi oned feast in celebration of Founders' Day. 

Ammalia is well mannered, well read, well traveled, 
and exceptionally shrewd. She is known for driving a 
hard bargain. Her hobby is lepidopterology, and her es
tate has the most beautiful butterfly garden. She allows 
her youngest children to play in the garden under her 
supervision. 

APPRENTICE WIZARD 

Apprentice wizards are novice arcane spellcasters who 
serve more experienced wizards or attend school. They 
perform menial work, such as cooking and cleaning, in 
exchange for education in the ways of magic. 

APPRENTICE WIZARD 
Medium humanoid (any race) , any alignment 

Armor Class 10 
Hit Points 9 (2d8) 
Speed 30ft. 

STR 
10 (+0) 

DEX 
10 (+0) 

CON 
10 (+0) 

Skills Arcana +4, History +4 
Senses passive Perception 10 

INT 
14 (+2) 

WIS 
10 (+0) 

Languages any one language (usually Common) 
Challenge 1/4 (50 XP) 

CHA 
11 (+0) 

Spellcasting. The apprentice is a 1st-level spellcaster. Its spell
casting ability is Intelligence (spell save DC 12, +4 to hit with 
spell attacks) . It has the following wizard spells prepared: 

Can trips (at will) : fire bolt, mending, prestidigitation 
1st level (2 slots) : burning hands, disguise self, shield 

AcTIONS 

Dagger. Melee or Ranged Weapon Attack: +2 to hit, reach 5 ft. or 
range 20f60 ft., one target. Hit: 2 (1d4) piercing damage. 
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AURIN AX 

Aurinax is a male adult gold dragon who can freely 
ignore Ahghairon's dragon ward (see "Ahghairon's Drag· 
onward," page 6) and reside in the city. Maaril, the 
arch mage who last wielded the dragonstaff of Ahghai· 
ron, was Aurinax's friend, and invited the dragon to stay 
with him in the city's Dragon Tower. Shortly before the 
Spellplague, Maaril went mad and left Waterdeep,en· 
trusting the dragonstaff of Ahghairon to Aurinax. (See 
appendix A for information on the dragonstaff.) 

When Dagult Neverember became the Open Lor~ 
ofWaterdeep, he cut a deal with the dragon. Undert~s 

. ff f Ah~ha1ron terms, Aunnax could keep the dragonsta o 5 Wh 
· en 

in exchange for guarding a vault beneath the ctty. 
Neverember eventually removed the treasure from 

ld turn to the vault, Aurin ax and the dragon staff cou re 
1 h ome o the Dragon Tower. As it happens, no one as c 

. bas re· 
remove the treasure and the faithful Aunnax yt·n~ 

' . t scr • 
mained in the vault. The vault is warded agatns k 

0
ws 

magic, and there's no one left in Waterdeep who ~ 
about Aurinax or the whereabouts of the dragons · 

GAME STATISTICS estbe 
Aurinax is an adult gold dragon. He often assumgharn-
f k Clan orm of an elderly gold dwarf named Baro . k 

lk. gsttc · mer, who uses the dragon staff as a wa 10 



BARD 
Medium humanoid (any race) , any alignment 

Armor Class 15 (chain shirt) 
Hit Points 44 (8d8 + 8) 
Speed 30ft. 

STR 
11 (+0) 

DEX 
14 (+2) 

CON 
12 (+ 1) 

Saving Throws Dex +4 , Wis +3 

INT 
10 (+0) 

WIS 
13 (+1) 

Skills Acrobatics +4, Perception +5 , Performance +6 
Senses passive Perception 15 
Languages any two languages 
Challenge 2 (450 XP) 

CHA 
14 (+2) 

Spellcasting. The ba rd is a 4th-level spellcaster. Its spellcasting 
abi lity is Charisma (spell save DC 12, +4 to hit with spell at
tacks). It has the followi ng bard spells prepared : 

Cantrips (at will ): friends, mage hand, vicious mockery 
1st level (4 slots): charm person, healing word, heroism, sleep, 

thunderwave 
2nd level (3 slots) : invisibility, shatter 

Song of Rest. The bard can perform a song while taking a short 
rest. Any ally who hears the song regains an extra 1 d6 hit points 
,f,tspends any Hit Dice to regain hit points at the end ofthat 
rest. The ba rd can confer this benefit on itself as well . 

Taunt (2/Day). The bard can use a bonus action on its turn to 
t~rget one creature wi thin 30 feet of it . If the target can hear 
the bard , the target must succeed on a DC 12 Charisma saving 
t row or have disadvantage on ab ility checks , attack rolls , and 
sav~ng throws until t he start of the ba rd 's next turn . 

ACTIONs 

Shortsw d · f t or · Melee Weapon Attack: +4 to h1t, reach 5 t ., one 
arget. Hit: 5 (1 d6 + 2) piercing damage. 

Shortb 0 f ow. Ranged Weapon Attack: +4 to hit , range 80/ 32 t. , 
one targ t H ' ~e · 1t: 5 (1d6 + 2) piercing damage. _ _ 

BARD 

Bards are gifted poets, storytellers, and entertainers 
who travel far and wide, commonly found performmg in 
taverns or in the company of jolly bands of adventurers, 
rough-and-tumble mercenaries, or wealthy patrons. 

BARNIBUS BLASTWIND 

Barnibus works for the Watchful Order of Magists and 
Protectors, investigating crimes that involve the use of 
magic. He comes across as prickly and secretive, confid
ing only in Saeth Cromley, a retired sergeant of the City 
Watch who assists in many of his investigations. 

A lifelong bachelor, Barnibus has a small, tidy estate 
in the Sea Ward that he inherited from his grandmother. 
When not serving the Watchful Order, he spends his 
days reading and writing books in his library. 

Barnibus uses spells that h elp him investigate crimes, 
pry secrets from the minds of suspects, and locate 
missing persons. He finds violence appalling and would 
never use his magic to inflict harm on others-even 
those who harm him. 

BARNIBUS BLASTWIND 
Medium humanoid (human), lawful good 

Armor Class 10 (13 with mage armor) 
Hit Points 24 (7d8 - 7) 
Speed 30ft. 

STR 
9 (-1) 

DEX 
10 (+0) 

CON 
9 (-1) 

INT 
17 (+3) 

WIS 
15 (+2) 

CHA 
11 (+0) 

Saving Throws lnt +5 , Wis +4 
Skills Arcana +5, Insight +6, In vestigation +7, Perception +4 
Senses passive Perception 14 
Languages Common, Draconic , Dwarvish , Halfling 
Challenge 2 (450 XP) 

Special Equipment. Barnibus carries a wand of magic detection . 

Spellcasting. Barnibus is a 7th -level spellcaster. His spellcast
ing abi lity is Intelligence (spell save DC 13, +5 to hit with spell 
attacks) . He has the following wizard spells prepared : 

Cantrips (at will) : blade ward, light , mage hand, message 
1st level (4 slots) : comprehend languages, identify, mage ar-

mor, shield 
2nd level (3 slots) : detect thoughts , suggestion 
3rd level (3 slots) : clairvoyance, sending 
4th level (1 slot) : locate creature, Otiluke 's resilient sphere 

AcTIONS 

Dagger. Melee or Ranged Weapon Attack: +2 to hit, reach 5 ft . or 
range 20/60 ft ., one target. Hit: 2 (1d4) piercing damage. 
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THE BLACK VIPER 

THE BLACK VIPER 

The Black Viper was a notorious burglar, pickpocket, 
mugger, and assassin who died a century ago, after 
a long and nefarious career. Esvele Rosznar, a brash 
young noble, has recently adopted the Black Viper 's 
persona to lead a secret life of crime. Like many other 
nobles, Esvele gossips about the Black Viper's exploits 
to lend credence to the villain's mystique. 

The Rosznar family was convicted of s lave trading
highly illegal in Waterdeep-and banished over a hun
dred years ago, but has since returned. The Rosznars' 
inability to regain the respect they feel they deserve 
rankles them. The slave trade has continued in Amn 
and elsewhere, and it's not like other noble houses don 't 
have skeletons in their closets. But just beca use of a lit
tle family squabble that went public, the Rosznar na me 
has been said with a sneer for a century. As part of th 
family's constant effort to prove thi s conception wrong 
and win others' resp ct, Esv lc has been brought up 
to be the most proper noble possible, parta king in I s
sons of etiquette, d a nce, a nd poise as be fits someone of 
her station. 

In her younger days, Esvele openly rebe lled, but that 
behavior led to locked doors at night and house guards 
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BLACK VIPER 
Medium humanoid (human) , chaotic neutral 

Armor Class 16 (studded leather) 
Hit Points 84 (13d8 + 26) 
Speed 30ft. 

STR 
11 (+0) 

DEX 
18 (+4) 

CON 
14 (+2) 

Saving Throws Dex +7, lnt +3 

INT 
11 (+0) 

WIS 
11 (+0) 

CHA 
12 (+1) 

Skills Acrobati cs +7, At hlet ic s +3, Perception +3, Sleight of 
Hand +7, Stealth +7 

Senses pass ive Pe rcept io n 13 
Languages Common , thieves' cant 
Challenge 5 (1 ,800 XP) 

Cunning Action. On each of he r turns, the Black Vi per can use a 
bonu s action to t ake th e Das h , Disengage, or Hide actio n. 

Evasion. If the Bl ack Viper is s ubj ected to an effect th at allows 
he r to m a ke a Dexte rity s avi ng t h row to take only half damage, 
s he in s tead takes no da m age if she succeeds on the saving 
th row, an d o nl y ha lf damage if she fails . She can't use this trait 
if she's inca pacitated . 

Sneak Attack (1/Turn) . The Black Viper deals an extra 14 (4d6) 
dam age when she hits a ta rget with a weapon attack and has 
adva ntage on the attack roll, o r when the target is within 5 feet 
of an a ll y of the Black Viper that isn't inca pacitated and the 
Bl ack Viper does n 't have disad va ntage on the attack roll. 

ACTIONS 

Multiattack. The Black Viper makes three attacks with 
he r rap ier. 

Rapier. Melee Weapon Attack: +7 to hit reach 5 ft., one target. 
Hit: 7 (1d6 + 4) piercing damage. ' 

Hand Crossbo w. Ranged Weapon Attack: +7 to hit, range 3°/120 

ft., one ta rget. Hit : 7 (1d6 + 4) piercing damage. 

REACTIONS 

Uncanny Dodge. The Black Viper halves the damage that she 
ta kes from an attack that hits her. She must be able to see 
the attacker. 

~======~~~~==~~ 



CITY GUARD 

The City Guard is Waterdeep's army, charged with pro
tecting the city's walls and gates, government buildings, 
harbor, and officials. The City Guard also patrols the 
roads to Amphail, Goldenfields, and Daggerford. 

RANKS IN THE CITY GUARD 

Members of the City Guard have ranks. From lowest to 
highest, they are: 

Private 

Sergeant (armar) 

Lieutenant (civilar) 

Captain (sen ior civilar) 
Multiple command positions , some perennial (Seneschal of 

Castle Waterdeep, Defender of the Harbor, Master of the 

North Towers , Master of the South Towers, Master Armorer), 

others bestowed as needed in wartime (the Lords' Hand and 

the Lords ' Champion) 
Warden ofWaterdeep 

The current Warden of Waterdeep is Elminster, who 
answe T rs ~o the Open Lord, Laeral Silverhand. 
G he Gnffon Cavalry is a special branch of the City 
ft uard whose members are veteran soldiers trained to 
Y griffon mounts. 

C~AME STATISTICS 
rtyG . Of!· uard pnvates and sergeants are guards. Members 

reuten . . ant rank and hrgher are typrcally veterans. 

I ~ ..Jfl 'l f I IVilf , ( fi'>T/1 N liND 
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GRIFFON CAVALRY RIDER 
Medium humanoid (any race), any alignment 

Armor Class 17 (half plate) 
Hit Points 58 (9d8 + 18) 
Speed 30ft. 

STR 
14 (+2) 

DEX 
15 (+2) 

CON 
14 (+2) 

INT 
10 (+0) 

WIS 
12 (+1) 

CHA 
10 (+0) 

Skills Animal Handling +3 , Ath letics +4, Perception +3 
Senses passive Perception 13 
Languages any one language (usually Common) 
Challenge 2 (450 XP) 

A CTIONS 

Lance. Melee Weapon Attack: +4 to hit (with disadvantage 
against a target within 5 ft.) , reach 10ft. , one target. Hit: 8 
(1d12 + 2) piercing damage, or ll (1d12 + 5) piercing damage 
while mounted. 

Dagger. Melee or Ranged Weapon Attack: +4 to hit , reach 5 ft. or 
range 20/60 ft. , one target. Hit: 4 (1d4 + 2) piercing damage. 

Light Crossbow. ~anged Weapon Attack: +4 to hit , range 80/320 
ft. , one target. H1t: 6 (1d8 + 2) piercing damage. 

REACTION S 

Feather Fall. The rider wears a magic ring with h. h . 

fi 
w IC 1t can cast 

the eather fall spell on itself once as a react·1 t f 11 . . on o a lng After 
the spell1s cast, the ring becomes non magical. · 
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MEMBERS OF THE CITY WATCH 

CITY WATCH 

The City Watch is Waterdeep's police force, charged 
with keeping the peace and apprehending criminals. 
City Watch patrols are usually four to twelve persons 
strong. A patrol expecting trouble might also have rein
forcement in the form of a priest (on loan from one of 
the local temples) or a mage (from the Watchful Order of 
Magists and Protectors). 

RANKS IN THE CITY WATCH 
Members of the City Watch are called officers. Their 
ranks are, from lowest to highest: 

Constable 

Sergeant (armar) 

Lieutenant (civilar) 
Captain (senior civilar; leader of a watch station) 

Major (ward civilar; one per city ward) 

Commander of the Watch 

The Watch also includes a Senior Armsmaster, who 
reports to the Commander of the Watch and is in charge 
of supplies. The Commander of the Watch reports to the 
Open Lord, Laeral Silverhand. 

GAME STATISTICS 
Most City Watch members are veterans. So~e of the 
highest-ranked members are knights. All ~tty Watch 

b helmets and carry clubs whtle on duty. mem erswear 

APPENDIX B I MONSTERS AND NPCS 

THE DooM RAIDERS 

The Doom Raiders were five unscrupulous adventurers 
who liked to plunder lich lairs (called "dooms" by some). 
They gave up adventuring to join the Black Network 
and came to Waterdeep three years ago with plans to 
establish a Zhentarim foothold in the city. In that time, 
they have forged alliances with various nobles and 
guilds and run afoul of others, all the while fending off 
Harper spies. 

DAVIL STARSONG 

Within the Waterdeep division of the Black Network, 
Davil is accorded the title of Master of Opportunities 
and Negotiations because he's good at sniffing out lucra
tive business deals, and he makes friends easily. . 

Like many sun elves, Davil has an affinity for mag~c 
and is gifted with the kind of patience that comes With 
a long life span. Unlike most, he's not the least bit _ 
pretentious or aloof. He keeps a room at the Yawnmg, 
Portal and does all his business in the establishment 

5 

taproom. He negotiates deals with grace and aplomb, 
even while drunk, and uses an elven lute as a spell· 
casting focus. 

Davil can put the characters in contact with other 
leaders of the Black Network's Waterdeep division, . d· 
namely Istrid Horn (if they need a loan), Skeemo We!fed 
bottle (if they need magic) Tashlyn Yafeera (if theY ne, 

' ('f theY 
weapons or mercenaries), and Ziraj the Hunter 1 

need a highly skilled assassin). 
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SJ(EEMO WEIRDBOTTLE 

keerno (see t~e next page for his stat block) became the 
Master of Mag1c fo.r the Black Network in Waterdeep, 
setting up a cover m the Trades Ward in the form of a 
ramped little shop called Weird bottle's Concoctio c . d 1. . ns. 

Most of his pot10ns an e IXtrs are nonmagical, but he 
crafts magical ones for his Zhent friends. 

Skeemo can add "sellout" to his credentials, his ser
vices )laving been bought by House Gralhund and the 
Black Network operatives loyal to Manshoon. The rock 
gnome uses paper birds (see appendix A) to send mes
sages both to his new friends and his old ones. 

DAVIL STARSONG 
Medium humanoid (elf) , neutral 

Armor Class 15 (chain sh irt) 
Hit Points 82 (l5d8 + 15) 
Speed 30ft. 

STR 
10 (tO) 

DEX 
14 (+2) 

CO N 
12 (+l) 

Saving Throws Dex +5 , Cha +6 

INT 
16 (+3) 

WIS 
12 (+l) 

CHA 
17 (+3) 

Skills Arcana +6 , History +6, Ins ight +4, Perce ption +4, 
Performance +6 

Senses darkvision 60ft. , passive Perception 14 
Languages Common, Draconic, Dwarvish , Elvish 
Challenge 6 (2,300 XP) 

Fey Ancestry. Davit has advantage on saving throws against be· 
ingcharmed , and magic can 't put him to sleep. 

Spellcasting. Davil is a 12th-level spellcaster. His spellcasting 
abil ity is Charisma (spell save DC 14, +6 to hit with spell at· 
tacks). He has the following bard spells prepared: 

Ca~trips (at will) : mage hand, mending, minor illusion , vi· 
Clous mockery 

1st level (4 slots) : cure wounds, disguise self, sleep . 
2nd level (3 slots) : crown of madness , invisibility, suggestion 
3

rd level (3 slots) : nondetection, sending, tongues 
4th level (3 slots) · compulsion fireedom or movement, polymorph 
5th I . ' ~ · 

eve\ (2 slots) : dom inate person , greater restoration 
Gth level (l slot) : Otto's irresistible dance 

AcTIONs 
Dagg :.:.:M~---------k-5-t~h-. t-r-ea-c-;-h-::S~f:-t. -=or 

er. elee or Ranged Weapon Attac : + 0 1 ' 

~60ft., onetar_get. Hit: 4 (ld4 +}}!iercin: damag.~. 
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1 ash lyn hast stnhlish ·d a tlst·ful covr r by servin~ as 
a bodyguard to Vorondm Ll'vl'lstorll', a dw<lrf magister 
stationed <lt the ~outh Gall'. She likt•s the dwarf and has 
earned his confidence, allowing her to reach I he rank of 
captain in the City Guard. In that position, she watches 
over traffic that passes through the gate and ensures 
that her associates in the Black Network can come and 
go freely. 

Born to a well-off family in Calimshan, Tashlyn has 
an unfettered sense of superiority. Quick to anger, she 
hates to back down from a fight. She respects anyone 
who can best her in melee combat. 

lSTRID HORN 
Medium humanoid (dwarf) , neutral evil 

Armor Class 18 (plate) 
Hit Points 117 (l8d8 + 36) 
Speed 25ft. 

STR 
12 (+l) 

DEX 
10 (+0) 

CON 
14 (+2) 

INT 
ll (tO) 

Saving Throws Con +5, Wis +6 
Skills Intim idation t4, Re ligion +3 
Damage Resistances poison 

WIS 
17 (+3) 

Senses darkvision 60 ft., passive Perception l3 
Languages Common, Dwarvish 
Challenge 8 (3 ,900 XP) 

CHA 
l3 (+ l) 

Dwarven Resilience. ls tri d has advantage on savi ng throws 
agai nst being poisoned. 

Spellcasting. lstrid is a 9th-level spellcaster. Her spellcasting 
ability is Wisdom (s pell save DC 14, t6 to hit with spel l at
tacks) . She has the fo ll owing cleric spells prepared: 

Ca ntri ps (at wi ll ): light , mending, sacred flame , spare the dying 
l st level (4 slots): divine favor, guiding bolt , healing word, 

shield of faith 
2nd level (3 slots) : lesser restoration , magic weapon, hold person, 

silence, spiritual weapon 
3rd level (3 slots) : beacon of hope, crusader's mantle, dispel 

magic, revivify, spirit guardians , water walk 
4th level (3 slots) : banishment,freedom of movement, guardian 

of faith, stoneskin 
5th leve l (l slot): flame strike, mass cure wounds, hold monster 

AcTIONs 

Multiattack. lstrid makes two melee attacks . ,. 

Maul. Melee Weapon Attack: +4 to hit , reach 5 ft. , one target. r 
Hit: 8 (2d6 + l) bludgeoning damage. 

Treasure Sense (3jDay). lstrid magically pinpoints precious 
metals and stones, such as coins and gems, within 60 
feet of her. 



THE DooM RAIDERS (LEFT TO RIGHT) : DIIVIL 5TARSONG, lsTRI D lioR N, TASHLV N YAFEE R II, 5KEEMO WEIRDBOTTLE, liND ZIRIIJ THE liuNTER 

SKEEMO WEIRDBOTTLE 
Small humanoid (gnome) , neutral evil 

Armor Class 12 (1 5 with mage armor) 
Hit Points 72 (16d6 + 16) 
Speed 25ft. 

STR 
9 (-1) 

DEX 
14 (+2) 

CON 
12 (+ 1) 

Saving Throws I nt +6, Wis +4 

INT 
17 (+3) 

WIS 
12 (+1) 

CHA 
15 (+2) 

Skills Arcana +6, History + 6, Perception +4, Performance +5 
Senses darkvision 60ft., passive Perception 14 
Languages Abyssal , Common, Gnomish, Undercommon 
Challenge 6 (2 ,300 XP) 

Gnome Cunning. Skeemo has advantage on Intelligence, Wis
dom , and Charisma saving throws against magic . 

Spellcasting. Skeemo is a 9th-level spellcaster. His spe ll casting 
ability is Intelligence (spell save DC 14, +6 to hit with spell at
tacks) . He has the following wizard spells prepared: 

Cantrips (at will) : fire bolt, light, mage hand, prestidigitation 
1st level (4 slots): detect magic, mage armor, magic mis-

sile , shield 
2nd level (3 slots): misty step, suggestion 
3rd level (3 slots): counterspell,fireball ,jly 
4th level (3 slots): greater invisibility, ice storm 
Sth level (1 slot): cone of cold 

ACTIONS 
Dagger. Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft . or 
range 20/60 ft ., one target. Hit: 4 (1 d4 + 2) ~iercing damage. 
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TASHLYN YAFEERA 
Medium humanoid (human), neutral 

Armor Class 18 (plate) 
Hit Points 149 (23d8 + 46) 
Speed 30ft. 

STR 
18 (+4) 

DEX 
15 (+2) 

CON 
14 (+2) 

Saving Throws Str +8, Con +6 

INT 
10 (+0) 

WIS 
14 (+2) 

Skills Athletics +8 , Intimidation +5, Perception +6 
Senses passive Perception 16 
Languages Common 
Challenge 9 (5,000 XP) 

CHA 
12 (+1) 

Indomitable (2JDay). Tashlyn can reroll a saving throw that she 
fails . She must use the new roll . 

Second Wind (Recharges after a Short or Long Rest). As a bo· 
nus action , Tashlyn can regain 20 hit points. 

ACTIONS 
----~~~--------------------------------
Multiattack. Tashlyn makes three attacks with her greatsword 
or her shortbow. 

Greatsword. Melee Weapon Attack: +8 to hit, reach 5 ft. , one 
t t H · 2d6) slashing arge · 1t: 11 (2d6 + 4) slashing damage plus 7 ( .. 
damage ifTashlyn has more than half he,' hit points renna•n•ng. 

Shortbow. Ranged Weapon Attack: +6 to hit , range 80/32~dG) 
ft ., one target . Hit: 5 (1 d6 + 2) piercing damage, plus 7 ( 

. . d h't o,nts 
piercmg a mage ifTashlyn has more than half her 1 P 
remaining. ~ 

% -' 
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Strength modifier. Its range is the same as an ordi-
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liRA] THE HUNTER 
Medium humanoid (halforc), neutral evil 

Armor Class 17 (+21eather armor) 
Hit Points 153 (18d8 + 72) 
Speed 30ft. 

STR 
18 (+4) 

DEX 
18 (+4) 

CON 
18 (+4) 

Saving Throws Wis +5, Cha +5 

INT 
11 (+0) 

WIS 
14 (+2) 

CHA 
15 (+2) 

Skills Athletics +7, Intimidation +5, Stea lth +7, Surviva l +5 
Senses da rkvision 60 ft. , pass ive Perception 12 
Languages Common, Ore 
Challenge 8 (3,900 XP) 

Spel/casting. Ziraj is a lOth-level spellcaster. His spellcasting 
abi lity is Cha risma (spell save DC 13 , +5 to hit with spell at
tacks). He has the fo llowing palad in spells prepared: 

1st level (4 slots): command, protection from evil and good, thun-
derous smite 

2nd level (3 slots) : branding smite, find steed 
3rd level (2 slots): blinding smite, dispel magic 

ACTIONS 

Multiattack. Ziraj makes three attacks with his gla ive or with 
his oversized longbow. 

C~aille. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. 
Htt: 9 (ldlO + 4) slash ing damage. 

Ollersized Longbow. Ranged Weapon Attack: +7 to hit, range 
150/600 ft. , one target. Hit: 11 (2d6 + 4) piercing damage. 

Dreadful Aspect (Recharges after a Short or Long Rest). _Ziraj 
exudes magica l menace. Each enemy within 30 feet of h.tm 
rnust succeed on a DC 13 Wisdom saving throw or be :nght-
ened f . . d my ends tts turn 0 Z~raj for 1 minute. If a fnghtene ene h 
111ore than 30 feet away from Ziraj, the enemy can repeat t e 
saving throw, ending the effect on itself on a success. 

UNSLlN ER 
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FEL'REKT LAFEEN 

Fel'rekt is a male drow who was born female. Unhappy 
with the treatment of males in his society, he petitioned 
to join Bregan D'aerthe. Jarlaxle took a shine to Fel'rekt 
almost immediately, and the young drow has since be
come one of]arlaxle's most loyal lieutenants. Eager to 
prove himself, Fel'rekt is quick to volunteer for tasks and 
hurls himself into combat with verve. 

Fel'rekt and Krebbyg Masq'il'yr are close friends 
and work as a team, trading banter and jokes at their 
enemies' expense. Fel'rekt lacks the cruelty common to 
most drow, and he won't kill an adversary unless he is 
left with no other choice. 

DROW GUNSLINGER 
Medium humanoid (elf) , any alignment 

Armor Class 18 (studded leather, shield) 
Hit Points 84 (13d8 + 26) 
Speed 30 ft. 

STR 
13 (+1) 

DEX 
18 (+4) 

CON 
14 (+2) 

INT 
11 (+0) 

Saving Throws Dex +6, Con +4, Wis +3 
Skills Perception +3, Stealth +8 

WIS 
13 (+ 1) 

Senses darkvis ion 120 ft. , passive Perception 13 
Languages Elvish , Undercommon 
Challenge 4 (1,100 XP) 

CHA 
14 (+2) 

Fey Ancestry. The drow has advantage on saving throws against 
being charmed, and magic can 't put the drow to sleep. 

Gunslinger. Being within 5 feet of a hostile creature or attack
ing at long range doesn 't impose disadvantage on the draw's 
ranged attack rolls with a pistol. In addition , the drow ignores 
half cover and three-quarters cover when making ranged at
tacks with a pistol. 

Innate Spellcasting. The draw's spellcasting ability is Charisma 
(spell save DC 12) . It can innately cast the following spells , re
quiring no material components: 

At will : dancing lights 
lfday each: darkness,faerie fire, levitate (self only) 

Sunlight Sensitillity. While in sunlight, the drow has disadvan
tage on attack rolls , as well as on Wisdom (Perception) checks 
that rely on sight. 

AcTIONS 

Multiattack. The drow makes two shortsword attacks. 

Shortsword. Melee Weapon Attack: +6 to hit, reach 5 ft. , one 
target. Hit: 7 (1d6 + 4) piercing damage. 

Poisonous Pistol. Ranged Weapon Attack: +6 to hit, range 30f 90 
ft. , one target. Hit: 9 (ldlO + 4) piercing damage plus 11 (2dl0) 
poison damage. 
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DROW GUNSLINGER 

Game Statistics. Fel'rekt Lafeen is a neutral good 
drow gunslinger. In addition to his weapons, he carries 
four packets of smokepowder (see appendix A) and a 
pouch containing twenty pistol bullets. 

KREBBYG MASQ)L'YR 

Krebbyg's house was destroyed long ago, leaving him 
with no connection to his old life in the Underdark. He is 
young and rash. 

Krebbyg works closely with Fel'rekt Lafeen, and the 
two collaborate well despite their disparate alignments. 
Krebbyg prefers to follow Fel'rekt 's lead, letting him do 
most of the thinking and talking. 

Game Statistics. Krebbyg Masq'il'yr is a chaotic neu
tral drow gunslinger. In addition to his weapons, he 
carries four packets of smokepowder (see appendix A) 
a nd a pouch containing twenty pistol bullets. 

SOLUUN XIBRINDAS 

Soluun is a sadistic, fanatical bully who is fi ercely loyal 
to Bregan D'aerthe, and toJarlaxle in particular. His 
younger brother, Nar'l, has infiltrated the Xanathar 
Guild. Soluun considers Nar'l a weakling who turned to 
arcane magic by way of compensation , and he has never 
had much faith in his brother or his abi liti es. 

Soluun has a burning hatred of surface elves and half
elves, having been taught from a young age to kill them 
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DuRN AN 

Durnan is the owner and proprietor of the Yawning 
Portal. Although he looks like a m iddle-aged man wh 
best days are behind him, Durnan has a sharp mind ose 
and can still swing a sword when he must. He doesn't 
like talking about his past, and he won't reveal anything 
about his time as an adventurer. 

If Durnan has any living family members, he doesn't 
speak of them. He rarely says two words when one will 
do. He has a dark sense of humor and spares no pity on 
those who take the risk of entering Undermountain. 

He keeps Grimvault , his magic greatsword, within 
reach under the bar, and can chop tables in half with it if 
he so desires. He also can pull out a double crossbow (a 
heavy crossbow with reduced range that fires two bolts 
at the same target). Still, if he gets involved in a brawl, 
he prefers fighting with fists or a well-flung tankard. 

Durnan doesn't often venture far from the Yawning 
Portal, using his employees to run errands for him 
as needed. If he's feeling charitable, he might gently 
discourage likable "nobodies" from venturing into Un
dermountain, if he thinks they wouldn't survive. He can 
also direct adventurers toward tavern regulars who 
might be able to help them or offer useful information. 

FLOON BLAGMAAR 

Floon, a native Waterdavian in his early thirties, is a 
handsome fellow but not very bright. He used to work 
as a n escort in festhalls but is currently unemployed. 
Several months ago, he came upon a married noble en· 
gaging in some indiscreet behavior, and now lives off the 
generous bribe he is being paid to keep silent. 

With fri ends all over the city Floon spends most of 
h' 0 ' 

ts ttme drinking and carousing. He gets by on his 
looks and doesn't know what to do with his life, and has 
shown little interest in working for a living. 

G AME STATISTICS 
Fl · ' b oon IS a chaotic good Illuskan human coounooerWit 
an Intelligence of 7 (-2) and a Charisma of 13 (+1). fie 
speaks Common. 
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ight take on larger prey. A gazer might ~ II h 

!II . . . '1 . . o ow uman-
'ds in tts terntory, notst y mtmtcking the' 

OJ • • tr speech and 
generally bemg a nUisance, until they leave th 

. f d b . e area, but 
it flees tf con ronte Y somethmg it can't kil l. 

DURN AN 
Medium humanoid (human) , neutral 

Armor Class 16 (elven chain) 
Hit Points 144 (1 7d8 + 68) 
Speed 30ft. 

STR 
18 (+4) 

DEX 
15 (+2) 

CON 
18 (+4) 

Saving Throws Str +8, Con +8 
Skills Ath letics +8, Perception +5 
Senses passive Perception 15 
Languages Common, Dwarvish 
Challenge 9 (5 ,000 XP) 

INT 
13 (+1) 

WIS 
12 (+1) 

CHA 
10 (+OJ 

Special Equipment. Durnan wields a sword of sharpness (great· 
sword) called Grimvault. He wears boots of striding and spring· 
ing, elven chain, and a ring of spell turning. 

Indomitable (Recharges after a Long Rest). Durnan can reroll a 
saving throw that he fails. He must use the new roll. 

Spell Turning. While wearing his ring of spell turning, Durnan 
has advantage on saving throws against any spell that targets 
only him (not in an area of effect) . If Durnan rolls a 20 for the 
save and the spell is 7th level or lower, the spell has no effect 
on him and instead targets the caster, us ing the slot level , spell 
save DC, attack bonus, and spellcasting ability of the caster. 

ACTIONS 

Multiattack. Durnan makes four melee weapon attacks . 

Crimvault. Melee Weapon Attack: +8 to hit, reach 5 ft. , .one 
tar.get. Hit: 11 (2d6 + 4) slash ing damage. If the target IS an 
~bJect , the hit instead deals 16 slashing damage. If the target 
IS a creature and Durn an rolls a 20 on the d20 for the attack 
roll, the target takes an extra 14 slashing damage, and Durna~ 
~oils another d20. On a roll of 20, he lops .o~ one of the targets 

fllbs, or some other part of its body if it IS limbless. 

Double Cronbo~ Ranged Weapon Attack: +6 to hit , range 
60f240 ft., one ta~get. Hit: 13 (2d10 + 2) piercing damage. 

GAZER 
Tiny aberration, neutral evil 

Armor Class 13 
Hit Points 13 (3d4 + 6) 
Speed 0 ft., fl y 30 ft. (hover) 

STR 
3 (- 4) 

DEX 
17 (+3) 

Saving Throws Wis +2 

CON 
14 (+2) 

Skills Perception +4, Stealth +5 
Condition Immunities prone 

INT 
3 (-4) 

WIS 
10 (+0) 

Senses darkvision 60ft. , passive Perception 14 
Languages -
Challenge 1/2 (100 XP) 

CHA 
7 (-2) 

Aggressive. As a bonus action , the gazer can move up to its 
speed toward a hostile creature that it can see. 

Mimicry. The gazer can mimic simple sounds of speech it has 
heard, in any language. A creature that hears the sounds can 
tell they are imitations with a successful DC 10 Wisdom (In· 
sight) check. 

ACTIONS 

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft. , one target. 
Hit: 1 piercing damage. 

Eye Rays. The gazer shoots two of the following magical eye 
rays at random (reroll duplicates), choosing one or two targets 
it can see within 60 feet of it: 

7. Dazing Ray. The targeted creature must succeed on a DC 
12 Wisdom saving throw or be charmed until the start of the 
gazer's next turn. While the target is charmed in this way, its 
speed is halved, and it has disadvantage on attack rolls. 

2. Fear Ray. The targeted creature must succeed on a DC 12 
Wisdom saving throw or be frightened until the start of the gaz· 
er's next turn . 

3. Frost Ray. The targeted creature must succeed on a DC 12 
Dexterity saving throw or take 10 (3d6) cold damage. 

4. Telekinetic Ray. If the target is a creature that is Medium or 
smaller, it must succeed on a DC 12 Strength saving throw or 
be moved up to 30 feet directly away from the gazer. 

If the target is an object weighing 10 pounds or less that 
isn 't being worn or carried, the gazer moves it up to 30 feet in 
any direction . The gazer can also exert fine control on objects 
with this ray, such as manipulating a simple tool or opening a 

container. 



HLAM 
Thi v ncrnble 11 . 1 I' . . ' um.1n mon tn ~ tn a cave hnllw<l up 
th td of Mount \\ aterdt•cp. II hun is tlw gn~ncl mas 
t r of tlw rdet· of the I· ' en ll.llldnl, a small mono~stu · 
g:~up devoted to T:vr \ o11ld llL students 1wttmlicnlly 
" 1 It ~im to learn thl' \Vay of the S;H·n·d l•ists, whwh 

ombme cl 'ri magic and nHHtl· traintng. l'hcy uswtll 
return to the ity confust•d, bruised, and not inclined to 

i it again . 

In time - of great p ril, Hlam can b ·called on to he lp. 
om tim h o~ t" pearls ofwi dam, and sometimes 

~ de c nd from his a to s t things right with fist-
t uffs. He an how up at an point in the story as a 
helpful figure, and th haracters can visit him in his 
c ave if they need guidance or training. The Order of the 
Gauntlet con id rs him a staunch ally. 

Hlam is immune to di ease and doesn't require food 
or water. Although he ages, h suffers none of the frailty 
of old age. 

HLAM 
Medium humanoid (human), lawful good 

Armo r Class 22 (Unarmored Defense) 
Hit Points 137 (25d8 + 25) 
Speed 60ft. 

STR 
11 (+0) 

DEX 
24 {+7) 

CON 
13 (+1) 

Saving Throws Str +5, Dex +12 
S kills Athletics +5, Religion +7 
Dam age Immunities poison 

INT 
14 (+2) 

WIS 
21 (+5) 

Cond itio n Imm unities charmed, frighte ned, poisoned 
Senses passive Perception 15 
Languages all spoken languages 
Cha llenge 16 (15,000 XP) 

CHA 
14 (+2) 

Spellcasting. H lam is a 5th-level spellcaster. Hi s s pe ll cas t ing 
ability is Wisdom (spell save DC 18, + 10 to hit wi th s pe ll at
tacks) . He has the following cleric spells p re pa red : 

Cantrips (at will) : guidance, light , sacred flame, spare the dying 
1st level (4 slots): detect evil and good, healing word, sanctuary, 

shield of faith 
2nd level (3 slots): calm emotions, prayer of healing, silence 
3rd level (2 slots): protection from energy, remove curse, sending 

Evasion. If Hlam is subjected to an effect that allows him to 
make a Dexterity saving throw to take only half d amage, he 
instead takes no damage if he succeeds on the savi ng t hrow, 
and only half damage if he fails . He can't use th is tra it if he's 
incapacitated. 

Magic Unarmed Strikes. Hlam's unarmed strikes a re magical. 

Unarmored Defense. While H lam is wearing no a rmor and 
wielding no shield , his AC inclu des his Wisdo m mod ifier. 

AcTIONS 

target is a creature, H lam can choose one of the following addi. 
tional effects: 

• The target must succeed on a DC 18 Strength saving thro 
d rop one item it is holding (Hiam's choice). Wor 

• The target must succeed on a DC 18 Dexterity saving throw 
or be knocked prone . 

• The ta rget must succeed on a DC 18 Constitution saving 
throw or be stunned until the end of HI am's next turn. 

Dart. Ranged Weapon Attack: +12 to hit , range 20j60 ft. , one 
target . Hit: 9 (1d4 + 7) piercing damage. 

Quivering Palm (Recha rge 6). Melee Weapon Attack: +12 to hit 
reach 5 ft., one creature. Hit: The target must make a DC 18 ' 
Constitution saving throw. On a failed save, the target is re
d uced to 0 hit points . On a successful save , the target takes 55 
(10d1 0) necrotic damage. 

Wholeness of Body (Recharges after a Long Rest) . Hlam regains 
60 hit points. 

REACTIONS 

Deflect Missile . In res ponse to being hit by a ranged weapon 
at tack, Hlam deflects the missile. The damage he takes from 
th e attack is reduced by 1 d1 0 + 27. If the damage is reduced to 
0 , Hl am catches the missile if it 's small enough to hold in one 
han d an d he has a hand free . 

Slow Fall. Hlam red uces the bludgeoning damage he takes 
from a fa ll by 100. 

LEGENDARY ACTIONS 

Hlam can take 3 legendary actions, choosing from the options 
below. O nly one legen d ary action option can be used at a tirne 
and on ly at the end of another creature's turn . Hlam regains 
s pent legend ary actions at the start of his turn. 

Quick Step. Hlam moves up to his speed without provoking 
o pportunity attacks. 

Multiattack. Hlam attacks three times using his unarmed Unarmed Strt'ke (C t 2 A . 1 k un 
strike, darts, or both. armed strike . 

os s cttons) . H am ma es one -

Unarmed Strike. Melee Weapon Attack: +12 to hit, reach 5 Invisibility (Costs 3 Actions) . Hlam becomes invisible until r 
ft., one target. Hit: 12 (1d10 + 7) bl udgeo ning d amage. If the t he end of his next turn. The effect ends ifHiam attacksO 

c=====~============~~~======~~==~~======z=~~==~==~~~~a=s=ts~a~s;p~e~ll;· ========================~==~==~ 
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HRABBAZ -Hrabbaz is a muscle-bound half-ore with a cleft palate 
who serves the lord and lady of House Gralhund as 

3 bodyguard. He is well mannered and dresses im
peccably-a disarming appearance that belies a mur
derous heart. Though he has great respect for Lady 
Yalah Gralhund, he is less fond of her moody husband, 
and wouldn't be sad to see Orond knocked down a 
peg or two. 

HRABBAZ 
Medium humanoid (halforc;J, neutral evil 

Armor Class 12 
Hit Points 112 (1 5d8 + 45) 
Speed 30ft. 

STR 
20 (+5) 

DEX 
15 (+2) 

CON 
17 (+3) 

INT 
10 (+0) 

WIS 
14 (+2) 

Saving Throws Str +8 Con + 6 
Skills Athletics +8, ln~imidation +4, Perception +5 
Senses darkvision 60ft., passive Perception 15 
languages Common Ore 
Challenge 5 (1 ,800 XP) 

CHA 
12 (+1) 

ln~omitab/e (2/Day). Hrabbaz can reroll a saving throw that he 
falls. He must use the new roll. 

~elentless Endurance (Recharges after a Long Rest). When 
d rabbaz is reduced to 0 hit points but not killed outright, he 
rops to 1 hit point instead. 

AcTIONs 
Mu/tiat-t...:..::k:.__ ______________ h_h_-----
1"11 . ac · Hrabbaz makes three attacks w1t IS 

ornlngstar. 

Morn; h 5 f 
ta ngstar. Melee Weapon Attack: +8 to hit, reac t ., one 
~H .. 

darn · rt: 9 (ld8 + 5) piercing damage, plus 3 (ld6) P 1er~l~g 
~Hrabbaz has more than half his hit poin~s rema;lng. 

jALESTER SILVERMANE 

An earnest man 111 Ius mid tw<·ntH '>, J;tl<:~t<"r lwil., from 
the distant land of Cormyr, wh<'r<' h< <~<~rn< d hts '>pttr•; 
working for a mercenary company called the c;,t< cl 
Shadows. A few years ago,jalester left the Dales and 
traveled to Waterdeep with several other members of 
the company, one of whom Faerrel Dunblade would 
become his best friend and lover. 

The wizard Elminster befriended the two young men 
and brought them to the attention of Laeral Silverhand, 
who put them to work as deputies and spies.Jalester 
and Faerrel helped the Open Lord expose a plot to over
throw the government, but Faerrel was killed while help
ing bring the perpetrators to justice. Jalester remained 
in Waterdeep afterward, becoming one of Laeral's field 
operatives in the service of Waterdeep and the Lords' 
Alliance. He has been romantically unattached ever 
since Faerrel's death but longs again for love. 

'TREA SURE 

Jalester carries a badge of the Watch (see appendix A). If 
the badge is lost or taken from him, it returns to Laeral 
Silverhand. 

jALESTER SILVERMANE 
Medium humanoid (human), lawful good 

Armor Class 18 (chain mail, badge of the Watch) 
Hit Points 71 (13d8 + 13) 
Speed 30ft. 

STR 
14 (+2) 

DEX 
14 (+2) 

CON 
13 (+ 1) 

Saving Throws Str +4, Con +3 
Skills Athletics +4, Survival +4 
Senses passive Perception 12 
Languages Common, Elvish 
Challenge 4 (1 ,100 XP) 

INT 
12 (+1) 

WIS 
14 (+2) 

CHA 
13 (+1) 

Special Equipment. )alester carries a badge of the Watch. 

Second Wind (Recharges after a Short or Long Rest). As a bo
nus action , )aleste r can regain 16 (1d10 + 11) hit points. 

ACTIONS 

Multiattack. )alester makes two weapon attacks. 

Longsword. Melee Weapon Attack: +4 to hit, reach 5 ft., one tar
get. Hit: 6 (1d8 + 2) slashing damage , or 7 (1dl0 + 2) slashing 
damage when used with two hands . 

Dagger. Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft. or 
range 20/60 ft. , one target. Hit: 4 (1d4 + 2) piercing damage. 

REACTIONS 

Riposte. When a creature that )alester can see misses him 
with a melee attack, he can use his reaction to make a melee 
weapon attack against that creature. On a hit, the target takes 
an extra 4 damage from the weapon. 
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Pl 

J,u\,\ h I~,\ 11 llllhll,lltl(. I hll111lllt1 dt !1\ i< oliO 
d.t~t 1 II- k.tds 11 lllll'~ 1d1 dtn I 11 ttnllt .tilt dIll!' "' 1 

\)'m•rtlll', llhllh up 1 I tit 1 tllt 1111hi t•d '" '"' cit n • 111
11 1 

(1\(httl\1\llltdltPIIIdtsttll)ldtll di ~l,lll't\ hOtll 
,,fll tl ith .1 ~11111 p mind ,,, t'll 1 nl hllt1Hll, plli ~Ha llt 

sh.11l \ 1th ,\hi 1d1 , 11\d ,\\ t' lith lll \1 . tlt d 111.1 It 11<'111· • 
]arl,1 It 11\hltt,\lt d tht 1 ity ot I ttslan , b10IIJ ht a kind 
olt,llh 1 t1' its I,\\ It ssnt ss, 111d dt•t 1:111 d l11111 ~<' 1f its 

s1 rt ct lord 
Jarla It hies tow an ,\ t.111gkd web of schemes that 

lcm h1s tntmtts baflkd tht latest of which is a plan to 
kgitimi c Luskan b. malmg tl a nH'mber of th Lord ' 
\I !tan c. 1 he it 's un~avor reputation has thwarted 
all pr 'VIous ffort , and thC' current leaders of the Lords' 
\lhanc have voi d th ir opposttion to Luskan's ad 
miltan . C w han• fiat! declared that the city will 
never b wdcom in th alliance. Nonetheless,Jarlaxle 
a1m · to p r uad La ral ilverhand, the Open Lord of 
\\aterdccp, to ham pion Lu kan's a use- even if that 
mean lo 111g other alliance members in the process. 

JARLAXLE BAENRE 
Medium humanoid (elf), chaotic neutral 

Armor Class 24 (+3 leather armor, Suave Defense) 
Hit Points 123 (19d8 + 38) 
Speed 30ft. 

STR 
12 (+1) 

DEX 
22 (+6) 

CON 
14 (+2) 

Saving Throws Dex + 11, Wis +8 

INT 
20 (+5) 

WIS 
16 (+3) 

CHA 
19 (+4) 

Skills Acrobatics +11, Athletics +6, Deception +14, Perception 
+8, Sleight of Hand +11, Stealth +1 6 

Senses darkvision 120ft., passive Perception 18 
Languages Abyssal , Common, Draconic, Dwarvish , Elvish, 

Undercommon 
Challenge 15 (13,000 XP) 

Special Equipment. Jarlaxle wears +3 leather armor, a hat of 
disguise, a bracer of flying daggers (see appendix A) , a cloak of in· 
visibility, a knave 's eye patch (see appendix A) , and a ring of truth 
telling (see appendix A) . He wields a +3 rapier and carries a por
table hole and a wand of web. His hat is adorned with a feather 
of diatryma summoning (see append ix A) . 

Evasion. If he is subjected to an effect that allows him to make 
a Dexterity saving throw to take only half damage, Jarlaxle 
instead takes no damage if he succeeds on the saving throw, 
and only half damage if he fails . He can't use this trait if he 's 
incapacitated. 

Fey Ancestry. Jarlaxle has advantage on saving throws against 
being charmed, and magic can' t put him to sleep. 

Innate Spellcasting. Jarlaxle's innate spellcasting ability is 
Charisma (spell save DC 17, +9 to hit with spell attacks). He 
can innately cast the following spells , requiring no material 
components: 

At will : dancing lights 
l fday each: darkness ,faerie fire, levitate (self only) 
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, 1 11111 w to tllo~r of Wnt1 rd ·c p w 
I I il'il~ttll 0 . Oulct 

I Y 11 ~ • I l< 'l politic al:~rtd f UJJJOilllt: JHJWcr 
ltH ' II ttHI jnt fiX On lhe 
, d ( oll'il • 

swot 
1 

. II II' to W:1t''' d«·cp 111 tiH gut•,, 11r a 
lnt'ln xl< t• 1 '~ 10 , '/ 1 " 'It • 

1 1 11 •111 t, d Znrrlm. ,,on. .:1pt:11n £,
1 1, II kntt 1111ll lll ' • - r< 

I II 1 till Sc a Mtllclt n l•ntr , a c·arn1valth 
·• till 11 11 1HI< 't 0 • • at 
I I I cloWII tllr 1Will d Coa l tn thru c.,hip .. 
t 'IIVI'IHIIPIIfl( I l !;, 1 ' 1 .1 ,1 till /lc nr//Jir ulwr, an£ tnc fir flrai", 
till' J•yt•c 'f/ 1 If ' •>Cr 

· 1 11 ,11 clc •,u i!Jr j.1rl xlr ). liP sp ·nd~ most of 
(nil wor< s " 1 • , 1 ,11 d 1 he hyt•c·n/dH 1, 11 per!lonal sh ip 'fh 
ltiH (IIIII I I JO• • (! 

' . <"'H''lc;canyrnt,rrtiJ«r&ofth carnivaland otlwt twov _,,. 
their pnrade waf..(on<; . . . 

1 l 11 ,1.., forged fill allwncc w1th Lantan (an isl Jar ax c c ,, • } , and 
1 til) and bas armed Ius bregan D acrthe lt'e to t 1c sou , u. 

t nants with Lanlancsc firearms that rely o~ magical 

1 Owder to function . He has also atqlllred a La 
wo~ ~ 
tanesc submarine called the Scarlet Marpenoth. This 
underwater vessel is mounted below ~he Eyecatcher and 
kept out of sight.Jarlaxle plans on usmg the submarine 
to flee Waterdeep if his scheme unravels. 

Jarlaxle's loyalties are to himse~f first and foremost, 
and to Bregan D'aerthe secondanly. 

Legendary Resistance (1jDay). If )arlaxle fails a saving throw, he 
can choose to succeed instead . 

Master Attuner. Jarlaxle can attune to up to five magic items, 
and he can attune to magic items that normally require attune. 
ment by a sorcerer, warlock, or wizard . 

Sneak Attack (1jTurn). )arlaxle deals an extra 24 (7d6) damage 
when he hits a target with a weapon attack and has advantage 
on the attack roll , or when the target is within 5 feet of an ally 
of Jarlaxle 's that isn't incapacitated and )arlaxle doesn 't have 
disadvantage on the attack roll. 

Suave Defense. While Jarlaxle is wearing light or no armor and 
wielding no shield, his AC includes his Charisma modifier. 

Sunlight Sensitivity. When not wearing his knave's eye patch, 
Jarlaxle has disadvantage on attack rolls, as well as on Wisdom 
(Perception) checks that rely on sight. 

ACTIONS 

Multiattack. Jarlaxle makes three attacks with his +3 rapier or 
two attacks with daggers created by his bracer of flying daggers. 

+3 Rapier. Melee Weapon Attack:+ 14 to hit, reach 5 ft., one tar· 
get. Hit: 13 (1d8 + 9) piercing damage. 

Flying Dagger. Ranged Weapon Attack:+ 11 to hit , range 20/60 
ft., one target. Hit: 8 (1d4 + 6) piercing damage. 

LEGENDARY ACTIONS 

J~rlaxle can take 3 legendary actions, choosing from the op
tlo_ns below. Only one legendary action option can be used at 
a tl~e and only at the end of another creature's turn . Jarlaxle 
regains spent legendary actions at the start of his turn. 

Quick Step. Jarlaxle moves up to his speed without provoking 
opportunity attacks. 

Attac~ (Costs 2 Actions). Jarlaxle makes one attack with his +3 

flra~Jer or two attacks with daggers created by his bracer of 
y1ng daggers. 



JV\L SILVERHAND 
~j\E 

0 
.... Laeral Silverhand wa born j 11 II y man co w e·tr r 

_Anll 1 (765 DR). the fifth of ev n daught . ' 
0 

cow f l rs of thl' 
tile · ~ystra Each o tht> cv n isll!rs 1,. 

ddess JVl • • '' '' powcrftl 
go Jess beauty wtth a penchant for arcan . 

1 

d 11ge . ' e magtc 
an ago Laeral ruled a kmgdorn called St · 

).,Oflg ' W' Ornanter 
d held the title of Itch-Queen of the North. After 

an he Jed a band of adventurers ca lled theN ' . S h 
nat. s Kh lb me. e t d married e en Arunsun who would 1 t et an · a er 

(11 ..,., e the BJackstaff. the Lord Mage of Waterd 
beco"· d" d L I . eep. r~" helben te . aera retired from public 1·r S l After n. t•e. 1e 

rfaced after the Spellplague and the Sundering 
resu M ' d th b' ' 

kened by ystra s ea , re trth, and withdr 1 well awa 
from the world._ . ' . 

J.,lleral 's magtc tsn ~ as g~eat as 1t once was, though she 
does her utmost to htd.e thts fact. Only E lrn inster, he r 

Sled fri end and advtsor, knows the extent of he d tru . . . . r e-
cl ine. Despite her dtmtmshed abtlities, Laeral re ma ins a 

LAERAL SILVERHAND 
Medium humanoid (human), chaotic good 

Armor Class 18 (robe of the arch magi) 
Hit Points 228 (24d8 + 120) 
Speed 30ft. 

STR 
13 (+1) 

DEX 
17 (+3) 

CON 
20 (+5) 

Saving Throws lnt +1 1, W is +11 

INT 
20 (+5) 

WIS 
20 (+5) 

CHA 
19 (+4) 

Skills Arcana +1 7, H is tory +17, Ins ight +11 , Perception +11 , 
Persuasion + 10 

Damage Resistances fire 
Damage Immunities po ison 
Condition Immunities poisoned 
Senses truesight 60ft., pass ive Perception 21 
Languages Common , Dracon ic , Dwarvish , Elvish , Giant, 

Infernal 
Challenge 17 (18 ,000 XP) 

Special Equipment. Laeral wears a white robe of the archmagi 
(accounted for in her statistics) . She wields aflame tongue 
longsword. 

Magic Resistance. While wearing her robe of the archmagi, 
Laera l has d . . . a vantage on savmg throws aga1nst spells and other 
mag1cal effects . 

~~~1/casting. Laeral is a 19th-level spellcaster. Her spellcasting 
ta~~ty 15 Intell igence (spell save DC 21 , + 13 to hit with spell at-

s). Laeral has the following wizard spells prepared : 

Cant · 
f nps (at will) : light , mage hand, minor illusion, prestidigita-

1 ion, ray of frost 

2~~~~ve l (at will) : detect magic, disguise self, magic missile , shield 
3rd 

1 

evel l (at will) : detect thoughts , invisibility, misty step 
eve (3 slot ) fl d " 4th level s : cou~terspe/1, y, sen .'"~· .t~~gues . , . 

le t (3 slots) : bamshment, greater mvlstbdlty, Otiluke s resi/-
11 sphere 

Sth level (3 . 
6th level slots) : cone of cold, geas , Rary's telepathic b~nd 
7th level (2 slots) : globe of invulnerability, mass suggestton 
8th lev 

1 
( 1 slot) : prismatic spray, teleport 

9th lev:l (1 slot) : f~eb/emind, power word stun 
~ (l slot) : t1me stop 

formiclnhl , elc HI' l wo~dc d wil.llnl with pic nty of 11111~if' : II 

IH 1 eli pos:tl. 
\ !c w yc :11 s 111~o. l>auult Nc vc n 1nlwl' w:1s cHtstc cl :1"' 

Opt•n Lord ofWalt·nkc p. L:u 111l r«'hll'tnntly s teppPcl 
tnto the• vnc :tiH'Y a t thc· n•qtwst of the • Mn kt'cl Lorch-;, 
and has ~it'rvc·d as W<ttc·rclt•t ps Opt:n I onl c•vPI' sinC'e. 
l nit1ally overwhelnwd by th<' dt•nuuHis of tit< noble '• nncl 
guild masters, she has sc· ttlcd 11 icely into het ni'W rol<. 
She uses her magic s paringly and reli<'s on trust e d ad 
visors and deputies. As time allows, she likes to vcntur<' 
outside the Palac of Waterclecp in disguise, just to clear 
her h ad or check up on old friends (and enemies). 

Laeral's relationship with Vajra Safahr, the current 
Blacksta ff, has its cha llenges. For one thing, Laera l 
is much older, much w iser, a nd much more powerfu l 
tha n Vajra, w hom she views as an insecure chi ld. In 
addition , Vajra wie lds the Black slaff, which has Khelben 
Ar unsun's s oul a nd the s ouls o f a ll the other B lackstaffs 
bound inside it. Lae ral cove ts the s taff, b ecause it con-

ACTIONS 

Multiattack. Laeral makes three attacks with her silver hair and 
flam e tongue, in any combination . She can cast one of her can 
trips or 1st-level spells before or after making these attacks . 

Silver Hair. Melee Weapon Attack: + 11 to hit , reach 5 ft. , one 
target . Hit: 7 (2d6) force damage , and the target must succeed 
on a DC 19 Constitution saving throw or be paralyzed for 1 
minute . The target can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a success . 

Flame Tongue. Melee Weapon Attack: +7 to hit, reach 5 ft ., one 
target . Hit: 5 (1d8 + 1) slashing damage plus 7 (2d6) fire dam
age, or 6 (1d10 + 1) slashing damage plus 7 (2d6) fire damage 
when used with two hands . 

Spellfire (Recharges after a Long Rest). Magical , heatless , silver 
fire harmlessly erupts from Laeral and surrounds her until she 
is incapacitated or until she uses an action to quench it. She 
gains one of the following benefits of her choice, which lasts 
until the silver fire ends: 

• She can breathe underwater. 
• She can survive without food and water. 
• She is immune to magic that would ascertain her thoughts 

truthfulness , alignment , or creature type . ' 
• She gains resistance to cold damage, and she is unharmed by 

temperatures as low as - 50 degrees Fahrenheit. 

While the ~ilver fire is present , she has the following additional 
act1on opt1ons: 

Cast the cure wounds spell . The target regains 1d8 + 5 hit 
points . After Laeral takes this action, roll a d6 . On a roll of 1 
the si lver fire disappears . ' 

• Cast the revivify spell without material components . After 
Laera_l takes this action , roll a d6 . On a roll of1 - 2 , the silver 
fire d1sappears . 

• Release a 60-foot line of silver fire that is 5 ceet ·d • 1' WI e or a 30-
foot cone of sliver fire. Objects in the area that ' b · . aren t emg 
worn or earned take 26 (4d12) fire damage E h . · ac creature 10 
the area must succeed on a DC 21 Dexter·1ty · h . sav1ng t row 
takmg 26 (4d12) fire damage on a failed save h If ' 
d 

' or a as much 
amage on a successful one. After Laeral tak th " · 

II d 
es IS act1on 

ro a 6. On a roll of 1- 3 the silver fire d "1 ' ' sap pears . 
= 
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LAERAL SILVERHIINO 

tains all that's left of her husband. Not surprisingly, the 
two mages avoid each other as much as possible. 

In times of great need, Laeral can command Vajra 
to unleash Force Grey. Until that order is given, Force 
Grey isn't allowed to conduct operations in Waterdeep, 
though Laeral's spies tell her that Vajra has secretly 
activated members of the elite order and sent them on a 
number of unauthorized missions. Laeral is reluctant to 
confront Vajra on the matter, and rationalizes her inac
tion by framing it as a test of Vajra's competence. 

APPE ' DIX B MONSTERS AND • PCS 

MANSHOON 
Referred to in this advent~re si~ply as "Manshoon,~ th· 
I f the ancient archwtzard mfiltrated Waterd IS cone o . . . eep 

ago and has bee n htdmg out m Kolat Towers years d ever 
since, in the city's South ern War . 

The original Manshoon was one of the founders of h 
· h h d · te Zhentarim. Evtl to t e core, e rna e enemtes all across 

FaerGn including other powerful spellcasters such , . F . as 
Khelben Arunsun and Elmm s ter. earmg that he rni h 
be destroyed by his foes , Mans hoon magically crafte~ t 
several clones-but a mishap caused all of them to b 

h . e 
awakened at once, whereu~on t ey tned to destroy one 
another in a series of conflicts th at came to be known as 
the Manshoon Wars. 

Now the original Manshoon is de ad, and it's widely be. 
lieved that all his clones were destroyed as well. In fact 
at least three are still alive. The one pres e ntly in Water~ 
deep escaped death by hiding out in Undermountain, 
where he eventually ran afoul of Halaste r Blackcloak. 
After a brief spell duel, Halaster captured Manshoon 
and amputated his left arm at the elbow for reasons un
known. Manshoon escaped imprisonment and fled Un
dermountain, taking refuge in the city above. Attempts 
to magically regenerate his severed limb failed, forcing 
him to craft an artificial arm and hand for himself. 

Manshoon took control of Kolat Towers, a crumbling 
residence in the Southern Ward that was abandoned 
years ago by the two wizards who built it. The edifice is 
surrounded by a magical barrier that has the properties 
of a wall of force. Manshoon rarely leaves the towers 
and uses a teleportation circle when he must do so, and 
thus is never seen entering or leaving. 

Manshoon aims to rule Waterdeep and replace the 
City Watch with Black etwork mercenaries that are 
loyal to him alone. By bribing and blackmailing the 
Masked Lords, he hopes to oust Laeral Silverhand as 
Open Lord and take her place, kill the Blackstaff, reduce 
the Masked Lords to mere vassals, and declare himself 
the Wizard-King ofWaterdeep. Once the city is firmly in 
his clutches, Manshoon will then turn his attention to
ward Undermountain, destroy Halaster once and for all, 
and claim the dungeon's riches. 

MANSHOON SIMULACRUM 

Manshoon uses the simulacrum spell to create a magi
cal duplicate of himself as needed. He has customized 
the spell to increase his simulacrum's hit points at the 
expense of its spellcasting ability. 

Manshoon can have only one simulacrum at any given 
time, and he uses it as a subordinate to command his 
Zhentarim minions in the field. If his simulacrum is de
stroyed, Manshoon creates another. Each simulacrum 
has the statistics of Manshoon, with these changes: 

• The simulacrum has no special equipment. Conse
qu~ntly, it has AC 12 and lacks the Magic Resistance 
tratt and the Staff of Power action option. 

• It loses all spell slots of 6th level and higher. 
• It has a challenge rating of 8 (3.900 XP). 



A ft.VING SNAK E OF 

rHE ZHENTAR'"' 

M~~~!!n~d~!an), lawful evil 
f;1edtlirfl 

r class 19 (robe of the arch magi, staff of power) 
~~~;oints 126 (23d8 + 23) 

speed 30ft. 

..... 
STR 

10 (+0) 

DEX 
14 (+2) 

CON 
12 (+ 1) 

INT 
23 (+6) 

WIS 
15 (+2) 

CHA 
16 (+3) 

....-; g Throws Str +2, Dex +4, Con +3, lnt + 13 , Wis +9 Cha +5 
Savin • 
SkillsArcana+ll , History+ll . . 

5 
ses darkvision 60ft., passtve Perceptton 12 

L:~guages Common, Dracon ic , Goblin , Infernal , Ore, 

Undercommon 
challenge 13 (10,000 XP) 

Special Equipment. Manshoon wears a black robe of the arch
magi and wields a staff of power (both accounted for in his 
statistics) . Ro ll 2d10 to determine how many charges the staff 

has remain ing. 

Magic Resistance. Wh ile wearing his robe of the archmagi, Man 
shoon has advantage on saving throws against spells and other 

magical effects . 

Spellcasting. Manshoon is an 18th-level spellcaster. His spell
casting ability is Intelligence (spell save DC 21 , +15 to hit with 
spell attacks) . He has the following wizard spells prepared: 

Cantrips (at will) : fire bolt, light, mage hand, prestidigitation, 
shocking grasp 

lst level (4 slots) : detect magic, mage armor, magic mis-
sile, shield 

2nd level (3 slots): detect thoughts, mirror image, misty step 
3rd level (3 slots) : counterspell, lightning bolt, sending 
4th level (3 slots) : fire shield, greater invisibility, polymorph 
5th level (3 slots): Bigby's hand, scrying, wall of for~~ 
6th level (1 slot): flesh to stone, globe of invulnerabdJty 
7th level (1 slot): finger of death , simulacrum 
8th level (1 slot):feeblemind, mind blank 
9th level (1 slot) : imprisonment, power word kill 

ACTIONS 

Metal Fist. Melee Weapon Attack: +6 to hit , reach 5 ft ., one tar

get. Hit: 4 (1d4 + 2) bludgeoning damage. 

StoffofPower. Melee Weapon Attack: +7 to hit, reach 5 ft ., one 

target. Hit: 5 (1d6 + 2) bludgeoning damage , or 6 (1d8 + 
2

) 
bludg . . h h ds Manshoon eontng damage when used wtt two an · 
~an expend 1 of the staff's charges to deal an extra 3 (

1 
d

6
) 

orce da t:::::::- mage on a hit. "' 2 , 

Martial arts adepts urc disciplmccl monks who hnvc LX

tensive training in hand to hand combat Some protc·c I 
monasteries; others travel the world seeking enlJghtc n 
ment or new forms of combat to master. A few become 
bodyguards, trading their combat prowess and loyalty 
for food and lodging . 

MARTIAL ARTS ADEPT 
Medium humanoid (any race), any alignment 

Armor Class 16 
Hit Points 60 (11d8 + 11) 
Speed 40ft. 

STR 
11 (+0) 

DEX 
17 (+3) 

CON 
13 (+1) 

INT 
11 (+0) 

WIS 
16 (+3) 

Skills Acrobatics +5, Insight +5 , Stealth +5 
Senses passive Perception 13 
Languages any one language (usually Common) 
Challenge 3 (700 XP) 

CHA 
10 (+0) 

Unarmored Defense. While the adept is wearing no armor and 
wielding no shield, its AC includes its Wisdom modifier. 

ACTIONS 

Multiattack. The adept makes three unarmed strikes or three 

dart attacks. 

Unarmed Strike. Melee Weapon Attack: +5 to hit, reach 5 ft ., 
one target. Hit: 7 (ld8 + 3) bludgeoning damage. If the target 
is a creature, the adept can choose one of the following addi 

tional effects : 

• The target must succeed on a DC 13 Strength saving throw or 
drop one item it is holding (adept's choice) . 

• The target must succeed on a DC 13 Dexterity saving throw 

or be knocked prone. 
• The target must succeed on a DC 13 Constitution saving 

throw or be stunned until the end of the adept 's next turn . 

Dart. Ranged Weapon Attack: +5 to hit, range 20/60 ft ., one tar

get. Hit: 5 (1 d4 + 3) piercing damage. 

REACTIONS 

Deflect Missile. In response to being hit by a ranged weapon 
attack, the adept deflects the missile . The damage it takes from 
the attack is reduced by 1dl0 + 3. If the damage is reduced to 0, 
the adept catches the missile if it 's small enough to hold in one 
hand and the adept has a hand free . 
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M N W RDR N 
I ·\n~)n t~ ,\ hands~li1H lot tnid thh Itt iot 111 ht p1 i1111 ', 

"ho ~ern~ tlw 'l'ddt s h 11Hlt ,t tnd ln\t . 1 •nnd tt ~:~. ltt . 
Ht8 tnend~ :tlll\ltl • thtm 1'1'11,\lt 1 \ttt ' lllhl'r .ttlll 

\ •\Jra S,\(,\\ll dt Sl I iht him IS hotH'S(, ll(lllt\IIS( II , ,\lid 
traordtn.trih lud y. Until n tl' tlll\, h1• ,, ,1s .1 IIH' tliiH' t 

0f Fwc ' •l'l',\ and rqltlt'lt·d dtn•eth to thl' nt.H'I st.1fL In 
rn·ent mottth~ . 1\kloon h.ts spl' llt much of Ius titiH' at tlw 
\a\\ning Port.tl 

Three months ago. out of bot·edom, 1eloon .1ccompa 
nicd a ftedgltng band of adY<.>nturers on an c . pcdition to 
Cndermountain. Thcr , Ius lu k ran out. V hile resting 
tn th dung on, the adventunng part} ' as atta keel by 
mon ·ter unl a h cl b} . anathar including a number 
of intellect devourer . One of the creatur s ucceeded in 
magically devouring and repla ing Meloon's brain, turn
ing the champion of Tymora into a puppet. fter finish
ing off hi un u pe ting companions, Meloon returned 
to \IVate rdeep as a Xanathar Guild spy. 

The intelle t devourer that inhabits Meloon's skull was 
br d by ihiloor, a mind flayer in Xanathar's employ. It 
knows everything Meloon knew. and Meloon behaves 
much a he did before hi descent into Undermountain. 
He hang out at the Yawning Portal, tries to bond with 
adventurers, and offer a helping hand whenever doi ng 

o feels appropriate. The intellect devourer's primary 
goals are to steer adventurers away from Undermoun
tain and get them to undertake quests that further 
the aims of anathar. Such quests usually involve the 
eradication of Xanathar's enemies, and Meloon is a ll too 
eager to fight alongside those who fall for his ruse. 

MELOON WARDRAGON 
Medtum humanoid (human), neutral evil 

Armor Class 18 (plate) 
Hit Points 143 (22d8 + 44) 
Speed 30ft. 

STR 
20 (+5) 

DEX 
15 (+2) 

CON 
14 (+2) 

Saving Th rows Str +9, Con +6 
Skills Athletics +9, Survival +6 

INT 
10 (+0) 

WIS 
14 (+2) 

Senses darkvision 60 ft ., passive Pe rcepti o n 12 
Languages Common, Deep Speech, tele pathy 60 ft . 
Challenge 9 (5 ,000 XP) 

CHA 
15 (+2) 

Special Equipmen t . Meloon wields Azuredge ~see appen dix A) 
but can ' t attune to it , and thus ga ins none of Its benefits . 

Indomitable (2fDay) . Meloon can reroll a saving throw that he 
fa ils . He must use the new roll. 

Second Wind (Recharges after a Sh~rt or Long Rest). As a bo
nus action , Meloon can regain 20 hit points . 

ACTIONS 

Mult iattack. Meloon makes four attacks with Azuredge. 

k . 9 t hit reach 5 ft ., one target. Hit: 11 Azuredge. Melee Attac · + 0 • 

(1d12 + 5) slashing damage. 
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AD/ us rrw GAM h S·r-:TrS1 JC 
· 1 . l(illt •cl tnd n ii SI d from tht df'ad, hi• tr 11 Mt oon ..., . I ' lie 

.• 1 td.llullti so.;l:tl t , IH < t.tll(1f'.t fotlow .. sl'l I lo.; t 1 " ot s. 

Mt loon h lll'llll'al ~ood 
I 111 , 1, kpa t lt y, a n d ht• nhdtty to n ak anct \.lh . lit 0'1( .., ., 

dl't'H(;Ind lkt•p <..)twt < IJ . ' 
• lit• I'll II nt I litH to !\ 7 tll'c•clul' (st'l apperHtrx A). 

MIRT 

I II 'ts Mirt th e M< ~ rci l< s.:; nnd the Old Wolf Once (llOW ' · , 

M. le .1 fortu 1w and carvt' cl o ut a r putatton as a trt mac • n 
adventurer and philandere r. 1 oday, an old<·r ·t nd Wiser 
Mirt serves as one of the ~asked Lords, a lla rper, anct 

I dvl·sor to Laeral Stlve rh and. The yea rs have a c ose a not 
I · down and though he h as g rown soft in the worn 11m • . 

flesh, he remains deceptive lyh stron ~, v1g~rous, and clear 
of mind. Mirt has survived t e passm g o centuries by 

of magic, and of all the Maske d Lords, he is the means 
1
. h' ·c1 . 

I t ncerned with concea mg IS t enttty. eas co . . 
Despite his prodigious g1rth , Ml,rt

1
canh_modve with gooct 

speed when he must, and he hasn t et 1s a venturing 
ski ll s wither. His wife, Asper, passed away several years 

cl h is rambling mansion has seen better days. 
ago, an 1 d · 1· · d h 
Mirt spends his days embroi e m po 1t1cs an w iles 
away h is nights in drink and debauchery. 



EJ\g'(JRE . . 
fR access to mag1c Hem of all ktnd.., b 

1 rrt nas . H . Ut {CC'ps 
.,J a feW on hts person. e ean equip hil11s If\ ·tth · 

onlY agic items as the need ari ( 
ot!Jerdrndt'tion to his other magical gear Mirt 

jna . ' OWns a 
d' ensemble (see appendtx ). He dons th 

r or s . . h h en ern 
i' ly when meetmg Wtt ot er Masked Lord . 
leon . Stnan b ·aJ capactty. offiCI 

liiRT 
1VJ. . humanoid (human), chaotrc good wdrum 

or Class 16 (bracers of defense) 
~~~points 153 (18d8 + 72) 

speed 30ft. .... 
STR 

18 (+4) 

DEX 
18 (+4) 

CON 
18 (+4) 

INT 
15 (+2) 

WIS 
12 (+1) 

CHA 
15 (+2) 

; ing Throws Dex +8, Wis. +5 

Skills Acrobatics +8, Athletics + 8 , Perception +5, Persuasion 
+6, Stealth +8 

Senses passive Perception 1 5 
Languages Common, Dwarvish 
Challenge 9 (5 ,000 XP) 

Special Equipment. Mirt wears bracers of defense and a ring of 
regeneration. He wie lds a +7 longsword and a +7 dagger. 

Brute. A melee weapo n deals one extra die o f it s damage when 
Mirt hits with it (included in the attacks below) . 

Evasion. If he is subjected to an effect that allows him to 

make a Dexterity saving throw to take only half damage , Mirt 
instead takes no damage if he succeeds on the saving throw, 
and only half damage if he fails . He can't use this trait if he's 
incapacitated. 

Sneak Attack (1/Turn). Mirt deals an extra 14 (4d6) damage 
when he hits a target with a weapon attack and has advantage 
on the attack roll, o r when the target is within 5 feet of an ally of 
Mirt's that isn't incapacitated and Mirt doesn't have disadvan
tage on the attack roll. 

ACTIONS 

Multiattack. Mirt makes three attacks: two with his +7 long
sword and one with his +7 dagger. 

+J Longsword. Melee Weapon Attack: +9 to hit, reach 5 ft ., one 
target. Hit: 14 (2d8 + 5) slashing damage, or 16 (2d10 + 5) sla h' 5 

lng damage when used with two hands . 

+1 Dagger. Melee or Ranged Weapon Attack: +9 to hit, reach 
Sfi · · d ·or range 20{60 ft., one target. Hit: 10 (2d4 + 5) p1erc1ng 
annage when used as a melee weapon, or 7 (1d4 + 5) piercing danna h 

ge w en used as a ranged weapon . 

~~s~--------------------~---
Parry. Mirt adds 2 to his AC against one melee attack that 
Would hit him. To do so Mirt must see the attacker and be Wield· ' 
~lee weapon. 

N R'l lBIINIA' 

•llll11h,u'• ulvi (If I II Ill 1 VCJII flllrJ I IIIIIIVill~ fll(l)f 
dt l)\' It 1111 d N111 'I IIH111rl11 N 11 'I' ho11 1 wu wiJif d 
011

llo11M II !u, hut lu 1111d hi 1 ldr 1 lnolh r 111111111 lll 

vivt d nnd juu11·d H1 1 1 111 I >'llt'l t lu A yt ltr LJ 11, ~nt'l wn • 
l!(ivtn tht diflu ult ta I of itthlt1nti11J tlu Xn11athnr (,uiid 
Hnd gettlllJ! ol' ( lo .• ( to tlu· bt holdt I as flO F>ihle. NtJI 'Jldy 
dtd ht •llt'l t't~d. but in tht <'IIlii r-.1• of !l.•llltlltg X:t~~:lllt,,r' 
trust, lw managed to cottVIIH ,. t111• h1 ltoldt 1 to dmJIIHltc 

tls Olhl'r advisors. 1 h< 1>1 holder'~ puranoi.1 will ev1 11 

tually cause Xanathar to qut f>l10n the drow's loyalty, 
though, and Nar'l has hecom<' incr~:m;ingly worried 
about his future. If forc<'d to dc('Jd<· h< tween himself and 
Br gan D'acrthe, he'll choose the former and betray l11s 
drow allies to save his own skin. 

Xanathar is awar that something is off with Nar'l, 
and recently assigned him a grell bodyguard. The grell 
has instructions to dispose of Nar'l at the first sign of 
disloyalty . 

GAME STATISTICS 

Nar'l Xibrindas is a drow mage. H e prepares and casts 
the sending spell whenever he needs to communicate 
with his brother. In addition to his other gear, Nar'l 
carries a vial containing three doses of eyescratch, a 
contact poison. A creature that comes into contact with 
the poison must succeed on a DC 14 Constitution saving 
throw or be poisoned for 1 hour and blinded while poi
soned in this way. A lesser restoration spell or similar 
magic ends the effect. 
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NIHlLOOR 

Th' illithtd Nihilo , k . r . . . 
d . , . . or wor s 01 .tnathar, spt•ndlllg 1ts 

<l} crcatmg tnlt'll"ct de . . 1 . . " 'out crs anc sctt1ng them loose 111 the C\ ers of\ alcrdccp. Each intellect devourer at 
tack the first humanoid it encounters, using its victim 
a a p~ppet to PY on the city and relay information back 
to thlloor. Occasionally, an intellect devourer is in-
tructed to seek out a particular kind of target, such as a 
~e~ber of the City Guard or the City Watch. Sometimes 
Its mstru~tions will include orders to capture specific 
Waterdav1ans and bring them to Skullporl, where they 
can be enslaved or ransomed. 

ihiloor has an alien mind, and it considers itself 
Xanathar's equal. It has no interest in supplanting the 
beholder, however, preferring to operate in the shadows 
and pursue its own fell schemes. 

GAME STATISTICS 

ihiloor is a mind Bayer. 

NIHILOOR 
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NIMBLEWR IGHT 

1\ nimblcwright 1s a magical construct rr( ll'rd t 
. C d o serv as a guard or assassm. omposr prrdo 1 l ntly of e 

lightweight wood and powered by mag1c, 1t ~.a n 
. I h. S Pass fo humanoid while weanng cot mg. omc- n nble . r 

· h'l I Wrtght wear plain cloth1ng, w 1 e ot1ers are clad 1r fl ash· s 
. I . t' l . ter attire. A nimblewng 1t1s emo 1on ess, 1ts facr fro . 

. . . b zen In 
whatever expressiOn was g1ven to 1t y 1ts creator. 

Duelist. A nimblewright m~ves like a dancer anct 
fights like a swashbuckler. us1ng dodges and Parri 
avoid damage while deftly skewering its foes. es to 

Constructed Nature. A nimblewright doesn't re . 
. 1 D . quire 

air, food , dnnk, or s eep. amage 1t takes can be re-
paired with mending spells, but a nimblewright reduc 
to 0 hit points is permanently destroyed. ect 

c=~~~~~====~~ 

NIMBLEWRIGHT 
Medium construct, unaligned 

Armor Class 18 (natural armor) 
Hit Points 45 (6d8 + 18) 
Speed 60ft. 

STR 
12 (+1) 

DEX 
18 (+4) 

Saving Throws Dex +6 

CON 
17 (+3) 

INT 
8 (-1) 

Skills Acrobatics +8, Perception +2 

WIS 
10 (+0) 

CHA 
6 (-2) 

Damage Resistances bludgeoning, piercing, and slashing from 
nonmagical attacks 

Condition Immunities exhaustion, frightened , petrified, 
poisoned 

Senses darkvision 60ft., passive Perception 12 
languages understands one language known to its creator but 

can't speak 
Challenge 4 (1 ,100 XP) 

Magic Resistance. The nimblewright has advantage on saving 
throws against spells and other magical effects. 

Magic Weapons. The nimblewright's weapon attacks 
are magical. 

Repairable. As long as it has at least 1 hit point remaining, 
the nimblewright regains l hit point when a mending spell is 
cast on it. 

Sure-Footed. The nimblewright has advantage on Strength 
and Dexterity saving throws made against effects that would 
knock it prone. 

ACTIONS 

Multiattack. The nimblewright makes three attacks: two with 
its rapier and one with its dagger. 

Rapier. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. 
Hit: 8 (ld8 + 4) piercing damage. 

Dagger. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft. or 
range 20/60 ft., one target. Hit: 6 (l d4 + 4) piercing damage. 

REACTIONS ------------------------------------
Parry. The nimblewright adds 2 to 1ts AC agamst one melee at· 
tack that would hit it. To do so, the n1mblewnght must see the 

r attacker and be wielding a melee weapon. ~ 



N oM B LEW R IGHT 

NosKA UR'GRAY 

Noska is a ruthless enforcer in the Xanathar Guild. A 
green slime in Undermountain dissolved his left hand 
and forearm, and the lost appendage has been replaced 
with a heavy crossbow that attaches to the stump. 

GAME STATISTICS 

Noska Ur'gray is a shield dwarf thug, with 
these changes: 

· Noska is neutral evil. 
' He has these racial traits: His walking speed is 25 

feet. He has advantage on saving throws against poi
son and resistance to poison damage. He has dark
vision out to a range of 60 feet. He speaks Common 
and Dwarvish. 

' H~ has disadvantage on Strength checks made to 
chmb, due to his disability. 

OROND GRALHUND 

The Gralhunds are nobles who trade in arms and 

S~dercenaries, and whose family motto is "We see both 
'es"o . . . 

I
. · rond IS the patriarch but he's not a QU!Ck-thlnk-
~o ' 
1 r cultured sort- and deep down, he knows it. He 
eaves m t f . 'f Yai h os o the plotting and socializing to h1s w1 e, 
~h· to whom he is devoted. 

in .en several of the Masked Lords were assassinated 
ex QUick succession some years ago, Lord Gralhund had 

Pected h' · · Th ha IS Wife to fill one of the vacanc1es. at never 
PPened, though, despite many promises and bribes. 

Alit 1 111 1 11 1 d 1 1 1, ( lrond '" 1 1111• 111 111• I Ill 

''• llllllu h 1 11 ttl IIIII d tit rt • vc r 1111 ( 

I' th 111 '}' 11 tHO th• (,, dhund Yv<IC •PI'"'H he cl 
h\ IIRt 111 of th• /h nt 111111 lo .d tn Mnn hou11, 111d the 
nohli·'> IOJIIH d 111 dli IIH < with thl 111 I lou ' < '' dhund 
g""" the Zhent coin 111d nllow'i llu mto 11 c th• f 11111 

I ·' noiJIPvilluuo.;nrC'fug InC' ehnnH,tlu hou rtt •P 
al l tht IH m hi~ th.tt the liluc I Nctwo• k oil! • ··me ludln~ 
i nt<·lli~<'ll< ,. that tt pi• ltnv< gnthl•rc.·<l. ~o whdt' tlw 
Z lwnts liS!' I low.;• (.rulllllnd usn hil'lu, Ill!' (,r,tlhu•HI~ 
an using t lw %1w n t to <IS<,,, t:dn tlw idPntitu unci 
weaknesses of the Masked Lords. 

Orond doesn't fully grasp how c n twin<'d the Black 
Ne twork a nd h is fami ly have lwcom c it is now next to 
impossible to sepa ra te one from the o ther. It's no secret 
in Wa te rdeep tha t the B lack Network has firm ly root<'d 
itself in House G ralhund. B ut wha t 's not genera lly 
known is th a t the Zhe n ts in IIouse Gralhund arc agc.n ts 
of Mans hoon. Ne ithe r Orond no r a ny other mcm ber o f 
his family knows about the wiza rd's c lo n e. As fa r as 
Orond and his wife are conce rne d , the loc al le ade rs 
of the Black Network (with U rs tul Floxin c hie f among 
them) reside with them in the family villa . 

Orond is a short, stocky man who dresses w e ll and is 
easy on the eyes. When he ope ns his mouth, his boorish 
nature, inflated sense of self-importance, fragile ego, 
and despicable opinions about " the common rabble" 
come to the fore, and his charm quickly dissipates. 
When not in his wife's company, he is prone to exc essive 
boasting and temper tantrums. When he must speak 
to strangers, he keeps his half-ore bodyguard Hrabbaz 
close by, for fear that others might attack and rob him at 
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any moment. While in Yalah's presence, Orand becomes 
an altogether different person: quiet, almost timid, and 
happy to let his wife have the spotlight. 

Orand relies on Yalah to manage the Zhentarim. He 
spends his days watching mercenaries train, paying 
bills, and ranting about the cost of doing business in the 
city. Although he is human, Orand was born with a tief
ling's tail. The tail was amputated when he was a young 
boy, but the scar on his backside remains. 

GAME STATISTICS 
Orand Gralhund is a Tethyrian human noble, with 
these changes: 

• Orand is neutral evil. 
• He has an Intelligence of 9 (- 1). 
• Never one to bother learning other languages, he 

speaks only Common. 

0SVALDO 0ASSALANTER 

Ammalia and Victoro Cassalanter traded the soul of 
their eldest child for power. Stripped of his humanity, 

. Osvaldo was chained up in Cassalanter Villa and slowly 
transformed into a devil (and an insane one at that). 
Now a creature of pure evil and hate, he has no hope of 
regaining what was taken from him. 

GAME STATISTICS 
Osvaldo is a chain devil. 
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OTT STEELTOE_S ---

'J lw dwarf Oll Steel tors has the nerve-wrackin 
' ' fi h S 1 g task tending to Xanathar s pet s , Y gar. In h1s spare t' or 

h , worships Zuggtmoy, the demon queen of fung· 1
1lle, 

cultivates mushrooms, spore!:., and molds. He w 
1
' and 

leather sku llcap stitched with fake beholder .ye:t:;~ a 
s. 

GAME STATISTICS 
Ott is a shield dwarf cultist, with these changes: 

• Ott is chaotic evil. 
• He has these racial traits: His walking speed is 25 

feet. He has advantage on saving throws against . 
d . t . d H POt-son an resistance o p01son amage. e has d k 

vision out to a range of 60 feet. He speaks Comar · mon 
and Dwarvish . 

• He has an Intelligence of 6 (-2) and Religion +O. 
·>-

REMALLIA HAVENTREE 
Medium humanoid (elf) , chaotic good 

Armor Class 12 (15 with mage armor) 
Hit Points 66 (12d8 + 12) 
Speed 30ft. 

STR 
10 (+0) 

DEX 
14 (+2) 

CON 
13 (+1) 

Saving Throws lnt +8, Wis +6 

INT 
18 (+4) 

WIS 
15 (+2) 

CHA 
17 (+3) 

Skills Arcana +8, Deception +7, History +8, Persuasion +7 
Senses darkvision 60ft. , pass ive Perception 12 
Languages Common, Dracon ic, Dwarvi sh , Elvish, Halfi ing 
Challenge 9 (5 ,000 XP) 

Special Equipment. Remallia has a figurine of wondrous power 
(silver raven) . 

Fey Ancestry. Remal li a has advantage on saving throws aga inst 
being charmed , and magic can 't put her to sleep. 

Spellcasting. Remall ia is a 13th-level spell caster. Her spellcast· 
ing ability is Intelligence (spell save DC 16, +8 to hit with spell 
attacks) . She has the following wizard spells prepared: 

Cantrips (at will) : dancing lights , mage hand, mending, message, 
ray of frost 

1st level (4 slots) : alarm,* mage armor,* magic missile, shield* 
2nd level (3 slots) : arcane lock,* invisibility 
3rd level (3 slots) : counterspell,* dispel magic,* fireba ll 
4th level (3 slots) : banishment,* stoneskin* 
5th level (2 slots) : cone of cold, wall offorce 
6th level (1 slot) : flesh to stone, globe of invulnerability* 
7th level (1 slot) : symbol,* teleport 
'~Abjuration spell of 1st level or higher 

Arcane Ward. Remallia has a magical ward that has 30 hit 
points. Whenever she takes damage, the ward takes the dam· 
age instead . If the ward is reduced to 0 hit points, Re mallia 
takes any remaining damage. When Remallia casts an abjura· 
tion spell of 1st level or higher, the ward regains a number of 
hit points equal to twice the level of the spell. 

ACTIONS ~~~~-------------------------
Dagger. Melee Weapon Attack: +6 to hit, reach 5 ft . or range 
20/60 ft. , one target. Hit: 4 (1d4 + 2) piercing da mage. _, 

R 



MALLIA }IA.VENTREE 
RE 1~mi to her friends) is the lady of House 
~efll~ ter and a guiding light for the Harpers in Water 
[}
lbrtfl . c -She became an act1ve 10rce for good in the cit 

deeP· sassins killed her husband, Arthagast Ulbri;ter 
(teras . . A ' 8 d destroyed hts remams. sun elf, she has two adult 

:~j[dreo (a half-elf son named Arthius, who is studying 
. 

1
-
0 

Silverymoon, and a half-elf daughter named 
rnustc sereoore, who lives on the Moonshae island of Alaron 

'th her husband and daughter). Lady Haven tree retains 
~ I t d . haodful of Joy a servan s an sp1es. 
8 Rerni holds secret Harper meetings in her vi lla , which 
is warded by all manner of spells. She uses a silver 
raveo {igurine of wondrous power to deliver messages to 
Harper spies scattered throughout the city. 

RENAER NEVEREMBER 
R:naer is the estranged son of Dagult Neverember, the 
former Open Lord of Waterdeep and the current Lord 
of everwinter. Father and son detest one another, and 
Renaer is least happy when he finds himself forced to 
deal with some mess his father left behind. Qualities 
that both share include striking good looks, a love of 
drink, and a flair for diplomacy. What Renaer lacks is 
his father 's belligerence, ill temper, and bad judgment. 

Renaer lives off a sizable inheritance left to him by 
his mother. Approaching middle age, he has given up 
adventuring and settled down som ewhat. As a Harper, 
he spends a lot of time defending Waterdavians against 
those who, like his father, would deprive them of their 
coin and rights. He owns Neverember House, a four
s_tory residence in the Sea Ward. Renaer spends as little 
hme there as possible, however, since it's constantly un
der surveillance by spies loyal to his father. His friends 
ha~e an open invitation to use the house as they please, 
whtle Renaer spends most of his free time in taverns 

and festhalls. 

f 
Some believe that Renaer's estrangement from his 

ath · th er ts nothing but an act, and that anyone who bears 
R e Neverember name is an enemy of Waterdeep. 
enaer just shakes his head at such accusations and 

~ets on with his life. He has many powerful friends to 
~'atch his back. 

;.1\ME STATISTICS 
enaer N th everember is an Illuskan human who has 
e statist' · h the tcs of a swashbuckler (see page 216), wtt 
se changes: 

· Renae · . B.e r ts chaotic good. 
speaks Common. 

ReNAER NeveREMBER 

SA.ETH CROMLEY 
Saeth Cromley is a retired sergeant of the City Watch, a 
likable fellow with a sharp, sarcastic wit. He occasion
ally comes out of retirement at the request of Barnibus 
Blastwind, and he assists the mage in investigating 
unusual crimes in the city. Cromley helps Barnibus 
relate to the common folk, and he is good at coaxing 
information out of them. Though Cromley was once a 
strict proponent of Watch regulations and dress codes 
he has grown a bit lax in both matters now that he's offi-

cially retired. 

GAME STATISTICS 
Saeth Cromley is an Illuskan human veteran, with 

these changes: 

• Saeth is lawful good. 
He has a Charisma of 14 and Intimidation +4 . 

• He speaks Common. 
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W HBU 

\ a hbu I Ins ntT rhnrmln p, 111 \ t tlo , t•lls who llvt· 
b 1 th ' ir O\ n t'Olks t)l hnnm \'he l' l'l\Vl nolorit'ly, oll<-11 
indulge in romnntil' \r ·sts, nnd ell' out \lvin~s nH pimtes 
and or ·nirs, rare lJ sta •ing in one plncc for too loll f.( . 

1'H R IN TwlNBEARD 

Thorvin rv a , anathar's chief engineer and 
trap mith. He also serves the Harpers as a paid infor
mant, k ping that faction apprised of Xanathar's plans 
a \ ell as he can. Thorvin uses the ruse of maintenance 
in pections to cover up secret meetings he holds with 
Harper spies in Skullport and elsewhere. 

Thorvin wears iron-rimmed spectacles and carries a 
large, heavy wrench that doubles as a club. He also car
ries mason's tools , smith's tools, and thieves' tools, and 
has proficiency with all three. 

GAME STATISTICS 

Thorvin is a shield dwarf commoner, with 
these changes: 

• Thorvin is lawful neutral. 
• He has these racial traits: His walking speed is 25 

feet. He has advantage on saving throws against poi
son and resistance to poison damage. He has dark
vision out to a range of 60 feet. He speaks Common 
and Dwarvish . 

• He has an Intelligence of 16 (+3). 

SWASHBUCKLER 
Medium humanoid (any ra ce), any non-lawful alignment 

Armor Class 17 (l eather armor) 
Hit Points 66 (12d8 + 12) 
Speed 30ft. 

STR 
12 (+1) 

DEX 
18 (+4) 

CON 
12 (+1) 

INT 
14 (+2) 

WIS 
11 (+0) 

Skills Acrobatics +8, Athletics +5, Persuasion +6 
Senses passive Pe rception 10 
Languages any one language (usually Common) 
Challenge 3 (700 XP) 

CHA 
15 (+2) 

Lightfooted. The swashbuckler can take the Dash or Disengage 
action as a bonus action on each of its turns . 

Suave Defense. While the swashbuckler is wearing light or 
no armor and wielding no shield , its AC includes its Cha
risma modifier. 

AcTIONS 

Multiattack. The swashbuckler makes three attacks: one with a 
dagger and two with its rapier. 

Dagger. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft. or 
range 20/60 ft. , one target. Hit: 6 (1d4 + 4) piercing damage. 

Rapier. Melee Weapon Attack: +6 to hit, reach 5 ft. , one target. 
Hit: 8 (1d8 + 4) piercing damage. 
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URSTUL FLOXIN 

Urstul Floxin works for Manshoon, and he is the high
est-ranking member of the Zhentarim squad stationed 
at House Gralhund. Urstul is a glorified thug with all 
the charm and breeding of a snake, but the Gralhunds 
tolerate him because he feeds them useful information 
culled from his spies throughout the city. Urstul takes 
his orders from Manshoon's current simulacrum, which 
comes and goes from House Gralhund by way of a tele· 
portation circle (connected to the circle in Kolat Towers). 

Urstul is a large, heavyset man in his forties. He 
storms about House Gralhund like he owns the place. 
He has a collection of black flying snakes that he uses 
as couriers to deliver messages to underlings through· 
out the city. 

GAME STATISTICS 

Urstul Floxin is an llluskan human assassin, with 
these changes: 

• Urstul is lawful evil. 
• He speaks Common and Ore and knows thieves' cant. 

VAJRA SAFAHR --Vajra is a capable wizard in her mid-thirties, the younhg· 
ff As t e est person ever to hold the position of Blacksta · . U 

High Wizard of Waterdeep she is charged with ustng a 
. ' d the the magtc and resources at her disposal to defen 

·t · . h J·ob bY 
Ct Y agamst threats. She was handptcked for t e · h 
Khelben Arunsun, and wields the Blackstaff frorn wtuc 



derived his name and the title of the offi 
elbe!l . . t f I . ce. J{ll . 't the ctty s mos power u Wtzard, but h 
. a tS!l . h 'f e can 

\'a.Jf wn- Desptte er many g1 ts, she till q 
d bef o h d ues-

)JOI bility to meet t e emands of her role d 
5 

ber a d . _ . h , an 
tion arelY roakes a ectston_ wtt out first soliciting the 
5ne_r f the Blackstaff. whtch contains Khelben A _ 
d 1

ce o h . . run 
a v . it as well as t e spmts of all the other Bl k 
~~ . ~-

s!llllfs who preceded her. She also gets Intelligence from 
sta other sources, both through her own network of 
manY d froro Harper agents. 

jes an ffA d sP . runs Blacksta ca emy a school for mages 
VaJra . h C ' 

f B
Jackstaff Tower m t e astle Ward. She is als 

u!O G . o o h rge of Force rey, an order of htghly skilled adv ·nc a en-
1 who are called upon to defend the city in times 
turers 1 k' d Vajra is always oo mg for new adventurers t 
ofnee · o 

~ -
Vl\JRA SAFAHR 
Medium humanoid (human), lawful neutral 

Armor Class 14 (8/ackstaff; 17 with mage armor) 
Hit points 126 (23d8 + 23) 

speed 30ft. 

STR 
10 (+0) 

DEX 
14 (+2) 

CON 
12 (+1) 

INT 
20 (+5) 

WIS 
11 (+0) 

CHA 
16 (+3) 

saving Throws Str +2, Dex +4, Con +3, I nt + 12, Wis +7, Cha +5 
Ski lls Arcana+ 10, His tory+ 10 
Senses passive Perception 10 
Languages Common , Dwarvish , Elvish , Giant, Halfl ing, 

Undercommon 
Challenge 13 (10,000 XP) 

Special Equipment. Vajra wields the 8/ackstaff (see appendix 
A), accounted for in her statistics . Roll 2dl 0 to determine how 
many charges the staff has rema ining. 

Magic Resistance. Vajra has advantage on saving throws 
against spells and other magical effects . 

Spel/c~sting. Vajra is an 18th-level spell caster. Her spellcasting 
abd1ty 1s Intelligence (spell save DC 18 , +12 to hit with spell at
tacks) . She has the following wizard spells prepared: 

Ca~t:ips (at will) : fire bolt, light , mage hand, message, pres
t1d1g1tation 

lsthlevel (4 slots) : detect magic, identify, mage armor, 
t underwave 

2nd level (3 sl t ) · · 'b .1. . 3rd 
1 

° s : In VIS/ 1 1ty, m1sty step, web 

4
th level (3 slots) : counterspell,jly, sending 

Sth level (3 slots) : banishment, fire shield, stoneskin 
Gth I eve: (3 slots) : Bigby's hand, geas , telekinesis 
lth I eve (l slot) : chain lightning, globe of invulnerability 
8th level (1 slot) : forcecage , prismatic spray 
9th I eve: (l slot) : anti magic field , power word stun 

eve (l slot) : imprisonment 

AcrtoNs 
8/acksta:-;rff.::-:-M----------------
target Hi;· elee Weapon Attack: +7 to hit, reach 5 ft. , one 
biudg _ 5 (ld6 + 2) bludgeonino- damage, or 6 (ld8 + 2) 

eon1ng d b . expend 
1 

amage when used with two hands . VaJra can 
darna of the staff's charges to deal an extra 3 (ld6) force 
~nahit. ~ 

fill the ranks of Force C1r y, and ~he is particularly intt,r
ested in those who can bring unique ski ll , ubilttie , or 
spells to the mix. 

Several of the older and more seasoned wizards in 
Waterdeep consider Vajra an upstart, but they arc smart 
enough not to challenge her. Only the Open Lord, cur
rently Laeral Silverhand, can strip Vajra of her title. 

VAJRA 5AFAI-<R, THE BL ACKSTAFF 
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VI T R S\I. NlhR 

The lord of Hnu~c ( n1'snl.tltlt1 i~.; 11 dt '\ ilis ltl ltnnd.'loiiH' 

half clf\\'ho lilt•s l'llllt .111d pn\\t't Ill' aud Ids' lit• 
gninrd both b~ rutti11 a de.tl \\llh \ sllloclt·us v llich !11 
rolred tradi11g ;I\\ a~ the souls ollht'ir tlllt'l' chlldn·r1. 

VICTORO CASSALANTER 
Mcdwm hwnanord (half elf), lawful evil 

Armor Class 15 (glamoured studded leather, ring of protection) 
Hit Points 97 (1 Sd8 + 30) 
Speed 30ft. 

STR 
13 (+1) 

DEX 
13 {+1) 

CON 
14 (+2) 

Saving Throws Con +6, Wis +7 

INT 
16 (+3) 

WIS 
17 (+3) 

CHA 
18 (+4) 

Skills History +7, Insight +7, Persuasion +8, Religion +7 
Damage Immunities poison 
Condition Immunities poisoned 
Senses darkvision 60ft., passive Perception 13 
Languages Common, Draconic, Elvish, Infernal 
Challenge 10 (5,900 XP) 

Special Equipment. Victoro wears a ring of protection and glam
oured studded leather disguised to look like fine cloth ing. He 
carries a rod of rulership shaped like a ruby-tipped ca ne. 

Fey Ancestry. Victoro has advantage on saving throws aga in st 
being charmed, and magic can't put him to sleep. 

Spellcasting. Victoro is a 15th-level spe ll caster. His spellcasting 
ability is Wisdom (spell save DC 15 , +7 to hit with spell attacks) . 
Victoro has the following cleric spells pre pared: 

Cantrips (at will): guidance, light, mending, spare the dying, 
thaumaturgy 

1st level (4 slots) : charm person, command, detect magic, dis
guise self, protection from evil and good, sanctuary 

2nd level (3 slots): augury, lesser restoration, mirror image, pass 
without trace, spiritual weapon 

3rd level (3 slots): blink, clairvoyance, dispel magic, magic circle, 
protection from energy 

4th level (3 slots) : banishment, dimension door, divination,free
dom of movement, polymorph 

5th level (2 slots) : dominate person, flame strike, modify mem-
ory, insect plague 

6th level (1 slot) : heal 
7th level (1 slot): divine word 
8th level (1 slot) : earthquake 

AcTI O NS 

Multiattack. Victoro makes two attacks with his ra pier. 

Rapier. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. 
Hit: 5 (1d8 + 1) piercing damage. 

Cloak of Shadows (2jDay) . Victoro becomes invisib le unti l the 
end of his next turn . He becomes visible early immediately after 
he attacks or casts a spell. 

Summon Devil (Recharges after 9 Days). Victoro summons a 
barbed devi l. The devil appears in an unoccupied space within 
30 feet ofVictoro, acts as Victoro's ally, and can't summon 
other devils . It remains for 1 minute, until it or Vic toro dies, or 
until Victoro dismisses it as an action. 
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. . . ,1 11ric";l of /\.,IIJOd<.'IJS, thou th hr de vc 
1
. VwJoro ,.., , . . , . . >ron 

I · I CJf IIH NliJl' lie Jl s ,.., rl cc I( l known on] 
In ill{' or 1 • Y 

I •r • • 1JJcJ IJh dose'"' frr cnd&, Mo t Watcrchv,· to 11 s wuc ' ' ans 
I . 11 L • 1 sue, c·s~f11l lw11k( r, plul<~r t)lmnht , d knowJ IIll ,,, , . . an 

I . 1. 11r 1 ·II !Jn nell' r. Somr' of IJJ'5 bu Hit '> J>ror.t won-, JJIJC' " . " sg0 
I f• c·clin•t •llJcl sllc ·Jic nng tlu poor. Hu• hchind th 

1 ow arc 1' "" ' • , is 
veneer of 14f'JH.·rosity, Vwtoro 1s n self "crv•rw beast. 

The so ul of Viet oro\ eldest .,on: Osv~ldo . ' forever 
lost and can'l be s;tvccl. 1 o nllay Ills gurl.t, Vwt oro has 
forged a plan to win back the souls of hrs you ng !wins 
Terenzio and Elzcrina .. Under tl.w t:rms of thr contra~t, 
their souls will be forfe1t on the1r mnth birthdays, and 
that day is fast approaching .. ~ut Victoro can buy his way 
out of the obligation by prov1.dmg, as the con.tract states, 
"one shy of a million gold coms and the sacrrfice of on 

1 " e shy of a hundred unfortunate sou s. 
Victoro is well schooled, suave, slow to anger, and 

blessed with good health, long life, and immunity to dis. 
ease. He dresses in the latest fashions and walks with a 
ruby-tipped cane, though not ?ecause he needs to. This 
cane has the magical properttes of a rod of rulership. 

V o L OTHAMP GEDDARM ------ - --
The bombastic world traveler Volothamp Geddarm 
is enjoying some downtime in Waterdeep following a 
successful book tour promoting his latest work, Vola's 
Guide to Monsters. He spends most of his free time in 
the taproom of the Yawning Portal, reuniting with old 
friends and mulling over his next book project. 

Volo has an inflated opinion of himself and his impor
tance in the world, but he's not without his charm. There 
is nothing he won't do to help a friend in need. 

VOLOTHAMP "VOLO" GEDDARM 
Medium humanoid (human) , chaotic good 

Armor Class 11 
Hit Points 31 (7d8) 
Speed 30ft. 

STR 
9 (- 1) 

DEX 
12 (+1) 

CON 
10 (+0) 

Saving Throws Con +2, Wis +2 

INT 
15 (+2) 

WIS 
11 (+0) 

CHA 
16 (+3) 

Skills Animal Handl ing +4, Arcana +4, Deception +5, History 
+4, Ins ight +2, Investigation +4, Perception +2, Performance 
+7, Persuasion +7, Sleight of Hand +3, Su rvival +2 

Senses passive Perception 12 
Languages Common, Dwarvish , Elvish 
Challenge 1/4 (SO XP) 

Spellcasting. Volo is a 1st-level spell caster. His spellcasting 
ability is Intelli ge nce (spell save DC 12, +4 to hit with spell at· 
tacks). He has the fo ll owing wizard spells prepared: 

Can trips (at wi ll ):friends, mending, prestidigitation 
1st .l ev~ I (2 slots): comprehend languages, detect magic, 

drsgwse self 

ACTIONS 

Dagger. Melee or Ranged Weapon Attack: +3 to hit, reach 5 ft. or 
c range 20/60 ft., one target. Hit: 3 (1 d4 + 1) piercing d~ 

- -- ;p 8 - s:p - ...... 



WALKING STATUES OF WATERDEEP 

Scattered throughout Waterdeep are eight enormous 
statues that can defend the city in times of great peril. 
Because they are so destructive, the walking statues 
are used only to fend off armies and seemingly insur
mountable foes. 

Each statue has a name and a unique appearance 
(see "The Walking Statues," page 182), but in terms 
of statistics they are similar. The statue known as the 
Swordmaiden is too broken to be animated, and only the 

WALKING STATUE OF WATERDEEP 
Gargantuan construct, unaligned 

s . 

DEX 
8 (-1) 

CON 
27 (+8) 

INT 
1 (- 5) 

WIS 
10 (+0) 

CHA 
1 (- 5) 

av~ngThrows Con +14 
Da~age Immunities cold fire po ison psych ic; bludgeoning, 

Pie · ' ' ' . rcing, and slash ing from non magical attacks not made 
With ad . C amantme weapons 

ondition Immunities charmed exhaustion , frightened , 
Paralyzed . . ' 

Sen • petnfied, poisoned , s tunned 
La..!.~ truesight 120ft., pass ive Perception 10 
a.··awages-

..,:'lenge 18 (20,000 XP) 

wielder of the Blackstaff (see appendix A) can animate 
the other seven. 

Landmarks. Over the years, Waterdavians have built 
structures around and on top of several of the statues, 
believing them to be little more than landmarks at this 
point. In their inanimate state, the statues pose little 
danger- but any structures attached to a walking statue 
are destroyed the first time it animates. 

Constructed Nature. A walking statue doesn't require 
air, food, drink, or sleep. 

Crumbling Colossus. When the statue drops to 0 hit points, it 
crumbles and is destroyed . Any creature on the ground within 
30 feet of the crumbling statue must make a DC 22 Dexte rity 
saving throw, taking 22 (4d10) bludgeoning damage on a failed 
save, or half as much damage on a successful one. 

Immutable Form. The statue is immune to any spell or effect 
that would alter its form . 

Magic Resistance. The statue has advantage on saving throws 
against spells and other magical effects . 

Siege Monster. The statue deals double damage to objects and 
structures . 

AcTIONS 

Multiattack. The statue makes two melee attacks . 

Slam. Melee Weapon Attack: +16 to hit, reach 5 ft ., one target . 
Hit: 29 (3d12 + 10) bludgeoning damage . 

Hurled Stone. Ranged Weappn Aftack: + 16 to hit, range ~00t800 
ft. , one target. Hit; 43 (6dl0 + lQ) bludgeonin~ da•:n~~~~~ 
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Member of the anathar Guild haunt Skull port's dtlapt· 
dated buildings, and ftameskulls patrol its streets. 

The only creature anathar truly cares about aside 
from it elf is a fish, named Sylgar, that it keeps in a large 
gla tank. Xanathar has minions that look after the fish 
con tantly, but even their ministrations can't keep such 
a creature alive forever. Whenever the fish dies, panic 
pread through the occupants of the lair as minions try 

to replace the fish before Xanathar realizes what has 
happened. Luckily for them, the beholder can't tell one 
fish from another. 

Xanathar is extremely fond of gold. A few years ago, 
its spies stole the Stone of Golorr, which contained in
formation that led to the discovery of a dwarven vault 
under Waterdeep. Xanathar was able to open the vault, 
but was forced out by the dragon inside the place. Re
cently, someone stole the Stone of Golorr from where it 
was hidden inside its lair, and the beholder is convinced 
that the Black Network is behind the theft. 

The beholder is caught up in the unbreakable grip 
of its own paranoia. It sees enemies everywhere, and 
lashes out at anyone it suspects of being a Zhentarim 
spy or assassin. Adventurers who attract its attention 
by dealing with known or suspected Black Network 
operatives are quickly branded as enemies that must be 
destroyed. 

GAME STATISTICS 

Xanathar is a beholder that wears magic rings on three 
of its eyestalks. It is attuned to all three rings, which 
don't alter the beholder's challenge rating. It wears a 
ring of invisibility on its fear ray eyestalk, a ring of mind 
shielding on its sleep ray eyestalk, and a ring of resis
tance (force) on its slowing ray eyestalk. 

Xanathar's beloved fi sh, Sylgar, has the statistics of a 
quipper, except that it lacks the Blood Frenzy trait. 

YALAH GRALHUND 

The lady ofl-I ouse Gralhund is no fool. She has a keen 
mind and the wisdom to discern friend from foe. She 
also has a husband who worships her (see "Orand G 1-
hund," page 21 3) and a house that has the resourcesraf 
the Black Network at its disposal. 
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Floxin ," page 216), whom she treats as an underling. 

G AME STATISTICS 
Yalah Gralhund is a Tethyrian human noble, with 

these changes: 

• Yalah is neutral evil. 
She has an Intelligence of 16 (+3). 

• She speaks Common and Infernal. 

YALAH AND 0;:, 

GRALHUNO 
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)'AWNING PORTAL F IENDLY fACEs 

BONNIE 

Human barmaid 

"Many adventurers pass though 
the Yawning Portal on their way to 
greatness. All of them try the ale." 

jALESTER SILVERMANE 

Human patron 

"Want to know what's going 
on in our fine city? Grab a 
stool. Stay a while." 

OBA.YA. DDAY 

Human cleric ofWaukeen 

"The Wonders ofWaterdeep are some
thing to behold. I tell you, I've never seen 
so much money in my life!" 

) 

MELOON WARDRAGON 

Famous human adventurer 

"Heroes, am I right? Maybe 
one day you'll join Force 

I b Je?" Grey. Can uy you an a . 

I llRI'IA~ 
f/1//ll.t/1 (1/IJ(J//( /(J/ 

"Ill 1-(IVl you 1 In 1 fl.1~1111 

of .dt• il yon don't I tlk lo 11 H 

about I hl' Wt o~llu r.'' 

"THREE STRINGS" 

Human bard 

"Anyone can play The Three 
Flambinis on a lute, but try play
ing it with just three strings!" 

YAGRA STONEFIST 

Half-ore mercenary 

"Want to arm wrestle? Hope 
you're stronger than you look." 

APPENDIX C I HANDOUTS 



THE D A 

Puni hm n t for n crhn can include one or more of the 
followin~ b ased on th natur of tho crime who or what 
the crim~ is committed asainst, and the cri~\inal record of 
the con vtct ed: 

Death 

Exile (for a number of years or summers) 

Flossi ns (a set number of strolc:es) 

Hard. labor (for a period of days, months, or years de 
pendins on the seriousness of the crime) 

I. Crimes asainst Lords, 
Officials, and Nobles 
Assaultins or i mpersonatins a Lord: deaili 

Assaultins or i mpersonatins an official or noble: flossinS. 
i mprisonment up to a tendoy, and fine up to 500 SP 

Blaclc:mailins an official: fiossins and exile up to 10 years 

Bribery or attem.pted bribery of an official: exile up to 20 
years and fine up to double ilie bribe amount 

Murder o£ a Lord, official, or noble: deaili 

Usins m.asic to infiuence a Lord wiiliout consent: 
im.prisonm.ent up to a year, and fine or damases up to 
1,000 SP 

Usins m.asic to influence an official wiiliout consent: fine 
or dam.ases up to 1 ,000 SP and edict 

II. Crimes asainst the City 
Arson: deaili or hard labor up to 1 year, wiili fines and/or 
dam.ases coverins ilie cost o£ repairs plus 2,000 SP 

Brandishins weapons w iiliout due cause: i mprisonment up 
to a tenday and/or fine up to 10 SP 

E.spionase: death or permanent exile 

Fencins stolen soods: fine equal to the value o£ ilie stolen 
soods and edict 

Forsery o£ an official docum.ent: B.ossins and exile for 10 
sum.m.ers 

Ham.perins justice: fine up to 200 SP and hard labor up to 
a tenday 

Litterins: fine up to 2 SP and edict 

Poisonins a city well: death 

Theft: B.ossins followed by imprisonment up to a tenday, 
hard labor up to 1 year, or fl.ne equal to ilie value of ilie 
stolen soods 

Treason: deaili 

Vandalism: imprisonment up to a tenday plus fine and/or 
damases coverins ilie cost o£ repairs plus up to 100 SP 

Usins masic to in8uence an ofBci~l without consent: fine 
or damases up to 1,000 &P and edict 

APPENDIX C J HANDOUTS 

Imprisonment in the dunseons of Castle Wat rde 

Period of days or mon ths dependins on tile aerto ep (f~ 11 Usnea8 ~~~ ~ 

Fine (payable to the city; inability to pay tile fine lead 
imprisonment and/or h ard labor) a to 

Damases (payable to the injured party or victim• ,_ , 
d 1 ds • • 8 ICll\• 

inability to pay amases ea to tmprtsonment and;~· 
hard labor) 

Edict (forbiddins ~e convicted .Ero_m d~ins somethin . 
violation of an edict can result tn tmprlSonment, har~' 
l abor, and/or a fine) 

III. Crimes asainst the Gods 
Assaultins a priest or l ay worshiper: i mpr isonment up to 
a tenday and damases up to 500 BP 

Disorderly conduct within a temple: fine up to 5 8p and 
edict). 

Public blasphemy asainst a sod or church: edict 

Theft of temple soods or offerinss: imprisonment up to 
a tendoy and damases up to double ilie cost of the stolen 
items 

Tomb-robbins: imprisonment up to a tendoy and darnaaes 
coverins the cost of repairs plus 500 SP 

IV. Crimes asainst Citizens 
Assaultins a citizen: im.prisonment up to a tendoy, 
B.osSinS. and dam.ases up to 1,000 SP 

Blaclc:mailins or intim.idatins a citizen: fine or damaaes up 
to 500 SP and edict · 

BurSlary: im.prisonment up to 3 monilis and damases 
equal to ilie value of the stolen soods plus 500 8P 

Damasins property or livestoclc:: damases coverins the 
cost o£ repairs or replacem.ent plus up to 500 8P 

Disturbins the peace: fine up to 25 SP and edict 

Murderins a citizen wiiliout justification: death or hard 
labor up to 10 years, and damases up to 1,000 8P paid to 
ilie victim's lc:in 

Murderins a citizen with justification: exile up to 5 years 
or hard labor up to 3 years or damases up to 1,000 &P 
paid to ilie victim's lc:in 

Robbery: hard labor up to 1 m.onth and damases equal to 
ilie value of ilie stolen soods plus 500 SP 

Slavery: flossins and hard labor up to 10 years 

Usins masic to influence a citizen wiiliout consent: fine or 
damases up to 1,000 SP and edict 
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I \ irt ro a:,;s,tl.tttlt't 

2.. \ mm.tlt ·t as:,;al.tttlt 1 

3. \ ajra afnhr 
o.l. R •narr cYcrcmbt r 
5. La ral th t rhand 
6. Morden! ain n 
7. Qilue \ eladorn 
. r\lu ' lriel il erhand 

9. The imbul 
10. Elmin t r 
11 . Harkle Harpell 
12. torm ilverhand 
13. ylune ilverhand 
14. Dove Fa! onhand 
15. Florin Falconhand 
16. Illistyl Elventree 
17. Jhe sail ilventree 
1 . Merith trongbow 
19. Lan eril Snowmantle 
20. Artu Cimber 
21. olothamp Geddarm 
22. Minsc and Boo 

3 I rvdle 
'·l.lkltna 
' 5. Vnrtan l lni ylvar 
26. Priam grivar 
27. lshi Barn ume 
2 . Minder 
29. Fo ilon Cardlu k 
30. handie 
31. baya Uday 
32. Manshoon 
33. Yoshimo 
34. The Nameless One 
35. Valygar Corthala 
36. Abdel Adrian 
37. Hexxat 
38. Pike! Bouldershoulder 
39. Ivan Bouldershoulder 
40. Cadderly Bonaduce 
41. Hrolf 
42. Drizzt Do'Urden 
43. Guenhwyvar 
44. Ruqiah 

~5 . J~ef.(inald l~ound shidd 
~ (> . l(rebhyg Masq'd'yr 
~7. Spieler Parrafin 
48. Arkhan Ill<' ruel 
49. Tyril Tallguy 
SO. Oagny Halvor 
Sl.jamilah 
52. Hitch 
53. Dragonbait 
54. Brawl win Chainminer 
55. Duman (proprietor) 
56. Skip Brickard 
57. Diath Woodrow 
58. Evelyn Marthain 
59. Strix 
60. Alias 
61. Akabar Bel Akash 
62. Olive Rustkettle 
63. Mirt 
64. The Black Viper 
65. Artemis Entreri 
66.Joppa 

67. I cl'rck Laf en 
oH. ':>olttJn Xtb lndas 
69.Jarlaxle Bacnre 
70. Dantlo 1 hann 
71 P·tulttn eppa 
72 Calliopt• 
73 liraj the Hunter 
74. Skeemo Wetrdbottt 
75. Davit Starsong e 
76. Tashlyn Yafeera 
77. Istrid Horn 
78. Nihiloor 
79. Noska Ur'gray 
80. Nar'l Xibrindas 
81. Ahmaergo 
82. Thorvin Twinbeard 
83. Ott Steel toes 
84. Xanathar 
85. Matthew Mercer 
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