“A wondrous city-state of stratified guilds, jealous of their ancient traditions and specialist skills, ruled by a council of wizards, magicians, and various more eclectic users of The Art.”

‘Gimjari’.

One word explains the docks, quays, and overall view of Waterdeep: spectacular. The quays are always swabbed, the docks are clean and free of floating debris, majestic trees and ornamental shrubs grow throughout the urban milieu, and the grey veined marble and granite walls of the city are well patrolled.

Many fine businesses thrive in Waterdeep, including the Great Armoury of Gotrek and the Guild of Sages, but several sleazy operations exist as well, with Emirikol The Chaotic’s inn cum tavern being among the most (in)famous. The Circus of Shadows, run by Theodore Dobbins, is also memorable.

Waterdeep is the most important and influential city of the Northern Realms, and perhaps of all Faerun. Waterdeep is located on the Sword Coast, fifty leagues north of Daggerford and is reached by paved and patrolled roads. It is the hub of trading from the mineral-rich lands to the north, the Merchant Kingdoms of Amn and Calimshan to the south, the Kingdoms of the Inner Sea to the east, and the Sea Kingdoms of the far west.

Waterdeep is named for its outstanding natural deep water harbour, and the city that grew up at this site has become the commercial crossroads of the Northern Realms. More than 350,000 people make their home in Waterdeep, more than in all the cities of Cormyr itself. Men and other races come from all over the Realms to earn hard coin in the City of Splendours. Over the years successful merchants have set up guilds, and themselves become nobility, supporting the secretive Lords of Waterdeep. These Lords’ regulate the city fairly yet with a light hand by means of the superb City Guard (soldiers), City Watch (police), and over five score of diligent magistrates. As a result, Waterdeep is a place tolerant of different races, religions and lifestyles. This in turn has encouraged commerce, and Waterdeep has grown into a sprawling and eclectic city. The jewel of Faerun.

The Banner of Waterdeep is a rich, royal blue flat-topped shield bordered in electrum. On the shield is a silver crescent moon, horns uppermost, and below it an area of purple hued crags (representing the heights of the city at night), which ends in a straight horizontal line representing the sea. Below this, reflected in the water, is a wavery upside-down crescent moon matching the one at the top of the shield, and in a semi-circle around it (from the waters-edge-line around towards the point of the shield and back up) are eight electrum diamond-shaped stars. The Meisarch of Amn once said nastily that these stars should really be replaced by gold coins, as that's all that's held important in the city, though this seems inspired by jealousy rather than reason.

In terms of technology, Waterdeep is the most advanced place in all Toril. The city produces arms & armour equivalent to those of The Hundred Years War. Radric, the dwarf master smith at the Great Armoury of Gotrek, can even produce plate armours - although his fees are high.

The shipwrights of Waterdeep are without peer. They excel at crafting sleek caravels and sturdy carracks. They even craft galleons, but the costs are extravagant. One vessel unique to the City of Splendours, is the Waterdhavian Knarr. A development of the Norse Knarr, it is slightly smaller that it’s northern cousin and it’s rigging is more advanced.

Waterdeep is famous amongst all sailors for the quality and variety of rigging that can be had from the various guilds along the docks and quays. Seafaring chandler shops out number seagulls along the dusky basalt docks.

Here too, one can find Omid the Smith. Hairy, burly and bald with a ribald tale always upon his lips. Although skilled at his craft, he rarely hammers out new items. Instead making a solid living repairing the arms and armour of the docklands transitory sea dogs. Several malicious and wayward rumours say that Omid the Smith undertakes the odd torture job for the Lords of Waterdeep. In the evenings, Omid can usually be found at the Sleeping Dragon Inn. There he spins tall tales and drinks mead for free.

Waterdeep imports a great deal of raw materials. These materials are then refined, value is added and the results are exported as finished goods. There are some good agricultural lands surrounding the city and through trade by sea is vigorous.

Major exports are a delightful dry red wine, various cloudy ales, a sharp crabapple cider, dark honey, various cheeses (goat milk and sheep milk), oats, lentils, onions, peas, smoked and spiced venison sausage, pickled fish, smoked and salted duck, jugged hare, citrus marmalade, raisins, olives, scented lamp oils, beeswax candles, fine furniture, distinctive dusky red pottery, textiles, blueleaf dye, spicy felsul perfume, jewellery, weapons, metal armour, firedrakes, hawkdragons, wolfhounds and Semphari horses. One speciality of the city found nowhere else is anchovy stuffed green olives in spiced brine.

It is said by many an old sea dog that a Sea Titan (Dragon Mag #116) guards the harbour of the City of Waterdeep. Others speak of an undead beholder that haunts the old smuggling tunnels under the docks.

At night, Waterdeep is well illuminated, by medieval standards at least. Each business that is open is required to have a candle lantern by the main entry and a second candle lantern by their sign, if any. More prosperous business use a hooded lantern rather than a candle lantern. Temples and Guildhalls are illuminated with continual light spells cast upon colourful gemstones. The Guild of Sages, The Museum of Artifice, The Garden of Xan Yae, The Lords’ Forest and the homes of affluent nobles are lit with permanent dancing light spells. The Lamp Lighters Guild has hooded lanterns hanging above major intersections and over important areas of the docks. These are kept burning through the night. The gate ways of the city are lit with two braziers. The walls of the city are only illuminated when needed, and then flaming torches and caged fire beetles are used.

Religion:

Within glorious Waterdeep, there are several grand temples that are truly awe-inspiring to behold. These great temple complexes are reinforced with monasteries and museums. Situated along the wide, cobblestone boulevards of the most prosperous districts of the city, these sprawling spiritual bastions venerate Azuth, Chauntea, Deneir, Gond, Janus, Valkur, Vesta, Waukeen and Xan Yae.

Waterdeep also supports a number of other delightful temples, but these lack the monastic backing of the great sanctuaries. These majestic cathedrals honour The Fates and The Graces, Helm, Oghma, Shaundakul, Skerrit the Forester and Umberlee.

Shrines in Waterdeep run to Brahma, Deep Sashelas, Dugmaren Brightmantle, Flandal Steelskin, Ilmater, Lathander, Lliira, Loviatar, Milil, Muamman Duathal, Mystra, Sehanine Moonbow, Selune, Sheela Peryroyl, Sune, Tempus, The Green Man, Torm, Tymora, Tyr and Yama.

Followers of Mask, and even Ravana, are not without support.

There are five significant festivals held in Waterdeep each and every year. The rowdy Sea Feast begins on the first day of spring and runs for a week. During the festivities one lucky ship’s captain is named King Neptune and is exempt from port taxes for the coming year. The spring equinox marks the start of the Regal Games, which continues for the next five days. The summer solstice marks the beginning of the Lord's Feast, a variant on the traditional King’s Festival, that lasts for three days. The Harvest Fair occurs in early to mid autumn. Perhaps somewhat unusually for a large city, Waterdeep participates in Lammas. Occurring on the two days of the autumnal equinox. There are also a multitude of smaller temple and religious festivities that occur throughout the year.

In one of the shadier areas of the city is a temple to Amaunator. The grand and imposing edifice is composed of polished golden brown lumachella. It is a vast circular tower of some three stories, surrounded by fluted columns. The grounds of the temple are not extensive, but they are delightful with ornate sun dials and beds of fragrant roses. Amaunator is a dead god and as such has no following within the City of Splendours. Six amber golems, in the form a great lions, guard the temple grounds.

Rulers:

Waterdeep is ruled by a council whose membership is largely secret. Currently the Unmasked Lord of Waterdeep is Piergeiron the Paladison, Warden of Waterdeep and Commander of the Watch, whose golden-spired palace dominates the skyline of the city. It is generally supposed that the archmage Khelben the Blackstaff Arunsun is also one of the Lords, and perhaps chief among them.

The identities of other members have not been made public knowledge. The subjects of who the Lords are is a common subject of noble conversation, and some consider it a game to discover whom the Lords are, a game made more confusing by the fact the Lords themselves set their own rumours afloat. The names of Mirt the Merchant, the Courtesan Larissa, and Telter the Paladin have been connected with the Lords, though evidence exists to both prove or disprove these claims, and beyond these four (including the Blackstaff) conjecture swings widely as to who belongs and does not belong.

The Lords appear in public only in the Lords' Court, hearing all cases of murder, treason, misuse of magic, and appeals from lower courts. On such occasions there are always at least four Lords, but sometimes six or seven, and rarely as many as nine. Piergeiron chairs the Court and asks all questions, for the Lords speak through him. In chambers the Lords all appear similarly helmed and robed, their robes formless and black, and their light helms visored.

Currently Piergeiron the Paladison is recovering from wounds received on Dragon Mountain. Torii of Kozakura is acting in his stead for the foreseeable future. Torii is well respect for his fearless and stalwart nature.

Before the coming of The Mage of Many Colours, all the Lord’s of Waterdeep appeared similarly helmed and robed in chambers, the robes formless and black and the light helms visored.

That has now changed . . .

Currently, the Lord’s of Waterdeep wear flowing robes of dusty rose with deep hoods. Their helms are burnished bronze skullcaps over a layer of shrouding golden mail. Masks of black kid leather have been introduced, backed with gold silk. The eyes covered with faintly golden tinged crystal cusps. The robes constantly envelope their wearers in the spells of alter self, delude, and misdirection. The helms radiate the spells of iron mind, nondetection, and psychic protection. The masks are items of runic nature, their exact powers changing with Jadhka’s ongoing enchantments and the transient nature of the runes.

Geography:

The layout of Waterdeep, the City of Splendours, is typical of the medieval plan. The crescent of the harbour is framed with docks and quays. Beyond this is a maze of warehouses, shipwrights, trading houses, caravan yards and related industries. Then comes a suburban mix of housing and small business. It is here that one finds the public squares, inns, taverns, bath houses, open air theatres and gymnasiums of the city. These three areas are alive with artisans, craftsmen and merchants. Most establishments are brick, although the more prosperous use cut stone. A few of the oldest buildings are just wood and plaster.

Houses in Waterdeep tend to be long, narrow and two storied. With a small street frontage and a grapevine shrouded courtyard at the rear. The ground floor comprises living areas, the kitchen and storerooms. Up stairs are the sleeping areas and possibly a family shine or small library. These homes have brick walls, beamed roofs, and thick slates.

Beyond, the city rises in a series of stony ridges. The first of these are occupied by the trading guilds, the mansions of important merchants, and a number of prominent business ventures. It is here that you find many of Waterdeep’s finest businesses, including the Great Armoury of Gotrek and the Guild of Sages. Emirikol The Chaotic’s inn cum tavern and the Circus of Shadows are down in the docklands. Further up the terraced ridges are the compounds of the nobles and the Lords’ Forest. Here too one can find the Museum of Artifice, watched over by followers of Oghma, Gond, Deneir, Milil, Azuth, Waukeen and Valkur.

Notable here are the wooded estates of Piergeiron the Paladison, the obsidian mage tower of archmage Khelben the Blackstaff Arunsun, the vast mansion and formal grounds of Mirt the Merchant (The Château of Wizardry), the palatial home of the Courtesan Larissa, the fortified mansion of Telter the Paladin, the grand residence of Kappiyan Flurmastyr, the smoking and smouldering Dragon Tower of Maaril and the sweeping scented gardens of the Mage of Many Colours.

Here too, upon the heights, is the public garden of Xan Yae. A place of peace and tranquillity, a refuge from urban life. It is invested with a wealth of religious and symbolic meanings. Screened from the city by towering beech trees and bamboo groves, the garden is filled with the sounds of gentle wind chimes and flowing water. Within gravel paths wind about a space rich with glittering fountains, terraced water runs and lush night blooming flowers. Tapestry hedges, fields of wildflowers, beds of medicinal plants, sumptuous cushioned pavilions, shimmering ponds alive with dancing dragonflies and secluded alcoves lined with darkly oiled wooden benches. At the heart of the garden is a grove of Pipal trees.

The garden is tended by the blind rakshasa sage Moorti and Zenobia the Wise, a greater medusa. There are always numerous unseen servants about, as Moorti has the usual magical abilities of a Common Rakshasa and Zenobia the Wise is an 8th level Loremaster Bard. The pair are frequently invisible, and when they are not, they are most often cloaked with illusions.

Moorti (45 HTK): 1st - Colour Spray, Magic Missile, Spook, Unseen Servant. 2nd - Glitterdust, Invisibility, Pyrotechnics. 3rd - Lance of Disruption, Wraithform. 1st – Battlefate, Entangle, Protection from Good. Casting Level = 7th. Wild Talent Psionics - Hear Light @ 12, Object Reading @ 10, Sensitivity to Psychic Impressions @ 11, Psionic Strength Points: 78. He has cast Find Familiar and has gained a Mongoose. Moorti is armed with a Wand of Misplaced Objects (62 Charges) and a Ring of Wayfaring.

Zenobia the Wise (50 HTK): 1st - Frost Fingers, Unseen Servant, Wall of Fog. 2nd - Alter Self, Fire Arrows, Invisibility. 3rd - Melf's Minute Meteors. Casting Level = 8th. She enjoys keeping nightingales and myna birds. She is armed with a Wand of Conjuration (56 Charges) and a Ring of Telekinesis (Type II).

Amidst a grove of hawthorn trees, stands the statue of a sturdy and smoothly muscled dwarf with a fiery red beard braided into a single thick rope. Bald as a cue bald. Garbed in double mail and bearing a throwing axe in one hand and a war hammer in the other. A shattered open-faced helm lies at his feet. The statue is exquisitely detailed and the mottled marble almost seems to faintly breath. In reality this is Balin the Strong, defeated in battle many years ago by Moorti and Zenobia the Wise.

Balin the Strong (Hill Dwarf, 7th Fighter, 3rd Thief, Wayfinder, Hails from the Kron Hills, Neutral Good, HTK 39, Strength 13, Dexterity 12, Constitution 12, Intelligence 12, Wisdom 11, Charisma 10 / 11). Gear: Improved Mail +2, Axe of Hurling +3, Dwarven Thrower Hammer +3, Ring of Free Action, Ring of Fire Resistance, Gauntlets of Swimming and Climbing, Boots of the North.

Beyond the ridges, as they begin to slope down to the inland plains, are the grey veined marble and granite walls of the city. These are curtain walls, with battlements and oaken embrasure shutters. Waterdeep’s walls are some 60’ high and 20’ feet thick. The walls have a slight splay, more for strengthening than for siege defence. Centrally located once along every 250 yard stretch of the city walls are a pair of light ballista and a heavy catapult.

In addition to the outstanding City Guard, the walls of the city are watched over by a Great Wyrm (Old, 15 HD, 120 HTK, AC –7, Dragon Mag #94). The Great Wyrm of Waterdeep is armoured with a Ring of Protection (+6 AC, +1 Saving Throws) and has a Ring of the Eagle, gifts from Rakshasa Rajah Rajnagar. Jadhka has tattooed runic enchantments into the tough hide of the great beast. These provide it with constant Fly and Protection From Normal Missiles, as per the 3rd level magic user spells.

The lair of the beast is in the Lords’ Forest. It is a highly enchanted non-dimensional space, permanent and some 360 yards deep, with a width of 120 yards within. Just within the shimmering entry way, and slightly off to one side, is a pile of some twenty thousand silver coins. Mixed in with these ancient coins are some eight thousand electrum pieces.

Riding amid this mass of coins, like a pirate ship upon a storm sea, is a wrought iron incense burner of dwarf crafting. Some 5’ tall and ancient beyond remembering, it has been crafted to resemble a Shadow Dragon. It is filled with several cones of everburning lotus incense.

A number of carved sandalwood chests with gilt-bronze fittings are scattered about the area. Intermingled with these are a few smaller gilt-bronze and silver caskets. The chests hold a dozen silver pots sealed with beeswax. Each pot is engraved with scenes from the Legends of Silenus. Within, each pot is brimming with ‘Royal Jelly’ from Giant Bees. Scattered around the pots are hundreds walrus ivory gaming pieces, many with inlaid gems, and chess boards formed of green & white jade. The caskets hold priceless parchment roll “books”. These are the Collected Works of Pausanias.

At the rear of the space are over a score of magnificent classical statues, carved from the finest white marble. Master works of the greatest artists of a bygone age. Wood nymphs led by fauns, and although not originally intended so, they have been skillfully arranged to form a dancing troupe frozen in time.

Directly above the high ridges of the city, at several thousand feet, floats Waterdeep Cloud Castle. It is a vast and roughly oval realm, with it’s longest axis being some 900’ east to west. At it’s widest point, the cloud is some 600’ across.

The Lords of Waterdeep tend not to come here, as the cloud island has limited strategic significance and the current inhabitants are of little interest to them. Rakshasa Rajah Rajnagar is on friendly terms with the mist hags however.

At the eastern edge of the cloud island is a billowing pavilion tent of sea green silk – some 90’ x 90’ x 30’. The entry flap bears the Banner of Waterdeep, woven into the fabric with gold and silver threads. The pavilion is furnished lavishly with velvet pillows, golden lamps, porcelain vases, exotic tapestries, and the like. The scent of rich spices is carried on a pleasing zephyr – cool in summer and warm in winter. There is a staff of translucent servants, liveried and obedient, to wait upon all who enter. At dawn and dusk a Heroes’ Feast is served.

The pavilion tent is enchanted with the following spells - Filter, Globe of Invulnerability, Invulnerability to Magical Weapons, Invulnerability to Normal Weapons, Proofing Versus Combustion, Protection from Vermin, and Water Protection.

All humans entering the pavilion are subject to Sympathy, as per the 8th level wizard spell. Those failing to save against spells will not willingly leave the pavilion.

Anything removed from the pavilion turns into scraps of paper, sticks, rocks, and the like. Unless removed by a thief, in which case they remain as delightful objet d'art. Individual items have values ranging from 250 gold coins to 750 gold coins. Any thief may remove as many items from the pavilion as they have levels of experience. Thereafter, items turn into debris as noted previously.

Right by the southern end of the pavilion is an old roofed wagon, of gypsy style. It’s timbers have been seasoned with ‘Oil of Timelessness’. Although the gremlins left long ago, check out ‘Two For The Road’ (Dungeon Mag #49).

Before the pavilion is a shallow pool of crystal clear water, fed from an invisible ‘Decanter of Endless Water’ embedded deeply at the eastern shore of the rippling mere. It is currently set to ‘Stream’. The base of this tarn is completely transparent, providing sweeping views of the city below. A babbling brook tumbles from the southern edge of the tarn and after a time spills over the cloud edge, producing an aerial waterfall.

It is here by the waterfall that Razisiz (Mist Dragon, Adult, 11 HD, 66 HTK) lairs in a cavernous cloud grotto. He is a magic using dragon and maintains his own pleasant and tranquil library. Razisiz has cast ‘Find Familiar’, gaining the companionship of a Talking Owl.

Hundreds of old wine tuns, that have been sawn in half and used as planters, dot the northern and western shores of the tarn. These are filled with scented shrubs, herbs, vegetables and the like. Amidst the perfumed foliage are glazed clay pots of bright cottage flowers. Delightful sylph servants waft throughout tending the garden and dust devils flit hither and yon.

Occasionally various dubious individuals in the service of Kappiyan Flurmastyr come here to collect various herbs and aromatic flowers. They only appear at dusk.

Within this garden can be found the oracle stone. This deep purple amethyst crystal stands 5’ tall and glimmers with an inner fire. If rapped three times quickly with the knuckles of the right hand, an Examiner Beholder will appear. This is Azos (50 HTK), a specialist researcher in the Great Library of the Gray Sage. His broad of range of scholarly knowledge runs the gamut of mediaeval wisdom. He will remain and advise for one turn before vanishing back to his abode.
The western extent of the cloud island is a wilder place. Here the solid cloud has been sculpted into pillars and columns, festooned with epiphytes. Colourful air orchids spill from clumps of dangling mosses. Glossy green ivy forms twisted veils. Ferns hug the shadows.

This area is the lair of three mist hag sisters (HTK 20 Each). These witches are a variant form of the Sea Hag and are distant relatives of deadly and deceptive Baba Yaga. They have a movement rate on land of 9.

In addition to their standard abilities and those of the covey, each mist hag can cast Dancing Lights, Ride the Wind, Spook, and Wall of Fog at will, as a 9th level mage. Further, each mist hag can cast Gust of Wind and Slow, once per day each.

The hags keep most of their treasure with easy reach. Each has a small chest in their sleeping area holding several dozen local coins. Mostly these are Waterdhavian Toals and Harbour Moons, with a scattering of silver and gold coins from the Dalelands. Mixed in with these coins are a score or so of fancy stones. The eldest of the hags has a Longtooth Dagger and a Broom of Flying.

These hags can brew ‘Potions of Toughening’ as per Dragon Mag #91. They trade them away frequently to various dubious individuals, but seldom use these elixirs themselves.

The hags keep a communal pouch with them at all times that holds their stock of potions. This pouch is really a Bag of Holding crafted from tanned drow skin. These run to Animal Control (Avian), Diminution (2), Extra Healing (3), Fire Resistance, Gaseous Form (2), Human Control (Dwarfs), Human Control (Humans), Human Control (Humanoids), Invisibility (3), Invulnerability, Levitation (3), Plant Control, Speed, Undead Control (Ghouls), Undead Control (Wights).

These fell witches are served by a dozen huge bats (5 HD, 30 HTK Each). They are known locally as Night Howlers. Three of these beasts carry a ‘hag eye’ about their necks on a braided leather collar.

Arkos (Greater Broken One, Dire Wolf, Fear Howl, Jaws of Sharpness, Claws of Wounding, 25% Standard Magic Resistance, Immune to Cold, Sharp Senses, Tracking, Cannot Be Surprised, 39 HTK). The most intelligent and cunning of the group, even more so than the hags, he is the real power here.

This fell group lairs in an ancient great galley that has somehow come to rest amid the banks of cloudstuff. The figurehead of the ship is that of a voluptuous mermaid with eyes closed. This is an enchanted item that protects the ship from magical location and deflects scrying. The hags lair on the main deck, sleeping in the old captain’s cabin and officer’s cabins. The huge bats roost in the cargo hold. Arkos haunts the lower deck. The cargo hold is scattered with over five hundred ornamental stones. Arkos keeps some choice items within the largest cabin on the lower deck. Leaning against one of the two doors is a Broom of Animated Attack. Used as a wedge on the other door is a Folding Coracle. Here one may find various items scattered about an old chart desk of carved and oiled teak  - Footman’s Mace +2, Scimitar +1, 10 Arrows +2, Helm of Underwater Action, Medium Shield +1, Scroll of Protection from Undead, Jar of Keoghtom's Ointment, Boots of Speed, Dozen Mirabar Trade Bars, and Two Dozen Lantan Trade Bars. See Dungeon Magazine #66 for Deck Plans.
A dozen yards from the great galley, one finds a fire pit. Over this fire pit hangs a black iron cauldron. The hags use it for various dark rituals. As well as cooking choice captives. They claim that gnome and hobbit are better cooked. Much sweeter and so much more soothing to the digestion.

If however, the caldron is filled with fresh snow and brought slowly to the boil, any dead creature placed into the steaming waters will be restored to life. Some 75% of the time this takes the form of a Reincarnate Spell (Wizard) and the remaining 25% the time the individual appears to be restored to life as a human. This is not exactly true however, for they are now a Lycanthrope (Roll 1d6).

1   = Werewolf

2-4 = Werebat

5-6 = Wererat

For every turn that is spent in this part of the cloud island, there is a 1% non-cumulative chance of coming across the Dancing Hut of Baba Yaga. There is also a 10% non-cumulative chance for any good or neutral aligned creature to be swept up by a magical vortex and transported to the current location of Baba Yaga’s Hut. For more detail and background see ‘The Dancing Hut’ (Dragon Mag #83).

It is here too that one can find a circle of eight brightly painted travelling wagons. Approaching it revels itself to be a gypsy camp. Complete with people, dogs, draft horses and even a merry campfire. Right on the edge of the camp is a burly fellow, with an impressive moustache, playing music for a dancing bear. Everything is eerily still and silent however. The entire camp was captured years ago by one of the now dead Lord’s of Waterdeep with a variant Temporal Stasis / Time Stop spell. He placed it here as an amusing sculpture. No one has thought to do anything with the camp since then. Additional details can be found in ‘The Gypsy Train’ (Dragon Mag #93).

Treat all Fighters as having the Outlaw Kit. They are specialised with their main melee weapon. Balkrin is also a specialist in wrestling and punching. Convert all Magic Users into Bards (at +1 level) with the Gypsy-Bard Kit. Treat all Thieves as having the Swindler Kit. 0-Level Humans become 1st Level Thieves with the Smuggler Kit.

*******

As you round a bend in the road, you spot a circle of brightly painted wagons from which floats a strange, hypnotic, almost sensual music produced by an unseen stringed instrument. The aroma of oddly, spiced meats drifts through your group, reminding all that it has been weeks since you’ve had anything but rations. When you enter the encampment, you notice a large family, or so they seem, dressed in exotic, brightly coloured clothing, sitting about a roaring campfire, laughing and drinking.

Then, abruptly, all activity stops as you and your party are noticed. A large, burly man approaches, followed by what must be his son, judging by the resemblance between them. Behind them is another man, shorter and smaller, yet no less daunting.

“What do you want?” the leader grumbles, his accent revealing that he is not native to the country you’re in. From all that you have seen and heard, these must be gypsies.

Law and Defence:

Waterdeep maintains two distinct and separate military forces, the Guard and the Watch. The City Guard serves as Waterdeep's soldiery. While the Watch undertakes local policing duties.

The City Guard is composed mainly of humans with a smattering of demihumans and even rarer creatures. Each Guard is armed with a silvered ranseur, a long sword in a hip scabbard, a footman’s mace in a hip sheath and a light crossbow with 12 bolts in a hip-quiver, which hangs on their off-hand side by the mace. They are armoured in chain mail with a cap and mail coif. They carry a medium shield (Sword Coast Kite). The shield of each member of the Guard bears the Banner of Waterdeep.

The clothing issued to each man of the Guard consists of a muted grey linen tunic and dark grey linen draw-string trousers. Vest, gloves, belt and boots - all of sturdy greased leather. Underwear consists of a light woollen singlet, drawers and boot hose. The belt buckle is of wrought electrum in the form of a coiling gold dragon. Over all is a vivid blue velvet military cloak with a broad purple stripe on its border. The cloak pin is of wrought electrum in the form of a rampant griffin.

It is the duty of the City Guard to patrol the walls and defend the perimeter of the city as needed. They also conduct wide patrols of the surrounding countryside.

These patrols consist of a Sergeant of the Guard (3rd Human Myrmidon Fighter {80%} or 3rd Demihuman Fighter {20% - Dwarf Axe for Hire, Elf Archer, Breachgnome, Hobbit Slinger or Archer}) and six warriors (2nd Human Myrmidon Fighters). City Guard patrols are always accompanied by several wolfhounds. The doughty Sergeant of the Guard is accompanied by a trained hawkdragon (25%) or a pair of firedrakes (75%).

On the city walls, they patrol a 250 yard stretch. Beyond the city, they are mounted on Semphari horses. If on harbour patrol, they use a Waterdhavian Knarr. There is a medium ballista aboard, that is usually used to land a grapple aboard a fleeing ship. These grapples are enlarged versions of the Thief’s Wood Biter and Major Grapple Arrows. If pressed the crew can use enchanted bolts. Each knarr is stocked with three such bolts. These bolts inflict normal damage as well as a special spell effect. These enchanted bolts run to ‘Warp Wood’, ‘Produce Fire’, and ‘Produce Ice’ - as if cast by a 12th level priest.

The gates of the city are each guarded by a Sergeant of the Guard (3rd Human Myrmidon Fighter {80%} or 3rd Demihuman Fighter {20% - Dwarf Axe for Hire, Elf Archer, Breachgnome, Hobbit Slinger or Archer}). He is accompanied by a trained hawkdragon (25%) or a pair of firedrakes (75%). His men run to four advanced cyclopskin. These giant-kin are garbed in chain mail with cap and mail coif without shield. They carry a massive bardiche and a brace of stout spears. Each wears a surcoat that bears the Banner of Waterdeep. They pay homage to The Fates and The Graces. In their off hours they tend to carouse with the centaur cavalry.

Each of the city gates is an impressive structure of dressed stone. The entry passage can be sealed with a portcullis, from behind which the city guard can continue to defend. Sturdy oak and iron gates are fitted behind the portcullis and can be closed if additional defence is needed. The city wall above each gate has a machicolation, a robust stone hoarding. Each of these machicolations has a store of cauldrons, siege oil, firewood and medium rocks at the ready.

For every thirty-six men there is an Officer of the Guard. They are generally human myrmidon fighters of 4th or 5th level (70%). The remaining Officers of the Guard include Amazon Warriors, Trollborn Runecasters, Hill Dwarf Axe for Hire Fighters, Hairfoot Hobbit Traveller Fighter / Thieves and Half-Elf War Wizard Fighter / Wizards. There are even a few Elf and Gnome Militant Wizards in the officer ranks.

The Guard has an elite unit of highly mobile centaur “cavalry”. They wear chain mail (armour and barding) and are armed with bastard swords, footman’s fails and composite long bows. They bear the Banner of Waterdeep upon their armoured flanks. The centaur cavalry is a rough and cheerful group. They are all 5th level Warden Rangers. All of the centaurs venerate and revere Skerrit the Forester. Their leader, Caledon ‘The Grey’ Oakenshield, is a multi-classed individual who is a 5th level Warden Ranger and a 7th level Village Druid of the Plains.

The Navy of Waterdeep is a semi-independent chapter of the Guard. Sleek caravels, with six medium ballista and two light cannon, form the backbone of the fleet. The captain is usually a human myrmidon fighter of 6th or 7th level, although Leela of Lunyrra is an Amazon Warrior and old Sigurd of Vanaheim is a viking from the icy north. There are some seven officers aboard each ship. They are generally human myrmidon fighters of 4th or 5th level, although there is a smattering of half-orcs and even half-ogres within the officer cadre. The sailors, of which there are some thirty-five, are warriors (2nd Human Myrmidon Fighters).

Waterdeep also fields five sturdy carracks with eight medium ballista, two light cannon, and two medium cannon. The captains of these ships are human myrmidon fighters of 8th or 9th level. They are friends of the Lords of Waterdeep. There are some sixteen officers aboard each ship. They are generally human myrmidon fighters of 4th or 5th level, although there is a smattering of half-orcs and even half-ogres within the officer cadre. The sailors, of which there are some eighty, are warriors (2nd Human Myrmidon Fighters).

Progress through Waterdeep’s Navy is from sailor to mate (3rd level working the docks). If judged suitable they are promoted after one year to the rank of officer onboard a caravel. Further promotion makes the individual an officer onboard one of the five carracks. From there they can become captain of a caravel, if they prove themselves in both peace and war. Finally they come to captain a carrack.

Half-orcs and half-ogres always enter the navy as mates. They begin their naval careers on the docks of Waterdeep. They will only get a taste of the sea if they prove themselves and are promoted to the rank of officer.

Cannon are unique to Waterdeep. They are a more refined version of the Thayvian bombard. They have long, slim barrels made from high-quality bronze and they fire wrought-iron shot in a low, flat trajectory. They are fairly accurate.

Each seaman is armed with a silvered boarding pike (usually racked around the mast), a cutlass in a hip scabbard, a boarding axe in a hip sheath and a light crossbow with 12 bolts in a hip-quiver, which hangs on their off-hand side by the axe. Each man keeps a dagger handy too.

They are unarmoured, but garbed in sail cloth tunic and pants with an oilskin coat. Sturdy greased leather cap and boots. Underwear consists of a light woollen singlet, drawers and boot hose. A rugged rope belt encircles their waists. The belt buckle is of wrought electrum in the form of a coiling gold dragon. Each seaman wears a vivid blue silk sash and a medallion of wrought electrum in the form of a rampant shark-kin.

The City Watch is composed mainly of humans with a smattering of demihumans. Each member of the Watch is armed with a silvered javelin, a sabre in a hip scabbard, a stiletto in a hip sheath and a light crossbow with 12 bolts in a hip-quiver, which hangs on their off-hand side by the stiletto. They are garbed in studded leather armour with an iron cap over a mail coif. They do not carry shields. Each wears a stout sailcloth surcoat that bears the Banner of Waterdeep.

The clothing issued to each man of the Watch consists of a muted grey linen tunic and dark grey linen draw-string trousers. Vest, gloves, belt and boots - all of sturdy greased leather. Underwear consists of a light woollen singlet, drawers and boot hose. The belt buckle is of wrought electrum in the form of a coiling gold dragon. Over all is a vivid blue velvet military cloak with a broad purple stripe on its border. The cloak pin is of wrought electrum in the form of a rampant raven.

A typical Watch patrol consists of a sergeant (3rd Human Investigator Thief {75%} or 3rd Half-Elf Guild Mage Thief / Wizard {25%}), three constables (2nd Human Investigator Thieves) and a pair of trained wolfhounds. The spells commonly carried by Guild Mages of the Watch run to Colour Spray, Friends, and Web. Such patrols are mounted on Semphari horses 25% of the time.

When sergeants advance to 5th level they become officers of the Watch.

The City Watch has a ‘guardian spirit’ that watches over them. Elmorth was a Gnome Imagemaker Illusionist whom came to love Waterdeep so greatly, that upon his death bed he had his friends from the Guild of Sages transform him into a Spectral Wizard. For the past 300 years, Elmorth has continued to watch over Waterdeep as a 16th Level Neutral Good Illusionist. He tends to just ‘turn up’ whenever the City Watch is in trouble and over matched.

Waterdeep has some hundred magistrates. They are tasked with providing magical support to the City Guard and City Watch, conducting the affairs of the lower courts and generally fostering law and order within the City of Splendours. They are noble wizards of 7th through 9th level, and are part of the local nobility. On duty they wear a pure white toga. It is their badge of office. These enchanted silks combine the powers of a Helm of Telepathy with those of a Cloak of Displacement.

As part of the nobility, each magistrate has extensive personal resources. These run to armed guards, specialist hirelings, skilled henchmen, griffon steeds, enchanted constructs, magical creatures and the like. They also have extensive private estates and the freedom of the city. All of the noble families maintain a small personal militia, more of a ceremonial force than anything else. These militias often wear archaic armour (Bronze Plate Mail, Lorica Segmenta, Corinthian Helm, Scutum) and employ ancient weapons (Pilum, Spatha, Sapara, Falcata).

Those flouting the laws of the city are arrested and incarcerated by the Watch. Each of the local Watch Houses has a handful of sturdy cells formed from brick, seasoned oak and iron. Suspects can be held without charge for two days, while evidence is gathered.

A suspect cannot be tortured to extract a confession, but intimidation is perfectly acceptable. Suspects are allowed to summon and speak freely with two people. They have the right to remain silent, but this is of little real value considering the telepathic powers of the magistrates. Once charged, they continue to be incarcerated until trial (1d6+1 days).

Additionally, any citizen of the city has the right to prosecute anyone else, for everything from broken agreements up to murder. Each man is responsible for stating his own case or making his own defence, though those who have no talent in oration often hire a professional orator to speak for them or at the very least to write their speeches. The oratory skills of the City Watch are legendary.

Each side is given the chance to speak before a magistrate and make their points in the case. They have to limit their orations to the time allotted by the judicial water clock (which functions much like an hour glass). When both sides have spoken, judgement is pronounced. There is no jury system in Waterdeep, magistrates alone decide guilt or innocence.

Any decision of the lower courts can be appealed to the Lords' Court. The new ruling is re-calculated with the addition of the inverse of the defendants Charisma ‘Reaction Adjustment’. Thus reflecting the mercurial nature of the Lords’ Court.

If a noble or citizen of Waterdeep is sentenced to death, they will be given a cup of hemlock to drink. They will then die peacefully, surrounded by family and friends. Slaves, barbarians, travellers and the like are slain by archers using humming bulb arrows. Anyone sentenced to death can choose trial by unarmed combat with the city behir (96 HTK).

Any period of imprisonment includes labour beneficial to the city. Slaves and barbarians are placed in chain gangs where they work on roads and docks. Citizens work in the stables of the City Guard or some convenient caravan yard. Nobles become clerks and scribes.

Although not illegal, the following activities are held in ill repute by the community at large. Kissing in Public, Adultery, Prostitution, Enslavement of Barbarians and Habitual Debtors, Pitfights.

The laws of Waterdeep are publicly posted by each of the city gates and by each pier in the docklands. These postings are in Waterdhavian Thorass, Quenya, Dwarf Runes and Netherili. It is one of the duties of each Gate Sergeant to read these laws to any who asks it of them, most likely due to illiteracy in the specified languages.

Any dwarf convicted of a level five or greater crime is shaved. In fact, anyone convicted of a level five or greater crime has any facial hair forcibly removed. To be a mature man or demi-human male without a least a moustache or sideburns, is cause for comment within the City of Splendours.

In Waterdeep, as in many cities in the realms, weapons must be peacebonded. This means that a cord is tied around the sheathed sword’s guard and the scabbard so it can’t be drawn quickly in the heat of anger. Other weapons must be similarly secured and bows unstrung. Only the Guard and the Watch are officially exempt. Magistrates, and their multifarious minions, may used force but they are expected to act in a restrained manner and never to strike the first blow.
	CRIME
	PRIORITY
	SPECIFICS

	Piracy
	11
	Includes Banditry

	Murder
	11
	Wilful Slaying

	Espionage
	11
	Spies & Rogues

	Treason and/or Sedition
	10
	Tongue & Branding

	Cannibalism – Any Sentient Being
	10
	Eyes & Branding

	Rape
	9
	Sex Organ & Branding

	Forgery and/or Counterfeiting
	9
	Right Eye

	Armed Robbery
	9
	Left Hand

	Speaking Against the Lords
	8
	Right Thumb

	Rioting
	8
	Right Middle Finger

	Robbery
	7
	Assault, Theft, Abuse

	Kidnapping
	7
	

	Embezzlement
	7
	

	Arson
	7
	

	Violence Against Clergy
	6
	All Gods Have Value

	Theft of Honey or Wine
	6
	

	Perjury
	6
	

	Initiating a Spurious Case
	6
	

	Hawkdragon Theft
	6
	

	Fraud
	6
	

	Firedrake Theft
	6
	

	Extortion
	6
	

	Destruction of Fruit Trees or Vines
	6
	

	Defaulting on Fines
	6
	

	Wolfhound Theft
	5
	

	Trade Work Without Guild Membership
	5
	

	Horse Theft
	5
	

	Burglary
	5
	Break & Enter

	Theft
	4
	Five Finger Discount

	Speaking Against Clergy
	4
	All Gods Have Value

	Sale of Injurious Drugs
	4
	

	Possession of Necromantic Materials
	4
	

	Assault of the Guard and/or Watch
	4
	

	Aggravated Assault
	4
	

	Unfair Trade Practices
	3
	

	Obstruction of Justice
	3
	

	Gambling Without Permit
	3
	

	Wearing of Toga by Woman or Barbarian
	2
	

	Un-Peacebonded Weapon
	2
	

	Sale of Bad Liquor
	2
	

	Drawing a Weapon in Public
	2
	

	Disorderly Conduct
	2
	

	Buying and/or Receiving and/or Possession of Stolen Goods
	2
	

	Breaking Ones Sworn Oath / Word
	2
	

	Attempted Bribery of the Guard and/or Watch
	2
	

	Assault
	2
	

	Magic is Employed During Crime
	+1
	Misuse of Magic


	EFFECTS OF SOCIAL CLASS AND REPUTATION ON CRIMES

	Slave/Barbarian Commits Crime Against Citizen
	+1 Punishment Level

	Slave/Barbarian Commits Crime Against Noble
	+3 Punishment Level

	Slave/Barbarian Commits Crime Against Society
	+5 Punishment Level

	Citizen Commits Crime Against Slave/Barbarian
	-1 Punishment Level

	Citizen Commits Crime Against Noble
	+2 Punishment Level

	Citizen Commits Crime Against Society
	+3 Punishment Level

	Noble Commits Crime Against Slave/Barbarian
	-3 Punishment Level

	Noble Commits Crime Against Citizen
	-2 Punishment Level

	Noble Commits Crime Against Society
	+1 Punishment Level

	Criminal has a Station of 1 - 2
	+2 Punishment Level

	Criminal has a Station of 3 – 7
	+1 Punishment Level

	Criminal has a Station of 8 – 12
	+0 Punishment Level

	Criminal has a Station of 13 – 17
	-2 Punishment Level

	Criminal has a Station of 18 – 20
	-4 Punishment Level

	Victim has a Station of 1 – 2
	-2 Punishment Level

	Victim has a Station of 3 – 7
	-1 Punishment Level

	Victim has a Station of 8 – 12
	+0 Punishment Level

	Victim has a Station of 13 – 17
	+1 Punishment Level

	Victim has a Station of 18 – 20
	+3 Punishment Level


	WATERDHAVIAN PUNISHMENTS

	Execution of Criminal, Their Family, and Their Friends
	Level 13

	Execution of Criminal and Their Family
	Level 12

	Execution of Criminal
	Level 11

	Massive Deformation (Arm, Tongue, Eyes Removed)
	Level 10

	Major Deformation (Hand, Sex Organ, Single Eye Removed)
	Level 9

	Minor Deformation (Finger, Ear, Teeth Removed)
	Level 8

	Extended Imprisonment (Tens of Years)
	Level 7

	Imprisonment (Several Years)
	Level 6

	Short Imprisonment (Number of Months)
	Level 5

	Citizen and Noble = Significant Fine (Several Decades of Average Earnings). Slave/Barbarian = Publicly Flogged (30 Lashes).
	Level 4

	Citizen and Noble = Fine (Several Years of Average Earnings). Slave/Barbarian = Publicly Flogged (20 Lashes)
	Level 3

	Citizen and Noble = Minor Fine (Several Months of Average Earnings). Slave/Barbarian = Publicly Flogged (10 Lashes).
	Level 2

	Crime Overlooked
	Level 1


Thieves Guild:

The current thieves guild of Waterdeep is a relativity recent enterprise. The stolid old guild was swept away during the rise of the current lords, although it was not by their hand.

The current guild is well run and prosperous. It provides support to the local thieves, acts as a shrine to Mask, a safe haven for the Circle of the Gray Ribbon and even has a limited wizard’s library. The current guild house is located in the basements and cellars of the Drunken Gnome, a sprawling old dockland tavern, and an adjacent warehouse. A number of brothels, gambling dens, shady shops, safe houses and the like throughout the city are also owned by the guild. They even own a trading caravel that plies the Sword Coast. They take a dim view of transient thieves who work in their territory.

Waterdeep is a hub of trade and travel, and the activities of the thieves guild reflects this polyglot community. There are three main areas of guild activity.

There are those who ply their trade beyond the city and use the guild as a safe haven. These guild members run to assassins, bandits, bounty hunters and buccaneers.

Illicit trade, shady deals, forgery, gambling dens, good time girls, slaving and pit fighting form a major interest of the guild. Some of these ventures approach legitimate business endeavours. These guild members run to fences, smugglers, thugs and dwarf ghetto fighters.

Of a more traditional thieving bent are the guild members who roam the city at will, rarely leaving the confines of the city walls. In additional to various planned jobs, they also deal in street gambling, muggings, information brokering and act as guides to the seamier side of life. These guild members run to burglars, cutpurses, spies, hobbit burglars and half-elf spellfilchers.

Thvari the Flayer of the Spriggans (32 / 62 HTK – Station 11) has drawn from a Deck of Many Things, which he found in Iniarv's ruined tower during a raid with his old mate Bargor. He used the deck at once and drew three dazzling cards - Star, Throne, Balance. Thvari now has an Intelligence and Charisma of 18, and is Lawful Evil.

He came to Waterdeep and slew the local hierarchy of the thieves guild with poison, during Rakshasa Rajah Rajnagar's rise to power. He and Rajnagar have a truce at present, neither one will act against the other as long as they don't infringe upon the others schemes. They have mutual respect and see each other as opposite sides of the same coin.

In addition to the thieves guild, Thvari's has other allies. The wily Spriggan keeps two trained big cats in his chambers - a Spotted Lion (50 HTK) and a Smilodon (58 HTK).

In the forgotten dungeons, smuggling tunnels and siege passageways deep below Waterdeep dwell a small tribe of Chitines. They owe a mercurial fidelity to Thvari. The routes into their village are guarded by devilishly clever traps and haunted by watch spiders. The village is dominated by an 11th level Chitine priestess and her Chitine warlord, who is a 12th level huntsman.

Down in the deeps, in an a long abandoned Pech mine, is a portal to the Astral Plane. On the other side of this portal is a githyanki outpost (See Fedifensor in Dragon Mag #67). It is something of a trading point for the more nefarious and powerful beings of the realms. It is watched over by Yoth-Szundren (Male Githyanki 11th Knight, Beast Rider – Astral Dragon, 88 HTK, Wild Talent Psionics with Teleport & Time Shift and 115 PSP, Strength 18-62%, Dexterity 15, Constitution 16, Intelligence 15, Wisdom 17, Charisma 19, Lawful Evil). He is armed with a Special Silver Sword and 3 Javelins of Lightning. His mount is Bryaugh (Astral Dragon, Mature Adult, 15 HD, 105 HTK). He owes Thvari a favour to two. The portal is guarded, on the Waterdeep side, by six Flameskulls (30 HTK Each).

Thvari’s influence extends beyond Waterdeep. He holds sway with a pack of some twelve Spriggan raiders in the lands north of Waterdeep. Thvari also knows of a handful of forgotten ruins, wherein females of his kind lair in secret dens.

Pole Axe +2 (Double-Bitted with Dagger Point), Short Sword of Backstabbing, Jambiya +1 (Type E Poison), Stiletto +1 (Type O Poison), Hound's Tooth Dagger (Taken from the Wild Celtic Ranger Murchadh).

Piecemeal Armour (Bronze Breastplate, Spiked Leather Shoulder Guards, Bronze Upper Arm Guards, Studded Leather Bracers, Bronze Knee Guards, Bronze Greaves).

Amulet of Dramatic Death (Edged Weapons), Gauntlets of Dexterity, Ring of Mind Shielding, Boots of Balance, Potion of Master Thievery, Potion of Invisibility.

City of the Dead:

Out beyond the walls of the city is a huge cemetery, known colloquially as the City of the Dead. Surrounded by a dry stone wall some 4’ high, it’s gates are flanked by marble statues of Hippocampi and Pegasi. It is a place of mellow grey stone and feathery green peppercorn trees. Every spring it comes alive with dazzling wildflowers. The central area consist of rolling parkland sheltering various tombs and grave plots. There are some areas of bramble, a few rowan trees and hedgerows on the out skirts. It is open to the public during the day. At dusk it is closed and lightly patrolled till dawn. Local rumour has it that Waterdhavias and foreigners who wish their deeds to go unobserved operate in the shadows of the aged tombs. Some say a ghostly dwarf haunts the night shrouded graveyard. The graves themselves benefit from various levels of mundane and even magical protection.

A small child, in a long green belted tunic, is frequently seen playing amidst the gravestones. Usually he is seen from a distance, tossing a hard ball or lobbing a discus. If the child is approached or spoken to, the apparition vanishes. Most consider this to be a harmless spirit, perhaps one that considers the graveyard “safe”.

The little boy is in reality a metamorph shapeshifter (19 HTK). She has developed her shapeshifting skills beyond the abilities of most of her race and she can assume any non-magical animal form 11 times per day. Her favoured forms are owl, raven, wild cat and human child. In addition to her natural abilities, she is a 5th level necromancer. She is able to cast her spells no matter what form she has currently taken. 1st - Chill Touch (x2), Detect Undead, Ray of Fatigue (x2). 2nd – Choke, Cloak From Undead, Death Recall. 3rd - Bone Club, Hovering Skull. Although whimsical and capricious, she is a good friend of the nearby Druidic Actaeon and the local hurgeon clan.

A poet is buried in a remote corner of the graveyard. A ghostly figure in a mantle of deepest lapis lazuli with long flowing auburn hair leaves garlands of flowers on the grave from time to time. This is the harmless spirit of a long dead admirer who does nothing more dangerous than pick wildflowers.

Off to one side and just beyond the dry stone wall is a small circle of standing stones, old beyond remembering and shrouded in moss. The circle is protected from the elements by seven towering and gnarled ancient oak trees. Unknown to the people of the city, this place is the lair of a Druidic Actaeon (67 HTK). He is armed with a Flame Tongue Spear and wears a Ring of Shooting Stars.

The Druidic Actaeon has two faithful henchmen, Priska Ohlatta and Lydia Bess. This stalwart pair act as his scouts and emissaries. They live in a permanent Leomund’s Hidden Lodge. This sturdy structure appears as a fallen ancient oak shrouded in a tangle of bramble. The shelter was originally summoned into being many years ago by of Finder Wyvernspur.

Priska Ohlatta, Half-Satyr, R4/MU4, Explorer/Mystic, NG.

Specialist Magic User - Conjurer.

18-62%/ 13 / 15 / 16 / 15 / 18 – Follower of Fharlanghn.

Bracers of Defence AC 7, Ring Of Protection +2, Paired Silver Short Swords, Dagger (Gnome Crafting), Knife, Composite Short Bow of Distance +1, Hip-Quiver, 9 Flight Arrows, 5 Javelins of Lightning, Potion of Extra Healing, Reed Flute, Pipe and Pouch of Herbal Pipe Weed, Travelling Spell Book (Armour, Dancing Lights, Mount, Spook, Unseen Servant, Glitterdust, Melf’s Acid Arrow, Summon Swarm, Wall of Gloom).

Lydia Bess, Half-Dryad, R3/T4, Forest Runner/Scout, NG.

13/ 15/ 16 / 11 / 15 / 18 – Follower of Ehlonna.

Bracers of Defence AC 5, Boots of Striding and Springing, Iron & Oak Staff, Long Sword, Silver Dagger, Long Bow +2, Hip-Quiver, 9 Flight Arrows, Small Elven Harp, Healer’s Bag, Thieves’ Tools.

A clan of some 30 hurgeon also live within this mossy area.

A werebear (Josh of Uffington Dale, 12th Smith {Dragon Mag #70}, 83 HTK) with reddish brown fur drifts through the area several times a year.

Recently a cremation ground and shrine to Yama and Brahma has been constructed to the south of the City of the Dead. Right on the banks of the Mistdale Stream. In additional to the priests of the shrine, a yogi ascetic makes his home in the burial grounds. None know his name, but he is said by some to have been a Rajput Prince before renouncing the material world. He heals and helps the common folk in return for food.

~ Background Reading and Resources ~

WELCOME TO WATERDEEP in Dragon Mag #128

WAS IT WORTH THE RISK? in Dragon Mag #104

FIFTY WAYS TO FOIL YOUR PLAYERS in Dragon Mag #136

THE FAIREST OF THE FAIRS in Dragon Mag #137

WOUNDS AND WEEDS in Dragon Mag #82

CLOUD CASTLES in Dragon Mag #39

SEVENFOLD FIGHTER KITS By Lance & Travis Hawvermale

THE ECOLOGY OF THE KORRED in Dragon Mag #119

CRIME & PUNISHMENT - RPG TIPS - Brennan O'Brien

~ Standard Adventurers’ Pack ~

Leather Backpack, Flint and Steel, Hooded Lantern, Brass Flask (Pint of Lamp Oil), Six Bee's Wax Candles (Each Burns 1 Hour & Sheds Light in 10' Radius), Blank Journal (50 Pages, 6””x 9”), Parchment (2 Leaves), Charcoal Pencil, Water Skin (2 Quarts), Wine Skin (2 Quarts), Iron Rations (1 Week), Dry Rations (1 Week), Dried Fish (1 Pound), Hard Cheese (1 Pound), Sack of Oats (1 Pound), Flask of Pickled Cabbage (1 Pound), Sun-Dried Grapes (1 Pound), Small Iron Pot, Drinking Jack (Leather Cup), Wooden Bowl, Horn Spoon, Iron Knife, Small Knife, Silk Rope (50' Coil), Honey Leather Fabric (6’ x 6’), Woollen Blanket (5' x 7'), Carved Wooden Comb, Hooded Woollen Cloak, Leather Jerkin, Normal Clothes (Linen Tunic & Pants), Fine Clothes (Silken Tunic & Pants), Soft Leather Boots.

~ Important Historical Dates ~

- 150 DR:

Mutual Fall of Narfell and Raumathar.

-52 DR

First permanent farms in Waterdeep area.

472 DR - Year of Full Cellars

The disparate tribes around what will one day become Waterdeep unite, under Warchief Artos. Fishing expands, keelboat building begins, grain types diversify and irrigation comes to the farms. A flourishing village grows up in short order.

882 DR - The Year of the Curse

Nimoar's Hold is raised at the northern outskirts of the village that will one day become Waterdeep. The village is further fortified by a log palisade. A shrine to Torm is raised by the Dewar Family, immigrants from Tethyr.

940 DR - The Year of the Cold Claws 

The name of Waterdeep comes into common usage. The village grows from a coastal fishing and farming hamlet into a thriving trading town. Domestication of hawkdragons, firedrakes, wolfhounds and Semphari horses.

953 DR - Year of the Guiding Crow

The Chronicles of the Gray Sage make mention of Waterdeep. It is noted to be a flourishing agricultural township and an exporter of good quality pickled fish.

960 DR - Year of the Mageling

Deriabar, High Priest of Amaunator, arrives in Waterdeep.

963 DR - Year of the Deadly Duo

The construction of Waterdeep's city walls begins.

974 DR - Year of the Haunting Harpy

Waterdeep’s stone walls are completed and the worn log palisades are torn down. Waterdeep grows into the grandest city of the Sword Coast. At this time the system of Guilds develops. Guild of Sages raised on the heights.

975 DR - Year of the Bent Coin

Barbarian raiders attack Waterdeep. They are defeated at Maiden’s Tor.

1032 DR - Year of the Nightmaidens

Lords of Waterdeep and related organisations established. Ahghairon Ravencloak becomes the first Unmasked Lord of Waterdeep. The local nobility and the families of the guild masters intermarry and merge.

1035 DR - Year of Falling Stars
Waterdeep is attacked by a great brawling army of Ogres, Hill Giants, Verbeeg and Giant Trolls. Ahghairon Ravencloak defeats the final giant heroes near Rassalantar.

1159 DR - Year of the Cloven Stones

The Lords’ Forest founded in Waterdeep. The wooden docks of the city are replaced with stone. Gotrek arrives in the city and sets up a smithy. Many mourn the pasting of the eccentric gnome illusionist Elmorth.

1163 DR - Year of the Shrouded Sky

Pech begin to fossick and prospect far below the City of Splendours. They find some mithril silver and sapphires. At one point they construct a portal to the astral plane. Gotrek befriends the Pech and expands his smithy.

1164 DR - Year of Long Shadows

Yoth-Szundren establishes his githyanki outpost and trading point in astral space. Just beyond the Pech’s Skull Portal. He places standing orders with Gotrek. Lucifer the Lightning Blue, Saint George, and Zenethar the Wise visit Waterdeep.

1180 DR - Year of Sinking Sails

Founding of the Museum of Artifice.

1201 DR - The Year of Embers

Centaurs and cyclopskin come to Waterdeep.
1235 DR - Year of the Black Horde

Waterdeep besieged by goblin and orc brigands.

1251 DR - Year of the Wandering Winds

Firbolg giant-kin come to the Ardeep Forest.

1295 DR - The Year of the Ormserpent

Bandit raids and the death of prominent Tethyr royalty near Waterdeep.

1301 DR - Year of the Trumpet

Elaith Windflower Craulnobur the Half-Elven, Gondsmen Priest and Academician Wizard Diviner, becomes High Librarian of the Museum of Artifice. Gotrek’s smithy becomes generally known as The Great Armoury.

1302 DR - Year of the Broken Helm

Khelben Arunsun born to Lady Lhestyn the Shadow Raven and Mage Zelphar in Waterdeep.

1305 DR - Year of the Creeping Fang

'The Mad Dwarf' Gulyaikin Dzrund comes to Mount Sar.

1308 DR - Year of the Catacombs
Lady Lhestyn the Shadow Raven becomes Unmasked Lord of Waterdeep. Waterdeep Cloud Castle constructed and enchanted. Razisiz the juvenile mist dragon comes to lair in the city’s floating castle.

1313 DR - Year of the Shattered Oak
Khelben Arunsun Khelben is apprenticed to Vangerdahast in the Kingdom of Cormyr.

1314 DR - Year of the Shadowtop

Death of Lady Lhestyn the Shadow Raven. Piergeiron the Paladison becomes the Unmasked Lord of Waterdeep. Emirikol The Chaotic arrives in Waterdeep and begins his dubious entrepreneurial endeavours.

1315 DR - Year of Spilled Blood

Company of the Howling Wolf active within Waterdeep and The North.

1322 DR - Year of Lurking Death

Khelben Arunsun, Son of Lady Lhestyn the Shadow Raven, returns to Waterdeep as Khelben the Blackstaff. He claims his titles and Arunsun Tower as his own. Theodore Dobbins appears on the docks of the City of Splendours and establishes the Circus of Shadows. Voyage of the Sunken Shadow. Piergeiron the Paladison, Khelben the Blackstaff, Mirt the Merchant with Lady Asper, Courtesan Larissa, Telter the Paladin, Durnan the Wanderer of Waterdeep and Nymara ‘Kitten’ Scheiron of Waterdeep seek adventure in Calimport and beyond. Radric takes over from Gotrek as master smith of The Great Armoury.

1326 DR - Year of the Striking Hawk

Warlock Necromancer Ishtar defends the Library of Chittagong from Rakshasa Raja Rajnagar. He is aided by Shari of the Sword Coast and Bargor. Numerous magical tomes and undersea magic items are recovered, some works find their way into the grand library of the Guild of Sages.

1335 DR - Year of the Snow Winds

Waterdeep is raided by frost giants, white dragons, and winter wolves.

1342 DR - Year of the Behir

Marune Shadowthief, armed with the malevolent sword 'Drinker of a Thousand Souls', and his shade assassins commit murder and mayhem throughout Waterdeep. They vanish after a month of terror. Some say Marune is scheming deep in the mountains to this day.

1344 DR - Year of Moonfall

Warlock Necromancer Ishtar frees Zahhāk the Efreeti Padishah from his ancient imprisonment under Mount Hotenow in the Neverwinter Wood. As a direct result the Neverwinter River cools and the City of Neverwinter becomes a colder place. Many craftsmen relocate from Neverwinter to Waterdeep.

1345 DR - Year of the Saddle 

Stone way towers are established every five miles along the High Road, the northern trade route between Waterdeep and Luskan. These way towers are manned by either a Waterdhavian wide patrol, if within 120 miles of Waterdeep, or local soldiery with Waterdhavian training if further out.

1347 DR - Year of the Bright Blade

Stone way towers are established every five miles along the Long Road, the inland trade route to the north of Waterdeep that passes through Longsaddle and thence on to Mirabar. These way towers are manned by either a Waterdhavian wide patrol, if within 120 miles of Waterdeep, or local soldiery with Waterdhavian training if further out.

1349 DR - Year of the Bridle

Stone way towers are established every five miles along the Trade Way, the trade route to the south of Waterdeep that passes through Daggerford and thence on to Baldur's Gate. These way towers are manned by either a Waterdhavian wide patrol, if within 120 miles of Waterdeep, or local soldiery with Waterdhavian training if further out.

1351 DR - Year of the Crown

Several defensive castle are built along the northern road between Luskan and Mirabar. These shell keep castles are space 20-25 miles apart and are quite large.

1352 DR - Year of the Dragon

The Great Sea Hunt of Tymar ‘The Silent Sword’. Flaarat in Immurk's Hold. Shari of the Sword Coast and Bargor are petrified by Serpena – Medusean Priestess of Gruumsh. They end up as decorative sculptures on Smuggler’s Island in the courtyard of the Voyager’s Haven Inn. Warlock Necromancer Ishtar coverts the Rose of Jumlat and gains the Sea Ghost.

1355 DR - Year of the Harp

Quith Primrose and Vedellen Falconfist, swanmay rangers, come to the Ardeep Forest.

1356 DR - Year of the Worm

Battle of Icewind Dale

1357 DR - Year of the Prince

Dragon Mountain - Under the Scales of the World Serpent. Sir Garion Ulfson of Tyr falls and returns. As does Sir Jean-Luc Dewar of Torm. Tymar ‘The Silent Sword’, Kellindil Starscream, Windgrass of the Sprites and Kalina of Westgate all lend a helping hand. Warlock Necromancer Ishtar disappears mysteriously. The Adventures of ‘Azure Bonds’.

1358 DR - Year of Shadows

Time of Troubles. The Mage of Many Colours comes to Waterdeep. The Adventures of ‘Song of the Saurials’. Smoke Powder discovered by the Gondsmen of Lantan.

1359 DR - Year of the Serpent

The Adventures of ‘Horselords’ and ‘Dragonwall’.

1360 DR - Year of the Turrent

The Adventures of ‘Crusade’. Beginning of the Adventures of the Maztica Trilogy (‘Ironhelm’, ‘Viperhand’, ‘Feathered Dragon’).

1361 DR - Year of Maidens

Quest of the Singing Sabre. Tymar ‘The Silent Sword’ and Gimjari pass through Orlumbor Island and on to Waterdeep. They encounter and befriend Flaarat and Felitia, who join them on their adventure.

1362 DR - Year of the Helm

End of the Adventures of the Maztica Trilogy (‘Ironhelm’, ‘Viperhand’, ‘Feathered Dragon’).

1363 DR - Year of the Wyvern

Tymar ‘The Silent Sword’ is lost in the Utter South. The Mage of Many Colours plants a weirwood sapling in the Lords’ Forest. Founding of the Garden of Xan Yae. The Flaming Fist, a mercenary company out of Baldur's Gate, establishes Fort Flame just off the Bay of Balduran on the continent of Maztica. A second Amnian colony, Qoral, is established farther inland. Sea trade is established between Waterdeep and the lands of Maztica and Zakhara. These risky but profitable ventures are jointly managed by the priesthood of Helm and various noble mercantile families.

1364 - Year of the Wave

The Arcane Brotherhood is decimated with poison and deception. Their great Host Tower is laid waste by a horde of fire elementals. Lead by a huge Flame Linnorm. Some say it was instigated by the Lords of Waterdeep. Others hint that Azimer is to blame.

1365 - Year of the Sword

Waterdeep’s influence grows and the City State comes to dominate a vast swathe of territory. This influence extends into every town and village from Luskan in the north to Murann in the south.

1366 Year of the Staff

Cannon and smokepowder come to Waterdeep. Jointly developed by the Guild of Sages, the Museum of Artifice, and the Great Armoury.

Waterdeep is a highly structured and well ordered city, with a wealth of folklore and cultural mores. The city has shadowy Celtic roots, overlaid with a Romano- Greek flavour, deeply infused with an Old English tang and now moving into the Age of Enlightenment (Renaissance). There is the odd Viking from across the stormy tossed and ice shrouded seas echo too.

Waterdeep is afire with folklore, superstitions, mysteries and tales.

Maypoles, morris dancing with pipe and tabor, flutes and pipes, folk songs, Temple Ale (some call it Parish Ale), Warchief Artos – The Once and Future King, Nimoar's Haunted Hold, Ahghairon Ravencloak's Drum, Myrddin’s Oak, Old Magic, Wild Magic, High Magic, black dogs, the Green Man (god of growth and abundance), the terrible grey Badger, the Wild Hunt, the Moon Stallion, chime hours, cunning folk, soothsayers, the magic and healing of the smithy, woodwose and the Hairy Man, Bean Nighe, hawthorn and oak, Sídhe, Yallery-Brown and the wee folk.

Older tales run to Argus the shipwright and the Argo with a crew of heroes and the Voyage for the Golden Fleece, the (in)famous Twelve Labours of Heracles and the Piper at the Gates of Dawn.

Slightly more factual are the works of Pausanias, oft misremembered from childhood tutorials and lessons. Pausanias the geographer, traveller, student of art and culture, Pausanias the writer. After more than a thousand years, his works are still read by the learned and those of a philosophical bent.

One interesting point to note is the value of facial hair in Waterdeep. It is socially expected that any mature man or demi-human male will cultivate at least a moustache or sideburns. Beards are usually only grown by the clergy, dwarfs, and senior gnomes. The aristocratic merchants of the city tend to have slim waxed moustaches. Criminals of note are forcibly shaven. Baldness carries no significant social stigma, and some people even shave their heads, usually labours.

Any dwarf convicted of a level five or greater crime is shaved. In fact, anyone convicted of a level five or greater crime has any facial hair forcibly removed. To be a mature man or demi-human male without a least a moustache or sideburns, is cause for comment within the City of Splendours.

There are ghostly goings on too. A tall and stately lady garbed in flowing white robes and accompanied by a huge bay hound haunts the Zundbridge. People who meet the white lady have accidents or suffer some misfortune shortly thereafter. Malicious spirits torment those who are abroad on moonless nights. A decapitated spectral bandit remains lurking in the shadows of his old ambush site on the road near Iniarv’s Tower. In the docks of Waterdeep at midnight blood-chilling restless dead walk the world till driven off by the light of dawn. Translucent dwarf miners have been seen in the hills by moonlight.

~ Rumours in the City of Splendours ~

Let me tell you, ever since the Time of Troubles things have been a darn sight better. The gods are less interring, the lords are less prancing, there are more merchants, their cargoes are better, the old thieves guild is gone. My inn is doing a roaring trade. Best for many a year.

The Old Lords and The New Lords are the same. There have always been Lords in Waterdeep. As one of them ages, they retire and another takes their place. Usually the post is handed down within a family, most often from father to first born son. Although if you have skill and strength enough, you can ascend to the Lords’ Court through your own efforts.

The Mage of Many Colours is the real power in Waterdeep these days.

The Old Lords were all destroyed during the Time of Troubles. Not slain mind ya, but transformed into undead, tortured and enslaved, broken and changed by foul magics, caged by eldritch forces and even sent to the City Beyond the Gate.

The Lords are the same as ever, they always were a mercurial lot!

Although he makes his way in the world as a smith, Omid is a greater fighter than Durnan the Wanderer of Waterdeep. As a lad he was trained as a Giduk in distant and delightful Huzuz.
If pursued by any fay creatures, the climbing of a hawthorn tree is a certain escape. But watch out for the thorns!

Ranik of the Sleeping Dragon Inn is a hedge wizard.

A huge fang dragon lies in a magical sleep within the Lords Forest. Any use of magic nearby will awaken it.

Khelben the Blackstaff Arunsun has cheated death and become a lich.

There is a pech mine beneath the city.

Deriabar the High Priest at the Temple of Amaunator is an Azer.

I’ve seen druidic beings dancing in the twilight shrouded graveyard.

I know where you can watch really brutal pitfights. They have this Celt, some drow, one of those thri-kreen, and even a giant. One of the general human fighters was once a paladin too.

The Mage of Many Colours is really Khelben the Blackstaff Arunsun.

The local thieves guild is run by a gnome. If ya meet him, be sure to greet him in gnomese. That way you’ll be sure of a warm reception.

Omid is a strong as a troll. I heard he once wrestled a bull camel to the ground barehanded.

I've heard that the Lords are seeking to form a trade alliance with Grunnarch the Red. Don't know what they’d want with a bloody Moonshae Viking King. Maybe its a trick of some sort.

If you pull the beard of the Mage of Many Colours, while wearing a crown of woven autumnal mistletoe, he's bound by the Wild Magic to grant your greatest wish.

Torii rides a wyvern into battle.

Khelben the Blackstaff Arunsun is not a man but a golem.

A dragon lairs somewhere in the city.

Omid is a strong as an ogre. I heard he once wrestled a draft horse to the ground barehanded.

Deep in his cups one night, Jodri told me that the Old Lords have been transformed by magic into cloth dolls and are currently being used as bookmarks in the Museum of Artifice.

Ranik of the Sleeping Dragon Inn is a retired thespian bard.

Don’t venture into the deeps of the City of Splendours. They are haunted by deadly spiders and foul undead.

There is a weredragon femme fatal in the city and she is enamoured of Torii.

Deriabar the High Priest at the Temple of Amaunator is undead.

Beware the hags on high.

There is more than one dragon in the City of Splendours.

Telter the Paladin has gone missing, while exploring a hidden plateau in the vast and mysterious Jungles of Chult. Trailing the Ape King.

Beware the white lady and her great hound! They are ghosts! Misfortune and death haunts the Zundbridge! Beware!

If you have need of knowledge or advice beyond the ken of mortal man, then seek Baba Yaga. Go above the clouds and seek her in the mists. Be sure to be polite and address her as ‘Little Grandmother’.

Someone in the Guild of Sages told me that Durnan the Wanderer of Waterdeep has been transformed by magic into a red silk sash. Enchanted as a protective item, he has been given to Grunnarch the Red as a gift.

Gypsies dance in the clouds.

If there were a contest between Torii’s will and an iron bar, the iron would buckle first.

Don’t become entangled with a Marid.

Some say that there are secret passages through the walls of the city. But that's just plain daft if you ask me. The Lords of Waterdeep are mages, druids and the like. What do they need with a secret passage?

If you're after a good time, head for Emirikol The Chaotic's place down on the docks. It may not be entirely safe, but it sure is fun. You never know who you’ll meet. Or what for the matter of that.

Waterdeep is the place to buy armour. Let me tell you. You can find mail-&-plate here as easily as you find mail in Daggerford. Gotrek's Great Armour can even do those fancy heavy plate mails. Those dwarfs are wily though and their fees are high.

Waterdeep isn’t troubled by seawolves, aquatic elfs, scrags, merfolk, merrows, locathah, koalinth or even sahuagin. That’s because there’s a tribe of Shark-Kin out there, under the waves. They hunt down anything that swims into their territory. They don't seem to mind ships and the like though. I've heard some say that the Mage of Many Colours pays 'em tribute and the Shark-Kin are allies of the City.

Moonlight calls the dead dwarfs of the hills from their graves.

Torii rides a blue dragon into battle.

The Circus of Shadows is an amazing place. Be forewarned however that you may meet yourself in the shadows.

Be sure you follow the laws. There're posted by the docks and on the city gates. Failure to do so can be expensive, painful, and even deadly.

If you need a ship, you'll find it in Waterdeep. If you need to fix or improve your ship, you'll find what you need in Waterdeep. Good crews too can be found in Waterdeep. But, if you're not into ships, what are you doing down here on the docks?

You haven't lived till you've sampled the liquors of Waterdeep.

The King's Head Inn is currently for sale. The old owners were recently murdered in mysterious circumstances. The Watch has arrested Koja of Khazari, Lama of the Red Mountain Temple, Scribe of the Khahan, Grand Historian of the Tuigan Empire. Don’t know why though.

There are old smuggling tunnels under the docklands, but they are haunted by an undead beholder.

The gods come into favour and the gods fall out of favour, I don't really have much time for the gods. But that new god, Xan Yae, is intriguing.

Ya want'a know somethin'? Last year I was King Neptune!

Can't wait for the Harvest Fair and that Temple Ale.

Warlock Necromancer Ishtar isn’t ‘missing’. He’s just wandering. Last I heard he was in the City of Brass.

An Ocean Velya haunts the sunken shipwrecks out beyond the harbour.

Piergeiron the Paladison is recovering from wounds received on Dragon Mountain. Apparently he was all but slain by a dragon wraith.

My old captain said that a sea titan guards the harbour.

Beware the crumbling ruin of Iniarv’s Tower! A headless spectral bandit haunts that place. Lurking in the shadows of his old ambush site.

At the ancient Temple to Amaunator, the very statues have been known to walk.

Torii is a better fellow than Piergeiron the Paladison. He's more concerned with the welfare of the city, rather than wandering off on some bleeding fool adventure.

If you're looking to find the Mage of Many Colours, then head for the Dancing Cyclops Tavern & Inn. He spends at least two evenings there every tenday. He particularly enjoys the local sherry.

The yogi ascetic who makes his home in the graveyard was a prince in his distant homeland.

I tell my kids that they should grow up to be just like Torii. He’s a fine stalwart fellow. With him as the Lord of Lords, the city's never been so prosperous.

The change in the lord's robes is a good thing. They used to be drab and dull as dish water. Now they are finer that any nobles anywhere in all the Dalelands.

If you're looking for work I know several ship's captains that are hiring. There is also a caravan leaving day after tomorrow, and they could use a few extra hands.

Those who are bold can reach the Astral Plane from the Skull Portal deep below the streets of the city and trade at the wild githyanki outpost.

Kappiyan Flurmastyr is good for a potion or two, but don't push his favour.

Ask Omid to tell you the tale of the Vicar and the Mermaid. I nearly died with laughter on hearing it.

If you ever get invited to one of Maaril's parties, you must go. They are the stuff of legend.

Warlock Necromancer Ishtar isn’t ‘missing’. He’s just wandering. Last I heard he was in Dead Orc Pass.

Take the time to scale the heights and visit the Garden of Xan Yae. The greatest and grandest parkland in all the realms.

If the Guild of Sages cannot answer your question, and the Museum of Artifice cannot illuminate you. Then seek out Baba Yaga.

They say Warchief Artos, The Once and Future King, beheld the Bean Nighe washing his blood soaked armour in the Mistdale Stream as he rode to war. He fell in battle the next day.

Those who try to breech the walls of the city through siege, must content not only with ballista and catapult, boiling oil and rocks, but with a great wyrm.

Piergeiron the Paladison is recovering from wounds received on Dragon Mountain. Apparently he was all but slain by a shadow dragon.

The Mage of Many Colours has shadows who haunt the night shrouded city.

The Time of Troubles? What a year! The gods walked the realms. The Lords changed. The Thieves Guild was poisoned. Even magic isn’t the same now a days.

Theodore Dobbins is the city's most erudite thief.

Beware the Night Howlers if you must be about in the open under the naked stars at the dead of night. If they find you, they will rend the flesh from your very bones.

The Lords wander the planes the same way you’d wander a gypsy market. Just to see what’s interesting. Just as a diversion. Something novel.

Beware Orlumbor Island! It be a pirate port!

If ya need to find some sellswords, have a chat with Blazidon One-Eye. He can give ya the good oil. He's to be found at the Bowels of the Earth Tavern most evenings.

If you need an apothecary, the best in the city is to be found in the grounds of the Temple of Amaunator. They do a roaring trade in various herb teas, healing salves, rare herbal wines, and even enchanted potions.

Don’t venture into the deeps of the City of Splendour. They are haunted by deadly yuan-ti and foul undead.

Goldenfields may seem to be a place of milk and honey, but the priests there really hold money as their god. It’s some forty leagues northeast of Waterdeep. If you want to spend your life guarding farmlands, they are always looking for soldiers.

There is a haunted tower within the Lords’ Forest. There dead men dance a pirate jig and echoes of old Immurk Shadowbeard the Invincible linger.

If you're looking to impress, have a meal at Boduccio's Festhall.

Those who look to sail the high seas should have salty old Essimuth Lanys check their rutters.

There is a magical ivory and mithril fountain in the heart of the Lords Forest. Those who drink of the enchanted waters are granted eternal youth.

The Green Man watches over the Ardeep Forest. Oftimes he dances with the korred. Quith Primrose and Vedellen Falconfist are his good friends.

In the Lords Forest, certain enchanted yellow roses grow. The blossoms of these roses are purest topaz, while the thorns upon the woody stems are tiny peridots.

There is a sea cave near the city in which all wishes are granted.

The hearty singing of hymns and psalms will deflect a dragons charge.

The tales of old Essimuth Lanys hold more that is wise than all the tomes in all the halls of the Guild of Sages.
One of those vile and bloody Gladiator Talisman Servants from ancient Netheril lurks in the highest tower of the Château of Wizardry. On nights of the full moon you can hear its muted roar as twilight shrouds the city.
Within the Ardeep Forest is a tomb from the days when Elfin Knights rode the lands. There is a grand collection of Elfin treasures and magic within.

Down on the docks, when the moon is dark, beware the deadly daggers of Essimuth Lanys.

My mate, who’s a buccaneer aboard the Drunken Efreet, says Omid is in league with one of them shapeshifting Dazzle fiends. I've heard that they are called Al-Jahar in the lands south of Calimport.

Once or twice a year Immurk's old first mate ends up in Waterdeep and stays at the Sleeping Dragon Inn for a week or so. They say he spends his time in the fellowship of pirates, buccaneers, smugglers, and the like. Just talking shop and playing dice.

A ghostly dwarf haunts the City of the Dead. Some say it’s a guardian spirit. Some say it’s a lost soul. Some say it speaks to those wandering the graveyard under the full moon. I don’t know. I don’t plan to find out either.

Did you know that Jadhka has ventured to the City Beyond the Gate?

~ The Fighting Pits ~

The current champion of the pit fights, and a real crowd favourite, is an enslaved Moonshae Celt and Ranger from the Ochil Hills - Murchadh.

Erihn (Male Drow, 7th Fighter & 7th Mage - Diviner, War Wizard, Weapon of Choice – Short Sword, Spell of Choice – Colour Spray, 45 HTK, Dexterity 16, Constitution 15, Chaotic Evil). 1st - Comprehend Languages, Dancing Lights, Detect Undead, Detect Magic, Read Magic. 2nd – Bladethirst, Blur, Locate Object, Past Life. 3rd - Spirit Armour, Wind Wall, Wizard Sight. 4th - Divination Enhancement, Locate Creature. Station 1.

Tarmar (Male Drow, 6th Fighter, Astral Warrior, 39 HTK, Dexterity 18, Intelligence 15, Chaotic Evil). Station 1.

Bor’aqh (Male Bugbear Sub-Chief, 5th Fighter, Beast Rider – Cave Bear, 50 HTK, 18-76% Strength, 16 Constitution, Neutral Evil) with a Dire Wolf (36 HTK). Station 1.

Thak (Male Sahuagin Chieftain, Four Armed, 5th Fighter, Pirate, 49 HTK, Constitution 16, Lawful Evil). Station 1.

“Sand Scorpion” (Male Thri-Kreen, 7th Fighter, Athlete, 57 HTK, Strength 16, Dexterity 19, Constitution 15, Chaotic Neutral). Station 1.

Firbolg Giant-Kin (Male, 83 HTK, Chaotic Good). Geas - Refrain from using any innate magical abilities against the pit bosses until released from the fighting pits by Thvari the Flayer. Station 1.

Milady Iris Wildthyme (Female Waterdhavia Human, 9th Thief, Swashbuckler, Weapon of Choice – Estoc, 52 HTK, Strength 15, Dexterity 18, Constitution 17, Intelligence 16, Wisdom 15, Charisma 17, Chaotic Good). Special: Iris can cast Accelerate Healing once per day and Skip Day once per week. Station 1.

Tarllia the Mage (Female Half-Elf, Gold Elf and Tethyr Human, 5th Bard, Charlatan., 23 HTK, Dexterity 17, Intelligence 15, Wisdom 15, Charisma 18, Neutral Good). 1st - Comprehend Languages, Magic Missile, Shocking Grasp. 2nd – Alter Self. Station 1.

Wessalen Arturia (Male Western Human, Chessentan Nobleman, 9th Paladin, Mariner, 55 HTK, Strength 16, Dexterity 13, Constitution 14, Intelligence 13, Wisdom 15, Charisma 17, Lawful Good). Station 1.

Murchadh {Sea Warrior} (Human Celt, 8th Ranger, Savage, Hails from the Ochil Hills, Neutral Good, HTK 75, Strength 18-59%, Dexterity 15, Constitution 17, Intelligence 12, Wisdom 15, Charisma 15). Abilities: Birth-Gift of Good Luck on d20, Special Ability – Alarm, Hide in Shadows 59%, Move Silently 77%, One 1st Level Priest Spell, Spheres – Animal and Plant and Travellers, Casting Level = 1, Two Weapon Combat, Foe of Hags, Animal Empathy, Ranger’s Code, Shield (1), Weapon and Shield Style (1), Spear (1), Del Chliss (2), Trouble Sense (1) 15, Blacksmithing (1) 18, Direction Sense (0) 16, Endurance (0) 17, Fire-Building (1) 14, Herbalism (2) 10, Hunting (1) 14, Observation (1) 12, Running (1) 11, Survival (0) 12, Swimming (1) 18, Tracking (0) 17, Weather Sense (0) 14. Gear: Nil. Although he is given various exotic weapons and armours for his weekly pit fights. He’s an earthy and cheerful fellow with a delightful zest for life. As a slave he’s unruly, troublesome and rude.

~ A Gladiator Dies Only Once ~

Steven Saylor

The two gladiators who strode into the arena for the final bout could not have been more different. The first was stoutly built, his chest and legs covered by curly red hair. He was outfitted in the manner of the Gauls, with a short sword and a tall, rectangular shield, a loose loincloth and bands of metal-plated leather wrapped around his mid-section, leaving his legs and chest bare. His helmet covered not only his head but, tapering and flaring out again like an hour-glass, extended down to cover his neck and breastbone as well. Although heavily muscled, he moved with surprising speed and possessed a bull-like strength.

Following him into the arena was a retiarius, to my mind the most fearsomely attired class of gladiators. Retiarii carry not a sword and shield, but a long trident and a net.

~ Temple of Amaunator ~

In one of the shadier areas of the city is a temple to Amaunator. The grand and imposing edifice is composed of polished golden brown lumachella. It is a vast circular tower of some three stories, surrounded by fluted columns. The grounds of the temple are not extensive, but they are delightful with ornate sun dials and beds of fragrant roses. Amaunator is a dead god and as such has no following within the City of Splendours. Six amber golems, in the form a great lions, guard the temple grounds.

None have ever seen Deriabar the high priest. He is rumoured to be a Baelnorn (28th Sunlord & 16th Enchanter). The high priest is served by an extended ‘human’ family however. Bernhardt is the head of this family. His father was a half-orc thief from Calimport and his mother was a half-orc whore in Baldur’s Gate. He came to Waterdeep as a slave in his tenth year. Deriabar purchased him, had him trained as a bodyguard, and later personally trained the lad as a priest.

Bernhardt is a burly and thick featured man with a flowing black beard. He shaves the top of his head, leaving a short fringe at the sides and back. His bushy eyebrows do nothing to diminish his piercing, almost manic, gaze. Bernhardt is known to be firm but fair. He is renowned for his physical strength and knowledge of the laws of Waterdeep. He wears loose red robes over enchanted chain mail with an iron cap and mail coif. In melee, he fights with two weapons - paired footman's flails. Rod of Flailing (39 Charges) and Footman’s Flail +2. He keeps several light throwing hammers thrust through his belt. A sturdy electrum chain about his broad neck holds a Stone of Good Luck (Moss Agate).

18-57% / 13 / 15 / 13 / 18 / 15: Priest 4th & 10th Fighter (Myrmidon).

Lawful Neutral, 69 HTK, Armour Class 3. Station 18.

1st - 5. 2nd -4. Major Spheres - All, Charm, Creation, Elemental Fire, Elemental Air, Law, Summoning, Sun, Time. Minor Spheres - Divination, Elemental Earth, Healing, Necromantic, Numbers, Protection, Thought.

Footman's Flail (Specialised), Clubbing Weapons (2), Whip (1), Ambidexterity (1), Two-Weapon Style (1), Punching (1), Wrestling (1), Ancient History (Military History) (0) 12, Ancient Languages (Netherili) (1) 13, Blacksmithing (1) 18, Etiquette (0) 15, Fire Building (0) 17, Healing (2) 16, Heraldry (1) 13, Herbalism (2) 11, Local History (Waterdeep) (1) 15, Reading Lips (0) 11, Religion (Faerûnian) (0) 18, Riding (Horse) (1) 21, Spellcraft (1), Modern Language (Waterdhavian Thorass) (0) 13, Read & Write (Waterdhavian Thorass) (0) 14, Modern Language (Midani) (0) 13, Read & Write (Midani) (0) 14.

Melee with Paired Fails

Flail:
+6 Hit & +8 Damage, 4/1, 2-8 Damage, Speed 4, THAC0 11.

Flail:
+5 Hit & +7 Damage, 1/1, 2-8 Damage, Speed 5, THAC0 11.

Ranged Combat

Hammer:
+2 Hit & +3 Damage, 1/1, 1-4 Damage, Speed 4, THAC0 11.

Within the multifarious mercantile community of Waterdeep, Amaunator’s temple supports itself through being a thriving apothecaries. In addition to various herb teas and healing salves, they also deal in rare herbal wines. For those with special needs, Potions of Fire Resistance and Oils of Fiery Burning are readily available for sale.

Penryk and Gruuh – Bernhardt’s Sons with a Local Woman.

09 / 08 / 13 / 15 / 17 / 13: 7th Priest (Prophet).

Lawful Neutral, 42 HTK, Armour Class 2. Station 8.

Brigandine +1, Iron Cap and Mail Coif, Tower Shield +1, Footman’s Flail.

1st - 5, 2nd - 5, 3rd - 3, 4th - 1. Major Spheres - All, Charm, Creation, Elemental Fire, Elemental Air, Law, Summoning, Sun, Time. Minor Spheres - Divination, Elemental Earth, Healing, Necromantic, Numbers, Protection, Thought.

Flail:
+0 Hit & +0 Damage, 1/1, 2-8 Damage, Speed 7, THAC0 16.

Murdoch and Maragbur – Bernhardt’s Sons with a Local Half-Orc.

18-91% / 16 / 15 / 05 / 08 / 10: 10th Fighter (Myrmidon).

Lawful Neutral, 78 HTK, Armour Class 1. Station 11.

Chain Mail +2, Iron Cap and Mail Coif, Long Bow +1, 4 Sheaf Arrows +1, 6 Sheaf Arrows +2, 2 Sheaf Arrows +3, Hip-Quiver, Spear +2. Maragbur owns a Bastard Sword +2 Sun Blade. Murdoch owns a Ring of Elemental Metamorphosis (Fire)

Bow:

+6 Hit & +6  Damage, 2/1, 1-8  Damage, Speed 6, THAC0 11.

Spear:
+5 Hit & +10 Damage, 2/1, 1-8  Damage, Speed 1, THAC0 11.

Maragbur
+4 Hit & +7  Damage, 3/2, 2-16 Damage, Speed 1, THAC0 11.

Note:
Bow use above does not include magical arrow bonuses.

Bernhardt's Eight Daughters with Local Women.

13 / 16 / 15 / 12 / 10 / 12: 6th Transmuters (Militant Wizard).

Lawful Neutral, 23 HTK, Armour Class 8. Station 7.

Long Bow, 12 Sheaf Arrows and Hip-Quiver, Long Sword, Flask of Oil of Elemental Invulnerability – Superior Version (Fire), Healer’s Bag.

1st – Colour Spray, Dancing Lights, Expeditious Retreat, Magic Missile, Shield. 2nd – Flaming Sphere, Ice Knife, Pyrotechnics. 3rd – Fireball, Lightning Bolt, Melf’s Minute Meteors.

Bow:

+1 Hit & +0 Damage, 2/1, 1-8  Damage, Speed 7, THAC0 19.

Sword:
+0 Hit & +0 Damage, 1/1, 1-12 Damage, Speed 5, THAC0 19.

Lode Burwell – Bernhardt’s Adopted Human Son.

13 / 13 / 15 / 14 / 10 / 15: 6th Bard (Herald).

Lawful Neutral, 32 HTK, Armour Class 3. Station 7.

Elfin Chain Mail, Boots of Speed, Broad Sword +3 Frost Brand (Court Blade), Broad Sword +1 Luck Blade (No Wishes) (Court Blade), Buckle Knife +4, Elemental Compass.

Frost:
+3 Hit & +3 Damage, 1/1, 2-8 Damage, Speed 2, THAC0 18.

Luck:
+1 Hit & +1 Damage, 1/1, 2-8 Damage, Speed 4, THAC0 18.

Note:
Lode employs an ambidextrous two-weapon fighting style.

Fedor Roblyn – Bernhardt’s Adopted Human Son.

10 / 13 / 12 / 15 / 16 / 13: 10th Necromancer (Academician).

Lawful Neutral, 30 HTK, Armour Class 6. Station 11.

Ring of Protection +4 (Saving Throws +2), Robe of Stars, Amulet Versus. Undead (9th, Amaunator), Lords’ Scroll (Registered Necromantic Mage).

1st – Burning Hands, Colour Spray, Detect Undead, Magic Missile, Wall of Fog. 2nd – Choke, Flaming Sphere, Glitterdust, Melf’s Acid Arrow, Past Life. 3rd – Bigby’s Pugnacious Pugilist, Hold Undead, Lightning Bolt, Melf’s Minute Meteors. 4th – Enervation, Fire Shield, Minor Globe of Invulnerability. 5th – Bigby’s Fantastic Fencers (2), Cone of Cold, Wall of Bones.

Dart:
+5 Hit & +5 Damage, 3/1, 2-8 Damage, Speed 5, THAC0 17.

Barruk – Bernhardt’s Adopted Stout Hobbit Son.

15 / 14 / 16 / 12 / 08 / 15: 6th Thief & 5th Fighter (Trader)

Lawful Neutral, 45 HTK, Armour Class 1. Station 7.

Bracers of Defence - AC 5, Ring of Protection +2, Cloak of Protection +2, Chain +2, Sling of Seeking +2, 12 Bullets and Pouch, Ring of Swimming, Potion of Extra Healing, Potion of Fire Giant Strength, Oil of Etherealness (3 Doses), Scroll of Protection From Undead.

Chain:
+2 Hit & +2 Damage, 1/1, 2-5 Damage, Speed 3, THAC0 16.

Sling:
+3 Hit & +2 Damage, 1/1, 2-7 Damage, Speed 4, THAC0 16.

Harappa - Noble Azer, 7+6 HD, 62 HTK, 18-90% Strength, Heat Metal and Produce Fire at Will, Fire Shield (Once/Day), Worldwalk (Once/Week), Casting Level 20th, 3 Broad-Bladed Javelins, Mallet-Like Weapon, Articulated Copper Kilt.

Ring of Amaunator – Initiative Modifier 1, Casting Level 12th, Spark Shower (Once Per Turn, As ‘Ring of Shooting Stars’), Shooting Stars (3 Stars Per Day, As ‘Ring of Shooting Stars’), Sunburst (Once Every 3 Turns, As ‘Wand of Illumination’).

~ Echoes of the Horselords ~

Koja, Devotee of Furo and the Enlightened One, Lama of the Red Mountain Temple, Scribe of the Khahan, Grand Historian of the Tuigan Empire, Blood Brother of Yamun, Holder of Hodj's Life.

Koja is a thin man of moderate height with a shaven head. He prefers to wear the long orange robes of a temple priest. He has earned the right to wear the black kalat of the Kashik and does so on ceremonial occasions. Koja is patient and honest. He is a gentle diplomat and offers sound advice.

12th Cleric - Pacifist Priest, Lawful Neutral (Good). Station 6.

Koja has been granted the ability to employ ‘Soothing Word’.

Stats: 09 / 13 / 15 / 16 / 17 / 15 (17). Armour Class 10. HTK 63.

Hodj, Slave of Koja, is a short and squat man of distinctive Tuigan appearance. His has a drooping moustache, sharp dark eyes and a creamy brown hide. He walks with a bowlegged gait and is happiest when in the saddle. He is an earthy fellow with a fine voice well suited to poetry and storytelling.

He wears a woollen kalat, the traditional long tunic of the steppes that reaches below the knee, loose and baggy leather trousers, and soft leather boots. Over this Hodj wears a del, a tunic of leather covered by cloth. Decorated with embroidery and fur trim. On his head rests a kolpak, a tall and pointed cap with flaps for the ears and neck.

8th Fighter - Nomad, Tuigan Warrior, Lawful Neutral. Station 3.

Stats: 18-77% / 16 / 17 / 13 / 12 / 13. Armour Class 3. HTK 75.

Short Composite Bow, Quiver, 20 Flight Arrows, Sabre, Light Lance, Exceptional Quality Waterdhavian Kidney Dagger, Exceptional Quality Luskan Stiletto, Mail Coif, Chain Hauberk, Oilcloth Pouch, 1 Gold Coin.

Sosser Stallion (35 HTK), Tuigan Horse Tack and Harness , Whetstone, Flask of Greek Fire, 7 Candles (Each Burns for 3 Turns), 5 Torches (Each Burns for 6 Turns), Tinder Box, Flint & Steel, Small Tent, Bedroll (Woollen Blanket and Sheepskin Quilt), Leather Wineskin (Mead), Leather Wineskin (Water), Iron Pot, Dry Rations (1 Week), Grappling Hook, Silk Rope (50’).

~ The Bureaucracy of Waterdeep ~

Fatima - City Manager, Lawful Neutral, 36 HTK, Tasked Genie (Marid) Administrator. She wears Rings of Human Influence and Mind Shielding at all times. A delightful woman in the mould of the classic ever helpful sage. Her mind is as sharp as a razor. Her nephews and nieces frequently drop in to aid her on special projects. Station 11.

Lord Sorvad Loyalar the Laughing Hero (Waterdeep’s Chief Magistrate, Human, 10th Mage - Enchanter, Patrician, Lawful Neutral). Gear: Bracers of Defence (AC 2), Ring of Fire Resistance, Ring of Warmth, Pure White Toga of Office (Helm of Telepathy & Cloak of Displacement). Assured and stylish. Always cheerful and ready with a humorous quip. Station 15.

Mulgor (Waterdeep’s Chief Collector-of-Fees, Human, 7th Cleric of Waukeen, Pacifist Priest, Neutral). Gear: Eyes of Minute Seeing, Ring of Swimming, Boots of Speed. Intuitive, insightful, yet diplomatic. Station 10.

Graceiries Silentread the Sorceress (Waterdeep’s Custodian of Records, Half-Elf, Waterdeep Human Father and Sea Elf Mother, 7th Mage - Diviner, Academician, Lawful Neutral). Gear: Gloves of Missile Snaring, Slippers of Spider Climbing, Lens of Speed Reading. Courteous and friendly, but slightly shy. Station 10.

Lady Pruora Gladomain (Waterdeep’s Captain of the Guard, Half-Elf, Sea Elf Father and Waterdeep Human Mother, 9th Bard, Herald, Lawful Neutral). Gear: Sword of Night +1 (Dragon Mag #91), Harp of Courage (Dragon Mag #214), Anklet of Feathers (Dragon Mag #244). Forceful, dynamic and filled with boundless energy. Station 12.

Rulathon (Captain of the Watch, Human, 13th Thief, Troubleshooter, Lawful Neutral). Gear: Cloak of the Manta Ray, Gauntlets of Heat (Dragon Mag #91). Quite and sober, always considerate of the interests of others. Station 16.

Helve Untrace (Senior Armsmaster of the Watch, Human, 8th Fighter, Myrmidon, Lawful Neutral). Gear: Short Sword of Quickness, Bracers of the Merman (Dragon Mag #91), Potion of Invulnerability, Potion of Super Heroism (2 Draughts), Potion of Missile Protection (Dragon Mag #91). Helve is an aggressive, arrogant and quick-tempered fellow of middle years with a salt-&-pepper walrus moustache and bushy sideburns. Built like a brick guard post, he’s still as strong and tough as a yearling bull. Station 9.

~ The Unmasked Lord of Waterdeep ~

Torii – Commander of the Watch, Warden of the Guard, Overmaster of the Guilds. Lord of Waterdeep. Station 15.

He has a Wyvern Drake (57 HTK, Wyvern & Blue Dragon) (Dragon Mag #170) as his steed. This steed is equipped with an enchanted saddle that provides Airbourne Riding Proficiency and Protection from Normal Missiles.

In battle, Torii is accompanied by a pair of Dragonnes (50 HTK Each) and six Draken (25 HTK Each) (Dragon Mag #146). It is rumoured that his current mistress is a Weredragon (Dragon Mag #134).

It is common knowledge in the City of Splendours that Torii hails from the Far East. Although exactly were seems to change from speaker to speaker. He is a tough old soldier of some 60 years. All know that Torii maintains himself with a will of iron. Self-reliance and dedication to duty are words that fit Torii like a glove.

Abroad in the city, Torii goes well armed but lightly armoured.

*******

~ Torii ~

Commander of the Watch - Warden of the Guard - Overmaster of the Guilds

Torii is a tough old campaigner from Kozakura of some 60 years. Although his muscles have softened, his eyes are still bright and alert, while his mind is as sharp as a razor. Torii’s hair has receded, leaving him with a bald pate surrounded by a fringe of coarse black hair. A thin moustache and tuft beard shades his weathered features. Torii’s back and shoulders are tattooed with irezumi.

In his youth, Torii rode with the Iron Mountain Bandits of Miyama Province, served as Shugo-matadai with Shogun Hojo Kawabuko during the Ninja Wars and resulting Imperial Conflict, shipped out to sea as a pirate in the Yellow Sea, and even explored the Koryo Peninsula. In later years he travelled widely and went so far as to attempt the Shou Lung Civil Service Examination.

As age began to take its toll of his combat edge, Torii decided to obtain a post as guard sergeant or some such with a merchant clan or similar group. He offered his services to the Rokuro-kubi of Kwaidan, and was promptly stripped and strung up as an example of the fate that awaits impudent mortals. He was rescued, after four days, by Tiger Tanaka and Baisetsu of the Black Order. Since then he has fallen in with the young Rakshasa Rajah Rajnagar.

During his entire long and eventful life Torii has maintained himself with a will of iron. Self-reliance and dedication to duty are words that fit Torii like a glove.

Strength

16 / 18-00%.

Rugged Human Yakuza Bushi Bandit.

Intelligence
16.

Wisdom

13.



Thief


11th.

Dexterity

17.



Fighter


12th.

Constitution
16.



Hit Points

88.

Charisma

16.



Armour Class

-1.

Comeliness
12.

Perception
17.



Lawful Evil.

Special Abilities: Move 12; Combat Awareness (Use Halves Damage Inflicted By An Attack, 11 Times Per Day); Back Stab at x4 Normal Damage; Use Spell Scrolls; Thieves’ Cant; Member of a Criminal Society; Equipment Scavenging; Kiai (Battle Yell, Increases Bushi Level by 2, One Turn Duration, Once Per Day).

Yakuza Skills: Pick Pockets 25%, Open Locks 95%, Works Traps 95%, Move Silently 40%, Hide in Shadows 25%, Detect Noise 95%, Climb Walls 95%, Read Languages 60%.

Wild Talent Psionics: Nil.

Spells: Nil.

Saves: Paralysation, Poison, Death Magic 07; Rod, Staff, Wand 09; Petrification, Polymorph 08; Breath Weapon 08; Spell 10.

Experience: 1,005,500 (Fighter / Bushi) (+10% X.P. Bonus).

Hankyu (1), Jujutsu (1), Lock 1 (1), Kozakuran Long Sword (1), Single Weapon Style (0), Appraising (1) 16, Blacksmithing (1) 16, Direction Sense (1) 14, Gaming (0) 16, Heraldry (1) 16, Information Gathering (0) 16, Intimidation (1) 16, Riding (Horse) (1) 16, Trailing (1) 17, Weather Sense (1) 12, Modern Language (Kozakuran) (0) 16, Read and Write (Kozakuran) (0) 17, Modern Language (Oriental Trade Tongue) (0) 16, Read and Write (Oriental Trade Tongue) (0) 17, Modern Language (Oriental Temple Tongue) (1) 16, Modern Language (Shou Lung - High Shou Dialect) (1) 16.

Daikyu (1), Chu-ko-nu (1), Dart (1), Yari (2), Chijiriki (1), No-daichi (1), Two-Hander Style (1), Armourer (0) 14, Bowyer/Fletcher (1) 16, Endurance (2) 16, Running (1) 10, Survival (2) 16, Swimming (1) 16, Weaponsmithing (0) 13.

Daikyu:
+9 Hit & +7  Damage, 2/1, 1-8  Damage, Speed 3, THAC0 09.

Yari:
+6 Hit & +11 Damage, 2/1, 3-18 Damage, Speed 2, THAC0 09.

Sword:
+5 Hit & +8  Damage, 1/1, 1-12 Damage, Speed 2, THAC0 15.

# Note: Armour Class Improves to –2 with Sword / Melee Style.

Kozakuran Daikyu of Accuracy +3 (Range 21), Ornate Wicker Hip-Quiver, Black Arrow of Iuz +3, 10 Leaf Head Arrows +1, 2 Exceptional Quality Silver Leaf Head Arrows, Yari of Life Stealing +2 with Braided Leather Back-Strap, Ancient Long Sword +2 (Nine Lives Stealer) (9 Charges), Traditional Kozakuran Lacquered Scabbard, Rod of Lordly Might (0 Charges) (Tucked into Sash), Mithril Dagger +1 (Tucked into Boot).

Black Iron Helm of Comprehending Languages and Reading Magic, Cloak of Elvenkind, Amulet of Tongues (Midani, Moonshae Gaelic, Old Norse, Waterdhavian Thorass), Soft Kid Leather Jack, Ivory White Laced Linen Shirt, Black Iron Bracers of the Blinding Strike (Armour Class 2, Improves Initiative By 1, Double Attacks 3 Rounds/Day), Black Iron Gauntlets of Ogre Power, Ring of Spell Turning, Ring of Regeneration, Deep Blue Silk Sash, Ivory White Laced Linen Pants, Boots of Elvenkind.

Four Draughts of a Potion of Water Breathing (Brass Flask), Potion of Invulnerability (Bronze Flask), Potion of Healing (Steel Flask).

~ Sea Chest ~

Antique Blue and Yellow O-Yori with Fine Embossing and Mauve Wisteria Blossom Crest, Jimbaori (Light Surcoat), Yellow Cotton Shitagi (Short Robe), Blue Obi, Patterned Hakama (Wide Trousers).

Deerskin Bag of Holding (500 lb. Capacity), Figurine of Wondrous Power (Serpentine Owl), Jar of Herbal Ointment (Heals 2d3+2, Useable Only Once Per Day, 5 Doses), 3 Linen Strips for Binding Wounds, Cash String (100 Tael), 9 Tael, 3 Ch’ien, Seven Sembian Trade Bars (50 Gold Coin Value Each), Six Small Zircons (15 Gold Coin Value Each), Ten Black Pearls (100 Gold Coin Value Each).

Silk Rope (50’ Coil), Soft Deerskin Pack, 3 Beeswax Candles, Candle Lantern, Flint and Steel, Coarse Blanket, Ornate Red and Blue Zakhara Carpet (3 ft. by 5 ft.), Goza (Straw Mat), Lacquered Chopsticks, Flask of Fine Kozakuran Sake, Flask of Savoury Shou Lung Rice Wine, Jar of Beer, Emergency Supplies (Enough Rice, Dried Seaweed, Soybean Curd, & Tea for 7 Days of Tight Rations).

An enchanted heavy catapult. It is + 1 to attack and has double normal range. It will fire by itself every other round, requiring people only to load it. The catapult will also shrink upon command to 1” in height. Once per day, it can hurl a ball lightning missile (4-48 hp damage; see ring of shooting stars for details).

Tucked neatly to one side of the chest, and carefully wrapped in a sky blue silk scarf, are seven Vajra Arrows. A gift to Torii from the Rishi of Nilgiri Hills.

Vajra Arrows - These +3 vajra arrows turn into bolts of lightning when fired. When an arrow strikes a target, it delivers 2d6+3 HTK electrical damage and creates a thunderclap which requires the victim and all within 20’ to save vs. paralyzation or be stunned for 1d4+1 rounds. The vajra arrows are usually found in batches of up to five, and each can be used once regardless of whether it hits the target. XP Value = 400 Each.

~ Torii’s Allies and Friends ~

Brannod Colnet, Master of the House of Colnet, a relatively small (though profitable) merchant house, engaged in the spice trade. Lithe and quick, Brannod is a handsome young man. His eyes are a soft and gentle green that remind his many sweethearts of cool and distant dales. His long sandy-brown hair is worn in a ponytail bound with a silver cord. His smile, which is quick to flash across his pleasant features, is often followed by a melodic laugh. He is as bright and winning as any in the land.

Brannod Colnet is a 7th level swashbuckler thief (AC 3, HTK 30, Str 13, Dex 17, Con 13, Int 15, Wis 13, Cha 16, Alignment – Neutral Good. He’s gaining Lawful tendencies as he matures). He carries an estoc +1 and an ornate bollock dagger. Both weapons rest in ornate leather sheaths with bass reinforcing (Scabbard of Care - Dragon Mag #226). He wears a ring of protection (+4 on AC, +2 to saving throws) with the very finest of fashionable clothes. He often has a rope of climbing looped about his slender waist. Station 9.

Brannod was once kidnapped by Gador, a renegade firbolg giant. He was rescued and during this Gador was effected by a Polymorph Other spell. Gador became an Elf Cat. Brannod now keeps him as an amusing pet.

In a city as full of intrigue and manoeuvring as Waterdeep, it is only natural for members of the merchant families to pick up thieving skills.

Brunnel is a thickset and husky fellow with flowing black hair spilling halfway down his broad back and eyes as hard and cold as obsidian. He is a half-orc, though he easily passes for human. Any dwarf has a 10% chance per turn, cumulative, of realising that Brunnel is a half-orc. He is widely regarded as a solid soldier and good strategist. He adventured for a time with Filiare, before the latter retired and setup ‘The Inn of the Dripping Dagger’. They remain close friends to this day. What is known to only a few, is that Brunnel is a good friend of Thvari the Flayer, and they often play chess together in the evenings.

Brunnel is a 9th  level myrmidon fighter (AC 0, HP 81, Str 18-89%, Dex 15, Con 16, Int 13, Wis 13, Cha 11, Alignment – Lawful Evil). He carries a long sword +2 and heavy crossbow. He wears splint mail +1 with a medium shield +1 (Sword Coast Kite). He rides a storm grey Sosser war horse, armoured with burnished blue plate and chain barding. Station 9.

Gareth Juster is a dark and swarthy fellow, tough and wiry from a lifetime at sea. Once a pirate, he became a privateer later in life and is now a redoubtable merchant. Although he does still dabble in a bit of smuggling and piracy when it suits his needs.

Gareth Juster is an 8th level pirate fighter (AC 2, HP 72, Str 16, Dex 17, Con 16, Int 12, Wis 09, Cha 12, Alignment – Lawful Evil). He carries a cutlass +1 and an axe of throwing +2. He wears a ring of protection +3, a lobster-tail helm and buff coat. In times of great danger, he’ll done mail-&-plate +2. Station 10.

~ The Masked Lord’s of Waterdeep ~
The Mage of Many Colours (Umar of Calimshan, Rug and Spice Merchant).

Sir Kay - (Kandriasin of the Pomarj, 7th Cleric of Ravanna).

 - (Manstrin of Dyvers, 7th Fighter).

 - (Dungedan of the Yatil Mountains, 7th Mountain Dwarf Fighter).

 - (Suzerean of the Twilight Monastery, 8th Cleric of Xan Yae).

 - (Eldoriel of Orlane Village, 9th Thief).

 - (Xavandra – Kith of Lamonsten the Lazy, 8th Mage).

 - (Jadhka, The Château of Wizardry {Mirt’s Mansion}, 18th Mage).

 - (Filiare, Owner of ‘The Inn of the Dripping Dagger’, 5th Fighter).

 - (Myrmith Splendon Durnan of Luskan, ‘Captain-at-Arms’, 11th Fighter).

Rakshasa Rajah Rajnagar’s nefarious minions have occupied the holdings of the Fallen Lords. Torii has taken the wooded estates of Piergeiron the Paladison as his own. The obsidian mage tower of archmage Khelben the Blackstaff Arunsun has been given over to the duergar dwarfs and doppelgangers. Jadhka acquired the vast mansion and formal grounds of Mirt the Merchant and they have became the Château of Wizardry. The Greyhawk Cadre (Kandriasin of the Pomarj, Manstrin of Dyvers, Dungedan of the Yatil Mountains, Suzerean of the Twilight Monastery, Eldoriel of Orlane Village, Xavandra) have moved into the palatial home of the Courtesan Larissa. Artemis Entreri has taken over the fortified mansion of Telter the Paladin as his own. Levasseur has acquired the Yawning Portal.
Kandriasin of the Pomarj (7th Cleric of Ravanna, Nobleman Priest, Dexterity 11, Constitution 15, Hit Points 38). Major - Astral, Guardian, Law, Necromantic, Protection, Wards. Minor - All, Divination, Healing, Thought. Station 12.

Cloak of Displacement, Chain Mail +3, Javelin of Lightning (3), Footman’s Mace +2, Rod of Flailing (21 Charges), Gauntlets of Ogre Power, Amulet of Proof Against Detection and Location, Periapt of Proof Against Poison +5, Jhessail’s Silver Ring, Law's Banner.

Manstrin of Dyvers (7th Fighter, Myrmidon, Dexterity 16, Constitution 17, Hit Points 63). Station 11.

Mail-&-Plate +3, Medium Shield +3 (Wild Coast Kite), Long Sword +2, Bondbreaker Scabbard (Dragon Mag #226), Short Sword +1 (Luck Blade – No Wishes), Composite Short Bow of Speed +1, Cloak of the Manta Ray, Red Gold Earring of Free Action (Pierced Left Ear), Boots of Striding and Springing, Potion of Flying, Potion of Invisibility, Elixir of Health.

Dungedan of the Yatil Mountains (7th Mountain Dwarf Fighter, Axe For Hire, Dexterity 14, Constitution 16, Hit Points 58). Station 11.

Plate Mail +1, Medium Shield +2 (Round Black Iron), Battle Axe +2, Short Sword +2, Axe of Hurling +5, Girdle of Ogre Strength.

Suzerean of the Twilight Monastery (8th Cleric of Xan Yae, Prophet Priest, Dexterity 15, Constitution 15, Hit Points 46). Station 12.

Dove Grey Cloak of Protection +2, Sunset Hued Robes of Protection +2, Spear +2, Paired Falchion Swords +1, Staff of Curing, Necklace of Adaptation, Ring of Jumping, Ring of Invisibility.

Eldoriel of Orlane Village (9th Thief, Cutpurse, Dexterity 18, Constitution 15, Hit Points 40). Station 11.

Cloak of the Bat, Leathers +4, Short Sword of Quickness +2, Dagger +2, 3 Throwing Daggers +1, Ring of Invisibility, Ring of Feather Falling, Boots of Striding and Springing.

Xavandra – Kith of Lamonsten the Lazy (8th Mage - Illusionist, Academician, Dexterity 17, Constitution 15, Hit Points 31). Station 11.

The Blackstaff is an ornate stave of polished ebony and dark hematite. It was crafted by Khelben the Blackstaff Arunsun many years ago. It has the combined powers of a Staff of Power and a Wand of Darkness.

Bracers of Defence (Armour Class 2), Ring of Protection +3, Brooch of Shielding (46 HTK), Paired Daggers +2, 3 Dart of the Hornets’ Nest, Wand of Illumination (59 Charges), Wand of Illusion (12 Charges), Ring of Spell Storing (Cure Disease, Cure Serious Wounds, Neutralise Poison), Pouch of Accessibility.

Jadhka is a lithe and athletic young alu demon with sinfully good looks, slight bat wings, vestigial horns, waist-length raven-hued hair, large breasts, and lightly tanned skin tones. Her eyes are a dark and liquid green with icy blue highlights. There is a wild energy of life and adventure about her. Jadhka is tough, cool, confident and always knows what she’s about. Although not entirely certain, Jadhka believes that Akabar Bel Akash is her father. Seduced by her mother who was a succubus in the service of Baphomet, the Demon Lord of Minotaurs.

18th Mage - Geometer, Amazon Sorceress, Lawful Neutral. Station 18.

Stats: 15 / 16 / 15 / 20 / 20 / 15. Armour Class 3. HTK 66.

As an alu demon, Jadhka has a base armour class of 5. She can only be harmed by cold wrought iron or magical weapons. She has 30% Standard Magic Resistance. Jadhka has superior infravision out to some 80 yards.

Jadhka’s innate magical powers allow her to cast the following spells at the 12th level of ability, 3 times a day each. Change Self, Charm Person, ESP, Scare, Suggestion, Vampiric Touch. Jadhka can cast Dimension Door and Enervation once per day each as well.

1st: Copy, Dictation, Erase, Protection from Evil, Read Magic, Shield. 2nd: Alter Self, ESP, Hypnotic Pattern, Maximilian's Earthen Grasp, Moon Rune, Pyrotechnics. 3rd: Explosive Runes, Iron Mind, Maximilian's Stony Grasp, Non-Detection, Secret Page, Sepia Snake Sigil. 4th: Conjure Elemental-Kin (Azer), Conjure Elemental-Kin (Pech), Fire Trap, Minor Globe of Invulnerability, Stoneskin, Wall of Fire. 5th: Airy Water, Conjure Elemental (Fire), Conjure Elemental (Earth), Invulnerability To Normal Weapons, Mordenkainen’s Private Sanctum, Sending. 6th: Globe of Invulnerability, Greater Sign of Sealing, Invulnerability To Magical Weapons, Summon Wind Dragons. 7th: Gemjump, Phase Door, Seven-Eyes, Vanish. 8th: Incendiary Cloud, Maze, Symbol. 9th: Meteor Swarm, Worldwalk.

Ring of Armouring, Aromatic Oil (15 Applications of the Aroma of Dreams), Dust of Mind Dulling (5 Pinches), Candle of Propitiousness, Lorloveim's Obsidian Mortar and Pestle, Glass of Preserved Words, Lens of Speed Reading, Quill of Law, Contracts of Nepthas (3).

Deep Sea-Water Green Silk Head-Scarf, Soft Doeskin Coif, Pale Green Silk Cloak, Worked Silver and Carved White Jade Unicorn Cloak Pin, Ornate Silver and Emerald Necklace, Soft Doeskin Jerkin, Pale Grey Silk Blouse, Ornate Silver and Emerald Bracers, Soft Doeskin Belt with Worked Silver Buckle, Loose-Legged Pale Blue Silk Pants, Soft Doeskin Calf-Boots.

Jadhka has played a major role in restored the fading enchantments of The Towers. Her researches into magical travel and the Inner Planes have resulted in a number of highly interesting items. Wells of Many Worlds (Astral Plane, Quasi-Elemental Plane of Mineral, Quasi-Elemental Plane of Lightning, Dungaelen on the Daan River), Censer of Thaumaturgy, Weirdstone, Orrery of the Inner Planes.

The Château of Wizardry is guarded by eight simulacrum. Each formed from two pints of blood, snow from the Endless Ice Sea and powdered ruby from the ancient mage vaults of Silverymoon. The blood was drawn from Piergeiron the Paladison, Khelben the Blackstaff Arunsun, Mirt the Merchant, Lady Asper, Courtesan Larissa, Telter the Paladin, Durnan the Wanderer of Waterdeep and Nymara ‘Kitten’ Scheiron of Waterdeep.

Each has been Psionically Empowered by Kadram the Dark Baku. Each simulacrum has 36 PSP. Telepathy - Mindlink (13), Contact (18), Invisibility (13), Mysterious Traveller (17). Intelligence 17 & Ego 9. Neutral Evil.

The simulacrum can communicate via telepathy. Each speaks the Trade Tongue of Urik, Quenya and Waterdhavian Thorass. They can Comprehend Languages and Read Magic at will.

The Simulacrum Lords:

Piergeiron the Paladison


8th Paladin – Chevalier

65 HTK

Khelben the Blackstaff Arunsun
13th Wizard – Warlock

49 HTK

Mirt the Merchant



8th Thief – Investigator

47 HTK

Lady Asper




5th Thief - Troubleshooter
36 HTK

Courtesan Larissa



7th Thief – Spy



44 HTK

Telter the Paladin



9th Paladin - Militarist

69 HTK

Durnan the Wanderer of Waterdeep
6th Fighter - Swashbuckler
56 HTK

Nymara ‘Kitten’ Scheiron


7th Thief – Burglar


44 HTK

Filiare (Owner of ‘The Inn of the Dripping Dagger’, Stout Hobbit, 5th Fighter, Peasant Hero {Abandoned}, Lawful Neutral, 16 / 18 / 16 / 14 / 14 / 15, HTK 45, AC -1).

Station 7.

Gear: Leathers +3, Small Shield +1 (Round), Ring of Swimming, Exceptional Quality Short Sword, Wheellock Belt Pistol, 8 Balls, 11 Charges of Powder, Firearms Cleaning Kit.

Filiare is a short and stocky fellow with a ruddy complexion, closed cropped sandy brown hair and bright hazel eyes. He sports bushy sideburns, a curling moustache and tuft beard. He favours colourful but serviceable garb in reds and yellows.

Filiare lives for style. When he first came to Waterdeep, all he had was naivete and inexperience. These days, he’s an elegant fighter who loves to show the world what fighting is like in the hands of a master. He also loves attracting the eyes of the ladies. Filiare is always debonair and gracious, even when talking to the leader of his enemies or the rudest and coarsest boor. In combat, he leaps, he bounds, he shouts, he gestures, he taunts his enemies, he makes challenges for single combat. All with style and saviour faire. Filiare is always in motion. He never merely gestures when he can instead make a flourish, never walks when he can stride, never talks when he can orate.

Myrmith Splendon Durnan of Luskan (‘Captain-at-Arms’, Human, 11th Fighter, Myrmidon, Lawful Neutral, 15 / 15 / 18 / 14 / 10 / 13, HTK 105, AC -2).

Station 11.

Gear: Mail-&-Plate +2, Medium Shield +2 (Sword Coast Kite), Long Sword +2, Exceptional Quality Long Bow, Hip-Quiver, 12 Sheaf Arrows, Dagger.

Myrmith is a slim older man, balding with a salt-&-pepper moustache. His raven bright eyes are an obsidian black. Myrmith’s limbs are sinewy and he walks with a spry gait. He tends to wear travelling leathers under a light mossy green cloak.

Myrmith is a retired career soldier. He's an old campaigner with very few illusions left, but with a keen appreciation of all life has to offer. He makes his way in the world these days as a sage of military history, tactics, and strategy. Most regard him fondly as a sort of fatherly advisor. Myrmith is as thoughtful in combat as elsewhere, and he takes a very analytical approach to combat - striking where the need is greatest, evaluating the enemy's strategy, and so forth.

~ Major Domo ~

Until finding his place as Rajnagar’s major domo, Jochi had spent his life wandering. A slender and graceful fellow, he stands some 5’9” tall. His smooth skin is the deep hue of black coffee. Jochi is bald (shaved), but has a long yellowish Fu Manchu moustache with shimmering emerald beads at the ends. His angular features are highlighted by almond-shaped eyes and upswept ears. His compelling eyes are quite striking - as the iris is black, yet the pupils are an incandescent violet.

Jochi dresses in tunic and pants of Sword Coast style, the fine white linen fabric and tailoring exquisitely crafted by the Brandywine Hobbits of Daggerford. Atop which he wears a sumptuous embroidered jacket of golden Semphar silk and a cloak of deepest red Lapaliiya velvet. The cloak is held in place with an ornate brooch - Azuth’s Symbol in Silver and Lapis Lazuli with Gold Highlights. A neck-chain of thick gold from the steppes hangs about his neck, a gift from his Tuigan family. His waist is girdled by a narrow greased leather belt with an ornate electrum horse-brass buckle. Jochi’s soft leather boots are of Tuigan origin.

Jochi is a master of strategy and intrigue. His vast knowledge of military history is sage-like. Jochi is more than a mere mind however, and he prides himself on his physical prowess. He enjoys destroying his opponents with the most effective spell at his disposal, he has little concern for collateral damage. As a younger man he spent a great deal of time seeking adventure and wealth in the near east and upon the high seas.

Jochi’s life began when a Semphar caravan travelling the Silk Road through the Endless Wastes was attacked by the Tuigans. His mother, a drow slave cum courtesan, was savagely rapped by a young Yamun Khahan. Left for dead, she was found by an ancient dark naga and taken to the relative safety of some crumbling dwarf ruins in the foothills of the Firepeaks. Jochi was born and grew into a lad within the ruins upon the steppe. He learned his initial spellcraft from his mother, the dark naga and a local goblin witch doctor.

On his tenth birth day, a group of Tuigans swept down upon the ruins. They slew his mother, the dark naga and the local goblin tribe. Jochi was taken by a childless couple. For seven years he lived with the Tuigans, learning the skills of riding and fighting.

Always something of an outsider, Jochi left the Tuigan Lands as a youthful man and spent over two decades wandering. He initially returned to the Firepeaks. Exploring the dwarf ruins, he found his way into the Underdark. There he encountered and befriended Mistle the Mage at the Chasm Bridge.
Preferring the open sky to a roof of stone, Jochi set out again shortly thereafter. He initially saw something of Semphar and formally studied wizardry for a handful of years. In Dhaztaner with Elrnorth and Hilgaared. He then crossed Raurin (The Dust Desert) and wandered in the Eastern Shaar and the Forest of Amlar for a time. He then slipped through the Bandit Wastes and came into Lapaliiya. There he undertook further studies under Astenon the Azure Sage.

With the wanderlust upon him once more he became part of various buccaneer crews and sailed the Shining Sea for a few seasons, frequenting Calimport and Baldur’s Gate many times.

He eventual ended up in Waterdeep, initially to consult the ancient and cantankerous sage Mylor the Sea Mage. It was here that Jochi met and befriended Rakshasa Rajah Rajnagar.

Jochi is an 18th level Militant Wizard Transmuter (AC -1, HP 81, Str 16, Dex 16, Con 16, Int 19, Wis 16, Cha 16, Alignment – Lawful Evil).

As a man with Drow and Tuigan blood, Jochi has 30% Resistance to All Sleep and Charm Related Spells. He has 90' Infravision. He dislikes direct sunlight and similar intense lighting, but is not adversely affected.

Jochi can innately employ Shock Fist (an electrical version of Burning Hands) and Wind Horse (as per Phantom Steed) at the 12th level of ability, once per day each.

Merely passing within 10’ of a concealed door (one hidden by obstructing curtains and the like) gives Jochi a 1-in-6 chance of spotting it. If he’s actively seeking to discover hidden doors, he has a 1-in-3 chance of spotting a secret door (one constructed to be undetectable) and a 1-in-2 chance of locating a concealed door.

Jochi can note if an underground passage has an up or down grade with 75% accuracy. He can determine the direction of underground passageways 50% of the time. These abilities function only when he’s concentrating on the desired information to the exclusion of all else.

Station 18.

Folding Bow, Small Hip-Quiver, 3 Arrows of Burning (Dragon Mag #135), 2 Arrows of Distance (Dragon Mag #135), 1 Arrow of Anti-Magic (Dragon Mag #135), Arrow of Slaying Dragons, Arrow of Slaying Sea Monsters, Bastard Sword +1 / +2 vs. Magic-Using and Enchanted Creatures, Staff of Spell Focusing (Dragon Mag #91), Spider Fang Dagger +3 (Dragon Mag #169), Bracers of Defence (AC 3), Ring of Protection +2, Rod of Alertness (9 Charges), Figurines of Wondrous Powers (Golden Lions), Stone Horse (Destrier).

1st - Burning Hands, Frost Fingers, Magic Missile, Mending, Message, Shield.

2nd – Alter Self, Ice Knife, Pyrotechnics, Rope Trick, Web, Whispering Wind.

3rd – Fireball, Lightning Bolt, Melf’s Minute Meteors, Slow, Wind Wall, Wraithform.

4th - Fire Shield, Polymorph Other, Stoneskin, Ultravision, Wall of Fire, Wall of Ice.

5th - Airy Water, Cloudkill, Cone of Cold, Improved Blink, Leomund’s Hidden Lodge, Passwall.

6th - Chain Lightning, Control Weather, Otiluke’s Freezing Sphere, Tenser’s Transformation.

7th - Acid Storm, Delayed Blast Fireball, Reverse Gravity, Vanish.

8th – Airboat, Incendiary Cloud, Iron Body.

9th - Meteor Swarm, Time Stop.

Iron Golem: AC 3; Move 6; HD 18; HTK 80; THAC0 3; Attacks 1; Damage 4d10; Speed +6; Breath Poison Gas Cloud - Once Per 7 Rounds; Strength 24; +3 or Better Weapons To Hit; Immune to All Magic - Save for Electrical Attacks and Fiery Attacks; Electrical Attacks Slow Golem for 3 Rounds; Fiery Attacks Repair Golem at 1 HTK Per Hit Die of Damage; Non-Intelligent; ML 20; Neutral; 12' Tall.

Jochi is a good friend of the Pirates of Orlumbor Island.

· Adoniram Latoner (Dual-Classed Human, 9th Buccaneer Thief, 11th Patrician Enchanter, Ring of Human Influence, Rod of Beguiling, Oriental Amulet {Constant ‘Swim’ & ‘Water Protection’}, Robe of Eyes, Ring of Protection +2, Buckle Knife +3) and his Dragon Turtle.

· Captain Morgan Krell (Multi-Classed Half-Orc, 12th Pirate Fighter, 8th Buccaneer Thief, Cutlass of Wounding, Bracers of the Blinding Strike, Ring of Jumping, Cloak of the Manta Ray) and the Dragon’s Tooth (Cog, Topped Out, Trained Crew).

· Captain Gareth Juster (Multi-Classed Half-Orc, 8th Pirate Fighter, 6th Outlaw Priest of Umberlee {Waveservant}, Umberlant Dueling Knife, Ring of Protection +2 {5' Radius}, Ring of Blinking, Eyes of the Eagle, Buff Coat and Boots) and the Sea Hawk (Cog, Netting, Trained Crew).

~ Doppelgangers and Darker Minions ~

In addition to his vast personal powers, numerous companions, competent allies and the resources of the City of Waterdeep, Rakshasa Rajah Rajnagar employs a tribe of some twelve doppelgangers. As the new order covertly came to power, and the old Lords of Waterdeep were slain or disposed of in other nefarious ways, Rajnagar replaced these key people (off and on) with his doppelganger spies.

He continues to do this and those meeting Piergeiron the Paladison (said to be recovering from wounds received on Dragon Mountain), the archmage Khelben the Blackstaff Arunsun, Mirt the Merchant, Lady Asper, the Courtesan Larissa, Telter the Paladin, Durnan the Wanderer of Waterdeep and Nymara ‘Kitten’ Scheiron of Waterdeep may in fact be dealing with a doppelganger.
The Mage of Many Colours (Umar of Calimshan, Rug and Spice Merchant) is a special case. He’s a new arrival to Waterdeep. A roguish and cheerful fellow, very much in the vein of Kerim Bey from the James Bond Tales. In reality, he’s just a front. Sometimes it is a doppelganger and at other times it is Rajnagar himself.

All of the doppelgangers of the Waterdeep tribe have been trained by Rajnagar to be 3rd level illusionist mages. Thus they can memorise and employ 3 spells of the first level and 2 spells of the second level per day. They usually have Colour Spray, Expeditious Retreat, Spook, Invisibility and Levitate.

Each doppelganger carries a Potion of Gaseous Form, a Potion of Healing, a Philter of Glibness, a Philter of Persuasiveness, a Blow Tube with Powder of Coagulation and a Rod of Splendour.

Rakshasa Rajah Rajnagar counts Torii and Omid as a friends and confidants. The Masked Lord’s are his allies, and they know he is a Rakshasa Rajah. Jochi, Fatima, Baron Gruda, Moorti, Zenobia, Artemis Entreri, Levasseur, Thvari the Flayer, the Mist Hags on High, and the Master of the Masquerade are also privy to this secret. The dual nature of the Mage of Many Colours is known to all of the above players in the great game. Needless to say, the ‘ladies’ of Rakshasa Rajah Rajnagar’s zenana know of his true nature.

As of cause does the ever loyal Saud.

Rakshasa Rajah Rajnagar has a secret police force of Duergar that haunt the night shrouded city. Part of a lost raiding tribe, they are all multi-classed as 6th Cleric – Ritual Priest of Abbathor / 7th Thief - Assassin. Each grey dwarf bears a Short Sword of Night, a gift from their dark rajah. Their other weapons run to Bagh Nakh (Tiger’s Claws), Katar (Punch Dagger), and Darts (Small Steel Javelins). All of these weapons are envenomed with Type C poison.

Rakshasa Rajah Rajnagar keeps 'The Masquerade', a mercenary company of professional spies and infiltrators, on a permanent retainer to keep him informed about plots directed against Waterdeep.

Artemis Entreri is a lean and athletic man standing 5’4” tall and bulking some 125lbs. His jet black hair is close cropped, his eyes dark and sinister, and his moustache slim and waxed. Artemis has milky white skin, almost waxy, and in bright light the play of muscles and bones beneath can be seen.

Outwardly Artemis is aloof and intellectual. Inwardly he’s a driven man of dark passions. He enjoys art, poetry and music. Although his tastes run to foreboding ballads, poignant odes and melancholy instrumental pieces. He particularly enjoys Levasseur’s harping and chanting, and as such is a regular patron of the Yawning Portal. In fact they are old friends.

12th Thief with the Assassin Kit, Dual-Classed, 15th Fighter with the Assassin Kit, 91 HTK, Strength 17, Dexterity 17, Constitution 15, Intelligence 16, Wisdom 15, Charisma 14, Neutral Evil. Station 8.

Undead, Never Surprised, Numerous Fighting Styles, Immune to Mind Effecting Magics and Psionics, Half or No Damage from Cold and Lightning Effects (Save Dependant), Natural Armour Class 6.

Pick Pockets: 65% (Slipping in a Mickey Fin 70%), Open Locks: 95%, Work Traps: 95%, Move Silently: 95%, Hide in Shadows: 95%, Detect Noise: 95%, Climb Walls: 95%, Read Languages: -5%.

Artemis can produce the following spell effects at will. His casting level is considered to be equivalent to that of a 6th level Mage. Spider Climb, Wall of Fog, Glitterdust, Summon Swarm, Vampiric Touch and Wraithform. Although the effects of Artemis’ Glitterdust spell conform to the Players’ Handbook description, it appears not as a golden dust but as glimmering droplets of ruby red blood.

Short Blades (2), Dart (1), Sling (1), Blind-Fighting (2), Disguise (0) 14, Etiquette (1) 14, Heraldry (1) 16, Herbalism (2) 14, Information Gathering (1) 16, Jumping (1) 17, Observation (1) 16, Trailing (0) 18, Tumbling (1) 17.

Fencing Blades (2), Sabre (1), Two-Weapon Style (1), Blowgun (1), Punching (1), Wrestling (1), Dirty Fighting (1), Ambidexterity (1), Artistic Ability – Composition (1) 15, Appraising (1) 16, Endurance (2) 15, Forgery (1) 16, Local History – Waterdeep (1) 14, Musical Instrument – Kaval (1) 16, Singing (1) 14.

If an assassin surprises an opponent, is not himself surprised, has a melee weapon in hand, and is within melee range, the assassin can automatically hit his opponent once and do double damage; this is in addition to his normal attack. This ability works only against humanoid-shaped creatures of small or medium size, and it assumes that the assassin does not require a magical weapon of greater power than he has in hand to hurt the target.

Artemis employs the Toxins of Cerilon (Dragon Mag #59). He learned their dark mysteries in Stygia. Artemis faultlessly chooses the best poison for the task at hand. Subtly is always his trademark.

Jewelled Dagger with Permanent Vampiric Touch at 12th and Cruel-Edged Sabre of Sharpness with Ornate Baldric and Black Silk Brocade Sash.

Fire Gyregam, Dust of Sneezing & Choking (5 Packets), Necklace of Strangulation (Gold Filigree and Black Seed Pearl Necklace), Ring of Spell Turning, Ring of Spell Storing (Anti-Magic Shell, Dimension Door, Fire Shield, Globe of Invulnerability, Symbol).

Sweeping Black Velvet Cloak with Black Opal and Red Gold Brooch (Scarab of Death), Ornate Black Silk Brocade Waistcoat, Loose Black Silk Shirt, Tight-Legged Black Silk Pants, Soft Black Kid Leather Boots.

Levasseur (Greater Wolfwere) ~ 50 HTK and Bardic Abilities at 11th Level. Wand of Illumination (73 Charges), Ring of Spell Turning, Ring of Fire Elemental Command, Lyre of Building, Pipes of Haunting, Azlaer’s Harp, The Yawning Portal (Quality Inn). Station 11.

~ Zenana ~

Saud (56 HTK, Tasked Genie Harim Servant). Sturdy and hairy, Saud tends to Rajnagar’s “wives” and maintains his master’s zenana (Persian harem).

In additional to all the standard powers and abilities of a Harim Servant Genie, Saud can transform himself into small whirlwind (1' in diameter at its base, 5' tall, and 3' to 4' across at the top) at will. In this form he can fly at MV 21" / MC A, he has an AC 3, attacks once per round for 1d6 points of damage and can only be hit by +1 or better weapons. Saud's winds are sufficient to put out torches, small campfires, exposed lanterns, and other small, open flames of non-magical origin. He can hold a gas cloud or a creature in gaseous form at bay or push it away (though he cannot damage or disperse such a cloud). If skimming along the ground in an area of loose dust, sand, or ash, Saud can pick up those particles and disperse them in a 10-foot-diameter cloud centered upon himself. This cloud obscures normal vision, and creatures caught within are blinded while inside and for one round after they emerge. A spellcaster caught in the cloud while casting must make a saving throw against spells to keep his concentration, or the spell is ruined.

Saud is a master of backgammon and an accomplished Yağlı güreş wrestler.

Saud has access to an Eversmoking Bottle, Healing Herbs, Several Jars of Keogthom’s Ointment, Quaal’s Feather Tokens (Bird and Whip), Slippers of Spider Climbing, a Ring of Free Action, and a Ring of Quasi-Elemental Command - Lightning (Dragon Mag #120).

Composed of delicately carved green marble screens and polished rosewood floors, the zenana complex is furnished lavishly with velvet pillows, golden lamps, porcelain vases, exotic tapestries, and the like. It is pervaded with the scent of rich spices and exotic incenses. Within dwell Rajnagar’s four wives. Daughters of the blind rakshasa sage Moorti.

Rakshasi - #1: 39 HTK, #2: 36 HTK, #3: 33 HTK, #4: 30 HTK.

Cantrips – Bluelight, Firefinger, Smokepuff, Unlock. 1st - Comprehend Languages, Dancing Lights, Unseen Servant. 2nd - Ghost Pipes Invisibility, Pyrotechnics. 3rd - Melf's Minute Meteors, Wraithform. 1st – Battlefate, Cause Fear, Faerie Fire. Casting Level = 7th.

~ Rakshasa Rajah Rajnagar ~

Rakshasa Rajah Rajnagar is the archetypal spider, cold and patient, centered in a web of information gathering minions and dark intrigues. He is able to deal with all cultural customs and protocols with ease. Rajnagar is the classic master manipulator, the power behind the scenes. He is pragmatic enough however to understand when decisive action is called for, and then he wades right on in.

9th Priest: 1st - Faerie Fire, Mistaken Missive, Pass Without Trace, Sanctuary; 2nd – Augury, Chill Metal, Find Traps, Heat Metal; 3rd – Cause Blindness or Deafness, Cause Disease (Fatal), Speak with Dead; 4th – Poison, Reflecting Pool; 5th – Commune with Nature.

12th Wizard: 1st – Magic Missile x6, Wall of Fog x2; 2nd – Scatter Missile x6, Sense Shifting x2; 3rd – Augmentation I, Far Reaching I, Lance of Disruption x3, Lightning Bolt x3; 4th – Dilation I, Thunder Staff,  Wall of Sand x2; 5th – Cloudkill x2, Cone of Cold, Wall of Force; 6th - Chain Lightning.

15th Illusionist: 1st – Burning Hands x2, Colour Spray x2, Dancing Lights x2, Frost Fingers x2, Know History x2, Spook x2; 2nd – Blur, Ghost Pipes, Glitterdust x2, Knock x2, Mirror Image, Tenser’s Brawl x2, Wall of Gloom x2, Whispering Wind; 3rd – Flame Arrow x3, Melf’s Minute Meteors x3, Shadow Bolt x3, Tenser’s Deadly Strike x3; 4th – Confusion, Emotion, Fire Shield x2, Improved Invisibility, Tenser’s Running Warrior; 5th – Advanced Illusion x2, Chaos, Chromatic Blade x2, Shadow Magic; 6th – Demi-Shadow Magic, Mass Suggestion, Otiluke’s Freezing Sphere; 7th – Prismatic Spray, Shadow Walk. Targets are -1 On All Saves Vs. Rajnagar’s Illusions.

Armour Class -5; Hits to Kill 80; Lawful Evil.

Rajnagar has the knowledge of brewing a poison that has all the effects of the wizard spell “Finger of Death” if drunk. The poison has all the colour, flavour, and character of fine old brandy.

Rajnagar also has the arcane knowledge required to craft Anvils of Darkness, Broken Ones, Copper Automatons, Guardian Warriors, and Ravenloft Elementals. He is adept at growing Air Spores, Amber Lotus, and Vampire Roses.

See RAKSHASA LORD in Dragon Mag #84

Red Turban of Tusmit (Efreeti Summoning), Periapt of Wound Closure (Golden Yellow Topaz Turban Jewel), Ornate Pectoral of Electrum Filigree and Polished Mammoth Ivory with Amber Beads and Rogue Stone Jewel (Stone of Good Luck), Cloak of Delight, Ornately Carved Fossil Amber and Electrum Scarab of Protection (3 Charges), Demon Bone and Dragon Fang Ring of Wizardry (Doubles 1st & 2nd & 3rd) (Right Hand), Wrought Red Gold Ring of Shooting Stars with Fire Opal and Water Opal Inlay (Left Hand).

Two Silvered Meteoric Metal Flight Stilettos +2 (Returns to Thrower via Teleport at Max Range or On a Hit), Paired Inky Grey Linnorm Belly Hide Back-of-Belt Sheaths.

Rod of Wyziram - This rod is a piece of ivory 12 inches long. It is carved with runes and ancient writings. The rod has 100 hit points. These hit points may be used by the wielder of the rod, who must be holding it for it to be effective. When the character loses hit points, they are subtracted from those of the rod first. When the rod reaches 0, it crumbles into dust. The rod heals damage at the rate of 3 points per day. Spells cannot be used to heal the rod. To use the rod, the character must research special commands to link himself to the life force of the rod.

~ Sea-Fever ~

I must go down to the seas again,

to the lonely sea and the sky,

And all I ask is a tall ship

and a star to steer her by;

And the wheel’s kick and the wind’s song

and the white sail’s shaking,

And a grey mist on the sea’s face,

and a grey dawn breaking.

I must go down to the seas again,

for the call of the running tide

Is a wild call and clear call

that may not be denied;

And all I ask is a windy day

with the white clouds flying,

And the flung spray and the blown spume,

and the seagulls crying.

I must go down to the seas again

to the vagrant gypsy life,

To the gull’s way and the whale’s way

where the wind’s like a whetted knife;

And all I ask is a merry yarn

from a laughing fellow-rover,

And quiet sleep and a sweet dream

when the long trick’s over.

- John Masefield

~ Pirate Wind ~

The autumn wind's a pirate,

Blustering in from sea;

With a rollicking song, he sweeps along,

Swaggering boist'rously.

His skin is weather-beaten;

He wears a yellow sash,

With a handkerchief red about his head.

And a bristling black moustache.

He laughs as he storms the country,

A loud laugh and a bold;

And the trees all quake and shiver and shake,

As he robs them of their gold.

The autumn wind's a pirate,

Pillaging just for fun;

He'll snatch your hat as quick as that,

And laugh to see you run!

- Mary Jane Carr

~ Pirate Tales of the Inner Sea ~

The great pirate king Immurk ruled the Pirate Isles from 1164 DR until he was lost in a great battle around 1201 DR. The pirates of the Isles united as never before during this time, and they became more brazen than at any other time in history. Some say that Immurk would sometimes demand tribute from coastal towns in return for not burning them to the ground, and then he would set them to the torch anyway. Many ships found themselves victimised by pirates under Immurk's command, including enemy pirate vessels. A great many of these ships simply disappeared, never to be heard from again. The navy of Cormyr was hard-pressed to defeat him, and though he finally met his fate beneath the waves, his legends live on.

The Pirate Isles have been settled by lawless cutthroats and corsairs for over a millennium. Small numbers of corsairs based there have plagued the Inner Sea year after year, but none of these were of any great note until the rise of the first great pirate leader. Immurk began his career in 1164 DR. He fearlessly pillaged all the powers of the Inner Sea and built up a corsair flotilla of more than a dozen ships. Immurk’s agents spied out rich prizes in every major port on the Sea of Fallen Stars and fomented unrest across the region. Immurk died at the helm of his Sea Scorpion in 1201 DR, fighting a Sembian warship.

1164 DR - Year of Long Shadows. Immurk Shadowbeard the Invincible raids a merchant-ship of Procampur, capturing the coronation crown of Cormyr's new king, Palaghard I. This marks the rise of piracy in the Inner Sea from their hideouts in the archipelago that become known as the Pirate Isles. The nations of the Inner Sea, including Cormyr, Sembia, Impiltur, and the city-states of Procampur and Starmantle begin building their own warships, seeking to defend their merchant fleets and hunt the pirates in their own lairs. Westgate, still struggling to rebuild its royal treasury and fleet of ships, does not participate. At the urging of his advisors, despite strong personal reservations, King Blaervaer issues a royal edict that defines piracy as a raid against a ship docked in Westgate's harbour. As a result, Westgate becomes a relatively safe port for pirates to visit, and the city's inhabitants need no longer fear pirate raids.

Immurk began his career of piracy (so legend says) in 1164 DR, raiding a merchant-ship of Procampur and capturing the coronation crown of Cormyr’s new king Palaghard I.

In 1201 DR, Immurk died at the helm of his ship the Sea Scorpion, fighting a Sembian warship. While piloting through a reef-filled passage, a sudden crosswind threatened to toss the Sea Scorpion aground, leaving Immurk at the mercy of the Sembites. Bellowing orders and cursing the sea-gods, he twisted at the tiller to hold the course. His strength and skill carried the Sea Scorpion through the reefs unharmed, but as the ship passed beyond the danger he slumped to the deck, his heart burst.

1201 DR - The Year of the Embers. Death of Immurk the Pirate aboard his ship, while fighting a Sembian warship. By this time, the pirate fleet of the Inner Sea is judged to have over 100 ships.

By 1201 DR, the pirate fleet of the Emerald Isles numbered over 100 ships. Without Immurk's strong leadership, the rough coalition he had formed came apart. Half a dozen pirates declared themselves Immurk's successor, each with his own following of ships and captains, and the attentions of the pirates turned from raiding to internal warfare.

The pirates of the isles lack the strength and unity to attack Sembia's ports directly, though they speak of such an operation constantly, encouraged by the legend of Immurk. The pirate king ruled from 1164 DR until 1201 DR and put Sembian cities to the torch even after they had paid him tribute.

Immurk, the greatest of the Inner Sea Pirates, was a brash and flamboyant rogue who united a pirate fleet beneath him and ruled from the year 1168 to his death in 1201.

~ Rumours of the Pirate Isles ~

The treasure of Immurk has never been found. One old sea dog told me it lies below an enchanted oak in some forgotten pirate hold. Veerappan the Wanderer knows the secret.

After Immurk was buried at sea. His ghost swam around the ship three times, looking for a way to get back on board. Some folks say they’ve seen his ghost abroad in those traitorous waters to this day. He appears as dusk descends and the sun sets, standing at the prow of the ship.

Have ya heard the latest tales form the Pirate Isles? Vurgrom the Mighty has taken Immurk's Seat and is now King of the Inner Sea pirates!

Immurk saved Veerappan the Wanderer from an tiny speck of land where the latter had been marooned by devious run runners. He became first mate on the Sea Scorpion shortly after that.

Immurk Shadowbeard the Invincible was the first and greatest pirate of the Sea of Fallen Stars. None have ever bested his feats or found his loot.

I've heard tell that some of the writings of Ezdush the Sage remain in the library of Immurk's Hold, but you'd have to get past old Vurgrom the Mighty to read ‘em. Mayhap winsome Captain Amarella Marino or the Citadel Captain, that salty old pirate Belstut Promeer the Red, could give ya a way in. Just find the spirit that appeals to their dark hearts.

In it's day the Sea Scorpion under Captain Immurk was the fastest ship on the seas. These days none can outpace the Wave Dancer under Captain Teldar. Even though the Sea Scorpion was only a cog, and for that matter the Wave Dancer was laid down as a merchant caravel, they have been polished to perfection by the greatest shipwrights and mages in all the realms. And they are handled by the greatest captains of their age.

Immurk was the son of the goddess Waukeen and the King of the Gypsies.

To this day, the coronation crown of King Palaghard I of Cormyr has never been recovered.

I’ve heard tell that old Immurk stood well over six feet tall. He was as strong and as big as an ox. That bluish black beard of his was so inky and dark as to be all but a shadow. Bold, impudent and wild. A real pirates’ pirate. Wish I’d been there to sail under his flag.

Some say Immurk had a parrot from Chult, but it was really one of those talking birds.

Teldar likes to flay his captives alive.

Immurk was all but impervious to magic. None know if it was a blessing from the gods, some skill he himself possessed or if it was an enchanted item he carried.

Every man must be tempted, at times, to spit on his hands, hoist the black flag, and begin slitting throats.

The treasure hoard of Immurk Shadowbeard holds not just coin, but artworks and even undersea items of great enchantment. One who’d seen it aboard ship told me grandfather that the piles of silver falcons and hawks were so great that there was no need for ballast.

Teldar, that brothel-born elf whelp, is hiding in Thesk after his defeat before the mast by Vurgrom the Mighty. Heard tell he lost an eye in that fracas.

Dragon Isle is a port that's free to any sea dog. Safe haven it is too.

Immurk always fought with cutlass and battle axe.

That old fellow Immurk was born of the sea, not to the sea. Ya see, his mother was a gold elf bard of noble blood and his father was a triton scout. They shared a tragic loved and Immurk was their only child.

Ezdush, a sage who served Immurk, was an air mage and priest of Valkur.

Loyalty to Immurk was both a curse and a blessing. Some had their throats slit over Immurk’s treasure hoards so they’d stand watch in spirit until Immurk returned. Others gained great wealth through a few audacious raids and returned to their home port with riches and renown.

I met that salty old pirate Belstut Promeer the Red years ago when he was first mate on the Revenge. He’s a stocky and grim fellow with a bristly red bearded. He believes in discipline and order. He tends ta attack first and ask questions later.

As a sage of the seas, I've spent over half my life questing after one of the most fabulous items of The Art ever known. An enhanced Book of Infinite Spells, crafted by the enigmatic Gray Sage. A huge tome of the finest vellum, bound in blue dragon hide and reinforced with pure mithril. Embellished with exquisite calligraphy and illuminations, the inks formed using crushed gemstones as pigments. It’s power is such that the spells within are granted permanently to the one who studies it well. I believe that the tome was looted from Telflamm by Immurk Shadowbeard the Invincible sometime around 1190 DR. These days it apparently languishes in some hidden vault.

Ships, ships, ships!!! What's a pirate without a ship? Nothing! That’s what! Immurk had cogs, the best ship of his day. Captain Quelzur Naismen and The Pirate Sheikh still use cogs. Teldar sails a caravel, sleek and fast. Thendas of the Dwarfs has a galleon, the best ship of this day. That burly red-hued sea dog Vurgrom the Mighty has a varied fleet, although his flag ship is a caravel. As for me? Well, I’m just a smuggler and I make do with a keelboat.

Immurk used magic to place his treasure hoard in a hidden coral grotto on a sand key in the Utter South. A place where the sirens sing.

After Immurk was buried at sea, his ghost was seen standing at the prow of the leading Sembian warship, as the sun set and dusk descended. That night the Sembian admiral was found dead, strangled while alone in his cabin.

Immurk Shadowbeard the Invincible was a terrible fellow. He was not adverse to torturing people for information. Oftimes he'd string 'em up on the mast, or even just a handy tree if he was on land, and stretch 'em a bit.

They say that there's ogrish blood in Veerappan the Wanderer's veins.

Nothing but trouble ever came from delving into Immurk Shadowbeard's affairs.

Immurk was not called Shadowbeard for his hairy features. No my friend, listen close. He was called that for he could shape and control shadows at a whim with his mind.

Immurk himself said that no one would ever find his treasure. It was beyond the reach of men. Beyond the ends of the earth.

Westgate was a pirate port in years gone bye. Some say there's pirate lore and loot to be found in long forgotten cellars to this very day.

Immurk wore the enchanted scale mail of the ancient hero Cyrion.

Teldar is a low blow of Immurk through some elf or jann whore in Old Saerloon Town.

The key to Immurk’s trove lies with his distraction.

Physically Immurk was not a large man. Lean and wiry, tough as oiled leather, quick as a snake. His personality was so expansive and fiery though that he just seemed larger. His raven black hair was cut in a crest, stiffened with dye and resin. His remaining eye was blue, a dark blue that seemed to shift hue like the ocean. Stormy and blue-grey in battle. Bright and clear when plotting a course. And that bluish black beard of his was so inky and dark as to be all but a shadow.

Immurk was a master of the lash and often fought with whip and cutlass.

He’d hang men from the gallows, just to see if they could dance.

Immurk’s Hold is guarded by a harbour chain, hidden breakrocks, Gondian smokepowder skitter torpedoes, ba'atun, koalinth, giant eels, orogs, and fire giants. There are always a dozen pirate ships at the docks. Scores of resident pirates too. They even have a handful of Thayvian bombards.

Urdogen was a good pirate, but his desire for booty exceeded his grasp.

Immurk saved Veerappan the Wanderer from a shipwreck caused by an attacking emerald dragon. He became Immurk’s loyal and faithful first mate shortly after that.

Pirates are rough covers, but they do have a poetic turn of phrase. That they do. Just take the names of the current captains and their ships. Captain Quelzur Naismen and the Blood Hawk, The Pirate Sheikh and the Sea Camel, Amarella Marino and the Black Osprey, Teldar and the Wave Dancer, Thendas of the Dwarfs and The Blinded Cyclops, Vurgrom the Mighty and the Maelstrom. See what I mean!

I'll tell ya of Immurk's trove, that I will. Casks filled with a tumble of Sembian Trade Bars. Sacks filled with Cormyan and Sembian golden lions. Chests brimming with Merchant's Trade Bars. Art works looted from a hundred merchant manors. Pearls in every shade and hue - pure white, warm rose, lustrous black. Beaten electrum bowls shimmering with gems - dusky black opals, fiery emeralds, dazzling rubies. Sapphires from the dwarf mines of the Orsraun Mountains - as dark as the ocean and as large as a pigeons’ eggs. Wicker baskets overflowing with rare shells in all the colours of the rainbow. Even cowries, the like of which has not been seen in the realms for over a hundred years. More wealth than even Waukeen holds. It’s all in hidden in sprawling Telflamm. Wondrous sandstone walled Telflamm where east and west meet. Ya know, traders from across Faerûn sail the Sea of Fallen Stars to meet caravans from the far off lands of Vendhya in it’s scented gardens and boisterous bazaars.

Even though Immurk bestrode the waves more than 150 years ago, his first mate still walks the world.

Immurk was the son of Umberlee the Bitch Queen and Malar the Beastlord.

Captain Shadowbeard always had a efreeti or eversmoking bottle, never did know which, hanging on his belt. Always sending up this little plume of smoke it was.

Immurk may have been a bloodthirsty scoundrel, but he had a good turn of phrase. “Sail the seven seas, just to live a life that’s free”. That’s something all seamen can relate too.

If ya after the true tales of Immurk, then ya need to speak with Captain Quelzur Naismen or The Pirate Sheikh or even Snelgrave, erstwhile first mate of the Reaper under Dawg Brown. Thendas of the Dwarfs knows a thing or two, but it’s a better man than I that’d question that black hearted rogue closely.

Although Immurk loved the ladies, he never took a wife.

Unlike most pirates, Immurk had several treasure caches. Most of his wealth was "invested" in the Dragon Isle and his fleet, but he did keep some back for a rainy day. Over time, he developed more than one hoard for a rainy day.

I first sailed under the black flag with my uncle, who was a half-elf, on the Lucky Strumpet. He told a tale about the old days and he said that Immurk was really a sea dragon. Used ancient magics so he could walk the world as a man.

Why did the sea dogs of long ago sail under the black flag of Captain Immurk? Was it for the loot? Was it for the adventure? Only in small part. They sailed with Captain Immurk because to do so was to be free.

Immurk was the only man ever to unify all the pirate holds and fleets.

Veerappan the Wanderer gave Immurk the secrets of Greek fire, poison arrows and scorpion bombs.

Striking your colours would not save you or your ship from Immurk.

Immurk had a magical belt that boosted his vitality.

Thendas is a dwarf priest, as well as a fighter. He venerates Vergadain and Valkur. His first mate is a sylph and his master gunner is a chaos gnome with a pyromaniac streak. Two bohemian sages sail with him and lend their eclectic magical skills to their captain’s wild schemes.

My grandfather once told me a tale about Immurk Shadowbeard the Invincible. He had treasure scattered all over the Pirate Isles, just in case like. But the most secret location was in a cave underwater on the southernmost side of the Pirate Isles. This hoard would be turned over to Immurk’s successor, and it contained objects given as gifts to Immurk himself.

Methlas of Cormyr, Thevren – ‘Old Swamp Fox’, Thilana the Deep Thinker, Laershala of the Emerald Eyes. All merchants cum pirates, poisoners and stranglers too. Once allies and lovers, they died by each others hands.

I’ve heard one phase that is supposed to come from one of Immurk’s boasts. “The golden galleon holds the key”. I don’t know what it means.

You want to know about Thendas of the Dwarfs? I'll tell ya. See he's not a dwarf, nor even a man, but a Jann Vizier. He’s taken to the high seas in pursuit of Immurk’s dark call.

Old Immurk was a great fighter and he had mastery of many weapons. Everything from cutlass to axe to spear to whip. He had an enchanted slashing axe as tall as most men, a flaming spear that shimmered like sunlight and even a whip that could move and fight on its own.

Snelgrave, erstwhile first mate of the Reaper under Dawg Brown, knows more about Immurk that I ever could. Scuttlebutt says he’s now with Vurgrom the Mighty aboard the Maelstrom.

Thendas of the Dwarfs is the outcast bastard son of Skarn Stonegrinder of Impiltur. His mother was a wild owl woman or a fallen stone spirit.

Ezdush, a sage who served Immurk, was a steel dragon.

The pirates of the Inner Sea are only infamous because they sail a tiny scrap of sea surrounded by fat and lazy merchant kingdoms. If they met a pirate of the open ocean, they’d be dead and gone before they could draw steel. Belly silt and hoisted over the side in a moment.

Snelgrave, erstwhile first mate of the Reaper under Dawg Brown, knows more about Immurk that I ever could. Scuttlebutt says he’s now with Thendas of the Dwarfs aboard the Blinded Cyclops.

Ezdush, a sage who served Immurk, was little more then a hedge wizard. I heard he ended his days in a Sembian dungeon. Blinded and with his tongue cut out.

The Sea Scorpion was beached and hidden in a sea cave by Immurk Shadowbeard’s loyal crew off a lonely point in the Pirate Isles, shortly after their captain fell. His cabin was not looted or disturbed and remains a treasure trove to this day.

Immurk buried his treasure in an enchanted chest in a grove of river oaks fringing a small cove. He killed and buried a sturdy pirate with the treasure, to guard it. On cold, windy nights, the voice of the man who guards the treasure can be heard - snatches of old sea songs and shouted oaths ride the winds up that nameless bay.

~ The Secret of the Towers ~

The twelve towers are ancient. They have existed as long as anyone can remember. They are older than the oldest of the fay peoples. The towers are relatively unknown, and the usual run of tales and legends mentions them not. That they were originally constructed to provide quick travel between widely separated locations is obvious. Over the aeons their magic began to fade. Rakshasa Rajah Rajnagar has taken aggressive steps to restore them and today they operate at full power.

All of the towers are physically identical. Each has a pentagonal base, 25’ to a side. They are 60’ tall and have three levels. The ground floor has a 20’ ceiling, the first floor has a 15’ ceiling and the top floor has a 10’ ceiling. The roof is flat and surrounded by a low wall. There is no easy way onto the roof, save for climbing the tower or flying. The walls are 3’ thick.

An open 10’ archway serves as the only ground level entrance. This always faces due east. Above each archway is a rune. This rune is unique to each tower and the language is unknown. Jadhka has used her magics to understand them, but she is still unaware of the runic scripts source. Each of these archways is currently sealed with permanent Wind Wall. Jadhka has placed a Moon Rune on the floor of each entry arch. Each of these shimmering runes is a copy of the original rune above the archway. They are only visible under the light of a full moon.

Stones stairs, 3’ wide, run along the interior walls and connect the various levels. These stairs have no railings and rise at a rate of 10’ per wall. There are no trap doors or such, the stairs just rise through square holes in the floor of the next level.

The only windows in each tower are on the topmost level. In the middle of each wall, some 5’ from the floor, is a rectangular window, 12” tall and 9” wide. When the towers where discovered these windows were mere holes in the wall of the tower. How, like the entry arch, each one is sealed with permanent Wind Wall.

The cool green stone of the towers appears to be serpentine stone to the untrained eye. Any dwarf or stonemason will be amazed at the purity and extreme hardness of the stone. If attacked the structure of the tower saves as metal at +8 or rock at +8, whichever is better. Minor damage and small breaches in the walls will regenerate on the next full moon.

The topmost level has five portals that act as a combination Teleport Without Error and Phase Door. You step into the wall, vanish without trace and appear elsewhere. Only Rakshasa Rajah Rajnagar, the Lord’s of Waterdeep, and their minions know the complete pattern of the portals.

Each tower rests in the wilderness. Depending upon the climate of the area it is either deep primeval forest, light woods, thick scrub or the like. Heaps of cover and reduced visibility.

See SECRETS OF THE TOWERS by Larry Church in Dungeon #10.

~ Locations of the Towers ~

1.
Western Reach of the Gnollwatch Mountains (Outlaw Waste).

2.
Tangkap Oasis (Hanya Maut Wasteland).

3.
Southern Reach of the Glittering Spires (Great Ice Sea).

4.
The Bridge of Fallen Men (Lake of Dragons).

5.
The Lords’ Forest (Waterdeep).

6.
Isle of One Thousand Pines (Islands of Wa).

7.
Talmaruk Island (Yellow Sea).

8.
Gate of Iron (The Dust Desert).

9.
Northern Reach of the Hills of Esang Yi (Straits of Va’shung).

10.
The Sahuagin Heel (Islands of the Utter South).

11.
Bay of Chult (The Mistcliff).

12.
Western Reach of the Yecha Hills (Greyhawk).

~ Tower One ~

The central spine of the Gnollwatch Mountains towers thousands of feet into the dry air of the badlands. These knife-edged heights are all that remain of an ancient volcanic chain. Aeons of time, scorching winds, and the occasional sudden thunderstorm have soften the lower crags into dusty hills tinged with indigo hues. It is a place haunted only by tribes of nomadic kobolds and the occassional dwarf prospecting party.

*******

This tower sits atop a sight rocky rise at the end of a box canyon some 3 miles long. Surrounding the tower are crumbling walls of mud brick, that once formed an impressive array of outer defences. Aside from these forlorn walls, the only other thing of note are a handful of long dry wells arranged in a rough line under the western overhang of the canyon cliff. Jochi has crafted a Skeletal Golem (30 HTK) and it haunts the crumbling defences, attacking all save for the Lords of Waterdeep and their minions. It will not pursue beyond the canyon or into the tower.

As one approaches the tower, they will find some dozen old spears leaning against the wall by the entry arch. The ground level entrance archway is guarded with a Glyph of Warding that will be activated by any trespasser approaching within 5’ of the threshold. This glyph will cast ‘Sticks to Snakes’ upon the spears at the 7th level of priestly power. Some 8 - 11 spears with be affected. There is a 35% chance that each snake is a venomous cobra. The remainder are pythons.

Within the ground floor chamber one finds six glazed clay statues of men with curling square beards in bronze plate mail standing against the walls. Each is armed with a heavy khopesh sword and tall rectangular shield. These are actually Guardian Warriors (30 HTK Each). They attack all who enter, save for the Lords of Waterdeep and their minions. They will not pursue opponents beyond this room.

Lying by the stairs is a cutlass, with runes running along the blade. Jadhka has placed Sepia Snake Sigil amid the runes and a Magic Mouth in Quenya on the end of the hilt. “Pathetic mortals! The curse of Immurk is upon you. Doom shall follow you all until the end of days.”

The first floor chamber is empty, save for a tapestry hanging upon one wall. This impressive textile is some 15’ wide and 10’ high. It consists of fine dyed silken threads upon a backing of softened brass dragon hide. The hanging is bright and elegant, an exquisite masterpiece of the weavers art. An emerald green border of entwined couatl encloses a scene of a mighty galleon upon a foaming storm-tossed sea. Bestriding the main deck of the ship is a towering man with a beard as black as shadow. This great captain is spearing a rampant chimera with a javelin of golden flame. He’s flanked by a small and wiry pirate of swarthy unshaven aspect and a portly fellow in tricorn hat and buff coat. Sparkling gems are falling from the mouths of the dying beast. Nine blood hawks fly in a circle in the sky overhead.

If the command word ‘Ezdush’ is not spoken upon entry, the captain in the tapestry will animate and leap from the wall to attack. He is armed with a glittering golden spear and a cruel gaff hook. This creature will not pursue opponents beyond this room.

Tapestry Golem: AC 8; Move 15; HD 9; HTK 50; THAC0 11; Attacks 2; Damage 2d4/2d4; Speed +3; +1 or Better Weapons To Hit; Immune to Blunt and Piercing Attacks; Non-Intelligent; ML 20; Neutral; 7' Tall. Anyone struck by the first attack in a round must save against death magic or be blasted and scorched for 3d4 points of additional damage. Anyone struck by the second attack in a round must save against death magic or be slashed and bloodied for 3d4 points of additional damage. If defeated the tapestry and the captain crumble to dust. If the captain slays his opponents, he returns to the tapestry and recovers instantly from any and all wounds. This creature will never move beyond this chamber.

In addition, the entryway to the topmost level is guarded with a Glyph of Warding that will inflict a ‘Poison’ spell (reversed ‘Neutralise Poison’) upon any trespasser.

The upper level is guarded by a Leathery Bat Golem: AC 6; Move 6; HD 7; HTK 40; THAC0 13; Attacks 2; Damage 1d6/1d6; Speed +3; +1 or Better Weapons To Hit; Half Damage from Blunt Attacks; Non-Intelligent; ML 20; Neutral; 7' Tall. It attacks all who enter, save for the Lords of Waterdeep. This creature will not pursue opponents beyond this room.

If any being climbs on to or alights upon the roof of the tower, an Air Elemental (16 HD, 96 HTK) is summoned and appears the next round. It attacks anyone within sight of the tower with great fury. Remaining for 36 rounds or until destroyed.

~ Tower Two ~

Most expect the Hanya Maut Wasteland to be a desolate place of shifting sand, a place wiped clean by some immortal god. But those that venture there find grassy plains. True, the grass is feral and wiry. Stock feeding upon it find it bitter and the nourishment poor. Within the heart of the grasslands is a shallow mere over a mile across, feed by an ancient underground spring. This is the Tangkap Oasis. The water is rich in dissolved minerals and although strange tasting is safe to drink. An ancient stone tower rises near the southern lake shore, like the discarded plaything of some mad god. There is however no sigh that any living thing has passed this way in untold ages – no campsites, no fire pits, not even footprints.

*******

As one approaches the tower, they will find some dozen old spears leaning against the wall by the entry arch. The ground level entrance archway is guarded with a Glyph of Warding that will be activated by any trespasser approaching within 5’ of the threshold. This glyph will cast ‘Sticks to Snakes’ upon the spears at the 7th level of priestly power. Some 8 - 11 spears with be affected. There is a 35% chance that each snake is a venomous cobra. The remainder are pythons.

Within the ground floor chamber one finds six copper statues of men with curling square beards in bronze plate mail standing against the walls. Each is armed with a pair of stout khopesh swords. These are actually Copper Automatons (36 HTK Each). They attack all who enter, save for the Lords of Waterdeep and their minions. They will not pursue opponents beyond this room.

Lying by the stairs is a cutlass, with runes running along the blade. Jadhka has placed Sepia Snake Sigil amid the runes and a Magic Mouth in Quenya on the end of the hilt. “Pathetic mortals! The curse of Immurk is upon you. Doom shall follow you all until the end of days.”

The first floor chamber is empty, although the walls have been layered with white lime plaster. The western wall is dominated by a fresco some 15’ wide and 10’ high. This painting is bright and vibrant, an exquisite masterpiece of the craftsmans art. An emerald green border of entwined couatl encloses a scene of a mighty galleon upon a foaming storm-tossed sea. Bestriding the main deck of the ship is a towering man with a beard as black as shadow. This great captain is spearing a rampant chimera with a javelin of golden flame. He’s flanked by a small and wiry pirate of swarthy unshaven aspect and a portly fellow in tricorn hat and buff coat. Sparkling gems are falling from the mouths of the dying beast. Nine blood hawks fly in a circle in the sky overhead.

If the command word ‘Ezdush’ is not spoken upon entry, a devilish Pirate Mate with Rapier and Parrot will appear and attack all intruders. Pirate Mate (AC 4; Move 12; HD 6; HTK 60; THAC0 12; Attacks 3/2; Damage 1d8+3; Speed +1; Average Intelligence, ML 20, Lawful Evil, 6' Tall). This enchanted old salty dog vanishes if slain. He can appear up to three times a day. This creature will not pursue opponents beyond this room.

In addition, the entryway to the topmost level is guarded with a Glyph of Warding that will inflict a ‘Poison’ spell (reversed ‘Neutralise Poison’) upon any trespasser.

The upper level is guarded by a five Caryatid Columns (22 HTK Each). In their inactive form they reach from floor to ceiling and seem to be part of the very tower itself. They will animate and attack all who enter, save for the Lords of Waterdeep and their minions. They will not pursue opponents beyond this room.

A work bench of golden yellow laspar wood sits against one wall. Upon the polished surface are some dozen tightly sealed jars. These bottles are clearly labelled with what they contain: ‘Arsenic’, ‘Belladonna’, ‘Phase Spider Venom’, ‘Wyvern Venom’, ‘Jade Dragon Blood’, ‘Sacrol Ectoplasm’, ‘Vampire Blood’, and ‘Giant Moth Glands’. Nearby are several cones of funerary incense, three flawless quartz crystals, and a shard of fang dragon bone.

Here too rests a large unnamed volume bound in black leather that details the process of achieving lichdom in exacting detail. Within, certain key paragraphs have been underlined. The name ‘Gershus Koch’ has been scrawled in the front of the book, along with a wizard’s personal sigil. Various esoteric notes and sketches fill the back of the book.

Off to one side is a wire cage that holds a live stirge, furiously rattling its proboscis against the bars. It is voraciously hungry.

If any being climbs on to or alights upon the roof of the tower, a Smoke Para-Elemental (16 HD, 96 HTK) is summoned and appears the next round. It attacks anyone within sight of the tower with great fury. Remaining for 36 rounds or until destroyed.

~ Tower Three ~

Glittering Spires - Together with the Kora Shan, this range of steep, eternally snow-capped mountains divides the Endless Waste from the Horse Plains to the northeast. Cold winds from the Great Ice Sea blast the western slopes of the spires, stunting plant growth and making travel treacherous. The eastern foothills of the Glittering Spires are quite the opposite, as they merge into the heavily coniferous Umberwood. A small colony of gold dwarves, descendants of the Herlinga Clan of the nearby Shadowmount Peaks, mines the northern portion of the range. These dwarves also operate an outpost, selling dwarf-wrought weapons and armour to any who are able to pay in gold or gems. Their customers are nearly all Tuigan.

*******

Surrounded by icy hills and dark coniferous forest, this tower rests on a protected spur of the great mountain range beyond. A large taer clan haunts the snowy highlands here abouts. The tower is roughly in the centre of their territory.

The ground floor chamber is the lair of a young male Yeti (36 HTK). This fierce creature can employ Frost Fingers and Chill Metal at will as an 8th level caster.

He has three mature Winter Wolves (36 HTK Each) as guard beasts and hunting companions. They are very intelligent, have been fully trained as guard dogs, and are excellent trackers.

The furnishings on the ground floor run to a large white fur (5' x 8') resting on the floor, upon this is a carved walrus ivory coffer (500 gps) and a golden filigree bowl (30 gps). The bowl holds a carved rock crystal vial, a few mithril coins, a dozen roughly cut fire opals (Currently 100 gps Each). The pelt is a Fur of Warmth, the coffer holds a Silver Horn of Valhalla, and the vial holds a Potion of Fire Resistance.

The first floor chamber is empty, save for a ‘failed’ experiment. Jadhka accidentally created a Creeping Pit (Dragon Mag #101) while investigating the practicalities of non-dimensional space. It has been left where it was created as an intriguing ‘guard’.

In addition, the entryway to the topmost level is guarded with a Glyph of Warding that will inflict a ‘Poison’ spell (reversed ‘Neutralise Poison’) upon any trespasser.

The uppermost chamber is cold, empty, and still.

If any being climbs on to or alights upon the roof of the tower, a Composite Elemental - Arctic Tempest (12 HD, 72 HTK) is summoned and appears the next round. It attacks anyone within sight of the tower with great fury. Remaining for 36 rounds or until destroyed.

~ Tower Four ~

Tower Four rests in light woods, within sight of the wind-ruffled shores of the Lake of Dragons. The base of the tower is shrouded with nine Amber Lotus and three Vampire Roses. The ground floor and first floor are the lair of six Watch Spiders (15 HTK Each). These spiders are a soft brown like autumn leaves with rusty red highlights. In addition, the entryway to the topmost level is guarded with a Glyph of Warding that will inflict a ‘Poison’ spell (reversed ‘Neutralise Poison’) upon any trespasser. The upper floor is empty and unused. Holding only a plain wooden box, leaning against one wall. This box is really a Folding Boat.

These woodlands are a delightful Old English forest, rich with oak, willow, apple, crab apple, beech, and chestnut. There are innumerable wildflowers and a thick perennial herb layer. During the day the woods are alive with dappled sunlight and light breezes. At night the wind drops slightly and the woodland is perfumed with the scents of night blooming jasmine. Those seeking healing herbs will find them in abundance. There are numerous streams and brooks about, chuckling along between mossy rocks. All the waters here are cool and sweet to drink.

At the lakeshore are the remains of an old cofferdam, two crumbling granite jetties, a shipbuilding yard, a square stone watchtower and three ruined wooden buildings. All that remains of a hidden pirate cove from the age of Immurk.

A clan of Korred live in the sweeping wild woods. They avoid the enchanted tower, but occasionally drift through the old pirate hold. One of the korred, Ystudfach (HTK 49, Strength 21), possesses a Torc of the Gods in addition to his usual pouch and paraphernalia.

The ‘Torc of the Gods’ was created by Goibhniu himself and is only bestowed upon the most brave warriors of the tribes. The torc allows the wearer to Shape Change and Polymorph Others at will, for any duration desired. The torc is forged of rare metals and has a gem set into the front. Ystudfach’s is a wondrous artefact. Crafted from electrum, dajavva, and mithril. Highlighting a jewelled emerald.

The watch tower is a three story structure of rubble masonry construction with dressed stone surrounding the doors and windows. Each floor has several slit windows. Atop is a solid roof surrounded by battlements. An iron trap door, rusted solid, gives access to the tower below. The main door still stands, damp and swollen with age. It is stuck fast and must be forced.

The ground floor holds three aged tables, several stools, a dusty chess game and several racks of corroded weapons. A pitiful moaning and an odorous stench fills this area. Anyone entering is likely to fall ill. To most, it is obviously haunted by the restless souls of the undead. In reality the room has been enchanted with a permanent audible glamer and an invisible stinking cloud.

The internal wooden stairs, although rickety, are still useable. The first floor is dominated by a great desk, littered with papers and charts. If handled, these maps crumble to dust. The second floor holds a shallow brazier below an iron pot, held up by a tripod. Also in the room are a number of tarnished lanterns, several metal mirrors and a few broken stools.

The topmost room is scorched, but the cause seems to have been an explosion rather than a fire. Debris, mostly in the form of broken weapons and bones, are concentrated about the perimeter of the room. A search of the debris will turn up a partially melted spyglass and a smashed sextant.

The only other feature of the room is a single, intact human skeleton, sprawled in the centre of the room. The charred halves of a broken staff lie on either side of the skeleton.

The broken stubs of the staff still radiate an aura of diffuse magic, if such is detected for. If both halves are held and Immurk Shadowbeard the Invincible’s name is spoken aloud, every living being within a 10’ radius will be instantly teleported to the old pirate hold on Alphar Isle.

On the lakeshore, just where the smaller of the two granite jetties comes ashore, the remains of an old campfire can be seen. Nearby a perfectly square area of earth 20’ by 20’ has been disturbed.

The shipbuilding yard is a fenced-in area serviced by its own jetty. A partially constructed hull, once intended to be a cog but now naught save rotting timbers, is the dominant feature of the yard. Around it are stacks and piles of mouldy wooden planks and cracked beams, corroded metal fittings, and other desolate materials. In the south-west corner of the shipyards, one can find a cobweb shrouded smithy. Everything here is rusty, dusty and worthless.

The two crumbling granite jetties are apparently haunted. Glowing green orbs of light dance about at the end of each jetty, skipping just above the waters of the inlet. Soft footfalls echo about, someone unseen is obviously walking the piers. The rattle and clank of chains and leg irons can also be heard. A stiff breeze always blows down each jetty and out onto the lake, it is not a natural zephyr. All those that set foot upon the jetties or try to dock become fearful and may well abandon their task and flee.

All of this is the result of ancient and permanent enchantments. Each jetty is under the influence of dancing lights, audible glamer, gust of wind and fear.

Lurking within the shadows cast by the wreck of the cog is a Phantom Flyer (Dragon Mag #209). The silver whistle that commands it was lost long ago in the fall of Immurk. These days it rides on the key ring of Belstut Promeer the Red, the Citadel Captain of Immurk’s Hold. This wily old piratical sea dog is unaware of the powers or history of the silver whistle. He just keeps it as a lucky key charm.

Just to the south of the shipbuilding yard, right by the fieldstone wall, are two recently deceased bodies. One is the body of a young woman with elfin features, dressed in a pale blue robe of the finest velvet. There is little blood, but her limbs seem to have been broken by blows of great force. Nearby in the jumble of grasses and wildflowers a broken silver neck chain can be seen. Depending from this is a pendent of silver and blue quartz forming an artistic cloud. Within the cloud is the silhouette of a bird.

The other body is that of a male dwarf. Squat and rugged with deep brown skin tones and a wild black beard. He’s garbed in studded leather armour with a lobster tail helm over sailcloth clothing. He too has been slain by a number of devastating blunt blows. Nearby lies a battered and badly dented round iron shield and a notched double-headed battle axe.

The most westerly building is a vast wooden warehouse. Of the roof only rafters, with a few planks of the original ceiling, linger. The main doors have rotted away, leaving only the frame. Several rotting barrels are all that remain of what must have once been a vast stockpile, the bronze bands have corroded and the stout oak ribs are warped and soft as cheese.

In the area between this building and the smithy lies the body of a man. Dead not more than a day. Death came to this unfortunate fellow from a terrible blow that crushed his skull. It must have been inflicted by a mace or some similar blunt object. Alive he would have stood some 5’10”. Some thirty years old, he was tough and muscular with a shaved head and a light brown beard.

A velvet travelling hat, deeply stained with blood, rests on the body.

He’s garbed in a chain mail hauberk with a broad studded leather belt, sturdy leather gauntlets and hard mid-calf leather boots. With a hooded oilcloth cloak, lined with sheepskin, over a linen tunic and breeches.

Nearby lie a pair of deeply notched swords, a falchion and a tulwar. Three daggers and two throwing axes are tucked into his belt. There is a stiletto concealed in a special sheath crafted into each boot.

He wears a leather backpack. Within can be found three blankets formed from rabbit pelts, a clay tobacco pipe, rough tobacco (1 lbs), tinder box with flint and steel, 1 vial of highly flammable oil, 2 candles (each burns for 3 turns), grappling hook, silk rope (50’), whetstone, a sturdy dirk, food (some dark rye bread, a slab of hard cheese, a small garlic salami, six hard boiled duck eggs and a handful of dried figs) and a leather wineskin (3 pints of poor wine). At the very bottom of the pack is a soft leather draw-string pouch holding a jumble of Cormyan, Sembian, Calimshite and Amnite silver and electrum coins. The whole collection being worth some 25 gold coins.

The building to the north-west is in fair condition. The roof here has survived the ravages of time better than most, although the door has succumb to rot and fallen away. The area within is dark and dim. The floor is cluttered with the remains of slung hammocks, scraps of leather, an occasional bone and similar debris. In the west wall is a fieldstone fireplace. Hung on the walls to either side are various rusted kitchen implements. A cracked iron cauldron sits in the fireplace itself. A length of rusted chain snakes across the floor by a bent iron rod. Nearby is a polished tree stump, some 4’ tall, that has obviously been used as a chopping block.

A careful and comprehensive search of this area, lasting at least three full turns, will reveal a loose flagstone. Beneath is a small treasure hoard. With the roughly mortared space, an oilcloth wrap can be found. This holds a Horn of Fog, a Buckle Knife +1, a Potion of Invisibility and a Potion of Vitality.

The most northern building is in reasonable condition. The door still hangs in the frame, although it is half open. Within a large table, wormy and in poor repair, is surrounded by a handful of wooden benches. At the head of the table is a high-backed and ornately carved ebony chair. Once padded with burgundy velvet, now nought but mouldering scraps of cloth remain. The cobweb shrouded walls are covered by faded and threadbare flags, captured in ancient sea battles and used here as trophies. Behind the imposing chair, at the far end of the room, hangs a rusty iron chain. From this horizontal chain, long tatters of mildewed and blackened fabric hang down to the floor. Obviously this was once some sort of vast tapestry that covered most of the wall. Not enough is left to tell what it depicted however. The roof of the building is still largely intact and the floor is covered with the tattered remains of rugs.

If this area is visited at night, the restless spirit of a long dead pirate attacks. This spirit is considered to be a Spectre (59 HTK). This spectral pirate can cast Choke, Ice Knife, Bone Club and Hold Undead at will. The dead buccaneer’s casting level is 11th.

The largest of the oaks to the north-west of the pirate hold is noteworthy. Here one can spot a curious circular depression in the stony ground. Above, the branches of the venerable old oak have been cut in such a way that one could envision a pulley system having once being rigged up. The tree has regrown to a large degree around these cuts, they must be old indeed.

One of the nearby oaks is in reality an ancient Quickwood. Some 300 years old, this intelligent plant has 10 HD and 80 HTK. It has been in this area all it’s life. In addition to the normal abilities of it’s kind, this Quickwood can cast Entangle, Magical Stone and Cause Fear at will. The casting level of the Quickwood is 5th. The local korred dance about this old tree every year at dusk upon the occurrence of the summer solstice.

The ancient Quickwood was here, and already old, in the time of Immurk. Although none of the piratical rabble realised that it was anything more than an oak. Even Veerappan the Wanderer is unaware of the trees true nature.

Currently there are four hobbled horses grazing under the oaks. Three are Nars mares with deep chestnut coats and the other is a Raurin stallion with a light dun coat. Resting against one of the smaller oaks are three riding saddles, one pack saddle, some excellent quality tack and harness, and four pairs of saddle bags.

If investigated, each pair of saddle bags are found to hold a riding cloak of grey velvet, a pair of light leather gloves, a simple linen robe, rope sandals, a knife and whetstone, a dozen candles and a candle lantern, flint-&-steel, an iron grappling hook and 50’ of silk rope, 12 iron spikes, small mallet, a small canvas tent, a winter blanket, an iron pot, dark rye bread, hard cheese, dried figs, salted herring, and a skin of good wine.

There is a long spear and medium shield of oak and iron strapped to one of the packs. Another pack holds a small packet of Elfin Waybread and a skin of fine mead. The other two packs hold some Dwarf Cram and several flasks of rock moss liquor. Atop one pack is an odd silvery-grey pine cone. This comes from the rare Whispering Pine (Dragon Mag #119).

Some 500 yards to the north is a village of almost a hundred Dendridi or root-gnomes. They live in a serene community with earthen burrows, not unlike hobbit holes, and more open tree house areas for crafts. A complex of covered passages and twisting ladders links everything. See White Dwarf #31 for more details.

Any character with Spellcraft will realise that all of the wooden buildings have been enchanted long ago with the spells of Preserve Wood and Ironwood.

The ruins of the pirate hold are still inhabited by the ‘offspring’ of Ezdush, a sage who served Immurk. These ‘children’ consist of five living statues, four steel (30 HTK) and one jade (19 HTK). They attack any creature that enters the hold, save for pirates from Immurk’s crew, fay beings of the woods and natural animals native to the local area. The steel statues resemble voluptuous nereids in shimmering blue and the jade statue resembles a nude dryad of great beauty.

Random Encounters – Day: Check Once Per Hour

2
1 Demilich – Ancient Pirate Mage (Unique)

3
3 Nereids, 1 Sirine, 1 Water Naga (Sun Dappled Sylvan Stream)

4
1 Wild Stag with 2-5 Deer

5
2-8 Wild Boars

6
2-5 Barkburrs

7
1 Weasel

8
1 Falcon

9
1 Black Bear

10
2-8 Squirrels

11
2-5 Korred (Hunting)

12
Flock of Ordinary Ravens (3-12)

13
3-12 Rabbits

14
2-5 Otters

15
5-40 Gorse (Petty Faerie)

16
2-5 Trents

17
2-20 Sprites

18
3-12 Buckawns

19
1 Nymph & 3 Dryads (Woodland Grotto)

20
1-6 Forest Giants (Sentinel)

Random Encounters – Night: Check Once Per Hour

2
1 Demilich – Ancient Pirate Mage (Unique)

3
2-5 Dendridi (Foraging Party)

4
1 Fox

5
2-8 Wild Boars

6
2-5 Barkburrs

7
1 Wild Cat

8
1 Owl

9
2-5 Badgers

10
2-8 Hedgehogs

11
2-5 Korred (Dancing)

12
1 Taking Owl (Unique)

13
3-12 Rabbits

14
2-5 Otters

15
1-6 Forest Giants (Sentinel)

16
2-5 Trents

17
1 Leshy (Dragon Mag #119)
18
3-12 Atomie (50%) or 3-12 Grigs (30%) or Both (20%)

19
1-6 Forest Giants (Eschel)
20
Fey Dance (See Below)

Fey Dance - The group stumbles upon a gathering of Fey creatures. It could be the Circle Dance of the Korred. Scores of the hairy and hoofed dancers swirling amid towering standing stones. The night air filled with the wild music of slap-drums and bone flutes. Ystudfach piping wildly, filled with ecstatic joy. It may be the ethereal moonlight singing of Nereids, Sirines, Water Naga, Nymphs and Dryads. Maybe the rhythmic work songs of the Forest Giants as they tend the woodlands. Or perhaps the cavorting frivolity of Gorse, Sprites, Buckawns, Pixies, Atomie and Grigs. The light and airy music of fiddlers and pipes magically melding with the night breezes. The most extraordinary experience is to hear the deep booming chanting of the Trent song.

~ Veerappan the Wanderer ~

Once or twice a year Veerappan the Wanderer, Immurk's old first mate, drifts through. Still loyal and awaiting the return of his long dead captain. He knows of the enchanted tower, but is currently uninterested.

Veerappan the Wanderer still carries two of Immurk’s enchanted treasures with him. Both are under the effects of a variant Item spell. The first is the (in)famous ‘Guardian Naga Scale Mail +2 of Cyrion’. The other is the unique barbarian item know as the ‘Belt of the Veteran’.

Veerappan the Wanderer - Immurk’s First Mate (Cambion Marquis, 16th Fighter - Pirate, 151 HTK, 19/20/18/17/18/21, Neutral Evil). In addition to the powers usual for one of his race, Veerappan has the abilities of a 16th Cleric - Scholar Priest of Umberlee and 16th Thief – Buccaneer.

Cutlass of Dancing, Shark-Kin Hide Scabbard, Cutlass +2, Shark-Kin Hide Scabbard, Battle Axe +2, Sting Ray Hide Sheath, Axe of Hurling +2, Sting Ray Hide Sheath, Dagger of Throwing +3, Sting Ray Hide Sheath, Flask of Dragonfish Venom.

Leather Helm, Cloak of Elvenkind, Elven Chain Mail Shirt with Short Sleeves (AC 7), Sealskin Vest, Laced Honey Leather Shirt, Bracers of the Merman, Gloves of Missile Snaring, Ring of the Bards (Dragon Mag #117), Ring of Mind Shielding, Blood Red Silk Sash, Girdle of Many Pouches, Thistledown Pants, Boots of Elvenkind.

Rope of Climbing, Chime of Opening (63 Charges), Dust of Trail Dispersion (5 Pinches), Horn of the Tritons, Pipes of Sounding, Folding Boat (Windfall), Daern's Instant Fortress (*).

21 Copper Pieces, 6 Silver Pieces, 11 Gold Pieces, 20 Platinum Pieces, 10 Gems (Amethyst), 1 Gem (Water Opal), Two Mirabar Trade Bars, Merchant’s Trade Bar (Type II), Sembia Trade Bar (Type III), Lantan Trade Bar, Waterdeep Toal, Waterdeep Harbour Moon, Shou Lung Silver, Gond Bell.

* Whenever Veerappan deploys his Daern's Instant Fortress the following spell effects come into being at the 12th level of power. An 'Aura of Comfort' envelops the entire tower. ‘Create Campsite’ and ‘Circle of Privacy’ come into effect. A meal is provided by ‘Create Food & Drink’.

These hearty meals always feature wild foods and game, with lashings of good red wine and various ales. For some unknown reason, woodcock is the most common food to appear.

~ Tower Five ~

Tower Five rests in an out-of-the-way corner of the Lords’ Forest in Waterdeep. Thick and tangled briar roses grow right up against the walls of the tower. Within this dark thicket lair some six Bloody Bones (18 HTK Each) (Dragon Mag #138). They were formed from executed pirates. They have a captain too, a Galley Beggar (As Per Poltergeist with Phantom Fear Effects, 3 HTK) (Dragon Mag #138). They always stay close to the tower and will attack anyone approaching it, save for the Lords of Waterdeep.

Ground Floor:

The entry archway on this tower is guarded with a Glyph of Warding (Poison). This deadly magics was crafted by Kandriasin of the Pomarj.

Just beyond the archway is a beautiful and durable rug of oriental make and design. This rug is some 3’ wide and 5’ long. Under this rug, upon the stone floor, a Symbol of Insanity has been inscribed (Jadhka).

A 1’ diameter sphere of glowing blue magical radiance hangs just below the ceiling. The diffuse light has a decidedly eerie aspect. The 1’ sphere illuminates an area of 20' around itself. The ghostly illumination does not cast reflections beyond this radius. The light does not affect either infravision or ultravision.

The sounds of a lute, a flute, panpipes, and bagpipes drift down from the level above. The rollicking sea shanty is ‘What Shall We Do With The Drunken Sailor?’.

Within the darkened corners of the chamber are five juju zombies (30 HTK Each). They are garbed in tattered piratical finery. They attack anyone entering this area, save for the Lords of Waterdeep and their minions. Initially with thrown Javelins of Lightning, and then closing for melee. Once engaged in combat, these creatures will pursue opponents beyond this room. They will not stop until destroyed.

There is a small chest right at the base of the stairs. It is under a Fire Trap (Jadhka: 1d4+18 damage). Within is a scroll concerning the Tales of Immurk Shadowbeard the Invincible (Sepia Snake Sigil) and a Chart of the Pirate Isles (Explosive Runes).

First Floor:

Here a lute, a flute, panpipes, and bagpipes hang in mid air. Under the effects of Ghost Pipes, softly glowing and endless playing a salty old sea shanty – ‘What Shall We Do With The Drunken Sailor?’.

Just by the stairs is a small barrel. Upon this upturned barrel is a huge lit candle. This candle is enchanted and will burn forever. It cannot be extinguished by winds, but dousing in water will instantly dispel the enchantment.

A skeletal parrot perches just by the barrel (Animal Skeleton, 7 HTK).

Standing with arms folded in the centre of the chamber is a huge, heavily scarred man. His eyes gleam evilly above his inky black beard. Bald as a cue ball, he favours all who enter with a leering grin.

The towering figure is garbed in a blood red silk jacket, fine white laced linen shirt and a greased leather girdle under a flowing golden silk sash. His baggy white linen breeches are tucked into soft kid leather boots.

An ornate scabbard hangs on the figure’s broad back. A projecting basket-hilt indicates that some sheathed sword rides therein. If the sword is drawn from the scabbard it is found to be a huge cutlass that glows with a green fire (Permanent Faerie Fire).

The “man” is actually a flesh golem that has been alchemically dehydrated and toughened. It is AC 3 now, and will take only half damage from blunt weapons used against it. The golem has also developed a low intelligence and can regenerate its wounds at a rate of 1 point per turn. It is a normal flesh golem in other respects (Move 8; HD 9; HTK 40; THAC0 11; Attacks 2; Damage 2-16; Speed +6). It has instructions to kill all who enter, save for the Lords of Waterdeep and their minions. This creature will not pursue foes beyond this room, unless berserk.

There is a large chest right at the base of the stairs leading up to the third level. Trapped with a poison needle in the lock (Type D Poison). It holds a wax candle of the finest quality, a fishing net (hand-thrown style), a crystal flask (Type I Poison), a grappling hook with 50’ of silken rope, a hooded lantern, flint-&-steel, a map case and a cross staff. The map case holds the same scroll and chart as on the 1st level.

In addition, the entryway to the topmost level is guarded with a Glyph of Warding that will inflict a ‘Poison’ spell (reversed ‘Neutralise Poison’) upon any trespasser.

Top Floor:

A broad and stocky Stone Guardian (6’ tall, 36 HTK), decorated with runes and magical glyphs, protects the uppermost level. It attacks all not protected by a special ring. It has been imbued with the ability to detect both invisible creatures and undead.

A miniature human hand of electrum filigree depends from a sturdy iron chain about the guardian's thick neck. This is a Quaal's Feather Token – Finger. It can be plucked from the guardian by anyone with one of the special protection rings. It can also be recovered from a defeated guardian.

Resting upon each and every window ledge is an invisible rock crystal vial that contains a Potion of Gaseous Form. As there are five windows, there are five potions to be found here.

If any being climbs on to or alights upon the roof of the tower, an Invisible Stalker (8 HD, 50 HTK) is summoned and appears the next round. It attacks anyone within sight of the tower with great fury. Remaining for 36 rounds or until destroyed.

~ Tower Six ~

Off the southern coast of Tsukishima are the Outer Isles of Wa. The largest is Huyusha. Unsuitable for farming because of its rocky terrain and unusable as a port due to its shallow reefs, Huyusha is used as a prison colony.

The Isle of Devils, the Isle of One Thousand Pines, and the Isle of the Gloomy Temple are also part of the Outer Isles, as are the dozens of charted and hundreds of uncharted islands to the south and west of Tsukishima. A number of the smaller southern islands were presented to Shou Lung as an appeasement about 150 years ago, but these remain unsettled.

The Isle of One Thousand Pines is a densely forested island that once served as a prison colony for Wa. The prison was later moved to the larger island of Huyusha, and the facilities at the Isle of One Thousand Pines were abandoned. Kazuo Tokuri, the nephew of former shogun Matasuuri Shogoro who was framed for plotting a coup, was the last prisoner held here. His spirit still haunts the prison ruins.

*******

Well away from the prison ruins, this tower stands some way back from the coast and is shrouded in wild grape. Flanking the ground level entrance arch are two 10’ tall bronze statues of the Buddha, seated in the classic oriental lotus position.

Within the ground floor chamber is a shrine to the Dragon Kings. The walls are thick with paper prayer strips. The white jade and polished ebony shrine features ornate gilt cravings of the Dragon Kings in a variety of rare woods, a small gong, and dozens of incense sticks.

A lacquered bamboo pedestal stands in the centre of the room. Upon this is a huge lit candle. This candle is enchanted and will burn forever. It cannot be extinguished by winds, but dousing in water will instantly dispel the enchantment.

The shrine is infrequently visited by passing travellers and those seeking rain. The Dragon Kings do not have a clergy as such, but can be petitioned for favours.

Due to permanent illusions the stairs are invisible and the ceiling appears to be the full height of the tower, some 60’ above. The windows at the top of the tower are ‘visible’ from within the shrine. These illusions have visual, auditory, olfactory and thermal elements.

Over three dozen delightful pieces of oriental ceramics, all in a vibrant jade green, rest invisibly upon the stairs up. There are robust dishes, low bowls, wide urns, and narrow carafes. The style of the pieces is close to that of Song Dynasty Longquan Celadon Wares.

The first floor features dozens of unlit paper lanterns, several straw seating mats, a low table of dark teak and a handful of red lacquered chests. A comprehensive writing set rests upon the low table and all the chests are open, revealing a jumble of oriental weapons, armour, and religious items. The plain wooden box that holds the writing set is a Folding Boat.

Of particular note is a master quality carved and polished figurine of jet, chased with yellow gold, that rests near one edge of the teak table. This statuette appears to be a huge black spider. Disturbingly, its multi-eyed spidery visage is melded with that of a screaming man.

In addition, the entryway to the topmost level is guarded with a Glyph of Warding that will inflict a ‘Poison’ spell (reversed ‘Neutralise Poison’) upon any trespasser.

The topmost level is empty, save for a small brass spyglass upon an ornate bronze tripod. It is more of an oddity than a useful item, as the spyglass gives only three times magnification.

Upon the roof is a giant pearl, some 12” in diameter, that glows with a golden brilliance and floats some 4’ above the tower roof. This appears to be one of the fabled dragon pearls of legend. It is however a fake. It is a merely a massive pearl from a giant oyster, enchanted with continual light and levitate. If any being climbs on to or alights upon the roof of the tower, they will be attacked by the pearl. In the first round the pearl deploys Shades. This summons a magnificent and daunting River Dragon (Old Age, 15 HD, 72 HTK). It attacks anyone within sight of the tower with great fury. Remaining for 18 rounds or until destroyed. As the dragon engages the intruders, the pearl snipes at any spell casters. In the second round it attacks with a Vitriolic Sphere (12d4 Damage). In the third it attacks with a Lance of Disruption (5d4+30 Damage). In the fourth round it attacks with an Ice Storm (Hail Stones). After it’s four spells have expired, the pearl begins to recharge its attack energies and is quiescent for four hours. During this time it continues to glow and float. The pearl was enchanted by an 18th wizard. It has an armour class of 1 and requires 36 points of damage to destroy.

The island is haunted by the ghost of Kazuo Tokuri. He appears as a lean and muscular young man wearing dark samurai attire. An ornate Haramaki protects his belly and a dark kabuto helm shadows his features. A sweeping straw raincape cloaks his form. This cape is always streaming with icy winter rain. This restless spirit is considered to be a Darkhood (100 HTK). It can appear anywhere on the island.

Kazuo Tokuri is still attended by his retainers who perished with him. Like their lord, they are bound to the Isle of One Thousand Pines. These lost souls are considered to be poltergeists. In addition to all the standard powers and abilities of such undead, these tormented souls can cast Dancing Lights at will as a 6th level wizard.

Yujo the Hsiao lives on the Isle of One Thousand Pines, tending to the graves of the fallen (15 HD, 93 HTK, 15th Shukenja, Lawful Good). He has the additional ability to cast Ghost Pipes at will as an 8th level wizard. If he calls for aid, various Least and Lesser Nature Spirits will appear.

~ Tower Seven ~

The icy Yellow Sea is a place of sea serpents and mysterious powers. Here lies Talmaruk, the Isle of the Cold Spirits. It is a place haunted by all manner of malevolent spirits. Local folklore says that the worst storms of winter come not from the north, but rather result from the concentrated breath of all Talmaruk’s denizens.

*******

This tower has been incorporated into a long abandoned inn. The eastern wall of the courtyard uses the tower as an integral support. Beyond the inn is an abandoned fishing village. All is as quiet as the grave and cloaked in hoarfrost. The ground level entrance arch faces away from the inn and opens onto an icy street.

Three deadly Yuki-on-na lair within the inn. There is also an ishikorobokuru hermit living within the abandoned fishing village (12th wu jen with wild talent psionics).

Within the ground floor chamber is a shrine to the Dragon Kings. Just above the entryway a long strip of yellow paper with red inked characters has been pasted. The written characters are supplications to various deities to protect the building from thievery. Any creature within the tower who attempts to move silently, hide in shadows, or open locks has his chance of success reduced by 20%. To be effective, the charm must be pasted to the lintel of the door, clearly showing to all that the house is protected. Any person other than the owner of the building who attempts to remove the charm suffers 2d10 points of damage doing so.

Just within the entrance are four towering statues of the Dragon Kings (Ao Ch’in, Ao Kuang, Ao Jun, and Ao Shun), crafted from oiled citrus wood. Each statue glows with a soft and pale light. This gentle magical light is equivalent to moonlight in all ways.

The walls are thick with paper prayer strips. The white jade and polished ebony shrine features ornate gilt cravings of the Dragon Kings in a variety of rare woods, a small gong, and dozens of incense sticks.

A lacquered bamboo pedestal stands in the centre of the room. Upon this is a huge lit candle. This candle is enchanted and will burn forever. It cannot be extinguished by winds, but dousing in water will instantly dispel the enchantment.

The shrine is infrequently visited by passing travellers and those seeking rain. The Dragon Kings do not have a clergy as such, but can be petitioned for favours.

Due to permanent illusions the stairs are invisible and the ceiling appears to be the full height of the tower, some 60’ above. The windows at the top of the tower are ‘visible’ from within the shrine. These illusions have visual, auditory, olfactory and thermal elements.

The first floor features a handful of unlit paper lanterns, several straw seating mats, a low table of dark oiled teak and a handful of red lacquered chests. A comprehensive writing set rests upon the low table and all the chests are open, revealing a jumble of books, tomes, folios and rolled scrolls. This is the lair of four Gohei P'oh or paper ghosts (11 HTK Each). Any books that the Lords of Waterdeep have no need for end up here. The plain wooden box that holds the writing set is a Folding Boat.

In addition, the entryway to the topmost level is guarded with a Glyph of Warding that will inflict a ‘Poison’ spell (reversed ‘Neutralise Poison’) upon any trespasser.

The topmost level is empty, save for a collection of sealed sake jars. If anyone dares sample a jar, they find it to be a premium dry sake. One of the best available. There are over 3 dozen jars here.

Upon the roof is a giant pearl, some 12” in diameter, that glows with a golden brilliance and floats some 4’ above the tower roof. This appears to be one of the fabled dragon pearls of legend. It is however a fake. It is a merely a massive pearl from a giant oyster, enchanted with continual light and levitate. If any being climbs on to or alights upon the roof of the tower, they will be attacked by the pearl. In the first round the pearl deploys Shades. This summons a glorious and terrifying Celestial Dragon (Old Age, 15 HD, 72 HTK). It attacks anyone within sight of the tower with great fury. Remaining for 18 rounds or until destroyed. As the dragon engages the intruders, the pearl snipes at any spell casters. In the second round it attacks with an Ice Storm (Hail Stones). In the third it attacks with a Lightning Bolt (10d6 Damage). In the fourth round it attacks with Flame Arrow (3 Fiery Bolts). After it’s four spells have expired, the pearl begins to recharge its attack energies and is quiescent for four hours. During this time it continues to glow and float. The pearl was enchanted by an 18th wizard. It has an armour class of 1 and requires 36 points of damage to destroy.

*******

A strange and deadly creature haunts Talmaruk Island. It tends to ignore the abandoned fishing village and the old Pazruki fortress that guards the highest point of the island. Long ago a white dragon great wyrm from the gajin lands attempted to gain immortality through the use of an arcane alchemical elixir and the eternal cold of the region. At height of the process, an icy typhoon enveloped the island. When it cleared, a week later, the great white wyrm had been transformed into a creature of living ice. Razor-sharp frosty scales, limbs of ice as hard as mithril silver, thick claws of jagged ice, a glittering array of icicle teeth that flash like sabres.

The Great White Wyrm (AC –8; MV 15”/36”{MC C}//15”(18” Snow & Ice); HD 20; HTK 240; THAC0 03; Attacks 3+; D/ATT 3-24/3-24/6-48; Speed 0; Saves as a 20th Level Fighter; Effective Casting Level 32nd; 80% Uniform Magic Resistance; 150’ Radius Fear Aura (Save at –4), Highly Intelligent; ML 18; Neutral Evil; 95’ Long + 80' Tail.

Damage = Claws 3-24, Bite 6-48, Wings Buffets 2-12, Tail Lash 6-24.

Breath Weapon - Cone of Chilling Frost (30 Degree Arc, 192' Long, 720 HTK Per Day, Divided As Desired).

The Great White Wyrm can use detect magic, read magic, dispel magic, vocalise, wizard mark, and identify at will, once per round, as often as desired. She can cast legend lore and contact other plane once per day.

Uniquely she can employ Ice Storm (3 Per Day), Wall of Ice (3 Per Day), and Ice Blight (3 Per Month). Due to her icy nature, she is not debilitated by the energies of the Ice Blight.

She is immune to cold, suffers double damage from fire, regenerates 6 HTK per round in sub-zero conditions (0°C = 32°F), and looses 6 HTK per round in above zero conditions. Severed limbs will continue to fight ferociously and can re-attach themselves given time.

The Great White Wyrm is a highly intelligent spell using dragon, able to memorise four 1st level spells per day. She usually has colour spray, magic missile twice, and wall of fog in memory. Her colour spray affects 3-12 individuals (rather than the usual 1-6). Each magic missile spell produces five bolts of energy that do 3-6 damage per missile. Her wall of fog spell produces a 20’ cube per level, rather than the usual 10’ cube per level.

The Great White Wyrm is served by Jinkara the Ronin (Ice Mummy, 50 HTK, Dragon Mag #238). And there are always 2-5 Snowfuries (Dragon Mag #129) within a hundred yards of the Great White Wyrm.

The Great White Wyrm tends to wander constantly and can be found in her lair only occasionally. At the southern end of the island is a sea cliff some 350’ high. Here one finds an icy cave formed from a decayed volcanic vent. The rough entrance is 150’ above the sea and 200’ below the cliff top. The craggy entry passage is a mere 30’ long. Beyond this the vent opens out into a huge cavern over 900’ across, piercing deep into the metamorphic quartzite and basaltic rock of the sea cliff. There are no further caverns here, although numerous small passageways continue on into the very heart of the island.

The surface of the cliff is sheathed in slippery ice. Although the entrance way is not shrouded in ice, it is concealed by an Illusionary Wall. Thus it appears as an icy area of jagged metamorphic quartzite.

Just within the cave mouth are several frozen adventurers. Their icy forms partially sheathed in hard blue ice and bound to the rough basalt walls by snow and frost. None of the bodies have wounds, all were apparently slain by intense cold.

On the right are two tough looking men with dangling moustaches and pointed beards. Between then stands a wiry male river spirit folk. They are all garbed in a heavy waitao coats, over quilted silk samfu and high fur boots. Each wears a lamellar cuirass under their waitao, with bronze shoulder guards and conical iron helmets. The men’s helms have long red tassels. Each is armed with a Changdao (Sword) and has a backup Dao (Sword). The river spirit folk also has a three-section-staff of red maple thrust through his belt. At the feet of the trio is a matchlock arquebus and a gunners satchel.

On the left are four priestly looking men and a studious woman of great beauty with long flowing black hair. They are garbed in quilted silken robes in vivid blues and pale greens, embroidered with gold and trimmed with fine fur. They are lightly armoured in jingasa helms and haramaki. All of these people are armed with bo sticks and have a backup sai. The woman also has Deer Horn Knives thrust through her embroidered sash.

At the entrance one finds a captive Racoon Dog Sohei or Tenuki (Sato, 8th Level, Lawful Evil, 17/18/17/13/16/16, 76 HTK, Weapon of Choice – Chijikiri). A chain collar of orichalcum encircles his neck. This is connected to a mithril chain that is deeply embedded at the other into the living rock of the cliff with an adamantite alloyed steel spike. In addition to all the usual powers of a racoon dog hengeyokai, this unique creature can cast Speak with Plants, Commune with Nature, and Transport Via Plants at will. His casting level is equivalent to a 12th level druid. He is a master smith, armourer and weapon crafter. Sato is evil only in that he kills without compunction, cleanly and clinically. He is a good soldier.

Against the wall is a spoon carved of some animal horn (Murlynd’s Spoon), a hare’s fur tea bowl (Song Dynasty Jian Blackware), a large bowl of beaten and etched gold (Chalice of Continual Water), and a large white fur (Fur of Warmth).

There is a 75% that a Conscious Scarecrows Golem (30 HTK) will be here. Crafted in Waterdeep over a century ago, this creature is cunning and highly adaptable. It can cast Jump (3/Day), Spider Climb (3/Day), and Spook (3/Day). All at the 5th level of ability. It spends it’s time guarding the lair of the Great White Wyrm, tormenting the prisoners, scouting the island in the dead of night, and generally working evil.

As leverage to help control the racoon dog, the scarecrow keeps a young Shukenja in a large brass birdcage on behalf of the Great White Wyrm. This captive, Hoshin of the Floating Cloud Monastery (3rd Priest of the Way of Enlightenment, Lawful Good, 13/16/15/10/17/16, 17 HTK), hangs in the craggy entry passage. He has been blinded and his tongue is split. The cage is enchanted. The door is wizard locked, the bars are outlined with green faerie fire, and the whole structure is enveloped in an aura of comfort. If Sato acts up, Hoshin will be slowly tortured to death.

In the middle of the cavern is a coin pile. This mound of treasure has been built up over many years. Towards the front can be found dozens upon dozens of fen and yuan. Then there are silver coins (500 tael, 300 Sembian hawks, 100 Cormyan falcons). The bulk of the pile is made up of some 9000 electrum moons from the Silverymoon mint, all from the year 1163 DR. Along with these coins are a few ch'ien and Sembian trade bars. The rear of the pile is composed of 3000 golden lions and 1500 platinum tricrowns, all from various mints in the Dalelands. Off to one side is a neat pile of 130 Gond Bells, held in place by a sheath of gleaming ice.

Off to the left of the cavern is a polished block of magnetite. Upon this rests two small statuettes of a white dragon, one ivory (300 gps) and the other electrum (375 gps). There are also seven silvered daggers with frost agate pommel caps (150 gps each), an ivory scroll case (50 gps), Scroll of Protection from Fire, and a small gold gong (50 gps).

Against the rear wall of the cavern is a collection of over forty rough diamonds, emeralds, and rubies. In this state they are currently worth 12000 gps. Cutting would vastly improve the value of each gemstone.

Under these uncut jewels, is the Great White Wyrm’s spell book. A vast tome with pages of beaten electrum, bound in silver dragon hide. It contains dancing lights, dictation, colour spray, copy, frost fingers, magic missile, mending, wall of fog. The thick hide covering at the back of this tome conceals a Ring of Para-Elemental Command – Magma (Dragon Mag #120). A ‘Charm of Protection From Fire’ is used as a bookmark.

Also here is a staff of oiled willow. Bound with silvered steel, it is capped with a claw mount of worked mithril. This claw holds a deep seawater green beljuril. This is a staff of illusion. At the cost of 4 charges it can produce Illusionary Wall or Minor Creation. At the cost of 5 charges it can produce Improved Invisibility or Shadow Monsters. At the cost of 6 charges it can produce Phantasmal Killer. The staff currently has 7 charges. It can only be used by wizards and bards. It can be recharged.

*******

Talmaruk Island is made up predominately of snow shrouded plains with the odd cold dell. The centre of the island is more rocky, with some boulder fields and low ridges. The rough coastline is cloaked in icy sea fog. The highest point on the island is in the central highlands, followed closely by the southern sea cliffs.

Talmaruk Island is always frosty and frequently overcast. In summer sleet and light snow is common. In the depths of winter heavy snow falls almost constantly. A bitingly cold wind, of some 5 – 7 knots, constantly moves over the island. These winds tend to strengthen and become blustery at dusk, increasing to 25 - 30 knots. Summer temperatures average −22 °C (−9 °F). Winter temperatures average −62 °C (−80 °F). With the wind, people abroad on the island are subject to effective temperatures of −25 °C in summer and −71 °C in winter. On blustery evenings the effect is closer to −33 °C and −86 °C.

In ages long since past, undersea volcanoes gave violent birth to Talmaruk Island. Since those days, the island has cooled and it’s sharp rocky surface has been softened by the endless icy winds. Now, the only reminder of those fiery days is the occassional warm spring in the dells, heated by dwindling geothermal activity.

Beneath the surface, the island is penetrated by a network of small passageways. Aside from the occassional coastal cavern, these ancient tunnels are rarely larger than 5’ in diameter. These deep lands are a many layered network of volcanic caves, lava tube passageways and subterranean geothermal water flows. Here stone ceilings look down on strange features: cave coral sharp as dragons' teeth, lacy rock flows, obsidian rivulets and lava drips.

The deep lands are filled with faults, spurs, splits, rubble, small cave areas, sink holes, natural columns, scattered boulders and the like. Most areas are damp and dripping. There are occasional pools, rivulets, creeks and even streams. The rock is of all colours, although greys, browns and yellows are most common.

A subdued hush hangs overall. Should one ever remain still and listen however, many strange sounds and far-borne echoes whisper in the stillness. The crack and deep booming of shifting and shattering rock, the murmur of moving water, twitterings, squeakings, scrabblings, odd clicks and howls that seem to be more than the wind. Various and sundry tiny noises can be heard, sounds which are disturbing despite their muted quality.

Now and again a current of moist warm air can be felt, moving who knows where in the passageways. Downwards perhaps, and always bearing with it a musty whiff, not unlike disturbed leaf-litter, throughout the corridors of this shadowy underworld.

There is life here too.

Throughout the passageways grows an edible waxy orange gill mushroom, some 2” high. It tends to grow in thick clumps. The gills, not the whole mushroom, glimmer with a soft yellowish green bioluminescence.

If sufficiently damp, the rough walls support a fluorescent green moss and a black spongy plant that resembles nothing so much as a gigantic Spanish moss. This is a dwarf variety of the famous Fireweed (Dragon Mag #227). It does not grow above 1’ high.

Diminutive moths, gnats, flies, cave crickets and glowworms populate the ceilings of the passageways. Pale spiders and tiny soft skinned geckos cling to the walls and scurry hither and yon in search of prey.

The gill mushrooms support fungus gnats, which eat the spores of these subterranean growths. But nothing is simple in biology. Tiny parasitic flightless wasps hunt amid the mushrooms and attack the fungus gnats. They lay their eggs in the paralysed adults, thereby killing off some of the spore stealers.

Although there are several insectivorous bat species within the passageways, the top predator of this subterranean world is the sashalus (Dragon Mag #119). Several score prowl the heart of the island.

In the geothermally warmed and mineral-laden waters, bacteria flourish. Using chemosynthesis rather than photosynthesis. Some grow into matted filaments and curds, others into thick leathery sheets. These in turn support rippling flatworms, giant tubeworms with symbiotic bacteria, ghostly freshwater mussels and clams, horseshoe crabs as white and delicate as porcelain, blind crayfish, glassy shield shrimp, translucent cave fish and even a few small and bony lungfish.

Random Encounters: Check Once Per Hour

2
The Great White Wyrm

3
2-5 Blood Hawks (*)

4
1-3 Jiki-niku-gaki (Ghoulish Undead)

5
Small Game (Alpine Hare, Tundra Vole, Arctic Ground Squirrel)

6
2-5 Ice Trolls (Hunting Party)

7
Cold Dell (Fireweed Woodland)

8
2-5 Quaggoths with 1 Jald (Foraging Party)

9
1 Neglected Ancestral Spirit

10
3-12 Sika Deer

11
Frozen Lake with 2-5 Ice Para-Elementals (8 HD 75% or 12 HD 25%)

12
3-12 Rothe

13
2-5 Wights (Once Local Fishermen & Kozakuran Wako)

14
2-8 Hokkaido Wolves (*)

15
Frosty Boulder Field (1-10 Rock Cactus - Arctic Variety)

16
1 Snow Troll

17
Sea Birds (Puffins, Petrels, Gulls)

18
1 Shikki-gaki (Disease Ridden Undead)

19
2-5 Huge Ravens (*)

20
The Last Bisan (Unique)

(*): There is 75% chance that these animals are found scavenging on a carcass. A rocky inlet from the coast opens before you. Upon the snowy ground you find the scant remains of a walrus or a narwhal. This creature has obviously not been killed by the scavengers. It has been slain with spears and then expertly butchered.

Jiki-niku-gaki: In addition to the standard powers and abilities of their kind, these ghoulish undead can cast Frost Fingers and Wind Breath 3 times each per day at the 6th level of wizardry.

Ice Trolls: These creatures are part of a large clan of some twenty individuals that lair in a damp sea cave on the east coast. They are armed with flint knives, bronze kusari-gama, and fire-hardened spears.

Cold Dell: In a protected dell, warmed by geothermal activity, one comes upon a thicket of spongy black 'trees', some 8' tall. They resemble nothing so much as gigantic Spanish moss clumps. This woodland is formed by a variety of fireweed (Dragon Mag #227). Beneath these 'trees' is an understory of lichen and moss. Roll two random encounters for anyone exploring this forested dell.

Quaggoth: There are just over a hundred of these hairy savage hunters on Talmaruk Island. They are known locally as Hibagon. Their lair is in the north, amid the rocky inland ridges. There are four jald of 3+3 Hit Dice, two thonots, and a clan chief of 5+5 Hit Dice. They use flint knives, stone axes, bronze parangs, and fire-hardened spears.

Neglected Ancestral Spirit: In addition to the standard powers and abilities of their kind, these undead can cast Frost Fingers and Wind Breath 3 times each per day at the 6th level of wizardry.

Frozen Lake: When she gained her current icy form, the Great White Wyrm inadvertently stole away much of the power of the nature spirits of Talmaruk Island. All that remain today are the spirits of cold in the form of Ice Para-Elementals.

Wights: These dark creatures were once local fishermen and Kozakuran wako. Slain unjustly and denied a proper burial, they wander in anger and despair. They do not drain energy levels as do standard wights, but they draw the very strength from ones bones. Each successful attack inflicts standard damage and drains one point of strength. The wight does an additional point of damage for each point drained when it strikes. Lost strength returns at the rate of one point per day of rest.

Snow Troll: A handful of these deadly carnivores prowl Talmaruk Island. They tend to stay away from the coast, preferring the boulder fields and rocky ridges at the centre of the island.

Shikki-gaki: In addition to the standard powers and abilities of their kind, these disease ridden undead can cast Frost Fingers and Wind Breath 3 times each per day at the 6th level of wizardry.

The Last Bisan (Unique): Here a once mighty teak now stands dead. Lifeless and cold. There is not a leaf remaining on the tortured boughs and even the windfall leaves are long gone. Huddled pitifully against the trunk is the beautiful willowy form of a bisan. Frozen in the snow and dusted with hoarfrost.

~ Tower Eight ~

Once a dwarf kingdom flourished here. However, the dwarfs delved too deeply and they released a noble efreeti from a magical prison. The last dwarf king tried to command the efreeti and greedily demanded that he should rule forever. The noble efreeti granted his request and transformed the hapless dwarf king into a shade. The loyal body guards of this last dwarf king became wights. Fire and blood filled the dwarf halls for time. Then, his dark thirsts slaked, the noble efreeti abandoned the now desolate realm. A handful of dwarfs escaped the ruin of their halls. These unfortunate few fell into the hands of Zakharan slavers and none now know what fate befell them then.

*******

This tower sits beside a lonely mountain road, the cobbles now split and cracked with age. Lying in the dust, and partially blocking the ground level entrance arch, is a fallen statue of Clanggedin Silverbeard. A melancholy icon, something of the original fine polish still clings to the ancient black granite.

On the heights above the tower can be seen a shattered dwarf gate. The once lofty towers now crumbling and the stout iron portcullis a twisted ruin. The sturdy oak doors blackened by fire and age. The dark passage beyond descends into haunted darkness.

Three roughly hewn basalt statues stand by the north wall of the tower. Each depicts a sturdy horse. These seem to be unfinished gateway icons. What fate befell the carver is unknown. They are in fact enchanted Stone Horses (Destrier). These were crafted by Jochi for use by the Lords of Waterdeep and their minions.

As one approaches the tower, they will find some dozen old spears leaning against the wall by the entry arch. The ground level entrance archway is guarded with a Glyph of Warding that will be activated by any trespasser approaching within 5’ of the threshold. This glyph will cast ‘Sticks to Snakes’ upon the spears at the 7th level of priestly power. Some 8 - 11 spears with be affected. There is a 35% chance that each snake is a venomous cobra. The remainder are pythons.

Within the ground floor chamber one finds six suits of bronze plate mail standing against the walls. Each is armed with a rough iron khopesh sword. These are actually Doom Guards (30 HTK Each). They attack all who enter, save for the Lords of Waterdeep and their minions. They will not pursue opponents beyond this room.

Lying by the stairs is a cutlass, with runes running along the blade. Jadhka has placed Sepia Snake Sigil amid the runes and a Magic Mouth in Quenya on the end of the hilt. “Pathetic mortals! The curse of Immurk is upon you. Doom shall follow you all until the end of days.”

The first floor chamber is empty, save for a mosaic upon the floor. This impressive artwork is some 15’ wide and 10’ high. It consists of fine glass tile chips upon a backing of roman cement. The piece is bright and lustrous, an exquisite masterpiece of the masons art. An emerald green border of entwined couatl encloses a scene of a mighty galleon upon a foaming storm-tossed sea. bestriding the main deck of the ship is a towering man with a beard as black as shadow. This great captain is spearing a rampant chimera with a javelin of golden flame. He’s flanked by a small and wiry pirate of swarthy unshaven aspect and a portly fellow in tricorn hat and buff coat. Sparkling gems are falling from the mouths of the dying beast. Nine blood hawks fly in a circle in the sky overhead.

Upon the ceiling lairs a Above Lurker (60 HTK), allied with the Lords.

In addition, the entryway to the topmost level is guarded with a Glyph of Warding that will inflict a ‘Poison’ spell (reversed ‘Neutralise Poison’) upon any trespasser.

Upon the wall just before the head of the stairs from below is an oval mirror of silvered crystal, some 3' tall and 2' wide. It is framed with gold filigree that has been dusted with emerald chips. This is a dread Mirror of Life Trapping. It has 13 ‘cells’ and is as dangerous as it is beautiful.

01
Lord Vortimax of the Village of Dungaelen (9th level Noble Warrior).

02
Conall the Boar, Son of Lord Vortimax (1st level Noble Warrior).

03
Avanthus of Goibhniu (8th level Forest Wanderer Druid and Smith).

04
Sirine of the Daan River (Neutral Good, 7 HD).

05
Stone Giant Elder.

06
Treant (12 HD).

07
Giant Badger.

08
Hamadryad.

09
Raven of the Wild Elves (6th Wilderness Runner Ranger).

10
Cooshee (Elfin Dog).

11
Elfin Cat.

12
Empty.

13
Empty.

Aside from the ornate mirror, the only other things in the chamber are a pair of delicate folding wooden screens that conceal both the mirror and the stairs down from the various portals. Both of these screens are crafted from an eerily gleaming oiled bluish wood.

If any being climbs on to or alights upon the roof of the tower, a Composite Elemental - Tempest (12 HD, 72 HTK) is summoned and appears the next round. It attacks anyone within sight of the tower with great fury. Remaining for 36 rounds or until destroyed.

~ Tower Nine ~

Just off a dusty disused trade road, this tower is surrounded by the overgrown remains of an oriental garden. Here one may find towering pine trees and thick stands of bamboo. There are groves of persimmon, plum, willow, and maple. Amongst the trees are scatterings of chrysanthemum, peonie, climbing rose, camellia, magnolia, jasmine, sweet osmanthus, azalea, and lotus in weedy pools. Several partially collapsed pavilions can be found amid the spreading foliage. Closer to the road are several pieces of crumbling Buddhist statuary that are strangely reminiscent of Borobudur.

Deep within the gardens, a stand of gingko trees shades the tower. These ancient hardwoods are protected by a lingering enchantment. Each has the benefits of an ‘Invulnerability to Normal Weapons’ spell.

This peaceful place is home to several clans of Ashira. A Dog Hengeyokai (Red Akita Inu) hermit (3rd Sai Kensai) tends the ancient plantings of persimmon and plum. This stalwart fellow lives in a peasant minka, built by his own hand adjacent to the gingko grove. There are two old camphor trees in the gardens, one by the trade way and other by the plum grove, both are inhabited by Bisan. A female Bamboo Spirit Folk (3rd White Crane Monk) dwells within the gardens. A young and strikingly beautiful woman, she is the last of her clan. The rest having perished in combat with a Crow Tengu. Her bamboo grove is just within sight of the tower, off to the southeast.

There is a 1 in 12 chance per week that Padmasambhava of the Black Order, Takatora of O-Kuni-Nushi, and Takashi Sadato the Ronin pass along the long forgotten trade way. These three friends are seeking Celestial Fury. The dangerous and deadly katana of fallen daimyo Hoshi Katahiroi.

Four roughly hewn basalt statues flank the ground level entrance arch. Each depicts a sturdy horse. These seem to be unfinished gateway icons. What fate befell the carver is unknown. They are in fact enchanted Stone Horses (Courser). These were crafted by Jochi for use by the Lords of Waterdeep and their minions.

Within the ground floor chamber is a shrine to the Dragon Kings. The walls are thick with paper prayer strips. The white jade and polished ebony shrine features ornate gilt cravings of the Dragon Kings in a variety of rare woods, a small gong, and dozens of incense sticks.

A lacquered bamboo pedestal stands in the centre of the room. Upon this is a huge lit candle. This candle is enchanted and will burn forever. It cannot be extinguished by winds, but dousing in water will instantly dispel the enchantment.

The shrine is infrequently visited by passing travellers and those seeking rain. The Dragon Kings do not have a clergy as such, but can be petitioned for favours.

Due to permanent illusions the stairs are invisible and the ceiling appears to be the full height of the tower, some 60’ above. The windows at the top of the tower are ‘visible’ from within the shrine. These illusions have visual, auditory, olfactory and thermal elements.

The first floor features several unlit paper lanterns, a handful of straw seating mats, a low table of red lacquered teak, and an old biwa.

In addition, the entryway to the topmost level is guarded with a Glyph of Warding that will inflict a ‘Poison’ spell (reversed ‘Neutralise Poison’) upon any trespasser.

The topmost level is empty, save for an oriental temple bell that has been hung in the centre of the room. Also hanging from the ceiling is an ornately decorated log striker. The bell is formed from cast brass and echoes with a deep melancholy boom if sounded.

If any being climbs on to or alights upon the roof of the tower, a Neglected Ancestral Spirit is summoned and appears the next round. It is accompanied by three fiery Shinen-gaki (20 HTK Each). These foul undead attack anyone within sight of the tower with great fury. Remaining until all the intruders are slain or they themselves are destroyed. They will pursue fleeing intruders throughout the gardens.

Recently two adventurers have stumbled into the gardens. They came here through misadventure while exploring the towers. They have established a quiet camp and are thinking through their next move.

Belit Quenex of Keoland, Female Half Elf, F3/C3, Crusader, NG.

15 / 17 / 16 / 10 / 16 / 16 – Follower of Celestian.

Sandy Brown Hair (Page Boy Cut) and Intense Green Eyes.

Bracers of Defence AC 2, Spear +1, Long Sword of Dancing, Long Sword +2, Dagger +1, Quaal’s Feather Token (Key), Keogthom’s Ointment (1 Full Jar), Potion of Extra Healing, Healer’s Bag.

Fur Cloak (Black Bear Pelt), Brooch (Hematite Disk with 7 Inlaid Gold Stars), Black Quilted Linen Tunic with Embroidered Stars, Oiled Leather Belt, Soft Kid Skin Pouch with Wooden Toggle Fastening, Linen Breeches, Soft Leather Boots.

Gelmark Storm Weaver, Male Half Elf, F2/MU2, Spellarcher, NG

17 / 15 / 16 / 17 / 11 / 13 – Follower of Celestian.

Blond Hair (Shoulder-Length) and Blue Eyes

Bracers of Defence AC 2, Spear +1, Broad Sword +1, Footman’s Pick +1, Ring of Fire Resistance, Potion of Vitality, Potion of Invulnerability, Travelling Spell Book (Colour Spray, Dancing Lights, Friends, Magic Missile, Read Magic, Shield, Spook, Wall of Fog, Glitterdust, Web).

Fur Cloak (Winter Wolf Pelt), Bear Claw and Rawhide Necklace, Quilted Linen Tunic with Lynx Fur Trim, Oiled Leather Belt, Oilcloth Breeches, Soft Leather Boots with Wolverine Fur Trim.

~ Tower Ten ~

This tower is located on a lonely low island in warm tropical seas. It is part of a small chain of coral cays. The island is fringed with delightful beaches of sparkling white sand. Toward the centre of the island are graceful stands of coconut palms, just beyond the scattering of sea-grape, driftwood, and sun-dried wrack at the high tide mark.

As one approaches the tower, they will find some dozen old spears leaning against the wall by the entry arch. The ground level entrance archway is guarded with a Glyph of Warding that will be activated by any trespasser approaching within 5’ of the threshold. This glyph will cast ‘Sticks to Snakes’ upon the spears at the 7th level of priestly power. Some 8 - 11 spears with be affected. There is a 35% chance that each snake is a venomous cobra. The remainder are pythons.

The ground floor chamber is occupied by a mouldering keel boat, fully rigged. The boat is far to large to have come through either entryway.

Three dilapidated beer kegs partially block the stairs leading up. Each is filled with a dozen delicate blown glass ampoules filled with a pale green gas. If the kegs are moved or roughly handled the ampoules will shatter and flood the chamber with a cloud of Type I Poison.

On the first floor are eight Walking Dead (36 HTK Each) (Dragon Mag #138). They are garbed in tattered piratical finery. These undead are commanded by a JuJu Zombie (30 HTK). This zombie ‘captain’ is a sturdy and bearded fellow garbed in rotting piratical finery and armed with a Matchlock Arquebus. Once engaged in combat, these creatures will pursue opponents beyond this room. They will not stop until destroyed.

In addition, the entryway to the topmost level is guarded with a Glyph of Warding that will inflict a ‘Poison’ spell (reversed ‘Neutralise Poison’) upon any trespasser.

The upper most chamber is dusty and disused. The only thing of note is a classic Aladdin’s style lamp, crafted from delicate beaten silver. A thin stream of perfumed smoked, sandalwood in this case, continually rises from the spout. This is just an Eversmoking Bottle.

The lamp rests upon a small oaken box, roughly 12” long, 6” wide, and 6” deep. The box is completely devoid of inscription or decoration. If opened, it is untapped, a set of comprehensive local navigational charts will be found. Of cause, this box is actually a Folding Boat.

If any being climbs on to or alights upon the roof of the tower, an Aerial Servant (12 HD, 96 HTK) is summoned and appears the next round. It attacks anyone within sight of the tower with great fury. Remaining for 36 rounds or until destroyed.

~ Tower Eleven ~

This tower rides high on the cliffs with sweeping views of the sea. The tower is shrouded with flowering shrubs and tangled vines. The ground floor chamber is the lair of a twelve-headed hydra. This enchanted beast requires magical weapons to harm it.

Draped upon the stairs leading up to the first floor is a fine giant ram fleece, shimmering with golden highlights. The fleece is laden with Dust of Dryness and Dust of Sneezing and Choking, concealed amidst some powder fine gold dust (20 gps).

On the first floor are fifteen Skleros (7 HTK Each) (Dragon Mag #138), each armed with rounded shield and xiphos. These undead are commanded by a Gem Eyes (25 HTK) with Pearls (Dragon Mag #138). They attack intrudes with gusto and will pursue them until destroyed.

The xiphos is a double-edged, single-hand iron sword used by the ancient Greeks. The blade is some 26” long. The xiphos is good for both cutting and stabbing attacks due to its leaf-shaped blade.

There is a small bronze chest right up against one of the walls here. It is under a Fire Trap (Jadhka: 1d4+18 damage). Within is a carved ivory coffer, guarded with a Glyph of Warding (Poison) (Kandriasin of the Pomarj). Opening the locked coffer reveals a shimmering blue potion in a glassteel vial (Elixir of Madness), an ornate gilt tome (Vacuous Grimoire), a carved hematite ring (Halves Dexterity and Wisdom, Grants 19 Strength), a polished mithril and radiant azure blue sapphire beetle cloak pin (Scarab of Death) and The Cutlass (Sword of Cursed Berserking +2, Intelligence 12 {Semi-Empathy}, Ego 9, Neutral {Chaotic Evil}, Flying {Move 18, Manuvarability B, 1 Hour/Day}, Defeat Wizards via Disintegrate).

In addition, the entryway to the topmost level is guarded with a Glyph of Warding that will inflict a ‘Poison’ spell (reversed ‘Neutralise Poison’) upon any trespasser.

The topmost floor is currently empty. Although someone has scrawled on one wall with a piece of charcoal in Quenya – ‘Immurk is dead! Long Live Immurk!’.

If any being climbs on to or alights upon the roof of the tower, a Wind Walker (6+3 HD, 39 HTK) is summoned and appears the next round. It attacks anyone within sight of the tower with great fury. Remaining for 36 rounds or until destroyed.

~ Tower Twelve ~

This tower rests in the depths of an alpine valley, surrounded by dark coniferous forest. Pine, spruce and birch predominate. There is a rich understory of mosses and ferns with a profusion of lichens. Juniper shrubs grow up against the tower walls, reaching a height of some 8’.

All three chambers within the tower are filled with a permanent ‘Wall of Gloom’. They are thus flooded with ominous shadow. Sight is not obscured completely, but objects and creatures within are just dim shadows that can barely be seen. Missile fire is difficult and the whole shadowy area is fearful.

The ground floor chamber is dusty and disused. Cobwebs shroud the ceiling. A scattering of dead windblown leaves and pine needles rest upon the cool stone floor.

A delicate and almost invisible filament has been placed across the entryway. If broken, a trap is activated and three poisoned darts (THACO 13) are fired down from the ceiling and into anyone standing in the archway. Each dart inflicts 1d3 points of damage and exposes the victim to Type D Poison.

Strewn across the lowest step of the stairs leading up are a dozen delicate blown glass ampoules filled with a pale green gas. They have been rendered invisible with a permanent illusion. If stepped upon they will shatter and flood the chamber with a cloud of Type I Poison.

On the first floor are five Swordwraiths (56 HTK Each) and one Soul Beckoner (Initially 20 HTK). These are allies of the Lords of Waterdeep. One of the Swordwraiths has a Wand of Ice Storms (96 Charges). It is a gift from Rakshasa Rajah Rajnagar. The walls here are covered with maps of the local area and a large desk dominates the room.

On the desk, amidst the various rolls of honour, trail maps and sea charts can be found a sketch of a piratical group surrounding a treasure chest literally overflowing with gems and jewellery. The two most prominent pirates are a small and wiry fellow of swarthy unshaven aspect and a portly gent in tricorn hat and buff coat.

In addition, the entryway to the topmost level is guarded with a Glyph of Warding that will inflict a ‘Poison’ spell (reversed ‘Neutralise Poison’) upon any trespasser.

The topmost chamber is empty, save for two huge construction tools. Here one can find a Mattock of the Titans and a Maul of the Titans. These tools were once owned by Gador, a renegade firbolg giant.

If any being climbs on to or alights upon the roof of the tower, a Nimbus (8 HD, 50 HTK) is summoned and appears the next round. It attacks anyone within sight of the tower with great fury. Remaining for 36 rounds or until destroyed.

~ Random Tower Encounters ~

Kandriasin of the Pomarj has been tasked with providing patrols for the towers. He has undertaken this with the flavour of a macabre joke. First off he bound a moderately powerful undead to the towers as major domo of the guards. He then created hordes of skeletal bats, several fake mummies, and a handful of dust skeletons (Dragon Mag #234). They constantly patrol the towers, endlessly passing from one tower to another via the portals. They attack all they encounter save for the Lords of Waterdeep and their minions.

The fake mummies are actually zombies crafted using Embalm and Animate Dead. They are then tightly bound with linen tomb wrappings. These bindings are redolent with medicinal herbs. Beneath their wrappings these undead have been impregnated with pungent oil tars. Under the wrappings, at the throat, is a tiny cotton pouch that holds several dried alder flowers. There is a 75% chance that any mummy has its hands coated with a dose of Type L poison. These creatures are cheap, coasting only a few gold coins, and that’s for the embellishments. Condemned criminals provide the required cadavers for free.

· 1 in 6 Chance a Turn of 3-12 Skeletal Bats & 1-3 Mummies.

· 1 in 6 Chance an Hour of 3-12 Skeletal Bats & 1-3 Dust Skeletons.

· 1 in 6 Chance a Day of Kira (Militant Mage, Invoker.6th, Penanggalan).
· 1 in 6 Chance a Fortnight of Jadhka with Various Lords of Waterdeep.

· 1 in 6 Chance a Fortnight of Jochi with Various Lords of Waterdeep.

· 1 in 6 Chance a Month of The Smilodon Cat (From Module EX1).

~ Baron Gruda ~

Baron Gruda was the special envoy of a Southern King. He spent his life crushing rebellions, slaying pirates, and fostering trade. In combat with swashbuckling sea dogs, he fell from the rigging at the height of a duel and landed upon a deck bombard. His chest was grievously sundered, ribs broken, lungs punctured, and heart burst.

Jadhka and Jochi stole the body from its rough grave one moonless night and spirited it away. They replaced the heart with an enchanted clockwork wonder of precious metals and rare jewels. They knitted the broken bones back together with magic and reinforced them with jade dragon sinews. They replaced the lungs with those taken from a flesh golem. They then enhanced the few pints of desiccated blood remaining with the ichor from a pit fiend. Restored to life, Baron Gruda now acts as an agent provocateur for Waterdeep.

Note: Baron Gruda’s Southern King is a vassal of Waterdeep these days.

Baron Gruda seeks challenges. He has a will of iron and a dark sense of humour. He’s a devilish and arrogant rogue with the lithe and muscular build of a fencer. A comely yet swarthy fellow with a light beard and dark brown hair, cut short and stylish. His eyes are a deep grey, gleeful and yet observant. Baron Gruda is a witty, sardonic, and charming scoundrel.

He likes to dress in soft leather buff coats when expecting action. On more social occasions he favours long velvet jackets of sea green or sky blue chased with gold. Ruffled black silk shirts, tight-legged white breeches, hose, and square-toed black leather shoes. He always has some style of hat with him.

Baron Gruda is immune to all gases and toxins. He can hold his breath for over an hour without ill effect. He takes half or no damage from magical cold and fire, depending upon his saving throw. He is cool and comfortable anywhere from the arctic to the high desert. Natural temperature extremes do him no harm. Healing and Necromantic magics, whether priest or wizard, whether baneful or helpful, have no effect upon Baron Gruda. The most baleful illnesses and diseases do not affect him, although he can act as a carrier. Baron Gruda regenerates 1 HTK per round. He takes half damage from all slashing and piercing attacks.

Baron Gruda's father was a traditionalist and had his son trained as a noble warrior. Once of an age to do as he liked, and with an eye towards the changing times, Baron Gruda abandoned his warrior ways and studied magic for time. After several adventures, he became disillusion with this path too. He came to see that in people lay the real power and for the man able to manipulate people and play the great game of subterfuge would come both excitement and privilege. So he took up the way of the rogue.
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Lawful Evil.

Special Abilities: Move 12; Dual-Class Human (Fighter – Noble Warrior, Invoker Mage - Patrician, Thief - Investigator), Station 16, Nobleman, Bound by the Restrictions of Honour, Reaction Bonus within Own Culture (+3), Reaction Modifier from Foreign Nobles (+2), Right of Shelter, Can Administer Low Justice Upon Commoners, Oath of Loyalty, Lives Well and Demands the Best, Saves at +1 Against Invocation Spells, Foes Save at –1 Against Baron Gruda’s Invocation Spells, Backstab (+4 To Hit, Foes Cannot Use Shield or Dexterity Bonuses, Damage at x5), Thieves' Cant, Use Scrolls, Followers - Gang of Scoundrels and Scallywags.

Pick Pockets: 50%, Open Locks: 95%, Work Traps: 95%, Move Silently: 95%, Hide in Shadows: 95%, Detect Noise: 95%, Climb Walls: 95%, Read Languages: 95%.

Wild Talent Psionics: Nil.

Spells: 1st – Copy, Dictation, Magic Missile, Spook, Wall of Fog. 2nd - Drawmij’s Swift Mount, Nystul’s Blazing Beam, Web. 3rd - Lance of Disruption, Lightning Bolt.

Saves: Paralysation, Poison, Death Magic 10; Rod, Staff, Wand 08; Petrification, Polymorph 09; Breath Weapon 13; Spell 09.

Experience: 1,372,000 (Thief / Investigator) (+10% X.P. Bonus).

Long Blades (2) Long Sword (1), Horseman's Flail (1), Jousting Lance (1), Artistic Ability (Painting) (1) 15, Blind-Fighting (2), Dancing (1) 18, Etiquette (0) 16, Gaming (1) 15, Heraldry (0) 18, Riding (Airborne - Griffon) (2) 13, Riding (Land-Based - Horse) (0) 19, Seamanship (1) 19, Singing (1) 15, Swimming (1) 15, Modern Language (Waterdhavian Thorass) (0) 17, Read and Write (Waterdhavian Thorass) (0) 18, Modern Language (Midani) (0) 17, Read and Write (Midani) (0) 18.

Dagger (1), Genie Lore (1) 17, Herbalism (2) 15, Religion (1) 15, Spellcraft (1) 15.

Single-Weapon Style (2), Broad Sword (1), Dart (1), Hand Crossbow (1), Short Bow (1), Alertness (1) 16, Appraising (1) 17, Fast Talking (1) 15, Forgery (1), 17, Information Gathering (0) 17, Intimidation (1) 15 or 15, Local History (Waterdeep) (1) 15, Musical Instrument (Lute) (1) 17, Observation (0) 17.

Sword:
+5 Hit & +5 Damage, 1/1, 2-8 Damage, Speed 0, THAC0 13.

Dart:
+5 Hit & +3 Damage, 3/1, 1-6 Damage, Speed 0, THAC0 13.

Defender Broad Sword +5 with Basket Hilt, 9 Darts of Homing +3, Rope of Entanglement, Dagger +1 / +2 Against Tiny or Small Creatures, Cyclocone, Ring of Free Action, Ring of Invisibility with Silence, Gloves of Thievery, Gem of Brightness (See Below), Dust of Tracelessness (17 Pinches), Polished Gorgon Horn Holder, Bucknard's Everfull Purse - Type III.

Baron Gruda wears an ornate belt crafted from oiled aurumvorax hide. It has been designed to hold 9 darts, giving them the appearance of decorative miniature steel javelins. The electrum buckle forms a jade dragon with the eye being a Gem of Brightness (31 Charges).

Heward's Handy Haversack, Quality Spell Components (Side Pockets), Crystal Ball with Clairaudience (Giant Black Pearl), Plate Mail +2, Medium Jousting Shield +3, Jardak (‘The Hunter’).

Jardak is an orc long sword forged by Gadkez, a long forgotten witch doctor of the Cloven Mountains. Baron Gruda assumes, from the name, that in his time Gadkez was infamous for slaying dwarfs and drinking their blood. Mayhap Gadkez even roasted and ate ‘em.

Jardak means The Hunter in the dominant dialect of the orcish language. It is a sturdy long sword of dark iron, just under four foot in length. The sword has a rather bland personality, it was crafted as a tool not a companion. It is somewhat brusque when speaking with dwarfs and elfs.

· Long Sword +2

· Intelligence 15

· Ego 13

· Lawful Neutral

· Speaks Old Thorass, Quenya, Khuzdul, Orcish, Goblinese

· Detect Shifting Rooms & Walls in a 10’ Radius

· Detect Traps of Large Size in a 10’ Radius

· Detect Secret Doors in a 5’ Radius

· Detect Invisible Objects in a 10’ Radius

· Teleportation — 1 Time/Day, 600 Pounds Maximum, Casting Time 2

~ Gang of Scoundrels and Scallywags ~

Valeria – Lady of the Moonless Night

Half-Elf (Moon), 3rd/4th Fighter/Thief – Shadowblade, 39 HTK.

17/17/18/15/12/17, Lawful Evil.

Height: 5’3”. Very pale complexion, white hair with a tinge of blue, deep blue eyes, finely chiselled features, slightly almond shape eyes, lithe and athletic. Wears her hair short and dyed red with henna.

Exceptional Quality Paired Long Swords (Chased with Red Gold and Ruby Pommel Caps), Long Bow (Crafted for 17 Strength), 12 Flight Arrows, Hip Quiver, Vial of Deathwine (Toxins of Cerilon - Dragon Mag #59).

Lockpicks (Ring), Vial of Weaponblack, Silken Rope (50'), Light Cord (50'), Arrows (Wood Biter, Stone Biter, Minor Grapple, Major Grapple), Wax Pad.

Medium Hardened Leather Shield, Leather Helm, Leather Armour, Kid Leather Waistcoat, Fitted White Silk Shirt, Blood Red Silk Sash, Black Silk Pants, Kid Leather Bucket-Topped Boots of Balance.

Amikin of the Dales

Capuchin Monkey (Reincarnated Human), 8th Thief - Vagabond, 36 HTK.

06/19/15/16/11/15, Neutral.

Height: 1’7”. Darkly Furred Limbs and Lightly Furred Chest and Face.

Special: Sharp Colour Vision, Prehensile Tail, Natural AC 8.

Red Fez with Golden Edging and Tassel, Green and Gold Silk Brocade Waistcoat, Woven Greenish Cooshee Fur Belt - Pixie Belt (As Per ‘Ring of Faerie’).

Once, Amikin was a slim, quiet, soft-voiced man of middle years. An urbane thief who specialised in jewellery robberies. He was given to sampling fine wines and enjoying the company of women as often as his finances would allow.

Then a burglary went wrong in the City of Mulmaster and he was captured by Milauteera Argauthiir. She tortured him to death over the course of a month. Amikin’s shattered body was eventually recovered by Azimer, who owed Amikin a small favour. Azimer paid his debt by reincarnating Amikin and teleporting him to Waterdeep.

These days, Amikin makes his way in the world as a monkey thief. He tends to act as support to other thieves, and rarely undertakes thefts on his own account. Amikin has found that he attracts less attention when in the company of pirates, buccaneers, and the like. To this end, he has allied himself with Baron Gruda.

Amikin still enjoys sampling fine wines and he has taken to indulging in exotic scented baths. He makes a point of never stealing from friends or companions, to avoid distasteful conflicts and ruined relationships, for he values his friends.

Torquil of the Neverwinter Crags

Rock Gnome, 5th Thief – Mouseburglar, 25 HTK.

07/18/15/16/07/13, Neutral (Slight Lawful Tendencies).

Height: 3’6”. Woody brown hide with pale grey hair and soft sea green eyes. Neatly brushed and trimmed chin beard. Large and aquiline nose.

Short Sword, Knife, Short Bow, 12 Flight Arrows, Hip Quiver.

Leather Pack, Lockpicks (Cloth Roll), Oil and Funnel, Prybar, Whipsaw, Cutters, Vial of Weaponblack, Waxed Cord with Two Hooks and Six Thin Steel Spikes, Silken Rope (50'), Light Cord (50'), Arrows (Wood Biter, Stone Biter, Minor Grapple), Iron Grapnel with 2’ Shank and End-Ring, Vial of Aniseed, Vial of Catstink, Packet of Marbles, Wax Pad, Two Small Black Velvet Bags, Black Leather Gloves and Mask.

Black Velvet Cloak of Arachnidia, Gold Cloak Pin (Crescent Moon), Ornate Green and Gold Tabard of the Mystics (Symbol of Stunning), Tunic of Watered Silk, Kid Leather Belt with Gold Sunburst Buckle, Breeches of Watered Silk, Kid Leather Boots of Striding and Springing.

Ranulf the Wanderer

Hairfoot Hobbit, 3rd/6th Fighter/Thief – Cartographer, 37 HTK.

15/18/15/13/08/13, Lawful Neutral.

Height: 3’6”. Ruddy complexion with sandy brown hair and hazel eyes.

Short Sword of Backstabbing, Knife, Sling, 12 Bullets, Leather Pouch.

Soft Leather Satchel with Shoulder Strap and Drawstrings, Briar Pipe with Pouch of Tobacco, Tinder Box with Flint & Steel, 5 Leather Scroll Cases, 4 Sheets of Paper, 10 Sheets of Papyrus, 8 Sheets of Parchment, Vial of Writing Ink, 6 Quills, Lockpicks (Ring), Oil and Funnel, Limewood Strips, Vial of Weaponblack, Glass Cutter, Keymaking Set, Wax Pad (3).

Oriental Fur Hat (Kozakuran River Otter), Red Fox Fur Cloak from Waterdeep, Gold Cloak Pin (Coiled Dragon), Happi (Indigo Cotton Coat with Dragon King Symbol), Oriental Fur Vest (Kozakuran River Otter), Embroidered Linen Shirt (Al-Qadim Style), Gloves of Evasion, Yellow Oriental Obi, Woollen Trousers (Oriental Style).

Balim Ironshield

Hill Dwarf, 6th Thief – Diplomat, 36 HTK.

10/17/18/12/10/15 (16), Lawful Neutral.

Height: 4’. Dark brown hide with deepest chestnut hair and bright hazel eyes. Flowing beard and long moustache. Close cropped head hair.

Silvered Broad Sword, Ornate Tooled Leather Hip Scabbard, Dagger of Sounding, Ornate Tooled Leather Hip Sheath, Two Climbing Daggers in Wrist Sheaths, Two Climbing Daggers in Calf Sheaths.

Leather Pack, Clay Pipe with Pouch of Tobacco, Tinder Box with Flint & Steel, 6 Tapers, Whetstone, Wooden Mallet, 3 Iron Chisels with Canvas Satchel, 12 Iron Spikes, 3 Iron Wedges, 12’ Length of Iron Chain, 3’ Iron Bar, Knotted Measuring String (35’), 3 Pieces of Chalk, Lockpicks (Leather Roll), Vial of Weaponblack, Silken Rope (50'), Housebreaker's Harness, Wax Pad.

Iron Cap Helm, Mail Coif, Deep Blue Woollen Cloak, Gold Cloak Pin (Clanggedin Silverbeard Symbol), Leather Jack, Quilted Linen Tunic, Electrum and Topaz Ring (500 gps), Gold and Fire Agate Ring (250 gps), Deep Blue Linen Sash, Hardened Leather Girdle, Blue and Yellow Striped Linen Pants from Waterdeep, Soft Leather Boots from Waterdeep.

Thori Ironshield

Hill Dwarf, 3rd/4th Fighter/Thief – Wayfinder, 36 HTK.

16/17/16/12/08/09 (10), Lawful Neutral.

Height: 4’2”. Light brown hide with dark brown hair and bright bay brown eyes. Stocky and smoothly muscled. Beard braided into tight ringlets.

Battle Axe, War Hammer, Throwing Axe, Dagger of Resource (3 Studs), Scabbard of Poison (Type D), Light Crossbow, 8 Bolts and Hip Quiver.

Leather Pack, Clay Pipe with Pouch of Tobacco, Tinder Box with Flint & Steel, 6 Tapers, Whetstone, Wooden Mallet, 3 Iron Chisels with Canvas Satchel, 12 Iron Spikes, 3 Iron Wedges, 12’ Length of Iron Chain, 3’ Iron Bar, Knotted Measuring String (35’), 3 Pieces of Chalk, Potion of Master Thievery, Lockpicks (Leather Roll), Oil and Funnel, Vial of Black Dragon Acid, Lock Chisel and Small Iron Hammer, Wire Cutters, Metal File, Hacksaw Blade, Crowbar, Vial of Weaponblack, Silken Rope (50'), Wax Pad.

Medium Hardened Leather Shield, Leather Helm, Cave Bear Fur Cloak, Gold Cloak Pin (Clanggedin Silverbeard Symbol), Studded Leather Armour (High-Quality Gnome Armour), Quilted Linen Tunic, Deep Blue Linen Sash, Hardened Leather Girdle, Kid Leather Breeches, Soft Leather Boots from Waterdeep.

Maħmūd Al-Nisr

Jann Sheikh, 8 Hit Dice, 3rd Bard – Blade, 55 HTK.

Strength 19 & Intelligence 18. Neutral (Slight Lawful Tendencies).

Pearl Encrusted Chain Mail (AC 2), Glittering Scimitar of Dancing (2d8/4d4), Buckle Knife +5, 8 Darts of Homing, Composite Long Bow, 8 Flight Arrows, Leather Hip-Quiver, Ring of Shooting Stars, Deep Red Silk Bandana, Black Silk Brocade Waistcoat, Deep Red Silk Shirt, Black Silk Sash, Red Silk Pants, Black Kid Leather Boots.

At a towering 6’2”, Maroof is a rugged and muscular fellow. He’s as tough as whipcord and his black hide is sturdy as oiled leather. His black hair and moustache are close cropped with military precision. Dark sharp eyes, strong teeth and a laugh that lights up his face completes the picture. Maroof always wears a neck cord tied to a large hyena fang. He speaks over a dozen languages with a light musical inflection and has a certain flare for cursing.

Hound's Tooth Dagger - Designed By Stuart Marshall

This dagger, formed of a huge sharpened dog's tooth set with a carved bone handle, appears to be a magical +1 weapon, and normally functions as such. However, on a natural “to hit” roll of 20, it will magically conjure a dog (cf. Dragon Magazine #103: Dogs) which will also begin to attack the target which is struck. The dog is a Large Runner (AC: 7, Move: 18, HD: 2, 18 HTK, Att#: 1, D: 2-5) and can be attacked as normal, and it will disappear in any case when its target is dead. It never needs to check morale and cannot be commanded to do anything other than attack the creature it has been conjured to fight.

The hounds thereby summoned resemble the animals which form a part of the Wild Hunt (cf. Deities & Demigods). Black-furred, their eyes glow a spectral green, and they bring with them a preternatural chill in which their breath steams like jets of fog. It is not possible for more than three dogs at a time to be summoned by the Hound's Tooth Dagger.

Guardian Naga Scale Mail +2 of Cyrion

This beautiful armour is formed from delightful green-gold scales with silvery shoulder spines. Crafted and enchanted by Azimer, it was gifted to Cyrion during the Fang Dragon Wars. It permanently provides ‘Swim’ and ‘Water Protection’, as per the Oriental Wu Jen spells.

Belt of the Veteran

This rugged belt is crafted from a thick dire wolf pelt, strengthen with white dragon hide. The buckle is a simple toggle carved from mammoth ivory. It’s origins are lost in the mists of time, but rumours place it in the Hold of Stonefist over two centuries ago. During that time it was worn by Gruftyr the Bloody, a huntsman follower of Llerg.

It only functions for single classed warriors. When worn by such an individual, it adds 1 HTK Per Level. The wearer is protected from cold as if employing a ‘Ring of Warmth’. They can speak and understand the languages of intelligent arctic creatures as if using a ‘Tongues’ spell. They are considered to have 18 Charisma with regard to such creatures, including frost giants, ice trolls, quaggoths, and winter bugbears.

The wearer also gains the following non-weapon proficiencies:

Local History (Llerg)
@ Charisma

Modern Language (Fruz)
@ Intelligence

Reading/Writing (Fruz)
@ Intelligence +1

The Cold Tongue, also known as Fruz, is heavily rooted in Suloise with some influence by Flan. It is the language of the Frost Barbarians, Ice Barbarians, and Snow Barbarians. It is unrelated to Common. Speakers of Suloise find it difficult to understand, while speakers of Lendorian find it indecipherable. 

