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FOREWORD

Why Cormyr?

My first foray into the Forgotten Realms, back in the mid-90s, was the city of Suzail. It was also my first
game of Dungeons and Dragons that featured neither dungeons nor dragons. Instead, it was a game of
intrigue and spy craft. There were overreaching nobles, and secret plots, and then there was my character:
a grumpy farmer come to court to petition for the rights to clear an acre of forest to make room for farm-
land.

For a new DM or player, Cormyr can be daunting, and playing as a farmer unfamiliar at court gave me an
excuse for not knowing as much as the rest of the group. Catching up took a lot of work and a lot of read-
ing. And so this is the book | wish I'd had. The research for this book took me through six novels, a bunch of
sourcebooks (from four different editions), nine volumes of the Candlekeep Compendium, and a score of
adventures, from multi-part campaigns to one-shot RPGA and AL adventures. | even plumbed the darkest
depths of Ed Greenwood’s Twitter feed and the Candlekeep forums. There was a lot to dig through, but |
did it so that you don’t have to.

The information presented is as accurate as | could make it. Much of the realm has yet to be covered in
recent editions, and information from older editions may no longer be entirely reliable: over one hundred
years have passed in Cormyr since the days of 3.5 after all. But I've done the best | can and filled in gaps
where it seemed appropriate. So while the history, maps, taverns, locations, and background information is
as accurate as | believe to be humanly possible, some of the minor characters are of my own creation. Feel
free to use them or replace them with characters of your own. Change what needs to be changed for your
table. The lore presented here is not intended to be rigid or inflexible.

And even if you don’t find yourself in the Forest Kingdom, I've tried to include a little something for ev-
eryone: expanded rules for tense negotiations or royal audiences, updated overland travel rules, guidelines
for creating your own noble house, and a way to use factions in the background of your game to help make
the setting a bit more dynamic. There are also a bunch of character archetypes, creatures, and magic items
suitable for any campaign.

And in the end my fondest wish is that you all enjoy the Land of the Purple Dragon as much as fifteen year
old me did, all those many years ago.

- Matthew Lee Myers

DUNGEONS & DRAGONS, D&D, Wizards of the Coast, Forgotten Realms, Ravenloft, the dragon ampersand, and all other Wizards of the Coast
product names, and their respective logos are trademarks of Wizards of the Coast in the USA and other countries.

Some artwork © 2015 Dean Spencer, used with permission. All rights reserved.

All other original material in this work is ©2017 by Matthew Lee Myers and published under the Community Content Agreement for Dungeon
Masters Guild.









REALMSPEAK: TALK LIKE A CORMYREAN

While overuse of fantasy dialect can become clumsy or difficult to understand, peppering in a few words or

phrases can bring a certain flavor to your adventuring that makes the campaign feel more “rea
expletives are rarely uttered in Common, though they are more popular using Draconic terms. The following are

|II

. In Cormyr,

some common words and phrases in Cormyr that you might consider using:

Word or Phrase

Meaning

Alleyblades
Anyhail
The Art
Bells

Breath

Brightbird

Brightcoin

Brightstar
Cask-smashing, Casking
Coinlass, Coinlad
Darburl

Deepnight

Evenfeast

Eventide

Fancyman, Fancylady

Godswake

Gulletfire

Hardjaw

Highborn (Highnose)
Highsun
Highsunfeast

Hrast

Long Song

Mornfeast
Naeth

The Power
Rivvim
Sharpjaws
Stlarning
Swirlcloaks

Lowlife, opportunistic thieves and robbers
Anyhow, anyway
Arcane magic, particularly as practiced by wizards

Used to tell time, the equivalent of an hour, counting from highsun and mid-
night: “Meet me two bells past highsun in the market”

A second or a moment: “Give me a breath or two to recover.”
The person you are courting, lover

Social risers, more polite than the derogatory ‘newcoin’
Great, exciting

Vandalism (whether they are actually smashing casks or not)
An escort

Angry, frustrated

Used interchangeably with midnight

Dinner

Evening

Disapproving pejorative for a suitor. If the speaker is older than the suitor it
becomes “Fancylad” or “Fancylass”

Early morning, the hours before sunrise

Strong, cheap alcohol

Chatty barfly

Noble, “Highnose” is an intentionally derogative derivative
Noon

Lunch

A non-deity specific ‘damn’

Used by halflings and bards to refer to an amount of time up to 3 minutes or
so

Breakfast

Dung, often used as an expletive (along with the stronger version ‘Naed’)
Divine magic, particularly as practiced by clerics

Lusty, amorous

Young tough-guys whose bark is worse than their bite

A mild expletive: “This whole plan is a stlarning mess!”

Those who copy noble styles, without being nobles themselves. Typically refers

to wealthy merchants.
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or much of its early history, Cormyr was

limited to the city-state of Suzail and

the surrounding farmlands and fortified

outposts. Since then it has expanded

to include all of the territory from the

Stormhorn Mountains in the west to the
Thunder Peaks in the east, a distance of over 400
miles. The combination of stability brought by the
rule of the Obarskyr House, rich farmland, and loyal
military has made Cormyr one of the most powerful
political entities in the Heartlands.

BEFORE THE FOREST
KINGDOM

Long ago, the forests in present day Cormyr were
the domain of dragons. The greatest of these was
Thauglorimorgorus, also known as the Black Doom
and the King of the Forest Country. Many other
dragons and wyverns made their lairs in the Storm-
horns and along the shores of the Dragonmere, but
all paid tribute to the Black Doom for the privilege
of doing so. Notable among the followers of Thau-
glor were the blue dragon Gloriankithsanus and
the red dragon Mistinarperadnacles, who served as
faithful lieutenants and kept order in his realm.

Though elves would occasionally attempt to settle
the forests, these lands were largely uncontested
until-205 DR when Thauglor encountered the elven
warrior-mage lllphar Nelnueve. A short while af-
ter their initial confrontation, the two would meet
to parley and settle the competing claims of the
dragons and elves of the area. Unexpectedly, IlI-
phar challenged Thauglor to a type of ritual combat
known as a Feint of Honor, typically used by dragons
to settle disputes. Illphar’s victory would come to
be known as the Passing of Power, and allowed the
elves to claim the forests while leaving the marshes
and mountains to the dragons.

These forests became a part of the elven kingdom
of Cormanthor, and numerous elven settlements
were built in the subsequent centuries. Over the
years, refugees from ancient Netheril and Impultur

J
CORMYR: FOUR FAST FACTS

Stability. Cormyr is one of the most stable nations
in Faer(n, with a ruling family dating back centuries.
Rebellions and invasions have happened, but none
have managed to topple the Obarskyr monarchs.
Law and Order. Cormyr is a nation of law, enforced
by the Purple Dragons and War Wizards. Both are
extremely powerful and rule through a delicate
balance of respect and fear. While punishments can
occasionally be harsh, by and large they are consid-
ered to be just. The fear of mind reading by a War
Wizard is used as a deterrent and is often enough
to ensure prospective lawbreakers look to ply their
trade elsewhere.

Fish and Farms. The geography of Cormyr is one

of its principal strengths and ensures that food,
both that which is grown on Cormyr’s many farms
and that which is caught from the large lakes and
seas, is plentiful. This is a major factor in the peace
and prosperity of the nation: a well-fed populous

is a content populous and a well supplied army is a
victorious army.

Nobility. The feudal system of Cormyr has created a
complex system of alliances, favor seeking, and back-
stabbing. Because all nobility derive their authority
at the pleasure of the crown, it is rare that a noble
directly opposes the monarch. On occasion, howev-
er, over ambitious plots turn treasonous. These plots
are typically unsuccessful, but assassinations among
the royal family have occurred.

N

L

would also pass through the forests. Most of these
settlers were content to simply live amongst the
elves, but a few would go on to establish settle-
ments of their own.

THE FOUNDING OF
SUZARAS CITY

Ondeth Obarskyr came from Impultur seeking a
new life in 6 DR, and named his small settlement
on a sheltered harbor of the Dragonmere after his
wife, Suzara. At first, Suzara’s City consisted of only



Ondeth, his wife, and his two sons, Rhiiman and
Faerithann. More would come to settle the region
shortly after, owing largely to the deep safe harbor
of the fledgling city. Within months of building their
home, Ondeth met Baerauble Ethar, a Netherese
wizard who lived amongst the elves in the Forest
Country. Baerauble introduced Ondeth to the elves
of the Forest Country and over the years would

\$
THE LOST KINGDOMS

Several other small kingdoms existed in the time of
before Suzail’s founding, including the civilizations

in what is now the Farsea and the Tunlands. Judg-
ing by their ruins and the few artifacts which have
been unearthed, these were cities with a powerful
understanding of magic. They lived in towers made
of glass stronger than steel, though most of their
cities have long since sunken into the swamps. Histo-
rians know little else about these civilizations. Some
believe them to be a part of ancient Netheril, while
others believe them to be remnants of the even old-
er Batrachi empire. Most agree, however, that the
two city-states obliterated one another with power-
ful, fell magics, the results of which linger on today
in the form of a strange pestilence which befalls any
who venture into the ruins.

s

befriend Ondeth’s son Faerithann.

Suzara left the city in 12 DR, taking Rhiiman with
her and dissolving her marriage to Ondeth. After
a time, Ondeth began seeing one of the settlers in
his growing city, Minda Bleth. In 16 DR, most of the
Bleth family was slaughtered by an elven attack on
their small homestead at the forest’s edge. A series
of counterattacks led the humans of Suzara city to
the brink of war against the elves. With war seem-
ing to be inevitable, the wisest elves saw that they
could neither stop nor defeat the human intruders
and instead sought to make peace with them. Judg-
ing Ondeth to be the most influential of the settlers
and in penance for the deaths of his new wife’s fam-
ily, Baerauble offered the position of king of Cormyr

to Ondeth on behalf of the elves of Cormanthor.

Ondeth refused to take a “crown born out of a mas-
sacre”, though he did make peace with the elves. He
died at age sixty, and his son would take the crown a
day later, founding the kingdom of Cormyr in 26 DR.

THE FIRST KING

After the death of his father, Faerithann was
crowned king of Cormyr and Baerauble was ap-
pointed as his advisor and Royal Magician. During
his reign, he oversaw the construction of the city
walls and Faerithann Keep, which would remain the
historical seat of power throughout the history of
Cormyr.

During Faerithann’s time as king, the kingdom
expanded to include much of the surrounding lands
and most of the other human settlements along the
banks of the Dragonmere came under the influence
of Cormyr. Watch forts were built along the fron-
tiers, along the trails that led through the Thunder
Peaks and Storm Horns.

EARLY HISTORY

After Faerithann’s reign, Baerauble continued as
the royal advisor and led an unparalleled expansion
which saw the Forest Kingdom grow prosperous
and strong. Much of the forest was cleared to make
room for farmland, though the large stretch of
forest known as the King’s Forest was preserved and
left for royal hunting parties. There were several re-
bellions in Cormyr’s early history, particularly among
the nobility of Marsember and Arabel, but these
were quickly quashed.

Amongst the most tumultuous times in the histo-
ry of Cormyr was the reign of king Duar Obarskyr,
52nd monarch of the kingdom. A mere 4 years into
his long reign, Duar set off to defeat an army of
orcs who had invaded the King’s Forest. While his
campaign was a success, his father-in-law used the
opportunity to sell the city of Suzail to the pirate
king Magrath the Minotaur. A price was placed on
the king’s head, and for a time he operated as an




outlaw in his own kingdom. It would take Duar three
years to retake the city and kill Magrath.

THE PURPLE DRAGON

In 1018 DR, the purple dragon Thauglor awoke
from his long slumber and descended upon Suzail,
demolishing nearly a quarter of Castle Obarskyr. He
retreated to the King’s Forest before he could be
engaged by the city guard, but was engaged by the
High Wizard Thanderahast and his pupil, Jorunhast,
in the skies high above the King’s Forest. Thandera-
hast was burned badly by the dragon’s acidic breath
and forced into hiding. Jorunhast strategically
retreated, luring Thauglor back towards the waiting
army of Azoun Il. Rows of archers targeted the aging
dragon’s wings, bringing him crashing to the forest
floor, where Azoun drove the magical blade Orbyn
through the dragon’s eye and into his brain.

AZOUN [V

Cormyr reached its zenith under the rule of King
Azoun IV, who was crowned in 1336 DR. It grew to
near its current borders, adding the lands in the
westernmost marches, and gained power as a hub
for commerce in the region. It was during this time
that a lasting alliance was forged with the Dales. De-
spite a few border skirmishes with neighboring Sem-
bia, the reign of Azoun IV saw an unrivaled period of
peace and prosperity.

This peace was broken when, near the end of his
reign, the kingdom was invaded by an army of gob-
lins and orcs led by the Devil Dragon, Nalavarautha-
toryl the Red. Many of the northern cities, including
Arabel, were sacked and many noble families aban-
doned the crown in their time of need, some com-
mitting outright treason. By the end of the war, the
Devil Dragon and Azoun |V had slain each other on
the field of battle, and the crown passed to Princess
Alusair, known as the Steel Princess for her prowess
on the battlefield, until Azoun V was old enough to
take the throne.

THE SPELLPLAGUE

The Spellplague had a tremendous impact on
Cormyr, killing or driving mad a great number of its
War Wizards and reducing the levels of the Drag-
onmere, leaving much of is navy stranded in port. It
also saw a devastating war on two fronts against the
Shadovar and Sembians. Despite all of this, Cormyr
emerged largely intact, though it has since spent
much of its efforts since shoring up the cities within
its traditional borders and leaving many of its border
towns and protectorates to fend for themselves.

QUEEN RAEDRA

Queen Raedra took the throne just over a decade
ago, and under her steady and careful rule the
nation has slowly recovered after the war against
the Shadovar. There is still quite a bit of instability in
the region, with some of the realm’s protectorates
seeking independence and a number of nobles who
wish to see Raedra’s uncle, Baron Boldtree, ascend
to the throne. The instability is made worse by the
fact that Raedra is still unmarried and without heirs.
With the line of succession as unclear as it has been
in centuries, the fate of Cormyr hangs in the bal-
ance.




6 DR

YEAR OF THE FIRESTARS

Ondeth Obarskyr settles on a piece of land, naming the settlement, Suzara’s
City, after his wife.

Ondeth is offered the crown of Cormyr as penance for an elven attack on a
family of human settlers, but he refuses.

/1
\l
18 DR
YEAR OF TH [ASTING
WONDERS p
J \
26 DR_

N YEAR OF THE OPENING DGDRS y

Ondeth Obarskyr dies. Faerithann Obarskyr crowned first king of Cormyr.
Baerauble Ethar becomes first Royal Magician of Cormyr.

Cormyr invaded by goblinkin of Hlundadim. Arabel is burned.

Armies of Cormyr, led by Moriann Obarskyr, defeat the goblinkin and drive
them into the Stonelands.

Gantharla Obarskyr is crowned first Queen of Cormyr after her brother Iltharl
abdicates the throne to her.

\l
197 DR
| YEAR OF TH UNSEEING PRIEST p
\l
200 DR_
| YEAR OF TFE [EAPING FLAMES _
i 245 DR_ h
[ YEAR OF TEDUNDRAGON
\l

289 DR_

N YEAR OF THE WAKING DREAMS p

Torst Obarskyr, king of Cormyr, and his brother Godroun are killed in the siege
of Marsember.

Keldroun Obarskyr is crowned king. Marsember abandoned to lizardfolk.

i 356 DR_ h

N YEAR OF THE SWIFT SWORD p

Cormyr and Valashar war over claims to northern and western areas of
Cormyr.

Armies of Valashar are defeated at the Fields of the Dead.
Armies of Cormyr sack the city of Ithmong.

376 DR

YEAR OF THE [EAPING HARE

Cormyr attacks the Shoon Imperium, driving it back through Amn, Tethyr, and
Valashar.

429 DR

YEAR OF THE CAT'S EYE

Duar Obarskyr sets to defeat orc army in the King’s Forest.

Melineth Turcassen sells the city of Suzail to the pirate lord Magrath the
Minotaur for five hundred sacks of gold.

Duar Obarskyr kills Magrath the Minotaur and reclaims Suzail.

King Galaghard Il leads his army to victory against the Witch Lords of
Wyvernwater.

The purple dragon Thauglor descends upon Suzail, demolishing Castle
Obarskyr.

The army of Cormyr defeats Thauglor in the King’s Forest.

/]
\l
432 DR
YEAR OF THE SEA PRINCESS p
J \
900 DR_
YEAR OF THE AUGUST
AMATHOR .
\l
1018 DR_
YEAR OF THE DRACORAGE p
\l
1162 DR_
YEAR OF THE PRANCING

CENTAUR

Prince Palaghard of Cormyr and Queen Enchara of Esparin wed.
Esparin is annexed into Cormyr.




i 1260 DR_ \

N YEAR OF THE BROKEN BLADE

War of Regency, a bloody civil war between the rightful king Rhigaerd Il and
the regent Salember Obarskyr, begins.

The War of Regency ends.
Rhigaerd Il takes the throne.

King Azoun IV is crowned.

Gondegal, “the Lost King”, attempts to establish a rival kingdom in Arabel
resulting in an eight day war.

The Abraxus Affair: a plot by Houses Bleth and Cormaeril to kill King Azoun IV.
Houses Bleth and Cormaeril exiled.

Nalavarauthatoryl the Red, the “Devil Dragon”, amasses an army of orcs,
grodd goblins, ghazneths, and other monsters to attack Cormyr.
Redspring, Arabel, Eveningstar, and Tyrluk are sacked by the orc and goblin
armies.

Birth of Azoun V of Cormyr.
Death of Azoun IV and Crown Princess Tanalasta.
Beginning of the Steel Regency of Princess Alusair Nacacia

Birth of Ganrahast, son of Vangerdahast Aeiulvana and Myrmeen Lhal.

Four Day War between Cormyr and the Empire of Netheril.

Azoun V crowned King of Cormyr. Steel Regency ends.

Alusair is named High Marshal of Cormyr. Azoun V attempts to curtail the
rights of nobility, but fails.

Spellplague begins.
One third of War Wizards are slain, driven mad, or go missing.

Death of the Dowager Queen Filfaeril.

Alusair attends state funeral, argues briefly with her nephew the king, then
disappears from court forever.

Cities of Pros and Illipur petition the Crown to become vassal-states of Cormyr.

Worst symptoms of Spellplague subside.

/]
\l
1261 DR_
YEAR OF BRIGHT DREAMS .
J
1336 DR
YEAR OF THE HIGHMANTLE .
J \
1352 DR
YEAR OF THE DRAGON .
J
1369 DR_
L YEAR OF THE GAUNTLET
J \
1370 DR_
YEAR OF THE TANKARD
N /1
J \
1371'DR_
\YEAR OF THE UNSTRUNG HARP .
1373 DR
_ YEAR OF ROGUE DRAGONS .
J \
1379 DR
L YEAR OF THE [OST KEEP
J
1384 DR
YEAR OF THREE STREAMS
BLCGDDED .
1385 DR
YEAR OF BLUE FIRE .
\l
1390 DR,
L YEAR OF TEE WALKING MAN .
\l
1392 DR,
YEAR OF THE SCROLL 1
U
1394 DR
\YEAR OF DEATHS UNMOURNED p
\l
1396 DK
YEAR OF THE SECRET

A 1

Marriage of King Azoun V to Nalara Marliir.




1397DP\ ¢ Daerlun annexed to Cormyr.
YEAR OF TH QUILL

\l ¢ Caladnei, Royal Magician and Court Wizard of Cormyr, dies.

1399 DR ¢ Laspeera assumes post of Court Wizard and begins tutoring Ganrahast to
YEAR OF THE FALLEN FRIENDS . -
2\ I adopt the duties of royal Magician.

1400 DR

¢ Alliance of Freesailors formally disbanded.
YEAR OF 1OST SHIPS

/
J \
1405 DK e Birth of Emvar Obarskyr, first son of Azoun V and Queen Nalara.
N YEAR OF THE GOLDEN MASK p
J \
1407 DP\ * Haunted Halls of Eveningstar closed to adventurers without explicit warrant

N YEAR OF HALLS UNHAUNTED p from the Crown.

J \
1408 DR_
YEAR OF THE SOLITARY ¢ Urmlaspyr offers allegiance to Cormyr.
CLOISTER p
1409 DK e Birth of Foril Obarskyr, second son of Azoun V and Queen Nalara.
YEAR OF TRUE OMENS
J \
1414 DP\ ¢ Azoun V restores loyal elements of House Cormaeril to nobility.
N YEAR OF SEA [JONS ROARING p
J \
1422 DK e City of Eversult becomes protectorate of the realm.
YEAR OF THE ADVANCING
N SHADOWS p
J \
1428 DK , e City of Teziir accepts rule of Cormyr.
N YEAR OF TH ELFQUEEN'S JOY p
D \
1430 P\ ¢ Marriage of Foril Obarskyr to Jemra Rhindaun, of the Royal House of Tethyr.
N YEAR OF STALKING HORRORS p
D \
1431 P\ e Birth of Irvel Obarskyr to Prince Foril and Princess Jemra.
N YEAR OF THE [ASHING TAIL
D \{ ¢ Crown Prince Emvar killed in a Sembian ambush south of the Vast Swamp.
1437 K ¢ Princess Jemra killed in a failed assassination attempt against Azoun V.
YEAR OF THE SILENT FLUTE . ) )
N /[ e« Calls for war against Netheril and Sembia sweep Cormyr.

N ¢ Royal Magician Ganrahast discovers Emvar’s bastard son Erzoured.
[ 1438 DR_ * Erzoured and his mother are brought to the palace.

YEAR OF SILENT WATERFALLS P Erzoured’s mother, Solatha, is given the title of Countess of Dhedluk to ensure
Erzoured will have a title to inherit.




Failed negotiations with Sembia erupt into war.

Peace treaty drafted between Netherese Sembia and Cormyr, Cormanthor,
and the Dalelands.

Daerlun and Urmlaspyr granted independence.

Azoun V restores the Goldfeather family to nobility.

Marriage of Prince Irvel to Ospra Goldfeather.

Death of King Azoun V.
Coronation of King Foril.

Birth of Baerovus Obarskyr, son of Crown Prince Irvel and Princess Ospra.

Birth of Raedra Obarskyr, daughter of Crown Prince Irvel and Princess Ospra.

Cormyr declares Proskur a protectorate of Cormyr.

King Foril orders city of Wheloon sealed and turned into a prison colony for
worship of Shar and conspiring with the Netherese.

War against Sembia erupts.
Cormyr captures Daerlun and Urmlaspyr.

1439 DR_
YEAR OF THE SILENTTEAR
\l
1441 DR_
YEAR OF RESURRECTIONS
RAMPANT p
1442 DR
YEAR OF DARKENBEASTS
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/]
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1449 DR
[ YEAR OF GODLY INVITATION _
1454 DR
[ YEAR OF TH EMERALD SUN
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SHADOWS p
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YEAR OF THE TRON DWARF'S
S VENGEANCE
/]
\l
1486 DR
YEAR OF THE NETHER
MOUNTAIN SCROLLS

Netheril attacks Cormyr from the north sacking much of the northeast and
laying siege to Arabel.

Wheloon is sacked and prisoners are released.

King Foril dies of old age.

Marsember is sacked.

King Irvel is killed by the Purple Dragon Reborn during the siege of Suzail.

Raedra defeats the Purple Dragon Reborn in single combat and Cormyr routs
the Shadovar army.

Baerovus abdicates the throne to Raedra.







ormyr is a nation defined, in many

ways, by its own natural geography.

Sometimes known as the Forest

Country, due to the vast forest that

once covered the nation’s lower

valley, much of Cormyr has since
been cleared to make room for tracts of farmland.
To the west and north, the mountain ranges known
as the Stormhorns protect the realm from attacks,
while lake Dragonmere defines the southern border.
To the east lie the Thunder Peaks and the Hullack
Forest, as well as the Vast Swamp which separates
Cormyr from neighboring Sembia. The interior of
Cormyr features numerous rivers and lakes, as well
as the expansive King’s Forest and smaller Hermit’s
Wood and Hullack Forest.

The wet, temperate climate of Cormyr is one of its
primary strengths, allowing grain to grow high and
forests to grow rich and green. The Dragonmere
provides coastal routes to the Sea of Fallen Stars,
allowing for lucrative commercial traffic with much
of the interior of Faer(n.

THE DRAGONMERE

A large lake connected to the Sea of Fallen Stars by
a strait known as the Neck, the Lake of Dragons is a
key component of Cormyr’s trade empire as much
of the nation’s trade passes through the ports of
Marsember and Suzail before heading out into the
rest of Faer(in. Numerous cities are built along the
shores of the Dragonmere, including Cormyr’s two
largest ports.

SUZAIL

Suzail is the royal capital and richest city in Cormyr,
and it is home to all of the most important nobles
and merchant houses in the country. The city is
divided into two distinct districts. The center of the
city is the Royal Court, containing the palace, the
Royal Gardens, and numerous noble estates. The
Royal Court is separated from the rest of the city by
Lake Azoun, which serves as a small natural moat. A

long semi-circular street known as the Promenade
runs along Lake Azoun from Eastgate to Horngate,
defining the border between the Royal Court and
Suzail proper.

South of the Promenade lies the common portion
of the city, where rows of neat little shops and hous-
es line the streets. To the east stands the market
hall, where farmers from outside the city gather ear-
ly each morning to sell their wares. The houses and
shops on the north of town, near the Promenade,
are typically tall, narrow, and well kept, and gradual-
ly grow less impressive as one nears the docks and
open market. Taverns and inns are plentiful, and a
custom among wealthier merchants and nobles is

J
A NOTE ON
NOMENCLATURE
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While this book uses “Comyrean” to refer to people,
places, or objects originating in Cormyr, “Cormyrian”
is equally acceptable. Cormyte is common as well,
though it is considered less proper. Some similar
terms:

Arabel: Arabellan

Immersea: Immersean

Marsember: Marsemban, Marsembian (Informal)
Suzail: Suzailan

N
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to have meals from their favorite establishments
“run-in”, which is to say delivered hot to your door.
All of the buildings in Suzail are stone, by civic law,
to prevent fire and damage from the wind and rain
that sweeps in off the Dragonmere.

To the south, along the banks of the Dragonmere,
are three distinct harbors. To the west is the Basin,
a deep harbor that is regularly dredged and can
accommodate up to twenty large ships. The central
harbor can accommodate up to thirty large ships
and dozens of smaller crafts. This is the primary
harbor for commercial vessels. The central wharves
are accessible only through large royal warehouses,
where goods are painstakingly inspected and taxed



as necessary. The easternmost harbor contains the
royal docks used by the Cormyrean navy, known
colloquially as the Blue Dragons.

Suzail is also the military center of the realm. A
mighty eighty foot tall curtain wall surrounds the
landward side of the city, Purple Dragons and War
Wizards maintain a large garrison within the city’s
barracks on the far south-eastern side of town, and
the Imperial Navy is harbored in the royal docks.
From here, the military of Cormyr is able to rapid-

J

S
KNOWLEDGE: LOCAL
CORMYREAN ARCHITECTURE

During the winter and spring, much of the nation is
battered by heavy snow and rain. As a result, most
houses in Cormyr are built with the weather in mind:
sturdy stone houses with high pitched slate roofs to
provide adequate drainage are a necessity if a home
is expected to last. Among the upper class, balconies
are popular, allowing for long lazy days relaxing in
the sun during Cormyr’s long summers.

Older homes follow a style known as Azounian
architecture, named for King Azoun IV who reigned
during the height of this syle. It is characterized by
symetry and restrained ornamentation in the clas-
sical style. Columns were popular, and often larger
than strictly necessary to display strength and stabil-
ity. The newer Alusairian style is, in contrast, charac-
terized by asymetry and ornamentation, particularly
along the corbels that support the building’s roof.
Both architectural styles feature vaguely militaristic
elements like towers, even on manor homes not
built for the purpose of withstanding sieges. Wid-
ow’s walks, small rooftop balconies where families
could watch for the return of soldiers, were also
somewhat common on larger manor homes, though
they were used in peace time for entertaining
guests. These militaristic elements went out of style
during the reign of King Foril, but are experiencing a
revival under Queen Raedra.

Aside from manor houses, a particularly Cormyrean
building style is the tallhouse: tall narrow homes in-
tended to pack as much living space into narrow city
lots as possible. Many of these tallhouses are three
and even four stories tall, and some are divided so
that different families live on each floor of a single
home.

s
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ly deploy to nearly any part of the interior of the
nation, ensuring that revolutions are short lived and
ill-advised.

The day-to-day operations of the city are managed
by Lord Magister Edwin Morahan, a veteran Purple
Dragon, and his herald, Lady Eleanor Thond. Under
the orders of Queen Raedra, and King Foril before
her, the Purple Dragons have managed to keep the
city free of any major thieves’ guilds or smuggling
groups.

Those coming to Suzail from other large cities in
Faer(n are often astounded by its relative cleanli-
ness and lack of slums. City authorities would claim
that the cleanliness is largely the result of civic
pride, while its lack of shantytowns or slums is large-
ly due to the abundance of opportunity and relative
safety of areas outside of Suzail’s walls. There is
some truth to both statements, but in fact the small
size of the city proper, high rents, and abundance
of regulation and legal enforcement leads to poorer
citizens and those with criminal intent making their
way to Marsember instead.

Suzail is home to more immigrants than many
other parts of Cormyr, and while still primarily
human, there are many gnomes, dwarves, and
halflings within the city. The city is quite tolerant,
and non-human citizens enjoy all of the same rights
as any other Cormyrean. Gnomes, in particular,
have been quite prosperous as cobblers, plumbers,
roofers, and tinkerers. Gnomes and halflings alike
work in the warehouses near the docks performing
load-label-and-fetch jobs.

Guards in Suzail are friendly and courteous, though
the War Wizards who often accompany them are
significantly less so. Knowingly lying to a city guard is
a criminal offense incurring a fine of no less than 20
gold pieces and placement on a list of known law-
breakers. Outlanders who violate this law are often
instead exiled on the spot.

Suzail maintains a strict curfew, though legitimate
traders may acquire license to load and unload
caravans after dark. Such licenses cost 1 gold piece
per night, and come with a small patrol of Purple



Dragons that serve as both protection and to ensure
that all such activity is lawful. Order is maintained
after dark at least partially due to the well lit streets,
with each corner bearing an oil lamp in a large met-
al cage suspended by pulleys and chains from black,
cast-iron brackets mounted to the walls. In the
wealthier parts of town to the north, such lamps are
more frequent, several to a block, and are mounted
instead on tall free-standing poles. Many private
residences also have a lamp in a window, on the
inside sill, to allow the light to shine out onto the
street below. The only area of the city not well lit is
the western heart of the city, known as the “Dark-
streets” and is primarily residences for unskilled
laborers.

POPULATION
125,000

INNS AND TAVERNS

Bindle’s: Since losing its allure among the nobility,
this wood paneled tavern is now a popular drinking
club among merchants and is commonly used as a
neutral meeting place for finalizing negotiations.

Dragon’s Jaws: An inn on the Promenade common-
ly frequented by adventurers, this inn has been
managed for the past decade by the dwarven
bartender Milo Dudley after the deaths and disap-
pearances of the last several owners. It is one of
the busiest hubs of activity within the commoners’
part of the city and hosts nightly competitions of
feats of skill or strength that attracts a lively crowd.

Dragonriders’ Club: A private club renown for its
beautiful mask-dancers, the Dragonriders’ Club is a
favorite place for young nobles to invite those they
are trying to impress. During the daytime, the club
also functions as a spa and offers haircuts, baths,
and massages to its members.

Golden Goblin: Named for the glowing golden stat-
ue of a leering goblin that illuminates the tavern,
the Golden Goblin is a seedy, smoky tavern with
low ceilings and cheap ale that caters to the city’s
working class. Fisticuffs are common, and it is cus-
tomary for the tavern’s regulars to haze new folks
with a mild beating. If they come back for a second
time, they are welcomed warmly.

The Myrmidon: One of the older inns in Suzail, the
Myrmidon has operated under several different
names in the past. It is run by a pair of retired






1. Royal Palace 36. The Myrmidon (inn)

2. Royal Court 37. Promenade

3. Tower of the Royal Magician 38. Dragon’s Jaws (inn)

4. Lake Azoun 39. Bindle’s (club)

5. The Silent Room 40. The Royal Smithy

6. Shrine to Tempus 41. Society of Stalwart Adventurers
7. Eastgate 42. Temple of Good Fortune

8. Shrine to Malar 43. The Nightgate Inn (inn)

9. Rowanmantle Castle 44. Dragoneye Dealing Coster
10. Greatgaunt Estate 45. Thousandheads Trading Coster
11. Cormaeril Compound 46. Seven Suns Trading Coster
12. Dracohorn Mansion 47. Six Coffers Trading Coster
13. Huntcrown Estate 48. Shrine to Milil

14. College of War Wizards 49. Shrine to Lliira

15. Emmarsk Mansion 50. The Market Hall

16. Huntsilver House 51. Taverant’s Tellings

17. Alsevir Estate 52. The Lockup

18. Hawklin House 53. Citadel of the Purple Dragons
19. Goldfeather Estate 54. Royal Docks

20. Dauntinghorn House 55. Harbor Tower

21. lllance House 56. The Market Yard

22. Royal Gardens 57. Laughing Lass (tavern)

23. Truesilver Castle 58. The Osculatory (club)

24. Marliir Mansion 59. Ring of Coins (shop)

25. Crownsilver Castle 60. Skatterhawk Warehouse
26. House of Lord Magister Morahan 61. The Basin

27. House of Lady Thond 62. Shipyards

28. Monument to the Purple Dragon 63. The Market

29. Skatterhawk family house 64. Field Gate

30. Delcastle Manor 65. Iravan’s Rental Yards

31. Horngate 66. The Golden Goblin (tavern)
32. Wailing Wheel (inn) 67. The Leaning Post (inn)

33. Six Candles (inn) 68. Talahon’s Rental Yards

34. Dragonriders’ Club (club) 69. Trueshield Trading Priakos
35. Witch-Duke’s Bride (tavern)
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Purple Dragons, and is frequented by adventuring
companies, Purple Dragons, and War Wizards.
Teneth’s: This unusual festhall, owned by Gaelyse
Cormaeril, a disinherited noble and Chosen of
Sune, is one of the most popular places for trysts
among nobles and commoners alike. Entrants are
taken to ritual bath houses where they are washed
in scented waters, carefully dried and groomed,
and given gauzy robes. Teneth’s features a variety
of exotic acts and performers wearing all manner
of costumes (as well as performers that wear no
costumes at all). The festhall was severely dam-

aged during the siege of the city, but has since
been restored to its former glory.

The Witch-Duke’s Bride: A favorite of Cormyrean
nobility, the Witch-Duke stocks the largest variety
of liquor in Suzail and serves exotic foods from
lands across the Sea of Fallen Stars. The interior of
the establishment is adorned with polished wood-
en paneling and artful hanging lanterns, lit with a
brilliant magical luminance. An enormous glaive-
fish is mounted above the door of the lintel, and it
is common for diners to “touch the fish” for good
luck.



SHOPS

Ring of Coins: The Ring of Coins is a pawn shop
known for its wide and constantly changing variety
of wares. It is a good place for adventurers trying
to offload goods that they cannot sell elsewhere,
and the owner asks few questions about the prov-
enance of such items.

Tavernant’s Tellings: A print shop that caters to the
general public, Tavernant’s prints advertisements,
notices, menus, and broadsheets at a price of 5 gp
for the typesetting plus 1 sp for each copy. For an
additional fee of 1 sp per copy, Tavernant’s posters
will glue broadsheets to stone walls around town.
The broadsheets have to be removed by burning
them off, giving rise to the expression “scorched
news” to refer to recent news or gossip.

The Wedding Knight: The Wedding Knight is an
expensive tailor that’s been in business as long
as anyone can remember and has long become
known as the place to shop for wealthy nobles

looking to set trends, though some consider their
style to be overdone and foppish. Many of their
garments feature cloth of gold, gemstone, and
even minor enchantments which inevitably creates

a look that is impossible not to notice.

TEMPLES

Towers of Good Fortune: The largest temple in
Suzail is dedicated to Tymora, and welcoming to
adventurers. A former high priest of the temple,
annoyed by the braggadocios nature of their coun-
terpart in Arabel, undertook a substantial renova-
tion of the temple so as to not be upstaged by the
temple of the smaller city to the north.

Silent Room: Once dedicated to Denier, the Silent
Room is now sanctified to Oghma and is the center
of the Oghmanyte Church in Exile, a splinter sect
that seeks to appoint a new grand patriarch of the
faith and reform the way in which knowledge is
distributed. The Silent Room is renowned for its
library, which is open to visitors for a small fee.

POINTS OF INTEREST

The Lockup: The prison of Suzail resembles a giant
block of stone and is where the city keeps suspects
awaiting trial and criminals serving time. A number
of statues of Purple Dragons in full battle regalia
are carved into the edifice at ground level, and it is
rumored that the warden of the city can call upon
them to animate and assist the local guard.

The Promenade: A long semicircular street that
divides the royal gardens from the rest of the city,
the Promenade is well lit by magical flames keep-
ing it bright and safe even in the darkest hours of
night.

The Royal Court: A sprawling complex of intercon-
nected buildings that has been expanded over the
centuries and houses all of the legal and adminis-
trative functions of Cormyr, including the Lord Ma-
gister and his herald. It also houses the Shrine of
Four Swords, where four of Cormyr’s royal blades
are displayer, the Hall of Honor, where visitors can
view numerous artifacts of historical significance,
and the Chamber of the Purple Dragon, which



serves as the throne room of the realm and is the
site of royal proclamations, weddings, and funer-
als.

The Royal Palace: The Palace of the Purple Dragon
is a fantastical castle with numerous spires, balco-
nies, promenades, and fluttering pennants sur-
rounded by the forested Royal Gardens. It contains
more than a hundred halls, rooms, and chambers,
all decorated in royal purple, as well as countless
corridors, secret passages, and hidden vaults. The
royal family lives within, and the royal houses of
Crownsilver and Truesilver also have apartments
within the castle though they are rarely used. Only
those who have been expressly invited to the pal-
ace are permitted to enter, except for knights and
nobles, courtiers on official business, and senior
officers of the Purple Dragons. During the Spell-
plague the wards in the eastern wing of the palace
failed and it has since been the site of numerous
hauntings and disappearances, leading to it being
dubbed “the haunted wing”.

The Society of Stalwart Adventurers: An exclusive
club housed in an old, luxurious mansion, the Soci-
ety of Stalwart Adventurers is a common meeting
place for chartered adventuring companies to
research and prepare for expeditions. It’s massive
library contains one of the largest collections of
adventuring journals and maps outside of Candle-
keep and is tended by a host of intelligent flying
monkeys.

IMPORTANT CHARACTERS

Edwin Morahan

Personality: decisive, blunt, loyal

The current Lord Magister of Suzail distinguished
himself as a paladin and Purple Dragon during the
war with Sembia, and has served as the Lord Magis-
ter since his retirement. He is stalwart and loyal to
the crown, and is an efficient and decisive leader.

Eleanor Thond

N

Personality: charming, intelligent, ambitious

A human courtier from an Arabellen merchant
family, Lady Eleanor Thond is an intelligent and
ambitious woman with an eye for detail and a

KNOWLEDGE: LOCAL
SUZALE

A can’t miss for the thirsty traveler, Suzale is a nutty

dark ale, specially prepared by the royal brewer

of the House of King Azoun IV of Cormyr. Though

its proper title is Purple Dragon Ale, most taverns

advertise it by its more humorous nickname. First

brewed for the royal servants and household of

the Palace Royal, it can now be found throughout

Cormyr and beyond.

Other popular ales and beers in Cormyr include:
eRailur’s Red. A “red” amber ale made in the coastal
lands of Cormyr and Sembia with three roast

barleys, citrus rinds, and spices, and drunk
throughout eastern Cormyr, Sembia, and the
Dales.

*0Old Black Goblin. A porter that contains cherry-
wood ash and licorice root, Old Black Goblin is
expensive and available only in the finest taverns
of Cormyr and Sembia. Its origins are some-
what shrouded in mystery, and is rumored to
be brewed in secret by a noble family of Cormyr
that tightly controls the brewing and distribu-
tion process. Imitation Black Goblin sometimes
makes its way to smaller taverns, though the
real stuff is distinguishable from the imitations
due to the special kegs branded with a hunched
black stick figure.

eSarmsark. A bitter, strong-tasting, but light on the
stomach ale, Samsarsk is typically served by
cheap taverns because patrons can drink a lot of
it before feeling ill. It tastes of orange rind and
is made by many brewers using a widely-known
method, leading to a wide variety in quality.

s
silver tongue. She compliments Lord Morahan well,
providing a subtle touch that the gruff military man
lacks. Lady Eleanor was once a bard and has a soft
spot for dashing young men. While she enjoys the
prestige of her current position, she secretly dreams
of marrying into a noble house.

Gyles Hawklin

Personality: driven, focused, diligent
The senior member of House Hawklin frequently



hires adventurers to patrol the borders of Cormyr
and engage in acts of espionage within Sembia. He
is always in the market for rare artifacts and infor-
mation.

Lavartes Dauntinghorn

Personality: adventurous, cunning, brash

Lavartes is a handsome and rugged young scion

of House Dauntinghorn who oversees the family’s
dealings with adventuring companies and freesails.
He will gladly pay bounties for wanted pirates, and
keeps well informed on the movements of pirates
throughout the Dragonmere and beyond.

Luckmaster Olane Davanac

Personality: wise, nostalgic, forgetful

An older Arabellen priestess of Tymora, Luckmaster
Olane is widely travelled and well respected among
the people of Suzail, particularly the nobility and
merchants of the city. She has a soft spot for ad-
ventures, and is rumored to have been a bit of an
adventurer herself in her younger years.

High Namer Wyndel Sedranis

Personality: wise, caring, calculating

The leader of the Oghmanyte Church in Suzail and
distant relative to the Emmarask family, High Namer
Wyndel Sedranis offers fair prices to adventurers for
any unigue tomes that they uncover.
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KNOWLEDGE: LOCAL
PRAYER TO OGHMA

“Lord of All Knowledge. Binder of What Is Known:
Make my eye clear, my mind open, my heart true.
Give me the wisdom to separate the lie from the
truth. Give me the strength to accept what is so. My
word is my steel, my reason my shield. And | shall
fear no deception, for the truth remains. And Oghma
has made me a lantern in the gloom. A compass in
the wilds.
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BLUSTICH

Blustich is a small hamlet on the edge of the Her-
mit’s Woods along the western bank of the Wyvern-
flow. Villagers spend much of their time hunting,
fishing, and farming. Most of the homes in the small
village have private gardens which are used both

to grow vegetables for personal consumption and
as part of their reverence for Chauntea. Villagers
also practice a religious rite known as windraising, a
type of ceremonial dance used to invoke favorable
winds. Several ranches to the south and west of the
hamlet breed thimdors, making the hamlet a popu-
lar stopover for halfling caravans who purchase the
beasts and sell them in Kirinwood and other north-
ern towns.

BOGBROOK

Bogbrook is a muddy, unkempt farming village
named for a spring that rises to the east of the Star-
water River and forms a small marsh that flows into
the river. The town is known for its melons, squash,
and cranberries, which grow in sufficient quanti-

ty to supply most of the Dragonmere region. The
houses in Bogbrook are built of stone with slanted
stone roofs covered with boards and turf so that the
rooftops themselves appear to be small garden hills.
This provides adequate drainage for the tomatoes
and melons, keeping them dry and making it easier
to harvest. Some families supplement their income
by gathering catfish, crayfish, trout, and frogs from
the bogs using hook lines baited with nightcrawlers,
bits of fat, or moldy cheese.

The village also produce a fiery black wine known
as utterdark whose strong, slightly salty flavor is
something of an acquired taste. The process to pro-
duce utterdark is kept secret and different families
in Bogbrook often alter the recipe by including var-
ious spices or juices to produce their own varieties.
While it is not widely popular it is a favorite of many
quartermasters on the Sea of Fallen Stars due to
its potency and many chefs love its ability to mask
the flavor of spoiled or poor quality ingredients.



Utterdark sells for 1 gp a bottle in Bogbrook, but it is
twice that in Suzail, Marsember, and Sembia. It can
go for six times as much in Waterdeep.

Visitors to Bogbrook are advised to stay on marked
paths and travel only during the day to avoid the
many hazardous pits of quicksand that surround the
village.

DAWNGLEAM

Situated on the northern short of the Neck just east
of the mouth of the Darkflow River, Dawngleam is

a small, but prosperous fishing town. The village’s
docks are anchored on a series of tiny near-shore
islands, the ruins of an ancient elven citadel, con-
nected to one another by bridges.

Early in Cormyr’s history, the flagship of the Cormy-
rean Crown Prince Azoun | was scuttled in the Neck
and the crew managed to escape to the stretch of
coast where the town was later founded. Grate-
ful that all hands survived, the prince proclaimed
it was “the best gleaming dawn seen in Cormyr.”
The phrase “dawngleam” came to mean sunrise
throughout Cormyr in the subsequent years, due
largely to a song commemorating the event by the
minstrel Darbrukk Syndylver, and the village was
named in honor of this occasion when it was found-
ed nearly a thousand years later. Perhaps appropri-
ately, Dawngleam is also the most easterly Cormyre-
an settlement on the Dragonmere, meaning it is the
first to see dawn each morning.

The village remained relatively small until the mid
14th-century, when the Cormyrean navy expand-
ed the docks and built a series of dockside ballista
towers to enable the town to serve as a port for
ships engaged against pirates in the Neck. The
military presence brought stability which, in turn,
attracted merchants to the town and resulted in a
period of rapid expansion. One of the newly arrived
merchants from Chessenta brought with them a
process of preserving fish in seasoned oils (rather
than salt) and storing them in clay shells, allowing
Dawngleam’s fish to be shipped and sold through-
out Faer(in. They also established a joint venture
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WHERE AM I?
DRAEGUR HIGH

Just north of Moonever stands the ruins of what
was once a fortified castle built by the Marendil
noble family. After their exile, the small fortress
was reduced to only three towers surrounded
by rubble. One of the surviving towers, now
known as the Moontower, has been claimed by
the War Wizards for use as a waystop shelter
and is home to a handful of War Wizards and a
few Purple Dragons who assist in the maintain-
ing of the tower as well as serving as guards.
The other two towers were leased for a time
to Moonever merchants before being aban-
doned and left to ruin. Only one of those towers
survives today, and has been restored for use
as a private retreat for the Ridinghound family.
Rumors of a subterranean complex beneath the
old fortress has led the Ridinghounds to begin
excavating the surrounding land, though as of
yet they have found nothing of note.
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with the local merfolk to set up a protected shallow
cove that served as a clam bed. Dawngleam has re-
mained a popular alternative to Cormyr’s traditional

ports in Marsember and Suzail for those seeking to

av

oid crowds, delays, and high fees.

The coast east of Dawngleam are inhabited by
large packs of wild dogs, though these packs are op-

portunistic and more likely to steal loose food from

travelers than they are to attack them.

POPULATION
1,200

INNS AND TAVERNS

The Maiden Danced at Dawn: This tavern serves
sausages, fresh baked bread, biscuits, and nut

C

akes, as well as a wide selection of ale and wine.

Their specialty is a dark red house brandy called



Maiden’s Kiss, which was popular among locals
and the Blue Dragons stationed in the town.

SHOPS

Argyr’s Realmsry: This general supply shop was
located in a large warehouse and sold a variety of
items including food and drink, clothing, furniture,
tools, hardware, and adventuring gear. His prices
were fair, and his stock extensive, though anything
not available could be special ordered and deliv-
ered from Suzail or Marsember in “about a ten-
day”.

IMPORTANT CHARACTERS

Aeson Truesilver

Personality: calculating, ambitious, friendly

Aeson Truesilver is the dock warden of Dawngleam,
and one of the youngest Blue Dragons to ever com-
mand such a post. He is well liked and respected by
his men despite his youthfulness. His grandfather,
Aysunder Truesilver, commanded the fleet from
Marsember and was renowned as a strategist, a
reputation that Aeson is eager to live up to. So far,
he has proven himself a capable commander in
confrontations against both the Sembian navy and
pirate captains.

DREAMER’'S ROCK

A small hamlet sheltered against the rocky face of a
low mesa to the north of the Way of the Manticore,
Dreamer’s Rock is a small shepherd’s village. The

lee of Dreamer’s Rock is scattered with small caves
made by early settlers mining deposits of ore, which
sometimes serve as temporary shelters for travelers,
smugglers, outlaws, and wild beasts.

HELDULS REST

A small caravan stop halfway between Wheloon and
Dreamer’s Rock is home to a single inn by the same
name. A short distance to the east lies Gyrlond-
posts, the country estate of House Gyrlond.

HERMIT'S WOOD

This small stretch of forest is said to be home to a
strange ghostly spirit, rumored to be that of the first
inhabitant of the wood. While many claim to have
seen this hermit, neither the War Wizards nor the
Purple Dragons have ever managed to establish the
truth of this tale.

JESTER'S GREEN

Jester’s Green is a small village just north of Suzail.
The town was originally settled shortly after the
founding of Suzail, though the original settlement
was burned to its foundations by goblins. It was
later re-founded as Soldier’s Green but came to be
known as Jester’s Green after the town’s largest inn
(which has also long since burned down). The town
is a popular among the many merchants who can-
not afford the high rents of Suzail and daily caravans
set out from the town just before sunrise each day.
A large open field, itself known as “the Green”,
lies to the south of the town and has become the
traditional mustering camp of the militia ever since
Gantharla Obarskyr stationed her foresters here
during her return to Suzail in 245 DR which led
to her coronation as Cormyr’s first queen. A large
stone barracks houses the Purple Dragons which
patrol Cormyr from Suzail north to Calantar’s Bridge
and the Starwater River. The Green also serves as
an open air market and once a tenday is home to
a horse auction which attracts many citizens from
nearby Suzail, including much of the soldiery.

POPULATION
600

INNS AND TAVERNS

The Lucky Dragon: Equal parts tavern and gambling
house, the Lucky Dragon rents its gaming tables
for 1 gp per hour (measured by an intricate water
clock that chimes at the top of each hour). The ale
and wine are of poor quality but cheap and the
servings are generous. Purple Dragons play at half
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KNOWLEDGE: LOCAL
TRAITOR'S HEADS

This game played with five dice and two skulls is
quite popular among the men of the Cormyrean
military. The dice are placed inside one of the skulls
and dropped out of it onto the second skull, which

is placed in the center of a large dark cloak or velvet
cloth (any dice that miss the second skull or roll off
the cloth must be shaken and dropped again).
Players take turns making a wager and throwing the
dice with the objective of making the running total
equal to thirty six. Wagers are added to the pot and
each wager must meet or exceed the previous wa-
ger. Doubles, triples, and quartets may be taken at
face value or rerolled at the casters choice (one die
or both may be rerolled in the case of doubles, but if
the player chooses to reroll a triple or quartet all the
matching dice must be rerolled). Any casting where
all five dice land on the same number wins the game
instantly.

If a player goes over 36, they reroll all of the dice
and subtract the roll from the current total. Thereaf-
ter, the game enters sudden death: each player rolls
only a single die on their turn. Any rolls which would
take the total over 36 are then ignored and the first
one to reach 36 exactly wins the pot.

L

s

price, and the tavern is often crowded with off
duty soldiers taking one another’s money.

IMPORTANT CHARACTERS
Etain Stagblade

Personality: boisterous, brave, loyal

Etain is an enormous man. Rumors persist that

his family carries the blood of giants, though Etain
simply shrugs and smiles at such suggestions. He is
from a family of commoners, though his grandfa-
ther was bannerguard to king Azoun during the final
days of the Goblin Wars and his father served in the
Purple Dragons with distinction. Etain was knighted
during the war against Sembia, and has since come
to command the garrison at Jester’s Green.

KALLAMARN

A small farming village situated on the north bank
of the Starwater River, the town is most known for
the rapids which make passage along the Starwater
difficult. A towpath along the bank allows porters
or teams of thimdors to tow barges along the river,
while smaller vessels are typically brought ashore
and transported using carts. This has made Kallam-
arn a popular place for merchants to stretch their
legs and get a decent meal before continuing along
the river. The city is also known for a type of large
apple, called the Kallamarn Catshead, which is used
to make pies.

KIRINWOOD

Situated on the north bank of the Kirinar Stream
where the Mistwood and Water trails meet, the
town of Kirinwood is a settlement surrounded by a
tiny wood around the town that is home to a busy
circle of druids known as the Talkers to the Trees
that head a band of foresters and supervise all har-
vesting within the wood. The town is known for pro-
ducing a fern-and-mint wine used to treat all variet-
ies of winter ailments and is best known for the way
that it clears the throat. The village also produces

a fiery mushroom ale that they sell for 5 sp a hand
keg, as well as a mushroom gravy that is eagerly



sought by restaurants throughout the Dragon Coast.
Because of its location, it serves as a mill town and
market for many of the surrounding farms, which
produce corn, oats, wheat, eggs, alfalfa, poultry,
apples, raspberries, and blueberries.

POPULATION
1,400

INNS AND TAVERNS

The Old Troll’s Foot: This rustic tavern is run by
the local circle of druids and vaguely resembles
a forest glade, its bark and vine walls lit by small
ambulatory luminescent fungi and driftglobes that
seem to wander from room to room. The menu is
largely vegetarian, though boar is served on rare
occasions such as festivals. The tavern’s specialty
dish, known simply as troll’s foot, is a delicious
blend of forest roots, mushrooms, herbs, spices,
and mouth-wateringly tender beef served with
fresh bread and berry crumble tarts that costs a
(rather expensive) 5 gp a serving.

SHOPS

Galandor’s Glassworks: A small shop which special-
izes in transforming the fine white sand found in
ridges north of the village into glass beads, mar-
bles, small figurines, wind chimes, and lenses.

LOCATIONS OF INTEREST

The Falling Tower: The Falling Tower is a large,
square timber structure with oversized bay win-
dows and large clock dials ringing its upper floor.
It was once the seat of the Kirinar noble family,
who founded a college of wizardry at the site. The
school was a success and drew potential recruits
from across southern Cormyr until a spell duel
between two ambitious students destroyed the
college, most of the students, the entire Kirinar
family, and the ground floor of the tower. Some-
how, the uppermost floors of the tower remained
standing, well, floating 60 feet above the ground.
It has remained suspended there for many years
since, though heavy winds sometimes cause it to
drift ever so slightly. Rumor holds that a gate can



be opened from somewhere within the tower and
that it links to a second subterranean citadel built
by graduates of the college and filled with treasure
and many-armed snakefolk guardians (Volothamp
Geddarm claims that the key to the gate is a hawk
feather, though this information is about as reliable
as the man who provided it). Adventures and Pur-
ple Dragons occasionally visit to clear it of pests,
and Kirinese youths sometimes climb the ropes left
behind by adventurers to explore the abandoned
structure.

MARSEMBER

A seaport constructed on a series of islands inter-
connected by bridges and canals, Marsember is the
second largest city in Cormyr and is, in fact, a bit
older than Suzail by mere decades. The canals are
used for travel and also waste disposal, and as a
result the city is known to smell like a combination
of rotting fish and latrine at low tide. The city boasts
a thriving marketplace full of goods from far-off na-
tions, and it is most well known for the spice trade
from which it draws its name of the City of Spices.
There is also a great deal of commerce in furniture,
perfume, and fish, while shipbuilding and repair
make up another large part of the local economy.
The city has a somewhat seedy history and it was
long known for its lawlessness and corruption.
While this has been mostly managed in recent
years, the occasional gang of doppelgangers, Zhen-
tarim smuggling crew, or lone disguised mind flayer
can still be found among the city’s many stone hov-
els. As a result, Marsember has also become a hub
for Harper activity, with numerous safe houses and
boltholes where Harpers can spend a season.

Few nobles call Marsember home, though the
Scoril family is prominent locally and serve as loyal
wardens and naval officers. The Illance family also
has deep roots in the city, including many quasi-le-
gal endeavors, and the Thundersword family owns
a high walled estate said to have been purchased
largely due to its private dock.

Small boats crowd the canals, and many goods

J \
SECRET PLOTS
THE FIRE KNIVES

A band of rogues that has been active in Suzail,
Marsember, and Westgate for several centuries, the
Fire Knives began as a group of bandits and thieves
but quickly became notorious for their daring as-
sassinations. The organization hates the nobles of
Cormyr, and are responsible for dozens of deaths
among the noble and royal houses of Cormyr. They
enjoyed some success for many years, but after kill-
ing a very popular noble from the Huntsilver family
King Azoun IV ordered a nationwide hunt for the
killers, exiling them from the Forest Kingdom.

The Fire Knives took up residence in Tilverton and
Westgate, but were nearly eradicated completely
when their plan to assassinate Azoun IV backfired
spectacularly. They have been rebuilding ever since,
joined by the exiles from houses Bleth and Cormae-
ril. They entered a brief pact with the vampire led
thieves’ guild known as the Night Masks, though
this, too, backfired and resulted in a war between
the Fire Knives and their would-be allies. The Fire
Knives operate in high society, using their noble
status to hide their deadly activities and allow them
to get close to their victims. Members of the Fire
Knives are known for using giant wasp poison on
their blades and various types of ingested poisons to
eliminate their targets.

their casters.

N\ e
simply pass from boat to boat to avoid the local laws
and taxes. While most of these skiffs are functional
(if a bit leaky) and utilitarian, expensive luxury skiffs
are used by the local nobility and particularly well-
to-do merchants. Purple Dragons also make use

of skiffs, using a long twenty foot hook colloquially
known as a “lawhook” to grapple and board pass-
ing boats when necessary. Such Purple Dragons are
excellent swimmers and wear leather armor with
easily removable helms and breastplates.

Only the wealthy can afford the flat, hard land
found on the mainland, while the islands remain a
tangle of homes and other establishments. Because
of the fierce storms that occasionally buffet the city,
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. King’s Tower
Morningmist Hall
Naval Drydock
Starwater Keep

The Old Oar Inn

The Barrelstone Inn
The Drowning Flagon
Xiousing Barracks

. Xiousing Reagent’s Palace
10. Thayvian Embassy
11. The Cloven Shield

12. Scoril Estate

13. lllance Estate

14. Thundersword Estate
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each island features a low seawall made of quarry
rubble to protect it from the tides, and buildings are
required by law to be constructed of stone. During
the Spellplague, the water level of the Dragonmere
fell to the point that many of the canals and docks
were left high and dry. The docks were extended to
address the latter issue, and since the Dragonmere’s
return to its previous levels the city has been left
with plenty of harbor space which has driven down
prices and helped it recover as a port city.

While no longer the central command for the Blue
Dragons, Marsember has an important role in the
training of new recruits, as each newly enlisted
member of the Blue Dragons receives formalized
training in Marsember before being assigned to an
actively patrolling ship. The training squadron is
made up of four barely seaworthy carracks no lon-
ger fit for active duty, and the decrepit ships ensure
that new recruits are familiar in all aspects of ship
repair and maintenance.

POPULATION
38,000

INNS AND TAVERNS

The Drowning Flagon: A three-story inn with
multiple entrances, including one used exclusively
by locals, the Drowning Flagon features drinking,

dancing, and general merrymaking on the first two
floors, with the third reserved as a small and quite
expensive inn.

TEMPLES

Morningmist Hall: The only proper temple in
Marsember is this slim-towered temple to
Lathander. The entire temple glows with a con-
stantly shifting rose-colored light, due to an en-
chantment within the stonework itself.

PLACES OF INTEREST

King’s Tower: A massive smooth-sided tower rising
from the northwestern corner of a coastal castle
on the west end of the city.

Naval Docks: Twelve ships of the Imperial Navy are
stationed in the docks of Marsember, overseen by
the Dock Warden.

Starwater Keep: The Purple Dragon fortress at
the east end of the city is home to the garrison
of 3,000 Purple Dragons who patrol the city of
Marsember.

Thayan Enclave: A small but well fortified Thayan
enclave was established in Marsember just over
a century ago. It has been permitted to stay, only



to avoid outright hostility with Thay, but is moni-
tored closely by the War Wizards.

Xiousing: This small, cramped settlement on the
northern edge of Marsember is inhabited pri-
marily by Shou settlers. When the Dragonmere
began to rise after the Spellplague, the entire
neighborhood of Xiousing had to be enclosed in a
seawall to avoid the encroaching waters. It has its
own lord, Chang Li, and is run as though it were a
separate political entity from the rest of Marsem-
ber. The people of Xiousing maintain traditional
Shou values and culture, though they have also
embraced Cormyrean law and customes.

MOONEVER

A fishing village located a few hours ride from
Marsember on the eastern bank of the Starwater
River, Moonever is mostly known for supplying oys-
ters to Cormyr’s inland settlements by way of small
ice carts.

POPULATION
1,200

NESMYTH

This small town just north of the bend where the
Starwater River turned south towards the Dragon-
mere was once a thriving farming village. Deforesta-
tion caused the land to dry out, ruining their crops.
The city tried digging a series of irrigation canals,
though the sandy soil caused the canals to dry out.
They seeded the canals with a species of crayfish
whose shells would decompose and seal the canals.
Unfortunately this attracted electric eels who
swam upriver from the Dragonmere and resulted
in a number of deaths among the local fishermen.
Two solutions shortly presented themselves. First, a
plant known as stelk was discovered to prevent the
electric eel from being able to gather and release
electrical current. Secondly, a local wizard discov-
ered that eel-shocked canal water could be gath-
ered in bottles and would glow brightly, replicating
the magical effects of a continual light spell. The two
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. Smuggler’s Stone

. Purple Dragon Tower
. Onar’s Weelrite

. Stables

. Andar’s Smithy

. The Inn

. Dry Storage

. Harbor Hall

. West Dock

10. Old Dock

11. Seven Oars Fishery
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solutions resulted in ongoing arguments between
those who wanted to begin selling light jars, those
who wanted to use stelk to render the eels harm-
less, and those who wanted to simply close up the
canals altogether and grow crops, like grapes for
wine, that required less water.

In the end, the canals were combined into a single
eel pool to limit the danger they posed and the
water began to be treated and harvested to create
light jars. In the north end of town, grapes were
planted and a thriving wine industry sprung into ex-
istence in the following decades. The town remains
small, but the citizens are now exceptionally pros-
perous. In the center of the city, wooden houses
have been replaced by beautiful stone row homes
and large estates are situated among the vineyards
outside of the town proper.

POPULATION
600

ONGUL'S WATER

Ongul’s Water is a small natural spring that lies in

a tiny wooded valley to the northwest of Hermit’s
Wood that drains westward into the Starwater. The
small nearby village grows vegetables and raises
ducks, while some of the braver citizens hunt game
in Hermit’s Wood.
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PRESPUR

Two islands in the Sea of Fallen Stars belonging to
the larger chain of islands known as the Pirate Isles,
Prespur is home to the Cormyrean garrison town
and shipyard known as Palaggar.

The smaller island, Traitor’s Isle, is unoccupied.
The only site of interest on this barren, windswept
rock is the tower of a former Royal Wizard named
Jorunhast. The Tower of Stars, named for the star
mosaics which adorn the tower’s exterior, has long
remained abandoned, as it is quite difficult to reach
without the aid of magic.

SMUGGLER'S STONE

An isolated cluster of fisherfolk’s huts named for
the landmark rock that shelters the mouth of

its tiny harbor which was used as an impromptu
lighthouse by smugglers for centuries. Despite the
name, Smuggler’s Stone is no longer a haven for
illicit trade. It’s now a crime to put lanterns or light
fires out on the stone and the Purple Dragons and
War Wizards both maintain constant vigil for pirates
and smugglers. Rumors persist that buried hordes
of pirate gold lie hidden in caverns beneath the hills
north of town, though no such hidden caches have
been found in well over a century.

The town itself houses a small fleet of private fish-
erfolk, and many of the well connected fishmongers
in Marsember and Suzail procure eel, striped bass,
and even shark from the piers of Smuggler’s Stone.

POPULATION
38,000

INNS AND TAVERNS

The Inn: If asked about the inn’s lack of a name
Joran, the middle aged red-haired proprietor, will
simply smile and ask why it would need a name.
The Inn is the biggest building in town and the only
inn or tavern within a several hours ride. It’s a tum-
bledown old warehouse which has been marginally
converted into a series of small rooms split across
two floors. A small main hall serves as a taproom

1. Oldstone Hall

2. Slowtooth Armory

3. Rallogar Hardware and Sundries
4. Wheloon Watch House

5. Lantern Inn and Boathouse
6. Sendever’s Stables

7. Rathool’s Pool

8. Shrine to Selune

9. Bagult’s Books and Rare Inks
10. The Green

11. Harvest Hall

12. Helms and Shields

13. Wyvern Watch Inn

14. Keeler’s Mill

15. The Lady’s Square

16. Valwater Traders

17. Woodsinger Wood

18. Tower of Shame

19. North Ferry Route

20. Wyvern Ferry Route

21. South Ferry Route

22. Cormyrean Coins Coster
23. Wheloon Moothouse

24. The Sembian Snail

25. Hann’s Apothecarium
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and dining hall, tended by Joran’s wife and teenage
children.

WHELOON

Once a prominent trading town renown for its
white plaster buildings, beautiful green-slate roofs,
and ferry service across the Wyvernflow river, the
town of Wheloon was turned into a prison colony
as punishment for harboring a cult of Shar in the
years leading up to the war with the Shade. For
years, criminals from across Cormyr were tossed
into Wheloon as punishment for crimes worthy of
lifetime imprisonment. During the war with the Sha-
dovar, the mad general, Lady Marsheena, attacked
the city and released its prisoners to reinforce her
army. Those who weren’t loyal to Shar were killed or
fled the city, many joining the army of refugees and
commonfolk led by Erzoured Obarskyr.

The city today is something of a ghost town. Lady






Marsheena left the buildings and infrastructure
intact, though many had fallen into severe disrepair
during its time as a prison colony. The residents
who joined the army of Erzoured were granted their
freedom and given deed to various properties with-
in the city. Merchants from Suzail have begun slowly
investing in the city, though its use as a stopover for
merchants and traders is somewhat diminished by
the pall of ill fortune that still lies over the town.

J \
KNOWLEDGE: LOCAL
WARDS IN CORMYR

Wards are magical defenses that prevent those with-
out the proper token from passage. While nobles,
merchants, and powerful mages employ many vari-
eties of wards, often tailored to their own individual
needs, the War Mages use three standard types of
wards for a variety of purposes, which allows them
to distribute standardized passkeys.

Ring Ward: The weakest type of ward is known as

a ring ward, for the Purple Dragon ring (as do a

war wizard’s cloak, a commander’s ring, or a pas-
sagestone) which permits passage. It unauthorized
beings try to pass through the ward, they receive

a mild energy shock (1 damage for each turnin
which they remain in the warded area) and triggers
an alarm spell in the form of a light or sound. This
type of ward also absorbs the energy of any spells of
3rd level or lower, meaning that such spells cannot
be cast and the effects of any such spells are sup-
pressed while in the warded area.

Cloak Ward: The middle type of ward is called a
cloak ward because a war wizard cloak permits pas-
sage through it (as do a commander’s ring or a pas-
sagestone). This ward functions as a ring ward, but
additionally a creature who enters or begins their
turn in the warded area fails a DC 18 Wisdom saving
throw takes 6d6 points of psychic damage and is par-
alyzed until their next turn. Undead creatures who
fail this saving throw are destroyed.

Full Ward: The strongest wards require a command-
er’s ring or a passagestone to be passed through.
Full wards are typically found within the area of a
Cloak Ward, and combine its effects with a wall of
force and the ability to reflect spells back upon their
casters.

To the north and south of Wheloon are new ferry
lines, where barges travel along sturdy ropes tied to
the riverbanks on the eastern and western shores.
The two ferry lines compete for business, which
keeps the prices low. The northern barge is less
expensive (1 sp per head, 50 sp per cart), but the
southern barge (2 sp per head, 1 gp per cart) can
handle larger carts and is far more popular. This
also means longer wait times, however, with mer-
chants sometimes waiting several hours for their
turn. Independent skiffs are also available to ferry
small parties across, and each can carry up to 10
passengers for a cost of 10 sp per trip. The ferry
line that operates along the road through the city is
free, maintained by the crown and staffed by Purple
Dragons, in an effort to bring commerce back within
the city proper.

The portion of the city outside of the city walls on
the Wyvernflow’s eastern bank is by far the most
prosperous, having never served as a prison colony,
though many of the buildings were converted to
administrative infrastructure for the prison.

POPULATION
4,000

INNS AND TAVERNS

The Scarlet Sheaf: A tavern of ill repute, even within
the walls of Wheloon, this tumbledown wooden
structure is popular among seedier residents of
the city.

The Wyvern Watch Inn: Located on the western
end of the ferry that brings the convicted into
Wheloon just inside the city’s eastern gates, this
once successful inn now serves as a receiving
house for the condemned.

POINTS OF INTEREST

The Tower of Shame: This now ruined temple which
was built on the ruins of an old citadel. It is built
into the rocky cliffs of one of the bluffs at the edge
of the city. The temple was commissioned with
the approval of the lord of Wheloon, Lord Red-
beard, as Cormyr’s first temple to Mystra and was
initially hailed as a great achievement, attracting



worshipers from throughout Cormyr. The temple is
the reason that Wheloon was walled off to begin
with, having been secretly dedicated to Shar. The
priests here were also behind a series of kidnap-
pings within the city, with victims either mentally
dominated by the Sharran cultists or tortured
to death. During its time as a prison colony, the
temple was home to a large gang of criminals and
Sharrans. When the city was reopened, the temple
was razed to its foundations and construction has
begun on a Purple Dragon citadel on the site.
Wheloon Moothouse: This wide stone and timber
building faces Wyvernflow from its eastern banks
and serves as the city’s courthouse and meeting
hall. For a time it was used primarily to process
those who were being sent into the Wheloon pris-
on, but has since returned to its former purpose.
Oldstone Hall: Once the palatial, gargoyle-covered
estate of the former lord of Wheloon, Lord Sarp
Redbeard, Oldstone Hall became a safehouse
for the city’s Purple Dragon patrols within the
city walls. Much of the finer appointments are
threadbare and worn and entire wings of the
estate went unused for years, but the old wealth
grandeur of the palace is still evident. It is now
home to Sarp’s daughter, the current lord of
Wheloon, Ella Redbeard.
Woodsinger Wood: When the wards were
raised around Wheloon, many innocents
found themselves trapped inside, includ-
ing a caravan of wood elves who had
come to the city to trade. As the city di-
vided itself into gangs, these wood elves
claimed a small patch of forest within
the city walls and called themselves the
Woodsingers. For many years they fought
off the more vicious gangs and found some
semblance of peace within their forested
homes. When the Shadovar “liberated”
the city, the Woodsingers fought bravely
against them and their leader, Illan Wild-
finder, was killed in the confrontation. In
memory of his sacrifice and as a form of
reparations for their wrongful imprisonment,

the forest has been given over to the remaining
Woodsingers, with a statue raised to honor lllan at
the forests edge. In the past few years the forest

has grown into a thriving community of wood elves

and half elves within the otherwise gloomy city.

IMPORTANT CHARACTERS

Ossten Delaire

Personality: course, courteous, wistful

Goals: serve with distinction and get reassigned to
Suzail

Ossten is the sergeant in command of the Purple

Dragon garrison at Wheloon. His husband lives in

Suzail, and Ossten wishes to prove his worth so that

he can return home to the capital.

Ella Redbeard

Personality: wise, calculating, weary

Goals: return some semblance of dignity and honor
to her city

The daughter of Sarp Redbeard is a skeptical and

cautious woman who runs the reopened Wheloon



with calm efficiency. She can often be found stand-
ing on one of the many balconies of Oldstone Hall,
looking out over her city and making notes in a
small notebook that she keeps with her at all times.

Jerrick Valwater

Personality: self effacing, helpful, cunning

Goals: restore his good name

Jerrick Valwater was a prisoner in Wheloon for his
part in an assassination attempt on King Foril, but
was freed shortly before the war with the Shadovar.
He spent the intervening years serving as an un-
official spy for the crown in Sembia, and after the
war he was granted clemency for his aid in the war
effort and returned to Wheloon. Disinherited from
his noble house, he now runs a small mercantile
business employing former convicts in the city.

WORMTOWER

A small village within a small, secluded valley north
off the Bluemist Trail, about a half day’s ride west
of Dawngleam, Wormtower is filled with quaint
cottages, winding gravel lanes, tiny hedged gardens,
rubble walls, and oldgrowth trees. The village is
home to a number of excellent coopers, carpenters,
and potters and produces many useful items such
as coffers, chests, chairs, shelves, lanterns, ladders,
and all manner of other furniture.

POPULATION
500

INNS AND TAVERNS

The Dead Dragon Inn: A rustic inn with a quaint
common room is pleasant in the summer months,
but quite cold come wintertime. It has only a single
hearth, located in the small common room, and
the small outhouse lies across the stable yard. The
food and drink are good enough, and the upper
rooms overlook the ruins of the ruins to the north
of town, giving a breathtaking view of the skeletal
dragon sitting atop his pile of gold.

SHOPS

The Tower Shop: This sprawling cluttered shop bur-
rows into and climbs the side of a small grassy hill,
and is made of a series of small rooms connected
by short, steep stairs and narrow passageways, all
crowded with furniture and other items made by
local craftsfolk.

LOCATIONS OF INTEREST

The Wormtower: At the north of town is the ruins
of Wormtower, the mage’s tower from which the
town draws its name. The skeletal remains of the
dragon who destroyed the tower can be clearly
seen atop a huge hoard of gems and gold coins.
Despite being readily visible, the villagers avoid the
tower and no one is known to have successfully
entered the ruins and emerged with any treasure.
Anyone approaching within ten feet of the tow-
er walls is struck by a terrible blue lightning bolt
(14d6 lightning damage, a successful DC 18 Dex-
terity saving throw reduces the damage by half).
Even those who have managed to make it past the
lightning disappear once inside (they are, in reality,
transformed into a random creature and teleport-
ed to a location appropriate to their new form
unless they succeed on a DC 18 Charisma saving
throw). It is said that only a passagestone created
by the tower’s original master, Nendar Thrinn, will
allow one to enter the ruins, though whether such
passagestones remain in existence is a matter of
much speculation.



THE VAST SWAMP

A large stretch of forested wetlands that separates
Cormyr and Sembia, the Vast Swamp has no perma-
nent settlements and is so neglected by both of the
nations that it was never even given a proper name.
The forests in the swamp consist of gnarled oaks
and stunted blueleafs in the dry ground surround-
ing the swamp, shifting to cypress, water birch, and
willow in the heart of the swamp.

Numerous tribes of lizardfolk, trolls, hobgoblins,
and gnolls live in the swamps, along with more
powerful black dragons, beholders, hydras, grell,
and catoblepas. The marsh is also home to disease
bearing insects, noxious clouds of gases, and patch-
es of quicksand.

Strange evil humanoids known as meazels are
found almost exclusively within the Vast Swamp,
living in crude shelters in the deep swamp. Though
not particularly numerous, goblins, kobolds, and
even orcs feared them as magical spirits capable of
stealing away lone travelers to devour. As a result,
goblins and orcs fashioned crude charms and fetish-
es that they believed would ward off the meazels,
while kobolds sacrificed their own kind to appease
them.

BATTLERISE

A small hamlet named for the hill overlooking the
Darkflow River upon which rests a ruined castle,
Battlerise is home to only a handful of hardy farm
families and a stockaded way stable which re-provi-
sions caravans coming to Cormyr from Sembia (or
vice versa). Reconstruction on Battlegate, the ruined
castle, has begun many times over the years by
nobles hoping to turn the tiny hamlet into a ser-
viceable trade town between Cormyr and Sembia,
but the general unpleasantness of the surrounding
swamp, coupled with rumors that the keep is haunt-
ed, has prevented anyone from completing the
massive undertaking.

LOCATIONS OF INTEREST

Valwater Estate: Located a short distance from
Battlerise, to the north of the Way of the Manti-
core, lies the tumbledown old estate of the Val-
water family. After losing their home in Suzail, this
disgraced minor house moved to their country
home which became an early front for the war
with Sembia. They lent their home and their aid to
the Purple Dragons for use as an outpost and have
regained some of the dignity that had been lost for
their part in an assassination plot against King Foril.



GHARS

MONKSBLADE

A small town built in the shadow of a sizable Purple
Dragon garrison responsible for patrolling the area
north and east of the Vast Swamp, Ghars serves
the surrounding farmers as a market town and the
surrounding region provides fruit and vegetables to
Suzail. These goods must be taken by fast coaches,
changing horses many times along the way, to arrive
in Suzail or Marsember before they spoil, but their
quality is hard to match. It mostly exports oats,
barley, and wheat, which can be shipped by barges
downriver from Hultail to Wheloon and Blustich.

POPULATION
1,200

THE LOST REFUGE

This ancient keep was built by the Cormyreans long
ago to keep watch over the Vast Swamp and the
trade road to Sembia. The keep and its surrounding
town fell to a combination of orc attacks and the
natural expansion of the swamp, and it was subse-
quently abandoned.

The keep itself lies on a planar rift that leads to
the Plane of Shadow, and rumors persist that the
Dusk Lord of Sessrendale fled through this portal
after fleeing from his homeland. These rumors
attracted a number of Sharran cultists as well as the
Shadowscales, a tribe of lizardfolk warped by the
plane of shadow. While their numbers were greatly
reduced by adventurers who drove them from the
keep, scattered groups of Sharrans and Shadowscale
remain to this day both in the surrounding swamps
and on the Shadowfell. Following the defeat of the
Sharrans, the Lost Refuge fell into the clutches of
the Sharptooth tribe of lizardfolk who have since
made an alliance and established regular trade with
the kingdom of Cormyr. Some argue that this peace-
ful arrangement cannot last, and have attempted to
push the queen into conflict with the lizardfolk.

Monksblade was originally founded by a militant
branch of warrior-monks devoted to Chauntea
known as the Watchers Over the Land, on a site
with a deep well of clear, fresh water. These first
settlers were later joined by Red Knights of Tempus,
the Lucky Knights of Tyche, and the Worshipers of
the Wave devoted to Umberlee, each of whom built
large fortress temples dedicated to their gods and
assisted in clearing the eastern portion of Cormyr of
monsters and bandits alike, allowing the nation to
grow and expand. Eventually the four temples were
depopulated through attrition in their wars against
brigands, lizardfolk, and Sembians and the temples
were left to fall into ruins. After lying vacant for
some time, a group of farmers received permission
from the crown to reclaim and resettle the ruins,
forming the city of Monksblade.

The current village is built from the remains of the
four massive fortress temples, many of which were
intact enough that they were simply divided into
numerous private residences and reroofed, mean-
ing that many houses are joined to their neighbors
almost seamlessly. The roads are lined with massive
shady trees and many of the homes have charming
overgrown gardens. Some crumbling ruins remain
yet to be reclaimed.

POPULATION
300

LOCATIONS OF INTEREST

The Lost Knights’ Dance: The original well around
which the temple of Chauntea was built was also
the site of the last stand of the original commu-
nity’s defenders. There, six Knights of Tempus
and Tyche were killed by a group of unscrupulous
mages and their allies, transfixed with arrows while
helplessly shuffling about in the grip of Otto’s irre-
sistible dance. Their shadowy, fully armored forms
still appear around the well some nights, dancing
silently through the gardens.



THE WYVERNWATER

The Wyvernwater is a star-shaped freshwater lake in
eastern Cormyr, fed by the melt water of the East-
ern Stormhorns and the Thunderpeaks and flowing
into the Wyvernflow to the south where its waters
eventually joined the Dragonmere. It has abundant
eel, crab, and fish and is covered each morning by

a thick mist which spills out over its banks and into
the nearby settlements.

ARABEL

A fortified city located on the Sword River north of
the Wyvernwater, Arabel stands at the junction of
the High Road, Calantar’s Way, East Way, and Moon-
sea Ride and as a result it is one of the most trade
hubs in Cormyr, along with Suzail and Marsember.
Originally an independent logging camp, Arabel was
integrated into Cormyr early in its history, though it
has always maintained a degree of independence
and has even seceded from Cormyr on five separate
occasions.

Arabel is known for its fine jewelry and coal trade,
with numerous large warehouses spread through-
out the city. It has also become known for a dark
stout beer known as bitter black and a sharp, robust
cheddar, both known for their exquisite flavor and
for traveling well over long distances.

Arabel has seen its share of ill fortune, having been
attacked by dragons, goblins, and the Netherese
throughout its long history. During the goblin war,
Arabel was sacked and the majority of the popula-
tion was evacuated to Suzail by the Purple Dragons
and War Wizards. After the city was retaken with
the aid of mercenary forces recruited by the city’s
lord, Myrmeen Lhal, many of the city’s temples and
public buildings had to be rebuilt, giving Arabel an
eclectic style that mixes the classic and modern.
More recently, Arabel was besieged by Shadovar
and goblin forces led by Shade’s mad general, Lady
Marsheena, though the defenses held and the city
never quite fell.

The city is home to two detachments of Purple

Dragons: the Army of the East, which patrols the
Eastern Marches, and the city’s garrison. Units are
regularly rotated between the two detachments, to
prevent rivalries from forming and ensure that they
are capable of aiding the other in their duty, should
the need arise. The city is also home to a watch,
which handles local police duties and is responsible
to the local lord.

Unlike other Cormyrean cities, Arabel has never
adopted the custom of peacebonding weapons,
making it a popular location for adventurers and
mercenaries. The Red Raven Mercenary Company
is one of the oldest and most well regarded com-
panies in all of Cormyr. They have long mounted
expeditions into the Stonelands to help keep them
clear of potential threats, a contract with the crown
that they have maintained for over a century now.
The city also boasts a sizable non-human population
with half-elves being the most common non-human
folk and a tolerant attitude towards all types of peo-
ples, save for, perhaps, goblin kin.

POPULATION
30,000

INNS AND TAVERNS

Elfskull Inn: The Elfskull Inn was one of the oldest
inns in Arabel, named for the mysterious glowing
skull of an elf that would occasionally appear in the
entry foyer. It is located outside of the southern
wall of Arabel and is known for being an excellent
inn with moderate prices. Its walls were enchanted
to keep the interior warm in the wintertime and
cool in the summertime, and was a favorite haunt
of War Wizards traveling through Arabel on their
way between Suzail and Castle Crag.

The Falcon’s Rest: A popular inn known for the
menagerie of expertly stuffed exotic animals and
monsters magically held aloft throughout the tav-
ern, the Falcon is expensive and luxurious. The inn
is also known for its impeccable service, with staff
that went above and beyond in terms of quality of
service and discretion.

The Watchful Lynx: Located near the city’s eastern
gatehouse, across from the bazaar, the Watchful






. Citadel (and jail)
. Palace (court, assembly hall)
. House Marliir (noble family)

54.
55.
56.

Szantel’s Ropes, Cords, and Chains
The Wary Warrior (weapon shop)
The Two-Headed Lion (tavern)

107.
108.
109.

Nuirouve Domar, potter
Fillaro’s Overland Food (fish)
The Blue Mace (inn)
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51

. The Weary Knight (inn)

. The Lady’s House

. The Dragon’s Rest

. The Whistling Wheel (inn)

. The Traveler’s Banner (inn)

. The Lamps (hardware store)
10.
11.
12.
13.
14.
15.
16.
17.
18.
19.
20.

The Bazaar (market area)
Eastgate

The Eastwatch Inn

Iron Throne merchant company
Milzar’s Yards (rental stockyards)
Thousandheads Trading Coster
Dragoneye Dealing Coster
Elfskull Inn

Calantar’s Gate

Red Ravens Mercenary Company
The King’s Trading Yards

. Trueshield Trading Priakos
22.
23.
24.
25.
26.
27.
28.
29.
30.
31.
32.
33.
34,
35.
36.
37.
38.
39.
40.
41.
42.
43,
44,
45,
46.
47.
48.
49,
50.

High Horn Gate

The Night Wolf Inn

Mother Lahamma’s House
Raspral’s Kiss

Six Coffers Market Priakos
Gelzunduth Warehouse
Gelzunduth Warehouse

House of Gelzunduth

Rhalseer’s boarding house

House of Kraligh (local merchant)
House of Bhela (local merchant)
Well

House of Misrim (local merchant)
House Hiloar (local merchant)
Shassra’s (boarding house)
Falcon’s Rest (inn)

House of Nyaril (local merchant)
The Watchful Shield Bodyguards
Dulbiir’s Escort Service

Mulkaer Lomdath, fine tailor

The Silver Tankard (tavern)
Mhaer Tzintin, money changer
Eighlar’s Fine Wines

Jhamma'’s Silks and Furs
Dhelthaen (butcher)

The Strongwatch

The Pride of Arabel (inn)

Orbul’s Fine Carving and Furniture
Khammath’s Crystal (shop)

. The Black Mask (tavern)
52.
53.

House of Thond (local merchant)
Hawk’s Perch Trading House

57. The Striking Snake (tavern)

58. The Coiled Whip (tavern)

59. The Gentle Smile (festhall)

60. The House of Baerlear (merchant)
61. The Black Barrel (tavern)

62. Hundar’s Exotic Goods

63. lardon’s Hirelings

64. Monument to Dhalmass

65. The Silver Stallion tack shop
66. Green Phial medicines shop
67. Mhaes’s (festhall)

68. Thond’s (jewelry)

69. Six Coffers warehouse

70. The Bent Bow (tavern)

71. Laeduth’s (boarding house)

72. The Red Sword (tavern)

73. Vaethym Olorar, rental falconer
74. Saerdar’s Silks and Flowers

75. The Hungry Man (restaurant)
76. The Chalice (fine brass)
77.The Net of Pearls (gowns, jewels)
78. Nelzara’s (boarding house)

79. Buldo Cravan (butcher)

80. The Eyes and Ears of Arabel

81. Kelsar’s Fowl (live game birds)
82. Ssarra’s (restaurant)

83. The High Moon Inn

84. The Orange Banner Inn

85. The Lady’s Tastes (fine clothing)
86. Soldiers Boots (tavern)

87. The Red Stirge (inn)

88. House Misrim warehouse

89. The Velvet Couch (festhall)

90. The Burning Blade (tavern)

91. Nathscal’s (rental) Warehouse
92. The Lavender Lion (festhall)
93. The Smoky Skull (tavern)

94. The Old Warrior (inn)

95. Zelond’s (rental) Warehouse
96. Zelzar’s (pawnshop)

97. Naneatha'’s (festhall)

98. The Dancing Dracolisk (tavern)
99. Thael Diirim’s Scribery

100. The Roll Roast (inn)

101. Daglar Maermeet (armorer)
102. Ulbanath Map Consortium
103. The Moonlit Touch (nightclub)
104. Quezzo’s (rental) Warehouse
105. Dhaliima’s (boarding house)
106. The Three Sisters (pawnshop)

House of Baerlear warehouse
House of Lheskar Bhaliir

The Dancing Dancer (tavern)
The Open Casket (pawnshop)
Ghastar Ulvarinn, stonecutter
Baalimr Selmarr, carpenter
Dazniir Relharphin, wheelwright
Cheth Zalbar (cosmetics)

118. Brandin Thabbold, bedbuilders
119. Lamp, Lantern, and Candle Shop
120. Tamthiir’s Leather Shop

121. Psammas Durviir (tailor)

122. Elhazir’s Exotica

123. The Baths

124. Wayscross Inn

125. The Ivory Jack (tavern)

126. Phaesha’s (boarding house)
127. Vondor’s Shoes & Boots

128. The Feasting Board (eatery)
129. House Hiloar warehouse

130. The Lame Camel (tavern)

131. Blackhand Lhaol’s smithy

132. House Misrim warehouse

133. House of Kraligh warehouse
134. The Scarlet Spear (inn)

135. The Lazy Lizard (tavern)

136. The Watchful Lynx (inn)

137. Nyaril warehouse

138. House Misrim warehouse

139. The Swinging Gate (inn)

140. The Nine Fires (inn)

141. The Three Bars (inn)

142. The Tired Traveler (inn)

143. The Wink and Kiss (tavern)
144. Thousandheads warehouse
145. The “Pork Market” (trade yard)
146. Dragoneye Coster warehouse
147. Ssantusas’s (rental) Warehouse
148. Dhalgim’s Yard (wood, charcoal)
149. Copper Cockatrice (hardware)
150. Irriphar’s Inn

151. The Murdered Manticore (inn)
152. World Serpent Inn (also called
Wild Goose)

153. Shrine to Chauntea

154. Shrine to Deneir

155. Shrine to Helm

156. Shrine to Lliira

157. Shrine to Milil

158. Shrine to Tempus

110.
111.
112.
113.
114.
115.
116.
117.




Lynx caters to commoners and merchants of lesser
means.

The Hungry Man: The Hungry Man is popular with
the caravaners and cargo loaders. The small restau-
rant doesn’t waste time with fancy accoutrements,
good service, or a comfortable dining experience.
Instead, it offers an all-you can eat, self-service
buffet of palatable roast beef, mutton, fowl, por-
ridge, cheese, bread, and various seasonal vegeta-
bles. The price is 2 sp at the door, plus another 1
cp for a tankard of ale or wine.

SHOPS

Elhazir’s Exotica: A pricey gift shop lined with

elegant display cases containing a wide variety

of trinkets and treasures, Elhazir’s Exotica has a
long standing reputation for stocking truly unusual
wares purchased from traveling adventurers. Ev-
erything from wyvernskull bathtubs and fans made
of griffon feathers to ancient mithral armor, ensor-
celled daggers, and genuine dragon eggs can be
found here. It is often the target of attempted rob-

beries, though the building itself is heavily warded
and the staff is comprised of powerful sorceresses
who seem to be able to spot a thief before they
even enter the door. The mostly absent owner, El-
hazir, is either the fourth of his name or a very long
lived individual. No one is entirely sure which.

TEMPLES

The Harvest Hall: A small, fortified wooden temple
to Chauntea located outside the city walls, the Har-
vest Hall is a popular place for farmers to stop after
delivering their wares to the market. The approval
of this temple took many years, as the crown wor-
ried that it would be a prime target for bandits and
brigands. Only after a pair of well respected adven-
turers agreed to retire and work at the temple was
permission granted for its construction.

Lady’s House: This beautiful temple to the goddess
of luck housed Tymora herself during the Time of
Troubles, sparking a renaissance of her faith across
all of Cormyr.
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WHERE AM I?
THE WILD GOOSE & THE WORLD SERPENT INN

A shabby tumbledown inn located near the east wall, the Wild Goose is nobody’s first choice of inns. It’s draughty
and expensive (7 gp per night), and almost always has vacancy, even during festivals when the rest of the city is
filled to the brim. The only redeeming characteristic is the secret it holds, which the innkeeper is willing to share

with tenants who pay an additional 2 gp.

The Wild Goose is, in fact, one of the entrances to the famous World Serpent Inn, an inn that rests in a demiplane
of its own and is frequented by adventurous sorts from across many worlds. The World Serpent Inn can be reached
by passing under the inn’s signboard and standing in the doorway. There one makes a gesture as if knocking on a

door (without touching the actual door) and invoking the name of any divine being and using the words

lllll

and

“enter”, for example, “By Tymora’s luck, | enter”. The actual deity doesn’t matter, nor does the faithfulness of the

petitioner, only the use of the proper words.

Once the invocation has been stated, the signboard shifts to display the words “The World Serpent’s Inn” within a
ring consisting of a mottled green serpent eating its own tail. Opening the door takes you to a dark passage full of
eerie blue smoke lined with a number of large wooden doors that seem to disappear, reappear, and shift positions.
The passage opens into the common room of the Serpent, a large open space with a ring shaped bar at its center
and all manner of beings, from mind flayers and beholders to demons and angels all dining and drinking together.
The bartender is a fat man with rosy cheeks and a long white beard who goes by the name of Mitchifer and treats
everyone at the World Serpent as though they were a long lost friend. A small army of gnomes serves the various
tables and fights or other unpleasantness are surprisingly uncommon. Those who violate the peace of the World
Serpent are eighty-sixed to a random plane by Mitchifer. When one wishes to leave, they may simply ask a gnome
to show them the door and will be promptly led to the appropriate exit.
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POINTS OF INTEREST

Arabellen Palace: A noble palace featuring five slim
towers and elegant sweeping roofs, the Arabellen
Palace stands out for being one of the most beau-
tiful yet impractical buildings in the city, with the
palace’s elegant design standing in contrast with
the rest of the utilitarian buildings of the city.

The Baths: This natural heated spring is home to
Arabel’s Baths and are a popular gathering place
for wealthy visitors and residents. They are sur-
rounded by a number of related facilities, including
a gymnasium and barber, and all of the facilities
are luxurious and relaxing.

The Citadel: The Citadel is the most visually impres-
sive building in Arabel and houses the Army of the
East, and is a stark, stout-towered defensive forti-
fication that can be seen from almost anywhere in
the city.

Monument of the Warrior King: A beautifully
carved statue of King Dhalmass Obarskyr is situat-
ed in northwestern Arabel, and shows the crowned
and fully armored Dhalmass riding atop a rearing
war horse and brandishing his sword. It is a favor-
ite gathering place of mercenaries, off-duty Purple
Dragons, and pigeons alike.

IMPORTANT CHARACTERS
Lord Arvel Kraligh

Personality: scheming, ambitious, cunning

Goals: wealth and riches

The local lord of Arabel and second son of the for-
mer lord, Arvel is a scheming drunkard and not well
liked by the people of Arabel. He is, however, quite
cunning and has prevented any rivals from rising

to challenge him. Unlike former lords of Arabel,
Arvel has a combative relationship with the local
adventuring companies, seeing them as an unlawful
menace that needs to be reigned in. Whether he
can succeed when no one else in the city shares this
opinion has yet to be seen.

Sven Vaylan

Personality: cheerful, adventurous, brave
Goals: adventure and excitement

Hailing from a long line of adventurers, many of
whom have taken up arms in defense of Cormyr
during times of need, Sven is a recently knighted,
semi-retired adventurer who lives in a tallhouse in
northern Arabel. Due to his newfound responsibil-
ities, Sven no longer has time to set out on adven-
tures, and is growing impatient sitting on some
information about the Haunted Halls of Eveningstar
that he wishes he had the time to look into.

Sir Severin, the White Knight of Arabel

Personality: loyal, dedicated, honorable

Goals: faithful service to the crown and Lathander
Once a disgraced knight who after making himself
an accidental rival of Erzoured, Severin spent several
months in exile adopting the persona of the Black
Knight of Arabel. His aid in rooting out and defeating
one of the early Sharran incursions into Arabel led
to both his knighthood being restored as well as his
dedication to Lathander and service as a paladin.

BOSPIR

Bospir is a dusty sheep market town consisting of a
scattering of old cottages that stands at a trailmoot
in the midst of many sheep and cattle ranches clus-
tered around three deep wells. It is linked to the rest
of Cormyr by a road to the north that connects with
the East Way, and wool from Bospir is shipped west
to Arabel and east into the Dalelands.

GLADEHAP

A town built in a dried lake bed along the Way of the
Manticore to the west of Wheloon, Gladehap is the
favored city for expert craftsmen who prefer a more
quiet existence than the bustle of Suzail. They are
particularly well known for their excellent silver and
gold smiths. Because of this, Gladehap is a favorite
place for nobles who want to leave the city and still
have all of the comforts of home.

Gladehap is a happy, prosperous community
nestled among the trees on both sides of small
spring and winding creek. The spring itself is sur-
rounded by beautifully maintained park land with
meandering brick paths where Gladehappers enjoy



picnics during the summer. A raised plateau known
as Gladehap Rock sits at the north end of the dell
where priests of many different priests gather to
preach. The site is also the traditional location for
honor duels, and the remains of one of the losers
of such duels lies in the raised stone mausoleum
midway down the dell.

The city was abandoned during the Shadovar in-
vasion, with most of the populace seeking refuge in
Suzail early. As a result, while the city was occupied
for a time by the Shade it was left largely intact.

POPULATION
1,100

INNS AND TAVERNS

Hot Highsun Handbreads: An exquisite halfling
owned restaurant located in a grand house with
soaring ceilings, oversized fireplaces, and large
glass bay windows, Highsun is among the finest
dining experiences in all of Cormyr. Guests can
wander through the large manor as they please,
taking a seat at whichever seat they choose. The
food is light and the portions are small, but every-
thing served is of the finest quality, with a selection
of liquors and wines that exceeds that of many
of the famous taverns of cities much more popu-
lous than tiny Gladehap. Their main dishes are all
made with hot sliced bread, served with delicious
spreads, from fruit preserves to spiced crab paste.
The establishment has a reputation as being partic-
ularly romantic, and many young couples choose
to dine here and are often treated with fresh flow-
ers and bottles of fine champagne delivered to the
table on the house.

The Baron’s Bottle: The Bottle is a rustic roadhouse
with an exceptionally relaxed atmosphere. The tap-
room is stationed in the uppermost floor, unusual
in a tavern but allowing for a magnificent view of
the dell below through the large glass windows.
The Bottle is owned by the Arcandle family, which
owns many of the farms west of the dell. Named
in honor of Baron Feredagh Obarskyr, who had
a reputation as a rollicking, lusty war leader, the

establishment skirts the boundaries of Cormyr’s
traditional rules against the naming of businesses
after the nobility, though the exception was made
because the baron himself loved the tavern (then
known as the Arcandle Arms) and so the bureau-
crats in Suzail have chosen to look the other way. It
is said that the wealth of the Arcandle family was
the direct result of their friendship and patronage
of Feredagh, for when he died he left his favorite
bartender a bottle fashioned of gold and filled with
emeralds and rubies. While the gems were used to
procure the family lands, the bottle remains on a
shelf behind the bar.

The Snowbound Hound: This delightful inn looks

and feels for all the world like a well-kept manor
house, with carved wood panel walls, tapestries,
large luxurious rugs, and comfortable feather
stuffed mattresses atop canopied beds. The inn
provides all of its guests with warm houserobes,
and it is not unusual to see numerous gentlemen
lounging in the common room sharing a bottle of
fine brandy and tales of their adventures in noth-
ing but robes and slippers. A small, heated bath-
house is situated behind the inn proper, filled with
fresh water from the nearby spring. The atmo-
sphere is always festive, and escorts are available
to those who seek their company. The inn is nearly
always crowded, and it is customary to book weeks
or even months in advance to be assured a room.

SHOPS
Barthemir’s Needle & Nail Works: Despite the

name, Barthemir’s makes all types of tempered
steel items in the large smoky forge near Glade-
hap Rock. The shop is run by the large Barthemeir
family, with younger children serving as apprentic-
es and learning the family trade at the feet of their
parents, grandparents, aunts, and uncles. Older
children handle most of the simple orders, such as
nails, beltknives, or small bodkins, and the adults
are master crafters who produce fine weapons, ar-
mor, and the intricate ironwork that can be found
on many a Suzalian balcony.
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SECRET PLOTS
THE ILLANCE BASTARD

Tarmel Drouth is the bastard son of Rancelair lllance,
the middle brother of the three Illance heirs. Exiled
from Cormyr after numerous brushes with the law,
including a number of hushed-up murders and the
attempted arson of House lllance’s manor in Suzail,
Tarmel became a brigand in Sembia before returning
to Cormyr to exact his revenge on his family. His as-
sassination attempt was less than successful, but he
managed to rob the treasury which allowed him to
establish himself as a bandit lord along the border.

A r
POINTS OF INTEREST
Chansa’s Folly: The beautiful vine-covered ruin with
high spires is located at the south end of the dell.
In truth, it is not a real ruin at all. Its construction
was ordered just over a century ago as a replica
ruin by a wealthy widow who wanted something
interesting to see from her window.

HULTAIL

A small village of only a few scattered buildings
along the Hullack Trail, Hultail serves as the only
port on the Wyvernwater west of Immersea, and
was once the largest port on the Wyvernwater be-
ing surpassed in the last century by the rapid growth
of Immersea. As a result of its location, it sees most
of the traffic coming down the Thunder River from
High Dale to the east and is known as the “secret
door” to Cormyr for being one of the least guarded
entry points into the kingdom, though a small group
of War Wizards is on hand to keep an eye on those
who make port.

The villagers of Hultail have maintained strong ties
with the Dalesmen and the village allows merchants
from the Dales to travel quickly to Thunderstone,
Juniril, and Wheloon. Hultail is also a popular stop-
over point for adventurers traveling to and from
Thunderstone.

A nearby hill is the site of an ancient elven meeting
ground, and once or twice a year elves appear atop
the hill. Most give them a wide berth during these
meetings.

POPULATION
600

INNS AND TAVERNS

The Plate of Eels: Named for the Cormyrean del-
icacy and its signature dish, a plate of fresh, still
slithering freshwater eels, this tavern serves good,
strong beer and a wide array of local fare. Though
they specialize in seafood, they also serve chicken,
goose, and boar to cater to travelers.

LOCATIONS OF INTEREST

Spawnhall: The town’s fish hatchery is located in
the imposing structure known as Spawnhall, which
is guarded by no less than forty Purple Dragons
armed with hand crossbows whose darts have
been envenomed with sleep poison. Rumors
persist that some strange arcane ritual is used to
produce the fish that is used to stock the Wyvern-
water, though the exact nature of this ritual is de-
scribed differently by each drunkard who repeats
it. Officially, the Purple Dragons explain their pres-
ence by simply reminding inquirers that the proper
care of the Wyvernwater is vital for the health
and prosperity of the surrounding countryside, an
answer which appeases only the most casual of
conspiracy theorists.

Trindar Shipyards: A large complex of docks, sheds,
cranes, and slipways produces some of the finest
and most sturdy fishing boats on the Wyvernwater.
They are functional and utilitarian, though a cot-
tage industry of smaller shipyards has sprung up
that specializes in customizing Trindar sloops and
dhows to meet the tastes of their new owners.

IMMERSEA

Located on a spur of the Wyvernwater at the
crossing of the Starwater Road and Calantar’s Way,
Immersea is a popular trade stop for merchant car-
avans heading to or from Suzail. As such, the town’s
many inns and taverns are built to accommodate
one-night stays, and focus more on quick service
than long term comfort and accommodations.
Immersea is also the ancestral home of the Cor-
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. Redstone
Wyvernspur Family Crypt
Lluth Family Farm
Nulahh’s Boarding House
Halaband’s Inn
Maela’s Boarding House
7. Chaslaesse’s Fine Clothiers
8. Mrastos Warehouses
9. Market
10. Azoun Triumphant
11. Nelzol’'s Hardware & Sundries
12. Dzula-Mrastos Stable Rental
13. Cormaeril Farms
14. High Towers
15. Szalan’s Shipyards
16. Fish Cleaning Shed
17. The Mist Runner
18. Kraen Gulphet Blacksmith and Ironwork
19. Gulphet’s Farm
20. Nilil’s Farm
21. Tathco’s Farm
22. Alzael’s Slaughterhouse
23. Immer Inn
24. Five Fine Fish
25. The High Common
26. Danae’s Farm
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maeril, Wyvernspur, and Thundersword families,
who inhabit the manors on the southwest end of
town. These families wield tremendous influence
within the town and many of the younger sons from
these families have served as Purple Dragons. It is
said that the men of all three families bear strong
resemblance to King Azoun IV, which has led to
quite a few rumors about the dalliances of the for-
mer king’s younger years.

The town is also home to a group of fishermen
known as the “Mist Fishers” who leave early in the
morning and catch freshwater eels, silverfin, trout,
crabs, greenbacks, and other fish with draglines and
scoop-nets.

POPULATION
1,300

INNS AND TAVERNS

Five Fine Fish: This small brewery and inn produces
some of the finest ale in Cormyr, though the tap-
room has been overtaken by the dining room over
the years. It serves only its own house ale, and
only with meals, so rowdy drinkers are encouraged
to try the Mist Runner.

The Horn and Spur: The Horn and Spur is a clean,
well maintained, welcoming, easygoing family
drinking house. Its quiet atmosphere and private
booths make it a favorite for merchants who wish
to discuss business or families who want to enjoy a
simple meal out of the house. A giant rack of pery-
ton antlers (the horn) and the stuffed head of an
enormous black stallion (the spur) lend the tavern
a relaxed and rustic atmosphere.

The Mist Runner: A spartan, wooden, dockside
tavern with a reputation for being rowdy, the Mist
Runner is a favorite of the local fisherfolk.

TEMPLES

The House of the Lady: Sitting in a clearing in the
duskwoods and shadowtops and ringed by an
unbroken, circular stone seat graven with many
prayers to Selune, this open air temple to Selline
is truly a sight to behold. In the center of the
temple is a stepped pyramid whose every stone is
carved with words of prayer. Atop the pyramid is
a large statue of the goddess which depicts her as
two back-to-back women: a dusky-skinned, white
tressed maiden and a matronly middle-aged wom-
an. It is said that the carved stones for the temple
were provided by other temples of SelGine across
Faer(n which were sent here to be incorporated
into the temple’s construction.

LOCATIONS OF NOTE

Azoun Triumphant: This statue of Azoun Ill, sword
raised aloft atop a rearing stallion trampling ban-
dits under its hooves, lies in the center of the mar-
ket square and is a convenient location for meeting
up with local contacts or other adventurers.
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SECRET PLOTS
SHADOW OF THUNDERSWORD

During the war against the Shadovar, Lady Sulue
Thundersword was exposed as an agent of Shar and
executed. Many within her family believe she was in-
nocent of the accused crimes, despite incontrovert-
ible evidence uncovered by the War Wizards. Her
young cousin, Alisar, has taken the death particularly
hard and his dark thoughts have left him exposed to
manipulative individuals. Recently, Alisar has been
hosting meetings with other disgruntled nobles and
officers plotting to declare independence. Unbe-
knownst to all, the head of the group is a cambion

in the guise of Baron Fennick Huntcrown, a noble
and officer of the Purple Dragons who was, in truth,

killed during the war.

a

Redstone Castle: The ancestral home of the
Wyvernspur family is a small, diamond-shaped for-
tress of sandstone, perched atop a high hill to the
south of town and surrounded by wooded lawns.
Its gatehouse contains a barracks, a carriage shed,
stables, an armory, dungeon cells, and a granary.
The keep is a two story house with servants’ quar-
ters in the basement and a four story tower. Its
many-pillared reception hall is big enough to house
the entire population of Immersea.

High Towers: Located on a small hill due east of
Redstone Castle, this tall many-towered estate was
the family home of the Cormaeril family, though it
has been controlled by the Crown since the Cor-
maeril’s were exiled and their lands seized. The
Cormaeril family continuously lobbies to have it
returned to them, and while they have reclaimed
the nearby farmlands they have been unsuccessful
in regaining their estate.

Thundersword House: Southwest of Wyverspur’s
estate in a small wooded valley, the estate of the
Thundersword family is newer and larger than any
other castle in town but its remoteness makes it
seem far less impressive.

JUNIRIL

A bland little village in the marshes on the south-
eastern bank of the Wyvernwater, Juniril is best
known for its large baskets, comfortable chairs, and
other products made from woven rushes. The town
has a thriving community of fisherfolk and farmers,
but only produce enough to sustain their own local
market.

POPULATION
700

INNS AND TAVERNS

The High Helm: Visible from the road that enters
Juniril, the large oven of this inn is built in the
shape of an enormous warrior’s helm. The inn is
friendly to adventurers, mercenaries, and warriors
of all types and specializes in roasts and stews. It’s
kept warm by the large oven, and the furniture is
sturdy and functional. The common hall is decorat-
ed with old shields and scraps of armor hammered
to the pillars and wall, and the floor is a mix of
gravel, marble scraps, and flagstones. Three rustic,
wandering staircases ascend from the sprawling
taproom to the two floors above. The guest rooms
are arranged in a haphazard fashion connected by
twisting passages.

LOCATIONS OF INTEREST

Helm’s Everpresent Shield: This ruined temple of
Helm was the site of Princess Kathla Obarskyr’s
death at the hands of brigands. The temple was
left to ruin after the death of the princess and the
site is said to be under a blood curse known as the
Curse of the Blood Royal. The ruins are considered
sacred, and locals don’t take kindly to anyone en-
tering or disturbing the grounds.

IMPORTANT CHARACTERS
Ophira Santedul

Personality: whimsical, inquisitive, observant
The current local lord of Juniril is the eldest daugh-
ter of old Lord Santedul, a young adult who spent



her youth studying to be a mage. She fought in

the war against Sembia, and after the death of her
father was recalled to Juniril to serve as the local
lord. She chafes at the responsibility and dislikes
being cooped up in the small fishtown, but regularly
shipments of books by the wagonload to help her
pass the time.

SUNSET HILL

Named for the golden tinge that the high grassy hill
has at sunset, this location a short distance south
from Masoner’s Bridge on the East Way was once
the site of public executions. It is now a haunted
place, and on dark, moonless nights ghostly appari-
tions of floating, dangle-headed humans appear at
the top of the hill.

Superstition prevents anyone from building atop
the hill, but around its base are three scattered
ponds. Numerous cottages huddle along the banks
of these ponds, housing many of the local shep-
herds. The small village has no market or taverns,
and the people of Sunset Hill take their products to
nearby Bospir and Yeoman Bridge to sell.

POPULATION
800

YEOMAN BRIDGE

This small cluster of farms is centered on a covered
bridge that lends the community its name. The
bridge is the crossing of the Immer Trail over the
Sword River and connects Sunset Hill and Hillmarch
to the north with Immersea and Suzail to the south.
The bridge is an impressive stone structure carved
with the shields of families ennobled for military
service and stretches in two two-hundred foot long
spans that meet on a small rocky island where the
Sword River meets the Wyvernwater. The island was
once the foundation of a tower of an evil wizard,
and the entirety of the island and the two bridges
sit in a wild magic area created when the tower was
destroyed. The covered bridges are often used as an
impromptu shelter for caravans who are held up by

foul weather.

POPULATION
1,000

INNS AND TAVERNS

The Water Witch’s Rest: A recently rebuilt stone
inn, the Water Witch’s Inn was built above the
grave of a locally legendary sorceress, Aierann
Yurlann, said to be beneath the main hearthstone
in the inn’s common room. For 5 gp a head, the
retired adventurer who runs the inn, Brynden Hall,
will allow folks to pass through the secret door in
the basement and into the witch’s crypt. Her crypt
connects to a small water flooded cavern where
the witch’s spellbooks are reputed to lie, along
with her favorite pet. The nature of this water
dwelling beast remains a mystery, as no one that
has seen it has made it back alive. Many have jour-
neyed into the lair, only to flee when one of their
party has been felled in the darkness by a tentacle
from the dark. A small graveyard with some fif-
ty-four tombstones lies behind the inn, attesting to
the danger.
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SECRET PLOTS
APHEIRLARRA

“THE LADY SINISTER”

Over a century ago, a raven haired woman known as
Apheirlarra was a lieutenant within the Zhentarim
whose word was second only to Manshoon himself.
In truth, Apheirlarra was an guise used by Manshoon
to spy on his enemies. This secret is known to few,
though Elminster has commented on the fact on a
few occasions when he has faced Manshoon, hinting
that he “preferred him as a woman”.

Today, a dark haired woman going by the name
of Apheirlarra has been sighted in several towns in
Cormyr, though never tarried long enough for the
War Wizards to confront her. Whether she is truly
Manshoon, a clone of Manshoon, a heretofore un-
known daughter of Manshoon, or someone else en-
tirely is unknown, but the War Wizards are certainly
interested in finding out.




HULLACK FOREST

The most primeval forest in Cormyr, Hullack was
once a part of the forest of Cormanthor and has
resisted attempts to clear and settle it. The dark
valleys and hidden vales are home to a wide variety
of ghostly creatures and odd monsters, as well as
orc and goblin warbands from the nearby Thunder
Peaks. Once ruled by the druid Hullack and their
followers, it fell to beholder rule in the 12th cen-
tury, and has been largely the domain of monsters
ever since. It is one of the most common places in
Cormyr for new adventuring companies to cut their
teeth and gain favor with the local nobility, though
it is now claimed by a militant group of human-hat-
ing elves known as the Eldreth Veluuthra and some
local nobles simply wish to leave the Hullack to the
elves for now so as not to invite reprisals. For their
part, it is said that the Eldreth Veluuthra have gath-
ered the centaurs and satyrs of the forest to their
side and are preparing to strike out against human
settlements near the borders of their domain.
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WHERE AM I?
REALM OF WAILING FOG

In the far eastern reaches of the Hullack forest lies
the realm of Wailing Fog. This dark forest where

the Hullack climbs into the foothills of the Thunder
Peaks is among the most dangerous areas in all of
Cormyr, home to bloodthirsty lycanthropes, raven-
ous undead, and terrifying, unnatural beasts. The
realm is ruled over by a mysterious coven of power-
ful hags.

Some scholars speculate that the fog that perpet-
ually blankets the wood is not entirely natural, and
may be linked to some extraplanar space that lies
between this world and the Shadowfell. Many who
have entered this realm have never returned while
others have returned half-mad and raving about a
mysterious vampire lord. Whatever this dreadful do-
main might be, adventurers are advised to excercise
the utmost of caution in their travels to this area.

s

NOKTIL

A small village along the Immerflow, midway be-
tween the Wyvernwater and the East Way bridge,
Noktil is known for fine wood that is surprisingly soft
and pliable while green but hard and strong once it
has dried. This has led to a growing wood trade and
a specialization in unique woven designs that can be
found almost nowhere else.

The city has a long history of excellent archers,
with some claiming that the town’s first archery
instructor was a famous elven warrior. Others claim
that the specialized bows and arrows crafted from
local wood simply have better range and accura-
cy than most similar weapons, which gives them
their reputation. Whatever the truth, Noktil’s town
guard has a reputation for accuracy and range that
exceeds even the skill of professional archer compa-
nies.

The town has only one inn, which caters to ad-
venturers and explorers venturing into the Hullack
Forest, though the town stocks little in the way of
adventuring gear. The townsfolk typically do not
welcome adventurers, feeling that their presence
simply draws the ire of the creatures deep within
the Hullack Forest who would otherwise leave them
in peace.

POPULATION
400

THUNDERSTONE

Thunderstone is a small logging and fishing town
that also serves as a stopover for expeditions into
the Hullack Forest. The town is also home to a small
colony of gnomish alchemists who turn a tidy profit
in selling acids, tanglefoot bags, alchemist’s fire,
and thunderstones to these adventurers. Thunder-
stone does not maintain a militia, but instead hosts
a garrison of Purple Knights, which was founded
primarily to clear the menaces of the Hullack Forest
but has recently swelled in number due to the war
with Sembia.



. Thunderstone Hall

Badger and Badger’s Adventuring Emporium
Market Square

Thunder Keep

Steelsong Shrine

Society of Stalwart Adventurer’s Chapter House
Rental Warehouses

The Tuck Inn

. Rumble’s Tavern and Eatery

10. Weaslepop’s (Very Safe) Alchemical Goods
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The infamous Stag Skull Bridge spans the Thunder
River at Thunderstone, connecting the town to the
nearby Hullack Forest, and a permanent Purple
Dragon Guard comprised of the realm’s finest mon-
ster slayers prevents creatures from the forest from
crossing into town.

POPULATION
2,000

IMPORTANT CHARACTERS
Ryn Gaelstod

Personality: cheerful, enigmatic, calm

Ryn arrived in Thunderstone over a century ago,
claiming to be the Chosen of the heretofore un-
heard of Graethal Steelsong, god of cities and
civilization. Most believe the man to be a charlatan,
though the fact that he has not aged in over a cen-
tury and has been seen wielding divine magic make
him something of a mystery. He is often seen enter-
ing the Hullack forest alone, only to return several
tendays later without any explanation or clue as to
his whereabouts.

J

WHERE AM [?
ELFMOUND

This long, flat hill in the Hullack Forest is bare of
trees. Long thought to be the site of ancient elven
ruins, recent expeditions have revealed it to be of
Netherese origin. The brief attempt to uncover the
secrets of the site were halted when a large group
of explorers were struck with a death curse after dis-
covering a deep rune-inscribed shaft. Since then, the
entrance has been sealed off, but if one listens close
enough they can hear crying echoes and the occa-
sional soul-shattering scream coming from below.

a

THUNDER PEAKS

The Thunder Peaks are a chain of wild mountains
named for their sudden, devastating storms. Low-
er and less rugged than the Storm Horns, they are
nonetheless very dangerous, which keeps all but a
few tribes of orcs and goblins from living in these
mountains. While large-scale mining operations are
difficult, solitary prospectors occasionally return
with massive silver nuggets, though the majority
never return at all. Deep in the heart of the Thunder
Peaks dwells the abandoned dwarven city of Thun-
derholme, now home to an ancient dracolich known
as Aurgloroasa the Sibilant Shade.

HIGHCASTLE

Named for the now-ruined keep located just south
of the city, Highcastle serves as the crossroads
between Cormyr and Sembia. The city serves as a
trading post in the spring and summer, though the
roads are often too perilous for traders in the winter
months.

Once part of the Dalelands, Highcastle and the
surrounding High Dale has been a protectorate of
Cormyr only since the end of the war with Sembia,
and they are still acclimating to life under Cormy-
rean rule. Their mercenary militia, known as the
Pegasus Archery Company, is a light cavalry unit
that operates from the lightly fortified barracks and
stables known as Arrowpoint.

POPULATION
9500

INNS AND TAVERNS

The Eagles’ Eyrie: A small dirty inn that primarily
caters to travelers on a budget.

The Shield and Keep: An alehouse quite popular
among the locals.

The Swordsmith’s House: A seasonal inn that only
operates during the busy spring and summer
months



SHOPS

Frogfoot’s Provisions: A general store that provided
rations and basic sundries

Ironhand’s Arms: A small weapons and armor shop
run by the Stonesplitter family

SARUUN KHEL

Saruun Khel is an ancient minotaur city within the
peak known as Thunderspire Mountain sometimes
referred to as “the Labyrinth”. One of the many
chambers of Saruun Khel was recently used as a
black market trading city known as Seven-Pillared
Hall established by a group of Amnian wizards
calling themselves the Mages of Saruun who were
driven out of Proskur by the Purple Dragons. While
their plot to gain control of the trade route be-
tween Cormyr and the Dalelands has been foiled,
the remaining chambers of Saruun Khel are largely
unexplored and adventuring parties regularly set
out from Winterhaven, undertaking the hard three
day journey west to seek fortune within the twisting
caverns of the Labyrinth.

WINTERHAVEN

Deep in the Thunder Peaks, near the border with
Sembia, lies the town of Winterhaven. The small
town is surrounded by a high wall to help fend off
goblin and kobold attacks. It is otherwise a small
town and quite unremarkable, except for its proxim-
ity to two local landmarks.

To the southwest of the town is the ancient burial
site of a shadow dragon, while to the northeast lay
the cursed ruins of Keegan’s Keep. The town was
infiltrated by Sharran cultists in 1479 DR, and while
the leaders of the cult were killed by a group of ad-
venturers, rumors persist that not all of the cultists
were eliminated.

J
SECRET PLOTS
ELDETH VELUTHRA

J \k Eldeth Veluthra is an ancient secret society commit-
S P ted to the eradication of all human life. They believe
ECRET PLOTS that humans are a blight and that, left unchecked,
AURGLOROASA, they will despoil all of the natural world and bring
doom to Faerun. Organized into many independent
THE SIBH“ANT SHADE cells with no central leadership, the tactics of the
An ancient dracolich named Aurgloroasa lairs in an Eldeth Veluthra vary widely from region to reg|or_1.
abandoned dwarven city within the Thunder Peaks In Cormyr, the elves have gathered at a small spring
known as Thunderholme after having manipulated surrounded by a ring of ancient menhirs deep within
., ) the Hullack Forest known as the Wyvernstones.
and corrupted the king’s closest advisor. The old . i
dwarven keep is now a maze of pitfalls and traps There they plot strikes against the nearby human
guarded by tﬁe animated remai:s of the dwar\F/)e’s settlements while gathering recruits from the for-
who once lived there. est’s fey. )

The great iron doors to Thunderholme are sealed The presence of the Eldeth Veluthra has drastically
shut, though Augloroasa occasionally sends one of changed the nature of the Hullack Forest in the past
her many agents to distribute a keystone to the city century. The beholders, chimera, gnolls, and mantl_-
to Thunderstone or Highcastle, where she knows core that once prowled the forests have been eradi-
overly eager adventurers will leap at the opportuni- ca.ted and replaced by larger p.opule.mons of owlbear,
ty to become her next meal and donate their own griffon, satyr, and centaur. While this has made the
wealth to her already immense hoard forest a bit less foreboding, for humans, the forest

Y ' remains as dangerous as ever.

s
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. Outer Gate

. Wrafton’s Inn

. Market Square

. Stables

. Smithy

. Valthruun’s Tower

. Coalstriker Emporium

8. Warrior Guild

9. Tenements

10. Temple

11. Inner Gate

12. Town Stores

13. Barracks

14. Padraig’s Manor




TEMPLES

Temple of Chauntea: The only temple in Winter-
haven is this small temple to Chauntea, built of
interlocking stones carved in a pattern of stripes
and spirals.

LOCATIONS OF NOTE

Valthrun’s Tower: Originally built as a watchtower
for Keegan'’s Keep, this five story structure is the
tallest building in Winterhaven. Valthrun is a sage
and scholar who primarily occupies the top two
levels of the tower.

Wrafton’s Inn. The only inn in the area, Wrafton’s is
spacious and comfortable, with a large public room
and alehouse which offers beer, wine, and, on oc-
casion, spirits. Meals consist of simple fare cooked
well and properly seasoned, and the portions are
generous. The spacious hall fills each evening with
the residents of Winterhaven, farmers from the
surrounding hillsides, and any hunters, trappers, or
adventurers who happen to be passing through.

IMPORTANT CHARACTERS
Lord Padraig

Personality: lazy, dull, spoiled

The local lord of Winterhaven is a man with little
imagination and almost no initiative. He is content
to simply collect his taxes and do little more. Despite

J S
WHERE AM 1?7
IRLINGSTAR

Named for the Waterdhavian noble family who built
the keep to serve as a stopover on the route to Sem-
bia, this remove castle in the most remote corner of
the Thunder Peaks was purchased by King Foril and
turned into a prison for the most dangerous crimi-
nals in the realm. Its first prisoner was a malaugrym
who was posing as Lady Irlingstar, and she has been
joined by many others since then. Nearly a decade
ago, the malaugrym escaped and is suspected to still
be active in Cormyr to this day. As for the prison, it
has been mostly forgotten in the tumultuous time
since the war against Sembia and the Shadovar.
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this, he has managed to maintain his position largely
due to the remoteness and relative unimportance of
Winterhaven.

Sister Linora

Personality: humble, alert, confident

Sister Linora manages the town’s temple along with
her acolyte, Gevarn. She is humble, quiet, and soft
spoken, but is constantly on the lookout for any
signs of the return of the Sharran cult.

Thair Coalstriker

Personality: gruff, short tempered, professional
Thair is the town’s dwarven blacksmith and also
took over the sundries shop shortly after the retire-
ment of its previous owner. He is quick to anger and
has a long memory for those who have wronged
him, but cuts a fair deal and doesn’t believe in
taking advantage of those who are in need. Being
the patriarch of the only dwarven family in Win-
terhaven, Thair is always happy to meet another
dwarf, particularly young dwarven men who might
be suitable matches for his young adult daughters
(both of whom are accomplished blacksmiths in
their own right and neither of whom have the least
bit of interest in being married off to some scruffy
adventurers).



THE STONELANDS

A barren stretch of dry, parched clay, the Stonelands
are named for the ponderous boulders that dot the
landscape ranging in size from the height of a horse
to the size of a small home. The Stonelands are a
uniform sickly red and an ever-present fog prevents
even the most persistent of sunny days from bright-
ening the landscape. Scattered bands of goblins,
gnolls, orcs, and bandits (known collectively as ‘bor-
der raiders’ by the Cormyreans) make their lairs in
these desolate reaches, raiding caravans that make
their way north through Gnoll Pass and slipping
back into hiding among the rocks. It is said that the
rulers of Cormyr are in communication with a pair
of mated copper dragons, Gorge and Gracy Cooper,
that lair in the mountains to the north of the Stone-
lands and who provide information on border raider
gatherings and war preparations.

GWARCH

N

A goblin trading post built within the walls of an
ancient hobgoblin keep on a small mound of earth
in the center of a lake, Gwarch is an anomaly in the
Stonelands. It is one of the few places where gob-
lins interact peacefully with humans, halflings, and
other civilized races. Over the years, the trading
post has grown and expanded to include a number
of market stalls and trading posts built on floating
barges within the lake. While some of these are

tied to shore, many others float freely and jostle
with other barges for better positions throughout
the day. The post is as chaotic as one might expect
a trading post for goblins to be, but due to the

large number of surrounding dungeons and ancient
keeps, it is always well stocked with worthwhile
supplies and odd artifacts and attracts a fair number
of adventuring companies and explorers who intend
to plunder the Stonelands.

WHERE AM I?
THE CAVERN OF DEATH

The cavern of death is a small natural network of
caves in the southern Stonelands, cut by streams

of melting ice from the Stormhorns that still trickle
through them. The former wizard Asharon, now a
lich, guards his home against intruders with a collec-
tion of monsters gathered from all over Faerun.

a

GRIFFON HILL

A small hamlet of hardy shepherds built around a
tiny stone temple to Chauntea, Griffon Hill is the
closest settlement to the Stonelands and a frequent
target of orc and goblin raiders. It is able to survive
in the inhospitable region thanks to its location on
a high, defensible bluff ringed with concentric rings
of sturdy walls and squat towers. Additionally, the
local priests of Chauntea and their bound earth
elementals have defended the village for over a
century, ever since a particularly powerful priestess
established a residence in town. This combination of
sturdy fortifications and organized strength of arms
has resulted in the local goblins giving the place a
wide berth and the orcs attacking only caravans who
might be leaving with a less than full guard.

Despite its name, no griffons have lived in the re-
gion for quite some time.

HALFHAP

Halfhap was the Cormyrean settlement furthest
north until the annexation of Tilverton, a dubious
honor it has reclaimed since the latter city’s com-
plete annihilation.

The walled town is a bleak place that exists to
supply prospectors, merchants, and ranchers oper-
ating in the region north of the Immerflow. Large
keeps stand at either end of town, where Purple
Dragons trained in the use of hippogriff steeds sally
forth to engage orc and goblin warbands leaving the



GIIFFOIN HILL
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1. Market Square 8. Vegetable Field

2. Harvest Hall 9. Bean and Potato Field
3. Community Kitchens 10. Kardir’s General Goods
4. Storehouse 11. Stables

5. Berry Field 12. Barracks

6. Barn and Stables 13. High Harvest Inn

7. Orchard 14. Grande Old Shop




Stonelands and numerous ballistae are prepared to
fire upon any enemies that come within range. Fully
one-thousand Purple Dragons live within the city,
and patrols regularly travel the Moonsea Ride as far
as the Tilverton Scar to the north and Gnollpost, in
the heart of Gnoll Pass, to the south.

A good number of halflings live in Halfhap, though
since the war many of them have resettled in the
King’s Forest, particularly in and around Collinwood.

POPULATION
3,000

INNS AND TAVERNS

Blacknee’s Beds and Baths: Owned and operated
by an enterprising halfling clan, Blacknee’s Beds
and Baths is a large two-story inn complete with
a spacious dining room, luxury baths, and a tap-
house to be proud of. The plush accommodations
are well appreciated after the long ride through Til-
ver’s Gap, and the Blacknee family is able to charge
somewhat outrageous rates for their rooms, as
they are the only luxury accommodations in town.

Marching Myrmidon Inn: The Marching Myrmidon
is a small, quaint inn built against the town’s cur-
tain wall near the northern gates. It has a spartan,
military feel and is often used by Purple Dragons
who are traveling to or from the keep in the Tilver-
ton Scar.

IMPORTANT CHARACTERS

Entur of Esparin.

Personality: determined, regal, adventurous
Goals: reform the noble lines of Esparin and bring
them honor once more.
Entur of Esparin is a distant ancestor of House Darl-
reth, a noble house of ancient Esparin, and has kept
the ancient traditions of Esparin alive while in exile
in Sembia. During the war with the Shadovar, Entur
led his family to aid the embattled people of Esparin
and was granted a title of local lord for his service to
the crown. Entur is an accomplished warrior, and he
often rides forth from Halfhap with his closest kin to
battle orcs and goblins. When arrayed for battle, En-

tur bears the unicorn-and-trees heraldry of Esparin
along with a suit of ancient dragonscale armor. He
dreams of one day reconquering his ancestral lands,
and takes a keen interest in any adventurers who
express desire to explore the ancient Esparin ruins
in the Stonelands.

REDWOLF

This small frontier town is one of the only towns in
the Stonelands that is attracting new settlers at a
rapid rate, thanks to the hard work and diligence of
its local lord. Only ten years ago, the site was home
to a small bandit camp, but once it was cleared the
knight who cleared it was given a title of Marchion
and granted the rights to establish a city here.
Through hard work, good relationships with local
adventurers, and the presence of a nearby iron
mine, the town is booming and a sturdy stone keep
is now under construction. Whether this attempt
to tame the Stonelands will succeed where others
have failed is still anyone’s guess, but it has lasted
much longer than most previous attempts.

POPULATION
3,000

IMPORTANT CHARACTERS
Oris Grenfeld

Personality: wise, tactical, brave

Goals: found a city that will allow Cormyr to begin
taming and settling the Stonelands

Oris is a master of tactics and one of the two knights

who, along with a small group of adventurers, drove

the Crimson Wolf bandits out of their camp in the

name of the crown.

Cora Inyn

Personality: brash, hotheaded, strong

Goals: bring honor to herself and rise to the ranks of
true nobility

Cora is a skilled and ferocious warrior who leads the

city guard of Redwolf. She assisted Oris in clear-

ing the bandit camp and they have since become

engaged. She is hoping that their hard work estab-



lishing the town of Redwolf will allow her to become
true nobility as she rightly deserves.

TILVERTON SCAR

The once large town of Tilverton is now little more
than a crater filled with magical darkness. The
crater, known as Tilverton Scar, is the result of the
war against forces of Thultanthar in 1372 DR. No
one lives within the scar, though rumors persist

of a creature known as the Shadow Shredder that
lurks within the deeper crevasses. Since the town’s
destruction, a small keep has been erected to house
a small force of Purple Dragons and War Wizards
who maintain order and keep curious explorers
from venturing into the scar. There are a few homes
in the surrounding area, belonging to particularly
brave herders and ranchers.

WHERE AM [I?
THE LOST PALACE OF
ESPARIN

Hidden deep underground somewhere in the east-
ern Stonelands lies the Lost Palace of Esparin. Once
the seat of power for the kingdom of Esparin, this
palace was abandoned when the capitol was moved
to Yerespar in the west and was eventually forgotten
after much of the kingdom of Esparin was overrun
by goblins, orcs, and Zhentarim. The Lost Palace
once served as a hideaway for Manshoon, and is
home to a number of mad liches, sealed away deep
belowground and bound to the palace by one of
Cormyr’s High Wizards.
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THE STORM HORNS

A string of massive, sharp mountains that forms a
high wall to the west and north of central Cormyr
broken only near High Horn Pass to the northeast
and Gnoll Pass in the northwest. The Storm Horns
provide excellent protection from attack, though
they also limit expansion and trade to the west and
north and are home to numerous small clans of
goblinkin and orcs. The mountains are also home to
a number of dragons, most of which spend decades
in peaceful slumber, only to awaken and prey on the
surrounding towns and villages. They are also the
location of an aerie of aarakocra, though these are
rarely encountered by the Cormyreans.

CASTLE CRAG

Castle Crag was built to defend Cormyr’s northern
border against dangers from the Stonelands. Five
hundred Purple Dragons and five War Wizards are
garrisoned at the castle year round. Unlike High
Horn, this castle is inhospitable to adventurers and
those who arrive are sent on their way as quickly
as possible. For many years, Castle Crag employed
a psionicist to ensure that calls for help could reach
Arabel’s garrison immediately. While this practice
was long discontinued, there have been rumors that
the current commander is seeking to hire a psioni-
cist to revive the practice.

EAGLE PEAK

A small hamlet built on an outcropping of the
Stormhorns, Eagle Peak is a popular caravan stop. It
is fortified and serves as a base for merchants and
adventurers with business in the Farsea Marshes
and Tunlands. Their market features death cheese
and deadeye butter (made from catoblepas milk),
as well as wool, meat, and cheese from hill sheep
and mountain goats. It is a bleak place of stone, tile,
and slate (to prevent fires in the event of a siege),
though many residents keep small well-kept gardens
which are often used as a dining and entertaining
space. The town doesn’t have any inns or taverns,



and instead a network of carryout hot food shops,
stables, and rooming houses. All attempts to start
an inn have ended in failure due to pressure from
these established local businesses. The Eagle Peak
stables are run by the local government, and is
one of the few places that guarantees mounts. If a
mount is lost or stolen while in their care, they give
the owner replacements that are as good or better
than what was lost.

The town is home to a large Purple Dragon gar-
rison, though many consider assignment to Eagle
Peak to be a punishment. It is, at once, both the
most boring and most dangerous assignment in
Cormyr, rivaled only by assignment to Wheloon.

POPULATION
600

GREATGAUNT

This fortified city on a rocky plateau overlooking
the High Road is named after the Greatgaunt family
who founded it. The city is dominated by Greatgard,
the huge castle at the south end of the walled city
which is outfitted with espringales, catapults, and
trebuchets. The town guard is comprised of skilled
archers, who drill regularly by shooting at mark
poles outside the walls for several hours a day.

Space within the walls is at a premium, and houses
and shops are built as tall and narrow row houses
along narrow cobbled lanes. Many of the roads are
sloping and lined with bronze handrails, green with
age, to allow pedestrians to manage the icy weath-
er.

POPULATION
4,000

INNS AND TAVERNS

The Twelve Dancing Knights: The Dancing Knights
is a quaint old tavern whose name is derived from
some lines about it in a ballad by the long-dead
bard Shalivarr of Iriaebor: O, twelve bold knights
here made merrie, And when they left, a-dancing

they be. The taproom is warm, if a bit smokey, and
adorned with old weapons and battle regalia.

TEMPLES

Moonrise House: This temple to Selline was found-
ed by a charismatic priestess from Selgaunt only
a century or so ago. The temple is particularly
popular among those who work at night, including
a large portion of the Night Watch, Greatgaunt’s
police force which patrols the city from dusk to
dawn, and the Purple Dragons. Moonrise House
hosts festivals at every full moon and solemn ritu-
als every moondark (new moon).

LOCATIONS OF NOTE

Greatgates Manor: The Greatgaunt family home
stands at the north end of the plateau above a
broken and jagged ravine that is impassable and
therefore protected from attacks. This small castle
boasts magnificent stained glass windows bearing
the family arms, a right-hand gauntlet clutching a
dove in its fist. The manor’s central courtyard has
a fountain known as the Steaming Fountain that
is enchanted with spells that heat the water to pro-
vide hot water year-round and prevent its freezing
in winter. Citizens of the town are permitted to
draw water from the fountain, since the pumps for
the deep wells in the market freeze up during the
cold winters.

THE GOBLIN MARCHES

Once ruled by goblins and their allies, this former
stronghold of goblinkin is now home only to nomad-
ic bands of goblin raiders, as well as behir, chimeras,
hill giants, giant flying spiders, medusae, perytons,
wemics, and hieracosphinx. It is a desolate waste-
land of crags, bogs, thorny thickets, and low hills.

A number of ruins lay on the rough hillsides of the
Goblin Marches, though the combination of difficult
terrain, goblins, monsters, and Zhentarim agents
makes expeditions to the moors quite difficult.
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WHERE AM [?
MARPETHGATES

Constructed between 1430 and 1440 DR by Uldros
Marpeth, this weathered fortress was built as a
remote retreat where the retired Amnian merchant
lived out the remainder of his days after losing most
of his wealth during the Spellplague. He died a few
decades later, leaving the fortress abandoned to the
small menagerie of monsters he had kept in the for-
tress’s undercroft. Several Purple Dragon expeditions
were mounted to reclaim the small fortification, but
in the end it was decided that the inhabitants were
best left in peace. The group still includes a pair of
cyclops, a number of doppelgangers, many kenku,
and several spiretop drakes. No one but Marpeth
himself knows what they might be guarding.

A
LOCATIONS OF NOTE

Araugul: A great fortress built by a long dead hob-
goblin empire, Araugul lies on the edge of the
encroaching Great Desert and was abandoned long
ago. It is occasionally used by the Zhentarim as a
temporary shelter, but the lack of water, game, or
edible plant life makes it unsuitable as a long term
settlement.

HELMLANDS

a

Once a barren land of howling winds and jagged
rock, the Helmlands are now wild magic area sur-
rounding a forest of towering redwood trees. Due to
longstanding superstition dating back to the Time of
Troubles, Cormyreans rarely venture into the Helm-
lands and have avoided settling the area.

HIGH HORN

The largest and most well defended keep in the
west is the mountain hold known as High Horn. Sit-
ting atop a 1,000 foot high peak in the Stormhorns,
High Horn was built by dwarves emigrating from
Anauria and consists of multiple towers and a con-
centric ring of curving walls, surrounded by a moat
and lined with defensive structures. In the winter

months, it houses half the Cormyrean army and a
large contingent of War Wizard. During the rest of
the year, the Purple Dragons set out on patrol, leav-
ing only 400 soldiers and a handful of War Wizards.
The atmosphere at High Horn is one of discipline
and readiness, even though the citadel rarely faces
any real threats.

The keep guards the road to the West, defending
the interior of Cormyr from border raiders such as
the tribes of goblins, orcs, gnolls, and lizardfolk that
live in the Goblin Marches and Farsea swamps. It
also serves as a defensive outpost to protect the
nearby royal gem mines.

High Horn has spartan facilities for housing travel-
ers, though such visitors are expected to stay out of
the way and not become a burden.

HILLMARCH

Built into the easternmost foothills of the Storm-
horns, Hillmarch is the only real mining town in
eastern Cormyr and produces primarily copper, as
well as a bit of silver, zinc, and nickel. Much of the
ore is refined and smelted into brass and worked
into lamps, candelabras, and other useful items. The
whole town is filled with reeking smoke and it has a
reputation as a rowdy, rough-and-tumble place that
isn’t particularly friendly towards strangers.



IMPORTANT CHARACTERS

Lord Ordamon Thorland

Personality: private, stoic, focused

One of Cormyr’s few mining magnates, Thorland
owns at least six rich iron and silver mines in west-
ernmost Cormyr. His blazon, a gold anvil split by a
three-zag gold lightning bolt, on a pale blue field,
commemorates the defeat of a dwarven clan, cen-
turies ago, that helped one of his ancestors retain
one of the family’s first mines. The Thorlands are
reclusive, having a great distaste for Suzail and for
politics.

HORNSHIELD

An isolated mountain keep a short distance north
of Skull Crag, Hornshield was the ancestral home

of the family whose name it bears. Since the fam-
ily died out over two centuries ago, the keep has
housed a collection of brasscrafters, locksmiths,
glassblowers, chainmakers, and armorers. All of
the families live within the many rooms of the keep
and govern themselves through a collective council.
Food is grown in glass-topped greenhouse gardens
located on the castle’s roof, though they still must
import much of their food from the surrounding vil-
lages, and water comes from a spring deep beneath

the keep. Hornshielders are efficient and produc-
tive, creating a great quantity of fine worked goods.
Transport from Hornshield is prohibitively expen-
sive, so the goods are transported directly to ware-
houses in Suzail by a small staff of well-paid wizards.

HUTHDUTH

A small keep in a wooded valley where High Road
breaks out of heavy mountains and turns southwest
into rolling hills, Huthduth is home to a monastic
community of Chauntea worshipers. The keep is
home to a large group of warrior-priests and the
monastery is known for its generosity. Visitors to
the monastery are given lodging and food for up to
three nights free of charge. The priests are notori-
ous gossips and are willing to exchange news from
the surrounding world for information they have
gathered about abandoned mines, old dwarf holds,
and monster lairs. It is also whispered that some se-
cret lies in the halls beneath Huthduth, though who
or what it is remains a mystery.

MINROE

Minroe is a quiet, sleepy mining town reputed to
have the best jewelers and gemsmiths in all of
Cormyr, particularly after the arrival of dwarven
refugees from fallen Tehyamar. In addition to its



exquisite gems, Minroe is also known for having
converted some of the older mines that are no lon-
ger profitable into mushroom farms that grow the
delicious buttery pixie caps (which can fetch prices
as high as 50 gp for a single sun-dried mushroom).

For a time the town was plagued by medusae, until
it was discovered that a type of mushrooms known
as hedgehog shriekers screech only when medusae
approach. These ambulatory fungi were planted
throughout the mines and in the gardens around
town, which eventually drove the mushrooms away
back into the Underdark. Since then the population
has recovered beyond what it once was and the
small town has begun to grow once more.

POPULATION
500

REDSPRING

Iron in the soil around Redspring colors the rust-
red spring that gives the town its name. The town
of Redspring was long a shepherds’ village until it
underwent a period of rapid expansion in the mid
14th century when a Purple Dragon garrison con-
structed a keep at the edge of town and the War
Wizards erected a mansion at the center of town.
The town was sacked during the Goblin War, which
all but ended its hopes of becoming a proper trade
town and to this day many half-constructed build-
ing remain abandoned and incomplete. Not quite
a ghost-town, but certainly no longer the frontier
boomtown it had hoped to become, Redspring has
returned to its roots and is now a place for shep-
herds to deliver their wool to be prepared for ship-
ment to Arabel and beyond.

SKULL CRAG

A mining community built in the shadow of a large,
skull-shaped rock dedicated as a shrine to Kelemvor.
On a large, flat-topped spur overlooking the High
Road lies a large Purple Dragon citadel. From here,
hippogriff mounted patrols range out across the
Tunlands and Vast Swamp to keep an eye out for po-

tential lizardfolk or barbarian incursions. Aside from
the raw ore brought forth from the mines the town
is known, perhaps surprisingly, for its embroidery
and lacework produced by the wives of the miners
in the long dark hours of winter.

POPULATION
1,100

SLINGDYKE

Home to a Purple Dragon guardpost with a squat lit-
tle keep and the burnt out ruins of an old inn known
as the Slingdyke Arms, there is little of note in this
former trade town. The inn burned down centuries
ago, and has not been rebuilt due to a royal decree
forbidding anyone from resettling the area. The
farms to the south house both a Harper safehouse
and a secret War Wizard outpost. Why so many
seem to be interested in this barren little patch of
land seems to be a mystery lost to everyone but its
guardians.

TYRLUK

A small village nearly destroyed by rogue dragons
and later sacked during the Goblin War, Tyrluk con-
sists of little more than a smithy and an inn, as well
as a few newly built homes and shops. The area sur-
rounding Tyrluk is fertile grazing ground and many
prominent horse and pony breeders have settled
the area.

Local legend holds that Tyrluk was the home of the
Blue Blade, a famous gallant brigand who stole from
rich travelers throughout the King’s Forest and gave
the most valuable gems from earlier hauls to pret-
ty ladies when he waylaid them. It is said that his
cache of treasures still lies somewhere in the nearby
forests.



KING'S FOREST

The westernmost fragment of Cormanthor, the
King’s Forest has long been cleared and settled by
the people of Cormyr. The high, thick forest can-
opy keeps undergrowth limited to only scattered
clearings and provides shelter for an abundance of
wildlife, and for many years was considered to be

a pleasant place for vacationing nobles to ride and
hunt. Since the goblin wars, however, the forest has
been home to scattered tribes of orcs that have thus
far resisted attempts to eliminate them. The Purple
Dragons regularly patrol the area, however, keeping
the roads reasonably safe for merchants and other
travelers.

AUNKSPEAR

Aunkspear is a village of horse breeders and cab-
bage farmers located just a short ride northwest of
Immersea, just off of Calantar’s Way. It is named af-
ter its most famous resident, a common soldier who
gained the favor of King Galaghard Il and coined a
number of still popular Cormyrean phrases, such as
“Any battle ye survive is a victory.” The village was
once home to the royal mint, though it was eventu-
ally removed to Suzail, and it is now known primarily
as a place to buy gray gees (or their eggs).

POPULATION
700

J S
KNOWLEDGE: LOCAL
THE GRAVE OF AUNKSPEAR

The resting place of Aunkspear’s namesake is
marked by a stone bearing his name, his arms (a
two-headed flying falcon with the motto “I see both
sides, and say s0”), and the following inscription:

Here lies a man who served Cormyr well
And spoke with kings as a friend.
And when at last his death befell

He went contented to this end.
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COLLINWOOD

A tiny village built in the shadow of an ancient
manor house, Collinwood is home to a large popu-
lation of halflings, humans, and half-elves displaced
from many of the surrounding villages when goblins
and orcs marched through the King’s Forest during
the Goblin War. The community has a thriving
economy founded on woodcrafting, weaving, and
cheese-making, but is otherwise quite unremark-
able. Travelers occasionally stop over in town on
the journey from High Horn to Eveningstar, though
this is not particularly common due to it being a few
hours ride south of the High Road. Despite the lack
of a city wall, Collinwood is considered to be ex-
ceptionally safe due to the local lord’s large private
army.

POPULATION
500

IMPORTANT CHARACTERS
Earl Bryton Taysith

Personality: reclusive, honorable, taciturn

Earl Taysith claim on the lands surrounding Col-
linwood predates the founding of Cormyr, and his
family has a longstanding title granted to them by
Faerithann Obarskyr himself, making him one of the
only earls in Cormyr. The truth of the matter is a bit
more complex, as the alabaster hall of the Taysith
family holds an ancient secret: there is no Tay-

sith family, only Bryton, an immortal who fled the
destruction of Thaeravel over a millennia ago and
has been the lord of Collinwood ever since. When
he was encountered by Faerithann, the two agreed
that a battle between them served no purpose and
Bryton was willing to pledge fealty in exchange for
simply being left in peace. The secret of Collinwood
is known only to the queen, the mage royal, the
High Harpers of Cormyr, and Elminster of Sha-
dowdale, and is considered to be a state secret of
Cormyr. In times of great trouble, the personal army
of Earl Taysith, a force of fifty helmed horrors of an-
cient origin, marches forth from the family crypts to



defend the village and nearby lands, but otherwise
the people of Collinwood keep to themselves.

CROWNPOST

A ruined fortress stands just off Calantar’s Way,
having been destroyed in a lightning storm several
centuries past. During the excavation of the ruins,
a previously hidden iron door beneath the stable
cellars was discovered, which led into a massive
subterranean wizards’ lair consisting of numerous
extra-dimensional spaces connected by means of
gates. The lair was the home or prison of many
ferocious creatures, which escaped into Cormyr
and caused mayhem before they could be subdued
by a desperate force of War Wizards. This titanic
battle resulted in the first known wild magic area in
Cormyr, which persists to this day, as do numerous
nests of strange flying chimerae with the ability to

phase into and out of existence seemingly randomly.

POPULATION
150

INNS AND TAVERNS
Blisterfoot Inn: Servicing the travelers who once

used Crownpost as a stopping point, the Blisterfoot

Inn is a renovated barn located on the next hill to
the east, a short distance behind Crownpost. A
wide, looping trail circumnavigates the old ruins,
bringing travelers to the inn from both directions
along this short detour. The owner of the inn ad-
vertises it as a safe location amidst the terrors of
Crownpost using small signboards along Calantar’s
Way, and has built a steadily expanding business
from the traffic he has attracted. The barn features
several additional wings, as well as numerous
outbuildings where a small collective of artisans
ply their trades producing armor, weapons, and

all manner of other crafted goods, turning the inn
into the center of a little village of its own. Mer-
chants doing business with the artisans stay at the

inn, as do adventurers seeking to explore the ruins.

DHEDLUK

Dhedluk is a small community of quail farmers,
woodcutters, herbalists, and retired nobles located
in a clearing in the forest dappled with sunlight and
surrounded by gigantic moss-covered trees. Dhed-
luk has been threatened by orc raiders for the past
century, though the village’s sturdy stockade wall
and small contingent of Purple Knights has managed
to keep them at bay. A number of fine woodcarvers
live in the village. Despite its origins as a lumber
town, the town now has laws against cutting live
wood that are punishable by hanging.

Dhedluk is also home to an organization known
as the Women of the Woods, which dates back to
the time of King Azoun IV, who believe that females
should rule Cormyr and all realms. For a long while
they engaged in banditry against the village, though
they have turned over something of a new leaf since
the crowning of Queen Raedra. Despite their bandit-
ry, the Women were placed under protection of the
crown since their founding, leading to a persistent
rumor that the founder, a woman known as Vandara
Thulont, was in fact Azoun’s daughter. This rumor
has never been authenticated, but the crown’s
protection remains and any who speak to loudly of

J S
SECRET PLOTS
THE HIGH HUNT

A decadent cult embraced by some nobility in
Cormyr, the High Hunt hlds that the vitality of the
land can only be renewed by the sacrificial slayings
of Cormyrean nobility. To this end, they hold a secret
ritual each year in Dhedluk where a noble is trans-
formed into a deer and set out into the forest. Cult
members wearing masks decorated with stag antlers
set out into the King’s Forest to hunt and slay the
deer. The practice was outlawed centuries ago, and
the severe punishments for kidnapping and confin-
ing nobles for any reason were also in response to
this cult, but despite the efforts of the crown and
the Purple Dragons the High Hunt continues to this
day, growing ever more creative in their efforts to
avoid being found.




it are visited by Purple Dragons who “respectfully”
ask the rumormonger to keep quiet. The Women
of the Woods live in the old Meliyekur estate in the
forest west of the village and conduct trade within
Dhedluk.

The village is also home to a small two-way portal
connecting to a location near the Royal Court in Su-
zail. A short forest trail known as the Ranger’s Way
leads to the town of Waymoot in the southwest,
while the Starwater Road connects it to Eveningstar
to the north.

POPULATION
1000

INNS AND TAVERNS

The Blushing Maiden: Among the only noteworthy
places in Dhedluk is the rustic wayhouse known
as the Blushing Maiden, named for the long-dead
leader of the Freeswords Aradaera “Ravensong”
Tinshar. Its soundproofed private suites feature lux-
urious owlbear pelt rugs, breathtaking views of the
surrounding forest, and each a private bathroom.
One of the long halls in the inn has an enormous
elven made tapestry fully one-hundred paces long
featuring scenes of a forest hunt. The tapestry
glows slightly with golden light, and it is said that
woven within are numerous gates to and from lo-

J L

SECRET PLOTS
LAST HIDEAWAY OF THE
SWORD HERALDS

Several centuries ago a secretive group of mages
undertook a variety of rituals for the betterment
of Cormyr. Their most notable accomplishment
was the construction of extra-dimensional refuges
throughout Cormyr, known as hideaways, to protect
the nobility and local lords from natural disaster,
brigands, war, and rampaging monsters. Over the
centuries the keys to these hideaways have mostly
been forgotten or lost to time, but rumors persist
of a particularly large and well guarded hideaway
containing the combined wealth of several ancient
noble families as well as the library of the Sword
Heralds themselves.
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cations throughout Faer(n. The inn’s reputation for
comfort and service are without equal, and many
merchants take the longer Starwater Road rather
than Calantar’s Way just so that they can stop here
and at the Tankard in Eveningstar.

ESPAR

Located just west of the King’s Forest, this town

of about 120 stone buildings is a farming town
centered around a small shrine to Helm and is

best known for having a long history of excellent
blacksmiths. Quiral’s Blades, founded by an adven-
turer-turned-blacksmith named Quiral, has been

in continuous operation for over a century and is a
source for specialized made-to-order blades. Lesser
known, but no less important, is the town’s history
as the birthplace of Florin Falconhand, one of the
famous adventuring company known as the Knights
of Myth Drannor. The town is home to many half-
elves, and has been since its founding, and is also
renowned for its skilled rangers.

Of particular note are the wood elves who arrive
to market once each month with their trained stag
mounts and hunting wolves. Once, such elven bred
mounts and companions were far more common,
but today the market of Espar is the only place
where these highly sought after hunting beasts can
be found.

POPULATION
600

INNS AND TAVERNS

The Watchful Eye: Espar’s only inn is the Watchful
Eye, a quaint little wattle-and-daub structure that
primarily services the fur traders, grain merchants,
and adventurers who visit the small town.

LOCATIONS OF NOTE

Stormhaven House: This fortified manor house
stands on a small wood-fringed plateau west of
the village proper and is home to a small college of
War Wizards, where fledgling wizards are instruct-
ed on the history and politics of Cormyr and given
a safe place to practice new spells. The manor



is heavily warded and protected by a number of
trained magical beasts. It also features a large
two-story stable, where hippogriffs are stabled for
use by the War Wizards and visiting court officials.

EVENINGSTAR

A crossroads town located north of King’s Forest on
the intersection of the High Horn and the Starwater
Road, Eveningstar serves the nearby farms and the
adventurers who travel along the High Road. It is a
pastoral village, surrounded by grazing fields and
small orchards, and produces apples, milk, eggs,
poultry, mutton, carrots, beans, parsnips, cheese,
and wine. Evenor ranchers also raise sheep and
sharrada, a type of woolly cattle accustomed to the
colder climate, and produce a great quantity of the
wool which eventually finds its way to clothiers in
Suzail. The nearby woods are mainly chestnut, elm,
and oak, as well as scattered shadowtops, and are

WHERE AM ?
SENTINEL ROCK

A short ride from the quiet farming community of
Espar is a large rocky outcropping known as Sentinel
Rock. It can be entered by crawling through a small
crevice halfway up the steep cliff and into a large
cathedral like cavern. A sloping path leads down to
an altar dedicated to Helm, which is protected by a
magical animated sword (CR 2, 30 hp, +11 to hit, 11
damage) which attacks any it deems unworthy of ap-
proaching the shrine, including anyone who doesn’t
worship Helm.

A crack in the ceiling produces a streaming spotlight
that strikes Helm’s shrine at exactly mid-day on the
last day of summer. When this happens, the light
bounces off of the shrine to reveal a small alcove 30
feet above the cavern floor which contains the danc-
ing blade’s sister sword. This sword, a holy avenger,
may be borrowed for a quest in Helm’s name. The
quest must be a worthy one, however, and the blade
must be returned after the quest is complete or they
will risk drawing Helm’s displeasure.
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home to an abundance of pheasant, quail, and rab-
bits. All of its exports are sold at a weekly farmer’s
market and much of it is purchased for export to
Arabel and Suzail. Eveningstar was badly damaged
in attacks by rogue dragons just over a century ago,
but was rebuilt shortly after.

Eveningstar is typical of prosperous farming com-
munities in the region, looking much like similar
settlements in the dales. A typical Evenor home
is fieldstone with a thatched roof, while homes of
wealthier farmers or merchants instead have slate
roofs. Dirt basements are common, allowing fami-
lies to store food for the long white winters. Upper
floors are typically timber framed and covered in
stucco. The farmhouses outside of town and away
from the river rarely have second floors, and instead
have sprawling basements with numerous roomes.
These underground living spaces are insulated by
the soil from the cold winters and some seemingly
small farmhouses hide large complexes almost like
rabbit warrens beneath the earth.

It is primarily known for two things: its proximity to
the Eveningstar gorge, which leads into the moun-
tains and the heart of a cluster of ruins, including
the Haunted Halls of Eveningstar, and as the origin
of the winged cats known as tressym. This is one
of the few places in the world where tressym roam
free and feral, lairing in the nearby gorge and sub-
sisting on the rodents in the farmers fields. A portal
created by a cleric of Mielikki connects a blueleaf
tree to another in the gardens of Suzail.
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INNS AND TAVERNS

Lonesome Tankard: The Lonesome Tankard is a tav-
ern and inn famous in Cormyr for its fresh, home
cooked meals and is regarded as one of the best
stopovers for merchants, caravaners, and adven-
turers in all of Cormyr. Thanks to a longstanding
arrangement between the proprietor and the
Ruldo family, guest’s of the Tankard can stable their



horses across the way at the Ruldo stables free of
charge.

The Hailing Hand: This recently rebuilt inn was built

on the burnt out foundations of the old Welcom-
ing Hand, though this establishment has little in
common with its predecessor beyond the name.
It is a rowdy and lively establishment that attracts
a younger crowd than the rustic Tankard or quiet
Unicorn. It is popular with adventurers recently
returned from a successful job, and the sorts of
people who make their livings lightening the purs-
es of such adventurers.

The Golden Unicorn: This quiet, discreet tavern is
popular among merchant traders, local business-
men, and others who need an atmosphere condu-
cive to conducting business.

SHOPS

Orsborg’s Adornments: Orsborg’s is an Evenor
institution and has been providing body adorn-
ment services, from simple shaves and hair styling
to custom scented perfumes and intricate tattoo
artistry, for nearly two centuries. The current
owner, Katrin Orsborg, leads a team of art-
ists and craftsmen who have perfected
their respective crafts. Adventurers
heading to the Haunted Halls often
stop by the shop to get matching
tattoos to commemorate their
expedition, leading to a steady
supply of customers.

TEMPLES

The House of the Morning: This
large, many-spired temple
dedicated to Lathander is
a popular destination
for the faithful in
northern Cormyr.

The priests of the
temple run a very
successful farm
which produces
all varieties of
medicinal plants,

as well as nuts, fruits, and vegetables sufficient to
feed both the temple and the entire town if need-
ed.

LOCATIONS OF INTEREST

Haunted Halls of Eveningstar: The Haunted Halls
are a subterranean stronghold built by dwarves
for the human bandit-lord Rivior. It is located part
of the way up the western cliff of the Eveningstar
Gorge, and since Rivior’s death some three cen-
turies ago it has been the temporary dwelling of
kobolds, bandits, goblins, Zhentarim mages, trolls,
and all variety of other monsters. Despite frequent
expeditions into the Halls, they never seem to be
cleared completely and are fresh and full of newly
arrived monsters each summer. It is said that the
lowest chambers of the Haunted Halls were used
by a secret sect of wizards known as the Mages






Eveningstar Hall
Lonesome Tankard
Orsborg’s Adornments
Tessaril’s Tower

Ruldo Stables

Market Square
Highsong Butcher
Ashairn’s Fine Clothing
Purple Dragon Barracks
10. The Old Boot- Wagons and Harness
11. House of the Morning
12. Temple Granaries

13. Temple Fields

14. Old Meg’s Hut

15. Redhand Pool

16. Deltar’s Mill

17. Hailing Hand Inn

18. South Stables

19. Golden Unicorn Inn

20. Baskar’s Pring Shop

21. The Iron Hand Smithy
22. Shen Apple Orchard

23. High Pasture (Common Grazing Land)
24. Ruins of Thaddath Farm
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Regal whose secrets still lay entombed far beneath

the surface.
Tessaril’s Tower: The tower of Lord Tessaril Winter,

the lord of Eveningstar for over a century, is a large

stone house with a wide porch across its front.
Near the front door is a shield-shaped plaque that
bears Tessaril’s name and title.

Hidden House: The very existence of this maze of
ever-changing walls and passages is a state se-
cret of Cormyr. The Hidden House was once the
abode of the Netherese sorcerer Phaeryl and can
be reached through a portal in the uppermost
room of Tessaril’s Tower. There are no maps of the

Hidden House, and such a map would be worthless

anyway as doors seem to open to different rooms
and passages each time they are opened.

Old Meg’s Hut: This old ruin was once the home
of a crone that lived near the village but who had
very little interaction with the locals. Today it is a
favorite place for the town’s more adventurous

children to play, much to the consternation of
overprotective parents.

IMPORTANT CHARACTERS

Lord Tessaril Winter

Personality: friendly, loyal, assertive

Goals: prosperity and well-being of Eveningstar

The lord of Eveningstar is the former adventurer and
one-time consort of King Azoun IV known as Tessaril
Winter. She is attentive, considerate, and utterly loy-
al to the crown, serving as wise counsel to four gen-
erations of Obarskyr monarchs. She is particularly
attentive to the new queen, Raedra, and frequently
hosts the young queen at her home. Despite her
advanced age, the lord is quite striking. She stands
six feet in height, with long silver hair and piercing
blue eyes. Her once slim, muscular build has grown
frail with age, but she still walks rigidly upright and
carries herself with poise and dignity. She typically
wears simple dark robes while at home in her tower
or a leather jacket and riding breeches when out
amongst the people. Perched on her shoulder is her
ever-present companion, her tressym familiar, who
insists on tasting all of her food and drink and has
saved her from poisoning more times than anyone
can count.

GRAY OAKS

A small village with a sizable halfling population,
located just north of Calantar’s bridge and east of
the King’s Forest, Gray Oaks is a quiet, simple farm-
ing town known for its woodcarvings and glowing
mosses. The village is built on the ruins of a larger
settlement known as Black Oaks that was destroyed
in a battle between a party of Zhentarim mages and
a force of War Wizards. Recently, the town has re-
covered some of its status as a market town, thanks
in part to the relaxing of hunting laws as a result of
orc tribes making camp in the King’s Forest.

POPULATION
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Porch
Entry Hall
Dining Room
Kitchen
Pantry
Grand Stair (to 2nd floor)
Stairs Down to Cellar (cellar not shown)
Washroom
Cloak Closet
. Audience Room
. Ladder (to 2nd floor closet)
. Grand Stair (from 1st floor)
. Ladder (from #11)
. Upper landing (sitting area, gallery)
. Tzin Tzummer’s Chambers
. Guest Bedroom
. Guest Bedroom
. Guest Bedroom
. Linen Closets
. Bower (sitting area with plants)
. Upper Stairs (to 3rd floor)
. Lofty Landing
. Spell Chamber (for spellcasting)
. Ladder from #13
. Stairs to Cupola (4th floor)
. Locked Closet Fitted With Alarm Gong
27. Magic Storage (potions, scrolls, etc)
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KNOWLEDGE: LOCAL
THE LOST HELM

The Iron Helm of Heroes is an artifact and minor
relic of liImater that was once owned by Lord Tessaril
Winter of Eveningstar. The helm is unremarkable in
appearance, but quite powerful in its ability to grant
its wearer access to a wide variety of healing spells.
Lord Tessaril used its magical properties to aid ad-
venturers exploring the Haunted Halls, but one day
after healing an adventurer the helm disappeared
without a trace. Though she has no need of the
helm, Tessaril would gladly pass along rumors of the
helm’s whereabouts to adventurers she considers to
be worthy.

N
INNS AND TAVERNS

Trailswatch: Graywatch has only a single inn which
serves double-purpose as a hunting lodge for
Suzerains who have a license to hunt in the King’s
Forest. Licensed guides operate out of the hunting
lodge, guiding hunters through well-used trails
to hunt deer, boar, and bear. The lodge itself is
decorated with the preserved pelts of gigantic
owlbears, dire wolves, manticore, and other such
ferocious beasts, which gives the tourists a bit of a
thrill, though the chances that they will face such
deadly game within the nearby woods is quite low.

HILP

s

A small town to the southeast of Cormyr on Calan-
tar’s Way between Immersea and Suzail, Hilp
marked the western terminus of the Way of the
Manticore which continued to the east through
Gladehap, Wheloon, and beyond. It is surrounded
by rich farmland and grazing pastures, though it

is most well known for its markets. In addition to
the local produce and grain, the market did a brisk
business in wagons and barrels. The city has a small
fortified wall, though much of the city lies outside
of the wall along Calantar’s Way and the Way of the
Manticore. The buildings of Hilp are typically tall and
narrow, most of which feature a shop or tavern on

the first floor with homes on the floors above and
are shingled with blue and green slate. The town is
industrious and somewhat boring, despite being a
bustling production center. During the war with the
Shadovar, much of the city was razed by the Purple
Dragon Reborn, though due to the industriousness
and skill of the local craftsmen you could hardly tell
today.

POPULATION
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LOCATIONS OF NOTE

Handibar’s Stelk Farm: Hilp is one of the few places
where a strange shrub known as stelk could be
commercially farmed. A small shrub resembling a
cluster of brown, fist-sized cabbage heads, stelk is
an excellent fish bait, useful in attracting all types
of fish. Handibar’s farm is a marvel of agriculture,
with varieties of stelk that have been bred specifi-
cally to attract specific types of aquatic life, includ-
ing strains that can attract dragon turtles. The farm
itself lies to the west of town, while the sale outlet
is in Hilp proper.

KNIGHTSWOOD

This clearing holds the remains of a small ham-

let that grew up around the steadings of several
knights. For a time it was known only for the rare
plants that it exports down the Starwater River and
the circle of druids known as the Knightswood Nine
who dwelt in a subterranean cavern reached by
climbing through the roots of a huge hollow tree,
where they cultivate all manner of rare and won-
drous mushrooms.

The hamlet was decimated in the war against Shar,
and only a few homes remain standing. Rumor has
it that a group of druids has once more settled into
the caverns near Knightswood, though whether
they are survivors of the war or a new circle entirely
is still unclear.
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WHERE AM [?
THE CRYPT OF DRAGONS

Somewhere within a days ride of Hilp lies a vast sub-
terranean tomb and shrine to the dragon god Null,
though the exact location has long been forgotten.
A weaver and his two apprentices discovered the
location in 1356 DR and reported that the crypt
contained a massive horde of gold, upon which were
lain several mummified dragon corpses. The weav-
er’s apprentices were killed by the crypt’s traps, and
while the weaver escaped to tell the tale he disap-
peared shortly after, before divulging the crypt’s
location. Agents of the Cult of the Dragon have since
made their way to Hilp in hopes of uncovering the
location of the lost crypt.

a

LOCATIONS OF NOTE

The Old Oak: A huge, gnarled old tree that is the
favorite meeting place of a group of young satyrs
that call themselves the Sons of Baerelus. These
satyrs are known as pranksters, but also give
wise advice to young lovers, runaways, and other
Cormyreans with problems. Their advice is given in
the form of intricate and impromptu morality plays
featuring a rotating cast of colorful characters.

MOUTH O GARGOYLES

A small village situated on the Starwater Road
between Dhedluk to the northwest and Immersea
to the east. The village’s odd name comes from a
long dead wizard who would use gargoyles to raid
barges traveling along the Starwater River. He was
eventually defeated by a group of adventuring wiz-
ards, who founded a village at the site, though their
battle also created an area of wild magic on the very
site where the village was founded. As a result, the
use of magic within the village has been banned by
order of the crown, and violations of this law result
in imprisonment for a tenday.

The town is home to woodcarvers, furniture mak-
ers, and purveyors of oil produced from deep rock
fissures near the site of the old wizard’s cave. The ail

is pumped up from underground, allowed to set-
tle, and then filtered to produce flammable oil and
amberglow, a lubricant used to keep blades from
rusting.
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The Gargoyle’s Perch: A ramshackle roadhouse inn
founded by a group of twelve friends who also
hired themselves out as escorts. It has a good
selection of ales and stouts, though the wine, food,
service, and cleanliness leave something to be
desired.

SHOPS

Wyrund Woodcarvers: The Wyrund family is fa-
mous for their exquisite cabinetry and woodcarv-
ing. Furniture from Wyrund can be found in most
noble villas in Suzail

Bendegar’s Barrels: Though the namesake of the
shop is long since dead, Bendegar’s Barrels is
known for making some of the finest barrels in
Faer(n, including custom made-to-order barrels of
almost any size.

THE PLUNGEPOOL

The terminus of the Sharragh river is the mist lined
limestone shaft known as the Plungepool, which
swallows the river in an endless waterfall that emp-
ties into the Underdark lake known as Lake Thalmiir,
which in turn empties into the deeper lake Daer-
braun. Descending the Plungepool is quite danger-
ous, as the rocks are slick with water and are home
to swarms of stirges.

STAGSTEADS

The site of the royal hunting lodge, Stagsteads is a
small town that primarily exists to keep the crown’s
guests comfortable during state visits. A substantial
garrison of War Wizards and Purple Dragons is also
located here year round, both to patrol the nearby
forest and to ensure the security of the lodge.



WAYMOOT

Located within a small five-mile diameter clearing of
the King’s Forest, Waymoot is a trader’s town built
around a large old keep. It is the largest town within
the King’s Forest and its economy is driven largely
by the fine horses and wagons produced here. The
horses of Waymoot are so famous that the town’s
name is often synonymous with fine warhorses,
such as the term “Waymoot come calling” to refer
to a cavalry charge.

Rumor holds that a collapsed dungeon labyrinth
lies under Waymoot, catacombs once used by a
gold dragon to store its horde. These same rumors
purport that the dragon was later killed by a behold-
er who tunneled up from the Underdark and may, in
fact, still reside there. Waymootan children still tell
these tales, though whether or not they are true is a
matter of some debate.

Waymoot was once home to a large and active
thieves’ guild, but they have long since been eradi-
cated.
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SSCHINDYLRYN

Known as City of Portals for many magic portals
connecting elsewhere in the Underdark, Sschindyl-
ryn is built on kuo-toan ruins in the shallows of Lake
Thalmiir. Several sections of the city are submerged
beneath the surface of the lake, including underwa-
ter portals. The citizens of Sschindylryn are success-
ful merchants, prospectors, and slavers. The priest-
esses of Lolth have lost much of the control they
once had over the city, leaving the city largely free of
the Spider Queen’s influence.
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Silver Wink: The most popular inn in town, the
Silver Wink is a favorite of local adventurers and
craftsmen. It is a large establishment with a spa-
cious dining room and tastefully furnished rooms
of varying sizes. The taproom is well equipped to
handle any sort of traveler, featuring wines from
Evermeet and ancient Tethyr, liq