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City Sifrs is the first in a series of accessories 
detailing places that player characters in any 
campaign setting frequently visit. This book 
describes more than a dozen public places and 
local businesses that a party could find in  a 
medieval city. Each entry covers enough back- 
ground for you, the Dungeon Master (DM), to 
bring the site to life. 

OT two above the caoyraip's average W experi- 
enmkvel. 

Those NPCs theplayer &waders haw lime 
chance of dealing with have no W n g s  in this 
book; considerthem (nevel Npcs. (&i;b.3ptem 
3 and 12 in the DUNG€QN.MASTEgV G,tldt,.) 
Brief 8talisticse-k-a p 3 r n a y  ha1.e 
some interdon witll, Vita( .wlayer  charxtcm 
have individual write-nps. T h s  dormation, 
largely self-explanatory, does q u i m  01 kbw clari- 

you use the site in adventtms you create. 

Nonphyer t Ts 

Equipment &entiam+& kd-1 itenw'(ex- 
cept weapods and m o r )  and mundane items 
the NPC typkally Carries. An aster& i n h t e s  a 
new magical item, deedbed  in this W. You 

The NPCs in this book are designed for cam- Can give "€3 a d d i W  itam. 
p a i p s  with player charactem (PCs) of least 6th Spells/day oftersthen-of sp&mofeach 
levelbut nohigherthan9thleveL Ifyourplayem l e v e l t h c c h ' l r a c t ~ c a n c a s t , b ~ n r l t h . l s t -  
have less powerful charactas, you needn't make level Spells. (See the spell progpssicnitabl~ in  
any special adjustments. But, be aware that most Chaprer 3 of the Player's H~MJc&,) 
of the sites will prove dangemus places for aggws- Preferred spells, &ow a S-WBC mu- 
sive PCs. a l ly  memorims, are bid by spell W, m g  

If most of your players have characters higher with those uscd most frquentfy. Oaen dmr- 
than 9th level, increase the experience levels of actercan'memwize more spe& thanullpse listed, 
thy major NPCs in Part I Public Locations. As soyou mSeiea extras. Wiplrds' spe&&scrm- 
theseaonplayer characters are among the most tain the preferred list, plus spells you add. A 
important people in the city, their levels should caster also always has access bothen: spells men- 
equal that of only YOIN most powerful PC. The tioned in themtry. 
minor characters in Part 11: Businesses live 

TbeUtcsinPkty sedentary lives and usually mind fheir own 
business, so you needn't adjust their levels. The 
only exceptions are Gryphon, a wizard and Read through all the sites bsfon usmx them in a 
horse dealer (page 55); Koalowe, vampire owner game. Scan the infmnation quickly if you must, 
of an inn (page 62); Thaleem, purloiner of aimi- but reading i t  thoroughly in ackmwenablrs you 
nal information (page 74); and Schel, the local to present them as vital places whem kffe- on 
druid (page 92). Because these characters risk even when the Pcs an?n't present. 
getting involved with a party, keep them a level Remember that Cify Sites is intended to add 









Barbicnn 





Peirre, a 7th-level wizard: S 9, I 17, D 13, W 16, 
CO 10, Ch 10; AL N; AC 7; W 12; HD 7; hp 21; 
THACO 18; #AT 1; Dmg 14% Skspel ls;  SZ M; 
MLl2;XPnil 

m 

a 

potion ofgaseousform 

SA spells, thief abilities; SD 90% mistant to sleep 
and charm spells; SZ M; ML 12; XP nil 

hold person, suggestion 

Takin is a cutthroat elf who tried one robbery 
too many. M y  some fast talldng saved him from 
the headsman's axe. After an alignment change, 
he performed several labors under supervision. 

Herohi, a 'ith-lerel f@hter: 3 38/27, I tB, Q%5; 
W 12, Co 15, Ch 1.3; AL LG;K D; hWZ& 7; 
h p  51; THACO 14; %AT. 2 t . D ~  ,b$ w~rapon; 

beforr going k. Magical.Etems:PIaEemailcl,longswnrl42{deteets 
Peirre thinks Takin is shifty and bears watch- invisiWty in a Io'radius), r i n g o f ~ ~  I 

ing; consequently, the two do not get along. Once Weapons/equipmenk Long h, aO&eafm~~~s ,  
the other leaves, Takin intends to make his stay in Wo'daggers, shield 
the barbican more profitable. (Watchful Peirre 





3arbic 







Dawnsinger 



I 

wnsin 

Adventure Hook Height: 5' 7" 
Weight: 146 Ibs. 
Haideyes: Black/bmwn 

Spelldday: 4 3 2 1 (plus one extra enchantment/ 
charm spell per spell level 
Preferred spells: 1st level-nhip, tlwrnr person, 
slwp, unwm xma!1f, umtriloquism; 2nd level--for- 
gd, mre,  ningic inouth, invisibility; 3rd level-hold 
pi!rsun, sirgyrsfiun, slow; 4th level--confusion, poly- 
morph w/j 

A plump, but attractive woman, Wynne pos- 
sesses d dusky complexion, sparkling eyes, and a 
pleasant smile. 

When not  bedeviling people with magical 
pranks, Wynne strolls about, chatting with any- 
one she m w t s  She occasionally stops to sing on 
street corners and happily collects donations 
from the audience, though, as a successful advm- 
turer, she does not really need the money. Her 
excellent singing and her prosperity lead many 
locals ti) believe she is a bard of .some repute. 

When a rogue player character approaches the 
fountain, Dawnsinger yays: 

kwatlr the warn whem I leap, 
a golden trrasurc is yours to kael, 

If the PC ignore the rhyme, nothing happens. 
Searching the basin reveals a bm& worth 

2,500 gp. Unfortunately, a daring fhief M e  the 
brooch from The Three Golden Rmgs (page 85) 
a week ago and tossed into the fountain to 
avoid being caught with it. The thief hired 
Wynne to cast a magic mouth spell on the statue 
in hopes of enticing some fellow rogue to 
retrieve it. The thief hopes to get the brooch 
back via a pickpockrt attempt. 

In any case, the PC is in fog a rough ride. He 
or she could face a fine or aneat just for wad- 
ing in the fountain; more severe penalties 
await anyone actually caught with the stolen 
brooch. 
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vagrants. 

2. Entry hall: The floor and walls in the temple’s 





long sword, long bow 
Spells: 1st l w e l ~ ~ . ( ~ , ' c u r e  light wounds 
(6); 2nd Ievel-uid, kold perJon (a), slow pim 

real dervish in a fight. 

silence, 15' radius 

utation as a gossip. 



r "L L 

Lian, a 3d4th-leveI fighfor/cleric: S 18/61, I 11, 
D 16, W 17, Co 12, Ch 12; AL LG; AC 1, MV 12; 
HD 4, hp 23; THACO 18; #AT 3/2; Dmg by 
weapon; SA Strength bonuses, long sword spe- 
n a b t i o n ,  spells; SZ M; klz 12, XP nil 
Magcal items Shield +I, phon ofherown 
Weapons/equipment. Dagger, 20 sheaf arrows, 
long sword, long bow 
Spells. 1st level-commnd (a), cure right uwunds 

shadfs bwered,no tight escspes. 
The primts uslrthis room fo~devoflonal read- 

ing, study, and imtrucb .on. Wm avdto v&kto 
parchase holy WSM, hmly syHLboll, or40 have 81 
spell -.for them are dioec*sd bre tbmeetwf#h 
a c u r a t m r  with one of the senior pries%, for 
particularly difficult spells. 

Merridi, the temple pmvoa4 nulg&wmtpb's 
banlang & i  from this room. hmdliq 

her customer and two curates. SAe  we^ does 
Despite her diminutive size (5' 19, this young busineaa with anyom she W net knmv, 

woman is nonetheless strong as a steel rod. Lian, of 
the daughter of a prominent local woman, has their W 5 i n z h e  temple vault. 'I%w -does 
olive skin and almond eyes that suggest a more not earn in+erest, but i* remains sewre; k a ~  
mysterious origin. She became a ward of the depositors also can store impo~reprds*and 
temple at age 3 and has not yet decided what to other valuables in the vault h e  of dfarge. Any 
do with her life. depositor can receive a letter of a-edh-a doeu- 

ment that cL121fiw how much money the p w n  
4. Prayer hall: The domed ceiling in the lofty hasetored at.thebfll3Ple. ~ ~ ~ m c w d ,  m e c m  
prayer hall rises to nearty 100 feetin the center. travel to  aeimilar temple in aw&m city aRd 
The dome features a round window, or o d u s ,  withdraw moneysp t~ &e e.mcmW idcat&. It 
almost 30 feet w d e  at its peak, and many smaller is widely believed that a &vine cuw wlll M I  
wmdows to flood the roum with sunlight on clear upon anyone who forges mche Mtw. In m y  
day3. Conhnunl right spelk cast along the dome's event, each documentLwaw&w OOmTJedahd a 
lower e d g e  keep the hall bright all the time short, coded message. T h e e  maaaurewnake 

The dais at the hall'ssouth end stands 5 f&t foFgsries easimtp detect. (All dete&u@ &tempt# 
high,witharailing4feetabovethat.Itr,poss&leto meivea+2bonas. + 5 f u ~ p n t ~ 3 t 8 o ~ ~ i n S e f
climb onto or off the dais, but one cannot look dig- Merridi's f&tW 
~fid whde doing so The priests mount the plat- 
form via a small hff a t  the rear of the daw whlch 6. S a d @  Inthe sadsty, pnascS 
r a w s  them from the aypt Mow. To viewen: In the men& aad b b r e  tbe s a m d  v 

Group prayer takes place in ttus room nightly. an excellent lock 
It also is used for public meetings and debates. In attempts)> Therm 
bad weather, merchants horn the courtyard con- stay locked. High, 
duct their business here, but they must leave EolasbvethedykeyS. 
before prayer begm The m e  in the norahw iea 

stone gdem, so ftnely BC P it 
5. Study: T ~ I S  area off the hall IS sheathed in lead indishnguishablc from& nornuat *&toe. %e 
and brass to prevents all forms of saying; apeas 6 golem attacks anyone who break lnfo the raom 
to 14 and 19 to 23 contain sxnilar protechon The or into the Cupboards aad W d &  
study has  a carpeted floor and walls lined with 
bookshelves. Skylights provide sunlight, and Stone gcd.mr I* non; AL N; AC 6; AN61 HD 14; 

SD 
with a continual light spell Cabt iwtde it, with the s p e d ;  SI, L; a 2 &  XP nil 

(x3), 2nd level-md, hold person W), slmvprson money. MenM a k w s  Ro &im the* ex- 

Most of tAe citp's guilds Leep m e  or 

hall, the pnests seem to appear out of thm air temple. meweFy shtlr$ I)uteE"d0dr isditred .w& 

each of the three tables here bears a shaded lamp hp 60; THACO 7; #AT 1; Ding 3d& SA 

. .  
ruMc LoupLaQ$ **)9 



The 4-fOOt altar consists of a simple marble 
slab atop a black granite base. 

The northernmost statue shows the deity 
dressed in academic robes and holding a slate; it 10. MerridiS room: Ten? 

holds a shield and upraised spear, d i n g  to mind 
strength, sol~darity, and loyalty. Worshipem who 
wish to make public obeisance to the deity or to 

chest near the head of the b!& 
personal itam and mpie6 of the 
and ledgers. mrmg eaver~ng near  Y 

The curates collect them about every half hour. A 
glyph of warding paralyzes anyone, other than a 
resident priest OT paladin, who removes an offer- 

11. Sergeanta' mom Cu 
ploy5 d y  oae. B!?r@?iW, 

for a spellcasting pmbably will be brought to one 
of these chapels to receive it. 
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charges), amulet ofgolem ccmtrul*, four scroUs with 
the moue earfh spell, three leather balls, bag of 
hard candy 
Age: 55 
Height: 5' 8" 
Weight: 179 Ibs. 
Haideyes: Dark bmwn/bmwn 

Priest speWday: 1 
Wizard spelldday: 4 4 3 2 2 

praaices what he preaches, hls deiiyate 
the bwt. Consequent~y; b h a s p e n  gn awl$ 
lent sergeant. But Eolas doesn'tW.tkie j o b i t  
m i n d s  him of his martial pesi m d  k e e p  him 
from helping pewple as he wishes, 

Menld1 
An 8th-levelfemale humrm cleric 

Prefemed priest spell: 1st level-command Alignment: Lawful g o d  
Preferred wizanl spells: 1st Ievel--faunl, me@> Move: 12 
missile (x3) 2nd level-defect invisibility, web, AC: 1 

dispd magic; 4th level-dimension door, minor globe Hit p o m k  m 
ofinvulnerability; 5th level-transmufe mud to rock 
(x2) Strength: 13 12 

strength, stinking cloud; 3rd level-fly, flame arrm, 16. 

. .  

DextePlly: 15 17 
The burly guard sergeant Eolas has started Constihatiow 16 13 . : 

showing his age. His face, though handsome, 
looks ruddy and weatherbeaten now. His cheeks 
sag, and he's developed a second chin (with a 
third well on the way.) What hair he has left is 
shot with gray. Nevertheless, Eolas's huge neck 
and arms, both corded with muscle, attest to his 
great strength. 

Proficiencies: nail, maw, 
land-based+horse(m; 
read/writemmmon, 
Languages: Common,.Ehusrvdsh 
Armor: Chin md+l,dzie# 
Weapons: Fwhnan's mace Q; WBS h n m w  

Eolas spent most of his life championing the 
causes of law and goodness where most needed. 

Equipme,nC Pouch of& 
fance, s r a f f o f c o m m u n f l ( ~  
acfion, amulet o f g o h  conhl*, 1 

offire mi.% 
n'w 
quills.& Adventures have taken him across seas and 

mountains, into the depths of the earth, and even 
to the outer planes. These days, Eolas seems 
much happier serving the people of the city than 
going questing after dragons. He became a wiz- 
ard because he felt the temple needed to have one 
in residence. This decision proved a major turn- 
ing point in his life. Eolas still wields sword and 
mace, but usually pub his armor aside. 

Tarrant (page I]) ,  a friend of Eolas, helped 
teach the former paladin the ways of magic. They 
sce each other fairly often and have long discus- 
sions on philosophy and local events. 

Eolas enjoys working with the temple's 
orphans, though his sergeant's duties prevent him 
Fmm spending a lot of time with them. 

A good leader and teacher, Fdas believes in 
self-discipline and being a good example; he 

ink 
Age:31 
Height: 5'6" 
Weight: 119 Ibs. 
Haideyes: Dark bmwn/bmwn 

Spellalday: 5 5 42  
Prehned  spetls? 1st leve l -cun  l ight.mwds, 
sanctuary, commnd; 2nd levekurc bhdneesor 
deafness, hold person, silence 15' mdius: 3rd lev&-- 
prayer, dispel magic; 4th level-nenhurlke poison, 
tongues 

The temple pmvost's smwth.pdja brighb-, 
and high voice 
than she really 
pleasant and gidish, but some %if imitatihg. 
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cast and west. During the rest of the day, when the 

lights m the dome let in plenty of light. 
An 18-foot statue of the city’s patron deity 

(page 15) dominates this chamber. It gazes out 
the eastern entrance to face the rising sun. At 
least one acolyte stands duty here every hour of 
the day. During daylight, a small, ever-changing 
collection of worshipers gathers around the 
statue to make quick obeisance to the deity or 
chat with friends for a while. 

The statues along the rotunda’s outer walls 
depict demigods and minor deities of the local 
pantheon who are not represented elsewhere in 
the temple. In some cases, multiple statues stand 
grouped together. 

Gargoyle golem (4): Int non; AL N; AC 0; MV 9; 
HD 15; hp 60; THACO 5; #AT 2; Dmg 3d6/3d6; 
SA special; SD special; SZ L; ML 19; X P  nil 

2. Chapels: The areas of worship on the north 
and south ends of the Pantheon look darker than 
the rotunda, for only tiny skylights in the peaked 
roof admit light. Seven alcoves in each chapel 
contain altars and small statues dedicated to 
deities of the local pantheon; the altars align with 
the statues outside. 

Each altar has a shallow copper bowl for offer- 
ings and a locked box for donations of coins. 
B o ~ v e n t U ~  and Bmyn take up the offerings and 
empty the boxes at least twice a day. Other than 
the locks, and the watchful eyes of the acolytes m 
duty, no special wards prevent passersby from 
helping themselves to whatever the faithful have 
left behind. People who wish to make valuable 
offerings usually tell Bonaventure and Broyn 
first, so they can remove the items for safekeep 
ing before some footwh mortal feels tempted to 
steal them. 

lower ffoor 
Downstairs in the Pantheon, the crypts and 

shrine see nowhere near the traffic of the upper 
level. 

sun is higher, a IO-foot oculus and dozem of sky- Lower Floor 

D..ulr x- 
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ing, inside and outside. B o n a v w  has agreed, 
provided the acolytes also spend some b e  help 
ing him tend the grounds. 

Broyn has noticed that Thuel  spends much 
more time with Bonaventure than with him, and 
he feels a little jealous. He takes secret pride in assign him todo m-g. , . , , , , , . 

the fact that Trisuel has chosen a human form 
that resembles his own. 

t 
A 0-lmel male human b q p r  

Alignment: chaotic good 
Move: Y 
AC Y Move: 
THACO: 20 'indHlg0nfem) 
Hit points: 5 Ac: ' 10 (-3 in dragomfim) 

Strength: 10 InteUigenw 12 Hitpuints: 76 
Dexterity: 15 Wisdom: 9 
Constitution: 15 Qlariama: 15 Strength: 19 InteUgence: 15 

Pmficiencies: Knife; local history (15); disguise C.nsti€u*m a8 16 
(14) 
Languages: Common 
Armor: None (l5) 
Weapons: Knife 
Equipment: Begging bowl, disguise kit 
Age: 28 Weapons: Knife 
Height: 5' 4 Equipment: None 
Weight: 128 lbs. Age: 26 

TheyoungmiuEsWa.grratdwl&mtkqslsi 
tering at  the Wple,  begging for,- Be&&- 
callgr, Bpoyn loses his pa"eace awl pg@ Nan co 
work. Dimiby alwaysdchesi ttre lg&pr,ht d w  
to slip away for B few dsys before m n m n  

gossip. For a few coins, he happily tells payosre 
all he knows 

Triruel 

% keenobervw ahvays,kwps.tpadc 

THACO: 

..la .wwoJss 

Languages: Common, silver dragon 
Armor: None 

Haideyes: Light brown/bruwn Height: 5' 4" 
weiw 128 Ibs, 

Dimitry is a frail-looking person. Strangers 
often have a difficult time knowing if he is an old 
woman or just a scrawny young man-the doubt 
usually works in the beggar's favor. His crooked 
left leg forces him to walk with a terrible limp 
(which arrounts for his reduced movement rate). 
He has a parrot nose and Limpid eyes. His raspy 
voice further confuses strangers unsure d his age 
and gender. When a passerby favors Dimitry 
with a coin, bit of food, or even a kind word, the 
beggar bobs his head in thanks and gives a gap- 
toothed smile. 

Hairleyas: Black/bmwn 

Spellslday: 2 2 
hferred s p e w  1st levd-grf#e, mclgic&le 

Trisuel ahct&t neuw uses.her neWsalSm 
inside the city.&e lrsually laokatike,a&rk- 
skinned young h t t t y w i t b  long, C O A W ~  M. 
She dresses similar to the clerics, but she wears a 
&wing gown insbad Wr a SmQCk 

She was a normal eilver dragon pwuit&eter 
until a pair of red dragowattacked her pamW 

. . , 









items until the visitor leaves. 

x-ray vision. . . .  

city's civil and criminal eases in a chamber just 
beyond the entry. Defendants and plaintiffs enter 
the rwm by its northdoor. A 3-foot-high parti- 

ducal h 
sergearrt 

dants ace led into the dock between the two 

Prakis'sik in judgment behind a tableon a dais s&df hold 

points of the law, but not actually plead cases. 
As the city lacks a formal prison system, sen-' 

tencing is quick and to the point. Misdemeanors 
such as disturbing the peace, petty fraud, and 
the like send offenders into the stocks (page 45) 
for one to three days, sometimes with a flogging 
for good measure. Thieves must return stolen 
goods, plus an extra fine (equal to 10% of the 

8. Qup'el: A cur4te h m  the CivsC m k  (page 
15) remains on duty in the chapel at the weat 
wing of the courthouse 24 hm a dry. P@tblw 
on the south side af.this room'fom cqptt$d 
booths where visitors can meditate a r m y  in 
solitude. Settles on the north sideare fordomau- 





















sheds, have lean-to roofs and peristyie fmnti. 
Brick-red tile covers the roofs, and whibewash 
coats all walls and posts. One can w e d  k ia r  
horses in their stalls. 

Gryphon’s Stables, a large horse dealership 
and boarding facility, sprawls near the center of 
town. This fortresslike edifice, built from the 

city’s garrison. 

Street Level 
Thc north wing, which fronts on a busy street, 

houses the stables. Its 12-foot outer walls are 
unbroken exccpt for a tiny service entrance that 
opens onto a narrow alley west of the building, 
and the main gate, which opens onto the busy 
thoroughfare. 

At this entrance, the wall rises to form a 20- 
foot arch. The gate itself has two valves made 
from thick bars of wrought iron that end in sharp 
points. The left valve contains a smaller doorway 
3 feet wide and 6 feet high, big enough for most 
customers, but too small for horses. Cast-iron 
plaques showing griffons in low d i e f  decorate 
both valves. A shiny brass plaque bearing the 

might require them to stable or mhiove R horse at 
odd h o w .  

2. Stalls: The stable’s box stalls, e- 
for even the largest horses, haw&utcB drnand 
single shutters hinged at the top: JR$& weather, 
the stable boys open tbe ahutrPrs,and Chpqqkp 
leaves of the dirtckdemra, gi\.iqgtha haBse5 
plenty of light and air. Though t&e *US k r n  
pretty dark and dingy w h e ~ e l & . u p ; ~  cileu 
feel very snug; Gryphon often baaststhat the 
stalls in his stables am less drafty than most inns 
in town. Each stall has  a manger and a:uwrter 
trough below the shutter. The stable bysEefill 
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the manger through the shutter. Pipes leading 
down from cisterns in the rafters keep the troughs 
full. 

For a flat, non-negotiable fee of 5 sp  a day, 
Gryphon provides clean bedding, fodder, and 
grain for a stabled horse. The stable boys groom, 
exercise, and saddle the beast as necessary. The 
customer is responsible for keeping the horse 
shod and paying stabling fees in advance. Long- 
term customers should pay at the beginning of 
the month. 

3. Carriage house: Gryphon keeps his personal 
carriage on site and often stores his customers’ 
vehicles as well, provided the draft animals that 
pull them are kept in the stables. He also has a 
filthy two-wheeled cart for hauling away manure 
and soiled bedding, which he sells to farmers and 
gardeners as fertilizer and mulch. 

A covered well in the west section supplies 
water for cleanup and acts as a e w e  in case the 
cisterns run dry. However, hauling enough watcr 
from the well for all the horses is a backbreaking 
job that requires extra sM. 

Pillars in the ccntral section of the carriage 
house are studded with pegs and hooks for hang- 
ing up  tack and harness. Workers clean and 
repair tack on tables here. 

Gryphon manages the business from the desk 
at the east end of the building. He provides no 
seating for his patrons, as h e  believes making 
them stand gives him 3 psychological edge 
when bargaining. He sells and rents everything 
from nags to chargers. City residents and long- 
term visitors who can provide excellent, refer- 
ences or substantial security deposits can rent 
mounts for local use for a few silver pieces a 
day. Strangers and customers wishing to take 
mounts away from the city can negotiate for 
Gryphon to sell them the animal, understanding 
that he will buy i t  back for 80% to 90% of the 
purchase price. flower bed. 

Most of Gryphon’s homes ape normal, unspec- 
tacular animals. Unusual animals, including war 
mounts, he generally does not keep available on 
demand, but he can acquire them through con- 

tacts with nearby famFere in ld&1 
haggling, Gryshon usllw 
base price (as listed in the 
sistent bargainers can talk hb, 
price, but theownersells m&tdhls&&@ M% 
to 15% above h e  prim 

The de Vries ResMtnee. 
The main entrance to Gryphon’s hopee pens 

onto a fairly busy s i d e s t r e e t W  with ordinapg 
shops. Griffonshaped knock&&om the m d y  
naken doors. 

Although this is not a f a u h i w b h  &dress, 
Tessa de Vries, a well known h-, ’ a  
steady stream of petty nobles, glib-tarpgu& 
adventurers, and city officials. Traders, m r s ,  
and servants use the western enhrance, ne& the 
kitchen (area 9 ) .  This practical arrangemwt 
allows Gryphon to keep an eye on evepyone‘s 
comings and goings. Only Ions and vigmous 
knocking brings .someone to m w e r  the fRonr 
door, unless the Visitor is e m .  Gryphon m d  
Tessa use an eastern entrance, but no o w  else 
does. 

4. Atrium: The highlight of this home‘s unique 
enbyway is a stone floor decorated with mowrim 
of hunters, shephenis, birds, and 
pattern continues northward 
to the dining m m  (areas 5 and 10). Tessa‘sfist 
hasband had the flagstones removed from a 
nearby ruin and installed,hme. W.de W b a p e  
no idea that the ancient flooring is worth at Ieaet 
’2,000 gp. 

5. Garden: Carefully arranged and well.tehded 
beds of ornamental flowers p w  in an open+ 
centralgarden.,Tessa has planned khe@mw 
that something almost always fa h bldoin. The 
house’s well lies p a M y  com&@d in the mtrd 

. . I  

6. Servants‘ quarters: Te~aa’s staff of f W  
maids lives just off the aMwn (area 4). %yond 
the hard cots, there is very little else hem. The 
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A 3rd-level male human fighter 

Alignment: Nelltral 
Move: 12 
A C  8 
THAm 18 Koslowe 

Strength: 16 Intelligencp: 10 Alignment: alabkic evil 
Dexterity: 9 w i i m  9 Mmo: 12, p1*8 (C) 
Constitotion: 17 charisma: 11 A C  u 

Proficiencies: Broad sword, club, dart (special- Hit points: 42 

Hit points: 31 A 6 t h - h l  h u m  ~ m p i r p  ilhsmdst 

m(M: 11 

ist); blind-fighhng; cooking (10); rope use (9)  
Languages: Common 
h o p :  Leather 
Weapons: Club, 24 darb (kept under bar) 
Equipment: Potion ofstowgiunt strength 
Age: 35 
Height: 6' 1" garning,ashplogy6163 

bficienciea: Dam reacr/* eormaon (17); 

Weight: 176 Ibs. 
Haideyes: Black/bmwn 

for pkes always makes him eager to hear even a 
bad one. He responds to every new joke with a 
bnlliant, toothy s d e .  If it% funny, his deep belly 
laugh sounds like ii's rising from the depths of a 
cave 

When working, Pontick wears a sleeveless 

Age: 110 
kleig& 5 5 
Wd-168 Iba. 
Haideyes: Btack/bmwn 

Speltddhy: 4 2 

Like most barmen, Pontick is a great (and 
loud) talker. He has an opinion about everything, 
though he has never given anything much 
thought. 

Pontick generally acts indslferent when a fight 
erupts out in the common mom. Unlesssomeone 
breaks a window or uses deadly force, he sits 
back and enpys the show, wnfident that he can 
make the losers pay for any broken mugs. If 

for~cb;33rdleveI-epecfm~face,~e 

with ebony hair. Mmyes, mtlemsam$b&& call 
to mind a ferret's. His favorite a t t i  inclvdes 
dove-gray si& Greeches, a s w ~ s y i n ~  &.made 
from midnight blue w l ,  and a matching b@mt 
topped 4th an osfU&fea&w. 0 n  hi, noriumi  
hunts through the aty shwts, haw@jes, K d w e  

Koslowe is a whey-faced butWlMll of II 
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have to guarantee Vance’s escape from the city 
(and hom Koslowe‘s wrath). 

ure Hoc 
Characters who rent the empty suite next to 
Koslowe’s might be in for a wild time, espe- 
cially if they get nosy. It is not difficult to 
notice bats flying around the area, clouds of 
vapor drifting around the windows, hordes of 
rats, and similar telltale signs of a vampw in 
the neighborhood. 

If characters become too inquisitive about 
Koslowe’s habits, the vampire nught employ 
his cham abihty against a PC, then use a c h g e  
self spell to impersonate the player character, 
while staging a daring attack on a prominent 
local (such as Oreille). Koslowe directs the 

could become entangled in the vampire’s web 
of decephon when Koslowe stands accused of 
a crime. The PCs, who were wth Vance at the 
time of the alleged crime, find themselves 
called upon to vouch for Koslowe. 

Adventurers who visit the Cracked Mug can- 
not fail to attract consderable attention. Most 
PCs quickly find themselves making friends 
with the working-class patrons-if they can 
stand a few jokes at their expense. characters 
who can’t control their tempsrs face a brawL 

In the former case, one 04 the PCs’ new 
friends 1s the proud owner of a treasure map; 
no one can read this anaent-looking scrap of 



'he Doub 



The Double Rose 









Open to great hall 





us i l l  



1 

Ground Floor Flooi 

7 











The Red 



Penzer, a heavyset man, sports a fluffy beard 
and mustache. When conversing (an activity that 
occupies much of his time) his stubby fingers 
lazily stroke and twiddle his beard. The MaJ.ist 
wears red woolen breeches and a loosefitting 
white linen shirt decorated with needlework 
around the collar and cuffs. When working, he 
wears an a n d  canvas apron covered with old 
stains and patches. When Penzer was younger, 
the apron fit him well. but now his belly forms an 
ample bulge. A mound of powder and shredded 
leaves tends to collect atop the bulge when the 
apothecary has a busy day in the shop. 

This confirmedold bachelor would become 
something of a recluse if he didn’t have a busi- 
ness and customers to m e .  In spite of hie illiter- 
acy, Penzer possesses a prodigious memory and a 
vast store of fairly useless knowledge:He has a 
generally good idea of where everything in the 
shop is, mostly because he  has painstakingly 
memorized exactly how and when he acquired 
each item Visitors often can hear hjm mumbling 
details to himself while he looks for an item. 

Penzer has an eye for the unusual. If a character 
can impress him with a mifable tale of derring-do 
or capricious faie, he soqwtmw ’ willacceptafairly 
useless item in hade forhisgoods. (This is how he 
acquired hissuit of banded mail.) Likewise, Pen- 
zer collects walking sticks and gladly will barter 
for more. 

refusesto admit fault, even to -If. 
ITS who investigate the monstsrs find that 

they appear once every three or four days. If 
they confront Penzer, the hcrbalist denies 
involvement. A forceful party can convince hini 
to give up his experiments, and a vert, for;etul 
one can get him to surrender the wnnd. (It has 
ld10t8 chargcs left when the PCs get it.) 

The apothecary has real magical ta lent  , i d  
might agree to pay 8 to 10 fip .I \ v < ~ k  t u  Icmi 
wizardry. It’s u p  to vou, t h r  D1.1, t o  Jriidc, 
how long Penzcr neeii i  tu . t idy,  bul  the shrer 
effort required oi his reacher IS worth much 

. ‘$more than Penzer can p.1 
matic character could CUI 

up his shop and becomr a henchma 

I’enzer has acquired a h 
bulbs (see the MONSTROUS 
page 291) and hopes tog 
tar to sell to an alchemis 
trap’s dangers, but he plans to dig 
before they become large enough k 
anyone. H e  has planted the mantraps in the 
flower box outside his bedroom window, and 
they have grown to about 2 feet tall. He keeps 
a supply of mantrap leaves smoldering in the 
shop all day to negate the effects from the 
mantraps‘ pollen. His precautions, however, 
do not protect passersby. Only tiny creahlres 
(less than 2 feet tall) are in any danger from the 

,plants, but on windy days, the pollen drifts 
over the neighborhood, intoxicating the resi- 
dents and drawing them to t h e  Red Clover 
until a whiff of the smoke breaks the effect. 

Overall, Penzer’s iieighbor> do not fee l  ter- 
ribly concerned aboul tlus pllcnomenon; they 
have become accustomed to the herbalist’s 
eccentricities, and many of them enjoy the  
mantrap’s scent. There is no real dmger 10 the 
community, as they can bewitch lhe neighbor- 
hood for only one growing season. (The tropi- 
cal mantraps will die with the onset of winter, 
before producing any bulbs.) Characters with 
familiars and pets, however, could be: in for a 
lively time if they visit the shop. . . 

Ha 
Pew-r’s habit of colleding odd bits of equip  
ment has netted him an ancient mnd of mj~- 
ration. Experimenting with the wand;he 
inadvertently cast several monster summoning 
spells. He has just enough ma@ skill to acti- 
vate the wand, but not consistently. 

The monsters appear within 30 yards of the 
shop and simply wander .about until the spell 
duration expires and they disappean AU the 
matures popping in and out is w i n g  quite a 
stir, not to mention theoccasionel wounding. 
Penzer vagwly wonders if his experiments 
have something to d o  with the monsters, but 

-
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By gnomish standards, Brandy stwns a comely 
lass. She has long, snowy locks, sapphire-blue 
ryes, and ginger skin. Her nose is long, bulbous, 
and slightly upturned, like a little brown s3usage. 

An orphan, Brandy grew up among humans. 
Her parents were tinker gnomes from the world 
of Krynn, who perished when pirates destroyed 

knowledge of any of this. All she knows is that a 
fisherman found her at sea, floating in a charred 
brandy cask. 

The fisherman dubbed her Brandy, and the 
name stuck. However, the tisherman had chil- 
Jren of his own to f ed ;  he lost no time in giving 
Brandv to local priests. During her childhood, 
she received the best care her mentorscould give, 
but still she felt lonely. Though the priests did 
their utmost to make Brandy feel  at home. she 
could not help feeling just a little different. Mer 
human playmates grew up much faster than she 
did, and several sets uf them bid her good-bye 
as they left the orphanage to make their own 
ways in the world. Even the priest5 grew old and 
were replaced by a second generation befow she 
reached adulthood. 

Meeting Pip was the most thnlling moment in 
Brandy’s liie. She had always dreamed of meet- 
ing people like herself, and Pip’s profound adm-  
ration for her good looks and wit took her by 
storm. Together they traveled widely. In spite of 
his nose sensitivity, Pip did his utmost to help 
Brandy meet other gnomes, and this only deep- 
e n d  her affection for him. 

A little bored with city life, Brandy fervently 
hopes to become involved in a long and complex 
project. such as constructing an  iron golem for a 
fellow widard. In the meantime, Brandy enjoys 
making horseshoes alongside her husband. Her 
true creative joy, however, comes from working 
on cart5 and c l o c k t h e  more complex the better. 

Brandy considers herself in charge of security 
at the shop, and most of her daily spells are 
aimed at foiling attackers. In a pinch, she’ll cast 
rwlargc on Charlimane and set the huge former 
destrier upon the foe. 

The gnome woman currently is expecting, and 

the couple already has made a beautiful oak and 
cast-iron cradle for the child. Brandy hopes the 
child will grow up to be an upstanding gnome 
and a good smith. (Pip just hopes the tyke will 
have a fine gnomish nose.) 

their spelljamming ship. However, she has no Adventure Hooks 
Charlimane might easily draw a curious 
parly‘s attention during one of his unattended 
j amb  with the cart. characters who p;et in his 
way might get their feet stepped on. Attempts 
to hurt the horse draw an angry waetbri from 
the locals, who are accustomed to Chaplie‘s 
antics, and might also bring 5chel’s wrath 
down upon them (page 92). 

Pip and Brandy want to hire the PCs m stand 
guard over a flying machine they have just 
completed fur a wizard. The machine is pow- 
ered by a huge, magical gun. 

If the player characters accept the job, Lhey 
receive a tour of the smithy and are told to 
make their own security plans. The customer 
will arrive to claim the machine in three days. 

Unbeknownst to the pomes, the gem once 
contained an imprisoned djinni. A janni pw- 
ing as Javier, the wizard‘s appnmtke, has used 
his invisibilify and etherealness powers to mter 
the smithy and free the dj i i i .  When the cus- 
tomer arrives and finds the machine does not 
work, the PCs must prove that both they and 
the gnomes are b l a m e k .  

Javier’s trail proves difficult to follow, but 
Charlie noticed Javier’s visit to the shop. The 
janni used his speak w’th animals .ability and a 
few carrots to distract the horse. A speak with 
flnimals spell from the player characters and 
some careful questioning (Charlie isn’t a very 
p o d  witness) can bring the details of the 
intruder’s deed to light. 
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fitted with an awrtment pf clamps and vises for 
holding work in p-s. Storage areas under- 
neath the bench hold various supplies, hand 
tools, and unworked metal. 

hf 
An Ilfh/lOth-lml malegnome thhieflmuw&r 

Move: 6 
A C  -1 

The budding has an upper floor containing liv- WM): 16 
27 

A l i i e n t :  Q w & g m d  
Floc 

ing quarters for Azuf and Hamish and a lower 

3. Cellar: The cellar in the Three Golden Rings Dexterity: 16 10 

Hit potntst 
floor consishng of a celtar and vault 

Strength 11 : 17 

holds a pile of coal for the forge upstairs (area 2) Con~tiituti~t~ 12 13 
and several barrels and crates of mundane sup- 
plies, such as copper ingots, saw blades, abra- Praficiencies: Dagger, dart, hart s+, slieg, 
sives. and the like. A hatch in the south wall staff; read/write pomsnca (18); applfsal&F (16); 
opens onto a astern, usuatly full of rainwater. gem cutting (15); ;utisticsbuiCy: rnef&m& 01) 
Azuf has scattered a few fake gems and a handful Languages: Common, gnomish, rfwarvish, 
of coins there to distract thieves who might thieves'cant, 
search the building for valuables It takes at least m R i q o f p o & & z  &bump (AC 4) 
15 minutes to completely search the scum at the Weapons: S h o r t d  +2 
bottom of the cistern. tquipmenkM glase, cc$d-imm md, a 

shrull w i l l  the tth the 
4. Vault: Azuf keeps his corn and other vaIuables defkof 
in a downstairs s h n g  mom lined with 6 inches of illusrons 
lead and 2 inches of brass. When he needs to get Age: 116 
into the vault, the gnome uses a psawall spell to He@k 3' 4" 
open a passage from the &T to the vault door, Weight: 801bS. 
which IS triple locked with a masterful lock (-60 to Haideyes: White/blue 
open locks attempts) and beam a wizanf lock. 

Spellslday: 4 4 3 2 2 (plus one extra iilusidn/ 
5. Apartment: Upstam, Azuf and Hamish hve in phantasm spell per spell lexel) 
considerable comfort, in an  apartment that Preferred spew 1st levarspwk 
remalns warm in winter and cool in summer. burning M , m : 2 n d  level--m 
Hamish sleeps on a cot behind the chimney. Azuf inorsrbility, confinusl lighf,fog cloud; 3rd level- 
works and sleeps in a curtarned sectson at the east spectral force, monster sutnmohing I, slow; 4th 
end of the room. He has a sturdy desk, wardrobe, level--phantasmp1 h&, ~~; 5th lwel- 
canopied bed, and armchair. Shelves along the Mordenkrlinen's faithful hound, d e m i a o w  mon- 
east wall hold notes, papers, Ledgers, books, and sters, chum 
knickknacks. Azuf keeps a set of travelmg spell- 
books on this shelf, too. The desktop contains a Thief skills* PP 75% HS 70%; OL -; 
secret compartment that holds hls regular spell- DN 55%; FT 50%; CW 45%; MS 75%; RL 75% 
books, and the gnome keeps a spare set in the +4 attack bonus; L% x4 damage 
vault (area 4). 

Two oriel windows in the south wall have 
glass enchanted with a glassteel spell 

&e spell, dust ofqmmncu 

Perched on a stool behind t k  win counter, 
Azuf appean  to be a pale little gaegqle of a 
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gnome--especially when hunched over, polish- doorway. He h o p s  t b a t a e  a t t a w  d &We 
ing a jewel or gem. His expensive robe of pale the doorway c a r y a w  have m e  to & beFause 
blue silk has wide sleeves that fan out like droopy the fog Cloud obscures',the real ea-% hrrhs 
wihgs. Wisps of his fine white hair peek out from a good chance of seeing this maneuver work 
beneath his black skullcap and curl upward !&e exactly as he hops .  TIsetesfter, mC&&w- 
tendrils of mist. Hb white &md rings his chin in ster summoRingJ,Mlowed prurakrsnral If 
an icy fringe. His lively eyes, the same shade as anyone bypasses OT b& t w  
his robe, seem to leer out from behind a pair of flees into the workshop. If pursued. 
thick spectacles, which he wears low on his opponent, Azuf orders the rug of 
bladelike nose. entrap the character. But, wlth'a tv*ote party Oii 

Azuf is known l.waUy as a witty and affable his tail, he hops on the rug instead and iriea ap 
gnomish. He is fond of t e r n  grand and verbow 
tales about slow-wiW giants (and humans) that 
end in highly contrived puns. He often mixes in 
cantrips and slight of hand to amaze and befuddle 
his listeners while he teb one of his smries. 

The proprietor of the Three Golden Rings 
remains very conscious of the wealth he has a m -  
mulated during his yean as an advenhuer, jew- 
eler, and moneychanger. He takes no particular 
joy in his money, except for a little pride in h o w -  
ing he has done well. Asuf is, however, very 
aware that wealth breeds greed and jealousy in 

about being slain in a robbery. Whilenot'wactly 
afraid of being killed, he feels concerndabout 
being prepared to meat anattack. A groupof 
adventurers tried to rob him once, and Azuf 
believes others wiU attack him again someday. 

how to make sure he and Hamish can survive if 
the shop is robbed. He has cast stoneskin spells on 
himself and his apprenttce and always keeps a 
spare sfoneskin in memory in case one of them 
needs a replacement. 

trouble, Hamish releases the grate in  the shop 
(area 1) while Azuf casts fog cloud. ("his spell c r e  
ated the mysterious vapors witnesses saw during 
the robbery attempt and helped give the Three 

fellow, even if his sene of humor is decidedly to safety. I * '  
Azuf's concern about be 

make him at all timid when 
though. He never sells 
minimum markup listed ia the shop d- 
(page 85), and he.typicslly a s h  .for sven~mbae 
money.than hew- aobcan hrgatn d o ~ t o  
his &price. Ljkewise;ha~ever h y a m ~ c s t  

adomed khe ebony wFist of a @R@P qu-9 

Azuf always remains om the  lookuub EaR 
people who don't have it. He constantly worries Absurdl" ' . ,  .. 

swindlers When dxangin~whs,. 
onrt0st irthe~wit i la1timan.  
golcfspells), andhe  exslllines.iaminntedeiail 
each gem a n d j e d  customersbringint~ieU,... 

tBe 
He 

knows Pip and Brandy of the Glow&@.Enrbai 
very well (page 80). Whgn heneeds to chan$e a 
large amount of coin, hes&ains.tke c a p h i  he 
nrrds.from his!msinem assaddtea 

The gnome spends many hours thinking about Azuf main@&w g a d  redptions 
local smith, merchants, and @k? 

His current plan is this: At the first sign of .. 

Mamkh 1 

A 0-level male h u m  apprefftiW 

Golden Rings its bizarre reputation.) Then, Alignment: .c&wJttcneU(rpl 
Hamish runs  for help. Move: 12 

While Hamish exits through the west door, A C  Y 

caryatids that look exactly like thosc flanking the 
Azuf casts demi-shudow monsters to create two THACO: 20 

3 Hit points 

- * W  



10 Intelligence: 15 
la 

strength: 
Dexteritpl 15 whdmm 
Constitution: 9 cherisrm: 12 9 Azuf has a huge jewel ~ Q S  sa&. tlr isbeside 

himself wiM, w w r y , , ~ ~  the j e w d n r e l y  will 
hficiencies: R e a d / ~ t e  common (16); apprais- pmvea magnet toat !m&wcmyWini iw~ 
ing (15); artistic ability: mehiwork (10) Only the shop's walthieet andmai# @mted 
Languages: Common wtomers may view the jewel, and &mf even 
Annolr None hired guards to protect the ihop 
Weapon% None ThePGnightbrbYnitogusrd~shnp, i f  
Equipment: Polishing rag they have gained Azuys henftrr5 them a 
Age 12 modest sum for eaeh day on* job, pLw 10% 
Height: 5' 1 " of the proprietor's p f i t  %om the saltr$(As 
Weight: 91 Ibs DM, set tho des& vahteen tbjewebW 
Hairlqm. Black/gray keep it a t  least 50@0 gp, which wu ld  net 

Azuf a profit of5Jloo ha IO,@@ @ 
UnJcnown ta Aeut the f w d  ia P mPgaCiar 

receptacle inhabited $gram e d  wb&.The 
Hamish has a thick mop of coarse, slate- 

colored hair. HIS face and hands already have 
become hard and ruddy from working a t  the 
shop's torge. He wears leather breeches and a 
fine, blue hen shirt. Ham goes brefoot when 
he can get away with it, but he owns a good pair 
of shoes and a pair of sturdy boots. 

The boy comes from a poor local family who 
arranged his apprenhceship with Azuf several 
years ago. The family received a modest pay- 
ment, and, unhl Hamish huns 14, Azuf is free to 
treat him as his own son. 

Hanush has nuxed emotiorts about the arrange 

and purposes, his family soid bim off to become a 
wrvant. On the other hand, the boy knows he has 
been apprenticed into a trade that could make 
him wealthy. 

The young human recognizes Azuf's skill, 
guile, and earthy sew of humor, but he rrsents 
hrs endless round of mundane task  ping the 
counters, hauling coal and water out of the cellar, 
stoking the forge, and so on. He is slowly coming 
to &that some people don't have to work for 
a living. It is Azuf's comfortable Mestyle that 
Hamish admlres most, not his slalls. Lately, the 
boy seems mow interested in beconung a thief or 
an illusionist than in earning an honest IIving. 

over a host body, loot the sbp, 
PCsgrtardiIig the jcwel bccornc 
other)vist., thcy gt't pulled into 

ment. He feels deeply hurt because, for all intents w, but, because CW&LMWE nccd Bo- 
thejew& the vault seemsi imiwwnirnt. Also, 
if thieves mme far thwjewl,Wd ra tha k?wp 
it isolated f m m t h e ~ t s o f ~  vaul t  
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Cellar 

Cottage and Outbuildings, 
Interior 

1 Square = 5' 



tims, often are chagrined to receive a fine (just a 
few coppers) for disorderly conduct. 

For a l l  of her activism on behalf af plants and 
animals, Schel likes people. She r e g d s  the city 
as every bit as natural as  an anthiltor beehive. 
She uses her heating magic and skills on anyone 
who needs them, provided they acknowledge 
nature's gifts. Personal mgni t ion  a d  profit are 
insigtuficant to the druid, compared to the impor- 
tance of showing cityfolk &e role of nature in 
their lives. Her neighbon consider %he1 a gener- 
ous soul, and her pop- remains unharmed 
by her welldeserved reputation as a busybody. 

Despite her dedication to nature, %el is not an 
early riser. Usually she can find time for her city 
jaunts 'only in the evening, which keeps her out 
late. Her desire to spend mornings abed some- 
times makes her annoyed with pip and Brandy of 
the Glowing Ember (page 803, who are always up 
at the crack of dawn, f i l l iq  the a3r with the ping- 
ing of hammers (and clouds of coal smoke). Schel 
has a genuine enmity for (and deep suspicion 
regarding) Gryphon de Vriw, the stable owner 
(page 55), because he refuses to allow her to 
examine his animals. 

Adventure H o o k s  
Schel has disappeared, and Wynne (or the 
neighbois) enlists the party's aid in finding 
her. Everyone who knows Sfhe1 also has 
heard her complaints about Gryphon and the 
gnomes, 50 the PCs are urged to investigate 

The druid has become a prisoner after 
Gryphon caught her sneaking around the 
stables. Schel's shapechange abiity made her a 
very difficult prisoner, as she could use it not 
only to foil Gryphon's p i p o r p h  other spells, 
but also to engineer an escape. The stables 
owner, however, has acquirrd a captive cucka- 
trice, which h e  used to petrify Schel. After 
using a stone shape speU to disguise the statue, 
he has stored it in the lumber mom off his par- 
lor (page 54). 

Pip and Brandy, if questioned, admit Schel 

polymorphd into a fat.' If the  FQ@ tao 
nosy, however, he tries to polymo@% *of 
them into horses. the stables and smithy. 

The PCs acquire an ancient map showing the 
location of a trraS0rehcwk-t buried outside the 
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t3y Skip Williams 
Come to the city and take a look around! ~ ~ ~~~ 

City Sites. the first in a series of AD&D@ game floorplans, includes extensive details on 
'urban settings t h a t .  player characters are likely to visit ~ in- any ,camDaian. 
For, instance. there's: . .  

.~~~ 1 smithy ,run by gnomes 
A temple that's home to an orphaned dragon 
A tavern that patrons can't enter until they give the password 

k also describes two inns. a singing fountain, a jail, and much~more! 
.Each site's entry tells the Dungeon Master what the place loo%ks like at  first glance and offers 
a detailed floorplan of the interior as well as a picture of the exterior. Readers also find fas- 
cinating notes about the characters who live and work in each site, and one or two ideas --. for 
personalizing the spot to suit any adventure. 
From now on, make atrip t o  the city easy-and exciting! 
Also in this, series of accessories: 'Castle Sites and Countqv Sites. 

Wtable for all levels of play. 
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