


Dedicated to Gwen, who put up with me writing this when we were on holiday.



CreditsCredits
Writing and Design: James Ohlen
Additional Design: Brent Knowles

Editing: Drew Karpyshyn
Graphic Design and Layout: Michal E. Cross
Additional Writing: Patricia Barnabie, Drew Karpyshyn, Jesse Sky

Monster Illustrations: Sebastian Kowoll
Character Illustrations: Lius Lasahido
Environment Illustrations: Julian Calle, Wadim Kashin, Erikas Perl
Cover Art: Lius Lasahido
Maps: John Stevenson

Special Thanks: Everyone who worked on the Baldur’s Gate video 
game franchise, to Ed Greenwood for creating the Forgotten 
Realms and to the 5th edition Dungeons & Dragons team

Special Thanks: Cam Tofer for creating Minsc and Boo and to 
Luke Kristjanson for giving Minsc his voice

Additional Special Thanks: Dean Andersen for helping with art 
direction, Linden Knowles and Carter Knowles for helping 
with design

Additional Special Thanks: Sean Carriere, Ross Gardner,  
James LaValle, David Hollis, Eric Young, Mike Schoen,  
Michael Backus, Roneil Reddy, Russell Yale

ON THE COVER
Minsc and Boo face down a horde of enemies.

Disclaimer: The editor of this journal takes no responsibility for the veracity of the 
author’s claims. The editor will point out that the author believes that his hamster 
can talk (I’ve only ever heard it squeak), comes from space, and has a hamster 
sister the size of a horse...

DUNGEONS & DRAGONS, D&D, Wizards of the Coast, Forgotten Realms, Ravenloft, Eberron, the dragon ampersand, Ravnica 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.

This work contains material that is copyright Wizards of the Coast and/or other authors. Such material is used with permission under the Community Content 
Agreement for Dungeon Masters Guild.

All other original material in this work is © 2021 by James Ohlen (Arcanum Worlds) and published under the Community Content Agreement for Dungeon 
Masters Guild.

ForewordForeword
The Baldur’s Gate games hold a special place in my 
life. In my teenage years I ran a Forgotten Realms 
campaign for almost a decade that included thirty 
different players. Not all at once of course! This 
campaign birthed all sorts of heroes and villains 
that were a result of the cooperative storytelling that 
is the hallmark of Dungeon & Dragons. Many of 
these heroes and villains would be used in the story 
of Baldur’s Gate and Baldur’s Gate 2. The Baldur’s 
Gate series launched a career in video games that has 
allowed me to meet and work with amazingly talented 
people and tell personal stories in some of my favorite 
fictional worlds.   

—James Ohlen, 2021 
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PrefacePreface

Back when me and Boo caught the C
alishite itch, Boo said 

we should start a journa
l. But his paws were tiny and ink got 

everywhere...including places 
that I should not write down here. 

So I, Minsc, decided to write down our adventures to pro
ve that 

the pen is not mightier than the sword! With Boo’s help, we 

wrote about every den o
f stinking evil that was found, every 

wicked butt that was kicked, and lots more besides!   

Me and Boo thought the 
journal would help other heroes 

see 

how good and fun it is to s
mash and smite evil, so we asked our 

friend Volo to publish it
. But Volo said something about it being 

childlike gibberish and 
in need of an “editor”. He said he would 

edit it for us, but only 
if we helped him out with a book he was 

writing. Why would Volo write a book on monsters? He has never 

gone butt-kicking in th
e name of righteousness! But

 me and Boo 

are always eager to help a fri
end, so monster hunting we went.  

Monster hunting was fun, as it always is. Boo has a nose 
that 

can sniff out evil, so sn
iffing out monsters was as easy for my 

little friend as sniffing
 out squirrels in heat. 

We mostly killed 

cockatrices and basilisk
s, because we hate creatures that t

urn 

you to stone. Being tur
ned to stone is no fun.

 No fun at all.   

We returned to Volo with monster carcasses and o
ur writings 

on the joy of giving evi
l the backhand of justic

e. Volo got all red 

in the face. He said so
mething about how I ignored the “list” 

he had given me. I think he meant the paper that Bo
o used on 

his furry backside while we were on the road.   

It all worked out in the end. I
 just had to promise not to talk 

to our good friend Volo 
for one hundred years. 

But one hundred 

years can fly by when you’re not looking.
 Me and Boo know this 

from experience... 
MINSC & BOO!



Heroic StoriesHeroic Stories
Introduction

hen you think of your favorite heroic 
story, it almost always follows a familiar 
formula. The hero begins his journey in his 
hometown, usually threatened by evil. He 
encounters a mentor figure who helps reveal 
what must be done to save his hometown (and 
often the rest of the world). In the end, he 

comes face to face with a villain that must be overcome. 
Don’t believe me?

Harry Potter fights to protect Hogwarts, is men-
tored by Dumbledore and must defeat Voldemort. 
Frodo begins his journey in the Shire, is recruited by 
Gandalf and must journey into the heart of Sauron’s 
land of evil. Luke Skywalker leaves Tatooine to learn 
how to use the Force from Obi-Wan in order to defeat 
Darth Vader. 

While Dungeons & Dragons has always focused on 
the heroes, a great mentor, villain and hometown can 
make a campaign come alive. 

Hometowns
Hometowns are where player characters begin the 
campaign. Hometowns are often a base of operations 
and the place where the group patron can be found. 
The campaign villain might also be based out of the 
hometown. Sometimes the campaign villain even 
threatens the very existence of the hometown.

Bazaars, Fences and Shops
One of the main uses of a hometown from a gameplay 
perspective is that it provides player characters with a 
place to spend gold (and other coin). Over the course 
of a campaign, player characters often accumulate 
vast quantities of gold with very few places to spend it. 
Hometowns give player characters access to bazaars, 
shops and NPCs that possess contacts for magic items, 
recipes or treasure maps. Not only does this give player 
characters a place to use their gold, but it also allows 
them to customize the kinds of magic items their 
character is able to obtain. 

Robbing or murdering a shop keep for their magic items 
is pointless as shops don’t keep the magic items or recipes 
on the premises. Instead they have contacts with powerful 
NPCs and creatures that have access to the magic items. 

Mentors and Group Patron Rules
Dungeons & Dragons has already provided rules on men-
tors with their excellent write ups on Group Patrons, so we 
will be using that term in this book.
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Group Patrons
Group patrons give player characters a reason to work 
together toward a common goal. They are powerful 
backers who give adventurers a clear purpose. They 
can also provide rare resources such as magic items, 
contacts and other hard to find resources. 

Themes and Goals
The group patron helps determine the theme of a 
campaign through the missions that they send the 
player characters on. All patrons have an overarching 
ambition that determines what kind of missions they 
will be giving out. This ambition or cause encourages all 
the player characters to work together. 

Contacts
Each group patron has one or two primary contacts that 
interact with the player characters. 

Missions
The missions that a group patron send the player 
characters on are great ways to introduce new 
adventures. It’s up to the players whether or not they 
want to go on the missions that are set out for them. 

Enemies
Each group patron has a list of enemies. In addition 
to the infernal lords listed in the Campaign Villain 
section, these enemies include other group patrons. The 
contacts from these enemy group patrons can be used 
as rivals to the player characters or even as allies of the 
campaign villain.  

Perks
Group patrons offer access to resources not readily 
available to most people. These resources include 
magical equipment, secret information and training. 
Each group patron gives a different set of perks. Most 
group patrons also give access to magical items for 
purchase or recipes on how to craft them. 

Group Assistance 
Each member of the party can grant advantage on an 
ability check, an attack roll or a saving throw of another 
member of the party. To grant advantage in this way the 
character and the chosen target must be able to see or 
hear each other and neither can be incapacitated. Once 
a party member grants this advantage that individual 
can’t do so again until they finish a long rest. 

Campaign Villains
Campaign villains are NPCs who oppose the player 
characters throughout their entire careers. These villains 
often have a personal connection to either the player 
characters or their group patron. A campaign villain 
rarely confronts the player characters directly, instead 
resorting to henchmen. Only when a campaign nears its 
end will the player characters finally confront their villain. 

Goals
An effective campaign villain has a clear reason for 
interfering with the characters’ lives. It is usually in 
clear opposition to the goals of the player character’s 
group patron. 

Henchmen and Other Assets
A campaign villain almost always has henchmen that 
they can send against the player characters. They also 
likely have access to vast resources, whether that be 
money, political influence or military power. 

Defeating a Henchman
When the players defeat a henchman sent by the 
campaign villain, their main reward is the magical 
equipment that most henchmen possess.

Me and Boo have talked about the word henchmen. What about  
henchwomen or henchhalflings? 
Perhaps using the word henchpeople  would be less offensive. Boo 

doesnt believe there are any 
henchhamsters, for what hamster 
would ever serve evil? 

MINSC & BOO!

Henchmen Characters
Many henchmen are presented in their own chapter later 
in this book. In addition, some allies and henchmen for a 
campaign villain may be drawn from the Group Patron list. 
The Order of Icarus, Flaming Fist, Raven Circle and Shadow 
Thieves all make great enemies. These organizations might 
be secretly manipulated by the campaign villain or even di-
rectly controlled.
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Random Hometown
d4 Hometown Themes Suggested Group Patrons

1 Athkatla Sword and Sorcery, Urban Adventurer’s Guild, Church of Sune, Knights of Bahamut, Emerald Enclave, 

Harpers, Shadow Thieves

2 Baldur’s Gate Heroic Fantasy Adventurer’s Guild, Candlekeep, Church of Sune, Knights of Bahamut,  

Emerald Enclave, Flaming Fist, Harpers

3 Suldanesellar Horror Order of Icarus, Raven Circle

4 Ust Natha Dark Fantasy, Underdark Adventurer’s Guild, Knights of Bahamut, Shadow Thieves

Random Group Patron
d10 Group Patron Contacts Themes Overview

1 Adventurer’s Guild Doc Watson, Flimp Lighthearted An unlikely pair who want to bankroll you to become 

famous adventurers. Why not have some laughs on 

your way to stardom. 

2 Candlekeep Valygar Corthola, Xan High adventure Work for the most prestigious academy in the world. 

Seek out ancient secrets and rare artifacts and place 

them in the care of the monks of Candlekeep. 

3 Church of Sune Naes Inuus, Tiberius 

Inuus

Epic Fantasy and War Join in the epic struggle between good and evil and 

help ensure that war doesn’t engulf the world. 

4 Emerald Enclave Faldorn, Kivan Exploration Become an explorer who travels to the edges of the 

world. 

5 Flaming Fist Borivik, Nauk Mercenaries and War Work for the world’s most feared mercenaries. 

6 Harpers Jaheira, Vellin Spies and Intrigue Join the Harpers, a famed organization that works 

from the shadows to keep the world from falling 

into ruin.  

7 Knights of Bahamut Suldil, Minsc Dragonriders Lost in the Feywild for more than a millennium,  

Suldil wants you to help her resurrect the ancient 

Knights of Bahamut. 

8 Order of Icarus Jon Irenicus,  

Bodhi Irenicus

Horror Rulers and prisoners of a haunted elven city consumed 

by the Shadowfell. You must help them escape. 

9 Raven Circle Viktor,  

Lothar of the Raven 

Lovecraftian horror Grizzled veterans recruit you to aid the enigmatic 

Raven Queen in her quest to collect memories.

10 Shadow Thieves Imoen, Montaron Urban The oldest and most dangerous thief’s guild in 

Faerûn, the Shadow Thieves have long ago grown 

beyond simple thievery.

Random Campaign Villain
(You can also use the suggestions available with each Group Patron entry.) 

d6 Campaign Villain Overview Henchmen

1 Baalzebul The lord of lies. He spins a web of intrigue and untruths that threatens to 

make a mockery of all that is good and decent. 

Dagryn the Lost,

Saemon Havarian

2 Bhaal The god of murder. Thought dead for more than a century. Recently reborn, 

he seeks to wash the world in blood in order to rebuild his power. 

Pelyious, Kagain,

Sarevok Anchev

3 Cryonax A prince of elemental evil. Ruler of the plane of ice. He wants to bring a 

winter to the world that never ends. 

Darien, Viconia

4 Mephistopheles The archdevil of Hellfire. Second only to Asmodeus in power and deviousness. 

Why corrupt a single soul when you can corrupt the soul of an entire world.  

Aribeth de Tylamrande,

A Group Patron

5 Pazuzu The first and most ancient demon lord. He has been trapped in an iron flask 

and must be kept imprisoned until a way is found to destroy him. 

Eo Ashmajiir,

Edwin Odeisserron

6 Ssendam The first Slaad. Lord of chaos and insanity. She wants to spread her anarchy 

and filth across the entire world. 

Xzar, Death Slaad
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HometownsHometowns
Chapter 1

The following four cities and towns can 
be used for the starting point of a campaign. 
These cities and towns also work well as 
locations for adventures or another place to 
spend all the gold that player characters will 
likely accumulate. These locations also work 
well as the lair for the campaign villain.

Athkatla
• Population: 122,000 (90% humans, 8% halflings,  

2% other)
• Government: Oligarchy, led by the Council of Six
• Defense: Amn army
• Commerce: Ale, armor, grain, horses, iron, jewelry, 

weapons
• Organizations: Cowled Wizards, Emerald Cabal, 

Shadow Thieves 
• Religions: Waukeen (dominant), Helm, Sune, Milil, 

Selûne, Lathander, Cyric

Athkatla, the City of Coin, is one of the wealthiest cities 
in all of Faerûn. The capital of the mercantile nation 
of Amn, nearly every aspect of life in Athkatla revolves 
money and commerce. Its wealth and affluence are so 
well known that legends in foreign lands contend the 
city’s streets are literally paved with gold… though if 
this were true, some enterprising citizens would long 
ago have found some way to extract the treasures from 
the cobblestones. 

The City of Coin never sleeps—it is constantly abuzz 
with the haggling and machinations of ruthlessly com-
petitive merchants, peddlers, hustlers, con artists and 
criminals… though in Amn the lines between these 
groups is often blurred. In Athkatla, money is power, 
and there is a stark contrast between those who possess 
it and those who do not. The influential organizations 
that run the city’s economy—such as the oppressive 
Cowled Wizards, the enigmatic Shadow Thieves, or the 
obscenely wealthy mercantile houses—act with unfet-
tered impunity, answering only to themselves. Those 
who fall on the lower rungs of the social ladder—like the 
poor who dwell in the slums of the River District—have 
no recourse to the authorities or the law. For them, life 
in the City of Coin is a daily struggle to survive where 
danger lurks around every corner.

Officially, Athkatla is ruled by the Council of Six. 
Although council positions were once held anonymous-
ly, the current council members rule openly, relying 
on their sponsors to protect them against threats and 
retaliation from potential rivals. The current council 
consists of the leader of House Selemchant, backed by 
the Cowled Wizards; the matriarch of House Dannihyr, 

supported by the Shadow Thieves; and the rulers of the 
independent mercantile families of House Alibakkar, 
House Ophal, House Nashivaar, and House Havarian—
the most recent addition to the Council.

Culture
Status in Athkatla is measured almost exclusively by 
material wealth. As such, it is common practice for those 
in power to display their affluence through lavish parties 
and expensive gifts to allies and supporters. Bribery is 
commonplace, and widely accepted as the proper way to 
grease the wheels in business and politics. 

The constant effort to demonstrate extravagance sur-
passing one’s peers has led to a culture of Athkatla’s citi-
zens embracing decadence and overindulgence, particu-
larly among the elites of the gem district. During nights 
of revelry it is common practice to eat and drink to the 
point of bursting, then to forcefully empty the stomach 
through the practice of “straking”… leaving behind a 
vomitus mess for their servants or slaves to clean up.

Not surprisingly, fashion in Athkatla also reflects this 
obsession with material wealth. Women typically wear 
elaborate turbans made from rare silks, inlaid with 
gems and embroidered with gold or platinum stitching. 
Men favor expensive vests and cloaks sewn from valu-
able furs imported from the distant North, sacrificing 
personal comfort in the blazing heat in 
order to show off their 



means. Ornate jewelry is common among both sex-
es, with an affinity for custom pieces showcasing rare 
gems, especially black pearls.

The various ranks of societal status are correlat-
ed with precious metals: ranging from the “ore” of the 
dregs of society to the “mithral” elites at the top. 

• Ore. The lowest rank. Used to mean filthy or criminal, 
and strongly insulting.

• Bronze. The working class. Can also be used to mean 
a low-rank imposter.

• Copper. Acceptable working class.
• Steel. Best of the working class, or military.
• Silver. A rising merchant or one with much potential.
• Gold. One whose wealth was inherited, or one who 

was wealthy without business sense.
• Platinum. The head of a mercantile house.
• Adamantine. The highest self-made rank.
• Mithral. Perfection. The highest possible rank.

A common insult is to refer to someone as a low-rank-
ing metal, particularly if it is immediately below their ac-
tual station. Referring to someone or something as one 
of the higher ranks is seen as a compliment… or flattery.  

In practice, the richer inhabitants have authority 
over the less wealthy. However, a recent public show of 
wealth such as a large purchase, high bid, or particular-
ly extravagant party could temporarily raise an individu-
al’s status above those who possess greater total wealth.

Because the societal emphasis is so heavily depend-
ent on measurable material wealth, there is little regard 
given to racial stereotypes. As long as a potential cus-
tomer or business partner adheres to the basic societal 
rules—and has the money to back their position—it does 
not matter who they are or where they are from.

History
One of the first major settlements in the region, the 
city was originally founded circa 100 DR by Calishite 
immigrants loyal to the Shoon Imperium. The region 
was first known as the Emirate of Amin, but when 
the Shoon Empire fell in 460 DR, Amn became an 
independent nation… though the city of Esmeltaran 
was its first capital, despite Athkatla being the oldest 
and largest city.

The next seven centuries were a period of prosper-
ity and peace, driven largely by trade with the distant 
lands to the North. The rapid rise of the merchant 
traders led to a culture that valued economic success 
over all else. The obsession with profit and material 
wealth eventually became the defining characteristic of 
Athkatla and its citizens.

In 1238 DR a series of trade wars began as various 
factions tried to exert control over the city. In 1333 all 
trade in or out of Amn was halted. Realizing such trade 
interruptions were harmful to not just the merchant 
houses, but the entire nation, a young Athkatla mer-
chant named Thayze Selemchant persuaded the leaders 
of five other influential houses in the city to join together 
and form a new government to “guide” commerce… and 
the nation as a whole. 

Under the newly formed Council of Six, trade re-
sumed, and profits flowed once more. The Council 
decreed that Athkatla, home of their Houses, would 
be the new capital of Amn. Given their economic in-
fluence across all levels of society, there were none 
who dared oppose them. Under the Council, Athkatla 
flourished, becoming the busiest trade port on the 
Sword Coast.
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Laws
Law in Athkatla is based on the Golden Rule—those 
who have the gold make the rules. Actions that would 
be considered illegal or immoral in other lands are 
tolerated, providing the offenders are rich enough to pay 
the pre-determined fines. Lewd and licentious behavior 
are rampant in the city, slavery is common, and even the 
thieves within the city are permitted to operate provided 
they follow the terms of written contracts.

The only real crime in Athkatla—other than being 
poor—is the use of arcane magic within the city lim-
its. In the 13th Century DR, King Dhanar granted the 
Cowled Wizards complete oversight over spellcasters. 
As a result, only a handful of sorcerers are licensed to 
practice in Athkatla, all exclusively under contract with 
the various High Houses of Amn. Enforcement of this 
ban on arcane magic is under the purview of the Cowled 
Wizards, who administer brutal punishment on any 
who flout this law. Many of the High Houses now re-
sent this arrangement, as they feel the Cowled Wizards 
are little more than agents working on behalf of House 
Selemchant, but the dissenters lack the influence and re-
sources to effectively oppose the status quo.

Cowled Wizards
A secretive cabal formed in the 13th century DR, they 
were originally the guardians of arcane knowledge 
and lore. However, years of monitoring—and 
controlling—foreign mages visiting the city gradually 
transformed the organization into a brutal autocratic 
force with the sole goal of suppressing potential rivals 
to their station.

Violators of the city wide restrictions on magic face 
censure, banishment or even death. While the stated 
goal of the organization is to protect the security of the 
city and guard against the potential devastation a rogue 
mage might cause, many individual members of the 
Cowled Wizards use their position for personal profit 
and gain. Often this involves cutting secret deals with 
various parties that are not officially sanctioned by their 
organization. Despite this, there is little recourse for 
those who feel they have been treated unjustly by any of 
the Cowled Wizards, as accusations against them often 
result in severe retaliation. 

The members of the Cowled Wizards act in anonym-
ity, often working publicly as merchants, librarians, 
apothecaries or other similar professions. The identi-
ty of any individual Cowled Wizard is known to their 
immediate family and—at most—a small circle of other 
members they work within the organization. 

The Cowled Wizards meet in secret in the hidden 
chambers beneath the city, located under Jane Lane. 
Wearing masks and the garb of the School of Wonder—
an academy destroyed in a series of anti-arcane riots 
long ago—they are able to hide their identities even from 
each other as they share information and coordinate 
their activities.

Shadow Thieves
One of the most powerful thieves’ guilds in western 
Faerûn is headquartered in Athkatla. Originally 
operating out of Waterdeep, they were forced to flee the 
city when the Masked Lady, Lhestyn Arunsun, came to 
power in 1298 DR and waged a campaign to purge them 
from her city. 

Notable Locations in Athkatla
1. Adamantine Mug. Serves as a club for the district’s 

merchants, offering discreet and superb service.
2. Brundith Fine Furnishings. Specializes in replica furniture 

with discreet hiding places.
3. Cloakspell tower. Famous landmark forbidden to the public 

and a secret meeting place for the Cowled Wizards.
4. Copper Coronet. A seedy dive whose regulars include 

smugglers and pirates.
5. Council House. The seat of power for the city’s ruling 

Council of Six.
6. Crown Aflame. This lavish theater was a previous temple 

to Azuth.
7. Dancing Dolphins House. This mansion is used to host 

gatherings of wealthy merchant families.
8. Den of the Seven Vales. One of the city’s cleaner festhalls.
9. Diamond Dragon. The most expensive jewelry shop in 

the city.
10. Dome of the Rose. An elegantly designed monastery 

devoted to the deity Lathander.
11. Five Flagons. A popular tavern.
12. Grave District. Filled with ornate monuments and 

mausoleums erected in reverence to the Amnian dead.
13. Great Griffin. This massive, seven-ton bell is used to warn 

ships during storms.
14. Hall of the Society of the Lost Ingot. A former temple of 

Ilmater used as a meeting place for merchants.
15. Harfin Draether. An expansive tavern renowned for its 

hearty and delicious fare.

16. House of The Lady of Masks. Lady Bellasdreia sells perfume 
and beauty masks from this former temple of Tymora.

17. Moonhall. A well-recognized temple of Selûne.
18. Pride of Athkatla. An enclosed market for traveling merchants.
19. Sea’s Bounty Tavern. An old inn, tavern, and festhall.
20. Seven Songs Importing. A business that specialized in 

exotic goods.
21. Shadowgates House. A private club that catered 

exclusively to noble-born women.
22. Shop of the Bizarre. Strange shop that specializes in  

magic items.
23. Silkstone Fashions. A tailor’s shop that offers fashionable 

accessories.
24. Silverale Hall. This inn, tavern, and festhall is the oldest in 

the city.
25. Temple Bell. This shop specializes in the sale of religious 

texts and priestly vestments.
26. Temple of Helm. A temple that also houses the Order of 

the Gauntlet. 
27. Temple of Sune. A new temple larger and more opulent 

than all the others in the district.
28. Temple of Talos. Long abandoned temple overrun with 

beggars.
29. The Black Frog. A seedy and dirty tavern.
30. Waukeen’s Promenade. The most recognizable landmark 

of the city, this open-air market stadium houses some of 
its greatest guilds and merchant houses.
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However, their exile from Waterdeep proved to be a 
boon rather than a bane. In Athkatla, they found a soci-
ety that allowed them to prosper and thrive, and by the 
early 14th century they controlled many of the criminal 
operations up and down the Sword Coast.  

The Shadow Thieves are guided by two foundational 
tenets, written by the first Grandmaster following their 
exile from Waterdeep.

• “The Shadow Thieves will never again be brought so 
low and disgraced as they were in their exile.”

• “They will take their vengeance upon the city of 
Waterdeep.”

Even though they are an open secret within Athkatla, 
the Shadow Thieves still prefer to operate discreet-
ly. The Shadow Council that controls the guild un-
derstands that secrecy and subtlety are their greatest 
weapons, and this belief has trickled down through the 
ranks to every officer, agent and member. The full extent 
of their convoluted, ambitious machinations are known 
only to the handful of figures in the upper most echelon, 
though there are many rumors as to what conspiracies 
they are involved in. Many of these rumors are, in fact, 
false narratives planted by the Shadow Thieves them-
selves to obscure their true goals.

The Shadow Thieves provide many illicit servic-
es that the citizens of Athkatla use on a regular basis. 
Protection rackets are understood as a cost of doing 
business, and political leaders rely on the Shadow 
Thieves for protection… and often hire them to spy on or 
steal from their rivals. Similarly, the merchants of the 
city rely on the Shadow Thieves to coordinate the sale 
and distribution of black market goods to smugglers, pi-
rates and various other underworld figures in numerous 
cities up and down the Sword Coast.

The Guild is known for being as ruthless as they are 
secretive. Violence is always an option, and in addition 
to theft and burglary they are also adept in assassina-
tion and kidnapping… though prisoners are only taken if 
they can be ransomed for substantial profit.

The Guild is controlled by an 8-person Shadow 
Council operating in Athkatla, which is overseen by 
an individual known as the Grandmaster of Shadows. 
There are allegations that the Shadow Thieves have 
some type of alliance/agreement with the Council of 
Six allowing them to operate with impunity within the 
city. In truth, the Grandmaster is always a member of 
the powerful Dannihyr House—a permanent member of 
the Council of Six. Because of this, the Shadow Thieves 
have a powerful voice in the politics of the city… though 
what would happen if the needs of House Dannihyr 
came into conflict with those of the guild is something 
that can only be speculated on.

Though the Shadow Thieves have many despised 
rivals, like the Xanathar Thieves Guild in Waterdeep 
and the Rundden in Calimshan, their true enemies will 
forever be the Lords of Waterdeep. Even after more than 
a century, the Shadow Thieves still harbor a desire for 
vengeance against the heirs of those who first cast them 
out of their ancestral home.

Encounters
This is a table of enemies or monsters that an 
adventurer might come across while in Athkatla or in 
the surrounding regions. 

Random Encounters in Athkatla
d6 Encounter

1 Demodand in pursuit of an escaped Carceri prisoner

2 Dread Doppelganger posing as a fellow adventurer

3 Shadow Thief Slavers (thugs) looking to replace 

escaped slaves

4 Cowled Wizards (mages) seeking to incarcerate 

illegal magic users

5 Tasloi who have infested a forest or sewer system

6 Sirene band hunting to retrieve a stolen sacred item
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Bazaars, Fences and shops

Waukeen’s Promenade
One of the greatest bazaars in Faerûn, all non-magical 
items in the Player’s Handbook are available here. In 
addition, each day a character spends at the Bazaar they 
can roll on the following chart and discover a magical 
item for sale. They can spend 100 gp to get an additional 
roll to a maximum of 10 rolls per day. 
 
Random Magical Item at Waukeen’s Promenade

d100 Magic Item Cost

1-10 Ammunition, +1—arrows (10), bolts (10) 

or sling bullets (20)

100 gp

11-15 Rope of climbing 250 gp

16-24 Simple weapon, + 1—dagger, mace or 

sickle

300 gp

25-27 Battleaxe, +1 400 gp

27-28 Shortsword, +1 400 gp

29-30 Warhammer, +1 400 gp

31-35 Potion of growth 200 gp

36-40 Potion of greater healing 300 gp

41-45 Shield, +1 300 gp

46-50 Lantern of revealing 400 gp

51-55 Medallion of thoughts 400 gp

56-60 Robe of useful items 500 gp

61-65 Driftglobe 600 gp

66-70 Wand of secrets 600 gp

71-75 Wand of magic missiles 1000 gp

76-80 Shield, + 2 3,000 gp

81-83 Potion of invulnerability 4,000 gp

84-86 Breastplate, +1 7,500 gp

87-88 Rope of entanglement 7,500 gp

89-90 Shortbow, +2 8,000 gp

91-92 Belt of hill giant strength 9,000 gp

93-94 Mantle of spell resistance 9,000 gp

95-96 Rapier, +2 9,000 gp

97 Portable hole 11,000 gp

98 Studded leather, +2 25,000 gp

99 Crystal ball (very rare version) 32,500 gp

00 Greatsword of sharpness 36,000 gp

Shop of the Bizarre
The most powerful items in Athkatla can be found in a 
shop run by the enigmatic and ruthless neogi. These 
spider-like monsters are planar travelers that trade in 
magic items and slaves. Each visit to the shop brings the 
chance of danger, for sometimes the neogi aren’t looking 
to sell items, but are more interested in acquiring new 
slaves. When this happens, all of the magical items in 
the store are illusionary and the neogi have prepared 
an ambush. For each shopper, there is a neogi and an 
umber hulk, with a single neogi master leading the 
ambush. More powerful customers might mean the 
neogi bring an additional 1d6 gray renders. Item costs 
are as follows:

Shop of the Bizarre Finds

Roll DMG Treasure Tables
Chance of 

Being Illusinary

01-20 Roll 3 times on Table A,  

3 times on Table B

0%

21-30 Roll 4d4 times on Table B 10%

31-40 Roll 2d4 times on Table B,  

Roll 2d4 times on Table C

10%

41-50 Roll 3d4 times on Table B, 

Roll 1d4 times on Table D

20%

51-60 Roll 2d4 times on Table C, 

Roll 1d4 times on Table D

20%

61-65 Roll 2d4 time on Table C, 

Roll 1d4 times on Table E

20%

66-73 Roll 1d4 times on Table E, 

Roll 2d4 times on Table F

20%

74-80 Roll 3d4 times on Table F 30%

81-85 Roll 2d12 times on Table F 40%

86-90 Roll 1d12 times on Table F, 

Roll 2d4 times on Table G

50%

91-94 Roll 2d12 times on Table G 60%

95-98 Roll 2d12 times on Table H 70%

99-00 Roll 2d12 times on Table I 80%

When I offered to edit this damnable book, I didn’t think I would 
be rewriting the entire thing! The brain-addled ranger has had 
a great number of memorable experiences, but he has no skill 
whatsoever when it comes to putting pen to paper.

—Volo
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Baldur’s Gate is surrounded by walls on three sides 
and the rushing River Chionthar to the south, mak-
ing the city relatively secure from outside threats. For 
threats within the city, the Flaming Fist does its best to 
enforce law and order. However, the city’s dense popu-
lation and thriving economy have made it an ideal place 
for rogues and thieves to ply their trade. Facilitating 
such illicit activities is an extensive sewer system and 
network of subterranean structures. Such hidden pas-
sageways allow individuals to move throughout the city 
away from the prying eyes of more upstanding citizens 
and Flaming Fist patrols.

Topside, a system of magically powered lanterns keep 
the city well-lit throughout the night. These lights are at 
their most dense near the city’s major temples, around 
the Ducal Palace, and by the docks where they promote 
both safety and productivity in these areas.

Buildings in the Gate generally get newer further away 
from the harbor, though exceptions can be found where 
previous structures were torn down for more recent con-
struction in the same lot. The typical style for buildings 
in the city is towards the tall and narrow, reflecting the 
fixed amount of area available for development within 
the walls. However, the Gate is not without urban decay, 
which is especially common in the Northeast Outskirts, 

Baldur’s Gate
• Population: 125,000 (predominantly humans)
• Government: Plutocracy, helmed by the Council of 

Four and Parliament of Peers
• Defense: Flaming Fist mercenaries, the Watch
• Commerce: Dyes, fish, imports from Chult, 

mercenaries, nautical supplies 
• Organizations: The Guild, neighborhood crews,  

trade guilds 
• Religions: Gond, Tymora, Umberlee, any other  

law-abiding faith, cults of the Dead Three

Situated where the Western Heartlands meet the 
Sword Coast, the city-state of Baldur’s Gate is a beacon 
of civilization in a largely untamed frontier land. 
Although somewhat small in terms of area, Baldur’s 
Gate population rivals that of the highly regarded and 
influential Waterdeep to the north.

Because Baldur’s Gate is first and foremost a city 
of trade built around its harbor, the docks remain the 
true heart of the city. This busy area is the base of op-
erations for many key trade organizations in Faerûn, 
including the famous mercenary company the Flaming 
Fist. Even the role of the Gate’s leaders, the Council of 
Four (or the “Grand Dukes”), has mercantile origins 
and still pulls many of its members from the ranks of 
successful merchants.

Often simply referred to as “the Gate,” especially by 
its residents—Baldurians, as they’re called—Baldur’s 
Gate was founded over 400 years ago. In those days, the 
settlement now known as Baldur’s Gate was little more 
than a port with a surrounding shanty town. A combi-
nation of key historical figures and rapidly changing 
economic factors did much to shape the city within a rel-
atively short amount of time.

Baldur’s Gate is named for perhaps its most famous 
citizen, the legendary explorer Balduran. With his ship, 
the Wandering Eye, Balduran and his crew became the 
first Faerûnians to reach the once-mythical continent of 
Anchorome after sailing west across the Trackless Sea. 
After many years, Balduran returned to his home harbor 
and invested his accumulated wealth in its growth.

In this way, Balduran used the great fortune he 
amassed during his travels to help the small town that 
would someday bear his name grow into a major me-
tropolis. His most famous project was the construction 
of the impressive city walls that helps make Baldur’s 
Gate an island of security within the otherwise danger-
ous and unpredictable Sword Coast.

After the walls’ completion, Balduran set sail one final 
time with the intention of returning to and further ex-
ploring Anchorome. However, he and his crew were nev-
er heard from again, their ultimate fates still unknown 
to this day.

As the years went by, the Gate’s rapid growth and 
increasing prosperity have caught the attention and 
resentment from wealthy nobles and merchants in 
Waterdeep and Amn. Although their relationships are 
strained at times—especially with Amn during the Iron 
Crisis—this conflict remains a trade rivalry that has nev-
er broken out into open war.
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