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1. Harborwatch Keep
2. ANVIl Bribge
3. DawnNstar Brioge
4. The Lap of Luck (temple to Tymora)
5. Four Dolphins Fountain
6. Ashabenmouth ArMsS (burNeD-Out INN)
7. The Westway
8. The GREEN GRIFFON (iNN; curreNtly useb as
sOlDiers’ barracks)
9. House of SwoRDs (shrine to Tempus)
10. Spouting Fish (iNN)
11. SINGING SireN (tavenrnN; also KNOWN as the
Happy Harpy)
12. The house of Paerus (a NOW-DECEASED MER-
chant)
13. Northenbd Tower
14. The Wash Rocks (Or “Awash Rocks”)

15. Partially sunkeN, wreckeb ship, set with cata-

pults by Zhentish solbiers to commanND the
Ne€arby waters of the Reach

16. The TaloN (Natural breakwater)

17. SORDRIM NUND's shop; fFootweanr

18. Yahorlim the GROCER (SECOND FIOOR: RESIDENCE

of Halath MhaeriMm, wizaro)

19. Juliel's Street

20, Whelgar's Way

21. The BlackMarch

22. Dawnstar Street

23, Soulall Street

24. Wulf S5treet

25, The Stribe (street)

26. Labbath Street

27. TurliN's Street

28. The Flameway

29. COpper Street

30. The Anvil RunN

31. The Westmoot (iNntersectioN)
32. Shawl Street

33. Suth Street

34. Sarkh Street

35, Shinbal Street

36. The house of Belintar SharNRAVEN, RANGER
37. Dock Street

38. UGluND Street

39, Wall toweRr GarRiSONED by CORMYR

40. Wall toweR GarrisoNeb by Sembia (eNcircled

by Zhentilar solbiers)
41. Wall tower GarrisoNed by Hills
faRr (encircleb by Zhentilar solbiers)

42, The house of Sashesh, 1aby Merchant Of SEM-
bia (trabe representative; very rich, saib to have

Magical guarbs aND GRiIFFON steecbs)
43. The Deab House (burial crypt for the rich,

plots fOR 600 Gp €ach; prROPRIEtOR is Lulth ORMAR,

MeRrchant, who lives Next DOOR)
44. Barrast Murtene, horse traiNeRr § Dealer

1. COMMON GROUND (usable by all fOR GRAZ-
iNG laND, camMpsites, €1c.)

2. House of Heresk Malorn, High Councillor
of Mistlebale (0 1v1, 10 hp, LN)

3. Heresk's POO] (RUMORED tO coNtain great
treasune)

4. Horsewatenr Pool (FOR COMMON USE, tO
water anb wash DOWN travelers’ horses)

5. AshabeNfORD ARMS, & GOOD place to stay
{(prop. Arbel HamMMerbayle, Fir 4, 22 hp, LG)

6. Shop of Kaulvaerus (Fir 1, 8 hp, LN, a local
councillor); horses bought, solb, trRaiNeD, §
teNDED

7. Braunstar the Wheelwright (Ftr 1, 12 hp,
LN, a local COUNCIllOR); wagOoN builbiNng aNb
REpairs

8. LhuiN's Fine Leathers (Fir 1, 4 hp, NG);
sabbles, tack, boots § belts Mabe€, REPAIRED, §
5010

9. Soritar's House of Watchfulness (Th 4, 15
hp, N); wWarehouse Space fORrR RENT
10. House of ArIparn (Fir 2, 13 hp, NG);
hunter, fisherMaN, aNb guide
11. Waysibe shrine to Chauntea (staffed by
Jhanira Barasstan, Pr 4, 29 hp, NG, a local
COUNCilloRr)
12. Waysibe shrine to TymoRra (NO clerical
staff)
13. FarM of Tolbir SaroNe (FIR 1, 9 hp, CN)

14. FarMm of Channas Hornweather (Fir 3, 20
hp, CN)

15. FarM of Ruthe Memblarn (Ftr 2, 14 hp, CN)
16. Farm of Ulo Riothass (Ftr 4, 36 hp, NG)

17. FarM of Tanlatha Tyrlan (secretly Wiz 2, 8
hp, NG)

18. ArRIhO's FiNe Flasks (o Ivl, 6 hp, LG); wiNery
£ brewWeRy

19. The Velvet Veil; taverN, DaNCiNg club, §
Gambling hall

20. MulthiMmenr the Merchant (Th 7, 37 hp, CN);
all goobs bought § solo (actually a FENCE fOR
stoleN MeErRchaNbise)

21. Darblas the Smith (Fir 6, 56 hp, NG, a local
councillor); very skilleb at Metal FORGING,
WweapoN repair, etc.

22. House of the Ribers (barracks & stables
fOR 20)

23. House of Thorm Ubler (0 V1, 5 hp, LN, a
local cOuNCcillor)

24, ThorMm Ubler’s Grist mill

25. House of Skorl (a supporier of Lashan,
NOow fleb Or Killeb, the house€ a BURNED RUIN)
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1. Tantras Harbor; ballistae batteries guarb-
iNG entranNce, chaiN barrier across harbor
mMouth, catapults oN seacoast tTOWERS

2. The Sea Tower; city's MaiN fORIRESS, AaRMO-
ries, traiNiNG area fOR tROODPS

3. The Manket; openN-air Markel area, usually
VERY CROWDED aND busy

4. The Temple of TormMm, atop the city’s highest
hill

5. The Great Bell, also calleb the Bell of AyleN
Atiricus, atop the city’s seconD highest hill

6. Fountain of the MermMaib, an olb lanbmark
whose ORrigiN is lost in antiguity

7.The Lazy MOON INN (prop. Faress, o1vl, 6 hp,
NG)

8. Statue of BranDON Battlemaster, broNze
RENDERING OFf a loNG-aG0 hero astribehis horse,
cloak streaming out behinb him

9. The RoariNg LioN INN, NORMAIlY the best iN
the city, currently aN arMY barracks
10. GUIDER'S GOOD GRUbLD INN, a cOzy place, NOW
takeN over by TantraN solbiers
11. The House of Glory, temple to TemMpus, re-
ceNtly bamaged by accivental fire
12. The MoORNING Halls, temple to LathaNber,
NonrMally busy, currently all but beserted
13. Mulbiver the Shipwright, a Master builber,
CURRENIlY veRry busy with preparatioNs foOR
WwWar
14. Villas aND MaNsioNs of the rich anb NOble
1 5.The House of Skilleb Hanbs, Newly built tem-
ple 1o GOND, NOT fully staffed

EstaGguND

KlioNNa

City toweR with cate

16. Bowbar's WaGONWORKS; CONSTRUCTION aND
REPAIR OFf WAGONS

17. The House of Twilight; brothel/Nnight club
18. The Weeping WYVERN, a larGe aND CROWDED
iNN, NOt yet takeN OVER by sOlDieERrs

19. Warehouses, all well guarbed by private
MERCENARIES

20. Barracks, fFORMERIY privately owneb builo-
iNGS COMMANDEERED by the arMy fOR hOUSING
21. Tarntassa's ToweRr, the property of a 16th
level wizarb who seems to have bisappeared
22. Halemar's Fine Blabes; aRMORER aND weap-
oNsMith, very busy these bays crafting Materi-
als fOR the arMy

23. The Tantran Guilo of Merchant Masters;
private club for citizeNs who OWN aND RUN
mMerchant fleets (but membership is openN to
ANYONE Who pays 200 Gp aNNual bues)

24. Saprach's FiNe WiNes, best selectioNn of
wiNe iN the city; the proprietor is also a thief
aND a feNce, anb ON the sibe specializes iN guiet
Disposals of sUDDENIY DECEASED PERSONS

25, The House of MooNlight, temple to SeluNg;
priests will heal aNYONE (EVEN NON-WORShHIpeERs
of Selune), but will not grant repeated re-
Quests

26. The Happy House Of SpleNDOR aND SONG,
temple to Milil; the largest such builbing to be
fOuND NORth anD €ast of the INNER Sea; thought
by some to be a local contact place for The
HarpeRrs
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27. The Silly Satyr, a tavern of (to put it miloly)
venry ill repute

28. The House of Hope, temple to TyMORa, CUR-
rently without a lot of material or spiritual re-
SOURCES

29. The GREEN SIiRENE, aN INN fAVORED by sail-
OrRs—NOW takeN over by the Tantran Navy,
which uses it as a barracks aNd RECRUItING post
30. The Agate ANChHOR, a huge curio shop
stocked with aNything (NONMAagical) UNDER the
suN (prop. Chulbos, Fir 11, 74 hp, AC o, LN;
Gguarbs Nuathue, Fir 4, 28 hp, aND Alaphale, Fir
5,34 hp)

31. Shenble Street

32. EMDeER LanNe

33. Bowshot Street

34. Stumble Street

35. Marlstone LaNe

36. Ro€l Street

37. HaMMerwWiND Street

38. Mairse Run (street)

39. Whistleturn Way (street)

40. Thirlpost Lane

41. DragonNleather Street

42. The Street of the Six

43. The Street of Shabows

44, FiNlisker Street

45. Blacklamp Alley (a fREQUENT site of brawls
aND MURDERS)




Waterdeep

e A fantasy city can be a vast,
~ sprawling, mazelike place. Main “'
streets turn into blind alleys. -
~ Thriving markets adjoin
- crime-infested slums. The wise
~traveler avoids problems by
- consulting his Trail Map.

~ TM4 maps out not only the
- grand city of Waterdeep, but
~ also to other cities featured in -
_the Avatar trilogy: Shadowdale,
fabled home of Elminster the
Sage, and Tantras, a bustling port
on the Dragon Reach.

-AII maps are full color, printed on
a 36" by 57" sheet suitable for use
~ in gaming or as a wall poster-
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