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INTRODUCTION

T
he twisting streets and fetid alleys of Lankhmar, 
City of the Black Toga, are veritable mazes of 
buildings. From the multihued majesty of the 

Rainbow Palace looking down on the city to the dingiest 
dive taverns in the filthiest slums, Lankhmar suffers no 
lack of variety when it comes to locations. 

City-based adventures are more open than their dungeon-
crawling counterparts. Adventurers in Lankhmar are free 
to try any door, dash down any alley, or dive through any 
window, often with little warning to either bystanders or 
even the judge! The purpose of this book is to make the 
judge’s task of running city adventures in Lankhmar (or 
any other fantasy metropolis) a little easier.

Within these pages you will find twelve locations strewn 
throughout Lankhmar. Some are unique, like Thieves’ 
House, home to the city’s notorious criminal brother-
hood. Others are more generic and can be used whenever 
the PCs find themselves jailed in a city watch house or 
breaking into a waterfront warehouse. Each location is de-
scribed in brief and accompanied by a map detailing the 
location and its important features. These generic maps 
can be altered as the judge sees fit or simply reoriented or 
inverted to provide optional layouts if the party makes a 
habit of visiting the same style of location multiple times.
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CITY WATCH HOUSE

E
ven in corrupt Lankhmar there are forces of law 
at work. Stationed about the city are a number of 
watch houses used by the city watch as local bases 

of operation in their war against disorder. Each watch house 
and its garrison of constables is charged with maintaining 
law in specific part of the city, often measuring a dozen 
blocks or more in area. Constables man these watch houses 
at all hours; suspected lawbreakers are held here until either 
being hauled before a local magistrate or, in the case of more 
serious crimes, transported to the Great Gaol to await trial. 
Most PCs will gladly go their entire adventuring (or crimi-
nal) careers without seeing the inside of a city watch house, 
but if one of their comrades falls afoul of the constables, a 
brazen rescue attempt and infiltration of one might be in 
their future.

CRAFTS STREET WATCH 
HOUSE

This constable station is located on Crafts Street and there-
fore is one of the better equipped and manned watch hous-
es. Breaking out (or in) poses a formidable challenge. The 
judge can use this watch house as a baseline, weakening or 
improving the security and manpower of better or worse 
constable stations around Lankhmar depending on the 
neighborhood they’re located in.

Unless otherwise specified, all the locks in the watch house 
are of good quality and require a DC 15 Pick Lock check to 
bypass without the proper key.

City Watch Constable: Init +0; Atk cudgel +2 melee 
(1d4+1/1d10+1) or dart +1 ranged (1d4+1); AC 13; HD 1d8; 
MV 30’; Act 1d20; SP subdual damage without penalty; SV 
Fort +1, Ref +1, Will +0; AL N.

Constable Sergeant: Init +1; Atk cudgel +3 melee 
(1d4+2/1d10+2) or short sword +3 melee (1d6+2) or dart +2 
ranged (1d4+2); AC 14; HD 2d8; MV 30’; Act 1d20; SP sub-
dual damage without penalty; SV Fort +2, Ref +2, Will +1; 
AL N.

House Commander: Init +2; Atk cudgel +3 melee 
(1d4+2/1d10+2) or longsword +3 melee (1d8+2) or dart +2 
ranged (1d4+2); AC 15; HD 4d8; hp 24; MV 30’; Act 1d20; SP 
subdual damage without penalty; SV Fort +3, Ref +2, Will 
+2; AL N.

LOCATION KEY

1. Antechamber: A wooden counter cuts across one 
corner of this room. Behind it are stationed three constables 
at all times. Other watch constables come and go regularly, 
reporting in, bringing suspects in for booking, or just chew-
ing the fat with their comrades. Citizens reporting crimes or 
complaints are processed through here first. If the citizen’s 
tale is deemed worth further attention, they are ushered into 
area 2 to wait. Obvious crackpots or nuisances are thrown 
out into the street.

The exterior door to the watch house is always open unless 
the constables are under attack or security is heightened. 
In these cases, two good locks and a bar (DC 18 to break 
through) are used to seal the door. A wicket in the door al-
lows the constables to monitor the street. The window be-
side the door is glass, but heavy shutters protect it when 
necessary.

2. Waiting Room: A few chairs and the stink of des-
peration are the only things of note in this otherwise bland 
room. At any time 1d8 individuals are found here waiting to 
speak to a constable. A single constable, usually a rookie, is 
assigned to keep order here. The stairs lead to a locked door 
on the second floor. All constables have keys to this door.

3. Constable Office: A number of tables, chairs, barrels 
of drinking water, and busy constables are found here. An 
open stairwell protected by a wooden railing leads to the 
lowest level of the building. Complainants are interviewed 
here, arrested suspects are processed before being sent to 
the cells below, and other daily (or nightly) constable busi-
ness is conducted here. There are always 1d6+6 constables 
here engaged in various activities as well as 2d4 common 
folk, 1 in 3 of which will be a suspected criminal. The door 
leading outside from this room is always locked and barred 
(as in area 1 above) and the door to area 2 can be locked in a 
similar manner. The window in the east wall is glass and has 
wooden shutters, but on warm nights both are usually left 
open to provide a breeze to cool the room.

4. Watch House Armory: The door to this room is 
locked and only senior constables have the key (25% chance 
an encountered constable in the station has a key). Inside 
are six armor stands holding browned-iron cuirasses (equal 
to scale mail) worn by the constables in dire situations. The 
walls are lined with an assortment of weapons that include 
cudgels, throwing darts, swords, spears, slings and sling 
stones, shortbows, and arrows.

5. Barracks: Three double bunks line one wall of this room 
and a large table flanked by chairs takes up the floor. A pair 
of barrels containing drinking water stand near the stairs. Six 
constables live at the watch house at a time, serving week-
long shifts. Other constables use this area as a break room. 
The room contains 1d3 constables relaxing or sleeping. 

6. Sergeants’ Quarters: The door to this room is locked 
and only the two sergeants have keys. Two single beds, a 
table, and wardrobe are within this room. A pair of ser-
geants is stationed at the watch house, working the day and 
evening shifts respectively. One can be found here 75% of 
the time. The wardrobe holds personal possessions which 
include 3d10 silver smerduks, 1d4 gold rilks, and a ring of 
keys that opens every lock in the building.

7. House Commander’s Office: A writing table and 
pair of chests occupy this room. The watch house com-
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