	Waterdeep, the City of Splendors, lies on the western coast of Faerun, far to the north of Amn. That region is known as "the Sword Coast," because for many years it was ruled by the might of swordarms rather than by any laws or treaties (and some folk in the South still hold it to be so). Waterdeep's boundaries are strictly controlled by the mysterious rulers of the City, the Lords of Waterdeep, and the geography on which the city rests.
Waterdeep's boundaries stop not due to lack of trade or need for space (in all honesty, the excess of both matters strains the city's bounds to this day) but due to the coastlines and the edges of the high, sloping plateau surrounding Mount Waterdeep. The city's best physical defense, beyond its high placement on said plateau, is the Trollwall - an erected barrier 10' to 20' thick in places, so named for its earliest purposes of protecting Waterdeep from the attacks of northern trolls. The wall surrounds the city on the east from its southern tip at the harbour to the northern end of the City of the Dead; it also surrounds the western seacoast and continues around the northern city perimeter to the sheer cliff at the northeast corner of the city, where the precipitous 100' drop protects Waterdeep as well as any wall.
The Trollwall is pierced by four gates: the South Gate; the River Gate; Northgate; and Westgate. Within the walls, the city of Waterdeep sprawls south and west to the seashore and the harbour. Despite the need for further commercial and residential space, an edict of the Lords forbids any habitation or encroachment into the City of the Dead, the public streets, and the slopes of Mount Waterdeep around Castle Waterdeep. Of late, some maverick members of the Surveyors', Map & Chart-makers' Guild have new building designs suitable for construction on the slopes of the mountain and they hope to garner the public's support to challenge the long-standing Lords' ruling and allow new buildings on the eastern slopes of Mount Waterdeep.
Any aerial visitor to the City of Splendors arriving from the south can clearly see the general topography of Waterdeep; the city resembles a flat board raised at its north end and slightly tilted downward on the west, so that it slopes down toward the mountain, leveling off along the Way of the Dragon (a major thoroughfare). Mount Waterdeep is, of course, the highest point in Waterdeep; its sea swept flanks rise to shield much of the city from the worst coastal storm winds, and it peaks some 700 feet above the waves. An aerie for aerial traffic, garrisoned by the city guard, stands below the peak on the landward side. From it, the city's defensive naval combat "throwers" are commanded, and patrol squadrons of griffin riders fly, keeping the skies secure from hostile flying creatures and folk.
The Lords of the city and the watch (the city police) divide Waterdeep into seven districts, or "wards". These are respectively, Castle Ward, Sea Ward, North Ward, Trades Ward, the City of the Dead, Southern Ward, and Dock Ward. Divisions between these districts are not obvious to a visitor to the city, though the natives know the wards and their boundaries by heart. Industry and other activities are not restricted to any one specific ward (the exception being the City of the Dead, the only legitimate burial ground).

	
Castle Ward
Castle Ward contains Mount Waterdeep, the Castle itself, Piergeiron's Palace, and many of the barracks and other public buildings around them. Generally only the wealthy and powerful live here, and then only if they are involved in the daily intrigue and "night-life", the social cut-and-thrust of city life. Now, a number of temple complexes and education centres occupy this ward, though their effects on the ward as the centre of the city's political life are minimal.

Points of Interest


Ahghairon's Tower 
This small tower rises as a slim stone pinnacle with few windows, and a conical roof four stories from the street. It is always quiet, never visibly changed by the passage of years, nor disturbed by passersby. No one has been able to enter it since Ahghairon's death. 

Blackstaff Tower 
This tower is currently occupied by Waterdeep's most powerful wizard Khelben Arunsun. Laeral, one of the Seven Sisters lives here too. 

Castle Waterdeep 
Waterdeep's great fortress is a thick-walled stronghold that frowns down on Castle Ward from the flanks of Mount Waterdeep. Pennants and banners are often hung and flown from its battlements to signal the arrival of this or that diplomat or the commencement of gathering for this or that ceremony. 

The Cliffride 
Starting at the walking statue, this steep, treacherous gravel sloppe runs along the western edge of Mount Waterdeep's nothern spur. 

Fetlock Court 
This large paved courtyard adjoining the Palace paddocks and stables is the staging area for any mounted contingent of the guard before they head out of the city for outlying patrols. It has also become an impromtu concert area for practicing bards. 

The Market 
The largest open space in the city, the Market is, as its name implies, an open marketplace with a perimeter of buildings that encloses the maze of temporary stalls and carts that appear there day and night. 

Mount Waterdeep 
The mountain is a bald, rought crag, topped by a lookout tower and griffon steed eyrie. Several catapults line its sides for attacking emeny ships entering the harbor. It was on this mountain that Lord Ao appeared and raised Cyric and Midnight to Godhood at the end of the Time of Troubles. 

Piegeiron's Palace 
This elaborate palace was built for the third Open Lord of Waterdeep, Lhestyn Arunsun, nearly 80 years ago and still stands as a shining symbol of the Lord's Rule today, its white marble walls never blemished by the corruption so common amoung Sword Coast governments. 

Walking Statue 
This huge, 90-foot-tall stone golem stands at the Gull Leap at the western end of   Julthoon Street, its usual location unless moved elsewhere in the defense of the city. 

Temples of Castle Ward 
Spires of the Morning - Lathander
The Font of Knowledge - Oghma
The Halls of Justice - Tyr 

The Yawning Portal 
This inn is run by Durnan, a retired adventurer rumoured to a secret Lord of Waterdeep. What makes this inn so special is the shaft in it leading down into Undermountain. 


North Ward
North Ward takes in the northeastern portion of the sprawling city, traversing as far south as the City of the Dead. It contains many noble villas and grand houses, but the presence of many inns and rooming-houses make it slightly less haughty in overall character than Sea Ward, the traditional home of the older, more established rich. North Ward inhabitants are generally thought of as very respectable and prosperous.

Points of Interest


Cliffwatch 
This sheer 100-foot cliff presents a beauctiful spot for viewing the countryside east and south of Waterdeep as well as a valuable defense against invading orcs and trolls. While Khelben offers no confirmation on the topic, rumors say that he and the Lords have placed two of the Walking Statues of Waterdeep in the base of the cliff, ready to animate and break up lines of any advancing attackers. 

Cliffwatch Ruins 
The Cliffwatch Inn was recently engulfed in multiple magical explosions. Since that night, the area has been surrounded by a high wooden fence and kept under constant observation by guard and watch patrols. 


Sea Ward
Sea Ward lies to the north and west of Castle Ward, all along the seacoast. It contains most of the large temple complexes found in the City of Splendors, and many large private villas of the noble families and the very rich non-nobles. If one is not noble, and not a "swinger" or diplomat, but becomes very wealthy, the Sea Ward is the place to live.

Points of Interest


Field of Triumph 
This huge, open-air stadium is the site of many spectacles staged for the populace of Waterdeep. During the late spring through to late autumn, thousands of people flood through the enturance and witness shows of magic, martial skills and horse races. The Field also acts as a public forum for such important events as the Open Lord's proclamations to the city and special gatherings for foreign dignitaries. 

Heroes' Garden 
Waterdeep's only public park outside of the City of the Dead, Heroes' Garden is a large, lush area of grass, trees, and ponds. Many statues decorate the area including large marble statues to the Open Lords Baeron and Lhestyn. 

Seas' Edge Beach 
Originally just an area of mud flats on the city's western seaside, the area south of the West Gate and outside the city walls has been covered with sand and turned into a beachfront. It is generally only used during the height of summer when the seas' temperatures reach almost-tolerable levels. 

Temples of Sea Ward 
The Shrines of Nature - Mielikki & Silvanus
The Temple of Beauty - Sune
The Tower of Luck - Tymora
The House of Wonder - Mystra
The House of Inspired Hands - Gond
The House of the Moon - Selûne
The House of Heroes - Tempus 


Trades Ward
Trades Ward lies generally to the south of Castle Ward and the City of the Dead, and is an arbitrary slice of the bustling commercial area of the city, where most moderately wealthy merchants live, and much of the city's light-goods and respectable trade takes place.

Points of Interest


Court of the White Bull 
This place is a packet-dirt plaza built on a hisorical site. 

Virgin's Square 
This market and traditional hiring place for fighters is named for a local legend that virgins were sacrificed to dragons on this spot, long before Waterdeep. Whenever Cult of the Dragon agents are in the city, this is their traditional meeting place. 


The City of the Dead
The City of the Dead is a walled cemetery, strictly patroled at all times by the watch. No one may live within the burial ground and no one, whether they are vagrants or young noble dilettantes, can sleep overnight therein. The Lords and their servants maintain the graveyard in a beautiful, park-like open condition, its marble statues and tombs and gravel paths all well tended and clean. The City of the Dead is often used as a launching and meeting place by natives of Waterdeep at all hours (despite the watch's restrictions).


Southern Ward
Southern Ward, as its name implies, is the southern end of Waterdeep, and its people and business are dominated by the caravan trade, with its necessary stables and warehouses. Many poor but honest Waterdhavians live here, as well as a few rising merchants and retired adventureres. This is the common man's side of the City of Splendors.

Points of Interest


Caravan Court 
This packed-dirt courtyard serves as a rallying point for incoming and outgoing caravans. 

Temples of Southern Ward 
Helm's Hall - Helm


Dock Ward
Dock Ward takes in the entire dock and harbor area from Mount Waterdeep to the southern end of the city, and is the most crowded, dirty, and "rough" district of the city. The vital commerce (and shady dealings) of Waterdeep keep its streets busy at all hours.

Places of Interest


Old Xoblob Shop 
This curiosity shop is filled with lots of battle trophies and souvenirs from Undermountain. The shop is untidy and ill-organised, but worth a look to see the stuffed beholder hanging by the main counter. 
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