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Dramatis Personae 

., 

Name Location Profession 
Farthing Ba'lduran's Island . Werewolf 

Fenrus Ulgoth's Beard 

PERSONAL INFO: Fenrus knows some information about Durlag's Tower, though h.e is 
more a gossip than an explorer. 

·" 

Galkin Ulgoth's Beard 
-

PERSONAL INFO: Galkin is a scoundrel, bwt he can be of use m:>netheless. The Ward-
stone he has is genuine,_ though not particular:ly important. • _ 

Hurgan Stoneblade Ulgoth's Beard 

PERSONAL INFO: Hurgan is a dwarf with a proud heritage. He seeks the completit:mof a 
task his family and Durlag began Jong ago. -nie heirloom "dagger that he hopes fo find co·n­
tains the soul of a beast his grandfather fought, a fierce creature that was defeated but not 
destroyed. · . . 
Ike Cascadian Vendar Ulgoth's Beard and •. Level 1 human Thief 

Durlag's tower 

PERSONAL INFO: Ike is the consummate hustler, always ready to capitalize on a situation 
despite its He'll lead you on a tour of Durlag's Tower for a price, but there are no 
guarantees of safety. 

Jorin Balduran's Island Werewolf 
PERSONAL INFO: Jorin is the village's protector, a well-seasoned soldier, and he has 
much to say about the nature of his enemies. 

KaishasGan . Balduran's Island Werewolf 

PERSONAL INFO: The venerable leader of the island village folk, Kaishas is wise in word 
and deed. All she seeks is a safe exister-i_ce for her people, though their basic nature can­
not be denied. Nothing in her demeanor suggests ill intent, though angering h-er would be 
like baiting a pack of wqlves, literally. 

.... .. .,_,_ __ 

- ·- --
--- <-



Tales of the Sword Coast NPCs 

Location Profession 
Karoug Ba.lduran's Island Greater\Nolf\vere 

PERSONAL INFO: Karoug leads the Wolfweres, the brutal beasts'that terroriz~ the 
island~s other inhabitants. He seems to have the interests of his people at heart, but his 
m~t ods are bloody, to say the least. 

Lah I Balduran's Island \Nerewolf 

l'ERSQNAL INFO: Lahl would be very pleased if someone were to end the lives of a few 
of the beasts outside the village, in the name of his murdered wife. 

Mara lee Balduran's Island \Nerewolf 

PERSONAL INFO: Maralee has recently lost her hasband to the beasts, but worse yet, 
her child remains their captive. Sh.e would ce.rtainly appreciate your finding her infant son. 

M"entlas · Ulgoth's Beard Greater \Nerewolf 
(Loup Garou) 

PERSONAL INFO: Mendas is a stranger to Ulgoth's Beard, and has not been readily 
accepted by the locals. He seeks to learn the fate of.Balduran, and wishes to hire stout 
adventurers for that purpose. Many feel that there is more to him than meets the eye. Be 
wary during any meeting with Mendas. 

Meym Balduran's Island \Nolfwere 

PERSONAL INFO: A member of the Wolfwere pack that follows Karoug, Meym seems-to 
question whether Kaishas and her villagers are all that different from his own b.rethren . . 

Taloun Balduran's Island \Nerewolf 

PERSONAL INFO: One of the newest inhabitants of the island village, Taloun will tell what 
he knows of its history if asked politely. He may also offer a warning, and the wary should 
heed it. 

Therella Ulgoth's Beard Non-adventuring human 

PERSONAL INFO: Therella's son Daltan descended into the labyrinth beneath Durlag's 
Tower and hasn't returned. She's worried about hi_m and would be grateful for his safe 
return. 

Tracea Carol Ulgoth's Beard Level 6 human Mage 

PERSONAL INFO: Tracea is the leader of a burgeoning cult, working to raise power from 
the darkest of sources. A confrontation with her will not end through peaceful dialogue . 

. . 
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Project Overview 

Project Overview .· 
TheJollowing notes on the development efTales of the Sword Coast come.from 
Ben Smedstad, Producer; Andrew Nobbs, Line Producer,· and Dr. Rqy Muzyka, 
Executive Producer, all ef Bio Ware Corp. 

.. Work on Tales ef the 
sword Coast (TSC) 
started well before 
Baldur's Gate (BG) 
shipped. Art actually 
began in September of 
'98-Tales was almost art 
complete by the time 
Baldur's Gate shipped. 
Once BG shipped, James 
Ohlen and his design 
department could focus 
on the intricate design 
issues that TSC required. 
We had to integrate an 
entire new product int.a 
a product that already 
existed, and more impor -
tantly, worked. Adding to 

the world thatBG created without breaking anything that was already 
there was no small task. 

Balduran's Island and Durlag's Tower were partially conceived out 
of the desire to have separate, autonomous adventures that would not 
impact on the main plot thread of BG. Contrary to some speculation, 
they were never intended for release with the original game, but rather 
were planned out specifically to be included in the mission pack as sep­
arate higher-level adventures . 

..- Balduran's Island, or Werewolf Island as we usually called it, was 
the most story-driven part of the mission pack adventures. This was a 



The Making ofTales of the Sword Coast 

,large subplot in _which the player follows the route of Balduran himself 
in an attemP,t' to find out the fate of this great explorer. Filled with 
int~igue and deception, this subplot was one of our favorites. To be able 
to find out what happened to Balduran is exciting and represents a 
piece of history to be unlocked. The Werewolf transformatlon is espe- · ~ 

cially gruesome the first time you see if: (Townsperson says hello.) 
"Why, hello there ... excuse me." (Insert squishy blood-squirting sound 
here.) "Sweet Lord! RUN! ... 

Durlag's Tower is the classic "dungeon crawl." Traps and puzzles 
are littered throughout the levels. For those who are careless, instant 
death is pretty much assured. (Remember the great pen-and-paper 
AD&D module "Tomb of Horrors~'?) In Durlag's, we experimented with 
the scripting a lot more than in the original game, and really got to • . 
push what the 
engine could 
handle-the 
desigriers applied 
everything that 
they had learned 
in planning the 
original game. 
The- quests and 
subplots in 
.Durlag's are far 
more complicated 
than any that BG 

ever had. We 
pushed it as far 
as we dared to 
go, and learned 
a lot about what 
worked and what 
didn't. 

The second level of the dungeon was toned down about 1 O times. -
Originally your life expectancy was so short, it was basically nonexis­
tent. We received a call from Chris Parker, the producer on the product -
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Project Overview 

at our publisher, Black Isle/Interplay, and he described the following 
·scene: His character ·had just walked down the stairs that lead to the 
second level of Dnrlag's. The ominous 1'click" of a _trap being ~et off 
was heard, and his entire party was wiped out by a qoudkill spell. 
(They were still on, the stairs, mind you). "OK," he reasoned, "fine. 
Reload." After all, it was supposed to be hard. He tried again, disarmed 

the trap (now. that he knew 
it was there), and got to 
the bottom of the stairs, 
upon which three Greater 
Dopplegangers attacked his 
party as he set off yet 
~nother trap. Dead again. 
He proceeded to recount 
story after grisly story, 
demonstrating how fast his 
party was completely anni­
hilated. Needless to say, we 
(reluctantly) turned the dif­
ficulty down (well, a little -
bit, anyways). 

We have learned a lot 
about completing a project 
with TSC, and since it was 
Ben's first title as a pro­
ducer (at BioWare) and 

Andrew's first title as line producer, it was an especially exciting time 
for the two of them. With all of the various BG retail versions (Japanese, 
DVD, etc.) and TSC running at the same time, "trial by fire" would be a 
good descriptive term. And since you· are reading this, it has been com­
pleted. We hope that you get even one~tenth the enjoyment playing it 
-that-we did making it. May your character level up often, anq may the 
GP-flew freely (but hopefully not your characters' circulatory fluids). 
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- wft~~e tl1C Foolish Tread 
Designer Rob Bartel has this to sqy about his work on TSC: 

The dungeons beneath Durlag's Tower were definitely the most fun to cre­
ate. The best part was watching over the shoulder of someone who was 
playing the level for the first time and suddenly a certain look would creep 
across their face and you knew that they "got" the level, they understood 
the logic that lay behind it. Perhaps they realized that it might be in their 
interest to leave a trap rather than disarming it, and then use it to their 
advantage against 
a later enemy. 
Perhaps it was the 
look of terror that 
flashed across 
their eyes when 
they walked into 
a room and saw 
Islanne begin to 
cast or when a 
door suddenly 
slammed shut 

-behind them and 
they knew that 
-something really, 
really bad was 
about to happen 
to the Thief they 
had sent ahead so 
confidently. 

> 

\ 

Lead wdter Luke Kdsganson adds: 

I .-

~ / t(r 

The development of TSCwas interesting, in that we wanted to capture the 
feel of the old-school AD&D modules. It was to be a diversion away from 
the main story, which let the player-and us as developers-wander where 
we wanted without the constraints of the overall campaign holding us 
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The L ycanthropy Bug 

back. Designing the 
Durlag's Tower plot was 
particularly gratifying, in 
that it was a known loca­
tion in The Forgotten 
Realms but it had plenty 
of room for our own 
interpretations. I hope 
we added to it in a posi­
tive way, giving depth 
and character to a place 
that, even in its modest 
descriptions, certainly 
sounded as though it 
should be epic in scope. 

It was also an excel­
lent opportunity to sink 
our teeth into a good 
old-fashioned dungeon 

crawl-a giant deathtrap designed specifically to keep people out. Here.. 
is where the foolish tread, seeking gold and riches or horrible death 
and never the two shall meet. It sounds odd to say, but if the player 
feels unwelcome in Durlag's Tower, theri I think we succeeded in what 
we were trying to do. After all, if an adventurer's life was easy, every 
laborer in the land would abandon their one gold a month in wages to 
take up a sword. 

The Lycanthropy Bug 
This story is.from James Ohlen, Lead Designer, Bio Ware: 

Probably one of the most interesting experiences in the design of the game 
was when Michael Geist (one of the designers) discovered that lycanthropy 
was working while at the same time discovering a bug. He had been play­
testing for about 15 hours and had finished Ice Isle and the Werewolf 
Island. His party had traveled to Durlag's Tower and had finished all of the 

--
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upper levels as well as the 
first dungeon level. He had 
jusr finished one of the 
hardest battles in the 
game, the fight against the 
Warders. Unfortunately 
for him, when his party 
descended to the next 
dungeon level the lycan­
ttiropic curse took effect. 
Everyone but his· main 
character exploded in a · 
rain of gore, transforming 
into Greater Werewolves. 
Needless to say, his main 
character did not live long 
against the combined 
might of those terrible 

· · beasts. I still remember 
when Mike came into 
my office: 

·-· Mike: "Are your characters supposed to turn into Werewolves?" -
Me: ''Yes, but only if you haven't killed Mendas." <; 

- Mike: "I did kill Mendas!" 
Me: "Oh, I guess that would be a bug; you do have a saved game 

from the Werewolf Island, don't you?" 
Mike: "Umm ... no." 

· Me: "Oh, oops. Sorry about that." 
Mike: (strangled scream) 

. .: 

--· 

'-. ·• 
.,.. ._ 

-. 



Last Words 

Producer Ben Smedstad shares this story: 
It seems that, no matter how hard we try, every BG product will have some 
sort of inappropriate flying object in it: I was walking on the Werewolf 
Island, and I had just gotten there. It was kind of spooky because I knew 
that everything was not as it seemed ... slowly exploring the area, inch by 
inch, listening to the water lapping up on the shore. The tension was high, 
and my party was. sticking close by each other. The-c;all of a seagull was -
heard, one lone seagull soaring above the coast in magnificent circles.... · 
Wait a minute! That wasn't a seagull! Rather, a townsperson in a chair, all 

• . i false-colored (purples and greens), was floating about in "magnificent cir­
cles." What's more, he was lifting his mug of grog up and down in his end­
less drunken animation. In summary, Werewolf Island: land of the flying 
drunk people. What a great message that would send to all the kiddies, eh? 

These.final thought:S areftom executive producer Ray Muzyka: 
Making a computer game isn't fun all of tIJe time. In fact, it's usually a lot of 
very hard work with a tight schedule. But, if you do your job well, the plea­
sure your players get from your game makes it all worthwhile. We all look 
forward, at Black Isle Studios and Bioware, to joining you on Faen1n's 
Sword Coast again, soon. 
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T/eEO o~ eUNNING IN C/eCLES? 
Let Sybex save the day, with in-depth, hardcore strategy guides written by some 
of the best gamers in the business. 

Sybex Strategies & Secrets 
Super-powered strat guides for serious gamers. 
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