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INTRODUCTION 
Not everyone is an open book; most folk in this world are 

filled with shame and regret; player characters are no 

different. Some players even wish to embrace a checkered 

past when designing their character, but those details 

often have little to no relevance to the campaign, leaving 

it up to the Dungeon Master to incorporate or ignore those 

secrets. Cue Character Secrets: a lightweight system that 

enhances roleplaying and ties the past into the present 

with little work on the player or DM's part.  

This supplement contains twenty-eight secrets tied to 

the events, characters, and factions of the Waterdeep: 

Dragon Heist campaign.   

 

WHAT ARE CHARACTER SECRETS? 
First featured in Icewind Dale: Rime of the Frostmaiden, 

character secrets are meant to foment distrust and intrigue 

among player characters. These secrets are more than just 

background information; instead, they can, and should, 

factor into the campaign. Some secrets are benign or out-

right helpful, but most are shames or secret regrets that 

should color a character throughout the campaign.  

Some character secrets are wholly narrative in nature, 

having a direct impact on the secret-bearer's development 

or the campaign itself. Some secrets also grant mechanical 

benefits to the secret-bearer, such as a language, skill, or 

even a cantrip, just as they do in Icewind Dale: Rime of 

the Frostmaiden.  
 

DRAWING CHARACTER SECRETS 
Appendix A of this supplement contains a printer-friendly 

version of the character secret cards that you should print, 

cut out, and shuffle into a deck.  

Before the campaign starts, you should determine how 

many of the player characters should have a secret. This 

number is left to you, but it is recommended that they all 

begin with one. A player draws a random card from the 

deck and decides whether to embrace the secret or reject 

it. However, a secret may not fit the character that that 

player wished to play, or that character might fail to meet 

the secret's prerequisites. If the secret is discarded, the 

player draws another card.  

It is perfectly all right if not all players wish to adopt a 

secret; however, they should keep the card and inform you 

privately that they won't be playing with one, so that the 

other players don't just rule out the possibility.  

Likewise, it's acceptable if a player character reveals 

their secret immediately, guards it forever, or waits for a 

later occasion to reveal it.  
 

ANATOMY OF A CHARACTER SECRET CARD 
This supplement follows a formula for a character secret: 

• The Secret. This section is for a player's eyes and briefly 

describes their secret. It is written in first person. This 

text is reprinted on the cards in Appendix A. 

• Additional Information. A player can't help but retain 

details they glean; to prevent leaking too many secrets, 

some information is kept out of the player's hands until 

they commit to the secret that they drew. Not all secrets 

warrant extra information.  

• Using the Secret. This section is for DM's; it describes 

how you can incorporate the secret in your campaign, 

be it by having certain NPCs react differently to the 

secret-bearer, by adding a twist, or allowing that person 

to bypass certain restrictions in the campaign.  

 

SECRETS IN DRAGON HEIST 
In a campaign setting as diverse as Waterdeep, there's no 

limit to what secrets can be explored—the trick is in 

relating these secrets the campaign's preexisting events 

and characters.  
 

SECRETS IN THIS SUPPLEMENT 
The following secrets are presented in this supplement: 
 

Character Secrets ............................................................ 4 
Alter Ego..................................................................... 4 
Blackmailed Adulterer ................................................ 4 
Bounty Hunter ............................................................ 4 
Bregan D'aerthe Hunter .............................................. 5 
Dagult's Hand ............................................................. 5 
Debtor ......................................................................... 5 
Devil in Disguise ........................................................ 5 
Disgraced Watchman .................................................. 6 
Double Agent .............................................................. 6 
Draconic Descendant .................................................. 6 
Ex-Cultist .................................................................... 7 
Failed Adept ............................................................... 7 
Firestarter .................................................................... 7 
Fugitive ....................................................................... 7 
Graverobber ................................................................ 8 
Intellect Devourer ....................................................... 8 
Necromancer's Apprentice .......................................... 9 
Neverember Bastard ................................................... 9 
Polymorphed Dragon .................................................. 9 
Pyromaniac ................................................................. 9 
Slimy Lawyer ........................................................... 10 
Stranded Sailor ......................................................... 10 
Trollskull Survivor ................................................... 10 
Undercover Journalist ............................................... 11 
Volo Fan ................................................................... 11 
Wandrunner .............................................................. 11 
Wererat Victim ......................................................... 11 
Xanathar Outcast ...................................................... 11 

Appendix A: Character Secret Cards ............................ 12 
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CHARACTER SECRETS 
The secrets are presented alphabetically: 

 

ALTER EGO 
Prerequisite: You must have a good alignment. If you don't meet 

this prerequisite, draw a different secret card.  
 

When night falls, I slowly begin to take on a separate and 

evil personality who is opposite to my usual temperament. 

By midnight, I lose all self-control and fully morph into 

this alter ego. However, I can keep it at bay so long as I 

can force myself to sleep. By dawn, I have control again.  

A spell of greater restoration cast upon me at midnight 

might just rid me of this alter ego altogether.  
 

USING THIS SECRET 
This highly-personal secret can consistently factor into 

the campaign. Should the party infiltrate Gralhund Villa 

at night, they may be surprised at their comrade's sudden 

change in demeanor. Additionally, several individuals in 

Waterdeep capable of a greater restoration spell might 

offer their services in return for a favor: 

• Davil Starsong will cast the spell if the secret-bearer has 

4 or more renown with the Zhentarim or if they thwart 

Meloon Wardragon's attempt on his life. 

• Istrid Horn will cast the spell for 1,000 gp—and if the 

secret-bearer cannot afford such a price, she offers a 

loan with a modest interest rate…   

• Jeryth Phaulkon uses her divine powers to cast a greater 

restoration spell, but the secret-bearer must have 6 or 

more renown with the Emerald Enclave.  

• Laeral Silverhand or Vajra Safahr will arrange for a 

cleric to cast the spell, free of charge, if the secret-bearer 

surrenders Neverember's gold or reaches 5 or more 

renown with the Lord's Alliance or Gray Hands. 

• Victoro Cassalanter offers to rid the secret-bearer of 

their ailment should they deliver the cache of dragons 

into his custody, offering to arrange for a meeting with 

a cleric. If his affiliation with the Cult of Asmodeus is 

known, he can shed this veneer and offers to cast the 

spell himself.  

 

 

BLACKMAILED ADULTERER 
Prerequisite: You must be married. If you don't meet this 

prerequisite, draw a different secret card. 
 

My tryst has been discovered and my blackmailer has 

demanded weekly payments of 100 gp to keep quiet. My 

adultery must not come to light! My fortune, reputation, 

and way of life are all forfeit should the truth be known!  

At any time outside of combat, I can decide who my 

secret lover is, choosing an NPC in Waterdeep. Once this 

choice has been made, it cannot be changed. The lover is 

friendly and sympathetic to my cause.  
 

ADDITIONAL INFORMATION 
The secret-bearer must leave their payments in a dead-

drop in the Trade Ward. They may or may not know their 

blackmailer, but can recognize their handwriting, which 

is delivered by paper birds (see Appendix A, Waterdeep: 

Dragon Heist).  
 

USING THIS SECRET 
The secret-bearer's adultery may have been discovered by 

Vincent Trench, the rakshasa detective described in 

Chapter 2. Also, it is the Zhentarim's modus operandi to 

blackmail nobles and other influential individuals into 

sweeping Zhent business under the rug or moving their 

goods. The secret-bearer's blackmailer should be a Zhent, 

specifically any of the following individuals:  

• Urstul Floxin on behalf of Manshoon. 

• Skeemo Weirdbottle whose blackmailing schemes are 

unknown by the other Doom Raiders. 

• Lady Yalah Gralhund, whose scheme to become a 

masked lord of Waterdeep requires influence and gold.   

 

BOUNTY HUNTER 
I am a fledgling bounty hunter working my first true case. 

My quarry is hiding out in the depths of Waterdeep. With 

4,000 dragons on their head, I must be first to bag, tag, 

and deliver this troublesome fugitive lest others come for 

them as well.  
 

USING THIS SECRET 
If another player character draws the Fugitive secret, it 

would be all too perfect for them to be the secret-bearer's 

quarry. If not, the secret-bearer's quarry is none other than 

Harko, an evil adventurer (bandit captain) that has come 

back to Waterdeep illegally. Harko was banished from the 

city for bribing a magistrate. The City Watch values him 

at 500 gp alive and 100 gp as a corpse. Jalester Silvermane 

of the Lord's Alliance wants Harko dead; see the 3rd-level 

Lord's Alliance mission for further details.  
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BREGAN D'AERTHE HUNTER 
Prerequisite: You must be a drow raised in the Underdark. If 

you do not meet this prerequisite, draw a different secret card. 
 

I hunt Bregan D'aerthe, a company of male drow fools that 

have denounced the drow matriarchy. My orders are to 

bring these castaways and fugitives back to the Under-

dark where their insolence can be punished for all to see. 

My spymaster has alerted me to the possible arrival of 

Jarlaxle Baenre, leader of Bregan D'aerthe. To bring back 

this iconoclast is to ensure my ascension into the upper 

echelons of society; to fail is to lose everything. I must 

find Baenre, no matter where in Waterdeep he hides.   
 

ADDITIONAL INFORMATION 
The secret-bearer knows that Jarlaxle is a man of many 

disguises and countless magical items. The iconoclast is 

fond of infiltrating other factions and has a vested interest 

in making Lantan, a pirate's den, into a legitimate nation.  
 

USING THIS SECRET 
Jarlaxle and other Bregan D'aerthe are always on the look-

out for new drow agents, although they're suspicious of 

female drow, who have everything to lose if equality is 

achieved in drow society. Throughout the campaign, he 

has his drow gunslingers investigate the secret-bearer.  

Additionally, drow hunters are encouraged to collect 

trophies from the iconoclasts and fugitives they've hunt 

down. The hunter may have a mummified drow hand; this 

acts as a key for the Vault of Dragons in Chapter 4.  

 

DAGULT'S HAND 
I am a secret agent of Lord Dagult Neverember, who has 

ordered me to smuggle the gold out of the city. I must 

meet with my contact, Dalakhar, a rock gnome spy. 
 

ADDITIONAL INFORMATION 
The secret-bearer also knows that Dalakhar has pilfered 

the "vault key" from the Palace of Waterdeep. They also 

know several other agents that can help move the 

embezzled gold out of the city—spies and veterans of 

mainly human descent.  
 

USING THIS SECRET 
The secret-bearer finds an unmarked letter in a designated 

dead-drop from Dalakhar. The letter describes a meeting 

place where the spy will pass over the stone of Golorr; 

when Chapter 3 opens with the fireball event, the secret-

bearer is at the meeting place (a café in Trollskull Alley). 

When the other adventurers arrive on the scene, hint that 

the secret-bearer was "nearby, enjoying a coffee" when 

the fireball consumed Trollskull Alley.  

Additionally, the secret-bearer can call upon three other 

spies of Dagult, who can supply them with up to 250 gp 

and surveil targets of their choice. Communication is 

usually handled through dead-drops or paper birds.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

DEBTOR 
I owe a hefty sum to an unforgiving and well-connected 

usurer by the name of Istrid Horn. I have two weeks left 

to present her with 1,650 gold pieces or I can say goodbye 

to my knees.  
 

ADDITIONAL INFORMATION 
The secret-bearer also knows where to find Istrid Horn, 

and that she is a high-ranking member of the Zhentarim 

with impunity to conduct her affairs however she sees fit.   
 

USING THIS SECRET 
To intimidate and remind the secret-bearer of their debt, 

Istrid Horn sends four NE thugs to rough up the secret-

bearer. If the secret-bearer fails to pay up in two weeks, 

these same thugs come to abduct the secret-bearer and 

bring them to Istrid Horn, who cripples them. 

During the Bad Time to be a Zhent event in Chapter 3, 

Istrid offers to cut 500 gp off the secret-bearer's debt if 

they allow her to lay low at Trollskull Manor.  

 

DEVIL IN DISGUISE 
To save the life of a loved one, I sold my soul to the Lord 

of the Nine Hells, Asmodeus. Per our infernal contract, I 

can reclaim my soul by paying half a million gold pieces 

before the new year. The gold must be sacrificed in an 

effigy devoted to the archdevil.  

Because I sold my soul to Asmodeus, I can read, write, 

and speak Infernal. Additionally, I count as a fiend for the 

purposes of a detect evil and good spell or similar magic.  
 

USING THIS SECRET 
The secret-bearer at ends with the Cassalanters, who also 

need half a million gold to save the souls of their children. 

Asmodeus, being the mischievous creature he is, may tell 

Victoro Cassalanter to seek out the secret-bearer—while 

neglecting to mention their own predicament. Victoro can 

patronize the adventurers, fronting the cost for Trollskull 

Manor's repairs. Once the Cassalanters learn of the secret-

bearer's plight, they send four spined devils to send him 

or her to an early grave, thereby removing a potential foe.   
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