Well met!

I have traveled far and wide onboard spelljamming vessels and through Gates and Portals. I have stepped into myriad worlds and planes. From the war-ravaged lands of Acheron, to the mystic city of Union, and the Rock of Bral (where I now reside). Yet, there is nothing that can compare to my birthplace, Faerun.

Home.

Yes, home. Abeir-Toril has always been close to my heart. Its enchantment has always lured me back to its verdant hills, lush forests, majestic mountains and sprawling cities.

My journeys began in Tantras, land of my birth, where Torm and Bane destroyed each other during the Time of Troubles. From this small city in The Vast, I made my way west through the Sea of Fallen Stars. I discovered the merchants and the wares of Sembia and the Dragon Coast (where, they say, “everything has its price…”). In Cormyr, during the reign of the late King Azoun, I have witnessed the rule of law and justice implemented for the common good. At Immersea, one must find time to purchase the Five Fine Fish  ale, a beverage fit for the gods.

Although magic can certainly take me to places almost instantaneously, I still prefer to travel on my trusty Narfell steed. Through the Western Heartlands, I made my way towards Neverwinter and Waterdeep, the City of Splendors where I call upon old friends, Khelben and Elminster.

Elminster, foremost expert of Faerun lore, informs me of several developments in the Realms. The Red Wizards of Thay have been expanding their influence and reach through trade and mercantile efforts. Ixachtu Xvim, son of Bane, has been spreading his faith (perhaps paving the way for the return of his father) and Cormyr has lost its greatest son and leader, King Azoun and there is turmoil among the ranks of the Harpers.

With Elminster’s help, I have caused the legendary Spear of Daggerdale to be retrieved by Blackwolf and several of our allies. But this, I am afraid, may not be sufficient to aid us in our efforts against the growing forces of darkness.

Faerun needs thy sword, adventurer. It is a big place – big enough for many heroes and the tales of their exploits to be sung by bards and be recorded by the scribes of Candlekeep.

Armies and the might of men, elves and dwarves may not be enough to guard against the plots from the likes of the Zhentarim, the Thayan Red Wizards, Xvimlar Faithful, Drow dissidents, and orcs from the Spine of the World.

Being an adventurer myself, I know that it is a hazardous and deadly career. But the rewards can more than make up for the danger. I call upon thee to join all that have gone before thee and carve thy names in history.

May thy blade always strike true and may Azuth, the Shining One, bless thee with potent spells.

Quel Mart. Tenna’ ento lye omenta, (Good Luck. Until next we meet,)

Sharic Sif’Harith

High Magistrate of Azuth

Church of the Shining Hand

1371 DR (Year of the Unstrung Harp)

Faerun

Faerun's civilizations range from the ancient and magical kingdoms of the South to the savage frontier lands where the rule of law extends only as far as a warrior's sword arm. The land is dominated by humans, but a sizable number of elves, dwarves, halflings, and gnomes dwell on and under it as well. The land holds an even greater number of fell races - goblins, ores, ogres, drow, illithids, and beholders - to challenge the rule of humankind and its allies. And then, there are dragons - great beasts of tremendous power with their own hidden agendas.

In short, Faerun is a hotbed of activity for the adventurous, ranging from icebound Sossal to the Steamy jungles of Chult, from metropolitan Waterdeep to the secret cities of Thay. It is home to hundreds of heroes, adventurers, rogues, sages, freebooters, and idealists. It is a land of adventure.

A Short History of Toril

In the beginning the Lord Ao created the universe that now holds the world of Toril. In the time of endless nothingness there existed two beautiful twin goddesses, polar opposites of one another, one light; Selune and the other dark, Shar. The twin sisters created the bodies of the heavens, creating Chauntea (The Great Mother, goddess of the Earth). 

As Shar and Selune fought, from their battles were created the other deities and other fell forces. 

The Creator Races

While the deities battled, MANY intelligent beings arose on Toril. Foremost amongst these were the Five Creator Races

1. Dragons – supreme and powerful

2. Shapechangers – now are survived by the Locathah in the sea and the Dopplegangers in the land.

3. Sylvan – ancestors of elves, sprites and faeries

4. Saurian – eventually became nagas, troglodytes, etc.

5. Humans – numerous, adaptive and ingenious. They were quick to survive many events

The First Flowering

As the races discovered magic and experimented with planar travel, Portals were made. Through these portals came forth the natives of other realms – dwarves, treants and mind flayers, etc. The Sharns and the Phaerimms are also believed to have appeared during this time.

Haflings, gnomes, giants and goblinoids first appeared through these portals. They made they own advances in culture, magic, military and technology.

The Crown Wars

The conflict today known as the Crown Wars has beginnings unknown. It lasted three thousand years and involved all existing elven nations. Entire elven nations fell and vanished. Millions of elves were killed. It was also during this time that the elven worshippers of Araushnee (now Lolth) were banished underground and became drow.

Netheril

The Netherese were taught the basics of magic by their elven neighbors. Soon, they became great practitioners of the Art. Netheril even became more powerful with the discovery of the Nether Scrolls, a set of magical writings that held the vast secrets of the Art. With their advances in magic, Netherese cities were soon flying metropolises and almost every commoner in Netheril had a degree of knowledge in magic.

But it was this drunken stupor from magic which caused the empire’s downfall.

Netheril soon found themselves at war with the evil Phaerimm, powerful underground-based wizards which greatly weakened the empire’s dependence on magic.

Trying to save his people, the great Netherese wizard, Karsus, attempted to create a spell that would steal Mystryl’s (goddess of Magic) essence and help Netheril regain its former glory. The spell backfired and Mystryl sacrificed herself and was able to save the cities of Anuria, Assram and Hlondeth from destruction (now called the Buried Realms in Anuaroch).

Mystryl was reincarnated as Mystra and the Weave (her essence and the essence of all magic in Faerun) was formed. Despite the catastrophe, Karsus is credited with being the only mortal to attain godhood with a single spell.

Netheril has fallen and this magical catastrophe from their wars with the Phaerimm and Karsus’ folly is believed to be the origins of the region now known as Anuaroch.

Fallen Empires

Meanwhile, far to the east saw the birth of another great magical nation. The Imaskari, a race of Artificers founded Imaskar. They created portals from which they acquired countless slaves. Some of these slaves escaped and eventually founded the region now known as Mulhorand and Unther.

Six centuries after the fall of Netheril, two empires of magic rose east of the Sea of Fallen Stars. Narfell and Raumathar. Their constant conflicts and wars greatly stumped their advancement in magic and technology.

The Orcgate Wars

The freed slaves of the Imaskari founded Mulhorand. Their kingdom grew at a prolific pace and conquered nearby lands. 

One portal opened by Mulhorandi wizards led to a world populated by savage orcs. Gruumsh and his followers stepped from these gates and attempted to invade Toril. During these conflicts, known as the Orcgate Wars, Gruumsh killed the sun god Re (the first recorded deicide in the Realms). Set murdered Osiris to succeed Re but Horus absorbed the divine power of Re and became Horus-Re. Aftter a long conflict, the orcs were believed to have been pushed northward towards the Spine of the World.

Mulhorand succumbed to a mage revolt which gave birth to the succession of the province of Thay. Thay became an independent nation and is known to be under the rule of the cunning Red Wizards even to this day.

Calimshan and the Rise of Chondath

Predating even the Netheril Empire, two Djinns, Calim and Memmon fought over the area now known as Calimshan. There, they began the Era of Skyfire and battled for over four hundred years. Their conflict was averted by the magic of the elves, who placed the two genie lords in a large gem now known as the Calimmemmon Crytsal. Followers of the Djinns then founded Coramshan (which is now Amn) and eventually led to the reinhabitation of Calimshan.

Jhaamdath was founded shortly after the liberation of Coramshan. What began as modest logging and fishing villages eventually became known as Chondath and its people colonized much of the area around the Sea of Fallen Stars. Chondath is believed to be the cradle of modern humans in the Realms as we now today.

Dalereckoning

The Dalereckoning calendar began with the compacts between the humans of the Dalelands and the Elves of Cormanthor who raised the Standing Stone as a symbol of the vows to respect each other’s ways of life.

A divine event known only as the Dawn Cataclysm (8th century DR) resulted in some upheavals among the Faerunian Pantheon. This point in time is tied to the formation of the Harpers, the arrival of Iyacthu Xvim and the imprisonment of Moreander.

The Time of Troubles

The Time of Troubles began when Bane and Myrkul stole the Tablets of Fate, divine records which state the responsibilities of all deities in Faerun, from Lord Ao. Ao punished the gods by forcing them out of their extraplanar realms and into mortal bodies called Avatars.

Helm alone retained his power and was commanded by Ao to guard the path to the Outer Planes. Thus began the Godswar (or the Avatar Crisis) one of the most chaotic events in recent history (17 years ago).

Sudden morality wreaked havoc on the deities. Mystra was destroyed and her essence merged with the land causing magic to function erratically (wild and dead magic zones).

Gond the Wonderbringer fell to earth as a gnome on the shores of Lantan. He taught the Lantanese the secret of smokepowder. Tymora appeared at her temple in Arabel. Ibrandul, god of caverns, was slain by Shar in secret and his portfolio stolen.

Malar battle Nobanion and was hunted by Gwaeron Windstrom. Shaundakul battled and destroyed of a minor orc deity. Sharess took the form of the favorite concubine of the pasha of Calimport and was liberated from the growing influence of Shar by Selune. The Red Knight appeared in Tethyr, helping that nation defeat monsters raiding from the Wealdath. Hoar slew Ramman, Untheric god of war but lost his portfolio to Anhur. Clangeddin Silverbeard battled Labelas Enoreth on the isle of Ruatym over a misunderstanding. Shar and Selune fought another round of their age-old battle as mortals in Waterdeep. Waukeen vanished but her ally Lliira claimed custody of her portfolio for safekeeping. Ixacthu Xvim was imprisoned under Zhentil Keep. Gilgeam, god-king of Unther was slain by Tiamat, ending his tw0-millenia rule of that nation.

Bhaal, god of murder, was greatly weakened and only existed as a murderous force which could possess living beings. When Bane challenged Torm, the Black Lord slew all of the Bhaal-worshipping assassins and absorbed their essence, further weakening Bhaal.

Forging an alliance with Myrkul, Bhaal kidnapped the mortal wizard Midnight and discovered one of the Tablets of Fate. But at Boareskyr Bridge, the mortal Cyric killed Bhaal with his sword Godsbane (the avatar of Mask). Cyric absorbed some of Bhaal’s power, while the rest went to the Winding River, poisoning its waters.

Cyric then slew Lliira, goddess of deception, with Godsbane and absorbed her portfolio. He later broke Godsbane, greatly weakening Mask.

Torm destroyed Bane during an epic battle in Tantras, and Ao later gave the Black Lord’s portfolio to Cyric. Torm himself was slain in the conflict with Bane, but since his realm at the time was actually Toril and because he died in service to his ethos (obedience and loyalty), Lord Ao restored him to life and reinstated him as a deity.

Myrkul’s avatar battled Midnight, who destroyed him. Midnight became the new incarnation of Mystra, absorbing the essence of the previous goddess from the land. Cyric became the new deity of strife, tyranny, murder and death, holding the portfolios of the slain Bane, Bhaal, and Myrkul. (years later, Cyric lost the portfolio of death to the mortal Kelemvor when he was temporarily driven mad by an artifact he created).

The close of the Avatar Crisis brought a change to the way the deities of Faerun relate to their followers. By Ao’s decreem a deity’s power is in part derived from the number and fervor of his worshippers, as so deities can no longer afford to ignore their faithful. While the Time of  Troubles reshaped the land and altered the Faerunian pantheon dramatically, the new accountability of divinity remains its most powerful legacy.

Time in the Realms

The following calendar is common enough to apply to all regions within the Realms (especially the northern regions). The year consists of 365 days: 12 months of exactly 30 days each (due to the single moon and its followers), plus five days that fall between months. These days are special occasions. Leap year is retained purely for social convenience, and provides a sixth special day that is used as the basis for long-term agreements and such contracts and activities.

Months are subdivided into three ten-day periods. These are known variously as eves, tendays, weeks, domen, hyrar, or rides throughout the Forgotten Realms. While rides is the standard term used in Cormyr and the Dalelands, this text uses weeks to avoid confusion. However, in the Realms, the phrase "a week to ten days" means the same as "six of one, a half-dozen of the other."

Although the months that comprise a year are standardized, the system of dating years varies from place to place. Usually, years are numbered from an event of great political or religious significance. Each nation or region has cultures with unique histories, and thus, different reckonings. The system of naming the months is named for its inventor, the long-dead wizard Harptos of Kaalinth, and is in use throughout the North.

The Calendar of Harptos

The Calendar of Harptos is summarized in the table below. Each month's name is followed by a colloquial description of that month, plus the roughly corresponding month of the Gregorian calendar in parentheses. Special days are listed when they occur between months, and appear in italic type. Each special day is described in the Special Calendar Days section, below.

Order NameColloquial Description Gregorian Month
1 Hammer Deepwinter (January)
---Midwinter--- 
2 Alturiak The Claw of Winter, (February) or the Claws of the Cold
3 Chesof the Sunsets(March)
4 Tarsakhof the Storms (April)
---Greengrass---
5 Mirtul The Melting(May)
6 KythornThe Time of Flowers (June)
7 Flamerule Summertide (July)
---Midsummer---
8 Eleasias Highsun (August)
9 Eleint The Fading (September)
---Higharvestide---
10 Marpenoth Leafall (October)
11 Uktar The Rotting (November)
---The Feast of the Moon---
12 Nigtal The Drawing Down (December)

Special Calendar Days

Midwinter: Midwinter is known officially in Cormyr as the High Festival of Winter. It is a feast where, traditionally, the local lords of <he land plan the year ahead, make and renew alliances, and send fife of goodwill. To the commonfolk throughout the Realms, this is Deadwinter Day, the midpoint of the worst of the cold.

Greengrass: Greengrass is the official beginning of spring, a day of relaxation. Flowers that have been carefully grown in the inner rooms of the keeps and temples during the winter are blessed and cast out upon the snow to bring rich growth in the season ahead.

Midsummer: Midsummer, called Midsummer Night or the Long Night, is a time of feasting and music and love. In a ceremony performed in some lands, unwed maidens are set free in the woods and "hunted" by their would-be suitors throughout the night. Betrothals are traditionally made upon this night. It is very rare indeed for the weather to be bad during this night - such is considered a very bad omen, usually thought to foretell famine or plague.

Higharvestide: Higharvestide heralds the coming of fall and the harvest. It is a feast that often continues for the length of the harvest so that food is always on hand for those coming in from the fields. There is much traveling about on the heels of the feast, as merchants, court emissaries, and pilgrims make speed before the worst of the mud arrives and the rain freezes in the snow.

The Feast of the Moon: This festival, also called Moonfest, is the last great festival of the year. It marks the arrival of winter and is also the day when the dead are honored. Graves are blessed, the Ritual of Remembrance is performed, and tales of the doings of those now gone are told far into the night. Much is said of heroes and treasure and lost cities underground.

Wars, by the way, are often but not always fought after the harvest is done, continuing as late as the weather permits. The bulk of the fighting takes place in the month of Uktar, and the ironic practicality of the Feast of the Moon is readily apparent.

Shieldmeet: Once every four years, another day is added to the year in the manner of February 29 in the Gregorian calendar. This day is part of no month and follows Midsummer Night. It is known as Shieldmeet. It is a day of open council between nobles and people, a day for the making and renewing of pacts, oaths, and agreements. It is a day for tournaments, tests and trials for those wishing to advance in battle fame or clerical standing, for entertainment of all types, particularly theatrical, and for dueling.

Marking the Years

Years (winters) are referred to by names, each name consistent across the Realms. Each kingdom or city-state numbers years differently, usually to measure the reign of a dynasty or the current monarch, or since the founding of the country. The result is a hodgepodge of overlapping numbers that serve to confuse the ordinary person and frustrate the sage. The widespread differing year dates include the following:

Dalereckoning (DR): Dalereckoning is taken from the year that humans were first permitted by the Elven Court to settle in the more open regions of the forests. The information within this text is accurate to the close of 1367 DR. In some texts, primarily those which do not have direct ties to Dales history, Dalereckoning is called Freeman's Reckoning (FR).

Cormyr Reckoning (CR): Cormyr Reckoning begins at the foundation of House Obarskyr, the dynasty that still rules that land. The information in this text is accurate to the close of 1342 CR. The 25-year gap between Cormyr Reckoning and Dalereckoning has caused much of the confusion regarding elder days. Timelines and calendars of the period often use DR designators, but place the founding of Cormyr at I DR instead of 26 DR. This is understandable, given that the two reckonings are from two nearby parties and spread by a third (the merchants of Sembia), but it causes learned sages to slam their heads violently against their desks trying to figure things out.

Northreckoning (NR): Used in the City of Waterdeep, Northreckoning dates from the year Ahghairon became the first Lord of Waterdeep. The information within this text is accurate to 335 NR. A more archaic system called Waterdeep Years (WY) dates from the supposed first use of Waterdeep as a trading post. Now largely abandoned except in ancient texts, the current year would be 2455 WY.

Dragon Years (DY): The use of Dragon Years is an ancient form of counting in dragon generations of 200 years each. There are 10 cycles of 200 years to a color, and each two-millenium color is named after a type of dragon. This reckoning is long-since abandoned, such that it is uncertain whether the current year is 145 or 147 of the Adult Red Dragon.

Mulhorand Calendar (MC): One of the oldest calendars in use in the Realms, this ancient scheme of record-keeping dates from the founding of Skuld, the City of Shadows, reputedly by a Mulhorandi god. This tome is accurate to the year 3501 MC.

Names in the Realms

Naming systems vary widely in the Realms, with many local customs being commonly followed. Player characters may one- or two-part names, nick names, titles, or pseudonyms their career. General guidelines on naming are as follows.

Common Humanity; The greater bulk of humanity takes a single name, such as Doust or Mourngrym, with a secondary name added if there is confusion, either from profession (Doust the Fighter), location (Doust of Shadowdale), or lineage (the latter in particular if some legendary figure was in family line, such as Doust, Grandson of Miniber the Sage). In addition, a name may be added for a physical condition, such as "Blackmane" or "Firehair," or for some legendary or extraordinary event. (There are a large number of "Trollkillers" in the Realms, more a credit to the numbers of the monsters, rather than the prowess of their slayers.) Young children are given a pet name or diminutive that is sometimes retained, but more often than not dropped upon adulthood (Mourngrym and Shaerl's son is named Scotti, but that may change when he reaches his majority). A wedded couple sometimes takes a common name, which may be his or hers (particularly when dealing with nobility) or be a new name entirely. In the course of a lifetime, average humans can take and discard several surnames, keeping their given names throughout.

Human Nobles and Gentry: Noble and landed individuals tend to retain the family name, a name usually derived from the individual who established the family's fame, position, or prowess. Such names are retained even after the nobility has fallen from grace or power. Again, special additional names for events or appearances are common.

Human Wizards: Mages tend to eschew long titles and names, and the general feeling is that a wizard's fame should precede him or her, such that a single mention of the name is sufficient, and no one would doubt the speaker was referring to anyone else but the genuine article. For example, there may well be an Elminster the Barber or an Elminster of Waterdeep, but a reference to Elminster (or the even more modest "Elminster the Sage") refers to the advisor without peer who resides in Shadowdale.

Human Priests: Identifications of the faiths of the realms are usually included in a name, supplanting any family or noble names. Amaster, a cleric of Tymora, can be referred to as Amaster of Tymora without incident. In higher church circles and matters involving leaders of particular temples or faiths, the full title is important, such as Asgaroth of Tempus, Patriarch of Baldur's Gate.

Elves and Half-Elves: The People have family names that they tend to translate back into common as nicknames, so that there are families of Strongbows or Starglows in the world. Such family names are important in that elven siblings can be hundreds of years apart in age. Half-elves take elven or human naming fashions, depending on where they were raised, and may change back and forth several times in the human fashion.

Dwarves; Dwarves have a very strong sense of their past and the heroes in their families. They carry only a first name, followed by the qualifier of heritage. The lowest dwarves attach themselves to their state or hold, such as Monger of the Iron House. Dwarves with a dwarf of renown in their heritage may use the appellation "son of" or "grandson of" (or "daul" or "grandaul" for females) such as Thelarn, son of Mongoth. Beyond two generations, the phrase "blood of" is used, but only for the greatest dwarven leaders, as in Nor, blood of Ghellin, King-in-Exile of the Iron House.

Gnomes: These quiet people use both given and surnames, and maintain long-standing family ties, such that a third name, for location, may be necessary. For example, outside of his homeland, Wysdor Sandminer may have to be known as Wysdor Sandminer, of the Sandminers of Arabel to avoid constant discussions with other gnomes who may or may not be close relations.

Halflings: Halflings are similar to the gnomes in the fact that they use both given and surnames, but both those names may change over time and be overappended with nicknames for adventures, physical abilities, and pet or diminutive names. In addition, the original names may be lost behind a maze of pseudonyms and false backgrounds. For example, the halfling Corkitron Allinamuck chose both first and last names (his parents were named Burrows), and goes by the diminutive Corky and the nickname "High Roll."

Other Races: Most of the other races make do with a single name and further clarification as needed (a centaur named Aldophus may be called Aldophus the Roan, for example).

Ores and goblins tend to use proper names only when they need to, the rest of the time using a native word that translates as "Hey, you!" in everyday speech (a true speaker of the orcish tongue can put a great deal of venom behind the word, such that fights can start in bars at its mention). 

Languages of the Realms

As for everything else - sentient races, rulers, gods, and year-numbering systems - there is a plethora of linguistic variety in the Realms. There are racial languages and regional dialects, professional symbols and secret tongues. There are five "universal" written languages, and as many differing individual languages as there are those to speak them.

Most people north and east of the Sea of Fallen Stars are semiliterate, that is, they know enough of the written language to get by in their daily lives. The fact that written language is not universally understood accounts for many of the specialized sigils and runes within the Realms, as well as the popularity of bards.

Literacy is most common among the upper and more professional classes. It is also assumed to be common among most adventuring companies, and considered as much a survival skill as trapping or swimming. Westgate, southern Sembia, and perhaps Hillsfar in the Heartlands and Waterdeep on the Sword Coast are predominantly literate areas. Elsewhere one must "trust to your tongue," as wayfarers say.

In game terms, the DM may choose to make understanding the written versions of languages automatic for those who can speak them - if you can speak common you may read and write common as well. This is the easiest approach to language within the Realms, though not particularly accurate. In reality, reading or writing one of the five languages should be counted as a separate language proficiency from speaking the same tongue.

Common Tongue: Almost all intelligent creatures one might encounter can understand and speak common (the trade tongue of humans, spoken with little variance all across the known Realms), although they may pretend not to. From region to region of the Realms, common may have different accents and slightly different vocabularies as it .becomes influenced by other local human and nonhuman tongues. While a native of Thay will be able to communicate with a denizen of Baldur's Gate, each will be aware of the other's ridiculous accent. In a similar fashion, nonhuman tongues each belong to the same linguistic tree, so that elves native to Evereska, Evermeet, and the Elven Court may understand each other (barring, again, local dialects and accent). To humans, the elven "common tongue" is referred to simply as elvish, and the dwarven "common tongue" as dwarvish. The written common tongue, which is presented in these writing as English, is a descendent of Thorass, the original trade language. Most individuals use runes for conveying information.

Thorass (Also Called Auld Common): Thorass is the ancient written trade tongue and universal language of the long-ago Realms. It is often found in tombs, underground ways, and ancient habitations and is still in use among the scribes of the southern noble courts. It is the ancestor of the common tongue. This language was used primarily for documents and trading records, as well as histories, and as such did not achieve common usage. An inscription in Thorass translates directly into common, although it usually uses a stilted and archaic form of phrasing and vocabulary.

Espruar; This is the moon elven alphabet, in which most elves of the Realms render messages, either in common or their native language. A beautiful script alphabet, Espruar (ES-prue-AR) often covers elven jewelry and monuments in ornate designs. Espruar is rarely committed to paper, but when permanent records are required, it is pressed into metal in the dwarven fashion. Elven histories are rare, since most of the elves who experienced the historical events that would be in them are still alive.

Dethek Runes: Dwarves seldom write on that which can perish. Rarely, they stamp or inscribe runes on metal sheets and bind those together to make books, but stone is their usual medium: stone walls in caverns, stone buildings, pillars or standing stones - even cairns. Most often, they write on tablets called runestones in the common tongue.

A typical runestone is flat and diamond-shaped, about an inch thick, and made of granite or some other very hard rock. The face of the stone is inscribed with Dethek runes in a ring or spiral around the edge, and the center normally contains a picture. Some runestones have pictures in relief and are used as seals or can be pressed into wet mud to serve as temporary trail markers underground.

To a dwarf, all runestones bear some sort of message. Most are covered with Dethek runic script, which translates directly into dwarvish or common. The runes of this script are simple and made up of straight lines for ease in cutting them into stone. No punctuation can be shown in Dethek, but sentences are usually separated by script slash marks, words are separated by spaces, and capital letters have a line drawn above them. Numbers that are enclosed in boxes are dates, day preceding year by convention. There are collective symbols or characters for identifying peoples (clans or tribes) or races. If any runes are painted, names of beings and places are commonly picked out in red, while the rest of the text is colored black or left as unadorned grooves.

Ruathlek: Ruathlek, the "secret language" or magical script of illusionists, is rarely found in the Realms. Illusionists themselves are fairly rare in the North - but Waterdeep is known to hold at least one library of books in that dweomer-guarded tongue. It has been surmised that this written secret language of the illusionists is derived from the use of magical runes. Illusionists only have access to this language upon choosing their class. It may be learned by others, but does not confer the ability to cast magical spells.

Currency in the Realms

Barter and coinage of all sorts are common in the Realms. The following system is that of the nation of Cormyr, and is typical of the other organized nations.

The favored form of currency in Cormyr is the royal coinage of the Court, stamped with a dragon on one side and a treasury date mark on the other (the penalty for counterfeiting in Cormyr and most other similar nations is death).

There is no paper currency save for I.O.U.s, which are known as blood-notes, as they must be signed in blood by both (or all, if more than two) parties involved and taken to the local lord for the affixing of the royal seal.

Coinage throughout the Realms is customarily valued as follows:
100 cp = 100 copper pieces
= 10 silver pieces
= 2 electrum pieces
= 1 gold piece
= 1/5 platinum piece

In Cormyr, coinage terminology is as follows:
cp = copper pieces = copper thumbs
sp = silver pieces = silver falcons
ep = electrum pieces "blue eyes
gp = gold pieces = golden lions
pp = platinum pieces = tricrowns

In Amn, a major trading nation on the Sword Coast, the names are:
cp = copper pieces = fandars
sp = silver pieces = tarans
ep = electrum pieces = centaurs or decimes
gp = gold pieces = dantars
pp = platinum pieces = roldons or pearls

In Calimport, the largest city of Calimshan, the coins are:
cp = copper pieces = unarches
sp = silver pieces = decarches
ep = electrum pieces = centarches
gp = gold pieces = bicentas
pp = platinum pieces = kilarches

And in Waterdeep, City of Splendors, the coinage is:
cp = copper pieces = copper nibs
sp = silver pieces = shards
ep = electrum pieces = moons
gp = gold pieces = dragons
pp = platinum pieces = suns

In addition, Waterdeep has two special coins not found elsewhere: the toal and the harbor moon. The toal is a square, flat brass coin with a hole in its center. The toal is worth 2 gp within the city of Waterdeep, and is worthless outside of it. The harbor moon is a 50-gp coin made of platinum fitted with electrum and carved into the shape of a moon, again with a hole in the center.

Sembia maintains a similar coinage, but it is instead differentiated by shape. Gold coins are five-sided, silver are triangular, iron (replacing copper here) are square, and electrum are diamond-shaped. Sembia issues no platinum pieces, instead using silver and copper trade bars in 5-, 10-, 25-, and 50-gp denominations.

To most adventurers, the name of the coin is unimportant, and the face depicted on the coin is incidental to its true importance - immediate personal wealth.

Local city-states often mint their own copper, silver, and gold pieces. Electrum and platinum pieces are rarer, and are usually minted only by the more powerful states such as Cormyr, Waterdeep, and Amn. Smaller states, such as the fractured regions of Damara, use coinage borrowed from other nations and looted from ancient sources.

Merchants throughout the Realms make use of trade bars, either of silver or (for the more profitable caravans and costers) electrum. These trade bars are generally ingots of the particular metal in 10-, 25-, and 50-gp denominations. They are marked with the trail mark of the merchant or company that uses them. There are even (particularly in the South), trade bars of 500- and 1,000-gp denominations. Trade bars are regarded as bulk coins of the denomination they are made in, and are checked by weight.

In adventuring, heroes will encounter all manner of treasure. In general, it does not matter where the coin originally came from, only its weight and value on the modern market.

The Regions of Faerun

Each of the following regions of Faerun are covered in the successive chapters, with greater detail being given to those in the Heartlands of the Realms - the eastern regions of the Dales, Cormyr, Sembia, the Vast, and the Dragon Coast, and the western regions of the Western Heartlands and Waterdeep. The regions of Faerun include:

The Dalelands: Surrounding the edges of the old elven forest, Cormanthor, the Dales are home to both a tough, independent people and many dark secrets of the past.

Cormyr: A rising power under the command of King Azoun IV (now deceased), Cormyr is an established nation under the rule of law.

Sembia: A kingdom of allied merchant cities on the coast of the Inner Sea, Sembia is a land of opportunity and treachery.

The Moonsea: A small, deep lake, the Moonsea is bordered with independent city-states and their Vassals. Great evil lies on the shores of the Moonsea in the form of Mulmaster and the fell Zhentil Keep.

The Vast: Situated on the far side of the Dragon Reach, the Vast is the gateway to the east. The region is centered in its greatest city, Ravens Bluff, and is both friend and challenge to heroes from throughout the Realms.

The Dragon Coast: A wild region of pirates, rogues, and traders, the Dragon Coast includes the Pirate Isles of the Inner Sea. Its most powerful city, however, is shadow-plagued Westgate.

The Western Heartlands: A wild, wide open space of endless plains, haunted moors, and monsterinfested hills, the Western Heartlands is still an untamed frontier, waiting for the birth of new kingdoms and leaders.

Waterdeep: The City of Splendors, the greatest city in the North, Waterdeep is a merchant's dream, a wizard's marvel, and potentially an adventurer's worst nightmare. It sits upon one of the great underground complexes of the Realms - Undermountain.

The Island Kingdoms: Diverse and mysterious, the kingdoms of the Trackless Sea include the Moonshaes, elven Evermeet, magical Nimbral, and wondrous Lantan.

The North: The North is defined as the region north of the River Delimbiyr, excluding Waterdeep ^nd reaching to the Spine of the World (the mountains also known as the Wall). This is a region of barbarian tribes and walled cities that challenge the dominance of the goblin races.

Anauroch: Anauroch is the Great Sand Sea, a spreading desert in northern Faerun. Within its borders, entire ancient nations have been swallowed and lie waiting for any who would brave the desert's perils.

The Cold Lands: Crouched in the shadow of the Great Glacier, these areas include Thar, Vaasa, Damara, and Sossal. They are under the continual threat of monstrous incursions.

The Unapproachable East: A land of magic and treachery, the Unapproachable East lies hard on the borders of the barbarian Hordelands to their east. The land is dominated by Thay, with its fell Red Wizards, and the various nations that oppose it.

The Old Empires: The eldest living cities and organized nations of the Realms, the Old Empires claim to be the birthplace of the modern world. Under the stagnant control of their soulless god-kings, they remain as they were millennia ago.

The Vilhon Reach: The southern coast of the Sea of Fallen Stars is a land of fallen nations, opulent cities, and ancient woods. It is a land of mercenary companies and petty kingdoms in endless minor wars.

The Empires of the Sands: The southern countries of Amn, Tethyr, and Calimshan are a mixture of the established Realms and the wonders of the South, influenced by both cultures and different from either.

The Shining South: The strange and magical lands of the far South are little more than legends to the natives of the Dales and Waterdeep, but they are legends of power and glory. From the jungles of Chult, to mage-dominated Halruaa, to Luiren, land of the halflings, the South is a diverse and deadly land.

The Underdark

The wildest frontier in the Realms is not reached by moving in a cardinal direction, such as north or south. The most dangerous frontier in Faerun is reached by going down.

The lands of the Realms are riddled with geological uplifts, sinkholes, caverns, lava tubes, smokeholes, and fault lines. Add to this a millennium of delvings by dwarves and other ancient races, and another world lurks hidden beneath one's feet. This is the world of the Underdark.

The Underdark is huge, sprawling, and for the most part unmapped and undiscovered. It is possible (it is said) to walk from the Spine of the World to Calimshan, and from there to Unther, without once drawing a breath of surface air. Great empires have risen and fallen deep within the earth without the surface-dwellers having the slightest inkling of their birth or passing.

And the Underdark is inhabited by nations of mind flayers, abolechs, kuo-toans, myconids, and other creatures of the darkling plain. The best known of the Underdark races are the drow, for they maintain their relationship with the surface through raids and outposts. Only 500 years ago Shadowdale was a drow surface outpost, and reports of drow raiding parties are still common.

The best-known of the drow cities is fabled Menzoberranzan, reputed to lie beneath the Savage Frontier, but there are others: Eryndlyn, which lies beneath the High Moor; Sshamath, in the Far Hills; and Llurth Dreier in the Shaar. The oldest drow city, Bhaerynden, was destroyed in a civil war, the cavern it occupied falling in to form the Great Rift now occupied by the dwarves.

The drow are not the only individuals within these dark tunnels, and races and peoples undiscovered and much deadlier than they await the incautious traveler and the foolhardy adventurer.

History of the North - The First Flowering:  

For millennia, gold elves dwelt in Illefarn (where Waterdeep now stands) and Eaerlann (along the River Shining).  From their ornate forest cities they traded with emerging human nations like Netheril and Illusk and repulsed the attacks of the goblin races.  Meanwhile, dwarven clans united as the nation of Delzoun, named for the dwarf who forged the union.  The nation, existing primarily underground, extended from the Ice Mountains to the Nether Mountains.  Silver Moon Pass was its western border and the Narrow Sea its eastern shore.  Orcs came from north of the Spine of the World but were turned back in great slaughter by the elves.  To this day, this is the homeland and stronghold for orcs and similar races.

History of the North - The Crown Wars:  

Humans immigrated in bands from the Shining Sea and up to the Sword Coast.  They became seafarers, striking out across the waves to the Moonshaes, Mintarn, Ruathym, and the northern islands.  Elves engaged in an unceasing war against each other with the humans and orcs taking over the resulting ruins.  Perhaps the greatest calamity to befall the Fair Folk was the Dark Disaster, a killing magic that took the form of a dark, burning cloud.  It enshrouded the kingdom of Mieyritar, and when it faded away some months later, not an elf lived - nor were trees left; only an open, blasted moor: the High Moor. 

All was not dark for the elves. Although in retreat, as barbarian humans and orc hordes grew in strength, their power rose in the Elven Court and Evereska (remaining a stronghold to this day).  They conceived of cooperation between dwarves, kindly humans, and other elves for mutual survival against orcs, marauding humans, and the tide of beasts (ogres, bugbears, trolls, goblins, gnolls, and other nonhuman creatures) led by the rising power of giants.  Astonishingly, in at least three places - the Fallen Kingdoms and the cities of Silverymoon and Myth Drannor - they succeeded with shining grace. 

To the east, on the sandy shores of the calm and shining Narrow Sea, human fishing villages grew into small towns and then joined together as the nation of Netheril.  Sages believe the fishing towns were unified by a powerful human wizard who had discovered a book of great magic power that had survived from the Days of Thunder - a book that legend calls the Nether Scrolls.  Under this nameless wizard and those who followed, Netheril rose in power and glory, becoming both the first human land in the North and the most powerful.  Some say this discovery marked the birth of human wizardry, since before then, mankind had only shamans and witch doctors.  For over 3,000 years Netheril dominated the North, but even its legendary wizards were unable to stop their final doom.  

History of the North - The Might of Men:  

Along the coast, in what was once the elven community of Illefarn, humanity was once again rising in power. Merchants from the south, tribesmen from the North, and seafarers from western islands had created a village around a trading post on a deep-water harbor, first known as Nimoar's Hold after the Uthgardt chieftain whose tribe seized and fortified the ramshackle village. Nimoar and his successors, known as War Lords, led the men of Waterdeep (as it had become known to ship captains) in a slowly losing battle against the trolls. In a final, climactic battle, the trolls breached the aging palisade and all seemed lost - until the magic of Ahghairon of Silverymoon turned luck against the trolls, destroying and scattering them. 

Ahghairon, heir to the heritage and learning of Netheril, stayed in Waterdeep, and in his 112th year he again saved the city - this time from itself. In so doing, he created the Lords of Waterdeep. The city grew into the greatest in the North, possibly in all Faerun.  With Waterdeep as a firm anchor, civilization forged cautiously into the wilderness. Illuskan (now Luskan) was taken from the orcs. Loudwater, Llorkh, Triboar, Longsaddle, Secomber, and other towns were settled by pioneers from Waterdeep, sponsored by Waterdhavian merchant families. 

Though it's been centuries since the last orc invasion, there's still constant strife. Barbarians harass merchants, travelers, and towns, the seas swim with Northmen pirates, and wars have marred the land in recent years. Luskan, now a fierce merchant city known to harbor - and support - pirates, waged a war with the island realm of Ruathym over an act of piracy against one of the few legitimate Luskan merchant ships. The war raged for nearly a year, with Ruathym slowly losing ground. When it appeared Luskan would finally win the naval war and land on the island itself, the Lords' Alliance entered the fray. They threatened war against Luskan if the skirmishes didn't stop immediately. Unable to fight a two-front war efficiently, Luskan canceled its invasion plans. 

Tensions between Luskan and Ruathym are still high, and their ships are often seen taking potshots at each other as they pass, often just a wave or two away from each other. The government of Ruathym has recently been sending adventurers into the hills of its island realm, looking for mercenaries who are killing merchants, farmers, and woodsmen. Ruathym believes Luskan still has a presence on the island, trying to win through subversion and terrorism what it could not accomplish through war. 

To the far north, the Ten-Towns have finished rebuilding after being nearly destroyed by the monstrous forces of Akar Kessel. With help from the tundra barbarians living nearby, they've built and repaired their cities, replanted the sparse foliage, and - most importantly - replenished the morale of their citizens. A recent trader who passed through the area carrying 17 wagons of rare oak lumber said that it was nearly impossible to determine who's a barbarian and who isn't. "They're living together!" he reported in amazement.

History of the North - The Spread of Humankind:  

The adaptable humans made use of magic they could seize or learn from the Proud Peoples to defeat all enemies, breaking (for a time) the power of giants and orcs. Waterdeep was founded. The last of the pure blood elves died out, a result of continued marriages with humans. 

In the far west, men also dwelled - wise, clever primitives called the Ice Hunters. They lived simple lives on the coast since time beyond reckoning, countless generations before Netheril's first founders set foot on the Narrow Sea's western shore. Yet this peaceful folk fell prey to another invasion from the south: crude longships that carried a tall, fair-haired, warlike race who displaced the Ice Hunters from their ancestral lands. 

This race, known as the Northmen, spread farms and villages along the coast from the banks of the Winding Water to the gorges of the Mirar. Northmen warriors drove the simple Ice Hunters farther and farther north, forced the goblinoids back into their mountain haunts, and instigated the last Council of Illefarn. Within 500 years of the Northmen's arrival, Illefarn was no more - its residents had migrated to Evermeet. 

From the Coast, Northmen sailed westward, claiming and establishing colonies on the major western islands of Ruathym and Gundarlun, eventually spreading to all the islands in the northern sea. Others migrated northward, past the Spine of the World, and became the truly savage barbarians of Icewind Dale. 

In the centuries that followed, Ascalhom became Hellgate Keep when it fell into the hands of fiends, and Eaerlann collapsed under the attack of a new orc horde. The elves fled southeast, joining with Northmen, Netherese descendants, and dwarves to form what would later be known as the Fallen Kingdom. This realm was short-lived and collapsed under the next orcish invasion - though in dying, it dealt the goblin races a blow from which they have yet to recover.

History of the North - Return of the Beast (1367 - ?):  

Sages, philosophers, historians, and priests alike feel an ill-boding in the chill air. They predict a slow change over the next decade, but within the lifetime of men born on the first day of this age. They believe that the beasts that once ruled the land plan to return to claim what's rightfully theirs, imprisoning and enslaving the crowns. Where elves once reigned, men now rule, but their hold - as true for all civilizations before - is tenuous at best.

History of the North - 1368, Year of the Banner:  

 As the dwarves settled in for the winter in their reclaimed city of Felbarr, a group of Zhentarim-sponsored adventurers broke into Great Worm Cavern, slaying Elrem the Wise, shaman leader of the Great Worm tribe.  As the tribe's warriors descended into the ranks of the evil adventurers, teleportation magic spirited at least three of those responsible - as well as a vast amount of treasure stolen from Elrem - to safety. 

According to Themrin, the tribe's present shaman, Elrem promised to "watch over the tribe in spirit now that my mortal form is destroyed." Despite the reassuring words of Elrem, the tribe suffered through an oppressive winter that included both heavy snow, scarce game, and low morale. 

Trusted visitors to the barbarian encampment report that Themrin and Gweshen "Ironhand" Talistars are wearing some form of armor made from the scales of Elrem. This use of their former shaman's body as "protection" was supposedly ordained through a dream vision. The armor appears as little more than a supple leather armor, but seems to deflect blows and protect as well as full plate mail. 

Nesme reported a drastic rise in the number of troll attacks in the Evermoors, and various sources confirm that something is driving the trolls out of the moors. Whatever is behind the trolls' exodus is destined to remain a mystery for the remainder of the year, as adventuring parties expend themselves against the never-ending supply of trolls that are fleeing the bog. 

In the most surprising move of the year, the Blue Bear Tribe, led by the shaman/chieftain Tanta Hagara, marched on the fiend-ridden fortress of Hellgate Keep. While a brief struggle for political control of the city was reported by various sources, Tanta Hagara emerged as the new ruler of the city.

History of the North - 1369, Year of the Gauntlet:  

The tumultuous climate of Hellgate Keep continued to provide adventuring activity. A group of Harpers infiltrated the city using cloaking magic and revealed that Tanta Hagara was actually an annis. This revelation did nothing to hamper the Blue Bear's respect for their powerful chieftain however, and the city responded to the unmasking by attacking caravans en route to Sundabar. In addition, a few expeditionary forces of tanar'ri were sent to harass the Citadel of the Mists, Sundabar, and Silverymoon. Tanta Hagara informed her "loyal troops" that gates existed in these cities that could allow other tanar'ri to "join us in the glorious battles to come as we take control of all of the North!" 

Alustriel cast powerful magical spells in the defense of Silverymoon against the raiding tanar'ri, and the city itself suffered no damage from their attack. The Mistmaster of the Citadel of the Mists likewise aided in the defense of his citadel, though reports still rage about the assistance of the treants of the High Forest. 

Sundabar suffered from Hellgate Keep's attack, as the fiends broke through the walls and raised havoc along the city streets. While adventurers battled the fiends, Helm Dwarffriend led a large contingent of the city guard to drive the remainder from Sundabar. Still, the fiends from Hellgate Keep left the city with the satisfaction of knowing that it was burning in their wake. Within two days, however, the fires were extinguished, and Sundabar has since rebuilt from the attack. 

By mid Eleasias, rumors that Turlang, the powerful treant who resides in the northern High Forest, was actively defending the woodlands near the Citadel of the Mists reached the ears of Tanta Hagara, the hag-ruler of Hellgate Keep. News that Turlang was aiding the Mistmaster did not escape her notice, and the belief that the Citadel of the Mists was holding an extra-planar artifact only added to the hag's interest. 

Tanta assembled a large force consisting of more than 100 tanar'ri and other fiends as well as 500 members of the Blue Bear tribe to raze the Citadel of the Mists. But as the evil forces marched their way into the High Forest, the Mistmaster put his own plan into motion. Two Harper agents, a bard named Cryshana Fireglen and a priest of Mystra known as Spellviper, infiltrated Hellgate Keep disguised as members of the Blue Bear tribe. Each carried with them part of an extra-planar artifact called the Gatekeeper's Crystal. 

The Gatekeeper's Crystal is an artifact shaped like a three-pointed star that is made of onyx and an unknown metal that entwines itself through the gem. Each point of the star is a separate piece that can be combined together to create the artifact or separated to form three powerful magical items. While the crystal can be used in different manners, it was primarily created to bring down wards, including mythals and other powerful protections. According to legend, it was created by a powerful lich who used it to render clerics powerless, stripping them of their ability to turn undead and nullifying necromantic magic within a 50-mile radius.

The Mistmaster had a different use for the Gatekeeper's Crystal, but he needed volunteers to aid him in placing two shards of the crystal at precise locations within the warded city of Hellgate Keep. In particular, he needed two people who would be willing to trade their lives to exterminate the fiends of Hellgate Keep forever. Spellviper and Cryshana agreed to the suicide mission.  Holding the pieces of the crystal, the two Harpers waited for the Mistmaster to activate the magic with his third piece, initiating the magic that would tear Hellgate Keep asunder. When a blazing beam of purple energy illuminated the skies over the keep, no one within the fiend's stronghold had time to wonder what was happening. 

The power of the Gatekeeper's Crystal forced the wards to cascade upon the city, causing an implosion that shook the ground for more than 100 miles. As quickly as the wards surrounding Hellgate Keep collapsed, the crystal released the magical energy in an explosion that leveled every building in the city, leaving nothing but fist-sized chunks of rocks where Hellgate Keep once stood. Not a living creature stirred in the remains; all was silent and lifeless. 

The force of tanar'ri from Hellgate Keep was unsure what had happened but had felt the tremor when the Gatekeeper's Crystal had been activated. They were fighting for their own lives, however, as the treants, korred, centaurs, satyrs, dryads, and other creatures of the High Forest - including defenders of the Citadel of the Mists - battered them into the moist earth. One of the North's most notable rulers fell in the battle, however, but he took at least six tanar'ri with him to his grave. Faurael Blackhammer, the lord protector of Triboar, fell alongside his troops near the conclusion of the conflict. 

Within weeks after the final battle with Hellgate Keep, treants blocked passage farther north at the joining of the Heart-blood and Delimbiyr rivers. While the treants care little for hunters and adventurers passing through the area, all caravans seeking passage north to Sundabar have been repulsed - and this is not a matter that the treants wish to negotiate. 

In another mishap blamed on Turlang, Tumstone Pass was blocked by a tremendous avalanche. This final calamity sealed the Upvale from any major force of men. Travel into the area formerly occupied by Hellgate Keep is now limited to adventurers and other brave travelers. 

The Mistmaster has been questioned repeatedly by some of the most powerful wizards in the Realms, including Elminster of Shadowdale and Khelben Arunsun, about the current location of the Gatekeeper's Crystal. Most sources claim that the pieces of the crystal have been scattered amongst the planes again, but no one is certain. 

Near Nesme, the source of the trolls' exodus is revealed. Fog and cloud giants have taken up residence in the moor, driving the trolls from the giants' new "homeland."  While it's unknown how many giants have taken up residence in the High Moor, estimates range up to several hundred. A thick mist continually hangs in the air of the Evermoors now, even more persistent and thick than the mist before the giants' arrival. Many believe that these new mists are the work of the cloud giants, but none can be certain. 

Alustriel of Silverymoon sent a detachment of guards to investigate the eastern borders of the moor, and the guards returned with news that a gathering of around 20 fog giants who were "of good nature and quite friendly" had taken up residence in a formerly troll-infested area. 

Guards from neighboring Nesme were not so fortunate, however, running into a clan of violent, boulder-hurling fog and cloud giants who nearly decimated their unit. In addition, a group of adventurers crawled into Nesme with terrible burns, reporting that they had run into a black dragon at a fog giant encampment. Overall, it appears that both good and evil giants now call the moor their home.

History of the North - Recent History of the North:  

In the waning summer months of 1367, an immense orc horde descended from the Spine of the World, intent on winding its way south into the trade lands of the North. This force of orcs, led by King Greneire, surged its way south between the Moonwood and the Cold Wood, stopping just outside the Citadel of Many Arrows. 

King Obould, orc ruler of the Citadel of Many Arrows, was terrified at the prospect of another orc horde, despite the fact that he knew they should be working together against the humans of the North and the spawn of Hellgate Keep. His tribal shamans, however, had been predicting a treacherous fall of the citadel - and they'd told the king that he'd be deposed by other orcs. 

Thus, it was a dark day when King Greneire and his horde of 150,000 orcs appeared on the plains outside the Citadel of Many Arrows. King Obould announced to his followers that this horde had been sent to dislodge them from their home and send them out to be scavengers among the plains. He vowed that, with Gruumsh as his witness, the Citadel of Many Arrows would slaughter these treacherous orcs "like elves during a festival." 

For four months, the 40,000 orcs within the citadel held their ground. Assault after assault was mounted against the high walls of the garrison, but the attacking orcs were losing far more than the defenders. Still, the living conditions within the walls - never too good to begin with - created losses of their own. 

The battle for the Citadel of Many Arrows culminated during the first week of Uktar. As another light blanket of snow sought to bury the gathered orcs, King Greneire threw his entire remaining army at the citadel, bursting its gates and pitting orc against orc in a flurry of swords. As the two orc kings sought one another out along the ramparts, the citadel began to burn. 

The orcs that survive the battle still speak of the superhuman prowess of the two kings as they battled one another before their troops. Finally, however, King Obould ran Greneire through with his long sword, but Obould was severely wounded by the time Greneire had breathed his last breath. The orcs erupted into battle once again, and no one is quite certain what became of King Obould. 

It was through the smoke and snow that the victors of the conflict emerged: the dwarves of Clan Warcrown along with a contingent of troops from Silverymoon. Charging in through the shattered gates, these new attackers quickly routed the exhausted orcs of the citadel, sending them scurrying off into the wilderness. 

King Emerus Warcrown now rules the Citadel of Many Arrows, though the dwarves now call the city by its old name of Felbarr. Most in the North still tend to refer to the city as the Citadel, however, waiting to see if it can withstand the next orc horde. King Warcrown has put out a call for all dwarves to help defend the citadel, and news of a new vein of gold and silver is spreading rapidly through dwarven communities.

The North: Winter’s Twilight

Races and Prestige Classes of The Forgotten Realms

1. Humans

a) Northerner/Sword Coast – tall build, pale skin, hair of flame or straw, hazel or blue eyes, slow to speak, frowns cities and are awestruck with magic.

b) Moonsea North – Dark hair, muscular, speaks fast

c) Heartlander – medium hair, various hair and eye colors, stocky, burly, finefeatured

d) Turmish – dark brown skin, black hair

e) Vilhon Reach / Border Kingdoms – mostly crossbreads of various human races

f) Thay/Calimshan – dusky skin, lots of black body hair, shorn or shaved hair (sometimes golden)

g) Old Empires – dark brown skin, red eyes, pale and gaunt

h) Easting Reach – slender, shorter, more agile humans

i) Rasheme and Narfell – swarthier skins, hard manners and don’t take lightly to insults.

2. Dwarves 

a) Gold Dwaves – heavy built, golden skin, bald

b) Gray Dwarves (Duergar) – mostly evil, bald, thinner, severe facial expressions, gray hair, gray skins, women do not grow beards

c) Shield Dwarves –categorized into  the “Hidden” and the “Wanderers”. Survivors of the Underdark Wars, sometimes no beard

3. Elves

a) Drow – favored class: wizard (male), cleric (female)

b) Moon Elves (Silver Elf) – most common, fair to bluish skin, silver or white hair, black, blue or green eyes

c) Sun Elves – bronze skin, golden hair, copper, green or gold eyes. Most civilized and haughty of the elves

d) Wild Elves (Green Elf) - dark brown skin, black to light brown hair, tattoed, some have been known to be barbarians

e) Wood Elves (Copper Elf)  - copper skin, green or hazel eyes, brown/black hair or blond/copper.

f) Sea Elves – very rare. Blue or green skinned, green or blue hair

4. Gnomes

a) Deep Gnomes – svirfneblin, underdark denizen

b) Rock Gnomes – most common, similar to PHB

5. Half-Elves – nearly identical to PHB. State exact elven bloodline please.

6. Half-Orc – similar to PHB. 

7. Halflings

a) Ghostwise – wild, feral halflings

b) Lightfoot – most common, traders, cooks and entertainers

c) Storngheart – orderly, organized warrior and builder race

8. Planetouched

a) Aasimar – good, descended from Celestial outsiders

b) Ganasi – elemental blooded, Air, Earth, Fire and Water subtypes

c) Tiefling – descended from demons or evil outsiders. Some are good.

PRESTIGE CLASSES
Listed below are the Prestige Classes (PrC) found in the Forgotten Realms hardbound Campaign Setting book. They are, by no means comprehensive and complete.

1. ARCANE DEVOTEE : Wizards or sorcerers who are fervent followers of a deity. Their spells and power complement the clerics and the church. They are able to develop powers to defend against enemy divine magic and focus on “alignment spells” offered by the diety.

Common Classes (CC): Wizard, Sorcerer

2. ARCHMAGE: most advanced practitioners of magic. Supreme masters of the Art, they are both feared and respected. They gain various powers and abilities to alter spells in remarkable ways, but must sacrifice some spell casting capability to master these arcane secrets.

CC: Wizard only

3. DIVINE CHAMPION: Mighty warriors dedicated to their diety’s cause, defending holy sites, destroying enemies of the church. They are church-sponsored warriors and fill the niche between Fighter and Paladin due to some Pantheons are not always LG. Those who wish to play paladins but scoff at the thought of lawful good, this is the next best thing!

CC: Fighters, barbarian, Rangers

4. DIVINE DISCIPLE: Mostly clerics and druids who serve as intermediaries between diety’s mortal and divine servants. Eventually they transcend into a divine creature and are greatly favored by their chosen diety.

CC: Clerics, Druids

5. DIVINE SEEKER: “Black Ops” section of the church. These people do ‘unsanctioned’ activities of the church such as eliminating rival religious leaders, spying on enemies and hunting and destroying suspected “heathens”.

CC: Rouge, Monks, Ranger

6. GUILD THIEF: as name implies, urban rogues part of an organized thieves guild. Acquiring bonus feats and specializing in various guild operations such as spying, fencing, robberies, smuggling, conning, collecting bounties, etc.

CC: Rogue

7. HARPER SCOUT: members of the Harpers, a secret society dedicated to holding back evil, preserving knowledge and maintaining the balance between civilization and the wild. They gain “Harper Knowledge” (similar to bardic knowledge) and choose a favored enemy from organizations that oppose Harper ideals such as: the Church of Bane, Zhentarim, Red Wizards of Thay, etc. They are also able to specialize or focus on a harper scout class skill and have mostly defensive and saving throw bonuses.

CC: Bard, Rogue, Ranger, Sorcerer, Wizard

8. HATHRAN: The “Learned Sisterhood” or good-aligned elite sisterhood of spellcasters belonging to the Witches of Rashemen. Powerful Cleric-Wizards who heal, raise dead, spread the faith and often adventure to recruit champions for the outer planes. They can call upon their ties with their native land of Rashemen to cast spells without preparing them are some of their other more powerful abilities.

CC: Clerics/Wizards (usually multiclassed)

9.  HIEROPHANT: High level divine spellcasters who gain access to spells and abilities of which lesser faithful can only dream of. Some powers include “Blast Infidel”, for example, which causes all damage dealing spells to be “Maximized”!

CC: Cleric or Druid

10. PURPLE DRAGON KNIGHT: The Purple Dragons of Cormyr are renkowned. They are nonevil, nonchaotic, skilled and loyal soldiers. They develop skills related to coordinating and leading soldiers.

CC: Fighters, Rangers, Paladins

11. RED WIZARD: the supreme masters of Thay and the conquerors of Rashemi. Cruel and evil tyrants with mastery of magic within a very narrow focus. They are also practitioners and are adept at the dreaded art of Tatoo Magic.

CC: Wizard, nongood

12. RUNECASTER: a skill originally developed by the dwarves and giants, a runecaster has the ability to create Runes of Power with potent and reusable magical energies. Most runes guard a site or portal.

CC: dwarven clerics, rangers, paladins, druids

13. SHADOW ADEPT: arcane spellcasters akin to the Shadowdancer PrC (PHB). They practice and strive for mastery of the Shadow Weave. Bending and controlling Shadow Magic to their whims.

CC: Wizards, sorcerers, nongood.

The Savage North

The North, known also as the Savage North and the Savage Frontier, is a wild, untamed, and dangerous land located north and east of Waterdeep. The very definition of the North depends on the definer - to a merchant from Calimport, everything north of Tethyr, including all of the Heartlands, is the Barbarian North, while to a native of Silverymoon, the North begins beyond that reasonable city's walls.

The North is a land of barbarians and goblin tribes, and is dotted by walled cities and ancient dwarven fastnesses. The highest mountains in Faerun, the Spine of the World, form the North's uppermost border. Most of its forests are still virgin and untrammeled by human settlement.

As such, it attracts both adventurers and settlers. Adventurers seek the wreckage of the lost kingdoms, the abandoned dwarf holds, and the wizard towers. The settlers look for new lands to farm and new opportunities. As in the Western Heartlands, the region is dotted with the small holds and settlements of this retired adventurer and that petty lord. Some, like Loudwater and Leilon, grow into full-fledged cities, while others perish quietly, leaving ghostly reminders of humankind's passage this way.

Barbarian Peoples

When the first civilized humans emigrated into the Savage North, they found the land already inhabited by humans. These were a dark-haired, blue-eyed people, a large and hardy folk descended from savages, outcasts and refugees of Netheril, and early explorers. These people took their name from their legendary founder, Uthgar, and call themselves the Uthgardt.

The Uthgardt roam the North in the land between the citadels and fortress towns. Civilization is viewed as a weakness among these people, and magic - as opposed to priestly spells - a sin. They maintain a nomadic life, living by hunting (and among evil tribes, by plundering). Leathers and furs are common dress, and male warriors tattoo the image of their totem, the symbol of their tribe, on themselves.

The Uthgardt venerate Uthgar, their founder, who in their mythology is the son of Tempus and the husband of Chauntea (both of whom they also venerate). However, the Beast Cults are also very strong within the Uthgardt tribes, such that each tribe has its own totem and individual quasi-power.

Relationships between the Uthgardt and the civilized towns vary according to season and whim. Civilized people and unprotected caravans are often considered fair game by the Uthgardt barbarians.

Citadel Adbar

A large and powerful dwarven community in the North, Adbar properly, Adbarrim) is the last shard of the dead dwarven kingdom of Delzoun. Only the gate tower is visible above the surface, for this is an underground city, with miles of granite corridors snaking beneath the Ice Mountains.

Citadel Adbar is ruled by King Harbromm, son of Thalbromm (LN dm F13), who has held his community together in the face of threats from the orcish tribes and the rising power of Hellgate Keep.

Hellgate Keep

Of old, the elven kingdom of Eaerlann founded the tower of Ascalhorn on a jutting crag commanding the valley below. The elves' purpose was to protect their lands from orcish invasions and the refugees created by the fall of Netheril. Ascalhorn served its purpose well, for it guaranteed the peace for a century. Ascalhorn developed into an awe-inspiring city of magic and wonder, rivaling even Myth Drannor in power and majesty.

In the end, Ascalhorn fell victim to an assault from within. A foolish and/or evil mage opened a gate to the lower planes and welcomed the forces of darkness in. Creatures of the Abyss infiltrated the city, and in one hellish night slew the majority of the inhabitants in their beds. The remaining people fled to Sundabar, Silverymoon, and Citadel Adbar, and told of the horrors that had visited Ascalhorn. Hellgate Keep was born.

Hellgate Keep is a foulspawn city, and its patrols and minions regularly threaten its neighbors. Its commander is Grintharke, a tanar'ri of great power who is served by magically altered dinosaurlike creatures.

High Forest

The greatest forest in the North is the High Forest, and it has remained untouched by woodcutters' blades for centuries. It is the home of powerful druids, half-elves, and elven refugees. Treants dominate the northern quarter, known as the Woods of Turlang. Drow and ores are said to dwell in the earth deep beneath the forest. Aarakocra nest in the high mountains at the center, which are known as the Star Mounts. A series of escarpments and gorges created by the flow of the Unicorn Run, called the Sisters, lies to the south of the Star Mounts.

The High Forest was part of the old elven kingdom of Eaerlann, but great stretches of it have never seen a ruler of any race. The woods are regarded as magical, and wizard weather is relatively common within their borders - blood-red snow, boiling rain, and explosive hailstones being not unknown occurrences. It is said that the Dire Wood, an enchanted section of the forest that once housed ruined Karse, is responsible for the destructive weather.

Icewind Dale

The most northerly civilized area in the Realms, Icewind Dale is literally at the end of the earth, pressed hard against the Spine of the World and the Sea of Moving Ice. It comprises a collection of trading communities known as Ten Towns that trade with the northern barbarians and in local crafts. The Icewind Dale also has a reputation as a hide-out for those seeking to lose themselves or other pursuers.

Each town is has its own government, but all look to Cassius as their spokesperson. The best-known native of Icewind Dale, however, is the hero Wulfgar, son of Beornegar (CG hm F8).

Llorkh

Formerly a sleepy mining community, Llorkh has become a base of Zhentarim operations in the Savage North. The old lord of the community was mysteriously murdered, and the wizard Geildarr (LE hm W7) installed himself as the new ruler.

Most of the inhabitants have thrown in with the new regime (though they have no great affection for its leader), and the town is the endpoint of caravans up from Darkhold. Geildarr has multiplied his personal wealth several times over. He has been known to hire adventurers to loot the remains of Netheril, looking for magic to improve his standing in the Black Network.

Geildarr is served by a force of 400 purple-cloaked Lord's Men who protect the town from ores and protect Geildarr from townsmen who think they can do the job better than him. The greatest threat to the Black Network's growth in the area is another evil force in the region, Hellgate Keep.

Llorkh has a thriving temple to Cyric. It is presided over by Mythkar Leng (late of Bane) (LE hm P12).

Luskan

The City of Sails is, with Neverwinter, the dominant coastal city north of Waterdeep. It is the home of fierce, proud, and warlike Northmen who engage in trade and raiding up and down the Sea of Swords. It is a pirate haven for raiders, under the direction of their captains. Luskan ships have been involved in conflicts with Ruathym, Mintarn, and Orlumbor. They give the ships of Amn and Waterdeep a wide berth, and have unsuccessfully attempted to raid Lantanese ships on a number occasions.

Luskan is ruled by a council of five high captains, all of whom are assumed to be former pirates. There are temples to Auril, Tempus, and Umberlee within the city walls.

Mirabar

Mirabar is the mining center for the Sword Coast, sending its forged metal bars, fine gems, and exquisite metalwork south to Waterdeep or overland to Luskan. It is home to a combined population of humans and dwarves living in relative harmony. The area around Mirabar is littered with mines, open quarries, and discarded talus.

Mirabar is ruled by a marchion, but the true power is in the Council of Sparkling Stones, an assemblage that meets each fall to plan out the amount of metal and stone to be hauled out in the next year, and more important, who those materials will be sold to. Many a petty tyrant building his own empire has discovered that his supplies have dried up if the miners of Mirabar do not approve of his attitude and actions.

Shrines to Tymora and Chauntea can be found in Mirabar, but most of religious sites, and all of the temples, are underground in the dwarven communities, and are dedicated to the dwarven powers.

Neverwinter

Neverwinter is a bustling city located further north along the coast from Waterdeep along the High Road. It is a friendly city of craftsmen who trade extensively via the great merchants of Waterdeep. Their water-clocks and multihued lamps can be found throughout the Realms.

Neverwinter gained its name not from its craftsmen, but from the skill of its gardeners, who have contrived ways to keep flowers blooming throughout the months of snow - a practice they continue with pride.

"By the clocks of Neverwinter" is a watchword for accuracy and delicate precision. The water-clocks produced here are accurate to within five minutes over a year, provided that sufficient water is available. These clocks sell for 150 gp each, can be carried by a single person (using both hands), and are quite in fashion in city and town homes of the more civilized regions.

The multihued lamps are the result of carefully mixed and blown glass, and are designed to produce pleasing colors against the walls at night. These lamps sell throughout the Realms, and are usually priced at 5 gp each.

Neverwinter is ruled by Lord Nasher (NG hm F12), a retired adventurer known to have stockpiled a great deal of magic in his time. An amiable and fearless balding man who enjoys news of the outside world, Nasher is protected by his own personal bodyguard, the Neverwinter Nine - nine 5th-level fighters packing as much magical protection as he does.

Neverwinter features temples of Helm, Tyr, and Oghma. Helm's Hold is presided over by its founder, Dumal Erard (LN hm P12). The Hall of Justice, the temple of Tyr, is controlled by Reverend Judge Olef Uskar (LN hm P10), who aids Lord Nasher in civil cases. The Halls of Inspiration venerate Oghma, and their chief priest is Sandrew the Wise (LN hm P11).

Silverymoon

The Gem of the North and its largest inland city, Silverymoon is an echo of lost Myth Drannor. It is a beautiful city of ancient trees and beautiful towers that crouches on the northern shore of the River Rauvin. It is the center of learning and culture in the North. Elves, dwarves, humans, and representatives of other races live in peace and exchange ideas freely.

The city is ruled by High Lady Alustriel (CG hf W22), a powerful force in the North and a senior member of the Harpers. Alustriel is a powerful spellcaster, but her greater talents are in her natural kindness and graceful diplomacy, talents that have served her well in preserving her city against the ravages of the North and, in particular, the rising power of Hellgate Keep.

Silverymoon is protected by a number of magical spells and wards, including the Moonbridge, the main span across the Rauvin. The bridge is made of invisible force, and its crest may be turned off, sealing the city from attack in that direction.

Silverymoon has temples to Helm, Lathander, Milil, Oghma, and Selune within its walls, along with a shrine to Mielikki. It is also home to a temple to Shiallia, the Golden Oak Inn and Temple, tended by Izolde (CG hf P7), proprietress and high priestess. In addition, Silverymoon holds a music conservatory and a school of thaumaturgy within its gates.

Sundabar

Sundabar was an abandoned dwarven hold resettled by human refugees from Ascalhorn, which is now Hellgate Keep. The city is known for both its excellent woodworkers and its extensive trade with various dwarf clans. It is also the home of the Bloodaxe Mercenary Company. Sundabar is ruled by Helm Dwarf-friend (NG hm F14), a former member of the Bloodaxes.

Sundabar has temples of Helm (no relation to Helm Dwarf-friend) and Tyr within its walls.
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