-

. DUNGEONs & DrAGONS' 5, CAMPAIGN SETTING

p— e ¥ T

e e 3 R e T R T . s 4 iy A - “ e Y e
':"..r-;i"‘f.- Vi, . T e il 1 e e e T i et
Rag? : . o = o, 3 e =]

A
—

T4 g
1

o~ gl 3
S |

&
| |/ 15 SHyn

T
-
-

RS L
¥

GREENWOOD, REYNOLDS, - '
. WILLIAMS, ind HEINSOO






contrents

Introduction| ey e PP ety L r: 4
The Land of Faertin ... .. .ot . . . o b
e TE0IIR, ab o 04 5k ~50 0 0 90 0 o8 dBBO o b
A Worldiof Magicl# TRl .. .. 6
The FORGOTTEN REALMS Campaign .. 6

Chapter 1: Characters. ................ 8
Creating a FORGOTTEN REALMS

(CHERZAEIE? 5 ok o 5 A opBLs B o o o TR i 13
CharacieiRRaGes ISP I 4 ¥ 8
(Clirraeia? CIEEES 606 0 400006 060 o d 8
GliaracteERESIONIT " . kohopero- 1. =15 8
Region-Specific Skills............. 9
1l SIS E80 o oo GO 5 GG o 8 9
IRIGCEsTofsRacrunty.,. 02 . . 9
(01l 0 b OB6D 00 o JOOINE SIS L K 22
CharactegiRegion S 0L Lo 28
Feats Suaey, SN R “wy.il. ... . 2o 33
Character Description............. 39
LGN 6o b 56,055 0 ofic adfie Yo dos 39
WitaliStatistics - P o n ol e 39
18T G EEEE0 606 o o 0 0 pig 0 do o610 56 6 40
AxcanciDeVOotecr It 40
Archmage. ... CNRER N 41
Divine Champion......\........ 42
DiyincEDiscipleSSaEr Tt 43
DiyinetSecker: . MRS 44
CoNEINNTE o 3609 01:06 00TOBORIGC 45
J B BN SO ¢ o o o35 ae aB0g S ades o 46
BB ES1 5 5 adi005280 8 anG dboo o 47
[Elicropha NSEEE S 48
Purple Dragon Knight........... 49
Ried: Wizard gl | 0w, ARCte .. 50
RUNEIERTTR 6 6 o 0 b e 86,0668 0.0 00 g il
Shadow Adept.................. 52

Chapter 2: Magic ................... 54

fTihciWeavelit. i =i fP Sl L Bony s 54
Wild Magich . EEprn T iy 54
Il M % 5 6 .06 510610, 06 0 0 6103 56
S pellffine S T o - Ao 56

TS I TS a6 06, b ZHG0l0 6o 0 oo’ 9.8 Y7
The Shadow Weave............. 57
Elven High Magic.............. 58
BUBEHAIEITE 5 o 6 0065006 odi 608000 58
CirclerMagicritsSamstnt. (i, & 59

BoreallSERt AR Ny BT L s Y 59
Wil | ReHzl o 5.6 o o0 0% 00060 00 60
Building a Portal ............... 61

Spellsfof@Raenunt S50 r SRRy 61
QIEHE IDTRIITES 6 0 5o 0 0 ad0 6 oldb 0 6.6 62
Spell Descriptions .............. 66

Chapter 3: Life in Faerdn............ 76

Time andiSeasons. TSN wous, 0. 76
Daysand NighC ISR b 76
The Hours of the Day-.......... 76
The Calendar of Harptos........ 76
Marking the Years.............. 78

EorciofitheplBand . SRS 78
ClimatcW. e TIERETETe: . 2 78
Hloraand Kaunafiemaet: ... L 79

—p———
TaBLE oF CONTENTS
——————
ElomeiandiElcanthiss TS SEues s 80
(COVERITTIEIE 5 50 506 406 8000660 <& 80
City and Countryside. ........... 81
Class and Station ............... 82
BadmiliesSerrer -t h Y s 83
Jocarningsy . SRr e B Y. S, 83
Adventurers.......... ... 83
ILANYIFEYEE 56 06 © o o 6 0 50 66 066 40 84
Coin and Commerce. . ............. 86
IEADOL. 5 . - - a..c . SRR 5 N 86
Agriculture and Industry ........ 87
Tiayel’. ... b e v, ... 90
IRFCARR I ol . . o o o Sl 90
CTTER% PG 0% 0 0 0.0 06 080 60065 677 91
Magic in Society. ................. 92
fOhePATt. . .. AR TS o S D 99}
1 Itelilg 48108 o 00 0 000 0 4 4 ~eEON 93
MagiciItems: SEEET,. 505 . 94
Craft and Engineering............. 94
BoLEiTICATIONS TR . 94
Ships. et s PPN . . .. . 95
10D IENE o 66060 00 ¢ 0.0 0 508 608 95
Chapter 4: Geography ............... 98
Exploring Faeran................. 98
i IR EAFIRTES o o 0% coabobbonas 98
SNEITROEING 0 0 oo 0660 0 00l 600 0000 66 99
Chultan Peninsuyla™>c.. ..o ... 103
Chult/Sess=ws god. e = 08 103
TRTIEVEV R0 b o 0 ol o A s T 105
Cloldglfan dSParse SIS sl 5 106
Damarnalt - A SRR . 106
NarfEllge. < T . = o . 108
Vaasa, SVESatOiet . . ... 109
(T BTI57% 0 50 B6EE 0 6 o < 0 0 4 5HAB 6 6 0 0 1 111
The Dalelands. . ... ..., N1
The Dalelands Character ....... 116
The Dalelands Compact........ 116
SEher DalesiEoirn cilBmeme SRS 118
A Sea of Troubles ........... L. 118
JATChEndale B S R N s 118
Bagtdedaleis. .0 S 0 5 el 120
Conmanthoh . r i mEmn. . 123
IDErE IR o o 5 000 dé aabooatan o 126
Deeninadal IS RERERE RS 128
[Eeatherdal a5 SR 129
Elarrcowdalesias. SRS 130
130N IR, 06590 866 & o 6 o TGE RO 131
IVIistledall S B 133
Scardale. pe PRI L h 135
Shadowda ] C s 137
Tasseldalel - 5 St NS 140
DragontCoasty. - St r bt L 141
(The Herdelands) . S Saaica s, 145
Island Kingdoms ................ 146
EVermectine |- ik B oy 146
Moonshae Isles ............... 148
Nelanther Isles ............... 150
[FakeloffiSteannmn et i S p S 157l
Landsiof Jatrigue ............... 153
AMN Y R e - - 153
Galimshan. - e W e DYSE S 15 9%
‘Fethyn . s - L. - 157
The Moonseca s, | 55| |, s {59
NERNORERT k. .5 - oo . Soke - 165
7L

JihelHighPEoreStaotny. Cutep - 165
The Savage Frontier. ... % . 168
Silvers Marches iR i Feses 171
The Sword Coast North........ 176
WAERIE 0 5 00 0000 4600 Balo o0 00 178
(Ol 3BT 6 5 50 0 050 00 0 odeelo o ¢ 3 182
Chessenta ................ s H gy
IViuThorandl sy P 184
UnthersSies F i 186
SIS LG 0 0 6 0.0 alo AB.00 0 B0 a 62 < H A ag o 188
The Shining Southi .2 R 191
The Great Rift........... laqa0" 191

The Unapproachable East ........ 199
Aglarond sy . S e 199
{ihelGreatiDal Ry T R 201
TG0 TN & 008 66 6 0658080 oty 0 000 202
Rashemsnplii:. ..\ e . 00 203

TR0k SRk T o o 0 b0 o000 do0aa o 210
The Vast 2.0 . 0. NSk, W e o 214
(The Vilhon Reach s - s 215
RO hondath' . &8 217
Sespechi o8-l N 218
urmish . o AT AT 220
Western Heartlands. ............. 222
IBeyontiiEacriing i R e e 230
Kara-Tur. . 5. . 80 A 230

iIihclScalofiN 1l S 230
Secliine”, . 3. Yt - rTECLY 230
The Dawn Heralds ............ 231
The Five Wanderers.."........ 231

Chapter 5: Deities. . ................ 232
VTN, 66 0000 60698 6 000006 00 232
PatroniDeities ol TS 232

RECTE My o1 243
KEOsSUth®. .. R T Y es. - AT 244
Bathandes.  IET TS W i 244




Cosmology of Toril ..............
1ing OIEaT PGS, 5 0 0 0 0B 0 o 4 oo

TR AEIRGE oo 66 05 0 cao6 Hanta:
Creatures of the Outer Planes. . .

Chapter 6: History.................
Creation of the World. ...........
The First Flowering .............

The Newcomers. . . ...o.ovvnnn.
The Crown Wars..............
NEHEEHL 60 83 o o Bann 568 o spadc s 9
e Wilng? BRIl 6 0.5 6 0 bo06 6 ac
The Phaerimm Onslaught ... ...
181llem) TBGIiaesh 6 0.6 7o 0 0 brdlo o o ddo'c
HiliclO1dSEin DILECRPT S SR
iihct OrcgateRWarstu g s,
il hcilfonoeDacline ey, o .
Calim ShANPPPRPPRRey. . [y o
Rise of Chondath................
Ages of Unity and Dissolution. . . ..
The Time of Troubles............
(EhCRnizantHordele kil . o
REEa YEEd 8400 o o 00 00ee  GENe
An Abbreviated Timeline. ........

Chapter 7: Organizations ...........
The Cult of the Dragon ..........
[BimcraldiEnclaye . T sl S
19172 LT S o b s B o Bt
IRESTDIES 0.0 50 05 b otk IO SIRE SR
Lords’ Alliance. . .......coopon. ..
IMalaugnymsPrteRe kT, L
People of the Black Blood. ........
REEL WA 6 66 66 56 60 0 0 00 8860 500
The Seven Sisterss.........o.....
Shades®.. . . ... . ol qinhd. ... .
The Xanathar’s Guild ............
USG5 6 70 0 50005 B0 66 o 58 088 ¢

Adventure: The Color of Ambition. ..

Chapter 8: Running the Realms. .. ...
QIS TS o 00 b oo o 06 00 B ERNAY .
Additional PC Races ...........
INTonsterlleveISImms. L. R LR e
Creating Characters
A50vE 1R ILEVEL 56 s0006006 0
(BagCoigDTIticSTr. o i e
OptichalBRT SRt EREIr
Running the Game............. e
55 EEDINE 00 6,000 00 000 6 40 o
Terrain and Movement . ... ....
Other Resources. . .............
Known Dungeons of Faerin. ...
Campaignss. 8. W80 T
World-Building. .. ..........c....

284

—————
" TaBLE oF CONTENTS
—————

Rewards. . ............. AR W 299
Awarding Experience .......... 299
Ein S OfRHACHIIN T R s 300

SCEONISENAIN by PREE R - o f . L 301

Adventure: Green Bones . ........... 302
Chapter 9: Monsters ............... 308

INTRIE L 000 0 0.0 0 0 6.6 0 A8 b obo.acdb 5 308

Beholder, Death Tyrant .......... 309

D racolichNEEEN s L = 310

Gargoyle, Kir-Lanan . ............ 312

RUo1 o3 tip 3 0 oo o ook B 00 o 313

Shadepgemsc b i hnd 2 | MR 314

Index, = LM B0, LOBsal B 0 e 1
Playtester Credits’- Tl w mimeg = 320
Maps and Diagrams:

Gharacter Regions ................ 29

Calendar of Harptos .............. 77

Resources and Trade .............. 88

Political Boundaries.............. 100

(The'Dalelants Baraes sty S 117

‘Ashabenford. s s . oo 0. 0 SRaH 134

1 DVERINEEE 60006 00 600000 dés o o o 147

Nimbral. . £3% Suin. Sy, o= R4 15.0.:4

01 WOTRPIES 5 o 650600 6306 5000 6 0k d 174

TharchSYofaliha v PSS S s 206

A Scholar’s View of Abeir-Toril. ... 231

Realms Cosmology. . ... ....vvv... Y

Sidebars:

Converting Core D&D Characters to
FORGOTTEN REALMS Characters. . .. 9

Holk{o i 2 Cril11 S 10
VISR REN INETIER, 60 0 060 0 60 0 000 00 12
The Retreat, and After............ 14
Orcsiand i Iheit G NI T 16
Powerful REces . o TARR SRR o e 21
Faertnian Instruments............ 79
ID3mbel Qe 6 0 0 dd a0 0 00606600000 24
IVIonasticlOnders: e nk it mraons o rr 25
Special Paladin Orders............. 26

M aze RUNCSIMMIN RSN by Sy o8 0 27
Mage Runes and

the Curse of Mystra............. 28
Mystra and the Weave ............ 55
The Story of Spellfire............. 56
A0 W EEER 6 0 066566000009 050 0 0 Di7,
Waterdeep’s Climate .............. 79
Titles and Forms of Address ....... 82
The Concerns of the Mighty ....... 84
Masters and Apprentices. .......... 92
Chultan Weapons. ............. ~.. 103
A Jungle Legend:

The Uluu Thalongh............ 105
Glacier of the White Worm. ...... 107
M RGO DB c609006 5060000 115
The Lost Dales. ................. SINTIG I
G {fe) @it DF 5 8663560 00 b copo o 118
Between Shieldmeets...........,. 120
Aencar, the Mantled King . ....... 8197}
The Dragons of the Dragon Coast . 142
The Seas of Faertn .............. 146

3

GhostShips SRS E SRR 157
Zhent Terminology .............. 162
Where-GodsqWalk ..\ .0 ISR S 165
The Uthgardt Barbarians ......... 168
ihSN eWaSCT Gl er SISy, S 1Lt
TehaZzar SEemrd. i . . "7), Seegig 183
The Dark Side of Sembia ......... 189
Who Made the Great Rift?........ 192
Travel in the Underdark.......... 210
LSETISIRleSSTTN 6 06 60 0 0 0 00 066 6d 6 213
Gaulauntyr “Glorytongue”........ 220
Eldenser, the Worm

Who Hides in Blades........... 224
The Chosen of Mystra“........... 247
How the Art Came

to Maulaugadorn.............. 248
Alorgoth, Bringer of Doom.. ...... 250
Advancing the Years............. 260
17558 D00 DTRES o0 6 6 00 0 GBI s o 266
The Meaning of the Pin.......... 274

Characters Above 20th Level ... .. 289
The Haunted Halls of Eveningstar. 295

Tables:
1-1: Deity Conversion................ 9
1-2: ECL Experience Requirements. .. 21
1-3: Favored Deities by Region .. ..... 23
1=4: Character Regions, S Saes=. - et 30
TEDRIAZE) Gt o B0 0 & ~Lhc & Boo B 33
1-6: Improved Familiars. . ........... 35
1-7: The Arcane Devotee............ 40
1-8: The Archmage................. 41
1-9: The Divine Champion........... Z)
1-10:'The Divine Disciple. ... ....... 43
1-11: The Divine'Seeker............. 44
12 Thel Guild ThiecfR PR . LR 45
1-13: The Harper Scout ............. 46
1-14: The Hathran ... .o o aoeee 47
=15 =T hepEieRaphan tayr . L SiRr R 5 48
1-16: The Purple Dragon Knight ... .. 49
1-17: The Red Wizard. .. ............ 51
IR BUHER TR 000000 06 0000 0 52
1-19: The Shadow Adept ............ 53
2-1: Wild Magic Effects. ............ 5y
2-2: Portal Malfunction............. 61
3-1: The Calendar of Harptos........ 7
3-2: Living Languages . ............. 85
3-3: Mundane Items . .........oo.... 96
B¢ SEEEIIIEIE Joc o onoc dacguco . o 97
3= WEapOnSs. o o R R 97
5—1: The Faeranian Pantheon ....... 234
§—2: The Mulhorandi Pantheon. . . ... 236
§—3: The Drow Pantheon ........... 236
5—4: The Dwarven Pantheon ........ 238
5—5: The Elven Pantheon........... 238
5—6: The Gnome Pantheon.......... 240
5—7: The Halfling Pantheon., ....... 240
5—8: The Orc Pantheon............. 240
8-1: Common Monstrous

SXNGIEBIIE 0 0 0500 0 66056600 0 0 288
8-72: Terrain and Overland

Movement in Faertn .......... 292
8-3: Gems Fpm 0= TR oy 1 300
8—4: Arcane Spell Scrolls . ...... RIS Ol
8-3: Divine Spell Scrolls............ 301

L _







e —— ==
INTRODUCTION

L ——g—

Welcome to the world of Faeriin, a place of great heroes and stark
evil, encompassing lands of magic, mystery, and high peril.

. Bold knights dare the crypts of dead monarchs, seeking glory and
treasure, Insolent rogues prowl the dank alleyways of ancient citics,
plotting their next exploit. Devout clerics wield mace and spell,
questing against the terrifying powers that threateén the land. Cun-
ning wizards plunder the ruins of fallen empires, delving fearlessly

~ into secrets too dark for the light of day. Dragons, giants, black-

hearted villains, demons, savage hordes, and unimaginable abomina-
tions lurk in horrible dungeons, endless caverns, ruined cities, and
the vast wild places of the world, thirsting for the blood of heroes.

This is the land of Faerin, a continent of heart-stopping beauty
and ages-old evil. It is your land to shape, to guide, to defend, to con-
quer, or to rule. It is a land trod by noble heroes and unredeemable
villains, a great and terrible company to which you and your fellows
now belong.

Welcome to the FORGOTTEN REALMS® campaign setting.

The Land of fFaertin

From the bitter, windswept steppes of the Endless Waste to the

storm-lashed cliff's of the Sword Coast stretches a wide, wild land of

shining kingdoms and primal wilderness. Faeriin is only one conti-
nent of the world known as Toril. Other lands lie in distant corners
of the world, but Faeran is the center of it all, the crossroads and
crux upon which all else turns. Dozens of nations, hundreds of city-
states, and countless tribes, villages, and settlements dot its expanse,

The continent of Faertin measures more than thirty-five hundred
miles from east to west and twenty-five hundred from north to
south. It includes sun-blasted deserts, vast forest deeps, forbidding
mountains, and gleaming inland seas. Across this vast expanse travel
minstrels and peddlers, caravan merchants and guards, soldiers,
sailors, and steel-hearted adventurers carrying tales of strange, glo-
rious, faraway places. Good maps and clear trails can take even an
inexperienced youth with dreams of glory far across Faeriin. Thou-
sands of restless young would-be heroes from backcountry farm-
steads and sleepy. villages arrive in Waterdeep and the other great
cities every year in search of wealth and renown.

Known roads may be well traveled, but they are not necessarily
safe. Fell magic, deadly monsters, and cruel local rulers are all perils
that you face when you fare abroad in Faeran. Away from the main
roads and the great cities, the countryside is far wilder than the city
folk remember. Even farms and frecholds within a day’s walk of
Watcrdeep itself may fall-prey to monsters, and no place in Faertn
is safe from the sudden wrath of a dragon.

the people

Faeran is home to hundreds of intelligent creatures, ranging from
the teeming kingdoms of humankind to the secret fastnesses of ter-
rible creatures whose entire species numbers a score or less. Like
humans, these peoples run the gamut from grotesque to beautiful,
from murderous to beatific.

The great story of Faerin is, in many ways, that of the rise of'

humankind and the fading of the ancient empires of those who came
_before. Over thousands of years, humans have brought an end to the
old ways. Elven cities lie in ruins, abandoned to human encroach-
ment. Hills and dells once the homes and hunting grounds of gob-
1ins and giants are now dotted with human fields and pastures, |
Human pride and folly have brought untold disaster down on
Faerin more than once, and the ever-growing lands of humans
encroach on the territories of older races both benign and fierce. The
fundamental questions are clear: Can the old races survive the dom-

-

inance of humankind? Or will humans overreach themselves, as they
have done so many times before, and bring down upon all a dark age
of unimaginable horror?

the civilized folk ‘

Of the many races of Toril, a dozen or so account for nine-tenths of
all folk who live in the world today. Humans are the most numerous.
They are a race of kingdom-builders, merchants, wizards, and clerics
whose crowded cities lic scattered across the fair face of the conti-
nent. Young and vigorous in comparison to the other races, humans
hold the future of Faeran in their hands—Ffor good or for ill.

While humans were still eking out a subsistence in scattered, dis-
organized bands, two older races—dwarves and elves—raised mighty
realms in the mountains and forests. The zenith of both races is now
past, but Faerun is filled with wonders of stone, woed, and magic they
wrought at the heights of their power. Grim dwarven citadels filled
with the clamor of industry and breathtaking elven cities as graceful
as spun glass still stand, even as year by year human dominion grows.

Though they never commanded the power of the dwarves or the
elves, halflings and gnomes have adapted better to the rise of haman-
Kind. Halflings have prospered, taking advantage of the situations
created by the cultural conflicts between the humans and the elder
races. Although halflings hold lands exclusively for their people in
only a handful of places, their settlements can be found throughout
-most human lands, Gnomes prefer more reclusive dwellings and do
not raise mighty citles, but; like the halflings, their homes and set-
tlements are scattered through a dozen human lands.

Other races are sometimes considered civilized folk, too, despite
their smaller numbers. Centaurs and fey roam the great northern
forests, good of heart but growing ever more wary of human incur-
sions. Merfolk rule vast underwater domains in the warm seas of the
south. Proud wemics roam the endless plains of the Shaar. But their
numbers are few compared to even a small human land.

savage peoples and monsters

Against the young human lands and the ancient refuges of the older
races stand ranged a great number of enemies. Foremost among
these are the savage peoples—goblins, orcs, ogres, and all their kin.
Breeding -fierce warriors in dark mountain fortresses and noisome
cavern dens, they regularly burst forth from their strongholds to
pillage and slaughter villages and towns unfortunate enough to lie
in their path.

Faeriin is home to creatures far more malevolent, cruel, and cal-
culating than orc chiefs and rampaging ogres. The deeps of the
Underdark house sinister and powerful beings such as the drow, the
beholders, ‘and the mind flayers, These terrible creatures dream of
enslaving the surface lands and feasting on human cattle while they
rule as the overlords of all Toril.

Neither the uncounted hordes of goblinkind nor the dark powers
that lie beneath the surface world are the most dangerous threat to
human cities and realms, however. That honor must be reserved for
the most terrible and awesome creatures of Facrin—the dragons, No
one knows just how many dragans soar through the icy spires of the
Spine of the World or slither through the depths of the Forest of
Wyrms, but even a single dragon can spell doom for a city. From time
to time, great numbers of dragons take flight at once and wing across
the face of Faeriin in a terrifying rage, burning and devouring at will

Heroes—and villains
,Faerin is a land of heroes both light and dark, and you must choose

where you will stand in the struggle to come. Regardless of race or
station, the most notable creatures to roam Faeriin are its heroes
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and their enemies. In the courts of kings, the dens of thieves, and the
citadels of dark powers, companies of questers, treasure seekers,

monster slayers, and freebooters struggle to preserve the things they

hold dear and to vanquish the enemies who would destroy them.

The most dangerous creaturc.on Faertin is, as you might expect,
a person with the ruthlessness to do whatever is necessary to achieve
her goal. Even a dim-witted ogre can guess what a red dragon might
want when it appears on the horizon, but fathoming the purposes
and designs of a scheming wizard or unscrupulous merchant lord is
far more difficult.

. 3

A world of magic

Toril is steeped in magic. It permeates the entire world. Fallen
empires thousands of years old left portals and wrecked towers scat-
tered across the landscape that are still filled with potent enchant-
ments. Haughty wizards whose spells can lay low entire armies plot
against each other as they pursue their studies into ever more pow-
erful—and more dangerous—ficlds of arcane lore. Deities channel
divine energy through their mortal agents to advance the causes
that interest them. Adventurers of all types, evil and good, wield
mighty spells seemingly at will.

Most Faertinians never learn to speak a spell, but magic touches
their lives in ways they do not always sce. Skilled wizards and sorcer-
ers serve the monarchs of the land, plying their spells to defend their
realms against attack and to watch their enemies’ movements. Clerics
mtercede with the deities to invoke their blessings as real and tangible
benefits to the endeavors of the community. Monstrous aberrations
of twisted magic and warped energy are often the deadliest creatures
to prey on Faerin’s common folk, and adventurers armed with
enchanted steel are the land’s first line of defense agau‘lst such perils.

Ancient Wo_nd ers

The history of Faeran is dominated by the cyclic rise and cataclysmic
destruction of empires founded on knowledge of the intricacies of
magic. The Imaskari wrought magical porfals to bridge the gap
between worlds, only to be destroyed by the god-kings of the slave
races they imported to Faertin. Their lost realm now lies beneath the
dust desert of Raurin. The mighty Empire of Netheril dominated the
center of the continent, its skies graced by floating cities and its wiz-
ards commanding unimagined might. They reached too far and were
destroyed in a magical catastrophe of world-shaking proportions, for-
evgr changing the workings of magic itself. Realms such as Narfell
and Raumathar, Achalantar and Cormanthyr, Illefarn and Hlondath
have left their ruins throughout the world.

Magic both old and strong still slumbers in the wreckage of these
ancient realms. Every year some new marvel is rediscovered in an
old ruin: a spell never before seen or a wondrous item of great power
and high purpose. More often, though, blights and perils long for-
gotten or magical abominations that should never see the light of
day emerge to trouble the world anew, unearthed by those ignorant
or unscrupulous enough to seek them out.

Mages, priests, and minstrels

Crumbling towers and buried vaults of elder lands hold power and
peril beyond compare, but it is the living wielders of magic who shape
Faeriin’s future. Every land in Faertin is home to the lonely towers
of reclusive wizards and the fortresslike temples of clerical orders.
Practitioners of the Art, the wreaking of arcane magic, include the
most powerful mortals to walk the face of Toril Mysterious
enchanters, proud diviners, and depraved necromancers roam Faertin,
engaged in their own secretive business. Some seek deeper knowledge

and greater power, others toil in the service of dark masters, and others
still strive to right wrongs wherever they find them. Any person with
the wits of a fence post treads cautiously in the presence of sorcerers
or wizards, for who can guess at their purposes and designs? .

Inyokers of divine magic, also known as the Power, include the
clerics of Faerun’s multitudinous goddesses dnd gods, Dcvotl:d to the
service of their patron deities, they run the gamut from priests of
Tempus who march with armies to scholarly clerics who carefully
protect knowledge in the hoary halls of the Inner Chamber of
Deneir and the Seat of Lore of Oghma in Berdusk. The deities of
Faeran watch over every corner of the world and aspect of life, and
only a fool would ignore their mortal agents. '

Wizards and clerics are not the only wieldeérs of mag:c in the
world. Druids and rangers serve nature deities and guard the deep
forests. Bards wander the land, carrying news and gossip with their
magical songs. Faertn is a land rich with wielders of magic, and their
works and deeds topple thrones and shake empires.

the
ﬁorrgorren realms
QIon

This book descrlbes in brief a w:de and wonderful world. Most read-
ers will see its wonders and survive its perils for themselves through
the medium of the DunGEONS & Dracons® game. The information
in this work provides you, the Dungeon Master, with a sketch, a
snapshot, of a complete, living, breathing fantasy world in which to
set your D&D® game. It’s a setting for your adventures, a back-
ground for your characters and plots, a set of suggestions for how
you could play a continuing game, and a source of ideas for how to
develop a world of your own.

what vou need to play

You'll need a copy of the PUNGEONS & DRAGONS Player’s Handbook,
DUNGEON MASTER's Guide, and Monster Manual to best use the
material in this book. The Monster Compendium: Monsters of
Faeriin sourcebook is also extremely useful, providing game deserip-
tions of many creatures mentioned in this book.

If you've never played D&D before, this book may not be
for you quite yet. If you’ve never played a roleplaying game
before, start with the De&D Adventure Game before tackling
the ForGorTBN REALMS Campaign Setting. If you're already
familiar with roleplaying games, you may want to start with the
D&D Player's Handbook and play for a while to familiarize your-
self with the game system.

where po 1 start?

Players beginning a FORGOTTEN REALMS campaign should start by
creating a FORGOTTEN REALMS character. Talk with your DM about
the character options he intends to make available in his FORGOTTEN
REALMS game. After that, Chapter 1: Characters is the first place to
go. Chapter 2: Magic 15 also useful if you create a spellcasting char-
acter, and Chapter §: Deities is important if you are going to play a
cleric, druid, paladin, or ranger character.

If you're a Dungeon Master starting a FORGOTTEN REALMS cam-
paign, you should read most of this book eventually. It’s filled with
ideas for plots and villains, rules options to give your game a dis-

tinctive Facrtinian flavor, and tools to help you to run a compre-

hensive and cohesive FORGOTTEN REALMS game. For the DM,
Chapter 8: Running the Realms is the best place to start.

-
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FEILMINSTER

Male human (Chosen of Mystra) Ftrl/Ro.g2/CIr3/Wiz7..O/
Acm3/Epic4: CR 39; Medium-size humanoid; HD 1d10+7 plus
2d6+14 plus 3d8+21 plus 14d4+98; hp 219; Init +10; Spd 30 ft.; AC
29 (touch 17, flat-footed 25); Atk +17/+12/+7 melee (1d8+6/19-20,
+5 thundering longsword) or +15/+10/+5 ranged touch (by spell); SA
Sneak attack +1d6, turn undead 6/day; SQ Archmage high arcana,
Chosen immunities, Chosen spell-like abilities, detect magic,
enhanced Constitution, enhanced Intelligence, epic-level benefits,
evasion, silver fire; SR 21; AL CG; SV Fort +17, Ref +13, Will +17;
Str 13, Dex 18, Con 24, Int 24, Wis 18, Cha 17. Height 6 ft. 2 in.

Skills and Feats: Alchemy +27, Balance +6, Climb +5,
Concentration +34, Decipher Script +9, Diplomacy +6, =
Handle Animal +7, Heal +8, Hide +8, Intimidate +11,
Intuit Direction +6, Jump +5, Knowledge
(arcana) +27, Knowledge (geography) +22,
Knowledge (history) +17, Knowledge (Dale-
lands local) +17, Knowledge (nature) +17,
Knowledge (nobility) +17, Knowledge
(the planes) +22, Knowledge (religion)
+12, Listen +13, Move Silently +8, Open
Lock +6, Perform (dance) +6, Ride +8, '
Scry +27, Search +9, Sense Motive +11, /|
Spellcraft +29, Spot +14, Swim +5, |
Tumble +3; Blooded, Craft Staff, Craft
Wondrous Item, Expertise, Forge
Ring, Heighten Spell, Improved Ini- f"
tiative, Luck of Heroes, Scribe
Scroll, Skill Focus (Spellcraft),
Spell Focus (Enchantment), Spell
Focus (Evocation), Spell Penetration, .
Twin Spell. /

Special Qualities: Archmage High &
Arcana: Arcane reach, mastery of
counterspelling, mastery of elements,
spell power +4 (total). Chosen Immuni-
ties: Elminster is completely unaffect-
ed by attacks that duplicate these
effects: detect thoughts, disintegrate,
Evard’s black tentacles, feeble- /I3
mind, finger of death, fireball, |3
magic missile, sunburst, temporal
stasis. Chosen Spell-like Abilities (all
1/day): dispel magic, lesser irongunard,
see invisibility, shapechange, Simbul's
synostodweomer (converts prepared spells
into 2 points of healing per spell level), spider
climb, teleport without error, thunderlance, true seeing. Detect Magic
(Su): Line of sight. Enhanced Constitution: The Chosen of Mystra
template adds +10 to Elminster’s Constitution. Enhanced Intelli-
gence: Elminster used wish spells to increase his Intelligence. His
Intelligence score has-a +4 inherent bonus included in its value. Epic-
Level Benefits: Bonus spell level X4 (included in the listing below),
six effective levels of wizard and five of archmage (included in
above total). Silver Fire (Su): See Chapter 2 for details.

Cleric Spells per Day: 4/4/3. Base DC = 14 + spell level, 16 + spell
level for evocation and enchantment spells. Domains: Magic (use
spell trigger or spell completion devices as a 26th-level wizard),
Spell (+2"bonus on Concentration and Spellcraft checks). Caster
level 3rd. ;

Wizard Spells per Day: 4/6/6/6/5/4/5/3/3/3/1/1/1/1. Base DC =
21 + spell level, 23 + spell level for evocation and enchantment
spells..Caster level 25th.

Signature Possessions: Ring of protection +3, amulet of natural

Elminster

armor +3, bracers of armor + 7, ring of regeneration, mantle of spell
resistance, +J thundering longsword, Elminster’s eversmoking pipe. As
a very powerful wizard, Elminster has access to incredible resources
and can acquire or make almost any nonartifact item he might need,
given time.

Like his onetime apprentice Vangerdahast, this ancient wizard is
finally starting to seem truly old, prone to long reveries in which he
sees again people and places now long vanished. The strongest of
Mystra’s Chosen rarely moves directly against his foes, preferring to
work through younger and more vigorous heroes.
The Sage of Shadowdale for years confounded the Zhentarim, the
Red Wizards of Thay, and a hundred rival mages while at the same
time training and rearing a long succession of apprentices who all
became superb spellcasters in their own right. Before that he foiled
renegade Chosen, helped found the Harpers, and raised several of
the Seven Sisters. During the Time of Troubles, he
saved Toril by holding Mystra’s power inside him-
self, surviving by his wits and the aid of the
ranger Sharantyr rather than by his magic.
He’s also a passable fighter and thief ‘and a
superb dancer.
; Elminster is a consummate actor and
delights in acts of whimsy, helping the needy and
lovelorn, and dispensing poetic justice to those who
deserve it. He has a heart of gold, a deep need to
bring tyrannical, pompous, and cruel persons low,
and a crotchety, “Don’t push me” manner. After
knowing the love of the goddess Mystra, nothing
awes him or leaves him much afraid.

CHARACTER DESCRIPTION
TERMS

The nonplayer‘character descriptions in
this book, whether presented in a sec-
tion of their own or in a brief parenthetical
mention in the text, use a lot of abbreviations.
See Chapter 8: Running the Realms for infor-
mation about characters of higher than 20th
level.
Character Abbreviations: Standard
Classes: Bbn, barbarian; Brd, bard; Clr,
cleric; Drd, druid; Ftr, fighter; Mnk, monk;
Pal, paladin; Rgr, ranger; Rog, rogue; Sor, sorcer-
er; Wiz, wizard. Specialist Wizards: Abj, abjurer; Gjr,
conjurer; Div, diviner; Enc, enchanter; Evo, evoker; I, illu-
sionist; Neéc, necromancer; Tra, transmuter. DUNGEON MASTER’s
Guide Prestige Classes: Arc, arcane archer; Asn, assassin; Blk, black-
guard; Def, dwarven defender; Lor, loremaster; Shd, shadowdancer.
FoRGOTTEN REALMS Prestige Classes: Acm, archmage; Chm, divine
champion; Dev, arcane devotee; Dis, divine disciple; Gld, guild thief;,
Hrp, Harper scout; Hie, hierophant; Hth, hathran; Prp, Purple
Dragon knight; Red, Red Wizard; Rnc, runecaster; Sha, shadow
adept; Skr, divine seeker. DUNGEON M ASTER’s Guide N'PC Classes:
Adp, adept; Ari, aristocrat; Com, commoner; Exp, expert; War,
warrior. -

Other Abbreviations: LG, lawful good; NG, neutral good; CG,
chaotic good; LN, lawful neutral; N, neutral; CN, chaotic neutral;
LE, lawful evil; NE, neutral evil; CE, chaotic evil; Str, Strength;
Dex, Dexterity; Con, Constitution;-Int, Intelligence; Wis, Wisdom;
Cha, Charisma; HD, Hit Dice; hp, hit points; Init, initiative bonus;
Atk, attacks; Spd, speed; AC, Armor Class; SA, special attacks; SQ,
special qualities; AL, alignment; SV, saving throw bonuses; Fort,
Fortitude; Ref, Reflex; Will, Will.




uarded - wizards of Thay, distrusted by the

common folk of the Dalelands, seek deeper

knowledge in- the elven ruins of Cormanthor.
Determined clerics of Tyr wander the cold lands of the Moonsea,
battling against the sinister influence of the Zhentarim. Stout-heart-
ed shield dwarves seek to free the plundered citadels of their ances-
tors from the feral orcs and ogres that occupy them. Almost any
kind of fantasy hero or villain may find a home in the FORGOTTEN
REALMS® campaign setting. Faertin is an old continent with hun-
dreds of disparate cultures.

In this world, your fighter is not defined simply by his Strength
score of 16 and his mastery of the bastard sword. He is defined by
his homeland, his training, and his background. Just as the Dungeon
Master (DM) carefully crafts adventures to highlight the magic and
perils of the far-scattered lands of Faeriin, each player contributes
to the campaign a character whose personality, motivations, and
attitudes reflect the heroes—or the villains—of a land shrouded in
mystery, myth, and legend.

creatino a
forgoﬁ n gealms
horactrer

Any character created using the rules in the Player’s Handbook
works as a FORGOTTEN REALMS character, but this chapter
explains how to create a character tailored for Faertun and ground-

ed in all the rich detail of the setting. To create a lst-level char-

acter, turn to the beginning of the Player’s Handbook and use the
steps outlined in the Character Creation Basics section. Follow the
Player’s Handbook steps in character creation but add in, the

HARACTERS

additional features to Step 2: Choose Class and Race (choose a
region here as well), Step 7: Select a Feat, and Step 8: Review
Description we describe in this chapter.

charactrer races

Faerun is home to hundreds of intelligent races and gives rise to dozens
and dozens-of potentially heroic paths. In a FORGOTTEN REALMS cam-
paign, a number of new character races are available for players. The
standard races described in the Player’s Handbook are present in
Faerun, although they’re often known by names specific to Toril, the
planet the continent of Faertin is located on. For example, the standard
dwarf is known as the shield dwarf, although gold dwarves and gray
dwarves are commonplace adventurers. Moon elves, rock gnomes, and
lightfoot halflings correspond to the Player’s Handbook elf, gnome,
and halfling, respectively. Humans and half-orcs don’t have any spe-
cific subraces in Faertin, but your choice of home region (see below)
adds a new level of detail to these characters, too.

charactrer classes

Some of the classes described in the Player’s Handbook have signifi-
cant new opportunities in the FORGOTTEN REALMS setting. For
example, every cleric chooses a patron deity from the expansive
Faertinian pantheon. Many of these deities have access to new
domains not described in the Player’s Handbook. In addition to the
prestige classes described in the DUNGEON MASTER’s Guide, your
character can now aspire to join one of a number of new prestige
classes specific to Faertn. While beginning characters won’t qualify
for the archmage class, the Faertinian prestige classes are something
a character may choose to strive toward right from 1st level.

character Begion

The Player’s Handbook only requires you to choose a race and a
class, but the FORGOTTEN REALMS campaign setting also gives you
the ability to further define your character by choosing a region in
which your character grew up (or at least gained most of her early
experience). Your native region helps define your character as part
of the world of Toril and gives you addmonal choices for which feats
and equipment you can have.

Each race and class description lists a number of suggested regions
in which that type of character is particularly common or encour-
aged by the principal culture. If you choose a region where your char-
acter’s class 1s favored, your character gains access to special regional
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feats and bonus starting equipment. See Table 1-4: Character
Regions for a list of the possible regions and the specific benefits, and
consult the Regional Feat Regions map to help in selecting a region.

region-specific skills
A character’s region may also affect his or her list of skills. As a gen-
eral rule, characters with the Knowledge skill often focus on the region
in which they grew up, although characters may focus on regions in
which they have lived as adults or which they have studied in books.

Regional Focus: A character may choose to add a regional focus
to the geography, history, nature, nobility and royalty, or religion
areas of the Knowledge skill. The regional focus provides a +2 bonus
on Knowledge checks that pertaiun to the region in question. For
example, a character may choose Knowledge (Sembian history)
instead of Knowledge (history) in order to be particularly adept at
Knowledge (history) checks pertaining to Sembia.

Local Knowledge: The Knowledge (local) skill per se does not

—_—
Convernng Core D&D
charactrers to ﬁOfgoﬁen
Realms characters

If you created a character with the Player’s Handbook and
would like to bring that character into the FORGOTTEN REALMS
campaign setting, the biggest point of conversion lies insthe
differences between the pantheons. Table 1-1: Deity Conver-
sion shows which FORGOTTEN REALMS deities correspond to the
Player’s Handbook deities.

TaBLE.I—I: DeEITY CONVERSION
Player’s Handbook Delty ForRGOTTEN REALMS Deity

Boccob Azuth, Mystra, Savras, Velsharoon
Corellon Larethian No change
Ehlonna ; Mielikki
Erythnul Cyric, Garagos, Malar
Fharlanghn Seliine, Shaundakul
Garl Glittergold Norchange
Gruumsh No change
Heironeous Torm, Tyr
Hextor Bane, Loviatar
Kord Lathander, Tempus, Uthgar
Moradin No change .
Nerull Cyric, Malar, Talona
q Qbad—Hai Silvanus
Olidammara Oghma Sune, Tymora
Pelor Ilmater, Lathander, Torm
St. Cuthbert . Helm, Hoar, Tyr
Vecna Shar, Velsharoon
Wee Jas Azuth, Kelemvor
Yondalla ; No change

Also, the subraces of Faertin vary from those presented in the
Player’s Handbook and the Monster Manual. For simplicity,
_choose the FORGOTTEN REALMS subrace that matches the racial
ability score -modifiers for your. character. Standard elves
become moon elves, standard dwarves become shield dwarves,
standard gnomes -become rock gnomes, and standard halflings
become lightfoot halflings.

e —

exist in a Forgotten Realms campaign. Instead, a character who
chooses Knowledge (local) must specify the region his knowledge
applies to. For example, someone familiar with the legends and per-
sonalities of Sembia would take the Knowledge (Sembia local) skill.

NEew feQts

This chapter introduces a number of new feats appropriate to vari-
ous lands and cultures of Faertin. A shield dwarven cleric might
learn to fix her spells to objects through the Inscribe Rune feat,
while a Mulhorandi mage could delve into the dangerous lore of the
Shadow Weave and learn to tap sources of magical energy that most
wizards dare not touch. Of course, all the feats described in the
Player’s Handbook are still available to Faertinian characters.

races of fFaertin

Faerun is inhabited by hundreds of different races. Some races are
native and have lived here for uncounted thousands of “years. Others
arrived over centuries of migration and conquest from other planes
and worlds. The races most commonly found as player characters—
humans, dwarves, elves, half-elves, half-orcs, halflings, and gnomes—
are descended from both Faertinian natives and immigrants from
other worlds. Because of their complex ancestry, members of most of
these races and subraces display a wide range of skin and hair colors.

As a further consequence of their mixed heritage, humans,
dwarves, elves, and the other major races of Faerin have much in
common with their kin on other worlds. Rather than repeating facts
that have been established in the Player’s. Handbook, this section
focuses on the ways in which the races and subraces of Faertin differ
from the standard races described in the Player’s Handbook.

Languages: Automatic and bonus languages for all races appear in
~ the race descriptions, since Faeriin is home to a number of unique

tongues. In the case of races for which “home region” appears in the
race description—for example, humans or planetouched—the lan-
guage selection is determined by the character’s home region. See
Table 1—4: Character Regions for details.

A character’s choice of race and region determines her automatic
and bonus languages. Table 1—-4: Character Regions supersedes the
automatic and bonus language information in the Player’s Hand-
book. However, the following languages are always available as bonus
languages to characters, regardless of race or region: Abyssal (cler-
ics), Aquan (water genasi), Auran (air genasi), Celestial (clerics),
Common, Draconic (wizards), Dwarven, Elven, Gnome, Goblin,
Giant, Gnoll, Halfling, Ignan (fire genasi), Infernal (clerics), Orc,
Sylvan (druids), Terran (earth genasi), and Undercommon. Druids
also know Druidic in addition to their other languages.

Regions: Fach race description gives the primary regions or
strongholds of the race. Characters can choose one of these regions
for their home region, they can default to the general racial entry
for their region, or they can choose to be from elsewhere in Faerun.
The information given in this section helps you construct a charac-
ter, but does not directly affect your character’s starting feats or
equipment. The regions/cultural descriptions that key into the
regional feats and equipment-on Table 1-4: Character Regions are
those listed in the Classes section.

HumAaNs

Compared to most of the nonhuman races, who tend to get along with
others of their own race reasonably well, the humans of Faertn are
divided into innumerable competing nations, states, sects, religions,
bandit kingdoms, and tribes. Humans argue about anything, fight
about most things they argue about, and hold dear among their many
deities quite a few who actively encourage that type of behavior.
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The longer-lived races of elves and dwarves tend to have respect
for indivjdual humans who deserve it without necessarily respecting
the entire race. The elves have difficulty forgetting that the first
human empires of Netheril, Raumathar, Narfell, and other ancient
lands were built upon magical secrets borrowed or looted from the
elves. The fact that those early human empires invariably corrupt-
ed themselves with evil magic does not reassure the elves. The
dwarves, particularly the shield dwarves of northern Faertin, respect
humans as fierce warriors, but fear that there would be little room
for their race in a world dominated by humankind.

Humans don’t see it that way, of course. Their greatest heroes out-
shine the deities themselves, or become deities in their own right. Unfor-
tunately, the same could be said of humanity’s greatest villains, and that
is the challenge facing any human adventurer. Power comes at a cost.

Regions: Humans can be found in almost every corner of Faerun.
Decide what character class you wish to play and pick a region listed
in the class description, consult Table 1—4: Character Regions or
browse through Chapter 4: Geography for a region that seems appro-
priate to your character.

Racial Abilities: Human characters, regardless of region, have all
the human racial traits given in Chapter 2 of the Player’s Handbook
except as follows:

* Automatic Languages: Common, home region. Bonus Languages:
Any (other than secret languages, such as Druidic).

DWARVES

Dwarves ruled vast kingdoms beneath hill and mountain long before
humans wandered into Faerin. Many sages suspect that the first
dwarves came to Faerin millennia ago in a great migration from
another plane. However, it occurred so long ago that evidence of it
is almost nonexistent, and meanwhile the dwarves are now as natu-

t—f

ral a part of Faertin as the mountains themselves. The two main
dwarven subraces are the shield dwarves of northern Faertn and the
gold dwarves of the far south. The gray dwarves, or duergar, are an
Underdark race less common than their surface kindred. The gray
dwarves are generally evil, although a few exiles defy this rule.

Male dwarves of any type take pride inf their beards, the most
remarkable of any race. Some female dwarves of Faertin can grow
beards, too, often passing as males among the nondwarves of the sur-
face lands. Dwarven women may choose to shave their beards to match
human-style expectations of beauty, while others glory in luxurious
plaited beards that match their hair or wear sharply cut goatees.

For many generations the dwarven race declined in numbers
from endless wars with orcs and their kin. However, in the Year of
Thunder (1306 DR), the great god Moradin bestowed a new blessing
upon his people. The dwarves tell different stories about the source
of this blessing, which they refer to as the Forge or the Thunder
Blessing. Some say that it was the result of a mighty quest by a dwar-
ven heroine. Others say that Moradin had planned to reforge his
peoples’ souls all along. Whatever the source of the blessing, the
birthrate among dwarves has soared until it is now fully half as high
as that of a young and vigorous human land.

The new dwarven generation is commonly referred to as the
thunder children. Nearly a fifth of dwarven births after the Thun-
der Blessing have resulted in identical or fraternal twins. The thun-
der children share little of the fear and distrust of arcane magic
possessed by their ancestors. Most dwarves still feel more com-
fortable wielding an axe instead of a wand, but many thunder chil-
dren, particularly the twins, study wizardry or the sorcerer’s arts.

In the past few years, these thunder children have come of age,
and dwarves are once again a common sight in Faertin. Many young
stout folk leave their homes in groups of a hundred or more to
found new clans in hills unclaimed by other dwarves. Others have
chosen to wander the world, seeking glory and wealth.

folk-of Faertn

Ah, humans, now. There’re a lot of us, to be sure, flung far across
all these lands, and more besides, across the sundering seas. We
battle like orcs and dream like elves and work harder than all but
the dwarves at their forges—and we cover Faeran.

There was a time when any fool could have told you where the

folk of this land or that came from, but now we sail or ride so far

. and often that we’re all from everywhere. Even the most isolated
villages hold folk who hail from they know not where.

Yet you can still tell something of where someone hails from by
their hair and build and skin and manner, though any traveler
knows not to assyme too much from a qulck glance. Remember
that, and hearken:

If you look upon tall build, pale skin, hair of flame or straw, and
eyes of hazel or blue, slow to speak, apt to frown at cities and go
wide-eyed in wonder at finery or magic, then you look upon a

&,

Northerner of the Sword Coast. If such a one has darker hair, more .

muscular build and speaks swifter, he may be from the Moonsea
North, or easterly in-the Cold Lands. Both kindreds roar at war and
in drink, and like to sing—Ilong rising and falling chants. They spit
and growl and can speak many words with their glares.

If folk are of medium height and all manner of hues about their,
hair and eyes, you gaze upon Heartlanders. They’re more stocky—
burly, some say—in the Dales, and apt to be fine-featured and
handsome in Cormyr and Tethyr, with more Southern blood
(black hair, yellow. or orange eyes, and dusky skin) in Waterdeep,

Amn, the Dragon Coast, and Sembia. Heartlanders aressoft-spoken
and careful, knowing well how easy it is to offend, with so many
folk brushing blades past each other.

The folk of Turmish are dark brown in the skin and black in the
hair. The Vilhon Reach and the Border Kingdoms about the Lake
of Steam are crossroads where all folk mix and marry—and look
it. Courtesy and fair speech are virtues in these lands, and these
folk weave wondrous compliments into every greeting.

Calimshan, now, is a place of dusky skin—nut-brown to ochre—
with much black body hair that the sun may bleach almost white.
Shorn and shaved and oiled often, such hides turn golden. Thayans
are much the same. Dark dun skins can be seen in the Old Empires,
alongside red eyes and paler skins, many the hue of new parchment.
The slaves there betray many bloodlines from other lands.

Proud they are, all these people, and sharp of brows and looks,
with finely chiseled features.

In the lands around the Easting Reach they turn slender and
shorter and agile, soft-spoken again like Heartlanders. Beyond, in
Rashemen and Narfell, skins go swarthier and manners are hard
as a well-made blade. It is said that no Nar can rest until he
avenges the smallest slight with blood, and any Rashemi is capable
of finding an insult in the most innocuous of remarks.

Why the gods make us all different, only they know.

—Olram Faravaerr, Merchant of Mintarn

———————
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Gold Dwarf
Shield Dwarf

Gold Dwarves

Unlike the shield dwarves, the gold dwarves maintained their great
kingdom in the Great Rift and did not decline in terrible wars
against evil humanoids. While they practiced some magic, they
never acquired the hubris that caused the downfall of some human
nations. Confident and secure in their remote home, the gold
dwarves gained a reputation for haughtiness and pride.

Since the Thunder Blessing, many young gold dwarves have left
the Great Rift and are exploring the rest of Faertin. The folk of
other lands have learned that while some gold dwarves are aloof and
suspicious, for the most part they are forthright warriors and
shrewd traders.

Regions: The ancestral home of the gold dwarves is the Great
Rift, located in the dry plains of the Shaar. Gold dwarven outposts
can also be found in the Smoking Mountains of Unther and in the
Giant’s Run Mountains west of the Vilhon Reach. The gold dwarf
entry on Table 1-4: Character-Regions describes characters raised in
the Rift. E

Racial Abilities: Gold dwarves have all the dwarven racial traits
given in Chapter 2 of the Player’s Handbook except as follows:

* +2 Constitution, —2 Dexterity: Gold dwarves are stout and tough,
but not as quick or agile as other races.

* +1 racial bonus on attack rolls against aberrations: Gold dwarves
are trained in special combat techniques against the many bizarre
creatures that live in the Underdark. (This replaces the attack
bonus against orcs and goblinoids.)

* Automatic Languages: Dwarven, Common, home region. Bonus
Languages: Giant, Gnome, Goblin, Shaaran, Terran, Untheric.

II

Rock Gnome

Deep Gnome

Gray Dwarves

Long ago, mind flayers conquered the strongholds of clan Duergar
of the dwarven kingdom of Shanatar. After generations of enslave-
ment and cruel experimentation at the hands of the illithids, the
duergar rose against their masters and regained their freedom. They
emerged as a new subrace of dwarf with limited mental powers.

The gray dwarves are an evil and bitter race, but retain the supe-
rior skill and workmanship of dwarvenkind. They have found a
niche for themselves in the Underdark, creating armor and weapons
to trade with the warring races of that realm. They seem to have
been denied the Thunder Blessing.

Duergar on the whole are evil, but some turn their backs on their
fellows and seck a different sort of life. For some, this means aban-
doning the evil gods of the duergar and embracing the traditional
dwarven pantheon, while for others it is a more practical betrayal,
usually involving stealing from other gray dwarves. When discov-
ered, an outcast is typically stripped of his possessions, tattooed on
the face and arms to mark him as a criminal, and cast out under
penalty of death. Some clans secretly aid their outcasts—or encour-
age them to leave before they are found out. To return is to die.

This grim fate drives most outcasts to the surface, where they
struggle to survive in an unwelcoming world. The surface dwarves
hate the duergar because they turned to evil, and no other ‘surface
races hold much love for the gray dwarves. Most of the gray dwarves
met by surface dwellers are tattooed exiles, although a small number
were lucky or smart enough to leave before being discovered.

Male and female duergar are bald, and women do not grow
beards. They are much thinner than other dwarves, with severe
facial expressions, gray hair, and gray skin. »
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faerunian Names

Faeriin is vast. Among humans alone, its inhabitants bear literal-
ly thousands upon thousands of names. Some folk have no sur-
names, others have a common clan name, and others have a
“son/daughter of” appellation, In Tharsult, Tashalar, and the

- Border Kingdoms, the word “saf} is much used. It means “of the

blood of,” and denotes a famous ancestor—or falsely claimed
ancestor—so that a farmer might be “Baer sar Thardizar,” after
the famous warlord of centuries ago.

Older usages such as “of the” and the name of a trade or placc
(such as Ruthrar o the Forge and Sammert o the Hollow) are
falling out of favor and are now rarely heard. Only.mwds and the
most haughty adventurers use personal achicvements in their

. mames, such as Dastrin of the Three Thunders or Belgaert of the

Deadly Stand, and this, too, is dying out. Occupations can be seen

within names, however: Te/ is an old word for “works at™er “works _

with,” forar once meant trayeler or peddler, belder was-a gﬁard or
warrior on patroL turnghuld was a digger, and tursstone a miller.

The names given here are by language, since areas sharing a
common tongue tend t6'use the same names.

* Aglarondan: Male: Aclthas, Courynn, Folcoerr, Gaedynn, .

Mourgram, Sealmyd, Yuiredd. Female: Blacra, Courynna, Lyn-

neth, Maera, Moutns. Wydda. Surnames: Aengritor, Dulsaer, Gel-”
. ebiracs, Jacerryl, Tclata,crr Uthelienn,

Alzhedo: Male: Aseir, Bardeid, Haseid, Khemed, Mehmen,
Sudeiman, Zasheir. Female: Atala, Ceidil, Hama, ]asmal. Meilil,
Seipora, Yasheira, Zasheida. Summq!.‘ Basha, Dumein, Jadsan,
Khalid, Mostana, Pashar, Rein.

Chessentan: Msle Aeron, Daclru:, Eurid, Nicos, Omeus,
Pharaxes, Thersos, Xandos. Female: Ariadne, Cylla, Eriale,
Halonya, Tdriane, Mera, Numestra, Sinylla. Surnames: Aporos,
Corynian, Heldeion, Morieth, Nathos, Sphacrideion, Zora.

Chondathan: Male: Darvin, Dorn, Evendur, Gorstag, Grim, |

Helm, Malark, Mérn; Randal, Stedd. Female: Arveene, Esvele,
Thessail, Kerri,"Lureene, Miri, Rowan, Shandri, Tessele. Sur-
names: Amblecrown, Buckman, Dundragon, Evenwood, Greycas-
tle, Taﬂst:lg

Chultan: Male: Atuar, Kwaluy, Losi, N{czw, Nsi, Osaw, Selu,
Weshtek. Female: Azuil, Chuil, Flpy.'l, Isi, Lorit, Mainu, Sana,
Tefnck. Surmames: None.”

Damaran: Male: Bor, Fodel, Glar, Grigor, Igan, Ivor, Kasef,
Mival, Orel, Pavgl, Sergor. Female: Alethra, Kara, Katernin,
Mara, Natali, Olma, Tana, Zora., Surnames.: Bersk, Chernin, Dotsk,
Kulenov, Marsk, Nemetsk, Shemov, Starag,

Dambrathan: Ma/e: Acthelmed, Houn, Rh.waun, Umbril,
Wasrvyn, Xacemar, Zeltacbar. Female: Chourm, Glouris, Maeve,
Hayaera, Sevaera, Xaemarra, Zracla. Swrmames: Calaumystar,
Lharaendo, Mristar, Talaudrym, Wyndael

Du.rpl.n. Male: Charva, Diima, Hukir, Jama, Kilimut, Oakut,
Pradir, Rajaput, Sikhil. Female: Apret, Bask, Erilet, Fanul, Hist,
Mokat, Nismet, Ril, Tiket. Swrnames: Beszrizma, Dathdrathi,
Melpurvatta, Nalambar, Saqarastar, Tiliputakas.

Dwarven: Male: Barundar, Dorn, _Toym, Khondar, Roryn,
Storn, Thorik, Wulgar. Female: Belmara, Dorna, Joylin, Kiira,
Sambril, Tace, Umil. Surnames: Bladebite, Crownshield, Gor-
drivver, Horn, Skulldark, Stoneshield. ‘

Elven: Malg: Aravilar, Faclar, Mourn, Nym, Orlpar, Saevel,
Respen, Rhistel, Taeghen. Female: Amra, Hacathra, Imizael,
Jastra, Jhaumrithe, Quaniara, Talindra, Vestele. Swrmames:
Amalith, Braegen, Caliludra_. Eveningfall, Laelithar, Moor;dom'l,
Tarnruth.

Elven (Drow): Mafe:-jﬂ]xk, Drizze, Ilmryn, Merinid, Pharaun, ©
Rizzen, Tebryn, Zaknafein. Female: Akordia, Chalithra, Eclavdra, _

Jhaelrnya, Nedylene, Qilué, SiNafay, Viondril. Surmames: Abaeir,
Co[oa.ra, Glannath, Illistyn, Pharn, Seerear, Vrinn, Xiltyn,

Gnome: Male: Burgell, Colmarr, Dorgan, Falrinn, Ha.lhrfﬁn, .

Orlamm, Rondell, Stolig. Female: Calanddra, Toriss, Tyiss, Jaree;
Lissa; Meree, Nathee, Zelazadda. Surmames: Blackrock, Blimth,
Greatorm, Rivenstone, Tavartarr, Uvarkk, Whitehorn.

Halfling: Male: Blazanar, Corkaury, Dalabrac; Halandar,
Ombert, Robere, Thiraury, Wilimac. Female: Aloniira, Calathra,
Deldiira, Melinden, Olpara, Rosinden, Tara, Weninda: Surwames:
Aumble,  Bramblef oot, Dardragon, Hardingdale, Mcrryma.r,
Starnhap,

. Halruaan: Male: Aldym, Chand, Hostegym, _Me]cghmt, Pres<

mer, Sandrue, Tethost, Uregaunt. Female: Aithe, Alacthe, Chalan,
Oloma, Phacle, Sarade, Vosthyl. Swranames; Avhoste, Darants,
Gedreghost, Maurmeril, Stamaraster, Zorastryl. .

Lantanese: Male: Eberc, Fodoric, Koger, Lambrac, Midoc,
Norbert, Samber, Tibidoc. Female: Avilda, Bersace, Charissa, Mel-
sany, Phacrilda, Ravace, Umbrasy. Swrwames: Angalstrand,
Decirc, Lamstrand, SeKorc, SeLangstra, SeMilderic.

Tlluskan: Male: Ander, Blath, Bran, Frath, Geth, Lander, Luth,
Malcer, Stor, Taman, Urth. Female: Amafrey, Betha, Cefrey,
Kethra, Mara, Olga, Silifrey, Westra. Surnames: Bright\iromi,
Helder, Hornraven, Lackman, Stonar, Stormwind, Windrivver,

Mulhorand: Male: Aoth, Bareris, Ehput-Ki, Kethoth, Mumed,
Ramas, So-Kehur, Thazar-De, Urhur. Female: Arrzima, Chathi,
Nephis, Nulara, Murithi, Sefris, Thola, Umara, Zolis. Surnames:
Ankhalab, Anskuld, Fezim, Hahpet, Nathandem, Seprct,'
Uuthrakt. ‘

Ore: Male: Besk, Durth, Fang, Gothog, Harl, Kesk, Orrusk,
Tharag, Thog, Ugurth. Female: Betharra,* Creske, Edarreske,
Duvaega, Neske, Orvaega,"Varra, Yeskarra, Swrnames: Dummik,
Horthor, Lammar, Sormuzhik, Turnskull, Ulkrunnar, Zorgar.

Rashemi: Male: Borivik, Faurgar, Jandar, Kanithar, Madis-
lak, Ralmevik, Shaumar, Viadislak. Femade: Fyevarra, Hulmar-
ra, Immith, Tmzel, Navarra, Shevarra, Tammith, Yuldra.
Surnames: Chergoba, Dyernina, Iltazyara, Murnyethara,
Stayanoga, Ulmokina.

Shasran: Male: Awar, Cohis, Damota, Gewar, Hapaw,
Laskaw, Moktar, Sencsaw, Tokhis. Female: Anet, Bes, Dahvet,
Fagem, Idim, Lenet, Mogem, Neghet, Sihvet. Surunames: Cor
Marak, Hiaw Harr, Laumee Harr, Moq Qo Harr, Taw Harr,
Woraw Tarak, ' _

Tashalan: Male: Angwe, Dhmai, Gharbei, Indo, Masambe,
Morife, Ngongwe, Scpoto. Female: Ayesha, Bhula_._, Lashela, Intin-
gl, Mashai, Shevaya, Shesara, Ushula. Swrnames: Damarthe,
Ghomposo, Ishivin, Jalamba, Konge, Maingwe, Wasatho.

Tarmic: Male: Anton, Diero, Marcon, Pieron, Rimardo,
Romero, Salazar, Umbero. Female: Balama, Dona, Faila, Jalana,
Luisa, Marta, Quara, Selise, Vonda. Surwames: Agosto, Astorio,
Calabra, Domine, Falone, Marivaldi, Pisacar, Ramondo.’

Uluik: Male: Aklar, Hilur, Liruk, Namiir, Selmik, Uknar,
Tirmuk, Wariik. Female: Chamuk, Tirkik, Kagiik, Lelchik, Nirval,
Talchuk, Valiir, Wenvik. Suraames: None.

Untheric: Male: Azzedar, Chadrezzan, Gibbur, Horat, Kassur,
Numer, Samar, Ungred. Female: Chadra, Ilzza, Jezzara, Marune,
Saldashune, Xuthra, Zeldara. Surnames; S:ldom used, patronymics
preferred. 2
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Regions: The gray dwarven strongholds are all located in the
Underdark. The gray dwarf entry on Table 1—4: Character Regions
describes the traits of this kind of duergar culture.

Racial Abilities: Duergar have all the dwarven racial traits given
in Chapter 2 of the Player’s Handbook except as follows:

e +2 Constitution, —4 Charisma. Duergar are extremely withdrawn
and guarded.

* Darkvision up to 120 feet.

* Immune to paralysis, phantasms, and magic or alchemical poisons
(but not normal poisons). Duergar acquired immunity to some
illusions and many toxic substances during their servitude to
mind flayers.

* +4 racial bonus on Move Silently checks. Gray dwarves excel in
stealthy movement.

* +1 racial bonus on Listen and Spot checks.

e Spell-Like Abilities: 1/day—enlarge and invisibility as a wizard
twice the duergar’s level (minimum 3rd level). These affect only
the duergar and whatever it carries.

* Light Sensitivity: Duergar suffer a —2 circumstgnce penalty to
attack rolls, saves, and checks in bright sunlight or within the
radius of a daylight spell.

¢ Automatic Languages: Dwarven, Undercommon, home region.
Bonus Languages: Common, Draconic, Giant, Goblin, Orc,
Terran.

* Level Adjustment +2: Duergar are more powerful and gain lev-
els more slowly than most of the other common races of Faertn.
See the Powerful Races sidebar for more information.

Shield Dwarves

The sculpted halls and echoing chambers of dwarven kingdoms
are scattered through the Underdark like forgotten necklaces of
semiprecious stones. Dwarven kingdoms such as Xonathanur,
Oghrann, and Gharraghaur taught the less civilized races of
Faertin what it meant to hold and wield power. Unlike the
ancient human empires, the dwarves distrusted magic, so they
were never seduced to the heights of magical folly that toppled
Netheril and Imaskar. Instead, the dwarves became locked in
eternal wars with goblin-kind and the other dwellers in the
Underdark. One by one, the dwarven empires of the north failed,
leaving only scattered survivors in the mountains or uncon-
quered sections of the Underdark. -

The clans that survived these battles are the shield dwarves.
For many human generations they were divided into two types:
the Hidden, given to reclusion and secrecy, and the Wanderers,
comfortable with other races and inclined to exploration. Since
the Thunder Blessing, the older members of Hidden clans are
beginning to change their hearts. Within a few decades the dif-
ferences between Hidden and Wanderer may become meaningless.

Regions: Shield dwarven holds exist in Damara, Impiltur, the
North, the Silver Marches, Vaasa, the Vast, and the Western Heart-
lands. Citadel Adbar (north and east of Silverymoon, but counted as
in that region for these purposes) is the most famous shield dwarven
city. Most shield dwarven characters select one of these homelands
or the shield dwarf entry on Table 1-4: Character Regions as their
native region.

Racial Abilities: Shield dwarves have all the dwarven racial traits
given in Chapter 2 of the Player’s Handbook except as follows:

¢ Automatic Languagesz Dwarven, Common, home region.
Bonus Languages: Chondathan, Draconic, Giant, Goblin,
Illuskan, Orc.

ELVES

Faertin is home to six major subraces of elves, which some sages
believe were brought to this plane long ago by their gods. The moon
elves, sun elves, and wood elves are joined in loose allegiance to the tra-
ditions and authority represented by the Elven Court, now located on
the island of Evermeet, and in the person of Queen Amlaruil. Most
drow elves treat other elves as despised enemies, and the wild elves usu-
ally ignore the decrees of the civilized elves of Evermeet. The sea elves
are an aquatic people who rarely interact with their surface kindred.

Drow

Descended from the original dark-skinned elven subrace called the
Illythiiri, the drow were cursed into their present appearance by the
good elven deities for following the goddess Lolth down the path to
evil and corruption. Also called dark elves, the drow have black skin
that resembles polished obsidian and stark white or pale yellow hair.
They commonly have very pale eyes in shades of lilac, silver, pink,
and blue. They also tend to be smaller and thinner than most elves.
Most drow on the surface are evil and worship Vhaeraun, but some
outcasts and renegades have a more neutral attitude.

Drow have a unique language, Drow Sign Language, that allows
them to communicate silently with hand gestures at distances of up
to 120 feet as long as they can see each other. Drow Sign Language
is a bonus language for drow; others have to spend skill points to
learn it. It has no alphabet or written form.

Regions: Menzoberranzan, home city of the famed exile Drizzt
Do’Urden, is the most famous drow realm. The drow- elf entry on
Table 1-4: Character Regions$ describes any character from Men-
zoberranzan or a similar Underdark city. Drow hailing from Cor-
manthor or the High Forest may instead choose the wood elf region

~ and its associated feats and equipment.

I3

Racial Abilities: Drow have all the elven racial traits listed given
in Chapter 2 of the Player’s Handbook except as follows:

e +2 Dexterity, —2 Constitution, +2 Intelligence, +2 Charisma. The
drow have ruthlessly selected for agility, intelligence, and force of
personality over generations.

 Spell-Like Abilities: 1/day—dancing lights, darkness, and faerie
fire. These abilities are as the spells cast by a sorcerer of the
drow’s character level.

* Darkvision up to 120 feet. This replaces elven low-light vision.

* Proficient with either rapier or shortsword; proficient with hand
crossbow and light crossbow. This replaces the standard elven
weapon proficiencies.

» Light Blindness (Ex): Abrupt exposure to bright light (such as
sunlight or a daylight spell) blinds a drow for 1 round. In addi-
tion, drow suffer a —1 circumstance penalty on all attack rolls,
saves, and checks while operating in bright light.

 Spell resistance of 11 + character level.

e +2 racial bonus on Will saves against spells and spell-like abilities.

* Automatic Languages: Elven, Undercommon, home region.
Bonus Languages: Abyssal, Common, Draconic, Drow Sign
Language, Goblin, Illuskan:

* Favored Class: Wizard (male) or cleric (female).

e Level Adjustment +2: Drow are more powerful and gain levels
more slowly than most of the other common races of Faerun. See
the Powerful Races sidebar for more information.

Moon Elves

Moon elves are the most common sort of elves in Faerin. Also
called silver elves, they have fair skin (sometimes tinged with
blue) and hair of silver-white, black, or blue. (Humanlike colors
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are rare, but possible,) Their eyes are blue or green, with gold
flecks. They are the elven subrace most tolerant of humankind,
and most half-elves are descended from moon elves.

LOCKR\WVGOD

Regions: Moon elven domains can.be found in the woodlands of
the Dalelands (in Cormanthor), Evermeet, the High Forest, the
North, Silverymoon, and the Western Heartlands. Evereska, on the

the retreat, and afrer

Among the Fair Folk there is a Calling that is a yearning to go
west over the sea to Everineet. [t comes to most elves late in their
lives, but some feel its tug early, and others are never touched by
it at all. Some who have both elven and human blood, as I have,
feel it, and others do not. I am so far unmoved by the Calling, and

I am beginning to believe I never will be. Simply put, the Calling,-

which humans and elves alike have termed the Retreat, seems to
have come to an end.

No elven-council or ruler has decreed an ending to the Retreat.
Weary of mortal affairs, exhausted by warfare and care, the
Retreat offered elvenkind a hope of lasting peace in a land beyond
mortal reach. It is enough to know that for thousands upon thou-
sands of years, as orcs and men spread and raged across Faerin,
elyes withdrew by’ persal and ship and far-faring magic westward
to Evermeet. Yet now no more ships set sail, no more secret com-
panies steal forth in the shadows never to be seen again. The
Retreat is ended. All these Fair Folk who wished to leave have left.

Cormanthor, Ardeep, and other traditional holds stand largely
abandoned, fading to pale echoes and shadows of their former
splendar, Where once elves abode in easy mastery over unbroken
forest, now humans till and rumble in ther carts and wagons, and
winds howl across bare lands. Elves who remain bide in the shad®

*_

ows, and speak softly; gliding with adroit grace ::muud‘ and among
men like silver ghosts in moonlight.

It seems to me that many Fair Folk dwelling in-Faertin today
are like fine-cut, glittering gems, or warswords: fair to lock upon,
but tempered cold and hard of necessity. And abide they do still—
ah, yes, know this: the Retreat s ended,'and many elves remain.
Hear you fey, facric trumpets in the moonlight, or see impossibly
graceful figuses dancing in silver armor as free-flowing as any fine
gown, long slender fingers curled about harp-strings and pipes and
long, curving swords with equal deftness?

The elves are still here—and more than that: Some are return-
ing. They are coming back east with ready sword and wisdom in
the ways of humankind. Aye, you may cut down this tree and that,
but are you then frec of all treest No, they spring up, in the teeth
of your will that such a place be bare of trees. Spring up anew, and
endure . . . and when your breath is foreveér stilled and your bones
lie among their roots, the trees will be standing still, covering the
ground you hewed them from once more with their shade. Patient
and looking down the long.years, elves are trees among men.
Learn this, if you learn natight else of the Fair Folk.

—Cambrizym of Candiekéep, Sage Pursuivant

posmyo0] ppeL bq wouvusmyly
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western edges of Anauroch, is the strongest elven domain remaining
in Faertin. The moon elf entry on Table 1-4: Character Regions
describes characters from any small elven forest community.

Racial Abilities: Moon elves have all the elven racial traits given
in Chapter 2 of the Player’s Handbook except as follows:

e Automatic Languages: Elven, Common, home region. Bonus
Languages: Auran, Chondathan, Gnoll, Gnome, Halfling,
Illuskan, Sylvan.

Sun Elves

Sun elves are less common across Faeriin than moon elves, because
most live on Evermeet, where nonelves are not allowed. Also called
gold elves, they have bronze skin, golden blond, copper, or black
hair, and green or gold eyes. These are seen as the most civilized and
haughty elves, preferring to remain separate from nonelven races.

Regions: Aside from Evermeet, where they are most common,
sun elves can be found in the woodlands of the North, Silverymoon,
and the Western Heartlands. The realm of Evereska is home to a
number of powerful sun elven families. The sun elf entry on Table
1—4: Character Regions describes the scions of sun elven families.

Racial Abilities: Sun elves have all the elven racial traits given in
Chapter 2 of the Player’s Handbook except as follows:

e +2 Intelligence, —2 Constitution. Sun elves value study and con-
templation over the feats of agility learned by most other elves.

e Automatic Languages: Elven, Common, home region. Bonus
Languages: Auran, Celestial, Chondathan, Gnome, Halfling,
Tlluskan, Sylvan.

Wild Elves

The very rare wild elves are rarely seen by others, because they live
in the heart of thick forests and they have incredible skill at keep-
ing hidden. Also called green elves, their skin tends to be dark brown,
and their hair ranges from black to light brown, lightening to sil-
very white with age. :

Regions: Wild elves favor warm southern forests and jungles, such
as the Chondalwood, the Methwood, the Forest of Amtar, and the
Misty Vale. Wild elven characters may use the wild elf entry on
Table 1-4: Character Regions or choose the Chondalwood, Chessen-
ta, Chult, or the Shaar as their home region. .

Racial Abilities: Wild elves correspond exactly to the wild elves
presented in the Monster Manual. They have all the elven racial
traits given in Chapter 2 of the Player’s Handbook except as follows:

e +2 Dexterity, —2 Intelligence. Wild elves are hardier than other
elves, but favor physical action and feats of athleticism instead of
learning to solve problems.

e Automatic Languages: Elven, Common, home region. Bonus
Languages: Gnoll, Illuskan,-Orc, Sylvan, Tashalan.

* Favored class: Sorcerer.

Wood Elves

Wood elves are reclusive, but less so than the almost feral wild elves.
Also called copper elves, they have coppery skin tinged with green,
and brown, green, or hazel eyes. Their hair is usually brown or black,
with blond and coppery-red occasionally found.

Regions: The High Forest is home to many wood elves. Smaller
communities can be found in the forests of the Dalelands (especial-
ly Cormanthor), the Great Dale, the North, Tethyr, and the West-
ern Heartlands. The wood elf entry on Table 1—4: Character Regions
is appropriate for characters from any of these places.

Racial Abilities: Wood clves are very similar to the wood elves
presented in the Monster Manual. They have all the elven racial
traits given in Chapter 2 of the Player’s Handbook except as follows:

e +2 Strength, +2 Dexterity, —2 Constitution, —2 Intelligence, -2
Charisma. Wood elves are strong but slight, and tend to be less
cerebral and intuitive than other elves.

* Automatic Languages: Elven, Common, home region. Bonus
Languages: Chondathan, Draconic, Gnome, Goblin, Gnoll, Sylvan.

* Favored class: Ranger.

GNOMES

The human scholars of Candlekeep refer to the gnomes as the For-
gotten Folk, for their willful evasion of the great wars and tragedies
that color the history of Faeriin’s other races. While the gnomes
have been slaves of powerful nations such as Netheril and Cal-
imshan in the past, they have never been conquerors. For the most
part, they have lived in out-of-the-way forests and hills, untroubled
by the conflicts that occupy human, elven, and dwarven attention.
That has changed as the number of humans in Faertin has grown.
Many gnome youngsters now question the wisdom of attempting to
remain completely separate from other societies. Change within
gnome communities is slower than in human ones, but more and more
young gnomes are leaving home to-live as travelers or adventurers.
When Gond, the god of invention, appeared to the world in the
form of a gnome, many young gnomes took that as a sign that it
was time for gnomes to invent a new way of life. These followers of
Gond share the standard gnome distaste for joining organizations
that are too big, so they tend to organize themselves into small
groups of like-minded inventors rather than trying to remake

gnome communities in their own image.

Iy

Deep Gnomes

Hidden in the depths of the Underdark live the svirfneblin, or deep
gnomes. Reclusive, suspicious, and resentful of intrusion into their cavern
homes, the deep gnomes share little of the humor or openness of their
surface cousins. Where a rock gnome community bursts with energy,
excitement, and laughter, a svirfneblin city is a dull and colorless place
of echoing silence and furtive motion in the shadows. All hands are raised
against the svirfneblin—or so the deep gnomes believe, anyway.

The deep gnomes may be the world’s stealthiest and most elusive
folk. Centuries upon centuries of surviving the deadly perils of the
Underdark have bred in this race an amazing gift for avoiding atten-
tion. In their cavern homes they are nearly undetectable with magic,
and even in the strange and threatening (to them) surface world, the
deep gnomes’ natural stealth makes them difficult to spot or catch.

Svirfneblin have gnarled physiques, brown or gray skin, gray eyes,
and gray hair (although males are bald). They tend to be sullen,
withdrawn, and suspicious to a fault.

Regions: Very few of the Underdark towns and strongholds of the
deep gnomes are known to the surface world. Most svirfneblin char-
acters can be described accurately enough by the deep gnome entry
on Table 1-4: Character Regions.

Two years ago, several hundred svirfneblin from the city of
Blingdenstone were driven to the surface in the Silver Marches
when their city was overrun by drow-summoned demons. These
exiles sought refuge in the lands of Silverymoon and are occasional-
ly seen in the North,

Racial Abilities: Svirfneblin have all the gnome racial traits given
in Chapter 2 of the Player’s Handbook except as follows:

e -2 Strength, +2 Dexterity, +2 Wisdom, —4 Charisma. Quick and
perceptive, svirfneblin are suspicious and retiring to an extreme.
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* Darkvision up to 120 feet. This replaces gnome low-light vision.

» Spell-Like Abilities: 1/day—b&lindness, blur, and change self.
These abilities are as the spells cast by a wizard of the svirfneb-
lin’s character level (save DC 10 + spell level). This ability re-
places the gnome ability to cast the O-level spells dancing lights,
ghost sound, and prestidigitation.

* Stonecunning: Like dwarves, svirfneblin receive a +2 racial bonus
on checks to notice unusual stonework. Something that isn’t stone
but that is disguised as stone also counts as unusual stonework. A
deep gnome who merely comes within 10 feet of unusual
stonework can make a check as though actively searching and can
use the Search skill to find stonework traps as a rogue can. A
svirfneblin can also intuit depth, sensing the approximate distance
underground as naturally as a human can sense which way is up.

* Nondetection (Su): Svirfneblin have a continuous nondetec-
tion supernatural ability as the spell cast by a wizard of their
character level.

 Spell resistance of 11 + character level.

* +4 dodge bonus against all creatures (no special bonus against giants).

+2 racial bonus on all saving throws.

+2 racial bonus on Hide checks, which improves to +4 in darkened

areas underground.

e Automatic Languages: Gnome, Undercommon, home region.
Bonus Languages: Common, Draconic, Dwarven, Elven, Illuskan,
Terran.

e Level Adjustment +3: Svirfneblin are more powerful and gain
levels more slowly than most of the other common races of
Faertn. See the Powerful Races sidebar for more information.

Rock Gnomes

Rock gnomes are the most common type of gnomes in Faertin, and
are usually just called gnomes, since they are the only sort that sur-

face dwellers ever see. The rock gnomes of Faertn are nearly iden- °

tical to the gnomes portrayed in the Player’s Handbook. They are
inquisitive, irrepressible, and at times insincere.

Equipped by nature with keen curiosity and a knack for mechan-
ical workings, gnomes excel at intricate crafts such as gemcutting,
toymaking, and clockwork engineering. They happen to be the finest
gunsmiths in Faerun, and they are the most likely of any race to
arm themselves with smokepowder firearms.

Regions: If the rock gnomes have a homéland, they would proba-
bly count it as the half-mythical island of Lantan. The rock gnome
entry on Table 1—4: Character Regions describes mainly these Lan-
tanese gnomes. Other than in Lantan, rock gnomes do not dwell in
quantity in any particular country or city. Instead, small communi-
ties.of a dozen families or so might be found almost anywhere, well
hidden in wild terrain or sometimes in their own urban neighbor-
hood. They favor temperate climates, and a number of gnome set-
tlements are known to exist in the Western Heartlands, the
Dalelands, and the woodlands of the Great Dale and Thesk.

Racial Abilities: Rock gnomes have all the gnome racial traits
given in Chapter 2 of the Player’s Handbook except as follows:

* Automatic Languages: Gnome, Common, home region. Bonus
Languages: Chondathan, Draconic, Dwarven, Goblin, Illuskan,
Sylvan, Terran.

" HALF-ELVES

Faertnian half-elves are nearly identical to the half-elves presented
in the Player’s Handbook. The only exception is that their elven
parentage gives them distinctive features. Drow half-elves tend to
have dusky skin, silver or white hair, and human eye colors. (They
have 60-foot darkvision, but they do not gain any other drow traits.)
Moon half-elves tend toward pale skin with a tinge of blue around
the ears and chin. Sea half-elves tend to blend the flesh tones of
their human and elven parents (but cannot breathe water). Sun half-
elves have bronzed skin. Wild half-elves have medium-brown skin.
Wood half-clves have coppery skin tinged with green.

Regions: Most half-elves are loners because of their unique
parentage. However, a few stable communities of half-elves are

s
orcs and Their kin

Every battlefield has its flies and maggots, swarming among the
corpses—and the orcs are the flies and maggots of Faerun. Cun-
ning, they are, and dwell among humans because humans mean
coin and ready food and lots of confusion and coming and going.

Some even breed with the fierce humans of the North and upland

hills, and from them we get “one-tusks” or half-orcs.

Orecs see the need for rules, but hold that the stronger make the :

« rules for the weaker, and that no rule or law need be followed if
no one stronger is around to see, or punish. I say all orcs, though
I admit some are wiser or more trustworthy than others. But the
wise man trusts no orc.

The true, wild orc dwells in mountain caverns—the same homes
as dwarves love, which is why.the Stout Folk are so few and so
grim, these days. In cave-warrens they dwell, snarling and fighting
often but seldom to the death, rutting and brawling and delight-
ing in cruelties of trap and pratfall and demeaning tricks, telling
tales of great plunder and abundant food in the South.

If times are lean, or the tribe’s caves are full with young and
reckless warriors, a surging tide of discontent rises and the young
warriors fairly roar to be led down on a great raid, to show their
worth and seize their fortunes on the ends of their blades. They

boil forth, every decade or more, led by canny veterans and either
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the chief of their tribe (if he’s still afire with his own dreams of
conquering and pillaging) or a war leader who will never get to be
chief save by slaughter that would tear the tribe apart in feuding.

Thus the latest orc horde pours down out of their mountdin val-
leys. Orcs are not subtle folk. Orc hordes seldom pass by any target
or foe who waves sword against them, and crash on into battle
after battle, a great wave seeking to batter and inundate all before
it, rather than sneaking or avoiding or biding in hiding.

Of orc tribes not all shattered or fallen, I can name these hand-
ful, of many: Arauthrar, Bale Eye, Braeskull, Cold Bone, Folgorr,
Gathatchkh, Haulaeve, Jolruth, Norglor, Oldaggar, Red Talon,
Sorok, Tailbold, Wurruvva; and Yultch.

Of orc chieftains great in battle, I know these fallen (or at least
vanished when their horde was smashed): -Auldglokh, Browhorn,
Clamrar, Gulmuth, Hurolk, Irmgrith, Kuthe, Morog, Namrane,
Orgog, Rauthgog, Surk, Ulbror, and Yauthlok. And these who may
still carry their brawn: Aragh Bloodbanner, Bogdraguth of the Ice,
Clarguth Manyheads, Foalorr sug (son of) Fael, Horimbror Aron-
mask, Korgulk Ibbrin, Mathrankh, Torlor sug Klevven, Umbur-
raglar Bloodtooth, and Zoarkluth.

—Gulvrin Talamtar, Warrior of Secomber
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Ghostwise Halflin,

Lightfoot Halfling Strongheart Halfling

sprinkled around the landscape of Faeriin. Aglarond, Cormyr, the
Dalelands, the High Forest, and Silverymoon possess relatively high
populations of half-elves and are appropriate homelands for half-
elven characters. Half-elves from these areas generally.find more
acceptance than their solitary counterparts. Half-elves can also
select the racial entry of their elyen parent on Table 1—-4: Character
Regions as to represent them if they were raised in a mainly elven
culture.

Racial Abilities: Half-elves have all the half-elven racial traits
given in Chapter 2 of the Player’s Handbook except as follows:

e Automatic Languages: Elven, Common, home region. Bonus
Languages: Any (except secret languages, such as Druidic).

HALF-ORCS

Even in the tolerant lands of Faerun, a half-orc’s life is hardly ever
easy. Some human areas tolerate half-orcs, making their lives no
harder than the lives of other settlers in the area. Other human
areas despise half-orcs and. persecute them, making life in the open
with savage orc tribes look survivable by comparison.

Regions: Even more so than half-elves, half-orcs tend to be loners.
Most remain among the orc tribes, where their human intelligence
and leadership offers a hope of advancement. The half-orc entry on
Table 1—4: Character Regions describes a character who strikes out
on her own or who is raised primarily among orcs.

Among human lands, Amn, Chessenta, Damara, the Moonsea,
the North, Vaasa, and Waterdeep are regions in which half-orcs are
commonplace enough to be accepted—within certain limits. Aside
from these places, most small cities possess enough of a half-orc pop-
ulation to create a small community of this race.

I7

Half-Eif
b,

Half-Drow

Racial Abilities: Half-orcs have all the half-orc racial traits given
in Chapter 2 of the Player’s Handbook except as follows:

* Automatic Languages: Orc, Common, home region. Bonus
Languages: Damaran, Giant, Gnoll, Goblin, Illuskan, Under-
common.

HALFLINGS

Three major subraces of halfling dwell in Faertn: the lightfoot half-
lings, the rare ghostwise halflings, and the strongheart halflings of
Luiren in the south.” Like the rock gnomes, many halflings live
among the Big Folk in the human lands. They are resourceful and
quick, perfectly at home among the sprawling human lands or living
apart in their own settled communities.

The halflings’ name for their race is the hiz, although most
accept “halfling” with a shrug and a smile.

Ghostwise Halflings

These wild, nearly feral halflings rarely leave the confines of the
deep forests. Strange and reclusive, they form close-knit communi-
ties because of their amazing talents and are uncomfortable with
strangers. Like other halflings, they refer to themselves as the hiz.
They do not have a name for their subrace, because their culture is
almost entirely cut off from the outside world and their awareness
of other kinds of halflings is very low.

Regions: The Chondalwood, south of the Vilhon Reach, is home
to a number of ghostwise settlements. Other forests inhabited by
these reclusive folk include the Methwood between Chessenta and
Unther, and the Forest of Amtar south of the plains of the Shaar.
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The ghostwise halfling entry on Table 1—4: Character Regions describes

a ghostwise halfling from one of these deep forest communities.
Racial Abilities: Ghostwise halflings have all the halfling racial

traits given in Chapter 2 of the Player’s Handbook except as follows:

* Speak without Sound (Su): A ghostwise halfling, unlike other half-
lings, can communicate telepathically with any creature within
20 feet, just as if speaking to him or her. The halfling can only
speak and listen to one person at a time, and he must share a com-
mon language with the person or creature he speaks to telepathi-
cally, or the telepathic link fails.

* Ghostwise halflings do not receive the standard halfling +1 racial
bonus on all saving throws. They simply are not as lucky as their
lightfoot cousins.

* Automatic Languages: Halfling, Common, home region. Bonus
Languages: Chondathan, Elven, Gnoll, Shaaran, Sylvan.

* Favored Class: Barbarian.

Lightfoot Halflings

The most common type of halflings seen in the world, the lightfoots
are the most likely to give in to their desire to wander. They are at
home living side by side with folk of many different races and cul-
tures. Lightfoot halflings are more likely to worship nonhalfling
deities than any other halfling subrace.

Regions: Some lightfoot halflings are wandering traders, crafts-
folk, and entertainers. A clan of several extended families may settle
in a human town for a year or two, working and trading, and then
pick up their stakes and move on for reasons known only to them-
selves. The lightfoot halfling entry on Table 1—4: Character Regions
describes a lightfoot halfling of this seminomadic sort.

Many lightfoot halflings prefer a more sedentary existence. The
kingdom of Luiren is the.ancestral homeland of the halfling race,

and some lightfoots live there. Other lightfoots settle permanently °

in just about any land in which humans live. Any region entry for a
human land is acceptable for a lightfoot character.

Racial Abilities: Lightfoot halflings are the standard halflings
found in the Player’s Handbook. They have all the halfling racial
traits given in Chapter 2 of the Player’s Handbook except as follows:

* Automatic Languages: Halfling, Common, home region. Bonus
Languages: Chessentan, Chondathan, Damaran, Dwarven, Elven,
Illuskan, Goblin. J

Strongheart Halflings

While the lightfoot halflings value the experience of travel and the
sight of new lands and peoples, the stronghearts are a more organized,
orderly, and industrious race. They build to last, and fiercely defend
their homelands against threats that their lightfoot kin would simply
flee. Northland humans familiar with the easygoing ways of the light-
foot halflings are surprised to learn that some halflings are capable of
a warrior tradition and aren’t afraid to show a hint of arrogance or
confidence in their own abilities and strengths. Strongheart halflings
enjoy athletic contests and value exceptional skills of all kinds.

Regions: Strongheart halflings make up most of the population of
the land of Luiren. They are uncommon in other lands. The strong-
heart halfling entry on Table 1-4: Character Regions describes a
strongheart halfling from Luiren.

Racial Abilities: Strongheart halflings have all the halfling racial
traits given in Chapter 2 of the Player’s Handbook except as follows:

* Strongheart halflings gain one extra feat at lst level, because
they have a strong drive to compete and many opportunities to
practice their skills. .

18

* Strongheart halflings do not receive the halfling racial +1 bonus
on all saving throws. They have not experienced the same kind of
adversity that the lightfoot halflings have survived.

* Automatic Languages: Halfling, Common, home region. Bonus
Languages: Dwarven, Gnoll, Goblin, Halruaan, Shaaran.

PLANETOUCHED

Faertn is home to many native peoples and has many magic portals
that lead to distant parts of the world as well as to other worlds.
Through these portals come visitors from other planes, including
outsiders of various sorts, some of whom dally or settle in Faertin
and have children with local humans. Eventually their extraplanar
heritage gets diluted over several generations, resulting in a person
with a slight bloodline of celestial, infernal, or. elemental origin.

These beings, known as the planetouched, have unusual abilities
based on the nature of their distant ancestors, but in most ways
appear completely human. Because of the widespread porfals, these
planetouched might look like a human from any part of this world,
and so may be of Dalelands, Mulhorandi, Turmish, or any other
stock. The most common sorts of planetouched are aasimar (descend-
ed from celestials), tieflings (descended from demons or devils), and
genasi (descended from elemental-related outsiders, such as genies).

The planetouched prefer to blend in with human society and
rarely form communities of their own. In this way, they are a more
extreme example than the half-elves (who also rarely have their own
communities) because of their rarity and varied backgrounds. Some
places have a slightly higher frequency of the planetouched because
of local circumstances, described in each type’s entry.

Native Outsider: Due to the strength of their divine or infernal
bloodlines, each of the planetouched races possesses the unusual
characteristic of being an outsider native to Faertin, not a humanoid.
This has three principal effects:

First, spells or effects that affect only humanoids, such as a
charm person or a dominate person spell, do not affect planetouched
characters. *

Second, spells and effects that target extraplanar’ creatures may
affect planetouched characters. For example, the mace of smiting
and the sword of the planes are more effective against outsiders, and
are correspondingly more dangerous to a planetouched character. A
spell that drives outsiders back to their home planes does not affect
planetouched characters, but banishment—a spell that removes an
outsider from the caster’s plane without specifying a return to the
outsider’s native plane—would work just fine.

Finally, Faerun’s planetouched have lived on Toril long enough
for Toril to beeome, in effect, their native plane. This means that
planetouched characters can be raised or resurrected normally,
whereas most outsiders cannot be brought back from the dead with-
out the use of a miracle or wish spell.

Aasimar

Carrying the blood of a celestial, an aasimar is usually good-aligned
and fights against evil in the world. Some have a minor physical
trait suggesting their heritage, such as silver hair, golden eyes, or an
unnaturally intense stare. Those descended from a celestial minion
of a Faertinian deity often carry a birthmark in the shape of the
deity’s holy symbol or some other mark significant to that faith.
Regions: Aasimar are relatively common in Mulhorand because the
Mulhorandi deities have a legacy of begetting offspring with mortals.
Racial Abilities: Aasimar have the following traits: i

 +2 Wisdom, +2 Charisma: Aasimar are blessed with insight and
personal magnetism.
* Medium-size.




.F
|
|
1.

Tllustration by Sam Wood

1 ——+—_
CHARACTERS
_—+_

Fire Gemasi

* Aasimar base speed is 30 feet.

* Acid, cold, and electricity resistance ¥.

 Light (Sp) Aasimar can use Jlight once per day as cast by a sorcer-
er of their character level.

* +2 racial bonus on Listen and Spot checks.

* Darkvision up to 60 feet. ~

* Qutsider: Aasimar are native outsiders.

* Automatic Languages: Common, home region. Bonus Languages:
Any (except secret languages, such as Druidic),

* Favored Class: Paladin.

* Level Adjustment +1: Aasimar are slightly more powerful and
gain levels more slowly than most of the other common races of
Faeriin. See the Powerful Races sidebar for more information.

Genasi

Genasi are descended from elemental-related creatures, such as
efreet, dao, djinn, jann, and marids, among others. Most of them
have had no direct cantact with their elemental forebears, but the
signs of their heritage are apparent. Genasi take great pride in their
distinctive features and abilities. '

Air Genasi

_Air genasi see themselves as the inheritors of the sky, the wind, and
“the very air of the world. They are most often neutral They appear
mostly human, with one or two unusual traits reflecting their
quasi-elemental nature, such as a light blue color to their skinjor
hair, a slight breeze in their presence at all times, or flesh that
is cool to the touch. They care little for their appearance and
tend tp haye wind-tossed hair and much-mended clothes. Their
emotions vary quickly between calm reserve and great intensity.

Air Genasi

W ater
- Gemasi

Regions: Air genasi are common in Calimshan, for much of that
land was long ago ruled by djinn.
Racial Abilities: Air genasi have the following traits:

.

+2 Dexterity, +2 Intelligence, ~2 Wisdom, —2 Charisma: Air genasi

are quick of hand and sharp of wit, but casily distracted and arrogant.

Medium-size.

Air genasi base speed is 30 feet.

Darkvision up to 60 feet.

Levitate (Sp): Air genasi can use levitare once per day as cast by a

th-level sorcerer.

Clerical Focus: An air genasi cleric must choose a deity who

grants access to the Air domain and select Air as one of her two

domains.

* +1 racial bonus on saving throws against all air spells and effects.
This bonus increases by +1 for every five class levels the genasi
attains.

* Breathless: Air genasi do not breathe, so they are immune to
drowning, suffocation, and attacks that require inhalation (such
as some types of poison).

* Outsider: Air genasi are native outsiders.

* Automatic Languages: Common, home region. Bonus Languages:
Any (except secret languages, such as Druidic).

* Favored Class: Fighter.

+ Level Adjustment +1: Air genasi are slightly more powerful and

gain levels more slowly than most of the other common races of

Faertin. See the Powerful Races sidebar for more information.

Earth Genasi
Earth genasi are slow to act, ponderous in thought, and set in their
ways. They are most often neutral. They appear mostly human, with
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one or two unusual traits reflecting their quasi-elemental nature,
such as earthlike skin, rough facial features, or eyes like black pits.

appear to inadvertently collect dirt on their clothes, others keep a
neat and polished appearance.

Regions: Earth genasi are more common in-the North, near the
Spine of the World, where decp caves in the heart of the mountains
sometimes manifest porfals to the plane of Earth.

Racial Abilities: Farth genasi have the following racial traits:

+2 Strength, +2 Constitution, —2 Wisdom, —2 Charisma: Earth
genasi are strong and tough, but soméwhat oblivious and stubborn.
Medium-size.

Earth genasi base speed is 30 feet.

Darkvision up to 60 feet.

Pass Without Trace (Sp). Earth genasi can use pass without trace
once per day as cast by a Fth-level druid.

+1 racial bonus on saving throws against earth spells and effects. This
bonus inereases by +1 for every five class levels the genasi attains.
Clerical Focus: An earth genasi cleric must choose a deity who
grants access to the Earth domain and select Earth as one of his
two domains,

Outsider: Earth genasi are natiye outsiders.

Automatic Languages: Common, home region. Bonus Languages:
Any (except secret languages, such as Druidic).

Favored Class: Fighter,

Level Adjustment +1: Earth genasi are slightly more powerful
and gain levels more slowly than most of the other common races
of Faeriin. See the Powerful Races sidebar for more information.

Fire Genasi

Fire genasi are hot-blooded and quick to anger, proud and unafraid
to take action. They are most often neutral. They appear mostly
human, with one or two unusual traits reflecting their quasi-cle-
mental nature; such as skin the color of burnt coal, red hair that
waves like flames, or eyes that glow when the genasi is angry. They
prefer to dress simply and elegantly, although their fashions can be
more flamboyant than the most outrageous trend.

Regions: Fire genasi are most common in Calimshan, for much of

the Lake of Steam, and Unther, which are all lands near volcanoes.
Racial Abilities: Fire genasi have the following racial traits:

= +2 Intelligence, —2 Charisma: Fire genasi have bright minds, but

are impatient and quick to anger.

Medium-size.

Fire genasi base speed is 30 feet.

+1 racial bonus on saving throws against fire spells and effects, This
bonus increases by +1 for every five class levels the genasi attains,
Darkyvision up to 60 feet.

Control Flame (Sp): Fire genasi can cause a nonmagical fire w:th
in 10 feet of them to diminish to the level of coals or flare to the
brightness of daylight and double the normal fadius of its illumi-
nation. This ability does not change the heat output or fuel con-

-sumption of the fire source, lasts § minutes, and may be done

once per day. They use this ability as Sth-level sorcerers.

Clerical Focus: A fire genasi cleric must choose a deity who grants

access to the Fire domain and select Fire as one of his two domains.

Outsider: Fire genasi are native outsiders.

Automatic Languages: Common, home region. Bonus Languages:

Any (except secret languages, such as Druidic).

Favored Class: Fighter.

Level Adjustment +1: Fire genasi are slightly more powerful and

gain levels more slowly than most of the other common races of
Faeriin, See the Powerful Races sidebar for more-information.
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They favor neutral colors and simple clothing, and while some:

that land was long ago ruled by efreet. They are " also found in Chult,.

Water Genasi

Water genasi are patient and slow to change, prl:ferrmg to wear
away opposition slowly, but are capable of great violence in
extreme situations. They are most often neutral. All have ong or
more traits that reflect their quasi-elemental nature, such as
lightly scaled skin, clammy flesh, blue-green skin or hair, or hair
that waves as if underwater. They dress sparsely, preferring
clothing that won’t bind when in the water and ripples like waves
when dry.

Regions: Water genasi are most often found in the lands near the
Sea.of Fallen Stars—the Vilhon Reach, the Dragon Coast, Sembia,
Aglarond, and Chessenta—where the ert:aplamr entities of the sea
mingle with mortals.

Racial Abilities: Water genasi have. the fo].lowmg traits:

*+ +2 Constitution, —2 Charisma: Water genasi have high endurance,
but are cold and emotionally distant.

* Medium-size.

= Water genasi base speed is 30 feet. They swim at a speed of 30 feet.

= Darkvision up to 60 feet.

s Create Water (Sp): Water genasi can use c¢reafe water once per
day as cast by 4 Tth-level druid.

* +1 racial bonus on saving throws against water spells and effects.
This bonus increases by +1 for every ¥ class levels the genasi attains.

= Water genasi breathe water as an extraordinary ability.

* Clerical Focus: A water genasi cleric must choose a deity who
grants access to the Water domain and select Water as one of her
two domains.

= Outsider: Water genasi are native outsiders.

* Automatic Languages: Common, home region. Bonus Langunges
Any (except secret languages, such as Druidic). -

* Favored Class: Fighter.

* Level Adjustment +1: Water genasi are slightly more power-
ful and gain levels more slowly than most of the other com-
mon races of Faerin. See the Powerful Races sidebar for more
information.

Tiefling

Because they are descended from evil outsiders, those who know of
their ancestry immediately consider most tieflings evil and untrust- |
worthy. Not all tieflings are evil or untrustworthy, bat enough are |
that the prejudice tends to cling, Some tieflings have a minor phys-
ical trait suggesting their heritage, such as pointed teeth, red eyes,
small horns, the odor of brimstone, cloven feet, or just an unnatu-
ral aura of wrongness, Those descended from an infernal minion of
a Faerunian deity often carry a birthmark of the deity’s holy
symbol or another trait related to that evil faith.

Regions: Tieflings are most common in Mulhorand because the
Mulhorandi deities sometimes beget offspring with mortals. They
are also found in Unther and Thay, lands with long, dark traditions
of infernal dealings.

Racial Alnlmu Tieflings have the f cllowmg racial traits:

* +2 Dexterity, +2 Intelligence, -2 Charisma: Tieflings are gifted
with heightened reflexes and cunning, but tend to disturb people ¢
with whom they interact.
* Medium-size.
+ Tiefling base speed is 30 feet.
* Cold, fire, and electricity resistance 7.
 Darkness (Sp) Tieflings can use darkness once per day as cast by
a sorcerer of their character level.
* 42 racial bonus on Bluff and Hide checks.
*+ Darkvision up to 60 feet. . |
* Outsider: Tieflings are native outsiders.
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Automatic Languages: Common, home region. Bonus Languages:
Any (except secret languages, such as Druidic).
Favored Class: Rogue.

e Level Adjustment +1: Tieflings are slightly more powerful and
gain levels more slowly than most of the other common races of
Faertn. See the Powerful Races sidebar for more information.

‘_
powerful rRaces

- Some of the races available in the FORGOTTEN REALMS campaign

setting are significantly more powerful than the races in the
Player’s Handbook. You need your DM’s approval before playing
a character of such. a race. To maintain the balance of power
between player characters, adjustments have to be made to char-
acters of these races so that the game remains fair and enjoyable
for all involved. .

All of these races have a racial trait called level adjustment that
is a number between 1 and 3.

When creating a character of this race, add the level adjustment

+ to the character level of the creature. The DM determines how

many experjence points she lets your new character start with. If
a powerful race’s minimum experience point requirement is higher
than this number, you can’t be a member of this race. Your char-
acter’s beginning equipment is based on his effective level, not his
class level. (If the DM wants to bend this guideline and let you
play such a character, then that character should start with as

many experience points and gold pieces as the DM would normal- *

ly allow, not the minimum listed here.)

For example, the PC group is 3rd level and 4th, so the DM -

decides to allo'w‘new PCs to start with 2,000 XP rather than 0. A
player can therefore play an aasimar but not a drow. If the DM
decided to let someone start with a drow, the DM should have that
character start with 2,000 XP rather than 3,000 XP. (The player
already has the advantage of playing-a powerful race. She should
not also get the advantage of starting with more experience points
than another starting character.) Your DM has the final say on
what sort of characters the players can create for his game. Chap-
ter 8: Running the Realms has more advice for DMs on allowing
characters of these races as player characters.

Because characters of these powerful races possess a higher level
than just their character level alone, they do not gain levels as fast
ds anormal character. Add your character’s level adjustment to
your character level to arrive at your effective character level
(ECL). From now on, this character uses his ECL to determine
how many experience points he needs to reach a new level. These
characters begin play with the minimum number of experience
points needed to be a normal character of their ECL. You still use
the character’s actual level for everything else (such as when you
-acquire feats, skill point acquisition, and so on).

For example, an aasimar has a level adjustment of +1, so Zophas,
a lst-level aasimar paladin, has an ECL of 2 (one character level
plus ‘the level adjustment of +1). Because his ECL is 2, Zophas
begins play with 1,000 XP, the minimum XP to be a 1st-level aasi-
mar character. He is also treated as a 2nd-level character for pur-
poses of determining how much gold he has to purchase equipment
(900 gp, based on Table 2—24 in the DUNGEON M_4STER’s Guide).
When he reaches 3,000 XP he gains a level in paladin, and‘his ECL
becomes 3:(two character levels plus the level adjustment of +1).

He would pick up a third character level at 6,000 XP, a fourth at .

10,000 XP, and so on,.always one level behind a human character
with the same experience point total.

Another example is Renevelazzon, a lst-level drow sorcerer
from Cormanthor. A drow has a level adjustment of +2, so his
ECL is 3 (one character level plus the level adjustment of +2).
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Because his ECL is 3, he begins play with 3,000 XP (and 2,700 gp),
the minimum experience point total needed to be a 1st-level drow
character and the starting equipment: recommended for a 3rd-
level PC. When he reaches 6,000 XP he gains a level in rogue, and
his ECL becomes 4 (two character levels plus the level adjustment
of +2). He would pick up'a third character level at-10,000 XP, a
fourth at 15,000 XP, and so on, always two levels behind a human
character with the same experience point total.

This system allows your DM to give you and the other players
a set experience point total for your characters, and you can build
your characters with any race and class combination and, still be
about the same power level despite the overall differences between
powerful and standard races. For example, your DM could give each
player 10,000 experience points and 9,000 gp (from DUNGEON
M_4STER’s Guide Table 2—24) to build a character. Michele makes
a 3rd-level drow rogue (ECL ¥), Duane makes a 4th-level aasimar.
monk (ECL %), Julia makes a Sth-level human cleric, and Rich
makes a 2nd-level svirfneblin fighter (ECL ¥).

The best thing to consider when making a character of one of
these races is this question: Is the initial jump in power worth the
long-term decrease in the speed your character gains levels? »

" Essentially, instead of needing your character level X 1,000 to
reach the next level, your ‘character needs your ECL X 1,000 to
reach the next.level. This adjustment is summarized on Table 1-2:
ECL Experience Requirements. ;

TABLE I—2: ECL EXpPERIENCE REQUIREMENTS

ECL =
Level +1, ECL =
ECL = (Aasimar, Level +2 ECL =
Leyel " Tiefling, (Drow, Level +3
XP (Normal) Genasi) Duergar) (Svirfneblin)
ORIt = = —
1,000 2nd Ist -+ —
3,000 3rd 2nd Ist —
6,000 .  4th - 3rd 2nd Ist -
10,000 Sth 4th 3rd 2nd
15,000 6th Sth 4th 3rd
21,000 Tth 6th Sth J4th
28,000 8th 7th 6th Sth
. 36,000 9th 8th 7th- 6th
45,000 10th 9th 8th 7th
55,000 11th 10th 9th 8th
66,000 12th 11th 10th 9th
78,000 13th 12th 11th 10th
91,000 14th 13th 12th 11th
105,000 15th .14th 13th 12th
120,000 16th 15th 14th 13th
-1136,000 ¥7th 16th 15th- 14th
153,000 = | 18th! 17th 16th 15th &3
171,000 19th 18th 17th 16th
190,000 20th 19th * 18th 17th
210,000 — 20th 19th 18th -
231,000 — — 20th 19th .,
253,000 — — —

20th
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classes

Nearly all the information in Chapter 3: Classes in the Player’s:

Handbook applies to the character classes of the - FORGOTTEN
REALMS campaign setting. The entries that follow focus on what is
peculiar to Faertin rather than summarizing the Player’s Handbook.
Preferred Class Regions: Following the class discussion is a listing of
lands or cultures suitable as home regions for characters of that class.
For example,«Narfell is a land of nomadic horseriders. Barbarians,
fighters, rangers, and rogues are well suited to this kind of life, and are
commonly found there, Wizards are pot. Therefore, the barbarian,
fighter, ranger, and rogue class descriptions list Narfell as a region.
You do not have to choose one of the regions listed for your char-
acter's class if’ you do not want to. However, whether your character
comes from a region suited for his class affects your ability to
choose regional feats and your selection of starting equipment.

BARBARIANS

Free of the comforts and constraints of civilization, barbarians sur-
vive in lands that civilized folk only dwell in when they can hide
behind high walls. The cosmopolitan nature of some parts of Facriin
is confusing to barbarians, but city folk are used to odd sights and
usually accept barbarians without batting an eye.

Most Faertinian barbarians are humans or half-orcs. They come from
places such as the Cold Lands, the North, the High Moors, Rashemen,
and tribes ranging across the Western Heartlands. Dwarven barbarians
come from icy wastes of the north, the jungles of Chult, and hidden pock-
ets in remote mountains and hills. Elven barbarians are usually wild elves
from the warm southern forests, such as the Wealdath or the Chondal-
wood. The only known barbarian halfling tribes live deep in the Chon-
dalwood, rarely venturing out of the forest’s green embrace.

Barbarians of other races are unusual, but not unheard of. Half-
elven barbarians are sometimes found among human tribes native to
the North or in Western Heartlands, or in the Yuirwood where
humans and elves lived together in the wild for generations. Drow,

Some bards sing, others orate or dance, and some play familiar
instruments such as the mandolin, lyre, dulcimer, and yes, the
harp. Still other bards pd!orm on less well-known instruments
unique to Faerin.

e
faerdnian mstruments

Birdpipes: Also known as the shalm, these are pan pipes. They -
are sacred to Llira and the satyrs, and popular with wood elven.

and wild elven bands:
* " Glaur: A short, curved horn resembling a cornucopia. Fitted
with valves, it sounds like a trumpet played in a high wind. Sun
elves use them, Jmlﬂmgs love them, humans either like them or
hate them. Glaurs that lack valves u&éﬁlﬁd gloons, and sound like
melancholy horns echoing in fog, -

Hand Drum: A double-headed drum, often played at hlgh speed '

by wartiors who wish to demonstrate their prowess Without having
to beat someone up.

Longhorn: A Faertinian flute, common only in civilized areas

‘and among the clves.

Shaum: A dotible-réed instrument, a sort of primitive oboe or
ba.ssoon, most popular with gnomes.

: A recorder, popular everywhere, unless someone has

a hangover. g ¥
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moon elven, sun ¢lven, gnome, or planctouched barbarians are gener-
ally individuals who for some reason were raised among barbaric peoples.

Preferred Character Regions: Regions in which barbarians are
commonly found include the Chondalwood (ghostwise halflings and
wild elves), Chult, the Hordelands, the Moonshaes, Narfell, the
Nelanther Isles, the North, Rashemen, Vaasa, and the Western

Heartlands. In addition, some shield dwarven, wild elven, wood

elven, and half-orc cultures give rise to barbarians.

BARDS

Faertinian bards are as likely to create their own heroic sagas as they
are to sing of others’ exploits.

In both the Dalelands and the wilderness of the North, a semise-
eret society known as the Harpers recruits courageous bards of good
alignments to carry on a millennia-old fight against evil. While not
all bards are Harpers, the noble deeds of this group have given bards
something of a heroic glow that they might not have in other
worlds. Good bards who are not Harpers often carry themselves as
if they were, a type of self-fulfilling prophecy that frequently causes
common folk to look to bards for more than a good song.

Preferred Character Regions: Bards are common in many lands,
including Amn, Chessenta, Cormyr, the Dalelands, the Dragon
Coast, Evermeet, Luiren, Impiltur, the Moonshaes, Silverymoon,
Tethyr, Thesk, Unther, the Vast, Waterdeep, and the Western
Heartlands. Gold dwarven, moon elven, sun elven, lightfoot half-
ling, and strongheart halfling bards are also common.

CLERIC

Faerinian clerics function as described in the Player’'s Handbook,
except that no clerics serve just a cause, philosophy, or abstract
source of divine power. The Torilian deities are very real, and events
in recent history have forced these divine beings to pay a great deal
of attention to their mortal followers.

All clerics in Faerim serve a patron deity. (In fact, most people in

Tantan: The tambourine, popular with halflings and humans
south of the Dalelands, disliked by dwarves, who prefer more
honest percussion.

Thelare: A simple reed instrument also called a whistlecane. An
easy instrument to teach and so cheap that some bards give them
away as gifts to children. ~ .

Tocken: A set of carved, oval, npeu-ended bells, played like a
glockenspiel, particularly in underground civilizations and athers
whose buildings can maximize the resonant tones.

Wargong: A gong constructed of one or many shields, fre-
quently those of defeated enemies. It is played with mallets, or in
extreme cases, with warhammers. The goblins and dwarves make
much of alternately constructing huge wargongs or attempting to
liberate such shields taken by their foe.

Yarting: A guitar, growing in popularity throu;h Faerin after
‘coming out of Amn and Calimshan some nme in the past forty or
fifty years. -«

“Zulkoon: A complex and semiportable pump organ, associated
in many minds with the zulkirs of Thay, whose slaves carry such
organs in wagons in order ‘to provide the proper music for their
masters’ spells.

el it
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TaBLe I—3: FAVORED DeEITIES BY REGION : -

Deity Regions Favored Deity Regions Favored

Anhur Chessenta Mielikki Chondalwood, Dalelands, High Forest, the

Auril : The North North, Rashemen, Silverymoon

Azuth Calimshan, Chessenta, Halruaa, Lantan, Sembia Milil Cormyr, the North, Silverymoon

Bane Amn, Moonsea, Thay Mulhorandi PantheonMulhorand (including Semphar and

Beshaba Nelanther Isles Murghém), Unther (occupied)

Chauntea Aglarond, Amn, Cormyr, Dalelands, the Moon- Mystra Halruaa, Mulhorand, the North, Rashemen,

shaes, Rashemen, Tashalar, Thesk, the Vast Sembia, Silverymoon, the Vast
Cyric Amn, Moonsea, Nelanther Isles Nobanion Dragon Coast,Vilhon Reach
Deneir Cormyr, the North, Sembia, Silverymoon, Oghma Dalelands, the North, the Shaar, Silverymoon,

Western Heartlands
D’u/ﬂrfuen Pantheon Any dwarf, Calimshan, Lake of Steam, the
North, the Shaar, Silverymoon, the Vast,

Waterdeep
Drow Pantheon Drow elf
Eilistraee Any elf, High Forest, Silverymoon, Waterdeep
Eldath The North, the Vast, Vilhon Reach

Elven Pantheon Moon elf, sun elf, wild elf, wood elf, Aglarond,
Evermeet, High Forest, Silverymoon, Water-
deep

Faeriinian PantheonLake of Steam, Unther (free), Waterdeep

Gnome Pantheon  Any gnome, Silverymoon, Waterdeep

Gond Lantan, Mulhorand

Halfling Pantheon Any halfling, Chondalwood, Luiren, Silvery-

moon, Waterdeep

Helm Cormyr, Dragon Coast, Tethyr, Vilhon Reach,
Western Heartlands

Hoar Chessenta

Ilmater : Calimshan, Damara, Impiltur, Tethyr

Kelemvor Western Heartlands

Kossuth Thay

Lathander Chessenta, Cormyr, Dalelands, Sembia, Water-
deep, Western Heartlands

Lliira Cormyr, Vilhon Reach

Lolth Drow elf

Loviatar Moonsea, Sembia

Lurue The North, Silverymoon

Malar Cormyr, High Forest, the North, Tashalar,
Vilhon Reach  ~

Mask Dragon Coast, Moonsea, Mulhorand, the Shaar,
Thesk

Faertin choose a deity as their patron.) It is simply impossible for a
person to gain divine powers (such as divine spells) without one. You
may not have more than one patron deity at a time, although it is pos-
sible to change your patron deity if you have a change of heart. You
cannot multiclass into another class that requires a patron deity unless
your previous patron deity is an acceptable choice for the new class.
For example, you cannot multiclass as a druid unless your patron deity
is a nature deity (since all druids have nature deities as patron deities).
You may also'bypass this restriction by abandoning your old deity out-
right (see Changing Deities in Chapter 3: Deities). See the Religion sec-
tion of this chapter for more information on patron deities.

In some lands, worship of multiple deities takes place in the same
temple. For example, many smaller dwarven cities have a single
temple for all of the dwarven deities, and the people of Rashemen
worship Chauntea, Mielikki, and Mystra in the same locations. The
clerics in these temples still choose a single deity as a patron, but not
all clerics there share the same patron. :

Preferred Character Regions: Clerics of different deities are favored
in different lands. Consult Table 1-3: Favored Deities by Region.

Western Heartlands

Orc Pantheon Half-orc, orc, Moonsea (Thar only)

Red Knight Chessenta, Mulhorand
Savras - Tashalar
Seline Aglarond, Amn, Cormyr, Impiltur, the North
Shar Amn, Calimshan, the North, the Shaar
Sharess Calimshan
Shaundakul Dalelands, the North, Thesk
Shiallia The North
Siamorphe Calimshan, Tethyr
Silvanus Chondalwood, Cormyr, Dalelands, Damara, ngh
; Forest, the North, Silverymoon, Vilhon Reach
Sune Amn, Dragon Coast, Sembia
Talona Moonsea
Talos Calimshan, Moonsea, Nelanther Isles, the
North, Vilhon Reach
Tempus Cormyr, Dalelands, Dragon Coast, the Moon
shaes, Nelanther Isles, the North, the Shaar,
the Vast, Vilhon Reach
Tiamat Chessenta
Torm Dalelands, Tethyr, the Vast
- Tymora Cormyr, Dragon Coast, Impiltur, Sembla, the
Vast
Tyr Calimshan, Cormyr, Dalelands, Moonsea,
Sembia, Tethyr, Vilhon Reach
Ubtao Chult
Umberlee Dragon Coast, Moonsea, Nelanther Isles, the
Vast
Uthgar The North
Valkur. - Aglarond, Impiltur
Vhaeraun Drow elf, High Forest
Waukeen Amn, Chessenta, Cormyr, Impiltur, Sembia,

Tashalar, Thesk, the Vast

DruiD

Like clerics, the druids of Faeriin receive their spells from a partic-
ular patron deity, always a deity of nature or animals. However,
druids do not necessarily see a clear division between nature and the
divine forces that run through nature. While many people think
only of forests when they think of druids, druids care also for the
mountains, deserts, lakes, and even the swamps of Faerin.

Nature deities include Chauntea, Eldath, Gwaeron Windstrom,
Lurue, Malar, Mielikki, Nobanion, Shiallia, Silvanus, Talos, Ubtao,
Ulutiu, Umberlee, Anhur, Isis, Osiris, Sebek, Set, Thard Harr, Aer-
drie Faenya, Angharradh, Deep Sashelas, Rillifane Rallathil, Baer-
van Wildwanderer, Segojan Earthcaller, and Sheela Peryroyl.

Mielikki, who is famous for the number of druid/rangers who
worship her, has more lenient spiritual oaths than most deities
that druids .worship in the Realms. Druids of Mielikki can use
any of the standard armor or weapons that rangers normally use
(all simple and martial weapons, all light and medium armor,
and all shields) without violating their spiritual oaths.
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Preferred Character Regions: Lands where druids hold sway
include Aglarond, the Chondalwood, Chult, the Great Dale,
the High Forest, the Moonshaes, the North, the Vast,
the Vilhon Reach, and the Western Heartlands.
Moon elves, sun elves, wild elves, wood elves, ghost-
wise halflings, and lightfoot halflings commonly
/ produce adventuring druids, too.

the lands of Aglarond, Amn, Anauroch, Calimshan,
Chessenta, Cormyr, the Dalelands, Damara, the
Dragon Coast, Evermeet, Luiren, the
Hordelands, Impiltur, the Lake of Steam,
Lantan, the Moonsea, the Moon-
shaes, Muthorand, Narfell, Nelan-
ther Isles, the North, Rashemen,
Sembia, the Shaar, Tashalar,
Tethyr, Thay, Unther, the Vast,
the Vilhon Reach, Waterdeep,
and the Western Heartlands are
renowned for their fighters. In

FIGHTER

Fighters are at home in nearly every
society of Faertiin. While they are often over-

ik

looked for praise because their skills are so
common, great leaders such as Randal Morn,
Bruenor Battlehammer, and the late King
Azoun IV of Cormyr are very skilled war-
riors with reputations greater than the
reach of their swords. Of course, many
have risen to infamy on their fighting
skills, such as Gondegal the Lost King, or
the notorious assassin Artemis Entreri.

Some countries have famous military or
knightly orders. Cormyr is well known for its
army, called the Purple Dragons. Tethyr has sev-
eral knightly orders, the most accessible being
the Champions Vigilant (worshiping Helm) and
the Knights Kuldar of Barakmordin (worship-
ing the Triad of Ilmater, Torm, and Tyr).

Preferred Character Regions: Every part &~
of Faertin produces capable warriors, but

Tiefling Monk

fighter class.

MoNK

addition, gray dwarves, gold
dwarves, shield dwarves, drow,
moon elves, . deep gnomes, rock
gnomes, lightfoot halflings, and
strongheart halflings encourage the

Monastic orders usually originate in
civilized human lands. Among humans,
the earliest monastic orders native to
Faertin seem to have arisen in Amn and
Calimshan simultaneously with some
orders immigrating from other worlds and
the eastern land of Kara-Tur. Unlike clerics
and druids, monks do not necessarily have to
choose a patron deity (although most do), nor

pruid circles

In places where the veneration of wild nature (particularly
forests) is threatened, druids abide, working to purge living things
of disease, to protect their breeding and feeding, and to slow or
halt woodcutting, burmng, and the growth of roads. Druids often

meet or dwell in clearings, and from that custom has come the -

name and habit of working together in circles.

Druid circles can even be found in Waterdeep and other large cities, :

. meeting in temples, parks, or in cellars if they-can find one that has
running water or a natural spring-fed pond or pool, or an earthen
floor, or both. Some circles very scldom ever gather all in one place,
but communicate by magic or by means of one or more members who
travel extensively, serving as go-betweens to their fellows.

The concept of the circle ref ers also to natural cycles, and to the
fact that creatures.of varying races, ranks, and capabilities can and
should work together. Circles have no official ranks beyond Speak-
er (spokesperson), though members always have an unofficial

pecking order based on age, wisdom, and druidic power. Persons .

may leave a circle if they disagree with its policies, but the circle
as a’ whole decides on its activities. Many circles include rangers,
elves of the forest, and even dryads and treants in their ranks.
Most include less than a dozen druids.

Hunters, woodcutters, and steaders intending to clear land or.
expand existing settlements are advised to consult local clergy of
Silvanus, Eldath, Mielikki, and similar deities, or rangers, to learn
if a circle is active locally. It is better to work with such a cizcle
than to blunder into its path and end up at war with it.

The Moonshae Isles and the Emerald Enclave lands about the
mouth of the Vilhon contain the strongest concentrations of

druids. In both places, druids act openly, wielding much power of
governance as well as influence, and meet in sacred gréves. In con-
trast, druidic power has béen largely shattered in the Dales, where
the Circle of Shadowdale and the Battledale Seven were both
destroyed in recent decades, and the Circle of Yeven fell long ago.

I only know of a few active circles. The Watchers of Sevreld,

who meet in Old Mushroom Grove in the High Forest northeast

of Secomber, work to prevent logging roads being cut into the
forest. The High Dance, druids who dwell in hidden high valleys
of the Thunder Peaks and wander that range, aids the sylvan crea-
tures who tend and guard the Dancing Place. The newly founded
Ring of Swords works to. cleanse and rejuvenate Neverwinter
Wood, drive out gnoll, bugbear, and hobgoblin bands sheltering
there, and turn away those seeking tombs and ruins in the leafy
heart of the forest. The Flamenar (“Hands Against Flame”) works
in Amn to recloak its rolling hills in stands of newly planted trees
and to drive down the dust storms that have ‘begun to plague the
land east of Crimmor and Purskul. And the Starwater Six (named
for the tranquil pool where they often meet) are now at work in
the northern Forest of Mir; where floods of monsters and strange
twisted beasts have been raiding the lands south of the River Ith.

These are but a handful among many, many circles.

Some dismiss them with a sneer as “flower lovers,” but I warn
such scoffers that few herbs or plant medicines would aid us today
were it not for the lore and work of the druid circles of Faertn.

— Beldrith Tarlelntar, Sage oj-’ the Old Ways

House of the Leaning Gate, Scornubel

——————
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do monks have to associate themselves with one of the schools
listed in the Monastic Orders sidebar. If your monk character
belongs to a different monastic group, you and your DM should at
least name itand place it in relation to the groups mentioned below.

Most Faertinian monks are capable of gaining levels in anoth-
er class before returning to the way of the monk and gaining new
levels as monks. This is an exception to the rule in the Ex-Monks
section in Chapter 3 of the Player’s Handbook. The descriptions
in the Monastic Orders sidebar specify into which classes an
order’s members can multiclass freely. The character may add
levels of monk and any specified class without penalty. Violating
these expanded limits (by multiclassing into a class not on the
order’s approved list) ends the monk’s development as a monk, as
described in the normal rules. Some orders place additional
restrictions on multiclassing, as brought out in their descriptions.
If a monk violates any such restriction, she can no longer advance
as a monk.

Preferred Character Regions: Monks are most common in Amn,
Calimshan, Damara, Mulhorand, the Lake of Steam, and Silvery-
moon. Strongheart halflings are also culturally ipclined toward
becoming monks.

PALADIN

Piergeiron Paladinson, the Open Lord of Waterdeep, might be the
most renowned paladin in Faeriin today. Although his adventuring
days are behind him, he represents the Lords of Waterdeep with a
just and compassionate demeanor and unshakable courage. Many
younger paladins model themselves after him.

All paladins of Faeriin are devoted to a patron deity, chosen at
the start of their career as paladins. Like paladins of other lands,
the paladins of Faeriin must be both lawful and good. The paladin’s
deity must be lawful good, lawful neutral, or neutral good. For
example, both Helm the Vigilant One (lawful neutral) and
Chauntea the Earthmother (neutral good) have lawful good pal-
adin worshipers. Sune, the goddess of beauty, love,; and passion, is an
exception-to the alignment rule, for her followers include paladins
even though her alignment is chaotic good. Additional information
on the paladins of some of Faertin’s religions appears in the Special
Paladin Orders sidebar.

Preferred Character Regions: Paladins often come from Cormyr,
the Dalelands, Damara, Luiren, Impiltur, Mulhorand Silverymoon,
Tethyr, and Waterdeep. .

‘

MODQSTIC orcders

Dozens of monastic orders ex1st in Faeran. Most are small circles
of no more than a dozen or so members, living in isolated monas-
teries in the wilderness. A few orders include hundreds of members

and influence events across entire nations. Some of the promment :

orders include:

Broken Ones (Good):* Of all the popular deities of Faerun,-

Tlmater is the deity most associated with an order of monks who
" act purely in his name. The Broken Ones can freely multiclass as
clerics, divine champions, arcane devotees, divine disciples, hiero-
phants, and divine seekers of Ilmater. The Dalelands house no
monasteries of great fame, but monks of Ilmater frequently
travel through tHe Dales, sheltering in Ilmater’s temples if they
cannot find other lodging.
Dark Moon (Evil): Shar is worshiped by a powerful sect of
monks who maintain open temples in lands ruled by evil overlords
or hide among hills; back alleys, or the Underdark. Most of the

Dark Moon monks-are human, but occasionally they are joined by

a half-orc, shade, or drow. The monks of the Dark Moon can
freely multiclass as sorcerers so long as their monk level and sor-
cerer level stay within two levels of each other.

Hin Fist (Neutral or Good): The halflings of Luiren turn their
confidence into belief in the power of a single halfling to master
herself and the world. Enterprising Luiren monks sometimes
establish monasteries in the north. Although only halflings can
study Hin Fist in Luiren, some Hin Fist monasteries outside
Luiren accept exceptional gnomes and dwarves. Monks of the Hin
Fist order can multiclass as fighters, rogues, or paladins (usually of
Yondalla). *

_ Long Death (Evil): The Long Death order worships the princi-
pleof death without caring much which deity currently owns the
portfolio. They -are more than willing to share death and its
antecedent, pain, with others. Glerics of the previous god of death,
Myrkul, chose to view them as part of their god’s long-range plans.
Kelemvor (the current god of the dead) views them.as enemies,
but is-at Jeast pleased that they do not actively promote undeath.
Velsharoon (the god of necromancy and undeath) wants to woo

them, but has not fighired out how. Monks of the Long Death may
multiclass freely as fighters, assassins, and blackguards. This order
is quite strong in Thay, though not with the sanction or coopera-
tion of the Red Wizards.

Ol1d Order (Neutral, Sometimes Good, Rarely Evil): Monks of
the O1d Order do not worship any-deity, but are devoted to the phi-
losophy espoused by a deity who is either now dead or has never
existed on the Material Plane of Toril. The monks contradict
themselves on this point, but the deity’s identity isn’t important to
them, it’s the message they care about. The Old Order never has
huge monasteries, but has spread widely throughout Faertin.
Monks of the Old Order can multiclass freely as rogues, sorcerers,
and shadowdancers, but must maintain more monk levels than
their combined levels of other classes.

Shining Hand (Neutral): The Shining Hand is one of the oldest
monk orders of Amn, mixing faith in Azuth and the practice of
wizardry with 'monastic devotions. Amn’s crackdown on the prac-
tice of wizardry has sent some Shining Hand groups underground
and sent others out into theswider world. Monks of the Shining
Hand can multiclass freely as wizards so long as their monk level
equals or exceeds their wizard level.

Sun Soul (Good or Neutral): The alleglance of this widespread
but disorganized sect varies between groups, some following Lath-
ander, others Seline, and a few devoted to Sune. The Sun Soul
order, along with the Old Order, is the most likely to have monas-
teries hidden in far flung wilderness areas. Members of the Sun
Soul order can gain levels in one other class and still progress as a
monk as long as their monk level is their highest class level.

Yellow Rose (Good, Neutral); Also known as the Disciples of
Saint Sollars, this solitary monastery of Ilmater worshipers in the
Earthspur' Mountains of Damara is known for loyalty to its allies
and destruction to its enemies. Greatly respected on matters of
truth and diplomacy, the rionks work hard to survive in their
harsh remote sanctuary. The monks often travel with Ilmataran
paladins, particularly from the Order of the Golden Cup. They
may multiclass freely as rangers and shadowdancers.

—————— =
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Shield dwarves sometimes become paladins devoted to deities of
the dwaryen pantheon, and strongheart halflings often become pal-
adins devoted to deities of the halfling pantheon.

R ANGER

Vast areas of Faertin are covered with ancient forests and populat-
ed by fantastic creatures, The rangers of Faerin, along with the
druids, occasienal barbarians, and clerics of deities such as Silvanus
and Mielikki, are the masters of the “empty” spaces.

Unlike clerics, druids, and paladins, Faertinian rangers do not have
to choose a patron deity until they reach 4th level and acquire divine
spellcasting ability (without a patron deity, a ranger cannot cast
spells). Many rangers choose a patron deity before then, but others
start by devotion to the ranger’s way of life instead of to one of the
gods. Rangers and druids have similar preferences for deities,
although some rangers with odd interests (such as hunting undead)
choose different patrons.

Good rangers of the North often find themselves acting in con-
cert with groups such as the Harpers, and some eventually join that
organization. However, not all rangers of Faerin are good, and
places such as the forest of Cormanthor and the High Forest are a
battleground—good rangers who seek to defend the forest and its
inhabitants against evil rangers who follow deities that find it natu-
ral to inflict pain on others.

Rangers may select an organization instead of a creature type as a
favored enemy. For example, a good ranger might choose to oppose
the Cult of the Dragon, and dark Zhentarim rangers often hunt the
Harpers, These rangers receive their favored enemy bonus against

Some faiths allow paladins to gain lcvels in another class and still
return to progression as a paladin, exactly as some orders of monks
do. Special paladin a'deru include: -

Azuth: Rather than giining levels as paladins throughout their

career, the rare paladins of the High One are more likely to spend .
some time progressing in that class and then learn wizardry full-

time, Azuth’s paladins cannot multiclass freely.

Chauntea: Pa!aﬂms of the Grain Goddess are rare. They value
cmnpnssmn as much as courage, and spend much time helping
common folk in rural areas. They may multiclass f rccly as cIcrn:s,

- divine champions, and divine disciples.

Helm: Paladins of the Watcher prefer to guard against e\rll or
slay it outright rather thar work to heal its damages. They seem
rigid apd uninterested in helping others. They may multiclass
freely as fighters, clerics, divine champions, arcane devotees, and
Purple Dragon knights.

. Ilmater: Paladins of the Broken God guard the weak and use

their healing 'pewcrn on any who need them. They are not shy
about fighting evil; but they would rather pause to heal someonc
who is about to die than sacrifice that life in order to pursue flee-
ing evikdoers. They may multiclass freely as clerics, divine cham-
pions, divine disciples, and hieropliants. ¥

Kelemvor: Paladins of the Lord of the Dead devote themselves
to hunting and killing undead. Some develop as paladins for their
entire carcer, others begin as, paladins but leave that path to
pragress as rangers and clerics. They cannot multiclass freely.

Lathander: Paladins of the Morninglord are among the hest-
love& heroes of Fagrin. They are loosely organized (along with
o:her fighters devoted to the god) into a holy order called the

> 4 -
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agents from that organization, regardless of creature type. The bonus
applies even if the creature is of the same race as the ranger dind the
ranger is not evil. The bonus works just like the normal favored
enemy bonus, except that it is considered a morale bonus and does not
stack with other morale effects..

Preferred Character Regions: Rangers are found on the fringes of
civilization in places such as Aglarond, the Chondalwood, Ghult, the

Dalelands, Damara, Evermeet, the Great Dale, Luiren, the High'

Forest, the Hordelands, Lake of Steam, Narfell, the North, Rashe-
men, the Shaar, Silverymoon, Tashalar, Vaasa, Vilhon Reach, and
the. Western Heartlands. Moon elves, wild elves, wood elves, deep
gnomes, lightfoot halflings, strongheart halflings, and half-orcs are
often rangers, too.

RoGUE

In Faertn, rogues are as often diplomats as thieves, a distinction
often lost on those who have come out on the losing end of a
diplomatic negotiation. Rogues are everywhere n Faeran, but no
one necessarily expects them to be thieves. Depending on their
skills and inclinations, rogues may represent themselves as treasure-
Finders, tomb-breakers, investigators, spies, bounty hunters, thief-
catchers, scouts, or—most commonly—as “adventurers.”

While it’s true that not every rogue is a thief; it’s also true that
many rogues are. Thieves' guilds are common in Faerin. Some,
such as the Shadow Thieves.of Amn or the Night Masks of West-
gate, are powerful enough to dictate orders to kings and lords, and
ruthless enough to enforce their edicts through intimidation,
terror, and outright murder. Most guilds are short-lived, local

Order of the Aster. W:thm their own dmrch. ‘tb& pllndms are fre-
quently more conservative and concerned with the.way things
should be done than the clerics, who are of ten neutral rather than
lawful. Paladins may multiclass freely as clerics, divine cham pions,
diviné disciples, hierophants, and Purple Dragon knights,

Moradin: The Soul Forger has few paladins, but the dwarves
who choose this path often act as champions of the entire dwar-
ven pantheon, blending the virtues of all the dwarven gods. They
may multiclass freely as clerics, ﬁghtars, divine champions, dwar-
ven defenders, and runecasters.

Sune: Paladins of the Firchair defénd things of beauty. They
seek out and destroy creatufes that are particularly hideous in
their evil. They tend to be incredibly self-confident and are par-
ticularly effective at destroying undead. They may multiclass
freely as divine champions. Paladins may choose Sune as a pztron

- deity despite the fact that she is a chaotic good deity. This is an

exception to the normal requirement to select a patron deity
whose alignment is no more than one step different from yours. -

Torm: Paladins of the True God defend the weak, defeat evil,
and uphold the high moral fkandards réquired for servants of a
god who serves bright and righteous Tyr. They may multiclass
freely as one other class.

Tyr: Paladins of the Just God are front- line warriors in the
battle against evil and untruth, and often lead military and adven-
turing groups to further their cause. They may multiclass freely as
clerics, fighters, and divine champions.

Yondalla: Paladins of the Protectot and Proyider are rare, but in
halfling-run lands such as Luiren, they serve their fellow citizens
with sword and shield. They may multiclass frecly as monks.
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organizations that rise in a particular city or along a busy trade
route, the creation of a charismatic or powerful individual capable

of holding such a guild together.

Preferred Character Regions: Rogues are of two general stripes—
thieves and brigands. Thieves are common near any large city, and
brigands (sometimes charitably referred to as scouts) live in the wild.
Rogues are common in Amn, Anauroch, Calimshan, the Dragon
Coast, Evermeet, Luiren, Impiltur, the Lake of Steam, Lantan, the
Moonsea, the Moonshaes, Mulhorand, Narfell, the Nelanther Isles,
Sembia, the Shaar, Tashalar, Thesk, Unther, Vaasa, the Vast, Water-
deep, and the Western Heartlands. Gray dwarves, gold dwarves,
shield dwarves, drow, moon elves, sun elves, deep gnomes, rock
gnomes, lightfoot halflings, and strongheart halflings are common-
ly rogues, too.

SORCERER

Sorcerers are (along with wizards) the foremost
practitioners of what Faerinians refer to as the
Art, the study and application of arcane magic.
The common folk of Faeriin see little difference
between the rigorous studies of the wizard and
the mysterious ways of the sorcerer, but in
some lands a fierce rivalry exists between the
two traditions. Many wizards regard sorcerers
as inexpert practitioners of the Art and ser-
vants of sinister powers better left alone,
Some sorcerers see wizards as arrogant and
pompous, deliberately cloaking the Art in
mummery and obtuse lore.

Some areas of Faerun are more tolerant
than others of the presence of sorcerers.
Aglarond, a forest kingdom ruled by the insu-
perable sorcerer-queen known as the Simbul,
is perhaps the best example of such a place.
Despite differing regional attitudes toward
sorcerers, sorcerous talent seems to be spread
nearly evenly through the world and the various
races, with the exception of dwarves born before the
Thunder Blessing. .

True to their tendency toward chaos over law, sorcer-
ers worship all types of deities. Mystra, Oghma, Seliine, and
Shar are popular with sorcerers as deitics who have something
to do with magic. Lathander, Shaundakul, Sune, Tempus, and
Tymora are popular with adventuring sorcerers.

In addition to the familiars available in the swhile be climbs

« Every sorcerer or wizard of Faerin who desires todo so.can
adopt a personal rune or mage sn@if that marks that _mage’s
work. These are sometimes simply marks of ownership or terri-
tory, but it is best to assume that every last rung graven on a
doorway or boundary stone holds at least one spell waiting to be
triggered—usually by handling the item or casting magic upon

of the rune-marked item, presence of other substances or magic,
and.the like. . .

Spells so hung are usually of a guardian nature, but may do
great harm. Explosive runes, sepia snake sigil, fire trap, and symbol
are the most common, and rumors abounfl of stranger and more

A sorcerer casting )

MO.?'G RuUNeEs

.it. Triggers may be specific as to race, gender, time, and location

Player’s Handbaok, the following creatures are also available as
familiars in the FORGOTTEN REALMS campaign setting;

Familiar Special

Hairy spidert Poisonous bite, darkvision

Lizard Master gains a +2 bonus on Climb checks
Octopus Master gains a +2 bonus on Spot checks

+This creature is described in Monster Compendium: Monsters of
Faerdn. A hairy spider familiar gains an Intelligence score, becomes
a magical beast (not vermin), and loses its immunity to mind-influ-
encing effects.

The Improved Familiar feat (see the next section of this chapter)
allows a selection of more powerful familiars. -
Preferred Character Regions: Sorcerers are found in
Aglarond, Calimshan, the Dragon Coast, the Great Dale,
the High Forest, the Lake of Steam, Mulhorand, the
Nelanther Isles, the Shaar, Silverymoon, Tethyr, and
the Western Heartlands, Gold dwarves, wild elves,
and hghtfoot halflings djspla)' a knack for the sor-
cerer’s arts, too. .

WIZARD

Wizards, like “other people who can turn a
person into a toadstool with a glance, tend to
be well respected or simply feared by common
folk. The mightiest mortals in Faerun are
powerful wizards such as Elminster, Man-
shoon, and Szass Tam. Extending their lives
for centuries (or, in some cases, choosing the
path of lichdom and eternal undeath), these
dangerous magic-wielders grow ever wiser and
stronger in the ways of the Art as centuries
pass by. .

Most practicing wizards learned the basics of
the Art as apprentices to more experienced wiz-
ards. This slow form of education is reliable, and

the work an apprentice performs has the advan-

,f' _ tage of paying for her studies. Other would-be wiz-

ards graduated from one of the universities of magic,

common in the lands of Lantan and Halruaa in the distant .
south but uncommon in the northern parts of Faeriin.

North of Halruaa, the best:known university of magic is

located in Silverymoon. Smaller universities of magic are
known in areas such as Waterdeep, Sembia, Chessenta, the

deadly spells that have been devised to guard a mage’s rure.

No two mage runes are identical. A design chosen for a rune
simply won’t function as such if it accidentally resembles one used
by: another mage (either active or in the past). Most who cast spells
in Faertin choose one rune for their entire fives, never changing.

By the will of divine Mystra herself, the High One visits a
heavy curse upon those.who falsely use the rune of another crea-
ture. As the old apprentice rhyme reminds us:

Whenever magic one doth weave
*Tis never, ever, wise to deceive.

F

—Elminster of Shadorwdale

27



—— |
CHARACTERS ¢

——————
- t—j
'Mage runes and the curse of mystra " i

All arcane spellcasters create a personal sigil or rune. This rune is If the offender fails the first save, he sustains 2 points of per- -
used to identify belongings, as a warning, and as a signature. Asthe =~ manent Strength drain. - -
goddess of magic, Mystra takes it upon herself to protect power- If the offender fails the second save, he sustains 2 points of per-

ful spellcasters (above 10th level) maligned by another using their ~ manent Intelligence drain and the effects of a feeblemind spell.

— rune with deceitful intent. If anyone (spellcaster or not) willfully * If the offender fails the third save, he sustains 2 points of per-
copies a sigil with the intent to trick another or usurp the owner’s  manent Wisdom drain and loses all bonus spell slots gained from .
identity, that person must make three DC 15 Will saves to avoid - a high ability score for a period of one month.
the trifold Curse of Mystra. ° : , '
——— e — .
Vilhon Reach, Impiltur, and Tethyr, with an illusionist’s school Automatic Languages: The languages automatically known by all l
recently opened in Damara. The methods of education used by the characters from this region, regardless of Intelligence score.
1 Red Wizards of Thay are equally as effective, even if fully half of Common, though not-listed on the table, is always an automatic lan-
those who begin such studies die in their torturous training regimen. guage unless Undercommon is listed as an automatic language.
Wizards also have access to the additional familiars listed in the Bonus Languages: Characters of exceptional Intelligence (12 or
sorcerer entry. higher) begin play with one bonus language per point of Intelligence
Preferred Character Regions: Lands where wizards are relatively bonus, which must be chosen from the list on the table (superseding
common include Calimshan, Chessenta, Cormyr, Damara, Evermeet, the Player’s Handbook). In addition, the following languages are
Halruaa, the Lake of Steam, Mulhorand, Rashemen, Sembia, Silvery- always available as bonus languages to the appropriate characters,
moon, Tethyr, Thay, Unther, Waterdeep, and the Western Heartlands. regardless of race or region: Abyssal (clerics), Aquan (water genasi),
Races with similar traditions include drow, moon elves, sun elves, wood Auran (air genasi), Celestial (clerics), Common, Draconic (wizards),
elves, and deep and rock gnomes, who frequently specialize as illusionists. Dwarven, Elven, Gnome, Goblin, Giant, Gnoll, Halfling, Ignan (fire

genasi), Infernal (clerics), Orc, Sylvan (druids), Terran (earth
genasi), and Undercommon. Druids also know Druidic in addition to

character Reglon i b

In addition, characters can learn any language spoken in Faertin

A character in the FORGOTTEN REALMS campaign is more than by spending skill points on the Speak Language skill, regardless of
just a class and race. Your homeland determines in part your per- whether the language appears on this. list. ~
sonality, your outlook, and what sort of abilities you have. In game ° Regional Feats: If you choose a home region preferred by your
i terms, character regions encourage you to take a class relevant to character class, you may select regional feats appropriate to that
that region’s culture, allow you to learn special feats appropriate region. These feats represent the common sorts of talents that
to your region, and enable you to start out with some extra equip- people from that region learn.
ment based on the way people in that region live. Every character If you did not choose a character class preferred in your home
has the opportunity to choose a region during the character cre- region, you cannot begin play with one of those regional feats. You
! ation process. i are still limited by the number of feats available to your character
/ “Region” is a broad term. In most cases, it refers to a political based on class and race.
entity, such as the wizard-ruled nation of Thay. It may also refer to You can acquire regional feats later in your adventuring career.
a geographical area that lacks a central government or well-defined With a few exceptions, any regional feats appropriate to your race
borders, such as the barbarian lands of Narfell. Finally, a region can or homeland that you don’t select at 1st level are still available the
be, defined as a racial cultural identity, such as that of the gold next time you gain the ability to select a feat.
dwarves or half-orcs. You may even learn feats from a new region altogether,
A character can only have one homeland, so you cannot get the whether or not you belong to an encouraged class for that region.
regional benefits of both Amn and its neighboring nation, Tethyr. After 1st level, each 2 ranks in Knowledge (local) pertaining to
However, nonhuman characters are free to designate either their the new region you have allow you to select feats from a single
physical homeland or their racial culture as their character region, region (other than your home region, if applicable).
although they must be a member of a class listed for their race or Equipment: Finally, the table lists equipment your character
homeland to select the corresponding regional feats and receive the starts with if he chooses a region preferred for his character class. |
bonus starting equipment. For example, Vartok the gold dwarf This equipment is in addition to any equipment you get with your |
might be from the Smoking Mountains of Unther, but he can starting package or whatever you might buy with your starting
! choose either gold dwarf or Unther as his native region, and he gains money. If multiple choices for bonus equipment are available in a |
'.\ the benefits for the region of his choice if he selects a character class region, you may only choose one of the options listed. -
listing the region he chooses as a preferred region. You may choose to sell your bonus equipment at §0% of its listed
| Table 1-4: Character Regions lists all the regions available to cost, if you would rather have extra cash instead. (Some particular-
: Faertinian characters and describes automatic languages, bonus lan- ly wealthy areas offer gold pieces as one of the options. You don’t h
! guages, regional feats, and -bonus starting equipment available in want to sell them.)

each region. |
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Region ;
Aglarond

Amn

Anauroch
Calimshan
Chessenta
Chondalwood
Chult
Cormyr

Dalelands

Damara
Dragon Coast
Dwarf, gold

Dwarf, gray

Dwarf, shield
EIlf, drow
Elf, moon
EIf, sun

Elf, wild

Elf, wood

Automatic
Languages
Aglarondan

Chondathan

Midani (or
Netherese—
shade only)
Alzhedo

Chessentan

Shaaran

Chultan

Chondathan

Chondathan

Damaran

Chondathan

Dwarven

Dwarven,
Undercommon

Dwarven
Elven,
Undercommon
Elven

Elven

Elven

Elven

Bonus

Languages

Chessentan, Damaran, -
Draconic, Elven,
Mulhorandi, Orc,

Sylvan

Alzhedo, Elven,

Giant, Goblin,

Illuskan, Nexalan,
Shaaran

Chonddathan, Damaran,
Draconic, Gnoll,
Netherese, Orc

Auran, Chondathan,
Chultan, Draconic,
Ignan, Shaaran, Tashalan
Aglarondan, Chondathan,
Draconic, Mulhorandi,
Turmic, Untheric
Chessentan, Chondathan,
Elven, Halfling, Gnoll,
Shaaran, Sylvan, Untheric
Alzhedo, Draconic,
Dwarven, Goblin,
Shaaran, Sylvan,Tashalan
Elven, Damaran, Gnome,
Goblin, Halfling,

Orc, Turmic

Elven, Damaran, Giant,
Gnome, Orc, Sylvan

Chondathan, Dwarven,
Giant, Goblin, Orc,
Uluik

Aglarondan, Chessantan,
Damaran, Goblin,
Halfling, Orc, Turmic
Giant, Gnome,

Goblin, Shaaran,
Terran, Untheric
Common, Draconic,
Giant, Goblin, Orc,
Terran

Chondathan, Draconic,
Giant, Goblin, Illuskan,
Orc

Abyssal, Common,
Draconic, Drow Sign,
Goblin, Illuskan

Auran, Chondathan,
Gnoll, Gnome, Halfling,
Illuskan, Sylvan

Auran, Celestial,
Chondathan, Gnome,
Halfling, Illuskan, Sylvan
Gnoll, Illuskan, Orc,
Sylvan, Tashalan

Chondathan, Draconic,
Gnoll, Gnome, Goblin,
Sylvan
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Regional

Feats

Discipline,

Luck of Heroes,
Treetopper

Cosmopolitan,
Education,
Silver Palm,
Street Smart
Discipline,
Survivor

Bloodline of Fire,
Mind Over Body,
Street Smart, Thug-
Arcane Schooling,
Artist, Education,
Street Smart
Forester, Survivor,
Treetopper

Foe Hunter,
Snake Blood,
Survivor
Discipline, Education,
Foe Hunter,
Saddleback
Blooded, Forester,
Luck of Heroes,
Militia, Strong
Soul

Bullheaded,

Foe Hunter,
Survivor
Bullheaded, Silver
Palm, Thug

Bullheaded, Silver
Palm, Smooth Talk,
Thunder Twin
Bullheaded, Daylight
Adaptation, Mercantile
Background, Resist
Poison, Silver Palm
Bullheaded, Foe
Hunter, Survivor,
Thunder Twin
Daylight Adaptation,
Stealthy, Survivor,
Twin Sword Style
Education, Forester,
Mind Over Body,
Strong Soul
Discipline, Education,
Mind Over Body,
Strong Soul

Forester, Strong
Soul, Survivor,
Treetopper

Foe Hunter, Forester,
Strong Soul,
Treetopper

30

Equipment

(A) Studded leather armor* and 20 arrows*
(B) Scrolls of web and protection from arrows
(C) Scrolls of silence and spiritial weapon

(A) Thieves’ tools*, hand crossbow, 10 bolts*

(B) Choice of longsword* or short sword*

(C) Light warhorse, bit and bridle, military
saddle, and studded leather barding

(A) Scimitar* or dagger*

(B) Mighty composite shortbow (+1)
and 20 arrows” .

(A) Wand of magic missile (1st) with 20 charges

(B) Studded leather armor* and 3 potions of
cure light wounds (1st)

(A) Short sword* or longspear*

(B) Breastplate*

(C) Scrolls of &lur and levitate

(A) Shortbow*, longbow”, or halfspear*

(B) 3'doses of blue whinnis poison,

(C) 2 doses of Medium-size spider venom

(A) Potions of hiding and sneaking

(B) 2 doses Large monstrous scorpion venom

(C) Kukri* or halfspear*

(A) Longsword* or heavy mace*

- (B) Banded mail*

(C) Scrolls of flaming sphere and endurance
(A) Mighty composite longbow (+2)

(B) Mighty composite shortbow (+2)

(C) Longbow*, shortspear®, or quarterstaff*
(D) Potion of cure moderate wounds

(A) Bastard sword* or battleaxe™*

(B) 2 scrolls of cure moderate wounds

‘(C) 300 gp worth of bloodstones

(A) Rapier” or light crossbow*
(B) Potion of protection from arrows or blur

‘(A) Scroll of &uils strength and 3 thunderstones

(B) Dwarven waraxe*

(C) Scale mail* and large steel shield*
(A) Chain shirt* and 10 bolts*

(B) Handaxe” or battleaxe*

(A) Warhammer” or dwarven waraxe*
(B) Breastplate and potion of cure light wounds

(A) Hand crossbow and 20 bolts*

(B) Short sword* or dagger*

(C) Scrolls of cafs grace and web

(A) Longsword* or rapier” or longbow*

(B) Breastplate and 20 arrows*

(C) Scrolls of barkskin and cure moderate wounds
(A) Longsword*, longspear, or longbow*

(B) Scrolls of invisibility and levitate

(C) #and of color spray (20 charges)

(A) Shortspear* or longbow*

(B) Studded-leather armor* and 20 arrows*

(C) Hide armor* and potion of hiding

(A) Mighty composite shortbow (+2)

(B) Mighty composite longbow (+2)

(C) Studded leather armor* and potion of sneaking




Region
Evermeet

Gnome, deep

Gnome, rock

Great Dale
Half-elf
Half-orc
Halfling,
ghostwise

Halfling,
lightfoot

Halfling,
strongheart
Halruaa
High Forest

Hordelands

Human
Impiltur

Lake of Steam

Lantan

Luiren

Moonsea

Moonshae’

Isles

Mulhorand

Narfell

Nelanther
Isles

Automatic
Languages
Elven

Gnome,

Bonus

Languages

Aquan, Auran,
Celestial, Chondathan,
Illuskan, Sylvan
Common, Draconic,

Undercommon Dwarven, Elven,

Gnome
Damaran
Elven,
home region
Orec,

home region
Halfling
Halfling
Halfling
Halruaan
Chondathan

Tuigan

Home region
Damaran

Shaaran
Lantanese
Halfling,
Shaaran
Damaran
Illuskan
Mulhorandi

Damaran

Chondathan

Illuskan, Terran
Chondathan, Draconic,
Dwarven, Goblin,
Illuskan, Sylvan, Terran
Giant, Goblin,

Rashemi, Mulhorandi
Any (except secret ones)

Damaran, Giant,

Gnoll, Goblin,

Illuskan, Undercommon
Chondathan, Elven, Gnoll,
Shaaran, Sylvan :
Chessentan, Chondathan,
Damaran, Dwarven,
Elven, Illuskan, Goblin
Dwarven, Gnoll, Goblin,
Halruaan, Shaaran

Dambrathan, Elven,
Goblin, Halfling,
Shaaran, Tashalan
Elven, Gnoll,

Goblin, Halfling,
Illuskan, Sylvan
Damaran, Goblin,
Mulhorandi, Rashemi,
Shou

Any (except secret ones)
Aglarondan, Chessentan,.
Chondathan, Dwarven,
Giant, Goblin,
Mulhorandi, Turmic
Alzhedo, Chondathan,
Dwarven, Goblin,
Tashalan

Alzhedo, Chondathan,
Dwarven, Gnome,
Ignan, Illuskan, Shaaran
Dwarven, Gnoll, Goblin,
Halruaan, Shaaran,
Untheric

Chondathan, Chessantan,

- Draconic, Giant, Goblin,

Midani, Orc

Aquan, Chondathan,
Elven, Giant, Orc,
Sylvan

Aglarondan, Chessentan,
Draconic, Durpari,
Goblin, Tuigan, Untheric
Goblin, Orc,

Rashemi, Tuigan,

Uluik

Alzhedo, Goblin,
Illuskan, Lantanese,
Orc, Shaaran
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Regional

Feats

Artist, Courteous
Magocracy,
Education
Mercantile
Background, Strong
Soul, Survivor
Artist, Discipline,
Strong Soul

Bullheaded, Forester,
Silver Palm

By region or
applicable elven race
Resist Poison,
Stealthy

Forester, Stealthy,
Strong Soul, Survivor,
Treetopper

Smooth Talk,

Strong Soul,
Stealthy, Survivor
Discipline, Militia,
Stealthy, Strong Soul

Arcane Schooling,
Courteous Magocracy,
Magical Training
Forester,

Treetopper

Horse Nomad,
Saddleback, Survivor

By region

Discipline, Mercantile
Background, Militia,
Silver Palm

Foe Hunter,
Mercantile

Background

Arcane Schooling,
Education,

Mercantile Background
Discipline, Militia, &
Smooth Talk

Foe Hunter,

Silver Palm,

Street Smart, Thug
Bullheaded,

Strong Soul,
Survivor

Arcane Schooling,
Education

Bullheaded,
Saddleback,
Survivor

Blooded, Bullheaded,
Thug
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Equipment

(A) Scroll of knock and Quaal’s feather token (tree)
(B) Studded leather*, 3 potions of cure light wounds
(C) Longsword* or longbow*

(A) Dagger* or light pick* or heavy pick*

(B) Chain shirt* and 20 bolts*

(A) Pistol, powderhorn, and 10 bulletst*

(B) Studded leather armor™, 3 tanglefoot bags
(C) Scrolls of invisibility and minor image
(A) Longbow* or shortbow*

(B) Healer’s kit, 2 antitoxins, and 20 arrows*
(A) By region or applicable elven race

(A) Potions of bull's strength, cure moderate wonnds
(B) Banded mail with armor spikes

(C) Dire flail*, greataxe®, or orc double axe*
(A) Shortbow*, longbow”, or halfspear*

(B) 3 doses of blue whinnis poison

(C) 2 doses of Medium-size spider venom

(A) Light crossbow*, sling*, or shortbow™

(B) Quaals feather token (bird)

(C) 40 arrows” or bolts*

(A) Short sword*

(B) Darkwood shield

(C) Potivns of hiding and sneaking

(A) Arcane scrolls (1 2nd-level and 6 1st-level)
(B) Potions totaling 300 gp or less

(A) Longsword* or longspear*

(B) Mighty composite longbow (+2)

(C) Potion of resist elements

(A) Composite shortbow™

(B) Light warhorse, bit and bridle, military
saddle, and studded leather barding

(A) By region

(A) Thieves’ tools* and studded leather armor*

(B) Potion of Charisma

(C) Bastard sword* or greatsword*

(A) Scimitar*, falchion*, or glaive*
(B) Potion of darkvision or invisibility

(A) Pistol, powderhorn, and 10 bulletst*
(B) Heavy crossbow*

(A) Short sword*

(B) Darkwood shield

(C) Potions of hiding and sneaking

(A) Short sword” or two-bladed sword*

(B) Light crossbow*

(C) Hand crossbow and 2 doses greenblood oil
(A) Studded leather armor* and 20 arrows*

"(B) Longbow*

(C) Handaxe*, battleaxe*, or greataxe®

(A) Sickle*, scythe®, or falchion* -

(B) 2 2nd-level divine scrolls

(C) Potion of lesser restoration

(A) Light warhorse, bit and bridle, military
saddle, and studded.leather barding

(B) Light lance*, longspear™, or kukri*

(A) Scimitar* or dagger*

(B) Pistol, powderhorn, and 10 bulletst* 0

(C) 3 potions of cure light wounds and 150 gp

{
¢
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Automatic
Region Languages
The North Chondathan,
Illuskan
Orc Orc
Rashemen Rashemi
Sembia Chondathan
The Shaar Shaaran
Silverymoon Chondathan,
Illuskan
Tashalar Tashalan
Tethyr Chondathan
Thay Mulhorandi
‘Thesk Damaran
Unther Untheric
Vaasa Damaran
T}.le Vast Damaran
Vilhon Reach Chondathan,
Shaaran™,
Turmic**
Waterdeep Chondathan
Western Chondathan
Heartlands

Bonus

Languages

Dwarven, Elven,
Giant, Goblin,

Midani, Orc

Damaran, Giant, Gnoll,
Goblin, Illuskan,
Undercommon

Aglarondan, Damaran,
Goblin, Mulhorandi,
Tuigan'

Chessentan, Damaran,
Gnome, Halfling,
Mulhorandi, Shaaran,
Turmic

Alzhedo, Dambrathan,
Durpari, Dwarven,
Gnoll, Halruaan,
Mulhorandi, Tashalan,
Untheric

Dwarven, Elven,

Giant, Illuskan, Midani,
Orc, Sylvan

Alzhedo, Chultan,
Draconic, Illuskan, Orc,
Shaaran, Sylvan

Elven, Goblin,

Illuskan, Lantanese,
Shaaran, Sylvan
Chessentan, Damaran,
Infernal, Rashemi,
Tuigan, Untheric
Aglarondan, Chondathan,
Giant, Gnoll, Mulhorandi,
Rashemi, Tuigan, Turmic,
Shou

Chessentan, Draconic,
Mulhorandi, Orec,
Shaaran

Abyssal, Giant, Goblin,
Orc, Uluik

Aglarondan, Chondathan,
Dwarven, Giant, Goblin,
Mulhorandi, Orc,
Rashemi, Tuigan, Turmic,
Shou

Chessentan, Damaran,
Draconic, Elven,

Goblin, Shaaran, Turmic
Dwarven, Elven,

Giant, Goblin,

Illuskan, Orc

Elven, Giant,
Goblin, Illuskan,
Midani, Orc

*Masterwork armor, weapon, or item.
**Shaaran in Sespech only, and Turmic in Turmish only.
tRenaissance firearms are found in Chapter 6 of the DUNGEON MASTER’s Guide.
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Regional

Feats

Foe Hunter,
Saddleback,

Survivor

Daylight Adaptation,
Resist Poison

Bullheaded,
Ethran,
Survivor

Blooded, Education,
Mercantile Background,
Silver Palm,

Twin Sword Style -
Horse Nomad,

Silver Palm,

Survivor

Blooded, Education,
Smooth Talk,

Survivor

Foe Hunter,
Mercantile Background,
Snake Blood

Blooded, Foe Hunter,
Luck of Heroes,
Mercantile Background
Discipline, Mind

Over Body,

Tattoo Focus
Mercantile
Background, Silver
Palm, Smooth Talk

Arcane Schooling,
Street Smart,

Thug

Blooded, Bullheaded,
Foe Hunter, Horse
Nomad (the Ride
only), Survivor
Luck of Heroes,
Mercantile
Background, Thug

Silver Palm,

Snake Blood (Hlondeth
only), Survivor, Thug
Artist, Cosmopolitan,
Education,

Smooth Talk, Thug,
Twin Sword Style
Bullheaded,
Saddleback,

Survivor
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Equipment
(A) Studded leather armor* and potion of hiding
(B) Battleaxe*, heavy mace*, or longsword*

(A) Potions of bulls strength
and cure moderate wounds
(B) Banded mail with armor spikes
(C) Dire flail*, greataxe®, or orc double axe*
(A) Potions of jump, cure light wounds, vision .
(2 each)
(B) #Wand of light or wand of detect magic
(C) Spiked chain*, nunchaku®, or siangham*
(A) 300 gp

(A) Studded leather armor* and potion of vision
(B) Light warhorse, bit and bridle, military
saddle, and studded leather barding

(A) Longsword*, rapier®, or longbow™

(B) Chain shirt*

(C) Studded leather armor* and 2nd-level scroll
(A) Hand crosshbow and 2 doses greenblood oil
(B) Light crossbow™

- (C) Hide armor* and darkwood shield

(A) Potion of cure moderate wounds

(B) Scrolls of protection from arrows and blur

(C) Scrolls of aid and lesser restoration

(A) Two 2nd-level scrolls

(B) One 2nd-level and six 1st-level scrolls ot
(C) Longsword*

(A) Studded leather armor* and thieves’ tools*

‘(B) Studded leather armor* and healer’s kit*

(C) Studded leather armor* and instrument*

(A) Breastplate*

‘(B) Scale mail* and 20 arrows

(C) Scrolls of detect thoughts and misdirection
(A) Splint mail*

(B) Heavy mace* or light mace*

(C) Potion of shadow mask

(A) Three patiohx of cure light wounds
and 20 arrows*
(B) Banded mail with armor spikes

(A) Rapier* or dagger*
(B) Studded leather armor* and 20 bolts*

(A) Longsword*, rapier®, or short sword*
(B) Any two 2nd-level scrolls
(C) 300 gp

(A) Bastard sword” or greatsword*
(B) Breastplate . J
(C) Potion of lesser restoration : i
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Almost every rogue or fighter from the mythical land of Halruaa

knows just a bit of magic. In Sembia, Waterdeep, and the dark cities
of the drow, duelists teach the beautiful and deadly twin sword fight-
ing style. Common-born rangers and druids of the Dalelands are
known for their oddly fortuitous luck and-their perseverance in the
face of terrible peril. It seems that any adventurer exploring the
deadly ruins and perilous wildernesses of Faertin possesses a little
specialized traning or a knack common to the lands in which he
Erew up.

The feats in this chapter supplement the feats in the Player’s
Handbook and follow all the rules in that book for determining how
many may be chosen and how often a character may do so. In addi-
tion, some of these new feats possess an additional prerequisite; the
appropriate character region, as described in the previous section.

Some of the regional feats are defined as [General, Fighter], This
means a fighter can use his bonus feat to acquire one of those feats.
However, the character still needs to 'qualify for ;that region in
order to take the feat (see Regional Fedts in the Character Region
section above).

Arcane preparation fgenerall

You can prepare an arcane spell ahead of time just as a wizard does,

Prerequisite: You must be able to cast arcane spells as a bard or
sorcerer before you can select this feat.

Benefit: Each day, you are able to prepare one or more spells as a
wizard does. If you are a sorcerer or a bard, this means that you can
prepare a spell with a metamagic feat ahead of time, instead of cast-
ing it as a full-round action.

Arcane SChOOliﬂg lgenerall

In your homeland, all who show some skill at the Art may receive
training as a wielder of magic. Many characters know something of
the ways of the bard, the sorcerer, or the wizard.

Regions: Chessenta, Halruaa, Lantan, Mulhorand, Unther

Benefit: Choose one arcane spellcasting class, This class is a
favored class for you in addition to any other favored class you
select. For example, a multiclassed human fighter/rogue could add
levels of wizard without incurring any experience penalty for mul-
ticlassing in three classes.

Special: You may only take this feat as a 1st-level character.

AfTiST [generall

You come from a culture in which the arts, philesophy, and music
have a prominent place in socicty.

Region: Chessenta, Evermeet, Waterdeep, rock gnome.

Bemefit: You gain a +2 bonus on all Perform checks and to one
Craft skill that involves art (your choice) such as calligraphy, paint-
ing, sculptare, or weaving..

Blooded [generall

You know what it means to fight for your life, and the value of

quick wits and quicker reactions when blades are bared and deadly
spclls chafited. Enemies find it difficult to catch you off guard,

Regions: Dalelands, Nelanthcr Isles, Sembia, Silverymoen,
Tethyr, Vaasa.

Benefit: You get a +2 bonus on Initiative and a +2 bonus on all

Spot checks,

&l
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General Feats
Arcane Preparation

" Arcane Schooling

Artist

Blooded

Bloodline of Fire
Bullheaded
Cosmopolitan
Courteous Magocracy
Daylight Adaptation
Discipline

Education

Ethran

Foe Hunter
Forester
Greater Spell Focus

isite
Cast arcane spells as bard or sorcerer
Meet regional requirement
Meet regional requirement
Meet regional requirement
Meet regional requirement
Meet regional requirement
Meet regional requirement
Meet regional requirement
Meet regional requirement
Meet regional requirement
Meet regional requirement
Female, Cha 11+, spellcaster level 1st+,
society approval
Meet regional requirement
Meet regional requirement
Spell Focus

Greater Spell Penetration Spell Penetration

Horse Nomad

Improved Counterspell

Improved Familiar

Innate Spell
Luck of Heroes

‘Magical Artisan

Magical Training '

Mereantile Background

Militia

Mind Over Body
Resist Poison
Saddleback

Shadow Weave Magic
Signature Spell
Silver Palm
Smooth Talk

Snake Blood
Spellcasting Prodigy
Stealthy

Street Smart
Strong Seul
Survivor

Tattoo Focus

Thog

Thunder Twin
Treetopper

Twin Sword Style

Item Creation Feats
Create Portal
Inscribe Rune

Metamagic Feats
Delay Spell
Insidious Magic
Pernicious Magic
Persistent Spell
Tenacious Magic
Twin Spell .

Meet regional rcquu'ement

Ability to acquire a new familiar,
compatible alignment

Quicken Spell, Silent Spell, Still Spell
Meet regional requirement

Any item creation feat

Int 10+, meet regional requirement
Meet regional requirement

Meet regional requirement -

Meet regional requirement

Meet regional requirement

Meet regional requirement

Wis 13+ or patron deity (Shar)

Spell Mastery

Meet regional requirement

Meet regional requirement

Meet regional requirement

Meet regional requirement

Meet regional requirement

Meet regional requirement

Meet regional requirement
Specialized in a school of magic, meet
regional requirement

Meet regional requirement

Meet regional requirement

Meet regional requirement
Two-Weapon Fighting, meet regional
requirement

Prerequisite

Craft Wondrous Item

Int 13+, appropriate Craft skill, divine
spelleaster level 3rd+

Prerequisite

Any other metamagic feat ,
Shadow Weave Magic -
Shadow Weave Magic

Extend Spell

Shadow Weave Magic

Any other metamagic feat
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sloodline of firelgeneral]

You are descended from the efreet who ruled Calimshan for two mil-
lennia. The blood of these fire-spirits runs thick in your veins.

Region: Calimshan.

Benefit: You receive a +4 bonus on savmg throws against fire
effects. You also add +2 to the DC of saving throws for any sorcerer
spells with the fire descriptor that you cast. This benefit stacks with
the Spell Focus feat if the spell you cast is from your chosen school.

Special: You may only take this feat as a 1st-level character.

sullheaded [gencrall

The stubbornness and determination of your kind is legendary. You
are exceptionally headstrong and difficult to sway from your
i_tltcnded course.

: Damara, Dragon Coast, the Great Dale, Moonshaes, Nar-
fell, Nelanther Isles, Rashemen, Vaasa, Western Hcart!ands, gold
dwarf, gray dwarf, shield dwarf.

Benefit: You receive a +1 bonus on Will saves and a +2 bonus on
Intimidate checks. '

cosmopolitan (generall

Your exposure to the thousand forking paths of the city has taught
you things you ordinarily would never have uncovered.

Regions: Amn, Waterdeep.

Benefit: Choose a nonexclusive skill you do not have as a class
skill. You gain a +2 bonus on all checks with that skill, and that skill
is always considered a class skill for you.

Special: You may take this feat multiple times. Its effects do not
stack. Fach time you take the feat, it applies to a new skill.

courteous Magocrucg

[generall

You were raised in a land where mighty wizards order affairs. Where
powerful spelleasters are common, cautious courtesy is the norm and
everyone has an eye for magic goods.
Region: Evermeet, Halruaa.
Benefit: You receive a +2 bonus on all Diplomacy and Spellcraft
checks.

¢

create portalmem creation]

You have learned the ancient craft of creating a portal, a permanent
magic device that that instantaneously transports those who know
its secrets from one locale to another. Faeran is riddled with portals.

Prerequisite: Craft Wondrous Item.

Benefit: You can create any portal whose prerequisites you meet.
Crafting a porfad takes one day for each 1,000 gp in its base price,
To craft a porsal, you must spend 1/25 of its base price in XP and
use up raw materials costing half of this base price. See Chapter 2:
Magic for details of portal creation.

‘Some portals incur extra costs in material components or XF as
noted in their descriptions. These costs are in addition to those
derived from the portaf's base price.

Dml}light Adaptration (generall

Through long exile from the shadowed homelands of your kind, you
have learned to endure the painful sunlight of the surface world.
Region: Drow, gray dwarf, orc.
Benefit: If you are a type of creature that suffers circumstance
penalties when exposed to bright light (such as a drow or duergar)

34

you no longer suffer those penalties, whether the light comes from
natural or magical sources of illumination. N

pelay spell veramagic]

You can cast spells that take effect after a shoft delay of ynur choosing,

Prerequisite: Any other metamagic feat,

Benefit: A delayed spell doesn’t activate until 1 to § rounds after’
you finish casting it. You determine the delay when casting the spell,
and it cannot be changed once set. The spell activates just before
your turn on the round you designate. Only area, personal, and
touch spells may be affected by this feat.. '

Any decisions you would make about the spell, including attack
rolls, designating targets, or determining or shaping an area, are
decided when the spell is cast. Any effects resolved by those affect-
ed by the spell, including saving throws, are decided when the spell
triggers. If conditions change between casting and effect in such a
fashion as to make the spell impossible—for example, the target you
designate leaves the spell’s maximum range or area before it goes
off—the spell fails.

A delayed spell may be dispelled normally during the delay, and
can be detected normally in the area or on the target with spells
such as detect magic. A delayed spell uses up a spell slot three levels
higher than the spell’s actual level.

Discipli ne [generall

Your people are admired for their single-minded determination and
clarity of purpose. You are difficult to distract by spell or blow.
Regions: Aglarond, Anauroch, Cormyr, Impiltur, Thay, strong-
heart halfling, sun elf, rock gnome.
Benefit: You gain a +1 bonus on Will saves and a +2 bonus on Con-
centration checks. .

education [generall

Some lands hold the pen in higher regard than the sword. In your
youth you received the benefit of several years of more or less
formal schooling,

Begions: Amn, Chessenta, Cormyr, Evermeet, Lantan, Mulho-
rand, Sembia, Silverymoon, Waterdeep, moon elf, sun elf.

Benefit: All Knowledge skills are class skills for you. You get a +1
bonus on all skill checks with any two Knowledge skills of your
choosing.

Special: You may only take this feat as a 1st-level character.

ethran [generall

You have been initiated into the secrets of the Witches of Rashemen
as a member of the Ethran, the “untried.”

Prerequisites; Female, Charisma 11+, spellcaster level lst+ socie-
ty approval

Region: Rashemen.

Benefit: You are a respected member of the Wntches of Rashemen.
You gain a +2 bonus on Animal Empathy and Intuit Direction
checks. When dealing with other Rashemi, you gain a +2 bonus on
any Charisma-based skill checks. Acquiring this Feat requires the
approval of the DM and remaining in good standing with the witch-
es of Rashemen. If you }nsc their approval, you lose all benefits of
this feat.

foe Hunter [eighter, general] -

In lands threatened by evil nonhumans, many warriors learn ways
to fight effectively against these creatures. You have served as a

»
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member of a militia or military unit devoted to protecting your
home from the fierce raiders who trouble the area.
Regions: Chult, Cormyr, Damara, the Lake of Steam, the North,

the Moonsea; Tashalar, Tethyr, Vaasa, shield dwarf, wood elf.

Benefit: Your homeland dictates the type of foe you have
trained against. When fighting monsters of that race, you gain a
+1 competence bonus on damage rolls with melee attacks and on
ranged attacks at ranges of up to 30 feet, and you act as if you
had the Improved Critical feat for the weapon you are using. This
benefit does not stack with the Improved Critical feat.

Special: In Cormyr, Damara, Tethyr, Vaasa, or as a shield dwarf,
your traditional foes are goblinoids—goblins, hobgoblins, and bug-
bears. In Chult and Tashalar, this feat applies to lizard-
folk and yuan-ti. Wood elves train against gnolls. In
the Lake of Steam, the North, and the Moonsea, this
feat applies to orcs and half-orcs.

You may take this feat multiple times. Its
effects do not stack. Each time you take the
feat you must qualify for learning regional feats
in a land that hunts a different creature from
that specified by the regional feat or feats
you already have.

F‘"‘{‘_
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fFOrester[general]

Faertin’s great forests stretch for hundreds of
miles across the northlands. You are knowl-
edgeable about the secrets of the forest
and wise in its ways.

Regions: Chondalwood, Dalelands, the
Great Dale, the High Forest, ghostwise
halfling, moon elf, wild elf, wood elf.

Benefit: You receive a +2 bonus on
all Heal checks and a +2 bonus on
all Wilderness Lore checks.

greater spell
FOCUS [general]

Choose a school of magic to which you
already have applied the Spell Focus feat.
Your spells of that school are even more
potent than normal.-

Prerequisite: Spell Focus.

Benefit: Add +4 to the DC for all saving  Zmoroved familiars:
throws against spells from the school of ;. 0, pseudodragon,
magic you select to focus on. This overlaps quasit

(does not stack with) the bonus from Spell
Focus.

Special: You can gain this feat multiple times. Its effects do
not stack. Each time you take the feat, it applies to a new school
of magic.

greater sp ell
penetration [generall

Your spells are especially potent, defeating spell resistance more
readily than normal.

Prerequisite: Spell Penetration.

Benefit: You get a +4 bonus on caster level checks (1d20 + caster
level) to beat a creature’s spell resistance. This overlaps (does not
stack with) the bonus from Spell Penetration.

3y

Horse Nomad [sighter, generall

You have been raised in a culture that relies upon riding and shoot-
ing for survival.

Regions: Hordelands, the Shaar, Vaasa (the Ride only).

Benefit: You get Martial Weapon Proficiency (composite short-
bow) and a +2 bonus on all Ride checks.

improved
counterspell [generall

You understand the nuances of magic to such an extent that you can !
counter your opponents’ spells with great efficiency.
Benefit: When counterspelling, instead of using the exact spell |
you are trying to counter, you may use a spell of the same school
that is one or more levels higher than the target
spell.

Im pfoved
familiar [generall

So long as you are able to acquire a new
familiar, you may choose your new :
familiar from a nonstandard list. /
Prerequisite: Ability to acquire a new
familiar, compatible alignment.
Benefit: When choosing a familiar, the
following creatures are also available to
you. You may choose a familiar with =
an alignment up to one step away on
cach of the alignment axes (lawful
through chaotic, good through evil).
The improved familiar is magically
linked to its master just like a normal
familiar. The familiar uses the basic sta- ]
tistics for a creature of its kind, as given in
the Monster Manual or Chapter 9: Mon-
sters of this book, with these exceptions:
Hit Points: One-half the master’s total or
the familiar’s normal total, whichever is higher.
Attacks: Use the master’s base attack bonus or
the familiar’s, whichever is better. Use the familiar’s
Dexterity or Strength modifier, whichever is greater, to get the
familiar’s melee attack bonus with unarmed attacks. Damage equals
that of a normal creature of that kind.
Special ‘Attacks: The familiar has all the special attacks of its kind. {t
Special Qualities: The familiar has all the special qualities of its kind.

TABLE I—6: IMPROVED FAMILIARS
Arcane Spellcaster

Kind of Familiar Level Required
Animal, tressymtt [neutral] D
Beholderkin, eyeballt [neutral evil]
Imp [lawful evil] '
Pseudodragon [neutral good]
Quasit [chaotic evil]
Night hunter batt [neutral evil]
Formian worker [lawful neutral]
Shocker lizard [neutral]
Stirge [neutral]

tThese creatures are described in Monster Manunal Appendix:
Monsters of Faerdin. .
t1This creature is described in Chapter 9: Monsters.

MM M 00 a0
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Saving Throws: The familiar uses the master’s base save bonuses
if they’re better than the familiar’s.

Skills: Use the normal skills for a creature of its kind.

Familiar Special Abilities: Use Table 3—19: Familiar Abilities in
the Player’s Handbook to determine additional abilities as you would
for a normal familiar.

innate spell [generall

You have mastered a spell so thoroughly you can now cast it as a
spell-like ability. s

Prerequisites: Quicken Spell, Silent Spell, Still Spell.

Benefit: Choose a spell you can cast. You can now cast this spell at
will as a spell-like ability, once per round, without needing to prepare
it. One spell slot eight levels higher than the innate spell is perma-
nently used to power it. (Note that spell slots above 9th level can be
achieved with the rules in the upcoming Epic-Level Campaigns book.)
If the innate spell has an XP component, you pay the XP cost each
time you use the spell-like ability. If the innate spell has a focus, you do
not need the focus to use the spell-like ability. If the innate spell has a
costly material component (see the spell description), you need an item
worth 50 times that cost to use as the focus for the spell-like ability. If
the innate spell has a material component with negligible cost, you do
not need the material component to use the spell-like ability.

Since an innate spell is a spell-like ability and not an actual spell,
a cleric cannot convert it to a cure spell or an inflict spell, nor can
it be converted to a signature spell (see the Signature Spell feat).
Divine spellcasters who become unable to cast divine spells cannot
use divine innate spells.

Special: You can choose this feat more than once, selecting anoth-
er spell each time. You have to pay the costs in spell slots, focuses,
and material components for each innate spell you acquire.

Inscribe RUne [irem creation]

You can create magic runes that hold spells until triggered.

Prerequisite: Intelligence 13+, appropriate Craft skill, divine spell-
caster level 3rd+.

Benefit: You can cast any divine spell you have prepared as a rune.
The caster must have prepared the spell to be scribed and must pro-
vide any material components or focuses the spell requires. If cast-
ing the spell would reduce the caster’s XP total, he pays the cost
upon beginning the rune in addition to the XP cost for making the
rune itself. Likewise, material components are consumed when he
begins writing, but focuses are not. See the Rune Magic section in
Chapter 2: Magic for the details of runes and rune magic.

A single object of Medium-size or smaller can hold only one rune.
Larger objects can hold one rune per 253 square feet (an area 5 feet
square) of surface area. Runes cannot be placed on creatures. The
rune has a market price of the spell level X caster level X 100 gp-(a
O-level spell counts as 1/2 level). You must spend 1/25 of its market
price in XP and use up raw materials costing half this market price.
A rune’s market value equals its base price.

insidious MQgQIC [weramagic]

You can use the Shadow Weave to make your spells harder for
Weave users to detect. All creatures employing spells or spell-like
abilities are considered to be Weave users unless they possess the
Shadow Weave Magic feat.

Prerequisite: Shadow Weave Magic.

Benefit: When a Weave user employs a divination spell, spell-like
ability, or magic item (such as detect magic) that may detect the
magical aura of one of your spells, the Weave user must make a
level check (DC 11 + your caster level) to successfully detect your

spells. Similarly, a Weave user attempting to use a divination such
as see invisibility to reveal the effects of one of your spells must
make a level check to reveal your spell’s effects. The Weave user can
check only once for each divination spell used, no matter how many
of your spell effects are operating in an area.

This benefit does not extend to spells you cast from the schools
of Evocation or Transmutation. :

From now on, your ability to detect Weave magic is impaired.
Any divination spell you use against a Weave effect is successful
only if you make a level check against a DC of 9 + the caster’s level.
This penalty does not extend to Enchantment, Illusion, or Necro-
mancy effects. (You detect them normally.)

Luck of Heroes [generall

Your land is known for producing heroes. Through pluck, determi-
nation; and resilience, your people survive when no one expects
them to come through.

Regions: Aglarond, Dalelands, Tethyr, the Vast.

Benefit: You receive a +1 luck bonus on all saving throws.

Magical Acrtisan [generall

You have mastered the method of creating a certain kind of magic item.

Prerequisite: Any item creation feat.

Benefit: Each time you take this feat, choose one item creation
feat you know. When determining your cost in XP and raw materi-
als for creating items with this feat, multiply the base price by 75%.

Special: You may gain this feat multiple times. Each time you
take the feat, it applies to a new item creation feat.

Magical Tfaining Eicroial

You come from Halruaa, a half-legendary land where basic magic is
taught to all with the aptitude for it. Every crafter and laborer, it
seems, knows a cantrip or two to ease her work.

Prerequisite: Intelligence 10+

Region: Halruaa.

Benefit: You may cast the O-level arcane spells dancing lights,
daze, and mage hand once per day each. You have an arcane spell
failure chance if you wear armor. You are treated as a wizard of your
arcane spellcaster level (minimum 1st level) for determining the
range at which these spells can be cast.

Special: You may only take this feat as a 1st-level character.

Mecrcantile Background igenerall

Powerful trading costers and craft guilds control the wealth and
commerce of Faeran’s lands. You come from a family that excels at
a particular trade and knows well the value of any kind of trade
good or commodity.

Regions: Impiltur, Lake of Steam, Lantan, Sembia, Tashalar,
Tethyr, Thesk, the Vast, deep gnome, gray dwarf.

Benefit: You gain a +2 bonus on all Appraise checks and a +2
bonus on skill checks in the Craft or Profession skill of your choice.

MﬂiTiO [general]

You served in a local militia, training with weapons suitable for use
on the battlefield.
Region: Dalelands, Impiltur, Luiren, strongheart halfling,
Benefit: You get Martial Weapon Proficiency (longbow) and Mar-
tial Weapon Proficiency (longspear). In Luiren, this feat applies to
Martial Weaponr Proficiency (shortbow) and Martial Weapon Pro-
ficiency (short sword) instead of longbow and longspear.
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Miﬂd over BOdY [general]

The arcane spellcasters of some lands have learned ‘to overcome the
frailties of the body with the unyielding power of the mind.

Regions: Calimshan, Thay, moon elf, sun elf.

Benefit: At 1st level, you may use your Intelligence modifier
instead of your Constitution modifier to determine bonus hit points.
(For all ensuing levels, you revert to your Constitution modifier.)
You gain +1 hit point every time you learn a metamagic feat.

Special: You may only take this feat as a 1st-level character.

PErnicious MagIic meramagic

You can use the Shadow Weave to make your spells harder for
Weave users to counter. Any creature using a spell, spell-like ability,
or magic item without the Shadow Weave Magic feat is considered
to be a Weave user.

Prerequisite: Shadow Weave Magic.

Benefit: Your spells resist counterspell attempts by Weave users.
When a Weave caster tries to counterspell a spell yoy are casting, he
must make a level check (DC 11 + your caster level) to succeed at
the counterspell.

This benefit does not extend to spells you cast from the school of
Evocation or Transmutation, nor to opponents using dispel magic
to counterspell (see Tenacious Magic, later in this section).

From now on your ability to counterspell Weave magic is
impaired. When you attempt to counter a Weave spell, you must
make a level check with a DC of 9 + your opponent’s caster level to
succeed. This penalty does not extend to Enchantment, Illusion, or
Necromancy effects. (You counterspell them normally.) You may
attempt counterspells with dispe/ magic normally.

persistent spell meramagic]

You make one of your spells last all day.

Prerequisite: Extend Spell.

Benefit: A persistent spell has a duration of 24 hours. The per-
sistent spell must have a personal range or a fixed range.(for exam-
ple, comprehend languages or detect magic). Spells of instantaneous
duration, spells with a range of touch,-and spells whose effects are
discharged cannot be affected by this feat. You need not concentrate
on spells such as detect magic and detect thoughts to be aware of the
mere presence or absence of the thing detected, but you must still
concentrate to gain additional information as normal. Concentra-
tion on such a spell is a standard action that does not provoke an
attack of opportunity. A persistent spell uses up a spell slot four
levels higher than the spell’s actual level.

ReSIST POISON [generall

Over years, some among your people carefully expose themselves to
poisons in controlled dosages in order to build up immunity to their
effects. A few are thereby weakened, but the strong adjust.

Regions: Gray dwarf, half-orc, orc.

Benefit: You get a +4 bonus on Fortitude saving throws against
poison.

Special: You may only take this feat as a 1st-level character.

SQddlﬁbQCk [Eighrer, general]

Your people are as comfortable riding as walking,
Regions: Cormyr, Hordelands, Narfell, the North, Western
Heartlands. '
Benefit: You receive a +3 bonus on all Ride checks.

shadow weave Magic [cenenall

You have discovered the dark and dangerous secret of the Shadow
Weave.

Prerequisite: Wisdom 13+ or patron deity Shar.

Benefit: From now on, your spells tap the Shadow Weave instead
of the Weave. You also can activate magic items that use the Shadow
Weave without taking damage.

Add a +1 bonus to the DC for all saving throws of spells you cast
from the schools of Enchantment, Illusion, and Necromancy, and
spells with the darkness descriptor. You get a +1 bonus on caster
level checks to overcome spell resistance for these schools and spells.

The Shadow Weave proves less than optimal for effects involving
energy or matter. Your effective caster level for spells you cast from
the schools of Evocation or Transmutation (except spells with the
darkness descriptor) is reduced by one. (First-level Shadow Weave users
cannot cast spells from these schools.) The reduced caster level affects
the spell’s range, duration, damage, and any other level-dependent
variables the spell might have, including dispel checks against you.

You can no longer cast spells with the light descriptor, no matter
what your level is. Such spells automatically fail. Your ability to use
magic items that produce light effects is also limited—you cannot
invoke an item’s light power if the item’s activation method is spell
trigger or spell completion.

From now on, any magic item you create is a Shadow Weave item
(see Chapter 2: Magic).

Special: Knowledge of the Shadow Weave has a price. When you
acquire this feat, your Wisdom score is immediately reduced by 2
points. If this loss or any future Wisdom loss reduces your Wisdom
score to less than 13, you still have the feat. (This is an exception to
the general rule governing feats with prerequisites.) -

Restorative spells (such as restoration or greater restoration) do

~ not reverse the Wisdom loss. You can, however, strike a deal with
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Shar, the goddess who holds sway over the Shadow Weave, to regain
your lost Wisdom. You must receive an atonement spell from a cleric
of Shar. Sharran clerics require the subject to complete a dangerous
quest before receiving the afonement, and afterward you must choose
her as your patron. (The usual quest is to destroy a follower of
Seline whose level is at least as high as yours.) If you later change
your patron, you immediately suffer the Wisdom loss. If you take
Shar back again as your patron deity, it is not regained.

signarure spelligenerall

You are so familiar with a mastered spell that you can convert other
prepared spells into that spell.

Prerequisite: Spell Mastery.

Benefit: Each time you take this feat, choose a spell you have mas-
tered with Spell Mastery. You may now convert prepared arcane
spells of that spell’s level or higher into that signature spell, just as
a good cleric spontaneously casts prepared spells as cure spells.

Special: You may gain this feat multiple times. Each time you
take the feat, it applies to a new mastered spell.

SﬂUGf p(llm'[general]

Your culture is based on haggling and the art of the deal.
Regions: Amn, Dragon Coast, Great Dale, Impiltur, Moonsea,
Sembia, the Shaar, Thesk, Vilhon Reach, gold dwarf, gray dwarf.
Benefit: You get a +2 bonus on all Appraise and Bluff checks.

smooth Talk [general]

Your people are accustomed to dealing with strangers and foreigners
without needing to draw weapons to make their point.
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Regions: Luiren, Silverymoon, Thesk, Waterdeep, gold dwarf,
lightfoot_halfling.

Benefit: You gain a +2 bonus on all Diplomacy and Sense Motive
checks.

snake Blood [general]

The taint of the yuan-ti runs in your veins. No outward signs give
away your heritage, but you are something more—or less—than
entirely human.

Regions: Chult, Tashalar, the Vilhon Reach (Hlondeth only).

Benefit: You get a +2 bonus on Fortitude saving throws against
poison and a +1 bonus on all Reflex saving throws.

Special: You may only take this feat as a Ist-level character.

spellcasting prodigyigenerall

You have an exceptional gift for magic.

Benefit: For the purpose of determining bonus spells and the
saving throw DCs of spells you cast, treat your primary spellcasting
ability score (Charisma for bards and sorcerers, Wisdom for divine
spellcasters, Intelligence for wizards) as 2 points higher than its
actual value. If you have more than one spellcasting class, the bonus
applies to only one of those classes.

Special: You may only take this feat as a Ist-level character. If
you take this feat more than once (for example, if you are a human
or another type of creature that gets more than one feat at 1st
level), it applies to a different spellcasting class each time. You can
take this feat even if you don’t have any spellcasting classes yet.

ste Qh.'h(f [general]

Your people are known for their stealthiness.

Regions: Drow elf, half-orc, ghostwise halfling, lightfoot halfling, *

strongheart halfling.
Benefit: You gain a +2 bonus on all Hide and Move Silently
checks. :

Streer Smarct[general] -

You have learned how to keep informed, ask questions, and interact
with the underworld without raising suspicion.

Regions: Amn, Calimshan, Chessenta, Moonsea, Unther.

Benefit: You get a +2 bonus on all Bluff and Gather Information
checks.

STI’OD‘;‘ soul [general]

The souls of your people are hard to separate from their bodies.
Regions: Dalelands, Moonshaes, deep gnome, ghostwise halfling,
lightfoot halfling, moon elf, rock gnome, strongheart halfling, sun
elf, wild elf, wood elf.
Benefit: You get a +1 bonus on all Fortitude and Will saves and
an additional +1 bonus on saving throws against energy draining and
death effects.

SUCrVIVOT [generall

Your people thrive in regions that others find uninhabitable, and
excel at uncovering the secrets of the wilderness and surviving to
tell the tale.

Regions: Anauroch, Chondalwood, Chult, Damara, Hordelands,
Moonshaes, Narfell, the North, the Shaar, Rashemen, Silverymoon,
Vaasa, Vilhon Reach, Western Heartlands, deep gnome, drow elf,
lightfoot halfling, ghostwise halfling, shield dwarf, wild elf.

Benefit: You get a +1 bonus on Fortitude saves and a +2 bonus on
all Wilderness Lore checks.

TOTTOO FOCUS [speciall

You bear the powerful magic tattoos of a Red Wizard of Thay.

Prerequisite: Specialized in a‘school of magic. ;

Region: Thay.

Benefit: Add +1 to the DC for all saving throws against spells
from your specialized school. You get a +1 bonus on caster level
checks (1d20 + caster level) to beat a creature’s spell resistance when
casting spells from that school. |

Special: Only characters with the Tattoo Focus feat can partici-
pate in Red Wizards’ circles. A character can only select this feat
with the help of a Red Wizard who has the scribe tattoo ability.

TENACIOUS MOQIC [weramagic]

You can use the Shadow Weave to make your spells harder for
Weave users to dispel. Any magic-wielding creature without the
Shadow Weave Magic feat is considered a Weave user.

Prerequisite: Shadow Weave Magic.

Benefit: Your spells resist dispelling attempts by Weave users.
When a Weave caster makes a dispel check to dispel one of your
spells (including using dispe/ magic to counterspell a spell you are
casting), the DC is 15 + your caster level. This benefit does not extend
to spells you cast from the schools of Evocation or Transmutation.

From now on your ability to dispel Weave magic is impaired.
When you make a dispel check to dispel a Weave spell (or use dispe/
magic to counterspell an opponent’s spell), the DC is 13 + the oppo-
nent’s caster level. This penalty does not extend to Enchantment,
Illusion, or Necromancy effects, which you can dispel normally.

TI’lUg‘ [general]

Your people'know how to get the jump on the competition and push
other people around. While others debate, you act.

Regions: Calimshan, Dragon Coast, Moonsea, Nelanther Isles,
Unther, the Vast, Vilhon Reach, Waterdeep.

Benefit: You get a +2 bonus on Initiative checks, and a +2 bonus
on Intimidate checks.

thunder Twin [generall

You are one of the dwarven generation of twins born after
Moradin’s Thunder Blessing in the Year of Thunder (1306 DR).

Regions: Gold dwarf, shield dwarf.

Benefit: You receive a +2 bonus on all Charisma-based checks. You
have a twin brother or sister (fraternal or identical). You may detect
the direction of your twin if he or she is alive, on the same plane, and
you succeed at an Intuit Direction check against DC 15 (or a Wisdom
check if you do not have the skill). A failure on this check gives no
information. You may retry once per round as a standard action.

Special: You may only take this feat as a 1st-level character.-

TCEETOP PEr [generall

Your people are at home. in the trees and high places, daring falls
that paralyze most other folk in abject terror.

Regions: Aglarond, Chondalwood, High Forest, ghostwise half-
ling, wild elf, wood elf. i

Benefit: You get a +2 bonus on all Climb checks. You do not lose
your Dexterity bonus to Armor Class or give your attacker a +2
bonus when you are attacked while climbing.
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T\Uiﬂ Sp Cll [Meramagic]

You can cast a spell simultaneously with another séell just like it.

Prerequisite: Any other metamagic feat.

Benefit: Casting a spell altered by this feat causes the spell to take
effect twice on the target, as if you were simultaneously casting the
same spell two times on the same location or target. Any variables
in the spell (such as targets, shaping an area, and so on) apply to
both of the resulting spells. The target suffers all the effects of both
spells individually and receives a saving throw for each.

In some cases, failure of both of the target’s saving throws results
in redundant effects, such as a twinned charm person (see Combin-
ing Magical Effects in Chapter 10 of the Player’s Handbook),
although any ally of the target would have to succeed at two dispel
attempts in order to free the target from the charm. As with other
metamagic feats, twinning a spell does not affect its vulnerability to
counterspelling (for example, using an untwinned form of the spell
doesn’t negate just half of the twinned spell).

A twinned spell uses up a spell slot four levels higher than the
spell’s actual level.

TWi[l SWOfd STYIG [Fighref, general]

You have mastered a style of defense that others find frustrating.

Prerequisite: Two-Weapon Fighting.

Regions: Sembia, Waterdeep, drow elf.

Benefit: When fighting with two swords (dagger, longsword,
rapier, scimitar, or short sword, in any combination), you can desig-
nate a melee opponent during your action and receive a +2 armor
bonus to your Armor Class against attacks from that opponent. This
armor bonus stacks with the armor bonus from armor and shield.
You can select a new melee opponent on any action. A condition that
makes you lose your Dexterity bonus to Armor Class (if any) also
makes you lose this bonus.

The benefits of this feat apply only if you are proficient with the
weapons you are using.

character
Descriprion

In addition to the guidelines given in the Player’s Handbook, you
need to take into account some other considerations when creating
a character for the FORGOTTEN REALMS campaign setting.

religion

The deities of Faerun are deeply enmeshed in the functioning of the
world’s magical ecology and the lives of mortals. Faertinian charac-
ters nearly always have a patron deity. Everyone in Faertin knows
that those who die without having a patron deity to escort them to
their proper judgement in the land of the dead spend eternity
writhing in the Wall of the Faithless, or disappear into the hells of
the devils or the infernos of the demons.

The selection of a patron deity does not mean that your character
only worships or makes prayers and offerings to one deity. Faertn is a
polytheistic world, not a monotheistic world. At appropriate moments,
characters might worship or pay homage to nearly all the deities, even
some they could not choose as patron deities. For example, lawful good
sailors would never think of choosing Umberlee, the evil goddess of the
ocean, as their patron, but it would be hard to find a sailor who had not
sacrificed to Umberlee before at least one journey, or made promises
to her. during a storm. Likewise, an evil follower of Mask, the god of
thieves, might make a donation to the temple of Tymora, goddess of
luck, before a big heist, even though Tymora is a good goddess.

WHY CHOOSE A PATRON DEITY?

Choosing a patron deity provides you with contacts in the world, par-
ticularly if you are known to serve your deity’s causes. A character
with Helm as her patron is more likely to get assistance—timely
healing, a place of refuge, access to divinations and other spells—
from the church of Helm in times of need. A bard whose patron is
Tymora might have a better chance of convincing a group of
Tymora-worshiping bandits to talk peacefully instead of fighting.

Of more concern to most adventurers, a character who dies with-
out a patron deity cannot be raised from the dead by any mortal
means short of a miracle or wish. When such a character dies, he is
considered one of the Faithless, and his soul is used to form part of
the wall around the realm of Kelemvor, god of -the dead. Mortal
action cannot reverse this fate, and so unless the character’s friends
can arrange direct intervention by another deity (or expend a mira-
cle or wish, spells symbolizing intervention by another deity), that
character is unlikely to return to life. (See the Cosmology section of
Chapter 5: Deities for more information.)

CHOOSING A PATRON

Having a patron deity implies some true personal attachment to
that deity. Given this relationship, it is practically unheard of for a
character to have a patron with a radically different alignment than
her own. For example, it is essentially impossible for a chaotic good
rogue to feel a close’ personal connection with Bane, the lawful evil
god of tyranny and fear.

When choosing a patron if you are a divine spellcaster, you follow
the “one-step” rule described in the Alignment subsection of the Cleric
section of Chapter 3: Classes in the Player’s Handbook. Your align-
ment may be up to one “step” away from your patron’s. For example,

~ a chaotic neutral ranger can choose Malar (a chaotic evil god) as his

patron, but could not choose Mielikki (a neutral good goddess).

You can only have one patron deity at a time. It is possible to
change your patron, but doing so is not a decision made lightly or
quickly. If you are a cleric, druid, paladin, or spellcasting ranger (or
any other divine spellcaster), this process is described in the Chang-
ing Deities section of Chapter 3: Deities. If you are any other char-
acter class, changing a patron is a simple matter of deciding to do
so that does not require intervention by the church of your new
patron (although obtaining its blessing is customary, to show alle-
giance to the new deity). A character who frequently changes
patron deities is likely to gain a reputation of being weak in her
faith, and risks being branded as one of the False in the afterlife.

Humans choose a patron deity from the Faertinian or Mulho-
randi pantheons based on the region in which they live or that
they grew up in. Nonhumans usually choose a patron from their
own pantheon (drow from the drow pantheon, elves from the
elven pantheon, and so on). Nonhumans can also select a patron
from the human pantheon of the region they live in or grew up in.
The most common examples of this are northern halflings, who
often choose Tymora, and gnomes, who often choose Gond. Half-
orcs choose a patron from the orc pantheon or from the human
pantheon of the region they live in or grew up in. Half-elves
choose a patron from the elven or drow pantheon (as appropriate
to their nonhuman parent) or from the human pagtheon of the
region they live in or grew up in. For the most part, creatures
choose a patron from their own pantheon, but those that stray
from this trend are common enough to be viewed merely as a
curiosity rather than an aberration.

vital statistics

Most characters in the FORGOTTEN REALMS campaign setting use
the normal height and weight values given on Table 6—6: Random

"
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Height and Weight in the Player’s Handbook. However, elves in
Faertlin are tall and thin, so all elves except drow use the human
height and the half-elven weight, subtracting 10 pounds from the
actual weight. Half-elves use the human height and half-elven
weight entries. Drow use the elven height and weight entries. The
emaciated gray dwarves use the dwarf entries but subtract 30 pounds
from their weight result. Aasimars and tieflings use standard human
height and weight, and the genasi use that as a base, although air
genasi tend to be lighter, earth genasi heavier, fire genasi taller, and
water genasi shorter.

prestige classes

Faertin is home to dozens of secret organizations
and elite orders, hundreds of unique adventurers
and anointed champions, and thousands of oppor-
tunities. A mage might begin her career as a
straightforward wizard, but as she gains power and
experience, choices confront her. Should she follow
the path of the archmage, or plunge into the secret
studies of the Red Wizards? Should she seek knowl-
edge in the dark arts of the Shadow Weave, risking
life and sanity in pursuit of power, or should she
strengthen her ties to her patron deity and serve
her chosen church as an arcane devotee?

Characters of any class face similar choices.
Many of the most powerful and successful
adventurers of Faertin eventually become em-
broiled in the struggle of light and dark, assum-
ing the responsibility and the privileges of these
unique character classes.

Prestige classes that add to the character’s
base class for determining the number of spells
per day also add to the character’s caster level
(such as for dispel checks and level checks to
overcome spell resistance).

Arcane npevotee.-

Every major faith numbers sorcerers and wizards
among its fervent followers. While some wizards
ally themselves with churches close to their own
beliefs out of caution and convenience, others are
deyout representatives of their faith and willing-
ly subordinate their own causes to those of their
patron deity, becoming arcane devotees.

Arcane devotees complement the divine magic of a
church’s clerical leaders and are among the most important and respect-
ed members of a deity’s following. They provide much of the magical
firepower of their faith and collaborate with the church’s clerics in the
creation of magic items requiring both arcane and divine spells. Arcane
devotees provide support for the church’s armies in time of war, divine
the intentions of the enemies of the faith, and often take the front line
to decimate enemy troops or destroy spellcasters of rival faiths.

Arcane devotee
of Kossuth

TABLE I—7: THE ARCANE DEVOTEE

Naturally, arcane devotees are always arcane spellcasters. Sorcer-
ers and wizards are the most common type, but some music-orient-
ed deities tend to have more bard devotees, and a rare few of the
more evil deities have been known to have assassin devotees that
focus on cruel and terrible forms of death magic.

Hit Die: d4. -

REQUIREMENTS

To qualify to become a arcane devotee (Dev) of a particular deity, a
character must fulfill all the following criteria.

Spellcasting: Ability to cast 4th-level arcane spells.

Skills: Knowledge (religion) 8 ranks, Spellcraft 8 ranks.

Feats: Enlarge Spell.

Patron: An arcane devotee must have a patron
deity, and it must be the deity of which she is a
devotee.

CLASS SKILLS

The arcane devotee’s class skills (and the key abil-
" ity for each skill) are Alchemy (Int), Concentra-
tion (Con), Craft (Int), Knowledge (all skills

taken individually) (Int), Profession (Wis),

Scry (Int), and Spellcraft (Int). See Chapter

4: Skills in the Player’s Handbook for skill
descriptions.

Skill Points at Each Level: 2 + Int modifier.

CLASSs FEATURES

All the following are class features of the
arcane devotee prestige class.
Weapon and Armor Proficiency:
Arcane devotees gain no proficiency
in any weapon or armor.’
Spells per Day: An arcane devotee’s
training focuses on arcane spells.
Thus, when a new arcane devo-
tee level is gained, the character
gains new spells per day as if he
had also gained a level in what-
ever arcane spellcasting class he
belonged to before he added the
prestige class. He does not, however,
gain any other benefit a character of that
class would have gained (bonus metamagic or
item creation feats, bard or assassin abilities, and so on). This
essentially means that he adds the level of arcane devotee to the
level of whatever other arcane spellcasting class the character
has, then determines spells per day and caster level accordingly.
If a character had more than one arcane spellcasting class before he
became an arcane devotee, he must decide to which class he adds each
level of arcane devotee for the purpose of determining spells per day.

uosys 41 MO £ uosgvaIsnyy

| Class Base Fort Ref Wwill
: Level  Attack Bonus  Save Save Save Special Spells per Day
| Ist +0 +0 +0 +2 Enlarge Spell +1 level of existing arcane spellcasting class
' 2nd +1 +0 +0 +3 Sacred defense +1, +1 level of existing arcane spellcasting class
alignment focus
3rd +1 +1 +1 +3 Bonus feat +1 level of existing arcane spellcasting class’
! 4th +2 +1 +1 +4 Sacred defense +2 +1 level of existing arcane spellcasting class
Sth +2 +1 il +4 Divine shroud +1 level of existing arcane spellcasting class
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Enlarge Spell: The arcane devotee may cast a spell as if it were
under the effects of the Enlarge Spell feat. He does not need to pre-
pare this spell in advance, and it does not increase the casting time
or use a higher spell slot. This ability can be used a number of times
per day equal to 1 + the arcane devotee’s Charisma bonus (minimum
of once per day).

Sacred Defense: Add this value (+1 at 2nd level, +2 at 4th level)
to the arcane devotee’s saving throws against divine spells, as well as
the spell-like and supernatural abilities of outsiders.

Alignment Focus: A 2nd-level arcane devotee chooses one com-
ponent of his deity’s alignment. He now casts spells of that align-
ment at +1 caster level. If his deity is neutral, he chooses one
component of his alignment for this focus. If the arcane devotee and
his deity are neutral, the character chooses
chaos, evil, good, or law for his focus.

Bonus Feat: At 3rd level, an arcane
devotee can choose any one item creation
feat or any feat from the following list:
Spell Focus, Greater Spell Focus, Spell Pene-
tration, Greater Spell Penetration, Improved
Counterspell, Magical Artisan, or Shadow Weave
Magic (devotees of Shar only).

Divine Shroud (Su): Once per day, a Sth-level
arcane devotee may surround himself with a
shroud of glowing divine power that protects him
against enemy spells. The shroud is of a color appro-
priate to the arcane devotee’s patron’s alignment: con-
stant blue for law, shimmering white for good,
wavering black for evil, or flickering yellow for chaos.
The shroud grants spell resistance of 12 + the charac-
ter’s caster level as if he were under the effects of a
spell resistance spell. This ability can be invoked as a
free action and lasts a number of rounds equal to the
arcane devotee’s Charisma bonus + 3.

"~

Archmage

The highest art is magic—often referred to as zbe Art.
Its most advanced practitioners are frequently arch-
mages, bending spells in ways unavailable to other
spellcasters. The archmage gains strange powers

and the ability to alter spells in remarkable J

ways, but must sacrifice some of her spell ¢
capability in order to master these arcane ok
secrets. . ol

Hit Die: d4.

REQUIREMENTS

To qualify to become an archmage (Acm), a character must fulfill
all the following criteria.

Spellcasting: Ability to cast- 7th-level arcane spells, knowledge of
Sth-level or higher spells from at least five schools.

Skills: Knowledge (arcana) 15 ranks, Spellcraft 15 ranks.

Feats: Skill Focus (Spellcraft), Spell Focus in two schools of
magic.

TABLE I—8: THe ARCHMAGE

Class Base Fort  Ref Will

Level © Attack Bonus  Save Save Save Special
Ist ToN +0 +0 +2 High arcana
2nd +1 +0 +0 +3 High arcana
3rd +1 +1 +1 +3 High arcana
4th +2 +1 +1 +4 High arcana
Sth +0 +1: il +4 High arcana
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CLASS SKILLS

The archmage’s class skills (and the key ability for each skill) are
Alchemy (Int), Concentration (Con), Knowledge (all skills taken
individually) (Int), Profession (Wis), Scry (Int), Search (Int), and
Spellcraft (Int). See Chapter 4: Skills in the Player’s Handbook for
skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All the following are class features of the archmage prestige class.
Weapon and Armor Proficiency: Archmages gain no proficien-
cy in any weapon or armor.
Spells per Day: When a new archmage level is gained, the
character gains new spells per day as if she had also gained
a level in whatever arcane spellcasting class she belonged
to before she added the prestige class. She does not, how-
ever, gain any other benefit a character of that class
would have gained (bonus metamagic or item creation
feats, bard or assassin abilities, and so on). This essen-
tially means that she adds the level of archmage to
the level of whatever other arcane spellcasting class
the character has, then determines spells per day and
caster level accordingly.

If a character had more than one arcane spellcast-
ing class before she became an archmage, she must
decide to which class she adds.each level-of archmage
for the purpose of determining spells per day.

unknown to lesser wizards and sorcerers. She gains the
ability to select a special ability from among the fol-
lowing by permanently eliminating one spell slot. For
example, a 15th-level wizard normally can cast two
7th-level spells per day (not counting bonus spells for
specialization or high Intelligence). A Wizl3/Acm?2
who chooses the arcane reach ability forfeits one 7th-
) level spell, and so can only cast one 7th-level spell per
day, not counting bonus spells.

The archmage may choose to eliminate a spell slot
of a higher level than that required to acquire the

high arcana in question, if she so desires.
Arcane Fire (Su). The archmage gains the
ability to channel arcane spell energy into
e — arcane fire, manifesting as a bolt of raw magi-

i cal energy. The bolt is a ranged touch attack

Archmage Permdra Raslemtar queryr with long range (400 feet + 40 feet/level of arch-

mage) and deals 1d6 points of damage per level
of archmage plus 1d6 points of damage per level of the spell chan-
neled to create the effect. Therefore, a Sth-level archmage that chan-
nels a 7th-level spell into arcane fire deals 12d6 points of damage to
the target if it hits. This ability costs one 9th-level spell slot.
Arcane Reach: The archmage can use touch spells on targets up
to 30 feet away. If the spell requires a touch attack (melee or
ranged), the archmage must make a ranged touch attack. If selected

Spells per Day

+1 level of existing arcane spellcasting class

+1 level of existing arcane spellcasting class

+1 level of existing arcane spellcasting class

+1 level of existing arcane spellcasting class »
+1 level of existing arcane spellcasting class

High Arcana: The archmage learns secret lore




a second time as a special ability, the range increases to 60 feet. This
ability costs one 7th-level spell slot.

Mastery of Counterspelling: When the archmage counterspells a
spell, it is turned back upon the caster as if it were fully affected by
a spell turning spell. If the spell cannot be affected by spell turning
(for example, if it is an area or effect spell), then it is merely coun-
terspelled. This ability costs one 7th-level spell slot.

Mastery of Elements: The archmage can alter an arcane spell
when cast so that it utilizes a different element from the one it nor-
mally does. For example, an archmage could cast a fireba// that does
sonic damage instead of fire damage. <

This ability can only alter spells with the acid, cold, fire, elec-
tricity, or sonic descriptors. The spell’s casting time is unaffected.
The caster decides whether or

not to alter the spell’s energy
type and chooses the new
energy type when she begins
casting. This ability costs one
8th-level spell slot.

Mastery of Shaping: The
archmage can alter area and
effect spells that use the follow-
ing categories: burst, cone,
cylinder, emanation, or spread.
The alteration consists of creat-
ing spaces within the spell’s area
or effect that are not subject to
the spell. The minimum dimen-
sion for these spaces is a $-foot
cube. For example, the arch-
mage could cast a fireball and
leave a hole where her ally
stands, preventing any. fire
damage. Furthermore, any
shapeable (S) spells have a min-
imum dimension of ¥ feet
instead of 1Q feet. This ability
costs one 6th-level spell slot.

Spell Power +1: This ability
increases the DC for saving
throws against the archmage’s
arcane spells and caster level
checks for her arcane spells to
overcome spell resistance by +1.
This ability can only be selected
once, and stacks with spell
power +2 and spell power +3, as
well as spell power effects from
other sources, such as from the
Red Wizard prestige class. This ability costs one Sth-level spell slot.

Spell Power +2: As spell power +1, except the increase is +2
instead of +1. This ability can only be selected once, and stacks with
spell power +1 and spell power +3, as well as spell power effects from
other sources. This ability costs one 7th-level spell slot.

Spell Power +3: As spell power +1, except the increase is +3
instead of +1. This ability can only be selected once, and stacks with
spell power +1, spell power +2, as well as spell power effects from
other sources. This ability costs one 9th-level spell slot.

Spell-Like Ability: The archmage can use one of her arcane spell
slots (other than the slot expended to learn this high arcana) to per-
manently prepare one of her arcane spells as a spell-like ability that
can be used twice per day. The archmage does not use any components
when casting the spell, although a spell that costs XP to cast still does
so and a spell with a costly material component instead costs her 10
times that amount in XP. This ability costs one Sth-level spell slot.
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The spell-like ability normally uses a spell slot of the spell’s level,
although the archmage can choose to make a spell modified by a
metamagic feat into a spell-like ability at the appropriate spell level.
For example, the archmage can make /ightning bolt into a spell-like
ability by using a 3rd-level spell slot to do so, or a maximized Zight-
ning bolt into a 6th-level spell-like ability. -

The archmage may use an available higher-level spell slot to be
able to use the spell-like ability more often. Using a slot three levels
higher than the chosen spell allows her to cast it four times per day,
and a slot six levels higher lets her cast it six times per day. For exam-
ple, Hezark (Wizl5/Acm?) is a pyromaniac and never wants to be
denied the ability to cast fireball, so she permanently uses a 9th-level
spell slot to get fireball as a spell-like ability usable six times per day.
She forfeits a Sth-level spell slot
to master the ability.

If selected more than one
time as a special ability, this can
apply to the same spell or to a
different spell.

DIVINE
champion
Divine champions are mighty
warriors who dedicate them-
selves to their deity’s cause,
defending holy ground, destroy-
ing enemies of the church, and
slaying mythical beasts and cler-
ics of opposed faiths. For. deities
that do not count paladins
among their followers, divine
champions fill the role of the
church-sponsored warrior.

Most divine champions come
from a combat or military back-
ground. Barbarians, fighters,
monks, paladins, and rangers are
the most common divine cham-
pions, but some of the more mil-
itant clerics and druids decide to
become divine champions. Bards,
rogues, sorcerers, and wizards
rarely become divine champions
unless they are particularly

devout and skilled in warfare.
Hit Die: d10.

REQUIREMENTS

To qualify to become a divine champion (Chm) of a particular deity,
a character must fulfill all the following criteria.
Base Attack Bonus: +7.

TABLE I—9: THE DIVINE CHAMPION
Class Base Fort Ref Will

Level Attack Bonus .Save Save Save  Special

Ist +1 +2 “+2 140 Lay on hands
2nd +2 +3 +3 +0 Fighter feat,
sacred defense +1
3rd +3 +3 +3 +1 Smite infidel
4th +4 +4  +4 +1  Fighter feat,
~ sacred defense +2
Sth +5 +4 +4 +1 Divine wrath
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Skills: Knowledge (religion) 3 ranks.
Feats: Weapon Focus in the deity’s favored weapon.
Patron: A divine champion must have a patron deity, and it must

be the deity of which she is a champion.

CLASS SKILLS

The divine champion’s class skills (and the-key ability for each skill)
are Climb (Str), Craft (Int), Handle Animal (Cha), Jump (Str),
Knowledge (religion) (Int), Ride (Dex), Spot (Wis), and Swim (Str).
See Chapter 4: Skills in the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

CLASs FEATURES

All the following are class features of the
divine champion prestige class.

Weapon and Armor Proficiency: A
divine champion is proficient with all
simple and martial weapons, light armor,
medium armor, and shields.

Lay on Hands (Sp): As a defender of the
faith, a divine champion may lay on hands
to heal herself or another creature follow-¢
ing the same patron deity as himself. The
ability works like a paladin’s ability to lay on
hands, except the divine champion may heal
1 point of damage per divine champion
level times her Charisma bonus. If the
divine champion is a paladin, she can com-
bine this healing with her paladin class’s Jay
on hands ability.

Fighter Feat: At 2nd level and again at
4th level, a divine champion may choose any
one feat (except Weapon Specialization) from
the fighter class bonus feat list in Chapter 3
of the Player’s Handbook or any feat with the
[Fighter] designator in this chapter.

Sacred Defense: Add this value (+1-at 2nd
level, +2 at 4th level) to the divine champi-
on’s saving throws against divine spells, as
well as the spell-like and supernatural abili-
ties of outsiders.

Smite Infidel (Su): Once per day, a divine
champion may attempt to smite a creature
with a different patron deity (or no patron
deity at all) with one normal melee attack.
She adds her Charisma bonus to the attack roll and :
deals 1 extra point of damage per divine champion level. If the
divine champion accidentally smites someone of the same patron,
the smite has no effect but is still used up for that day. If the divine
champion is also a paladin, she may use smite evil and this ability
separately 'or combine them into a single strike if the target is evil
and of a different faith.

|

TagLe I—IO: THe DIviNe DiscipLe

Divine disciple of Velsharoon

Divine Wrath (Su): The divine champion channels a portion of her
patron’s power into wrath, giving her a +3 bonus on attack rolls, damage,
and saving throws for a number of rounds equal to her Charisma bonus.
During this time, the divine champion also has damage reduction 5/—.
This ability can be used once per day and is invoked as a free action.

pivine Disciple
The most zealous, devout, and pious clerics, druids, and paladins pos-
sess the ability to serve their deity as intermediaries between the
deity’s mortal and divine servants. They interpret the divine will, act
as teachers and guides to other members of the clergy, and arm the
lay followers of their deity with the power of their patron. Eventu- !
ally they transcend their mortal nature and embody the divine on |
the face of Toril.

Divine disciples are always divine spellcasters. Clerics and druids are

— the most common candidates for becoming divine

\-‘Yﬁ;' disciples, but paladins and rangers have been

known to become divine disciples, and evil
deities such as Bane have been known to ele-
vate blackguards as divine disciples in the
ranks of their dark faiths.
~  Hit Die: d8.

REQUIREMENTS

To qualify to become a divine disciple (Dis) of
a particular deity, a character must fulfill all
the following criteria.

Spellcasting: Ability to cast 4th-level
divine spells. - =
Skills: Diplomacy 5 ranks, Knowledge
(religion) 8 ranks.
Patron: A divine disciple must have a
patron deity, and it must be the deity of
which she is a divine disciple.

CLASS SKILLS

! The divine disciple’s class skills (and the
| key ability for each skill) are Concentra-
| tion (Con), Craft (Int), Diplomacy (Cha),
|\ Heal (Wis), Knowledge (arcana), (Int),
Knowledge (religion) (Int), Knowledge
(nature) (Int), Profession (Wis), Scry (Int,
exclusive skill), Spellcraft (Int), and Wilder-
ness Lore (Wis). See Chapter 4: Skills in the
Player’s Handbook for skill descriptions. {

LOCKRVGDD

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All the following are class features of the divine disciple prestige
class.

Spells per Day
+1 level of existing divine spellcasting class

+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class ~ *

Class Base Fort Ref Will
Level Attack Bonus Save = Save Save Special
1st +0 +2 +0 +2 New domain,
divine emissary
2nd +1 +3 +0 +3 Sacrqd defense +1
3rd +2 +3 +1 +3 Imbue with spell ability
4th +3 +4 +1 +4 Sacred defense +2
Sth +3 +4 +1 +4 Transcendence
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Weapon and Armor Proficiency: Divine disciples gain no profi-
ciency in any weapon or armor.

Spells per Day: A divine disciple’s training focuses on divine spells.
Thus, when a new disciple level is gained, the character gains new
spells per day as if she had also gained a level in whatever divine spell-
casting class she belonged to before she added the prestige class. She
does not, however, gain any other benefit a character of that class
would have gained (improved chance of controlling or rebuking
undead, metamagic or item creation feats, and so on). This essential-
ly means that she adds the level of divine disciple to the level of
whatever other divine spellcasting class the character has, then deter-
mines spells per day accordingly.

If a character had more than one
divine spellcasting class before she
became a divine disciple, she must
decide to which class she adds each
level of divine disciple for the purpose
of determining spells per day.

New Domain: The divine disciple
may choose a new domain from her
deity’s available domains. The divine
disciple receives the domain’s granted
power and may choose the domain’s
spells as domain spells. (The disciple
now has three choices each level for
domain spells instead of two.)

Divine Emissary: Divine disciples
can telepathically communicate with
any outsider within 60 feet, as long
as that outsider serves the disciple’s
deity or has the same alignment as
the disciple.

Sacred Defense: Add this value (+1
at 2nd level, +2 at 4th level) to the
divine disciple’s saving . throws
against divine spells, as well as the
spell-like and supernatural abilities
of outsiders.

Imbue With Spell Ability (Sp):
As the spell, except a divine disci-
ple does not need to use any 4th-
level (or higher) spell slots to
activate this ability. (She transfers
currently prepared spells to her
targets on a one-for-one basis with-
out having to use a spell slot for
the imbue with spell ability spell.)
The only limit to the number of spells the divine disciple can
transfer is the disciple’s available 1st- and 2nd-level spells.

Transcendence: The divine disciple, through long association
with her deity’s outsider servants and direct intervention by her
deity, transcends her mortal form and becomes a divine creature.
Her type changes to outsider, which means that she acquires some
immunities and vulnerabilities based on her type (see Native Out-
sider, under the planetouched race description). As a free action
she can ward herself with a protection from chaos/evil/good/law
spell. (She chooses which form to have when she gains the tran-
scendence power and cannot change it thereafter.)

Upon achieving transcendence, the divine disciple’s appearance usu-
ally undergoes a minor physical change appropriate to her alignment
and deity. For example, the eyes of a disciple of Lathander, the Morn-
inglord, might change to glowing gold. Anyone who shares the disci-
ple’s patron, including outsider servants of her patron, immediately
recognize her transcendent nature, and she gains a +2 bonus on all
Charisma-based skill and ability checks in regard to these creatures.

Divine seeker of Mask '

pIvine seeker

Sometimes a church cannot act openly, either because of political con-
straints, bureaucracy, or because it doesn’t want its presence known in
an area. During these times, the abilities of discretion, stealth, and speed
are more valuable than the direct manifestation of power. The divine
seeker fills this role, infiltrating dangerous places to rescue prisoners,
reclaim stolen relics, or eliminate enemy leaders. Quiet and protected
by the power of her deity, a divine seeker can often accomplish what a
direct assault could not.

Divine seekers may be of any class, though they favor monks,
rangers, and rogues. Barbarians
and bards_often have the skills
to become divine seekers, but
they tend to be too undisci-
plined or have abilities that rely
on noise. Sorcerers and wizards
with subtle and stealthy magic
sometimes become divine seek-
ers, but they are rare.

Hit Die: d6.

REQUIREMENTS

To qualify to become a divine
- secker (Skr) of a particular

deity, a character must fulfill
all the following criteria.

Skills: Hide 10 ranks, Knowl-
edge (religion) 3 ranks, Move
Silently 8 ranks, Spot 5 ranks.

Patron: A divine seeker
must have a patron deity, and
it must be the deity of which
she is a divine secker.

CLASS SKILLS

The divine seeker’s class skills
(and the key ability for each
skill) are Bluff (Cha), Climb
(Str), Craft (Iat), Decipher
Script (Int), Diplomacy (Cha),
Disable Device (Dex), Intuit
Direction (Wis), Jump (Str),
Knowledge (religion) (Int),
Listen (Wis), Move Silently
(Dex), Open Lock (Dex), Pick Pocket (Dex), Profession (Wis), Search
(Int), Spot (Wis), Tumble (Dex), and Use Rope (Dex). See Chapter 4:
Skills in the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 6 + Int modifier.

TAaBLe I—I1I: THE DIVINE SEEKER

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special
Ist +0 +0 +2 +0 Sanctuary,
thwart glyph
2nd +1 +0 +3 +0 Sacred defense +1,
. sneak attack +1d6
3rd +2 +1 +3 +1 Locate object,
obscure object
4th +3 +1 +4 +1 Sacred defense +2,
sneak attack +2d6 -
Sth +3 +1 +4 +1 Locate creature,

divine perseverance

ouvfpaupr o14vy) hg uotgvssnily




Illustration by Sam Wood

 ———
CHARACTERS

\4

CrLASS FEATURES

All the following are class features of the divine secker prestige
class. All of the divine secker’s spell-like abilities function as if cast
by a cleric with a caster level of the divine seeker’s class level plus
her Charisma bonus.

Weapon and Armor Proficiency: Divine seekers gain proficiency
in all simple weapons and light armor.

Sanctuary (Sp): Once per day a divine seeker can ward herself
with a sanctuary spell.

Thwart Glyph: A divine secker gains a +4 bonus on all Search and
Disable Device checks to locate, disable, or bypass magic glyphs,
runes, and symbols.

Sacred Defense: Add this bonus (+1 at 2nd
level, +2 at 4th level) to the divine seeker’s
saving throws against divine spells, as well
as the spell-like and supernatural abilities
of outsiders.

Sneak Attack: As the rogue’s abil-
ity. This stacks with any sneak
attack ability from another class.

Locate Object (Sp): Once per day,
a divine secker can use the /locate
object spell.

Obscure Object (Sp): Once per
day, a divine seeker can use obscure
object, which prevents her from
being tracked by locating a stolen
item she carries.

Locate Creature (Sp): Once per
day, a divine seeker can use the
locate creature spell.

Divine Perseverance: Once per day,
if the divine seeker is brought to —1 or
lower hit points, she automatically is
cured of 1d8+5 points of damage.

guild thief

Guild thieves are thieves who operate i urban areas as part of an
organized thieves’ guild. They control and manipulate almost all the
crime in their home cities. Guild thieves are usually organized into
divisions (assassins, beggars, bounty hunters, burglars, con artists and
tricksters, cutpurses-and pickpockets, enforcers and thugs, racket-
eers, scouts and spies, and fences, pirates, and smugglers), each of
which is led by a guildmaster responsible for crimes of that type.
The guildmasters report to a head guildmaster. Guild thieves gener-
ally only know their own minions, their coworkers, and their supe-
rior. This web of secrecy preserves the organization, because any
that are captured can only sell out a few others.

Most guild thieves are rogues, although specialists in some divi-
sions are more likely to be fighters or rangers. Clerics of evil deities
(particularly Mask and Shar) take roles in many divisions, and sor-
cerers and 'wizards also have important roles, but their prominence
is dependent on the land in which they operate. (Some lands have
few sorcerers and wizards or discourage them from staying or devel-
oping by placing many restrictions on them.) Guild thieves excel at
working with others, intimidating common folk, administering
punitive beatings, and acquiring important contacts.

Hit Die: d6.

Guild thief

REQUIREMENTS

To qualify to become a guild thief (Gld), a character must fulfill all
the following criteria.

4y : : S

Skills: Gather Information 3 ranks, Hide 8 ranks, Intimidate 3
ranks, Move Silently 3 ranks.
Special: Membership in a thieves’ guild.

CLASS SKILLS

The guild thief’s class skills (and the key ability for each skill) are
Appraise (Int), Bluff (Cha), Climb (Str), Craft (Int), Diplomacy
(Cha), Disable Device (Dex), Forgery (Int), Innuendo (Wis), Intimi-
date (Cha), Jump (Str), Knowledge (local), Listen (Wis), Move
Silently (Dex), Open Lock (Dex), Pick Pocket (Dex), Profession
(Wis), Search (Int), Sense Motive (Wis), Spot (Wis), and Use Rope
(Dex). See Chapter 4: Skills in the Player’s Handbook for skill
descriptions.

Skill Points at Each Level 6 + Int modifier.

CrAss FEATURES

All the following are class features
of the guild thief prestige class.
Weapon and Armor Proficien-
cy: Guild thieves gain proficiency
in all simple weapons and light
armor. f
Sneak Attack: As the rogue’s
ability. This stacks with any sneak
attack ability from another class.
Doublespeak: A guild thief gains a +2
bonus on all Bluff, Diplomacy, and
Innuendo checks. =
Bonus Feat: A guild thief gains a feat
from the following list: Alertness, Blind-
Fight, Cosmopolitan, Education, Exotic Weapon Pro-
ficiency (hand crossbow), * Leadership, Lightning
Reflexes, Track, Skill Focus (any guild thief class skill),
Still Spell, Street Smart, Weapon Finesse, Weapon Focus.
Uncanny Dodge: As the rogue ability. If a guild thief has
another class that grants the uncanny dodge ability, add
together all the class levels of the classes that grant the ability and
determine the character’s uncanny dodge ability on that basis.
Reputation: Add this value to the character’s Leadership score
(see the Leadership feat in Chapter 2 of the DUNGEON M. ASTER’s
Guide). Most guild thieves with an interest in collecting followers
have a permanent base of operations within a city, which gives an
additional +2 bonus on their Leadership score according to Table
2-26: Leadership Modifiers in the DUNGEON M ASTER’s Guide.

TasrLe I—12: Tue GUILD THIEF

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special
1st +0 +0  +2  +0  Sneak attack +1d6,
. doublespeak |
2nd +1 +0  +3  +0  Bonus feat, uncanny
dodge (Dex bonus to J AT
AC) i
3rd +2 +1 +3  +1  Sneak attack +2d6, I
reputation +1
4th +3 +1 +4 . +1  Bonus feat,
L reputation +2
Sth +3 +1 +4 +1  Sneak attack +3d6,

uncanny dodge (can’t be
flanked), reputation +3
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HQrper SCout

Harper scouts are members of the Harpers, a secret society dedicat-
ed to holding back evil, preserving knowledge, and maintaining the
balance between civilization and the wild. Harper scouts learn
arcane spells and many skills to help them in- their duties of espi-
onage, stealth, and reporting information.

Many Harper scouts are bards, but by no means all. Ranger,
rogue, sorcerer, and wizard are common vocations for Harper
scouts, since these classes tend to have versatility and mobility. All
have some skill at manipulating others, a resistance to outside
mental influences, acute abilities of perception, and a talent for
solving problems.

Not all Harpers are members of the Harper scout pres-
tige class, and rank within the organization
does not depend on a character’s level in
this or any other class. However, most of
the higher-ranked Harpers have at least
one level in the Harper scout prestige class.

Hit Die: d6.

REQUIREMENTS

To qualify to become a Harper scout
(Hrp), a character must fulfill all the fol-
lowing criteria.

Alignment: Any nonevil.

Skills: Bluff 4 ranks, Diplothacy 8 ranks,
Knowledge (local) 4 ranks, Perform ¥
ranks, Sense Motive 2 ranks, Wilderness
Lore 2 ranks. =

Feats: Alertness, Iron Will.

Special: Sponsorship by a member of the
Harpers, approval of the High Harpers.

CLASs SKILLS

The Harper scout’s class skills (and the key
ability for each skill) are Appraise (Int),
Bluff (Cha), Climb (Str), Craft (Int),
Diplomacy (Cha), Disguise (Cha), Escape
Artist (Dex), Gather Information (Cha),
Hide (Dex), Intuit Direction (Wis), Jump
(Str), Knowledge (all skills taken individu-
ally) (Int), Listen (Wis), Move Silently
(Dex), Perform (Cha), Pick Pocket (Dex), Profession (Wis), Sense
Motive (Wis), Speak Language (Int), Swim (Str), and Tumble
(Dex). See Chapter 4: Skills in the Player’s Handbook for skill
descriptions.

Skill Points at Each Level: 4 + Int modifier.

CLASS FEATURES

All the following are class features of the Harper scout prestige class.
Weapon and Armor Proficiency: A Harper scout is proficient
with all simple weapons and light armor.

TasLE I—1I3: THe HARPER ScouT

Class Base Fort Ref Will
Level Attack Bonus Save Save Save
Ist +0 +0 +2 +2
2nd +1 +0 +3 +3
3rd +2 +1 +3 +3
4th +3 +1 +4 +4
Sth +3 +1 +4 +4

Harper scout Arilyn Moonblade

Sp

Harper knowledge, 1st favored enemy
Deneir’s eye, Skill Focus
Tymora’s smile

L1

Craft Harper Item

46

Spells per Day: Beginning at 1st level, a Harper scout gains the
ability to cast a small number of arcane spells. The Harper scout’s
ability to cast these spells works exactly like a bard’s ability to cast
spells. (They are Charisma-based and do not need to be prepared.)

A 1st-level Harper scout learns two spells from the Harper
scout lst-level spell list. She learns two new Harper scout spells of
any spell level she can cast at‘each Harper scout level thereafter.
There is no limit to the number of these spells the Harper scout
can know from this list. She may learn more by studying arcane
scrolls or spellbooks.

HARPER ScOUT SPELL LisT:

st level—change self, charm.person, comprehend languages,
erase, feather fall, jump, light, message,
mount, read magic, scatterspray, sleep,
spider climb.

2nd level—ca?s grace, darkvision, detect
thoughts, eagle’s splendor, invisibility, knock,
locate object, magic mouth, misdirection, see
invisibility, shadow mask.

3rd level—clairandience/clairvoyance,
nondetection, suggestion, tongues, unde-
tectable alignment.

Harper - Knowledge: Like a bard, a
Harper scout has a knack for picking up
odds and ends of knowledge. This ability
works exactly like the bardic knowledge
ability of the bard class. If a Harper scout
has bard levels, her Harper scout levels and
bard levels stack for the purpose of using
bardic knowledge.

Favored Enemy: A Harper scout selects a
favored enemy from the following list of
evil organizations that oppose the Harpers’
goals: the Church of Bane, the Cult of the
Dragon, the Iron Throne, the malaugryms,
the Red Wizards, or the Zhentarim. This abil-
ity works exactly like the favored enemy abil-
ity of the ranger class. If a Harper scout with
ranger levels chooses a favored enemy that
she already has chosen as a ranger, the bonus-
es stack.

When the Harper scout reaches 4th level, the
bonus against her first favored enemy increases to +2, and she gains a
new favored enemy at +1.

Deneir’s Eye (Su): A Harper scout gains a +2 holy bonus on saving
throws against glyphs, runes, and symbols.

Skill Focus: A Harper scout gains the Skill Focus feat for her Per-
form skill and any one other Harper scout class skill.

Tymora’s Smile (Su): Once per day, a Harper scout can add a +2
luck bonus on a single saving throw. This bonus can be added after
the die is rolled and after success or failure of the unmodified roll is
determined.

Lliira’s Heart (Su): A Harper scout gains a +2 holy bonus on
saving throws against compulsion and fear effects.

Spells per Day
Ist 2nd 3rd

ecial

0

iira’s heart, 2nd favored enemy
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Craft Harper Item: A specialized form of the Craft Wondrous To be a hathran requires a certain depth of knowledge:in arcane

Item feat, this allows a Harper scout to create magic musical and divine magic. Usually hathrans are cleric/wizards, but some of
instruments, Harper pins, and certain potions (Charisma, detect the sisters have developed their powers as bards, druids, rangers, or
thoughts, glibness, tongues, and truth). This ability replaces the need sorcerers. The concept of rivalry between spellcasters is considered
for any other item creation feat for the item. The Harper scout’s insane by hathrans, and they share spells with any hathran they
casting lével for these items is her Harper scout level plus all other deem able to handle the responsibility.
caster levels from her other spellcasting classes. All the normal In Rashemi society, the creation of magic items is left to the male
requirements for an item (such as race or. spells) remain the same. spellcasters, and hathrans are not allowed to learn item creation
All other rules for creating wondrous items or potions apply. feats. (To do so causes expulsion from the sisterhood and banishment

from Rashemen, so great is the social stigma.) The only exceptions

are scrolls, which are used to train lesser members in arcane and
divine magic. Rashemi wizards who hope to become
hathran use their bonus feats for meta-
magic feats or Spell Mastery.

Ex-HARPER ScoUTS

It is possible for a character to violate the code of
conduct of the Harpers, endanger other

Harpers through negligence or deliberate Hit Die: d4.

action, or intentionally turn away from the

Harpers. Such an individual quickly gains a

reputation among the other Harpers and RE(&HREMENTS

can no longer progress in the Harper scout
prestige class. Furthermore, the former
Harper scout can no longer use the Deneir’s
eye, Lliira’s heart, or Tymora’s smile abili-
ties. A petition to the High Harpers, a suit-
able quest decided upon by that group, and an
atonement spell from a deity chosen by the
High Harpers brings the former Harper
scout back into good standing, and she can
thereafter gain levels in the prestige class.

To qualify to become a hathran (Hth), a
character must fulfill all the following
criteria. - .
Alignment: Lawful good, lawful neutral,
or neutral good.
Race: Human female of Rashemen or
Rashemi descent.
Spellcasting: Able to cast 2nd-level arcane
spells and 2nd-level divine spells.
Feats: Ethran.
Patron: Chauntea, Mielikki, or Mystra.
Special: Member in good standing of the
HO’Thf an Witches of Rashemen.
Hathrans comprise an elite sisterhood of
spellcasters who lead Rashemen. They are
also known as the Witches of Rashemen.
Within the borders of Rashemen, their
powers are greater than other spellcasters
of their level. In Rashemi society, hathrans
occupy the place reserved for powerful cler-
ics in most Faertinian cultures. They heal
the sick and wounded, care for the souls of
their followers, recruit champions from
other planes, and raise the dead. Within the
hathran class (which means “learned sister-
hood” in the language of Rashemen), 1st-level
characters are called blethran (“sisterkin”).
The 9th- and 10th-level hathrans are called
othlor (“true ones”) and have complete authority over all other

CLASS SKILLS

The hathran’s class skills (and the key ability for
cach skill) are Alchemy (Int), Animal Empathy
(Cha), Concentration (Con), Craft (Int), Intuit
Direction (Wis), Knowledge (all skills taken indi-
vidually) (Int), Perform (Cha), Profession (Wis),
Scry (Int), Swim (Str), Speak Language, Spell-
craft (Int), and Wilderness Lore (Wis). See
Chapter 4: Skills in the Player’s Handbook for
skill descriptions.

Hathran Lady Thelbruna

IR shimen Skill Points at Each Level: 2 + Int modifier.

Witches. Hathrans have the power of life and death over all citi- : CLAss FEATURES

zens of Rashemen, although to misuse this authority is a serious All the following are class features of the hathran prestige class.
offense against the sisterhood. When traveling in Rashemen, Weapon and Armor Proficiency: Hathrans gain Exotic Weapon
hathrans always wear masks. Many are sent outside their home- Proficiency (whip). They gain proficiency in no new armor.

land to study other cultures and keep watch on important figures. Spells per Day: A hathran’s training focuses on arcane or divine

TABLE I1—14: THE HATHRAN

Class Base Fort Ref Will '
Level  Attack Bonus  Save Save Save Special Spells per Day
Ist +0 +2 +0 +2 Cohort, place magic +1 level of existing spellcasting class .
2nd +1 +3 +0 +3 +1 level of existing spellcasting class
3rd +1 a3 e Ll +3 Fear (1/day) +1 level of existing spellcasting class
4th * +2 +4 +1 +4 Circle leader +1 level of existing spellcasting class
Sth W +4 +1 +4 +1 level of existing spellcasting class
6th +3 +5 +2 +¥ Fear (2/day) +1 level of existing spellcasting class
7Tth +3 +5 +2 +3 : +1 level of existing spellcasting class
8th +4 +6 +2 +6 Fear (3/day) +1 level of existing spellcasting class .
9th +4 +6 +3 +6 +1 level of existing spellcasting class
10th 5] +7 +3 +7 Greater command +1 level of existing spellcasting class
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spells. Thus, when a new hathran level is gained, the character gains
new spells per day as if she had also gained one level in a spellcast-
ing class (her choice) she belonged to before becoming a hathran.
She does not, however, gain any other benefit a character of that
class would have gained (improved chance of controlling or rebuk-
ing undead, metamagic or item creation feats, and so on). This
essentially means that she adds the level of hathran to the level of
whatever other spellcasting class the character has, then determines
spells per day and caster level accordingly. Since all hathrans are
multiclass spellcasters, some choose to expand their skill in the
arcane, others the divine, and the remainder strike a balance
between the two. y

The hathrans also have a short custom spell list. These spells are
arcane spells and must be acquired like any other arcane spell.
They use spell slots of the appropriate level in the hathran’s
arcane spellcasting class.

HATHRAN SPELL LiIST

1st level—scatterspray.

2nd level—moonbeam.

3rd level—flashburst, moon blade.
Sth level—moon path.

Cohort: The hathran gains a cohort as if she had
the Leadership feat (see Chapter 2 of the DUNGEON
MASTER’s Guide). This cohort is either a Rashemi
female with the Ethran feat o a Rashemi male
with at least one level of barbarian. This cohort
does not count against any cohorts (or follow-
ers) the hathran may acquire by taking the
Leadership feat.

Place Magic: The hathran’s ties to the land
of Rashemen are so strong that when in her
‘homeland, she can draw upon the power of the
land and its spirits to allow her to cast spells
without preparing them. When using place
magic, she may cast any arcane spell she knows or
any divine spell on her spell list. The spell uses
spell slots as normal. Casting with place magic is a
full-round action. If the spell has a casting time of
1 action or longer, 1 full round is added to the
casting time of the spell. If the hathran wishes
to use a metamagic feat she knows on a place
magic spell, 1 additional full round is added to
the casting time of the spell.

Note that when on her home soil, a hathran may
use divine spell slots of the appropriate level to cast any of the spells
on the hathran spell list, even if she doesn’t know the spell as an
arcane spell.

Fear (Su): A hathran can cast fear as a sorcerer of her highest
spellcasting level. The ability is usable once per day at 3rd level,
twice per day at 6th level, and three times per day at 8th level.

Circle Leader: The hathran gains the ability to become a circle
leader, who is the focus person for hathran circle magic. See Chap-
ter 2: Magic for a description of circle magic.

Greater Command (Su): The hathran can cast a quickened
greater command once per day as a sorcerer of her highest spell-
casting level.

Hierophant

A divine spellcaster who rises high in the service of his deity gains
access to spells and abilities of which lesser faithful can only dream.
The hierophant prestige class is open to powerful divine spellcasters

Hierophant of Lathander

who are approaching access to the strongest and most difficult
divine spells. They delay the acquisition of these greatest gifts in
exchange for a deeper understanding of and ability to control the
power they channel.

Hit Die: d8.

REQUIREMENTS

To qualify to become a hierophant (Hie) of a particular deity, a
character must fulfill all the following criteria.
Spellcasting: Able to cast 7th-level divine spells.
Skills: Knowledge (religion) or Knowledge (nature) 15 ranks.
Feat: Any metamagic feat.

CLASS SKILLS

The hierophant’s class skills (and the key ability for
each skill) are Concentration (Con), Craft (Int),
Diplomacy (Cha), Heal (Wis), Knowledge (arcana)
(Int), Knowledge (religion) (Int), Profession (Wis),
Scry (Int, exclusive skill), and Spellcraft (Int). See
Chapter 4: Skills in the Player’s Handbook for skill
descriptions.

Skill Points at Each Level: 2 + Int modifier.

CLAss FEATURES

All the following are class features of the hiero-
phant prestige class.
Weapon and Armor Proficiency: Hierophants
gain no proficiency in any weapon or armor.

Spells and Caster Level: Levels in the hiero-

phant prestige class, even though they do not
advance spell progression in the character’s base
class, still stack with the character’s base spell-
casting levels to determine caster level.

Special Ability: Every level, a hierophant
gains a special ability of his choice from among
the following:

Blast Infidel: The hierophant can use nega-

tive energy spells to their maximum effect on
creatures with a different patron from the hiero-
phant. Any spell with a description that involves
inflicting or channeling negative energy (inflict spells,
circle of doom, harm) cast on such creatures works as if
under the effect of a Maximize Spell feat (without using
a higher-level spell slot). Undead affected by this ability heal the
appropriate amount of damage, regardless of their patron (if any).
Divine Reach.: The hierophant can use touch spells on targets
up to 30 feet away. If the spell requires a melee touch attack, the
hierophant must make a ranged touch attack instead. If selected
a second time as a special ability, the range increases to 60 feet.
Faith Healing: The hierophant can use healing spells to their
maximum effect on creatures with the same patron as the hiero-
phant (including the hierophant himself). Any spell with the heal-

TABLE I—1I5: THe HIEROPHANT

Class Base Fort Ref Will

Level Attack Bonus Save Save Save  Special
1st +0 +2  +0  +2  Special ability
2nd +1 +3 +0 +3 Special ability
3rd +1 +3  +1  +3  Special ability
4th 32 +4 +1 +4 Special ability
Sth +2 +4 +1 +4

Special ability
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ing descriptor cast on such creatures works as if under the effects of
a Maximize Spell feat (without using a higher-level spell slot). Any
creature that falsely claims to be a follower of the hierophant’s
patron in hopes of gaining extra benefit instead receives none of the
effects of the spell and must make a Will save (against the spell’s
DC) or be stunned for 1 round.

Gift of the Divine: The hierophant may transfer one or more uses
of his turning ability to a willing creature. (Hierophants who rebuke
undead transfer uses of rebuke undead instead.) The transfer lasts
anywhere from 24 hours to a tenday (chosen at the time of transfer),
and while the transfer is in effect, the number of turning attempts
per day allowed to the hierophant is reduced by the number trans-
ferred. The recipient turns undead as a cleric of the hierophant’s
cleric level but uses her own Charisma
bonus.

Mastery of Energy: The hierophant
channels positive or negative energy
much more effectively, increasing his
ability to affect undead. Add a +4 bonus to
the hierophant’s turning checks and turn-
ing damage. :

Metamagic Feat: The hierophant can
choose a metamagic feat.

Power of Nature: Available only to
hierophants with druid levels, this ability
allows the hierophant to temporarily trans-
fer one or more of his special druidic
powers to a willing creature. The transfer
lasts anywhere from 24 hours to a tenday
(chosen at the time of transfer), and while
the transfer is in effect, the hierophant
cannot use the transferred power. He can
transfer any of his druidic special abilities
except spellcasting and animal companions.

The wild shape ability can be partially
or completely transferred. For example,
he may transfer the ability to wild shape
once per day to the recipient and retain
the rest of his uses for himself. If the
hierophant can assume the form of Tiny,
Huge, or dire animals, the recipient can
as well.

As with the imbue with spell ability
spell, the hierophant remains
responsible to his deity for any
purpose the recipient uses the
transferred abilities.

Spell Power +2: This ability increases by +2 the DC for saving
throws against the hierophant’s divine spells and for caster level
checks for his divine spells to overcome spell resistance. This ability
can be selected multiple times, and stacks with itself and other spell
power effects that affect divine spells.

Spell-Like Ability:~The hierophant can use one of his divine spell
slots to permanently prepare one of his divine spells as a spell-like abil-
ity that can be used two times per day. The hierophant does not use any
components when casting the spell, although a spell that costs experi-
ence points to cast still does so, and a spell with a costly material com-
ponent instead costs him 10 times that amount in experience points.

The spell normally uses a spell slot of the spell’s level (or higher if
the hierophant chooses to permanently attach a metamagic feat to
the spell chosen). The hierophant can use an available higher-level
spell slot to use the spell-like ability more than twice per day. Allo-
cating a slot three levels higher allows him to cast the spell four times
per day, and a slot six levels higher lets him cast it six times per day.
For example, Lonafin the hierophant is a follower of Velsharoon and

Purple Dragon knight
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wants to be able to create undead whenever he has the opportunity, so
he permanently uses a 9th-level spell slot to get azimate dead as a
spell-like ability usable six times per day.

If selected more than one time as a special ability, this ability can
apply to the same spell or to a different spell.

purple pragon knight

The famous Purple Dragons of Cormyr are regarded across Faerin
as exemplars of disciplined, skilled, loyal soldiers. Their reputation is
deserved partly because of the heroic actions of their leaders, the
Purple Dragon knights.

Purple Dragon knights develop uncanny skills related to coordi-
nating and leading soldiers. Most are fighters,
rangers, or paladins, but a few bards, clerics,
and rogues have been known-to become Purple
Dragon knights. Sorcerers and wizards tend to
join the War Wizards, Cormyr’s elite brigade of
fighting spellcasters, while barbarians are too
undisciplined, and druids and monks too
“ancivilized” in Cormyr to enter this career.-

In general, NPC knight commanders are
responsible for leading the troops of the nation
of Cormyr. Player character knights either are
retirees, special liaisons to the army, or recipients
of honorary titles. A character’s level in this pres-
‘tige class is irrelevant to his rank in the military,
although higher-ranked knights tend to be of
higher level. It is not necessary to have this pres-
tige class to serve in the Purple Dragons at large.
This prestige class can be used as a model for

knightly orders, and so on. It is not neces-
sary to have this prestige class to be an
officer of* the Purple Dragons, but
most high-ranking officers do.
Hit Die: d10.

REQUIREMENTS

To qualify to become a Purple
Dragon knight (Prp), a character
must fulfill all the following cri-
teria.

Alignment: Any nonevil and
nonchaotic.

Base Attack Bonus: +4.

Skills: Diplomacy or Intimidate 1 rank, Listen 2 ranks, Ride 2
ranks, Spot 2 ranks.

Feats: Leadership, Mounted Combat.

Special: Membership in the Purple Dragons.

Tasre I—16: THe DURpPLE DRAGON KNIGHT

Class Base Fort Ref Will
Level Attack Bonus Save Save Save Special
Ist +1 +2 +0 +0 Rallying cry,
heroic shield
2nd +2 +3 +0 +0 Inspire courage
. (1/day)
3rd +3 +3 +1 +1 Fear
4th . +4 +4 +1 +1 Oath of wrath,
inspire courage
(2/day)
Sth +5 +4 +1 +1 Final stand
8,

officers in other countries, members of
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CLASS SKILLS

The Purple Dragon knight’s class skills (and the key ability for each
skill) are Climb (Str), Diplomacy (Cha), Intimidate (Cha), Jump
(Str), Ride (Dex), Swim (Str). See Chapter 4: Skills in the Player’s
Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All the following are class features of the Purple Dragon knight
prestige class.

Weapon and Armor Proficiency: A Purple Dragon knight is profi-
cient with all simple weapons, light armor, medium
armor, and shields.

Rallying Cry (Su): The knight can utter a pow-
erful shout (typically “For Cormyr!”) that
causes all allies within 60 feet to gain a +1
morale bonus on their next attack roll and
increases their speed by 5 feet until the
knight’s next turn. Traditionally, the rally-
ing cry is used when a formation of soldiers
is about to charge. This mind-affecting abili-
ty may be used up to three times per day.

Heroic Shield: A knight can use the aid
another action (see Chapter 8 of the Player’s
Handbook) to give an ally a +4 circumstance
bonus to AC instead of the normal +2.

Inspire Courage (Su): This ability has the
same effect as the bard ability of the same
name. The knight makes an inspirational
speech, bolstering his allies against fear and
improving their combat abilities. To be affected,
an ally must hear the knight speak for a full
round. The effect lasts as long as the knight
speaks and for 3 rounds after the knight
stops speaking (or 5 rounds after the ally
can no longer hear the knight). While
speaking, the knight can fight but cannot
cast spells, activate magic items by spell
completion (such as scrolls), or activate
magic items by magic word (such as wands).
Affected allies receive a +2 morale bonus on
saying throws against charm and fear effects
and a +1 morale bonus on attack and weapon
damage rolls.

Fear (Su): Once per day, a knight can evoke a
fear effect (DC 13 + the officer’s Charisma mod-
ifier). His allies are immune to the effect.

Oath of Wrath (Su): Once per day, a knight can select a single
opponent within 60 feet and swear an oath to defeat him. For the
duration of the encounter, the knight has a +2 morale bonus on
melee attack rolls, weapon damage rolls, saves, and skill checks
made against the challenged target.

The effect is negated immediately if the knight makes an
attack or casts a spell targeted at any creature except the chal-
lenged opponent (attacks of opportunity do not count) or if the
knight uses a full-round action to move away from the challenged
opponent.

Final Stand (Su): Once per day, a knight can inspire his troops
to a heroic effort, temporarily increasing their vitality. All allies
within 10 feet of the knight gain 2d10 temporary hit points. This
ability affects a number of creatures equal to the knight’s class
level + his Charisma modifier and lasts an equal number of rounds.

Zulkir Aznar Thrul, Red Wizard

yO

red wizard

The Red Wizards are the masters of Thay, the conquerors of that
land’s native Rashemi, and the would-be magical overlords of
Faertn. They focus on a school of magic more intently than any spe-
cialist, achieving incredible mastery of magic within a very narrow
focus. Seen as cruel and evil tyrants by people across Toril, a few
choose to leave their region, assume secret identities, and practice
magic without having to worry about political alliances and possible
slave uprisings.

Early in their careers, would-be Red Wizards specialize in a school of
magic and acquire the Tattoo Focus feat that prepares them for entry
into the full Red Wizard prestige class. All Red Wizards have some skill
as a specialist wizard, and most follow that path exclusively, but a few

dabble in other sorts of learning (such as combat or divine
magic). While it is possible for a sorcerer or bard to
become a Red Wizard, such misfits are ridiculed
in their homeland and are incredibly rare.
Hit Die: d4.

REQUIREMENTS

To qualify to become a Red Wizard (Red), a
character must fulfill all the following criteria.
Alignment: Any nongood.
Race: Human from Thay.
Spellcasting: Ability to cast 3rd-level
arcane spells.
Skills: Spellcraft 8 ranks.
Feats: Tattoo Focus and a total of three
metamagic feats or item creation feats.

CLASS SKILLS

The Red Wizard’s class skills (and the key
ability for each skill) are Alchemy (Int),
Concentration (Con), Craft (Int), Innuendo
(Wis), Intimidate (Cha), Knowledge (all
skills taken individually) (Int), Profession
(Wis), Scry (Int), Spellcraft (Int). See Chap-
ter 4: Skills in the Player’s Handbook for
skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

CrLAss FEATURES

All the following are class features of the Red
Wizard prestige class.

Weapon and Armor Proficiency: Red Wizards gain no proficien-
Cy in any weapon or armor.

Spells per Day: A Red Wizard’s training focuses on arcane spells.
Thus, when a new Red Wizard level is gained, the character gains
new spells per day as if he had also gained a level in whatever arcane
spellcasting class he belonged to before he added the prestige class.
He does not, however, gain any other benefit a character of that
class would have gained (bonus metamagic or item creation feats,
bard or assassin abilities, and so on). This essentially means that he
adds the level of Red Wizard to the level of whatever other arcane
spellcasting class the character has, then determines spells per day
and caster level accordingly. i

If a character had more than one arcane spellcasting class
before he became a Red Wizard, he must decide to which class he
adds each level of Red Wizard for the purpose of determining
spells per day.
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Enhanced Specialization: Upon becoming a Red Wizard, the char-
acter increases his devotion to his wizard school of specialization. In

cexchange for this, the Red Wizard must sacrifice study in one or

more schools: The Red Wizard must choose an additional prohibited
school or schools using the rules in Chapter 3 of the Player’s Hand-
book. He can never again learn spells from those prohibited schools.
He cannot choose the same prohibited schools he chose as a 1st-level
wizard. He can still use the prohibited spells he knew prior to becom-
ing a Red Wizard, including using items that are activated by spell
completion or spell trigger.

For example, Ghorus Toth is specialized in the school of Trans-
mutation. His prohibited schools are Abjuration and Enchantment
(option 3). When he becomes a Red Wizard, he must choose one of
the other categories of prohibited schools for Transmutation listed
in the School Specialization side-
bar the Player’s Handbook. His |
options are (1) Conjuration, (2) |
Evocation, or (4) any three
schools. He cannot choose option
(3) because there is no way to
select that option without select-
ing schools from which he is
already prohibited. If he chooses
option (4), he cannot choose Abju-
ration or Enchantment because
those are already prohibited
schools for him. He decides to
select Conjuration as his addition-
al prohibited school.

Specialist Defense: Add this
value to the Red Wizard’s saving
throws against spells from his spe-
cialist school. :

Spell Power: For spells involv-
ing the Red Wizard’s specialist
school, add this value to the DC for
saving throws and to caster level
checks to overcome spell resist-
ance. The value starts at +1 at 1st
level and goes up to +2 at 4th level,
+3 at 6th level, +4 at 8th level,
and +5 at 10th level. This ability
stacks with other spell power
effects that affect spells from the
Red Wizard’s specialist school.

Bonus Feat: The Red Wizard
can choose an item creation feat,

metamagic feat, or Spell Mastery (sece Chapter 3 of the Player’s
Handbook).

Circle Leader: The Red Wizard gains the ability to become a circle
leader, who is the focus person for Red Wizard circle magic. See
Chapter 2: Magic for information on circle magic.

Scribe Tattoo: The Red Wizard gains the ability to place the
Thayan wizards’ magic tattoos upon qualified novices, allowing them
to select the Tattoo Focus feat and inducting them into his circle.

Great Circle Leader: The Red Wizard can be the center of a great
circle, which can have up to nine assistants instead of just five. See
Chapter 2: Magic for information on circle magic.

RuUnecaster

A skill originally developed by
NG the dwarves and giants, the abili-
: ty to create runes of power has
spread beyond the hills and
mountains. Those that choose to
master this ability are rune-
casters, creating incredibly potent
symbols that last for multiple
uses and can be triggered without
being touched. An established
runecaster’s goods are usually
adorned with many runes, making
his equipment very impressive-
looking and a true threat to
thieves. . .

Most runecasters are clerics or

practitioners of this ability are
dwarves and giants. Some rangers
and paladins have ' chosen to
become * runecasters, particularly
since the Thundering has resulted
in many young dwarves leaving
home to explore the wilderness. A
few rare druids have chosen the
path of the runecaster as well,
although generally only in areas
where druids are so scarce that
they have to rely on runes to pro-
tect a large area. Runecasting
clerics and paladins use their abil-
ities to protect their temples and
holy items, while ranger rune-

Runccaster casters use them to guard trails,
lairs of threatened animals, and
TaBLE I—I7: THe BeD WIZARD natural refuges.
Class Base Fort Ref Will Hit Die: d8.
Level Attack Bonus  Save Save  Save Special Spells per Day
Ist +0 - +0 +0 +2 Enhanced specialization, +1 level of wizard
- i specialist defense +1 J RE(&HREMENTS
2nd +1 +0 +0 +3 Spell power +1 “+1 level of wizard  To qualify to become a runecaster
3rd +1 +1 +1 +3 Specialist defense +2 +1 level of wizard ~ (Rnc), a character must fulfill all
4th +2 +1 +1 +4 Spell power +2 +1 level of wizard  the following criteria.
Sth +2 +1 +1 +4 Bonus feat, circle leader ~ +1 level of wizard Spellcasting: Ability to cast
6th +3 St ] +5 Spell power +3 +1 level of wizard  3rd-level divine spells.
/I +3 +2 +2 +5 Specialist defense +3, +1 level of wizard Skills: Spellcraft 8 ranks, Craft
! scribe tattoo 8 ranks (see the Rune Magic sec-
8th +4 +2 +2 +6 Spell power +4 +1 level of wizard = tion of Chapter 2: Magic for
9th +4 +3 +3 +6 Specialist defense +4 +1 level of wizard  appropriate Craft skills).
10th +3 +3 +3 +7 Great circle leader, +1 level of wizard Feats: Inscribe Rune. *

adepts because a majority of the
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TasLe I—I8: THE BUNECASTER
Class Base Fort Ref Will
Level  Attack Bonus  Save Save Save Special Spells Per Day
Ist +0 +2 +0 +2 Rune craft +1 +1 level of existing divine spellcasting class
2nd ot 1 +3 +0 +3 Rune power +1 +1 level of existing divine spellcasting class
3rd +2 +3 +1 +3 Improved runecasting +1 level of existing divine spellcasting class
4th +3 +4 +1 +4 Rune craft +2 +1 level of existing divine spellcasting class
Sth +3 +4 +1 +4 Rune power +2 +1 level of existing divine spellcasting class
6th ¢« +4 +5 +2 +5 Maximize rune +1 level of existing divine spellcasting class
7th +5 +5 +2 +5 Rune craft +3 +1 level of existing divine spellcasting class
8th +6 He, L) +6 Improved runecasting +1 level of existing divine spellcasting class
9th +6 +6 ' 43 +6 Rune power +3 +1 level of existing divine spellcasting class
10th +7 +7 +3 +7 Rune chant +1 level of existing divine spellcasting class

CLASS SKILLS

The runecaster’s class skills (and the key ability for each skill) are
Concentration (Con), Craft (Int), Diplomacy (Cha), Heal (Wis),
Knowledge (arcana), (Int), Knowledge (religion) (Int), Profession
(Wis), Scry (Int, exclusive skill), and Spellcraft (Int). See Chapter 4:
Skills in the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

CLAsS FEATURES

All the following are class features of the runecaster prestige class.

Weapon and Armor Proficiency: Runecasters gain no proficiency
in any weapon or armor.

Spells per Day: A runecaster’s training focuses on divine spells. Thus,
when a new runecaster level is gained, the character gains new spells per
day as if he had also gained a level in whatever divine spellcasting class
he belonged to before he added the prestige class. He does not, however,

gain any other benefit a character of that class would have gained °

(improved chance of controlling or rebuking undead, metamagic or
item creation feats, and so on). This essentially means that he adds the
level of runecaster to the level of whatever other divine spellcasting
class the character has, then determines spells per day accordingly.

If a character had more than one divine spellcasting class before
he became a runecaster, he must decide to which class he adds each
level of runecaster for purposes of determining spells per day and
caster level.

Rune Craft: Add this bonus to the runecaster’s Craft checks made
to inscribe runes.

JImproved Runecasting: As a runecaster rises in level, he can
create runes that function more than once and have different means
of being triggered. The extra features increase the cost of the rune,
however, as shown on the table below.

Works When Read or Passed: Any attempt to study, identify, or
fathom a rune’s meaning counts as “reading” the rune. Passing through
a portal that bears a rune counts as “passing” the rune. A rune must
have an unbroken line of effect to a target to affect that target, and
the target must be within 30 feet.

A rune that is triggered when passed can be set to almost any special
conditions the runecaster specifies. Runes can be set according to physical
characteristics (such as height or weight) or creature type, subtype, or
species (such as “drow” or “aberration”). Runes can also be set with respect
to good, evil, law, or chaocs, or patron deity. They cannot be set according
to class, Hit Dice, or level. Runes respond to invisible creatures normally
but are not triggered by those who travel past them ethereally. When
placing a rune with a “pass” trigger, a runecaster can specify a password
or phrase that protects-a creature using it from triggering the rune.

Rune Power: For runes created by the runecaster, add this value to
the DC of all saves and attempts to erase, dispel, or disable the rune,
and to caster level checks to overcome the spell resistance of a target.

Maximize Rune: The runecaster can create runes that are maxi-
mized, as if under the effects of a Maximize Spell feat, without alter-
ing the level of the spell being used to create the rune. Maximizing
a rune adds +3 to the DC of the Craft check required to inscribe it.

Rune Chant: Whenever the runecaster casts a divine spell, he may
trace a rune in the air as an extra somatic component for the spell.
This allows the runecaster to gain the benefit of his rune power abili-
ty for the spell. For spells with a casting time of 1 action, this increas-
es the casting time to 1 full round. All other spells have their casting
time increased by 1 round. This ability cannot be used on stilled spells,
and it does not function with the maximize rune ability.

shadow adept

Some spellcasters who discover the existence of the Shadow Weave
are cautious, altering their magic slowly. Others are more reckless,
and hurl themselves into the abyss of the Shadow Weave, immedi-
ately acquiring all the gifts available to the casual student and dis-
covering secrets unavailable to all but the most dedicated. These
spellcasters are the shadow adepts, who make great sacrifices in some
aspects of the Art in order to reap greater benefits elsewhere.

Most shadow adepts are sorcerers or wizards, and they gain the
greatest power from this path. However, any spellcaster can tap the
Shadow Weave, and a few bards, druids, and rangers have been
known to make this choice. Among clerics, only the followers of
Shar are common in the ranks of the shadow adepts.

Hit Die: d4.

Number of Uses/Trigger Runecaster Base Price Level**
One Spell level* X caster level X 50 gp —
Chargest Spell level* X caster level X charges X 50 gp 3
Charges per dayt Spell level* X caster level X charges X 400 gp 8
Permanent (until dispelled)t+ Spell level* X caster level X 2,000 gp 8
Works when touched Base cost —
Works when read or passed Base cost X 2 3

*A 0-level spell counts as 1/2 level.

**The minimum runecaster level to inscribe a rune of this type. “—> indicates the default ability granted by the Inscribe Rune feat.’
tIf the spell has a component or XP cost, add that cost times the number of charges to the base price of the rune.
t1If the spell has a component or XP cost, add 100 times that cost to the base price of the rune.
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REQUIREMENTS

To qualify to become a shadow adept (Sha), a character must fulfill
all the following criteria.
Alignment: Any nongood.
Spellcasting: Ability to cast 3rd-level arcane or divine spells.
Skills: Knowledge (arcana) 8 ranks, Spellcraft 8 ranks.
Feats: Shadow Weave Magic and any metamagic feat.

CLASS SKILLS

The shadow adept’s class skills (and the key ability for
each skill) are Bluff (Cha), Concentration (Con),
Craft (Int), Disguise (Cha), Hide (Dex), Knowledge
(all skills taken individually) (Int), Profession (Wis),
Scry (Int), Spellcraft (Int). See Chapter 4: Skills in
the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

CLASS FEATURES

All the following are class features of the shadow
adept prestige class.

Weapon and Armor Proficiency: Shadow adepts gain
no proficiency in any weapon or armor.

Spells per Day: A shadow adept’s training focuses on
magic. Thus, when a new shadow adept level is gained,
the character gains new spells per day as if he had also
gained a level in whatever spellcasting class he belonged
to before he added the prestige class. He does not,"how-
ever, gain any other benefit a character of that class
would have gained (improved chance of controlling or
rebuking undead, metamagic or item creation feats, and so
on). This essentially means that he adds the level of shadow
adept to the level of whatever other spellcasting class the
character has, then determines spells per and caster level
accordingly.

If a character had more than one spellcasting class
before he became a shadow adept, he must decide to
which class he adds each level of shadow adept
for the purpose of determining spells per day.

Shadow Feats: A shadow adept gains the Insid-
ious Magic, Pernicious Magic, and Tenacious
Magic feats. -

Low-Light Vision (Su): A shadow adept gains low-light vision if
he doesn’t already have it.

Shadow Defense: Add this value to a shadow.adept’s saving throws
against spells from the schools of Enchantment, Illusion, and
Necromancy, and spells with the darkness descriptor.

TABLE I—19: THE SHADOW ADEPT

Class Base Fort Ref Will
Level  Attack Bonus  Save Save Save Special
1st +0 +0 +0 +2 Shadow feats
2nd +1 +0 +0 +3
3rd +1 +1 +1 +3 Spell power +1
4th +2 Gl et el +4 Shield of shadows
D +2 +1 +1 +4
6th +3 +2 +2 +5 Spell power +2
7th +3 +2 +2 +5 Shadow walk, darkvision
8th +4 +2 +2 +6
9th +4 +3 +3 +6 Spell power +3
10th +5 +3 +3 +7 Shadow double

Shadow adept Aeron Morieth

Shadow defense +1, low-light vision
Metamagic feat, shadow defense +2.

Shadow defense +3, greater shield of shadows

Darkvision (Su): A shadow adept can see in the dark as though he

were permanently affected by a darkvision spell. } ’
Metamagic Feat: The shadow adept can choose any one metam-

agic feat. i
Spell Power: Add this value to the DC for saving throws and to caster \

level checks to overcome spell resistance for spells the shadow adept

casts from the schools of Enchantment, Illusion, or Necromancy, and

spells with the darkness descriptor. This stacks with other spell power

effects that affect the specified spells.

Shield of Shadows (Su): A shadow adept can create a mobile disk of y
purple-black force as a standard action. The shield of shad- N,
ows has the effects of a shie/d spell and also provides (

three-quarters concealment (30% miss chance) against
attacks from the other side of the shield. As with the
shield spell, the shadow adept can change the defensive
direction of the shield of shadows as a free action once
per round on his turn. The shadow adept can see and
reach through the shield, so it does not provide cover
or concealment to opponents.
The shield of shadows lasts 1 round per caster
level per day and need not be used all at once. Cre-
ating or dismissing the shield of shadows is a
standard action.
At 8th level, the shield also grants spell

resistance of 12 + the character’s shadow adept /
level on attacks against the shadow adept that
‘originate from the other side of the shield, as if (

the shadow adept were under the effect of a
spell resistance spell. .

Shadow W alk (Sp): A shadow adept can cast
the shadow walk spell once per day.

Shadow Double: Once per day, a shadow
adept can use a standard action to create a
double of himself woven from shadowstuff.
The double has the ability scores, base AGC, hit

points, saves, and attack bonuses as its creator,
but no equipment. (Any apparent clothing or
equipment is nonfunctional.) The double can
attack the creator’s enemies if given a weapon or
items (since it can use anything its creator can) or
function as the target of a project image spell,
duplicating the creator’s actions and acting as
the origin of the creator’s spells when it is within
a direct line of sight. Mentally commanding the
double is a free action. Using it as the originator
of a spell counts as an action for the creator and the double. Caus-
ing the creator or the double to leave the plane they share dis-
misses the double. (
The double lasts 1 round per caster level. The death of the double
does not affect the shadow adept or vice versa. The double still lasts
to the end of its duration if its creator dies.

'

Spells per Day '
~ +1 level of existing class
+1 level of existing class J
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class*
+1 level of existing class




he world-of Toril is literally a magical plage. All
existence is infused with magical power, and poten-
tial encrgy lies untapped in every rock, every
stream, every living creature, even the air itself. Raw magic is the
frozen stuff of creation, the mute and mindless will of being, suf-
fusing every bit of matter and present in every manifestation of
energy throughout the world.

Magic permeates the peoples of Faeriin as well as the lands. Ev ery.

town is home to mighty temples venerating the deities and housing
clerics who call upon divine power to heal injury, ward against evil,
and defend the lives and property of the faithful. Subtle and astiite
wizards stand by (and sometimes behind) the throne of every land,
turning their formidable powers to the service of their lords. Aber-
rations made by ancient magic seethe and hungef in the dark spaces
beneath the world’s surface, awaiting the chance to feed: Even the
most unimaginative fighter or most brazen rogue quickly learns to
respect the power of magic, or sees her career as an adventurer come
to a spectacular and ghastly end:

The weave

Mortals cannot directly shape raw magic. Instead, most who wield
magic make use of the Weave. The Weave is the manifestation of
raw magic, a kind of interface between the will of a spelleaster and
the stuff of raw magic. Without the Weave, raw magic is locked
away and inaccessible—an archmage can’t light a candle in a dead
magic zone. But, surrounded by the Weave, a spellcaster can shape
lightning to blast her foes, transport herself hundreds of miles in

the blink of an eye, even reverse death itself. All spells, magic items,

spell-like abilities, and even supernatural abilities such as a ghost's
a‘mhty to walk through walls, depend on the Weave and call upon it
m different ways.

74
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“Ihr: exact nature of the Weave is elusive because it is many things

\umultmaoa.laly ‘The Weave is the body of Mystra, the goddess of

magic. Mystra has dominion over magic worked throughout Toril,
but she cannot shut off the flow of magic altogether without ceasing
to exist herself. The Weaye is the conduit spellcasters use to channel
magical energy for their spells, both arcane and divine. Funally, the
Weave is the fabric of esoteric rules and formulas that comprises the
Art (arcane spellcasting) and the Power (divine spellcasting). Every-
thing from the texts of arcane spellbooks to the individual compo-
nents of spells is part of the Weave. Magic not only flows from
source to spellcaster through the Weave, the Weave gives spellcast-
ers the tools they need to shape magic to their purposes.

Whenever a spell, spell-like ability, supernatural ability, or magic
item functions, the threads of the Weave intertwine, knit, Warp,
twist, and fold to make the effect possible. When characters use div-
ination spells such as detect magic, identify, or analyze dweomer,
they glimpse the Weave. A spell such as dispe! magic smooths the
Weave, attempting to réturn it to its natural state. Spells such as
antimagic field rearrange the Weave so that magic flows around,
rather than through, the area affected by the spell.

Areas where magic goes awry, such as wild magic zones and dead
magic zones, represent damage to the Weave.

. -

wild magic

In some areas of Toril, the Weave is so warped or frayed that magic does
not function reliably. This damage may be due to some magical disaster,
such as those that were common during the Time of Troubles in 1358
DR, or due to some powerful effect that distorts the Weave, such as a
mythal (see Elven High Magic, below). Most zones of wild magic creat-
ed during the Time of Troubles have since disappeared, but small pock-
ets of wild magic remain, especially underground and in wilderness areas.

DeTECTING WILD MAGIC ZONES

Wild magic zones are generally unnoticed until they make some spell
or effect go awry. A character who views a wild magic zone with a
detect magic spell detects the presence of magic on the first round
and the existence of a wild magic zene on the second. If the charac-
ter studies the area for 3 rounds, he can attempt a Spellcraft check
(DC 25) to determine the exact borders of the affected area.

Some clever wizards use existing wild magic zones to defend their
towers or strongholds. With careful study, they chart the boundaries
of the wild magic effect and then use this information to best advan-
tage when fighting on their home ground against enemy spellcasters.

V-4
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EFFECTS OF WILD MAGIC ZONES

Any spell or spell-like ability whose caster is within a wild magic
zone is vulnerable to the effects of wild magic. (Wild magic does not
affect supernatural, extraordinary, or natural abilities.) The caster
must roll a caster level check (DC 15 + spell level). For a magic item,
use its caster level for the caster level check.

If the caster level check fails, roll on. Table 2-1. Wild Magic
Effects to determine if the spell actually goes awry, and if so, how.
Spells or spell-like abilities cast from outside a wild magic zone at
targets inside the zone are not affected by the zone, nor are mobile
effects brought into a wild magic zone. Only magic originating
inside the zone is affected.

TasLe 2—1: WILD MAgIc EffFecCTs
% Effect*

01-10  The spell rebounds on the caster with normal effect. If
the spell cannot affect the caster, it fails.
11-25  The spell affects a random target or area. The DM should

randomly choose a different target from among those in
range of the spell or relocate the point of origin of the spell
to a random place within range of the spell. To generate the
direction in which the point of origin is moved randomly, roll
1d8 on the Grenadelike Weapons diagram in Chapter 8 of the
Player’s Handbook. To generate how far the point of origin is
moved from its intended position randomly, roll 3d6. Multi-
ply the result by ¥ feet for close-range spells, 20 feet for
medium-range spells, or by 80 feet for long-range spells. It is
possible for the spell effect to extend outside the wild magic
zone; however, its point of origin cannot exceed its range. If
the result generated would do that, adjust the point of origin
to the limit of the range in the randomly generated direction.
Spells whose range is.personal or touch simply fail.

26—40  Nothing happens. The spell does not function. Any material
components are used up. The spell or spell slot is used up, and
charges or uses from an item or spell-like ability are used up.
Nothing happens. The spell does not function. Any material
components are not consumed. The spell is not expended from
the caster’s mind. (Thus, a spell slot or prepared spell can be
used again.) An item does not lose charges, and the use does not
count against an item’s or spell-like ability’s use limits.

The spell functions, but shimmering colors swirl around the
caster in a 30-foot radius for 1d4 rounds. Consider this a g/iz-
terdust effect with a save DC of 10 + spell level of the spell
that generated this result.

The spell functions normally.

The spell functions normally, but any material components
-are not consumed. The spell is not expended from the

. caster’s mind. (Thus, a spell slot or prepared spell can be used

again.) An item does not lose any charges that would have
been expended, and the use does not count against an item’s
or spell-like ability’s use limits.
The spell functions at increased strength. Saving throws
against the spell suffer a —2 penalty. The spell is maximized
as if with the Maximize Spell feat. If the spell is already
maximized, this result has no further effect.

41-50
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SUPPRESSING WILD MAGIC

Through hard-earned experience, Faertin’s spellcasters have stumbled
across a couple of methods for dealing with a wild magic zone. An
area dispel use of dispel magic cast into a.wild magic zone causes
magic in the area covered by the spell to function normally for 1d4

minutes. An area dispel use of greater dispelling causes magic to work

normally for 1d4x10 minutes. A wish or miracle spell permanently

- repairs all wild magic zones in a 30-foot-radius area (or a 30-foot-

———————
mystra and the weave

Open any three books describing the magic and mage lore of
A A . & o

Faertin, and you’re apt to find three conflicting accounts of the

origins and true nature of magic. Some of this apparent contra-

diction is deliberate falschood designed to restrict the mastery of

magic to those beings properly trained. Much of the rest of it

arises from strange views or outright mistakes often unwittingly -

reproduced by later scholars.

' Hear now the truth of things, as best it is understood. To speak
simply, all known worlds and planes swarm with ever-present ener-
gies. Large and small, free-flowing or bound by physical barriers or
magical effects (themselves merely energies shaped and designed to
restrict or hold other energies); these surges. and dissipations of
energy give light and life and movement to everything. They are
the stuff of life itself, and they would be present even if all living
and once-living things on Toril were stripped away to bare rocks.

What some folk refer to as magic and wizards speak of as the

Art is the means by which some beings can call on the ever-pres-

ent .energies and wield them to create effects. Sorcerers do this
instinctively through an innate gift and the incredible force of
their personalities. Bard songs waken echoes of the songs of begin-
ning, the music of creation itself: Wizards construct processes—
spells—enabling them to bend the Weave to their will in order to
do what they desire. The divine power infusing any cleric holding
the spells of her god or goddess can do the same, shaping the

Weave through the holy (or unholy) power granted her.

Many types of magic—rune magic, shadow magic (not to be
confused with the Shadow Weave), gem magic, elemental magic,
even the elven high magic of old—have been spoken of down the
years, but these are all merely different processes or paths to the
same mastery of natural energics. This endless, ever-shifting web
of forces is known as the Weave. Humans refer to the entity or
awareness that is bound to the Weave of Toril as Mystra, and wor-
ship her as their goddess of magic.

The present Mystra is a recently ascended mortal woman, who
took over from her exhausted predecessor during- the Time of
Troubles. Mystra exists to give magic to all creatures and to con-
trol its use. In ancient times, the archmages of Netheril ignored
the dictates of Mystryl, goddess of magic at the time. One, the
wizard Karsus the Mad, tried to seize divinity by the casting of
mighty spells that would have wrecked Toril’s Weave. Mystryl sac-
rificed herself to save the- Weave. Her successor Mystra decreed
that no mortals would be allowed to wield such terrible magic
again—and that decree holds*to this day:

Mystra wards the Weave against those powerful or reckless
enough to darnage it further. Until the world changes or the
divine powers themselves lay down their guardianship over human
affairs, the high and perilous magic of the past remains locked
away-under Mystra’s eye.

———————
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radius portion of a larger wild magic zone). None of these spells, how-
ever, are effective against wild magic effects caused by a mythal.

pead Magic

In some areas of Toril, the Weave is absent altogether. Thé Weave has a
tear o' hole, and the area effectively has no magic at all. Like the rare wild
magic zones, many regions of dead magic were created during the Time
of Troubles and have since faded or retreated. Dead magic zones often
persist in places where extreme concentrations of magical power were
abruptly scattered or destroyed—in the_vicinity of a shattered mythal,
at the spot where an artifact was broken, br at the scene of a god’s death.

DETECTING DEAD MAGIC

Spellcasters and creatires with spell-like or supernatural abilities
immediately notice when they enter a zone of dead magic. Spell-
casters are attuned to the Weave, and they feel uneasy and uncom-
fortable in dead magic zones. A Weave user can také a move-
equivalent action to note the exact boundary of a dead magic zone.
Shadow Weave users are not attuned to the Weave and experience
o such unusual sensations in regions of dead magic.

Any spellcaster, Weave or Shadow Weave, can use a defecs magic
spell to delineate the extent of any dead magic within the spcll‘s range.
Naturally, a Weave user must be outside the affected area in order to
employ this tactic.

EFFECTS OF DEAD MAGIC

A dead magic zone functions in most respects as an antimagic field
spell, except that it does not impede the spells or spell-like abilities
of Shadow Weave users, nor does it interfere with the operation of
Shadow Weave magic items. Divination spells cannot detect subjects
that are within dead magic zones. Finally, it isn't possible to use a
Teleportation effect to move into or out of a dead magic zone.

A dead magic area cannot temporarily be returned to normal function.
A wish or miracle spell permanently repairs all dead magic zones ina 30-
foot-radius area (or a 30-foot-radius portion of a larger dead magic zone)

spellfire

Spellfire is the raw energy of the Weave. It can be manipulated in two
ways. Mystra gives the silver fire ability to her Chosen and certain other
favored servants The spellfire ability—the wielding of true spellfire—is

’

by far the more powerful of these rare and precious talents. It is @ random
gift bestowed upon only a handful of women and men in a gencration.
Spelifire in any form is refined, controlled raw magic. In benefi-
cent manifestations, it is a font of silver light and healing energy.
Inbattle, it is a searing blue-white jet of all-consuming radiance.

SILVER FIRE

This powerful supernatural ability is unique to the Chosen of
Mystra. Manifesting as a beautiful silver-white flame that sur-
rounds the wielder and fills the area into which it is projected, silver
fire can be used for different effects. It can act as a ring of warmth
or a ring of mind shielding, allow the user-to breathe water, or
banish all external magical compulsions upon the user as if a grearer
dispelling spell were cast upon her. Only one of the above effects can
be used at any time,

The user can call upon silver fire to revitalize her, allowing her
to function without food or drink for up to seven days. (This func-
tion can only be used once a tenday.) Once every 70 minutes she
may unleash silver fire as a blast of flame. This blast may be in an
area 5 feet wide and up to 70 feer long, breaking through barriers as
a lightning bolt would and overcoming magical barriers and spell
resistance automatically. This blast deals 4d12 points of fire damage
(Reflex half DC 23), Alternately, the silver fire can be unleashed in
a 70-foot cone, dealing no damage but permanently restoring dead
magic zones within the cone to normal and dispelling (as a greater
dispelling spell) any antimagic field effects that contact the cone,
This cone effect is draining on the Weave, and Mystra d:scouragcs
its use except for emergencies.

All effects function as if cast by a 20th-level sorcerer.

SPELLFIRE

Persons gifted with the spellfire ability can do amazing things,
dependent upon their skill, talent; and the amount of magical
energy they have within them at the time. In general, spelifire can
be used to heal, create blasts of destructive fire, or absorb magical
effects it contacts, although the exact effects vary by circumstance
and user, Talented wiclders can release multiple blasts at once or
even fly using the ability,

A spellfire wiglder can ready an action to absorb spells targeted
at her as if she were a rod of absorption. She gets one level of spell-
fire energy for every spell level absorbed and can store a number
of spellfire energy levels equal to her Constitution score.

. __'.;'-
Right or wrong.hg:ncﬁ d that on!y one person in all Faeriin is
gifted with true t a time. Gossip identifies that one

person today as the lass Shandril Shessair, an orphancd kitchen- |

maid from a tavern in Highmoon of Deepingdale.
Shandril has spellfire, yes, and a hundred mages hound her for*

it, Zhentarim md‘lﬁ?ﬂu and Cult of the Dragon and independ-

ents, slaughtering each other in thtn'ruthlcsapurwltofherpm'er-

Learn this, if you heed nothing else in this book: Legends lie.

« Mystra’s Chosen wield lesser spellfirg iFﬂ:ley care tocall on it,
and some among them command t :fire.

L

A mage hiding’in the Border Kingdoms possesses true spc!]firc, '

* and a cruel and arrogant noble of Chessenta, and the wizard R—

but I'm sure you grasp my point.
In the carly Sword Coast North, the ranger Haclam Sunder-

5 ~the SFOI'III of spcllflre |

4

stone undoubtedly possessed spellfire, He stood alnu; against an
orc horde pouring south past the Coldwood—and" tumed thcm

‘into smokes and scorch scars.

I'could go on. So can anyone who cares to spend the years in
study at Candlekeep that I did before I chose to flee to this name-
less backwater keep and cloak myself in squalor and-obscurity.

Why did I'spend my fortune and my eyesight, and then-steal
away to here, to grow wizened and ugly and bent?

Why? Well, because T have true spellfire too, of course, Come
looking for me, and I will blast you to dust, and then lay waste to
all your descendants, ancestors, and the realm you came from,
every last tree and stone of it. Why? Well, it's what I usually do, -

e — Baerendra .Riwrbnfvd, Sage of Spandeliyon
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As a standard action, she may expend these spelllire energy levels
as a ranged touch attack (maximum range 400 feet), dealing 1d6
points of spellfire damage per level expended (Reflex half DC 20).
Spellfire damage is half fire damage and half raw magical power,
Jjust like the damage of a flame strike spell is half Tire and half
divine eriergy. Creatures with immunity, resistance, or protection
against fire apply these effects to half the damage.

A spellfire wielder can also heal a target by touch, restoring 2 hit
points per spelifire energy level expended for this purpose:

Unlike most supernatural abilities, spellfire is affected by spells
and magic items that affect spell-like abilities, such as a rod of
absorption or a rod of negation (if pointed at the manifestation
rather than the wiclder). It can be thwarted or counterspelled by
dispel magic, and theoretically a spellfire wielder could counterspell
another’s spellfire. However, spellfire is a supernatural ability and
does not provoke an attack of opportunity when used, nor is it sub-
Ject to spell resistance.

Secretr Lore -

Since the days when elves, dwarves, giants, and dragons ruled a
Faeriin of trackless forest and unspoiled wilderness, those who could
manipulate the Weave have sought deeper understanding, greater
power, and hidden knowledge in the hope of gaining an advantage
over their enemies. The early human empires were no different. The
Imaskari mastered the lore of gates and portals, transporting thou-
sands of hapless slaves from other worlds to serve their arcane
might. The Netherese studied the art of devising magic devices, cre-
ating marvels and terrors that still slumber under the sands of
Anauroch. The Raumathari blighted Faeriin forever by summoning
hordes of orc warriors to serve in their war against old Narfell and
then losing control of their own warriors.

Wizards dream of secret schools of magic, paths of spells made
possible by a new understanding of the Art; and forbidden studies
leading to awesome new powers. Dozens of paths to power and
understanding have been tried and abandoned, and new research—
some founded in meticulous study, some inspired by fevered flights
of horror—routinely unveils some new methodelogy of arcane spell-
casting or results in spells never beforesseen in Faerin.

Stories abound of the legendary spells of old Netheril and the van-
ished elven realms, spells whose power dwarfed that of the mightiest
wish possible today. Wizards have unlocked the secrets of a dark Weave
unfettered by Mystra’s power, clerics and adepts draw potent spells

At anjl nme in Fam.’m, one wizard is mumted by Mystra and

Azuth as the Maglstes Moat believe that this office is usually

gained through ¢ (seizing it from the incumbent in an

often fatal spell. duel). Holding it confers special powers on its
owner, It also mpnfﬂs its holder by making him or her the target
of many :mhxtmusm\a powerful mages all over Faerin.

. The Magister is the personal champion of Mystra. This doesn’t
i mean the Magister fights on Mystra’s behalf, but rather that the
office is intended to Further the influence and power of Mystra by
making magic more available to any who would seek tp lu:mw its
sccremnMagum often goad or t wizards to dnvelnp
new spells, improve old opes, and then- own. magical
- poers as pupils or challengers of the

o by Thc Mo,tglster g D

A Mﬂguter gains special powers and access t& many spells :

- —*—

with runes, and the wreckage of ancient dweomers lie scattered across
the land in the form of a porsal network riddling the fabric of space.

The shadow weave

During the course of her eternal war with the goddess Seliine, the
goddess Shar created the Shadow Weave in response to Seline’s cre-
ation of Mystra and the birth of the Weave. If the Weave is a loose
mesh permeating reality, the Shadow Weave is the pattern formed
by the negative space between the Weave's strands. It provides an
alternative conduit and methodology for casting spells. :

Shar, being the goddess of secrets, has mostly kept the secret of
the Shadow Weave to herself. Over the millennia some mortals,
mainly her servants, have been allowed to discover the Shadow
Weave or have stumbled across it in their researches.

Shadow Weave users enjoy several advantages. First, they ignore
disruptions i the Weave, A Shadow Weave effect works normally
in a dead magic or wild magic zone. (An antimagic field, which
blocks the flow of magic, remains effective against Shadow Weave
magic, as does spell resistance.) Skilled Shadow Weave uscrs are able
to cast spells that are extraordinarily difficult for Weave users to
perceive, counter, or dispel.

Shadow Weave users also suffer some disadvantages. First, Shar
has full control over the Shadow Weave and can isolate any creature
from it or silence it entirely without any harm to herself, Second,
the secrets of the Shadow Weave are disquieting and injurious to the
mortal mind. Withdut assistance from Shar, a Shadow Weave user
loses a bit of his or her mind. Third, while the Weave serves equally
well for any kind of spell, the Shadow Weave is best for spells that
sap life or muddle the mind and senses, and is unsuited to spells that
manipulate energy or matter—and cannot support any spell that
produces light. (See the Shadow Weave Magic feat in Chapter 1:
Characters for details.)

Finally, the more familiar a mortal beoomcs with the secrets of the
Shadow Weave, the more divorced she becdmes from the Weave. An
accomplished Shadow Weave user can work spells that Weave users find
difficult to detect, dispel, or counter, but the Shadow Weave user also
becomes similarly unable to affect spells worked through the Weave,

i

SHaDOW WEAVE MAGIC ITEMS
Magic items created by those who use the Shadow Weave are rare
and dangerous. Only the clergy of Shar and Shar’s few arcane devo-
tees create any number of Shadow Weave items. Shadow adepts unal-
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unknown to normal wizards and sorcerers. Mﬂges who comie from
eompetitive lands such as Thay inevitably see ascensich to Magis-
ter as a way to become the most powerful wizard in Facriin. They
crave the special powers of the office to use them to slay old foes
and potential rivals and to seize any magic that interests them. The
violent history of the office refleets the ambitions of such deadly
and selfish wizards, However, Magisters who allow themselyes to

be guided by higher purposes are taught, cajoled, and gmded per-

sonally by the god Azuth, and given tasks that spread magic. -

To most mortals of Faeriin, a serving Magister is someone who
appears without warning to bestow magic, issue a warning, or hurl
or prevent a spell. Why create Magisters, and have them behave
thust As the old wizards' maxim says: “Gods work in mystmnus
ways, and magic is the greatest mystery of all.” -
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lied to Shar’s church are rare and reclusive enough that only a hand-
ful of magic items are manufactured as Shadow Weave items.

Shadow Weave items are nearly identical to items created by
Weave users, but the differences are profound.

Spell-like effects generated from Shadow Weave items have the
same benefits and limitations that a Shadow Weave spellcaster has:
Effects from the schools of Enchantment, Illusion, and Necroman-
cy gain a +1 bonus on their save DCs and a +1 bonus on caster level
checks to overcome spell resistance. The same benefits apply to
effects with the darkness designator. Effects from the schools of
Evocation and Transmutation have their caster levels reduced by
one (though their costs are based on the original caster level). The
reduced caster level affects the spell’s range, duration, damage, and
any other level-dependent variables the effect might have. The
effect’s save DC is reduced by —1 and caster level checks to overcome
spell resistance suffer a —1 penalty. The DC to dispel Evocation or
Transmutation effects from a Shadow Weave item is 11 + the
reduced caster level. In general, Shadow Weave users do not bother
to create items that include Evocation or Transmutation effects.

Shadow Weave items cannot generate effects with the light designator.

Shadow Weave items can pose a serious danger to users who are
not familiar with the mysteries of the Shadow Weave. Activating a
Shadow Weave item through spell completion, spell trigger, or com-
mand word deals 1d4 points of temporary Wisdom damage to the
user unless the user has the Shadow Weave Magic feat. A use-acti-
vated Shadow Weave item deals 1 point of temporary Wisdom
damage the first time it is used each day unless the user has the
Shadow Weave Magic feat. If the item functions continuously, the
temporary Wisdom damage occurs at dusk each day or when the
user takes off or puts aside the item, whichever comes first.

elven High Magic

In ancient times, before the Weave took on its present form, the rules °

of magic were different. Many beings experimented with powerful
dweomers that produced larger and much more potent effects than are
possible today. Many minor and major artifacts date back to these times.

Just as one can find ancient artifacts scattered across Faertin, one also
can find ancient and powerful magical effects still lingering (and usual-
ly functioning erratically) today. The most famous of these is the
mythal of Myth Drannor (see the section on the forest of Cormanthor
in Chapter 4: Geography). A mythal is an ancient form of elven magic
created by a group of spellcasters working together to create a lasting
magical effect over a large area. Myzhals that remain today usually are
beginning to fail but resist attempts to dispel them. They can produce
any number of bizarre effects, including wild magic (see the Wild Magic
section above). The exact nature of such effects varies with each myzhal.

RUNDE Magic

In the snowbound mountains of the North, dwarves and giants have
dwelled for uncounted years as rivals and enemies, and their deeds
are only rumored in human lands. In the lore of the shield dwarves,
runes—carefully inscribed symbols from the secret characters of the
dwarven alphabet—can be carved to hold spells of great potency.

LEARNING THE RUNES

In order to use rune magic, a character must learn the Inscribe Rune
feat (see Chapter 1: Characters). Rune magic is strongly tied to the
dwarven and giant deities and is thus the province of divine spell-
casters. Some students of rune magic choose to virtually abandon
the normal practice of magic in order to concentrate on their
chosen medium, becoming runecasters of great power.

CREATING RUNES

If you know Inscribe Rune, any divine spell you currently have
prepared can instead be cast as a rune. A rune is a temporary mag-
ical writing similar to a scroll. It can be triggered once before it
loses its magical power, but it lasts indefiditely until triggered. A
rune written or painted on a surface fades away when expended,
erased, or dispelled. A rune carved into a surface remains behind
as a bit of nonmagical writing even after its magic is expended.

Inscribing a rune takes 10 minutes plus the casting time of the spell
to be included. When you create a rune, you can set the caster level at
anywhere from the minimum caster level necessary to cast the spell
in question to your own level. When you create a rune, you make any
choices that you would normally make when casting the spell.

You must provide any material components or focuses the spell requires.
If casting the spell would reduce your XP total, you pay this cost upon
beginning the rune in addition to the XP cost for making the rune itself.

Inscribing a rune requires a Craft check against a DC of 20 + the
level of the spell used. The Craft skill you use is anything appropri-
ate to the task of creating a written symbol on a surface (metal-
working, calligraphy, gemcutting, stonecarving, woodcarving, and so
on). You paint, draw, or engrave the rune onto a surface and make
the check. (Dwarves usually engrave their runes in stone or metal in
order to take advantage of their racial affinity for these items.)

If the check fails, the rune is imperfect and cannot hold the spell.
The act of writing triggers.the prepared spell, whether or not the
Craft check is successful, making the spell unavailable for casting
until you rest and regain spells. That is, the spell is expended from
your currently prepared spells, just as if it had been cast.

A single Medium-size or smaller object can hold only one rune.
Larger objects can hold one rune per 25 square feet (an area 3 feet
square) of surface area. Runes cannot be placed on creatures. The
rune has a base price of the spell level X caster level X 100 gp (a O-
level spell counts as 1/2 level). You must spend 1/25 of its base price
in XP and use up raw materials costing half this base price. A rune’s
market value equals its base price.

TRIGGERING RUNES

Whoever touches the rune triggers the rune and becomes the target
of the spell placed in it. The rune’s creator may touch the rune safely
without triggering it, or deliberately trigger it if he so desires. (Rune-
makers often carry healing or restorative runes for just this purpose.)
The rune itself must be touched in order to trigger it, so an object with
a rune may be handled safely as long as care is taken to avoid con-
tacting the rune. If the spell only affects objects, then an object must
trigger the rune. Triggering a rune deliberately is a standard action.
As with a symbol spell, a rune cannot be placed upon a weapon with
the intent of having the rune triggered when the weapon strikes a foe.
Unlike the spell glyph of warding, the rune spell is not concealed
in any way and is obvious to anyone inspecting the object holding the
rune. A read magic spell allows the caster to identify the spell held
in a rune with a successful Spellcraft check (DC 15 + the spell’s level).

Di1SARMING RUNES

Runes can be disarmed or deactivated in several ways. A successful
erase spell deactivates a rune (DC 15 + your caster level). Touching
the rune to erase it does not trigger the rune unless the erase spell
fails to deactivate the rune.

A dispel magic spell targeted on an untriggered rune can dispel its
magic if successful (DC 11 + your caster level). Untriggered runes are
not subject to area dispels. Finally, a rogue can use her Disable Device
skill to disable runes (DC 25 + the spell’s level), like any magic trap.
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' circle magic |
Some of the most powerful and spectacular spells worked across
Faertn are cdst in the form of circle magic. Circle magic is a type of
cooperative spellcasting that allows the spellcaster leading the circle
to increase her caster level significantly and achicve results otherwise
unavailable to the spellcasters composing the circle. The Red Wizards
» of Thay and the Witches of Rashemen make frequent use of circle
magic. Stories of other forms of circle magic abound in Faeriin.

| _ PARTICIPATION

The ability to participate in circle magic requires the selection of a
character feat—Tattoo Focus for a Red Wizard or Ethran for a
Witch of Rashemen,

One spellcaster, usually the most powerful or experienced charac-
ter present, stands at the center of the circle. This character is the
circle leader. A hathran must be at least 4th level in the hathran
prestige class to be a circle leader. A Red Wizard cannot be a circle
leader unless he 15 at least a Sth-level Red Wizard. |

A circle requires a minimum of two ‘participants plus the circle
leader. Up to five participants can aid a circle leader in a standard
circle, but a Red Wizard of 10th level can lead a great circle con-
taining up to nine participants.

All participants in a circle must stand within 10 feet of the circle
leader, who stands in the center.

A — O —
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CIRCLE POWERS

The first use of circle magic is to empower the circle leader with the
strength of all the participants. This requires 1 full hour of unin-
terrupted concentration on the part of all participants and the circle
leader. Each participant casts any single prepared spell, which is con-
sumed by the circle and has no effect other than expending the pre-
pared spell. The spell levels expended by the circle participants are
totaled as circle bonus levels. Each bonus level may be used to
L accomplish the following effects:

_:'a.ﬁ._’,?;_.,_;,

® Increase the circle leader’s caster level by one for every bonus
level expended (maximum caster level 40th).

¢ Add Empower Spell, Maximize Spell, or Heighten Spell metam-
agic feats to spells currently prepared by the circle leader, Each
bonus level counts as one additional spell level required by the
application of a metamagic feat to a spell. The circle leader may
add the feats listed to a spell even if he does not know the feat or
if the addition of the feat would raise the spell level past the cir-

R\ cle leader’s normal maximum spell level (maximum spell level

3 20th).

*® Increase the circle leader’s level by one for level checks (dispel
checks, caster level checks, and so on) for every bonus level
expended (maximum level 40th).

These effects last for-24 hours or until expended. Circle bonus levels
may be divided up as the circle leader sees fit. For example, the Red
Wizard Hauth Var leads a circle in which four participants each cast
2nd-level spells. Hauth Var chooses to use three circle bonus levels
to maximize his cone of cold spell, three to increase his caster level
from 10th to 13th level for all level-based variables in his spells, and
two to add a +2 bonus to any level checks he needs to make. The
maximized spell is used up whenever he casts his cone of cold, and the
other two effects remain for the next 24 hours. Many high-level
Red Wizards lead circles on a daily basis to exact magical power
from their apprentices.
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Magic

Magic portals link many places across Toril. A portal is simply a per-
manent teleportation effect that safely whisks its user to a prede-
termined place. Most porfals lead from one place on Toril to

another, but a few lead to other planes or other celestial bodies in
the skies of Toril.

qualities of portals

Hundreds of archmages, high priests, secret circles, monstrous races,
and dark cabals had a hand in creating the multitude of hidden door-
ways riddling Faeriin. Magic of this sort is unusnally durable, and
often survives for centuries—or millennia—after its creators have
vanished into history or lost any use for their handiwork. Accord-
ingly, the workings of portals are mysterious and unpredictable.
Each one is built for a reason, but all too often these reasons are lost
when the creator passes into history or obscurity.

Portals share some common features and qualities. All porsals are
two-dimensional areas, usually a circle with a radius of up to 15 feet,
but sometimes square, rectangular, or another shape. The portal
itself is intangible and invisible.

Portals often come in pairs or networks. A single portal is a one-
way trip. There must be a matching porfe/ at the destination to
return. Some porfals are attuned to several potential destinations,
cach equipped with 4 matching porte/, but most are simply two-way
doors between one point and another far distant. Once created, a
portal cannot be moved. .

DETECTING PORTALS

An archway or frame of some Kind usually marks a pertass location so it
can be found when needed and so that creatures don’t blundér into it acei-
dentally. Detect magic can reveal a portals magical aura. If the partal is
currently functioning (ready to transport creatures), it has a strong aura.
If the portal is not currently able to transport creatures (usually because
it has a limited number of uses, and they are currently exhausted), it has
a weak aura. Strong or weak, a porta/ radiates transmutation magic.
The analyze portal spell can reveal even more about a portal.

PorTAL OPERATION

Creatures who touch or pass through the area of the porsal are
instantly teleported to the locale the pertals builder has specified
(The teleportation effect is similar to teleport without error cast by
a 17th-level caster, except that interplanar travel is possible.) It 1s
not possible to poke one’s head through a pertal to see what's on the
other side. A portal can only transport creatures that can fit through
the portal’s physical dimensions,

If a solid object blocks the destination, the portal does not func-
tion. Creatures, however, do not block portals. If a creature already
occupies the arca where a porfa/ leads, the user is instead transport-
ed to a suitable location as close as possible to the original destina-
tion. A suitable location has & surface strong enough to support the
user and enough space to hold the user.

Unattended objects cannot pass though a portal. Fpr example, a
character can carry any number or arrows through a portaf, but he
cannot fire an arrow through a porfel. An unattended object that
hits a portal simply hounces off.

Unless the builder has preset some limit, any number of creatures
can pass through a perfa/ each round. A creature using a pertal can

.take along up to 850 pounds of gear. In this case, gear is anything a

creature carries or touches. If two or more creatures touchthe same
picce of equipment, it counts against both creatures’ weight limits.




This active portal gives a glimpse of what awaits om the other side.

KEYED PORTALS
Portal builders often restrict access to their creations by setting condi-
tions for therr use. Special conditions for triggering a poréal can be based
on the possession of a portal key, the creature’s name, identity, or align-
ment, but otherwise must be based on observable actions or qualities.
Intangibles such as level, class, Hit Dice, or hit points don't qualify.

A keyed portal remains active for 1 full round. Any creature who
touches the activated porfa/ in the same round also can use the
portal, even if such creatures don’t have a key themselves.

Many portal keys are rare and unusual objects that the creature
using the portal must carry. Some portals are keyed to work only at
a particular time, such as sunrise, sunset, the full moon, or midnight.
Spells can serve as portal keys, as can the channeling of positive or
negative energy. When the porsal/ is the target of the specified spell
or within the spell’s area or touched by its effect, the spell is
absorbed and the portal is activated. Any form of the spell works to
activate the portal, including spell-like effects of creatures or magic
items and spells from scrolls.

SEALING PORTALS
A portal cannot be destroyed by physical means or by spell effects that
destroy objects (such as disintegrate). A successful targeted dispel magic
(DC 27) causes a portal to become nonfunctional for 1d4 rounds. Mor-
denkainen’s disjunction destroys a porsal unless it makes a Will save (a
pertal’s Will save bonus is +10). The spell gate seal (described later in
this chapter ) locks a porfal/ and prevents its operation,

unusual portals

Things are never certain in the many lands of Faertn, and porsals are
not always entirely reliable. Porfa/-makers have.created through design
or mischance porfals with many insidious and dangerous characteristics.

RANDOM PORTALS

These portals can only be activated at random times. They may or
may not require a key for activation when they are working. A fairly
common random pattern is a porfal that works until 1d6+6 creatures
yse it, then shuts down for 1d6 days. Other patterns are possible,

V ARIABLE PORTALS

These portals are hazardous in the extreme for those who are unfa-
miliar with their quirks, Creatures using these partals are transport-
ed to any one of several preset locations. The destination sequence
may follow a set pattern or may be random.

Some variable porsals have keys that allow users to choose a spe-
cific destination served by the persal. Others function by transport-
ing users to a default location—an inescapable dungeon, the innards
of a volcano, or some particularly hostile outer plane—un/fess the
user presents the proper key.

CREATURE-ONLY PORTALS

These portals transport only the creatures that' use them, not the
creatures’ clothing and equipment. Such porfals are often used defen-
sively to render intruders vulnerable after they use the portals. A
rare and more difficult variation on this type of perfal transports
creatures to one area and their equipment to another.

MALFUNCTIONING PORTALS

The other types of unusual portals are generally created through
careful effort by their makers. Malfunctioning porfa/s, on the other
hand, are almost always unintended.

Over the centuries, prodigious forces have swept over Toril, pro-
foundly affecting magic. Because of decades (or centuries or millen-
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nia) of magical wear and tear or the strength of the cataclysmic
forces to which they have been exposed, many ancient dweomers
have gone slowly awry. Porzals are no exception.

A malfunctioning portal is usually at least one hundred years old,
but many are far older. Using one can have many different results.
Roll oncé on Table 2—2: Portal Malfunction each ‘time a malfunc-
tioning portal is activated. If such a portal functions continuously,
the effect indicated lasts 1d10 rounds, and anyone using the porzal
during that time is subject to that effect.

TABLE 2—2: POBRTAL MALFUNCTION

% . Effect

01-05  The portal does not function, but draws magical power
from the user in an attempt to power itself. The user is
affected as though struck by a targeted dispel effect of a
greater dispelling spell cast at 17th level.

The portal does not function, but draws magical power
from the user’s items in an attempt to power itself. A
random number of items (1d10) are struck by an effect
similar to a targeted greater dispelling cast at 17th level.
Use Table 10-1: Items Affected by Magical Attacks, in
the Player’s Handbook to determine which items are
affected. Successful dispelling suppresses permanent
magic items for 1d4 rounds. Charged or limited-use items
lose 1d4 charges or uses as if they had been used to no
effect and are suppressed for the same number of rounds
(if still magical).

The portal does not function. The user is hurled away as
though struck by the violent thrust of a telekinesis spell
cast at 17th level. The user is entitled to a Will save (DC
17) to negate the effect and takes 1d6 points of damage
if hurled against a solid surface.

The portal does not .function. Instead, a wave of negative
(50%) or positive energy (50%) emanates from the portal
in a 30-foot radius. Negative energy acts just like an
inflict serious wounds spell cast at 17th level (3d8+1¥
points of damage, Will half DC 14). Positive energy acts
just like a cure serions wounds spell cast at 17th level.
The portal functions, but it sends the user to the wrong desti-
nation. To determine where the user ends up, use the table in
the zeleport spell description (Chapter 11 of the Player’s
Handbook) and roll 1d20+80 as on the “false destination” line.
Nothing happens. The porsa/ does not function.

The portalfunctions normally.

06-10

11-20

21-25

26—40

41-50
$1-100

suilding a portal

Any character can build a porza/ if she knows the Create Portal feat
and either the zeleport, teleport without error, teleportation circle, or
gate spell. The portal can lead to any locale the builder has person-
ally visited at least once. The porta/ fails if the builder chooses a des-
tination that cannot safely hold her (such as inside a solid object or
into thin air). The portal also fails if the destination is a locale where
astral travel is blocked (see the zeleport spell description).

Base Cost: The builder must spend 50,000 gp on raw materials to
create a single, continuously active one-way portal covering an area
up to 10 feet in radius (about 300 square feet). The market value of
a portal is twice its cost in raw materials. Crafting a portal requires
one day for each 1,000 gp in its market price, and 1/25 of the market
price in XP (one hundred days and 4,000 XP for the base porzal).

The builder can create a second portal at the destination point, making
a two-way portal, for half price (25,000 gp, fifty days, 2,000 XP).

Larger and Smaller Portals: A portal can be crafted as small as 1
square foot (about a 6-inch radius), but this does not reduce the' cost.
The smallest portal usable by a Medium-size creature is 12 square feet

(roughly a 2-foot radius). Small creatures can use portals as small as 7
square feet (an 18-inch radius), and Tiny creatures can pass through
portals of 2 square feet (a 10-inch radius). Diminutive and Fine crea-
tures are the only beings who can pass through porzals of 1 square foot.

Larger portals add 100% to the base cost for each extra 300
square feet of area or fraction of 300 square feet. Large and Huge
creatures can pass through a standard porza/, but Gargantuan and
Colossal creatures generally need double- or triple-sized portals.

Special Properties: Some special properties add significantly to the
cost of creating a portal.

Keyed Portals: Keyed portals may be created at no extra cost. The
key must be designated during the creation of the device and cannot
be changed after that.

Random Portals: Random porzals may be created at no extra cost.
The conditions must be designated during the creation of the porzal
and cannot be later changed.

Variable Portals: Variable portals add 25% to the base price per
extra destination after the first included in the device. For example,
a continuously active porfa/ with two variable destinations costs
62,500 gp to make. A continuously active porfa/ with three variable
destinations costs 75,000 gp to make. -

Creature-Only Portals: Creature-only portals cost twice as much
to make as standard porzals. If the portal sends intruders’ belongings
to some place different from the users’ destination, it is considered
a variable portal with one extra destination.

Limited Use: The prices and construction times noted above are
for portals that operate constantly, transporting anyone who passes
through them at any time. If the porza/ can be used only four times
per day or less, the base costs are reduced. .

The materials and XP cost of a limited-use portal are based on the
number of uses available. The materials.cost is 10,000 gp X a portal’s
uses per day, and the experience point cost is 800 XP X a porzal’s uses

- per day. (The second porzal in a two-way pair costs half this amount.)

61

The market value is twice the materials cost. The construction time
is one day per 1,000 gp of market value. *

A portal usable five times per day or more is just as expensive as
a continuously active portal. Portals usable less than once per day
can be created by using the appropriate fraction. For example, a
portal usable once per four days effectively has 1/4 a use per day,
costs 2,500 gp in materials, and 200 XP. The minimum cost of a
limited-use portal is 1,000 gp and 80 XP for a porsal usable once per
ten days. (The porta/ builder can choose to have a porzal operate even
less often—once a year, for instance—but this does not reduce the
cost or XP expenditure any further.)

Each activation of a limited-use porfa/ lasts 1 round. Once acti-
vated, a limited-use porta/ can transport as many creatures as can
touch it that round.

spells of faertn

Almost every faith of Faertn harbors secret divine spells, prayers
and invocations known only to the initiated clergy. Hundreds of
reclusive wizards and sinister circles devise new arcane spells, seek-
ing a purer understanding of the Art or a simple weapon other spell-
casters lack. The temples of fallen deities and the ruins of ancient
cities hold scrolls of powerful and dangerous spells, fosgotten by the
lesser clerics and wizards who populate Faerin today.

The spells and domains described in the Player’s Handbook form
the common knowledge of Faerun’s bards, clerics, druids, paladins,
rangers, sorcerers, and wizards. Any character may  acquire these
spells in the usual fashion. The domains and spells described here
represent the secrets and special knowledge available to certain
groups and individuals, plus a few Faertinian spells that have become
common parlance among the land’s spellcasters.




Magic

cleric pomains

In addition to the domains described in the Player’s Handbook, var-
tous deities of Faerin permit clerics to choose from the additional
domains presented here. These new domains follow all the rules pre-
sented for domains in the description of the cleric class in the
Player's Handbook. A cleric chooses any two domains listed for his
deity (see Chapter 5: Deities).

In the deseriptions that follow, granted powers and spell lists are
given for domains that are presented in this book. If a domain
description here lacks an entry for granted powers and spells, refer
to the Player’s Handbook for that information. In the listings of
domain spells, a dagger (1) preceding a spell name signifies a spell
described in this book.

AR DoMAIN

Deities: Aerdrie Faenya, Akadi, Auril, Set, Shaundakul; Sheela Pery-
royl, Valkur,

ANIMAL DOMAIN

Deities: Acrdrie Faenya, Baervan Wildwanderer, Chau nt'l:a, Fen-
marel Mestarine, Gwaeron Windstrorn, Lurue, Malar, Mielikki,
Nobanion, Sebek, Shiallia, Silvanus, Thard Harr, Ulutiu, Uthgar.

CAVERN DOMAIN

Deities: Callarduran Smoothhands, Dumathoin, Geb, Ghaunadaur,
Grumbar, Gruumsh, Luthic, Segojan Earthealler, Shar.

Granted Power: You gam the dwarven ability of stonecunning. If you
already have stonecunning, your racial bonus for stonecunning
increases from +2 to +4 on checks to notice unusual stonework.

Cavern Domain Spells

1 Detect sccret doors 6 Find the path
2 Darkness 7 Maw of stone
3 Meld into stone 8 FEarthquake

4 Leomund’s secure shelter 9 Imprisonment
§ Passwall !

CHAOS DOMAIN

Deities: Acrdric Facnya, Angharradh, Anhur, Bahgtru, Beshaba, Corel-
lon Larethian, Cyric, Deep Sashelas, Dugmaren Brightmantle, Eilistraee,
Erevan Ilesere, Fenmarel Mestarine, Finder Wyvernspur, Garagos, Ghau-
nadaur, Gruumsh, Haela Brightaxe, Hanali Celanil, Kiaransalee, Labelas
Enoreth, Lliira, Lolth, Lurue, Malar, Nephthys, Rillifane Rallathil, Se-
hapine Moonbow, Sline; Selvetarm, Sharess, Shargaas, Sharindlar, Shaun-
dakul, Shevarash, Solonor Thelandira, Sune, Talona, Talos, Tempus,
Thard Harr, Tymora, Umberlee, Urdlen, Uthgar, Valkur, Vhaeraun,

CHARM DOMAIN
Deities: Eilistraee, Finder Wyvernspur, Gargauth, Hanali Celanil,
Lliira, Milil, Oghma, Sharess, Sharindlar, Sheela Peryroyl, Sune.
Granted Power: You can boost your Charisma by 4 points once per
day. Activating this power is a free action. The Charisma increase
lasts 1 minute.

Charm Domain Spells
1 Charm person . 6 Geas/quest
2 Calm emotions 7 Insanity
3 Suggestion 8 Demand
4 Emotion 9 Dominate monster

§ Charm monster

CRAFT DOMAIN

Deities: Callarduran Smoothhands, Dugmaren Brightmantle, Dumathoin,
F:landﬂSteelskhL&rlGlittm'gdd,Gethﬁ,ladugmrngdhLmh

Granted Power: You cast creation spells at +1 caster level and gain
Skill Focus (a +2 bonus) in the Craft skill of your choice.

Craft Domain Spells

1 Animate rope . 6 tFantastic machine
2 Wood shape 7 Major creation
3 Stone shape 8 Forcecage ~

4 Minor creation 9 tGreater fantastic machine '

¥ Wall of stone

DARKNESS DOMAIN

Deities: Lolth, Mask, Sct, Shar, Shargaas.
Granted Power: Free Blind-Fight feat.

Darkness Domain Spells -
1 Obscuring mist 6 Prying eyes \
2 Blindness/deafness 7 Nightmare
3 tBlacklight . 8 Power word, blind
4 tArmor of darkness 9 Power word, kill

§ tDarkbolt

DreATH DOMAIN.
Deities: Jergal, Kelemvor, Osiris, Urogalan, Velsharoon, Yurtrus.

DESTRUCTION DOMAIN

Deities: Bane, Cyric, Garagos, Ilneval, Istishia, Kossuth, Lolth,
Talona, Talos, Umberlee, Yurtrus.

Drow DoMAIN

Deities: Eilistrace, Ghaunadaur, Kiaransalee, Lolth, Selvetarm,
Vhaeraun.
Granted Power: Free Lightning Reflexes feat.

Drow Domain Spells

1 tCloak of dark power 6  Greater dispelling
2 Clairaudience/clairvoyance 7 Word of chaos

3 Suggestion 8 Greater planar ally
4 Discern lies E 9 Gate

5 fSpiderform

DwARF DOMAIN

Deities: Abbathor, Berronar Truesilver, Clangeddin, Deep Duerra,
Dugmaren Brightmantle, Dumathein, Gorm Gulthyn, Haela Brigh-
taxe, Laduguer, Marthammor: Duin, Moradin, Sharindlar, Thard
Harr, Vergadain. . [

Granted Power: Free Great Fortitude feat.

Dwarf Domain Spells |
1 Magic weapon 6 Stone tell ‘
2 Endurance 7 Dictum |

B Protection from spells
9 Elemental swarm
(earth spell only)

EARTH DOMAIN
Deities: Callarduran Smoothhands, Chauntea, Dumathoin, Geb, Gond, .
Grumbar, Luthic, Moradin, Segojan Earthcaller, Urdlen, Urogalan.

ELF DoMAIN

Deities: Acrdrie Faenya, Angharradh, Corellon Larethian, Decp
Sashelas, Eilistrace, Erevan Ilesere, Fenmarel Mestarine, Hanali
Celanil, Labelas Enoreth, Rillifane Rallathil, Sehanine Moonbow,
Shevarash, Solonor Thelandira. '
Granted Power: Free Point Blank Shot feat. ,

e
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3 Glyph of warding
4 Greater magic weapon
5 Fabricate

s
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EIf Domain Spells

1 True strike 6 Find the patH
2 Cat’s grace 7 Liveoak

3 Snare 8 Sunburst

4 Tree stride 9 Antipathy

5 Commune with nature

EviL DoMAIN

Deities: Abbathor, Auril, Bahgtru, Bane, Beshaba, Cyric, Deep
Duerra, Gargauth, Ghaunadaur, Gruumsh, Ilneval, Kiaransalee,
Laduguer, Lolth, Loviatar, Luthic, Malar, Mask, Sebek, Selvetarm,
Set, Shar, Shargaas, Talona, Talos, Tiamat, Umberlee, Urdlen,
Velsharoon, Vhaeraun, Yurtrus.

FamiLy DoMaIN

Deities: Berronar Truesilver, Cyrrollalee, Eldath, Hathor, Isis,
Lliira, Luthic, Yondalla.

Granted Power: Once per day as a free action, you may protect a
number of creatures equal to your Charisma modifier, (minimum one
creature) with a +4 dodge bonus to AC. This supernatural ability lasts
1 round per level. An affected creature loses this protection if it moves
more than 10 feet from you. You may affect yourself with this ability.

Family Domain Spells

1 Bless 6 Heroes’ feast

2 Shield other 7 Refuge

3 Helping hand 8 Protection from spells
4 Imbue with spell ability 9 Prismatic sphere

5 Rary’s telepathic bond
FATE DOMAIN

Deities: Beshaba, Hathor, Hoar, Jergal, Kelemvor, Savras.

Granted Power: You gain the uncanny dodge ability of a 3rd-level
rogue. If you have another class that grants the uncanny dodge abil-
ity, treat your level in that class as three higher for determining
your uncanny dodge ability.

Fate Domain Spells

1 True strike 6 Geas/quest
2 Augury 7 Vision

3 Bestow curse 8 Mind blank
4 Status 9 Foresight

5 Mark of justice

FRE DomaIN
Deities: Gond, Kossuth, Talos.

GNOME DoMAIN

Deities: Baervan Wildwanderer, Baravar Cloakshadow, Callarduran
Smoothhands, Flandal Steelskin, Gaerdal Ironhand, Garl Glitter-
gold, Segojan Earthcaller, Urdlen.

Granted Power: You cast all illusion spells at +1 caster level.

Gnome Domain Spells

1 Silent image 6 tFantastic machine

2 tGembomb 7 Screen

3 Minor image 8 Otto’s irresistible dance

4 Minor creation 9 Summon nature’s ally (earth

3 Hallucinatory terrain clementals or animals only)

GooD DoMaAIN

Deities: Aerdrie Faenya, Angharradh, Anhur, Arvoreen, Baervan
Wildwanderer, Baravar Cloakshadow, Berronar Truesilver, Chaun-
tea, Clangeddin, Corellon Larethian, Cyrrollalee, Deep Sashelas,

Deneir, Dugmaren Brightmantle, Eilistrace, Eldath, Flandal Steel-
skin, Gaerdal Ironhand, Garl Glittergold, Gorm Gulthyn, Gwaeron
Windstrom, Haela Brightaxe, Hanali Celanil, Hathor, Horus-Re,
Ilmater, Isis, Labelas Enoreth, Lathander, Lliira, Lurue, Mar-
thammor Duin, Mielikki, Milil, Moradin, Mystra, Nephthys, No-
banion, Osiris, Rillifane Rallathil, Segojan Earthcaller, Sehanine
Moonbow, Seline, Sharess, Sharindlar, Shiallia, Solonor Thelandira,
Sune, Thard Harr, Torm, Tymora, Tyr, Valkur, Yondalla.

HALFLING DOMAIN

Deities: Arvoreen, Brandobaris, Cyrrollalee, Sheela Peryroyl, Uro-
galan, Yondalla.

Granted Power: You gain the ability to add your Charisma modifier
to your Climb, Jump, Move Silently, and Hide checks. This extraor-
dinary ability is a free action that lasts 10 minutes. It can be used
once a day.

Halfling Domain Spells

1 Magic stone 6 Move earth

2 Cat’s grace 7 Shadow walk

3 Magic vestment 8 Word of recall
4 Freedom of movement 9 Foresight

5 Mordenkainen’s faithful hound
HATRED DOMAIN

Deities: Bane, Ghaunadaur, Gruumsh, Set, Urdlen.

Granted Power: Once per day, as a free action, choose one opponent.
Against that opponent you gain a +2 profane bonus on attack rolls,
saving throws, and Armor Class. This supernatural ability lasts 1
minute.

Hatred Domain Spells

-1 Doom 6 Forbiddance
2 Scare 7 Blasphemy
3 Bestow curse 8 Antipathy
4 Emotion (hate effect only) 9 Wail of the banshee

5 Righteous might
HeALING DOMAIN

Deities: Berronar Truesilver, Ilmater, Lurue, Luthic, Sharindlar, Torm.

ILLUSsION DOMAIN

Deities: Akadi, Azuth, Baravar Cloakshadow, Cyric, Mystra, Seha-
nine Moonbow.
Granted Power: You cast all illusion spells at +1 caster level.

Illusion Domain Spells

1 Silent image 6 Mislead

2 Minor image 7 Project image
3 Displacement 8 Screen

4 Phantasmal killer 9 Weird

5 Persistent image

KNOWLEDGE DOMAIN

Deities: Angharradh, Azutﬁ; Deep Sashelas, Deneir, Dugmaren
Brightmantle, Dumathoin, Gond, Gwaeron Windstrom, Labelas
Enoreth, Milil, Mystra, Oghma, Savras, Sehanine Meonbow, Shar,
Siamorphe, Thoth, Tyr, Waukeen.

Law DoMaAIN

Deities: Arvoreen, Azuth, Bane, Berronar Truesilver, Clangeddin,
Cyrrollalee, Deep Duerra, Gaerdal Ironhand, Gargauth, Garl Glitter-
gold, Gorm Gulthyn, Helm, Hoar, Horus-Re, Ilmater, Jergal, Kelemvor,
Laduguer, Loviatar, Moradin, Nobanion, Osiris, Red Knight, Savras,
Set, Siamorphe, Tiamat, Torm, Tyr, Ulutiu, Urogalan, Yondalla.
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Luck DoMAIN

Deities: Abbatbor, Beshaba, Brandobaris, Erevan I]esere, Haela
Brightaxe, Mask, Oghma, Tymora, Vergadain.

MaGic DOMAIN

Deities: Azuth, Corellon Larethian, Hanali Celanil, Isis, Laduguer,
Mystras,Savras, Set, Thoth, Velsharoon.

MEN’I‘ALISM DomamN

Deity: Deep Duerra.

Granted Power: You can generate a méntal ward, a spell-like ability
to grant someone you touch a resistance bonus on her next Will
saving throw equal to your level +2. Activating this power is a stan-
dard action. The mental ward is an abjuration effect with a duration
of 1 hour that is usable once per day.

Mentalism Domain Spells

6 Rary’s telepathic bond
7 Antipathy

8 Mind blank

9 Astral projection

1 Random action

2 Detect thoughts

3 Clairaudience/clairvoyance
4 Modify memory

§ Mind fog

METAL DOMAIN

Deities: Dumathoin, Flandal Steelskin, Gond, Grumbar, Ladugucr
Granted Power: Free Martial or Exotic Weapon Proficiency and
Weapon Focus with your choice of hammer.

Metal Domain Spells

1 Magic weapon 6 Blade barrier

2 Heat metal 7 Transmute metal to wood
3 Keen edge 8 Iron body

4 Rusting grasp 9 Repel metal or stone

T Wall of iron

MooN DoMAIN

Deities: Filistrace, Hathor, Malar, Schanine Moonbow, Seliine, Sharindlar.
Granted Power: Turn or destroy lycanthropes as a good cleric turns
or destroys undead. You can use this ability a total number of times
per day equal to three + your Charisma modifier.

Moon Domain Spells

1 Faerie fire 6 Permanent image
2 iMoonbeam 7 Insanity
3 tMoon blade 8 Animal shapes
4 Emotion 9 tMoonfire
§ tMoon path
NOBILITY DOMAIN

Deities: Horus-Re, Lathander, Milil, Nobanion, Red Knight, Snmm'pl'u:
Granted Power: You have the spell-like ability to inspire allies, giving
them a +2 morale bonus on saving throws, attack rolls, ability checks,
skill checks, and weapon damage rolls. Allies must be able to hear you
speak for 1 round. Using this ability is a standard action. It lasts a number
of rounds equal to your Charisma bonus and can be used once per day.

Nobility Domain Spells

1 Divine favor 6 Geas/quest

2 Enthrall : 7 Repulsion

3 Magic vestment 8 Demand

4 Discern lies 9 Storm of vengeance

§ Greater command

5 Wall of ice

OcEAN DOMAIN

Deities: Deep Sashelas, Istishia, Ulutiu, Umberlee, Valkur.
Granted Power: You have the supernatural ability to breathe water
as if under the effect of a water breathing spell, for up to 10 rounds
per level. This effect occurs automatically as soon as it applies, lasts

until it runs out or is no longer needed, and can operate-multiple

times per day (up to the total daily limit of rounds).

Ocean Domain Spells
1 Endure elements
2 Sound burst
3 Water breathing
4 Freedom of movement

6 Otiluke’s freezing sphere
7 tWaterspout
8 tMaelstrom
9 Elemental swarm
(cast as a water spell only)

Orc DoMAIN

Deities: Bahgtru, Gruumsh, Ilneval, Luthic, Shargaas, Yurtrus.
Granted Power: You gain the smite power, the supernatural ability
to make a single melee attack with a damage bonus equal to your
cleric level (if you hit). You must declare the smite before making
the attack. It is usable once per day. If used agawnst a dwarf or an elf,
you get a +4 bonus on the smite attack roll.

Orc Domain Spells

1 Cause [ear < 6 Eyebite

2 Produce flame 7 Blasphemy

3 Prayer - B8 Cloak of chaes
4 Divine power 9  Power word, kill
5 Prying eyes

PLANNING DOMAIN

Deities: Gond, Helm, Ilneval, Red Knight, Siamorphe, Ubtao.
Granted Power: Free Extend Spell feat.

Planning Domain Spells

1 Deathwatch 6 Heroes’ feast *
2 Augury 7 Greater scrying
3 Clmaudlcncc,fclnwvoyancc 8  Discern location
4 Status 9 Time stop

5 Detect scrying

PLANT DOMAIN

Deities: Angharradh, Baervan Wildwanderer, Chauntea, Eldath,
Fenmarel Mestarine, Gwaeron Windstrom, Mielikki, Osiris, Rilli-
fane Rallathil, Bheela Peryroyl, Shiallia, Silvanus, Solonor Thelandi-
ra, Thard Harr, Ubtao. t

PorTAL DOMAIN

Deities: Eilistrace, Shaundakul.
Granted Power: You can detect an active or inactive porfal as if it
were a normal secret door (DC 20).

Portal Domain Spells
1 Summon monster I 6 Banishment
2 tAnalyze portal 7 Etherealness
3 Dimensional anchor 8 Maze
4 Dimension door

9 Gate
¥ Teleport .

"PROTECTION DOMAIN
Deities: Angharradh, Arvoreen, Baravar Cloakshadow, Berronar

Truesilver, Chauntea, Corellon Larethian, Denei:,'Dumthoin,'

Eldath, Gaerdal Ironhand, Garl Glittergold, Geb, Gorm Gulthyn,
Hanali Celanil, Helm, Kelemvor, Laduguer, Lathander, Martham-
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mor Duin, Moradin, Nephthys, Rillifane Rallathil, Seline, Shaun-
dakul, Silvanus, Sune, Tempus, Torm, Tymora, Ubtao, Ulutiu, Uro-
galan, Valkur, Waukeen, Yondalla.

RENEWAL DOMAIN
Deities: Angharradh, Chauntea, Finder Wyvernspur, Kossuth, Lath-

-ander, Shiallia, Silvanus.

Granted Power: If you fall below O hit points, you regain a number
of hit points equal to 1d8 + your Charisma modifier. This supernat-
ural ability functions once per day. If an attack brings you to —-10
hit points or less, you dic before this power takes effect.

Renewal Domain Spells

1 Charm person 6 Heroes' feast

2 Lesser restoration 7 Greater restaration

3 Remove disease 8 Polymorph any object
4 Reincarnate 9 Freedom

§ Atonement

RETRIBUTION DOMAIN
Deities: Hoar, Horus-Re, Kiaransalee, Loviatar, Osiris, Shevarash,
Tyr, Uthgar.
Granted Power: If you have been harmed by someone in combat, you
may make a strike of vengeance with a melee or ranged weapon
against that individual on your next action. If this attack hits, you deal
maximum damage. You may use this supernatural ability once per day.

Retribution Domain Spells

1 Shield of faith 6 Banishment

2 Endurance 7 Spell turning

3 Speak with dead 8 Discern location

4 Fire shicld 9 Storm of vengeance

5 Mark of justice

RUNE DOMAIN

Deities: Deneir, Dugmaren Brightmantle, Jergal, Mystra, Thoth.
Granted Power: Free Scribe Scroll feat.

Rune Domain Spells

‘Greater glyph of warding
Drawmij’s instant summons
Symbol

Teleportation circle

1 Erase

2 Secret page

3 Glyph of warding

4 Explosive runes

§ Lesser planar binding

SCALYKIND DOMAIN
Deities: Finder Wyvernspur, Sebek, Set, Tiamat, Ubtao.
Granted Power: Rebuke or command animals (reptilian creatures and
snakes only) as an evil cleric rebukes or commands undead. Use this
ability a total number of times per day equal to three + your Charis-
ma modifier.

o 00 =1 &

Scalykind Domain Spells
1 Magic fang 4 6 Eyebite
2 Animal trance” 7 Creeping doom
3 Greater magic fang (composed of tiny snakcs)
4 Poison 8 Animal shapes®
5 Animal growth* 9 Shapechange
“*Affects g;:hn:han and reptilian creatures only.

SLIME DOMAIN

Deity: Ghaunadaur.

Granted Power: Rebuke or command oozes as an evil cleric rebukes
or commands undead. Use this ability a total number of times per day
equal to three + your Charisma modifier.

Magic

Slime Domain Spells

1 Grease 6 Transmute rock to mud
2 Melf’s acid arrow 7 Destruction

3 Poison 8 Power word, blind

4 Rusting grasp 9 Implosion

5 Evard’s black tentacles

SpELL DomaiN

Deities: Azuth, Mystra, Savras, Thoth.
Granted Power: You get a +2 bonus on Concentration and Spellcraft
checks.

- Spell Domain Spells .

tGreater anyspell

Limited wish

Antimagic field
Moerdenkainen’s disjunction

1 Mage armor

2 Silence

3 tAnyspell

4 Rary’s mnemonic enhancer
5 Break enchantment

SPIDER DOMAIN - ,

Deities: Lolth, Selvetarm.

Granted Power: Rebuke or command spiders as an evil cleric rebukes
or commands undead. Use this ability a total number of times per
day equal to three + your Charisma modifier.

=1 &

Spider Domain Spells

1 Spider climb § Insect plague
2 Summon swarm 6 1Spider curse
3 Phantom steed ~ 7 f1Stone spiders
(has a vermin shape) 8 Creeping doom
4 Giant vermin 9 1Spider shapes

STORM DOMAIN

Deities: Aerdrie Faenya, Anhur, Auril, Isis, Istishia, Talos, Umber-
lee.
Granted Power: You gain electricity resistance §.

Storm Domain Spells
6 - Summon monster VI
(air spell only}
7. Control weather
8" Whirlwind
9 Storm of vengeance
STRENGTH DOMAIN

Deities: Anhur, Bahgtru, Clangeddin, Garagos, Gruumsh, Helm,
Ilmater, Lathander, Loviatar, Malar, Tempus, Torm, Ulutiu,
Uthgar.

1 Entropic shicld
2 Gust of wind

3 Call lightning
4 Sleet storm

§ Ice storm

SUFFERING DOMAIN

Deities: Ilmater, Jergal, Kossuth, Loviatar, Talona, Yurtrus.
Granted Power: You may use a pain touch once per day. Make a
melee touch attack against a living creature, which bestows on that
creature a —2 enhancement penalty to Strength and Dexterity for 1
minute on a successful attack. This spell-like ability does not affect
creatures immune to critical hits. ’

Suffering Domain Spells
1 Bane : 6 Harm
2 Endurance Eyebite (sicken effect only)

]

3 'Bestow curse 8 Symbol (pain effect only)
4 Enervation 9 Horrid wilting
5 Fecblemind ?
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Brightaxe, [Ineval, Red Knight, Selvetarm, Shevarash, Solonor The-
: SUN DOMAIN landira, Tempus, Tyr, Uthgar, Nee
Deities: Horus-Re, Lathander. WATER DO .
_ TiME DOMAIN Deities: Auril, Decp Sashelas, Eldath, Tsis, Istishia, Sebek, Silvanus,
Deities: Grumbar, Labelas Enoreth. Umberlee. :

Granted Power: Free Improved Initiative feat.
“ ,  Time Domain Spells

1 True strike 6 Contingency
2 Gentle repose 7" Mass haste
3 Haste 8 Foresight

4 Freedom of movement 9 Time stop

§ Permanency

TRADE DoMAIN

Deities: Abbathor, Nephthys, Shaundakul, Vergadain, Waukeen.

Granted Power: You may use desect thoughts once per day as a spell-
like ability, affecting one target and lasting a number of minutes
equal to your Charisma bonus. Activating this power is a free action.

Trade Domain Spells
1 Message 6 True seeing
2 fGembomb 7 Mordenkainen’s magnificent
3 fEagle’s splendor mansion
4 Sending ~ 8 Mind blank
5 Fabricate ' 9 Discern location

TRAVEL DOMAIN
Deities: Akadi, Baervan Wildwanderer, Brandobaris, Fenmarel Mes-
tarine, Gwaeron Windstrom, Hoar, Istishia, Kelemvor, Lliira,
Marthammor Duin, Mielikki, Oghma, Sehanine Moonbow, Scline,
Sharess, Shaundakul, Tymora, Vhaeraun, Waukeen.

TRICKERY DOMAIN

Deities: Abbathor, Akadi, Baravar Cloakshadow, Beshaba, Brando-
baris, Cyric, .Erevan Ilesere, Gargauth, Garl Glittergold, Lolth,
Mask, Oghma, Sharess, Shargaas, Vergadain, Vhaeraun.

 TYRANNY DOMAIN

Deities: Bane, Tiamat. .
Granted Power: Add +2 to the saving throw DC of any compulsion
spell you cast. ' :

Tyranny Domain Spells

1 Command 6 Geas/quest

2 Enthrall . 7 Bigby’s grasping hand
3 Discern lies 8 Mass charm

4 Fear 9 Dominate monster

5 Greater command

UNDEATH DOMAIN
Deities: Kiaransalee, Velsharoon. ]
Granted Power: Free Extra Turning feat.

Undeath Domain Spells

1 Detect undead 6 Create undead

2 Desecrate 7 Control undead
3 Animate dead 8 Create greater undead
4 Death ward 9 Energy drain

5 Circle of doom

WAR DOMAIN

Deities: Anhur, Arvoreen, Clangeddin, Corellon Larethian, Deep
Duerra, Gaerdal Ironhand, Garagos, Gorm Gulthyn, Gruumsh, Hacla

spell Descriprions

The spells presented here follow all the rules presented in Chapter
10: Magic and Chapter 11: Spells in the Player's Handbook.

AGANAZZAR’S SCORCHER

FEvocation [Fire]

Level: Sor/Wiz 2

Components: V, S, F

Casting Time: 1 action

Range: Close (27 ft. + § ft./2 levels)

Arca: 5-ft.-wide path to close range (25 ft. + 7 ft./2 levels)
Duration: [nstantancous

Saving Throw: Reflex half

Spell Resistance: Yes +

A jet of roaring flame bursts from your outstretched hand, scorch-
ing any creature in a 5-foot-wide -path to the edge of the spell's
range. Aganazzar’s scorcher deals 1d8 points of damage per two
caster levels, to 2 maximum of §d8 points of damage.

Focus: A red dragon’s scale.

ANALYZE. PORTAL
Divination
Level: Brd 3, Portal 2, Sor/Wiz 3
Components: V, 5, M/DF
Casting Time: 1 minute
Range: 60 ft.
Area: A quarter circle ermanating from you to the extreme of the
range
Duration: Concentration, up to 1 round/level (D)
Saving Throw: Sce text
Spell Resistance: No

You can tell if an area contains a magic perfal. If you study an area
for 1 round, you know the sizes and locations of any portals in the
area. Once you find a porfa/, you can study it. (If you find more than
one portal, you can only study one at a time.)

Each round you study a porta/, you can discover one property of
the portal, in this order: any key or command word needed to acti-
vate the portfal, any speeial circumstances governing the porsal’s use
(such as specific times when the porfa/ can be activated), whether the
portal is one-way or two-way, any of the usual properties listed in the
Building a Portal section earlier in this chapter, and finally, a
glimpse of the area where the portal leads. You can look at the area
where the porfal leads for 1 round. Analyze portal does not allow
other divination spells to extend through the porsal. For example,
you cannot also use detect magic or desect evil to study the area
where the portal leads while viewing the area with analyze portal.

For each property, you make a caster level check (1d20 + caster level)
against DC 17. If fail, you can try again the next round. Aralyze portal
has only a limited ability to reveal unusual properties of portals, as follows:

* Random Portals: The spell reveals only that the por.r.m’ is random,”

and whether it can be activated mow. It does not reveal when the
portal starts or stops functioning,
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Variable Porsals: The spell reveals only that the porsal is variable.
If the caster studies the portals destination, the spell reveals only
the destination to which the portal is currently set.

* Creature Only Portals: The spell reveals this property. If the cast-
er studies the portal’s destination, the spell reveals where the por-
fal sends creatures. If it is the type of porfal that sends creatures
one place and their equipment another place, the spell does not
reveal where the equipment goes.

Malfunctioning Portals: The spell reveals only that the portal is
malfunctioning, not what sort of malfunction the porta/ produces.

Arcane Material Components:
A crystal lens and a small
mirror.

ANYSPELL

Transmutation

Level: Spell 3

Components: V, S, DF (and pos-
sibly M, F, and XP)

Casting Time: 17 minutes

Range: Personal

Target: You

Duration: Instantaneous

Anyspell allows you to read and
prepare any arcane spell of up to
Ind level. You must have an
arcane magical writing (a scroll
or spellbook) on hand to cast
anyspell, During the spell’s 13-
minute casting time, you can
scan' the spells available and
choose one to read and prepare.

Once you choose and prepare
an _arcane spell, you retain it in
vour mind. The prepared spell
occupies your 3rd-level domain
spell slot. If you read the spell
from a spellbook, the book is
unharmed, but reading a spell
from a scroll erases the spell
from the scroll. L

When you cast the arcane
spell, it works just as though cast by a wizard of your cleric level
except that your Wisdom score sets the save DC (if applicable). You
must have a Wisdom score of at least 10 + the.arcane spell’s level to
prepare and cast it. Your holy symbol substitutes for any noncostly
material component. If the spell has a costly material component
(one to which a gold piece value is assigned ), you must provide it. If
the spell has another focus, you must provide the focus. If the spell
has an XP component, you must pay the experience point cost.

ARMOR OF DARKNESS

Abjuration [Darkness]
Level: Darkness 4

'Gompone,_nta: V.S, DF

Casting Time: 1 action

Range: Touch '

Target: Creature touched

Duration: 10 minutes/level

Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

Claws of darkness

The: spell envelops the warded creature in a shroud of flickering
shadows. The shroud can, if the caster desires, conceal the wearer’s
features. In any case, it grants the subject a +3 deflection bonus to
Armor Class plus an additional +1 for every four caster levels (max-
imum bonus +8). The subject can see through the armor as if it did
not exist and is also afforded darkvision. with a range of 60 feet.
Finally, the subject gains a +2 saving throw bonus against any holy,
good, or light spells or effects.

Undead creatures that are subjects of armor of darkmess also gain
+4 turn resistance. ;

BLACKLIGHT

Evocation [Darkness]

Level: Darkness 3, Sor/Wiz 3
Components: V, 5, M

Casting Time: 1 action

Range: Close (25 ft. + § ft/2 levels)
Area: A 20-ft-radius emanation
centered on a creature, object, or
point in space .
Duration: 1 round/level (D)
Saving Throw: Will negates or
none (object)

Spell Resistance: Yes or no (object)

You create an area of total dark-
ness. The darkness is impenetrable
to normal vision and darkvision,
but you can see normally within the
blacklit area. Creatures outside the
spell’s area, even you, cannot see
through it.

You can cast the spell on a point in
space, but the effect is stationary
unless you cast it cast on a mobile
object. You can cast the spell on a
creature, and the effect then radiates
from the creature and moves as it
moves. Unattended objects and points
in space do not get saving throws or
benefit from spell resistance.

Blacklight counters or dispels any
light spell of equal or lower leyel,
such as daylight. The 3rd-level cleric
spell daylight counters or dispels blackisght.

Material Component: A piece of coal and the dried eyeball of any
creature.

CLAWS OF DARKNESS

Ilusion (Shadow)

Level: Sor/Wiz 2

Components: V, 5

Casting Time: 1 action

Range: Personal

Target: You -
Duration: 1 round/level (D)

Saving Throw: Fortitude partial

Spell Resistance: Yes (see text)

You draw material from the Plane of Shadow to cause your hands and
forearms to clongate and change shape into featureless claws of inky
blackness. Starting on your next action, you may use the'claws to
make unarmed attacks as if they were natural weapons. (You attack

= TR S
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with one claw and can use the other claw for an off-hand attack. If
you have multiple attacks you use them normally when attacking
with the claws.) Attacks with the claws are melee touch attacks. Each
claw deals 1d4 points of cold damage. If you grapple an opponent,
you deal claw. damage with each successful grapple check, and the
grappled target is under the effect of a s/ow spell for as long as you
maintain the grapple unless the opponent makes a Fortitude save.

You can extend the claws up to 6 feet, which gives you natural
reach of 10 feet, or retract them as a free action.

When the spell is in effect, you may not cast spells with anything
other than verbal components, nor may you carry items with your
hands. Any magic items worn on your hands are temporarily
absorbed and cease functioning while the spell is active.

CLOAK OF DARK POWER

Abjuration

Level: Drow 1

Components: V, S

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 minute/level

Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

Cloak of dark power creates a dusky haze around the subject. The haze
does not interfere with vision, but the subject and anything she wears or
carries is protected from the effects of full sunlight, even under the
open, daytime sky of the surface world. A drow subject suffers no blind-
ness or bright light combat penalties while under the effects of a cloak
of dark power.

The subject also gains a.+4 resistance bonus on saves against light
or darkness spells or effects.

" CREATE MAGIC TATTOO

Conjuration (Creation)

Level: Sor/Wiz 2

Components: V, S, M, F

Casting Time: 10 minutes

Range: Touch

Target or Area: Creature touched
Duyration: 1 day

Saving Throw: None

Spell Resistance: Yes (harmless)

Create magic tattoo creates a single magic tattoo. The caster deter-
mines the exact type of tattoo, though the selection of possible tat-
toos is limited by caster level. The caster of create magic tattoo must
have a modicum of artistic talent to sketch the desired tattoo—at
least one rank of Craft (drawing), Craft (painting), Craft (calligra-
phy), or a similar Craft skill. Inscribing a magic tattoo requires a
Craft check. The DC varies with the kind of tattoo, as noted below.

A caster of 3rd to 6th level can inscribe the following tattoos

(DC 10):

® +2 resistance bonus on one type of saving throw (Fortitude,
Reflex, or Will).

¢ +1 luck bonus on attack rolls.

® +1 deflection bonus to AC.

A caster of 7th to 12th levels can inscribe the lower-level tattoos,
plus the following (DC 15):

® +2 resistance bonus on all saving throws.

® +2 competence bonus on attack rolls.

® The ability to recall one cast O-level, 1st-level, or 2nd-level spell
(just as though the subject were using a pear/ of power). The cast-
er chooses the spell level.

A caster of 13th level or higher can inscribe all of the above tattoos
plus the following (DC 20):

¢ Spell resistance of 10 + 1 per six caster levels.

® +2 enhancement bonus to any one ability score.

® +1 level of casting ability. This increases the subject’s effective
level, but not the total number of spells. An 1lth-level caster
raised in casting ability in this manner casts spells as a 12th-level
caster in terms of range, area, effect, and so on, but this tattoo
does not provide any extra spells.

A single creature can-have only three magic tattoos at a time. Once
a creature has three magic tattoos operating, any additional magic
tattoos fail.

A successful erase spell removes a single magic tattoo. A success-
ful dispel magic spell can remove multiple magic tattoos if targeted
on the creature bearing the tattoos (see the dispe/ magic spell in the
Player’s Handbook).

Material Components: Tattoo inks in appropriate colors.

Focus: Tattoo needles. .

DARKBOLT

Evocation [Darkness]

Level: Darkness 5

Components: V, S

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./level)

Effect: One ray/2 caster levels (maximum seven)
Duration: Instantaneous (see text)

Saving Throw: Will partial

Spell Resistance: Yes

You unleash beams of darkness from your open palm. You must suc-
ceed at a ranged touch attack to strike your target. You can hurl one
darkbolt for every two caster levels you have (maximum seven bolts).
You can hurl all the bolts at once, or you can hurl one bolt per round
as a free action, starting on the round when you cast the spell. You
do not have to hurl a bolt every round, but if you don’t hurl the bolt
you were entitled to that round, it is lost. If you hurl all the bolts at
once, all your targets must be within 60 feet of each other.

A darkbolt deals 2d8 points of damage to a living creature, and
the creature is dazed for 1 round unless it makes a Will save (a crea-
ture struck by multiple bolts during the same round is dazed for a
maximum of 1 round, no matter how many times it fails its save).
Undead take no damage, but are dazed if they fail their saves.

FE.AGLE’S SPLENDOR

Transmutation

Level: Brd 2, Hrp 2, Sor/Wiz 2, Trade 3
Components: V, S, M/DE

Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 hour/level

Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)
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The transmuted creature becomes more poised, articulate, and per-
sonally forceful. The spell grants an enhancement bonus to Charis-
ma of 1d4+1 points, adding the usual benefits to Charisma-based
skills. Sorcerers and bards who receive eagle’s splendor do not gain
extra spells, but the save DCs for their spells increase.

Arcare Material Component: A few feathers or'a pinch of dung
from an eagle.

ELMINSTER’S E.VASION

Evocation

Level: Sor/Wiz 9

Components: V, S, M, F, XP

Casting Time: At least 10 minutes (see text)
Range: Personal

Target: You

Duration: Until discharged

This powerful variant of the contingency spell automatically transfers
you and everything you carry or touch (except for other creatures or
objects that weigh more than 50 pounds) to a locale you name.

When casting Elminster’s evasion, you must specify the locale and
detail up to six specific conditions that trigger the spell. When any
of these situations occurs, your body, mind, and soul are whisked
away to the location. The location can be any place you have visit-
ed, even on another plane. Also when casting the spell, you cast zele-
port without error and one or two other spells that are to take effect
when you arrive at your destination. The 10-minute casting time is
the minimum total for all castings. If the companion spells have
combined casting times longer than 10 minutes, use the combined
casting times instead. The teleport without error spell whisks you
through the Astral Plane to your destination, so anything that pre-
vents astral travel also foils Elminster’s evasion.

The spells to be brought into effect by the evasion must be ones
that affect your person (feather fall, levitate, fly, teleport, and so
on) and be of a spell level no higher than one-third of your caster
level (maximum 6th level).

The conditions you specify to bring the spell into effect must be
clear, although they can be general (see the contingency spell, in
Chapter 11 of the Player’s Handbook). ~

The spell pulls together your mind, body, and soul if they have
been separated. For example, if your soul is trapped in a magic jar
when the evasiorn is triggered, your soul returns to your body. (This
breaks the magic jarsspell.) If your body or soul has been magically
trapped (for example with a binding, imprisonment, or trap the soul
spell), you must succeed at a caster level check (DC 11 + the caster
level of the person who cast the trapping spell). If you succeed, the
trapping spell is broken and the evasion works. If you fail, the eva-
sion fails. If you’re dead when you arrive at your destination, your
soul immediately departs just as though you died at your destination.

Material Components: Those of the companion spells, plus quick-
silver; an eyelash of an ogre mage, ki-rin, or similar spell-using crea-
ture; and some of your own blood, freshly drawn. Drawing the blood
deals 1d4 points of temporary Constitution damage.

Focus: A statuette of you carved from ivory and decorated with
gems (worth at least 1,500 gp). You must carry the focus for the
evasion to function.

XP Cost: 5,000 XP.

FaNTASTIC MACHINE
I1lusion (Shadow)
Level: Craft 6, Gnome 6
Components: V, S, DF
Casting Time: 1 action

Range: Medium, (100 ft. + 10 ft./level)
Effect: A 10-ft. machine

Duration: 1 minute/level (D)

Saving Throw: None

Spell Resistance: No

Fantastic machine creates an illusory, many-armed, noisy mechan-
ical construct of impressively massive appearance. You can com-
mand the machine to perform any simple, physical task that you
can describe in 25 words or less. You can order the machine to per-
form the same task over and over, but you can’t change the task.
You must specify the task when you cast the spell. The machine
always acts on your turn in the initiative order. (It can act during
the turn you cast the spell.)

The machine functions as a Large (tall) animated object (see the
Monster Manual). It trundles over the ground at a speed of 40 feet.
It can swim or fly at a speed of 10 feet (clumsy maneuverability). It
has 22 hit points, an Armor Class of 14 (-1 size, +3 natural), and a
hardness of 10. Its saving throw modifiers are Fortitude +1, Reflex
+1, Will —4.

A light load for the machine is up to 230 pounds, a heavy load is
231-460 pounds, and a heavy load is 461-700 pounds. The machine
can fly or swim only when lightly loaded.

The machine can lift a weight of up to 1,400 pounds to a height
Of 15 feet. It can push or drag 3,500 pounds. It can excavate 7,000
pounds of loose rock each minute (which is sufficient to clear a 5-by-
5-by-5-foot space in‘3 rounds). It can excavate sand or loose soil at
twice that rate.

The machine has an attack bonus of +3 and can make one slam
attack each round that deals 1d8+4 points of damage. It deals triple
slam damage (3d8+12) against stone or metal. The machine can hurl
Small rocks (if any are at hand) with an attack bonus of +3. Its range

~ increment is 150 feet, and it can throw a rock up to 10 range incre-

ments. A thrown rock deals 2d6+4 points of damage.

FIRE STRIDE

Transmutation [Teleportation]

Level: Sor/Wiz 4

Components: V, S

Casting Time: 1 action

Range: Personal

Target: You

Duration: 10 minutes/level or until expended (see text)

You gain the ability to step into fires and move from fire to fire.
The fires you enter and move between must be at least as big
around as you are. Fire elementals and other fire creatures are not
“fires” for purposes of fire stride, nor are sources of great heat
such as pools of lava.

Once in a fire, you can transport yourself to any other suffi-
ciently large fire within long range (400 ft. + 40 ft./level), and you
instantly know the locations of all suitable fires within range. Each
transport counts as a full move action. With each casting of the
spell, you can transport yourself one time per caster level. If a fire’s
location doesn’t offer enough space for you (for example, a fire con-
tained inside a furnace too small to hold you or a fire,already occu-
pied by a big cauldron), it is not a viable destination and you don’t
sense its location. If a fire rests on a surface that can’t support you,
it 1s still a viable destination and you suffer the appropriate conse-
quences if you transport yourself to it. For example, if you trans-
port yourself into a fire burning in a pit full of oil, you fall into the
oil when you arrive there.

The spell provides no protection against fire, so it is advisable to
obtain such protection before using the spell.
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FLASHBURST
Evocation [Fire]
Level: Hth 3, Sor/Wiz 3
Components: V, S, M/DF
Casting Time: 1 action
Range: Long (400 ft. + 40 ft./level)
Area: A 20-ft.-radius burst
Duration: Instantaneous (see text)
Saving Throw: Will partial
Spell Resistance: Yes

Flashburst creates a blinding, dazzling flash of light. Sighted crea-
tures within the area are automatically dazzled for 1 round (-1
penalty on attack rolls), and possibly blinded for 2d8 rounds (Will
negates). Creatures outside the area, but within 120 feet of the burst,
can be blinded if they have line of sight to the burst (Will negates).
The spell does not dazzle creatures outside the burst area.

In addition to the obvious effects, a blinded character suffers a $0%
miss chance in combat (all opponents have full concealment), loses
any Dexterity bonus to AC, grants a +2 bonus on attackers’ attack
rolls (they are effectively invisible), moves at half speed, and suffers
a —4 penalty on most Strength- and Dexterity-based skill checks.

Arcane Material Component: A pinch of sulfur or phosphorus.

FLENSING

Evocation

Level: Sor/Wiz 8

Components: V, S, M

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)
Targets: One corporeal creature
Duration: Up to 4 rounds (see text)
Saving Throw: Fortitude partial (see text)
Spell Resistance: Yes

You literally strip the flesh from a corporeal creature’s body.

Each round, the target suffers pain and psychological trauma that
literally undermines the spirit. The assault deals 2d6 points of damage
and 1d6 points of temporary Charisma and Constitution damage. A
Fortitude save negates the temporary Charisma and Constitution
damage and reduces the normal damage by half. The target can make
a saving throw each round to reduce the damage in that round.

Flensing has no effect on creatures in gaseous form or on incorpo-
real creatures. ;

Material Component: An onion.

GATE SEAL

Abjuration

Level: Brd 6, Clr 6, Drd 6, Sor/Wiz 6
Components: V, S, M

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)
Target: One gate or portal

Duration: Permanent

Saving Throw: None

Spell Resistance: No

You permanently seal a gate or portal. Gate seal prevents any activa-

tion of the gate or portal, though the seal may be negated by a suc-

cessful dispel magic cast upon the spell. A kzock spell does not

function on the gate seal, but a chime of opening dispels the spell.
Material Component: A silver bar worth 50 gp. -

GEMBOMB

Conjuration (Creation) [Force]

Level: Gnome 2, Trade 2

Components: V, S, M

Casting Time: 1 action/bomb

Range: Touch :

Targets: Up to 5 touched gems worth at least 1 gp each
Duration: 10 minutes/level or until used

Saving Throw: Reflex half (sce text)

Spell Resistance: Yes

You turn up to five gems into bombs you (and only you) can lob at
enemies. You must hold the gems in your hand when casting the spell.

Together, the bombs are capable of dealing 1d8 points of force
damage per two caster levels (maximum of 5d8), divided up among
the gems as you wish. A 10th-level cleric could create one 5d8
bomb, a 3d8 and 2d8 bomb, five 1d8 bombs, or any combination of
five dice of damage and up to five gems.

You can toss the bombs up to 100 feet with a range increment of
20 feet. A ranged touch attack roll is required to strike the intended
target. A creature'struck can attempt a Reflex save for half damage.

Tossing a gembomé counts as an attack for you, so you usually
cannot toss one during the turn that you cast the spell. You can
only toss one bomb at a time, but you can toss more than one each
round if you have multiple attacks.

Material Components: Up to five gems worth at least 1 gp each

GREAT SHOUT

Evocation [Sonic]

Level: Brd 6, Sor/Wiz 8
Components: V, S, F

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)
Area: See text

Duration: Instantaneous

Saving Throw: See text

Spell Resistance: Yes (object)

You emit a thunderous, devastating yell. The primary area affected
is 3 feet high and 5 feet wide, extending out from you to the limit
of the spell’s range. Stone, crystal, and metal objects in the area take
20d6 points of damage. Creatures holding vulnerable objects can
attempt Reflex saves to negate the damage. Objects that survive the
spell’s primaryeffect are not subject to the secondary effect.

The spell’s secondary effect is a cone of sound. Creatures within the
cone take 10d6 points of damage, and are stunned for 1 round and
deafened for 4d6 rounds. A successful Fortitude save negates the stun-
ning and halves both the damage and the duration of the deafness. Any
brittle or crystalline object or crystalline creature takes 1d6 points of
damage per caster level (maximum 20d6). Creatures holding fragile
objects can negate damage to them with successful Reflex saves.

The great shout spell cannot penetrate the spell silence.

Focus: A small metal or ivory horn.

GREATER ANYSPELL

Transmutation

Level: Spell 6

Components: V, S, DF (and possibly M, F, and XP)
Casting Time: 15 minutes

Range: Personal

Target: You

Duration: Instantaneous
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As anyspell, eécept you can read and prepare any arcane spell of up
to 3th level, and the prepared spell occupies your 6th-level domain

spell slot.

.GREATER FANTASTIC M ACHINE

Illusion (Shadow)
Level: Craft 9
Components: V, S, DF
Casting Time: 1 action
Range: Medium (100 ft. + 10 ft./level)
Effect: A 10-ft. machine
Duration: 1 minute/level (D)
Saving Throw: None

Spell Resistance: Yes

Greater fantastic machine
creates an 1illusory, many-
armed, noisy mechanical con-
struct of impressively massive
appearance.

You can concentrate on con-
trolling the machine’s every
action or specify a simple pro-
gram, such as collect all the logs
in an area and stack them in a
neat pile, plow a field, drive
piles, or the like. The machine
can perform only fairly simple
physical tasks. Directing the
machine’s actions or changing
its programmed movement is a
standard action for you. The
machine always acts on your
turn in the initiative order. (It
can act during the turn you cast
the spell.)

Except where noted below, the
machine functions as a Large
(tall) animated object (see the
Monster Manunal) constructed
from adamantine. It trundles
over the ground at a speed of 60
feet. It can swim or fly at a speed
of 20 feet (poor maneuverabili-
ty). It has 16 HD, 88 hit points,
an Armor Class of 20 (-1 size,
+11 natural), and a hardness of
20. Its saving throw modifiers are
Fortitude +3, Reflex +5, and Will +0.

The machine has a Strength score of 22. A light load for the
machine is up to 520 pounds, a medium load is 521 to 1,040 pounds,
and a heavy load is 15041 to 1,560 pounds. The machine can fly or
swim only 'when lightly loaded.

The machine can lift a weight of up to 3,120 pounds to a height
of 15 feet. It can push or drag 7,800 pounds. It can excavate 20,000
pounds of loose rock each minute (which is sufficient to clear a -by-

3-by--foot space in 1 round). It can excavate sand or loose soil at

twice that rate. ’

The machine makes slam attacks with an attack bonus of +17/+12
for 1d8+9 points of damage. It deals triple slam damage (3d8+27)
against stone or metal. The machine can hurl Small rocks (if any are
at hand) with an attack bonus of +12/+7. Its range increment is 150
feet, and it can throw a rock up to 10 range increments. A thrown
rock deals 2d6+9 points of damage.

Greater fantastic machine

GRIMWALD’S GRAYMANTLE

Necromancy

Level: Sor/Wiz 5

Components: V, S, M

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./level)
Targets: One creature

Duration: 1 round/level

Saving Throw: Fortitude negates

Spell Resistance: Yes

You imbue a skull or bone with a pale gray radiance and then hurl

(or touch) the skull or bone to hit a target creature. You can attack
with the skull on the round
you cast the spell, but other-
wise it is a standard action.

If the skull or bone hits
the target, the gray radiance
is transferred from the skull
to ‘the creature, covering-it
entirely. For the duration of
the spell, the creature cannot
regain hit points or ability
score points by any means.
Nor can the creature remove
negative levels. Natural
regeneration (such as that of
trolls) is stopped, as are the
effects of a ring of regenera-
tion, potion of healing, or
staff of curing. Spells that
return lost hit points (cure
light wounds, heal) do not
work on that individual.
Other necromantic spells
function normally, including
those that cure other afflic-
tions (disease, blindness).
Those that remove hit points
(canse light wounds) are
unaffected by the spell. The

" subject can improve his cur-
rent hit points by boosting
his Constitution score and
can receive temporary hit
points (from an «id spell, for
example).

Upon the expiration of the
spell, automatic healing abilities and items such as a ring of regener-
ation or a troll’s regeneration ability begin to function again.

Material Component: The skull or bone used.

LESSER IRONGUARD

Abjuration

Level: Sor/Wiz 5 5
Components: V, S, M !
Casting Time: 1 action

Range: Touch

Target: Creature touched

Duration: 1 round/level

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless) '
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You or a creature you touch becomes immune to nonmagical metal.
Metal items (including metal weapons) simply pass through you, and
you can walk through metal barriers such as iron bars. Magic metal
affects you normally, as do spells, spell-like abilities, and supernatu-
ral effects. Attacks delivered by metal items (such as poison on a
dagger) affect you normally. If the spell expires while metal is inside
you, the metal object is shunted out of your body (or you away from
the metal, if it is an immovable object such as a set of iron bars). You
and the object each take 1d6 points of damage as a result (ignoring
the object’s hardness for determining damage to it).

Because you pass through metal, you may ignore armor bonuses
from metal armor on opponents you attack with unarmed attacks.

Material Component: A tiny shield of wood, glass, or crystal.

MAELSTROM

Conjuration (Creation)

Level: Ocean 8

Components: V, S, DF

Casting Time: 1 full round

Range: Long (400 ft. + 40 ft,/level)

Effect: A whirlpool 120 ft. wide and 60 ft. deep
Duration: 1 round/level

Saving Throw: Reflex negates (and see text)
Spell Resistance: No

Maelstrom causes a deadly vortex to form in water. A body of water
at least 120 feet wide and 60 feet deep must be present, or the spell
is wasted.

Waterborne creatures or objects within 5O feet of the vortex
(below and on all sides) must make successful Reflex saves or be
sucked in. Trained swimmers can attempt Swim checks instead if
their skill modifier is higher than their Reflex save bonus. Water-

borne vessels avoid being sucked in if their operators make Profes- °

sion (sailor) checks against the same DC as the spell’s saving throw.
These creatures take 3d8 points of damage upon being sucked in.

Once inside, creatures and objects take 3d8 points of battering
damage each round. They remain trapped for 2d4 rounds. Subjects
of Large or smaller size are ejected from the bottom of the vortex.
Larger subjects are ejected from the top.

MAW OF STONE

Transmutation

Level: Cavern 7

Components: V, S, DF

Casting Time: 1 action

Range: Close (25 ft. + 3 ft./2 levels)

Effect: One cave mouth or natural chamber up to 15 ft. high and wide
Duration: 10 minutes/level (D)

Saving Throw: None

Spell Resistance: No

You cause a single natural opening or natural chamber to become
animated. The opening or chamber cannot move, but it can attack.
You can order it to attack any creature, or a specific type of crea-
ture. You also can order it to attack under a specific circumstance,
such as when creatures try to leave or when they touch something.

An animated opening can only attack creatures that try to move
through it. An animated chamber can attack every creature inside.
Only one maw of stone can be in effect on a particular opening or
chamber at a time.

The animated opening or chamber has a Strength score of 30
and an attack bonus equal to your level + your Wisdom modifier +
7 for its Strength. If it has any single dimension (height, length, or

width) of 8 feet or more, it has a —1 size penalty on attack rolls for
being Large.

An animated opening can make one grapple attack each round
against a creature passing through. If it succeeds with its grab
attempt, it makes a grapple check and deals 2d6+10 points of
normal damage with a successful hold. A Large opening gains a +4
special size modifier and deals 2d8+10 points of damage.

An animated chamber works the same way, except that it can
make a separate attack against every creature inside.

The animated stone has an Armor Class of 15, or 14 if Large (-1
size), and a hardness of 8. An opening has 40 hit points (60 if
Large). A chamber has 60 hit points (90.if Large).

MooN Br.ADE

Evocation

Level:-‘Hth 3, Moon 3
Components: V, S, M/DF
Casting Time: 1 action
Range: O ft.

Effect: A swordlike beam
Duration: 1 minute/level (D)
Saving Throw: None -

Spell Resistance: Yes

A 3-foot-long, blazing beam.of moonlight springs forth from your
hand. Anyone who can cast moon blade can wield the beam with profi-
ciency. However, if you are proficient with any type of sword, you can
wield the beam as if it were any type of sword and thus gain the bene-
fits of any special sword skill you might have, such as Weapon Focus.

Attacks with the moon blade are melee touch attacks. Its strike
saps vitality or life force, causing no visible wounds but dealing
1d8 points of damage plus 1 point per two caster levels (to a max-
imum of +15) to any type of creature except undead. Undead are
visibly wounded by a moon blade. Their substance boils away from
its touch, and they take 2d8 points of damage plus 1 point per
caster level (to a maximum of +30) per blow. The blade is imma-
terial, and your Strength modifier does not apply to the damage.

A successful moon blade strike temporarily scrambles magic. On
the target’s next turn after a hit from a moon blade, the creature
must make a Concentration check to use any spell or spell-like abil-
ity. The DC is 10 + points of damage dealt + spell level. (An oppo-
nent hit by a moon blade while casting a spell must make the usual
Concentration check to avoid ruining the spell in addition to the
check on its next turn.)

The moon bhade spell has no connection with the magic items
known as moonblades borne and made by some elves.

Arcane Material Component: A small candy made with winter-
green oil.

MooN PATH

Evocation [Force]

Level: Hth 5, Moon ¥

Components: V, S, M/DF

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./level)

Effect: A variable-width,. glowing white stair or bridge of translu-
cent force up to 15 ft./level long:(see text)

Duration: 1 minute/level (D)

Saving Throw: None (sce text)

Spell Resistance: No

Moon path allows'you to create a stair or bridge from one spot to anoth-
er. The effect is a railless ribbon of glowing white translucent force like
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a glass strip. The strip can be from 3 to 20 feet wide as you decide. (You
can vary the width over the ribbon’s length if you want.) It sticks to its
endpoints unshakably, even if these endpoints are in midair.

At the timie of casting, you designate up to one creature per caster
level to receive extra protection while standing on or moving along the
moon path. Protected creatures gain the benefits of a saznctuary. This
works exactly like the 1st-level spell sazctuary except that the save DC
1s 15 + your Wisdom modifier, and any subject of the spell who attacks
breaks the sanctuary effect for all subjects. Protected creatures also stick
to the top of the moon path as though they have received spider climb
spells. A creature loses both benefits immediately when it leaves the path.

Unlike a wall of force, a moon path can be dispelled. It is otherwise
similar to a wall of force in that it needs no supports and it is immune
to damage of all kinds. A disintegrate blasts a hole 10 feet square, leav-
ing the rest of the path intact. (If the moon path is 10 feet wide or
less, this merely creates a 10-foot gap.) A hit from a rod of cancella-
tion, a sphere of annihilation, or Mordenkainen’s disjunction destroys a
moon path. Spells and breath weapons cannot pass through a moon
path, although dimension door, teleport, and similar effects can bypass
the barrier. It blocks ethereal creatures as well as material creatures.
Gaze attacks cannot operate through the moon path.

A moon path must be straight, continuous, and unbroken when
formed. If its surface is broken by any object or creature, the spell
fails. The bridge version of the spell must be created flat. The stair
version cannot rise or descend any more sharply than 45 degrees.

Arcane Material Component: A white handkerchief.

MOONBEAM

Evocation [Light]

Level: Hth 2, Moon 2

Components: V, S, M/DF

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)

Area: Cone

Duration: 1 minute/level (D)

Saving Throw: None or Will negates (see text)
Spell Resistance: No

A cone of pale moonlight springs from your hand. On your turn
each round, you can change the direction the cone points.

Light from a moonbeam does not adversely affect creatures that
are sensitive to light, but lycanthropes in humanoid form caught in
the cone must make Will saves to avoid involuntarily assuming their
animal forms. Lycanthropes in animal form can change out of it on
their next turn (spending a round in animal form). However, if they
are still in the area of the spell, they must succeed at a Will save to do
so. Once a lycanthrope successfully saves against moonbeam, it is not
affected by any more of your moonbeam spells for 24 hours.

Moonbeam penetrates any darkness spell of equal or lower level,
but does not counter or dispel it. Darkness spells of higher level
block a moonbeam. -

Arcane Material Component: A pinch of white powder.

MOONFIRE

Evocation [Light]

Level: Moon 9

Components: V, S, DF

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)
Area: Cone

Duration: Instantaneous (see text)
Saving Throw: Reflex half (sce text)
Spell Resistance: Yes

A cone of fiery, white moonlight springs from your hand. Living
creatures in the area feel an unnatural chill and take 1d8 points of
damage per two caster levels, to a maximum of 10d8. Undead and
shapechangers take double damage. This application of the spell
allows a Reflex save for half damage.

All magical auras within the cone glow with a faint blue light for
1 round per caster level. Disguised, shapechanged, or polymorphed
creatures and objects in the spell’s area at the time the spell is cast
must make Will saves or immediately return to their normal forms.
Even if the save succeeds, they remain covered in ghostly white out-
lines that show their true forms for 1 round per caster level.

The entire area covered by the cone glows silver white for 1 round
per caster level. This radiance is as bright as the light of a full moon
and negates electricity for 1 round per caster level unless the crea-
ture generating it makes a caster level check against a DC equal to
the caster’s level. If an electricity effect is generated outside the glow-
ing cone, the cone blocks the electricity effect if the caster level
check fails. If an electricity effect is generated inside the glowing
cone, the cone completely negates the electricity effect if the caster
level check fails.

SCATTERSPRAY

Transmutation

Level: Hrp 1, Hth 1, Sor/Wiz 1

Components: V, S

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)

Target: Six or more Diminutive or Fine objects, all within 1 ft. of
each other, whose total weight does not exceed 25 1b.

Duration: Instantaneous

Saving Throw: None (see text)

~ Spell Resistance: No

You can point to a collection of little, unsecured items and cause
them to fly off in all directions simultaneously. The spray of items
makes a burst with a 10-foot radius. If the items are fairly hard or
sharp (such as stones, sling bullets, coins, or the like), creatures in the
burst take 1d8 points of damage. A successful Reflex save negates
this damage. Eggs, fruit, and other soft objects can be used, but the
damage then dealt is subdual damage.

SHADOW M ASK

Illusion (Shadow)

Level: Hrp 2, Sor/Wiz 2
Components: V, S, M

Casting Time: 1 action

Range: Personal

Target: You

Duration: 10 minutes/level (D)

You cause a mask of shadows to form around your face. It does not
impede your vision, cannot be physically removed, completely hides
your features, and protects you against certain attacks. You receive
a +4 bonus on saving throws against light or darkness spells and any
spells that rely on bright light for damaging effects, such as the
JSlare spell or the fireworks effect of pyrotechnics. You also gain a
30% chance each round to avoid having to make a saving throw
against gaze attacks, just as if you averted your eyes. If you avert
your eyes while using shadow mask, you get to check twice to see if
you avoid having to make the saving throw.

When the spell’s duration ends, the shadow mask fades over the
course of 1d4 rounds (rather than immediately), giving you time to
keep your face hidden via other means. A successful dispe! magic
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cast against a shadow mask effectively ends the spell and causes the
same slow fading.
Material Component: A mask of black cloth.

SHADOW SPRAY

Illusion (Shadow)

Level: Sor/Wiz 2

Components: V, S, M

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./level)
Area: S-foot radius burst

Duration: 1 round/level

Saving Throw: Fortitude negates (see text)
Spell Resistance: Yes

You cause a multitude of ribbonlike shadows to instantaneously
explode outward from the target point. Creatures in the area take 2
points of temporary Strength damage, are dazed for 1 round, and
suffer a —2 morale penalty on saving throws against fear spells and
effects. The fear penalty ends when the shadow spray spell does, but
the temporary Strength damage is instantaneous.

Material Component: A handful of black ribbons.

SNILLOC’S SNOWBALL SWARM

Evocation [Cold]

Level: Sor/Wiz 2

Components: V, S, M

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./level)
Effect: 10-ft.-radius burst

Duration: Instantaneous

Saving Throw: Reflex half

Spell Resistance: Yes

A flurry of magic snowballs erupts from a point you select. The
swarm of snowballs deals 2d6 points of cold damage to creatures
and objects within the burst. For every two caster levels beyond
3rd, the snowballs deal an extra die of damage, to a maximum of
5d6 at 9th level or higher.

Material Component: A piece of ice or a small white rock chip.

SPIDER CURSE

Transmutation [Mind-Affecting]

Level: Spider 6

Components: V, S, DF

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./level)

Target: 1 humanoid of Medium-size or smaller
Duration: 1 day/level

Saving Throw: Will negates

Spell Resistance: Yes

You turn a humanoid into a driderlike creature that obeys your
mental commands.

The transmuted subject gains a spider’s body with a humanoid
head, arms, and torso, just like a drider.

The subject has a drider’s speed, natural armor, bite attack, and
poison (but see below). The subject gains a +4 bonus to its Strength,
Dexterity, and Constitution scores.

The subject retains its Intelligence, Wisdom, and Charisma scores,
level and class, hit points (despite any change in Constitution score),
alignment, base attack bonus, and base saves. (New Strength, Dexter-
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ity, and Constitution scores may affect final Armor Class, attack, and
save bonuses.) The subject’s equipment remains and continues to
function as long as it fits a drider’s body shape. Otherwise it is sub-
sumed into the new form and ceases to function for the duration of
the spell. Retained items include anything worn on the upper body
(head, neck, shoulders, hands, arms, and waist). Nonfunctioning items
include anything worn on the legs, feet, or the whole body (armor,
robes, vestments, and boots).

The subject’s bite delivers a poison with a Fortitude save DC of 16
+ your Wisdom bonus. Initial and secondary damage is 1d6 points of
temporary Strength damage.

Your control over the subject is like that provided by a dominate
person spell. (You telepathically control the creature so long as it
remains within range.) :

Although spider curse is similar to polymorph other, it does not
heal damage or cause disorientation.

SPIDER SHAPES

Transmutation

Level: Spider 9

Components: V, S, DF

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)

Targets: One willing creature/level, all within 30 ft. of each other
Duration: 1 hour/level (D) .

Saving Throw: None (sce text)

Spell Resistance: Yes (harmless)

As polymorph other, except you polymorph up to one willing creature
per level into a monstrous spider of any size from Tiny to Huge as
you decide (see Appendix 2 in the Monster Manunal). All the crea-
tures you transmute must become spiders of the same size. The spell
has no effect on unwilling creatures.

Subjects remain in the spider form until the spell expires or you
dismiss the ‘spell for all subjects. In addition, an individual subject
may choose to resume her normal form as a full-round action.
Doing so ends the spell for her and her alone.

Parts separated from the resulting spiders do not revert to
their original forms, so the resulting spiders have poisonous bites.

Creatures polymorphed by spider shapes don’t suffer the disori-
entation penalty that those transformed by polymorph other often
do. Subjects of spider shapes regain hit points as though they had
rested for a day.

SPIDERFORM

Transmutation

Level: Drow ¥
Components: V, S, DF
Casting Time: 1 action
Range: Personal

Targets: You

Duration: 1 hour/level (D)

You can polymorph into a drider or Tiny, Small, Medium-size, or
Large monstrous spider (see the Monster Manual). You regain lost
hit points as if you rested for a day on the initial transformation.
The spell lasts until you decide to resume your normal shape.

You acquire the physical and natural abilities of the creature you
polymorph into, including natural size, Strength, Dexterity, and Con-
stitution scores, armor, attack routines, and movement capabilities.

Unlike polymorph self, you acquire the poisonous bite and web-
spinning ability of whichever spider form you choose. You do not
suffer any disorientation.
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You retain your Intelligence, Wisdom, and Charisma scores, level
and class, hit points (despite any change in Constitution score), align-
ment, base attack bonus, and base saves. (New Strength, Dexterity, and
Constitution scores may affect final attack and save bonuses.) You can
cast spells and use magic items if you choose drider form, but no other
spider form is capable of spellcasting or manipulating devices.

If you choose drider form, your equipment remains and continues
to function as long as it fits a drider’s body shape. Retained items
include anything worn on the upper body (head, neck, shoulders,
hands, arms, and waist). Otherwise your equipment is subsumed into
the new form and ceases to function for the duration of the spell.

STONE SPIDERS

Transmutation

Level: Spider 7

Components: V, S, DF

Casting Time: 1 full round

Range: Close (25 ft. + 5 ft./2 levels)

Targets: 1d3 pebbles or 1d3 vermin, no two of which can be more
than 30 ft. apart

Duration: 1 round/level (D)

Saving Throw: None

Spell Resistance: No

You transform 1d3 pebbles into stone constructs that resemble
monstrous spiders. The constructs can be any size from Tiny to
Huge as you decide, but all the constructs you create must be the
same size. The constructs have the same statistics as monstrous spi-
ders (see Appendix 2 in the Moznster Manual) of the appropriate
size, except as follows:

Their natural armor increases by +6.

They have damage reduction 30/+2.

Their poison has a Fortitude save DC of 17 + your Wisdom mod-
ifier. Initial and secondary damage is 1d3 points of temporary
Strength damage.

If the constructs can hear your commands, you can direct them
not to attack, to attack particular enemies, or to perform other
actions. Otherwise, they simply attack your enemies to the best of
their abilities. .

Alternatively, you can cast stone spiders on 1d3 vermin of any
type or size. The affected vermin gain the benefits of a stoneskin
spell (damage reduction 10/+5) for 1 round per caster level.

THUNDERLANCE

Evocation [Force]

Level: Sor/Wiz 4
Components: V, S, M
Casting Time: 1 action
Range: O ft.

Effect: A spearlike beam
Duration: 1 round/level (D)
Saving Throw: None

Spell Resistance: Yes

A faint, gray, shimmering force in the general shape of a staff or
spear springs from your hand. You can freely make the force retract
or grow to any size from 1 foot to 20 feet, but it always remains a
straight lance of force. This gives you natural reach of 20 feet. You
can use the thunderlance to make powerful melee attacks.

‘The thunderlance strikes as a Huge longspear, dealing a base 2d6
points of damage (crit X3). You only need one hand to wield the
thunderlance, and you suffer no nonproficiency penalties if you do
not have Martial Weapon Proficiency (longspear). The thunder-
lance strikes with a Strength score equal to 12 + your caster level
(maximum +15) which replaces your own Strength score when you
make attack and damage rolls with the spell.

If you successfully strike a target protected by any force effect of
3rd level or lower, such as a shield or mage armor spell, the thun-
derlance may dispel the force effect in addition to damaging the
target. Make a dispel check against the caster who created the effect.
If you succeed, the effect is dispelled. The thunderlance remains
whether you succeed or fail at this check.

You can choose to attack objects or to use the Strength score of
the thunderlance for Strength scores involving breaking or damag-
ing items.

Material Component: A small metal spear.

W ATERSPOUT

Conjuration (Creation)

Level: Ocean 7

Components: V, S, DF

Casting Time: 1 full round

Range: Long (400 ft. + 40 ft,/level)

Effect: A cylinder 10 ft. wide and 80 ft. tall
Duration: 1 round/lével

Saving Throw: Reflex negates

Spell Resistance: No

W aterspout causes water to rise up into a whirling, cylindrical
column. A body of water at least 10 feet wide and 20 feet deep must

* be present, or the spell is wasted. If the waterspout encounters insuf-

)

ficient depth after it has formed, it collapses.

The waterspout moves at a speed of 30 feet and must remain
over water. You can concentrate on controlling the waterspout’s
every movement or specify a simple program, such as move
straight ahead, zigzag, circle, or the like. Directing the waterspout’s
movement or changing its programmed movement is a standard
action for you. The waterspout always moves during your turn in
the initiative order. If the waterspout exceeds the spell’s range, it
collapses and the spell ends.

The waterspout batters creatures and objects it touches, and it
often sucks them up. Any creature or object that comes in contact
with the waterspout must succeed at a Reflex save or take 3d8
points of damage. Médium-size or smaller creatures who fail their
save are sucked into the spout and held suspended in its powerful
currents, taking 2d6 points of damage each round with no save
allowed. Trapped creatures remain inside for 1d3 rounds before the
waterspout ejects them out the top of the spout, and they fall back
to the surface (taking falling damage) 1d8%5 feet from the base of
the waterspout.

Waterborne creatures or objects within 10 feet of the spout
(below and on all sides) also must make successful Reflex saves or
be sucked into the spout if they are Medium-size or smaller. Any-
thing sucked into the spout takes 3d8 points of damage and is then
trapped for 1d3 rounds as explained above. ~

Only the smallest canoes, kayaks, or coracles can be sucked into
the spout. The occupant of any such craft may make a Profession
(sailor) check instead of a Reflex save (his choice) to avoid being
sucked up.




omadic hunters wander the icy barrens of the

Great Glacier and the trackless jungles of Chult.

Soot-covered armorers hammer away in the
dwarven forges of the Great Rift and the stinking smelters of
Baldur’s Gate. Heavily guarded merchant caravans wind through
Calimshan’s harsh deserts and along the roads of the Heartlands. An
adventurer’s road leads through many lands and even more cultures,
customs, and locales, )

Most of Faeriin’s humans labor as peasants, farmers, and simple
craftsfolk, living in countless tiny thorps and villages. Over this vast
sea of simple folk rule the wealthy and the privileged, in whatever
form wealth and privilege take in a particular land. In some lands the
common people are ruthlessly shackled and exploited by their cruel
overlords, but by and large Faertn is populated by folk content with
their lot in life. This chapter covers many aspects of life in Faerun,

Time and seasons

Almost every people or race of Faeriin marks the passage of days,
seasons, and years in some fashion. In Cormyr and a dozen other
kingdoms, royal astrologers carefully tend the Roll of Years. Even
the war-heralds of the unlettered orc-tribes compose harsh chants
that record the days and deeds of their fierce chieftains.

pay and Nighf

Faeran’s days are 24 hours long, divided into night and day by the
rising and setting sun. In southern lands such as Halruaa, the length

of the night does not vary much with the season, and 12 hours of *

light and 12 of dark is the rule year-round. In the north, the days
are markedly longer in summer and shorter. in winter. Midwinter
day in Silverymoon sees little more than 8 hours of daylight, and
Midsummer almost 16,
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'I:n days comprise a Faerunian week, also known as a tenday or,

. :.

_ leas commonly, a ride. The individual days of the tenday do not -have

names. Instead, they’re referred to by number: first-day, second-day,
and so on. Most folk start counting using their thumb as first-day,
but halflings are famous for using their pinkies to count first-day, so
much so that the phrase “counting like a halfling” means that some-
one 15 being different just to be difficult.

the Hours of the pay

Timepieces are very rare, and most people break up the day into ten
large slices—dawn, morning, highsun (or noon), afternoon, dusk,
sunset, evening, midnight, moondark (or night’s heart), and night's
end. Dozens of conventions for naming these portions of the day
exist, and cause no little confusion for travelers in foreign lands.

These customary divisions are only approximations, and one
person’s late afternoon might be another’s early dusk! Local customs
dictate the general lengthof each portion of the day. Each of these
customary periods lasts anywhere from 1 to 4 hours, so highsun is
generally accounted to be noon and an hour or so on either side.

Few Faerfinians have cause to measure an hour (or any length of
time shorter than a day) with any great precision. Pegple are accus-
tomed to gauging time by intuition, the movement of the sun, and
the activity around them. Two merchants might agree to meet at a
particular tavern at dusk, and chances are both will show up within
17 or 20 minutes of each other.

In large cities, the tolling of temple bells replaces the more casual
accounting of the day’s passage. Several major faiths attempt to
measure time more accurately. The pricsts of Gond treasure their
mechanical clocks and delight in sounding them for all to hear. Lath-
anderians assign acolytes to watch sundials, carefully adjusted by
years of ohservation of the sun’s movements in the sky. Traditional-
ly, the hours are numbered 1 to 12 twice, and the bells sound once
for cach hour on the hour. “Twelve bells” is virtually interchangeable
with “midnight”—or “highsun,” depending on the context.

the calendar of Harptos

Most of Faeriin uses the Calendar of Harptos, named after the long-
dead wizard who invented it. Few bother to refer to Harptos by
name, since the calendar is the only calendar they know.

Fach year of 365 days is divided into 12 months of 30 days, and
each month is divided into three tendays. Five special days fall
between the months. These annual holidays mark the seasons or the
changing of the seasons. The months of Faerin rough]y correspond
to the months of the Gregorian calendar,
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TasrLe 3-1: Toe CALexDpDAR OF HARPTOS

Month Name Common Name
1 Hammer Deepwinter
Annual holiday: Midwinter
2 Alturiak The Claw of Winter
3 = Ches The Claw of the Sunsets
4 Tarsakh . The Claw of the Storms
Annual holiday: Greengrass .
b Mirtul The Melting
6 Kythorn The Time of Flowers
7 Flamerule Summertide
Annual holiday: Midsummer
B Elecasig Highsun
9 Eleint . The Fading
Annual holiday: Highharvestide
10 . Marpenoth Leaffall
11 Uktar The Rotting
Annual holiday: The Feast of the Moon
12 Nightal The Drawing Down

SEASONAL FESTIVALS

Five times a year the annual holidays are observed as festivals and
days of rest in almost every civilized land. Each seasonal festival is
celebrated differently, according to the traditions of the land and
the particular holiday.

Midwinter: Nobles and monarchs greet the halfway point of
winter with a feast day they call the High Festival of Winter. Tra-
ditionally it's the best day to make or renew alliances, The common
folk enjoy the celebration a bit less—among them it’s called Dead-
winter Day, noted mainly as'the halfway point of winter, with hard
times still to come.

Greengrass: The official beginning of spring is a day of peace and
rejoicing. Even if snow still covers the ground, clerics, nobles, and
wealthy folk make a point of bringing out flowers grown in special
rooms within temples and castles. They distribute the flowers among
the people, who wear them or cast them upon the ground as bright
offerings to the deities who summon the summer.

Midsummer: Midsummer night is a time of feasting and music
and love, Acquaintances turn into dalliances, courtships turn into
betrothals, and the deities themselves take a part by ensuring good
weather for feasting and frolicking in the woods. Bad weather on this
special night is taken as an omen of extremely ill fortune to come.

Highharvéstide: This holiday of feasting to celebrate the autumn
harvest also marks a time of journeys. Emissaries, pilgrims, adven-
turers, and everyone else eager to make speed traditionally leave on
their journeys the following day—before the worst of the mud clogs
the tracks and the rain freezes into snow.

The Feast of the Moon: The Feast of the Moon celebrates ances-
tors and the honored dead. Stories of ancestors’ exploits mix with the
legends of deities until it’s hard to tell one from the other.

SHIFLDMEET

Once every four years, Shieldmeet is added to the Faeriinian calen-
dar as a “leap day” immediately following Midsummer night. Shield-
meet is day of open council between the people and their rulers. It
is a day for making or renewing pacts and for proving oneself in
tournaments. Those not seeking advancement treat the elite’s tour-
naments, duels, and trials of magical prowess as welcome additions
to the holiday’s theatrical and musical entertainments.

In the Dales, a great Shieldmeet celebration is planned in the
town of Essembra in Battledale this year. Other regions of Faerin

, have planned festivals ranging from the somber to the outrageous.

Calendar of
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Marking the vears

Almost every land and race has its own preferred system for mark-
ing the passing years. The ancient realm of Mulhorand begins its cal-
endar at the founding of Skuld, the City of Gods, more than 3,700
years ago. Cormyrians reckon years from the foundation of House
Obarskyr almost 1,370 years ago. Some draconic calendars are reput-
ed to stretch back more than 10,000 years, although few dragons care
about samcthing' as mundane as the scholarly accounting of events
that even the oldest dragons alive today do not remember.

DALERECKONING

The calendar against which most others are compared is Dalereckon-
ing (DR, marked by the raising of the Standing Stone and the pact
between the elves of Cormanthor and the first human settlers of the
Dalelands. Dalereckoning was the first human calendar the Elven
Court reconciled with its own ages-old calendar, and thus became
widespread anywhere elves and humans lived in peace.

THE RoLL OF YEARS

Very few of Faerin’s common folk bother with musty calendars and
meaningless numbers. Instead, years are known by names. For exam-
ple, 1372 DR—the current year—is called the Year of Wild Magic.
People refer to births, deaths, weddings, and other events by the name
of the year. Children learn the order of the years from bards' songs,
artistic designs in the great temples, and the teachings of their elders.

The naming of a year is not random, nor does it necessarily com-
memorate any great event or occurrence. Many centuries ago the
Lost Sage Augathra the Mad wrote out thousands of years and
named them in the great library of Candlekeep. It's a rare year that
doesn’t sce some event that seems clearly connected with its name,
and most folks view Augathra’s names as mysterious portents of the
years ahead.

1372 DR . The Year of Wild Magic (current year)
1373 DR The Year of Rogue Dragons

1374 DR The Year of Lightning Storms |

1375 DR The Year of Risen Elfkin

1376 DR The Year of the Bent Blade

1377 DR The Year of the Haunting

1378 DR The Year of the Cauldron

1379 DR The Year of the Lost Keep

1380 DR The Year of the Blazing Hand

rLore of the Land

Toril is a large world, and Faerin one of its largest continents.
Thanks to diligent sages and scribes over centuries, the details and
characteristics of many lands have been recorded. But in all that
time, only a small part of Faeriin has been described in any detail.
To most folk who dwell in it, climate is a matter of harsh basics:
when the seasons come, how the growing season (and therefore the
available food supply) fares, and how severe the wedther is the rest
of the time. In general, the kingdoms of Faertin produce more than
enough food to feed their people and the various beasts that roam
them. But localized shortages and the perils of lack of water, blis-
tering heat, exposure, and freezing keep folk from complacency.

climate

The lands of Faerin encompass extremes from the frigid arctic to
the steamy tropics. Few have conducted any real study of the conti-

nent's weather patterns. A farmer in the Heartlands knows only
that winters are too long and cold, spring and fall too long and wet
(with lingering frosts and too much mud), and the too-shert
summer is too hot. Perhaps the weather is better over the next hill.

CHARACTERISTICS

Two chief characteristics describe a particular region’s climate; its’
latitude and its precipitation. Of course, many local conditions can
affect climate. High elevation, for example, has much the same
effect as high latitude, so snow-capped mountains are not unheard of
even in the tropics. Large bodies of water tend to moderate tem-
peratures in the lands nearby. The ever-present strivings of the
deities to bring about the kind of weather that pleases them is a
factor of great importance in Faertn. As often as not, it snows
because Auril or Talos wants it to snow. Finally, great magical curses
and spells can affect the weather over vast reaches—such as the
Anauroch Desert.

The following survey of Faeriin begins at the Sword Coast and
proceeds counterclockwise,

" THE NORTHWEST

In its northernmost reaches; the Sword Coast is a forever frozen,
wind-blasted waste that becomes the Endless Ice Sea overlying the
continent as far east as one.can go and still find land. A mountain
range, the Spine of the World, holds back this polar ice cap from
cloaking the Sword Coast North, but only enshore breezes make
frozen Icewind Dale habitable at all—and that settlement lacks a
growing season entirely.

South of the mountains is the crag- and lake-studded “Savage
Frontier” of the North. These alpine valleys know only a short,
fierce summer, and see icy water, chilling mists, and ice-capped
mountains year-round. A little farther south, in the lower valley of
the Dessarin, or the vales of the Gray Peaks, the land is rich and
blessed with' a long enough growing season to support great cities.

The northwest portion of Faerin is generally wéll watered and
humid, with heavy snowfalls in the winter and a great deal of rain
in the spring and fall. Along the Sword Coast, folk exaggeratedly
complain that it never stops raining.

As one travels south, the land warms until one can find dust,
sand, and scorching heat around Scornubel and the southern reach-
es of the Anauroch Desert.

. THE SOUTHWEST

True temperate conditions hold sway from about the River Chionthar
(Baldur’s Gate) southward, and the land grows warmer and hotter until
both true deserts and steamy temperatures are the rule in southern-
most Tethyr and Calimshan. Sea breezes cool Nimbral, Lantan, and
Tashalar, but yolcanism makes the Lake of Steam area uncomfortable
to most civilized inhabitants, and combines with latitude and warm sea-
damp to make Chult and Mhair endless jungle stearn baths.

The southwest, like the northwest, is very humid and receives a
great deal of precipitation from the western seas. The cooling, mois-
ture-holding properties of forests play a part in keeping Tethyr and
the Border Kingdoms moderate in climate and pleasant places to live.

THE SOUTHEAST

The Great Sea south of Halruaa is warm, and Rethild, Dambrath,
Luiren, and the lands about the Golden Water are all warm to hot
places of sweat, many insects, long summers, and short, stormy winters.
The prevailing winds carry rainfall to the coastlands, but the mountain
chains following the coastline (the Toadsquat and Gnollwatch moun-
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tains) create a rain shadow in the interior of this corner of Faeran, The
Shaar is an arid grassland that sometimes goes months without rain.

_ The great windblown plains of the Shaar, Raurin, and the Plains
of Purple Dust are also far from the moderating effects of lakes and
seas. Summers are extremely hot and dry, while wintérs can be per-
versely cold—the Shaar routinely experiences winter cold unknown
in the southern reaches of the Sword Coast, more than a thousand
miles to the north.

THE NORTHEAST

The.icily aggressive cold of the Great Glacier affects most of the
lands north and east of the Sea of Fallen Stars. This is an arid region,
and forests do not flourish here, The Moonsea tends to be chilly
year-round, and winds blowing south from the northern ice make
Thar fiercely cold most of the year.

THE INTERIOR

If the Sea of Fallen Stars (also called the Inner Seg) did not exist,
the center of Faerin would most likely be a vast desert far from the
rainfall and moderating temperatures of the coast. The Sea of
Fallen Stars provides rainfall and moderate temperatures to the sur-
rounding lands, Relatively shallow and affected in places by scabed
volcanism, the Inner Sea warms the lands all around it, while at the
same time keeping them damp (and therefore verdant, the Vilhon
Reach in particular), :

The winds and weather that derive from the Inner Sea make
Cormyr, Sembia, and the Dales quite pleasant places to live—despite
cool mountain winds and harsh winters that often make the
Wyvernwater and the coasts of the Moonsea, the Dragon Reach,
and the Dragonmere freeze over.

THE OCEANS

The warmth Ffelt by sailors on the eastern Great Sea speaks of the
strength of warming ocean currents. They are the reason Zakhara
enjoys moderate temperatures for a greater span of distance south-
ward from the equator than the Sword Coast region does to the
north, and also the reason why so much-of Kara-Tur and the known
part of Maztica have warm climates.

Evermeet, the island kingdom of the elves far to the west of the
Sword Coast, enjoys a far gentler climate than the Moonshaes, which are
much closer to mainland Faertin. A warm current sweeps northwest out
of the Great Sea and curves past eastern Evermeet on its way toward the
Icepeak and Icewind Dale, accounting for Evermeet’s sunny climes.

()

© Waterdeep lies slightly above the 45 degree north likitude line on
Toril. The ocean’s proximity moderates the more severe aspects of
the northern climate, so rain falls as commonly as snow in fall and
spring, changing roads to rivers' of mud. Prevailing winds blow
from the west to the east. i :

A vast southward-moving current, usually called the South-
ern Drift by sailors, lies immediately offshore from Waterdecp,

rent in the northern Trackless Sea between Maztica and
Faerin, encircling the l}fﬂamhaes and Evermeet. Interesting

PR i

waterdeep’s climote.l . 5

This current is the tail end of a gigantic clockwise rotating cur-.
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flora and fFauna

The vegetation and wildlife of an area are governed first and foremost
by its weather. In northern, humid regions, evergreen forests are quite
common. Temperate areas have deciduous forests. Toril is a large
world, and Faeriin is only part of it—and even druids and rangers and
explorers of long years in the wild do not claim to know all the kinds
of forests or types of animals that may be found in Faerun.

TREES AND SHRUBS

Travelers who have ventured into other planes and worlds claim
that the same oak, ash, maple, chestnut, spruces, and pines among
Faeriun’s trees are also found in those distant places. Here follow a
few of the most dramatic, plentiful, or useful trees and shrubs found
only in Faeran, :

Blueleaf: Recognizable by the eerie, gleaming blue color of their
many-pointed leaves, blueleafs (not “blueleaves™) bend in winds or
under ice rather than breaking, often forming snow-tunnels that
shelter winter travelers. Blueleafs grow close together in thick
stands, reaching 40 feet in height but rarely attaining thick trunks.

Blueleaf wood is durable, and the sap and crushed leaves yield a
vivid blue dye much favored in cloakmaking in the North. When
burned, it yields beautiful leaping blue flames (prized in inns and
taverns as “mood” illumination for tale-tellers and minstrels).

Blueleaf is found in humid temperate and subarctic latitudes
north of Amn. : :

Helmthorn: A vinelike ground shrub that sometimes cloaks other
bushes and dead trees, helmthorn has dark, waxy green leaves and
bristling black thorns. As long as human hands, these sharp, durable
thorns are often used as crude needles or dart points. Helmthorn
berries are indigo in hue, edible (tart in flavor), and often harvested
even when frozen or withered for use in winemaking,

Helmthorn is very hardy and grows throughout Facrin, provid-
ing food for many. ' .

Shadowtop: The soaring giants of Faertinian forests, shadowtops
can grow 2 feet a year and top out at 90 feer. A full-grown shadow-
top flares out to a diameter of 10 feet or more at its base, its trunk
surrounded by many pleatlike ridges. Shadowtops are named for the
dense clusters of feathery leaves at the tops of their trunks. Shad-
owtop leaves are irregular in shape and have copper undersides and
deep green upper surfaces.

Shadow-wood is fibrous and tough, but unsuitable for carving or
structural work because under stress it splits down its length into
splayed fibers. These fibers are valued in ropemaking (a few added to
the twist improves the strength and durability of a completed coil)
and burns slowly but cleanly, generating a very hot fire with little
smoke. This makes it ideal for cooking,

debris from across the sca sometimes floats past Waterdeep on
the current. : .

Arctic winds often sweep down over Waterdeep in late falland
winter, moying from the northwest to the southeast, carrying
ferocious storms, sfow, hail, and freezing rain. Tcebergs are rarely
seen here because,of the warm offshore current, but ice often
forms along the shore in winter and may clog Waterdeep’s harbor.
Icy roads are easfer to travel over than muddy ones, which is why
the spririg thaw is regarded with glum faver by travelers, mer-
chants, and soldiers. o 3
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Shadow-wood is much used in the making of magical staffs, rods,
and wangs.

Shadowtops are found in all humid areas across Faerun.

Suth: Suth are graybark trees with olive-green leaves. They grow
almost horizontally and then double back to angle in another direc-
tion, If a few suth trees grow together, their-branches intertwine
until they are inextricably entangled, forming a screen or wall bar-
ring passage to all things that can’t fly over the tangled trees or
scuttle under their lowest branches. Suth leaves are long, soft, and
fluffy, but spike-ended.

Suth-wood is very hard and durable, so hard that it’s difficult to
work without the finest tools. Thin shetts of this wood retain aston-
ishing strength for decades, and thus are favored for use in book
covers. Suth is also the preferred wood for shields since it never shat-
ters and doesn’t catch fire if soaked in water before battle. A crushing
blow might crack a suth-wood shield but won't cause it to fly apart.

The name of this tree may be a corruption of the word “south.”
Suth are found along the edges of the Shaar, in the woods of Chon-
dath, and farther south in Faerin.

Weirwood: Weir trees resemble oaks but have leaves thar are
brown (with a silver sheen) on their uppers and velvety black
beneath. If undisturbed, weir trees grow into huge, many-
branched forest gs:mta Weirwood won’t ignite in normal (non-
magical) fire and is resilient and durable. It's favored in the
making of musical instruments because of the unmistakable
warm, clear tone it imparts.

Weirwood can be used as a replacement for oak or holly in any
spell. It grows throughout Fderun but is very rare. Most trees are
now found deep in large forests and actively protected by dryads,
treants, druids, and rangers.

Zalantar: Often called blackwood in the North because of its jet-
black wood and bark, the ‘zalantar tree has a central root and eight
or more trunks that branch out from the root at ground level like
the splayed fingers of a hand. The trees may reach 60 feet in height,
but are usually half that. Their leayes are white through beige,

Zalantar wood is strong yet easily worked and sees much use in
southern buildings and the making of wagons, litters, and wheels.
Southern wizards and sorcerers use durable and handsome zalantar
wood almost exclusively in the making of rods, staffs, and wands.

This subtropical species is rarely seen north of the Shaar. It is.

plentiful along the shores of Chult and the southern coasts of
Faeran and seems to grow in any terrain short of mountainous.

WILD AND DOMESTIC ANIMALS

Given the vast distances they travel, adventurers in Faerin under-
stand the value of a reliable mount. Those who seldom travel out-
side a city may care nothing about mounts, and instead think of
avoiding, fighting, or eliminating guard beasts owned by others.

For humans, horses and mules are the most popular mounts for
almost all purposes. In unusual situations such as aerial travel,
Underdark travel, and extreme climates, folk favor griffons or
pegasi, riding lizards, and camels in deserts 6r ghost rothé in
frozen wastes.

‘Beasts of burden are usually valued for their strength, endurance,
and temperament, with oxen at the head of the list and horses con-
sidered the most nimble (again, with adjustments for climate and
nature of travel). Beyond that, most folk have little care for the
wildlife around them except as it competes for their viands (wolves,
foxes, and rats), offers them direct peril (poisonous snakes), or is
easily snared or slain in the hunt for use on the table (rabbits, deer,
grouse, and river fish that can be drag-netted or caught in a weir).

Dragons and other large predators that require great amounts of
food often survey beasts around them very much as humans do—
prizing herd animals grazing in the open as the easiest food to take.

The same endless wheel of cat-and-be-eaten governs: life in
Faer(in as in a dozen worlds. Folk who live close to the land
(rangers, hunters, foragers, and farmers) know well that the little
chipmunklike rodent they call the berrygobbler is as important in
the scheme of things as the wolf that eats the creature that ate the
creature that devoured a luckless berrygobbler. They also know

that dying berrygobblers signals some taint or fell magic or disease

upon the land.

In the Heartlands, mice, rats, berrygobblers, rabbits, hares, rac-
coons, and squirrels are familiar scurriers underfoot. In Calimshan
and Tashalar, the warmer climes see mice, rats, slinks (very swift
black-furred berrygobblers), skradda (darting, sticky-tongued lizards
that eat insects and small frogs), and sardrang, (armadillolike plant-
chewers, slow-moving, shaggy, and semiarmored, with edible meat).

Fish leap out of the oceans and rivers: bluefin and silverfin, the
brilliant, tiny, inedible silver jewelfish, and the splar (winged ecls
that can leap but not really fly).

The shaggy, buffalelike rothé dwells in both hot and cold climes.
The North has the ghost or snow rothé. The brown rothé ambles
across the Heartlands and the South, becoming lighter in hue and
less shaggy as latitudes become warmer. The deep rothé inhabits the
Underdark. k

Only foolish adventurers or city-dwellers i 1gn0te the lesser fauna
of Faeran. As the adventurer Stecleye once noted, “Rabbits fall
casily into the stewpot, but downing, butchering, and cooking your
dragon is a task that can take up yeur whole day.”

Home and Hearth

Wood elves make their homes in graceful pavilions under the stars
in forest clearings, rarely remaining in the same place for more than
a day or two. Shicld dwarves carve workshops and mines from the
hearts of mountains, fortifying their homes. Goblins and ores favor
warrens of burrows in the wilderness. Human homes run the gamut
from a herder’s yurt in the Endless Waste to a prince’s palatial
townhouse along Waterdecp’s richest street. Any experienced trav-
eler soon comes to appreciate that there are as many different ways
of life in Faeran as there are kinds of people.

Orc-infested mountain ranges, troll-haunted wastelands, wild
woods guarded by secretive and unfriendly fey creatures, and sheer
distance divide Faertn's nations from each other. Faeran's city-
states and kingdoms are small islands of civilization in a vast, hos-
tile world, held together by tenuous lines of contact.

Ggovernment

The most common forms of government in the Heartlands are
feudal monarchies, generally found in the larger realms and more
isolated lands, and plutocratic monarchies, common among city-
states and realms dominated by trade. In either case, a hereditary
lord, king, monarch, or potentate holds the power to make laws, dis-
pense justice, and manage foreign affairs. The monarch’s power is
checked to a greater or lesser degree by the powerful feudal lords or
wealthy merchant princes who owe him allegiance.

Since'the nobles or great merchants are ruled only by their own
consent, many Heartlands city-states and kingdoms are realms of
weak central authority. and strongly independent nobility. A

monarch who pushes a willful noble too far might drive that noble

to open revolt—and in-many cases the noble’s strength-of-war is
nearly the match of the overlord’s, so quelling a rebellious prov-
ince is hardly an easy undertaking. Worse yet, a monarch may be

forced to solicit the support (or at least neutrality) of other nobles:

of the realm as he goes about suppressing one of their peers. This
support usually comes at a price, further eroding ro; al authority.
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Strong thrones may be rare, but they do exist. The Cormyr of
King Azoun Obarskyr was a shining example of the good that can

come of a strong monarchy in the hands of a wise and courageous

leader. Unfoftunately, the death of Azoun and the plague of evils
that descended on that land have left Cormyr’s fate uncertain.
Azoun’s daughter, the Regent Alusair, must chart'a careful course
among the realm’s nobility as she attempts to retain the power her
Father held.

Civil warfare in the mercantile city-states of the Inner Sea is
rare, but the lords and princes who rule these small realms must
contend with merchant-nobles every bit as willful and haughty as a
feudal lord in his castle. In the walls of a city-state, a wealthy noble
thinks carefully before defying the ruler, since he lacks the safety
of miles of roads and empty lands between his demesne and his
ruler’s army. But it also means that any noble’s own private army
is only an hour’s march from the seat of power. Powerful lords deal
with overmasters they don’t like through palace coups, feuds, and
assassinations.

city and countryside

In the Heartlands, a very basic division separates people into two dis-
tinct groups: townsfolk and rural folk. The dividing line is blurry at
times—a large village or small town blends many of the character-
istics of rural and urban life. The division is not exclusive. Even in
Faerun’s largest cities, farmers and herders till crops aud tend live-
stock within the shadow of the city walls.

In most lands, nine people live in the countryside for every city-
dweller. Large cities are hard to sustain, and in Faerin’s Heartlands,
most people are compelled to work the land in order to feed them-
selves. Large towns and citiés can only flourish'in places that enjoy
easy access to farmlands and resources producing a surplus of food.

RurAL LIFE

In painting a picture of the average Faertnian, an observer discoy-
crs that the most ordinary, unremarkable, and widespread represen-
tative of Faerdn’s incredible diversity is a simple human farmer. She
lives in a small house of wood, sod, or thatch-roofed fieldstone, and
she raises staple crops such as wheat, barley, corn, or potatoes on a
few dozen acres of her own land.

In some lands the common farmer is a peasant or a serf, denied
the protection of law and considered the property of whichever
lord holds the land she lives on. In a few harsh lands, she is a slave
whose backbreaking work is rewarded only by the threat of the
lash and swift death should she ever defend herself from the over-
seers and lords who live off her endless toil. But in the Heartlands
she is free if somewhat poor, protected from. rapacious local lords
by the law of the land, and allowed to choose whatever trade or
vocation she has a talent for in order to feed her family and raise
her children.

The common farmer’s home is within a mile or soof a small vil-
lage, where she can trade grain, vegetables, fruit, meat, milk, and
eggs for locally manufacrured items such as spun cloth, tools, and
worked léather. Some years are lean, but Faerun’s Heartlands .are
rich and pleasant, rarely knowing famine or drought.

A local lord guards the common farmer from bandits, brigands,

l:ml:! monsters. He is a minor noble whose keep or fortified manor

house watches over her home village. The noble appoints a village
constable to keep order and might house a few of the king’s soldiers
or his own guards to defend against unexpected attack. Within a
day’s ride, a more powerful noble whose lands include one or two
dozen villages like the typical commoner’s has a castle manned by
several dozen soldiers. In dangerous areas, defenses are much ‘stur-
dier and trained warriors more numerous,

City LIFE

Typical townsfolk or city-dwellers are skilled crafters of some kind.
Large cities are home to numbers of unskilled laborers and small
merchants or storcowners, but the most city-dwellers work with
their hands to make finished goods from raw materials, Smiths,
leatherworkers, potters, brewers, weavers, woodcarvers, and all other
kinds of artisans and tradesfolk working in their homes make up the
industry of Faertn.

The city-dweller lives in a wood or stone house, shingled with
wooden shakes or slate, that sits shoulder-to-shoulder with its neigh-
bors in great sprawling blocks through which myriad narrow streets
and alleyways ramble. In small or prosperous towns, his home might
include a small plot of land suitable for a garden. Many relations,
boarders, or whole families of strangers share his crowded home. If
he.isn’t married, he might live as a boarder with someone else.

In some cities he may be required to join great guilds of craftsfolk
with similar skills, or risk imprisonment. In others, agents of the city’s
ruling power closely monitor his activities and movements, rigidly
enforcing exacting laws of conduct and travel. But in most cases, he is
free to pack up and leave or change trades wheneéver he likes.

He purchases food from the city’s markets, which sometimes
means that he is stuck with whatever fits within his budget. A pros-
perous man can work hard and comfortably feed his family, but in
lean times the poorer laborers must make do with stale bread and

thin soup for weeks on end. Every city depends on a ring of outly-

ing villages and farmlands to supply it with food on a daily basis.
Most also possess great granaries against times of need, and many
provisioners and grocers specialize in stocking nonperishable food-
stuffs at times of the year when fresh food is not available in the
city’s markets.

A city of any size is probably protected by a city wall, patrolled
by the city watch, and garrisoned by a small army of the soldiers of
the land. Rampaging monsters or bloodthirsty bandits don’t trouble
the average city-dweller, but he rubs elbows every day with rogues,
thicves, and cutthroats. Even the most thoroughly policed cities
have neighborhoods where anybody with a whit of common sense
doesn’t set foot.

WEALTH AND PRIVILEGE

Just as nine out of ten Faerunians live in small villages and free-
holds in the countryside, roughly nificteen out of twenty people are
of common birth and ordinary means. They rarely accumulate any
great amount of wealth—a prosperous innkecper or skilled artisan
might be able to set her hands on a few hundred gold pieces, but
most common farmers and tradesfolk are lucky if they have more
than forty or fifty silvers to their name,

In many lands, common-born people are bound by law to defer to
their betters, the lords and ladies of the nobility. Even if the law does
not require deference, it’s usually a good idea. Nobles enjoy many pro-
tections under the law and in some cases can escape punishment for
assault, provocation, or the outright murder of a commoner.

The typical noble is a rural baronet or lordling whose lands span
only a few miles, ruling over a few hundred commeon folk in the king’s
name. She collects taxes from the villagers and farmers and is vastly
more wealthy than all but the most prosperous entrepyeneurs in her
lands. With her wealth and power come certain responsibifities, of
course, She is answerable to her own feudal masters for the lawkeep-
ing and good order of her lands. She can be called upon to provide sol-
diers and arms for her lords’ causes. And, most important, most nobles
feel some obligation to protect the people in their charge against the

_depredations of monsters and banditry. To this end, most nobles fre-

quently deal with companies of adventurers, retaining their services to
clear out troublesome monsters and hunt down desperate outlaws,

[}
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class and station

As Cormyr’s recent troubles prove, the Heartlands of Faertn are
not always stable or safe. Incursions of monstrous hordes of orcs,
ogres, or giants can easily overrun even stoutly defended cities.
Would-be kings continually challenge the powers of the land from
within, seeking to unseat the ruler. Proud and arrogant foreign
powers watch warily for any sign of weakness, always ready to
annex a pmuinéc or sack a city. Magical disasters, plagues, and
flights of raging dragons can lay low even the most peaceful and
secure lands.

To fend off these dangers, most rcalms of the Heartlands have
developed an enlightened feudal system over centuries of strife and
warfare, Lords hold lands in the name of their king, raising armies
and collecting taxes to defend the realm. They are expected to
answer their king’s call to arms and to defend his interests to the
best of their ability. This reasonably effective system supports inde-
pendent warbands in the defense of far-flung territories.

THE PEASANTRY

As previously noted, common farmers and simple laborers make up
most of the human population of Faeriin’s kingdoms and cities. The
lowest class across all of the Heartlands, the peasantry forms the
solid base upon which the power structures of nobles, merchants,
temples, and kingdoms all rest.

Most Heartlands peasants are not bound to the lands they work
and owe no special allegiance to the lord who rules over them, other
than obeying his laws and paying his taxes. They do not own their
farmlands but instead rent croplands and pastures from the local
lord, another form of taxation nermally accounted at harvest time.

In frontier regions such as the Western Heartlands, many com-
mon farmers own and work their own lands. These people are some-
times known as freeholders if no lord claims their lands, or yeomen
if they are common landowners subject to a lord’s authority.

TRADESFOLK AND MERCHANTS

A step above theicommon peasantry, skilled craftsfolk and merchants
generate wealth and prosperity for any city or town. The so<called
middle class is weak and disorganized in most feudal states, but in the
great trade cities of the Inner Sea, strong guilds of traders and compa-
nies of craftsfolk are strong enough to defy any lord and protect them-
selves from the monarch’s authority by the power of their coffers.
,The wealthiest merchants are virtually indistinguishable from
mighty lords. Even if born from peasant stock, a merchant whose enter-
prises span-a kingdom might style himself “lord” and get away with it.

CLERGY

Existing alongside the feudal relationship of a rural province or
guild organization of a trading city, the powerful temples of
Faerun’s deities parallel the king’s authority. The lowest-ranking
acolytes and mendicants are rarely reckoned beneath the station of
a well-off merchant, and any cleric or priest in charge of a temple
holds power comparable to that of a baronet or lord. The high
priests of a faith favored in a particular land are equal to the high-
est nobility.

Many of Faeran’s temples are implacable enemies or bitter rivals.
In most rural regions, folk rend to follow one or two deities who are
particularly active or actively supported in their immediate locale.
If a powerful and benevolent temple of Tempus happens to stand
Just outside a small town, many townspeople will worship Tempus,
even if farmers are generally more inclined to the teachings of
Chauntea and merchants might otherwise follow Waukeen.

82

Low NOBILITY

Descended. from warriors who won land to rule (or valuable hered-
itary positions with handsome stipends) in service to their home-
land or king, the low nobility is the backbone of the feudal realm.
From their sons and daughters are drawn the knights and ofFficers
of the king’s armies, and from their house guards and vanlts come

the manpower and gold necessary to field the kingdom’s fighting’

power. They administer the king’s justice within their demesnes and
collect his taxes.

Low nobles hold court to settle disputes that occur on their land
or under their responsibility, and are expected to try cases of low jus-
tice—just about any crime short of murder or freason. They claim a
tithe of any wealth in food or gold generated by the commoners who
work their land, and may levy local taxes as.long as they do not
interfere with the monarch’s taxes. In return, they are expected to
see to the defense and prosperity of their fiefs. Regrettably, more
than one local lord is nothing more than a thief in a castle, wring-
ing every copper he can from the people he rules.

A new breed of low noble is rising in prosperous lands such as
Sembia and Impiltur—the so-called merchant prince. A merchant
establishes an enter prise or industry of great and lasting value, and

; e
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Titles and fForms
of address

Most realms across Faerin have some form of nobility, and ~
many also have ' ruling royalty. All have officials who sport
titles, from a simple “Master of the .. . to such mouthfuls as
“His Most Exalted dd Terrible, Bcloved of the Gods and Ven-
erable Before All His People, Hereditary and-may-his-line-pros-
per-forever. . ..” Many long and involved tomes at Candlekeep

outline the intricacies of the various systems of titles, their
ranks and precedence. Here’s a brief overview..

Position Male Female

Commoner Goodman . Goodwife or Maid

Knight, Officer Sir Lady, or Lady Sir

Mayor, Warden, . Lord Lady or Lady Lord
g,qmmmder, Senesc]zal .

Baron, Count Milord Milady P

Dg‘kc, Viscount, Marquis  High Lord High Lady

Grand Duke, Prlnoe, ‘Highness  Highness

King, Queen, Archduke l\d'a_pesty Majesty

General titles for nobility of uncertain rank include “Zor/Zora”

" in Mulmaster, “S¢1” in Calimshan, and “Saer” (for both gen-
‘ders) almost eyerywhere else. This latter term also applies to
children of nobility too young or low-ranking to have been
awarded titles of their own.

. Ingeneral Heartlands usage, if the head of a,noble house is
“Lord Grayhill,” his children are all “Saer [name] Grayhill.”
His widowed or aged parents, or older uncles and aunts living
but bypassed in precedence are “Old Liord (or Lady) Grayhill”

Various Faerunian professions and races have popular verbal
greetings and farewells, but “Well met” for both is almost uni-
versal. Oloré (“oh-LOR-ay™) serves the same purpose around
the Sea. of Fallen Stars, and human nobles are adopting the
elven “Sweet water and light laughter until fiext we meet.”
Merchants of all races often-use the terse dwarven “I go”

——c e
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then passes it to his heirs. Over time these upstarts may hope to
purchase with gold the noble title otherwise won only by valor in

days long past.

Knights, lords, baronets, and barons are accounted low-landed
nobles. Lord-mayors, sheriffs, commanders, wardens, and seneschals
are low niobles who hold titles but no lands.

HicH NoBILITY

Frequently related by blood or marriage to the ruling family, high
nobles are those who are due allegiance from some number of low
nobles. Unlike low nobles, who frequently carry noble titles without
lands, high nobles are usually landed, commanding great fiefs that
could be considered small kingdoms in their own right.

High nobles hear disputes that lower nobles cannot settle, and dis-
pense justice for all but the most heinous of crimes. Like low nobles,
they collect taxes in the ruler’s name and levy additional taxes as they
see fit. They maintain personal armies sometimes numbering in the
hundreds and use them to vigorously police and patrol their lands.

‘The high counselors of a kingdom or realm are gften accounted
high nobles, even if they are not rewarded with lands. The stipends
and royalties associated with their titles make them some of the
wealthiest people in a kingdom.

Counts, viscounts, dukes, earls, and marquises are high-larided
nobles. Lord-governors and high counselors are high-titled nobles.
Grand dukes, archdukes, and princes are considered royalty, even if
they are not immediately related to the ruling house. -

ramilies

As a rule, adventurers do ot choose to bcgin-Faminmi while they
actively pursue their careers—lich lords and raging dragons tend to
make a lot of widows and orphans. But for the common folk of the
land and even the great lords, the most important thing in the world
is their family, Parents carefully train their children in the trades
they follow and secure their property for the day they pass their
homes and businesses to their children.

The Heartlands of Faerin are generally enlightened and liberal
regarding gender roles. Women are as free as men to own property,
run businesses, and run off to become adventurers. Many of
Faeriin’s most powerful heroes are women. Some societies observe
strict codes of gender conduct (some matriarchal, not patriarchal),
but this is not the case in most of Faertin.

MARRIAGE

" In almost every society, human and nonhuman, marriage ceremonies

are celebrated with feasting, dancing, song, and stories. The exact cus-

toms vary wildly from land to land, but in any Heartlands village a

marriage is an excuse to set aside work for a day and celebrate,
Among nobles, arranged marriages are not unusual, but very few

commoners marry against their will. Marriages for love are far’

more common. Divorce is rare, particularly since standards of mar-
ital fidelity are decidedly relaxed in some lands. It's not unknown for
a man or woman to have more than one spouse at the same time,
but such arrangements are rare and usually reserved for those who
have enough money or power to do whatever they like.

CHILDREN

Children are regarded as a blessing and a treasure throughout the
Heartlands. Large families arc quite common, especially in relative-
ly safe and prosperous regions. The careful artention of clerics, heal-
ers, divine healing magic makes childbirth reasonably safe in
most civilized lands.

In parts of Faertin, particularly in rural areas dependent on agri-
culture, responsibilities and tasks come to children early. Children
ffom urban areas begin to learn their parents’ trades at a similarly
early age. By eight to ten years of age, most children are well on
their way to acquiring the knowledge necessary to continue in their
parents’ work. The children of nobles and wealthy merchants are
formally schooled and enjoy significantly more leisure time until
their mid-teens.

Ironically, children from nomadic and “sayage” groups may enjoy
the happiest childhood, since they’re encouraged to develop the skills
that will serve them as adults by playing in the wilds. This is not to
say that children are allowed to roam free without supervision from
discreet guards—Ilife in Faertin is too dangerous to allow innocents
to wander completely unguarded. »

OLD AGE

Common laborers, farmers, and peasants work until the day they
die, unless they have strong and dependable children who can take
over the family enterprise and care for them. A life without work is
usually only an option for the wealthy, including the few adventur-
ers who live to middle age to enjoy their loot in peace. On the bright
side, the blessings of the gods and the bencficial prayers and spells of
clerics and healers avert many of the worst ravages of old age.
Flderly folk rarely suffer extended infirmities or disabling illness
amntil just before death.

Learnin

Formal schooling is the exception rather than the rule in the
Heartlands. Only the children of wealthy or highborn parents
receive any real education. Even so, most Faertinians of civilized
lands are litgrate and understand the value and the. potentmi power
of the written word.

Most people learn to read and write from their parents or from
clerics of Oghma or Deneir. Very few schools exist. Those that do
are expensive, exclusive, private schools or academies that spend
as much time teaching riding, courtly manners, and swordplay as
they do on true academic matters. Most young nobles or mer-
chant scions acquire their education from personal tutors, bards,
heralds, and noble counselors retained specifically for that pur-
pose by their parents.

True scholarly learning is the preserve of sages, scribes, clerics,
and wizards. The nonhuman races of Faeriin, particularly the elves,
are a notable exception to that statement, as are human cities or
nations that encourage citizens to study with the clr.rgy of deities
who promote knowledge and learning.

adventurers

Any heroic adventurer breaks many of the rules and norms associ-
ated with the feudal hierarchy. She is often the champion of the
common folk, yet granted access to the highest halls of power as an
agent of her lord or king. Generations of good-hearted adventurers
have helped make Faertn a safer and better place to live, and any
ruler knows that the best way to solve a sticky problem often
involves finding the right adventurer for the job.

By definition, adventurers are well armed and magically capa-
ble beings who are incredibly dangerous to their enemies .. . and
not always healthy to be around, even for their friends. Lords and
merchants tread carefully around adventurers and take steps to
defend themselves against a powerful adventurer who suddenly
develops a crusading zeal or an appetite for power—typically by
retaining skillful and well-paid bodyguards to discourage sudden
violence.
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ADVENTURER COMPANIES

Groups of adventurers sometimes form communal associations that:

share treasure, responsibility, and risk. Adventuring companies stand
a better chance of receiving official recognition and licenses from
kingdoms, confederations, and other principalities that prefer for-
malized relations with responsible adventuring parties to unlicensed
freebooting by random adventurers. In rare cases, adventuring com-
panies can reecive exclusive rights to specific areas, making it legal
for them to “discourage” their competition.

Chartered adventurers are considered officers of the realm they
serve, with some powers of arrest and 'protection against the inter-
ference of local lords guaranteed by the terms of their charter. For
example, most strangers entering a city might be required to sur-
render or at least peacebond their weapons, but chartered company
members are allowed to retain their arms and armor as long as they
remain on their good behavior.

ADVENTURERS IN SOCIETY

Most residents of the Dales, Cormyr, the Western Heartlands, and
the North are well disposed toward adventurers of good heart. They
know that adventurers live daily with risks they would never be will-
ing to face themselves. The common folk eagerly seek news of trav-
elers regarding great deeds and distant happenings, hoping to glean
a hint of what the future might hold for them as well,

An adventurer willing to ally himself with a lord whose attitudes
and views coincide with his own gains a powerful patron and a place
in society commensurate with the influence and station of his
patron. Adventurers inclined to threaten or intimidate the local
ruler simply invite trouble. Those who abuse their power are
thought of as nothing but powerful bandits, while adventurers who
use their power to help others are blessed as heroes. Adventurers are
exceptional people, but they live within societies of everyday people
living commonplace lives.

. e e T Y e g
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Common language and culture defines a state just as much as bor-
ders, cities, and government do. Each major nonhuman race speaks
itsjown language, and humans seem to generate dozens of languages
for no other reason than their lands are so Widespread and commu-
nications so chancy that language drift occurs over time. Hundreds
of human dialects are still spoken daily in Faerin, although”
Common serves to overcome all but the most overwhelming obsta-
cles to comprehension.

The oldest languages spoken in Faertin are nonhuman in origin.
Draconic, the speech of dragons, may be the oldest of all. Giant,
Elven, and Dwarven are also ancient tongues. The oldest known
human languages date back some three to four thousand years, They
come from four main cultural groups—Chondathan, Imaskari, Nar,
and Netherese—that had their own languages, some of which survive
today m altered forms after centuries of intermingling and trade.

TaE CoMMON TONGUE .

All speaking peoples, including the humans of various lands, possess
a native tongue. In addition, all humans and many nonhumans
speak Common as a second language. Common grew from a kind of
pidgin Chondathan and is most closely related to that language, but
it is far simpler and less expressive. Nuances of speech, naming, and
phrasing are better conveyed in the older, more mature languages,
since Common is little more than a trade language. Y

The great advantage of Common, of course, is its prevalence. 4
Everybody in the Heartlands speaks Common well enough to get by
in any but the most esoteric conversations. Even in remote areas
such as Murghém and Samarach, just about everybody. knows
enough Common to speak it badly. They might need to point or pan-
tomime in a pinch, but they can make themselves understood.
Natives of widely separated areas are likely to regard each other’s
accents as strange or even silly, but they still understand each other.

T concerns of the Mig‘HTlIJ SRR G

There comes a time whcu every student and many a pasmng mer-_

chant, farmer, and img, too, demands the same answer of me:
Wiy, O meddler and. mighty mage, do ye-not set the crooked
straight? Why not strike directly against the evils that threaten
Faerin? Why do not all mighty fulk of good heart not wnpiy
make everything right?

Pve heard that,cry so many times.
a]l to my answers as to why the great and powerful don’t fix 'I'onl
entire gvery day. .

First, it is not at all certain that those of us with the power or
the inclination ean even accomplish a tenth of the deed asked of

-

ow hearken, once and for

*us, The forces arrayed against us are dark and strong indeed. I .

might surprise Manshoon or old Szass Tam and burn him from
the face of Toril—or he might do the same to me. It's a rash and
short-lived hero who presses for battle when victory is not assured.

Second, the wise amongst us know that even gods can’t foresee
all the consequences of their actums—and all of us have seen far,
too many instances of good things turning out to cause something
very bad, or unwanted. Weve learned that meddling often does far
more harm than good. »

'I'hlrd Few folk can agree on what is right, what should be donc,
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and what the best end result would be. When ye consider a mighty
stroke, be assured that every move is-apt to be countered by some-
one who doesn’t like the intended result, is determined to stop it,
and is quite prepared to lay waste to you, your kingdom, and any-
thing else necessary to confound you.

Point the fourth: Big changes can seldom be effected by small
actions. How much work does it take just to build one house?
Rearrange one room? How many simple little actions, then, will it
take to destroy one kingdom and raise another—with name, ruler;

_and societal order of your choice—in its place?

Finally: D'ye think we “mighty ones” are blind? Do we not watch
each other, and guess af what cach is doing, and reach out and do
some little thing that hampers the aims of another greag and
mrighty? We'll never be free of this problem, and that’s a good thing,
I would cower at the thought f living in'any Faertin where all the
mighty and powerful folk agreed perfectly on everything. That’s the
way of slavery and shackles and armed tyranny ... and if ye'd like
to win a bet, wager that ye'll be near the bottom of any such order.

R%ht Any more silly questions?

—Elninster t&r Shadowdale
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Language Alphabet Notes
ALPHABETS J Aragrakh Draconic Old high wyrm
The human and humanoid languages of Faeriin make use of six sets Hulgorkyn Dethek Archaic orc
of symbols for writing: Thorass, a human symbology; Espruar, a Loross Draconic Netherese noble tongue
script invented by the elves; Dethek, runes created by the dwarves; Netherese Draconic A precursor of Halruaan
Draconic, the alphabet of dragons; Celestial, imported long ago Roushoum Imaskari A precursor of Tuigan
through contact with good folk from other planes; and Infernal, Seldruin Hamarfae Elven high magic
imported through those outsiders of a fiendish bent. Thorass Thorass 0ld Common

A scribe whose name is lost to history invented the set of symbols
that make up the Thorass alphabet. Thorass is the direct ancestor of
today’s Common tongue as a spoken language. Though no one speaks
Thorass anymore, its alphabet survives as the alphabet of Common
and many other tongues. :

Espruar is the moon elven alphabet. It was adopted by sun elves,
drow, and the other elven peoples thousands of years ago. Its beau-
tiful weaving script flows over jewelry, monuments, and magic
items.

Dethek is the dwarven runic script. Dwarves seldom write on that
which can perish easily. They inscribe runes on metal sheets or carve
in stone. The lines in all Dethek characters are straight to facilitate
their being carved in stone. Aside froni spaces between words and
slashes between sentences, punctuation is ignored. If any part of the
script is painted for contrast or emphasis, names of beings and places
are picked out in red while the rest of the text is colored black or left
as unadorned grooves.

The three remaining scripts, Draconic, Celestial, and Infernal, are
beautiful yet alien, since they were designed to serve the needs of
beings with thought patterns very different from those of
humanoids. However, humans with ancient and strong cultural ties
to dragons (and therr magic) or beings from far-off planes have
occasionally adapted them to transcribe human tongues in addition
to the languages they originally served.

LiviNG LANGUAGES

Scholars at Candlekeep recognize over eighty distinct active lan-
guages on Toril, not including thousands of local dialects of
Common, such as Calant, a soft, sing-song variant spoken in the
Sword Coast, Kouroou (Chult), or Skaevrym (Sossal). Secret lan-
guages such as the druids’ hidden speech-are not included here, either.

A character’s choice of race and region determines her automatic
and bonus languages. The information on Table 1-4: Character
Regions supersedes the automatic and bonus language information in
the Player’s Handbook. However, the following languages are always
available as bonus languages to characters, regardless of race or
region: Abyssal (clerics), Aquan (water genasi), Auran (air genasi),
Celestial (tlerics), Common, Draconic (wizards), Dwarven, Elven,
Gnome, Goblin, Giant, Gnoll, Halfling, Ignan (fire genasi), Infernal
(clerics), Orc, Sylvan (druids), Terran (earth genasi), and Undercom-
mon. Druids also know Druidic in addition to their other languages.

If a character wishes to know a language other than her automat-
ic and bonus languages determined by race, region, and the above list,
she must spend skill points on Speak Language to learn it.

DEAD LANGUAGES

Scholars and researchers of the obscure can name a number of dead
languages. These languages are often the antecedents of one or more
modern languages, but the original language is so different that it is
usually incomprehensible to one fluent in the modern tongue. None
of these languages has been a spoken, living language in thousands
of years, and it is doubtful that anyone in the world knows their
proper pronunciation. .

L

These languages can be recognized by anyone who knows how to
read the alphabet the language is written in, but the words are gib-
berish unless'the character used the Speak Language skill to buy the
ability to comprehend the dead language or succeeds on a Decipher
Script check against DC 25, Because Thorass is archaic Common and
still somewhat comprehensible to those who know Common, the DO
to.read it is only 20. The only way to read something written in
Roushoum or Seldruin is to use a comprebend languages spell or to
succeed on a Decipher Script check against DC 30, since the alpha-
bets of these languages are no longer in use at all.

TasrLe 3—2! LiviNg LANGUAGES i ‘
Regional
Language Spoken in . .. Alphabet
Aglarondan Aglarond, Altumbel Espruar
Alzhedo Calimshan Thorass
Chessentan Chessenta Thorass
Chondathan Amn, Chondath, Cormyr, the Thorass
Dalelands, the Dragon Coast, the
civilized North, Sembia, the Silver -
Marches, the Sword Coast, Tethyr,
Waterdeep, the Western Heartlands,
the Vilhon Reach
Chultan Chult ; Draconic
Common Everywhere on Faertin’s " Thorass
surface (trade language)
Damaran Damara, the Great Dale, Impiltur, Dethek
the Moonsea, Narfell, Thesk,
Vaasa, the Vast
Dambrathan Dambrath . Espruar
Durpari Durpar, Estagund, Var, Veldorn Thorass
Halruaan Halruaa, Nimbral Draconic
Iluskan Luskan, Mintarn, the Moonshaes,  Thorass
the Savage North (uncivilized
areas), Ruathym, the Uthgardt
barbarians
Lantanese Lantan Draconic
Midani Zakhara®, the Bedine Thorass
Mulhorandi Mulhorand, Murghém, Semphar Celestial
Mulhorandi (var.) Thay Infernal
Nexalan Maztica* Draconic
Rashemi Rashemen Thorass
Serusan Inner Sea (aquatic trade language)  Aquan
Shaaran Lake of Steam, Lapaliiya, Sespech, Dethek
the Shaar
Shou Kara-Tur* - Draconic
Tashalan Black Jungle, Mhair Jungle, Dethek
Samarach, Tashalar, Thindol -
Tuigan Hordelands g Thdrass
Turmic Turmish Thorass
Uluik Great Glacier Thorass
Undercommon ~ Underdark (trade language) Espruar
Untheric Unther Dethek

*These other lands on Toril are not in Faerun.
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coin and
commerce

If one single reason explains how humans have come to dominate
so much of Faerin compared to older, wiser races, it might be
this: Humans are Toril’s best merchants. The great ports of the
Inner Sea spin gold like a spider spins silk. Dwarves excel at pure
industry and craftsmanship, and elves command ancient magic
conceived long before humans walked Faeran, but humans com-
mand a different and perhaps more powerful maglc—the magic
of gold.

The growth of human prosperity and influence in lands that were
once wilderness-is the single greatest development in the Heartlands
_ of Faertin over the last thousand years or so. Human settlers carve
out frecholds and villages from the virgin wilderness, often fighting
for their lives and property against the monsters (or sometimes the
elves, fey folk, or Forest creatures) who dwell there. From the new
settlements flow raw materials such as timber, furs, valuable ores,
and perhaps fish or meat. More humans come to harvest the wait-
ing riches, and new cities are born. Eventually a city is surrounded
by farmland instead of forest, and the process repeats in some other
trackless forest or mountain valley.

rLabor

Hard work is a way of life throughout the Heartlands. As in the
medieval society modeled in the DUNGEON MASTER's Guide, the
standard wage for a day laborer is a single silver piece. In agricul-
tural regions, most people work from sunrise to sundown, with
breaks for meals and naps.

Common folk working for the daily silver piece might resent
adventurers, whose economy functions at an entirely different level
as detailed in the price lists in the Player’s Handbook and DUNGEON
MASTER's Guide. But common folk seldom risk death and dismem-
berment on a daily or hourly basis: Given the number of adventur-
ers who wind up dead long before their day-laboring relatives, the
adventuring lifestyle is viewed as an occupation for those who like
to gamble with their lives for potentially great rewards.

WORK AND REST

Common folk, artisans, merchants, and even the nobility routinely
work tenday after tenday until a religious holiday, local festival, or
one of the annual holidays rolls around to give them a day of . Some
parts of the Heartlands have gradually accepted the idea that people
who do not want to work every day, and whose duties and responsi-
bilities allow it, can take the tenth day of the week off. There is no
standard name for this nonholiday day of rest. In the Dalelands, for
reasons no one knows, they call it the “eIf day.” In Cormyr they call
it “dragon-rest,” saying, “Even a dragon has to rest.”

In any given town, hamlet, or city, some folk choose to work
through the tenday. But the day of rest has become common enough
that nearly everyone associates the tenth day with some form of
avoiding one’s duty. Raising both open palms, showing all one’s fin-
gers, and waving them back and forth has become visual slang for
“just taking it easy, not doing anything much”

SLAVERY

Few of the human kingdoms and cities of the Heartlands permit-

slavery within their borders. Indentured servitude and serfdom are
relatively commen practices that approach the hopelessness and

-
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brutality of slavery in some lands, but even the most wretched serf
or servant is considered a human being, not property.

This does not prevent slavers from other regions or races from seek-
ing their quarry in these lands, Orcs and goblins sweep down from their
mountain strongholds, carrying off unfortunates to brutal thralldom
in their mines and fields. Pirates of the Inner Sed frequently sell their
victims into captivity in the eastern lands of Mulhorand or Thay. Par-
ties of Zhentarim slavers brazenly ply their trade almost anywhere in
the Heartlands, deterred only by the most vigorous and aggressive
defenses. Thayan enclaves in many of the more dangerous or lawless
cities openly trade magic devices for slaves, and are rumored to deal in
slaves secretly in cities wheré they are not allowed to do so openly.

Outside the Heartlands, slave-owning societies are much more
common. Zhentil Keep and Mulmaster in the Moonsea make extensive
use of slave labor. The societies of the eastern lands—Thay, Mulho-
rand, and Unther—are founded on the ceaseless toil of millions of
state-owned and privately held slaves. In these lands, a free peasant or
small common-born farmer simply does not exist. All lands are worked
and all menial tasks performed by slaves. A strong, healthy slave costs
between 0 and 100 gold pieces in lands where slavery, is common.

Conditions of slavery vary wildly between different lands. Slaves
| in Mulhorand outnumber the free citizens—and, not surprisingly,
: the life of a slave in Mulhorand is little worse than the life of a peas-
E ant in most other lands. Slaves in Thay and Unther endure far
r harsher treatment, both by callous masters and a society that con-
' siders them to be nonentities. Anyone unfortunate enough to fall
}' under the cruel dominion of orcs or goblins rarely lives out a year
of abject misery before succumbing to overwork, malnutrition, and
various slave-baiting “games.”

Regardless of the conditions, most Heartlands humans find slay-
ery extremely distasteful at the very least, and more than a few con-
sider it an abomination in the sight of the gods.

Agriculrure and industry

With the exceptions of the gnomes and perhaps the Lantanese, the
people of Faertn possess few machines more complicated than a water-
wheel mill and no engines capable of replacing a team of strong horses
. or a good stiff breeze. Every endeavor from plowing to harvesting, from
. woodcarving to the refining of valuable ores, is accomplished by human
\ hands, human backs, and human minds—or dwarven, elven, goblin,
halfling, or orc labor, depending on the realm in question. :

Farms worked by more than an extended family and perhaps a
hired hand or two are extremely rare, although the slave fields of
Mulhorand and Thay break that rule. Workshops or smelters requir-
ing more than a half-dozen trained workers are also very rare. Every
carved chair or table is the unique creation of a skilled craftsman,
every apple is handpicked, every wheel of cheese or smoked haunch
of meat handmade.

Cropr FARMING

The principal crops in the Heartlands of Faerin are grains (wheat,
barley, rye¢, and others), corn, and a great variety of vegetables.
Orchards and vineyards are also common in climes favorable to
fruit trees and grapes. Planting usually. takes place in early or mid-
spring, some time in the month of Ches or in Tarsakh. The princi-
_pal harvesting generally occurs in Eleint. Most civilized areas in
the Heartlands farm with iron plows, often single-bladed. All other
work is done by hand and with hand tools.

Most rural areas grow all their own food, but many of Faeran’s larger
cities im| vast quantities of grain, produce, fruit, or other t)rpqi of
food that their land and economy are ill-suited for. Minor magic can help
keep food fresh for as much as two or three days longer than normal,
but few traders carrying perishables dare travel farther than that,
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Lands too steep, arid, or dangerous to farm are often suitable for
animal husbandry. Herds of sheep or goats can flourish on rocky
hillsides, boggy tundra, high mountain pastures that are snow-free
for only a couple of months of the year, or in regions subject to
monster raids or banditry—provided the shepherds are wary enough
to remove their livestock from harm’s way.

Grazing herds of domestic animals is not.a particularly efficient
way to feed large numbers of people. It takes ten times as much land
to produce a pound of meat as it does a pound of grain. But herd ani-
mals also provide milk, cheese, bone, leather, and even manure for
fertilizing crops.

In the Heartlands, the most common domestic animals are cattle,
chickens, goats, pigs, and sheep. Any farmer keeps a small number
of these animals on whatever land he can spare. In the southern
plains of the Shaar, Dambrath, and Estagund, great herds of cattle -
are the primary source of livelihood for most people. In the cold and
rocky hills of the north, goatherds and shepherds raise small flocks
in every mountain pass and dale. Of course, Faeriin’s numerous
large, dangerous predators and monsters account for high losses.
Most shepherds go about their work armed with slings and spears at
the very least. More commonly, a goatherd arms himself witha pair
of ferocious and well-trained wolfhounds and a sturdy crosshow.

MINING AND METALWORK

Steel weapons and armor don’t grow on trees, nor do tin cups, copper
kettles, iron pots, or gold and silver jewelry. Valuable ores are mined

~ wherever they are found in all lands of Faeriin, excepting only the
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most primitive and remote regions. Iron, copper, lead, tin, and zinc
are the most commonly mined and smelted ores. Coal, guano, and
peat are quarried or cut as well. :

Dwarves and elves have held the secret of steelmaking for thou-
sands of years. Most human kingdoms of the Heartlands work in
steel as well. Beyond the Heartlands, steelwork is much less common.
In Unther and Mulhorand, these extremely conservative cultures
eschewed technological innovation for centuries after the western
humans learned the secret of iron. Before the decline of their
empires, the bronze-armored soldiers of Unther and Mulhorand
conquered almost half the known world despite their technological
backwardness, bolstered by highly organized states, the direct lead-
ership of their deities, and the zealous use of magic. Bronze armor is
symbolic of former glory in both lands, although Mulhorand’s
legions wear iron now, and even the most obstinate of Unther’s war-
lords have abandoned the old ways.

In the lands of the Unapproachable East, steelwork is rare as well.
The arms of Narfell and Rashemen are made of cold-wrought iron.
The more advanced tribesfolk of the Chultan jungles make spearheads
and arrow points of copper, trading for iron blades whenever possible.

The masters of both mining and metalwork are, of course, the
dwarves. T