James ]uoﬁ

Wl AMPAIGN (ACCESSORY
3

)

Matt Forbeck

L

-

z
of
2
-
u..
) |
&
.-l
-
o
sl
o
&
=
-

“Erie L




DUNGEUNS & Dracons’ Camumx A ccESSORY

BACES OE

FAE __1_36

Game Desigs - Eric L. Bovp, | | ROBERT RAPER At Diaserion
\-Z[AHEE IﬁCD‘.BE_.
AND MaTT FORRECK RoeerT CAMFRELL, Guapuic Desigy
CynTHIA FLIEGE, -
ADDITIONAL DESIGN SEAaN K REYNOLDS AND RORERT RAPER
AND JAsox CARL
(GREG STAPLES Covun TLLgsrastion
SPECIAL THANKS Tuomas M. Costa :
DExnxis CALERO INTERIOE JLLUSTREATION
DeveLopmen RICHARD BAKER DExNis CRAMER

AND Davin Nooxaw MixE DurTbn

- 2 WATNE ENGLAND
Enrrons- DavID NOONAN AND {;‘m?m Tarvis

Joux D. RATELIFF NCE LOckE

Davip MARTIN
CREATIVE DIRECTOR RicHARD BAKER | RavExy MIMURA

_'{;M PAVELEC
DinccToR of RPG BED ‘BILL SLAVICSEK oD RAMS

ADAM REX
Vige-PresinentT PUBLISHING Mary KIRCHOFF

ANGELIKA LokoTz - TrPESETTING
CATEGoRT MANAGHR ANTHONY VALTERRA ERIN DORRIES
.Pm:r_ll?-:.T MANAGER MarTix DURHAM CrHas DELoxnG Propuctioy MaNagen

e e

BEROURCES ] Cormantdrr, Empire o the Eleed, by Stoven B Sehuniind Kevin Melka Demibumwan Deities by Foric L. Ravd, Dewibumari of the Bralwmi,
by Roger F. Moore; Empires of the-Shiaming S, by Sooven E- Schend and Dale Pofovan; Epic-feeel Hamdbak, v Andy Collins and Bruce B Cordelly Levaly o Tnsrigue,
oy Beeven E. Schend Farhs O afvasers, by Jubia Martin wieh Fae L Boyd; Spaillfbased, by Anthony Preoe; sod Tewe 2= Bibod, b Broce B Coedell azd Bhijp Williams

Based on the original Dunerows & DRacows rules created by E. Gary Gygax and Dave Arneson and the new
Dinereons & Drasons game designed by Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker, and Peter Adkison.

This Wizards of the Coast game product conesins no Open Game Gonrent. Mo portion of this work may be reproduced i any form
w!ﬂmut writtern permission. To learn more about the Open Gammg License and the d20 System License, please visic
www,wizdrds.com d20

L5, CANADA, ASIA, EURDPEAN HEADQUARTERS
PACIFIC & LATIN AMERICA Wizards of hae Coasl, Balgium
Wizards of the Coast, Inc. T Hosiveid Gd
P.O. Box 707 1702 Groot-Bijgaarden -
. Renton WA 98057-0707 g Balgium
{Queshons?) 1-800-324-6405 +322 467 3360

109876F4 321 First Printing March 2003
620-88778-C01-EN

DUW—"ED"‘S & DRAGORS, (A0, DRAGON, FORGOTTEN REALMS, e 625 syslem logo and the Wizans of the Coost logo are ropisiened fradamarks of
Wizards of the Cossl; Ing., & subsidiary of Hasben, Inc. w
Al Wizamds charactars, chanacies names, and the distiniclive THenessss thereal are tratemarks of Wizands of tho Goass, Ing,
ﬂlsllﬁxa'lndmﬂ'm Hohby, toy, and comic trade n the Unilen Slates and Canisds by regional disfrbutors: Distributed in e Untsd States to the Book trade: by Hoftzbringk Pubshing
Destributed In Caras to e book frade by Ferm Lid Distibuted wortwics by Wizsrds of the Soast. ing., and reqgional distributons. This matefial s probecled under the sopyrighl
Ews of the Uniiled States ol Amerca, Amyf reproduction o urauthonzed 1259 of she matars! or arwork contained hedsn i§ pratibiea wihoul the sprass
wrinien parmession ol Wizards of the Goasl, Ing :
The L1|.1|'J|.|:‘ Is & weairk ol fictian. Any' sémilarity o achaal pacple, omanizasans, plecas, ar events le plindy colncidental
2003 Wizands of the Coast, Inc Printad in tha LI5.A
Visit our website at www.wizards comforgottenrealms

-




-7 __ e . S

I o T et WL e U AL A TR By a1 3
Race, Subrace, and Ethnic Group ... i B b e 4 3
How toRead o Ragial Entey <o iateiniiiini s it

Level Adjustmentsand ECL. ... ... e e e e ¥
Rl B R s o p ot o L i i e e i
How to Read a-Begion ..o v oy o e et 1
i
Chapter 1; Dwarves . . . .. A R A e N 8
i B A A e e T I R L e 9
GOl Drward ool e e LS A 11
ey Dwarl s v e T R R TV A eF AP £,

Wild Dwarf ... 0 TR I T N 23
Chagiter % Blyewi. oo conc il Bt e 728
Agoarie BIF st TR S i Pl 18
Avariel i LSRR e e P T S e s 31

Chapter 3: Goomes ... .- i 32 vitie b
Deep Goome. .5.:2401 & . T Lonihy
Pt GOOIE v i e ss s s e T P 4w R
Rock Goome ..vsrsesees TN e . O LT ¥

Half-Aquatic BIF 5. v ot i e o i sans S 60
e e o e e i e A TR e o

Chapter §: Half-Orcs and Orcs -
Gtay Orc .
Half-Orc

Lightfoot Halfling
Stroaghears Halfting .. ...000 00 s e A TH

Chapter 7: Humans:, . ....cavi- TR el T T TS P 80
Calishite ... ... e R O N T i
Chendathan ae Faraia s et i e LR
T ) b R WA Ba
111150y AP P e S N IR R P A e 22

Tethiris ..\ i ey e s e e e S AT
Other Homan Ethnic Groups ... .. S, Y A06

e tl—
TARLE 0F CONTENTS
_+—

Chitpter 8: PIADSLOBCHER + 10 x . it g s vusivn o bisesniisss 112

R e e S R e e ST
A RS- i i s o s ==, L oAb o o
31 f o 26 MR N S e SN o | I, | B
HEEL v wimie s s s BN ol W R " e
Tore GEAAS + v e reros e ke e i |

Kir-lanan
§ g | )] MR e DI o e S o g ) Ml e
TRCERtRrORES oo eowia i i o et e LD

Shede ...q. T T e LN S B | e 147
W - ouesrrnnrnnd s om b JEplsma ey 149
G 3T T o S i FEm e fi6 s |

T e e R BRRR 25 Ao s e S e e Ry 160
Mapic Ttemis - o vvivngersss BRI T S B 470
Monsters - ..oc.- F e m oo o s e e Y wia e
BOOEREAL o oo meminacm s mes v e e e o s AR WL TE
Cayvekan .oeee. B e S e R S R A e i
Beafhfane- e S s Bt ek R 178
LB PR e P S k)
Bneke, FIVIng (.0 v e snsiniinaia i binis St s vad 17
Steeder ... e i e i e e N R LT
Yrastive tlaemes 00 oy e b e e it 178
Bacderager . ... e ey N G L, 178
Bladesinger ... . R e R e R 179

Breschpsaene .o o iy S el e e e 141
Flven High Mage . oicoiiaiiais e i
Grest Rift Skyguard . ..2.... Lo R R bl B3

Elre Wakloedi o sttt oy v s T e 184
SPEMEMGEIE o ..o aige st ot sinne -, M
Warrior Skald ... .. | [ N IS S e i = 86
Warshing SRIPEr -4ovenoeoiaihiiassiiinis RSN 188

Sidebars )
Acoriving s TemDIARE . - b eea o e e s wrae s

The BRIl . g e b e L n on et s et

Erhnicicy of Existing Charactees 5., oii s ieveanaidon. 80
o 5
A .
o n




TP -

aerlin s home to hundreds of intelligent proples, divided
into thousands of trikes, clens, nations, and cthaicities.
Somc of these races are monstrous predators armed with
terrible powers and some are bloodthirsty marauders who ter-

rorize more civilized folk, but most are good-hearted folk who:

wish to live i peace in whatever manner shey find most pros:

perous and fulfilling: This grear diversity in physical nature,
magical talent, beliefs; ind values creates an incredibie parch-

work of cultures that spans the entirc continent, 4 tapestry so
complex and wondrows that no one mortal can hope to ever
comprehend itin its entirety,

Ruces of Faersin cxamines almost 70 of the most important,
noteworthy, or widespread peoples to be found in the lands of
Faernn, ﬁbcusm;, on races that arc most likely to give rise to ad-
venrurmg charpeters. While giangs and dragons are cerrainly
itelligent and can wicld cnormous ifflucnce over the partions
of the world they claim a5 their own, they are not uszally found
among adventuring bands. At therother ond of the spectrum, @
creature such as a troglodyte or quaggoth might be inclined 1o
take up the wandering life of an adventurer, but their numbers

| arc 50 few and their societies so reclusive and wsolated that they

- simply haven’t made much of @ mark on the face of Facrin,
Therefore, this book concentrates on eight major races (humans,
dwarves, ielves, gnomes; hni!":l\ferﬁ half- ares and orcs, halflmgs.,

| and phuetﬂuchﬂd} and @ number of minor Taces ranging from
aarakecras to yuan-tl

“what rou Need to play

This sourcchook requires the Doveeons & Dracins” Players
HHMQUMTEGYMMH'E Guide, Manstsr Mannal, and the
FoaGarrtn RiALss Campaign Sérting. You will also find it help-
fol to ];n-m} acopy of Mewster Compendinm: Monsters of Faerin,
ﬂthuigh you do not need that book te make use of this one.

The following races mefitioned in this book are described
in &%ﬁﬁrs adema( aarakocra; arctic dwarf; urdunnir, wild
dr'#srr fevri, tﬂﬂaru]:}., Dekanter goblin, wemic, and ym,tu

ff{tamtt‘[i aue). In‘this book, you will find sufficient information
in the racial descriptions of these races to play them as player

characters, but you should refer to M.’p.wpers rngaarmr if you
aced their monsger entries for your: game.

Races of Faerun also complies with the revised Player’s Hand-
book, DUNCEON MASTER'S Guide, and Monster Manual Some:

J'mlgs revisions have been included in this product, such as the
changes i the lycanthrope template, how monsters acquire feats
and skills, name changes of Feats, spells and skills and details of race
and cless ahilitiea If vou have difficulty in identifying a feat, skill,
or spell, its mast Lkely @ change of nomenclatore for the revision:

race, subrace, and
ethnic group

Througheut this book the terma rice, subrace, and cthnic group
(or ethnicity) are wsed to describe’ various peoples of Faerun.
These terms have a specific meaning i the contest of the
Dunerows & DaaGoNs game.

A race 15 & distinct specics of intelligent crearures who share
many of the same qualitics. In Facrin, creatures of different
races can often produce children who can in turn have children
of their own, 5o the term "race™ docs not quite mieasure up to the
strict scientific definition of what constitures a species. Race &
Important mgame terms because it describes & set of rules shared
by all characters of that race. While appearance, class, shlls, and
talents may wvary, wildly from individeal to individual; all
hiomans share the same racial adjustments snd advantages—a
bonws Fearat 1st level and exera skall poines as u::mpgr:d toother
races, Icﬂ::ctmg the human drive to éxcel and achieve.

While &l humans have the same game advantages, not all
dwarves or elvesare the same. These races have a more marked
adaptation to their respective lifestyles; and over a relatively
shiort time, distinctive racizl characteristics appear in isolated
populations. A subrace consists of those individuals within a race
who share a distinctive and unique sét of racial advantages and
drawbacks. For example; sun elf culture focuses on learning and
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tore over the games of agility and balance other elves favor, and
50 sun clves have a bonus to their Intelligence scores instead of

their Dekterity scores. In game terms, a subrace i, for all intents,

and purposcs. & race of its own, but all the subraces of 2 particu-
far race share many of the same qualitics and are related. When
parents of different subraces have a cinld, the child almiost
atways “rakes after” onc parent er the ocher.

An ethmic growp- 15 a group of people of the same race who
share some minor physical characteristics and common colrural
heritage. Unlike a subrace, two cthoic greups of the same race are
idenitical to each other in game tergs Humans of Chondathan
stock dre not any sronger, tuug\!m‘ smarter, of more skilled
than humans of Rashemi-stock—but any native of Facrin can
telfa Rashemi from a Chondathan ata glance While diseinet
ethnicitics are only described for the buman nations in this book,
it's safe to sssume that any race not differentiated by distinct
subraces has & wide variety of physical characteristice For exam-
ple, 2 centaur’s human half might have pale skin, or copper skin,
or skin of & rich mahogany hue,

HOw to Bead a
racial entry

Fach miajor race chapter s hroken into a oumber of entries hased
on ethnic group or subrace The information presented in these
entries generally follows the order described here.

If a race docs not have an entry for 2 category (such as racial
feats), che header i omitted

‘MaJoR RACE INFORMATION:

The cight major races described in this book each begin with &
general averview of the vace's calture, sutloak, and history, Each
subrace or ethnic group description contains more specific and
detailed information on these topics For the specific race.

¥

Raciar DaTa

Each ethnic group, subrace, or minor.rice beging with a short st ol
entries of fering # guick synopsis of the raee’s game characterstics.

Regions: Regions in which the subrace o ethnic group Is found.
A “character of this race or ethnicity may. choose a region listed
here 85 his or her home region, as described in the ForRGoTTEN
RE.41.415 Campaign Setting. In the case of a human ethmic group,
any region in which the group is present as the primary or sec-
ondary populition may be sclected. New regions are italicized and
appear at theend of the racizl entry.

Automatic and bonus languages are determined by your choice
of home region.

Racial Feate: Any new fears introdoced in this book: that arc
specific to the race st hand are listed here,

Racial Prestige Classes: 1T there arc any prestige classes specif-
ically associated with the race, these are noted here,

Level Adjustment: If the race or subrace comes with a level
adjustment, it is given here. IT that race or subrace hals raciad Hit
Dige (that is, 2« rypical meémber of that race starts play with morc
than the single HD of most playér character races), its effective
character level s given as well, combining its level adjustment
and racial Hit Dice. See page 6 for details on how level adjuse-
ments and ECL affect character level and advancement

HISTORY

Asummary of the history of each race, subrace; or ethnic grogp
appears here. Tn several cases, the history of a particular group 13
coveted in the deseription of a nation or race  the FokGoTTEN
REALMS Campaign Setting; 50 you may be referred back to
that boaok. ‘

OuTLoOK

An overview of how people of the race in question carry them-

selves, conduct their business; and view theoworld sround them.-

This will naturally bea gross generalization for most races, Some
Calishites are murderous cutthroats, some are shy scholars, and
othery are crusading herocs: But, taken as a whole, the rypical Cal-
ishite can be expected to be cosmopolitan, urbane, and prone to
some amount of indslénce. The outiook of a race centers on what
people of that race find important and werth striving for.

Charscters: Character classes particularly appealing to mem-
hers of the race arc described here, along wlth some of the expla-
nation for why this is so.

Pavored Class: The race’s favorgd class is noted here, along
with 4 bricf discussion of the reasons why the race tends to follow
the class. Humans and half-elves have a favored class of "Any,”
and do not count their highest-level class when determining
whether a multiclassed character suffers an experienee penaley.

Prestige Classes: Prestige classes popular ameng characters of
this race or subrace are noted here, along with the reasons why.

SOCIETY

Thié section iz a brief description of how folk of the race organ-
ize their lives, families, and governments, and what social struc-
tures surround the individpal.

- LANGUAGE AND LITERACY

This section discusses the primary language used by @ race; includ-
ingits origins and evolution, Sccondary languages particularly
comymen among the people of that race are mentioned dlsa.

Charscters of all plaver character classes except barbarian are
literate, but this is not pmiversally true of characters with WPC
classes. In gencral, experts und nobles will almost always be liter-
ate, and adepts usually so. Literacy among commoners and war-
riors tends to vary greatly by culture. Characters who arc oot
literate by their choice of cluss or race may become literate by
spending 2 skill points to do so.

ABILITIES AND RACIAL FEATURES

Any racial adjustments to gbility scores; racial proficiencics in
particular weapons, raciz] bonuses to specific skills, and the Tike
are listed in this section in bullet-point format. Any extraordi-
nary {Ex), spell-like (Sp), or superpatural (S} ability is described
here, as well as level adjustments and effective character level
(ECL) of more powerful races ¢

When this information has alrcady been provided in the

Player’s Hawdbook or ForeaTTEN REALMS Campaign Setting:

chis section is omitted

i
b
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Magic axD LorE

Most races have their own waditions of spelléasting and favored
spellsand iems. As with the rdeial outlook, this 13 2 generaliza-
tioar; while Calishites are renowned For theiwr skill with elemental
spells, any particular Calishite wizard might choose to.specialize
im any of the schools of arcane magic.

Spclls and Spellcasting: Any new racil spells or any fests
rehived to spellcasting from the Appendix are goted here nnder
Spelicastmg Tradition-and Unague Spells.

Magic Items: Many races have a particular affinity for magic
swemis of a parcicular sort, Comemon ifemi are devices whose man-
ufacture 5 almost institutionalized among those peoplsd. Due to
the prevalence of common items in places where the race lives,
they may be purchased at a 10% discount in any place where folk
ol that race gather.

feomic ttzmy are specific magic items that are the specialty of
wem-crafters of that race. They include a 109 discount in the
listed price, rellecting theé fact that the spellcasters of thar race
or group have handed down unusual training and tradition n
the manufacture of those items, and 50 it is simply casier for
suchan item to be crafied by 2 caster who meets the racial pre-
requisite. Since it easier for a character of the proper race to
make the iconic item, he tends to charge less for it Other folk
beside shield dwarves make +I keem baftleaxes, but the shield
dwarves' Foesplitter axes are simply the most prevalent + 7 &een
baitieaver around. -

RaciaL DEITIES

A brief discussion of deities-particularly important to the race
appears here. While mest races may veneraté many more gods
than those that sre listed here, these are the ones most important
to the race

RELATIONS WITH OTHER RACES

This section describes how the race or sabrace gets along with
other groups arpund it Once again, this 18 something of 2 stere-
type, since mdividuals mey sometimes form strong honds with
folk of races their own race does not normally ger aleng with—
of harbor hatred for folk normally allied to their own race.

- _#—
Acquiring a Template -

. g
~ On oceasion, & character may in the course of play acquirc a
monster template, In many cases, such as the transformation
into @ vampire, the character becomes a monster under the

.

* DM s cantrol, but sm:w templates (soch a5 lycanthrope) do -

not mandate the; hﬂ-uf the characeer. If the template carries
i lével adjustment, the character’s effective character level
instantly increases to the new total of her characrer level and
level adjustment. Unril the character sarns enough expericnce
points to-“eatch up” to her increased ECL, she can’t add any
more class levels In effect, becommg a werewolf and gaining
2 ragial Hir Dice and a level adjusement of +1 means that a
character will be stuck at her current class level until She

EQuIPMENT

While moest cquipment in the Player’s Hawdbsok equipment
chapter 15 available in any sufficienty large city, many races
have a particular affinity for equipment of a cortaln type.
Equipment listed as a commion ifene in this section 15 generally
zyailable for @ 10% discount in Cities or settlementy of that race.
This does net apply to magical versions of these items nnless the
item happens to bean iconic magic wem for the race. ;
Any unmigque items or new items mentioned m this section are
described in detall in the Equipment section of the Appendix,
Arms and Armor: Traditions of weapon manufacture and
armorsmithing are some of the most distinctive characteristics
of a race’s technolowy and society. In some eises, these preferred
weapans sl arms were derived long digo For very good reasons
Elves, duc totheir kecn hand-eve coordination snd Frail builds, have
elways favored ranged combat over melee; and therelore areamong
Faerin's best archers, In other cases, the preference &5 based on
nothing more than tasee. Calishites admire curved swords, end thus
favor scimitars and faichions over longswords and greatswords
Animals and Petsi While animals are not really equipinent,
working gnimals and pets common tea race are described here,
Some of these creatures are described in Monsters section of
the Appendix,

REGION

Finally, races or ¢thnic groups without & charscter region from
the FoRGOTTEN REALMS Canpaign Serting are provided 2 char-
acter region here. A character must choose one of the preferred
classes for the region to quelify for the regional feats and bonus
equipment listed 22 2 Ist-level character. A hgher-level charac-
ter may choose feats specific toa region éven if that region is not
her home region or her class is not preferred there, but she must
gain ar least 2 ranks in Knowledge (local), specializing in that
region, i order to do so.

Level ad justmemﬁ and ECL

Same races are significantly more powerful than the standard
character races. To provide che Dungeon Master with 3 tool
for balancing characters of these races with characters of the

agquires coough cxperience points to qualify for the next

- character level, baced on her new ECL. A character in this sit-

uation gains a short-term edge in che benefits of her new tem-
plate, but pays for it mth a long wait until she can add her
next class level ’

- Example: Tanroc k.2 6tiplevel dwarven fighter with 17 700
P, He needs 21,000 XP to reach Teh level However, Tauroc i
bitten by @ wercwolf and contracts lvcanthropy. Since the effec-
tive cheractér level modifier for werewoll i +3, Tauroc now has
an BCL of 9. He can't add’ancther cliss level unnl he reaches
47,000 XF, which is what a Sch-level character m::eds o achieve
10¢h level,

gy
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TasLe I LEVEL ADJUSTMENT AND EXPERIENCE REQUIREMENTS

4 Racial Level Adjustment “eu -y
XP Wormal #1 +2 43 4 +¥ +H +7 +8 +3 +10 +11
o st = = = Wi = = = = = =2 = =2
1,000 tad e = = == =Y =X == B = =
3,600 3rd 2nd 1st s — = = — == = e
6000  “4th 3rd Ind st = = - oo e = e
10,000 Tth 4th 3rd Ind 1st e - = — = — e
15,000  6th Tth +th Ird nd Ist - — — — — —
210000  7th dth Fth deh 3rd 2nd st = = == = =
28,000 .. S8th 2th 6th sth 4th 3rd Znd st = =2 AL =
35,000 9ch 8th “th 6th sth 4th 3rd *nd Juee ) LB = =
45,000  10th 9th’ fth 7th 6th Tth 4th 3rd Ind st — =
§5.000: 1lth 10th 9th Bth 7th &th Tth 4th Ird Ind E: o jo
66000 1%th 1ith 10¢h dth 8th Tth &th fth 4th 3rd 2nd  Ist
78,000  13th 12th 11th 10th 9th 8th Tth éth 5th 4th Ird 2nd
91,000 14th 13th 11th 11th 10th 9th th 1 Gth $th th  3ed
105,000 15th 14th 13th 13h.  1lth 10ch Irh fth 7th Gth sth  4th
120,000 1éth 1fth 14th 13th 12th 1ith 10th th 8th “th 6th  Sth
136,000  17th lath 15th 1dch: 13th 12th 1ich 10th Sth 8th th  6th
153,000 218th 17th 16th 1fth 14th 13th 1%th 11th 10th 9th 8th  Tth
171,008 19th 18th- . 17th 16th 17th l4th 13th 17th 11th 1Cth 9th  Bth
190,000 20th 1%th 18th 17th 16th 1fth 14th 13th 17th 1ith 10tk %th
110000 — 20th" 1%th"  I18tht - 17wt 16th*  1fth*  14eH" 13th®  1%h* 1lth* 10¢h®
000 — N a1 s 1 17th®  14th*  1feh® ~ 1%h*  13th* 1%th® 1leh?
23,000 — —X = 20th®  19%th" 18th* - 17tht  l&eh® B ¢ Ll 1 T B
TTLO0D | — == = Ci 20th* e - L 5 15th" 158 0 IMET 13kt
300,000 — = = = == 20th®  19th™  1Reh® 17th*  16th*  1fth* 14dh*
E0oh — e — - fe s Wehs 1%kt 18th*  17ch®  14th*  17eh®
IFLO00  — - — = - = o 20ch* 19th* 18cth* 17ch* “I6th®
318000 — = = R - =2 — 20th" 1%th* 18th® I17th*
406,000 — s = S = S =i == =i 0th"  1Yth®  18th*
A35.000 — = = = 2o == == — = — ooeh IOth
4550000 — == = = = = = =5 == a — 9kt

* A character whose ECL 1521 or better i considered an epic-level character and may choose epic feats and epic classes Refer to the

Epic Level Handbook.

standard rages, the powerful races have & specil characeeristc

referred to as fevel adiwsiment: Add the level adjustment to the
number of class levels your charactér has to determane his or her
effeetive character level, or ECL. Some creatures have racial Hic
Dice; so their starting ECL. equals their level adjustment plus
cheir racial Hit Dice,

If a race has racial Hit Dice, vou can play o charaeter of that
race with no class levels a5 a character of a level eqoil to the level
adjuzemient plus racial Hir Dice. For example, & centaur starts
with an ECL of 7 (level adjustinent of +3 plus 4 Hit Bice). You
can play a céntaur with noclass levels as a Tth-level character, or
4 4th-level centapr Dighter as a 11th-level charaeter.

Most ‘humaneid races do not have any radial Hit Dice. For
them, you simply add the level adjustment to your character’
class level to determine thewr ECL. For example, a Ist-level drow
i any class is equivalent toa Ird-level character fone cliss leved,
plus. & level adjustment of +21 You could play 2 #th-level drow
wizard as a 6th-level character, or a2 10th-level drow wizard as-a
12ch-level character.

For' vour convenience, we've extended the experience” point
table For chiracters of races with a high ECL. Refer to Table 1,
oh this page.

Characters with-a ECL modifier of +1 or hugher for racial Hit
Dice or level adistment begin play with the number of experience

points necessary to be a chiracter of their ECL. For example, &
Isplevel svrfneblin Dghter has a level adjustment of =3 due to his
race, so he 5 effectively a 4th-level charsctzr. He begins play with
6,000 XF and must reach 10,000 KT before he can add ancther
class level and become a 2nd-level svirfneblin fighter. Characters
with ECL modifiers of +1 or better should begin play equipped a5
characters of their effective character level, not thewr class level
(eefer to Table 2-24 in the DrnvEan A ASTERT Guide). In the
previous cxample, the Istlevel svirfneblin fighter should be
equipped a5 a 4th-level character, not a 1st-level character,

Races thar begin with 1 Hit Dhie based on thewr class are treated
as lst-level characters in-all respects except the number of expe-
ricnce points they begin with and the amount of money. with
which they may equip themselves. They begin play with their- 1st-
level Feat, multiply their skill points by £, and gain maximum hit
points for their first class Hit Die. Races that begin with racial
Hit Dice’ beyond their Lst-level class Hit Die are treated a little
differently. :

- \ 2 *
racial HIT Dice
A nimber of the mmor races, particularly nonhumanoids, begin-
play with some number of Hit Dice derived from their mon-
strous race i addition to any Hie Dice for their cluss levels For

R A—
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example; a cefitaur has 4 Hit Dice as his racial base before he adds
any class levels, These racal Hit Dice have the following effeces

Racial Hit Dice. A charicter of this race begins-with the Hit
Thice indiwated. He receives maximum hit points for the first

- racial Hit Die and rolls all other Hit Dice normally. He does not
. gain maximum hit peints for his first class Hit Die if he adds a
* character class. :

Racial Attack Bonws. The character begins with the bass attack
honus Listed. He adds the attack bonus for hos class Tevels to this
mumber to determine his overall base atiack bonus. When the
tatal of his raciel artack bonus and class-derived attack bonus
reaches +6, he gains a second attack of =1, and so.on.
~ Racial Saving Throw Bonuses, The character begins with the
‘base Forritude, Reflex, and Will saving throw bonuses listed. He
adds the saving throw bonuses for his class levels to s racal
saves to determine his total saviny throw bonuses, which are then
modiied by the appropeiate abilicy scorés, magic iteins, and other
conditions thit modify saving throws.,

Racial Bkills, Depending on the creature type of the character’s
race, hie begins with'a number of racial skill poitts. These skill

- points may be spent on any non-exclusive skiils the character
likes, The character gains quadruple skill points for the first Hit
Die of his race—or, 11 other words, the number of skill pointsa
character gains for his racial Hit Dice cquals (racial skill point

“allowance per Hit Die + Intelligence modifier, minimum 1] %
(racial Hir Dice #30, :

Skills normally possessed by 4 monster of that race sre treated
as ¢lass skills [1 skill point purchases T skill rank, while all ather
skills are cross-class skills (2 skill points purchases 1skill rank.) The
maximum number of skill ranks aflowed equals 3 + the character’s
racial Hit Dice + the character’s class levels, or half of that number
for cross-class skills. When the character adds his first class level,
he- does o gaim the x4 multiple for gkill points ac Tst level,

Racial Feats. Depending on the creature type of the charac-
ter’s Tace, he begins with a number of feats These Feats may be
tised however the character Jikes, provided he meets the prereq-
uisites before sdding any class levels Feats requiring other feats
@5 prerequisites are permissible, as long as the required feats are
selected ‘at the same time. Becawse the character gaing these
-racial feats; he docs wor gain a feat when he adds his first level of
a character class

FEAT AND ABILITY SCORE INCREASES

For purposes of detérmining when a character with class levels
and racial Hit Dice gains new feats and ability score inereases and
the maximum skill rank allowed, treat cach racial Hit Die as 1
character level and consule Table 2. Do not add ability score
- increases derived from the character’s racial Hir Dice alone In
effect, you should skip & number of Hit Dice equal to the racial
Hit Dite before assigning a character ahility score mcredses

Simply add the character’s facial Hit Dice and class levels
together to determine his Total Hit Dice on Table L Do not
inglude any additional level adjustment.

Example: James i creating a centaur ranger o join a party of
“13th-lewel characters. The centaur’s ECL i5 +7, so JTames can play
“a 6th-level centanr ranger and fit in well with the party, The cén-

taur beging with 4 racidl Hit Dice; adding 6 levels of ranger giyes
James's character 10 toral Hit Dice. James skips the ability
increases awarded through 4 total Hit Dice. Berween ¢ HD (the
centayr’s.cacial HDJ and 10 HD (the éth-level centaur’s HDY
James's character gains one ability increase at 8 Hit Dice. As a

4

charscrer of 10 Hit Dice, his centaur 35 entitled to a total of foor
feats—rwo from his F'c'nraur Hir Dice, plus additionsl feats at 6
and 7 Hit Dice.

TagLe 2: MaxiMuM SKILL BANKS,
FeaT ACQUISITION, AND ABILITY
INCREASES

Total Class Cross-Class
Hit Skill Max  Skill Max 3 Ability
Dice Ranks Ranks Feats Increases
1 4 2 feat —
2 ] 232 - -
3 1] 3 fegt” , =—
4 T 25 - ilay
¥ B 4 = =
[ 8 41032 feat —
7 10 b —- —
8 11 F111 - increase
9 12 i feat —
in 3 & 12 - —
11 14 T — e
12 1F 112 feat imcreass
13 16 8 — —
14 7 #1/1 - <,
¥ 18 9 Feat —
16 i e O 5 L increase
17 20 10 - =
18 | 1812 fent —
19 2 11 —_ =
it 23 1112 — [rCrEase
il e 4 12 Feat —
by o ¥ b N — -
15 18 13 — —
24~ ¥ 13 12 Feut Hcreaie
it T 28 14 —_ -
267 9 14172 o =

* A charscter can add no more than 20 character levels to her
racial Hit Dice. Toadd 21 or more levels to a character, consult
the Epic. Level Handbook,

How o Read a Rt—:ginn

Somé of races deriled n this book have their own régions
(described in Chapter 1 of the FoRGorTEN REALLMS Gamprign
Serring ) The choite of a region affects-a character in a number
of ways. . -

Preferred Classes: If a character chooses a region preferred for
her class, she gains the equipment listed For the region in addi
tion to the starting package or starting money.

Avtomatic Languages: All characters from this region auto-
matically know these languages, regardless of Intelligence score,

Bonus Languages: Characters with Intelligence scores of 12 or
higher begin play with one or more bongs languages, which are
chosen from this list. ghie

Regional Feats: If you choose this region, you may seléct from
régional feats whenever you carn a feat,

Bonus Equipment: Characters with 2 preferred class can make
& choice from-this hst Items mirked with an asterisk are mas-
terwork iters:




s enduring as the carth from which they were

shaped, the Stout Folk once ruled vast sipires

that sprawled on and beneath the sarface of
Faeriin, After centurics of decling, most dwarven kingdoms arc
gone, but the fruits of their labors survive, unbowed by the pas-
sage of time, In recent years; the Thunder Blesang has gparked =
dwarven renaissgnce that might ons da} restore the Steut Folk
to their former glory.

racial HiSTUI‘llJ

Muost nondwarven scholars believe that the Stout Folk are an
inferloper race, not native to Abeir-Toril, who arrived so long
ago that they have become onc with the carth and stone of
Facriim. Howeyer, the eollective dwarven racial memory holds
that chelr ancestors sprang Fully formed from the heart of the
world. itself, fashioned of iron and mithral in the Soulforge,
shaped by the All-Father’s hammer, and then given life by the
breath of Moradine The sldest myths claim thar the fiest
dwarves Fought their way up from the world's tore to the moun-
tains above, overcoming many dangers along the way through
strength, skill, and force of arms.

The first dwarven sectlements appearcd in the greac moun-
tain-range known as the Yehimal, which Lies at the junicture of
the three great continents of Faeran, Kara-Tur, and Zakhara.
From there, the earliest dwarves migrated into all three lands.
Those whoe came to Fagrin settled bencath modern-day Sem-
phar before spreading westward, founding innumerable settle-
ments along the way. One polated branch of this great

mugration settled amid che-isolated peaks of the Novalarond,

and eventuslly became known as the arctic dwaryes,

The lirst great kingdom of the dwarves of Faeriin was cen-
tered in the préat cavers of Bhaerynden deep bencath the
Shaar, The firse great schism of the dwarves of Bhaerynden
began more than twelve thousand vears ago when Taark Shanae
the Crosader led a great westward migration, These emigrants
eventually became known-as shield dwarves and established the
great empire of Shanatdr beneath the lands of Amn, Tethyr,
Calimshari; and the Lake of Steam. From® their nuniber,
Dumathein created the urdunnir, who moved into the depths
and became creatures of legend Meanwhale; Bhasrynden fell to
the drow after the elven Crown Wars and the descent 'of the
dark elves, and the dwarves of southern Faerin were driven
into exile, )

In the millennia that followed, new divisions appeared
among, the Stour Folk. The mind flayers of Oryndoll, decp
beneath the Shining Plains, enslaved the shield dwarves of Clan
Duergar. Their descendants hecame known as grey dwarves
after throwing of T the shackles of their illithid masters and
spreading throughout the Underdark. Some dwarves who fled
Bhaerynden's collapse reached the Jungles of Chule, where they
abandoned their subtérranean homes. Members of this selated
branch eventually became kaown as wild dwarves, After the
first drow kingdem of Telantiway tove itsell apart in civil war,
the great cavern of Bhaeryaden collapsed to [arm the Great
Rift. Those dtvarves who resettled the caverns of the Decp
Realm surrounding the Great Rift eventually became known as
gold dwarves. As Shanatar declined, the shield dwarves

migrated norch to settle the great kingdoms of the North and |

cventually migrated eastward along the shores of the Moonsea
and into the mowntains of northeentral Faeran.

Todey, dwerves are found all across Faerun, although the
grestest concentrations are found in the North, the Cold Lands,
the Great Rift, and the Underdark. Although the Stout Folk
are casily segregated into distinct subraces with distinct racial
traits, such distinctions by no means reflect the entirery of
dwarven diversity. Numerous cultural, historical, political,
and social divistons remain even within the ranks of a specilic
dwarven subrace.

This chapter details six dwarven subraces dwelling above and
below the surface of Facriin, whose cultural, ng;ulst:r., physical,

and- rl:hgmus traits prcdnmmah: in larbt rcgran*r rfthl: land. ,_'f_
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pwarf, Acctic

Regions: Damara, the North, Vaasa, Aretic Davarfs
' ‘Racial Feats: Hammer Fist, Oral History, Swarmfighting,
Level Adjustment: +2.

Arctic dwarves, who call themselves the Inugsakalikoeit, are

the isolated inhabitancs of Faeriin's northernmost reaches

Native to the mountains at the heart of the Grest Glacier and

sother northerly regions, drctic dwarves are little known to the

~outside world. Mainy aectic dwarves are rangers, barbarians, or

- [fighters, for they hold little interest in the spellcasting arts or
godly-worship.

Arctic dwarves are unique among the Stout Folk in that
they donot trace their ancestry back to Bhaervaden, the great
cavern that later fell to the drow of
Telantiwar and now lies open a5 the
Great Rift. As such, they have ligtle in
common with other Stout Folk, lacking any
common pofitical, religious; craft, or magical
traditions. In recent years, & handful of arctic
dwarves have migrated scross the icy northern
wastes to establish new settlements along the o
shorez of the Great Ice Sea and in che Silver
Marches, bot for the most part the Inu-
gaakslikurit have dwelt in splendid isola-
tion for wncounted generations, whally
eontent with their lot in life.

Arctic dwarves are squat and I-mrdp,
with blocky bodies, pinched faces, and
stubby legs. They rarely exceed 3 feetin
heighr and are nearly as broad as they |
are tall, Their eyes arc bright blue,
their checks as ruddy &5 apples
Their-skin is white, almost bluish,
but becsuse of ther fondness for
basking under the bright sun, many of
them are sunburned red from head totoe a
(condition that causes them no discomfort or other ill
effects. Their fingers and toes are thick and blune and
their feet Flat and wids, Curly white hair
povers their heads and tunthles down their
backs nearly to their wiists, Males sport short
beards and twisting mustaches. Both sexes favor simple tunics of
‘polar bear fur and generally go harefoot

Arctic dwarves are open and friendly and can be quite socia-
ble with neighboring races, with the exception of frost giants,

' whom they despise. Unlike other dwarves, Inugaakalikurit have:

little interest in mining or crafts, instead devoting themselves
ZI- to hunting, réising children, and leisure. Traditional dwarven
strictures, stich as those imposed by family and clan, hold little

weight in arctic dwarfl society, and history and the past

-achievements of one's ancestors arc seen as little- more than a

; ce of enjoyable tales. Arctic dwirves are guite curious

Jbout the outside world, although they have lietle inclination
- to goand sge it 3

Arctic dwarves have t!:u: life expectancy and age l::ltr:gm‘ms ;

[ defined for dwarves in Tables 64 and 6-F of the Player’s
Hawdbook, but vse the following random height and weight
charatteristics instead of those described on Table 64

<n arctic dwarf barpoons a bear

i, o

!

Arctic dwarf, male  2'8"
Arctic dwarf, Temale ! Ty

£2d% T0 Th
+2d4 30 1h

* (1d4) Th,
w (1d4) Ih,

HistO ry

Since the arctie dwarves have no historical record other than
théir own stories, little is known about the true history of this
cnigmatic subrace. Scholars belicve that the arctic dwarves
migrated into northern Faerin around the same time as the
Stour Folk who orginally founded Bhaerynden, but, if that is
truc; they have left no trace of their passing. Some claim that
the Inusgaskehkurit once ruled a northern empire that rivaled
grest Bhaerynden, but the Great Glacier long aga crushed any
ruins it might have left,
Archic dwarves did not always claim the towering peaks of
MNovolerond ss- their home. Prior to the
coming of the Ulutigns, they dwele in small
villages across the Great Glacier. Smce
adapting to their alpine homes, the aretic
dwarves have dwelt i guiet isolition,
untouched by the passage of time,

outlook

Arctic dwarves are friendly and outgo-
ing, little concerned with class or.clan
distinctions They enjoy. life to the
fullest and see Tittle reason to acou
mulate wealth or material posses-
sions They bebieve in hunting-and
gathering sufficent -food to feed
themselves bur otherwise have little
interest In libor of any sort. They
= * strive to spend 35 much time as pos-
sible in leisurely pursuits, storytelling,
sports such &s wrestling, and games with
their children.
Arctic dwaryves are rarely dreawn to
¥ adventuring. bot those whe do usually evince
a curiesity about ‘sther enltures so strong that
they, willingly forga the life of lTeisure they might
otherwise pursue, Instead of waiting to chance
upon evidence of eother cultures in their
remote ghicial homes, they head out o explere
the world, seeking out the exotic and the new. As such, they
stumble into-adventures by happenstance, happily exploring any
new environment they come actoss.

ARrcTiC DWARF CHARACTERS

Arctic dwarves typically make good rengers and barbarians,
simce they are well cqu:pped to SUrVIVE - extreme environ:
ments. Likewise, generations of bartling frost g:anﬁ and-othee
monsters have given rise fo.a strong martial tradition. The self-
sufficiency of these classes engbles arctic dwarves to feel com-
fortable about their continued survival and hence engenders the
relaved attitude many Feel toward life: Inugazkalikuric have no™
arcane spelleasting tradition, and their lack of religions faith

preclodes the role-of cleric or paladin, Arctic dwarves often

multicless as ranger/fighters or ranger/barbarians. >
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Favared Class; An arcric dwarf’s Favored class.is ranger. The
harsh polar environment of the Great Glacier rewards those who
possess déxcellent survival skills, and the mtermittent fending
between the Inugaakalikurit end their frost giant enemies
demands the specialized skills of a giant-killing ranger,

Arctic pwarf SGCIETIE

Arctic dwufculmre is remarkably homogencous, the result of
centuries of isolation from the other races of Facron: Compared
to other dwarven coltures, Imogaikalikurit place stlmost no
emphazis on blocdline'or clan, While individual accomplishment
doés garner respect, rarely are such feats remembered for more
than a gencration. The pursuit of leisure 15 placed above hard
work or skilled artisanship, and few arctic dwarves are driven to
accomplish more than continued survival

Arctic dwarves receive a great deal of individual attention in
childhood, with all adult members of the commupnity Serving as
parental figures ro varying degrees. Little is expected of Inu-
gazkalikurit youth, so they spend their days engaged in playful
pursuits. As adules; each arctic dwarf is cxpected to contribute to
the comumunicy’s well-being, but there 15 little societal reward for
doing more than the minimum required. Elderly arctic dwarves
are considered to have carned the right to live out the rest of
their days engaging in [eisurely pursuits and are simply encased
heneath the ice and snow when death finally claims them.

Arctic dwarves have emigrared in such small numbers from
their mountain homes that they have very little experience 23
minoritics within other cultures. Those who do leave usually
leok for individuals of similar temperament, regardless of
réce, and attempr to recreate the casygoing lifestyle of their
nitive villages, '

Language and Literacy

Like all dwarves, arctic dwarves speak a dialect of Dwarven and
emplay the Dethek rune alphabet. They also speak the dialect of
Common spoken in Sossal. The Inugaskalikeric dialect of Dwar-
ven is known as Kurit and has strong ties to Uluik, the Ulutiun
tonguc spoken by the humans of the Great Glacier and the Ice
Hunters of the North. Commen secondary languages include
Ulwik, Giant, Damaran, and Draconic, which emable -arctic
dwarves to communicate with their neighbors.

All-arctic dwarf character's arc literate except for barbarians,
gdepts, aristocrats, experts, warriors, and commoners.

abilities and
racial features

Arcric dwarves have all the dwarven racial traits listed in the

Player's Handbook, except as follows:

* 4 Strenpth, -2 Dexterity, +2 Constitution, —1 Charisma.
Arctic dwarves are’ingredibly strong, but shorter and more
stout than other dwarves subraces

* Small: As Small creatures, arctic dwarves gain a +1 size bonus
to Armor Class, a 1 size bonus on attack rolls, and & +4 size
bonus on Hide checks, but they must use smaller weapons than
humans use; and their liftng and carryving limics are three-
quarters of those of Medinm-size characters. :

; Immun: tocold. .

* Avtomatic Langusges Dwarven, Commaon, home  region
Bonus Languages: By region, e

= Favored Class Ranger, '

+ Level Adjustment: +1. Arctic dwarves. are significantly
stronger on average than most Stout Folk, and they possess an
J.m.muﬂ.lr'r to cold They are slightly more powerful and gain
levels mere slowly than the commoan races of Fakran, See

Table 1 in the Introduction. 1

Arctic pwarf
MU.O'IC and rLore -

_Arctlc ﬁﬁarv:s take a pragmatic view toward magic: Tt's useful

if it helps them hunt, but otherwise spells amd spellecasters—espe-
cially arcane ones—are a matter for tales told to'voungsters.

SPELLS AND SPELLCASTING

Arctic dwatves do not have an areane spelleasting tradition.
Since they do they not worship the dwaeven deities, they lack a
strong divine spellcasting tradition as well,

Most arctic dwarf spellcasters are druids, adepts, and rangers.
The druids in particular have an affinity to fire magic, becanse
many of ther most commen foes (such-as frost giants and (rost
worms; Fedr and hate flames. 1

Arcrtic Dwarr Macic ITEMS

Arctic dwarves rarely employ magic items, as they do not have
a colrueal tradition of clerics or arcane spelleasters to craft such
items. These few items that do exist are wsually fashioned by
druids or the rare arctic dwarf arcane spellcaster and imclude
such items as amalers of watural ermor and sweweshoes of speed
[identical to-Feors of speed) i

I caves carved into the Great Glacier, arctic dwarves nurture
coin-sized ice erystals of exceeding sharpness. Called kerrenderi
m the Kurit tongue, these crystals can be magically enhanced to
form deadly arrowheads (sex tht Magic Ttems scction of the
Appendix) The kerrenderis crystals take & long time to form in
their ey caves, so-only the greéatest hunters among the arctic
dwarves carry kerresderst arrows in their quivers,

Arctic pwarf perties

Among the various dwarven subraces, the Inugaakalikurit are
vmique in that they do not venerate the Morndmsamman or,
indeed, worship any goeds. A few exeeptions exist, mcloding a few
arctic dwarves wha have toraed to the ‘worship of the human
god Uluriu. Instead, the arctic dwarves follow a droidic tradition,
venerating Talos and Uletiu "

relations with other rRaces

Isolated as they are I:g.r their :nwmnml:ﬂt, arctic dwarves have
Tittle :xp:n:nﬂr»w:th members of other races aside from Ulntiun
humans and [rost giants, They ger along well with the former

and hate the latter: Since most erctic dwaryes are amiahle aT‘u:II

peace-loving; they treat representatives of most other races
favorably wiless shown reason not te, The Inugaakalikerit find



AR g e

e ———
DwaARVES

| pf—

- i

ather dwarves end pnomes somewhat amuging, a combmation of
their familiar appearance and odd {ro an arctic dwarf) ways
Likewise, humans other than Ulitiuns are seen 53 odd since their
‘cultores differ greatly from that known toarctic dwarves. The
Inugaakalikurit regard clves and half-elves with & measure of
gwe, having only ever seen winged elves soaring high shove ther
mountain homes. Halflings, half-orcs, and planetouched are
exotic creatures toa cypical arcric dwaef.

Arctic pwarf Equipment

Arctic dwarves commonly employ only & handful of weapons,
including battleakes, halfspears, shortbows, end shortspears.
Mpst arctic dwarves wear hide armor, with pelts of polar bears
being most highly prized. The harsh arctic environment of the
Great Glacier requires the nse of dogsleds (assleds in the Player's
Handbook ), snow gogeles, and snowshoes.

Arctic dwarves favor riding dogs with heayy winter coats as
pets and pack animals, When they hont behind dogsleds; they
often chase down and exhaust their proy, then finish the hunt
with arctic harpoons (sec the Equipment section of the Appen-
dixl While the arctic harpoon can be dif ficult for arctic dwarves
towield, they favor it anyway, metivated by a mythic tradition
of arctic dwarf harpooners who felled impossibly large polar
bears and other prey.

Arctic pwarf Bcgfbn

Most arctic dwarves live oa the Great Glacier, This region is
appropriate for an Inugaakalikurit vaised in the vace's homeland
il the icebound mountains of the glacier.

Preferred Clagses: Barbarian, fighter, ranger, druid. A charac-
ter of one of these clasies may choose & regional feat and gamn
his choice of the bonus equipment below as g st-level character.
Anarctic dwarl character of any other class may not select one
of the regional feats here and do¢s not gain the bonus equipment
ar 1st level.

Antomatic Languages: Common, Dwarven, Uluik.

Bonus Langoages: Aquan, Auvran, Comnvon, Damaran, Dea-
conic, Fiant

Regional Peats: Oral Histary, Survivor, Swarmfighting.

Bonus Equ:pment [A) light pick” or halfspear®; or (B) riding
dog and hide armor®.

pwart, gold

Regions: Dragon Codast, Dwarf (gold), Unther, Western Heart-
lands. Gold dwarves native to'the Great Rift should select the
gald dwarf region.

Racial Feats; Hammer Fist, Metallurgy, Skyrider, Sroneshaper.

Racial Prestige Class: Barelerager,

Found largely in the South in the immediate vicinity of the
“Great Rift, gold dwarves arc the dominant southern branch of
the Stout Folk. Renowned not only For their smithwerk and
craftsmanship but alse for therr military prowess and legendary
wealth; gold dwarves have mamained their empire for millen-
nia, unbowed by the passage of time,

kagmq_mtmus, the Deep Kingdom of the gold dwarves has
stoed unconquered, domanating the surface lands and subterranean

caverns that surround the Gréat Rife As their numbers never
declined in the face of endless warfare like their northern
cousing, the Thunder Blessing has actually filled the great cav-
erns of the Deep Kingdom beyond their capacity. As a result, for
the first time in many years, large numbers of gold dwarves are
serting out to establish new strongholds across the South and the
rest-of Faeran, mcluding the Smoking Mountains of Unither and
the Giant's Run Mouitains of-the Shining Plains.

Averaging 4 feet tall and weighing as much as an-adule
human, gold dwarves are stocky and muscular. The skin of 2
gold dwarf is hight brown or deeply tanned, and her eyes re ugy-
ally. brown ‘or hazel. Both genders wear their hair long, and
males Gind some females) have long, carcfully groomed beards
and mustaches. Hair color ranges from black to gray or brown,
with zll shades fading to light gray as time progresses.

Like their northern kin, gold dwarves harbor a geeat deal of
prude, hoth in their own accomplishments and those of their
ancestors. They also share the philosophy that anything worth
doing is worth doing well, and that the natural world is but raw
material to be worked into objects of great beauty. Unlike the
long-heleaguered shicld dwarves; gold dwarves have not faced a
serious-challenge to their way of life for thousands of years Con-
fident and secure in their isolated realm, gold dwarves do not
sharc the pessimism or fatalism of ther shield dwarven
hrethren. To the contrary, having seen the rize and fall of count-
less elven, human, and shield dwarven empires, their endurance
has fostered @ deep-scated belicf thir their traditions and culture
are superior to those of all other races.

Gold dwarves have the life expectancy; age ﬂh—'ﬁﬂﬂth hcugh’t
and weight defined for dwarves i Tables §—% 67, 2nd 66 n
the Plaver’s Handbsok.

HIsTOry :

Founded more then sixtesn thousand years age, the original
dwarven homeland of Bhaerynden oceupied a vast cavern deep
beneath the southern plains ruled by the clves of Hythiir.
Bhaerynden claimed grear swaths of the Underdark, but
remained largely unknown in the Realms Above Little is known
abont the history of Bhaerynden cxeept that a great cxodus of
dwarves fed by Tasrk Shanat the Crusader left o found a new
kingdem in the west abeut —11,000 DR. The cod of the elven
Crown Wars and the Descent of the Drow i the yesrs afrer
—10,000 DR directly precipitated the fall of Bhaerynden. The
first drow civilizations arose in the southern Underdark around
—9600 DR, but the drow quickly directed themr anger against the
Stout Folk. Within the space of six centuries, the Srout Folk had
been scattered and the drow empire of Telantiwar ruled supreie
in the dwarf-carved hzlls of Fallen Bhaerynden,

The collapse of the cavery of Bhaerynden destroyed Telanti-
war and created the Great Rift, scattering the drow arcund
—-7600 DR. Gold dwarves believe Moradin destroved Telantiwar
with a blow of his axe, but schelars of other races have suggested
that the drow weakened the cavern roof throogh excessive tun-
neling and reliance on magic to support the ceiling’s weight. In
the aftermath of Telantiwar’s fall, there wata great sceamble to
claim new territory in the Underdark, The Stour Folk quickly
returned to thewr apcestral home and established the Deep
Realm, occupying lesser caverns and miles of tunnels spreading

.out under the Eastern Shaar, Drow refugees claimed lesser cave

erns to the north, south, snd west nf_ the Great Rift, establish-
ing cities in nearby lands.

L
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In the millennia that followed, the Stout Folk of the Deep
Realm became known as gold dwarves. Once the borders of their
realin wére firmly established and defended, they set aboue build-
g great subrerranean cities and harvesting the boonry of the
earth. While external threats from the drow and other Under-
dark races such as aboleths, cloakers, illithids, ixzans;gnd kue-toa
never entirely ashated, no ather rdce could match the unity of
purpose evinced by the gold dwarves, and the sancticy of the
Deep Realm was never challenged. The dwarves proficed in trade
with each successive human cmpire that reached their Greas
Rift, including ancient Jhaamdach, the folk of Mulhorand and
Unther in their heyday, the Shoon Fmperium at its height, and
i mere recent centuriss the mercantile Chondathan nations of
the Tnner Sea.

In 1306 DR, the Thunder Blessing shook the gold dwarves out
of their millennia-long quiescence. In the decades thar followed,
2 burgeoning population forced the gold dwarves toseck our new
caverns to cliim and sertle across the South, upsetting the long-
held statos quo of the souchern Underdark. The largest exodus
to date from the Deep Realm began in 1369 DR, when the
Army of Gold set out ona great crusade to reclaim the caveras
of Taark Shanat and restore the glory of Shapatar, the ancient
kingdom of the shield dwarves That expedition has become
bogged down in warfare with the Army of Steel, dispatched by
the gray dwarves of Underspires, Fierce battles rage in the tun-
mels bepeath the Lake of Steam and the Cloven Mountains.

outlook

Gold dwarves messure others by how mach honer and wealth
each mdividual garners as well as the status of hiz ar her blood-
line and ¢lan, To gold dwarves, life is best lived rhrmgh adher
ence to the ancient traditions of the Deep Realm, The very
persistence of their own way of life indicares that ather short-
lived culeures are inherently flawed. As such, those who lack a
meaningful cultural tradition or reject their elders’ dictates are
untrustworthy gud possibly dangerous

From birth, gold dwarves are taught to conform to the tra-

ditional strictures of their society. Every important decision,
from choice of profession ta their mate, 15 dictated by the eir-
cimstances of their birth. Those who do not act honorably“in
their dealings are shunned from an carly age, hreeding a tremen-
dous socictal pressure to fit in,

Gold dwarves lack the longstanding tradition of adventuring
tound i their shield dwarf cousing i the north, However, pap-
olation pressures induced by the Thunder Blessing have given

- birth to @ new generation of gold dwarf adventurers. Most gold
dwirves who wander bevond the familiar confines of the Deep
Realm do so in arder to found new strongholdsof their own; but
many find the lure of adventuring hard to ignore once it has
crtered into their blood,

GoLD DWARF CHARACTERS

Gold dwarves arc painfully awsre that: many once-proud
empires have been brought low, and they-are therefore vigilant
about maintaining their o, The keen awareness gold dwarves
hold of the dangers to their eternal rule ensure that all gold

dwarves are trained to fipht from a young age. Most are tramned!

as fighters,-dlthough clerics; paladins, rangers, rogoes, and even
the oeeasional arcane spellcaster play ‘important roles in

|
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defending the Deep Realm. Gold dwarf sorcerers usually trace
their ancestry back toa powerful dragon-or some cregture.of ele-
mental earth or fire. Common multiclass combinations include
Tighrer (clevie, Dighret /paladin, and Flshter/expert.

Pavered Class: A gold dwurls fevored class is figheer, Only a
strong and Fierce military tradition has-kept the Deep Realm
secure from ity enemies above and below, a result of, Et’h:rﬂmns
of gold dwarves training as fighters:

Prestige Classes: Battleragers are legendary dwarven wareiors
who can enter g battle frenzy through ritual singing. Given to
drinking, rowdy and boisterous singing, and drunken dancing,
bartleragers love to plange into close-quarters bartle, heedless of
any danger, Most battlerngers arc shield dwarves, but a small
number of gold dwarves rebelling against the discipline and tra-
dition-of their society have joined the ranks of the berserkers

More disciplined gold dwarves lean toward the dwarven
defender-or divine champion classes,

gold pwarf society

Gold dwarf cultire does not exhibit a grest deal of varishility,
the result of generamons of gold dwarves imsulated from outside
infloences. Class and clan divisions are strong among gold
dwarves, and great importance 18 attributed to bloadlines when
ascribing social status. However, the Deep Realm 35 so swamped
with peety, decadent royals and nobles that little real power 15
invested i anyone but the governing council of clan elders
Commerce and craftsmanship both play an important role in
gold dwarf society, as does the never-satiazted grasping for more
riches: Pride and honor play an important role in-all aspects of
daily life, for disgrace apphes not only to oneself, but also to kin;
clam, and long-dead ancestors, '

Gold dwarves are rased jn tight family units, but the ¢clan
elders play, an impertant oversight role in the upbringing of
every child, Book learnmg 15 cominon, 25 is an apprenticeship to
learn a trade- All adultsgire expected o support themselves and
their Famuily as well as bring honor and riches to the clan, Osten-
tatious displays of wealth are important for maintaining one’s
prestige; 5o poorer gold dwarves often scrimp and save to keep
tp appearances. As gold dwarves age, they are accorded increas-
mg respect for their wisdom, Clan elders form a ruling geron-
tocracy that serongly enfarces ceaditional praceices, Families and
clans arc expected to hongr their elders in death with zlaborate
funereal rites dnd tombs befitting the deccased’s reputation,

Outside the Deep Realm; gold dwarves hold themselves apart,
Forming small, insular enclaves that actempr to replicate tradi-
tional clan life. Fow gold dwarves have any interest in adopting
local practices except where it furthers their sbility to hawk
their wires.

Language and Literacy

Like all dwaryes, gold dwarves speak a dialect of Dwarven and
employ the Dechek rune alphabet. They also speak Cominon, the
trade language of the Realms Above. The primary gold dwarven |
dialect (sometimes referred to ag Riftspesk] has changed litele
since the glory days of Bhaerynden. Gold dwarves dwelling in the

-colonics i’ Unther and the Giant's Run often learn the lan-

guspes of the nearby Jands .
Common secondary languages reflect the extensive trading
contacts maintaingd by gold dwarves wich their neighbors in the

-
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South and nciude Shaaran, Untheric, and, to a lesser extent,
Dugpary, Dambrathan, Mulhorands, Hallling, and Halvoaan.
Gold dwarves who have extensive contact with ‘other subter-

Tanean races often learn Terran, Gnome, or' Undercommon.

All gold dwarf characters are literate except bacbarians (who
are very-unusual-among the folk of this ancient civilization L

gold pwarf magic and Lore

Gold dwarves have a strong divine spelicasting tradition, with
many of the Stout Folk called to serve the Morndinsamman as
clerics, palading runecasters, or runcimiths. Arcane spellcasters
are much rarer, bt they doexist

SPELLS AND SPELLCASTING

Gold dwarves Favor spells char aid gheir abilities in combat
or assist 1n crafework or mining! Mest are divine spell-
casters, but the geld dwarves’ millennia-old civilization has
eisured both anciemt libraries of wizardry and strange,
sorcerous hioodiines.

Spelleasting Tradition: Many gold dwarves take the Gold
Dwarf Dweamersmith féat (sce the appendix), which grants them
advantages when creating or enhancing weapons with magic.

Unigue Spells: Gzold dwarves have created many -spells over
the years, many of which are now employed by the Stout Folk
across Faerln, One such example 35 detect! metals and memerals
{5t the appendix]).

A pold dwarf confrents a duergar and bis steeder

GoLD Dwarr Magic ITeMs

Gold dwarves favor magic items that aid in combat, Facilitats
craftwork, provide personzl protection or comfort, guard
against theft, or are adorned with fine metals and gems. Blades
and axes are commonly crafoed wich keen, holy, lawfol, mighty
cleaving, sundering, and stunning special ahilities. Hammers
and maces arc commenly crafted with holy, impact, lawfol,
returning, stunning, sundering, and throwing special abilities.
Armor i5 typically cralted wich fortification, invulnerability,
reflection, and ‘spell resistance special abilities, reflecting =
long tradition of hattles against the drow and other creatures
of the Underdark: ]

Common Magic Items: Magic items particularly prevalentin
the Great Rift and the trade citics at its edge include anvid of the
blachsmith, bolt of dawarvenkind, forge of mmiithing, Bammer of
e weaponsmith, and fodgs of the armorer. These items can be
purchased at a 10% discount i the Great Rift.

Iconic Magic Items: Gold dwarves have fabricated many
urgie magic items, but they are hest known Tor the stemereaver
greataxes (see the appendix),

gold pwarf peities

Gold dwarves have venerated the dwarven deities of the
Morndinsamman since the founding of Bhaerynden, but cen
turies of relative 1solation and security have made their culture
far less religious in nature than their shigld dwarven kin, Among

gold dwerves the churches of Moradin and Berronadr dre so
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predominant and have been For so long that many lesser dwar-
ven deties enjoy little more than token obeisance, High-ranking

clerics of bath fziths command a great dmount of nstitational

authority in gold dwarf society. The cleries-of Berronar’s faith
arc responsivle for preserving records of the extruordinarily
ancient "genealogy of the noble families: and serve as the
guardians of tradition in the home and community,

All gold dwarves revere thie Sonl Forger as the founder of the
dwarven race, and his church is the predominant faith of the
Deep Realm, centered in the monastic city of Thuulorn,
Moradin’s cleriis sponsor many craftsfolk, particolarly armor-
ery and weaponsmiths, and serve as chie principal judges and mag-
wtrates of gold dwarf society, The Soul Forger's faithful are
drawn primarily from those who labor as smiths, craftsfolk, or
engineers, but he is also seen as the protector of the cotire dwir-
ven race and is thus worshiped by many lawful Emﬂ dwarves
regardless of profession.

relations with other races

Confdent and secure in their remnote home, gold dwarves have
a well-deserved reputation for haughtiness and pride. They
loak down on all other dwarves, cven shicld dwarves and gray
dwarves whose achicvements and kingdoms have matched the

glory of their own. Gold dwarves régard elves and half-elves -

with suspicion after génerations spent battling their deep-
dwelling cousing. Gnomes; particularly deep gnomes, are well
regarded and welcomed as trading partners. Their impression
of halflings 1 shaped by the serongheart. inhabitants ' of
Luiren, whom gold dwarves Fund ta be saitably industrions and
forthright.

Gold dwarves know little of half-orcs, but osuzlly Turnp them
in with the rest of orc and goblineid scum. Gold dwarves are
very cautions in their dealmgs with humans; having found great
variability in their dealings with Chondathans, the folk of Dam-
brath, Durpari, Mulan, Shaarans, and Halruaians. Planetooched
ere almost unkpown but are usually viewed in the same light as

the Mulin, since most planetouched the gold dwarves encounter,

are cither Mulan aasimar or earth genasi Followers of Geb.

gold pwarf Equipment

The gold dwarf craft guilds have had centuries to master their
artisanship, 5o almost any finished good has some filigree, runic
mark, or other decoration that marks it 35 unmistakably the
work of the gold dwarves Even a simple bucker will have care-
fully marked gradations along the inside, graven runes adenti-
fying s owner, and a curved handle shaped to [it a thick
dwarven hand

Commeon Items: Sunrods, thunderstones.

Unigue Items: Gold dwarves commonly employ well-
engineered equipment such as mobile braces and rope climbers.
The hippogriff-mounted skyriders of the Great Rift are
known to employ drogue wings (see the appendix}and cxotic
military saddlies.

ARMS AND ARMOR

Gold dwarves favor a-wide range of weapons, including battle-
EXES, :mss]:aws_._gauur!ets, handaxes, heawy picks, lighe ham-
mers, light picks, mauls, throwing axes, and warhammers.

More nnusual weapons include dwarven urgroshes and dwar-
ven waraxes. Typical forms of armor include breastplates,
half+plate, Full plate, scale mail, large steel shields, and small
stee] shields.

Commeon Itemes: Battleaxe, Hght crossbow, heavy pick, dwar-
ven urgrosh, scale mail, full plate armor. The gold dwarves man-
ufacture adamantine heavy picks and battleaxes For those wha
can afford such things; adamantine weapons are available at a-
10% discount i the Great Rift.

ANIMALS AND PETS

Gold dwarves favor small lizards such as the'spitting erawler and

shocker lizard for pets and familiars. Deep rothé are the pre-

ferred type of livestock. They employ pack lizards and mules as
beasts-of burden, usually brecding the Ratrer from Lhesperan or
Meth horses crossed with donkeys. Gold dwarves commonly use
riding lizards as steeds in subtcrrancan locales; and war ponies
For travel in the sarface lands. The gold dwarf skyridersof the
Great Rift employ hippogriffs asacrial mounts

pwart, Gray

Regions: Dwarf (gray), The North, Turmish, Vaasa, Vilhon
Reach. Most ducrgar characters have little contact with other
cultures and choose the gray dwarf region.

Racial Feats: Arechmid Rider, Hammer Fist, Tron Mind, Stone-
shaper.

Level Adjustment; +2 Refer to the FoReoiTEN REJLM.S‘ Cam-
paign Setting entry for gray dwasf racial abilities,

Dwelling in great subterranesn cities of the Underdark, the gray
dwarves are deep-dwelling cousins of shield dwarves, known for
their cruelty and bitterness. Like their wrf'acc—dwl:rliing kin, gray
dwarves are famed for their smithwork and craftsmanship, but
unlike their brethren in the Realms Above, the duergar are grim
and cheerless, living lives of endless tail. Like their gold and
shield dwarl kin, the deergar have forged great empires, found-
g such rexlms as the Deepkingdom of Gracklstugh and the
Steel Kingdom of Dunspeirrin in the endless darkness of the
Realms Below.

Averaging ¢ feet tall, gray dwarves weigh nearly as much as
an adule human. While other dwarves tend to be round-bodied
and stoutly muscled, duergar are wide of shoulder but wiry and
lesn, their limbs corded with tough muscle. The skin of a geay
dwarf ts light or dark gray, and his eyes are doll black Both
genders are wspally bald, with males having long gray beards
and mustaches.

Gray dwarves sre consumed with bitterness; feeling their race
has forever been dered what was righefully theirs, The doesgar
expect and live Lives of never-ending drudgery. While their
work rivals that of shicld and gold dwarves, they are relentless
perfectionists wha take no plessure in their craftsmanship.
Only eruel jokes and perty torments bring 4 moment's smile to
most gray dwarves, and they delight in tormenting the wesk
and the helpless ]

Gray dwarves have the life expectancy and age categories
defined for: dwarves m Tables 6—% and 6-F of the Ffa_}ler’;_
Handbook, but wse the following random height and weight
charecteristics insténd of those described on Table 6-&
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Gray dwarves trace their history back te the cstablishment of

- Barakuir, one of the eight kingdoms of Shanatar. The Iron King-

dom was dominated by the shicld dwarves of Clan Duergar, who
venerated Ladugner as cheir kingdom’s patron. Although they
swore allegiance to the Wyrmskull Theone, the rulers of Clan
Duergar thought their king should have been selected to rule
Shanatar at the conclusion of the Second Spider War: Consumed
with hitterness, the dwarves of Barakuir largely turned ‘away
from the rest of the empire. The foolishness of this action was
guickly proved when war broke out with the illithids of Oryn-
doll, a'city that lies deep beneath the Shining Flains, sround
—8100C DR. Although Shanatar battled the illithids to a stale:
mate, the enemy’s armies managed to cut off Barakuir from out-
side reinforcement. By the time the Mindstalker Wars had
ended, Barakuir had fallen to the illithids, and mest of s mhab-
itants had been enslaved as thralls

After millennia of enslavement and countless illithid hreed-
ing experiments, the descendants of Clan Duergar were rrans:
formed into 4 new dwarven subrace: the gray dwarves. Roughly
Four thousind years befare the start of Dalereckoning, the dusr-
gar rebelled against thew illithid masters and eventoally freed
themselves of the mind flayers' dominion. These newly liberated
gray dwarves.carved out their own holdings in the northern
Underdark beneath the Orsraun Mountains and in tsalated cav-
erns deep beneath the Great Glacier,

In the North, gray dwiarves founded Grackistugh, City of
Blades, in —3717 DRE. As the first city of their kind in the
North, its holdings grew without rival throsghout the upper and
middle Underdark. The Despkingdom reached its pesk around
—2600 DR, bur in —180% DR, the kingdom fell into a slow
decling after smashing the quaggoth nation of Ursadunthar
which lay deep bencath che Spine of the World, For centuries
thereafter, the overextended duergar bateled barbaric guaggoths
{who were incited by the drow), as the Deeplear Battles raged
uptil —1350 DR.

In the heart of Facrun, gray dwarves founded Dunspeirrin,
ity of Sunken Spires, bencach the Orsraun Mountains. In time;
the holdings of Underspires, as the city wis also known, grew to
encompass the Underdark -of Turmish and the Dragon Coast,

-and the gray dwirves grew strong, In —1850 DR, under the lead-

ership of their grestest queen, Duerra, the gray dwarves
launched a series of attacks against the drow of Undracth, the
lithids of Oryadoll (Frem whom Duerra s said to have wresied
the secrets of the Invisible Art) and other Underdark races:
Duerra’s armies turned their simmering hatred against the rem-

. nafits of Decp Shanatar sometime around ~180¢ DR. The gray

dwarves overran Ultoksamrin and Holorarar and conguered the
caverns of Alatorin For themselves. Laduguer rewarded Duerra
with divine ascension. Afterward, Dunspeirrin fell into a cen-
turicslong decline; from which it has only recently begun o

‘emerge, The retuen of Deep Duerra during the Time of Trou-

Bles has sparked a new age of empire-building, but the ciry's
Army of Steel now finds itsglf locked in a three-vear-old conflict

‘with the gold dwarf Army of Gold over control of the mmns

of al:u::r:nr Shanatar.

-

Gray dwarves view the world with bittérness, convinced family,
clan, other dwaryes, and the rest of the world have cheated them
of their birthright snd their due. They see life as nothing more
than endless backbreaking labor, a torment from birth through
desth. The duergar evinee little mercy for the helpless or the
weak and enjoy tormenting those they can prey upon. From a
young age, gray dwarves arc quickly schooled in the harshness of
the world, tuught that their lot in life 15 nothing more than
never-ending labor accompanied by betrayal and then desth.

Gray dwarves rarely adventure out of choice; Those who are
exiled-or flec imminent banishment often gravicate to the life
of an-adventure simply in hopes of surviving. Adventurcsome
duergar are uwsually focused on the acquisition of material
wealthy caring lictle for the plight of others.

GraY DWARF CHARACTERS

The ever-present dangers of the all-enveloping darkness are
taught to gray dwarves from a young age. Most receive some
training as fighters or rogucs to berter defend their homes
against those who would steal their hard-earped wealth, Cler-

ics are comman as well, for those who serve the duergar gods

claim positions of relative influence within their clan. Experts
who combine traditional smitherafr with:skall in the arcane
arts are also much respected, Wizards are much more comimen
than sorcerers among the gray dwarves. Common multiclass
combinations. include Tighter/cleric, fighter/expert, and
fighter/rogue.

Favored Class: A gray dwarf’s favercd class is fighter, (IF
your DM uses the Prionicy Handbook in your game, this could
be changed to psychic warrior at the DMs option.) The Under-
daek is a harsh and enfergiving environment, where only the
strongest can suevive, Gray dwarl Dighters have formed the
bedrock of duergar armies for geperations, enabling them to
hold off such varied threats as aboleth; drow, illithids, koe-toa,
and svirfneblin, .

Prestige Classes: Gray dwarves gravitate toward prestige
classes such as assassin and blackgoard. A fow become dwarven
defenders. As with their cousins, the shicld dwarves, the gray
dwarves have a tradition of rune magie,-and so-a number of
cleries become runecasters.,

Lﬂnt;rungc and Literucﬁ

Like all dwarves, gray dwarves speak Dwarven and employ the
Dethek rune alphabet. Gray dwarves also speak Undercommen,
the trade tongue of the Realms Below. The primary gray dwar-
ven dialect, Duergan, 1 an offshoot of the shield dwarven
dialect, heavily influenced 'by drow and ithithid words and lan-
guape constructs found in Undercommon.

Commaon secondary languages reflect those 5pul.cr| by tradi-
tional foes, including Draconie, Elven (the drow dm.lu::} Giant,
Gohlin, and Ove. Those whe have extensive dealings with crea-
tares of elemental earth often learn Terran. while those who
trade with inhabitants of the Realms Above often learn the
trade tongue Common,

All gray dwarf characters sre literdte except for barbarians,
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Magic and Lore

Gray dwarves have a strong divine spelleasting tradition, with
many of the Stout Folk called to serve Ladugeer or Deep
Ducrrea as.clerics; runecasters, or rungsmiths. Arcane spelicast-
ery are much rarer, but wizdards skilled in the crafting of magic
items are much respected,

SPELLS AND SPELLCASTING -

Gray dwarves [avor spells that aid their abilitics in combart, assist
m craftwork or mining, or facilitate stealthy movement.

Spellcasting Tradition: Some gray dwarves take the Duoergar
Mindshaper fear (sce the appendiz), part of the lore they stole
from the mind flaycrs

GRAY DwaRrF Macic ITEMS

Gray dwarves favor magic mems that aid in combat, facilitate
craftwork, shield the mind, or-enable stealthy movement. Blades
and axes are commonly crafted with bane, keen, lawful, mighty
cleaving, sundering, stunning, unholy, and wouriding special abil-
itics. Hammers and mages are commonly crafted with bane,
mmpace;-lawful, returning: stunning. sundering; throwing, and
unholy specisl sbilities. Armor i typically crafted with ethere-
alness, shadow, shck, silent moves, and spell resiscance special
abilities. that facilitate stealthy movement,

Common Magic Items: Cloaks of arachnida, dust of trace-
ecimess; rimgt of mind shiclding, and whersrones of keew edge.
Dwergar are notoriously suspiciows of cutsiders, but duergar mer-
uhants trade throughout the Underdark: These items are-com-
monly availableat & 109 discount in any duergar settlement of
at least ldzge town size,

Tconic Magic Ttems: Gray dwarves have fabricated muny
unique magic items, such as absorbing rbiclds, bolts of Fartering,
arid slomeréaver aves (see the appendix),

puergar peities

Laduguer, the Gray Frotector, is the harsh taskmaster of the
ducrgar and the patron of their subrace. Although the duergar
nominally venerate all the dwarven deities’ of the Morndin-
sarmman, m teuth they venerate only Laduguer and his daugh-
ter, Deep Duerra. Before the rise of Shanatar, esch of the shicld
dwarven subkingdoms had its own patron deity, The kingdom of
Barzkuir, dominated by the dwarves of Clan Ducrgar; honored
Ladugner and never accepted the ascension:of Dumathoin as the
patron deity of shicld dwarves. The ancestors of the gray
dwarves continued to honor Ladupuer during - their long
enslavement by che illichids of Oryndoll. Unlike their shicld
dwarven brethren, the duergar did not evolve their religioes
practice roward the veneration of the pantheon as a whole.
Deep Duerra, the Daughter of Ladugoer, is said to have been
a great warrior queen who Stale many secrets of the Inyidible
Art (psionies) from [lsensine, god of mind [layers. Deep Duerra
iz venerated peimarily by duergar who study: the Invisible Art
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and by those militant gray dwarves who would rather crush
their subterranean neighbors than trade with them. Her faith is
particularly strong beneath the Osrsun Mountzins of Turmish,
where her followers rule Donspeairyin, the City of Senken Spires.

relations with other races

Dour and suspicious of outsiders, gray dwarves have u'uifumﬂ}"
bad relations with all other races, incliiding other dwatven sub-
races. The duergar regard their shicld dwarf cousing with par-
ticular bitterness, dating back to the shicld dwarves' failure to
succor Clan Duergar during the Mindstalker Wars: The Kin
Clashes Forever cemented the mutual animobicy between the two
dwarven subraces, @ hatred that continues today. Gray dwarves
regard their pold dwarf cousing as arrogant rivals and porential
threats, but trade s possible betweén the two groups.

Gray dwirves view the surface-dwelling races—elves and half-
elves, gnomes, halflings, hall-orcs, and planetouched—with sus-
picion but willingly erade with those who are foolhardy enough
to venture inta the depths. The duergar harbor a longstanding
hatred of their sibterrancan rivals, the drow.and the svirfneblin.
Nevertheless, they regularly trade with both groups, pitting
them against one another whenever possible.

gray pwarf equipment

Duergar carve and emboss scenes of bloodshed into many items
they cralt, Thowgh they have a fierce appreciation for fine
craftsmanship, they are pragmatic cnough to shun ostentations
decoration (such as glittering gems} when it prevents them from
creeping unsten throuph the Underdark. Duergar traders may be
richly appointed or seem poorly equipped, depending on the sort
of bargaming advantage they seck,

Common Items: Exotic military saddles, thunderstones, and
any poson. :

Unique Items: Gray dwarves have perfocted armor lubricant
to assist armored warrioes in stealthy mancovering (see the
appendix)

ARMS AND ARMOR

Even more 5o than other dwarves duergar favet weapons
clearly derwved rom the ceaftsman’s tools. They favor hammers
and picks of all sorts

Common Items: Heavy pick, light crosshow, light pick, maul,
warhammer, breastplate, chammail,

ANIMALS AND PETS

Gray dwarves favor comimon bats, hairy spiders csquips, -and
spitting crawlers a5 petsand familiars; Deep rothé are the pre-
ferred type of livestock. They employ pack lizards as beasts of
burden: Although gray dwarves arc known for their vse of steed-
ers (see the appendix) as mounts, some clans employ riding
lizards as well. :
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pwacrf, shield

Regions: Diumara, Drwarf (Bheld) Impilewr, the North, Silvery-
moan; Vaasa, the Vast, and Western Heartlands

Racial Feats: Azerblood, Batrider, Hammer Fist, Oral Histary,
Stoneshaper, -

Racial Prestige Class: Battlorager,

Found largely in the northern reaches of western and central
Fueran, shicld dwarves are the domisant nocthern branch of the
Stout Folk. Renowned for their smithwork and eraftsmanshap,
“shield dwarves have endured a centorics-long decline in the face
of never-ending wars with oces, gobling, gants: and trolls

Shield dwarves are desconded from the founders of Shanatar,
i legendary dwarven empire that once ruled the caverns beneath
niodern-jay Amn, Tethyr, and Calimshan, After Shanatar fell,
the shield dwarves migrated norch, Teunding kimgdoms such as
Ammarmdar, Delzoun; Gharraghaur, Haunghdamnar, Oghrann,
and Sarbreen. Although those kingdoms have also largely [allen,
the Stout Folk of the North endure. The Thunder Blessing has
served as a welcomie reprieve for the beleaguered shicld
dwarves, giving hope that the descendants of ancient Shanstar
may one day reclaim the glory of their forebears,

Tatler by half a foot than their gold dwarf cousins, shield
dwarves average + 1/2 feet tall and weigh as moch a5 an adult
human. The skin of a shield dwarf is fair or lightly tanned, and
her eyes are usually green or silvered blue. Both genders wear
their hair long, and males (and & very few females) have long,
carcfully groomed beards and mestaches. Hair color ranges from
light brown to red, with-all shades fading to silver or white as
time progresses

Shield dwarves keep to their word, whatever the cost, and
are incredibly stubborn, unwilling to concede an inch wnless
there is absolutely no.alternative. Such intransigence has enabled
dwindling shield dwarf popolations to hold on to zncient strong-
holds with fust a-fraction of their original defenders. However,
it has also led to clan fends and {ong-standing misunderstand-
ings with other races that have sapped the strength of the Stout
Folk: Shield dwarves love worked beauty, seeing the world as
raw material to be forged and shaped into sbmething more than
the original. .

Shield dwarves have the life expectancy and age categories
defmed for dwarves in Tables 6—4 and 65 of the Player’s
Handbosk, but use the following random height and weight
churacteristics instead of those described on Table 6-6:

Shield dwarf, male . 427
Shield dwarl, female 40" .

244
+2d4

145 b x (246) b
110 Ih: x (2d4) Ih,

fll!?f!]dfﬁﬂ
Shield dwarves trace their history back to Taark Shanar, third

son of the great ruling clan of Bhasrynden. In the legendary

‘times more than twelve thoosand years ago, the Great Crusader
and b aght sons led 4 great westward migration of dwarves
from Bhaervitden in hopes of founding & new homeland. The
Cloaker Wars pitted the dwarves who followed Shanat against
the mysterious inhabitants of Rringlor Noroth, who rose
From ghe depths of a great chasin in a batele for control of the

&

caverns of Alatorin. The Stout Folk‘eventually prevailed, after

Taark slew four blus dragens who claimed the Rift of Dhalnadar
as their demesne. By the hand of one of the dwarven gods, prob-
ably Dumathoin, the skulls of the four wyems came together
with a throne that emerged from the cavern floor to-form the
Wyrmskuoll Throne. Taark renamed the wyrms' lair Brightaxe
Hall'and founded of the kingdom of Alatorin. Shicld dwarves
mark: the founding of Alaterin as the beginning of the First
Great Age of Shenatar.

Onee Alatorin was established, the r:lght sons of Taark Shanat
set off to found their own kingdoms n-the eaverns to the north
(beneath médern-day Tethyr and Amn) Each son claimed one
of the children of Moradin as his patron deity and so each of the
subkingdoms they established became rtightly linked with the
church of that particular god or goddess. Around —2000 DR,
skirmishing broke out between the cight northern kingdoms; as
each fought to extend its borders at the expense of its neighbars,

Over time, the skirmishes evolved into apen warfare, pitting

thousands of dwarves against one another,

While these wars raged, the drow of Guallidurth took advan-
tage of the dwarves' distraction to attack the caverss of Ala-
torin, which were far removed from the fronglines of the
fighting, The First Spider War was fought from —8170 DR to
—8150 DR and ended with the capture af Brightaxe Hall and the

collapse of Alatorin. Aghast at their folly, the cight reigning

kings of that erd forged an armistice, and turned their armies
against the drow. The Second Spider War raged from —8145 DR
to -B8137 DR, and ended wnh the drow retreating from the cayv-
ernsof Alatorin

In trivmph, the eight kings marched their armics back inte
Brightaxe Hall, pledging never agiin to fight one another.

Secking to reclaim the vision of Taark Shunat, the eight kings

pleaded with their gods to pick one of them tosit on'the Wyrm-
skull Throne. In response, the gods revealed the visage of che
reignmg king of Ultoksamrin, high priest of Dumathoin,
Shield dwaryes mark this event as the beginning of the Sccond
Age of Shanatar and the elevation of Dumath:}m @5 patron of
their race.

Despite their newfound unity, dissension still lurked within
the breasts of many of Shanatar’s citizens. The kings of both
Barakuir and Drakkaler both chought that they were entitled to
sit on the Wyrmskull Throne, backed by the whisperings of ther
gods who had seught to have Moradin name them the patron of
the shield dwarves. Before such dissent could erupt inte open
strife, the illithids of Oryndoll actacked the eastern subkingdoms
in —8100 DR, heginning & conflict that came to be known as the
Mindstalker Wars to the dwarves and the War of Cloven
Thoughts to the mind flayers. The illithids were driven back by
~BCB0 DR, but in their wake the surviving Stout Folk: discov-
ered that the caverns of Barzkuir, which had been cut off in the
early days of the fghting, lay empty. Clan Duergar had been
carried back to thealldem in the mind flayers’ realm.

The Second Age of Shamatsr lasted for nearly 1.BC0 years,
Around -6170 DR, the drow of Guallidurth once again
attacked the caverns of Alatorin, The Third Spider War lasted
neéarly thirty vesrs but ended wich the Stoat Folk ah&ﬁdmiﬂg
Brightaxe Hall to the drow. The dwarven refugees brought the
Wyrmskull Throne with them, m.a.rk:nf:, the end of the Second
Age of Shanatar,

As the Third Age of Shanatar dawned the emperor of
Shanatar made plans to establish ¢ new subkingdom in the
Realms: Above. Dwarven scouts were sent up to the surface
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around -6100 DR, where they allied with the humans of the
region to oust the remaining diinni despots, The alliance between
the dwabves and the humans quickly foundersd because the
rulers of Coramshan turned to evil gods. In responsc, the
dwarves claimed the surface lands north of the Marching Moun-
tains g5 their own, establishing the kingdom of High Shanztar
around —-F960 DR.

High Shanatar flourished for centuries under the rule of
House Axemarch, but the seeds of its destruction were planted
withina century of its establishment. A conflict over a looted
tomb led to skirmishing and eventuplly open warfare. The First
Kingdom of Mit was established after Thtaker fell to Murabir
Mir of Coramshan in —7330 DR, marking the beginning of the
centuries-long expansion of Calimshan at the expense of High
Shanatar. By —2600 DR, the last known dwarves of High
Shanatar had fallen on the northern banks of the Sulduskoon
River, and High Shanatar wus no more.

As High Shangtar struggled to hold on to'its terpitories in
southwestérn Faerin, Deep Shanatar struggled with challenges
of its own. Successive waves of emigration led many-young
dwarves north to found new realmis but alse depleted the ranks
of those who resmained. Over time, the northern kingdoms of
Drakkolor, Korolnor, Sondarr; Torglor, and Xothaerin slowly
dwindled away as their inhabirants migrated north. The kingdom
of Oghrann was established bencath the Flamns of Tun m ~F117
DR, The coastal realm of Haunghdannar was established in the
narthern Sword Meuntains and along the northern Sword Coast
in 4974 DR, Ammarindar ws founded heneath the Graypeak
Mountains around —4160 DR, and Delzoun, the Northkingdom,
rose beneath what is now the Silver Marches around —3700 DR.

Unfortunately for the shield dwarves, their conquests in the
North proved dllusery, and the glory of Shanatar was never
teborn, Oghrann fell in —3770 DR, and Haunghdannar in
3389 DR, Delzoon and Ammarindar lasted many more cen-
turies, bur the Northkingdem eveptually succumbed m -1C0
DR, and Ammarindar was overrun in 882 DR by lingering hor-
rors unleashed by the Netherese of Asealhorm.

In the South, after centuries of declina, the final fall of
Deep Shanatar was precipiteted by the Stoor Folk themselves.
Impelled by centuries of bitter resentment, Clan Duergar
invaded Ultoksamrin and Holorarar zround —1800 DR in a
series of conflicts known as the Kin Clashes. Only Hrkazar sor-
vived the gray dwarf invasion, leaving Shanatar fallen in all
bur name,

outlook

Despite their centuries-long decline and deserved reputation for
dourness and oy nicism, shisld:dwarves have never succumbed to
fatalism. Shield dwarves have traditionally beep divided into two
camps—the Hidden and the Wanderers—although such divi-
sions have begun to Fade since the Thunder Blessing, While
members of the former group have literally hidden theémselves
away from the outside world, content to pursue their traditional
way of life, members of the latter group have gone out into the
world, unbowed by their race’s relentless decling,

Shield dwaryes are traditionally slow to trust and slow to
Farget slights, but a dawning realization of their race’s plight has
left many willing to seek out fiew ways of deing things tncon-

strdined by traditional prejodices of practices Shicld dwarves

have 2 long and proud tradition of adventuring, and many shield

18

dwarves follow this route simply in hopes of equaling or exceed-
ing the deeds of those who have comte before. Others spek to
recover long-lost strongholds and treasures that have fallen to |
orcs or other beasts, Since the Thunder Blessing, the question for
many young shield dwarves i5 not why they should: become l
adventurers, but why they should net.

SHIELD DWARF CHARACTERS

Censtant warfare with orcs, goblins, trolls, and giants have
imbued 3 strong martial tradicion in shield dwarf cultore. Mose
dwarves learn to defend their homes and clan, with fighters, pal- 1
adins, and martial clerics being comimonplace. Other shicld
dwarves focus on time-honored skills, following the path of the
expert or the rogue, Arcanc spellcasters are quite rare, with few ]
of sorcerous inclination. Common multiclass combinations
inciude fightericleric, fighter/paladin, and fighter/expert. :

Favored Class: A shield dwarfs favered class is fighter, For
centuries shicld dwarves have fought'a war of genecidal destroc- ]
tion against the orcs, gobling trolls, and gants of the North.
Fighters have always served at the core of shield dwarf armies, -I
ever defiant in the face of overwhelming odds.

Prestige Classes: Battleragers are legendary dwarven war-
riors who can enter @ divine battle frenzy through ritualistic
singing. Given to drinking, rowdy and boisterous singing, and
drunken dancmg, battleragers love to plunge into closc-quarters
battle, heddless of any danger. See the battlerager prestige class
in the appendi, |

Shield dwarves of some accomplishment frequently adopt the
dwarven defender prestige class, znd many of their ‘clerics
become runecasters.

shield pwarf society |

Alchough clan and class divisions were once strong ameng shield
dwarves, generations of decline have largely broken their once-
dominant influcnce. While shield dwarves are still incredibly
proad of their bloodlines, individual accomplishment now counts
for more than longstanding tradition or the dictates of clan
elders, Shield dwarven life smong the Hidden is still domanated
by craft and forge; but increasing numbers of shield dwarves are
making their own way in the world as adventurers or as crafts-
folk dwelling jn humzn-lominated communities, '
Shield dwarves are raised in fght family units, with ¢lan
elders playing a diminishing role in overseeing their upbringing. |
Book learning is common, and most children are apprenticed to
learn & trade as they near maturity. Adult shield dwarves are
expected tosupport themsslves and their Family as wellasbring
honor and riches to the clan. While shield dwarves do not shy
away from displays of wealth, they avoid ostentations or deca-
deént behavior. As shield dwarves age, they are honored for their
wisdom and accorded respect for their past accomplishments,
Familiés and clans arc expected to honor their elders in death
with solemn fonereal rites and tombs beflitting the deceased's
reputation and accomphishments. '
Generations of Wanderers have ereated large and thriving
dwarven enclaves within most human settlements, with ali
shield dwarves welcome ds part of the loosely knit dwarven
clan’ Shield dwarves occupy the roles of smith or eraftsmien in
many human communities and 2re well respected For their skill
g5 artisans: Few shield dwarves turn away from vencration of

2
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the Morndinsaminian, but mest are quick to learn the local trade
tongue and make friends with other races.

i{lﬂgﬂﬁgﬁ and Literacy

Like all dwarves, shield dwarves speak -Dwarven and cmploy
the Dethek rone alphaber. They also gpeak Commen. The pri-
mary shield dwarven dialect. Shanatan, dates back to the
founding of Shanatar and is still spoken by dwarves along the
Sword Coast from the Shining Sea to the Spine of the ' Waorld.
. Tothe east, in northeentral Facriin, most shield dwarves speak
| the Galenan dialect, strongly influenced by the Damarzn
human tengue;

Commen secondary languages reflect the extensive trading
contacts maintained by shield dwarves with their neighbors in
the Narth and include Chondathan, Illuskan, and, to a lesser
extent, Elven and Gnome. The shicld dwarves of north-
central Faerin are more apt to legrn Dumaran
than Illuskan as a secondary langoage. Many
shicld dwarves also learn the langpages of
their traditional foes, including Draconic, |
Giarit, Goblin, and Dre, '

All shield dwarf characters are literate
except for barbarians:

- shield pwarf
Muglc and rLore

I

I Shield dwaryes have been engaged
in a perpetual war zgainst gobli-

i noids and gunts for centurics,
s their magic reflects a mar-
tisl bent, Anything that
helps slay more glants isa
welcome addition to the
shield dwarf arsenal.

Ameong the Hidden,
magic from the Iusion and Ahjuu
tion ‘schools are immensely important, =
because they guard 4 dwarf clan from discovery

. -and arrack. The Hudden creste Tayer after layer of protective
spells to guard every entrance to their strongholds. Many an
mnvading orc horde has been tricked into leaving or frustrated
into exhaustion without ever secing the shicld dwarves they're
Fighting,

SPELLS AND SPELLCASTING

| Shield dwarves havea strong divine spelleasting tradition, with

. many of the Stout Folk called to seryve the Morndinsamman as
clerics, paladins, runecasters, or runesmiths. Arcane spellicasters
arc much more rave, but increasimg in number.

Bpelleasting Tradition: Shield dwarves often take the Shield
Bwarf Warder feat (sce the appendix), which reflects ther
knuack for creating armor and shiclds with magic.

Unique Spells: Shield dwarves have created many divine spells

| over the years, mcluding svindless vage and shape metad (foc
| the appendix).

e
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‘Racian Magic I'teEMms

Shield dwarves favor magic items that aid in combat, whether
offensively or defensively. Whether magic 15 best employed to
protect or attack is a centurics-old argument among the shield
dwarves, with Wanderers favoring magic weapons and Hidden
favoring magic armer. In any case, all shield dwarves revere any
magic item that facilitazes crafework, because the urge to creatc
flows strongly in dwarves blood, -

Axes and other blades are commuonly cralted with keen, holy,
lawful, flaming, flaming borst, mighty cleaving, sundering, and

,'s:unmnh special abalities. Hammers a#nd maces are commonly

crafted-with holy, impact, lawful, returning, shock, shocking
burst, stonning, sundering, and throwing specaal abilities:
Armor is. typically crafted with: fire resistance; fortification,
and ipnvblnerability special abilitics,
reflecting & long tradition of battles
{ o Aaguinst orcs, poblinoids; trolls, and
e \  glanes, and & deep understanding of
A\ metalworking,
: Commeon Magic Items: Cum-
mon examples of items favored
by shield dwarves include anoils
of  the. blackimith, belts af
dwarvenkind (altén givenas
]l. gifts to nondwarves who
f help a dwarf clan), boets of
‘5_! the “winterlands, forges of
."I _ smithing, bammers of rhe
weaponsmith, fongs of the
armoarer, and wherstones of
keen edge.
Iconic, Magic I::mm. Shaeld
dwarves have Fabricared ‘many
unique magic itemsas well, sech as
dogrireakers, bammers of staggering
Flomes, gnd Homereavers, They are
justly famous for foesplister axes,
which are +1 keen Fattlzaxes.

shield pwarf peities

Shield dwaryes have yenerated the dwarven deities of the
Morndinsamman since the dawn of Shanatar, although their
mythology has cvolved significantly over the millennia. Taark
Shapat and his followers in Alatorin venerated Moradin and
Berronar, but worship of those two deitics receded as Taark's
eight sons set out to found their own kingdoms, cach choosing
a patron deity of his.own from among their cight children:
Dumathoin, Laduguer, Abbathor, Clangeddin Silverbeard, Ver-
gadain, Sharindlar, and the twins Dimnkarazan and Diirinka.
When the cight kings came together to choose whe would
first sit on the Wyrmskull Throne, Maradin selected the king of
Uleoksamrin, who was also the high priest of Dumathoin. This
act cemented the Silent Kecper's position as patron deity of the
shield dwarves but strongly disappointed Dumathoin’s chicf
vivals, eventually -leading to Ladugeer’s bitter exile snd
Abbathor's enduring corruption? By the fall of Shanatar, the
shield dwatves had abandoned the worship of Ladopguer,
Diinkarazan, and Durinka, while vounger gods such a5 Thard




s

i W

i

e
——

=

it

-

At

v
Harr, Gorm Gulthyn, Marthammor D, Dugmaren Bright-
mantle, and Haela Brightaxe had arisen,

Dumsthein is considéred the patron of shicld dwarves, and his
church has by far the most adherents among shicld dwarves.
Miners and smiths venerate the Silent Keeper, but be also has
i small Following among these good- and neutral-aligned shield
dwarves secking secrets of arcane lore. The Mountain Shield is
alse considered the guardian of the dead 2nd is propitiated by
most shicld dwarves during burials, Dumathoins clerics take
charge of all burials, inter the dead 10 secret yaults, and guard
the funereal wealth of grear shicld dwarves.

Marthammor Duin, the Finderfof-Trails, is venerated by
those shicld dwarves who consider themselves Wanderers. He
warches over good-aligned adventurers, crafesfolk, explorers
expatriates, travelers, and wanderers. Marthammor has a-sec-
ondary aspect as-the dwarven god of lightning, which curiously
has astracted 2-small bur growing number of wizirds and sor-
cerers who specialize in evocation magic.

relations with other races

Shicld dwarves get-along well wich most other dwarven sub-
races; although they regard gold dwarven arrogance as naive
and have little understanding For their barbarie wild and aretic
dwarven kin: Shield dwarves have a longstanding enmity for
the descendants of Clan Duergar, dating back to the Kin Clashes
that marked Shanatar’s final chepter, dnd they ateack duergar
on sight,

Déspite centuries of squabbling with elves and half-elves,
shield dwarves have always mapaged to por aside their differ-
ences with the Teél-quessir in the face of outside threats, Shield
dwarves have alwiys gotten along well with gnomes, particularty
rock gromes and deep gnomes, Colored by their expertence with
lightfoors, shield dwarves [ind halflings to be somewhat unreli-
able but casy to get along with. Shicld dwarves get along well
with mest humans, particularly Iluskans, Tethyrians, Chon-
dathans, and Damarans.

Shield dwarves see halfores 2s little bettér than their haged

brethren, although exceptions do exist. The Stout Folk of the
North associate most planetouched with the horrors of Hellgate
Keep and view them with suspicion. Farth genasi are a notable
exception and are commonly welcomed m dwarven delves across
the North.

shield pwarf equipment

Shield dwarves commonly cmploy equipment such a8 drmor
lubricant, mobile braces, rope chimbers, thunderstones;
and sunrods,

ARMS AND ARMOR

Shield dwirves Favor g wide range of weapons, including baetle-
axes, crossbows, gauntlets, handaxes; heavy picks; light hammers,
light picks, longswords, halfspears, short swords, mauls, throw-
g axes, and warhammers. More unusual weapons include dwar-
ven nrgroshes, dwaryen waraxes, horned helmegs, spiked chains,
spiked gauntlets, spiked helmers, and spike shooters. Typicai
forms of armor includé breaseplares, chainmail, half-plate, full
plate, large stecl shiclds, and small steel shields. Less commen
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forms of armor include dwarven plate, grasping shiclds, and
large mithral shields.

Whenever possible, shicld dwarves fashion their armor from
mithral: their love of the metal matches the gold dwarves* adm-
ration for adamantine, :

ANIMALS AND PETS

Shicld dwarves favor bats f(especially the common bat),
canaries, and small lizards such as the spitting crawler as pets
and familiars They use pack lizard: and mules as beasts of
burden, Shield dwarves commonly employ ponics or war ponics
as steeds, except in Iltkazar, where riding lizards are still the
norm;: Favored breeds include che Island pony, the Nether
pony, and the Whiteshield (war pony ). The shicld dwarves of
the Far Hills employ dire bats as steeds (fitted with exotic mil-
itary saddles) to navigate the subterranesn wells they call
home. Shigld dwarf barbarians and battleragers often employ
dire boars as steeds.

pwarf, ucdunnic

Regions: Dwarf (shield), Lake of Sream, the North. Tethyr,
Urduwnir Dwarf. Small numbers of urdunnir dwarves live
among the shield dwarf citadels of the Nerth, but most
urdunnirs hail from their own secretive kingdom in the
deep Underdark.

Racial Feats: Stoneblood, Stoneshaper, Stonewalker Fist.

Level Adjustment: +4,

Urdunnirs, sometimes known as orecutter dwarves; are & long-
forgotten of fshoot.of shield dwarves who have become one with
the carth and stone. Thanks to the blessings of Dumathein,
ardunnirs can walk through earth and stone a5 1f 1t were air and
shape metal and stone-with their hands. Many orccutter dwarves
are clerics of Dumathoin, cxpert smiths, or expert gemcutters,

The Children of Dumathoin, 25 they call themselves, believe
that the Silent Keeper transtormed their ancestors in order to
create 3 race of dwarves who could appreciace the true beauty of
the subterranean landscape withour needing to-destroy it in the
process; They have dwelt ever smee in splendud isolation in
Cldonnar, the, legendary Lost Kingdom of Shanatar, deep be-
neath the Alimir Mountains,

Avcraging 4 1/2 feet eall bur weighing moch more than an
adult human, arecutter dwarves are stocky and muscular. The
skin of an urdunnir is light gray, ind their eyes are always
silver. Both genders wear their hair long, and males {and some
females) have long, carefully groomed beards and mustaches,
Hair color is uniformly gray, with varying degrees of silver and
black highlights.

Urdunnirs sce the world as a work of livi ing beauty, 'nalkmg;
through stone and earth miuch as a diver mighe cxplore the
wonders of the ocean depths. The Children of Dumathein

regard themselves as particularly blessed, for they.are not |
forced to cling to the exterior &f Dumathoin's creation like!

other races butr can wander throvgh the heart of the world
irself in-an endless scarch to uncover the Silent Keeper's hidden
seCrets (gems).

R
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Urdunnir dwarves have the life-expectancy and age cateégorics
defined for dwarves in Tables 6—% and 6=F of the Player’s
Hendbosk, but vse the fallowing random heipht and weight
‘characteristics inatead of those described on Table 66 (the extra
weight reflects the higher mineral composition in the orccatter
dwarves bodies:

L
40"

+2d4 180 1h x(2d8)Th
+2d4 170 Ih > (248) Ib.

Urdunmnir, male
Urdunnir, female

HISTOry

Shortly sfter Tadrk Shanar and
his foliowers first claimed: the
caverns of Alatorin; Dumathoin
transformed a- small group .of
devout shicld dwarves. into
urdunnirs, in hopes that they
would be better able toappreciate
the beauty of his creation. These
early orecutter dwarves hroke
of f from their Fellows and set out
to establish their own realm,
deep in the heart of the world,
Miles beneath the Alimir Fenin-
sula, they discovered the Corun-
dumdelve, & vast dodecahedron
composed entirely of nghtly
packed amethysts, robies, and
sapphires; each larger than a
dwarven helm. Secing this as a
sign From the Silent Kecper, the
urdumirrin established the king-
dom of Oldonnar around the
Hidden Gem of the Depths and
have dwelt there o splendid,
unchanging isolation ever since,

outlook

Bectre in their otherworldly fase-
nesses and solated from external
threats, orecutter dwarves have
never experienced great wars with other races As such, urdun-
nirs lack the marcial traditions of their gold, gray, and shield
dwarven cousins. Strangely enough, urdunnirs share with druids
and elves a deep undersranding of the natural world. From a
young age, orecutter dwarves are taught to live in harmony with
their environiment. They see Dumathoin’s vast creation as-a
great s¢a of earth and stene, ever-changing and always beautiful
They view their role in the world as that of both observer and
grtisan, working . harmony with Dumathoin’s creation: to
unlock the secrets the Silent Keeper has hidden within.
Thanks to cheir relative isolation, orécutter dwarves are

Jrarely drawn to the adventuring way of life. However, those who

:n{:ouuté{ other races or stumble-across doings: in the Realms
Above often find their curiosity piqued, becoming driven to
understand those who have oot been blessed by Dumathoin.

Urdunnir dwarf

UrDUNNIR CHARACTERS

Their cultural focus on craft skfls has made mest ardunnirs
experts in thewr trade. Others choosé to serve Dumathom
directly as clerics, Fighters, rangers, and palading are relanively
rare, for few orecutter dwarves have ever been forced to defend
their holdings from other races. Those who practice the arcane
arts are even scarcer, with those cvincing the powers of sorcery
uspally tracing their powers back to crestures of elemental
earth. Common multicliss combinations include expert/cleric
and expert/[ighter,

Favored Class: An urdunnir's
favored class §5 expert. Far
removed from the endless hareles
that have plagued their kin, the
deep-dwelling vedunnirs have the
luxury of concentrating on their
craft skills, forever secking the
buried treasures and scerets of
Drunrathoin. ’

Frestige Classes: Urdunni
characters rarely multiclass into
prestige classes, but those who do
favor divine disciple, hicrophant,
loremaster, and runscuster.

urdunnic
society

The isolation of urdunnirs has pre
served traditional Family and clan
strictures an 2 form largely on-
changed since the founding of
Shanatar. In that respect, orecut-
ter dwarves have more in commen
with their gold dwarf covsins than
they do with the shicld dwarves of
the North. Class divisions are
almpst nonexistent, for there =
littlé concept of wealth among the
Children of Dumathom, but clan
. divisions are. guite strong and
govern most socictal behavior.

Orecutter dwarves are raised i tight Fammily units, with clan
elders playing o strong oversiche role in the upbringing of each
child, Book learning i common, albeit in farms not well nnder-
stood in the Realms Above, and most children are apprenticed
to learn a trade as they near maturicy. The greatest artisans use
their skills to onveil Dumathom's secrets and shape his creations
mte new and pleasing forms; all without disturbing them from
their original resting place As orecutter dwarves age, they are
honored for their wisdom and accorded respect for their past
accomplishments. Families and clans are expected o honor their
elders in dedth by weaving their bodies inte gemstone veins that
wind through the sarth in o fashion befitting the deceased’s rep-
utation and accomplishments.

Orecutter dwarves are ‘almost unknown cutside their own
cammunities; but those who do leave usually seck out other

dwarven communities in which to dwell, They typically organ-

ize themselves according to ancient clad strictures that suggest
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little understanding of the cultores i which they dwell or
changes in the world since the birth of their race:

Language and Literacy

Urdunnirs speak Dwarven and employ the Dethek rune alpha-
bet. They alsa speak Undercommeon, the trade langoage of the
Reatlms- Below, The ‘enly known wrdunnir dialect, an archaic
form of Shafiatan, dates back to the founding of Shanatar,

Common secondary languages nclude the dialect of Gnome
spoken by the svirfreblin and Terrdn, the language-of elemen-
tal carth Some urdunnir learn the language of their foes, includ-
ing the drow dualect of Elven., Kuo-Tosn, Beholder, and
Aboleth. Few venture close to the surface; bot those that do
accasonally learn Common, Alzheds;, or Tlliskan,

Al urdunnir characters are liverate cxcept for barbariams
who are very pare among this people.

abilities and
racial reatures

Urdunnir dwarves have all the dwarven racial eraits listed in the
Player's Handbook, except as follows:

* +4 pacial bonus on saving ctheows against poison: Urdunnirs are
even miore resistant to toxins than other dwirves.

Stome Walk (50 Urdunnirs can pass through stone and earth
a4 3f it were air. They can cirry up to twice their own body
weight with them in this mannsr, Urdunpies fand anyone car-
ried with them) canmot breathe while within stone or carth
and must hold their beeath while traveling in this manner.
Stawe Shape (Sp): At will as an Sth-level sorcerer.

Shape Metal (Spk At will 23 an 8th-leyel sorcerer once per
round. This power works just like the shape mesal spell (see the
appendix), excepr that urdunnirs can only affect ¥ cubic feet
ol metal, Using thas ability is a Mull-round action,

Automatic Langrages: Dwarven, Undnrmmmon Boous Lan-
guages: By region.

Favored Class: Expert. )

Level Adjustment: 4 Urdunnirs have the ability to walk
through stone wnd earth and two unvsual spell-like abilitfes.
They are more powerful and gain levels more slowly than the
common races of Faeriin. See Table 1 in the Introduction for
miore information.

urdunnir magic and Lore

To the urdonnir dwarves, magic has no inherent interest, bue it
i@ wseful tool to help them delve through the heart of the
world. They favar divination magic to commiine with Domath.
e, and illogsions te keep the rest of the Underdark away.

SPELLS AND SPELLCASTING

Orecutter dwarves have a strong divine spellcasting tradition,
with miany of the Stout Folk called to serve Dumathein as
clerics, runccasters, or renesmiths. Arcane spelleasters are
almost unknown.

=2

Bpellcasting Tradition: Urdunnirs favor spells that assist
in craftwork or mining or cnable close communion with
Dumathoin, such as make mhole, meld into tfone, and'.{a‘am
shape. Orecutter dwarves have created many divine spells

over the years; one such E:zample ia commune with eareh (see

the appendix ).

Many wrdunnirs take the Runcsmith fl:at {sce the #ppendix)
because they have difficulty finding many materizl components
so far beneath the surface.

UrpDUxNIR Macic ITEMS

Urdunmirs favor magic items that facilitaré ther erafe skills or

further their communion with Dimathoin, When they miake

weapons of war, they Faver blades and axes with holy, lawful,
mighty cleaving, sundering, and thendering special abilities
They alsa wield hammers and maces with hely, impact, lawful,
returming sundering, and throwing special abilities,

Common Magic Items As hefits their name, orecutter

dwarves favor magic items that improve. artisanship, such as
anvily o the Blackimah, belts of dwarsenkind, forges of
smithing, bammers 'of the wéaponimith, necklaces of prayer
beadds, fongsof the armorer;and seberstones of keen edge.

Iconic Magic Items: Urdunnirs arc unquestioned masters of
magically enhancing dendeitic armor, which they call earthskiz.
The locky purchaser who can find the urdunnirs i the first
place can abtain a 10% discount on such armor,

urdunnir peities

The Children of Dumathain have always venerated the Silent
Keeper and see him as the patron of their race. The Keeper of
Seerets under the Mountain 18 revered by all urdunnirs, whose
mythalogy holds (carrectly] that he created their ancestors by
transforming a small number of shield dwarves from ancient
Shanatar. To the urdurinirs, Dumathoin’s “secrets™ are liter-
ally geme buried within the strata. Thewr patron’s greatest gift
was the abulity to move through the carth; seeing the beauty
of his creation that others can only experience through
destructive mining.

relations with other races

The deep-dwelling urdunnirs have little exposure to other races
aside from these that dwell in the Underdark. They are deeply sus-
picious of elves and half-clves thanks to conturies of dealing with
their dark cousins They get 2long well with shield dwarves and
gold dwarves, but dislike the gray dwarves, Halllings, huimans, half-
orcs, and most planetooched are almeost vnknown to the urdunnirs.
However, they have good relations with earth genasi, whom they
sometimes encounter exploring the depths of the earth :

urdunnir equipment

Urdunnirs encrist glmost everything they make with gems and
other treasures of the earth. They have almost no access to wood
ot other similar marterials and find something as simple as a
bow fascinating. -

' &k
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ARMS AND ARMOR

Wrdunnirs favor & wide range of weapons, including battleaxes,
gauntlets, Halfspears; handuxes, heavy picks, light hammers,
light picks; longswords, mauls, short swords, throwing axes, and
warhammers. More unusual weapons include dwarven urgroshes
and dwarven waraxes. Unlike racks that live closer to the sur-
face, orecutter dwarves use metal eved for the hafts of their
bladed weapons This increases their durability in combat

- (increase the weapon’s hit points by 70%) but doubles the weight

of the halted weapon,

Typical forms of armer include breastplates, chainmail, half-
platz, full plate, large steel shiclds, and small stecl shiclds. Mare
unusual forms of armor mclude dwerven plate, earhskin (sec

-~ the appendix}, and large mithral shields. Urdunnirs commonly

employ equipment sech as armior lubricant and thunderstones.

ANIMALS AND PETS

- Urdunnirs generally eschew pets and fambiars, since their sub-
- terranean homes are imaccessible to most ereatures not of the

Elcmental Flanc of Earth. Those very fow urdunnirs who turn
to arcane magic sometimes employ earth or magma mephits

- as familiars

vrdunnir Hegiﬂn'-

- Most urdunnir eharacters take the urdunnic region as opposed

to-the regions of the surrounding homan lands.

Preferred Classes: Expert, cleric; Dghter, palading A charae-
ter of one of these classes may choose a regional Feat and gain
his choice of the bonus equipment below as a 1st-level charac-
ter- An erdunnir character of any other class may not sclect
one of the regional feats here and docs not gain the bonus
equipment at 1st level. ;

Aptomatic Lenguages: Dwarven, Undercommion.

_ Bonus Languages: Alzhedo, Beholder, Common, Dracomc,
Elven, Giant, Gnome, Terran.

Regional Peats: Stoneblood, Stoneshaper, Stonewalker Fist,

Bonus Equipment: (A) heavy pick® oc heavy mace®; (B)
chainmail®; or {C) dwarven urgrosh, large steel shield”, and 3
thunderstones. '

pwarf, wild

Regions: Chult, Tashalar, #7¢d Dwarf,
Racial Peats Disentangler, Hammer Fist, Jungle Stamina,
Swarmfighting, -

Wild dwarves, who call themselves “dur Authalar” {the People),
arc the primitive whabitants of the Jungles of Chult and the
Mbair and Black Tungles: They have largely rejected the ¢lan-
cbazed craft- and smith-orented culture of their gold, gray, and
shicld dwarf cousins, choosing instead to live in hunting bands
with ever-shifting memberships. Bschewing all trappings of
civilization, wild dwarves live like beasts; engaged in an endléss
hunt for survival-Only those who dare the shadowy depths of
Facrun's southern jungles are even aware of the oxistenge of

A
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‘bands.and thus seck cut such groups,
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this barbaric dwarven subrace, for these elusive hunters keep to
the dcpths of their woodland homes.

Wild dwarves zre dark-skinned; short, and stout, with dark
brawn eyes. Their heavily tateooed bodies are covered with
grease to ward of F insects-and make them hard to held. Wild
dwarves wear little except their long, woven hair, which serves
as adequate clothing. They plaster their hair and skin wich
mud to form = crude armor when going to war.

Dur Authalar have more in éommon with the beasts of the
jungle than they do with their dwarven kin, viewing life a5 an
endless hunt and each day a struggle to kill or be killed. Wild
dwarves distrust all intruders into their jungle domain and, if
confronted, are apt to attack first without question. Much hike
the beasts they strive to emulare, wild dwirves care lirtle
about goings-on in the world at large, the doings of those who
are not wild dwarves, or material possessions:

Wild dwarves have the life expectancy and age categories
defined for dwarves in Tables 6—% and 6—3 of the Player’s
Hagrdbook, but use the following random height and weight
characteristics nstead of those described on Table f-6:

Wild dwarf, male
Wild dwarf, female

b
26"

+2d4
+2d4

FO01h. = (1d4} Ib
4010h. = (1d%) Ih

HISTOr v,

The drow conguest of Bhacrynden sometime arcund the year
—9060 DR forced the Stout Folk of that realm tostatter toiso-
lated holdings across the South. One of the largest groups of
dwarves toflee the destroction made their way overland to the
Chultan: peninzula before splineering into-small tribal groups.
There they emerged asa distinet subrace known as wild dwarves.
Dur Authalar have néver reversed their rapid descent into bar-
barism and have largely forgone the strictures of clan life
Although several great empires have claimed their territory
from time to time, mcluding the Chultan realm based in Mezro,
the yean-ti cmpire of Serpentes that arose after the fall of
Wetheril, and the Cities of the Seabreeze that came together to
Form the kingdom of Tashtan, the wild dwarves have never been
conquered. Instead, they have chosen to simply melt into the
depths of the jungle until such fime as they could peaceahly
recliam their eld honting grounds,

outloolk

Wild dwarves see the world in terms of hunter and prey. In the
minds of the dur Avthalar, civilization 15 but a veneer that
obzcures the endless cycle of prey and predation. Wild dwarves
care only about securing their noxt meal and surviving the ever-
present dangers of the narural world: From a young age, wild
dwarves join in the hunt, apd the lack of strong family or clan
ties ensures that each wild dwarl understands just how alone he
or she is in-the world,

Those few wild dwarves who have chosen a life of adventure
usually found it thrust upon them, Many were once captives of
Calishite slavers who escaped and must now make their own way

‘in the world. Lacking the support of the pack in which- they

were ratsed, many see the closé camarsderic of adventuring
bands as a ‘close approximation of thelr traditional hunting

"
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WiLb DWARF CHARACTERS

The primitive way of life led by wild dwarves ensures that the
skills of the barbarian are highly prized. Rangers and fighters
who are capable of defeating potential predators-and hunting for
food survive longer than thase whe must relf on the beneficence
of the pack. Clerics and deuids of Thard Harr spread the teach
ing needed to suryive in-the barsh jungle cnvironment, while
rogues skilled in making and setting traps bring much necded
bounty to the nightly fedst. Comemon multiclass combinations
melude barharian/fghter, barherian fanger, barbdran/drod, and
ranger/druid.

PFavared Class: A wild dwarfs favored class i barbarian. Un-
like their more civilized kin, the Jur Austhalar have rétreated
into barbarism beneath the thick jungle canopy of Chult: Inthe
face of the many dangers that stalk their homeland, suevival de-
mands the heightened senses, fast movement, and hm:l:!e rages of
a barbarian,

wild pwarf society

Wild dwarves organmize themselves into loose, everschanging
hunrng bands and pay little heed to distinctions of family or
clan, They live nomadic lives that revolve arcund the hunt and
escaping from more powerful predators. Material wealth and
goods mican very little, with wespons being the only ohjects to
which they evinee any real attachment.

Wild dwarven children are raised communally, with only
famt familial bonds ever acknowledged. Book learning is non-
existent, and the voung are taught to hunt as soon as they can
keep up with the pack. All adults are expecred to contribute to
the communal life, whether it be watching over the young or
Teading the hunt

While the wild dwarves respect the wisdom of clders, those
who grow too week to keep up through persistent sickness or age
are eventeally left behind by their kin. A few choose: their own
deaths, suicidelly attacking g great beast single-handedly. They

are remembered For their bravery in mightly tales that gradually

grow into myths,

Few wild dwarves cver leave their traditional way of life in
the southern jungles. Wild dwaryes encountersd bevond the
Jungle-are gsually loners who have either heen captured and
enslaved or voluntarily chosen exile, Most such wild dwarves
eventoally find their niche alongside rangers, honters, or
druids, although a fow join packs of lycanthropes and other
sentient beasts in an aftempt to recreate their traditional way
of Life.

Language and Lin‘:_F{lClli

Wild dwarves speak a dialect of Dwarven,as well as Common.
These rare individugls who are literate employ the Dethek rune
alphaber. The wild dwarf dialect, Authalan, is distantly relaved
to the dialect of the gold dwarves, and berrays a subele Chultan
and Tashalan influence:

Cominon secondary languages reflect the deminant lan.
guages of the Chultan peninsula-and include Chultan, Draconic,
Goblin, Shaaran, Tashalin, and Yuan-Ti.

Wo wild dwarves are literate, cxcept for those who select &
Player's Handbook character class other than barbarian.,

Ab]IITIEE and
pacial features -

h

Wild dwarves have all the dwarven racial traits listed in the!

Player's Hapdbook except a3 follows:

+ Small: As Small creatures, wild dwarves gain a «1 size bonus to
Armor Class, a +1 size bonus on attack rolls, and 4 +4 size
bonus on Hide checks, hut they must use smaller weapons than
humans vse, and their Lftng and carrying limits are three-
guarters of thoss of Medinm-size characters

« Wild dwarf land speed iz 20 feet.

* Profizient with the handaxe and blowgun (described on Table
6-2 in the DunarEoi MASTER's Guide), The blowgun is such an
integral part of wild dwarf Lifc thar all wild dwarves learn to use
the weapon. This replaces the normial weapon Familsricy,

* FPoison Use. Wild dwarves work with poisons from an early
age, and thev. never risk accidentally Pm5m1mg theimselves
when applying poison to a weapon.

* Fire resistance §. Wild dwarves are inured to the oppressive
heat of Chult,

* +3 racial honus on saving throws against poson. This replaces
the standard dwarven bonues against poson. Wild dwarves are
mmong o wild dwarfl Enockout poizon.

* +4 racial bonus on saving throws against disease. Wild dwarves
have developed a strong resistance to disease of all types,

* Wild dwarves are not nearly as capable or familiar with stone
and mretal as their more civilized ki, They do not receive the
dwarven stonecunning teait or the bonus on Apprase and
Craf't checks. related to stone or metzl,

= Automatic Languages: Dwarven, Common, home region, Bonus
Langnages Chultan, Draconic, Gablin, Tashalan, Yoan-Ti

= Favored Cliss: Barbarian.

wild pwarf Mugic and Lore

Wild dwarves take what magic they know for granted, The bless-
ings of Thard Harr, transmitred throogh the tribe's cleric, are
no more unusual than the chieftain's prowess in warfare or the
healer’s ability to find beneficial herbs in the jungle. Conversely,
wild dwarves ave of ten anyious around magic they've never seen
before, which includes most arcane magic and ml}' MEIC 1EeTms
hased on manufactured goods,

SPELLS AND SPELLCASTING

Wild dwarves have s strong divine spelleasting tradition, with
many af the Stout Falk c¢alled to serve Thard Harr as clerics,
druids, or rangers. Arcane spellcasters are almost unknown.
Spellcasting Tradition: Wild dwarves favor spells thar that
interace with the:natural world and aid in the hunt, such as
Barbkin, calfm animals, vommiane with pature, deminate animal,

ewtangle, bold snimal, regel vérimin, and wall of thorws. Wild

dwarves do not appenr to create many spells; ory i they. dey they
are not widely known and disscminated.
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Wild dwartes often augment thewr magic with extra grunts,
gesticulations, and herbs gathered from their jungle home,
Many take the Prunitive Caster feat (See the appendix L

WiLp Dwarr Macic ITEMS

L Wild dwarves favor magic irems that aid in combat, fucilitate

fast movement, or provide personal protection. Common exam.
ples of such include amulets of watural armor, ankiets of sprimg-
kg and stviding (Wdentical to the boots of the same name),
awnkiers of speed (identical to the
boots of the same namc), and all
manner of magicdl oils.

Iconic Magic Items: Wild dwarves
have fabricated many unique magie
iterns as well, such as amklers of fres-
dom of movement (a5 the ring, but
worn on the Teet), sfmiment of bark-+
shin, and tewgleparchés (see the
appendix),

wild pwarf
peities

Although the wild dwarves occa-
sionally make offerings to the ocher
dwarven deities, they truly worship
only Thard Harr, Lord of the
Junigle Deeps. In the folklore of the
dur Aurhalar, the Morndinsamman
are¢ reduoced to lictle more than
powerful spirits, often associated
with specific landmarks or narural
phenomens. The Lord of the Tungle
Deeps 15 the protector of wild
dwarves, giding them against
maranding beasts and intruders

into the jungle fastness, Nearly

all wild dwarves venerate

- Thard Harr, viewing him not only as
patron of their kind but also as a ]
source of grear wisdom and experience. He teaches the wald
~dwarves to both respect and emulate the ways of beasts, pat:
ticularly great jungle cats, and live in harmony with nature,

relations with other races

Hidden away in their vast jungle, wild dwarves have little expo-
sure to races that do not dwell in significant numbers on 'the
Chultan peninsuta. Wild dwarves have good rclations wich othir
“dwarven subraces after centuries of peaceful contact with a
small number of shicld dwarves who have emigrated to Cholr,
Wild dwarves have almest no knowledge of clves, half-clves,
gnomes, halflings, half-orcs, or planctouched; although they get
along well with the ghostwise halflings on the rare occasions
they meet, :

Wild dwarves have mixed feclings about humans, While they
get along well with Chultans, théy see Calishites and Lantanna

Wild dwarf jungle guide

as cruel exploiters and view nvost Tashalans asservants of the
yuan-ti. Wild dwarves reserve their greatest hatred for the gob-
lins of Chalt.

wild pwarf equipment

Wild dwarves generally eschew any form of clothing, choosing
mgtead to-wesr their hair long and cover their bodies with tar-
toos and grease. In times of war, they plaster their bodies with
mad, forming effective but crude mud armor. When defending
therr home ceves, they like to use
all mianner of pits, snares, dead-
Falls, and orher traps.

Unigoe Item: Wild dwarf knock-
out poison (see the appendix),

ARMS AND ARMOR

Wild dwiirves commonly employ
weapons such as halfspears, han-
daxes, and the ubiquitous blowguns
with barbed darts coated with
knockout poison,

ANTMALS AND PETS

Wild dwarves favor bats, ocelots
'(lynxes), snakes, and toads. as

cats, such &s leopards and tigers,
as pets or animal Companions.
The wild, dwaryes® reverence for
the great felines of the jungle
sa great that most refose to hunt
thest.

Wild dwarves eschew the use of
pack or riding animals, althoogh
from time to time those who
dwell m the Jungles of Chalt

attemipt to harness triceratops for
the latter role.

wild pwarf region

Wild dwarves typically select either the Chult or the wild dwarf
character region.

Preferred Classes: Barbarian, druid, Fighter, ranger. A charac-
ter of one of these classes may choose a regional Feat and gain
her cheice of the bonus equipment below a5 a lst-level charg-
ter, A wild dwarf character of any other class may not-seleet one
of the regianal feats here antd does niot gain the bonus cquipment
at 1st level.

Automatic Languages: Common, Chultan, Dwarven.

Bonus Languages: Draconic, Goblif, Ignan, Shaaan,
Tashalan, and Yuan-Th

Regional Feats: Blisentangler, Jungle Stamina, Survivor.

Bonos Equipment: (A hand axe” or halfspear”; or (B) osnr-
ment of barkskin and 3 doses of wild dwarf knockout venom.

o e oty i

familiars; they prefer hunting
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5 Many of Facrin's inhabitants believe there to be only six dif-
_ ferent subraces of clves; hut there are at least seven. Most

I e - contmon on Faeriin are 'E_he moo, sun, and wood elves. The

! A drow are easily the most notorious. Less well known are wild

elves and gquatic elves, who dwell in distant, remote, and inhos-

pitable regions that see few human visitors. Beyond these six sirh-

racesstands a seventh—the avariels; or winged elves. Driven

- - nearly to extinction in ancient times, the-last tribe of avariels

e . i15-only now rekindling ties with the outside world.
riginally hailing from another resim far e : B 2T :

remaied Frovr Baert. o). the distae SHEE ¢ Despite the incredible dNer_&lEy of the various elven subraces,

the elves have proved 1 be one of the mns; all eclves share s oumber of characteristics. Ferhaps the

siiseasfut i diverse races to appear on Abeir-Toril They have STRGHEERT tmAL S olawrs b S n’r"ﬁimw o i g e owe 8

takén to the lands; the seas; and everi the skies of Faeran, cole- tHiagic pervades elven- 5.;,;.:1_-,- AR gy “dj, mmmt m;.I s

Wit denbexpanding thratet the apss ot the st ebeen examples of elven magic are the mythals, powerful fields of
reat.ln:i i Bk ratibed B T Encrmcil;nmt i magical energy created By theancient elves to cloak entire cities |

and humaneids, but the elven influence Lur'r'hc world ks unmis- with protective and useful magical auras. The elves T?-at""'“ﬂ
esEabls and parvasive ' ) ' " resistance to enchantment spells is likely due in part to the facr

Elves adupt and change dramatically to meld with their sur- ::ﬂt rw;;ii’::e::f CheAr lives 1-apeuk tonnecsed £ e
roundings, so through the generations the various tribes of & 13

‘Elven cities, even without ‘the common magital :nhami:m

elves have become goite divergent in appearance and outlook ¥
Despite this, all clves retain certain characteristics. that set mﬁt}:thﬁiiéﬁ::;maﬁu;iﬂnﬁt;ﬁi ?I“Eﬂsif;v:
them apart from the other races of the world. Collectively, the B2 fﬂi-ffm‘t Yheis } Sl alis e rh-:;:t el
clves know themselves as the Tel-quessir (trenslated into the Flind ol et tt:}.r L e :lﬂ:ld:l.n b thal
common tongue, this means, “The People™) They refer to all tur |b=£m : d of the Ia Tﬂ“-g e ﬂf:s: than grtract ;
other beings as the N-Tel-Quess, o less-than-diplomatic elven 7 p 5 S pu:}ty i b“ iy

ression meaning "not-people.” ing from it. The squat, functional buildings constructed by mmt |
e : humans strike most elves as ridiculous and intrusive. I

Elves are graceful, lithe; and beautiful. Regardless of their
- i . : Elven doors are of particelar interest. Traditional clven archi-
particular heritage, they are viewed by other races as-a highly tecturc trict 10 blend ‘it uative. and 82 resblt cxteras) dobeil

SRgeRt EndwOadeons people T B ARG ERSHECE 005 B - ways into elven structures dre often disguizad cleverly in thezide

Weﬁ mm!.lan—ma_ny PE?PIP' e elvee 4 haugh_:f ang of a large tree, 35 a large stone on the side of 2 hill, and so on,
shamelessly introverted @s @ race. The ressons for this are R : AR ez e
numerous, including jealansy, envy, and religious hatred, Tt is the Edyen, cilfeen’ quiekly, Dekiitoe quite well el s AiGowE
e AR R PP and noticing doors, and this skill follows them into adulthood.
nature of the €lf to elicit such reactions from others, for it : 2 ;

; : i : Secret doors built by other races often amuse the elves with
seems iumpossible upon first encountering the elves to react with : 4
PRSURI LR el their crodeattemprs at disguise.

s e PR Unlike other humanoid races, elves don't eruly sleep. An tif
needs only to rest and relax ina trance known as a rgveaue i'nﬂ
four hours every day. Most clven “bedrooms” more t'Ime f
. resemble lounges or studies furnished with comforsable couc
or divans Fhe elven reverie has another intéresting effect: A:n

- -
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elven town never really seems to change in activity level. The
length of the reveric allows most clves to cnjoy periods of activ-
ity appreaching 20 hours in a single day. In combination with
their incredibly long lifespans, the réverie means that ¢lves czn
afford to take their time with their projects. If the elves had the
- humans® bustling need to complete projects as soon-as possible,
~ there would truly be no limit to what they could accomplish.
! Although elves arc thought of as & peacc-loving people, their
racial history is filled with bloodshed and terrible wars ta rival
. any other race. Even today, all elves spend thewr Tormative years
* training with the traditional weaponry of their kind. A proper
elf should be ready to défend her home with magic and with
- steel should the need arise. Respite this, elves do not succumb to
~ feral savagery in their training. They view combat and other
martial activitics as yet another face of the natural world, and
oo less deserving of their carcful attention and respect: As @
result, the elves treat combat almost as @ masterfully choreo-

. graphed dance. ~

racial HISTO (Y

!’. The ¢lves, despite their long history, are not trie matives to.

Faerdn. They came to-Faertn from the realm of Facric twenty-
five millennia ago, passing through fey crossroads and backroads
that have long since been lost. The first elves to arrive were the
Sy-tel-quessir (green elves), the Ly-tel-quessir (lvthari), and the
Aril-tel-quessir (avarlel), Of these original three races, only the
“green elves, now known a5 the wild elves, survive in any number,
r The avariel are nearly extinct now, having fought many terri-
bite wars with the dragonsof the ancient world. The Iythari have
I changed so far from their elven roots that they are regarded by
most Faertinian scholars as a separate race from the Tel-quessir.
Thl‘.‘\_SL‘ED:Dd wave of elves to travel to Faerin included the
| Sari-tel-quessic (destined to become the drow) They were the
most successful, emerging from the southern jungles of Faeriin
 and quickly establishing grand empires in their new home. At
the same- time, the Ar-tel-quessic (sun elves) and the Teu-tel-
quessir (meon elves) arrived to the aorthe The Alu-tel-quessir
| (aguatic elves) appeared in the Great Sca net long after. The
- martial strength and magical prowess of the peoples in-this
igecond wave of elven immigrants brought the Time of Dragons
to 4 close.
As the Time of
Fair Folk begen, and the elves scttled into five major civiliza-
 tiens along the west dnd south of Facrin. Along the Sword Coast
 pose Aryvandaar of the sun elves, Tefarn of the green elves,
(Miyeritar, Shantel Othrewer, and Keltormir. To the south. n
what is now the Vilhan Resch, rose the three green elf nations
‘of Thearnytaar, Eiellir, and Syapur, while two more realms
arose in the Forests 'Eisﬂt once covered the Shaar: Orishaar of the
| moon elves, and Tlythiir of the dark elves
These elven nations each grew and expanded and developed in

last Some provecation—the emerging cruelty of Hythir, the
- continued and often violent expansions of Aryvandaar (which
_LESI_F fallen under the comtrol of the Vyshaantar Family), or
‘another fong-forgotten transgression—sparked the first Crown
“War. Over the next severd! hundred vears, the clven nations
 slowly tore themselves apart Just as one Crown War ended, it
scemed that some new affront sparked @ now one: ]

b

Dragons ended, the First Flowering of the

their own ways: Unfortunately, these idyllic times were not to.

(Y

¢

The nations of Tlythiir and Miyeritar saw the worst of the
Mghting in the carly Crown Wars, but as the Fourth Crown War
dawned, the dark elves of Iythiir raised the conflict to a new
level. Ages-ago, a faction of the Seldarine; led by Corcllon’s lover
Araushnee, turned on their kinan an attempt to displace the Selo
darine Corsllon and his loyal kin defeated Aravshnee and the
other trastors; and banished them te the Demonweh Pits. Frus-
trated with their inability to eradicate their engmies, the [lythir
clves committed an unheard-of crime: They cafled npon the tras
tor goddess Aragthnee (now known as Lolth) and used che ter-
rible might she granted to completely destroy Miyeritar. The
decimated green elves never recovered, Fleeing into the deepest
forests. Some, hiding even lrom thelr own kin, became the wild
elves; others merged ‘with like-minded sun or moon clf refugees
to become 2 new subrace, the wood elves,

Shocked and dismayed at the actions of the Tythiir, the Sel-
darine intervened. By Corellon's decree, the Ilychiir elves were
cursed, transformed into drow, and banished from the surface
world into the Underdark. After this, Corellon insisted that
the elven elders come together in a great forest to the east to
debate the cause of the divisiveness and strife et a place of deci-
sion and judgement. This place became the Elven Court in Cor-
manthor. After much debate, the Scldarine found that the
Vyshaantar, sun eif Jords of Aryvandaar, were culpable The
Vyshaantar were destroved in the fifth 2nd final Crown War
that followed this serdice,

In the ten millennia since the last Crown War, many ather
eiven nations have risen and fallen og the sland of Evermeer,
in the Vale of Evercska, deep in the High Forest, in the great
forest of Cormanthor, and in the distant Yoirwood. Although
these newer nations all achieved great things in their own time,
none of them ever equaled the might and power achieved by
thase first nations established during the Firse Flowerimg. As the
humans began to raise their own emgires, the elves found it
beyond their abilities to check the rash expansion and arrogant
power of lands such as Thaamdath, Coramshan, and Netheril

Confronted by vigorous human expansion into the ancient
forestlands of Facrin, the second-born realms of the clves once
again faced the prospect of cndless cycles of warfare, The clves
began to talk of retreating from the world of humanity to some-
where they could truly call theitcown. In 714 DR, che fall of
Myth Drannor galvanized the surviving elven realms to action,
and elves began to travel westward to Evermeet, abandoning

~theiraacient lands As more gnd more elves grow restless snd

disillusioned with life on the mamland, they heard & mystic call
from over the waves to-the west to the island of Evermeet. By
the Year of Moonfall (1344 DR); the Elven Retrear reached its
peak. Persecuted by numerous savage races such as goblinods
and orcs, and egually pot of f by the invasive and often short-
sighted expansion of humans, many ebves decided simply to pick
np and move. Asa result, the elven presence on the mainlagd
fell to the lowest levels :‘.Iin:e' the arrival of the Tel-quessic
twenty-five thousand yearsago.

Recent events on Evermeet—not least of which was a destruc-
tive-attack by the drow—have convinced the slves that they
cannot just turn their backs on the world and t:xpeci tu_é'urx'ivc.
The Retreat is now over, and elves are slowly beginning to estab-

lish a serowger presence in Faerdn as a resule. Bue it is clear thac

the day of elven empires sprawling over thousands of miles of
forests 15 gone Forever.
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elf, Aquatic

Regions: Aglarond, Dragon Coast, Impiltur, Sembia, Vilhon

Reach; Aquaric elf.

Racial Feats: Brezthing Link, Landwalker, Rapid Swimiming,
Level Adjustment: +L

Rarcly encountered by the landbound races. the aquatic elves are
2 tivilized and good-hearted people who inhabit the seas sur-
rounding Facrin. Most aquatic elves'hail from underwater citics
i the Sca of Fallen Stars or in the Grear Sea south of Faerin,
but small settlements of this race can be found in the seas along
Faertn's western coasts as well

The aquatic elyes are tall; standing & feet or more m height.
They have long limbs with strong swimming muscles, and their
fingers and toes are long with thick webbing, Their most strik-
ing Features are sets of gills along the collarbone and ribeage.
Aquatic elves are nowhere near as thin -as their landbound
cousins,;and their hawr is usually stringy and thick, cut short for
warriors but otherwise worn long. Great Sea aguatic clves have
radiant skin of deep green with irregular thin brown stripes and
patches. Aquatic elves from the Sea of Fallen Stars have skin in
many shades of blue with white patches and stripes. Eye colors
tor both types of aguacic 2lf come in every shade seen among
gold, moon, or wild elves, Their clothing = made of various
updersea plants in shades of green, black, and brewn, although
aquatic clves usually go sbout lightly clad, if dressed at all, while
underwater: !

Aquatic elves have the Hfe expectancy and age catcgorics
defined for elves in Tables 64 and 6-T of the Player's Hand-
book, but use the followmg random height and weight charsc-
teristics instead of those described on Table 6-6;

po ¥
57

¥2d10 100 Ib, x (244 1b,
+2d10 80 Ib. < (2d4) Ib,

]

Aquatic elf, male
Aquatic elf, fermale

HISTOCY

Agquaric elves [irst appeared in the Great Sea untold ages ago, the
Iast of the major elven races to migrite from the clven home-
lznd into Facrin. For many vears, these elves lived nomadic
lives and spent much of their time exploring the waters of their
new world. The aquatic clves did not begin to-settle down and
form-permanént communitics in the depths vntil the time of
the First Crown War. They koew of the Crown Wars, and often
watched the battles from the safety of che warer, bue kept théir
irteractions with their landboend kin to 2 minimum. Unfarm-
nately, their attempt to avoud becommg entangled in the wars
proved fotile, and by the time of the Fourth Crown War, many
aquatic elves fled to the Sea of Fallen Stars to establish a new
ration sheltered from the madaess of their kin,

The agquatic elves of the Sea of Fallen Stars have raised sev-
cral distinet realms of varving sie. Major colonies include
Warzmyr and Selu'Marear, in the Dragonmere-and Dragon
Reach arzas respectively, There arealso several outposts cast of
the mouth of the Vilhon Reach and west of the Alamber; known
as the Sharksbane Wall. Avother colony called Facnasuor lies on

the continental slopes cast of Starmantle, and a number of small
villages can be found ameng the reels off the Fang of western
Aglarond, In the Trackless Sea, a major sea clf city near Ever-

meet is called Tumarhiashae (“"Mother of Oceans™ L Many addi--

tional colonies also lie off the coast of Tethyr.

Aquatic clves have fuught many wars sgainst the evil races of
the sea, especially the sahuagin, bur surface-dwellers ‘Fr.‘anw Yery
litrle of these eales

outlook

Aquatic elves are viewed by many land-dwelling folk as skittish,

distfustful crestures who arc afraid to lexve the water. While

this is not necessarily true, an aquatic ¢If trusts only his close

neighbors and Family, even thodgh he sharcs many strong bonds
of history and culture with any lapd-dwelling ¢1f acquaintance,

The aguatic elves.believe that alliznce and community mean
survival, while factiohalism and arregance mean death. They are
standoffish even to other agoatic faces, except when it serves the
clves to have allies or trade paremers Despite this attitude, the
aquatic chves of the Sea of Fallen Stars have recently started to
overeome their natural rendencies, and have hegun to open trade
with their neighbors, both agoatic and landbound.

AQUATIC ELF CHARACTERS

Agquatic elves share the seas with-a numbér of vicious and dan-
gerous races, such as kapoacinths, sahuagin, scrags, and krakens,
end often-become very capable fNighters and rangers. They have
Lietle taste for the wizard’s studics or the cleric’s devotions, but
many aquatic elves take up the pach of the bard, learning eerily
beautiful songs of great power, Sorcerers are more common than
wizards amrong the aguatic elves. Typical multiclass combina-
tions include bard/figheer, bard/sorcerer, and fig];r:r,.-'rangr:r,

Favored Class: An aquatic els favored class is fighter. While
gqeatic clves have Few organized armies, individual fighting
skills-are highly prized Landbound slves may prefer steaith and
archery, but the underwarer environment dictates speed and skill
in melee instead.

Aquaftic elf sociery

Aquatic clves form loose fendal societies. The nobility rules in a
reasonably enlightened manner, and all secial conventions
follow a patriarchal strocture for inheritance and the transfers
of power, While women wield considerable influence among
aquatic chves, particularly-as bards and sorcerers, the bulk of the
polirical power devolves on the cldest male child,

Aquatic elves Form closely knit comimunitics; While each
family or single resident often has 2 home to call his or her own,
private preperty is rare. Tools, weapons; and other miscellancous
objects trade hands often. An aguatic elf in need of a purticular
item simply takes one he finds, withont fear of repercussion.
Theft is relatively unknown in squatic elf society a3 1 resulty one

cannat stezl something if everyone considers the olject com-
mumity property. This attitude does not extend to nonaguatic elf

visitors, however, and such visitors are often watched to make
sure that they keep their hands to themselves,
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Lungﬁugﬂ and Litﬁj‘{lﬂ[l

Al aguatic clves speak Elven, written with o distincrive style
of Espruar characters that shows Aquan influcnces Aquatic
Elves pative to the Sea of Fallen Stars also speak Serusan, the
trade langeage of the marine peoples of the Tnner Sea; while
‘aguatic elves from the Grest Sea or the Trackless Sea speak
Aquan. Both of these languages use the Aquan alphabet. Those
aguatic elves who have the mclination also learn various lan-
guapes of the surface world, notably Common, Choodathan,
and Sylvan.
Al mqeatic clf characters are liter-
ate, except for harharians, warriors, and
| Commonets.

abilities and
racial fFeatures

'_J!.qual:il: elves have all the elven
racial trams listed in the Player’s
Handkook, cxcept as follows:

= ¢1 Dexterity, -2 Intelligence.
This replaces the standard bonuses
and penakties most elves receive. N
Agquatic clves arc as flect of foot (00
and coordinated as their land-based
kin, and while they are more stur-
dily built than most of the other
elven subraces, they have lictle ose
For study.
Proficient with trident, longspear,
and net. This replaces the standard
elven proficiency with longsword,
rapicer, and bhow,
* Swim speed 40 fect. An aquatic ¢lf
gams s +8 racia] bonus on all Swim
cheeks and can always choose to
take 10 with Swim checks, cven if
rushed or threatened. Aguatic elves
can nse the run action while swimming, as
long as they swim in a straisht line.
Improved Low-Lighe Vision (Ex} An aqua-
‘tic elf can see Four times as far as 2 human m starlight, moon-
light, rorchlight, and similar conditions of poor illumination.
They recain the ability to distingingh color and detail ander
thess conditions.

Gills (Fx k Aquatic elves breathe salt water with case. 'I'hm can

very uncomfortable and are treated as fatigued while doing so
and For 10 minutes afterward. Aquatic elves can survive out of
the water for 1 hour per point of Constitution (after that,
refer to'the suffocation rule in Chapter 3 of the DuncEoN
MASTERS Grrde). y

Automatic Languages: Commaon, Elven, home region. Bonas
I_anglﬁgl:'r. Aguan, Dracanic, (Haar.

Favered Class; Fighter,

Level Adjustment: 31, Aquatic elyes are more powerful and
guin levels more slowly than most of the ‘other commeon
races of Faerin. See Table 1 m the Introduction for more
Anformation.

also breathe fresh water, but most find the experience to be.

Frves

aguatic elf magic and rore

Of the seven elven subraces, the agistic elves are the ones who
hiave cmbraced the art of magic the Teast, This 15 not to say that
there 2re no spellezsters among cheir kmd, just that the pro-
portian of spelleasters to nonspelleascers in aquatic ¢If society
i5 more like that found ameng dwarves than humans or elves
Wevertheless, the long life span of the aguatic elf allows him to
spend much more time perfecting his magical training than a
similar human.

SPELLS AND
SPELLCASTING

Aguatic elf wizards write scrolls
on specially cured sharkskim or
o papyruslike sheets of thick,
fibrous scaweed. In cither case,
bath are alchenueally treaped
(Crafr (alchemy) DC 10, cost ¥
gp per scrofl) to resist roteing or
damage from exposure to water.
The inks are much thicker and
miore viscons ' than surface inks
and do not diffuse upon contact
with water.

AquaTic ELF
Magic ITEMS

Aguatic elves have the same range
of magic itemns used by their sur-
face kin, althouszh they are by
necessity often altered in form
due tio the elves” underwater exis-
tence. For example, the aquatic
elves—have developed “potions”
that are closer to unguents, pastes, or
even magie sea fruits or scaweed Scrolls

A aquatic elf and aguatic balf-elf meet arc preparcd on specially treared shark-

skins or sca-reed papyrus Magic iteims nor-
mally érafted out of 'metal are made from materials that do nor
corrode in sale water.

Agquatic elves do not wear much clothing, so magical gar-
ments are rare, incloding armor. Wearing armor tends to
hamper anagqoatic elfs ablity to swim. Aguatic elves rely upon
Dexterity and magical means of protection i baetle, such as
rings i profecrion and amalers of natural armor.

Icopic Item: Aguatic clves patrolling the barrier reels
around their settlements Frequently carry fridénis of serenity
(see the appendix). As long as-such a trident 15 nearby, thew
hated foes, the sahuagin, will be unable to enter blood frenzy.

aquatic elf peities

Although the aguatic elves acknowledge the Seldarine, their
trie deity 35 Deep Sashelas. Almost ail aguatic ¢lves venerate
the Lord of the Undersea to some extent. Temples dedicated
to Deep Sashelas-can be found in-all aguatic elf citiss. These
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huildings are vsually boilt of stone and carved to resemble gar-
gantoan shells; they serve as the spiritial, physical. and social

centers bf many aguaric elven communities, Some religions.

aquaric ¢lves wander the seas, fioating with the currents, exult-
ing in the natural beauty of the undersea world, and spreading
the word of their lord to all they encounter.

relations with other races

Agquatic elves are a cautions folk. Although there are many races
friendly eo the agquatic elves, such asthe merfolk end the tritons,
there are just 48 many mepacesin the deeps. As a result, aquatic
lves remain in their cities and interact with others only when
forced to. This cantion extends to surface communities, but i
often tempered with curiosity, Aquatic clves who hive close to
shoge often spend long hours spying on their air-breathing
neighbors. They mitke little distinction between the various and-
dwelling subraces of elves,

One race in particular should be mentioned in the context of
the aquatic elves: The sshuagin, Aquatic elves possess a [ierce,
blinding hatred for the sea devils and often wage senseless wars
against them. The one sure way to overcome an aquatic <If’s nat-
ural shyness and wariness i to ofTer him the chance to attack
and possibly kill some of his race’s hated cocmics.

Aquatic EH: equipment

Aquatic clves réarely use metal tools dueto the inevitable damage
most metals suffer to saltwater corrnsion: One notable exception
is gold. Many aguatic elves have mastered the art of beating gold
into beautiful jewelry, because forging merals is all but impos-
sihle underwater. For the most part, their tools, weapans, and
armor are made from materials they have on hand underwater,
such as stone, coral, #nd shells of various sorts, Shipwrecks are
a major source of materizls for aquatic elves, although they are
carcful to honor ‘any who may have died hefore looting the
sunken cargo holds, -

Because of the difficulty in :r.rm.kmg potions underwater from’

normal vials, aquatic elves nse potion bladders (sce the appendix)
to hold their potions,

ARMS AND ARMOR

In an underwater world, bludgeoning and slashing weapons are
nowhere mear as efficient as piercing weapons. Tridents and
spears are therefore the favored weapons of the aguatic clves,
and these weapons can be found in amazing vaneties and styles
throaghout the verious undersea communities, Bone, narwhal
hiorns, and even coral are used to build these weapons. Although
they are tnote fragile than regular steel weaponry, they are easy
to construct. Weighted nets are also a popular weapen For
aquatic clves, who have perfected methods of throwing such
weapons so that they drife and unfold in the water almost like
large octopr of manta rays. As described in the DuneeoN
MA3TER'S Guide, weapons made of inferior materials have 2 -2
attack and damage penalty (with 2 minimum damage of 17,
Armior is generally eschewed by aquatic elves for two res-
sons. First, it slows their swimming speed and agility, Second,

30

most metal deteriorates over time underwater. Az a result,:
most aquatic elves simply rely on their natoral q,umkq,ess 3
protect them in combat. ‘Shields crafted from shells ar
common, and those clves with the resources often resort to
magical means’ of protection mch as rmg: of profection and
amnlels of warnral srmer,

Usnique Items: Aquatic elves living i areas that ard harassed
by sahuagin or other enemies have come up with two ingenious:
forms of armor that work equaily well on land of onderwater,
These two new fornrs of armor inclede sharkskin srmor and
chitin armar (5ee the appendix).

Aquatic elf weaponsmiths have also mastered the art of craft-
ing bows that can fire underwater. While they lack the range of
a surface €17 longbow, the aquatic longbow {also in the appen-
dix] provides aquatic clves with 4 potent ranged weapon for
underwater combat.

ANIMALS AND PETS

Aguatic elves have a strong affinity for dolphins and porpoises;
and they usually live in the same aress as these aguatic miam-
mals. Most aquatic elf commumties have several of thess crea-
tures as guardians, messengers, and playful companions.

Anquatic ¢lves also have a great and abiding respect for the
larger whales, and although the ‘migratory habits of the great
sea mammals preclodes the possibility of recruiting them as
guardjans’or companions, many aquatic elves build communi-
ties along established migration routes so that twice yearly
they receive visits from the stately creatores:. A young aguatic
elf often leaves home for a vear just to accompany a pod of
migrating whales,

Some aquatic clf communitics hive been known to train and
kecp sea lions as guardians as well, especidlly in dangerons areas
Sharks arc.universally hated by aguatic elves. Many think of
these creatures as imnatural monsters tanted with perversion by
their enemies, the sahuagin,

Aqudric elf Rﬂginn +

Aguitic elves are isolationists, and as & result most of them l
smmiply take the Aquatic EIf region, which 1s detailed below. An
aquatic ¢lf occasionally has enough contact with a region bor-
dering his homeland to select & surface realm as his home region.

Preferrcd Classes: Bard, fighter, ranger, sorcerer. A character
of one of these classes may choose a regional feat and gain his
choice of the bonus equipment below as a lst-fevel character
An aquatic elf character of any other class may not select one
of the regional feats here and does not gain the bonus equipment
at 1zt level, . |

Automatic Langoages: Common, Elven, and Aquan (Great
Sea) or Scrusan (Inner Seal

Bonus Langoages: Agusn, Chondathan, Draconic, G:am,
Serusan, Sylvan,

Regionel Feats: Blooded, Landwalker, Sarvivor,

Bonus Equipment: (A) trident® or longspear®, or (B) chitin
armor znd small wooden shield”, or {C) 3 100 gp pearls,
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(winged elf)

Regions: Most-avariel choose the Avaricl rc:g"eun_, but other valid
regions include Damara, the High Forest, Narfell, the North,
~ Silverymoon, the Vast, and the Western Heartlands,
- Bacial Feats: Flyhy Attack (sec Monsrer Mannal), Hover {sec
: Monster Manual), Improved Flight, Rapid Flight
Racial Prestige Class: Bladesinger.
Level Adjusement: +3.
3

l The avariels, or winged elves, are without a doubt the most recly-
sive and least numerons of the elven mbraces on Faerin. Many
&cholars have long dismissed them as creatuves of myth In truth,
small numbers of avariels still dwell m Facriin, concéaled in
‘hidden enclaves and remote regions:

The mest striking fearure of the averichs 5 eheir soft, feath-
ered wings, These wings have spans of anywhere from twelve to
- faxteen feet and are wsually white, but may also be gray, brown,
Black, or speckled. Avaricls take grear pride in thewr wings and
spend long hours grooming them. Their skin is pale, often porce-
 Lin white, with tinges of blue or faint silver. They have silver-
white or black hair, with other shades being rare but not unheard
of . The avariels' eyes are rather large and more expressive than
those of other. elves, and they tend to be brilliant shades of blue
! ar green, A few avariel have scintillating violet eves ds pure a3

amethysts, Avariels stand 7'9” tall on wverage, with thin, grace-
Ful limbs and angular facial Features, They are the most beauti-
ful and striking of the clven races, although too of ten this beauty
& marred by haughtiness and condescension toward their land-
bound kin, whom they often pity.

Avariels are even more delicate than other elves, and their
- movements are quick, calculated, and graceful, They prefer to

' wa—u loose fitting, dupbanous clothing that catches the wind

in flight and ripples and weaves in-the zir. Armor is almost
l never worn, because it tends ta weigh the avariels down and
 hinder their graceful motion. Avariels cannot [y while wiear-
mg heavy armor.

Avarniels sge more quickly than most cl\res, having the starting
age and Tife expectancy defined for gnomes in Tables 6—% and
65 of the Player’s Handbook. Avariels uvse the following

random height and weight Ehﬂl“lcl‘erhl‘lts instead of those
described on Table 6—6:

3 0 1
4p

+2dB

: 01 % (1d6) Ih
+1d8

65 1 % (1d6) Th

Avariel; male
Avariel, female

Hlstnry

Along with the green clves and lythard, the avariels are one -::f
the three oldest clven races Today, though, they are all but
tinct, forced into the far corners of the world ages apo by the
ancicnt dragonsand hunted mercilessly by evil folk.

The avariels, upon first migrating to Faerin millennia ago,
found the world to be a2 wast, beantiful place, Unformnarely,
viciows dragons ruled the skies above ancient Faerin. The newly
arrived avariels were nearly wiped out by the dragons before the
First Flowering, The last of their raee flew castward long before

&
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the first Crown War, wandering the skies only when they had to,
hiding on the ground like vermin and living terrible, dirty lives
as nomads and scavengers.

Thi last redoubt of the avariels today is known as the Aerie of
the Snow Fagles, a erystal citadel hidden atop one of the mose
remote peiks i the Idéerun Mountsins of distint Seossal. The
exact location of the Acric-of the Smow Eagles 15 one of the
avariels’ most closely puarded secrets.

The aerie itself resembles a tremendovs castle or tower of
glass, built on & sheared-off mountintop, A fight of avariel
nomads discovered it zbandoned ages ago: The avaricls believe
that the original mountaintop was taken by a Netherese arch-
mage who wished to useé it to bbild & floating city. The pres
ent-day aerie isa wonder to behold: The walls of the glass asre
are magically hardened to the strength of steel -Inside; the
Aerie of the Snow Fagles supports a tropical climate,-com-
plete wich jungles of plants and trees long extinet elsewhere
in Facrin.

For two centurics, this last lair-of the avaricls hasbeen led by
Winged Father Aquilan Greatspan {CG male avaricl Frr4/Clel3/
Daef/Hiel) The avaricls. fly there still, ﬁshing in the ﬁ'n:r:z;']]r_tg
wattees of the Great lee Sea and hunting the ey reaches of the
Great Glacier. ‘

outlook,

Avariels came dangerously close to extinction l;Jng ago; and it

has taken them thousands of years to recover to the point where

they don't have to worry sbout the fate of their race. Only

recently have they begun to expand back into the warld, sending:

explarers, diplomats, and merchants south into Facrin proper.
Stnall, scatfered hands of avariels still exist in the heartlands of
Facrin, bur these groaps rarely number, more than a dozen and
wsually gvoid civilized areas.

Avariels are free spirits who would like nothing better than to
simply soar on the currents high above the ground, taking in the
vicws Faertn has to offer, They possess an irrepressible zest for

life: Even in the darkest, most desperate situation, an avariel

remains cheerful. Unfortunately, while fricndly to those they
congider their equals, avariels glsa tend to be condestending and
even downright rude to landbound races. The avaricls are usually
poaware of this it's just thewr naturd] resction to treat landbound
races as lesser creatures. Given time and enough exposore to
other cultures, avariels can overcome théir natural biss,

AVARTEL CHARACTERS

Winged elves combine a tradition of vigilance and skill 8t arms
with @ joyous reverence for the sheer peaks and open skies of
their homelands, Many become fghters, rangers or clerics
Avariel civilization is old und established, so avariel barburians
are unheard of. Winged elves lean toward the divine rather than
the arcane, but a small number take up the study of wizgardry #nd
generally excel at it, Common multiclass combinations include
fighter/cleric, cleric/ranger, and cleric/wizard.

Favored Class: The favored class of the avericls is cleric. While
many avariels are drawn to the study of combat-and skill at
arms, the hearts of the winged elves favor a more tontemplative
and philosophical existence. Even those who spend their lives

'studving the martial path often set aside these pursuits in order

to return toa holier calling,

]
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Prestige Classes: Some avaricls practice the art of the blade-
soig and use it te protect their communities. Like other kinds of
elyes, wihged clves greatly respect the skill needed to becomne a
bladesinger. Avariel wizards often aspire to become arcane deve-
tees or loremasters, while avarels-of all other classes are drawn
to the divine champion and divine disciple prestige classes.

Avariel SDCiE'l'lII

The avariels have a uniqee model for their societies; separating
into: twe groups when they congregips in Jarge numbers: 2. war-
like society of fighters and soldiers; and a peaceful sociery of
thinkers and religious scholars, These two subcultures, as diamet-
rically opposed as their separate philosophics may be, work
together to Forge a powerful symbictic relationship,

Warlike avariels have & complex code of honor that they usc
to gmde and temper their militaristic activities dand training.
These avaricls spend their lives defending cheir kin, Their lives
are geared toward war and power, and they answer to their war
chiefs, who share responsibility for roling the secicty with the
religious leaders of the peaceful avariels. The martial avariels are
proud and hearty, and they form etérnal friendships with those
wha earn their respect and trist

In combat, warlike avariels have lictle pity or remorse shout
cutring down their enemies. The concept of surrendering is
highly dishonorzble to these avaricls, both for themsslves and
for their enemies. Onee lethal combat beging, few avariels hreak
off until they of their enemics are dead, Drawing blood from an
cnemy i¢ nothing less than a promise to henor the enemy with
one’s skills in combat and not humiliate ham by leaving him alive
ta dwell onan embarrassing defieat. The act of slaying an enemy
is viewed simply as delivering on that promise,

Warlike avariels prefer to use rangsd weapons, and they
arcr't above using wings to gain an advantage over landbound
enemies: This 18 supported by their code, which allows them to
cut down an enémy from an unassailsble distance in the skies
gbove. Those who cinnot defend themselves against an artack
from the skies should know better thén to make an enémy of a
clearly superior foe

The peaccful avariels; unlike their warlike kin, focus mainly
on-arts-end the intellecrual aspects of life. When Ffaced with
conflict,-a peacelul avaricl relics on her hrains and diplomatic
ahilities—and often on her magic power, Peacelul avariels are
artists, philosophers. end rescarchers who spend their lives study-
ing the world and its history and creating works of art simply
for the sheer joy of creation. The peaceful avariels are ulso
responsible for providing their society with food, entertamment,
and-education. Many peaceful avariels are alse very religions
and spend much of their time contemplating the ways of their
deity, Acrdrie Faenya,

Despite their divergent personalities, these two subcultures
interact surprisingly well. Young avariels eypically-spend time
immersed in cach subcolture, learnmg from both warriors and
priests; These exchanges, which of ten last for a decade or longer,
allow avariels raised in one subculture to learn how the other
subeulture lives

Language and LiTﬁrucg

AN avariels can speak Elven and Common; and each learns an
additional language based on his or her native region: Most

winged elves are intelligent encugh to pick up at least one addi-
tionial language. This additional langoage is usually Auzan, so
the avaricls can speak with allied creatures of the air such as the
giant eagles they adore. Additional languages often learned by
avariels include Goblin, Ore, Sylven, and the predominant
human language(s) of their home region. Avariels also often
learn the Draconic snd Giant languages so that they can con-
verse with their hated enemies if the need arises. ) 1

All gvariels are literate, excepr for avaricl barbarians:
(essuming they exist],

Abilities and
racial fFeatures

Avariels have all the elven racial traits Listed in the Plaper’ss

Hawdbosk, except as follows

* +4 Dexterity, —2 Constitution, +2 Intelligence; +2 Wisdom.
Avaricls have hollow bones and, as a result, arc more fragile
than humans. At the same time, they are gifted with & keen
intuition and intellect, and an almaost otherworldly grace.

+ Keen Sight (Ex}: Averiels gain a +4 racidl bonus on 211 Spot.
checks; this replaces the standird +2 racial bonus that most:
elves gam.

+ Avaricls gam 2 +4 racial bonps on Jump checks. They are
strong for their weight.

+ Proficient with either rapicr or longsword; proficient with
lasso and bolas. This replaces the stundard elven weapon profi- |
ciency with longswords ar rapiers and proficiency with shore—
how, longhow, compasite longhow, and compesite shorthows,

+ Flight (Ex): Avaricls have s flying speed of 5O Feer with aver-
age mancuverability, as long as they do not carry more than &
Medium: lozd, are not wearing Heavy armer, and are not:
fatigued or exhaysted. Avariel wings have a span af 12 feet an
average; they cannot [Iy in an arca that does ot allow them
to Tully extend their wings.

An avariel may make a dive attack. A dive attack works just
like a charge, but the avaric] must descend a minimum of 300
feer and attack with & picreing weapon; if she hits, she deals:
double damage. Anavariel can use the run action while flying,:
provided she flies in a straight line. For morc information on
flight, see the Tactical Aerial Movement section in Chapter 3
of the DuncEoN MasTER s Guide.

+ Agromatic Languages Comman, Elven, home region. Bonus
Langiages by region.

* Favored Class: Cleric. ' |

o Level Adjustment +3. Avariels are more powerful and gan
levels more slowly than most of the other comman races of
Faertin. Sce Table 1 i the Introduction.

Avariel Mugic and Lore

Although the warlike subculturc of avarie] society appr::iatugl
magic and respects its power, members of the peaceful subculture.
are the truc masters of divine and arcane magic. The avaricls,
like most other elven races, have wholly and completely
embraced the art of both divine and arcane magic. Unlike st
other races, though, the avariels have only recently (in clven
terms) become re-established on Facrun. For most of their his-
tory, the avariels simply haven't had the lusury of experiment=
mg and toying’ with magis; they were too focused on simply
surviving But with their discovery and colonization of the Aerie
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SPELLS AND SPELLCASTING e ¢

Avariels favor conjuration and transmutation magic for cheir
“wyersatility, and the minmture jungle world within the Acrie of
' the Snow Fagles is the culmination of their most potent conjur-
mgs and trensmutations. Avaricls
L have also been Focusing more on
| divination speils of late, az they
» seek oot their lost—and well:
hdden—brethren,

AVARIEL Macic I'TEMS

" The avaricls are commonly thonght
b to be the originators of wimgs of
. flying. Ancient rumors hold that pow-
- erful and compassionste avariel spellcast-
- &3 invented the lrst wings of flving a5 gifth
for landbound friends so that they too
coeld know the bliss and raptire of
searing the skies above
‘Faerin. It stands to reason
© that winged bools may have
also been introduced into the
world by generous avariels as well

|

Avariel perties

» Like the aguatic elves, the avariels acknowledge
the Scldarine asa whole and pay lip service to mest
' of these clven deities, but they hald a special rever-
erice for a single member of that pantheon—in their
ease Aerdrie Facnya, the glven goddess'of the skies,
weather, and svians of all sorts. Alchough they do mot
L elevate their religions beliefs to the level of famaticisim,
'\ the avariels as a whole are decply religious, -and the
thought of not venerating & deity i alien snd unwhele-
some to most of them. ;
Avarels believe that it is due to Aerdric Facnya's
intervention that they are able to survive at all. Ages
l‘-_:lgq Aerdrie Faenya gifted the avariels with their wings
because she knew that they would Face grear trials and danger in
‘the future and would need the advantage of flight if they were
‘to have any hope of survival, Avarels also believe that she takes
more of a direct hand in their lives than do the gods of the other
elves, Avaricls often artribute to Aerdrie Faenya's intervention
‘events that most other races would view as simply Tortuitous
‘coincidences, -

gelations with other races

The au‘aﬁc]a are pn good terms with other sentient, good-aligned
dvian races. They admire and respect giant cagles; a bond chat
suryived the dark centuriesof draconic persccution. The avaricls
are also fond of the asrakocras, but since the winged elves were
driven from the Star Mounts, their mteraction with these bird-
men fas drepped off significantly, They get along well with &
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genasi as well, althongh they wre often frustrated with the
genasi's ambivalence and disinterest in good and evil.

Avari#l relations with landbound races are not neatly as pro-
ductive. The avariels have traditionally viewed those whe can’t
fly as objccts-of pity (at best) or derision (more commonlyk
Recently, the avariels have begun to realize the error of their
ways—the landlocked races, despite their lack of wings. can be
powerful and helpful allies. Avariels from the Aerie of the Snow
Eagles have recontly sent diplomats to neighboring kingdoms
{Warfell, Rashemen, Damara, and the Great Dale in particular)
and have been doing their best to trept the ground races as equals

The avariels are still hented to this day by evil dragons, who
view the winged elves and their magical aptitnde as the greatest
threat to their deminion over the skies.of Faerin, Dragons have
nowhere near the prezence i the skies as they did in the ancient
past, but their memories are long. In particular, the white drag-
ong of Hearfaern are particularly dedicated to the final destruc-
tion of the avariels and the Aerie¢ of the Snow Eagles

avariel equipment

The avariels have taken the cm.l'[ of glassblowing and elevated it
to an art form. When mest races turn to metal, woad, or stone
to craft gear, the dvariels have turned to the fragile and delicate
medinm of glass: In a way; their affinity for glass as @ mediom
reflects their very nature, for the averiels themselvesare fragile
and beautiful people.

While much avaric] glass is delicatd and decorative, the winged
elves have also mastered glassteel (see the appendiv), @ form of
gliss a5 strong as metsl. Many avariel cutposts are made of
glasstee], asdre some Armor, weapons, and tools

ARMS AND ARMOR

The avariels prefer tor Fight with ranged weapons and usually
carry hows of some sort when they arc away from the Aeric. The
avariels sametimes prefer rainged weapons that incapacitate their

victims Asa result, the winged elves train with lassos and bolas:

extensively. When forced into melee combar, avariels use swords
almost exclusively; with 2 marked preference for longswords (for
stronger - avariels) or rapiers {for more dexterous avariels).
Avariels prefer lighter armors that do not restrice their abilicy
to Fly, so mithral srmor is especially valued.

ANTMALS AND PETS

The avaricls have long had a close bond with the giant caglesof
Faeron, and they settle in the same areas Giant caglesare intel-
ligent ereatures and arc considered allics, not pets. Avariels are
naturally fond of any nonevil avian creature; particularly birds;
most avaricls keep a few birds as companions or pets. Pet birds
are mever caged, though, and can come and go as they please.
Capges don’t sit well with the avariels

Avariels sometimes employ arrowhawks, geiffons, and hip-
pogriffs as guards for their aeries, They adore rocs and think of
them as magnificent beasts touched by Aerdrie Faenya. Rees are
admired from sfar, however, a5 such massive creaturss don't
easily fit in avarel cities.

'r

avariel Hﬂgmn

Small numbers of avariels live with their elven kin in vari
refuges across the northern portions of Faeriin, but this reg
describes a character native to the Aeric of the Snow Hag
north of Rashemen,

Preferred Classes: Cleric, fighter, ranger, wizard, A &a.m:t"j
of one of these classes may choose a regional fear and gain her
choice of the bonus cquipment below a5 a 1st-level character, A
avariel of any other class may not select one of the regional £
here and does not gain the bonus equipment at 1st level

Automatic Languages: Common, Elven, and Auran:

Bonos Languages: Damaran, Dracomit, Giant, Rashemi
Svlvan, Tuigan. .

‘Regional Feats: Artist, Education, Mind Over Body, Rap
Flizht, Strong Seul,

Bonus Equipment: (A rapicr” or longsword®, or (B) seand g
cure fight wounds (st level, 20 charges), or (€] scroll with
iselevel and 1 Ind-level cleric spells

elf, prow (park elf)

Regions: EIf (drowl, Cﬂr'm:&#’fﬁﬂ)’ Proa,

Racial Peats: Arvachnid Rider, Deepening Darkness, High
Drow, Improved Levitation, Lolth’s Blessing.

Level Adjustment: +2, Refer to the forcermin REALys Can:
paign Setting entry for drow racial abilities.

OFf the warious clven subracts, none &re more natorions than the
drow. Descended from the original dark-skinned elven su :
called the Ssri-tel-guessir, the drow were cursed into their p:‘:ﬁ::l‘lt’
appearance by the good clven deities for following the goddm&'
Lalth down the path to evil and corroption. I
Also called dark elves, the drow have black skin that re.‘cmhlﬁ;,
palished obsidian and stirk white or pale yellow hair. They com-
monly have blood-red eyes although pale eyes (so pale as to Igi
often mistaken For white) in shades of pale lilae, silver, pink, and
blue are not unknown. They alse tend to be smaller and t!:l.l.m.mr:l
than most Faerdnian elves. Most drow on the surface are :?i‘ﬂ
and worship Vhaeraun, but some outcasts and renegades d:;?'
more neutral attitude, and there are even groups of good
who worship Eilistrace or other deities not of the trﬂ&mnﬂ
draw pantheon. ‘
Though divided by endless feuds and schisms, the drow are
united in one terrible desire: they seethe with a hatred for the
surface elves, By their way of reckoning, they proved I:_h:Tnscl'q’Eﬁ%
the syperior race in the Foorth Crown War, and the fact chat
the Scldarine (and Corellon in particular] punished them for
their 'suceess 13 4 poison that ¢hurns in their' hearts and mtndm
eternally. They burn with hatred for the Seldarine and their cod-
dled children, and want nothing more than to return to the sar-
face and bring to- the elves there suffering a thousand times
greater than that which the drow have been forced to cndure
aver the past ten thousand years. ;
Drow have the life expectanty, age categories, and height and
weight characeeristics defined for clves in Tables 6—4, 67, a’ndl
G=6 of the Player's Hamndbook,
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HISTOrY
dn the beganning, the Ssritel-quessic were the most successful
of the elver colonists to the new world of Faerin, The nation
‘of Tlythiir guickly became one of the most powerful of the
1y elven nations. But the Ssri-tel-quessic were not anly the
‘most successful of the elves-of their time, they were also the
most crucl and jealous. Despite their ‘own accomplishments,
- they envied those of their neighbors afl the same. While the
‘First Crown War raged to the north, the dark elves waped their
own war against their neighbors, seeking to dominate the &lven
realms of southern Faeran. i
~ Unsuccessful ' three attempts to subjugate the neighboring
realms, the dark elves of [lythir turned to a new and secret
patron at the opening of the Fourth Crown War. The dark elves
pledged their loyalties tothe outcast Seldarine of the Demonweb
Fits, and to Lolth in particular. The Spider Queen and her fellow
exiles (with the notable exception of Eilistraee} granted the dark
 clves of Tythiir great magical powers, fiendish allies, and support
" in retwrn for their allegiance, and the Tlythiiri wreaked great
b havoc among the other clven realms,

F But their success and victory were short-lived, for Corellon was

‘shocked and deeply énraged by the traitorous acts of the dark
elves, By his decree, the Ilythirt elves were cursed, transformed
l"‘i:l:n.'tzli drow and banished from the surface world into the Under-
dark. They became kmown as the dhacraow (the clven word for
‘traitor &, and over the centurics this word has since given them
the name by which they are known: drow.
After their exile below ground, the drow lived as nomads, scav-
- engers, and feral beasts. Evenrually, through the gnidance of
- Lolth, they drew themselves together &5 a race and began to
- make the best of their situation, colonizing large portions of the
1 ;Uudarda.rk. The first underground drow civilizations were estab-
lished in southern Faertn around —9600 DR. In 2000 DR, the
drow seized the great cavern of Bhacrynden from the gold
rlim.nrcs and established the first great drow kingdom, Telanti-
war. Unfortinately, the drow of Telantiwar quickly fell into ter-
Tible civil wars, the eventual result of which were several massive
‘magical explosions that collapsed the caverns of their nation and
formed the Great Rift in southern Faerdn.
- The few drow survivors of this cataclysm scattered through-
out the Underdark, slowly settling regions farther and farther
away from their original homelands in the South. In time, the
ircrw buile dozens of magnificent, terrifying cities deep under-
l ground, quite an achievement for'a people so predisposed toward
tredchery, infighting, and cvil war, Sshamath, the City of Dark
Weavings, was founded beneath the Far Hillsin —4973 DR.
‘Menzoberra the Kinless, a high priestess of Lolth, established the
F1:|t‘}|r of Menzoberranzan i —3%17 DR. House Nasadra, cxiled
from Menzoberranzan, founded Ched Nasad in -3843 DR
Mﬂmy other cities lie beneath other parts of Faerdn, sometimes
rﬂl:i‘tll:lg sheir baleful influence on the lands above, such as the
conquest of the human realm of Dambrach by the drow of
Tlindhet in 804 DR, or the centurics-long rule of Macrimydrs
- over Shadowdsle hundreds of yearsago.
" Recently, the drow have begun to extend their influence to
the surface in greater numbers than ever befare, moving into

lnd.cm:iltmnmg to allow thém to function in the brilliant sur-
face world. Much to their surprise and delight, they have found
that duc to the Elven Retreat the presence of surface elves is
much smaller and more poorly organized than they anticipated.

R Lo

ahandoned elven cities and homes. They have begun LrAININg.

Ll

Small bands of drow oppesed to this return to the surface have
made efforts to alert the sarface world of this new threat, but
80 far no arganived resistence to the drow invasion of the sur-
face world has appeared.

outloohk

Drow are, on the whele, sadistic, destructive, and treacherous.
They view themselves as the rightful heivs to Facriin and still
remember the pereeived injustice of their exile to the Underdark.
They hate other races and either wish to make war upon them ar
view these others with contempt and tolerats them only as nee-
essary for trade or temporary military alliances. Even among
their own kind, drow are cruel and suspicious. There is little room
for love and friendship in drow society. They may value 2lliances
with other family members or acquaintances, but no drow truly
trusts another. Drow forge alliances only when they ‘are more
powerful than dn “ally,” possess bleckmail-worthy knowledge, or
have & common encmy that overrides their mutual hatred Even
then, they keep their eyes and ears primed for the slightest hine
of treachery. The motto for the drow may well be, “Do unto
others first so they cannot do unto yoo.”

Of course, there arc always cxceptions to-the rule. A fair
number of drow have come to value their position i the Under-
dark and now think of themselves as trie natives of their dark
realm, They have lictle desire to return to the sarface and would
rather rule in the depths than struggle toregain a realm they no
longer hold any interest in ruling. Even more raredire those fow
deow who have atoned for their evil ways and think of their fel-
lows as monsters that need to be-stopped. These drow are cither
surface dwellers who arce struggling to become accepred into new
socicties, of fugitives dwelling in out-of-the-way caverns deep
underground, With the mew expansion. into the serface, more
drow than ever before are being exposed to the truth on the sur-
face, and many ave realizing that life on the surface is muoch
nicer than they were led to believe by the agents of Lolth and
her kin. It 1= possible, with proper acceptance and encourage-

-ment, that the numbers of neutral or even good drow on the sur-

Face of Faertin conld skyrocket in the 'coming years The
priesthood of Eilistrace i5'in the forefront of this movement,
desperately trying to divert the diow war on the serface into a
mass conversion from the dark elvés® dreadful ways.

Drow CHARACTERS

The dark elves are renowned for their skill as clerics, fighters,
rogucs, and wizards. While many drow arc paturally gifted
enough to excel m almest any career to which they turn their
attention, their society has long rewarded gkill at arms, divine
power (primarily in the hands of female clerics of Lolth), and
arcane might (primarily in I.*_I'u: hands of male wizardsl Likewise,
all drow have a deep-seated admiration for stealth, guile, and the
unexpected hlade in the dark. Dark elves are wellsuited to make
good bards, but few follow this patly the bard's exuberance does
nat fit well in drow socicty, although =1l drow can admire & work
of skill. Drow rangers are valuable, too, serving as scouts whe can
roam the tunnels of the Underdark, seeking out threats to the
great cities of the dark elves. Drow do not often muolticlass, as
their society. tends to reward specialization in the expected roles

‘and skills.
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Pavared Class: Conturies of tradition and social pressure have
resulted in 2 schism between male and fomale drow in regards to
their favored class, Female drow are favored by socicty us clerics,
because the Spider Queen favers clerics of her own gender. Asa
result; a female drow’s favared class s cleric. There is no similar
favoritism for male drow, who have the stapdard elven favored
class of witard.

Prestige Classes: The most common prestige class among the
drow is without # doubt the assassin. Many drow cities have pres-
tigious and infamous academies that train prospective youths in
various philosophies of death, and thgse assassin's guilds have pro-
duced some of the deadbiest and mést soccessful killers in the
Underdark. Blackguards are also common among the drow, as are
other divine prestige classes such as the divine champion, divine
disciple, and divine seeker. Any drow who wishes to thrive within
drow culture does well to tie himself or herself to Laolth’s faith.

DroOw snciew

Drow live in militaristic societies with strong religious founda-
tions. They are a marriarchal society, ruled by the most pcmcrful
drow priestesses, Drow do not form nations; but congregate in
vastly powerful city-states located in massive caverns deep
underground. Drow cities trade with each ather bur frequently
fall into open warfare.

A typical drow city is fuled by a large group of powerful drow
familics, the strongest of which rule the city itself. Bach family
5 in torn ruled by a Matron Mother, typically (though not
always) a powerful cleric of Loith. Infighting s comimon, even
cxpected, among the ruling families of a drow city. The power
rankmg of the families shifts abmost daily, although the top five
or ten Familics arc relatively seable.

Dirow cities tend towsrd & haphazard orgamzation, 28 the
strong Familics seite the best territory for themselves and leave
the commen drew to build ther warrens and feed themselves in
whatever fashion they can manage. The various family estates
arc often grouped close together in the most defensible parr of

the cavern, but this 1 niot always the case. Typically, a large

public temple dedicated to Lolth is located in the same area,
often as part of the ruling family’s cstares The city itself is use-
ally a-tangled, chaotic mess of hundreds of architectural styles.
Magic items cmitting faerie fre adorn the more prosperons
buildings, as well as most of the family estates, For the most part,
poverty, oppression, and desperation are the rule in the hearc of
a drow aity.

Bevond the tity propér arc vast farms where slaves rdise deep
rothé, edible fungus, and other necsssities Far the survival of the
city. Garrisons of the city’s standing army (segregated by gender)
are located nearby, along with academies that cater to wizards
bards, rogues, assassins, and cxperts of various ficlds (éven psions
and psychic warriors, i you use psionics in your game). (ften, a
drow city enters an alliance with o powerful dewizen of the

Underdark such as a beholder or a decp dragon, encouragmg the

creature to keep a lair on the outskires of the cty. Menzober-
ranzan, home city of the famed exile Drizzt DoUrden, is the
most famous drow ciry-state and serves as an excellent example
of how such locations are structured.

Burface drow have yvet to form anything resembling a soci-
ety of their own. For the moest part, surface drow live as out-
casts and hermits, interacting with established societies only
when necessary.

ELvEs

Language and Literacy

Most drow speak Elven, Undercommon, and a language appro--
priate to their native region, Those with the time or inchina-
tion,. particularly warriors, learn Drow Sign Language (see
below or languages commonly spoken by beings that sertle
nearby, incloding Abyssal, Common, Draconic, and) Goblin.,
Drow also learn commion langusges spoken on the surface near
the entrances to théir particulir corner of the Underdirk; such
as the Iluskan langoages. “

Drow have developed a unique sign languag-:, Drow Sign Lan--
guage, which allows silent communication with hand gestures up.
to 120 feet away as long ac both parties.can 3ze each other, Drow
Sign Language has no alphabet or written form.

All drow characters are literate cxoept for barbarians

Drow Magic and Lore

The drow have developed an astoanding number of unigue (2nd
often disturbing) spells, many of these have since filtered up
throogh the Underdark and have become well known even on the
surface world. Drow have a particular affinity for fevitase spells
and effccts; and often huild structures and defenses that require:
levitate (or some other form of flight) to get from one level to
another. Many important or mfleential drow own 2 drem bosse
insignia-(detailed m the Magic Items section of the ﬁppeud:x}
that allows the use of levitate.

SPELLS AND SPELLCASTING

Drow have an affinity for magical glyphs and rones, and have
long warded their homes with potent magics woven into varioss
sigils and gones placed where they can ward agamst intrusion.:
These glyphs are similar to thosc created by the glyph of ward-
ing of gréatér glyph of werding spells, cxcept that they remain in
place even after discharging power, Drow glyphs fall intoone of
three categorics, way-marker runes (used in aress patrolled or
traveled by drow hut notinhabated by them)), sacred glyphs fs:pﬂ--
cial glyphs placed by clerics of Lolth to protect areas sacred to
the Spider Queen), and house defense glyphs (specialized glyvphs
developed by members of noble houses to protect their ht:rm:s:
and families). These runcs arc placed by drow clerics, who heye!
become runccsters and often contain wnigue spells that hw-.a

been rescarched H'F:Ltf‘lﬂ.]!} for a particular rune or location,

|
Drow Magic ITEMS 1

Drow are particularly fond of magic weapons snd armor, and ail
drow in service to a powertul drow city or family can expect their
arms and armor to have at least some minor magical e
ments Drow-ate Lkely to carry drow bonse insigmias pmafm:j
(edoaks of elvenkind ), and grearer pimeafreis Becanse they are ‘%ch-'
ish and paranoid, drow sometimes crafe their magic items so they
can only be-used by drow, which keeps the items out of the hani
of their enemiss—at least those that aren’t also drow.

Drow pelties

-
The drow worship a pantheon of deitics known as the Dark Sel-
darine. These desties were cast out of the S¢ldarine ages ago
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exiled to the Demonweb Pitss They arve led by Laleh, the Spider
Queen, and it 15 she whom the vast majority of drow worship. The
gzcond most popular drow deity i Vhaeraun, “'ﬂr.lihipcd by most
of the surface-dwelling drow. The other drow deities remain
minor in the grand scheme of things, either too absorbed i their
own interests to mcrease their worshipers (such as Ghavnadauor §
or too afraid or comfortable as Lolth's servants to make 2 move
for more power (such as Kiaransalec and Selvetarin] A notable
gxception 18 ilistraee, the solitary good-aligned deity in the drow
panthesi, As mare and more drow turn to the surface inoan
attempt toexpand ther domams, an mereasing number are being
converted away from theit evil ways by the church of Eilistraee,
which of late has significantly stepped up its effores to “save” the
drow from themr destructive ways.

relations with
other races

The drow do not interact well wich the
warious other sentient races of Faerin
At best, the drow think of other races
25 mierely laughable or contemptible.
They hold low opinions even of their
erstwhile allies, such as the kuo-tow.
Apainst most other races, the only way
the drow EKnow to react is with hatred
and outright war. They have boilr up
powerful citv-states bdsed on the
notion that the path to power lies in
the subjugation of lesser races and
the eradication of those whe-pose a
threat to their homes.

Prisoners captured in drow
raids and batcles are osually
brpught back to the cities o
serve out the remainder of
their lives as slaves. Oros,
hobgoblins, ogres, and other
savape humanoids are com-
mon slaves Most drow house
holds have two to three such slaves
for every drow in the house. The brecding
and selling of slaves B & thriving budiness in drow
gities, because these hapless thralls perform all menial
and onskilled labor in o drow city.

The true focus of drow hatred, though, 1s-reserved for the sur-
face clves. They act quickly and cruelly to seize any chance to
bring pain, suffering, and death to other elves they encounter,
Even the few evil surface clves dre seen as cnemics. Drow some-
times enter into truces with other races or individoals if doing
s helps them to realize sheir simister goals, but these truces are
by their nature temporary affairs: If's only a micter of time
until the drow turn on their allies

Drow equipment

Drow often make use of poisoned weapons. Their favorite 15 3
powerful knockout toxin used to capture live prisoners. Drow poi-
sonmakers extract this toxin from & slippery, black fungus that
grows like great shicks of oil i cereain Underdark caverns. Vart-
pus natural predators of the opdergroend. sech . ss scorpions

Drow verius moow ¢l
¥ ders to serye

purple warms, and especially spiders, are other common sources

for poiso. ;
Unigue Item: Drow knockout poisan {described in the appendix)

ARMS AND ARMOR

Drow prefer to fight with weapons that take advantage of their
Dexterity, so rapiers are a favorite implement of the dark elves.
Most deow are also well versed with the hand crossbow and use
this weapon to deliver potent knockout poison with stealch and
preciston. They wear mitheal chainmail or mithral chain shirts
when they can atford it, but the drow cschew most other armors
that hamper their agility or speed.

ANIMALS AND PETS

/4 Drow do not keep animals. as pets; they
N wprefer pets that can fully comprehend the
) scope of their reliznce and dependence
on their masters, Accordingly, many
drow keep a favored slave as & per-
sonal servant or thrall. These min-
jons are, in truth, little more than
pets Tor the: drow, and they - are
generally ereated as such,

The “pers” that most visitors
“to a.drow city remember are the
spidérs. These vermin are the
favored of Lelth, and becaus:
her church rules most drow
cities; 1t 15 only neturel that
spaders would be commen

i drow lands, Smialler
| monstrous spiders are
often- kept a5 pets or
simply let loote to wan-
dér the streets, serving as
pest control Larger spi-
ders are often-kept as guardians or
eVEeN MOunts in some cascs. Training
unintelligent vermin to do anything
1s exceedingly difficult, so many drow
cities have bred specialized types of spi-
them. The sword spider is said ro be one
of the mest successful of these. L
The drow also use of various hreeds of subterrancan lizards,
Thev have bred species with-sticky pads on their feet for 'use as
pack animals and moonts. Drow soimetimes use bats of all sizes
and breeds a5 sconts or alarms. Various molds, fungi {especially
shricket's), and pozes see common use in drow traps or sanitation
areas. More rarely, drow train cavyekans {see the appendix) as
pets'or goards i

Finally, the drow often bring in dangerous cutsiders from the
Demonweb Pits to serve as guardians or minions. Myrlochar
(described in Moasters of Faerdn), bebiliths, and retrievers are
the micsr comnion due to their spiderlike appearances.

- -r.ii-?in;.'hli?.i'. 1

surface prow nﬂgiun

Many drow have begun to train and agclimate themselves for
life-on the surface. The surface drow region reflects a drow from

R}
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ene of the Vhaersun-worshiping factions of Cormanther, such as
House Jaelre or Clan Auzkovyn.

Preferred Classes: Cleric, fighter, rogue, wizard. A character of

ong of these classes may choose @ regions| feat and gain his choice
of the bonus equipment helow a5 a Ist-level character. A drow of
any other class may oot select one of the regional feats here and
does not gain the bonus equipment at st level

Antomatic Langoages: Common, Elven, and Undercommon.

Bonus Languages: Abysszl, Chondathan, Draconic, Drow Sign
Language, Orc, Sylvan.

Regional Feats: Blooded, Daj-l1|,,ht Adaptation, Highborn
Dirow, Stealthy, Survivar.

Bonus Equipment: (A} rapier™ or light crossbow”, or (B) chain
shirt" and potion {lst-level spelll, or (C) hand crossbow and 3
doscs‘of drow knockout poison.

Elf; MOON
(silver elf)

Regions: The Dalelands, EIf (moon), Evermeet, the High Forest;
the North, Silverymoon, the Western Heartlands,

Racial Feats: Gift of Tongues.

Racial Prestige Classes: Bladesmger, Spellsinger:

The most common of the elven subridces on Faerdn are the moon

elves. They have fair skin, sometimes tinged with bluc, and hair

of silver-white, black, or blue; humanlike colors are somewhat

rare. Their eyes are blue or green, with gold Necks. As far as the

elves of Faerin go, moon ¢lves are most like the elves presented

1 the Plaver's Handbosk -

Moon elves prefer-to dress in rustic clathes of simple cuts and
fashions that are nevertheless of fine and cxquisite make. They
adorn their dress with embroidered patterns, beads, and similar
trappmgs. preferring earthen colars far everyday wear, hoes that

make it easy to conceal themselves in folige. In places of safery:

or i times of revelry, moon elves enjoy dressing i bold colors—
the more brightly colared, the better. Hair is worn in brads or
ponytails, twined with wires or beads Moon elves sometimes
wear body paint or tittoos in mystic patterns, a]thou.gh not o
extent the wild elves do.

Muoon. elves: have the life expectancy and age categorics
defined for elves in Tables 6—% and 6—7 of the Player's Hamd-
Boak, but use the following random height and weight character-
istics instead of those described on Table 6-6:

107
§57

Moon:elf, male
Muoan eif, female

+2d10 90Th % {244) b
42410 70 1h. * 3¢(2d4) Ib.

. "

HISTOrY

Alchough the moon élves were not the first clves to migrate to
Faerdn, they comprised the largest migration. Even in the
ancient past their joy for travel seoms to have been present, for
they came to Faerlin m great numbers indeed. The moon elves
wanted to explore this new world rather than settle down,'and so
did not establish nations of their own for some time, preferring
to settle in other elven nations, such as Othreier and Keltormir,

_some levels in the lighter class, as they have long made up l:ber.

18

The only one-of the ancient elven nations that the moon elves
could truly call their own was Orishaar, which was, defeated in
11,200 DR by the Hythiri

Following the Crown Wars, moon elves helped to raise many
of the nations of the second generation of elven realms. Sur-
vivors of Orishazr, in conjunction with clans from other realms
that ad been destroyed during the Crown Wars, founded the
secret refuge of Evereska in —8600 DR, and many moon elvesd

pepulated the glorious realm of Carmanthyr, founded in —3983

DR in the woods of the Elven Court. One by oné the old elven
realms faded away, until the fall of Myth Drennor in 714 DR
lefe Fovereska as the last moon elf city in Faerdan. Many nomadie
moon elf bands still roamed the great forests of norchern
Faertin, but no new clven kingdoms rose after the fall of the
second-generation realms,

Despite the fact that only a single realm of moon elves has
survived the ages since the Crown Wars, the moon elves have
fared well compared to -many of their elven kin, Content to
gather in small, secretive, and relatively short-lived settlements:
or to simply wander across the wild lands of Faertin as their:
hearts call them, the moon elves have built few places worth
destroying, When the Elven Retreat began, the moon elves were
slow to heed its call, and even then snswered the call in muoch
smraller nambers than did the sun elves and other dlven races:

outlook

Moon elves are more impulsive than the other elves, and dislike
remaining inone place for any significant amoune of time, Moest
moon clves are happiest when traveling, cspecially across the
expanises of untrodden wilderness that still survive m Facran,
This 15 probubly the single greatest reason why they are so much
more Friendly and accommedating to other races than many
other efves: They do not isolate thémselves from the human
fands behmd impervious defenses. Moon elves have watehed
humankind for much logger than their son or wood elf kin, and
they know that nonelves aren’t as foolish and unimportant as
most other elves chink. They feel cthat cngaging promising

human realms such as Silverymoon -and-stilling clven values-

and culture in these young lands is-a betrer way for the elven race
to survive and thrive than hiding away and avoiding all contact
with ambitions, grasping humars.

Moaon clves are drawn to adventure through sheer wanderluse,

They desire tof sec and do everything possible during their long,

lives. Like their allics the: Harpers, moon elves believe that a
single person of good hesrt who stands up to injustice or evil can

make a big difference. The typical moon clf adventurer tends to

be 2 wandering protector of the common falk, not & dungeon-
plundering slayer of monsters.

Moox ELr CHARACTERS

Marc 50 than other elves, moon elves are drawn to a variety ol

paths. They have a great love of miusic and meke excellent bards,
Moon elves do not possess the depth of reverence for the Sel-
darine the sun clves do, nar the bond with naturc of the wood
elves, but cleries and druids are not uncerimon among the sub-
race. Many moon elves are skilled warriors and have st least

bulk of the elven armics. Bur moon elves prefer stealth over

strength, and of ten 'choose to becomie rangers or rogues nstead.

Py
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Finally, like a1 elves, moon elves arc cnamored of magu::, and a
great number take up the wizard’s sris.

Pavored Class: Moon elves share & natoral affinity for arcane
‘magic with the sun chves, although they tend to be more mmpul-
sive with their spells. Unlike their more disciplined kin, moon
elves frequently pursue two or more paths 2t the same time, com-
hining the study of magic with the arts of the swordmaster or the
rogue, Their favored class s wizard,

Prestige Classes; The moon elves were the First to develop the
bladesinger prestige class, and they have the most bladesingers of
 any the clven subraces. Moon elves often become arcane archers,
g5 one might expect. Any foon clf adventurer of good heart who
has a little experience under her belt is likely to become s Harper
and often chooses to advance as a Harper scout, Moon elves also
make very good spellsingers.

moon elf society

Mpon elves are nomadic spirits who r_;a.n:!_-,' settle down for long
i one place, They are camfortable living among sun elves and
wood clves, but just as often they live in areas dominared by
humans, halﬂmg&. or cyen gnomes Their homes tend fo be
ssmple, unassuming, and comfortable.

Moon elves are moch less solemn and serioesin their waysand
actions than sun elves. Their songs and poems are highter and
often quite humorous; rragedies have their place but the moon
elves prefer to balince such things with light-hearted and often
bawdy tales and songs. They also enjoy a wide variety of art
styles, including paintings and sculprure. Moon elves are fond of
games of chance and gambling. Drinking, feasting, and reveling
zre all a strong part of their society.

A more seriows side to the moon elves cmerges in times of
trouble, Moon elves are just as ekilled with weapons and magic a5
their fellow elven subraces, and do not hesitate toace i 2 situa-
tion calls for vialence 25 a solution. Even i warfare, they try to
find hope and humar, for it is during these dark times that leviey
and joy are micst valuable.

Maean elves gather in loose bands, composed of 2 dozen or 5o
extended families. Leadership is democratic; all elvesof the band
bave a say in important decisions, although the voieces of one or
- two of the wiser snd more expericiiced family heads rend to carry
the day. Tn times of danger, the band chooses an elder or war-
leader to sée them through the peril. Moon elves travel Light and
travel often, rarcly staying in the same place for more than a
. season or two before moving on.

Language and Literacy

All moon slves speak Elven, Common, and the human language
of their home region. Their nomadic nature encourages them to
pick up additional languages a5 they travel as well, and most
moon elves tan speak at least one or two additional languages
beyond these. Commen choices include Auran, Chondathen,
- Groll, Gonome, Halfling, THuskan, and Sylvan.

Al meon eIf characters are literate, except for barbarians,

Moon elf Mﬂgi.ﬂ and Lore

Moon elves crave magic like no ‘other race (except pfrﬁaps
their sun elf cousins). Arcane and divine spelleasters alike are
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encouraged to push the boundaries-of known magic and dis-
cover something new, adding to the moon elves’ collective
magical knun]:dg:

Magic 1 not just & vocation for 2 moon lf —it's an avocation.
The joy i casting & complex spell or creating.a potent magic
itemn 15-as profound and all-encompassing as any great work of
art or s, While the sun elves have g stunming accumulation
of spell-lore, the moon elves engage in ceascless cxperimentation.

SPELLS AND SPELLCASTING

Moon elves; along with sun elves and a few wood clves, are the
only elven subrace to still practice High Magic, althongh sun
elves still make wp the bulk of those practitioners of this
potent form of magic. Moon elf wizards usually prefer to
foctis their learning on discovering new forms of magc and
methods of spellcasting,

Moox ELF Macic ITEMS

Ertatmg magic items takes 2 long time and a willingness to stay
mone place during that period. As a result, moon elf spellcasters
foces on creating less powerlul magic items so they don’t have to
“waste! valuable travel time sicting around building things. Sun
¢lves In particular:find: this: trait somewhat embarrassing, but
moott elves are comfortable with their own less-than-obsessive
interest in crafting magic itema,

Common Items: Boors and cloaks of ctuenbind are :Lmung the
most popular #ems made by moon ¢lves.

moon elf peities

Moon elves worship the Seldarine. A moon eIf identifies with all
the elven deities, but ususlly chooses one g5 & patron deity aboye
the others. Unlike their sun clf cousing, many moon clves wor-
ship the elven deity Angharradh, who they believe to ez meld-
ing of the three goddesses Schanine, Aerdric Facnya, and Hanali
Celanil. The mean elves view her a5 equal in power to Corellon
Larethmn, who 15 often regu.latg:l to the status of 2 consort.
Moon elf religious ceremonies arg exuberant, joyful, and loud,
Even decply religious moon elves recognize that some 'cerc-
monies ind festivals are simply excoses for revelry.

elations with other races

OF the elven subraces, moon elvesare the most tolerant of non-
elves. They travel extensively, and a moon elf can expect to
interact with hundreds of different races throughout her life
Muoon elves find the diversity of Faerfin's races to be intoxicut-
ing and forever surprising, and they cspecially value the
insights of ‘other races becanse they often think of things no clf
would ever consider. This openness and willingness £o accept
new ideas is regarded as foolish and dangerous by other elves, so
ironically their own kin often give moon ebves the coolest
TECEpTions

Despite their open minds, moon elves have little paticnce or
mterest in the various evil beings, and they hold orcs and goolls
in particulat contempt. They avoid regions where such cultures
hold sway, although moon <If adventurers often infiltrate these
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areas to spy on them: The moow clves share with the other clven
subraces a hatred and loathing for the drow.

moon elf equipment

Moon elf musical instruments are true wonders to behold. Their
instruments zre never less than masterwork in quality and often
bear magical enhancements of some sort. These instruments arc
refined and delicate in appearance, often adorned with gemstones
end made with precious materials,

ARMS AND ARMOR

Moon elves prefer to fight with longswords, rapiers, longhbows,
znd shortbows. Meoon €1l armaor, like moon €lf garmenes, tends
to look ancient or primitive at first glance. A closer look
reveals impeccable artistry that both mimics and amplifics
narure's beauty.

ANIMALS axD PETS

Moon elves value the companionship of animals, beases, and
magical beasts on their travels, and they often keep at two or

three pets at @ rime. Favored pets include hunting dogs, falcons -

and other raptors, and caes. Moon clves rarely keep mounts, as
they feel they sce more when they do their traveling with cheir
own two feet. More powerful moon clves often take the Leader-
ship feat to gain a magical beast as a cohort; common choices
nclude blink dogs. pegas, unicorns; and even dragonnes.

elf, sun (gold elf)

Regions: Elf{5un’), Fvermeet, The North, Silverymoon, Western
Heartlands.

Racial Feats: Gift of Tongues

Racial Prestige Claspes: Bl-.xdesmger. Elvan H:gh Mage.

The majority of Facran's sun elves live on Evermeet, having
abandoned what remained of theirancient realms during the cen-
turies following the Falls of lefarn and Cormanthyr. They are
anly riow returning tothe mailand to reestablish their presence
there. The sun elves are famed for their command of both arcane
and divine magic; which ¢xcesds that of any .other living race.
Works of elven high magic thowsands of years old still survive in
- the hidden refiges of the sun elves

Sun elves are responsible for the majority of the great elven
cities-of legend, although other civen subraces sided the con-
struction of many of these cities Myth Drannar-is perhaps their
most famous creation, althongh probably not their most mag:
nificent. Sun ¢lf realms are the stuff legends are made of, an
integral part of the history of Facron for thousands of years.
The sun elves certamly know this, for they distance themselves
from nonelll races and oftes won't let such “lesser beings” into
their lands ’

Sun elves have heonze skin, hair of golden blond, copper, or
black, and eves of green or gold, They favor contemplation, lore,
and study over the quick games and light-hearted songs of other
elves, but seem to embody the uncarthly. bﬂlut}, grace; and pres-
etice ol t‘hﬂ elven folk,

Sun clves dress'in clothing that is at the same time magnifi-
cent and understated, favoring cool colors such as blug and green.
They decorate their clothes with intricate gold- or mithral-thread
embraidery in exacting patterns whose subtle designs are easy to
miss at first. Jewelry is simple but painstekingly crafted.

Of all the elven subraces, sun elves grethe most arrogant and
hagghry—even more so than the avariels, whose hagghriness
rooted in pity for the landbound races Sen elves belicve thats
they are the troe elven race, the builders and the leaders of the
elvent realms, and that the other elven subraces fail o live up to
thesolemnity and dignity of their ancient stock. |

Sun elves are unusually long-lived, even for elves, and ose the
following aging effect characteristics instead of the ones in Tahle
6-F in the Plaver's Handbosk:

EIf, sun 110 31T 420 +6d% years
Like most other Faeronian clves, sun elves an_é comparatively
tall and chin, &nd they use the following random height and
weight characteristics nstead of those described on Table 6-6 in
the Player’t Handbook:

Son ¢if, male
Bun-elf, female

10"
5"

+2d10 901b
+2410 M0 1h

* (2d4) b
= {2d4) b

HISTOrY

The san elves migrated to Faerin at the same time a5 the mioon
elves and the dark elves, Although they were the least numerous
of the three peoples, they nonetheless quickly established several
great natioms, - including Aryvandaar and Othreier. Under the
leadership of House Vyshaan, a dynasty of sun elves, the nation
of  Aryvandaar in particular soon became the most poweriul
elven realm of its fime,

The Vyshaanri were dggressive cxpansionists, and their obsess
sion with increasing the size of their empire at the expense of the
other races is thought to be the major cavse of the terrible Crown
Wars of ten thousand years past. After the Fifth Crown War, the
Vyshaanti were finally averthrown, and the tun elves returned ta
a less aggressive lifestyle that has changed Litele over the inter-
vening millennia, |

The next great nation founded by the sun elves was Cormans
thyr in the vear —3983 DR, This time they chose to build a realm
founded on cdmpassion, lore, and subtle magic instead of mili-
tary might and great hattle-mages: As a result, ‘the nation was
much kinder and more powerful in the long run, and the elves of
Cormanthyr accomplished many amazing magical wonders. For
thowsands of vears, Cormanthyr stood as the most powerful
realm in northern Faerdn, eclipsed only briefly by Netheril at its
height. From their city of Myth Dranor in the heart of the
forest; the Coronals of Cormanthyr checked for centuries the
burgeoning strength of young humar lands such as Cormyr or
Sembiz that rose in the vears after Netheril's fall.

The raising of the Standing Stone and the Dales compact of 0
DR, peaceful though they were, signaled the beginning of the end
of elven might in Faerim. Although Myth Drannor achicved its
greatest Mowering in the years of peaceful human and elven
coexistence,. its days were numbered. Cormanthyr finally fell !
714 DR, when an overshundance of portuls in the vicinity of
Myth Drannor weikened the boundaries betwesn worlds, allows
inga disastrous invasion of fiends.

=
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Today, the' bulk of Faerin® sun elves hive in a third great
nation, the datant sland of Evermeet. First sertled in —7300 DR
by sun elves from Aryvandaar, the young realm’ remoteness
protected it from the ravages 'of the Crown Wars and the ensu-
mg rige of human power onn Faertin, For more than ten thousand
wears, Evermeet has been the safiest haven for elvenkind and the
hidden refuge of elven civilization, From Evermeet came the
" call for the Elven Retrear in 1344 DR, -and the sun clves of
Facrim felt that call most deeply of all the elven peoples

Wow that the Retreat has ended, the haughty sun elves are
among the last to return to Faerdn. Most san elves still prefer
o remam sequestered on their island nation, even though recent
‘events have proved that Evermeet 1s not safe from harm: Today,
the only large community of sun elves remaining in Facrin i
the hidden ity of Evercsla, on the borders of Ananroch.

outlook

The sun elves helieve that they were selected by Corellon
Larethien to be the defenders of elven tradition and history,
They are also the miost patient of the clven races, and they
devote their time to perfecting a task rather than just merely
completing the task. Te a sun elf, rushing  job or finishing
project in anything less than perfection 5 betraying the elven
adeal. Asa result, they tend to have a much narrower range of
skills than other elves, but they are the unrivaled masters of the
skill, arr, or craft to which they turntheir efforts. The only
exception to this rule is combat. Sun clves have no Jove for
combat, but they arc nevertheless well trained in its ways. They
view combat a5 a necessary evil; and one chet should be resolved
quickly so the task can be doneand one can return te more pleas-
ant and constructive puranits.

Sun elves are the least likely of the elven subraces to take up
the adventorer's path. They see little point in roaming around
the werld and meeting other peoples, especially when any sun
elf can enjoy as much comfort, study, and contcmplation as
she likes by remaining in one of the hidden sun elf reaims
Most sun clf adventurers are more properly thought of as
spics, dutiful scouts who make it their lifelong task to observe
the other peoples of Facran and keep 2 vigilant watch for the
rise of any threats to the elven homelands. A few sun elves are
also drawn to the mystery of ancient power and seck to add to
the lore of their people by exploring ruins of ancient empires

il across Facrin.

Sux ELF CHARACTERS

Sun elves favor the traditional paths of the elven folk: fighter
and wizard. No sun elf could troly be described g 2 barbarian,
although a sun elf raised among wilder kin might, on very rare
occazions, thoose to take levels in the barbarian class. They make
good bards, dnd even if they are not noted for their hight-hearted
revels, the ancient songs and lore of a learned bard are worthy of
a-sun ¢lf’s respect. Sun clves are also the foremost clerics and pal-
sading ameng the elven ritces. The arts of stealth and archery are
not mdehr practiced among sun elves, 50 rmgcrs and rogues are
relatively scarce among them,

Favored Class: Sun elf society and culture is steeped id a
fascination with smagic and learning, They often become
ancredibly talented wizards, and their natural imntellect makes

them powerful ones as well. Few sun'elf adventurers do not take
up the study of magic at some point in their careers
FPrestige Classes: Sun elves often choose prestige classes that

- allow them to continue their specialized studies. They are par-

ticularly drawn to the arcane devotee, srchmage, and lore-
master prestige classes, although some of the more warlike of
the race practice the uniquely elven arts of the arcane archer
and bladesinger:

sun elf Sncif:_fg

Sun elves are deliberate, patient, and solemn, and their socicty
reflects this Their buildings, while aesthetically besutiful and
architecturally brilliant, tend to he ostentations. Nevertheless,
the sun elves take great pride in their buildings, belicving that
nothing less than perfection will do for the chosen defenders of
elven teadition and history. Their art, poetry, and songs also
reflece their deliberate and regal attitudes. They prefer tales of
ancient battles, songs. of the gods, and stories of great h:ror_'s
beset with terrible tragedics.

Sun elves revere wisdom and learning. Even the humblest sun
elf abode features & room o two lilled with old scrolls, maps and
books. Sun elves have o strong tradition of rule by nobility, and
mostsun elf communities are ruled by a moparch whocan trace

his or her line back to the First Crown War. Where a human

noble measures his power by the expanse of the lands nader his
rule and the numbers of saldiers at bis command, a san ¢if noble
i known hy the honor-of her family name, the magical power
and lore her Family has accamulated, and the wealth and beanty
of her palatial home, z

Language and Literacy

All san elves speak Elven, Commion, and the human langudge of
their home region. Althoagh they often'learn other languages
(inn particular Auran, Celestial, Chondathan, Gnome, Halfling,
THuskan, and Sylvan), they prefer to st magic to communicate
with neighbors or simply insist that vmitors learn Elven. Many
sun clves choose to study desd languages such as Aragrakh,
Laross, or Scldruin in order to inerease their access to ancient
works and lore
All spn elves arc literate, except for harbarians, if any exisr,

sun elf Mugic and Lore

The pinnacle of sun <If knowledge 15 elven high magic, spells that
can ward an entire city against cvil, conceal an invading army, or
cause 2 forest to grow wp overnight. Such magic @ not without
its risks; a fact that the sun clves are keenly aware of since the
fall of Myth Drannor. While the sun clves still remember the
secrets of high magic, they refuse to share such knowledge and
are hesitant to use such power themselves eyond the borders
of Evermest.

Sun elves hive another key advantage—an unp%.mllcl.:d col-
lection of spellbooks, Iaboratory notes, and other accumulsted
lore, For ten thousand years, the sun clves have been practicing
magic, and the librarics of Evermect-and: Evercska are full of
miagic secrels too numerous to properly catalog.
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SPELLS AND SPELLCASTING

The art of high magic is still practiced in Evermeet by the sun’

chves, who in this day and age comprise #lmost alt elven high
mages. They guard the secrets'of high magi jealously, and arc
reluctant to reach its ways to other elves {ee the Elven High
Mage prestige class in the Appendix,

4
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Suw ELr MaGic ITEMS

Wheress the moon elves prefer to focus on smaller, easier to
craft magic items, the sun clves view soch things as wastes of
time good only for young wizards to pracrice on. To a sun elf,
4 magic item must be powerful -and perfect in-all ways Sun
clves know that their magic stems often find their way into the
hands of lesser races, and as a result they view these items as
the true legacy of their race, To craft anything less.than per-
fect is to do'a disservice to the lesser races—and the reputation
of the sun elves.

Common [tems: Among the more ;ufm-dahleuf':.un elf magm
iterny are celestial armor and elven chainmail, which is-made of
mithral and often magically enbanced,

sun elf peities

Religion infoses every ;_spet:f of sin elf society. Sun elves believe
themselves to be the chosen representatives of the Seldarine
the mortal realm, and are guick to offer prayers of thanks to
their deities. These prayers and ceremonies are invarably long,
drawn-out affairs during which loud voices, merry songs, or
JjoyTul worship are deemed disrespectful, Religion is @ serious,
solemn subject to the sun _:]ves_ They worship all the Scldarine
cqually, and most choose Corellon Larethian as their patron,
The sun clf devotion to magic, skill at arms, and the superi-
ority of clven civilization means that they have a great and
shiding veneration for che leader of the elven pantheon. Like

their own nobles, Corellon iz a wise; 'genero{ls, and firm leader

wheo brings forth beauty in the world, then defends his work res:
olutely, Clerics of the church of Corellon advise the rulers of
sun elf communities, and Corellon’™ clerics form the heart of a
sun clf army when the sun-elves must take the field to defend
their Iands.

Sun clves also venerate Labelas Enarath, the elveu deity of
longevity, time, and wisdom. While Corellon 15 seen as the divine
leader and protector of the sun elves, Labclas s revered as.a
counselor and advisor, a source ol wisdom in times of trouble
Clerics of Labelas are charged with the keeping of knowledge aid
records among the'sun elves,

relations with other races

The sun elves fecl affection for the moon elves, although this
affection is often unintentionally patronizing, They fear that
their moon =lf cousins are too fhghty and irreverent, and they
strive to hclp them return to the proper elven path with stern
lectores and fatherly advice: They admire the wood clvés and
feel that they embody the elven spirit of nature. Relations arc
good hetween sun ¢lf and wood elf, although the reclusive nature
of the weod elves makes direct contact rare, Sun elves are a bit
puzzled by the wild.elves, and hope onc day to civilize them.

Agquaric elves are thought of &5 nedar-equals, and the sun elves
believe that their water-breathing kin were placed in the world
to bring to the seas what the sun elves bring to the lands above:
The sun elves deeply regret the sufferings of the avariels, and
oceasionally scrid out cxplorers to seek out avariel aeries and
offer them a place on Evermeet.

Sun elf prejudice toward other races (humans in phrticular)
can be quite severe, Many sun elves won't even déign to speaks
to a human and would rather leave a dyiig man to meet his fate
than to save him: This attitude is somewhat onderstandable;
given the way humans have historically treated the sun elves
and their lands, but it wins the sun elves few friends among their
human neighbors..

If there is one race that the sun elves hﬂld - absalute con-
tempt, it is the drow. They view the dark clves as abominations
and insults to the Seldarine, #and often attack these hared cng-
mics on sight. As word of the drow mvasion of Cormanthor
begins to spread through Evermeet, it is likely that more and
mare sun elves will return to the mainland, if anly to-bring war,
to the drow and force them from the rums of what sun elves
still consider their lands.

sun elf Eqijipmﬂm |

Two things are almest cereain about any item of sun olif manu-
facture: it's of the Finest quality and it’s exceedingly old, Given |
their long lifespans and obsession with perfection, sun elves make
their goods very slowly, throwing them out if even slight 1 Imper-}
fections are discovered, Their reverence for history encourages |
them to kecp and tredsure antiques, Even d beginning dun elf
adventurer might wicld a sword that's several centuries old, and
she can probahly describe its history and the lineages of its pre.
Vious owners in great detail.

Sun elves favor gold for decorative elements and michral For
anything that muost be strong, such a4 weapons and armor, Sun
elves also know how ro make iwems from glassteel (see the appen-
dix)} although they have only osed the transparent material on
Evermeet and in the enclave of Evereska.

ARMS AND ARMOR

Sun elf weapons and armior are only rarely of less than master-
work quality, They dre viewed a3 works of art in and of them-
selves and dre earried or worn proudly into battle. Sun clves are
known to make some of the: most exquisite suits of chainmail
armor in Facrin: Some suits of elven chainmasl actually contain
entire texts of ancient elven works, the words of the work!
carved with painstaking detail inte the very Tinks of the armor.

Sun elves also fashion other suits of armer, meluding suits of
strsamlmed, beautiful full plate. While the qualicy of this:
armor can rival the best work of the dwarves, the sun elves are
so obsessed with perfecting every possible aspect of their cre-
ations that in the time it takes a sun elf armorer to build one
soit af armor, & dwarven smith can crank out a dozen suits of ¢
equal quality.

i I

AXNIMALS AND PETS

Unlike the other elven subraces, sun elves do not i:lsu,:j_l:f keeps
animals in theit homes or cities as pets, Their communitics are
at peace with pature, though, and the sun elves welcome the
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wompany of dny znimals who pass through the area or choose to
Smake their lairs nearby or within a eity. Sun elves ave far more
Bkely to call npon powerful elémentals or outsiders than good-

earted beasts-and woodland creatures to aid in the defense of
B

More than the other:elven subrsices, sun elves are keen riders,
hoegh they favor winged mounts such-as pegasi and giant cagles
e more conyventional steeds,

he wild elves of Fagrdn are insular and savage,
d as 2 resule are rarely seen dutside their
. homes. In ages past the wild
wives (or green elves, a5 they were .'!,(_ \
eommonly known) raised great ‘.? o
pmpdoms m the forests and felded A\l
wrmies to defend their homes, bat with
he miirch of time they have aban-
Woned the trappings of civilization,
Becoming a furtive, reclusive race. The e
wild elves were always close to nature,
w¥en more 5o than other elves, bur they
ave forgotten many of the high arts and
of their people, choosing stealth and
rvival over building-and book learning.
- Wild clves are stocky and strongly
Bailt for celves, Their skin tends to be
% brown, and their hair ranges from
Slack to light brown, lightenimg to Silvery
e with age. They ‘are quiet around
myone except their own kimd,-and quickly
soome hostile in these uncomfortable situ-

the wild elves, although they make up for this

with body decoration of all sorts—tattoos, war paint, feathers,
wnd beaded jewelry that shows a surprising streak of complex
od Bexuriful arcisery,

Wild elyes share the height of their moon and sun elf Kin but
wre more heavily built. They have the zging characteristics
gecribed on Tables 64 and 6-F of the Player’s Handbook, but
e the following random height and weight characteristics
mstead of " those described on Table 6-6:

Wild cIf, male £10"
Wild elf, female &g

+2d10 100 Ib. = (2d4) 1h,
2410 80Th (2d4) b

HISTOrY .
The wild clves were not always the Feral creatures they have
Hu:me today. Ages agn the green elves, as they were then

fowil, were the Nirstelven explorers (2long with the lythari and
the avaricls) to discover Abeir Toril, and they quickly became

e
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entranced with the wondrous young'world, OF thas lirst migra-
tlon of elves, the green clves were easily the most successful, aind
they established several territorics destined to betome great
nations Thearnytaar, Ficllin, Sydpir, Miyeritar, and Keltorsnir,

Unfortunately, with the coming of the Crown Wars, these
nations were among the first to Fall. Eiellér fell to the Tlythi-
iri (ehe dark elves) in =11.400 DR, and Thearnytaar in <11,200
DR. The realm of Miyeritar, located where the High Moor now
lics, wis utterly consumed by the Dark Dissster in —10,700 DR,

and the other green elf realms fared little better. The peaceful

green clves proved to be relatively casy prey for the croel dark
elves, and by the tme the Crown Wars ended in
_.ﬂ_ x } -9000 DR, the dyllic world of the green glves had
been shattered. Their great dations rated n
centuries of relentléss warfare, the green
elves began a time they refer to as the
Wandering, They never recovered fully
from the scthacks of twelve thousand
years-ago, and rased no more great cities
in Faerin,

The Wandering of the green
clves lasted for many long elven
generations. Forced to live for cen-
turies as fugitives, staves, or rootless

vagabonds, the surviving green

elves receded further and farther

[rom elven socigty, withdrawing to
the decpest forests and mountains of
Faeriin, While the other subraces races
raised the second generation of elven
reslms i places like Fvermdet and
Cormanthyr, the green elves placed
their- trust in secrecy and stealth
instead of walls and might, remaining
haddén within their forest homes: By
the time of Jhaamdach's rise around
~-F80C DR, the green-elves had settled
into séveral of the places that are still
their ancient homelands: the Chondal-
wood, the Farest of Amtar, and other great old
woodlands of southern Facran.

Over the course of many years, the green elves

i

ations, Clothing is kept to 2 minimum among Fild elves deal with a visitor  forgot more and more of their ancient lore and

skill, focusing on the only skills that mattered:

stedleh, survival, hunting, and hiding, They became first & clan-

nish folk, thed a tribal culture, and finally a primitive people.
They remained clves, of course, creatures of nobility and magic;
but they lost the arts of crafting mighty spells and forging
magic weapons. Their fleering contacts with the rising human
empires of the day reinforced the green elf reclusiveness, driv-
ing them deeper into the wilds and further from their old ways.
Today, the green elves are more widely known as the wild clves,
a race lost m time i the swekermg forests of southern Facran.

outlook

The tragic history of the wild elves has left them untrusting of
outsiders. Their tactics for dealing with mtroders vary from
tribe totribe, Some simply hide and alfow the trespassers to go
by unkoowing, while others attack to capture such mterlopers:
They rarely kill those chey capture, preferring to use magic to
alrer their memories and carry them far away before releasing
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thern. They make friends slowly, and most nonelves simply don’t
have the lifespans required to gain the trust of a tribe of green
elves. They excel in combat-and often revel in its chaos and
primal Fury, Litele can match the fury of an enraged tribe of
green elves,

WiLp ELF CHARACTERS

More sothad any other elves, wild elves value the martial skills:
Barbarians and rangers are very common among the wild clves.
The wild elves do not feel close to thie Seldarine and do not often
become clerics, instead venerating nature itself as druids of
Maelikki, Silvanus, or Rillifane Rallathil. Wild elves have no
written tradition and little patience for hours of study m any
event and so rarely become wizards, Unlike other elves, they
prefer the sorcerer’s ares

Pavored Class: Despite their lack of learning and skill, wild
elves are just as naturally talented at arcane magic as rhost other
elves. Their Favered class i sorcerer, & path of power that
rewards spontaneity and creative encrgy instead of hours of dry
study 0 ancient, moldering tomes.

Prestige Classes: A small number of wild elf Fighter/sorcerers
follow the path of the arcane archer, bit the most common
prestige class:among the green elves:is the hierophant Wild
clves can become very powerful droids, and their leaders often
turn to druids for guidance and support.

wild elf society

Among their friends and kinfalk, wild elves are pleziant and
outgoing, somewhat like the moon elves Their feasts and cele-
brations are events-of great joy, with singmeg, dancing, and 21l
manner of merry-miking.-One of the most beloved ways to cel-
ebrate is to engage in 2 hunt Hunts arc tribal affairs in which
#ll elves, young snd old, have a part. The actual hunt irself is
sometimes only & small part of the overall event, which also
includes a religious cerémony and-a tribewide fostival

The-scattered, tribal nature of the green elves also means thar

no two tribes are exactly alike, Some have settled in permanent
villages with crode huts, while others are nomadic, dwelling in
tents and wandering over vast wilderness territories. Gender seg-
tegatian is common; some tribes are exclusively matriarchal,
while others are patriarchal.

Alchongh they have a grear interest in music and art, wild
elves create Few permanent works of art. To the wild elf, the joy
of art lies.in the creative process, the spontaneous creation of
song or dance or effeces They view with distaste attempts to
“capture” this process by making permanent works of arg
recording sangs or storics in writing, and so on, nimintaining thae
to'do g0 imprisons the ever-changing beauty of the world.

Lﬂﬂg‘l][l‘g‘ﬂ and Lii‘ﬂ[‘ﬂtlll

All wild elves speak Elven, Common, and the language of their
hiame region. They are solationists and do not trust outsiders, so
they rarely learn the linguages of their neighbors, especially
their enemies. Common additionsl languages include Guoll,
uskan, Mulan, Orc, Shaaran, Sylvan, and Tashalan.

Wild elf characters wha choose a player character elass (other
than barbarian) are Hiterate, but all other wild oIl characters
are lliterate. ; :

abilities and
racial Features

Wild elves have all the racial traits Listed in the FORGOTTEN

REsines Campaign Serting, cxcept as Follows:

= Proficient with haifspear, short bow, and long bow. Unlike the
other elf subraces, wild elves Faver weapons they ean maked
without & source of ‘metal and a smichy.

wild elf magic and Lore

Although in ancient tithes the green elves were one of the key
developers of elven high magic, their days as practitioners of
this potent art arc long gone, Today, their spellcasters are
almest all droids or sercerers. ;

SPELLS AND SPELLCASTING

Wild elf magic 15 often tied closely to nature. Although the
theary hehind their spells may be identical to that practiced by
other races, wild eif spellcasters often add additional verbal,,
somatic, and material components to g spell simiply to make it
seem more naturalistic (see the Primitive Caster feat in the
appendiv). These additional components do not significantly
increase the actual casting tume of the gpell.

WiLp ELr Magic ITEMS

Wild elves eschew even the most powerful magic items if they
appear to be too far removed fram the natoral world. They have
a particular aversion to-forged metal and to most clothimg:
Their own.magic ittms appear to be crude and primitive, bue
they arc just as cffective as their more civilized counterparts, |
They are particulirly fond of miagic tattods, and many wild
clyes take the Tattoo Magic feat (see the appendix],

wild elf perties

The wild elves worship the ?:Idkrinc, in particular Rillifane
Rallathil, bur this worship does not approach the regimented,
organized strycture of the other elven subraces. Rather, the
green elves worship individually when the urge rakes them. They
commune constantly with & pantheon of narure spirits, esch
representing an-archetypal member of an animal or natural
phenomenon,

relations with other races

The green elves do not seck out relations with others; and they
do their best to remain onseen and unknown. Nevertheless, wild
elves have been kiown to inreract with adventurers, explorers,
and Tast travelers. Usually, these people arc caprured; their mém-
ories magically efased, and then lét go somewhere far from the
tribal lands. Rarely, the elves allow a wanderer to wisit ther
camp, ustally i times of dire peril when they arc forced to call
upen ontside aid Those who manapge to. impress and even
befriend 4 tribe of wild clves find that their friendship is strong
and loyal, and such individuals arc of ten gifted with wild elf
tattoos oF spicic anmals,

s
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ild €lf equipment

R Vild elves prefer weapons and toals they can make and fix in

middle of & battle or hunt. Despite their disdain Far “civi-

ged” goods, wild elves are adept at crafting things in harmony

#th nature. Their trectop villages, for example, are inextricahly

rt of the healthy trees that support them—an engineering
'_, that would baffle the best gnome drchitect.

ARMS AND ARMOR

ild elves prefer using sunple weapons that can be crafted from
materixls found in the wilderness: bows, crude bone daggers and
nives, and clubs: They have a particular fondness for bows and
B lfspears. Wild elves prefer to wear hide armoer, of anything at
bell. For the most part, wild ¢lves find armior too restrictive, rely-
mg on concedlment and agility for defense.

ANIMALS AND PETS

Wild clves are quite fond of animals, and most tribes use them
@8 guardians and hanters' companions. Wolves are commonly
Pamnd in wild elf tribes, as are birds of prey ofall kinds, great

fats, and cven wolverines: Dire versions of thesc amimals arie
banly slightly more pare '

Wild elves also believe that each of their kind s born with a
ipirit animsl,.a guide of sorts that serves 2s 2 combination of
guirdian angel end advisor to the ngtural world. All young wild

elves umdergo an invalved ritual that demands several howrs
Yaften in excess of a day)in an enclased area Dlled with steam
and the smoke of bursiing herbs, At some time during this period
“the clf receives a vision of his spirit animal, and for the rest of
s dife he feels guarded and protected by this animal,

elf, wood
lcopper elf elf)

The Dalelands, EIf (wood }; Great Daie, ‘High Forest, the
_ Narl:lL Tethyr, Western Heartlands:
Racis] Feats: None,

;un.

" The wood ¢lyes are among the most numerols of Faerin's elven
people; a voung and confident folk who hold the old elven forest
homelands in strength: Heirs to the sccond generation of elven

‘netions, the wood elves see their realms as the natural successors

0 lands such as Eaerlann and Cormanthyr, Where the old
empires expanded- “with stre ngth and pride, the realms of the
yood ¢lves hope to grow with compassion and humibity. The
wood clves do not view their homelands a5 @ Jand apart from
Faeran; they onderstand better than their kindred that for
better or worse, their fates are bound up with the fates of the
bumens, dwaryes, and halflings around them.

Also known as copper elves or sylvan elves, these peaple have
fpppery skin tinged with green, and brown, green, or hazeleves.
J ir is isually brown ar black, occasionally bbend or coppery-
red. Wood elves prefer to dress in simple clothing, similar to the
“moon clves but not quite so colorful. They favor a simple cut to
‘tunic or dréss, sét off by common émbroidery in natural designs.

-

They are particolarly fond of leather armor, and they often
wear lovingly tooled and well-crafted suits even when they do
not feel endangered. Their clothing; leather arfmor or 1ot is usu-
ally in dark shades of green and earth rones to better blend with
their natural serroundings. They are a2 humble race and only
rarely do they enhance their appearance with jewelry orsimilar
ACCESSOrEEs

Wood elvesare as tdll 28 most other Faeranian elves but more
heavily built. They have the aging characteristics described on
Tables 6—4 and 6-F of the Player’s Handbook, and use the fol-
lowing random height and weight characteristics mstead of
those deseribed on Table 6—&:

#1107
&5

Wood elf, male -
Wood clf, female

+2410 100 1h = {2d4) b
+2410 8O 1h  ® (2d4) 1k

HISTOrYy

The wood elves are the most recent” addition to the various
elven subraces of Facrdn; although the history of their civi
lization still exceeds that of meny ether reces of Toril. They
algo have the unusual distinction (often thought of as an honor
by copper eives) of being the anly subrace of elves to be actual
natives to Facrin. The first copper elves did not appear st
‘once; their race coalesced slowly over the course of several cen-
turies after the last Crown War, blending seversl of the alder
elven kindreds

The Crown Wars brought down mest of the great nations of
the First Flowering. In the wake of these terrible wars, thou-
sands of elves were left bereaved and homeless. Families were
torn dpart, and for many centuries (3 time known to the clves
as the Wandering Years) these elves simply led the lives of
nomads. Somc-of Faerun's clves retreated to their ancestral
homes and started to build anew, but on a smaller scale, rasing
the sccond generation of clven nations: But & significant portion
of clves never felt the need to do so. These elyes (mostly moon,
sun, and green clyvesh, vowed never again to let internal strife
tear their kind apart, retreating to the deepest woodlands to seek
shelter from the madness-of the world

Unhike the jgreen elves, these selfamposed exles did not ship
into barbarism. Rather, they formed tightly knit societies that
stayed n touch with other like-minded elven commuhitics
hidden away in other foreses. Over time, these seciuded clves
grew closer to the natural world and further apare from the
high magic and ancient lore the elves had brought from their
first home, and became a new subrace of elves dpart from their
ki the wood-elves.

While:the sun ¢lves:and moon elves founded realms such as
Evermeet and Fvereska after the Crown Wars, the great realm
of the wood elves was ancient Faerlann, a realm Tounded in the
eastern High Forest arcund 4700 DR, The elves of Eaerlann
engaged other young empires of the North in peaceful trade and
diplomacy, befriending the dwarven realm of Delzoun soon
after its establishment in ~3900 DR, and tutoring the early
Wetherese in magic around —3830 DR,

The human empire of Netheril soon eclipsed its tivtn neigh-
horg, prowing in martial and magical mught at an alarming pace.
In —3%33 DR the Netherese nneovered the Wether Scrolls in the.
ruins of Aryvandaar, cagerly exploiting magic so powerful and
terrible that even the sun elves of the First Flowering had not
dired to employ it. For centuries the wood elves of Eaerlinn
sought to quictly check Netheril's pride and expansionism, hut
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in —33% DR, the Netherese destrayed themselves as Karsos
sought godhood and instead brought cataclysmic destruction

down of hispeople. The elves of Eaerlann took in many

Netherese survivors, allowing them to settle in the ciey of Ascal-
hot'n.

The etves and humans of the North lived in peace for a time, |

but Ascalthorn too was doomed to fzll through the folly of
mages. Carcless summoning of powerful fiends led toa sudden,
terrible assaylt by an army of devils who overthrew the proud
city ut 387 DR. This time, Eacrlann did not survive the destruc-
tion of the neighboring human redlm. Already gravely weakened
by-a year of battling against ferociofts orc hordes, Faerlann Fell
soon after Ascalhorn became Hellgate Keep.

In the years since the fall of Eaerlann, the wood elves have
not raised any more great realms, choosing to put their
trust in stealth-snd vigilance instead of castles and
cities: Although they felt the call of the Elven
Betreat, the wood elves did not respond.
With the'end of the Retreat, the wood
elves have emerged from their secret
homes in the depths of Faerin's woodlinds as
& strong and confident pedple whose wariness is tem-
pered by compassion. The weod elves of the High
Forest dream of reestablishing old
Eaerlann, bot this time their
realm will be a realm of reclysive
villagesiand warchful foresters, not
walled citics and proud warriors,

outlook

Wood elves arc ealm, serene, and difficult to
surprise. Their patience is legendary, They are
at one with the world of nature, and are not
comfortable in areas aof heavy civilization.
They have lost the nrge to build and replace
pature with walls and palaces; even the cities
built by their elven kin seem to be fodlish
to the wood elves. They have come to
believe that buildings of  stone are
trensitory in nature, and that in tune,
the forest returns fo overgrow the
greatest of cities, Other races inmterpret
this attitude as Fatalistic or condescending, and a5

a result wood clves find it hard to understand anyone R

-t commeon realm The druids do not pre-
who isn’t 2 wood =If. ; i same to tell the elders how to run-a village, but
W ood ¢lf and mun elf  the clders generally give great weight to anything &

WoobD ELF CHARACTERS

Ofall the elven subraces, the copper glves have the least fasci
nation with arcane magic. They understand its power and a
number of their folk study itz ways, but ultimately the arcifice
of arcane lore is simply one more way of expressing dominion
aver the natural order of things, and the wood elves view it in
that light. Wood elves make exeellent fighters, rangers, and
rogues, relying on their natural strength and quickness to meet
challeriges. Wood elves from particularly remote forestssome-
rimes become barbariang Clerics are somewhat rare among this
people, bue druids are very common and are the most prominent
spellcasters of the race,

Favored Class: Wood elvis are master hunters, and miost train
enough to possess at lesst one level of ranger. Favored egemies
usually include orcs, gnolls; outsiders (planstouched), and other
savage races that dwell near the traditional homelands of the
wood elves

Prestige Classes: When wood elvesichoose to take up a prestige
class, they are nsually drawn to the arcane archer or hicrophant
classes. Like the moon elves, wood elves are friendly toward the
Harpers and all they represent,-so they are commanly Harper
seouts. Few wood elves become spellsingers or bladesingers.

wood elf society

Wood elves live at ease with natore, using
" what naturally occirs in the world to
shelter or defend themselves, They
are not nomadic,and claim large
territories in the decpest wood-
lands of Faeriin. Some wood
clves choose to do without
houses, furnishings, and- zny
possessions they can't carry,
using the high branches of greac
trees or natural caves in their
roots for shelter and storage. Most
wood clves instead prefer to dwell in
small villages of permanent homes of
nutural fieldstone and lovingly carved
watd, so carefully concealed among
the sorrounding wilderness that a
human hunter might walk through the
center of a wood clf village and not
even netice that he had done so
Waod elves adhere to 2 tradition of
leadershup by their oldest and most
experienced druids, although most vil-
lapes form a council of elders selected
from the wisest and most experi-
enced elves of each family to
handle day-to-day affairs. The
dreidical hierarchy serves to
unite wood elves of different
villages and weld all the wood
elves of a particular forest intoa

druid chooses to say,
Woad elves excel in the hunt. They spend much of their time
stalking their chosen territory on the sedrch for food or intrud-
ers into their realm. The rest of their time 5 spent frolicking
among the branches; in this regard, they are quite similar to
moon and wild elves. With the end of the Retreat, wood clves
are quickly coming back into contact with the civilized world:
Although they are reluctant to allow others into their lan
wood elves understand thae times are changing, If they are
survive as-a people, it may be time to change for the co
clves to change as well f

i
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anguage and Lireracy
8l wood clves speak Elven. Common, and the I'a-ngua.g: of their
e regiod, if any. The average wood <If has neither the inter-
nor the dedication reqoired to learn other Lingeages, but
e who do-often learn Choridathan, DPraconic, Gnome, Goblin,

oll, and Sylvan,
All wood eif characters are literate cveept for barbarians,

ood elf Mﬂgic and Lore

ong the wood glves, magic Finds its triest expression in the
the druid s able to coax from the natural world, Wizardly
15 suspect—al] that time among tomes divorces the spell-
er from the surrounding world—and clerics need to call on
tant gods for help, By contrast, druids use the power of the
st ftsclf. More importantly, droids.use chatr power to protect
d nurture the forest, and wood clves are Pragmane cnough to
e magic by its end result,

SPELLS AND SPELILCASTING

ile the wood elves are as magical s the other elven subraces,

Whey have for the most part abandoned their interest in arcane
agic. Most wood cIf spellcasters arc druids and rangers, and

pithough wood ¢If bards; sorcerers, and wizards are far from

. they have developed no specific maglcﬂ! traditions of
$ir-own,

Woob ELF Magic ITEMS

ood elf magic iteims are invanably crafted from materials

sunid in nature, much like those created by the wild elves.
Wnlike the work of the wild elves, these objects are not primi-
give in appearance; wood elf magic items are often quite beau-
#iful and graceful: Druidic magic i5 most commonly used in
heir socicty to fashion magic items.”

wood elf peities

uud elves worship the Seldarine, bur they hold a special respect
and reverence for the ancient forest powers of Faeriin, Silvanus
md Miclikki Among the Seldarine, the wood 2lves hold a par-
‘ncular reverence for Solonor Thelandira, che Grear Archer; and
Rillifane Rallathil, the Leaflord, Solonor, as the deity of archery
ind the hunt, is viewed as the special patron of the wood clves,
nd before battle » wood ¢If will often invoke his name,

relations with other races

In the five hundred vears since the fall of Eaerlamm, the wood
Elves have been forgotten by most of the other peoples of
Facrun. Only those humans and dwarves native to the Nerth
-' ind thar with the borders of. the High Forest have scen

apper eives, and even then, they miost likely mee a solitary
Bunter or ranger, While the wood elves shelter deep inside Fbe-
: dding Forests and are theréfore imaceessihle o ther neighbors,
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they are ironically among the more compassionate and under-
standing of the clven subraces. Like the mooh clves, they accept
the power of humankind and seck o live alongside their human
neighbors and poide their expansion metead of seeking wiys to
deter er intimidate the human lands,

Wend elves have a long history of copperation with the shield:
dwarves, whose realm of Ammarindar stood alongside their own
realm of Eaerlann for many centurics in the vale of the Delim-
biye River. By extension, they look favorzbly on mest other
dwarves, too, Gnomes and halflings are both greeted as friends
and potential allics, On the other hand, the wood clves have a
cold place m their hearts for creatures such as ores and gnolls,
whao bring axes, fire, and slaughter to the f'orcﬁts the wood elves
have sworn to preserye,

wood elf equipment

Wood ¢lves do not of ten work with metal, but this s not becawse
they lack the skill or knowledge to do so. Rather, they simply
have nonterest in working with metal. They prefer to fashien
their weapons of wood and stone,

ARMS AND ARMOR

Wood elves are masters ar building armor and weapons: In par-
ticular, they seem to have a knack For building bows of all kinds
(but not crosshowsl The wood elves have developed a large
numher of specialived arrows as well, meluding arrows that fly
Farther than normal or serve as signal deévices (see the Equip-

, ment section of the appendix).

These arrows are not gencrally sold to visitors becagse wood
elves have little use for outside money in their society, but they
often give these arrows to allies as gifts. OF course, the major-
ity-of wood elf arrows make their way into the world after they
are shot 2t intruders. Any fletcher not trained by the wood elves
sief Fers a. —4 penzlty on any Craft r_‘]'u:ck mide to constrict these
specialized arrows:

Wood elves are adept at dving their leather srmor in the
exact shades of green and brown of the surrounding Foliage-
When in their home forest, wood.: clves wearing armor treated
with the camouflage dve receive & =% circumstance bonus on
Hide checks (see the appendix ),

ANIMALS AND PETS

Wood elves are completely ar honie with the other creatures of
the woods and often ally themselves with any who live in the
region, They do not necessarily keep them as pets, but instead
just happen to share the same territory. Their favored animal
companions are the various great cats, cspecially mountain lions,
pumas, and leopards (treat all as leopards). Wood elves also share
a kinship with giant owls, one ef the only sentient creatures with
whony they feel complerely at case. The rwo groups. oftén live in
harmaony, with the owls serving a5 advance scoots For the elves
and the elves serving as protectorsin timesof peril to the owls.




ndustrions, iurél_!igcut, ‘and good-natured, gnomes have

few cnemics. They are not ‘a2 numerous race, and for .

many centuries gnomes have survived and thrived by
l:ul-:mg a2 low profile. Amdmg the notice of larger folk obsessed
with empires and mighty magic, the gnomes have quictly spread
across Feerdn i tiny settlements and hidden villages that often
go completely unnoticed by their neighbors:

There are three distince sorts of ghomes Tiving on Taril:
deep grnomes, forest gnomes, and rock gnomes They all
share a slight stature [gnomes are little more than half
the size of a grown human, innate magical gifts; and
a great love for gems. The fortive decp gnomes,
also known as syirfneblin, make their homes in
the depths of the Underdark. The diminutive—even
For gnomes—~forest gnomes are even more shy and
retiring than the svirfoeblin: Rock gnomesare the
miost outgoing and numerous of the three kindreds.
Theéir inguisitive nature deaws them out of their
well-hidden villages and clanholds to explore the
wider world,

Throughout Faeriin, the gnomes play the role of
intermediary between other paces or peoples Few o
count the gnomes-as thewr friends, but even fower
consider the gromes their cnemics. Although gnomes
have notescaped the grear cataclysms and upheavals
of the past, few grnomes have ever become embroiled in
war, remaining neutral in snch things. Some say this i
because gnomes aré cowards, afraid to become mvolved

with the violent affairs of the larger people In fact Prized gem:

grnomes can show bravery and physical resolve that would put
larger folk to shame, but they are careful to'pick their fights.
They remain nentral I:nmame wars are usually fought over goals

MOIfIES

aboat which the gnomes care little, such as rights of commerce
and sertlement, or the drive to achieve and wield power in the
world at large.

As the human realms continue their ages-old expansion and
reach the remete areas in-which gnomish settlements are hidden,
some gnomes have started-to question thear traditional doctrine
of noninterference. [t seems thar while they may not care to go
of f to the violent world of the larger races, that world is already
knocking on their collective door,

racial History

In the gneme myths, the gods of the gnome pantheon were
barn as gems or rich veinsaf ore in the very heart of the world,
then exposed by the natural crosion of underground waters, In
this sense, the gnome gods are as old as the world itself, having
always been a part of it. Gnome folklore holds that the first
gnomes were born in turn from gems discovered by Garl
Glittergold, the leader of the gnome pantheon.' The
Watchful Protector discovered a scaled cavern stud-
ded with countless gems cmbedded in veins of valu-
able orc. When Garl polished the gems and
breathed on them, the jewels openead like blossoms
to release the first gnomes, Before leading them
nto the world, Garl told his newfound people
2 joke, bringing them laughter and a spirit-of
mischicf. Theose gnomes born of dizmonds
chose to dwell beneath the land and became
the rock gnomes. Thote born of emeralds
chose to dwell amid the great trees and
% became the forcst gnomes. Those born of
robies wanderéd decp into the heart of- the
carth and became the deep gnomes,
Unfortundtely, Tittle is known of the ancient
history of the gnomes other than their own myths
Peoples such as dwarves, elves, and humans have raised
sprawling empires and fought great wars with legions of
stecl-clad soldiers and terrible, land-devastating smagic, bur the
gnomes have pever done augthiﬂg of the sort. Wor haye
the gnomes ever collected in one homeland or fought
each other, ds the halflings did in Luicen, T i:mr,a;ﬁ.i history of
the gnomes 15 not 4 grand, sweeping tapestry, but instead 2
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hundred subtle threads woven here and there in the tapestry of
all Facrin, no two of them touching another, It it the history
of a hundred hidden villages, clans, and holds, few of thenvever
‘caught up in the great and tragic events of the lands in which
they lie concealed.

The gnomes are sometimes referred to as the Forgotten Folk,
-an apt description. Few gnomes have ever gruced (or troubled)
the eounsels znd concerns of the mighty, and even the gnomes
themselves have hitele sense of what might have befallen their
folk in the past centuries. As far as they know, they have slways
been in Facron, and have-always lived 1n secret places and hidden
helds—and they expeet to remain much the same inthe furure.

nome, Dee
svirfneblin

Regions Gnome (deep), The North, Ei._lvr.:rj;mmn,'
Racial Feats: Amimil Friends, Summon Ezrth Flemental,
Racial Prestige Class: Breachgnome.

Level Adjustment: +3 Refer'to the FoRooTTEN REALME Campaign

Setting entry for deep gnome racial abilities:

The deep gnomes are closest thing the gnome family has to
“black sheep™ Many surface dwellers count the deep gnomes
-aluug with their evil neighbars, the drow and the duergir, beliey-
ing thom to bé little mare than dark reflections of the friendly
rock gnomes with whom they are more Familiar. In fact, the
swirfneblin are just as good-hearted as their sunnier kin. How-
ever, after centuries of dealing with the everyday perils of living
it the Underdark, they have hecome understandably distrustful
of all outsiders.

Compared to their better-known kin, the rock gnomes, the
deép gnomes are as gray and lifeless g5 the subterranean
caverns in which they choose to make then homes. They keep
to thertselves out of fedr of auesiders—a fear born from
numerous poor expericnces with such people. To a decp gnome,
the only people you can trust are other deep gnomes from
your village, and preferably from your faml[y All others are
‘hest avoided.

With strangers, mr.j:_eﬂ:_.dq;p gnomes are syllen, reserved, and
saspicious, almast to & fault. However, when they arc slone with
their own kind, they aré friendly and respectful to each-other,
Few people from outside a svirfneblin community have ever
:seen this more pleasant side of the decp gnomes. For their part,
 the deep gnomes would be horrified to find themselves observed
by ootsiders, asnd they find such 4 person staring at them—or
even looking directly at them—quite rude,

Deep guomes aregnarled and callused folk, with little fat at
~ all on their wiry bhadies, Their skin is the color of the rocks
among’ which they live, almost a5 if they sprang direcely from
the stones themselves. They have dark gray eves, tending towerd
black: Their hair is of a stmilar color, althotgh it's only seen on
;ti:u: woman, as the men are entirely bald and beardless.

Deep gnomes are short-lived for gnomes and reach adulthood
at an age of 20 years. Use the following aging effect characrer-
istics ngtead of the ones inTable 6-F in the Player’s Handbock:

Gmome, deep 4] 120 160 - +2d% yearg

Y
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Like their lives, svirfaeblin are also short and hard, They
stand between 3 and 3 1/2 feer tall on average. They are thin.
fer than theéir surface cousins, but they weigh just as much—
about 40 to 45 pounds—due to the dengity of their muscles.
They are little more than wirg-sinewsand rocklike bones.

Hismnll

While most gnoemes have little vse for history, tendiog ro
prefer livimg in the moment, deep pnomes-are the worst of the
lot. They do not have a formal calendar or-any way to'tell the

turning of the days. Laving far from the light of the sun, the:

very idea of night or day is forcign ro them, Dozens of
svirfneblin cities hie scattered throughour the Underdark of
F::eruﬂ, and dozens of more have surely risen and been aban-

doned over the years, but of all thess settlements dnd refuges
the story of only-one s -widely knmm to non-dcep Zhomes:
thgd:nst-:m:

Bhingdenstone was founded in —690 DR by several clans of
deep gnomes flecing west from the Underdark beneath Nethenil,
which had fallén into the power of the dreadful phacrimms.
Diespite the proximity of a powerful drew city (Menzoberran-
#an}and an cqually strong ducrgar ciry (Gracklstugh)), the deep
gnames established their city at s site because of the rich veins
of arandur and other exotic metals and minerals. For almost two
thousand years, the deep gnomes carried on their mining and
smiithing, aveiding their evil nejghbors and strengthening Bling-
denstone’s defenses aganst the day their enemies would come
dgainst them, ' ;

That day camc in 1338 DR, alchough King Schaickrick and
Queen Fricknarti could not have anticipated how it would come
about. Drizze Do'Urden, & renegade drow noble,, arrived at
Blingdenstone’s doorstep after years of exile in the Underdark,
and received sancouary ameng the deéep pnomes Althoush
Drizzt remained among the deep gnomes for only 2 shart time,
the events of his exile eventually led to a full-scale drow attack
against the dwarven citadel 'of Mirhral Hall in 13578 DR. The
mvasion route passed close to Blingdenstone, and the deep
gromes chose to abandon their city. After the drow army passed,
Belwar Dissengulp and other decp gnome wardens convinced
King Schnicktick to join their farces to those of the defenders
of Mithral Hall. The decp gnomes and their allics-inflicted a

_preat defeat on Menzoberranzan in the Keeper's Dale, and the
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Menzoberranyr never forgot that the svirfneblin had con-
tributed to their humiliation.

In Marpenoth of 1370 DR; the Matron Mothers of Men-
zoberranzamexacted thew vengeance. Calling wp dozens of pow-
erful demons and. hebaliths, they unleashed a plague of
murderous fiends that overran Blingdenstone. Thousands of
gnomes died in the fall of the city, and thousands more were
caprured by drow slavers waiting outside the city gates, A smafl
number of the deep gnomes mznaged to escape to Mithral Hall
and Silverymoon as refugees Driven from their old homes,
these svirfaeblin have found 2 warm welcome among ther
former allies, bur the prospect for returning to-their old home
looks bleak at best.

outlook

Dour and cynical, deep gnomes are resigned to their lot in 1ife.
Thev spend their days scratching out a living m the subterranean

sy
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passages near their home, The males mostly mine for precious;

gems, while the females—who are rarely seen outside their vil-

lages—ghther food, care for the children, and keep house, Few

aspire to do anything other than live out their lives quietly
focusing on deing their jobs the best that they can.

The svirfneblin literally have little or no light in their lives
To avoid detection by others in the Underdark, they often
refuse to use five for cooking or warmth whenever possible;
Inseead, thew rely on their darkvision whenever possible, secing
the world only in black and white. The deep gnomes live and

work in the ercrnal darkness oot of their averwhelming love:

for gems. Most malés spend almost their entirely lives trying
to chip precious stones out of the earth, They favor rubies
most of sl

Outsiders often think of deep gnomes as ireedeemably sullen
and sespicious. While there 15 some basis for this, these are the
outward results of survival technigoes thar these gnomes have
had to adopt to endure their harsh and unforgiving environ-
ment. Sounds of any kind—especially voices—travel in strange
ways in the Underdark;/and they have a tendstcy to attract vis
itors, In the experience of most deep gnomes, such cutsiders
have only the worst of intentions, so when a svirfneblin encoun-
ters & stranger whoois actually Friendly, she normally is too sus-
picious to even consider responding in a like manner. She may
eventually warm to a sviclneblin from another town, but cven
this can take time;

While deep gnome adventurcrs sre rare, same deep gnomes
succumb to gnomish curiosity about the world outside the cav-
erns and mine shafts of their daily lives. This is especially true
for those-deep gnome illasionists who erave tolearn more about
the mature of their chosen schesl of magic; but who lack for
instruction i the inselar villages in which they live Svirfneblin
prospectors are alzo occasionally encountered in the Underdark
Far from their hoimes, questing for prommising new veins to mine
For their beloved rubics

DEEP GNOME CHARACTERS

Svirfneblin are rarely found outside their own society. When
this docs happen, it's usually 2 lone prospector, a solitary illu.
sionist, or 2 group of warriors who have strock out from their
tawn for oné reason 'or another, Typically decp gnomes ouly
leave their home out-of 4 decp and abiding curicsity about the
outside world, & burning desire to find more rubies, or the need
to find help for dealing with some creature or event the
syirfneblin doi’t feel they can handle on their own. Svirfneblin
adventurers are most commonly fighrers, rangers, rogues, or
wizards (particularly illusionists), Natorally stealthy, chey find
that the skills honed in surviving the dangers of the Underdark
also serve an adventuring ranger or rogue well

Favored Class: Like all gnomes, svirfneblin are talented wie-
ards, especially llusionists: With an illusionist’s powers, the deep
grome can keep out of sight of others until she decides ta reveal
herselfl She can remain concealed, hide her home and Fricnds;
and deceive or misdirect-encmics. Svirfneblin have learned that
an enemy who can't locate them can’t hurt them,

Prestige Classes: Some of the burlier deep gnomes exeel in
fighting in the tight spaces found in and around & svirfneblin
town and aspire ro become brepchgnomies, fighters charged with
the defonse of their cavern homes. Tn & properly sized tunnel, a
breachgnome can hold off an invading foree almost indefinitely,
See the breachpnome prestige class in the appendix.

5O

pDeep gnome Society

[Jeep gnome communities are subterranean serclements degp
beneath the surface of Toril. The central part of the city is usu-
ally sct in & smgle large cavern with all sorts of other caverns,
rooms; and cven buildings attached to the main secgion by a
complex system of narrow corridors and spiraling staircases.
When a town s first settled, the top-ranking members of the
svirfnchblin clan wsuslly greb the Jargest stalagmites in the
cavern zod carve homes out of them, Mest people, however,
must carve their homes out of the cavern Moors or walls,

For gnome communities, decp gnome townsare large, usually
comprising around one thousand people. However, these places
are normally far more isolated than even the most remote sar-
face gnome town. Mest svufneblin go their entirve lives without
ever traveling to another deep gnome town, muoch less acrually
seeing daylipht, Beciuse of the relatively crowded conditions in
a deep gnome town, svirfneblin Familics cypically crowd intoa
smgle, small room, Childeen often stay with the family until
they are married, at which point they fieed to either find or
make a dew honie for themselves. ‘

Deep goome children are treasured greatly. It's rare for a
Famaly to have mare than six children in if, and most have less
than four, Deep gnoime mothers dote on their cluldren during
their childhood, Once the~children reach adolescence, they are
immediarely put to work in apprenticeships for whatever kinds
of jobs they expect to have in aduithopd. Deep gnomes don'’t ¢el-
chrate the transition to sdulthood the way their sunlit kin do.
Instead, they know they've reached adulthood when thﬁ}' start
working at the job of a real adult i earnest:

The great majority of male svirfneblin work in their town's
mining operations, extracting precious gems and metals from
the earth, Most of the rest spend their time processing and fin-
ishing the raw matcrials the others pull from the earth. By con-
trast, female svirfneblin spend their time gathering and
preparing food, raising children,.and keeping hoose. There s a
strict division of labor along gender hines, and it% rere to see it
crossed: The female gnomes rule i the home and the males out-
side it Meost deep gnomes work until they literally drop dead at
their jobs, There is 0o concept of retivement in deep gnome soci-
ety. Those who are able must pull their own weight as best they
can, since no deep gnome wishes to be a-burden on her fzmily
and commumty.

In keeping With the svirfneblin concept of equal division of
labor, every svirfneblin téwn is governed by both a king and 3
queen, each of whom holds the position for life. The king over-
sees the community's mining operations and is responsible for
managing the place’s defense. The queen ensures that the town
has an adequate stock of both lood and water, and she handles
the town’s daily affaivs. Each is supreme in his.or her sphere;
though cach usually advises the other. The two are rarely mar-
ried {at least, not to each ocher . When either monarch dies, the
other chooses a successor for the deccased monarch by deciding
on a contest that can be entered by any cligible member of the
commurity. Usdally eligibility iz based on gender and status, The
winner of the contest becomes the next monarch

The staples of the deep gnome dict zre 8 number of different
kinds of fungi found or even farmed in the Underdark. To this,
they sometimes add blind fish or occasionally s deep rothé, goat.
or sheep. Svirfneblin do not often cook their food, preferring:
instead to preserve it by means of salting, These foods are so
salty-that mest outsiders cannot stomach them:
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Besides water, svirfoeblin drink 4 salty, intoxicating brew
made of Fermented fish pares, which is best described as an
acquired taste. On special occdsions, they drink a wine called
Wogsmedy, said to contain powdered ruby (among other mysteri-
ous ingredignts ),

Bvirfneblin Bave only two holidays universally celebrated by
all deep gnome communitigs, both in honer of Callarduran
Bmoothhands, their favored god. The Festival of the Ruby cel-
cheates the mythical time when Callarderen Tnd rubics and other
gems i the earth for the deep gnomes to find; it 5 considered
& lucky day For secking and finding, The Festival of the Star cel-
ehrates the continued protection the Deep Brother provides to
the svirfneblin. Deep prniomes mark the holy day by assembling
on the shore of a-subterranean lake or posl to watch small
patches of 2 specially bred species of phosphiorescent fungl in the
cavern roof Light up like stars, creating an illusion of the night
sky reflected in the waters helow. This céremony reaffirms the
decp gnomes' ancestral ties with the surface world, and reassures
them that they have not been abandéned in the deep places of
the world. L

Language and Literacy

Svirfneblin speak Gnome, Undercommon, and whatever tongue
i5-used by those on the surface of their region. Those who deal
with outsiders often pick up 2 bit of Commen as well, Given the
nature of their closest neighbors in che Underdark, % net
unvommon for deep gnome linguists to also learn languages like
Draconic, Dwarven, Elven, Tiloskan, and Terran.

All deep gnome characters-are fiterate except for barbarians.

pDeey ghome
Magic and Lore

Itlusion is the favorite magic of every gnome, but for the
svirfagblin, it's essential to survival The deep gnomes know
more than simple fevisdality spells. Delving into the cracks of
the earth has uncovered many strange crestures, snd lost lore
from ancient empires. The deep gnomes treasure the powerful
magic items, spellbooks; and other relics of bygone ages—even
if they don't completely understand how ro use them.

SPELLS AND SPELLCASTING

Deep gnomes become illusionists more thanany other clazs They
also faver divination spells to help them discover the location of
materitls they are hunting for under the surface of the planer,
and conjurations to bring earth clementzls to lend them aid.

Spellcasting Tradition: Obviously, meost deep gnomes are
ilhisionists: Even those who don't specialize in the Iliusien
school sometimes take the Svirfneblin Figment Master fear
(see the appendix), as do clerics and other spellcasters who
don’t specialize.

DEEr GroME Macic ITEMS

Deep gnomes favor itenis thar mmprove ther ability to cast illu-
sions and find valuable mineral depesits: They are the source af

meEny magic items in jewelry form; such as weeklaces af‘ﬁrzﬂ-s!s’j_
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and amalerr of patiral arimer, ther inveterate mining having pro-
vided the raw materials needed to create these prized trade goods,

Commnion Magic Items: Decp gnomes are particularly adeprac
making gems into oxagic items. Any magic item that consists
eatircly of precious stong; such as geses of secing and jowr stones,
can be acquired among the sviefneblin at 10% less than the
normal cost.

Iconic Magic Item: On special occasions, deep gnomes break
out the Gagawdy, a prized, erimson-colored wine said to grant
visions to those who drink it Few cin have more than a few
draughts of this heady fand expfn_i:ve stuff without keeling
over (see the appendiv’l

Deep gnome Derties

While ehe deep gnomes of Toril may not be particalarly devout
as @ group, chey do have a full panthéon of deirwes chey share
with the other gnomes. Svirfneblin clerics often miove among
both miners and mothers; keeping up community spirits. When
they think the time is ripe, they declare a holiday Festival in
honor of whichever god they feel =-appropriate.

Callzarduran Smoothhands, the Master ‘of Stone, Is ‘the most
popular god smong deep gnomes, many of whom spend their
entire adult lives working in their town's mines, Callarduran
taught the svirfneblin to sumimon and befriend earch elemen-
tals, Many decp gnomie craftsmen work Callarduran's star
msignia into their jewelry and other handiwork. They are care-
ful not to use this theme with 2 golden ring, however, reserving
that privilege for the god himself.

Although he is the patriarch of the gnome pantheon, few
deep gnomes are drawn to the faith of Garl Glittergold, Garl's
bright and sunny taturésimply does ot seem relevant to most
svirfneblin Some svirfneblin even feel that Garl has abandoned
them in favor of their more cheery kin. Deep gnomes feel closer
to Segoian Earthcaller, beloved by theose deep gnomes who keep
pets or work with their few domesticated animals (these ave uso-
ally svirfneblin females, of coursc). The rarc decp gnome ranger
usizally finds this gods way with natire to his taste as well,

Mo gaomes really care for Urdlen, biet he particolarly frighe
ens the svirfnebling Tales of Urdlen’s: habit of attacking espe-
cially greedy deep gnomes just as they are.about to grasp the

most valuable gem ever 5¢en are commonly told te young deep.

gnemes to keep them in line. Sach parables also illustrate the
number of quick and senseless deaths that await decp gnomes
throughout the Underdark, Only constant vigilance agamist such
threats docs-any good and, for enconraging them to always he
alert, Urdlen has carned the decp gnomes® respect.

relations with other races

Insutar and suspicious, deep gnomes do tot ger along well with
any other races: If forced to pick with whom they would rather
keep company (outside other deep gnomes or noone at alll mest
deep gnomes would choose to associzte with forest gnomes, and
then rock gnomes. Bevond that, they might not mind gold
dwarves or shicld dwarves, of the occasional el

Svirfneblin do not have much feeling about any of thelother
standard character races; other thawa géneral aversion to all'of
them. However, they have a decp and abiding hatred for drow
and duergar. These twa races, with whom the decp gnomes share
the Underdark, have long been a tharn in the side of & people
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who would much rather just be left alone. Also, the evil ten-
dencies of these races have led many surface dwellgrs to think
thatall who live in the Underdark are unrepentantly evil, a proi-
odice that frequently causes the decp gnomes grief when they
first encounter-2n ignorant mtreder from the surface,

DEEP GNOME. EQUIPMENT

Svirfrieblin decorate their possessions with gems they've mined
themselves, and their smiths and jewelers are among the best in
the Underdark.

The deep gnomes have also turned mueshroom Famjmg intoa
science, Through arcane experimentation and carefil] cross-
breeding, they've grown species of mushrooms that provide
leathery fabric, woody stems, and any number of other pseful
materials.

ARMS AND ARMOR

In battle, most svirfoeblin favor light picks of the sort they
carry with them constantly and use in their daily work in the
mines. Female decp gnomes use hocs or other domestic imple-
ments for defense in an emergency, For ranged weapens, they
prefer regular darts as well as che specidl kinds described below,
Some also carry light crosshows for such work.

Unigee Items: Svirfncblin manofacture and nse a nomber of
specialized weapons particular to their race, including acid darts,
crystal caltrops, stun darts, and flash grenades (sec the appen-
dixl The latter are particularly effective against the decp
prnomes’ drow enemies

ANIMALS AND PETS

Deep gnomes often keep a herd of deep rothé, goats, or sheep
somewhere on the edge of thew towns They tend them cau-
tiously, always taking care to make sure the animals remain as
silent as possible. The svirfoeblin do not want their amimals to
attract unwanted visitors,

#As for pets, most degp gnomes don’t kesp them. There are
some whe have s few, small, blind fish in a glass bowl Others
might actually have moles, shrews, bats, dire rats; or cavvekans
isee the appendix) as animal friends, althoush these Tive nearhy
the gnome's hbme, fot actually in it

ghome, fForest

Regions: Aglarond, Forest Guome, Great Dale.
Racial Peats: Animal Friends, Forest Gnome Phantasist.
Level Adjustment: +1.

If deep gnomes are thought by some the black sheep of the
gnome family (a title more Tittingly reserved For the spriggans),
then Forest gnomics are the shy cousins, They are o reclusive

that many times bigger people have “discovered” thent, oaly to-

find thar the forest gnomes have been Living nearhy for cen-
turies: Forest gnomes are so quict aod painfully shy that they go

to great lengths to avoid contact with others unless there s a

great need to break their silence:
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Whercas the rock gnomes are Friendly and loguacious and the.

deep gnomes-are sullen dnd reserved, the forest gnomes are prac
tically invisible, the wallflowers of the gnomes They have a
‘great love for nature, particularly deep and gquiet forests far
from civilization or even anyone clse’s homes. For this reason,
many people—including other kinds of gnomes—have never
seen @ forest gnome, :

Mast Forest gnomes arc extremely private, preferring to
simply be left alone by other peoples. When among their own
kind, they are a bit less reserved. They see themselves as care-
takers of the farests in which they live, and about the only way
to he sure to trigger a fofest gnome attack i5 to directly harm
their beloved forest.

Forest gnomes are the smallest of the gnomes, averaging only
2 to 2 12 Feet tall. Even the tallest Forést gniome i5-less than 3
feet. They usually weigh around 27 to 38 pounds. Unlike other
enomes, they wear their hair and beards long, often almost to
their feer when unbound. The males often trim their beards to
a Fine point or curl them into hornlike spikes extending to either
side of their faces. Their skin is the color of bark,*and their eyes
gre wsually hrown or blue: Thewr hai' is brown or black, becom-
ing gray or whire wich age.

Forest gromes can live nearly 400 years on average,
although some make it quite a bit further, They use the follow:
ing aging effect characteristics instead of those gl?t'll in Table
61 in the Player's Handbok
Grotne, forest 150 225 3500 +4d% years

Forest gnomes are unussally diminutive; use the Following
random height and weight characteristics mstead of the defanle
gnome values deseribed on Fable 6-6:

+1410 27 b,
«1d6 20 1b,

%1 1h.
%11k

Forest gonome, male 207
Forcst gnomie, fem. 207

HISTOrY

The forest gnomes have had even less impact upon the history
of Faeron than the deep gnemes or rock gnomes. They have
likely saved several forests from aggressive logging for con-
turies, but their efforts are mfrequently acknowledged since they
arc rarely, if ever; seen. Among themssives, chey often mark the
years by significant events{hoth good and ill) char befell their
village or the forest in which they live; but thesc details are
often trivizl 2nd mean little to ontsiders,

outlook

The vast majority of forest gnomes would simply like to be Teft
alone to ehjoy the beaury of their wooded homes. They are not
particularly ‘distrustful of people outside their villages, nor do
they hate those who treat the woods with respect, However, they
just don't see how such peaple could ave much interest in them
nd their simple way of life,

Maost Forest gnomes encountered outside their homes are illu-
sionists, although clerics and druids sometimes show themsclves
as well ag great need. The illasionists help to conceal the gnomies,
their homies, and their efforts from the outside world. The eler-
ics and driads take great pains to help mameain the health of the
gnomes' forest home.

Most Forest gnomes see no reason to ever leave their homess,
but sometimes doing so becomses unavordable. Adventuring
Forest gnomes may be hunting for s solution to some problem
back home or hoping to learn more about the surreunding area
46 that they can defend chelr comimunity ageinst threats they
would otherwise know nothing about.

ForEsT GNOME CHARACTERS

Few forest gnomes take up adventuring professions, instead con-
centrating on craftsmanship or forestry and becoming experts
with the appropriate skifls. They énjoy songs of all sorts and a
few make good (i shy) bards. Forest gnomes have & reverent
nature and do well as elerics or drusds; bot no forest gnome con-
siders himsell a warrior, and gnomes who take classes such as
fighter or ranger arc almost nonexistent. Doe to their small size
and stealthy natures, forest gnomes make good rogues, serving
a5 scouts and spies for their isolated communities. Forest gnomes
study the arcane arts as their most effective defense against
bigger folk who'would otherwise overron’ them, snd many
become wizards specialized in the school of Ilusion,

Pavored Class: Most forest gnome adventurers are illusionists,
making that their favored class. However, clerics are a closc
second. Clerie/illusionists, cleric/Tighters, and lusionist/rogues
are common multiclass combinations.

fForest gnome society -

Life as a forest gnome 15 1dyltic, They eat only that which they
can gather—mostly fruits, nuts, and berries, with the rare bi
of meat. Farest gnome communities often number fewer than
100 members and can be as small as 2 single Family. The homes
in these hamlets are aften carved out of the trunk of & hand-
some hardwood tree, so skillfully fashioned that most people do
not even recognize the living tree 15 someonc's home (Survival
DC 20 to detect the forest gnome abode); forest gnome druds
long ago learned how to create such homes without harming
the tree. These homes are often hundreds of feet apart, giving
the families plenty of privacy from even each other. The inre-
riors of these places consist of several tiny rooms stacked op
atop each other and connected by trapdoors and ladders. Each
rooin is only about 4 feer tall, making visiting uncomfortable
forthe larger peoples without magieal aid. Most of these cylin

drical rooms have windows to let in the sun, but these are so
cleverly disguised as to make them nearly impossible to find
from the ontside.

The community normally gathers in underground chambers,
usually excavated in the local soil and shored up with stones and
beams. Each home in these humlets s connected to thechamber
by @ narrow tonncl just wide enough for a full-grown forcst
gnome to slip through

Most forest gnomes spend their day tending to the Forest and
gathering food. A few search for gems underground—they prize
emeralds above all else—while others araft jewelry of extraor-
dmary quality, The designs in forest gnome jewelry are filled
with themes related to their woodland home: flowers, treeg, local
ammals, and the like

Forcst gnome children areallowed to do as they like, Often
they-spend their days playing within arm's reach of their par-
cnts, watching how their elders treat the environment in
which they live, These children learn how to behave by way of

e




example, and this results in 8 quiet and near religious reverence
for the teeming 1ife of the forests thar surround them. Forest

- gnomes tespect their clders, and the eldest member of the com-
e munity 'is wsually the person in charge of it, regardless of
e gender, They have little in the way of politics—the patriarch

or matriarch simply acts as 4 wise advisor most of the time.
Otherwise, the forest gnomes only act as a2 group when they
have = clear consensus on what course of action they might
wish to take,

Outside their homes, forest gnomes are solitary, If two or
more are together, they form an mjsular group, of'tu:_'n whisper-
ing among themselves at the shghtedt event. In such cases, the
cldest forest grome present is the nominal leader.

- Language and
thﬁfuclll

Forest gnomes speak Comimon, Gnome,
gnd Sylvan, If they pick up an additional &
S e language, it's often Elven, but it could just 8
as well be Halfling, Treant, or the human
language of the surrounding region, Those
forest gnomes who fight to defend their |
homes somctimes pick up-a bit of Dra

e converse with their attackers and—if
= possible—spy on them.
- Forest gnomes have a special shility to
: : speak wwich animals-at will They make
- good use of this talent, persuadng i'cn‘ist-'! !
ki animals to obscrve intrndes and réport™
.. zny trouble in the woodlands. |
% All forest gnome characters are literats,
g except For barharians The next fordst
gnome barbarian one meets is likely to

be the first and may well be the lase. @05

abilities and
racial Features

Foresy gonomes have all the giomeé traits
hsted in the Plaver’s Hawdbook, cxcept.as
follows: 3

* +4 racial banus on Hide checks. This increases to +8:in Torest
settings. (This 15 in addition to the Hide bonus for their
Small size:]

* +1 racial bonus on attacks agiinst kobolds, orcs, goblinoids, and

reptilian humanods.

Auromatic Languages: Common, Gnome; S¢lvan. Bonus Lan-

guages: Draconic, Elven, Goblin, Halfling, Treant,and Qrc,

* -Bpell-Like Abilities: At will—pass withont frace and speak
wetil amimieds. Treat these abilities as spells cast by a druid of
the forcst gnome's tharacter level. These abilities areé in addi-
tion te the standard gnome ability to cast certain cantrips
The gnome can only use these abilities on himself, not some-
ome- else

* Favored Class [lusionist.

+ Level Adjustment: +1. Forest gnomes are significantly more
stealthy than ether charicters and possess useful speti-like abil-
ities, They are slightly more powerful and gain levels more

A ferest gmome avoids Big Falk
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slowly than the common races of Faerfin. See Table 1:n the
Introduction,

forest gnome
MQgIc and Lore

Like all gnome wizards, Forest gnomes prefer illusions to any

other school of magic. These reclusive people prefer to use these
spells to conceal the existence of themselves and their homes If
someone does come near, forest gnome illusionists often use
other illusions to distrace the intruderand draw her away from
the forest gnome community. When 2 forest grnome dogs have
to speak with outsiders, he typically vses fllusions to disguize
himself a5 a member of the intruder’s own race, the
better to hude his fellow gnomes’ proximity.

: Clerics are more important
to forest gnomes than any other
gnome subrace, These spelleast-
ers use their power to help tend
to the forest in which they live.
They often &ffer healing to ani-
mals, especially those who have
been imjured by a honter's
ATTOWS Or TrEps.

Forest gnomes also make nat-
ural druids. Their reclusive
manner dnd their respect for
mature fits i -well with the
drpidic traditions, However, Few
gre extrovertod enough to join
up with a druidic society. Those
that do manage often find it
well warth the effort, as they
then become more effective at
preserving their forest home
than ever before.

SPELLS AND
SPELLCASTING

Almest all forest gnome spellcasters are illo-
,  sidnists, clerics, or druids Forest gnome
magic tends to have the same character as the forest gnomes
themselves: unobtrusive but cffective in the background.
Accordingly, they favor utility spells with long durations, leav-
ing the flashier llusions for ther rock gnome cousing.
Spellcasting Tradition: Forest gnomes find phantasi spelis
particularly useful, so they often take the Forest Goome Phan-
tasist feat (s¢e the appendix ).

forest gnome Deities

Forest gnomes are the most devout of all the gnomes, their rey-
crence for their narural surroundings transferring quite éasily to
the gods who created it all. Forest gnome priests always lead of F
every gathering of Torest gnomes with a solemn blessing, Often,

such a priest is the glue thac keeps the distant members of his

community connected.

Forl
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Baervan Wildwanderer is the patron deity of most forest
gaomes, As his last name suggests, this god i most comfortable
in the remote places the forest gnomes call home: He has per-

sonally charged them with the care of their pristine homes,

and for chis they owe him théir undying gratitude, It is a
burden they have pladly shouldered. Clerics of Bacrvan aften
advise their fellows on the careful husbandry and stewardship
over the Forest. _

The faith of Segojan Earthealler is-also popular among the
Forest gnomes, Segojan taught them their undying respect for
their closest Friends, the animals with whom they share their
forests. Many forest gwomes wartiors weir armor covered
with grass and roots to demonstrate thew veneration for the
Earthealler.

To forest gnomes;, Urdlen represents the grear unknown,
evervthing above, areund, or even below thew forest homes—in
other words, the things of which the lorest gnomes are most

frightened. Still, on @ sunay day in the forest, Urdlen and the

Fears he represents seem far off, The god apparently appreciates
the work the forest gnomes do to preserve their homes, because
he rarely enters them.

relations with other races

Ie's not chat forest gnomes wouldn't ger along with other races.
They sumply avoid them so much thar they rarvely have much of

awhance to interact with them at all. Weheén they de meer pleas--

ant and respectfol outsiders, forest gnomes can usually rise to
the accasion, however shyly. If given a chance, they can he the
most steadfast of friends,

Those forest gnomes who have encountered outsiders prefer
rock gnomes, elves—particnlarly wood elves and wild elves—and
halflings {cspecially ghostwise halflings) to all others: This is
because these races share the respect that the forest gnomes
have for their natural surronndings.

As for the other standard character races, the forest gnomes
don't know or care much about them, However, they have a
long-standing hatred for orcs, kobalds, and lizardfolk, based
upoit the way these races abose-the forest and nature in general,
They are also somewhat suspicious of humans, a5 human loggers,
trappers, and hunters have damaged more than one forest
despite the forest gnomes’ best efforts

fForest gnome Equipment

Farest gnomes have no unusual racial equipment, although in
their armaments they favor bludgeoning weapons. Having seen
axes wied on far too many trees, forest gnomes despise these
weapons—and sometimes those who use them.

-

ANIMALS AND PETS

Forest gnomes do not keep cattle or pets of any kind. The ani-
mali of the forest are their fricnds, not crestures to be preyed
‘upon or domesticated. They have been known to strike up
friendships with all natural creatures of the forest, sithough
they Favor those closer to'their own sizes, like foxes, squirrels,
andithe like.

forest Gnome Region

Forest gnomes are reclusive, and ag a result, mast of them
simply take the Forese Goome region detailed below.

FPreferred Classes: Bard, cleric, drojd, wirard. A character of
one of these classes may choose a regional fear and gain his
choice of the bonus equipment below as a lst-level character. A
forest gnome character of any other class may not selectone of
the regional feats here and does not gain the bonus equipment
at 1t level.

Auntomatic Langoages: Common, Gnome, and Sylvan.

Bonus Languages: Draconic, Elven, Gnell, Goblin,
Halfling, Ore. )

Regional Feats: Animal Friends, Forester.

Bonus Equipment: (4] light mace® or halfspear®, or (B) wand
of enre dight wounds (15t level, 20 charges).

gnome, Rock

Regions: The Dalelands, Gneome (rock), Great Dale, Lantan,
Thesk, Western Heartlands.

Racial Peats: Animal Fricnd, Rock Gnome Trickster,

Racial Prestige Class: Breachgnome.

Rock gnomes are the gnomes thet most peaple are familiar with,
5o much so that when someone says "a gnome,” he or she 1=
almost always speaking of a rock goome, Unlike their reclusive
consins, the deep gnomes and the.forest gnomes, the rock
gnomes arc an inguisitive and loguacious people. They are

L) - Y & i
renowned throughout Faerdn as technicians, alchemmsts, and

mventors, as well as illusionists of the highest order. They do not
care much for living in larger cities, where their talentsare in
high demdnd, and prefer the rolling hills of the countryside. But
anywhere they find themselves, they display an amazing zest for
life and all the pleasores it holds.

Rock gnomes are far friendlier and more outgoing than the
other gnome kindreds. They are well known for their love of
jokes and pranks, as well as their fondness for finely made
things. As with all gnomes, they-adore gems of “all kinds, but
rock gnomes have @ particular passion for the purity and per-
fection of the diamond.

Rock gnomes average between 3 and 3 1/2 feer tall, and weigh
between 40 and 45 pounds. Their skin comes in many different
shades of brown, but is uneffected by exposure to the sun. The
hair of young gnomes can yary greatly in color, but in sdulthood
they all tend toward gray or white, The males wear their beards
neatly trimmied. £

From z tock gnome's pomt of view, hife i meant to be
erjoyed in gl ity facees: work, play, and otherwise. Again, it’s the
process that’s important, not the goal; even if those goals—like,
say, finely cut gems—do end up being valoahle on their owi
This shows in just about everyvthing a rock gname does, from
making a meal to working a mine to playmg a peactical joke.
The care they put into their actions always shines through.

Young rock gnomes have carcfree childhoods. During their
adolescence, rock gnomes arc cxpected to-learn the basics of &
useful trade and to master the Basics of sclf-defense. They are
encouraged 'to dabble in all sorts of pastimes until they find
something that perfectly fits cheir temperaments. They come of
age at 40, an occasion for the largestiparey of their lives, From




b
there, the average life expectancy is aboot 350 years, although
some have been known to-reach 700 years in age.

uisTnnlI

The rock gnomes arc counted as one of the majer races of
Faerom. Although they may not beas populous or influential as
some of the other races, there are gnomes scattered throughout
the continent, Gnomes have played a large part in the develop-
ment of frearms in Faerdn; and.they are acknﬁ“]fdged as the

masters of these tricky items. Y
k. There has never been snch a thing a5 2 gnome empire of sven
1 a countey, If gnomes can be said to have a homieland, it would
'-'H?%‘ have to he the izslands of Lantan, far to'the southwest
of the main cvontinent: Of course, few _“ P 5
2 goomes have ever been to Lantan or *
?..~Q know more sbout it than what
LR they've heard in the legends

passed down to them by ther
ANCestors.

outlook

Rock gnomes are generally apel- |
nuistic, They view the worldasa

! puzzle that the gods—in their 8
infinite wisdom—have laid out
before them a5 the ultimare chal-
lenige, one that cannot ever be fully met,
It 3 their greatest joy to be involved in
the unraveling of the mysteries of creation, an
act they feel brings-them closer to the gods with
each passing day.

! H In their adolescence, rock gnomes are encouraged

to dabble in 95 many differcnr things as possible.
Eventually, they find something that truly
intrigues them, fires their imaginations, and

sets them on the path of & carcer that may last

them the rest of their lives. Almost every rock
gnome enjoys whiat she does for a living, which is
one of the reasons that they have such positive dispositions,

Of course, Tock gnomes cnjoy their leisure time at least as
much as their work. They are known for hesting wild cele-
brations on the thinnest of pretenses. When they really have
& reason for cheer, the partics-have been known to last for
tendays,

While inost gnomes are homebodies at heart, a number
simply can’t resist the urge to go out into’ the world to explore.
Inguisitive by nature, gnomes often find themsclves almost
compelled to do everything they can to learh ahout anything
they want. Others) the greedier ones; set off in search-of fame
and fortune. Sadly, these are flecting dreams, s even the most
famous of gnomes is usually just another member of her com-
miunity when she recurns home.

Rock GroMmE CHARACTERS

Rock gnome characters with close tiss to their communitics are
often clerics, wizards, or rangers (afthough their low Strength
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<A display nf rock gmame gemcutting

seore means that they'll hkely favor ranged combat) Beock
gromes infeeted with wanderlust slmost always begome bards
{often supplementing their performances with ther extra
gnome spells) and rogues.

Favored Class; The rock gnome's favored class is the illnsion-
ist, for which there are two reasons? First, an idlusiedist can do
a great deal to help hide the homes of his people, grantiag them
the privaey they crave and the safety they require. Gnomies are’
not the match of mest other races on an open battlefield, and
they know this. They're smart ensugh to take every edge they
i ger. _

Second, illusionists have the most entertaining of magics at
their disposal The finest ointes can actwally tell visual stories
with their illosions, creating 2 new Kind of art form
that is exclusive to lpstonises: and favered by
__ Enome practitioners of thatarcaneare.

= Prestige Classes: Some of the braver and

stronger rock gnomes excel in fighting in
By the tight spaces in the tunnels in their
underground homes. In such spaces, a
breachgnome can hold off an invad-
ing force #lmost indefinitely. See
the breschgnome prestige class in
H“ the appendix.

rock gnome
socicty

Rock gnome Life is filled with Jong
days of work that stretch on for ten-
daysata time; punctuated by jubi
=~ lant celebrations in which these
hard-driven workers finally get
to blow off some steam. This.is
the kind of life that mest gnomes
prize, and they feel hlessed by the gods
that they are mostly ablé to manage it.
Once & gnome reaches adulthood, she i
expected to take up a career and work at it
tirglessly to become the best ar it that she
can he. Some gnomes switch vocations later in lifc—some do it
several times, in fact—but this is relatively rare. The vast major-
ity of gnomes find something they like to doand then stick wath
it for as long as they can.

ven on the job, though, gnomes are usoally friendly and fun-
loving people. They are constantly telling jokes throughout their
ditys, many of which leave their coworkers in stitches, Practical
Jjokes are fine too, as long as they don't disrupe the work cnvi-
ropment toa much. Every gnome loves a good pranh, but they
all insist on getting their jobs done oo,

Many gnomes work as miners. While they may not be as
aggressive at it as dwarves, they're actually much better ar get-
ting the most possible oet of a vein of ore: Others practice stone-
cutting or gemwork. Their metalworkers prefer to work with
softer metals—gold, silver, and so on—although they do a fNine
Jjob with harder materials like steel too. They also make excellent
woodwarkers and carpeaters. Facriinmn rock gnomes are among
the finest artisans working in the ficlds of toymaking; clockwork
engineering, and gunsmithing. It's comman for rock gnomes to
be armied with smekepowder pistols.

]

.



i = -

-

GNOMES

——iw——

- E

Gnome cooking 15 not much of a draw to outsiders. Tt tends to
be hland and overcooked or overcooked and over-saleed; reliable
gaome-friends claun to have tasted some that was'bland awd over-
‘salted, thopgh no one knows quite how the gnome cooks managed
this. Their fzaley) bread is unleavened. All gnomes are very fond
of rock eandy, and somc eat rock salt with cqual relish

Gnomes do, however, make excellent hrewers and vintners,
Many of them are talented musicrans as well. These two facts
contribute greatly to the repotation of gnomes as wonderful
party guests and cven better hosts.

Most rock gnome scttlements are small It rare to find
one with more than five hundred adults in a widely scattered
arca. However, these communities are usually found clustered
close together, usually within a few days' or tendays' travel of
each other.

Rock gnome burrows gre usually small bur tidy. Any marfied
couples have rooms to themselves, but the children wsually share
a-single room. Adelescents are segregated by gender, each sex
having its own room. Each burrow usially connects-to those of
the same clan by tunnel, mezning that many gnbmes rarcly if
ever have to go outside during & day. This is one rezson why
their conumunities can go unnoticed by the larger peoples for
so long.

When traveling or adventuring, gonomes sppear both singly
and m small groups: These groups sre nsuilly compesed of a
number of close fricnds or family members or both:

Language and Literacy
Rock gremes normally speak Gnome and Common, as well as
whatever language is predomanant in their hoime region, They
often pick up Dwarven and Sylvan becavse they live in areas
favored by these races. Additionally, they regularly come into
contact with those who speak Chondachan, Draconic, Goblin,
Iluskan, and Terran, alchough this isn’t alwavs under the best
of circumstanoes. :

Allrock gnomes are literate, except for harbarians.

rock gnome
magic and Lore

Like all gnome wizards, rock gnomes prefer illusions to any
other school of magic. They like to use their illusions in clever
ways to foal or misdirect foes or to entertain friends.

Rack gnomes all have the spell-like ability to speak doath ani-
maly, and many rock gnome characters eventually acquire the
Amimal Friends fear (see the appendix) to improve this alabicy:

Spelleasting Tradition: & panoply of Mlusions available ea rock
gnomes makes them incorrigible tricksters. They often take the
Rock Gnome Trickster feat (see the appendix), -

rock gnome peities

JHeock gnomes are not particnlarly devour in practice, although
they are-forever talking about their gods in conversation. They
attend services about once.a tenday, bot not with any kind of
Fervor. They believe that the gods are with them everywhere,
50 it's not always so necessary £o make the trip toa temple to
gee them. :

Garl Glittergold is the patriarch of the gnome gods, and
patron of the rock gnomes in particular, To look at them, one
might think that most rock gnomes model their lives on
Garl's behavior, including the constant tricks he plays on the
other ‘pods. Many gaomes do the same to their rends
whether they are gnomes or not. Clerics of Garl Glittergold
keep themselves endlessly busy with the planning of revels,
feases, and celebrations to bring good cheer, sustenance, and
wisdom to their fellows, 3

Rock goomes also venerate Bacrvan Wildwanderer. The pro-
tector of the forcsts and gladés thae rock gnomes cill home,
Baervan i dlso the patron of gnomish rogues. IF there’s anyone
who could possibly outdo. Garl in the prank department, it's
Bacrvan. The two have been trying to top cach other since the
dawn of the gods, and the friendly rivalry s still going on.

relations with other races

Rock gnemes get along famously with almose 2ll the standard
claracter races. They are particularly fond of dwarves of all
kinds, with whom they sharc a love of fincly wrought jewelry
and mechenical devices. They also have s great love far halflings
who can take 2 joke, Their common style of housing and their
similar sizes would be bonds enpugh, buc their shared jov for
living 15 what reﬂll; brings them together.

Rock gnomes are a bit more cautious around the larger peo-
ples, but these rescrvations uswally quickly give way to enthuosi-
asm when someone shows any sort of interest in or knowledge
ghout the gnome’s work or other passions

Ores, kobolds, and goblinoids find an especially cold place in
a rock gnome’s heart. Although most rock gnomes find it hard
to hate znyone, long expericnce with these races has told them
that it’s better to never cut them any breaks Besides; none of
them can rake 2 joke

rock gnome equipment

Rock gnomes have mo unusual racial equipment, but they are
outstanding gunsmiths.

Common Items Smokepowder and firearms arc available
amaong the rock gnomes for 10% less than the standard price.

ANIMALS AND PETS

Reck gnomes befriend many sorts of burrowing animals, such as
moles, weasels, badgers; and wolverines. These small creatures
serve as watchdegs (and, in the case of badgers or wolverines,
guardiang) for gnome hooseholds
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he mm.cpmmm:nt of the races of mived heritage,
half-elves can be Found throughout Faerin, but have
few 1&& mea]l‘mur own, They feel at home hoth
i the spranh@? amar empires and the seeretive elven
retreats, standing berween <lf and human cultore but truly
belopging to neither. They are 2 handsome and even-tempered
race who handle the challenges of 1:]11:1.1' mixed heritage with
grace and reserve.

There are three major subraces of half-elves in Faertn: com-
mon half-elves, half-drow, dnd 'halquuatic elves. The common
half-clves are those whese elven parents hail from the moon elf,
sun eif, wild ¢if, and wood clf peoples. When someone refers to
2 halfelf; they are 2lmost certainly referring toa half<If of this
descent. The hall-drow have drow bload in their veins, and are
extremely rare except in the most southerly lands of Facran.
Finally, the hilf-aquatic elves can be Found in simall numbers
-along any of Facrin's coastlines, caught berween their human
and their sea-clf’ heritages.

No true halfielven reslms exist in Facron, but half-clves are
far more prevalent in some lands than in othere. In the Unap-
proachable East, in the Yuirwood of distant Aglarond, a culture
of common half-elves descended from wild elves, moon elves,
and Damaran human settlers thrives beneath the Yuirwood's
green houghs. In isolated Dambrath in the south, half-drow rule
aver thew homan neighbors: Hallelves are also common in
places where hemans and elves have lved alongside each other
peacefully, such as the domain of Silverymoon in the Nozth or
some of the sontherly Dales,

Half-clyes have at least one clven parent or grandparént, or
twe half-lven parents: Te put it snother way, the child of a

*the legacy of conquest and oppression. iq

HALF-ELVES

half-elf and a human will be humsén, urless the half-clf parent
was the child of 2 full-blooded ¢lf. Unless a half-elven:line mar-
ries into other elvenror half-clven familics, their ¢lf character-
istics fade in .2 generation or two. On occasion elven traits can
reappear in otherwise human children born several generations
later, but halfclves of such remore descent are very fare,

racial History

Half-clves have little racial history. Scarce in number and widely
dispersed across the Face of Faerin, half-elves have left little to
mark their presence. Tree half-clven cultures have atisen i only
a handful of times and places.

Humans and elves have shared Faerdn for many thousands of
yvears, and rare individuals of both élven #nd human descent
have been around since the time of the Elven Crown Wars or
before. However, it isonly within the lase dozen centuries that
the decline.of the great old clven kingdoms and the rise of
human civilization have allowed the'two races to blend in any
nutnhers. The ancient clven kingdoms of Illefarn and Corman-
thyr sheltered large numbers of halt-elves in their final days, a3
both incorperated rising human lands beneath clven crowns in
the centorics following the raising of the Standing Stone. The
fall of Myth Drannor in 714 DR brosght an-end to the first of
these blended realms, but by that time Bilverymoon wis already
rising as a second Myth Drannor i the North.

In Aglirend, the settlement of the Yuirwood by humans in

the 8th and 9ch centories led to the rise of a half-elven folk who
still thrive today. Although the mercantile humans of Apgla:
rand’s coastal cities and the forest-wise rangers of the kingdom's
hidden depths do not always get zlong, Aglarond stands as the
best example of a hall-elven realm in Faerdn today, Dembrach,
on the other hand, presents an entirely different example. Seven
hundred years ago, the barbaric hbuman kingdom of Bambrath
was conquered by drow from & powerful city. Those who can
trace their descent to the great drow families who riled s

suzerains over their human subjects govern thew homeland as

proud overlords Whers half<lven blood is a sign of racia) har-
mony (or commerce, at least) m other. la.nds, in Dambrath it i5
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common
Halt-elves

‘Common half-elves dre descended from humans and moon elyes,
sun elves, wild elves; or wood elves. While these people ¢an be
found all over Faeriin, this section describes the half-lf colture
of -Aglarond, the land where the largest number of common
half-elves live.
Common half-¢lves blend human and
elven features, inifluenced by the sub-
race of their elven parent and the eth-
nicity. of their human parent. Moon
half-elves have pale skin tinged bluish
around the ¢ars and chin, ’rrnn:u.ng
their lower faces. Sun half-clves
have bronzed skin, and hair of &8
gold. Wild half-eives have
brown skin. Wood half-clves
have cappery skin tinged with
green highlights. i
Moat common half-elves are 2 hit dis-
tant, nsed to being cast i the role of out-
siders, In the Yoirwood, this isn't st The
l half-clves make up the majority and
have & long and proud history, Many 89
half-elves come to the Yuirwood once they g0
| are old enough to leave home. Here, at
last, s a place in which they can hops
to be accepred.
Half¢lves are more slender than
humans, and more heavily built than
elves; Since the elves of Faerdn are
taller and more sturdily built than
the elves of other worlds, Facriin-
ian half-elves are very close to
human size and weght. Use the o
following random height and &
weight characteristics mstead of
', the defanle half-elf values described on
Table 66 of the Plaver’s Handbook:

Hustr
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{ Half-lf, male
Half-elf, female

410*
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The Yuirwood, home to many thousands of half-elves, is located
i Aglarond in the Unapproachable East. The Yuirwood was
once populated by a large number of wood elves. In 776 DR,
however, humans arrived in the area and began establishing set-
tlements, At first the two cultures clashed, but they eventually
ibanded rogecher against the mutuzl threat of the monsters that
then lived in the woods, The two.races living in the Yuirwood
intermingled for centuries, eventually blending to form 2 trpe
half-clven culture.

In 1065 DR, the half-<lves of the Yuirwood made peace with
the humans living long the coast between their lands and the Sez

9

Half elver of the Tuirwood

of Fallen Stars, snd the nation of ‘Aglarond was born. Those
humans who réfused to make peace left far the western tip of
the ‘Aglerondan peninsulz, and formed their own country;
Altumbel. Aglarond was ruled by half-clven monarchs for gen-
erations. About fifty yearsago, the roval line died put; and the
last queen passed the throne on to her apprentice, the Simbul
Under her rule, the peopls of Aglarond prospered in the face of
Thayan aggression, and through their stalwart defense of their
land have forced their powerful neighbors to abandon (at least
temporarily | the dream of expanding to the Sca of Fallen Stars.
The Yuirwood 15 unique among forests, in that it 15 impene-
trable by dérection and serying magics. This has been a great
advantage to the Simbul and her
people, as it makes it impossible For
hostile forces to monitor the move:
ment of people and troops within
the Torest that covers most of
Aglarond. Relkath's: Foot is. the
largest sertlement of half-elves
the Yoirwood {and all Facrin, for
that matter). Tt s home to
some 5,080 people, most of
whom are half-elves,

outlook

While elves and half-elves are
@ respected and admired in many
parts of Facriin, homans in
lands where elves 2re not com-
monly encountered can be resent-
“ful of elven bicod..Elves are
gracelul,, attractive, long-lived,
mysterions; and skilled with
mighty magic, and humans wheo
do oot know them well can
easily come to regard elves—and,
by extension, half-elves—with envy
and fear. In places such as Silverymoon
or the Dalelands, 8 half-elf®s race % nothing
remarkable, and shé faces hittle or no higotry. In
lands where there 5 = long history of elven-
human conflict, such a8 Tethyr or Sembia, her clven blood
marks heras different and dangerous, with all the fedrs and sus-
picions ong might expect,

Many half-glves respond to the suspicions and slights of their
human neighbors by staving well away from homan civilization,
preferring a solitary life in the wildeérnesses of Faeriin, Others
instead take np a life of travel, never staymg in one spot long
cnough for racial prejudices to distance them from the folk
around them.

As the homeland of ‘2 mixed society of elves, humans, and
half-elves, Aglarond is unigue among the lands of Faertin, In
Aglarond, & helf-elf’s race 15 unremarkabls, und.n half=<lf is
judged by her own actions and accomplishments, not her kin-
dred. Aglarondan half-elves are a quict, thoughtful, and courte-
ous faolk, slow to hefriend outsiders, bot unfailingly loyal to the
friends they've made. Many half-elves from other land$ journey
to Aglarond at least once i their lives, and more than a few
remain there; enriching the Simbul’s realm.

W
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Harr-E1r CHARACTERS

The half-clves of the Yuirwood are a diverse community whe
welcome immigrants. Among them can be found people of every
character class and nearly every multiclsss combination, for
flexibility 15 & key trait among half-elves

Favored Class The highest cl2ss 2 halfelf has is considered ta
ke his favored class

Prestige Classes: Commen half-elves can dse any prestige:

classes open to humans, They also have access to the arcane
archer, spellsinger, and bladesidger prestige classes (sec
the appendix ).

nalf-elf society

Aglarondan society is generally free and open. Despite being
caught berween the reclusive peaple of Altumbel and che
agpressive zulkirs of Thay, Aglarend has known peace in recent
years. However, the Aglarondans know that the price of their
Freedam is eternal vigilance. Only their resolve, courage, and
skill held Thayan conquese at bay. Any folk of good heart wha
dre willing to stand shoulder-toshoulder in the defense of their
homes and their liberey are welcomed in Aglarond, and over
forty years of the Sumbul's tule, Aglarond has been greatly
steengthened by the immigration of hall-<clven craftsfolk,
foresters, and adventurers.

In Aglarondan, humans, half-elves, and elves Tive side by
side, cach accepting of their neighbors’ wayvs The half-elves
here reach edulthood st about age 20 and then take on what-
cver role they feel best suited For in therr sodiety. Many work
in the woods, huntmg wild animals, collecting pelts; harvesting
rare woods and herbs, and gathering nuts and berries. Agla-
rondan foresters take care not to despoil the Yoirwood, and go
to great pains to avoud taking too much game or felling too
many living trees.

Fldersure respected in Aglarand for the wisdom they have
presumably zained aver the years: Once a.half-elf is too old

ta wark, he 15 cared for by his Family ar his village until he

passes on,

When-outside a place like Aglarond. half-clves are longrs
and often keep to themselves. Some treasure the camaraderic
and the sense of Tamily they get when traveling with a group
of adventurers,

Lﬂﬂgi}ﬁgc and Litcrutg

The half-elves-of the Yuirwood speak Common, Elven, -and
Aglarondan. Aglarondan is & relatively young langoage that
developed from: the blendmg of Elven with the Damaran
tongue of the human sertlers who colonized the Yuirwood's
coasts Mive hundred years ago. For bonus langeages;, half-elves
often choose Chessentan,: Damaran, Draconic; Elven, Mulho-
randl, Ore, or Sylvan.
All common half-clves are Titerate, except for barharians

Half-elf Mugic and rore

Common hall-elves can use the racal spells of both humans

and elves They have no spelleasting: traditions of their own,

————

HALF-FLVES
i—

however: Aglarondan arcane spellcasters often follow the
Simbul in the choice of magical schools in which she concen-
trates: Evocation and Transmutation.

Half-elf perties. .

Common half-elves can choose any human or elven deity a5
a patron. Many Favor Sene for the love chat brought their
parents together, Aglarondan common half-elves faver Chaun-
tex, Sehune, Valkur, and the elven pantheon (the Seldarvine),
Those good-aligned half-drow who live in Aglarond have
brought the wership of the Lady of the Dance with them,
The worship of Eilistrace has spread beyond those wich drow

‘blood in their veins, and many common half-clves who enjoy

mvidnight revelrics—mostly bards, it has to be said—choose
Eilistrace asa patron.

relations with other races

The common half-elves of Aglarond get along well with most
of the major races of Faerin. They favar their own kind first
and faremost, but they happily work with both humans and
elves too, as well as dwarves, gnomes, and halflings. The halfl-
elves of Aglarond show a marked rolerance of hall-orcs. On
the other hand, Aglarondans are decply suspicicus of Thayans,
Mulhorandi, and Untherites. These old, corrupt empires have
sought to control the Aglsrondan peninsuls for centuries, and
even’ though Mulhorand and Unther no longer have territo-
rial aspirations in the ares, the free folk of Aglarond have
long memores.

nalf-elf equipment

Common half-elves have no unusudl racial equipment of their
own. However, they canmake use of any equipment or weapons
specific to humans or glves,

ANIMALS AND PETS

Common half-elves often raise animals and keep pets of the sort
thit hoth humans and elves do, Since many Aglarondan half-
elves are rangers or druids, they often have onosually smare,
strong, and loyal animal companions. Wolves, hawks, and eagles
arc gommmon in Aglarond:

Half-Aquatic elves

BRegions: Aglarend, Dragon Coast, Imp:'lturl, Sembia, Vithon
Reach. ;
Racial Peats Water Adaptation.

Ha]f—:quntic elves have no reel society of their own. Born of
humin and sea elf blood, they are extremely rare, since sea elves
tarely ventore into human lands Novmally they Live alone or in
small groups zlong the shore, or they simply take op life in 2
human coastal conmunusnity.
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Half -aguatie elves have pale green skin. Their hair can be
any human color, but it usually has a Faing green or blue cast
to it As they age, their hair becomes blwé-silver. They have
slight webbing between thewr fingers and toes, making them
excellent swimmers.

Although they cannot breathe water like their aquatic clf
ancestors, half-aquatio elves feel deawn to the sea IT they seem
distant or zloof, it's not because they're ignoring someone on
purpose. They'ré always listening to the roar of the nearby surf,
or imagming its sound o they travel far from the sea:

Half-mguatic elves reach the age of majority at 20 years old
and can live over to be over 180 years in age. Since aquatic elves
are larger and heavicr than most clves, half-aquatic clves have
the same height and weight characteristics 25 a full-blooded
human.

HISTO(Y

Half~aquatic elves do not have a history as a subrace. They are
simply too rare to ever form 4 commmuniry laeger than a thorp
on thewr own, and even these are slmost unheard of Half -aquatic
elves for the rare family of half-elves) only meet 3 handful of
other half-pquatic elves in the course of their lives,

outlook

Forced by nature to remain with her air-breathing parent, 2
half-aguatic elf is cur off—except for short visits—{rom any
aguatic elves with whom she could identify, costing her half of
her heritage. Where some people with such an pnusual heritage
would become bitter outeasts, half-agquatic elves mstead tend to
be dreamers, content to keep ther own company but not resent-
ful of their circumstances, Their human neighbors know much
less about aguatic elves than humans i other places know of
lapdbound elves, and therefore have little reason to fear the
half-aquatic elf’s elvien biood.

HALF-AQUATIC ELF CHARACTERS

Half-aquatic clves display the half-elven Tlexibility out of
necessity, for their heritage is forever divided against jtself.
Often loners, half-aguatic elves tend to be ropues, sorcerers,
ar fighters.

Favored Class: The highest class a hall- :r.quar_u: elf hazis con-
sidered her favored class.

Prestige Classes: Half-aquatic elves can use any prestige classes
open to humans, They alse have access to the arcane archer,
spellslinger, and bladesinger prestige classes,

Hulf—Aqﬁuﬁc elf Snciﬂﬂij

Most half-aguatic elves hail from a beach culture. As children,
they olten ger their sea legs on the family fishing boat. Some
such glves are fortomate to have aguatic elf parents who care
ahout rli:m and visit them regularly. When they are on the
sex, these children have 2 guardian angel warching them f'rmn
the depths.

When half-aquatic :lvt:s reach the age of majority—and
often before that—they are drawn to the sea. They often work

£,

on fishing boats or as pearl divers. They can swim much faster
than = human, althoogh not even half as fast as a true saa elf,
g0 they find that emplayment in and aroend the water suits
them well As they get older, hall-aquatic elves find themselves
drawnmore and more to the serenity of the sea: More than one
helf-agquatic clf kas been found alone in her boat, having passed
away fram old age while fishing once. again.

Language and Literacy

Half-aguatic <lves speak Common, Elven, and the homin
toigue of their home region, All half-aquatic elves are literate
except for harbanans, commoners, and warriogs.

abilities and
racial fFeatures

Hz]f—aq'uxtic elves have all the half-elven racial raits listed in
the Player’s Handbook, except as Follows

» Swim speed 15 feer. An aquatic lall=Il gains & +8 racial bonus
on sl Swim checks and can always choose ro take 10 wich
Swim checks, even if rushed or threatencd. Aquatic half-clves
can use the run action while swimming, as long as they swim
m 4 straight Hne

= Sea Longing: A half-aguatic eIf who remains out of sight of

the sei for more than a renday longs fof the séa, sulfermg

a =1 penalty on Wisdom-based ‘checks nati] she remuras to

the shore. '

Favored Class: Any.

Automatic Languages: Flven, Common, Home Region. Bonys

Languages: Aty (except secret languages, such as Dradic),

Hﬂlf—Aq uatic elf
Magic and rLore

HdH-aquntu. elves can wse the raciel spells of both humans and
elyes. They have no spellcasting rraditions of their own, How-
ever, half-aquatic ¢if clerics oftén choose Water or Ocean a5 one
of their domains: Similarly, half-aquatic elf wizards usually con-
centrate on water-oriented spells. #arer bresrbisg is 8 ue
favorite, a5 it allows the half-aqustic oif to visit the world of her
watery heritage, even if only for a licele while.

nHalf-aquatic elf peities

Half-aguatic ¢lves can choose dny human ot elven deity a5 a
patron. Many who have contact with their aquatic kin worship
Decp Bashelas, the clven god of the deeps. Deep Sashelas 15
even siid to: bless unions betwoen sea elves and humans
becaose they often lead to a greater wnrderstanding between
these two peoples. '

A small number of evil half-aquatic ¢lves venerate Umberles
as their patron. However, all half-aguatic elves respect and fear
this capricious poddess, like any who earn their living from
the sea, She seeins to have a fontdness Por playing with the lives
of half-aqudric elves, these individoals caught berween the airy
world and the one below:

"
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relations with other races History
Haﬁif'-aql;ath: elves get along with most of the common races, Avound FOO years ago, the barbaric human kingdom of Dnm-

They wsuslly prefer the company of humans, but they Find elves brath warred with the powerful drow city-state of T'lindhet
of all sorts fastinating. They-enjoy the company of dwarves, heneath the nearby Gnollwatch Mountains. When the drow won,
gnomes, and halflings as well, and they don't even mind half- they enslaved the humans of the region. Over the course of sev-
orcs Like their aquatic elf parents, they leathe sthuagin and eral human generations, the conquering dark elves took human

other evil creatures of the sew lovers fram their slaves, resolbing in a large nember of haif-
drow. Today, such people make up about 15% of the country's
» population.
T—T{llf—hl']l]ﬂﬂc E]'f In time, the ruling drow nobles came to spend less-and less

time on the surface, retirning to
their subterfancan city and leay-
ing their surface congquests in
the hands of their half-breed
children. The great Houses of
Thndhet carved up the broad
lands of Dambrath into their
personal fiefs, and their half-
drow scions served as good stew-
ards for their vast estates. These
great old families of helf-drow
rule Dambrath to this day; cach
nominzlly loyal o an sncient
House of Tlindhet. Drow biood 15
i sign of power and wealth in
Dambeach, bot wihén the - half-
drow of the surface visit their ancient
families below the Gnollwatch Moun-
tains, they find that their full-blooded drow
relations treat them as inferiors,

Eqmpmﬁnt

Half-aguaric elves have no unusoal
racial equipment of their own,
However, they can make use of any
eqipiment or weapons special to
humans of élves. They have a spe-
cial -affinity For the weapons of
aguatic clves, including spears, nets,
and tridents.

ANIMALS AND PETS

Half-aquatic elves keep znimals
ot petsias often a5 any seafaring
humans. Aboard ship, they prefer
cats, They like to play with fish
and sea mammals in the surf;
bhut' they rarcly domesticate
such creatures

outlook

Pambrathan half-drow combine cold, conde-
sgending . arrogance with secret shame.
Although they consider themselves the
beteer of the humins over which they
fi,o rule, they know that cheir drow
cousins feel similarly about them
They spend = great deal of time trying to
prove themselves to everyone around them,
including each other,

Many half-drow become adventurers to escape the bigotry
they face in just about every community they find outside Dam-
brath. Dambrathans, on the other hand, often range far outside
their homeland to garner the wealth and fende that can prove
their superiority back home.

Half-prow

Regions: Dambeath, EIf (drow?),
Half-drow, the Worth,
Racial Peats: Drow Eyes:

i

In most lands, half-drow are rare. Since so
many deaw are rredeemably evil, they only Half-drow and balf-moon eif
mate with humans by way of rape or slavery.

The only exception are the half-drow of the land of Dambrath
in the Shinmg South, who arise from the centories-old drow sub-
Jjugation of thé human folk of that land.

Half-drow have dusky sk, silver or white hair, and a broad
range of eye colors. They are often just as dark-heareed as théir
elven parents, but with & bitter resentment that comes from
knowiag that theyare considered sccond-class members of drow : ;
socicty, In human society, half-drow are distrusted nearly as z r
mu,:h}as therr full-blooded cousing, Despite this, good half-drow HaLr-DROW CHARACTERS
are much less rare than good drow, Whether this has to do with The half -drow of Dambrath are aften [ighters and wizards—two
the infloence of their human blood, or the desire to rebel against quick paths to power on the surface world, Unlike the caste-
the drow who treat them so peorly, is difficalt to tell. driven-society their drow forcbears came from, kalf-drow show

Half-dvow use the same age categories as other half-elves all the adaptability of other half-clves. Accordingly, many of
They use the standard half-elven heiyght and weight entries from them opt ta multiclass.

Table 6—6 in the Flayer's Handbosk, Pavored Class: The highest class a half-drow has is considered
his favored class
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Prestige Classes: Hall-drow can use any prestige classes open
to hutnans. They also have access to the arcane :.::dwr, spell-
slu:ger, and bladesinger prestige classes.

Half-nmw society

T Dambrathan soriety, half-drow are aristocrats by birth. They

grow up pampered. but'a great deal is expected of chem. When
they becomie adules, they must do their best to prove that they
are worthy of their blood. If they fail, they disgrace their cotire
family, and may be disowned and expelled from the country
m shame,

Elderly half-drow who have proved themselves can settle
down and teach the younger ones what they know. Otherwise
they must keep at their chosen prafession until they finally arc
deemed worthy. In any event, elderly half-drow rarely live long
after age begins toweaken them, since there are always vounger
refations hungry for the opportunity to claim the wedlth and
station of an aged half-drow.

Outside Dambrath, many half-drow arc milta.r], souls, pre-
ferring to keep their own counsel than sully themselves with
the opinions of others. Other times, they band together into
g sélf-important group, often bullying those they feel they
can intimidate:

Language and LiIﬂfﬂEIIT

Half drow speak Elven and the human tongue of thelr home
region. If they were raised in the Underdark or Dambrath, they
speak Undercommen. Otherwize, they speak Common.

Al half-drow are literare, except for barbarians,

Abilities and
racial fFeatures

Half«drow hawve all the half-elven racisl traits listed in che

Player's Handbook, except as follows

* Darkvision up to60 feet.

* Drow Blood. For all special abalities and ﬁffnf:s, a half-drow
is considered a drow,

Half-prow Mﬂgic and Lore

Half-drow can us¢ the racial spells of both humans-and drow,
They have no spellcasting traditions of their own, however.
Common Magic Items: Due to Loviatar's influence in Dam-

brath, magic whips can be purchased at 2 10% discount from the

half-drow.

malf-prow peities

Half-drow can choose any human or drow deity as a patron.
(Dambrathan half-drow almost always choose cither a patron
among the drow pantheon or, better yet, Loviatar, Good half-
drow almost always take Eilistrace as their patron. For many
hali-drow of good heart, choosing Eilistrace i5 & compromise
between bath sides of their heritage, one that chey can happily
live with.

X
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Loviatar's faith hasa peculiar place among the folk of Dam-
brath. This goddess of pain and suffering had a following in
Dambrath before the drow conquered the fand. In facr, withooe
the aid of Lovidtar's cult, the drow might never havé taken the
country at'all. In respect For her, the worship of Loviatar is still
the official faich of Dambrath, and most half:drow who live
there follow this line

relations with other rRaces

Most hall-drow doa't get along well with anvone outside other
half-drow. Dambrach is really the phice for such people, Good
half-drow are often friendly when approached with acceptance
or nnderstanding, but standoffish otherwise. They Enow all too
well how most people Teel about cheir drow kin and, by exten-
sion, them.

Half-prow B[lliipﬂ]ﬁﬂf

Half-drow have no unusual racial equipment of therr own. How.
ever; they can make use of any equipment or weapons special
to" humans or drow. They have a particolar fondness for the
hand crosshow,

Half-pDrow Hﬂginn

While many half-drow native to Dambeath choose that region,
& half-drow character living in more northerly lands is an expa.
triate and loner. This region represents a sofitary half-drow
native to the woodlands of Cormanchor or the North,

Preferred Classes: Cleric, fighter, ranger, rogue: A charzcter
of one of these clazsses may chopse = regional fear and gain her
choice of the bonus equipment below as a Ist-level character
A half-drow of any other class may not select one of the
regional feats here and does not gain the honus equipment at
Ist level, .

Antomatic Languages Common, Elven, Undercommon,

Bonus Languages: Chondathan, Dwarven, Giant, Goblin,
[Muskan, Sylvan.

Regional Feats: Daylight Ad-aptatmu, Drow Eyes, Strong
Soul, Survivor,

Bonus Equipment: (A} rapier” or longsword”; or (B) chain
shirt®; or (C) hand crossbow and 3 doscs of drow knockout
poison (see appendix). :




our suhraces of ores are known to roam Faeran. The first

of these subraces aré the gray orcs of the East, nomadic

orcs whio are fanatic in their worship of their deities. The
second are the warlike mountain ores of the North, quite similar
in physieal abilities to-thess ores presented. in the Mumsrer
Manual but with quite different societies and outlooks on life,
The third are the half-orcs, one of the “homeless™ raceé of
Facrtin, a mixed people wichout & history to call their own. The
foirth ‘subrace comprises the orogs of the decp Underdark,
mighty weaponsmiths and warlcaders long forgotten by the sar
face peoples.

overview

Warfzre infuses every aspect of orc society. When they are not
out raiding aid atracking their enemies (often other orc tribes),
orcs train i Tighting, boild and repair weapons and siege
engines; and generally chomp at the bit for the next battle,

Orc tribes often make their Tzirs in netural caverns, since
caves are casily defended and require little cohstruction to for-
tify. Tt 1 just as common to lind a tribe of ores dwelling ina
rianed fortress or underground complex captured by invadmg
atcs. Ore tribes who have not found & suitable network of cav-
erns or capturcd a dungeon or castle to live in build small
nomadic villages instead. Ore villages consist of tents and other
temporary structures arrayed in a circular pattern, guarded by
w moat or patisade. These villages are built atop hills or against
cliffsides, lekes, or rivers, utilizing matural obstacles to inorease
the defensibility of the village.

Orcs have a savage, patriarchal society. It 15 virtoally ue-
known to find 2 female orc in a position of secular power in an

orc community. Orc males typically ‘take & handful of wives, wha
are uspally treated as lictle miore than trophies and slaves Oresons
are expected to train-in combat a5 so0n a5 they can hold weapons,
and mfighting among siblings is encouraged. An orc father has no
meerest in rearing a child who cannot hold his own agamst his
brothers, and a sickly or uadersized oré never lives long.

Female orcs have lietle to look forward to. Rarely, a particu-
larly tough ore woman can muscle her way into the orc armics
and serve slongside her brothers as an equal, but For the most
part, female orcs are regulated to the roles of servant and
mother: Femnale orcs are as physically strong and capable a5 male
ares, but ore society s narrow-minded and brotal. The one Teal
aree in which a female ore can hope to excel 15 miagic, particu-
larly divine magic. Female orc adepes, cleries, and druids use
their nagical skills to strike fear and trepidation’ into the males
of their community and are, for the most part, left alooe to do
what they want. 1 1

Slavery is common in ore communities. Usually, slaves in an
arc lair consist of subjugated kobolds or goblins, although it isn't
ungommon to sée orcs of opposing tribes or subraces kept as
slayes. Humans, gnomes, dwarves, and halflings are often' kept
as staves too; although they are treated poorly and gencrally
don’t live long under such Harsh conditions. EIF slaves are rare,
smee mast orcs would prefer simply to Kill End gat any elves
they come acrbss,

racial Hish)ry

Orcs—like elves; dwarves, and many other races now quite well
known on Facrim—sare not true natives of Toril, The First
migration of orcs into Faerdn eccurred many thousands of years
agn, through portals built by one of the creator races. For thou-
sands of yearsafter they first migrated to Toril, the orcs were
litrle miore than feral savages too busy fighting and warring
among themselves to warrant the attention of the great elven
nations. This age of true savagery among the orcs of Facrin is
believed to have lasted for well over fifreen thousand vears: Tt
wisn't aatil —3800 DR that the orcs of the Worth finzlly coa-
lesced into metual tribes, Less than 200 vears Liter; the tribes
onified under a powerful set of ore leaders, Forming the first ore.
horde, This legion of ores firse tusred its attentions south in
—-360F DR, when they lannched a mujor invasion of the fledgling
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nation of Netheril and wreaked much havoe before Netherese
and clven armies turned them back. Despite their defeat, the
orcs found thae they had a taste for warfare, and since that rime
peripdic orcinvasions have comtinued to menace the southern

regtms every few generations, when orc populations gréw large

enough for-a new horde to form,

The North wasn't the only region of Faerin destined to feel
the savage claws of the ores. In —1081 DR, a band of rebellious
Mulhorandi wizards opened 2 portal to the orts’ homeworld, and
nfifeashed a massive horde of the crestures on the world several
years later. The resulting Orcgate Wars stand as the single great-
est time of havoc and warfare inflicted on Faerin by the orc
race. The ores were finally defeated in —1069 DR and scattered
throughout the region.

Since those long-ago times, orcs have continued a3 a plague on
the surface of the world. In the North, ore hordes have destroyed
tar helped to destroy | many great kingdoms of dwarves, humans,
and elves, including Ammatindar, Phalorm, Délzoun, Eaerlann,
and Ilefern, Orc hordes have at various times ravaged Chessefita,
the Vast, and the Sword Coast as far south-as Calimshan, It is
only a matter of time hefore the orcs gather agzin:

Gray orc

Regions: Damara, Moonsea, Ore, Ra.shfmen_, Thesk, Vaasa, or
The Vast,

Racial Fears: Dayvlight Adapration, Hcad.tcu::lg Rush.

Racial Prestige Class: Orc warlord .

Level Adjustment: -1

The orcs of the castern lands are concentrated in the Moorisén
and Endless Wastes today, with a much smaller number scatrered
through the various lands that lic between. A gray ore looks less
bestial than their mare savage northern kin, but is still obviously
nonhumen. They are somewhat hairy, with long manes of bristly
hair on. their heads, shoulders, and backs. Their faces are less
porcine than the mountain orcs, with the exception of their tusks
They have velow, orange, or red eyes, lupine sarg, and black or
gray hair. Gray ores are more apt to wear “civilized” clothing than
moeuntzin ercs, and prefer varying shades of brown, black, blue,
and other dark coloes. Skin tones are ugually gray with mottled
patches of lighter or darker gray on the chest and Flanks.

Gray orc characters have the sfarting age, 1ife expectancy, and
height and weight characteristics of half-ores, See Chaprer 6 of
the Player's Handbook.

HISTOry

The lands of the East were relatively free of the ore scourge for
much of Faerin's history. Unfortunately, this all changed in
-1081 DR, when the Theurgist Adept Thayd, last surviving
apprentice of the ancient Imaskari wizards, opened a fateful
portal to'a savage world dominated by empires of fanaticelly
religious ores. Thayd was executed nor long after for mciting the
wizards of Mulhorand and Unther.into rebellion; leaving no one
on Fagrin who knew.of the existence of the portal, For fiye
vears, the portal remained dormant until it was discovered by
the orcs, who pourcd through and laid sicge to the nations of
Mulhorand and Unther. This attack lasted for six years and
becamie kfiown to historians as the Oregate Wirs,

i

The Orcgare Wars began in 1076 DR and quickly escalated
into & war of devastating proportions, Ore warriors slew thou
sands upon thousands, but the most terrible aspect of this army
was its magical might. These orcs were fmuch mors fanaticu
than those of the Worth, and their clerics had developed amaz=
ingly powerful and deadly spells. The most potent of these
magics was the abilicy - for the ‘orc clerics to call upon direct
avatars of ther deities, an ahility they wsed often to overwhelm
their enemies. The gods of Mulhorand and Unther also possesscd
awatars that dwelr.om Faeriin, but they had expended much of
their power in Frecing their faithfnl from vears of oppression
under the Tmaskari Empire, and were l-prepired to defend
their flock from the ore hordes. Nevercheless, the deitics of
these two nations opposed the orces, who respinded by calling
upon avatars of their owi gods. The resulting barcle was the
Battle of the Gods, a titanic clash of power that scarred the land.
The Mulhorandi deity Re was slain by the leader of the orc pan-
theon, Gruumsh, Many more followed, a5 several powers of the
Ustheric pantheon were slain by the avatars of the orc gods.
The orc armies and their deities were terribly weakened, despite
their victory over their enemies, and two: years later the shat
tered remnants of the Mulhorandi and Untheric pancheons ral-
lied to defeat the orcs and their deitics in —106% DR,

Socamplete was the destruction of the orc hords that the gray
orcs in the region have siever beén able to fully recover. Over the
next several hundred years, the gray orcs fragmented time and
time again into countless small tribes scattered throughoot Thay,
the Moonsea; and neighboring regions, Birter infighting among
their own kind has kepr the gray ores from returning to the
power they once wiclded during the Orcgate Wars!

outlook

Gray orcs are just as:mesn, savage, and barbaric as their north-
ern.cousing, but they lack the mountain ores! drive to conquer
and enslave. A gray arc s quite likely to resct suddenly and
wrationally fo events, trusting 1o his heart and instincts mare

-readily than logic. When presented with an opportunity to

attack s hated rival, a gray orc doesn't hesitate to attack even
if he has been brutally defeated dozens of times before by the
same enemy. 1

GraY Orc CHARACTERS

A gray oec’s serength leads to the fghter and barbarmay elasses, and
their perception and cunning also make them effective rangers.

Favored Class: Cleric. Although gray ores are comfortable
with the savage life of the barbarian, they tend to be mere
calm and collected than northern orcs, focasing their rage and
hatred inward. This allows them toexcel as clerics of the war-
like orc deities. .

Prestige Classes: Gray orcs don't have an immediate interést
in most prestige classes, and prefer to remain with the one class

“they chose from the start. Many orc clerics becomesdivine cham-

pions or divine disciples if they can meet the requirements, but
few live long enough to do so:

Gray orc society

Gray orcs are nomads, They dwell in remote, desolate corners of
northeast Faertn and eke oue a meager existence as they can,
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traveling along traditional migratory routes between established
campsites and favorite caves as the seasons change. When

resgircel in an area run fow, 4 tribe moves on to greener f1elds.

A rypical gray orc tribe consists of 30 to O members, led by
the strongest orc in the tribe, This ovc is known as a chicftain,
and he is responsible for deciding when the tribe attacks its
neighbors, The position tends to be a temporary oncar best, for
orc chiefrains are-constanily being killed (cither in battle or
through treachery) and replaced by new chieftains. The true
power behind 4 tribe of gray orcs, though, is the tribes high
pricst, who 1= typically an adept of cleric (often female) who has
held the position for many vears. THe gray orcs are zealots, and
the word of their-tribal clerics i law. Clerics from other tribes
are wsually viewed as heretics, despite the face that both tribes
likely worship the same deity in the same manner.

Language and Literacy

The gray ores spesk 3 complex variapt of the Ore tongue
Anyone who can speak Orc can understand this language; but
many words, inflections, and pronunciations vary wildly berween
tribes-and usually a period of a few days is required to sort out
and get used to the idissyncrasics of 1 new tribe. Gray ores are
not fond of learning new languages, but = tribe’s clerics typically
know Commeon (to interrogate caprives) and Giant and Goblin
{to interdct with possible allies),

Gray orcs are not literate unless they havea level ina player
character class other than barbarian.

abilities and
racial fFeatures

Gra.]' orcs all possess the following racial traits;

= +1 Strengeh, —1 Intélligence; +2 Wisdom, —1 Charisma: Gray
arcs are 0ot 45 strong as mountain ores, but they tend to be
much more independent and stmng—mﬂl:d.

Medium-size,

Gray orc land speed is 40 feet. Their gait 5 long and loping and
they can cover preat distances quickly,

Proficient with the grearaxe and longhow; griyv orcs train with
wespons from childhood.

Light Sensitivity (Fx ) Gray orcs suffer 2 —1 penalty on ateack
rolls in bright sanlight or within the radius of a deydipht spell.
Seent (Ex} Gray orcs have the scent ability, as detailed in the
DUNGEON MASTER'S Guide,

Orc Blood: For all special abilities and effects, a gray orc is con-
sulered an orc: Geay orcs, For example, can use or creaté orc
weapons and magic iems with racially specific orc powersas if
they were orcs

Favored Class: Cleric.

‘Level Adjusement +1. Gray orcs are slightly more powerful
and gain levels more slowly than most of the ether common
races of Facran Sco Table 1 for more information.
Automatic Langusges Common, Orc. Bonus Languages: Dra-
conic, Gunt, Goblin,

-
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gray orc magic and Lore

Arcane spellcasters, while not unknown among gray orcs, are
quite rare. In2 society dominated by hrl:tta']it!.'l and strength,
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there isn't much room for more academic study. Those orcs who
do become arcane spellcasters are invariably loners or ougeasts,
Divine spellcasters are much more common among the gray
orcs: When they first invaded Faerim during the Orcgate Wars,
they possessed many unique and powerful spells, the most pow-
erful of whith was one that could copjure an avatar of the
caster’s deity. Since their defear, knowledge of much of this
magic has been lost; and now ore adepts and cleries focus on+
mare common magics, Gray orcs do not often become drinds,

GrAY Orc Magic ITEMS

Adepts and clerics often cralt scrolls and potions to aid them-

selves or to bolster the strength of their tribe, but for the most

part the majority of magieal items found in 2 tribe of gray ores
consist of items stolen from the bodies of their enemict.

Gray orc peities

Gray orcs worship all the various oic deities equally. They

icknowledge Gruumsh as the leader of the ore gods, but & typi-

cal gray orc dossi’t feel bound to worship -him above any other
deity, and wsually sclects a deity that most closely aligns with
that orc's particular interests and temperament. Most of the
ares of a particular tribe 1-'-'01“5]1![! the same deity.

nﬂlﬂﬁnns with other races

The gray ores.don’t get-along well with anyone apart from their
immediate tribe. Other ore tribes are viewed with suspicion and
jealousy. Since it°s assumed that another tribe has it hetter of T
than the one you belong to, ore tribes often attack each other
to steal resources, They have no particular hatred for other
races; gray orcs pretty mech hate everyone cgually. Notable
exceptions arc goblins agd kobolds (whom the orcs often accept
mto their tribes 25 minwons or slaves) and ogres (whom the ores
admure for their savage strength),

Gray orc equipment

Gray orcs are marginally cleaner than mountan orcs, and their
cquipment is kept ' better shape as a result. Axes in particular
are viewed as holy, and ap orc takes fastidious care of his axe,
sharpening it and repairing dents and tiny fractures constantly.
They often keep track of thewr greatest Rills by notching an axe's
handle or mseribing names oit the head of the axe. Tokens such
as feathers, beads, gems, dnd body parts havvested from
defeated enemics (Tingers and ears are a favorite) of ten-adorsn-an
orc's axe. Gray ores favor light armor that allows them to use
their speed to best advantage. .

ANIMALS AND PETS

Gray orc tribes often keep a small family of amimals or beasts a3
guardians, bat care of such creatures are held to be the responsi-
hility of the tribe as.a whole, These guardians are not typically
vary dangerous, since many tribes have learned the hard way that

keeping something as powerful as & hulette is 2 good way to gt

the tribe eaten, Comnion tribe guardians include dire weasels, dire
wolverines, dire-boars, owlbears, and various kinds of vermin.

R——
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Half-orc .

Regions: Amn, Chessenta, Damara, the Moonses; the North,
Vassa, and Waterdeep.

Racial Feats: Headlong Rush,

Racial Prestige Class: Orc warlord.

Half-orcs are fairly common throughout Faerin. They hive no
truc homeland ro call their own and asa result most spend their
hives wandering the world in search of 2 purpose. Half-ores are
invariably the product of a human and an ore, bue storics are
told of half-orcs carrying the blood of dwarves, goblins, hob-
goblins, and even halflings, gnomes, and elves. Ores are a fecund
race, and such stories likely have some gencsis in truch,

A half-orc is usually aboue as tafl a5 3 human and a lirtle
heavier. Their skin tends to be gray with green or even purple
undertones, and their faces feature sloping brows, jutting jaws
with promunent tecth,-and flat, squashed tioges. This and their
coarse body hair make ther lincage plan for all tosee.

HISTO (Y

Half-ores have beena parf of Faerdn for & very long time, but
nemetheless they have never ergamized mto-a true civilization of
their own. Unique half-orcs eften gaim grest power in their
chogen lield and become well known in history texts, but their
cxploits are always in the name of another peopls, or {maore
often) isolated incidents not tisd to any particular-civilization,

outlook

Most half-orcs are surly individoals who endured horrible child
hoods. They are too coarse and savage to fit in well with
humans, and too Fragile and thoughtful to fic in with orcs As o
result; the majority of half-cres grow up alone and without any
mfluence From orc or humen socicty. Thus, hall-ores speak their
mind and act upon their feelings without any fear of repercus-
soms. They are nomads,. loners, and hermits at best, and mur-
IJ.I:!'L'T:"- and SEVRELS AT WOIsL.

Without a place to call @ home, and often without a Family
or close [riends to count on for companicnship, half-ores learn
from an early age to look cut for themselves This i often inter-
preted a5 greed or selfishness by other races, bat too many half-
orcs have learned the hard way that they are not welcome in any
land, and muost provide for themselves,

HALF-ORC CHARACTERS

Half-ores’ narural strength and toughness push them serengly
toward fighters and barbarians and away from the spelleasting
clazses. Half-orc rogoes are common ag well.

Favored Class: Barbarian; half-orcs shun society as a rule and
as a resule must be strong and able to survive i the wildérness

Prestige Classesi Half-orcs; in their nomadic travels, are
of tenexposed to a wide range of prestige classes, As a result,
it wn't unusual for a higher level half-ore to possess one or
two levels in just about any prestige class she can meet the
requirements for.
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nalf-orc sn_ciem

Altheugh the half-orcs of Faeriin have no true nation to call
their own, therg-are some small régions in the world thar are
ruled by their kind Strangely, it seems that when half-orcs
gather in large groups like this, they tend td'he much more civ-
lized than their feral orc kin, The city of Palischuk in Vaasa, for
example, is.a ruined city rebuile by 2 large tribe of nearly ten
thousand haff-ores who now trade peacefully with their neigh-
bors. Another example is Phsant in Thesk, a city with a strong
gray orc presence and 4 growing half-orc community,

Language and Literuclll

All hialf-ores speak both Common and Ore. They are atcepted on
the fringes of both ore and human societies, and being able to
commumicate clearly with both dramiatically increases a half-
orc’s chdrice to find allics. Alchough they don’t particularly
make gifred linguists, half-orcs learn @ number of other lan-
guages simply as a resule of thew nomadic, wandering lifestyles,
Other languages commonly learned by half-ores include Dama-
ran, Giant, Gnoll, Goblin, Nhwskan, and Undercommon.

All half-orcs are literate cxcept for barbarians, adepts, com-
moners, and warriors,

abilities and
racial Features

Half-ores have all the half-orc racial festures har:d in the
Player's Handbosk,

nalf-orc Magic and Lore

Half-orcs do not have & centralized sogicty that they can-call
their own,-and a5 a result have not devi r]upcd gny unigue racial
spells or spellcasting traditions.

HALF-Orc Magic ITEMS

In keepang with their proclivity toward warfare, half-orcs prefer
miagic weapons and armor s a rule, Their dangerous lives often
depend on their offensive and defensive capabilities. Items like
Bats ::f:f.:!gu.!ﬂ" are popular with half-orcs who dwell in regions
where their kind is hated or mistrusted,

Half-orc perties

Half-ores wha remain among their arc kindred worship the gods
of the orc pantheon, often with greater beliel and {ervor than
regular orcs since many half-ores feel the need to prove to their
deitics that they are just as powerful and strong 4s their [ull-
blooded orc Eindred. These half-ores who do not dwell among
orcs are free to choose their deities as they will. Common patron
deities for such half-orcs include Bane, Garagos, Hoar, Loviatar,
Malar, Talona, Tempus, and Tye,
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relations with other rRaces

Half-ores have uphill battles to fight when interacting with
most other races, since many are quick to assume that their
orcish blood carrics with it an inhcrent savagery and cruelty,
Moast half-ores return this suspicion and trepidation when inter-

aeting with others They make friends only with difficuley. Once

trust is established, it i often a flecting thing that can be frac-
turcd with one misinterpreted comment. Often, a halfore joins
an adventuring company and never feels fully at case with her
traveling companions no matter how many times thc} have
praven their loyalty.

Half-orc Bq_uipmenr

Half-ores, as @ race, have not developed any onigue types of
exotic weapons, althiough many individuals favor ore weapons
such as the double axe. Most of them are reticent about owning
more equipment and gear than they can edsily carey, both
because of their nomadic spirits and because they must always be
ready to tear up their roots and move on if their neighbors sud-
denly decide to turn on them.

ANIMALS AND PETS

Half-ores fre particularly fond of kecping animials as pets, since
pets-have few preconeeived notions sbout a person’s backzround
or race. Hunting degs, horses, and falcons are all popular
choces; and those with particolar skill at Handle Animals some-
times train more dangerous monsters. like owlhears, spider
eaters, and dire animals s pets or minions,

mMountalin orc

Regions: The North, Ore, Silver Marches.
Racial Feats: Daylishr Adaptation, Headlong Rush.
Ragiz] Prestige Class: Orc warlord,

The orcs of the North dnd the Spine of the World comprise the
oldest and most numerous of the varions orc subraces active on
Facriin, In fagt, many people assume that all ores-are like the
savage warmongers found in these regions and do not identify
gray orcs or even half-ores as separate races. i

A mountain orc s qoite obviously @ monstrous creature to
most of the civilized folk of Faeriin. Mountain orcs look
vaguely like primitive humans but are a fair bit taller at seven
or more feet in height; & rare few exceed eight fect in height.
They have stocky, powerful necks, and their bestial heads seem
to sit directly on their massive shoulders. Their eyes-are
always a deep shade of red, and their faces are dominaced by
porcme snouts and large tisks. Moontain ores often weave
biraids and tiny bones into their thick niatted hair, which
usually black. Their clothing is crude and primitive, often
composcd of onpleasant colors like blood red, mustard vellow,
vellow-green, wnd deep purple. They are far from the clesnest
race on Facron and delight in decorsting their bodies with
scars and warpsint. i

¢
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Moumntaimn Bres are not a long-lived Colk. They use the fol-
lowing aging effect characteristics, as deseribed on Table 67 in

the Plaver's Hunddonk: .

Ore, mountain 30 40 50 +2d10 years
Mountain orcsare bigger and more powerful than most ather

peoples of Faerin, and use the following random height and

weight charscteristics (sec Chapter 6 of the Player’s Handbook):

78"
¥

150 1b. x (2d6) Ib.
115 1b. % (246) Ib.

O, male +2d10
Ore, female 2410

HISTOrY

The mopntain ores have been a part of Faertn for thousands of
yenrs, but for maost of that time they were little mere than feral
amimals whe sporadieally ventured south into the lands of the
elven nations. The elves had little trouble turning back these
sloppy invasions, and often sent partics north toward the Spine
of the Warld to hunt orcs &5 sport. To this day the mountam
ores have 3 deep and seething hatred of elves, 45 well as for humans,
simce the elves took it npon themselves to protect lnmans from
the ore-rauds

Durisg the Ceown Wars and the Wandering Years that fol-
lowed, the elven nations weakened, and the oros gained their
chance to grow strong. The *civilization™ of the ores of the
Worth took many generitions, and in that time the orcs devel:
oped important skills such as metalworking, armorsmiching,

and weaponcraft. Finally, in —360F DR, the orcs poured forth
from the Spine of the World 1n the [irse-great ofc horde and
brought untold staughrer and despair to the fledgling nation of
Wetheril. This horde was turned back by the combmed might
of theelves and humans, bue the orcs were merely driven back,
not destroved,

Since that imitial mvasion, ore hordes have periodically
streaméd south in attempts to take the lands of the humans and
elves. One great incursion of ores occurred not long after- the
fall of Netheril; in =100 DR; the only kingdom to stand againse
their might was the elven realm of Eaerlann, Another major
incursion occurred in 1237 DR; this orc horde swept down from
the northernmaost peaks all the way to Calimshan. This mvasion
tasted for six years, and was only turned away in 1241 DR by
determinegd armics banding together:

Each timic & new horde appears; it his heen eventually beaten
back to the north. Nevertheless, the people of these regions live
in constant fear that the next one might prove to be the horde
that hreaks the back of the civilized world once and for all.

outlook

The mountain orcs-are shove 2ll else warlike and destructive.
They firmly believe that one day they shall Finally crush the civ-
ilized world and inherst the lands that are rightfully theirs,
Their previous defeats are not thought of as losses, but =s pre-
limmanary assaults designed more to test the resources and resolve
of their enemics. :

Orc borde

S
o

s
;l". 4 ﬂ'l.% ‘ﬂ‘ '.i'% i




"

————

HATF-0RCS aND ORCS
___-____

"

Drespite this shared vision of 2 savage Feerdn ruled by ores,
the greatest hurdle they face is their mability to band tagether

for any ‘other reason than warfare. When the orc populations.

grow large encugh and an orc leader emerges with enough
charisma and clout to rally them, the orc tribes of the North
cart-shake the world. But most of the time the mountain ores are
consumed with hitter nfighting among themsclves,

MoUNTAIN ORC CHARACTERS

Barbarians and fighters dominate ¥mong the motmtain ores,
with rogues and adepes a distant third and fourth, respectively

Favored Class: Barbarizn; the mountain orcs have built their
society ground the concept that might makes right.

Prestige Classes: The most infamous prestige classamong the
eribes of the North is the dreaded arc warlord (see the appendix),
these charismatic mdivideals responsible for gathering and lead-
ing the destructive orc hordes south agamst eavilized lands.
Mountain orcs somietities become blackeuards or assassins, but
these are exceptional charscters,

Mountain Orc snciﬂty

The mountain orcs gather in immense tribes: Unlike their gray
ore kin, mountain orcs ape net nomadic. They select a cavern or
olid rui asa lair and settle i As their populations grow, crude
new buildings and keeps are built, and in many places in the
North, orc lairs lave begun to resemble actual cities. When.an
orccity grows too largs, the asual resuleis a bitter civil war that
cods with the losing Faction breaking off and leeing to form ats
own tribe clsewhere: This tradition of infighting keeps mestorc
cities and fortresses from becoming too large. The size of a
mountain orc tribe varies.greatly, depending on the success of
the tribe-and its gge. Smaller tribes are rarely less than §O mem-
bers, and the larger tribes, such as the Tornskull Ores. can
number in cxvess of 7,000 fighting orcs.

The number of orc tribes in the North s past guessing, and

tribes rise or vanish on o monthly basis. Nevertheless, several’

tribes are large and old encugh to have become infamous
throughout the regian, The three major tribes of the Raovin
Mounkins are a perfect example: the Red Fangs, the Heart
Takers, and the Tornskulls bave long terrorized this region. The
ore tribes in the foothills and heights of the Spine of the World
are by far the most numerous in tota] number, and it 15 also here
that one of the mest notorious and successtul ore tribes now
dwells—the Many Arrows tribe, led by King Obould.

Language and Literacy

All mouirtain orc characters can speak Ore and Common.
Unlike the gray ores, the various northern tribes speak very sim-
dar dialectz of Ore, most likely due to the fact that there is
minch miore interaction ameng the various mountiin tribes than
there ks among the independent tribes of the east Mountain orcs
often learn Giant and Goblin as well, so they can communicate
with their like-minded neighbors, and Common so that they can
Interrogate: prisoners.

All mountain orcs are illiterate; cxcept for those who havea
player characrer class other than barbariin,

“0

abilities and
racial Features

Moantain ores all possess the following racial traits:

* 448ere ngth, —2 Intellipence, -2 Wisdom, -2 Charisma: Moun-

tain ores are fantastically strong, bur they react to muznm,s

with viclence and poar planning, i

Medmm-size.

Mpountain orc land speed is 30 foet.

Darkvision up to 60 feet.

Proficient with the greataxe end javelin, Mountain orcs train

with weapons from childhood.

= Light Sensitivity (Fxr Mountain ores wf'fn:r a =1 penalty on
attack rolls in bright sunlight or within the radivs of a day-
fight spell.

= Orc Blood: For all specizl abilitics and effects,'a mountain
ore 15 considered dn ore. Mountzin ores, for cxample, can use

~ @r create orc weapons and magic items with racially specific
GrC Pawers, ]

* Auromatic Languages Common and Qre, Bonus Languages;
Dracome, Dwaryen, Giant, Goblin. 3

* Favored Class: Barbarian.

-

Mnuntmn orc’
Mugm and Lore

The mountain orcs are more interested i physical combat than
magic: Nonetheless, they understand and appreciate the tactical
value of having magical support in g war. Their spellcasters
focus on magic that can be directly applied o combats, espe-
cially spells like baste, keen edge, bless, prayer, and others that
support the fighting troaps. Despite this, many tribes of orcs
think of magic as the coward's route; something used by their
hated cnemics (especially the elves). To embrace the use of
magic % to concede. that onc's enemies are to be respected—a
coneept thit doésn't sit well with many ores.

MounTamN Orc Magic ITEMS

Mounrain ore magic items are nearly always weapons or armor.
They prefer touse items that anyone can aceess, such as potions,
Tings, Weapons; armor, of most wondrous items and rods, Scrolls,
staffs, and wands arc items of mockery, moestly because the
majority of the mountain orcs simply can't make rhem work
and thus deride them to inflate their own importance.

Iconic Magic Item: Some mountsin orc spelleasters manu-
facture spears of impaling (3ee the eppendis ) designed to slay
the elvesand dwarves they hate:

Mountain orc peities

The mountain ores acknowledge the various orc deities, bue they
do not let marters of faith and religion get in the way of their
goals, They assume that the ore déities placed them in this world
ta do what they-do best and do not feel the need of constant sip-

port from clerics-and the like, Almost all mountzin ore clerics:

are worshipess of Gruumsh, since the other members of theore
paritheon are thought of as little more than the servants of Gru-
umsh. There are alsoa large nomber of ore déuids in the Narth;

%
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these are usudlly loners who dwell apart from orc eribes. An orc
druid is cither Chaotic Nentral or Weutral Evil. They serve as
oracles and advisors for orc chigftains, and are often called upon
touse their power over nature to aid orc armies.

relations with other races

The mountain orcs are consumed with hatred towsrd most
nonore races (in particnlar elves, humans, and dwarves). Despite
this, they remain on good terms with other races like the van-
ous poblinoid races, giants, and
other evil demzens of the
North. Dften ogrés, trolls; and
hill giants can be found living
in orc communities. It's often
said an orc will willingly breed
with anything even wvagucly
humanoud; see the Half-orc
entry for mere on thew' most
comizon nuxed race progeny.

Mountain
0rc
Eqmpmﬂnt

Monntain orcs have the tech-
nology and skill o build their
own wespons and armer, and
have specialized in the con-
seruction of specialty axes such
as the ore double-axe. For equip-
ment,- armer, and non-gxe
weaponey, thosgh, the moun-
tain orcs prefer to outfit their
armics with gear and weapons
looted from their defeared ene-
migs. A mountain orc treats his
gxe with respect, but most of
the rest of hisequipment i neg-
lected and ignored; when it
finafly breaks or falls apart it is
simply discarded and replaced at the earliest npportunity from
loot taken from another enemy. They prefer to wear the best
armor they can find or afford, usually scale mail,

ANIMALS AND PETS

Mounrain orcs often use amimals, beasts, and other monsters as
guardians for cheir kirs, but usually sech guardians arc just as
dangerous to the orcs as fo potentinl mtruders, They reason that
taming & wild animal dulls the creature’s mstinets and senses, so
z completely feral creature is much more effective a guardian.
Generally, an orc tribe scts aside a section of their territory as

“a lair for these creatures. Chimeras; displacer beasts, manticores,

phase spiders, and winter wolves arcoften found living with ore
commumties 1 this manner, If the guardian creatures-are enjn-
relligene, the ores instead incorporate them into traps, stocking
underground pits and caves with the monsters and then rigging
chutes and trap doors in the floor to drop intruders into these

A'm orog sorcerer fames an amkbeg

caverns Clores and monstrous vermiin are often used as living
traps in this Fashion:

0rog (Deep_orc)

Regions: Anaurech, The North, Silver Marches, Orc; or Orag
Racial Peats: Daylighe Adapration, Headlong Rush.

Racial Prestige Class Orc warlord,

Level Adjustment: +7.

Although cveryone in Facrin
kriows shout the arc hordes of
the North (the mountam ores )
and the nomadic orcs of the
Hast (the gray orcs), only a rel-
ative few know of a chird sub-
race thitt hails from the deeps
below proond. The Underdark
iz the chosen haunt of ‘these
terrible creatures, the orogs
After thousands of years of
gurvival m the harsh and dan-
gerons Underdark, the orogs
have changed to match thewr
home, becoming more féro-
cious aud better able to cope
with the dangers found there

Physically, en orog looks

arg, except that the ears are
somewhat larger, . and their
gyes apc huge and pale. They
average six anda half feet rall.
Ower the centuries, orogs
haye mastered the art of forg-
ing &ermor and weapons from
the strange arés found in the
Underdark. They favor half-
plate and full plate armor,
which #re typically adorned
with armor spikes Oroz weap-
ons are festooned with 2 multi-
tude of hooks, spines, and redundant cutting edges. An orog
rarely goes anywhere without being fully armed and armored.
Orogs use the followmg aging effect characteristics, a3
desgribed on Table 6—F- in the Plaver's Handbook:
Orog 37 j0 63 +2d30 years
Orogs are bigger and more powerful than mest other peoples
of Faeriin, and wse the following random height and weight
characteristics (see Chapter 6-of the Player's HendFook )

$2d10 160 Th x (76) bb.
(2410 125 1h X (246) Th

Orog, male b3 2
Orog, female i

lliSTDI‘I.J

"The orogs arc descended Fromy the Skullbirers, a large tribe that

lived in the Spine of the World thousands of yeéars ago. These

similar to 2 lirge mountain
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orcs were among the most-hrutal and savage warriors of the
first ore horde to attack the southern lands in —360F DR When

the horde was finally repelted, the Skullbiter ores were cut off

from their retreat to the north. Cornered between the Netherese
and elven armies, the Skullhiters fled into a narrow cave &t the
end of a'canyon. The narrow cave quickly gave way toa scom-
mgly endless maze of caverns; the Skullbiters had discovered
the Underdark.

The orcs-sgon realized they were hopelessly lost, but they knew
that their enemics would never follow them inte these lightless
veults below. Whenever they camic fo a choice in thew journey
through the Underdark, they chose the route that led deeper inta
the ground. Eventuaily, the Skollbiters came to a vast under-
ground cavern filled with 4 veritable jungle of phosphorcscent
fungi The ores figured they had fled long enough, and in the wan
light of the fungus jungle, they decided to setele down.

Owver the next several thousand years, the Skullbiters spread
like @ plague through the deeps; often choosing caverns flled
with deadty fungi or other dangerous creaturcs. More often than
nat, the ores subjugated these creatures. In their cxpansions out-
ward, the orcs also discovercd numerous veins of pure metal
ranging from iron to mithral. By —1000 DR, the Skullbiters Ind
split mto nearly a dozén new tribes and had grown strong indéed,
Before long, the one-time ores came to be known as orogs

With the fall of Ascalborn; Ammarindar, and Faerlann
the Pth century DR, the arogs found their way clear to return
to the surface world, Lone orogs had long blundered up into
the surface world, but they had always been wsolared arrvivals,
Wow, the orogs beganto seethe up from below in greater nom-
bers than ever. The sighoof the upper world awakened a mys-
terious urge in their hearts. The orogs have found to thewr great
delight that their lesser kin; the mountain orcs, are easily bul-
lied into subservience.

The vast majority of erogs still dwell in the caves below, hut
when the next orc horde rises it will be one the Likes of which
the MNorth has never seen: The orogs have been slowly bur surely
supplying their lesi-talented kin with decp-forged weapons and
armar, and mere than a few mountaim orc teibes are now led by
orog warlerds and champions.

outlook

The orogs spent thousands of years battling terrible creatures
for living space i the Underdark: Now that they have finally
begun toreturn to-the surface world, they are Finding it to be
something of ‘a paradise. Stronger and better equipped than
most of their enemies, the oroge are quickly settling into posi-
tions of leadership m the castern tribes of mountain orcs near
Annvroch. Whereds monntain orcs revel m the act of war, the
orogs revel in its speils. They are quick to raze to batele, but
afterward they fall back to-enjoy the fruits of their victories.
The concept of leading & horde of raging orcs oma pointless
crusade that only ends when the last aggressor falls, still
advancing, is alien to the mindser of the orog. Why go to war
it vou can't cjoy the results? '

OroG CHARACTERS

Mast orog characters are fighters or barbarians, but recently
more orogs are becoming rangers @nd rogues they explore the
surface unr!d

Favored Class: Fighter. Orogs have been battling ceaselessly in
the: Underdark for ccnturies. Because orogs have higher
Charisma scores than other orc races, 2 significant minority of
them are hards and sorcepers.

Prestige Classes; Many orogs near the surface take the orc
wirlord prestige class with the hopé that they can harness the
random, almest mindless, fury of the orc horde For th:rr awnl
conquests and raids,

0rog society

Deep underground, the orogs use slave labor to expand caverns
into well-defended cities. These cities are complerely enclosed in
the rock and consist of huge, seemingly endless rooms connected
by numcrous large processionals-and public squares. Orog cities
often «consist of layers, with rooms stop rooms dtop rooms:
Wobtity wsually resides in the highest chambers, which are
sccessed by trapped stairwells and vertical shafts with crude rope
hifts. Orog cities such as these can howse upwards of eight thou-
sind orogs and up to three times thao many slaves,

Muaist orog cities are much smaller dnd are comprised of only
g few hundred orogs and slaves. All the near.surface cities are
like this, although they mimic the farger cities” tendency to con-
si5t of dozens (if not hundreds) of interconnected small rooms.
(in the surface, orogs have so Far not built cities of their own,
Rather, they heve simply moved in and taken over tribes of
mountam orcs, sezing the best buildings for themselves and dis-
placing the orcs to the smaller ones,

The cne thing that binds together 21l oroy societies is the
placement of the forges Orogs have s long tradition of armoer-
smithing and weapen forging,-and the first thing 4 tribe of orogs
look for when they pick a site for a new town is 2 natural place
to-set up 2 forge. Volcanic vents and pools of magma are
favorites, but more tradicional forges built on epic scales serve
a5 well. Orog forges are community-held, and any orog is wel-
come to build armor and weaponry at the forge just as long as
what 15 produced iz cither pur to immiediate persomal use or
placed in the community armory.

Language and Li‘l‘ﬂfﬂmll

Orogs speak Orc and Undercommon. Those few who have a
kmack for lagguages learn another tongue common in the
Underdark, such as Dwarven or the drow dialect of Flven: Now
that the orogs are cxploring Anauroch, it's likely some orog
characters will learn the tongoes of the surface world 2s well,

All orogs are literace, except for barbarians, commeoners;

and warriors

abilities and
racial reatures

Orogs all possess the following racial traits:

=+ Brength, -2 Dexterity, -2 Wisdom, +2 Charisma: Orogs

are incredibly strong, and they make natural leaders despite
their ferocious appesranie.

» Medium-size,

+ Orog land speed is 30 fect.

* Parkvision up to 120 feet.

.
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+ Proficient with greatsword and throwing axe. All orogs triin
with some-sort of martial weapon from 3 very voung age

+ +2 racial bonus on Craft (armorsmithing) and Crafe {weapon-

© smuthing) checks. Oregs tram from an early age at thew cribal
forges.

* +7 natlral armor

+ Light Blindness (Ex} Abrupt exposure to bright light (such as
sunlight or 2 daplight spell) Blinds an orog for L round. In
addition, erogs suffer a -1 circumstance penalty on all attack
rolls, saves, and checks while operating in beight Light,

* Resistances: Orogs have fire resistance ¥ and cold resistance 7,
They are nured to extrimes of emperature :

+ Orc Blood: For ail special abilities and cffects, an orog i5 con-
sidered an ore. Orogs for example, can use or create arc weap-
ems and magie items with racally specific orc powers as il they
were ordinary orcs.

= Automaric Languages: Orc, Undercommon. Boaus Languages:

Common, Dwarven, Elven, Goblin, Giant.

Favored Class: Fighter.

Level Adjustmient: =2, Orogs gre more powerful and gain

levels more slowly than most of the other commen races of

Faertin, See Table 1 in the Introduction for more information:

0rog Mugic and Lore

Alrthough orogs do not have an inherent distrust of magic, they
have hittle patience for it. Clerics are respected in orog society,
not only for their curative magic but because they represent the
corog race and serve as spiritusl goides. They are often called
apon to-aid m creating magical weapons. The mest common
spelleaster i orog socicry, though, is the bard. Orog bards arc
often important members of a tactical strike, using drums and
chanting to whip the soldiers into'a frenzy, then curing them of
their wounds afrer a bartle, Orog sarcerers arc rarc, bur the nac-
ural lezdership and force of personality possessed by orogs make
them ideal sorcerers: Those few who develop sorcerous powers
become mighty mdeed.

-

OroG Magic ITEMS

Orags are not known For their creativity,'orog magical items
tend to be short and to the point. An ofog crafting 2 magical
weapon deesn’t bother with Fancy weapon gualities, opting
mstead tosimply inerease the enbancement bonus of a2 weapon.
They have lictle interest in items like wands; staves; and
-scrolls, bur potions are well liked due to their portability and
cnidless uses in combat. An orog army outfitted with potions
of Bulls strength, endurance, enlarge, und bagfe 18 2 potent
force indeed. :

0rog DeIties

Orogs brought the worship of Gruamsh with them into the
Underdark and have more or less forgotten the other various
“orc deitics. Certain tringe cults of orogs in the deep Underdark
hiave started worshiping Ghasnadaur, but these orogs avoid their
more traditional kin. Religion is an established facet of orog saci-
ety, but sot an overwhelming one. In many citics, orog clerics

are: thought of as little more than healers, the average orog
baving little interest in spiritual mateers, :

-

relations with other races

Crrogs get -along the best with orcs; whom they find easy o
bully and stbjugate. They are intrigued by the concept of the
half-orc, since these hybrids can operate in the blmding light
of the sun with eaze and make excellent wirriors for surface
world campaigns,

Those orogs who remain deep underground often engage m
more or lgss friendly trade with the gray dwarves.and the drow,
who value the productivity of orog mines enoigh to let orog
cities alone, The drogs often make wir on the svirfneblin, bt
they try to avoid the morc alién races such as the illithids and
aboleth, whose mental powers ¢an cut down even the migheiest
orag with sase.

ﬂf‘ﬂ‘g’ quupmﬂnt

Orogs arc Toath to use armor or weaponry of less than master-
work quality; any weapons they construct that fall below this
expectad level of quality are usually set aside for young orogs to
practice with. They have little interest in some of the maore
exotic typesof weaponry found in the Underdack, preferring to
use relatively sumple weapons instend. The greatsword s the
arogs' favorite melee weapon, and they find that throwing axes
mike good use of theéir high Strength in the close quarters of
many Underdark bactles

ANIMALS AND PETS

A typical orog lair not only includes twi to three times the orog

population In various humanomd slaves, but also 2 large number
of war-irained animals s well. Near the surface, orogs favor dive
animals (particularly dire boars and dire bears), while deep
underground they often train gant lizards and dire bats:as
steeds or guardians In some of the larger orog cities, they keep
ereztures like thoggua and even salimanders or fire clementals
ag guardians for their forges.

0rog Beginn

This region represcnts an expatriate oreg living among the orcs

of the surface world.

Preferred Classes: Barbarian, cleric; fighter, sorcerer. A
character of anc of these classes may choose a regional fear
and gain his choice of the honus equipment below as a 1st-
level character,

Automatic Languages Ore, Undercommon,

Bonus Langaages: Common, Dwarven, Elven, Goome,

Regional Feats: Blooded, Bullheaded, Daylighs Adaptation,
Thug: :

Bonus Egoipment: (A greatsword® or throwing axe”; B}
banded mail® with armor spiies; (C) Potion of emlarge (at Fth
level) and masterwork armorsmith or weaponsmith tools.




alflings: fit into dwarven, goome, elven, and
human sogieties wherever they can, often
leaving lietle or no impression on' their neigh-
bors. The halflmpgs prefer it this way, so they can live ther
lives as. they wanr withoot interferenice. Mot nonhalflings
forget about far-away Luiren and its population of militant and
territorial halfiings

racial ]—]iST{).ﬁ'J

Elaiﬂingr. are one of the "neweomer™ races, ap]:lca;ring on Toril
shortly aFter the advent of the creator races and at shout the
same time as dwarves; elves, and giants, History does fiot record
exactly where the first halflings appeared, but it is thooght to
be somewhere south of the Shaar. Fow halflings were seen in the
Western Heartlands until the years immediately following the

r

HALFLINGS

Hin Ghostwars, and moast of thess were wandering lightfoat
halflings. Since then, halflings have become & familiar sight m
numereus human communities, and certainly on the roads that
crisscrioss the distances between the great cities. Muost of the
halflings that Facriinians encounter are of the lightfoor subrace,
but both the strongheart-and the ghostwise are not unkuown
outside their native lands:

ghostwise
Halflings

Regions: Chondzlwood, Ghostwise Halfling,
Racial Feats: Blooded, Survival
Racial Prestige Class Warslmg sniper.

The ghostwise are easily the most uncormmon of the thres sub-
races of halfling living in Faertin, They are elusive and do not
welcome strangers to their-dands: Instead, they prefer to pursee
2 nomadic way of life within'their adopted homeland, che Chon-
dalwood, associating mainly with those of their own clan. These
who seck out the ghostwise most often fail to achieve their goal;
the fortnnate’among them live to regret their intrusion mto
hir territory.

the ngﬁighdﬂfs

"Certain of the hnatw clans tn_w;, a close association with the
ﬁm;u; owls that ‘make their Enme m the Chondalwood. Tt 1
COmmON AMong these clans for somte of their warriors to
become mighrgliders, a type of mounted defender whin rides
these majestic nocturnal birds, Fhese<fdns have their own dis-
tinct practices for determunimg who among them becomes a
nightghder. The cxact process and relationship is often derer-
mined by the ratio of halflings in the clan to the number of
giant owls available for training and riding, In some clans,

particularly those in which the number of ha]ﬂmba greatly ex-
ceeds the number of available mounts, the nightgliders Gre a
hereditary class, and nearly ehe equivalent of warrior-nobles. In
other tribes, especially thbse thit enjoy 3 moch narrower ratio
of halfling to'owl, nearly every adule halfling 15 a nightglider.
All the clans have a distinctive ceremony (the exact details of
which are aften mfluénced by the clan’s choice of patron deity)
in which the new nightgliders are required to participate before
taking to the skies




HISTO l:"llJ

JThe history of the ghostwise hniﬂing:i is detailed in the Foreor-
TEN REALMS Campaign Setting (sec page 196),

outlook

The defining characteristic of the ghostwise halflings i their rev-
erence for and devotion to theilr clans: Family is important to
most halflings and halfling communitics, but the ghostwise hin
regard the familial bond with & degree of respect some might call
obsession. Following their seli-imposed exile from Luiren and
resettlemnent in the Chondalwood, the ghostwise congregated mnto
groups demarcated along family lines These hin without strviy-
ing family jomed one of these groups. As the hin pursued their
quest for atonement, their clan system evalved

inte. the all-dncompassing Social struc-
ture it 15 today.

GHOSTWISE HALELING
CHARACTERS

Many ghostwise halflings ave barbarians, but
roprues, druids, rangers, and clerics are ‘also
COMITIOn.

Favored Class: Barharian. As clanmsh nemads, ghost-
wise halflings have little need for society’s trappings, but
the barbarian’s skills and class features are essential to
survival in their Forést homes,

Gghostwise Halfling society
Becanze elan i the focus of the ghostwise culture, it b5 not sur-
iprizing to [ind i the central factor in their society as well. The
‘wanderlust that'is one of the most readily discernable traits of
both the lightfoor and strongheart subraces still survives m the

ghosewise, bt on & more limited scale. The nomadic wanderings”

of the ghestwise clans are confined almost cxclusively o the
Chondalwood and its environs, where the few remmining sor-
vivors-of the Ghest Wars seteled sfter departing their native
homgland of Luiren.

Fach clan of ghostwise halflings has adopted 4 seginent of the
\Chondalwood 45 its territory. Clan territories vavy in size from less
than fifsy to several hundred squire miles The clan eravéls
' together as its leader directs. A number of factors influence exactly
where the clan toivels within its territory, including the presedce
ar absence of hostile creatares and the relative abundance of game.
There 15 ample room in the vast forest Torall the ghostwise haff-
ling clans, and so their territories are only loosely defined.

Ghostarize
wighiglider

¥

Many clans designate & natural feature—a distinetive rock, @
lighening-struck tree, & stretch of a partienlar stream—as: the
center of their territory and base their wanderings on théir rcl-
gtive distance from this place. Seme clang carey o tifiy pettion
of this cenecral feature with them as they travel, to reinforce
their spiritusl connection with their territory and their home:
land’ Such tokens might wke the form of clay vials Filled with
stream water, small I&ther pouches filled with dire from a spe-
cific spot, small bits of rock broken from a botlder and wora as
a necklaee, or even & bit of trée bark-carried in the hotloved end
of & deer’s antler.

Among these clans, such tokens are considered a seered charge:
To lose or misplace one is a' nustake requiring that the transgres
sor atone in 3 manner designated by the clan lender. I the half:
ling ‘who nrikes the error 45 2 cléric or druid, the penance s
asslged by a represeneative of his faith. The ace of stonement—
often & quest or other dangerous mission or errand—must be
completed successfully before the halfling may obtain another
portion of the clan’s central feature, Willfully destroying a clan

token 1= 4 grievous crime, punishable by exile (a fate far worse
than death in the culture of the ghostwise halflings )
The only permissible useof the tokens

- i5 wh@ﬂ member of the clan

: %? ~ -:‘_.

falls i hattle In thac event, all nearby hin who

share the same tribe as the fallen scatter themr

tokens, be they wood, water; or stong, aroand the
corpse, The hin believe thet doing so calls the steention of
He Who Muse Be and ensures that ne fell spirits will disturh
the .body of their [allen clan member until it can be
artended to properly. The ghostwise hin clans cremate their
dead rather than inter them. ;

While clans keep to themselves, they do not shin one snother
when they meet in their travels. Instedd, they exchange news and
information-about the forests’ conditions and credtures Tndeed,
thie matriarchs and patriazchs who lead the clans often meet for-
mally to discuss mateers of mutual interest and importance: Mul-
tiple clans cooperate for the purpose of mutsal defense when
they are threatencd by 4 common ¢nemy, whether it be a hand
of destructive humanoids or 2 maranding band of trolls

Language and Literacy

Because of their peeuliar racial talent (telepathy ), the ghostwise
hin do not learn tongues.other than their own witheas much fre-
quency as other races. The matriarchs and patriarchs of the var-
iols clans are wpt to learn, in addition to their native language,
Chondathan and Sylvan, while clerics and drnids most comn-
mionly expressan interest in Sylvan and sometimés Gnoll. The |
typical ghostwise clan member, however, speaks only these lan-
guages that the race receives automatically (Common, Halfling,
and regional )




Hairrmigs

b
Wo ghostwise are hiterate, except for individuals with plaver
character classes ather than-barbarian.

ghostwise nalflin
Mugrc and rore

Mast ghostwise halfling spellcasters are clerics or drnids—sor-
cerers and bgrds-are rare, and wirards more so because so fow
ghostwise regulaely use @ written language.

SPELLS AND SPELLCASTING

Like the wild elves, ghostwise halflings sometimes add extra
companents to their spells to further emphasize their connection
ta the land. Thus they take the Primitive Spellcaster fear (see the
appendix | Ghostwise halflings favor divination spells thar help
them salely learn about threats beyond their land, and flusion
spells that keep them well-hidden.

ghostwise ualfling peities

The ghostwise scknowledge and give due respect toall the deities
in the halfling pantheon: Each clan, however, tends to-adopt one
specifie halfling deity a5 its patron and vencrates that power
above all athers. Because of their nomadic lifestyle, the ghost-
wise: hin do not boild permanent temples to the gods Rather,
they maintain small shrines throughout the Chondalwood and
carry symbols of their clan’s patron with them as they wander
the reaches of the forest. Two deitics are of special significance
to the ghostwise: Sheck Peryrov] and Uregalan,

The Green Children; as the clevics of the Watchfol Mother
are called, encourage the ghostwise clans to maintain a harmo:
nious relationship with their woodland home, They do their best
to ensure thit the hin treat the forest with the respect it
deserves. The droids among Sheela’s élergy are frequently at
odds with the more aggressively militant druids dwelling in the

Chondalwood and warn the clans that associatmig with such indi-

viduals could lead the ghostwise to commit the same grave error
For which they are still trying to atone.

Warshipers who selece He Who Muost Be as their patron dc]t}r
are imore common among the ghostwize than among the other
halfling subraces, During their long period of atonement, the
hin of the Chondalwood looked to Urogalan for guidance, and
they strove ta be worthy of his final judgment. To this day,
adventurers and travelers venturing throwgh the great forest
speak-of the disturbing sounds they sometimes hear in the forest
depths: ‘quiet, somber chanting and drumming that rises.and
falls throughout the length of an evening in eerie counterpoimt
to the natoral sounds of the wood. Even thdse who recognize
this noize as the ghostwise hin ceremony in honor of Urogalan
find it disturbing,

relations with other races

Mast ghastwise hin would prefer not to have relations wich
other humaneid races unless it's absolurely necessary and clearly
to the benefit of the clan Encounters that eannot be aveided
must be tolerated with as much patience as the clan can muster,
and they do niot bother to mask their distrust of cutsiders, Na
g!mstwise. halflmg will, under any circumstances, abuse or attack

a guest who has the sanction of the clan matciarch or patriarch:
To do so would be an unforgivable offense against the clan's
honor. All the clans give a wide berth to the nation of wild ¢lves
that lies within the Chondalwood. The hin don’t know a great
deal about the elves, and they don’t want to. For their part, the
wild elves respect the ghostwise desire for privacy and !e:lve the
clans to their own devices,

The hin do sometimes seek out adventuring parties tﬁ.‘ll‘ enters

the Chondalwood, however, particularly those that seem intent
on exploring one of the many old Chendathan ruins that have
been-swallowed up by the ever-cxpanding Torest. The hin have
learned: through bitter experience that such expeditions fre-
guently unlcash havoc on the wood and any nearby clans in the
form of whatever horrors were waiting guiescent beneath those
ruins before being stirred up by adventurers. Certain clans, par-
ticularly those that have suffered becanse of the blonderings of
adventuring companics, sometimes attempt to prevent any fur-
ther difficulty by intercepting and harassing expeditionary
groups; Clans that boast a company of nighrglidersamong their
nuimber often assign some of the mounted warriors the task of
discouraging intruders from entering any ruins or dungeons
located within the clan's chosen territory.

This 12 not to suy that all ghostwise halfling clans shave idéen-
tical racial likes and dislikes. Some clans ger on well with many
groups of creatures living in or near their territory. But on the
whale ghostwise halflings are wary first and accepting only after
experience has raught them that a particular group of mmdcrs
¢an be trusted.

Gghostwise
Hulflmg qupmenr

Ghestwise clan camps have all the variety of gear that one would
expect from a nomadic culture: tents, hunting weapons, religions
icons, and so on. Almost everything @ ghostwise halfling owns
can be cirried on his back,

Iconic Item: Ghostwise halflings comstruct and sct footsaw
traps (sce the appendix] o both protect the Chendalwosd from
intruders and ensnare food for the clan,

ANIMATS aND PETS

In addition to'the giant owls ridden by the nightghders; ghost-
wise halflings alss associate with several other types of cresturcs
found in the Chendalwond.

Dire Bats: A foew adventuring parties who have returned
recently from expeditions to the deeper pares of the Chondal-
wood have clumed that they were attacked by groups of ghost-
wise halllings mounted not on giant owls bat dire bats.
According to these rumors, the bat-mounted hin were of 2 par-
ticularly aggressive and hostile demeanor, giving rise to specu-
lation that perhaps not every trace of feral bloodiust has been
extmguished among the ghostwise clans

Tressym: The ghostwise hin consider these strange creatures
to he emblematic of cunning and stealth, much as the hghtfoot
halflings admire the fox. Ghastwise halfling sorcerers and wiz-
ards sometimes select these winged felines zs familiars, Oceas
siomally, & tressym allows itself fo bécome the -animal

companion of a good-aligned ghostwise druid or the partially-

domesticated associate of a ¢lan 'matriarch or patriarch,

5
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Lightfoot nalflings

Regions: Any human region, Luiren, Lightfoor Halfling
Racizl Peats: Improved Low Blow, Low Blow, Nobody's Foal.
Racial Prestige Class: Warsling sniper.

The folk of Facriin are move familiar with the lightfoot hin
than with either of the other two subraces, primarily because the
lightfodts are the most nomerous and widely traveled of all the
Ialflings. Nearly every Human community of any size larger
than a village has ac least a few halfling residents. When most
Faertnigns think of haiflings, the lightfoots are the people that
mest aften leap to mind.

Hismrl;

Most lightfoot halflings
trace thew family ancestry
back to the days when a great
tribe of their subrace popu-
lated the territory known
today as Luoires. Follow-
ing the events of the
Hin Ghostwars, the
majority of the light- _
foot halflings departed
their homeland sand
spread out across north-
ern Faerfin in 2 great
digspora (see the Forgor
TEN REALME Campaign
Serting, page 196} Though
some lightfoot halllings remained m
Linrén, the subrace las become ubiquitous
througheut the settled lands of Facrin,

outlook

Lightfoor halflings may be the most common of all the sub-
races, but their behavier is also the most varied. 1t impossible
to describe the “typical” lightfwot halfling because, much like
humans, the race embodies individuals that are the absoluts
antithesss of one another. This diversity of behavior s murrored
i a diversity of outlooks Some halflings adopt views and
beliefs about the world that are very close or even identical 1o
whatever human community they happen to dwell in, while
others retain distinctive points of view that separate them from
other races and groups (including other halflings), Tf's ot
apcommon to meet halflings who, because they spend the
greater part of their lives roaming from place to place, have
outlocks that are amalgams of those from multiple coltures
and environments.

The aspect of the lightfoot outlook that most nonhalflings
notice, however, 1s that they are the hin subrace that i most
likely to wander out of an innate desire, It 5 not unknown
tor individual lightfoor halflings or even entire families'ta
decide that, afrerliving in the same place for decades, they
Want to move on to someplace else. Some learned Folk spee-
ulate that the lightfoot hin experience a habituel need to see

HALFLINGS

many differcnt plages and enjoy a viciery of experiences. Other
sages and loremasters wonder if the lightfeot penchant for the
semi-nomadic lifestyle i socialized behavior, lesrned from cen-
turjes of practice. These scholars theorize that che lightfoot
hin wha left Luiren becaise of the Ghostwar maksacres were
unable to find a new homelzad that suited them: as well, so
they wandered. After so many hundreds of years of wander-
ings, the behavior is now natural te the lightfoat hin, or so
this school of thought holds, Whatever the case, there's no
denying that many lightfoor halflings scem deétermined to see
a great deal of Faerin and have many interesting experiences
during their lifetimes:

LicHTFoOT HALFLING
CHARACTERS

As belits thewr name, lightfoot half-
lings often take lasses that work
well For wanderers, such as
rogue and bard, ;
Favored Class: Rogue.
Lighetloat halflings often
pick up an impressive
array.of skills doring their
travels, amd with their
small -size and low
strength, they need the
udvantapes of stealth
and cleverness.
Prestige Classes;
Sonie halflings be-
comte masters of the
ambush, popping up
from behind a bush
to deliver an onslaoght

A lightfost rogue at work ©f stones. These guardians, the warsling snipers,

are often the first ling of défense For a hallling
community and sccordingly are much cherished by their
fellow citiens.

Lighrfﬂm uulﬂing society

Lighefoot haiflmg society is hard to quentify, becsuse lightfoots
can be divided into three groups: those who live ameong humans,
those whe live among other Lightfoots, and chose who wander
from: place ro place. Some lightfoot halfling Ffamilies live their
entire lives in one: place, sometimes as part of a homan com-
munity, and sometimes in a sectlement populated almost
gntircly by halflings, Others live their entire lives on the roads
and byways of Faeriin, never remaining in one place very long,

Language and Limrﬂgrlr

Lightfoots speak Halfling, Common, and the language of their
home region—which, given lightfoor wanderlest, could be
glmost anyvwhere, Wandering lightfoor halllings pick up the
languages of the places they live, and often learn other widely
spread tongles.

All lightfoot nonbarbarians (the vast majority of the race, in
other words] are literate.

e
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Lighrfuur Halfling
gIc and rLore

Lightfoot helflings tend to-be generalists when it comes to
magic, wsing & broad array of spells aind magic itéms to make
their travels—or their hearths—miore pleasant. They are skillful
clerics and sorcerers, but somctimes lack the discipling ta become
accomplished ad wizards,

SPELLS AND SPELLCASTING

Because they're almest always fighting foes who are larger than
thiey are, lightfoot halflings favor spells chat help them move
around the battleficld and negate the physical strengeh of their
foes. Expeditions vetreat, fly, baste, various polymorph spells, and
especially Evard's black fentacies aré common spells ina ha]ﬂmg
spellcaster’s arsenal,

Some lightfoot halflings become so enamored of travel spells
that they take the Hin Wandermage feat (5ee the appendic)l

LicatrooTr HALFLING Macic ITEMS

Lighefoot halflings-are fasemated with magic that makes travel
easier in some way. It's;useful to travel faster, of course, buc
speed isn’t always a prierity to a lightfoor who's wandering
anyway. Ttems that make travel more comfortable or safer are
especially cherished

Common Items: Bags of holding, Heward's bandy baversack,
carpets of flying, and any magic boots can he purchased in light-
foot halfling communities for 10% less than the normal cnst.

Iconic Item: Cne of the mest consistent disadvantages half-
lings face is that their size makes it difficult for them to make
use of certain types of weapons. In response to this difficulty; a
halfling wizatd created the first bormdlades—deceptive magic
weapans that mflict more darmage than their size would seggest
{sce the appendix), These weapons seem to bedn the possession of
lightfoot hin more frequently than the ghostwise or strongheart,

giving rise to speculation that peérhaps the orginal berwbiade

mventor was of the lightfoot subrace,

Lightfﬂﬂt Halﬂing perties

The diversity evident in the lightfoot halflings’ outlook dnd soci-
ety isalso reflected in their religious heliefs OF a1l che hin sub-
races, the lightfoot are the moest likely to worship deitics other
than these belonging to Yondalla's Children: In addstion to the
deity they most favor, many lightfoot households—particularly
those thar prefer life on the road to a more sgrcled existence—
often venerate a household patron, aften inspired h-.- sOme Mmatri-
arch or patriarch in the Family's history.

Brandobaris, the Master of Stealth, is much beloved by the
lightfoer hin for his realistic and good-humored view of life,
Brandobaris 15 2 commen patron deity of those halflings whe
trust to their luck to see them through as they wander from
place to place

The worship of Cyrrollalee, the Hearthkeeper, is wildly popu-
lar among lightfoot halflings born within the last two penera-
tions. Her message of the ascendsnce of the halfling race toa
station of respect and power in Faerin has fallen on receptive
ears. The ranks of her clergy have swelled with-the number of

lightfoot hin secking tospread her message and contribute to the
search for & new lightfoor homeland.

Yondslla’s faith s popular with the lightfoot halﬂm;,& both
those who wander and these who' prefer to settls in more per-
manent communities. Recently there has been some tension
between her clergy and those serving Cyrrollales: Yondalls is not
at all certain thar chis younger deity’s call for a ha_lﬂ_i'ag home-
land &5 wise. 1

Llﬂ'hTfﬂﬂT
Hulflmg EQUI pment

These halflings favor the lightfoot warsling, a deadly and pow-
erful version of the common sling (scc the appendix). The
warsling Fires skiprocks, which halflings delight in throwing with
great accuracy s well

LIGHTFOOT ANIMALS AND PETS

Lightfoot halflings make up for their smallstature by domesti-
cating some of the largest and most powerful hounds in Faerin.
A towering human brigand has @ hard time pushing aroand a
halfling traveler with a pair of loval hounds at his side. See Mas-
tiff Hound, in the appendis,

srrongh eart
Halflmgs

Regions: Lairen, Strongheart Halfling,
Bacial Peats: Improved Low Blow, Low Blow, Luck of Heroes.
Racial Prestige Class Warshng smiper. :

The strongheart halflings are, like the ghostwise and lightfoot
hin, native to Luren. They trace their ancestry hack to the same
leng-lost days a5 the other subraces, but unlike their cousins, the
stromghedrts elected to remain in their homeland following the
events of the Hin Ghostwar. The legacy of Chind, the strong-
heart war chieftam who galvanized his tribe against the threat
of the feral ghostwise, lives on today in a nation that both rein-
forces and defies many of the expectations nonhalflings have
of this race.

ﬂistnrq

The history of the strongheart hin i5.outlined in the FoRGOTTEN
REALMS Campaign Setting (page 1967

outlook

Prior to the Hin Ghostwar, the stronghearts were, like their
brethren, mostly a nomadic hunter-gatherer people. During the
centuries that Ffollowed that terrible conflice, however, the
stromghearts gravitated toward @ more agrarian-hased’ lifestyle
centered aroond permanént communitics. But if che communi-
ties were stationery, the stronghearts were not, moving from-
established community to established community.
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This strange duality of nzture, consisting of a desire to move
about freely with & liking for permanent structures and sertle
ments, has produced some unusual eutlooks among the strong-

‘hearts of Luiren, Their viewpeoinr stresses cooperation ahove all

other trarts, and the ability to work 2s 2 team 15 the most valued
behavior in their land. Cooperation’ transcends many boundarics
in Luiren, and even strangers of whom the locals are suspicious

‘can earn themselves considerable credst and tolerance by 'demon-

strating a willingness to cooperate

STRONGHEART HALFLING CHARAC_.I’ERS

Stronghearts have relatively more ¢lerics and
martial characters (fighters, rangers, angd paladins)
than their lightfoot cousins, but the skilled rogue
15 still the most common character class
among strongheart adventurers;
Favored Class: Rogue, Strongheart
halflings can be tricky, clever warriors
or glib negotiators—or both.

.

strongheart,
Halflihg society

The stronghearts have cvolved a
unique, semi-nomadic lifestyle, in which
businesses, fanulies, and even entire olans
move freely and mdependently from
place’ to place within Luiren. This
fusion of wanderlust and stability s a
source of wonderment and confusion for visitors,
who find it difficult to comprehend how 2
society can enjoy such scemingly whimsscal
mobility while retaining any viable structure.
For their part, most of the strongheart hin v
cannot ondesstand why anvone would want to tie themselves
permanently to-any one community or structure for their
entire lives

Language and Liirr:rucrg

Strongheart halflings speak Halfling and Commeon, and many
pick up Shadran as well All bur the very rare barbarians
are literate.

strongheart Hulflmtg
magicand Lore

Stmughca‘rt halflings inyest more magic in their communities
than lightfoor or ghostwise halflings. Stationary magic items
are far more common; strongheart communitics have cvery-
thing From coasiniwal flames lighting the town square at night

Jfo city walls that magically Tepel enemy drrows Not every vil-

lage has-such woenders, for the stronghearts aren't profligate in
their spellcasting. But most strongheart spelleasters -devote
their efforts to improving the lot of their communities—even
if the spellcasters themselves will be moving on once their work
is done,

B

A stremghear! warrior
faves the lady

strongheart
Halflihg perties

The serupulous stronghearts of Luiren take care to honor all the
deiries in the halfling pantheon, but their way of 1ife reflects the
influence of certain powers mare than others. They do not favor
any deities from other pantheons, and they actively discourage
halflings from venerating the gods and goddesses of other races
Among all the Faerinian helfling subraces, Arvereen enjoys
the strongest worship from the stronghearts of Luiren, While
the Luiren hin vensrate all the deities of the halfling pantheon
in their turn, they hold the Vigilant Guardian in very
high regard. His simple dogma has almost become the
de facro motto of the nation: *Vigilance against
attack will protect the community: Prepare an
active defense; deill continuously; and
leave nothing to chance. Pur down danger
before allowing it a chanck to rear its
head.” Clerics of the Wary Sword are
among the nation’s foremost reli-
gioas, political, and military leaders;
mast of them multiclass as fighters
Strongheart druids and rangers
Frequently venerate Sheela Peryroyl,
the Green Swster, and they encoorage
their Fellow hin to be mindful of the
need to balance theyr communitics’ éxpan-
sioms with the nead to preserve nature.
W Most strongheart communities in
Luiren maintain shrines to the Warch-
ful Mother, uspslly on the edge of the set
tled area where it borders the wilderaess
Yondalla, the Blessed One, 15 the most popular
halfling deity after Avoresn among the strong-
hearts. Many af the subrace who dwell in Luiren
tind the dichotomy, of her Faith—do net wel-
come violeace, hut defend the home and communiey Fercely—
to be reflective of the strongheart outlook. Yondalla reigns
sipreme in Luiren whenever matters of family and cradition are
invoked, and her clergy enjovs cousiderable respeer and influence
iny the mest important national councils:

Srmnqheﬂﬁ Hulﬂmcr
qupment

The strongheart hin understand that they must be ready to
defend their homes and sation lieerally 3t & moment’s notice.
They cannot know when a hostife creature or encmy force may
launch an artack from the Luirwood or the Tosdsquat Moup-
taims They have learned from birter experience that it's best to
he prepared, even when engaged m such mundane activitios as
hushandry @nd traveling. Therefore they have developed such
devices as the wagon shields (sec the appendix)y which can be
used to bolster defenses even in the most unlikely situations.




ith lifespans that flash by in the blink of

an elven eye, humans must make the

mest of their fives m the limited num-
her of years given to themn, Their energy and passion allows them
to accomplish grear things; yer their relative lack of historicsl
perspective ensures that many of their greatest accompiishments
will Fall to dust; worn down by the sands of time.

This chapter details the seven mapdr humin ethnic groups of
northern and central Faeran, whose coltural, lingustie, physical,
and religious trais predominate i that region of Toril, Fiveof
the major, groups are descended from ancient tribes, including
the Calishites; Chondathans, Iluskans, Mulan, and Rasheni. Two
more: groups, the Damarans and Tethyrans, have arisen i
recent centuries from melting pot cultvres. & number of other
humen ethmse groups are touched on briefly as well, giving a
flavar of huminity's incredible diversity, Some have vanished or
&l hot vanished fram the face of Abeir-Toril and are menticned
only to give a historital context for modern societies, while
others arc numérens but rarely seen in the heartlands of Faerin.

Alchpugh _puhhshed FORGOTTEN REALMS game materis]l has
lemg included referenoes to varions human ethnic groups the
actual gthnic group of ndividual NPCs has rarely been idenn-
fied. If no ethnic group is specified or implied for a yarrlcul.ar
character; assume the following ethnicity:

Worthwest Facriin
Southwest Faerin

3 I]Euﬁk.n'n
Tethyrian

R e T
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OVeErview

Huemanity s numbered as one of the five Creator Races, albeit
the last and meost primitive, However, like many ather sentient
riéces, not all humans origmated on Abeir-Toril, many humans
alive in Faerin today are descended, at least in part, From immi-
grants fragm other worlds: Aithough they are the most recent
race to achieve dominance here, humanity is found all across the
surface lands of Facron, from the arctic wastes of the Great Glac-
ier to the steaming jungles of Chult.

Unlike the other humanoid races; Humans dre not segregated
into easily identifiable subraces with distinct racial eraiee How-
ever, humans do vary greatly in zppearance and are divided into
mnumerahle competing nations, Stﬂtﬁa, sects, religions, bandic
kmgdems, and tribes,

The roor of humanity’s many divisions lies in the race’s frag-
mented history, Whereas clves and dwarves are mterloper races
wha arrived in a few major migrations with umifying cultural
traits, humans coxlesced into tribes and developed lacal eultures
scross Abeir-Toril wholly mdependent of ene anather. The earli-
est human cultures arose m the shadow of othér, mare powerful
races, mcludmig the other Creator Races, the elves, and the
dwarves. The dominance-of these other races képt the varions
human cultures largely ignorant of one another and barred com-
munications until rélatively recently in Faerin's history.

As humaniry can be segregated along historical, culriral,
linguistic, and religions lines, there are many wiys to subdivide
the humans of Facriin. Any distinctions arc inevitably muddled,
as centurics of settlement and conguest have ensered that no

Northeentral Faerin Chendathan ’
" Southeentral Faerfin =  Bhagrap

WNortheast Faerin Damaran.

Southeast Facrin Durpari

Calimzhan Calishire

The Old Empires Mulan

Ruzhemen Rashemn
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division is absclute. In fact, in some regions of Facriin: melting
pot cultures founded by two or more distinet ethnie groups, nonc
of them dominant, are establishing distinct cultoral and linguis-
‘tic identitics that mark the emergence of newly distinct ethnic
identities different from their forcbears:

Human, calishite

Regions: Amn, Calimshan, Dragon Coast, Lake of Steam, Nefan-
ther Isles, the Shaar, Tethyr, Vilhon Reach, Western Heart
tands, Calishite.

Racial Feats: Calishite Elementalist, Genie Lore, Harem Trained.

Since thefall of the great genie empires that once ruled south of
the Marching Mountains, humans descended from the slaves of
the genic lords have ruled the successive empires of Calimshan.
From the shores of the Shining-Sea Calishites have migrated
northwards in large numbers as Far as the Fields of the Dead and
the Nelanther Tsles, and castward into the Lake of Steam, the
Border Kingdoms, Lapaliiva, and the Shaar. Some Fled disasters
in their homeland or sought new ecoromic opportunitics, bot
most came a5 conquerors under the banner of the Shoon Fmpire.
Outside their homeland, Calishites form the primary racial stock
of the Border Kingdoms, the Lake of Steam cities, and the
Nelanther Isles. Calishites also comprise a large fraction of the
population of Ammn and Tethyr. Calishite ancestry, language, and
culture have influenced all the lands nearby,

Calishites regard themselves a= the rightful rulers of all lands
south and west of the Sea of Fallen Stars, a birthright passcd
down to them by the genics who once ruled the lands between the
Marching Meuntsins and the Shining Sea. Calishites point with
pride to the unbroken line of Calishite cmpires dating back chou-
sands of years, With the notable exception of the Mulan, whom
they consider their equals, Calishites consider themselves coleur-
ally superior to the hordes of “unwashed barbarians” thar dwell
beyondtheir lands.

Alchough often perceived by ‘other chltures as avaricious,
lazy, 2nd corrupt, in truth most Calishices seek nothing more
than = lifestyle of comfort and the respect of their peers-Cal-
ashites hold the circumstances of an individual's birth 25 equal m
importance to his-or her achievements. The class-system is
strongly ingrained in most'Calishites, as i the ideal of & lifc of
pampered Toxury. Money s simply the means by which one
achieves idlendss. Calishites place great stock in pride—in one’s
own achievements, Family, city, and culture: Family and the role
as host are Likewise held i grear esteem. Magic use is ubiguitous,
rivaled enly by the natives of Halruaa; and genies are both
highly respected and feared.

Although 2l nu.mrl:s of Calimshan are known as Cahs.h;trt:,.

artly those whose a.m'l:str\ dates back to the slaves beought from
other worlds thousands of years ago are considered members of
this ethric group. Calishites arc a bit shorter and of slighter build
than other humans, Their skin is dusky brown, and their hair and
eyesare most commonly of that shade a5 well:

Calishites make skilled rogues, Fighters; and wirardy, and the
legacy ofancient genie hloodlines ensures that many are power-
ful sorcerers as well Religious fervar and monastic devotion are
largely absent among most Cabishites, ckeept among the clerics
of Ilmatar who minister to the poor, and the Tyrrans who

uphold justice.

£

The history of the Calishite people is largely the hustory of Cal-
unshan, detailed in the ForeotTEN REq41 08 Compaizn Serrivg,

outlook

Calshites believe their cpltere is the only bastion of civilization
on'the Sword Coast and Shining Sea, if not the entire surface of
Faeriin, To the descendants of a 7,000-year-old empire; the short-
lived “barbarian? caltures of the nerthern lands dre barely
warthy of notice. Calishire arrogarice is nurtured and eodified in
the class and gender divisions within their society, with a person’s
station ar birth playing an important role in how he or she i
measured. Alchough few speak of thie class $ystem in Calimshan
or the lesser status of women, most Calishites live out their lives
ccordinig to their station, risking death or enslavement if they
do niot. Calishites dw:]img m=the old Imperial lands view them-
selves 28 superior to non-Calishites and often acr as if che Shoon
Imperium had never fallen. Likewise, Galishites dwelling within
the borders of Calimshan view themselves as superior to their
provincial counsins

Calishites are typically drawn to adventuring n hﬂpl.‘n of
quickly amassing a great fortune that will allow them to retire
to a life of idle luxury, Those of lower birth often sce the life of
an advelturer as 4 Wiy to escape the strictures of their station in
distant lands where the starus of their birth is unknown. A few
Calishite ad#mmm.rs see themselves as guardians of an ancient
eulture and commit themiselves to recovermg ancient Calishiee
treasures that have been lost amid the mnwashed Hordes of the
northern realme

CALISHITE CHARACTERS

Magic has fong played a role in Calishite colture, making both
wizards and sorcerers commonplace, The latter group consists
largely of Calishites who can trace their ancestry back to, the
genies who once ruled the Calim Empire and Memnonnar. The
influente of various faiths has waved and waned in Calishite cul-

- ture, but clerics and monks have rarely plaved an important role.

Whereas monks located elsewhere on Toril have strong martial
and mystic traditions and arc responsible For the preservation of
the lore of fallen realms, the monks of Calimshan devore their
energies torelicving the suffering of the lower classes.

Perhaps the mast common classes among Calishites are rogue,
fighter, and fighter/rogus, for the history of Calimshan and the
states it once domanated s strewn with bloodshed, corruption,
and thievery, Calishite barbarians sre almost unknown, except
among the nomadsof the Lands of the Lion. Likewise, bards arc
rarely seen outside Calishite harems, and there is no druidic tra-
dition within Calishite culture. Calishite paladins are almost
unknown outside the church of Tyr and the city-state of Saclomgr.

Prestige Classes; Calishites have = long tradition of assassina-
tion a5 2 téol of palitical influence and personal vendettas, so
the assassin is @ common prestige class in Calimshan. Secretive
guilds of lowerclass rogues sometimes study the mysterious
arts of the shadowdancer, or more commontly take up the puild
thief prestige class. Powerful Calishite wizards often:chogse to
become archmages:
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calishite society

Traditional Calishite culture varses litele across Faeriin, even
among Calishites who dwell outside the borders of Calimshin.
Although exeeptions exist, Calishites strictly adhere o the tra-
ditional roles of their socidl class I'n ascénding order, those
‘classes are the slaves, the labor class, the skilled labor class, the
merchant class, the malitary, the -advisor class; and the ruling
class. From birth, Calishires are raised to recognize such ¢lass dis-
tinctions and treat others accordingly, cven though 'many class
distinctions are lost upon ouesiders” Hard work and-thriftiness
are not held op as ideals, although many suecessful Calishites got
thir way through such “vices” Instead, luxury and pampered
idleness are scen as the ideal, and many Calishites will do what-
ever it takes to acquire such & lifestyle Calishate culture has long
harbored a fascination with food and magic, particularly magic
that redeces the need for lzhor, so meals and frivelous. magic
items plax & large role in Calishite daily life.

Calishites revere their mmediate family and show more foy-
alty to their kin than they do to their deities or employers. Men
are cypected to enter into bosiness and supporr their family’s
standard of living. Women are expected to maintain the home,
raise the children, and manage the funds. Children are always
educated i the home unless they have a strong aptitude For
magical schooling. Those parents who can afford them employ
tutors and wizards. Upbn reaching the age of majoricy (1IF
years), children are expected to marry and establish themselves
within five years. Only women may mirry ahove their social
class. Those who fuil to marry are disgraced and must either Live
with their parents-in shameful charity ‘or be gjected from the
houschold {many Calishite adventorers active i other lands
once fell into the latter category ). Children are also Expecte::] to
care for their elderly relatives and to give them an opulent
Funersl opon death. A

Social moves are particularly scrotinized within Calishite cul-
ture, engendering an emphasis on maintaining one’s personal
and familial pride. Szving face demands that a Calishite treat
others as they present themselves, régardlets of whether such
fagades bear any resemblance to the troth. Once a person or
Farmily loses face, they also lose starus and may be relegated to
i lower class. Privacy §s a most precious commodity, for it allows
an imdividual toact-as-he or she wishes without needing to save
face. Calishites also place preat stock in hospitality, with stricely
defined respensibilities for both guest and host. Guests cannot
mflict harme-on their host while receiving his or her hospitality.
Likewiss, hosts must display a5 much gencrosity as they can
afford and protect their guests from harm, for to do otherwise
is to lose face,

Lc_mguﬂgﬂ and Litf:fucq

The native tongue of Calishites is Alzhedo, o langpage derived
millennia ago from Midani (the langoage of Zakhara} and
Auran. Afzhedo is one of the two major root tongues of hoth
Thorass {“0ld Commeon™) and Common. Alzheds emplovs the
Thorassalphabet; a set of characters used to represent the teade
tongue that came into usc thousands of years ago along the
shores of the Lake of Steam. Moest Calishires also speak Com-
mop, particelarly the singsong Calant dizlect. Those who trade
with or live in the Reslms Below prefer Undercommon, the
trade language of the Underdark. .

82

Given their extensive contacts with genickind, Calishires of ten
learn Auran or Ignan, Gther common second languages 1ptlud1:
Chultan, Halfling, Lantanese, Shaaran, or Tashalan, languages
spoken by many who dwell along the shares of the Shining Sea.
Few Calishites Iearn other nonhuman tongues.

ATl Calishite characters are literate except For barbarians
and commoners:(that iz, characters with the commoner WPC
clazs described i the DME), who must spend skill points to?
acqure literacy.

calishite magic and Lore

Catishites have o strong arcane spellcasting tradition, in part a
legacy of the genies who once ruled the lands now claimed by
Calimshan. Many Calishite wizards -and sercerers faver: the
school.of Evocation, mastering a great number of fire and wind:
spells. Althoogh rare, necromancers are not unknown as well, a
spellcasting tradition dating back to the court of the Necroqysar,
Shoon IV, Shadow weave magic, although still largely unknown,
is attracting a0 increasingly large set of ‘adherents. The divine
spelleasting tradition amony Calishites i essentially restricted to
clerics, who also favaor spells of air and fire.

SPELLS AND SPELLCASTING

Calishites Favor spells that cosire personal comfiort or defense,
summon creatures from the elements] planes, or  otherwise
onleash the elements: Despite the widespread wse of magic
throughout Czlimshen, Calishite spellcasters are not well known
for creating new ;ip::T]ﬁ_, except for a brief surge of experimen-
tation during the Age of Shoon, Some scholars attribute this cul-
turs] characteristic to the traditional Calishite penchant for
indelence, while others claim it derives frony a reverence for tra-
dition at the expense of innovation,

Spellcasting Tradition: The study of arcane spells harnessing
the power of the clements is the highest form of the Artin Cal-
imshan. Many Calishite sorcerers and wizards consider them-
selves gir or fire elementalists. The Calishite Elemerntalist feat,
described in the appendix, reflects this radition of magic,

Unigque Spells: None,

CALISHITE MAGIc ITEMS

Magic is aft important aspect of Calishite culture, and many
mundane ohjeets are crafted to pamper the whims of Calim-
shan's idle rich. Doors and gates that recognize those allowed
mgide and open dutomatically for them, clathing that sheds
stains-and dirt, torches that extinguish and relight automati-
cally as needed, or levitating feather fans to keep air circnla-
tion constant and cool are all examples of Calishite arts of this
sort. Weapons are generally erafred with Flaming, keen, shock,
and spell-storing special abilities, reflecting Calishite culture’s
longstanding Fascination with magic and the elemental natures
of genickind. .

Common Magic Items: Commonly manufuctured Calishite
items include carpeds of flving, efrecti bottles, borsesboes of the
zephyr, peards of porwer, pearls of the sivines, rings of dfinni call
ing, ringsof mind shivlding, and slippers of spider climbing, Due
to the prevalence of these items in Calishite society, they may:
be purchased at-a 109 discount in any large eity in Calimshan,
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Tconic Magic Items: The seimeivar of the riroces 5 made m Cal-
umshan. This weapon 18 highly prized by Calishite mobles and
adventurers, Many warriors of Calimshan wear Calishite mail
tsee the 2ppendix )

calishite peities

Various Calishate faiths and religious practices have waxed and
waned i popularity since the Time of Genies. At various times
in history, the Calishite religious traditjon has included the wor-
ship of dark, forgotren deitics, the veneration of genies as divine
beings, and the belief in @ single sun god: In modern times, Cal-
ishites worship thie derties of the Facrinman pentheon, and the
folk of Calimshan pride themszelves npon accepting all ereeds
and religions. Although Calimshan contains major temples to
the lion's share of the deities worshiped in Faeran, ten faiths
have long been prominent in Calishite society, suggesting that
some or all those deities may have once formed the kerncl of an
gncient Calishite pantheon. Those deities include Tyr, Azuth,
Talos; Shar, Tlmater, Savras, Sharess, Siamorphe, Umberles,
amd Wankeen.

relations with other races

Calishites have poor relations with members of ‘all other
human ethnic groaps, particularly Tethyrians (who are gener-
ally viewed as members of the lower class, regardless of birth)
and [Muskans (who ere seen a5 the epitome of the unwashed

Tethyrian k.

northern barbarian). Only the Mulan receive any measure of
respect from Calishites, as their culture i5 nearly as Eon'g-li'.'cd as
that of Calimshen,

Despite their disdain or dismissal of other human coltures,
Calishites have decent telations with members of other races
Drwarves and gnomes are valued for their skill in meralworking,
although many shield dwarves have not forgotten the role Cal-
ishates played n the fall of Shepatar. Flves and half-elves are
both distrosted and envied, The former status derives from Cal-
imshan's long history of adimosity with neighboring elven
mations, such as long-vanished Keltormir. The latter stems from
the mherently magical nature of the Fair Folk, which magic-
erized Calishites cannot duplieate. Halflings have long been
enslaved by Calishites, and, as a result, most Calishives classify
all halfligs as members of the lower class. In turn; halflings (at
least those who dwell along the Sword Coast and whose ancestors
fled Calimshan) regard Calishites with suspicion, viewing all
humans of this ethnic group as potential slavers. Curiously, half-
ores often réceive hetter treatment from Calishites thin-they do
from other human societies. Although they are invarizhly seen
a5 members of the lower class, in that respect they are seen as
no better or worse than Calishites of low birth-status.

calishite Equipmﬂm

Calishites favor loose-fitting, airy clothing appropriate for hot
climes. Almost all adopt the traditional keffiveh (headcloth)
that covers the head and hangs down the neck
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ARMS AND ARMOR

Dige to the scorching heat of their homeland, Calishite warriors
do niot often wear medium oF heavy armor, They favar chain
shirts, and shiclds dre common: Tf necessary, well-of T Calishires
wear full chanmeil, but cven then the ever-present heat means
that this & Teserved for situations in which batrle is imminent,
Calishises favor curved blades and view the scimitar as the per-
fect weapon, o deadly and beantiful blade wel! suited for mounted
combat agamst lightly arimored foes. Daggers are even more
common, especially the fambiva (hépked dagger) and the katar
(punching dagger). Calishites employ shortbows as missile weap-
ons, 2 martial eradition adopeed From the elves of long-vanished
Keltormur.

Common Items Chain shirt, scomitar, falchion, composite
shorthaw.

Unique Item: The jambiya, a hooked dagger worn by almost
all Calishite men, See the Equipment scction of the appendix
far details,

ANIMALS AND PETS

Calishites favor small creatures of a magical nature a5 pets and
familiars—the more exotic the better, such as shocker lizards
and tressyms. Mephits, particularly aiwr, dust, fire, and steam
mephits, and small clementals, particularly those drawn from
the Elemental Planes of Air and Fire, are commonly summoned
by Calishite conjurers

Among snimals, trained faleons and dogs are mest common.
For stceds, Calishites employ camels i the vicinity of the Calim
Diesert-and horses elsewhere. They Favor Light warhorses, as fow
Calishite warriors wear heavy armor or rely on clumsy weapans
such as the heavy lince in battle. Flving steeds, mcluding hip-
pogriffs, griffons, and pegasi, are highly favored by those wha
can acquire them. :

calishite ﬂﬁgiﬂn

Maost characters of Calishite descent choose the Calimshan char-
acter region, which reflects a character from the sophisticated
cities of the: country, The Calishite region deseribed  here
embraces Calishites from, the wild histerland of the couontry,
such as the lands west of the Alamir Mountains or the Lands of
the Lion, east of Tethyr's forests,

Preferred Classes: The Calishite region is preferred by bards,
fighters, sorcerers, and wizards. A character of one of these
clagies may choose a regional feat and gain his choice of the
bonus equipment below asa Ist-level character. A Calishite chdr-
acter of any other class may not select one of the regional feats
here and does net gain the bonus equipment at 1st level

Automatic Languages: Alzhedo, Common. i

Bonus Languages: Auran, Chondathan, Elven, Tgnan, Shaeran,
Tashatan, Undercommon.

Regional Feats: Bloodling of Fire, Genie Lore, Harem Trained,
Magical Trammg,

Bonus Equipment: (A} Scimitar* or jambiya®; or (B) chein mail?;
or (G} seroll with one Znd-level spell and six Ist-level spells.

HUMan,
chondathan

Regions: Chondalwood, Carmyr, Dalelands, Dragon Coast, Great
Dale, Impittur, Moponsea, Nelanther Isles, Sembia, Silvery-
moon, the Vazt, Vilhon Reach, Western Heartlands, Warter-
deep, Chondathan,

Racial Feats: Caravanner, Chondathan Missiomary. FPlague
Hesmitant. : -

‘Chondathans are hardy Folk; not afraid to take risks, travel o

seetle new lands, and are-always looking to better themselves
and their families monetarily, As Chondathan culture has taken
reot mso many distant lands, Chondathans arc comfortable in
most human societies. Many Chondathans are merchants of
ane sort or another, selling their skills and the fruits of their
labors for com. Although Chondsthans make skilled mercenar-
ies and cunning fogues, Chondathan culture, has not encouraged
study of the Art origreat religions fervor, Notable exceptions
exist, particularly in the study of the Art among the Netherese-
infleenced Chondathan cultures thar lic north and west of the
Inner Hea. ]

From the cradle of the Vilhon Reach, Chondathan emigrants
havye scttled most of the western and central Inner Sea region
as well as much of the Western Hearelands, Outside their home-
land, Chondathans form the primary racial stock of Altunthel,
Cormyr, the southern Dalelands, the Dragon Coast, the Great
Dale, Hiondeth and the morth shore of the Vithon Reach; the
Pirate Isles of che Inner Sca, Scmbia, and Sespech. Thanks to far-
wandering Chondathan traders, the Chondathan tongue is
spoken even in regions where the numbér of pureblooded Chon-
dathans 1 small or neéarly nonexistent. Chondarhan ancestry,
langiage, and culture fort a sigmificant portien of Damaran,
Vaasan, and Tethyrian heritage.

Chondathans are slender, tawny-skinned folk with brown hair
ranging From-almost blond to almost black. Mast Chondathans
are rall and have green or brown eyes, bot o1l builds énd hair and
¢ve hues may be scen. Those Chondathans who dwell north and
west of the Sea of Fallen Stars fexcept in Seinbia) are more
likely o have blue cyes and have fairer complexionsand darker
hair than those born in the South; evidence of a sigmificant
Netherese heritage. In Chondath itself, particularly in the lands
hordering Sespech, a significant Shagran inflex in recent cen-
turics has given many natives of Chondath more of an olive
skinned hie.

Chondathans regard themselves as having come to dominate
central Faeron almest by accident; they have “conquered™ more
land through trade and settlement than with armiss. They
show little arrogance and only & smaf amount of pride regard-
ing the predominance of their language and culture. Likewise,
Chondathans are more apt to identify themselves by their
national origins (such as Cormyrean, Dalesfolk, or Sembian)
than by their ethnic group. If Chondathans do have 8 common
vice, 1t is perhaps thewr cultural focus on wealth and its acqoi-

sgition. Among Chondathans, prestige and influence are often

dircctly tied to wealth, and it is no accident that the merchant
nobility plays a strong role in niost societies influenced by-
Chondathan cultare,
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HISTOrY

Ghondathans trace their ancestry back to the Twelve Cities of

Swords in ancient Thaamdath, founded sround ~F800 DR by the
great warrior-King fhaam. Thaamdath lay north of the Chon-
dalwood 'aim:g the sputh shore of the Vilhon Reach, with out-
posts stretching from the Dragon Coast to the Akanal Only the
great Chondalweed defied Thaamdath's dominion, the human
armies and axes held at bay for many years by the wood elves
ol Mikerymath.

In —-#032 DR, Jhaamdath clashed with the Kingdoms of
Mir and Coramshan over control of the Lake of
Steam, precipitating the unilwcation of Calim-
shan, Alver several decades of fighting, Cal-
unshan and Thaamdath agreed to a truce in
—500% DR. In the millennia that followed,
Thaamdath sapk into stagnation, its inhab-
itants becoming increasingly xenophobic
and withdrawn. Thaamdath even Fell
ender the sway of Unther Trom
rfoughly 1700 DR to —1062 DR.
Not until —276 DR did Fhaamdath’s
inhabitants turn outward once agam,
after [haamdath's last warlord seized
power and called for the building ofa
strong: navy toosail out ppon the
Inner Sea and conquer new lands
Such ship-building required the
foling of many trees, a move that
reigmited war between Thaamdach and
elven-ruled Wikerymath and led to the
elven realm’s destruction.

Seeking wengeance, four High
Mages of Nikerymath unleashed a
gargantuan tidal wave that roarcd up
Jhaamdach's bay, smashing the Twelve
Citics of Swords and reshaping the
topography mto what is-known roday.as
the Vilhon Reach. The actions of the High Mages were not with-
out consequence, howeyer, for their Art precipitated the fall of
the sea elven empire of Aryselmalyr and unleashed an inex-
orable tide of humanity that eventually displaced most of the
clven reslms of northeentral Faerin,

Many of those whe survived the Year of the Forious Wayes
(=377 DR set out to-colonize kands that wonld later become
kriown as Tmpiltur, Thesk; and the Vast, in & vast tide of prag-
matic prospectors, clf-hating seldicrs; merchanes, and a.sprin-
kling of peaceful scholars and farmers After occupying much of
the northeentral Triner Sea region, the descendants of Jhaam-
dath hegan migraring westward from Impiltur in the year 1 DR,
seteling the Dalelands and che northern shore of the Dragon-
mere. The latrer group Founded the Forest Kingdom of Carmyr
in 26 DR under the rule of House Obarskyr.

Back in che Vilhon Reach, those who remained escablished
new citics around the year O DR, including -ThHak, Mussam,

Chondatban

"Bamrz; end Arrahar. After suffering yer another plagoe and

again incerring the wrath of the elves of Chondalwood, the cities
grited to form Chondath w1 139 DR. Chondath has existed ever
since, althaugh it was reduced to litrle more than = collection of
city-states during the Eifblade Stand of 877 DR and the Rotting
War of 900-907 DR. '

A third wave of Chondathan migration occurred in the 380s
IR, when settlers from Chondath established the colonics of
Chancelgaunt (later Sclgaunt) and Chondathan (fater Saerloon)
along the coast of what would Tater hecome the Merchant King-
dom of Sembia. Hestilities with the elves of Cormanthyr led to
déefeat at the Battle of Singing Arrows (B84 DRand led Cheon-
dath'ta renounce the governance of its far-flung colonies in the
aftermarth of the Rotting War, This in turn led to the foundmg
of Sembia, the Land of the Silver Raven, in 913 DR

Traders from Sembia and, to'a lesser éxtent, Cormyr and che
Dzlelands continued west and northwest i smaller mmmbers an
the centurids that followed, spreading Chondathan cultore and
langpage from Tethyr to the Savage Frontier. The rise of Sil-
verymoon as a center of magical study an 659 DR
precipitated the migration of a small,
hut cinfleential, sumber of Chon-
dathans to Silverymoon and estab-
lished Chondathan culture sznd
language in a land that had only
been reached by a handful of Chen
dathan merchints until that time,

Today, Chendathan culture and
language dominates much of cen-
tral and western Faerdan. Thorass,
the alphabet that arose from interac-
tione between [haamdach and
the Old Kingdoms of Calimshan,
iz commonly cmployed ‘as the
alphabet of most human tongues,
Morcover, Common, the trade
language of Faerin, = simply a
modern version of Thorass (& (0ld
Common™), which in turn was
largely hased on Jhaamdathan
(“01d Chendarhan™ and Alzhedo,
the language of Calimshan.
While the Calishites, the Imaskary,
the Mulan; and the Netherese may
have cach forged the greatest human
empires of Facron ux their day, it 15 the Chondathans whose cul-
ture how predominates, an EmP'LT!:-EPT“d by commerce and coin,
not by sword or staff.

Rasbemi

outlook

Chendathans measure others by how much wealth and mfluence
a person or family hasacquired, To a Chondathan, all things are
For-sale; assuming one can agree upon a price. Intrigue and covert
manipulation are simply micans to an end, but unnecessary blood:
shed 1 destructive and wasteful. Chondathens have found that
power wevitably swings to whoever controls the purse strings,
not whoeyer carries the biggest sword, and set their aspirations
accordingly. Fierce-competition in il waiks of 1ife is the goiding
riule of Chondathan society, and those raised ﬁ']ﬂlij}l its confines
are used toseeing Fortunes won or lost, with commensurate gains
or losses in stature. Chondathans expect sach individusl to look
gut for himself or herself, and they are often surprised ‘when
othersact selflessly,

Chendathans dre drawn o adventuring for one of two reasons:
Some take up arms and spells-to defend that which they hold
miost dear, 2 eradivion harkening back to the carly Chondathan
settlers. Oihers are drawn to a life on the road by the same
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impulses that send Chondathen merchants into unfamiliar lands
in-gearch of trading appertunities, a hunger to search for wealth
in the uttknown. Most Chondathans who adopt adventuring s a
career are drawn to the potential of acquiring great wealch by
Inoting some long-forgotten tomb or recovering some fabulous
treasure from an ancient ruin.

CHONDATHAN CHARACTERS

Chondithans typically make good fighters, drawing on their cul-
ture’s long-standing mercenary tradifion. Likewise, many Cheon-
dathans find their calling @s rogues, a product of cheir culture’s
emphasis on the scquisition of weglth dnd the wide range of
gkills. The most common multiclass combination among Chon-
dathans s fighter/rogue. Chondathansare rarcly barbarians, sor-
Gerers, or wizards, gs no sizable growp of Chondathans has ever
reverted into barbarism; ancient JThaamdath had relatively few
relations with dragons, social or otherwise; and wizardry has long
heen associated with the unlesshing of plagues in Chondathsn
folklore, Those Chondathan sorcerers who do exist ususlly hail
from lands north and west of the Inner Stz and have one or
more High Netherese ancestorsan their heritage,

Prestige Classes: Chondathans often take up the stady of the
divinely mspired prestige classes, such as arcane devotee, divine
champion, divine -disciple, divine seeker, and hierophant. Chon-
dathans worship evil deities as well as good, so blackguards are
not uawsual among evil-aligned members of this ethnic group,
Many Harpers are of Chondathan heritage, so the Harpér scout
prestige class 5also common. Similarly, the folk of Cormyr are
largely of Chondachan descent, so many Porple Dragon knights
are Chondathans.

chondathan 'SﬂCiﬂTl]J

Chondathan -colture varies widely across Faerin. Compared to
other cultures, particufarly Calishite and Muplan, Chondathan
socigtics have relarively weak class divisions. Hard work and goed

fortune have been cnough to catapult more than one member of

the lower classes uite the merchant nobility, Commerce plays an
important role in afl Chondathan-dominared cultures, giving rise
to the maxim that everything i for sale st some price. Chon-
dathans honor their word, although not for mioral reasons One’s
reputation is like a-purse with a Fixed number of coins that, once
squandered, 5 costly to repurchase.

As Chondathans place a high value on book learning, many
receive some amount of schooling while growing up. Chondathan
vouths arc apprenticed to @ master by the age of 12 and are
expected to learn a trade during their apprenticeship. ‘Chon-
dethans have little paticoce for able-bodied mdigents, and ‘all
gdults arg expected to carn their own keep in whatever feld they
were tramed Wealthy persons are afforded great respect in
Chondathan societies, and these who squander money foolishly
are looked down upon. Chondathans are expected to work until
no lenger physically “capable 'or uatil death. Even theose too
infirm to carn a living of ton pass their days at their former place
ol work, of fering advice to those who have replaced them.

Outside Chondathan-dominated kands, Chondathans strive to
integrate into the local culture, even if thar means learning a
new tongue or converting to the worship of the local pods OF
course, such mtegration strategics do not interfere with sharing
Chondathan necessities and customs with the local populace. a

practice that over time slowly sobsumes the local culture: Chon-
dathan minerities usually organize themselves into merchant
houses or trading costers for protection and o mavmize their

‘opportunitics for profit

86

ﬁnngunge and Literacy

Chondathans speak Common and Chendachan, two ciescl}r'

related tongues. Chondathen, one of the root tongues of
Common, is the modern form of Jhaamdathan (*01d Chonda-
than"™), which was one of two root tongues of Thorass (“01d
Common”), Chondathan employs the Thorass alphabe, a set of
characters used to represent the trade tongue that came mto use
thousands of vearsago aleng the shores of the Lake of Steam.
As many Chondathans dwell amid other human coltures (or at
least have extensive trade contacts with such societiesl, many
individuals learn the local tongue or the langeage of their near-
st neighbor. Commonty learned second lanpuages include Tus-
kan if the individoal in question fives in the Western Heartlands
or the North, Damaran if she lives in northcentral Faerim,
Shaaran if she lives south of the Vilhon Reach, Turami if she

lives on the northern shore of the Vilhon Reach, or Alzhedoaf

she lives along the shores of the Lake of Steam. Spelicasters, par-
ticularly these who dwell in Cormyr or the Dalelands, usually
learn Wetherese and Elven in ortler to acquire magic from old
sources. Few Chondathans outside those areas learn Elven, a
legacy of "generations of conflict and a likely contributor to
future conflices.

All Chendathian’ characters are literate except for barbarians.

chondathan
magic and Lore

Chondathans do not have & strong arcane spellcasting tradition,
nor do Chondathan bloodlines include the ancestry that gives risc
to a great number of sorcerers However, many Chondathans are
drawn to the divine and become clerics or druids In their great
diaspora of a thousand years past, the Chondathans carried the
worship of many of their gods to all corners of Faeriin; it's some-
times s2id that Chondathans congquered o continent with their
gold and thewr pods,

SPELLS AND SPELLCASTING

Chondathans who study wizardry remain generslists, become
tranamuters for the wide spell selection, or learn the abjurer’s art
for the protection such spells affard,

Spelleasting Tradition: Chondathans have strong divine spell-
casting: traditions, especially among those devoted to deities
attuned 1o pamre, including druids and rangers: Any spell that
helps travel across the far-flung Chondathan lands is appreciated,
whether it's a lowly repe rrick for a safe evening’s rest or 4 paw-
erful wisd walk spell. Also favored are divine spells thar assist

m commerce, such as zove of trueh, rending, romguees, and meark of |
Jwstice (toenforce contracts). Ameng Chondathan clerics charged:

with spreading the faith, the Chondathan Missienary feat (see
the appendix) 15 commeon,

Unigue Spells: The widespread nature of Chondashan colture,

combined with the lack of an arcane spelleasting tradition among
Chondathans (except where introduced by Netherese refugees),

9
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has ensured that few spells are uniquely associnted with Chonda-
than culrure: The plague magics of ancient Theamdath, such a5
meass confagion and plagne carrier (see the appendiv’), are much
Teared for their fell effects but are fortunately recorded only in
long-hidden tomes.

CHONDATHAN Macic ITEMS

Chondathans fayvor mugic items that provide personzl protec-
tion or comfort, facilitate cravel, guard apainst chefr, and ensble
the surreptitious gathering of information. Swords and daggers
are commeonly crafted with defending, keen, and speed special
abilities, Armos i3 typically crafted with arrow deflection, for-
tification, and spell resistance special abilities; reflecting Chon-
dathan culture’s long-standing fear of clves and rogues.

Common Magic Ttems: Hand of the mage, bat of diiguise;
Hemiard's baydy baversack, gleves of arvow snaving, Murlysd's
spoon, and periaps of proof wgainst poijon. Due to the prevalence
of these stems in Chondathan lands, they may be purchased at
a 10% discount from the normal price in any large city in
Cormyr, Sembia, the Dragon Coast, or the Vilhon Reach

Iconie Magic Item: Again, thanks to the influence of Chon-
dathan merchants, there are few magic items wnigue to Chon-
dathan culture that have not been widely disseminated across
Faerin. One exception to this rule is the catreye Srosch (see the
appendix), a good luck charm worn by many well-to-do Chon-
dathans, who view cats as good luck and defenders against the
threat of discase

chondathan perties

Chondathans honor the deities of the Facrinian pantheon. Such
15 the magnitude of the Chondsthan diaspers that no deity i
particularly favored by the majority of Chondathans across
Faeran. In fact, Chondathans have traditionally adopted the
deiries of other cultures, incarporating them into their sprawi-
ing pantheon. Gods and goddesses venerated i régions inhabited
primarily by Chondathans include Azuth, Channtea, Deneir,
Eldath, Helm, Kelemvor, Lathander, Lliira, Loviatar, Malar,
Mask, Mielikki, Milil, Mystra, Nobanion, Oghma, Seline, Sil-
vanus, Sunc, 'I'ilc:l&= Tempus, Torm, Tymora, Tyr, Umberlee;
and Wapkeen. "

Ancient Thaamdath wasoneof the first human cultures to
develop the written word, and, as such, litcrate Chondathans
have long honored Dencir, the Lord-of All Glyphs and Images.
The church of Deneir has spread to other cultures-as Chon-
dathan traders spread the trade tongees of Common or its
antecedent, Thorass, bringing with them the Thorass alphaber.
At present, the church of .Deneir has its greatest influence
among those literate Chondathans: who dwell in Corsoyr
and Sembia,

Similarly, ancient Jhaamdath's wars were fought with horri-
ble magical plagoes, so Talona has beéen a part of Chondathan
culture since the rise of that culture. The church of Talona s

(widely feared and reviled among modern-day Chondathans,

despite the activities of other faiths that have wreaked far
greater devastation across Facriin in recent years, Nevertheless,
# small number of Chondathans turn to the Mother of All
Plagues preciscly because of the fear and misery she has engen-
dered and in hopes of acguiring the ancient plague-spawning
magicher cule is said to contral

relations with other races

Chondathan history i replere with clashes with various elven
realins, and, i3 result, few Chondzsthans {with the exception of
some Cormyvreans and most Dalesmen)) have good relations with
the Fair Folk or their half-elven brethren. Likewisc, Chon-
dathans have traditionally regarded the planetouched with =
great deal of suspicion, as Chondathan culture has never had a
great deal of interaction with outsiders and most planctouched
they have eénccuntered were representatives of rival colturcs
isuch as the air dand fire genas of Calimshan, or the assimar and
tieflings of Mulborand and Unther’s Halfores are considered
little better than their full-blooded brethien by mest Chon-
dethans They sre seen ay hittle miore than raiding scum intent
only en discupting the Flow of trade and pillaging the farms of
hardworking settlers,

Chondathans have good relations with dwarves, gnomes, and
halflings, for all have proven to be good trading partners-and
have traditionally dwelled in small enclaves within Chondathan
socictics Among human coltures, Chendathans ger along best

avith Calishites, Damarans, Shaarans, Tethyrians, and Terami

Relations with the Mulan have never been warm, Nuskans arc
regarded as lictle better than orcs, and other cultures are

largely unknown,

chondathan Equipmgnr

Through centurics of commercs, Chondathan merchants have
spread ther culture’s trade goods zcross Facrin, meking their
favored weapons, forms of armor, and other equipment the
norm-througheut the region, not the exception. Simalarly, Chon-
dathans have adopted the most useful items of other cultures as
their own, making them cm.m.ﬁﬂnpla:e.‘acrma Faeriin. As such,
the cquipment lists found in the Pleyer's Handkeok can be seen
as reflecting the Chondathan norm.

ARMS AND ARMOR

Chondathens do have some distinet equipment preferences,
Favored weapons include crossbows (cxcept in the Dalclands
where lopghows are the norm) and all manner of blades, nclud-
ing the longsword, the short sword, and the dagger. Commonly
employed forms of -@rmor include leather armor, studded
leather armor, chiain shirts, chainmail, breastplates, half-plate,
and shields of all kinds. Heavier forms of armor are more com-
monly emplayed m the cooler climes to-the north of the Sea of
Fallen Stars.

Common Items: Chainmail, chain shirts, longswords, and
crosshows can all be purchased among the Chondathans for
10 Jess.

Unique Irem: Somewhat troader in the biade than usual for &
longsword, Cheondathan steddswords (see the appendix) are

favored by mercenaries and merchant guards, .

ANTIMALS AND PETS

Chondathang lfaver small felines as pets and hunting compan-
ions, particularly in the Forest Kingdom of Cormyr. Tressyms
are highly favored by these who can afford them, as are Tynxes,
Dogs are owned to a lesser extent and eonsist primarily of guard,
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herding. and hunting breeds. Horses play an important role in
Chendathan society, but those who can afford them also cmploy
hippogriffs, particularly along the shores of the Vithon Reach
danid in the service of the War Wizards of Cormyr,

Associated Creature: In Hlondeth, serpents are the norm, with
flying smakes imported from the Mbair Jungles achicving wide-
spread popularity in recent years. Flying snakes arc described in
the Monsters section of the appendix.

ch Undﬂﬂlﬂﬂ ﬂf‘gmn

Chondathans hail from 3 variety of dif ferent lands and typically
thoose the region martching thewr homeland. The Chondathan
region described here reflects the mobile population of met-
chants, mercenaries, and sajlors from the lands -arcund the
Tiiner Sea.

Preferred Classes: The Chondathan region i preferred by cler-
ics, druids, fighters, rangers; and rogues, A character of ong of
these elasses may choose a regional Feat and gmin her choice of the
bonus equipment below as o Lst-level charseter. A Chondathan
character of any other class may net select one of the regional
feats here and does not gain the bonus equipment at Ist Ievel

Antomatic Langpages: Chondathan, Common.

Bonos Langpages: Alzhedo, Chessentan, Damarsn, Goblin,
Ore, Shaaran, Turmic.

Regional Feats: Caravanner, Mercantile Background, Plague
Resistant.

Bonus Equipment: (A} Heavy mace® or longsword®; or (B)
breastplate®; or. (C) Ia.rge steel shield”, aspergillum, and 4 flasks
of haoly water,

HUmMAQn, pamarcran

Regions: Aglarond, Damara, Great Dale; Impiltur, Moonses,
Marfell, Thesk, Vaasa, the Vast; Damararn.

Racial Feats: Arctic Adeptation, Grim Visage; Totunhrud,
Lighthrisiger.

In the aftermath of Warfell's fall, scattered groups of MNars,
Rashemi, and Sossrims struggled to survive as = wave of Chon-
dathan emigrants settled in the lands of the Easting Reach. In
time, these Four populations graduslly conlesced intoa relatively
new ethnic group known as Dumarans, so named For the firse
human realm to be founded by this integrated population, After
centuries spent bartling the horrors unleashed by the ancient
magics of Marfell and Raumathar, Damarans are proud and
stubborn folk who refuse to backle in the face of unspeakable
evils and whose worldview leans toward moral ahsolutes:

Alchough Damaran folklore derives from the ancient trads
tions of War, Rashemi, and Soserim tribal groups, Damaran cul-
tere: evelved under che civilizing influences of Chondathan
imimigrants and dwarven traders, and primarily reflects: the
mores of both thess influences After centuries of ever<xpand-
ing settlement, Damarans now make up the primary racial stock
of Damars; Tmpiltur, Thesk, and the Vast Damaran settlers
have tarmed one land afrer another and form a significant frac
tion of the himan population in Aplarond, Altimbel, the Great
Drale, the Moonsea region, and Narfell. Most Damarans make
their living as farmers, loggers, or miners in-a harsh and unfor-
giving land. They make indomitable foes when angercd.
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Damarans are of moderate beight and build, with:skin hues
ranging From tawny to fair, Hair is usually straight braws or
black, although sandy blond 15 not unknown. Fye color varies
widely, with brown being most common. Damarans who dwell
south of the Farthfast mountains more closely resemble their
Chondathan cousins, while thase who inhabit Vassa have & sig-
mificant Sossrim heritage. Along the easternshores of the East-

ing: Reach, Rashemi heritage predommates, except in Aglarond:

proper, where builds are slighter thanks e a significant amount
of wood-elven heritage.

Danmrans see Ife as a series of unending challenges to be
overcome, many of them legacics of the hubris of leng-fullen
empires. For @ typical Damaran, there can be no compromise

(with the forces of evil, even to serve a greater good. Trust must

be carned, and only these dessrving of trust are to be respected.
Even those who inherir titles of nobility must prove themselves
worthy of their inheritance. History is not something o be cher-
ished or exalted, but rather it i an object lesson as to the folly
of pnchecked power,

HiSTﬂf‘IIT

The vast forested territory between the Fasting Reach and Lake
Ashane wre the traditional tribal lands of the Nars. First
encountered by Muolhorandi scouts during that empire’s north-
ward expansion nearly 1,500 vears hefore the beginning of
Dalereckoning, the Nars did not risc to promidence until after
the Orcgate Wars of -1077 DR to -106% DR. Like other trabal
peoples to the cast, the Nars were hired to fight in Mulhorand's
northern armics during the Orcgate Wars, and they returned
home intent on building an empire of their own. Over the course
of the next two centurics, the Nars established a scrics of petty
kingdotms, the most prominent of which were Ashapath (along
the western shore of Lake Ashanc) dnd Tharos L'a: the head of
the Easting Reach).

In —%70 DR, the reigning Nentyarch {king) of Thares con-
structed the great troe-lined fortress of Dun-Thares in the heart
of the Rewlinswood. Some claim he forged a pact with a power-
ful demon lord, passibly Orcos, in exchange for & fell artiface
that came to be known as the Crown of Narfell, while others
attribute his rise to 2 combination of fortuitous events and per-
soral charisma. In any event, after donning the Crown of Nar-
Fell, the Nentyarch procéeded to conguer ane petty kingdom of
the Nars-aftet another, the last of which was the kingdom of
Ashanath, The Nentyarch's.army literally wiped out Ashanath’s
capital city of Shandaular, reducing it to little more than myth
and scattered piles of rubble along the western shore of Lake
Ashane, By —900 DR, the empire of Narfell stretehed from
the uplands of Impiltur to Ashanath, and from the eastern
slopes of the Giantspire Mountains to'the norchern bank of
the River Umber.

In the centuries that followed, Marfell’s rulersset their sights
on the Priador Plateau (now the Flatcaw of Thay), home only
to nomadic tribes of centaurs and gnolls following the retreat
of Mulharind. The centuries-lang struggle for control of the

Priador Plateau between Warfell and Ranmathar is recounted in-

greater detail in the histery of the Rashemi (see page 99). In
brief, early successcs by Narfell were reversed after —673 DR
because of an ill-conceived invasion of Mulhorznd and a sur-

prise attack by Rawmathar's army. In arder to reverse theie-

cmpire’s decling, the rulers of Warfell rurned to demonic aid o
learn the art of sorcery, prompted by fell whisperings of the
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Crown of Naffell. In -150 DR, centuries of warfare colminated
4 great conflagration that consumed both empires and left
all manner of summoned beings tostalk the lands the empires
once ruled In the alrermath of Narfell’s collapse, the Nars
retredted into tiny enclaves, sorcly beset by the demons they
bad unleashed,

The reestablishment of civilization along the shores of the
Easting Reach had its roots in the destruction of Thaamdath in
—335 DR (Turther detailed o the history of the Chondathans).
A vast tide of Chondathan settlers sailed across the Sea of
Eallen Stars to setele the lands that kv berween the Dragon
Heach and the Fasting Reach. These early settlers founded such
: cities as- Proeskampalar (later Procampur) i -173 DR,
Lyrabar in 118 DR, and Chessagol
(later Tsurlagel) 1 —72 DR. From
Lyrabar, settlers advanced up che
western coust of the Easting Reach
mtethe uplands of Tmpileur. Within
fifty vears -of the settlement of
Lyrabar, the first king of Impiltur had
been crowned. Impileur, led by the agares-
sive and mewly enthroned Mirandor
Diynasty, maved guickly to clasim the vacant
territory of fallen Narfell.

As Impiltur's popuolation contumued to
expand, scattered tribes of Nars and mugrant
Sossrims from the southern tip of the Greae Glae-
ier were gither assimilared into the sectler popula-
tion o driven north into the lands they hold roday.
With the backing of Impiltur's royal family, lesser
nobles not in line to inherit lind of their own were
encouraged to scttle new lands Successive waves of
Impilturan cmigration led directly or indirectly to
the seetlement of the Forest Kingdom of Cormyr in 1 DR,
Altumbel in' 163 DR, the city of Milvarune m 737 DR, and
the Vast (after the fall of Rodilar, the dwarven Resglm of
Glimmering Swords] in 549 DR.

Impiltur's eastward expansion was not withouot cost; for the
settlers who blazed a trail through the Grear Dale madvertently
awakened a host of slumbering evils. Dong-buried demons, half-
fiends, and rieflings began to stalk the borderlands of Impiltor,
and in 726 DR unleashed their waiting ar'mics in a campaign
that hrought proud Impiltur to its knees. Many citizens of
Impileur Fled the region, taking with them storics of horror and
terror that moved many to action.

Over the next few years, noble knights from as far awafy as
Amn and Calimshan heeded the call of the Triad Crusade pro-
claimed by the churches of Ty, Torny, and Imater. The Crossde
lasted two years before the last demon army, led by the balar
l Widule, was overwhelmied in & geeat baetle 2t = site-kpnown 4s the

Citadel of Conjurara. The bartle rurned in favor of the Triad’
. followers afrer the paladin Sarshel entered the Gitudel and shut-
r tered the Crown of Narfell within, Once Orcus® pawer aver the
| artifact was broken, the demon-led army was forced to retreat
and the mumber of demons in the region finally began to decline
i The heroic Sarshel was crowned king of Impiltur.

In the centuries thut Followed, Tmpiltir grew wealthy, ruled
by a series of benevolent kings and protécted from the buried
horrors of the Demonlands by orders of Fearless paladins, Ser-
tlement of the surrounding regions continued, and Impilturan
settlers played 4 role n the founding of Aglarond in 756 DR
and Telflimm m 926 DR {Followed by the other citics of the
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Golden Way) Impiltur's golden age came to an end after 2
plague decimated the royal house o 924 DR. The ensuing
strugple between the variobs noble houses of Impiltur plunged
the kingdom: into civil war and eventually reduced the once-
great land to'a handful of squabbling city-stages

The Year of Spreading Spring (X028 DR brought great
chanmges to the Easting Reach. The Grear Glacier began to
retreat, uncovering the lands of whar is today Vaasss, Damara,
and sorthern Narlell. The glaciér’s retreat prompted = vast
northward migration froim Impiltur, the Great Dale, Thesk, and
Aglarond into the promised land of Damadra MEarth Under Tee®
i the local dialect L Tt is from the time of this migration that
scholars began to view the humans of the Fasting Reach as 3 dis-
tinct ethnic geoup. Damarg’ became a king:
dom i 1077 DR, with the founding

of - Heliogabulus by a ‘Sembian

noble named Feldrin Bloodfeath-
ers. House Blocdfeathers ruled
Damara until the death of King
Virdin Bloodfeathers in 1347 DR
batele with the armies of the Zhengyi, the
Witch-King of Vaasa. The lich's grip on
Vaasa and Dumars Tasted twelve long years
before he was overthrown by @ hand of
adventurers led by the paladin Gareth Drag.
onshane in 1379 DR, Gareth then assumed the
throne of Damara and set about reuniting and
restoring the kingdom:

The glacier’s retreat opened the way for a huge
horde of hobgobling te sttuck Tmpiltor ‘in 1097
DR. Ironically, it was the threat of the hobgoblin
jnvasion chat enabled Imphras, War Gaptain of
Lyrabar, to unite his forces with the human armies
of Hlzmmach, Dilfur, and Sarshel, wood elves of the Gray
Forest, and dwarves from the Earthfast Mountains. Once the
horde was dispatched, Imphras was crowned King of Impiltur in
1097 DR, establishing the roya] house thar still rules today, Ril-
unbrar, the fourth son of Imphras I died in 1338 DR, and the
throne passed to Queen Smmbryl, the widowed wife of Imphras
IV (who never ruled)

Although the first wave of Impalturan settlers reached Agla-
rond in 756 DR, it 'was not until 870 ta B80 DR that a wave of
adventurers cleared the Yuirweod of its mast dangerous mon-
sters, In the decades that followed, the Yuir elves intermarried
with hamans who came to their aid in battles with drow and
trolls. Their descendants began skirmishing with the humans of
the coastal kingdom of Velprin, culminating in the Baetle of
Ingdal's Arm in 1967 DR. The victorious half-elves crowned
their war-leader Brindor Aglarend’s first kmg Those bumans
who refused to make peace with the folk of the Yuirwood
migrated to Altumbel,

Philaspur, grandson of Brindor, died fighting the Thayans in
the Battle of Brokenheads, m 1197 DR. He was succeeded by his
twin daughters Thara and Ulde, more commonly known a5 the
Gray Sisters. The Gray Sisters died within s few days of each
other in 1277 DR and were sncceeded by Uac’s son Halicar, the
first full-blooded Damaran to hold the throne of -Aglarond.
Hilacar moonted an invasion of Thay and peid for his folly
with his life i 1260 DR at che Battle of Lapenddar. Halacar's
sister Ilione succeeded him, and ruled uneil her death in 1320,
As [lione had no heir, she léft the throne of Aglarond to her
apprentice, known énly:as the Simbul.
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outlook

Dramarans respect those who demonstrate herosm and self-sac-
rifiee-and stand unflinchingly in the face of evil. Damaran soci-
ety is intolerant of weaknessior selfishness, viewing deeds in
stark: black or white, The moralistic nature of their socicty
strongly shapes Damaran youth. Mest youngsters follow in the
path of their parents, subscribing to their strong moral fervar.
Crthers rebel against the strictures of Damaran seciety and flee
its constraints, The latter pach accounts for the neverending tide
of settlers emigrating to the borders of homan setthement, the
large numbers of Damarans who have made their way west inta
Chondathan-held territories; and the small number of Damarans
whe turn to the worship of demons.

Damarans have a long adventuring tradition, reflecting the
generations-long battle to reclaim the lands of the Easting
Reach From the demonic legacy of Narfell Many youths, par-
ticularly these of noble blood, take up adventuring for a few
years-in order to prove themselves worthy of their titles, Those
mot in line to inherit grear estates also do 5o in hopes of winning
new lands-and wealth for themselves; or in response to the cre-
sading zeal of Damaran society. The good-aligned churches of
the Easting Reach have a long tradition of funding cxpeditions
into the mountains or the depths of the great forests.to smite
soine ancient ovil or another. )

DAMARAN CHARACTERS

Damarans typically make strong palading and monks; for the
discipline and self-sacrifice required of hoth professions resonate
strongly with Damaran morals. Many Damarans fird their call-
ing a5 clerics or, to's lesser extent, druids or rangers, for the
appeal of serving a divine entity is strong. Fighters and regues
are less common in Damaran coltore than clsowhere, for there is
neither a strong mercenary tradition nor a strong mercantile
presence along the Easting Reach. Notable exceptions do exist,
including the city of Teflamm, where a strong thieves guild
holds sway, and the Galena Mountains, where a secretive broth-
erhood of assassing is said to have a hidden stronghold Arcane
spellcaseers of all sorts are rare in Damaran society, reflecting a
long-held suspicion of magic powers that are not hestowed by a
deity. While wizards are generally aceepted; sorcerers are looked
on with suspicion, for the sorcerous ares are thought to be 2
legacy of demonic heritage.

Prestige Classes: Like the Chondathans, Damarans arc drawn
to prestige classes with divine associations, such as the divine
chamipion, divine disciple, divine secker, or hierophant. The Shad-
owmasters of Telflamm narurally include a number of rogues
who take up the assassin-and shadowdancer prestige classes

pamaoran sncit’ﬂlf

Damaran society 1¢ lawful, excepr in Aglarond, where a-strong
clven influence plays a rale, and the Vast, which is much mere
in ling with Chondathan mores: Religion plays a central role in
Damaran life, yet there is by no means a nniversality of heliet.
Although religious fervor & admired, individuals arc judged by
how they conduct themselves and the strength of ther pérsanal
mioral code. Class divisions are less noticeable than clsewhers in
Faerdn, but- those who have beea judged mm’ail} vnfit are
strongly shunned by their p:tl’b.

go

Damaran city-dwellers are uswally educated in church-run
schaols, while- itinerdant pricsts minister to those whe dwell in
wilderness regions. Many Damarans lears their mdr'durfng an
apprenticeship at a church-run school before setting out into
tife, while others join a religious order, directly pledging them-
selves to'the service of the church, As they grow old, Damarans
eften return to the church of their youth, tithing much of their
wealth to its coffers and living cut their last years in service o
their patron deiey.

Damarans retain strong cultural tics to cheir Chondathan
forebears and easily integrate themselves into Chondachan-held
lands. There has been lLittle Damaran migr&tion'cls_r.:ﬁhe:e in
Faenin, but those Damarans who do stray far from their home-
land associate themselves with 2 loeal church of their faith.

Language and Litﬂrucp

Most Damarans speak Common - and Damaran, two closely
refated tongues, Demaran employs an alphaber of Dethek runes,
a legacy of early cooperation between the inhabitants of Impil-
tur and the dwarves of the Farthfase Mountains. The exceptions
are the inhabitants of Aglarond and Altumbel, who speak
Commion and Aglarenden, # tongue closely related to Damaran
that incorporates many Elven words and nses the elven script
of Espruar.

Commoit second linguages i Tmpiltur include Chondachan,
Dwarven, "Aglarondan, or Chessentan. In Damsra and Vaasa,
secomd langeages frequently kaown mclude Chondathan, Dwar-
ven, Orcish; or Uluik: Many Nars can speak Rashemi or Uluik,
and Tuigan is becoming increpsingly popular. The mhabitants of
the Great Dale arc most likely ro learn Rashemi, although some
learn the Thavan dislect of Mulhorandi In southern Thesk,
Aglarondan 1s the most popular sccond linguage, while Chonda-
than and Turmic are the preferred second tongues along the
coust avonnd Telllimm. In Aglarond, most mbabitants also
speak Flven: Other common second languages include Damaran,
Chessentan, Sylvan, or Mulhorandi

ANl Damearan characters arc literate except for barbarians,
commaeners, and warriors.

pamaran Mﬁgic and Lore

Pamarans favpr magic thar discerns between fricnd and foe, and
spells that protect the good from the evil. In the north, magic
that affects the weather takes increpsed prominerice, 25 do fire
effects that are especially damaging ro the cold-adapted monsters
that haunt the wilderncss.

SPELLS AND SPELLCASTING

Damarans have 4 stromg divine spelleasting tradition, partico-
farly in the clerical vein. Because of their suspicion of the arcane
arts, Damarans kave fow arcanc spellcasters, the rarc exceptions
stemming from the buried legacics of fallen Narfell. Damaran
bloodlines thae give rise to powerful sorcerers tend to be demanic
in natureand are often accompanied by s trace of tiefling ances-
try. Damaran wizards arc useally aburers ar diviners, with the

study of necromancy er conjuration stromgly reviled,

Spellcasting Tradition: Damarans {avor spells that ward off-
the forces'of evil ar drive them from this plane, although spetls
that assist smrvival in a harsh climate dare common as well.
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Commonly favored spells include banishmens, diznsisral, magec
circle against evil, protection. from elewments, protection from
evil, and resisr elemenis. Spells that call extraplanar creatures,
such as plamar ally and plagar binding, arc met with suspicion
even when they're used to call abyviously good creatures. Good-
aligned Damaran clerics often rake the Lightbringer feat (see
the appendix’) : \

Unique Spells: The widespread suspicion of arcane spellcasting
in Damaran colture bas ensured that few arcane spells of Dama-
ran origin have become commonly known. In contrast, the
*common cause™ mentality of religious institutions in Damaran
culture has ensured that ivine spells of Damaran origin have
quickly become widely known. A Few paladin spells are uniguely
Damaran; incloding deswfel sword (sec the appendix

DamaraN Magic ITEMS

Damarans favor magic items that provide protection sgamst the
harsh natural environment or the unholy horrors of the Demon-
lands-Swords and dagpers-are commanly crafted with outsider
bane, defending, holy, or lawfuol special abilities. Maces are com-
monly crafted with disruption, holy, or lawful special abilities.
Armor is typically crafted with cold resistance, ghost touch,
nvulnerability, and warming special abilities,

Common Magie Items: Boots of the winteriands, candle of
inviovaiion, born of geodmess, phylactery of faithfulness, guiver
af Mielikki (Ehlonna), and rieg of twawseth: Due to the preva-
lepce of these.items in Damaran lands, they may be purchased
at a 10% discount from the normal price in any large city in
Tmpiltur or Damara,

Iconic Magic Item: Fiewdbunter fun-bladed swords (see the
appendix), though rare, are identified strongly with Damaran
heroes who ride from place to place, bartling demons and devils
wherever they may be found

pamaran peities

Damarans honor the deities of the Facriinian pantheon. They
favor lawfnl and good deities, except For cultists who turn to the
worship of chaoticevil demmon princes, Along the Dragon Reach,
commuonly venerated deities include Chapntea, Eldath, Mystra;
Tempus, Torm, T }'n'mrﬂ, TUmberlee, and Waukeen. To the cast in
Impileur, favored deities inclode Tlmater, Seline, Tymora,
Valkur, and Wankeen, In addition to the church of Chaentes,
Thesk’s reliance on trade along the Golden Way has brought the
churches of Shaundakul and Waukeen to prominence. Likewise,
the church of Mask has grown strong in Teflamm preving on
that same caravan traffic,

In Aglarond, Chauntea is venerated by farmers; while fisher-
folk wvewnerate Valkur and Seline. Although Umberlee is
acknowledged, she is widely held in great disdsin. Aglarondans
also pay homage to the Scldarime, particularly in their guise as
the gods of the Yuirwood elves. The Great Dale has long been
home tor Followers of Silvanos the Oakfacher, locked in bicter
conflict with the disciples of Talona. The church of Ilmater
dominates Damara, while Vaasa has long been home to theculs
of Orcus. Tempus is vencraged by barbarians dwelling along the
edge of the Grear Glacier and among the tribes of Narfell.

Of all the deities, Iimater represents the enduring spirit of all
Damarans and occopies a4 central place in Damaran culture,
Timarsr’s church is effectively the state church of both Impiltar

and Damars, with paladins of Tmater proving to be regular eceu-
pants of both thrones. Most Damarans along the Eastng Reach
pay at lzast token obelsance to the Crying God or onc of his many
saints on a daily basie Maost churches of Tlmater are dedicated to
at least one of lus saints, with the followers of Saint Sollars the
Twice-Martrred being most prominent in Damara:

relations with other races

Damarans have long and abiding ties with shicld dwarves and
arc favorably inclined roward the Stout Folk (with the notable
exception of the duergar). Halflings are rare in Damaran lands
outside Tmpiltur, but:are viewed guite favorably by most Damia-
ran communities. Gnomes are regarded similarly to dwarves,
although they are less well known in Damarsn lands. Elves and
half-clves arc almost pnknown outside Aglarond and the Gray
Forest, and ‘are regarded with some amount of suspicion, Dark
elves are mot unknown an the Galena Mountams, and have
exrned the enmity of these native to the region. Hall-orcs are
regarded with a great deal of suspicion;, although their numbers
make them a tolerated minority i Vaasa:

Damarans have long strugeled with the evils unleashed by
Narfell's sorcerers, leaving them quite hestile to the progeny of
demons such as tieflings. Fire génasi have long been associated
with the Red Wizards of Thay and are thus cqually disliked.
Other plancrouched are rare in Damaran lands, and hence
viewed:as objects of wonder.

Among human cultures; Damarans get along best with Chon
dathans end Turami thanks to extensive trading contacts. Nars
and northern Hashemi are tolerated, if looked down upon tor
some extent, while Mulan and Thayan Rashemi are viewed with
& great deal'of suspicion. Lingering meémorics of the Horde pre-
vent the establishment of good relations with the Tuigans
Finally, due to the notorious Bloodstone Wars of a few decades
back, most Vaasans are regarded as demon-worshiping reavers,
gven those who happen to be of Damaran racial stock rather
then Vazsans

pamaran equipment

Thasnks to cxtensive trade across the Sea of Fallen Stars, Dama-
rans share much in commeon with Chondathans, including com-
monly cmployed forms of weapons #nd srmor. As such, the
equipment lists found m the Player’s Hardbook can be seen a3
reflecting'the Dimaran norm.

ARMS AND ARMOR

Damarans faver medium armors that combine good protec-
tion with a reasonably low weight, and weapons that can fend
off feral beasts or bloodthirsty demons armed with tooth and
claw. Favored weapons include spears, longspears, glaives, hal-
berds, and greatswords. Commonly employed forms of armor
include studded leather armor, chainmail, bmastplabes. and
splinted mail.

Common Items: Chalnmail, splinted mail, longspear, halberd,
greatsword,

Unique Items; Perhaps the most unique weapon in Faerin
15 the heavy aspergillum, found only among the Imaterans
of Lmpiltur. See the Equipment sgction of the appendix for
its description. : '
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ANIMALS AND PETS

Damarans favior large caninies as pets, particulacly i mountain-
ous and arctic regions. Maost breeds are workimg dogs, bred to
serve s pack-animals or sled dogs, Since the retreat of the Greut
Glacier, Damiaran working dogs have been bred toserve a variety
of other wses; including herding and hunting: Most recam a dis-
tinctive thick coat, Horses also play an important role in Dama-
ran society, More exotic mounts include griffons, employed in
Damzara and Vausa

pamaran nﬁgiﬂn

While-the folk of Impiltur are comfortably mercantile and
sophisticated, from Viaasa to Thesk the typical Damaran lives in
& fronticr town guarded by a lord's kecp or Forrified abbey, sur-
roanded by vast tracts of dangerous wilderness.

Preferred Classes: The amaran region is preferred by clerics,
druids, monks, palading and wizards. A character of oncof these
classes may choose a regional feat and gin his choice of the
bonus: equipment below as @ Ist-level character. A Damaran
character of any other class mey not sclect one of the regional
feats here and does not gam the bonus cquipment at st level.

Automstic Leanguages: [Jamaran, Commeon.

Boous Languages Abvssal, Chondathan, Dwarven, Gianc,
Goblin, Orc, Rashemi.

Regional Feats Forcster, Lightbringer, Luck of Heroes,
Strang Soul,

Bonus Equipment; (4] Heavy mace® or longsword®; or (B)
hreastplate”; or (C) large steel shicld®, aspergd!um, and four
flasks of holy water.

Human, 1lluskan

Regions: High Forest, Moonshae Isles, Welunther Tsles the
Worth, Silverymoon, Waterdeep, Iﬂurknw,'brr.&gardf.

Racial Peats: Ancestral Spirit, Arctic Adaptation, Jotunbrud,
Orzl History.

[llnskans also known as Northlanders, are the seagoing, warlike
people of the Sword Coast North, the Trackless: Sea, and the
Dessarin river valley. Althongh their ancestors founded Hinsk,
one of the earliest human civilizations in Facrin, as well as the
great city of Waterdeep, ITluskans have long been seen as a bar-

- baric people, having harely risen above the status of orcs in the
eyes of many sontherners, Toskans are more than just harkir-
iins, howsver, a5 chewr culture has given rise to powerful rune-
casters, fearless satlors, and legendary skalds, They also farm,
fish, and mine their rugged lands, trading: their goods with
mutertl merchants. However, long-falien elven empires, barri-
ers of geography, and a cultural emphass on raiding over trade
have conspired to ensuré thar loskan culture dnd bloodlines
have not taken root in other lands.

TNuskans arve tall, fair-skinned folk with ¢yes of blue or
stegly gray, Those who dwell ameong the slands of the Track-
less Bea and i Teewind Dale are largely fair-haired, with blond
hair predominacing over red and light brown. Those who dwell
o the mainland south of the Spine of the Waorld are more
pronie to ravencblack hair, an indicition of 5igniﬂcaﬁr
Metherese heritage. "

a1

Tlluskans regard themselves as a strong prowsd people Forged
by the harsh environment in Which they dwell: They fesl they
have carned, through strengeh in battle, the right to claim the
lands they have settled, Hluskans regurd most southerners as
weak and decadent, two much-despised traits. However, they are
fFair-minded and always willing to make exceptions for these who
have proven otherwise. [lluskens themselves are bold and

impetuous, given to proud heazes; the cansumption of prodigious:

amounts of mead and ale. and quick tempers,

Histor U

Although it is unclear when humans (irst seetled theiglands of
the Trackless Sea, the Tirst Norchlander migration to the north-
cra Sword Coast occurred before —3000 DR and Ted to the mi-
tial founding-of the realm of Tllusk by hunting clans and fishing
villages along the coast, The capital of O1d HMlesk is beheved ta
have been a city of the sume nanie located at the mouth of the
River Mirar, where Luskan, City of Sails, stands today, At the
peak of its influence, O1d Tlusk held the Sword Coast {rom the
Bword Mountains to the Spine of the World, cue off from the
rest of Facrdin by the clf-held woodlands of Illefarn. The early
Ttuskans learned rune magic fromthe giants of Ostoria during
this era. The first incarnation of Tlosk fell in =21G3 DR, when
a horde of ores, led by gianes and their ogre genetals, crushed the
reatm The few survivars of Old THuesk reverted to barbarism
and migrated north and west to what is now Teewind Dale, where
their descendants are known as the Reghedmen,

In the century leading up ro the begimming of Dalereckoning,
the ‘ancient THuskan kingdom of Kuathym was wracked by
mntertribal serife stemming from a population thae had grown
too large for the island’s limired resourees. Iluskan dragonships
set sail For the other islands of the Trackless Sea, including
Mintarn, the northern Moonshae Tsles, and the Whalebones,
where varions ITluskan tribes established new colonies. The Tllos-
kan emigrants settled the mamland of Faerdn ss well. Another
tribe vanished through a portal that led to the Coenel Hills
of the Eastern Shaar and populated-the land of Dambrathin
the South.

In 97 DR, a Ruathym thane by the fame of Tthgar Gar
dolfsson sailed =ust in hopes of finding the ruins of Old Illusk
hinted ar in the skalds' songs. Instead, Uthgar discovered that
Wetherese survivors had puile 2 new city on the site, Uthgar's
armies sacked Wetherese THusk and overthrew the ruling magec
racy, but the inhabitants of the city fought back by burning the
Iluskan dragonships and driving Uthgar's army inland, Uthgar
and his men survived, joining with the barbaric Netherese tribes
of the interior, Uthgar died in 123 DR in battle with Gurr, Lord
of the Pale Giants, on the site now known as Morger's Mound.
By defeating the giant king, Uthgar broke the power of the frost
giants and before his death claimed the lands between the Spine
of the World and the Evermoors for his followers. By his deeds,
Uthgar won the favor of the god Tempus, who élevated him to
the rank of demigod. The descendanes of the "Son of Tempus™
are known as the Uthgardt barbarians.

The Tluskans of the Sword Cosst prospered and began expand
ing their holdings. Some migrated up the Delimbiyr Vale, set-
thng the Barony of Stecping: Falls (where the town of
Daggerford now lies) i 133 DR and Athalantar (which lay

between the High Forest and the River Delimbayr] in 183 DR.-

Others migrated up the coast tosettle the plateay above Decp-
water Harbor (which later grew into the city of Wxtl:rdl::p’.- in
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§2 DR, the city of Eiggerstor (now Neverwinter) in 87 DR, and Lord’s Alliance reflects the common purpose of 1lluskans and
Uthtower and Yarlith in what is now the Mere of Dead Men in Tethyrians alike to oppose the endless wave of orc hordes that
146 DR ’ threaten civilization in the Worth.

Athalanear fell to an orc horde from the High Moar in 342
DR, and its inhabitants eventually joined with che Blac Bear
Uthgardt tribe. (The Blue Bear tribe isnow extinety although its ﬂl]-r] Q0 ]'{
bloodline continues in the Tree Ghost tribe that broke off from
the corrupt Blue Bears in 1313 DR.) The vale of the Delimbiyr
was abandoned m 307 DR, when its chief city sank into the
Lizard Marsh. Although Delimbivran would be reborn as part
of Phalorm, the Realm of Three Crowns, in 723 DR, Tethyrian
and hallling migrancs from the seuth quickly subsumed what
renzained of the THuskan populace.

In comparisen, Mluskan dominance of the north-
ern Sword Ceoast collapsed guste suddenly,
Wetherese Tlusk fell once agam in 611.DR, az
did Yarhith, to the illithid-led Everhorde of
orcs In 817 DR, batcles between the Horde
of the Wastes and the drmies of Phalorm
led to the inundation of Uthtower by the
sca; forming: the Mere of Dead Men
Phalorm collapsed later that year, in the
wake of its army’s defeat, The founding of
Mirabar by Prince Ercskas of Amn and
his largely Tethyrian followers in 626 DR
marked the nadic of Iluskan influsnce,
Moreover, it served to further segregste the
Uthgardt tribes from then Northiander
cousng along the coast.

An IHoskan renaissance began in 806
DR, wich the establishment of the
coastal realm of Stornaater by
Lacral Silverhand, Witch-Cuecn of
the Worth, with Fort Llast as its cap-
ital. Lacral reslized the importance
of -refounding Illusk and initizted a
campaign to do so that led to the

Hiuskans take their measure of another person by assessing
strength, martial prowess, valor, and honor. From an early age,
Hluskans are tested by their clders, their peers, and their jun-
iors, and their response to such chiallenges arc reflected in cheir
status within the society. To an Tuskan, there 1sa natural peck
g order i hife, and those who dre weak in any
fashior do not deserve to hold a position they
have not carned. Deceptions, lies of omis-

sion, and trickery are despised, while
strajpht speech and forthrightness
are to be admired.

Muskans are typically drawn to
adventuring for one of two rea-
sons Some Nerthlanders hope to
prove their strength, valor, and
martial prowess, earming them
respect in their eyes of their kin
and mspiring bard's tales for gen-
erations to come, Others seek con-
quest and plunder, hoping to make
up for the meager fare and wealth
their homelasd provides

IrruskaN CHARACTERS

The Uthpgardt and the IHuskans of the sea
isles are renowned birbarians and many find
their calling as fighters or rangers a5 well
Bards, known as skalds, play important roles
as lorekecpers and pocts, giving inspiration to
recstablishiment .of the city in 812 DR. Illuskan warbands. Clerics and adepes play dn
Although the Realm of the Witch-Quéen collapsed | important role in tribal life. Although IHuskans have
i §41 DR with Laeral's abrupr disappearance, the  Dragowbead doar  little tolerance for thievery, many THoskan sulors and

city of Illusk and Stornancer's former territories con- pirates are actually rogues with a maritime ot entation to
tinued to prosper. Once again Iliuskan dragonships roled the their skills: Druids, paladins and monks are almost unknown m
waves, and Iltuskan tribes seized control of the Dessarin river Mluskan calture. Wizards and:sorcerersare rare but not
valley from the less warlike Tethyrian settlers of the region. In unkoows, particularly wicthin the runks of the Arcape Brother
882 DR, an Iluskan named Nimour the Reaver vanguished the hood that rules the City of Sails
Bloodhand cribes dwelling on the plateaw above Decpwater Prestige Classes: [lluskan clerics often study rune magic and
Harbor and established Nimoar's Hold. become pawerful runecasters. Evil [Noskan reavers aré somc-
In the centurics that followed, Wimoar's Hold grew in power times drawn to the way of the blackguard, but good THuskans of
and infloence, with the name Warterdeep coming into common the settled North have a strong tradition of supporting the
psage around 240 DR Eiggerstor became known s Neverwin- Harpers and often take up the Harper scout prestige class.

ter, the Chondathar transiation of its Illuskan name. Although
Tlusk fell*to-another orc-horde in 1744 DR, it was rebuilt as the »

city of Luskan in 1302 DR and is now greatly feared for the IHUSRUU'I SUCIETIII
presence of the Arcane Bretherhood.

Today; Nluskans dominate the northern islands of the Track.
Jess Sea end the coast north of the Mere of Dead Men, as well
as the Dessarin river valley and its tributaries. The Arcane
Brotherhood represents the continued mfloence of the
Netherese arcane tradition over Iluskan culture. An increds-
ingly large fraction of Mirahar's pepulation is of Tluskan her-
itage. Waterdeep and Neverwinter reflect the best of both
Iuskan and Tethyrian culture, and the estublishment of the

Hlnskans have little concept of class divisions, consdering such
artifices ss an example of the weakness mherent in southern cul-
tures. Honor and prestige m IHuskan society are earned through
displays of strength and martial fortieds. Both magic and com-
merce &re regarded with suspicion, for both-are seen as opsctting
the natural order of things.

Muskans are expected to be selfsufficent from 2 younz age.
Those whio must rely on others are treated well but not respected,
although the elderly are accorded the respect they earned before
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the delalitating efTects of age set 1. Those wha hire strangers to
do 2 rask rather than do.it themselves are considered suspect

Blook leatning 15 admired but not expected. Those who die an hon-

orable death are burned in funersl pyres, preferably aboard a
small ship pushed out to sea, Such ceremonies are believed to free
the soul from its mortal tether.

Mhiskans often have difficulty sdapting to s other s:uFtl.rrth, par-
ticularly societies where battles are fought indirectly throegh
wards and gestires rather than openly with aves and war cries
Meost expatriate Iluskans eschew the worship of “weak” local
gods, and few can be bothered to'learn local languages. Instead
they find odd jobs, usually as mercdnarics of some sort or the
ather, and then join their fellow cxpatriates in nightly drinking
bowts in which prodigious amounts of alcohol are consumed.

Language and Literacy

Most [Miuskans speak Illuskan, 2 language derived larkely from
(Md Thuskan (spoken by the folk of Old [lusk) mixi:u]_ with a
spiattering of Wetherese, They usnally speak Common as well,
but few are literate. Along the northern coast of the mainland,
particularly m the city of W:lrerdeep, many Illnskans speak
Chondathan, the langnage ‘of their Tethvrian neighbors.

Although 0ld THoskan had an alphabet of its own, today it 15

only found in the ancient tomies of the Green Library in
Ruathymy and in ancient fragments of lore stored within the
Host Tower of the Arcanc in Luskan. Although rarely por in
writtent form, the modern IMuskan tongoe uses the Thorass
alphabet introduced by Tethyrian migrants

Al Muskan characters are literate except For barbarians, aris-
LOCTAts, COMMONERS, experts, and warriora

lluskan Mﬁg‘ic. and Lore

Wizards ave fare in Iluskan aociery.. They are widely feared and
assumed to be in some way affiliated with the Arcane Brother-
hood. OF those who do study wizardry, perhaps the most common

specialization is the school of Evocation. Sorcerers and bards arce’

maore common among [uskans, as many IHuskans have a race
of draconic ancestry in thewr heritage. Unlike other arcane spell-
casters, bards (generally known a5 “skalds™ are widely respected
for their role as lorckecpers and poets. Among divine spellcass-
ers, clerics and adepts are most common, with many adepting the
runecaster prestige class (described in the FokeolTEN REALME
Cantpaign Sesting . Druids and rangers are rare, and paladins
almest unkaown.

SPELLS AND SPELICASTING

[iuskans faver spells that enhance their martial prowess, give
rige to gredt emetions, or summeon the fury of nature, including
il sivength, call lightwing, control winds, emotion, endurance,
and siorm of vengeance,

Spelleasting Tradition: Much of the Hluskdn divine spelleast-
ing tradition was adoptad in the form of rune magic from
diwarves and mants Many of the powerful spellcasters smong the
HNiuskans are rupecasters. Some take the Eldriech Lingmst feat
[see the appendix;, which focuses on the power of the written and
spoken word

Unigue Spells: Tiluskans ave not known for che creation of new
spells, Much of the THuskan ercane spellcasting tradition was

mtroduced by Netherese supvivors who lived long age. As a
result, most Tluskan spellcasters employ spells widely known
thropghout the region and do not create their own,

[}

I1.LuskaN Macic ITEMS

Ilnskans faver magic items that provide morale banun.eu. in,
combat and that aid sailors and their ships. Weapons are com-
monly crafted with chaotic, frost, icy burst, keen, speed, and
thun&c:i.ﬂg special ablitics. Armor is commonly crafted with
arrow deflection, bashing, fortification, and wnrm:.ug special
abilities,

Common Magic Ttems: [lluskan runceasters produce a large

number of such items as dosts of the winierlands, gauntlets of
sgre porwer; borus of For, bovws of Falballa, pstiont of bereiom,
and meind fans. These ittems may be purchased at a 10% discount
from the normal price in Luskan, Neverwinter, or on the isle of
Ruszthym.
+ Iconic Magic Ttems: The lack of 4 strong arcane spefleasting
tradition (aside from that passed down from Netherese fore-
bears 1 the vieinity of Luskan) has ensured that most magic
items wielded by Illuskans were seized from other cultures and
nat crafred from scrasch. Neyvertheless, there area fow items
unique to [luskan culture, InLTudmg the axe gf the sew reavers
(5ee the appendixh ~

illuskan perties

Although the inhabitasts of O1d [Mlusk venerated a pantheon of
beast totems and passed this tradition down to the Uthgarde, at
present most Iluskans worship the deities of the Faerinian pan-
theon, Illuskans largely adopted the gods of the Netherese pan-
theon in the mixing of cultures thit occurred following Uthgar®s
sdack of Tlusk, and then adopted the rese of the Facranian pan-
theon as it grew heyond the ranks of the Netherese deities. The
eight most prominent Taiths in Iuskan society include the
churches of Aurdl, Mielikks, Mystra, Oghma, Tales, Tempus,
Umberlee, and Uthgar, Ocher churches with sipnificant follow-
ings, particularly in argas where Iluskans and Tethyrians live
alongside onc another, isclode Eldach, Lurue, Malar, Milil,
Seliine, Shar, Shaundakul, and Valkur.

Auril, the Frostmaiden, has long deminded and received ven-
ergtion in the cold climes in which mest lluskans dwell She is
secr-as the bringer of winter on the world, to-be appeased with
of ferings of food and strong drink placed upon rafts set adrift
at sea durmg sutemn and winter. The church of Auril is
strongest amony those Tluskans who dwell in the Frozenfar (the
region of the Sword Coast north of the River Mirar), but & large
temple to the Frostmaiden known as the Wi-ntcr Palace stands
in Laoskan.

Patron of the Uthgarde tribes; Uthgar i5 worshiped through
the veneration of & beast totem wnigue to cach of the various
tribes, Even non-Uthgarde 1luskans find the worship of the
Tempus-son actractive, as the heroic virtues of Uthgar's battle-
won kismgdom are still ce[ebrated i the long sapas of the TTlus-
kan peaple.

relarions with other races

Hiuskans judge members of other races and ethnic groups by the
same standards by which they judge themselves In other words,

5%
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they respect strength, martial prowess; and the strength of one’s
word, Tluskans get along well with dwarves, although the two
groups have been known to war over disputed territory.
Gnomes and halflings are seen as weak and given to trickery,
mspiring scorn in miest Tluskans. Similacly, elves and half-elves
are seen as weak and overly rebiant on megic, although danger-

ous ponetheless.

Mluskans of the mainlind harbor a decp and abiding hatred
for orcs, and few are willing to view half-orcs as any hetter than
their porcine kin, Iluskans have nothing butscorn far humans
From the South, particularly Galishites. Tethyrians, particularly
thoss born in the North, dre regarded with cautions respect, for
the two groups have hived-alongsidé one another and fought
with each other for gencrations. Chondathans-are viewed simi-
larly to Tethyrians in the Silver Marches region, although their
*southcrn™ tics arc considered more snspect. Planetouched are
regarded with suspicion for, like elves, they scem to be creatures
of magic. In particular, ticflings are seen as litele better than
fiends, though carth genasi are respected for their strenpth
Other ‘humans are regarded with suspicion, for'fow Illuskans
have ventored beyond the cold climes of northwestern Faerin
cxcept to raid and plunder, and fewer scill have any knowledge

of other cultures.

illuskan equipment

Tluskans favor heavy hides and warmowool cloaks appropriate
for cold climes. Metal armor i rare; as few Tluskans can afford
to mike ar purchase it, and because heavy armor is il-suited for
battles at sea.

ARMS AND ARMOR

Hide armor is common, as are spiked shields (large or small,
woaden or steell. Most chiefeains and well-off warriors prefer
chain shivts for personal prorection during a raid, The [loskans
favor axes of all sorts, a legacy of their long-standing association
with the dwarves of the North, who often armed IHluskan heroes.

Common [tems: Hide armor, chain shirt, large wooden shacld,
battleaxe, greataxe, handaxe, and throwing axe,

Unigue Item: The horoed helmet is 2 symbol of the Tluskan
seg-reaver, See the appendix for degails. ’

ANIMALS AND PETS

MHuskans are not nclined to kecp animals as pets; companiens, or
familiars, as relatively few species ‘are native to Ruathym or

nearby islands, Goats, sheep, and geese do better in the cold Illus-.

kan lands than do cattle, swine; or chickens. Illuskan lords of the
northern anah&zi’hnvq adopted Moray moorhounds (see large
hound, in the appendix), originally bred by the Flolk, in increas-
ing numbers of late. The Tluskans arc not riders and rarcly
employ horses, although ponics are sometimes secn on the islands

of the Trackless Sea.

illuskan nﬁginh

Settled -THuskans From the Sword Coast arc reflected by The
North character region. This region reflects the sea-reavers
native'to the isles of the Trackless Sea

Preferred Classes: The Tlluskan region is preferred by barbas-
ians, hards, clerics, and fighters. A character of one of these
classes may choose a regional fedt and gain her chonce of the
horus equipnient below asa 1st-level character. An Tlluskan char-
acter of any other cliss may not sélect one of the regional Feats
here apd docs not gain the bonus equipment 2t st level.

Antomatic Langoages: Common, Tluskan.

Bonus Langoages: Alzhedo, Aquan, Chondathan, Dwarl, Giant,

Regional Feats: Bloodcd, Survivor, Thug,

Bonus Equipment: (A ] Battleaxe or greataxe”; or {B) c}rm:l
shirt*; or (C} large stecl shield® and large hound {sce the
appendix)

Uthtgurdt Heginn

The Uthgarde are more nomadic and insular than the North-
landers-of the coast or the'sca isles.

Preferred Classes: The Uthgardt region is preferred by barbat-
ians; druids, Fighters, rangers, and rogoes. A character of one-of
these classes may choose & regional feat and ‘gain her choice of
the bonus equipment below as a 1se-level character. An Uthgarede
character of any other class may oot selecr one of the regional
feats here and does not gain the bonus equipment at Ist level

Aotomatic Languages: Comman, Tluskan. )

Bonus Langpages: Chondathan, Dwarven, Elven, Gizne,
Gohlin, Orc, Sy]ﬁri.

Regional Feats: Blooded, Forester, Treetopper.

Bonus Equipment: [A) longsword®; or (B} hide armor® and
large wooden shicld®; or (C) 50 Arrows",

HuUman, Mmulan

Regions: Chessenta, Chondalwood, Mulhorand; Thay, Unther.
Racial Feats: Sacred Tattoo, Theotrat.

Since the fall of ancient Imaskar, the Mulan have dominated the
eastern shores of the Sea of Fallen Stars. Led by two panthéons
of deitics; the ancient Mulan empires of Mulhorand and Unther
conguered at various: times -Ashdnath, Chessenta, the Eastern
Shaar, Murghom, Rashemen, Semphar, Thay, Thesk, and the
Wizards' Reach cities that lie south of the Toirwood. In their
wake, these emipires have lefr ruling elites composed almost
exclosively of Muolan. After millennia of rolership, the Mulan
have become arrogant, highly resistant to change, and wholly
convinced of their cultural superiority.

The Mulan are firmly wedded to the use of magic, with the
only major point of disagreement being whether to pursue the
arcane or divine tradition. For many generations the god-kings.
powerful avatars of the Mulhorandi and Untheric deitics long
resident on Toril, ruled both gmpires as incarpate gods. The som-
nolent rule of the god-kings permitted the development of 2
powerful priest class in Mulan cultures that has long struggled
with practitioners of arcane spellcasting for poweroTher heavy.
handed clerical rule prompted repeated rebellions by wizards and
sorcerers, leading fo the dominanee of Thay by Red Wizards of
Mulan descent.

Mulan are generally tall, sling, and sallow-skanned with eyes
of hazel or brown, They lack much body hair, and many, includ-
ing all nobles, shave any hair that they do have: Hair color on
an unshaved Mufan ranges from black to dirk brown, The lower
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classes of Thay, Muthorand, and Unther often have significant
Rashemi or Turami blood, leading to darker complexions. The
folk of ‘Chessenta have long mixed with the necarby Chon-
dathans, and pure Muolan featores arc rarc there
The Mutan-have 2 long and proud history, viewing both their

society #nd their culturc a5 eternal. Rapid change is regarded:

with suspicion, &nd the arcane -arts cither warmly embraced
(Thay) or viewed with deep distrust (Mulhorend and Unther |
Mulan helieve themselves to be more civilized, more prosperous,
more creative, more powerful (should they choose to bel and in
all'other ways supérior to all other ethnic groups. Even in the
Face of évidence to the contrary, Milan are dismissive of other
cultures” accomplishments and openly arrogant with respect to
their own.

The history of the Mulan s lergely the history of Mulhorand,
Unther, Chessenta, and Thay, 25 detailed 1 the FORGOTTEN
REALMSE Campaign Serting,

outlook

The: Mulan belicve in order and discipline and are strongly
resistant to change; the legacy of millennia of undying rule by
the god-kings of Unther and Mulhorand. They haughtily helieve
that they are cither the chosen of the gods (in Mulhorand,
Unther, and Chessenta) or above the gods (in Thay) and hold
their cultore above all others. Tnlike most other human cal-
turcs, the Mulan believe they dwell inan earthly paradise, where
stabality-and secority shall rejgn for all eternity. The afterhife
merely o mirror of the mortal realm. In Thay, such beliefs have
been twisted to regard undeath.as the mirror of Life, whilean
Unther the.centuries-long tyranny af Gilgeam made a horror of
both chis world and the next, Mulan are indocerinated from a
young age to revere their cultural teaditions, to respect the law,
#nd to hoior the servants of the gods {or the Red Wizards, in
thevase of Thay)l ]

Although not drawn to adventuring, Mulan seen outside their
rraditional homelands are psually adventurers of one sort or
another, Some have Tled enslavement or hedn driven mto exile
due to differences with the local authorities, whether they be
mercenary lords. in Chessenta, cultises of Tmmac n the rem-
nants of Unther, buresucratic priests in Mulhorand, or duto-
cratic Red Wizards in Thay. Others dre sent sbroad-as agents of
one of the Mulan realms; serving as representatives of a Thayan
enclave, tracking dows relics plundered from a Mulhorandi

romby, Fighting in a Chessentan mercenary company, or spyitg:

on these who have designs on Uncher’s carcass.

MuLax CHARACTERS

Mulan :}'pi:alllj-" make good fighters, whethér trained in the
mercenary armies of Chessenta, the church armies of Unther
and Mulhorand, or the wizard-led armiés of Thay, The read to
power in Mulhorand and, until recently, Uncher lies in che
various priesthoods. Asa result, many Mulan in those realms
are cleries of ‘one of the Mulhorandi gods, Hoar, or Tiamat
Chessenta has ws Faw share of clerics a5 well, many of whom
serve vartous Facrinian deitics, but only the churches of Kos-
suth and several evil Faerinmd deities are strong in wikard-
dominated Thay.

In Mulhorand, good-aligned deities with strong martial tra-
ditions employ many paladins in their service, Wizards and

clerics are well established in Chessenta, Mulhorand, Thay, and
Unther, although their efforts are much restricted in Mulho-
rand by the burcaucracy of priests, Bardcraft, brought hack by
Chessentan miercenarics from western Facrin, is held in high
esteem in Chessenta but is otherwise almost unknown in lands
dominated by the Mulan. Monks are found in large numbers
only in Malhorand, where most orders are. integrated.into the
church of Thoth. Rogues arc common in the teeming cities of
Mulhorand gnd Unther, where priests are more corrupt than
pious. Mulan are almost never barbarians or druids, g5 they have
always lived m cultures established by the god-kings and their
clerics. Likewise, Mulan rarely find their calling s rangers, For
the Mulan dwell in long-sertled lands with few forests-or other
arcas of wilderness,

Prestige Classes: Many Mulan take op the divine prestige
classes of arcane devotee, divine champion, divine disciple, and
divine secker, Assassins and blackguards devoted to evil deities
are not nnknown i Mulan societies and ave especially preva-
lent in Thay and Unther. In Thay, almost all Mulan wizards
of sufficient skill eventoslly choose to join the ranks of the
Red Wizards.

Mulan Sucietg

Despite the fragmentation of the Old Empires of Mulhorand
and Unther, the Mulan have changed litele despite the passage
of centuries. Strice class divisions scgregace Mulan sociery inte
the nobility (incloding a1l clerics and arcanc spellcasters), the
commoners (farmers, merchants, and skilled eraftsmen), and
slaves {everyone else | Although upward and downward mobilicy
is possible m Mulan society, primarily by joining the clergy or
studying the Art, the Mulan discriminate against most other
homan ethmie groups gnd races and preserve strictly defined
class roles..

Despite the centuries-long presence of the god-kings, the
Mulan are not particularly reverent, mor are they everly inter-
ested in commerce. The Mulan aspire to power, prefersbly
backed by magic; and engage in endless intrigues to accumulate
persond] power no matter what the cost to the ideals to which
they nominally aseribe.

Mulan place great stock in education, and all members of the
nobility and middle tlass receive some anount of Instruction as
& thild Many vouths are spprenticed to a powerful wizard
{Thay]) er joir® the church of one.of the god-kmgs (Mulhorand
and Unther) at 2 young age and are rased apart from ther fam-
lies, As adules, the Mukan are expected to serve their role in
socicty and ot make waves. Death is a lifelang obsession for
miost Mulan, who spend their cotire lives preparing themselves
for the afterlife. The Mulhorandi ¢pitomize this obsession, plan-
ning every detail of their journey into the afterlifi:

Outside Malan-dominated lands, Mulan keep te themselves,
forming isolated cnclaves apare frome the local society. Thayan
enclaves are simply the latest such example of the Mulan hold-
ing themselves apart from and shove other races and human
sthnic groups when dwelling in foreign lands, OF necessity, some
cross-pollination of coltures does oéeur through trade contact
with neighbors, but expatriace Mulan prefer to lunit such cons
tacts whenever possible. Molan from the Old Empircs almost
never venerate deities other than their homelind's pantheon,
and most Thayans can hardly be bothered with any gods. Few
Mulan see the: point of dny languages other than the Tocal
dialcct-of the Common tongue,
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Lungﬁﬂge and Literacy

" _Bepending on their homeland, Mulan speak one of the various
. tongues of the Rauric languape family—all dérved, at least m
part, from the slave argot of ancicnt Imaskar. The language of
Unther is Usntheric, while the language of Mulhorand,
Murghom, Semphar, and Thay is Mulhorandi. Untheric
employs Dethek runes for its alphabet, suggesting a strong tic
hetween the gold dwarves of the Great Rift and the carly inhab-
itants of Unther. Mulhorandi s rendered i the Celestial alpha-
bet, first inteoduced by & manifescation of Thoth
In Chessenta and the Wizards' Reach, Chessentan, a tongne
closely related to Untheric with strong Chondathan
and Shaaran influences, has largely supplanted o
Untheric. The folk of Chessenta have long lﬂ)
used the Thorass alphabet in addition to
Diethek runcs, and Chesseptan i3 almost
exclusively written using Thorass charac- 4 e
E ters. Both Thay and the cult of Set reader
2 Mulhorandi ain the Infernal alphabet, consciously
3 repudiating the rule of the current god-kings.
Commeon 15 less frequently spoken in Mulan-
dominated lands than elsewhere in Facran, but it
stall widely known nonetheless. Mulan who learn
second tongoes often choose one of the other
 Rzuric languages mentioned above, Aglarendan (among the
cities of the Wizards' Reach’y Chondathan (Chessenta’l, Dur-
pari (southern Mulhorand), Rashemi (Thay and the Wizards
Reach), Shaaran (southern Unther), Shou (Semphar), and
Turmic (Chessenta and Mulhorand ).
All Mulan are literate except for barbarians (very rare among
this ancient race], commoners, and warriors

mulan Mﬂgic and Lore

To the Mulan,; magic is 2 tool for mtrigue. Divination and illu-
son mugic are particularly valued, Tor they facilitate the subtle
plots that Mutan spellcasters employ”

SPELLS AND SPELLCASTING

The Mulan have strong tradifions in both arcanc and divine
 spellcasting, the former & legacy of ancient Imaskar and the
latter the resule of the millennia-long residence of the god-kings
ameong them. These two spelleasting traditions have long bheen at
adds with one another, manifested most elegrly in the separation
of Thay from Mulhorand.

In Thay, nearly all arcane spellcasters aspire to join the ranks
of the Red Wizards, where specialization n 2 school of magic 1
taken toap extreme not seen elsewhere in Faerdn, OF those spell-
casters who are of lower rank, wizards outnumber sorcerers, :_and
bards are almpst onknown, In Mulhorand and Unther, where the
practice of arcane magic is much restricted, most spellcasters are
clerics of ene of the many Mulhorandi god-kings. Paladins arc
Ffound iy greater numbers than in other cultures, but rangers and
druids are all but unknown, In Chessenta, bards outnumber other
pracritioners of the Art, and clerics of both the Facrinian and
Mulhorandi panthcons are common as well

Spellcasting Traditions: Mulan favor spelis that ensure per-
sonal defense and enable one to learn a deiry™s will. Combat spells,
pa.rncufn.rt'.r thes: of an elemental nature, are also commoen, In
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Thay, arcane spells of elemental fire are much preferred. In Mul-
herand, Murghom, and Unther, spells that safeguard tombs of
the dead or inflict curses upon the livi ing are much favered. Com-
monly knewn sxamples inclode . qugery, Sesiow curse, commiany,
Fireball, glvpl of warding, and umbol.

With their lustory of god-kings and powerful magic, Mulan
spellEasters-cast spells somewhat differently than their counter-
parts elsewhere on Faerdn: These with the Southern Magician
feat (see the appendix) are able to occasionally cest arcane spells
ik divine spells, or vice versa

Unigue Spells: Althoogh Mulin spellcasters have created
lirge numbérs of spells, both arcanc and divine, variows culturs!
mfluences have combined to ensure that few are widely known.

The priesthood of Thoth has long striven to Leeparcane Mul-
horandi secrets hidden from the outside world. Infighting

between individuals as-well as che various schools of
magic in Thay has kept most Red Wizard spells
from bhecoming widely known, even among their
fellows. In Unther, the now-dead god Gilgeam kept
very tight weaps on all new spells, seeing them asa
threat to his continued rule. '

MuLax Magic ITEMS

The Mulan have traditionally discouraged

the creation of arcane magic items, in large part
for the same reason that the study of the Art has been discour-
aged—to preserve the pewer of the priests. While such cultoval
discouragement of nmagic item creation continues to hold true in

Mulhorand and, to & lesser extent, Unther and Chessenta, it has

been whelcheartedly rejected by Thayin Mulan. As indicated by
the burgeohing number of Th:t}'a:n enelaves scattered across
Faerin, the Red Wirards are responsible fora IJ.I'E{: fraction of
the widely known types of magic tems i use in Faerin today.
The Red Wigards have created many ungue magc ems s well,
but they jealousty hold such seceecs for themselves,

Various magical staffs arc quite commou as well, as che
quartirstaff is the original symbol of suthority in the lands of
the god-kings Khopeshes, scumitars and swords are coinmonly
crafted with brillisnt encrgy, ghost touch, holy, throwing,
thundering, wounding, and unhely special abilitics. Whips are
often given the wounding special ability. Cuarterstaffs typically
receive disruption and holy special abilities. Armor is typically
crafted with cooling, fire rosistance, or Hghtning resistance spe-
cial abilitjes.

Common Magic Items fwiense of meditation, mecklaves of
prayer: deagds, ail of timelesoness, phylacteries of faithfulness,
searabs gf profection, rods-of ralership, staffs of bealing, and
vestments of faith. The nomerous priests m Mulan lands pro.
duce enough of these items that they may be purchased at a
1046 discount in-any Targe city in Mulhorand or Unther {due
torthe Thayan rejection of n:hg:::m, this discount does not apply
ity Thay)

Iconic Magic Items: Among the more powerful magic items in
many a4 Mulan spellcaster’s arscnal s the walh of ascension (sec
the appendix ), which makes all her spells function begter:

Mulan perties

“The Mulan are the last major human ethnic group to venerate
& pantheon of deities other than the dominent Faerinmn pan-
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theon. Until the Time of Trowhles, the Mulan of Mulhorand,
Murghom, and Semphar venerated the Muthorandi pantheon,
while Uhther, Threskel, and parts of Chessenta venerated the
Untheric pantheon. Following the deaths of Gilgesm and
Ramman during the Avarar Crizis, the Untheric pantheon effec-
tively vanished, its last members (Tiamat angd Assiranahsorhed
into the Facrinian pantheon. The Mulhorandi pantheon finally
awoke to its own dire position; Today, the Mulan of Mulhorand,
Murghom, Semphar, and Unther venerate the Mulhorandi pan-
theon, while those who dwell in Chessenta, the Wizards’ Reach,
and Thay largely venerate the Facrinian pantheon.

Assuran, the Lord of Threc Thufiders, 1s known as Hosr in
other lands: He is-a deity of justice and vengeance, venerated hy
Milan of Unther-and Chessents, although his cult 15 strongest
m- the cities' of Akanax and Moorktar, Hoar's church has
dechined in influence in Uather as Anhur's has grown, but it
remams strong in Chessenta where Hoar, in his guise 25 Assuran,
is venerated as a-god of storms and regarded as one of the celes-
tial patrons of the country.

HorusRe, the Lord of the Sun, 5 worshiped primarily: by
Mutharandi who govern and administer. Althongh his faith 5
strongest i Mulhorand, his.church has artracted an increasing
number of adherents from the ranks of the fallen Untheric god
Gilgeam who have renounced their Formerly wicked ways, Cler-
ies of HorusRe rule vast estates in the name of their deity, and
comtral an immense amount of wealth and power in Mulhorand.
Women in Mulhorand and Enther have long worshiped Tsis, the
Bountiful Lady, known ss Ishtar in Unther. She has a very
strong foilowing smong good-aligned arcane spelleasters,

Before his death the Untheric god Gilgeam blamed Tramat
for all Unther's ills; driving many Untherites who opposed his
harsh rule inte her embrace. The Dragon Cueen “earned her
moniker a5 Nemesis of the Gods when she slew the Sopreme
Ruler of Unther during the Time of Troubles, an act of libera-
tioft that has earned her church large nunibers of sdherents,
gven ammong-fonevil Mulan. In neighboring Chessents, Tiamat
has many followers as well, for there she 1 known as Tchazzar,
the red dragon Father of Chessenta. In time, her church is likely
to contract when Tiamar's true nature 15 Dimally revéaled,

relations with other races

The Mulan view members of other human ethnic groups with
disdain. The Turami minorities of Mulherand, Unther, Threskel,
snd Chessenta are generally tolerated, (except in Unther, where
‘they are ahmost universally despised), but they are always con-
sidered members of the lower class. North of the Wizards'
Réuch, the Rashemi form the bulk of the lower class of Thay.
The Red Wizards nominally restrict their ranks to Mulan wiz-
-ards and sorcerers, but many look the other way if they find &
Bashemi spelleaster skilled in the Art and willing to precend to
he-a Mulan, although powerful Rashem: wizards can dispense
with the charade.

The Mulan get along with the gold dwarves of the Great Rift,
thanks to centurics of trade, and are inclined to view sil the
Stont Folk in similar hight, although arctic dwarves and wald
dwarves might prove an exception. Rock gnomes are lprgely
unknown, so the Mulan view them as lietle dwerves Halflings
are similarly rare, a5 the largest nearby concentration of the hin
lies in far-off Luiren, and are generally treated much like
dwarves as well. Elves and half-elves are almast unknown to the
Mulan and the subject of great superstition, stemming in large

part from the frustrations Unther’s armics expericnced long ago
while attempting to subjugate the Yuirwood. In Mulhorand and
Unther; the Fair Folk are seen as wizards by the bureaucracy of
priséts, and thos are fegarded with the same combination of fear
ang loathing as Red Wizards of Thay.

The Mutan despise half-ores, a legacy of the Orcgate Wars
handed down for centuries: Western Chessenta is d-notable
exception, particularly in the city of Airspur, where half-ores:
are tolerated. OF the nonhuman civilized races, plancteuched.
pacticularly aasimar, are the only race looked up to by the
Mulan. After millennia of intimate invalvement with the god-
Kings; assimar of Mulan descent are seen a5 descendants of the
godds-and thus worthy of great respect. Tieflings engender fear
tather than reverence, for they are scen as the spawn of Set
and Sebek: Genesap are searee, although five genam of Mulan
descent: are treated as full-blooded Mulan in Thay and wel-
comed into the School of Evocation.

mulan equipment

Mulan favor simple, unadorned clothimg such ‘as white tumics,
black headdresses, belts, end sandals. In colder climes, more col-
orful germents may be worn, but the fashion isfor clothing to
remain plain, @ tradition eriginally begun 50 a5 not to challenge
the majesty of the god-kings Tattoos are the most common
form of adornment, often depicting stylized reprezentations of
variols besists and monsters, cryptic runes, and abstrace designs.

ARMS AND ARMOR

In ages past, Mulan employed -bronze weapons, cypically
khogpeshes or scimitars, and many relics fashioned of bronze are
still in use roday as ceremonial attire or becavse chey bear pow-
erfal magic. Modern-day Mulan favor steel swords, introduced
after the gold dwarves passed on the secret of forging steel, and
composite hows, which were used to great effect during the Ore-
gate Wars, Most other weapons employed in western Faerin,
with the exception of lomgspears and other polearms, are
employed to varying degrees by the Mulan as well, Quarterstaffs
are Favored in Mulhorand, particularly by clerics, and whips are
the weapon of choice of many Red Wizards The srmor of choice
of most Mulan is-scale mail, although they have adopted chain-
mail and breasgplates in recent centuries. Heavy armor 15 almost
unknows, possessed only by the greatest warriors

Common [tems: Scalc mall, banded mail, scimitar, khopesh,
light mace, heavy mace, shortspear, composite longhow.

ANIMALS AND PETS

In lands ruled by the god-kings, the Mulan revere felines as
divine agents, reflecting the lingering influence of the Colt of
Bast centuries after that minor Mulhorandi goddess evolved into:
Sharess, Horses are highly prized in greater Muthorand, partice-
larly in Murghsm and Semphar. Perhaps because of its large pop-
utation of centaurs, Thay 1 not particolarly known for its horses.
Instead, black unicorns form the heart of Thayan cavalry =
squadrons. In Thay, arcane spelleasters of Mulan descent employ.
imps, quasits, shocker lizards, stirges, tiny snakes, and toads as
familiars. Members of the Order of the Magi in Malhorand
prefer animals “associated with their patron deity, particularly
hawks and ibises,




Human, Rashemi

Regions: Aglarond, Hordelands, Rashemen, Thay, Thesk,
Rathomi
Racial Feats: Aftersight,

Concentrated in the harsh and dangerous northeastern reaches of
Faeriin, the Rashemi sre tough and sturdv, undaupred by
extremes of weather ar humin crueity. Despite their relative iso-
lation from the rest of Faerin, meost Rashemi dre surprisingly
well vepsed o the affairs of other duations, lor mwany travel
extensively az youths as part of a coming-of-age ritual
known as a dapemma, Although Rashemi barbarians
and rangers arc widely known acress Faerdn, mem-
bers of this ethnic group also make skilled wizards,
sorcerers, and clerics.
Descended from® the momadic tribes that
fought and won the Oregate Wars and later
built the empire of Raumathar, the Rashemi
are the mest numerous human ethne proup |
on the Priador platean and i the lands that
border Ashanath, the Lake of Tears. Outside |
Thay and Rashemen, Rashemi minoritics |
are aléo found in Aglarond, Damara, the |
Great Dale, Impiltur, Mulhorand, Narfell,
the Wizards’ Reach, Muthorand, Semphar,
Thesk, and Utither, Although not widespread,
Rashemi culture has had a significant infly-
enice on both Damaran and Tuigan culture, and
i its duy the Rashemi empire of Rauvmathar
rivitled the power of Mulhorand and Unther.
Most Rashemi average about five and a half fect
height, with stout and mugcular bealds Most are dusky of
skin and dark of eve, with thick black hair. Rashemi
miales are unusually hirsute and often sport bushy black
beards. Although-handsome, many seem almost ursine in
nature, Baldness is almest unknowd among Rashemi males,
glthough mhabitants of Thay are known to shave all body hair
i imitation of the ruling Mulan. Female Rashemi wear their
black hair long, often in claborate braids.
] The Rashemi display little of the cultural arrogance common
to other major human ethnic groups whese ancestors once ruled
empires. Tnstead, they see themselves as inhabitants of a harsh
but beautiful world ruled by place spirits, and cherish their serong
and shiding ties to the land. Most Rashemi identify themselves
by nationsl origing (for cxample, Rashcmaar, Thayan, or
Theskan ) rather than ethnicity, although centuries of harsh rule
. by the Mulan in Thay have.dene mnch to strengeh sympathies
¢ between the Rashenn of Thay and the inhabirants of Rashemen.
r- Little emphasis is placed on the acquisition of wealth or ancestry,

as each child'is expected to earn his or her own place in the world,

Hiluserarion by David Martin

lHiST(}I‘IIJ

The Rashemi arose from various tribal peoples who lived in the
lend of Rashemen long befiore the fall of Tmaskar in —2488 DR.
They were warlike and insular, Fighting against the effores of
mare numerons tribes to clim parts of Rashemen for their swn.
They (fiercely resisted Mulhorandi efforts to tame the Tands
north of Lake Mulsantir. Since the Rashemi-could not be pushied
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aside, the Mulhorandi who governed the northern fronticrs of
their empire erhploved theny as mercenaries apzingt other tribal
peoples in the arca.

The apening of a large portal on the Priasdor Platean in —1676

DR and the subscquent arrival of a vast horde of orcs marked the.

end of the First Empire of Mulherand. Puring the Orcgate Wars
af =107F DR to —1069 DR, cthe Nars, the Rasherm the Raomvi-
rans, the Sossrims; and other tribes all scrved -as mercenaries in
the vanguard of Mulhorand's armies. Although the orcs were
eventually defeated, Mulhorand's hold on its fer-Flung northern
provinces was hroken,

Although mest of the northern tribes returned to their ances-
tral lands and traditional way of life, both the Raumvirans and
the Nars saw the collapse of Mulhorand’s northern provinces as
an-opporfunity to establish empires of thelr own. Over the
course-of the next two centuyries, the Raumvirans gradually
conguered much of che Endless Wastes while the Nars
extended their rule south and west along the shores

of the Easting Reach. By —900 DR, the Raumvi-

rans established the empire of Raumathar with

J its capital at Winterkeep, stretching from the
northern tip of Lake Ashane to the western
shore of the Great Iec Sea and from Sossal to
the Lake of Mists, The Nars cstablished the

empire of Narfell from the uplands of Tmpil-

tur to Ashanath.

Both empires turned their sttention to the
Friador Plareau, popolated by nomadic tribes of
centaurs and gnolls. Haumathar saw the
Rashemi tribal lands between Lake Ashane and

which it could settle the Pridor. Flateaw, while
¢ Warfell saw the laind of Rashemen a8 2 natursl
chokepoint to contain its rival’s amtions: The ewa

empures fopght many battles.on the sastern shore of
Lake Ashane, leading to its appellation as the Lake of
Tears. The Rashemi clans divided into three camps allies
of Nartell, allies of Raumathar; and those who struggled
to remain independent.

I+t the centuries that followed, battles bevween the conjurers of
Raumathar and the sorcerers of Warfell became increasingly
commion, terning the Priador Platesy into & sprawling bartleficld
fought over by Rashemi mercenarics mn the employ of both
armigs. Matters came to 2 head in =170 DR, with the summon-
ing of numerous powerful monsters 2nd minor deities that con-
semed badhi empires in 2 grest conflagration. The ity of Kensten
(modern Bézantur) was consumed by an avatar of Kossuth, while
an army of fends led by demon lord Eltab invaded Rashemen.

In the wake of ther murual defeat, the surviving inhabitants
of Narfell and Ravmathar retreated into tiny enclaves, leaving
the surviving summoned beings as-the only real power north of
the Alamber Sea. Both Unther and Mulhorand quickly sent
armies north befare the Sammoned could establish their own
realms, In =148 DR, the southern armnes defeated an allence of
the Summoned, and Mulhorand reoccupied the Prasdor Plarean,
In Rashemen, however, the demon lord Elab and his minions
still ruled the land.

Eltab's rule came to an end in —7F DR, following the cmer-
gence of the Witches of Rashemen. The earliest witches were of
Raumviran descent, 2 secret sisterhood formed in the dying days
of Ranmathar fo preserve thar empire’s magical lore The
alliance of the Rashemi‘and the Rawmviran witches (mally lib-

the Sunset Mountains as a corridor through
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erated Rashemen from demenic rule. The hero of this conflict
was a warrior named Yvengi, who wiclded a preat mumical blade
namned Hadeyllis against Eleab, severely wounding the demon
lord and forcing him to flec.

Yvengi declared Rashemen a freeand sovereign land, defy-
ing machinations by the Mulborandi to, extend their rule
north of the Priador. Undeterred, Mulhorand launched an
invasion of Rashemen in —45 DR. Rashemen would have most
likely fallen,to the invaders if not for the continued alliance
of the witches and the berserker lodges against this common
foe. Rashemen’ defenders sent Malhorand's imperial army
flecing back scross the frontier, fotever cementing the land's
independence. The battle won, the witches once:again recreated
mto the shadows; leaving Rashemen to the allied clans of the
Rashemi. All the leaders of the sistechood asked in exchange
for their asststance was the right to select Rashemien’s Iron
Lord, or huhrong,

In the years following Rashemen's defense of its independ-
ence, the Rashemi were effectively split inte two populations,
Those who' dwelt on the Priador served the ruling Mulan and
adopted the laws and mores of the Multhorandi, while those who
dwelt in Rashemen slowly claimed much of fallen Raumathar,
At various times, Rashemen thas held territory spanning from
the Teerim Mountains to the northern shore of Lake Mulsan-
tir and from the eastern shore of Lake Ashanc to the castern
sfopes of the Simriss Mountains.

In 922 DR, the Red Wizards sacked the Mulhorandi provin-
cial capital of Dethumide, sparking an insurrection against the
Mulhorandi god-kings that led to the establishment of the
magocracy of Thay and the subjugation of the Rashoemi inhabi-
tants of the plateaw to a new set of masters. After centuries of
complacency, the Rashemi inhalirants of Rashemenfound their
land under attack by Thay's new rulérs in #34 DR. Once again
the Rashemi battled 2 Mulan-led army marching north through
the Gorge of Gaures, and once again the Wirtches of Rashemen
proved instrumental m repelling the invasion.

Inthe centuries sines, the armies of Thay have artempred to
invade Rashemeén no less than rwenty fimes, cich time withaogt
success, [ach time the Rashemi berserkers and witches have met
the armies of gaolls, centaurs, and Thayan Rashemi beneith
thew Mulin masters, the Fangs of Rashemen have prevaied
The mast recent threat to Rashemen unfolded m 1379 DR,
when the Tuigan horde swept westward from the Endless
Wastes. After overronning Citadel Rashemaar and marching
seress the northern reaches of the Sonset Mountding, the
Tuigan horde swepe into Rashemen’s interior, supported hy a
Thayan army poiscd to strike from the Gorge of Gaoros Aided
by @ Figrce winter storm that pinned down the Thavan army, the
Rashemaar eventuzlly drove the Tuigans across Lake Ashane
mte Thesk where they were defeated: by-an alliance led by
Carmyr's King Azoun IV,

outlook

The Rashemi view life asan unending seriesof challenges to be
faced and overcomme, They place a strong emphasis on strength,
whether it iz physical strength among the folk of Rashemén or
magical prowess among the Thayvan Rashemi Respect and statos
must be earned, and & gréat deal of emphasis s placed on indi-
vidal sccomplishment. Childhood among the Rashemi reflects
this cultural -oatleck, as youths are subjected to greater =nd

greater tests as they mature. Admittance into the ranks of their
elders must be carned, - . 3

The most common reason for advénturing ameng the Rashemi
s the coming-of-age ritaal known 2y the dagemma: Rashemi youth
argencouraged (required, in the case of ‘males in Rashemen itzelf)
to'go on a yearlong journcy to sce the world, after which they are
accorded the status of adults-Naturally, some fall mtd.a life of

adventuring during such a trip, although most eventually returns

home and settle down. The Witches of Kashemen have their own
reasons for setting out inte the world, including the recovery of
ancient magics hidden across Faerin and the effort to appose the
machimations of the Red Wizards of Thay.

R asuEMI CHARACTERS

The Rashemi have a long-standing warrior tradition dating back
to the Orcgate Wiars, and harbarians, rangers, and Nighters play a
prominent role in Rashermi society. Likewise, the Rashemi hold
arcane spellcasters in great respect, including the mysterious
wychlaran and the greatly feared Red Wizards. Clerics, druids,
palading, end monks are relatively rare, for the Rashemi de not
have a strong tradition of erganized religion outside the Witches
of Rashemen. Rogues are almost unknown, for the Rashemi have
never placed a strong emphasis on the accumulation of wealth.

Prestige Classes: The most commaon prestige elass for Rashemi
1%, of course, the hathran, altheugh a small number of Rashemi
wizards Iivting mn Thay become Red Wizards.

rashemi society

Rashemi culture varies widely from.Rashemen to Thay to Thesk,
dlthough each saciety exhibits somic commen traits: In Rashe-
men, contests of physical and martial prowess are common,
including snow-racing, skiing, wrestling: drinkmg, and the like In
Thesk, most contests revolve aroend the accomulacion of wealth
through skill et trade. In"Thay, the influence of the Red Wizards
hias raised megical prowess above all other forms of contests, The
Rashemiof all three lands share 2 comimon suspicion of excessive
civilization, which i often seen as soft or weak, and place little
emphasis o inherited titles or wealth

The Rashemi have never placed a strong emphasis on schoal-
g for & variety of reasons. In Rashemen, the land is continu-
ally beset by queside theeats that require warriors, not scholars,
These who do study as children arc vswally tutored by one of the
mysterions witches, In Thay, the ruling Mulan have long been
suspicions of academic inchinations emong the Jower classes and
discourage the lower class (specifically, the Rashemi} from exces:
sive study. Rashemi youths are given to carcusing and compet-

ing with their friends. As adults, the Roshemi ave cxpected to.

settle down and contribute to socicty, although industriousnesy
i& tot as highly respected as it is 10 other lands. Elderly Rashema
gre respected for their wisdom and cheir mental strengeh, even
if their physical faculties Have faded. Their past accomplish-
ments are not forgotten, even If they no longer can perform

such feats; Death is seen as-a time of celehration, for it & then |

thata Rashemi’s deeds enter into legend.

Outside their nutive lands, che Rashemi congregate in groups:

of Tellow-exiles. Their nights are spent wandering from tavern

to tavern, challénging the locals tol contests. Few find steady.

work except-as mercenarics, and those who do guickly spend
their meager coin on their fellow expatriates,
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Lﬂngﬁﬂgﬂ and Literacy

Razhemi speak Comumon and their national language, whatever
that may e The Rashemi language, derived from Ravmivira and
-the dead langoage Halardrim, uses the Thorass alphabet intro-
duced by Chondathan traders traveling along the Gaolden Way.
The Rashemi tongue 1z commonly employed only within the
borders of Rashemen, In fact, more Rashemi spéak the Thayan
dialect of Mulhorandi as their mother tongue than speak
Rashemi Orher languages with a significant number of Rashemi
speakersinclude Aglarondan, Chondathan, and Damaran.

The most common secondary langoages among the Rashemi
are Mulhorandi (particularly the Thayan dialect) or Rashemi,
depending on whether they live in Rashemen or Thay, respec-
tively, Those Rashemi who dwel] Farther west often learn Chon-
dathan, Damaran, Aglarondan, Chessentan, or Untheric.

All Rashemi characters are literate except For barbarians,
adepts; experts, warriors, and commoners.

rashemi Mugic and Lore

The Rashermi have o stromg spellcasting tradition, stemming
from the twin influences'of Raumvirasand Muolan culture and
the plundered lore of Narfell, Raumathar, and Muolhorand.
Rashemi bloodlines often give rise to powerful sorcerers of an
elemental nature, derived from a small amount of Raum¥viran
angestry. In Rashemen, female Rashemi spelloasters are usually
wychlaran, adopting the hathran prestige class =5 they rise in
level. Male arcane spellcasters of that fand often focus prima-
rily-on-the crafting 'of magic items: In Thay, those few Rasherm
who aspire to wizardry usually specialize i one of the eight
schools of magic and then adopt the Bed Wizard prestige class
if allowed to.

SPELLS AND SPELLCASTING .

The Rashemi Favor spells of conjuration or those that enhanece
their personal fighting prowess, although spells that aid sarvival
in @ harsh climate are common as well. Pavored spells include
bulls stremgth, cal’s grace, endnrance, éndure elémeats, magic
weapon, Tenser's irangformation, and the various sistmon meon-
ster spells. The Wirches of Rashemen are more inclined roward
spells of concealment and charm, drawn primarily from the
schools of Enchantment and Illusion, while Rashemi Red Wiz-
ards Favor spells from their school of specialization.

Bpellcasting Traditions: The dominant spellcasting traditions
among the Rashemi are those of the Hathran and the Red Wiz-
ards of Thay,

RASHEMI Macic ITEMS

Among the Rashemi, the art of crafting magic items is the pre-
serve of the vremyonni (the “Old Ones,” or male wizards) of
:Rashemen. Many of the items the O1d Ones create are designed
for use h&: the female witches or by the land's Fabled berserkers,
The Witches of Rashemen favor magic whips end varieus magic
masks. Irems commonly crafted for Rashemi warriors mclude
armor with the warming property, and greatires, swords, and
scimmtars with the berserker property.

-

I0T

Common Magic Items: Amuieis of matural armor, bracers of
armar, boots of the winterlands, gauntlets of ogre power, and rings
of wizardry. The folk of Rashemen jealously guard items made
by their vremyonni, but i other Rashemi lands these items are
commonly available ar o 10% discownt on the purchass price in
any small cey,

Iconic Magic Irem: Rashemi berserkers and champions some-
times wear the mask of the implacable {5ee the appcnﬂ ix ), which
grants its wearer bonuses against foes who gravely wound her.

rashemi peities

Traditionally, the Rashemi venerate “the Three"— Chavntes,
Miclikki, and the Hidden One (Mystral, a trio of goddesses
mtroduced centuries ago to Kashemen by the folk of Thesk.
They also venerate a host of local place-spirits and spiric-heroes
little known elsewhere in Faeran. The spirits of Rashemer do
not have names, but express their actions through miracles
omens, and by disparching servitors. Outside Rashemen, many
Rashemi nominelly venerate the deities of Mulhorand as well.
However, centuries of persecution by the Red Wizards of Thay
haye ensured that such worship is confined largely to the home.
Small cults of the four clermental deities; particularly Kossoth,
exist 85 well, legacies of Raumviran infleence over the culture
of the Rashemi

relations with other races

Northeastern Faérin i largely devoid of neshuman civiliza-
tioms; leaving the Rashenu generally ignorant of noshuman cul-
tures other than the centaurs and gnolls of the Thavan Plateau.
Dwarves are perhaps the best-known race, as the dwarven king-
dom of Siremun In the Firepeaks to the cast has long traded
with Bashemi traders in the markets of Almorel Elves, half-
elves, and halflings are viewed as objects of wonder, long ssso-
ciated with the fey crestures of the North Country. Griomes are
also: regarded as creatures of magic. Halfores, tieflings, and
genast are regarded with leng-standing suspicion, the legacy of.
centuries of folklore that have grown op around the Orcgate
Wars and the conflagration unleashed by Narfell and Rap-
mathar. Assimars dre closely associated with the varions Mul-
horandi pricsthoods and treated accordingly. Ameng human
cultures, the Rashemi get along best with the Narg and the Soss-
rims Despate the clese prexinuty in which many Rashen and
Mulan dwell; relations between che two cultures are tense at
best, with hostility (nsually cloaked) the norm.

rashemi Equipmeni'

Centuries of interaction with the culrores of the east have led to
the infiltration of many_ Tuigan and Shou mfluences in
Rashemi tools; weapons, and-gear. Rashemi often wear warm
clothing of leather, buckskin, hide, and fur, :nakmg the best use
of the marerials-at hand.

ARMS AND ARMOR

Favored drtnor an the colder reaches north of Thay inclodes
thick hide armor, often made from the pelts of bears or snow
tigers, and large steel shields: Northern Rashem: warriors
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empley all manner of weapons, including greataxes and shorts:
pears. They favor curved swords such as the scimitar and sabre,
Rasheml pative to meore temperate climes are more heavily
influenced by the East and favor nunchaku, sianghams, and
spiked chains _

Common Items: Hide armor, studded leather armor, nun-
chake, siangham, spiked chain, sabre.

Unique Ttems: Rashemi from colder climes sometimés nse ice
axcs as weapans (treat as light picks, but they des] both slashing
and picrcing damage],

ANIMALS AND PETS

Rashemi faver large canines and small felines as pets. The
Rashemaar faver big working dogs with heavy coats, bred to
serve-as pack-animals or sled dogs. The Witches of Rashemen
favor ravens as familiars, although owls and cats are not
unknown. Rashemi dwelling in warmer climes, sueh as Thay, evi-
dence the same reverence for cats as do the Mulan: Equines also
play an important role in Rashemi socicty, Less commonly
employed steeds include the black unicorns of Thay.

rashemi ﬂegiuu

Rashemi native to the land of Rashemen should choose Rashe-
men (detailed in the FoReorTEN REALMS Campaign Serting) as
their charactor's region. By contrast, the Rashemi region reflects
a character from Thesk, Thay, or Mulhorand, where Rashemi
tend to be an undetclass ostracized by their neighbors.

Preferred Classes: The Rashemi region is preferred by bar-
barians, clerics; fighters, menks, and sorcerers. A character of
one-of these classes may choose 2 regional fear and gain her
choice of the bonus equipment below as-a 1st-level characeer.
A Rashemi character of any other class may not select one of
the regional-Teats here ind doss not gain the bonus equipment
at st level.

Automatic Languages: Common, Rashemi.

Bonus Languages: Cenriur, Damaran, Guoll, Mulhorzndi,
Orc, Tmgan.

Regional Feats: Aftersight, Mund Over Body, Saddleback,
Stealthy.

Bonus Equipment; (A} sabre*; or (B) hide armor® and Tight
wirhorse; or (C) wawd of cure fs;g.&f weannds (10 charges),

‘Human, Tethyrian

Regions: Amin, Calimshan, Cormyr, Dragen Cosst, the North,
Tethyr, Western Heartlands, Waterdeep

Racial Feats: Caravanner, Oral History, Shadow Shield, Shadow

Song, Spire Walking:

The Sward Coast has long been home: to native heman tribes
wha intermingled with wave upon wave of immigrants, whether
they arrived as conquerors or refugees. In recent centuries, these
disparate groups have gradually coalesced into a relatively new
ethnic group kiown as Tethyrians, occupying 1 vast territory
stretching from Calimshan to Silverymoon and from the Sea of
Swords to the Bea of Fallen Stars. After cenruries of enslave:
ment aud oppression by one group or another, Tethyrians are
ﬁn:rc::l} independent, pratective of their freedoms and suspicious

of threats posed by powerful kingdoms and empires. Given their
disparate ancestry, Tethyrians have never developed a AnEgue
langgiage of their own, mstead adopting the language of the

latest wave of conquerors or refugees. Today most Techyrians:

speak Chondatlhan.
As Tethyrian culture is a melting pot of Calishite, Chonda-
than, Iluskan, and Low Netherese, Tethyrians arc tolerant of

and comfortable with members of ether ethnic groups, with the:

notable exceprions of upper class Calishites and, to a lesser
extent, Mulan of Thayan descent In Calimshan, Tethyrians
comipose the bulk of the lower clasics and have long heen dis-
criminated against by the largely Calishite upper classes. Outside
Calimshan, many Tethyrians are craftsmen or CATEVENNCES,
while others find employment s mercenaries in the employ of
other realms. Tethyrians make skilled fighters and rogues,
reflecting the struggle to survive successive waves of conquest
and generations of warfare, Tethyrian culture has a long tradi-
tion of bardcrale, reflecting the absence of & Tethyrian empire

#t any pointin history and the corresponding relinnee on itin- .

erant bards to preserve and spread Tethyrian oral history,

Tethyrians are of medium build and height, although taller
and broader in build than most Calishites. Their skin tends to
have @ dusky huoe, although on average they arc increasingly
fairer in complexion the farther north one travels along the
Sword Coast, reflecting a decreasing fraction of Calishite her-
itage and an increasing fraction of Illuskan and Low Netherese
ancestry. Tethyrian hair and eye color varies widely, with brown
hair and bluc cyes being most common.

Mest Tethyrians are proud of their multi-ethnic heritage,
secing their socicty as having defeated all would-be conquerors
through sssimilation rather than empire. Tethyrians arc sas-
Picious of remotc rulers and large realms, a cultural bias
reflected in the predominance of city-states over kingdoms
and empires in Tethyrian-dominated regions, IF Tethyrians
have a common weakness, it is their reluctance to come
tagether 1o common canse with those who are not their imne:
diate neighbors, 3

Hismrg

The history of humanity along the western codst of Faerdn is
largely one of assimilation, conquest, and slavery, but it begins
with primitive tribes dwelling in relative isalation, their pres:
ence tolerated by the great empires of other races. Fragments
of elven lore dating back to the height of Shantel Othreier and
Eeltormir speak of small tribes of humans dwelling bencath
the boughs of the great forests thar once steerched from the
Spine of the World to'the Shining Sea. Likewise, [ragments of
dwarven lore dating hack to the height of High Shanatar also
indicate that scattered human tribes dwelling in whart is now
Tethyr and Amn swore fealty to the rulers of Houwse Axe
march as well.

The first great migration into the western tribal lands began
with the establishment of the Calim Empire in —7800 DR The
djinn browught with them human slaves, the progenitors of
today's Calishites, In —6100 DR, these Calishire forebears cstab-

lished the human-ruled nation of Coramshan, absorbing the

native human tribes that dwelt south of the Marching Moun-
tains into the lower class of Coramshan,

The establishment of the First Kingdom of Mir in —7330 DR-
marked the beginning of High Shanatar’s decline and the northe

ward-spreading - influence of humanity. By the fall of High
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Shanatar in —2600 DR, Calimshan had become one of the great
centers of human civilization in Facron, and the human tribes
that once dwele peacefully under dwarven rulein what 5 now
‘westerin Tethyr had becn enslaved by their new Calishite rulers,
By the end of the Third Age of Calimshan in —200 DR, Calishite
hegemony extended into the Calishar Emiraces, lands chat would
become eastern Tethyr and Amm.

The first stivrings of rebellion among the heman tribes that
would in time become known 2z Tethyrians began during the
Night Wars, a scries of incursions by the drow that weakened
Calishite control over the local dwarven and human populations.
By 670 DR, thesc regions were largely frec of Calishite contral,
although surreunded by Calishite territories: Inspired by this
rebellion, revolts ameng enslaved humans became commeon in
other Calishite territorics between —670 DR and —370 DR. The
clins were forced to defend their independence on numerops
oecasions, culminating in ':h: crowning of Tethyr's first king in
212 DR.

The Age of Shoon began m 27 DR, when Qysar Amahl Shoon
IIT inherited the crowns of Tethyr and Calimskan, thanks in
large part tothe scheming of his great-great-grandfather. In the
centurics that followed, the Imperium’s reach extended around
the Shining Sea, deep into the Shazr, end north into Amn. The
armies of OQvsar Shoon VII pushed north beyend the Cloud
Peaks in 361 DR, where they were in turn met by the armies of
Cormyr, which marched west and then south inte the heart of
Tethyr. Although neither the Shoon Imperium nor the Forest
Kingdom of Cormyr formally claimed the region north of the
Cloud Pesks and west of the Sunser Mountzins, their activitics
led large waves of settlers into the region, '

Simce the Fall of the Sheon Imiperium, Tethyrians have
slowly spread throughout the Western Heartlands and north
along the Sea of Swords, settling new lands and establishing
powerful city-states. One major group of Tethyrians migrared
west to the Moaonshae Islesin 467 DR, where they intermarried
with the native human teibes, known a5 the Ffolk, Another
major wave of Tethyrian migration helped found the kingdom
of Phalerm in $23 DR after the fall of the older Nuskan:roled
realms of the Sword Cozst Morth fo the ever-worsening orc
hordes: The Realm of Three Crowns collapsed in 617 DR i the
face of unrelenting attacks by ores and the withdrawal of elves
and dwarves from the alliance. In the aftermath the largely
Tethyrian population estublished Delimbiyran, the Kingdom of
Man, in 616 DR. Delimbiyran collapsed in 697 DR after the
royal house died out, but lesser successor states continued to
occupy the lower Delimibive river valley for cénturies there:
after. Meanwhile, Tethyrian setclers pushed north along the
Dessarin river valley, eventually reaching the cities-that now
mike uwp the Silver Marches

Perhaps the most notable aspect of Tethyrian history since
the collapse of the Shoon Imperinm is the urter absence of any
large empires in s annals. Even Waterdeep, perhaps the most
powerful Tethyrian-dominated city-state, has never attempred
to forge a Tethyrian empire.

outlook

Tethyrians view life as a st_ruggle ta be seevived through tiesto
family, clan, and tribe. To @ Tethyrin, freedom is the most pre
cious gift, and the enslavement of another is the greatest sin.
Althaugh an individeal may guard his or her freedom through
skill ac arms or the acoumulation of wealeh and status, these are

-

merely different means toa far more precions end, Loyaity to
one's kin and deighbor and generesity to those in need are con-
sidered far more lasting than the fleeting faver of Lady Luck:
Altheugh it has been many generations since the majority of
Tethyrizns dwelt in tribes, the coltural tradition of loyalty to
those held dear 15 as strong today as it ever was. Where a
Tethyrian lacks kin or clan, his loyalty is transferred to sertle-
ment, guild; company, band,; or other organization from 2
yolng age.

Tethyrians asually take up & life'of adventure in impes of
redressing a wrong to Family, ¢lan, or tribe, or in search of the
freedom: to" chart their own course m life. Many woold-be
adventurers are mspired by tale of the legendary Tethyiian
heroes of yore, whose exploits have been recoainted for genera-
tions by traveling bards. A Tethyrian adventurer would rather
wicld a blade carried by his anmccstors than have a new one

forged, and would rather spend his last coinoon a bard’s tale

than & pint of ale.

TETHYRIAN CHARACTERS s

Bards occupy an henored role in Tethyrian colrure, and many
aspire to the rank of master bard. Fighters and rogues are

common in civilized regions, while rangers: flourish among
‘outlaw communitics. Clerics and, to & lesser extent, druids are

quite common as well, a5 the intermingling of cultures has priv
duced @ great deal of theological serife in centuries past. Wizards
and sorcerers-are also commonplace, although they rarely work
in concert together. Monks and paladins are rare among Tethyr-

ians, as adherence to a code of conduct rarely stands the test of-

family, clan, and tribal loyaltics

Prestige Classes: From their dim origins many centuries ago,
the Tethyrians have a dark legacy of shadow magic, so more
thana few Tethyrian rogues become shadowdeneers. Tethyrian
rogues: also. dominate lands such as Ammn and the Western
Heartlands, so the guild thief = common a5 well. The paths of
the loremaster and archmage are both atteactive to Tethyrian
wizards. Good-aligned Tethyrian heroes often become Harper
scomts, while those native to Cormyr frequently serve @5 Purple
Dragon knights.

rethyrian society

Although the cultures of most major human ethuic groups
exhibit regional variations, Tethyrian culture exhibits nmch
greater regional variation than most. Tethyrians dweling in Cal-
imshan, Tethyr, and Ams share much in common with their
Calishite neighbors. Simlarty, Tethyrians dwelling in the North
held much in common with Illuskan coloure, and Tethyreians of
the Western Heartlands exhibit many cultural eraies shared with
the Chondathans who dwell to the casc,

Nevertheless, Tethyrian vulture does exhibit certain unigue
charscteristics. Tethyrians piécc: a high value on personal Free-
dom, and regard kingdoms and empires with 2 jgreat deal of sus-
picion. Noble-minded rebels-are much admared in Techyran
folklore, ensuring that many common bandits of Tethyrian
ancestry refer to themselves as “Freedom Nghters” Tethyrians
despise class divisions based on héritage, g5 they have long been
subjcct to prejudice by their Celishite neighbors to the sonth,

‘However, class divisions based on wealth and personz] accom-

plishment play a strong role in many Tethyrian societics




Aszide from bards, Tethyriane have not teaditionally had access
to book learning, although those who do are much esteemed by
their peérs. Childheod 15 short, with even the youngest children
expected to contribute to their family’s way of life. Adules earn
their Keep practicing the same trade &5 their parents, and many
have the same surname as their profession.. Familial, clan, and
tribal bonds require that adalts look out for one ansther, so the
elderly and those who cannot carn their keep torn to relatives
anid fricnds for suppore, In deach, the body i boried quickly and
sitnply. The. person is celebrated through stories and songs, their
memory preserved and mawttained through barderaft.

Outside Tethyrian-dominated lands, Tethyrians wsuzlly form
an inselar underclass, welcoming of ethers yet holding them-
-selves apart. Tethyrians have little resstance to adopting local
deities, languages, and dialects, but their traditional tics to other
Tethyrians serve to. solate them from their non-Tethyrian
neighbors. Tethyrians usually organize themselves thio extended
clans and guilds, dominating one or two trades i the surround-
ing culture,

Language and Li‘remcq

Most Tethyrians speak Common as their primary language, usu-
ally-a singsong dialect known as Calant that is heavily influ-
enced by Alzhedo and popular slodg the Sword Coast, They
cmploy the Thorass alphabet. As Talfir and other languages of
the original westérn tribes vanished long age, there is no ances-
tral “Tethyrian® tongoe. Instead, Tethyrians have -always
adepred the languages of the latest wave of Immigration. Today,
most Tethyrians speak Ehondathan, a-legacy of the mercantile
invasion frem the east in recent centuries, although a few speak
Muskan or Alzrhedo instead.

All Tethyrian characters are literate except for barbarians,
commoners, and warriors

Tethyrian Mugic and Lore

Tethyriens have strong arcine and diving spellcasting traditions.
Barderaft i reversd, and many master bards are of Tethyrian
‘stock., The varied namre of Tethyrian heritage has produced
many sorcerers as well. Likewise; the strong influcnce of Cal-
shife and Wetherese colteral traditions has echoes in the lagge
niumbers of Tethyrian wizards, although most learn their craft
through a traditional master-apprentice relationship, not by
attending a formal school,

SPFELLS AND SPELLCASTING

While their numbers are small in total, beth incantatrives and
shadow adepts form & proportionately larger fractiom of the
Tethyrian spellcaster population than in any sther hnman ethuie
zroup. The ¢lash of competing caltures and faiths has given rise
to o large number of clerics among the Tethyrian population,
and the absence of large kingdoms has permitted both druids and
rangers to flourish

Spellcasting Tradition: Tethyrians Favor spells thar shield
them against mind-affecting spells, enable one to escape 'i.l'.l'l]:II'i;ﬁ-
onment, ind Gicilitate wavel, incloding find the path, frecdom
of movement, Lesmund’y tiny bur, nondetection, and whipering
mwinedl, ‘The burgeoning relisnce on the Shadew Weave across
Faertn &5 reminiscent of o Tethyrian tradition ealled Talfirian

Humans

magic, dating back to che reign of Verraketh Talember the
Shadowking, Talltrian songs (zee the appendix) are still known
to Tethyrian bards, : P

Unigue Spells: Many commonly employed arcane and divine
spells were created by Tethyrians although sich achievements
are often attribured to other cultures: One spell still little known
outside the Tethyrian population is Ferrakett's shadbu- cromwn
[see the appendix i

TETHYRIAN MAacic ITEMS

Tethyrians faver magic items that facilitate survival when trav-
eling, allow discreet movement, shield against divinations and
enchanements, and enable ene to escape from captors. Edged
weapons are commonly ceafted with flaming, keen, and throwing
special abiliries, while bludgeoning weapons are often given dis-
roptioy, ghost touch, and holy special abilities, reflecting the
ever-present dangers of trolls and the undead hordes that issue
forth from countless battleficlds in Tethyrian-held lands Armor
is typically crafred with ghost touch, shadow, and silent moves
special abilitles, sgain reflecting the ommipresent threat of
undcad as well as the long history of Tethyrians employing guer-
rilla tactics against invading armics,

Common Magic Items: Hars of disgwise, borseshoes of speed,
Murlynd's tpoons, rings of> mind shielding, and vests of ercape.
These items are prevalent in Tethyrian lands and can he pur-
chased at & 108 discount w-any large city i Tethyr, Ami, or
the Western Heartlands

Iconic Magic Items; As Tethyrians have tended to co-opt the-
magical devices of other cultures rather than invent thelr own,
there are few magic items unique to Tethyrian culture that are
not of Calishite, Chondathan, Tlluskan, or Netherese origin.
Those that do exist tend to be variations m form of well-known
wems such. a5 those listed zbove. Perhaps the most uniguely
Tethyrian magic item is the figarive of svondrows porer (blue:
guariz eagle), much Favored by Tethyrian caravanners and
Tethyrian bandits alike (see the appendix]

Tﬂ‘l’hIlH‘iﬂn Derties

The miclting pot nature of Tethyrian calture has ensured that
mest deities of the Faerinzn pantheon are venerated in Tethyr-
wn-occupied lgnds: Tempos i believed to have been & Talfiran
deity who defeared the, Netherese god Targus (Garasos)
Netherese refugees brought with them the faith of Amaunator
{teborn as Lathander), Chauntea, Talos, Mystryl (reborn as
Mystral, Seléne, and Shar. Illuskan invaders introduced worship
of Awril, Miclikki, and Oghma. Calishite armies introduced the
fayths.of lmater and Tyr: Chondathan merchants carried with
them: the teachings of Deneir; Helm, and ‘Wagkeen., Newer
deities have arisen and becn adopred as well, including Cyric,,
Kclemvor, and Siamarphe. Other deitics that cnjov large Tethyr-
iar followings include Eldath, Milil, Shaundakel, and Torm. Six
of the mest promment chorches m Tethyrian-occupied lands
include the faiths of Cyric, Helin, Hmater, Kelemvor, Oghma,
and Siamorphe. > .
Smamorphe woriginally a Tethyrian goddess, worshiped prima-
rily in Waterdeep, Baldur's Gate, and Tethyr. Her church has
waxed and waned i centuries past as waves-of idealism and cyn-
icism lave swept the nobility, but Siamorphe is currently ascen-
dant. The church of the Divine Right 15 most popular among the
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nobility, althéagh Siamorphe is also seen asa guarantor of
just rule by many commoners.

Tethyrian equipment

'I”.Itrnugh centuries of assimilation, Tethyrians haye
adopted the best arms, armor, and
other equipment of other cultures
As such; the equipment lists found
i the Player's Handbosk can be
seely as reflecting the Tethyrisn
norm. Regional variations doexist,
with Tethyrians of the South
favoring Calishite -arms, armor,
and: equipment, Tethyrians of the
North being partial tp Tlluskan equip-
ment, and Tethyrizns dwelling along
the western shores of the Sea of
Fallen Stars following the lead of
Chendathan cilture.

other races

Tethyrians hold the Praud-i'enple'sl_
felves and dwarves) in lugh esceems,
bardering on reverence, for Tethyrian
folklore contains stories harkening
back to the age when thénr ancestors
dwele in the shedaw of the great dwarven
and elven empires, In-Tethyr, however,
where elves ‘and Tethyrians still come
into regular contact, the Fair Folk are
regarded with a fair degree of suspition
and hostility. Tethyrians get dlonjs well
with halflings reflecting the large
number of Small Falk whe dwell in :
Tethyrian-occupied lands and cheir & ] _ = =4
shared history of ‘migrating : + | Despite adapting to locel con-
noerthwards #long the Sword _ 4 ditions, Tethyrians do share
Cosst to ecscape the grazping B some preferences. Favored
reach of Calimshan. g ! weapons melode blades of any

Tethyrians are indifferent | sart (the bigger, the better—
with respect to gnomes, paying g that’s why they call it “the
the Forgotten Folk little heed, Sword Coast™), lances, meces,

ARMS AND ARMOR.

even though they dwell in Techyr- NS P and shorthows (adapted from the
mn-held lands an relatively large T8 : . e Calishites, who-adopted them [rom
numbers. Tethytman reactions to ol ¢ the elves). Tethyrians wear the
tieflings and half-orcs are sharply /58 : Poogr _ heaviest armor practical for a task,

split. Those Tethyrians who dwell
norch of the Clond Peaks and have had
to battle innumerable hovrdes and the
devilspawn of Dragonspear Castle {
despise those with: monstrous blood S
runping 0 their veins, while southern %
Tethyrians view them in sympathy with @
the Calishite perspective as simply
members of the lower class Genasai are
regarded with suspicion, seen as litthe
better than the genic-worshiping Cal- 08 e
ishites, but aasimar are of ten mistaken for "-qi:'i‘
elves or half-clves "
Among human cultures, Tethyrians view
IHuskans as overly warlike and Chondathans as
overly greedy, but they wsually get along well
with members of both ethnic groups if they
live: in close proximity. The Mulan are
despised a5 slavers, adthough that sobriguet is
more properly reserved. for Thayans. Troe
hatred 15 reserved for Calishates, an enmity bred
from familiarity and the product of centuries
of diserimmation against-and enslavement @ ?

which can range from chain shirts
and buocklers to spiked full platc
S P and a large steel shield. Moreso
than moest homan caltores, Tethyri-
ans have.a strong knightly tradition,
and the typical Tethyrian soldier isa
mounted one.

ANIMALS aAxD PETS

Tethyrians are partial to canines, par-
ticularly those bred for herding, hunt-
g, or working: Falcons (treat as hawks)
and swamp ferrets (treat as weasels)
are commonly employed i hunting
and often serve as familiars. Ravens
are also Favored as pets or Familiars,
particularly in the wvicinity of the
High Moor.

Horses are cspecially prized by Tethyr:
ians @5 steeds and draft animals;
when they goo to war, the
LTS AU 48 heﬂw.h armored
ag the soldiers, Flying steeds,
particularly griffons, hip-

pogriffs, and pegasi, are

highly prized as well, and
are often available for sale
in Ireahor. ¥

of the various Tethyrian tribes.
Other coltares are largely C‘-‘@
unknown in Tethyrian-hcld
lands, bur human immigrants,

o matter how exotic, are usoatly
welcomed and then assimilated
withura generation or two,

e -t LLAN
Ferrakerh's shadow crown
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other Human
ethnic groups

Faerin is home to dozens of distinct nationalities and ethnici-
ties bepond the so-called major human cthnic groups. Many
maotre peoples have vanished into the mists of time, remembered
only by a few scattered ruins, musty serolls filled with indeci-
pherable writings, or perhaps the [ggacy of an arcane spell or
some forgotten god:

Human, sedine

The Bedine are- nomads of Ansuroch who mugrared from
Zakhara via a portal shortly after the fall of Netherjl in —339
DR and mtermingled with a handful of Netherese survivors
The Bediné retained the spoken language of their ancestors,
Midani, but lost all knowledge of the written word. Centuries
later, traders from the surrcunding lands sought them out and
introduced the alphabet of Thorass. The Bedine adopted the gods
of the Netherese and continoe to yenerate At'ar (Amzunator, a
dead Metherese deity reborn as Lathander) Elah (Selane],
Kozah (Talos), Nasr (some say Cyric, tome say Kelemvor),
Shaundakul (sctually Beshaba )y and many little gods as well. The
Bedine are found primarily in the southern; sandy reaches of
Anaurech knowit as the Sword.

Human, chultan

The Junglesof Chult are home to tall, chony-skinned humans
who migrated north to the Cheltan peninsula millennia ago
from a great island in the seuthern seas of Abeir-Tori! southeast
of Maztica and southwest of Zakhara. Two millennia ago, there
were many tribes in Chulr, although the Chultans snd the
Eshowe ‘were the most powerful and ‘influential, A bloody war
raged berween the Chultans and the Eshowe from 1800 years
ago to 1700 years ago, ending only after the latter group was
wiped out. The Eshowe were destroyed after unleashing a great
evil known as the Shadow Giant on their enemies, only to see it
twrn on them after being repulsed by the Chultan defenders In
the centuries that followed, unchecked by any rivals, the Chul-
tans assimilated most of the remaining tribes of the peninsula
into a single Chulean colture, shering & common langoage and
- somewhat uniform socil structure

Chultans, who'speak Chultan, adopted the Draconic alphabet
hefore: the founding of Mezro and spread it te the other Chul-
tan tribes. The primary god of the Chultans is Ubtao, who is said
to have bropght their ancestors ta the peninsula they now call
home thousands of years ago and to have founded the greac city
of Mezroan —2637 DR: The remnants of the Eshowe venerite
Eshowdow, a dark shadow of Ubtao subverted by Shar,

HUMQN, DUrparl

The Diprpari are the relatively short, dark-skinned inhabirants of
Durpar, Estagond, Veldorn, and Var the Golden. The Durpari
have dwelt along the shores of the Golden Water since before
the rise of the Imaskasi empire. The fall of Imaskar precipitated

the fall of the Durpari kingdoms snd two millenna of har-
barism. During this period, the Mulan of Mulhorand, often

slaughtered or enslaved the Durpari tribes. In —623 DR, che first
Duspari kingdoms after the fall of Imaskar arosc along the

shoves of the Golden Water; 25 Mulan influence over the region

ebbed in the face of the burgeoning threat from Narfell and

Raumathar. With the exception of Estagund, which was briefly

conquered by the armies-of Dambrath during the reign of Rein-
har T in 551 DR, the Durpari have remained independent ever

since, trading among themselves and with their neighbors.

The Durpari speak z language of the same name—derived
from = mixture of Dracenic, Mulhsrands, and Rauric—and
employ the Thorass alphaber broughe back from the west, The
Durpari venerate a small pantheon of deities known eollectively
a5 the Adama, and thought to include Seline, Oghmz, Gond,
Torm, and Waukeen.

numan, ffolk

The native inhabitants of the Moonshae Fsles call themselves the
Ffolk, although only faine vestiges of the original human tribes
who bore that name still remain, Today, the Ffolk are essentially
an isolated group of Tethyrians, descended from a large wave of
immigration from the Western Heartlands in 467 DR. The orig-
inal Ffolk had already comeeded the northern Moonshac isles to
the Tuskens centurics before the arrival of the Tethyrians, yet
the Iuskdns are still considered the invaders by the Frolk.

Unlike thewr mamland eowsing, the Tethyrian Flolk speak
Illuskan, but chey still employ the Thorassscript. They are goy-
craed by a strong ditmdical eradition.

Human, Gur

Thie Gurs, also known as “Seline’s Children” or *the people of
the highway,” are the nomadsof the Western Heartlands. Most
Gurs-are members of extended family groups- that travel
together from sertlement to sertlement in motley caravans sell-
ing cheap cast-offs and working odd jobs. Others have settled in
the poorest quarters of cities such as Baldur's Gate, Flturel, and
Irieabor, where they struggle to survive in the face of ancient
prefudices. Among these few scholars who have studied their cul-
ture, the Gurs are thought to be primarily of Rashemi descent.
Although they have certainly intermingled with members of
other ethmic groups, they strongly resemble the natives of
Rashemen. As [ragments of lore dating back to the erection of
the Standing Stone refer ta the nomadic Gurs, it is thought that
they fled their ancient homeland during or immedigrely after
the cacaclysmic battle between Raumathar and Narfell
Speakers of an ancient dialect of Rashemi among themselves,
the honor-obsessed Gurs employ the Thorass alphabet and speak
Chondathan with non-Gurs, Many of Seline’s Children- are
urusually gifted oracles and Find emiployment as soothsavers and
diviners, In addition to the goddess of thenoon, many prophet-
ically inelined Gurs venerate Savras: Their secretive faith may
in lazge partaccount for the continued survival of his Faich |
during his many years of imprischment.

Human, Halruaan

During the fall of the ancient empive of Netheril, most of the
land’s inhabitants fled west from the spells of the phaerimm,
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setthing the Worth, But some of Netheril’s folk, led by che arch-
wizard Raumark, fled far to the south by means of great fying
ships: Raumark’s followers settled the sheltered hasin of Hal-
‘Tuas, intermangling with the amall population of native Tasha-
Aans in the vegion: There they founded the wizard-ruled realm of
Halruaa; determined not to repeat the mustakes of their ances-
_tors. Traces of Netherese cultare arc sm_'in_g in Halruag, includ-
- ing the Draconic alphabet once employved hy speakers of
Netherese and Loross. The Halrudsn tongue is simply a modern
‘dialect of ancient Wetherese, However, worship of the Netherese
pantheon has gradually evolved into the vencration of deities
such-as Mystea and Azuth, to-a much lesser extent Savras, and,
recently, Velshargon

Early in Halruaa's history, 2 small band of dissidents who
venerated Leira, goddess of illusions, migrated westward to the
distant island of Wimbral Although the two reglms share o love
of magic and the Halrusan tongee, interactions between the two
-peoples are féw and far between. Thechurch of Leira was the
state religion of Wimbral hefore the Time of Troubles, bur the
current state of religious worship in the Land %of the Flying
Hunt is unknown,

Human, imaskari

The Imaskari are the legendary inhalatants of the lands now
swallowed by the Raurin Desert and the Plains of the Purple
Dust. Vilified by the Mulan, the artificers of Imaskar werce
mighty wizards who bule great portals to other worlds in order
to carry off thousands of slaves from distant planes. Little is
known of the Imaskar], except what the Muolan chese to pre-
serve of their ancient masters. At one point the Imaskary
Empire held sway from the Endless Wastes to the Golden Water
and from the Alamber S¢a to the very frontiers of Kara-Tur,
Ruins of tremendous antiquity in the Plging of Purple Dost may
be the remains of Imaskari citics.

The Imaskari spoke Roushoum, a precursor of such varied
tonguesas Durpar, che Rauric family (Chessentan, Muolhoran,
‘and Untheric), Ranmvira, and the various Tuigan dialects The
Imaskari alphabet has wholly Fallen out of use; and 15 only
found imseribed on a few ancient artifacts and the walls of
Imaskari ruins,

Human, Lantanna

The Lantanni inhabet the isles of Lantan, Suy, and Oclil of f the
northwest coast of the Chultan peninsula, Known for their large
green eyes; copper hair, and parchment-colored skin, the Lan-
tanna are rirely encountered outside their native isles except
ahoard merchant ships. They trade along the shores of the
Trackless Sea as far north a3 Neverwinter, the Shining Sca as far
east a6 Lapaliiya, and the Great Sea as far cast as Halruss: The
hismeland of most Lantanaa is the nation-of Lantan, named for
the largese island it claims.

Speakers of Lantancse, the Lantanna employ the Draconic
calphabet used by most cultures descended from Netheril As the
Lantanng sre not believed to be.in any way descended from
ancient Netheril, some scholars suspect thar early Halroaan or
Mimbrali traders introduced this alphabet to the Lantanna, The
state religion of Lantan is the faith of Gond, and many believe
that the Lantanna introdoced the Wondermaker mnto, che
Facrinian pantheon.

=339 DR, and all but four of High Netheri
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Human, Mmaztican
Mavtica 192 far-ofl land chat lies weso of Faeran, beyvond cven
fabled Evermeer. Tethyrian explorers from Amn discovered
Maztica just over a decade aga, and Maztican immigrants arc
now fonnd in very small numbers in Amn, Baldur’s Gate, and
Watcrdeep. Facranians lump all inhabitants of Maztica into one
group, but in truth there are seven known human ethuicitics in
that land: the Azuposi, the Dog People, the Green Folk: the
Metahel, the Nahopaca, the Wexalans, and the Fayis

The Nexalans are the only group to have jourseyed east to
Facrin, so all Feerdn-dwelling Mazticans are speakers of Nex-
alan, the language of the nations of Pezelac, Huacli. Kultaka,
and Nexal. The Nexalan tongue is written using the Draconic
alphabet. Mexalans are relatively tall, with long, lean physigues
and beardless; angulsr faces Nexalans are generally reddish-
bronne of hue

Human, NQar - ;

Descended from the servivors of- Narfell's cataclysmic
destruction, the Nars consist of twenty or more pomadic
tribes that inhabit the dry grasslands east of the Giantspire
Mountains-and north of the Rawlinswood. Forther details of
their histary may be Tound in the descriptions Di_' the Damsrans
and the Rashemi,

Nars are shore and stocky, with darkly tanned skin tones and
straight, raven black hair, nsually worn tothe shoulders. They are:
some of the finest horsemen m Faerdn; and famed breeders.of
the legendary Nar heavy horse. Although they once spoke Nar-
fell a forgotten tongue strongly mfluenced by Abyssal, the Nars
now speak the Damaran tongue common to lands near the East-
ing Redch as well 25 2 smattering of Comimon. As most Nars can
be considered barbarians, few can read or wrice, but those that do
employ the Dethek runes adopred by speakers-of Damaran.

Human, Netherese

Perhaps the best-known and most influcntial of the humans who
built Faerin's dncient civilizations were the Nethercse of
ancient Netheril Netheril was founded in —3859 DR by dark-
haired, fair-skinned humans who dwelt along the shores of the
Warrow Ses, o body of water now lost beneath the sands of
Anauroch, At irs height, Netheril encompassed all the tands now
buried beneath Anauroch, with colonies stretching. westward to
the Teackless Sexn, and floating cities high shove distant lands.
The ciries of the Narrow Sca came to be known as Low Netheril,
while the civilization of the clouds was known as High
Wetheril, famous for magic of surpassing power.

Alchough all Netherese usied the Draconic alphaber, the lan-
guage of Low Netheril, amd the commonersof High Netheril
was Netherese, while the nobles of High Netheril spoke Loross
Both groups venerated the same pantheon, which included gods
sich as Amaunaror (Lachander), Janoath (Chaunteal: Jergal,
Keozah (Talos), Moander, Mystryl (Mystrall, Selime, Shaz, and
Targus (Garagos) The clergy were far more mfluential in Low
Netheril thin in the arcanists’ soaring citics.

High Netheril collapsed after Karsus destroyed Mystra in
's ancient Floating
cities were destroyed. Three of those—Anauria, Asrem, and




-+—
Humans
——

]

Hlondath—were saved by the mfluence of Mystra and landed
safely jost west of what are now known as the Desertsedge Moun-

tains, where they founded surface realms af the same names.

Asram fell victim to a plague spread by the goddess Talona in

=33 DR. Anauria fell to an ore horde m 111 DR, and Hlondath:

was consumed by the sands of Anavroch and abandoned in 329
DH. Inhabitants of these eastern “Netherese survivor states”
eventually migrated south into Cormyr and east into the Moon-
sea region, Their descendants were largely absorbed into the bue-
geoning Chondathan cultore of the eastern Heartlands and are
now-accounted as northern Chondathans or Vadsans

The fall of Low Netheril had less to do with Karsus's Folly
and mere to-do with the evercncroaching lifedrain spellsof the
phaerimm. As the pace of desertification increased, starting
around —4+61 DR, most of the inhahitants of Low Netheril grad-
ually migrated westward, Most scholars divide the Wwestward-
bound Netherese migrants Into two groups. The southwestern
group founded realms in the river valleys of the Windjng Water
and the River Chionthar, while the northwestern branch Formad
isolated city-states scattered across the Savage Frontier. Lartle
evidence of Netherese culture remainsamong the descendants ol
cither branch, for both groups were later subsumed by bnms
grants from across the sca toethe west (the Tloskans) or by the
native tribesof the region (the Tethyrians )

Four small groups of purchlooded Netherese are believed to
survive in the present day, The Marsh Drovers of the Farsea
Marshes arc thought to be descendants of Anauria who were
never ahsorbed by the Chondathan inhabitants of Cormyr. The
Tunlar barbarians of the Plains of Tun are believed to be descen-
dants. of the Rengarth barbarizng: (tousing of the Low
Netherese| of southern Netheril. The nemudic barbarians of the
Ride north of the Moonsea are believed to be descendants of the
Angarde barbarians of northern Netheril (also cousins of the
Low MNetheresel Finally, the fourth fleating city of High

etheril, known as Shade; survived the fall of Netheril by van-
ishing into the Planc of Shadow: Shade reappeared in 1372 DR,
after generations of warfare with the malaugrym in the shadow-
plane, Shade now rests on the northern shoreof the Shadow Sea,
which was ence the Sheal of Thirst,

Human, Raumviran

Descended: from the inhabitants of the great empire of Rau-
mathar, the Raumvirans rerain little -of their former glory,
Their hstoey 15 described under the Damaran and Rashemi
ethnic groups.

In the present day, Raumvirans are concentrated along the
shotes of the Lake of Mists and the city of Almorel. Physically,
Rawmvirans bear a close resemblance to the Rashem:, mdicanive
of centuries of close ties between the two groups. Although-taller
on average than their western neighbors, the Reumvirans are
also generally stoutand muscular, with dark eves and thick black
hair. Raumvirans arc generally of lighter hue than the Rashemi,
evidence of ‘significant Sossrim ‘heritage dating back o the
height of their long-fallen empire:

Members -of this ethnic group speak Raumvira, a tongue
closely related to Rashemi Dwarven, and a northern diadect of
Imaskari. Rawmvieans employ an alphabet of Dethek runes
tasght to them before the founding of Rawmathar by the Sire-
mun dwarves of the Firepeaks, 2 range of mountains to the east
of the Lake of Mists: '

Human, shaaran

The grasslands of the Shear are home to nomedic tribes nf' long-
faced, yellowsskinned humans. Conquered by the armics of Cal-
imshan at the height of the Shoon Empire, the Shanrdns of the
eastern grasslands reverted to their nomadic ways pace the
Shoon Empire collapsed, while those who dwelt Hl::mg the shores,
of the Shining Sea and the Lake of Steam settled in cities and
founded such realms as Lapaliiva and the ever-changing Border
Kingdoms Today, Shaarans arc found gs far west a3 Calimshan
and as far north as the Vilhon Reach. The inhabitants of
Sespech are largely of Shearan descent, having been brought
north to serve in Jhaamdath's armics conmiries ago

Speakers of Shaaran employ an alphabet of Dethek ruaes,
adopted From the peld dwarf treders of the Great Rift before the
rise of the Shoon Empire. If there ever was a Shadaran pantheon,
it was long ago subsumed by the more powerful Thamdeathan and
Calishite cultures. Little record-exists of Shagran culture befare it

was assimilated by its more powerful neighbors, for the Shasrans

have long maintained a womadic wiy of life and an oral history.

Human, shou

The Shou are but one of many human ethnic groups in far-off
Kara-Tur, albeit the most numerous and powerful: Similar in
appearance to the Twigan, they gre yellawish-hronze in hue, with
black hair and broad, flat featires. Ar s heyght, the Show
empire cxtended as far west as the eastern shore of Brightstar
Lake. Today, Shop traders are rarely seen west of Semphar,
glthough their emperor has recently established an embassy in
Elversult and made use of a ship-size portal that opens same-
where on the Sea of Fallen Stars. The Shou worship a pantheatt
of deitics known & the Celestial Bureaucracy and employ the
Dracenic alphabet to represent the Shou language.

HUMAnN, SOSSrim

The Sossrims are the inhshitants of distant Sossal, a frozen land
that lies between the Grest Glacier and the Great Toc Sea. With
skin-as pallid as snow and hair with the fine, silver tint of an
icicle, the Sossrims have completely adapted to thewr arctic envi-
ronment. Sossrims: speak Damaran and wse the Dethek runes
They are belidved to venerate the gods of the Facrinin pan-
theon, zlthough the worship of 2 relatively benign aspect of
Anril seems to be predominant,

During the Orcgate Wars, the Sossrims fought in the armics
af Mulhorand alongside the Raumviransand che Rashemi Afeer
the followers of Gruumsh were defeated, the Sossrims retreated
to thewr northern lands, where they ostablished the solated
kingdom of Sossal. The Sosseuns brefly fell under the sway of
Raumathar at the height of that empire, bur they have other-
wise retained their independence. Before the retreat of the Great
Glacier, Sessrim traders were seeri as far sowth as norchern
Impiltur, but now they rarely venture beyond Vazsa or the
northern reaches of Damara, Warfell and Rashemen:

Human, Talfir

Elven writings diting back tothe Crown Wars mention o dark

haired, fair=skinned haman tribe in the heart of the great forest
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of Shantel Othreéier. The Talfir were the original human inhab-
itants of the Chionthar river valley m the Western Heartlands
Speakersof Talfiric, a long-lost human tongue based on the Dira-
‘vonic alphabet, the Talfir gradually disappeared over 2 thousand
vears ago, their culture overwhelmed by refugees ftom Low
Netheril, Calishite settlers from the south, and Chondathan set-
tlers from the Dragon Coast. Several deities of the Faerinian
+ pantheon are believed to have first been worshiped by the Talfir,
including Tempus, who venquished the Netherese god of war,

The Talfir Teft Lietle in the way of rumns or artifacts, zlthough
Irieabor lies atap the ancient crypt of the Talfir moenarch known
as Vierrakech the Shadowking, who mastered shadow magic. Talis,
a ruined city of the Talfir, lics in ruins along the banks of the
Hiver Reaching in the depths of the Reaching Woods,

Human, rashalan

Uncounted thousands of years ago, the humian tribes of the
Chultan peninsula, now known #s the Tashalans, were enslaved
by the saurian Creator Race As with a]l things, the saurian ¢iv-
dization eventually collipsed and thewr human slaves won thewr
freedom, However, many members of this black-haired, olive-
skinned race took to venerating the snakes they once served,
leading to the rise of the yuan-ti Others, however, turned away
From their dark masters, secking te forge their own rezlms on
the peninsula between the Shining Sea and the Great Sea
Today Tashalan cultere s largely confined to the middle of
the Chultan penmsala and the isle of Tharsult. Over the één-
turies the Chaltan tribes drove thie Tashalans out of the Jungles
of Chult, the Halruaans and Dambrathan drow assimilated the
pative Tashalan cultures of those lands, and the yuan-ti caslaved
those Tashalans who contested their control of the Mhair and
Black Jungles. Most Tashalans are natives of Tashalar or the
realms of Samarach, Thindol, or Tharsult. Tashalan traders may
be found in Calimshan, cities on the shere of the Lake of Steam,
and Lapaliiys, as well as Halrosa, Dembrath, and Luiren.
Tashalans speak Tashalanand employ the Dethel alphaber. They
venerate both the Fagrinian pantheonand the gods of the yuan-ti,
with the followers of Talona and Savras being most prominent.

Human, Tuigan

The nomadic tribes of the Endless Wastes and che Quoya Desert
- are known as the Tuggan, although that name 15 actuslly the
name of but one of fifteen major tribes who wander the waste.
land between Faertin and Kara-Tur, Closely related to che inhab-
itants of Kara-Tur, cribal members are ye_llml.'jsbhrmlz.f.ht hug,
with black hair and. broad, flac features, Each tribe has its own
diglect, derived in virying degrees from the old empires of Shou,
Raumvira, and Imaskary, each of which conguered or extended
s influerice over the Endless Wastes at its height. The teibes of
the Endless Wastes adopted the alphabet of Thorass from
traders passing castwards along the Golden Way to Kars-Tur
long age: The tribes are believed to worship. Akadi, the ¢lemen-
cezl deity of gir, and Grumbar, the elemental deity of earth, as
well a5 several beast totems (Florse and Tiger),

Sirice the defeat of the great Tuigan horde in 1360 DR, mem-
bers of the Teigan tribe have been found in small numbers'in
western lands suchas Semphar, Thay, Thesk, Narfell, and Rashe-
men. [t is this group of immigrants who are best known to the
inhabitantsof Facran,

] ———
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Human, Turami

Af'ter their gods precipitated the fall of the Insaskar: Empire in
—2488 DR, the shve-race known as the Mulan migreated west-
ward to the shores of the Alamber Sea. This migration m turn
displaced the native Turami, who were deiven westward along
the southern cosst of the Sea of Fallen Stars until they reached
the coastal basin now known as Tormish, Generally tall and mus-
cular, with dark minhogany skin, flat faces, and curly hair, the
Turami are the primary inhabitants of Turmish, altheugh they
form minocity populations in Chessenta, Unther, and Mulho-
rund as well,

Speakers of Turmic, the Turami adopred the Thorass alpha-
ber from Calishite and Chondathan traders. No historical evi-
dence exists suggesting the existence of a Turami pantheon
distinct from the Faerdmian pantheon convmonly venerated
today, although that does not mean that one did not exist. Tut-
mish, the homeland of ‘most Turami, dates back to the founding
of Alaghén in —37 DR,

Human, vlutiun

Although the Ulutiuns have long inhabited the polar reaches of
Faeran, these short, dark-haived, broad-faced humans with light-
brown skin are actwaily mmgrants from the northern reaches of
Kara-Tur who moved westward across the polar icccap milien-
aia ago. Speakers of Uluik, 2 tongue that only in rocent centuries
acquired a written form based on the Thorass alphabet, the Ulo-
tiuns are divided mto two major groups. .

The Sex of Moving Tee, the Lee Peak, and the Cold Run (as
the iey reaches of the northernmest Sword Coast are sometimes
known ) gre home ta the Ice Hunters, the westerntiost gronp of
Dlutions, Believed to predate thearrivil of both the Nethercse
and the IHuskans, the-Tce Hunters vénerate nature spivits and

‘are- led by shamans, oot ualike the more warlike Uthgardt

tribes and the barbarians of Ivewind Dale. In the east; the Great
Glacier 15-home to the majority of Ulutiuns, including the Tulu-
tiuns, the Angulutiuns, and the Nakulutiuns. They favor hide
armor and weapons such as hattleaxes, garnoks, hand axes; har-
poons, ivaks, light picks, nets, ritiiks, sharthows, throwing axes,
and tridents

Human, vaasan

Vagsans are the descendants of two waves of humanity whe set-
tled the Moonsea region. Refugees from the Netherese suryivor
states of Asram, Anauriz, and Hlondath fled east toward the
Moonses to found resbms such as Teshar (which wis founded in
—87 DR and fell in 477 DR Yalash, and Northkeep (which fell
in 400 DR Tn later centuries Chondathan immugrants from
Sembaa, the Dalelands, and the Vast jomned the descendants of
these early setelements and established the Moonsea city-states
of Zhentil Keep, Hulburg, Melvaunt, Mulmaster, Phlen, and
Thentia. Vaasa proper was settled from the Mulu_ﬂaca:r:gton
after the Grear Glacier began its retreat, & couple of hundred
yedrs ago. While this ethnic group is sometimes referred to as
Tesharans, Tharrans, or Yals, the name of the last land they set-
tled has become the name by which they are meost commenly

“known in other fands




Tasre 7—I: HuMAN ETHNIC GROUDS, BY NATION OR BEGION
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Humans

Primary Secondary
Region (F0%+) (5% to 49%)
Aglarond Damarans (659 Chondathans (17%),
* Rashemi (14%)
Altumbel - Damarans (7579 Chondathans (309,
- Miuzlan (12%:)
Amn . Tethyrians (65%) Calishites (30%)
Anauroch snd Shade  Bedine (7756 Netherese (1897
Border Kingdoms Calishites (F0%%) Shaarans (309,
_ Chendathans (155
Calimzhan Calishites (F2%] Tethyrians (43%]
Chessénta Mutan (75%) Turami (20%)
Chondath_ Chondathans (92%) Turami{5%)
Chult Chultans (90%) Tashalzns (B%)
Cormyr and Chondathans (BF%)  Tethyrizns (12%)
Islc of Prespur
Dalelands, Nerthern Vaauﬂs;{ﬁﬂ‘?’é} Chondathans (379
{Daggerdale)
Dalclands, Sonthcrn  Chondathans (87%)  Vaasans (10%)
{all other Dales) .
Damara Damarans (70%) Chondathans (20%]),
Wars (F%)
Dambeath Tluskans (F8%) Shaprans (36%)
Dragon Coast Chondathans (7026)  Tethyrians (23%),
. . Calishites (7%}
Darpar Durpari {96%)] =4
Endless Wastes Tuigan (70%) Rashemi (24957 &
Estagund Durpari {78%) Hluskans (18%)
Great Dale Chondathans (F0%) Damarans (309,
. 2 Mars (1790)
Great Glacier Dhutmns (90%) Sossrim (596
Halruaa Halruaans (80%) " Shaarans (10%),
Tashalans (8%
High Forest IHuskans {97%) -
Hlondeth and Chondathans (779  Turam (4489
aorth Vithon Reach ;
Impiltur Damarans (67%) Chondathans {3095)
Lake of Steam Calishizes (779 Shaarans (33%),
Chendathans (1095
Lantan Lantanna {#8%) -
Lagaliiya Shaarans (70%) Calishites (35%),
Tashalans (129

Vaasang are ryprcally ar o olive-skinned 'a;liﬂ: dark hawr and

thick beards. They speak Damaran and employ the Dethek
alphatet, 7 legacy of long-standing trade tics with the nations of
Impiltur ‘and Damara. Vaasans- venerate most gods of the
Faerdnizn pantheon, although Bane and, to a lesser extent, Cyric
and Anril reeeive the bulk of their prayers

numan, zakharan

Far to the south and east of Facrtn; beyond the fabled lands of the
Utter Fast, is Zakhara, the Land of Fate. Zakhera 1= considered

)

Tertiary Primary
(0% to 490) Language Alphabet(s)
Mulan (49 Aglarondan Espruar
Turami (3% Damaran Dethek =
Chondathans (4507  Chondathan Thaorass.
Vaasans (4%} Midam (Anauroch] Thovass
; [Anauroch)
. Loross (Shade)
' ; * Draconic {Shade)
Tashalans {3%, Alzhedo Thorass
Chultans (1%
Shaarans (485 Alzhedo Thorass
Chondathans (4%  Chessentan Thorass
Shanrans [2%) Chondathan Thorass
Calishites (1%6) Chuoltan . Draconic
Vaasans (2%, Chondathan Thorass
Turami (1% :
Damarans (4%) +  Chondathan Thaorass
Tethyrians (4% Chondathan Thorass
Vaasans (2%, Damatan Drethek
Rashem) (2% :
Durpari (4% Dambrathan Espruar
Turami (1% Chondathan Therass
Shaarans {3%) Durpar Thorass
Raumvirzn [4%) Tulgan Thorass
Shaarans (3% Durpani Tharass
Rushemi. (495 Damatan Dethek
Damarans (2%,  -Iluik Thorass
Vaasans (2%}
Chultans (1%, Halruaan Driaconic
Chondathans (1%,  Iluskan Thorass
Tethyruns (14
- Chondachan Thorass
Wars (4%) * Damaran Dethek
Chultans {1%) Shagran Dethek
Chultans (1% Lantanese: Diraconic
Chultans (1%, © Shaaran Dethek *
Halruaans (1%

4 continént in its own right, not unlike Faerin or Kara-Tur,
although all threc continents are physically connected. The
Land of Fatc is home to the Zakharans, relatively short, brown-
skinned, derk-haired humans who speak Midani. Zakharans born
in the Land of Fate ave rarely seen‘outside their homeland,
although Zakharan traders are not unknown in the sootherns
mast reaches of Facrin. However, a2t least two groups of Zakha-
rin humans have migrated to Faerin by means of portals and

“are found in large tumbers in the western lands mthr form of

the Bedine and Calishites. -
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TagrLe 7—I: Human ETHNIC Groups, By NATION OR REGION (CDNT.) .

s Frimary Becondary Tertiary Primary
Region {(T0%+) (3% to 49%) (0% to 4%) Languzge Alphabet(s)
Moomiséa region Vaasans (T4%) Damarans (1%, - Damaran Dethek
; Chondathans (B9
Moonshaes Frolk £75%) Hluskans ($4%) - Choendathan Thorass
Mulhorand Mulan (92%) Durpari (6%) Turami (29 Mulhorandi Celestial
Murghom Mulan (874%) Durpari [1095) Tuigans (4% Mulhorandi Celestial
Warfell Nars (B1%) Bamarans (1495 Rashemi (495) Damaran Derhek
Nelanther Isles Calishires [75%) Chondathans (109, Lantanns (1% Chondathan Thorass
. : Tlloskans (109 ! 4
NWimbral Halruaansg {99%) - - Halrgaan Draconic
Pirate Isles Chondathans (70%)] Damarans {18%, Turam;i (4% Chondathan Thorass
: 7 Vaasans (7% _ £
Rashemen Rashemi {22%) Mars {6%) Tuigan (155) Rashemi Thorass
Sembia Chondathans (97%) - Tethyrians 3%, Chondathan Thorass
Damarans (1% =
Semphar Mulan (70%) Dugpari (3795 Shou (4% Mulhorandi Celestial
' Tugans {10%) ] L >
Sespech Chondaghans (67%)  Shaarans (27%, Tarami (3%} Shaaran Dethek
Calishites (7%)
Shaar, The Shaarans (80%) Calishites (109%), Durpari (3%, Shesran Dethek
Tashalans (7%} Halruasns (1%) =
Silver Marches Iluskans (83%) Chondathans (1045, Tethyrians (1% Chemdathan Thorass
Vaasans (%) - .
Sossal Sessrim (93%) = © NWars(f%) Uhutiuns (285 Damiaran Dethek
Sword Coast Warth  Tleskans (88%) Tutiuns (8% Tethyrians [ 3%) Iluskan Thorass
and Ieewind Dale - .
Tashalar, Samavach, Tashalans (B0%:) Chultans (13%), Halruasns (1% Tashalan Dethek
and Thindol Shaarans (T9%)
Tethyr Tethyrizns (63%) Calishites (3295 Chondathans (4%%)  Chondzthan Thorass
Tharsalc Tashalans (809 Calishites (16%) Shasrans (3% Tashalan Dethek
Thay Rashemi [ﬁj'%_} Mulan (308 Tmgan (2% Mulhorand: Infermnal
Thesk Damarans {60%) Rashenu (208, Mars T4 Damaran Dethek
Tuigan (10%] Maulan (4%)
Turmish Turami (#7%) - Chondachans (4%)  Turmic Thorass
Unither Midlan (80% . Turami (159 Rashemi (4%) Untheric Dethek
Vansa Viaasans {879 Damarans (109 SBossrim (4% ) Damaran Dethek
Var the Golden Durpari (%8%) - 3 Miuskans {3%) Durpari, Thorass
Vast; The Damarans (63%) Chondathans (33%) Vaasans [3%) Danzaran Dethek
Veldorn Dherpari (B8%) Shaarans (B} Mulan (3% Durpari Thorass
Waterdeep Tethyrians (T1%6) Muskans (23% Calishites (2% Chondathan Thorass
i Chondathans (225 i
Western Heartlands  Tethyrians (809 Calishires {1095, Mluskans (3%, Chondathan Thorass
Chondathans {795 Gurs (1% !
Wizards' Beach Mulan (70%:) Chondatheiss (15%), Damarans (4950 Untheric Dethek :
(Escalant, Laothkund) Rashemi (109 |

| ——

Humans
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Primary echnicities are peoples who comprise T0% o more of
the population of a given land or region.

Secondary crhnicitics arc peoples who comprise between %
and 49% of the population of & land. It's possible for several
groups to be secondary populations (in fact, in some lands there
might be nothing hut secondary populations if no smgle group £
forms a mujority of the population )

Tertinry ethnic groups are peoples whe comprise less than T9%
of the land's population.

Primary Langusge is the Iaubung,t spoken by the prsmary
human ethnicity mn that land or n:gmrr:

Alphabet is the alphsbet of the primary language.

ton and
mc.ITIlJ

Table .'—1 shows the distribution of the various homan ethnic
groups in the lands and regions of Faerin. Small numbers of
widely traveled peoples such as Chondathans or Tethyrians can
show up almost anywhere, of course, but these are the Le
approxumations of ethnic distribution acress Faerin.




art mortal, part something clse, the planetouched are
loners and individuals, rarely so lucky a8 to meet
another of their kind. The origios of the various kinds
of planctouched races are as different as the forms of the plane-
tonched themselves. In Calimshan, djiin and efrcet sometimes
mated with their human slaves, producing of fspring whose chil-
dren are air or Fire genast In Muthorand and Unther; the undy-

g incarnations of the deirics had children with favered humans,

creating strains of agsimar and tieflings: In the High Forest, evil
sun “elves bred with succubi to produce the fey’ri The plane-
touched races have ne commen history, although planerouched
of the same type from the same region often have a common
ancestor of relation. y

The child of an cutsider and znother creature is a half-Nend,
half-celestial, or half-elemental. If one of these half-blooded
creatures has of fspring with a humanoud, the resolt is usually
g planctouched creature. The offspring of twe planctouched is
always 2 planetoached. Mixed-herivage planctouched of this sort
take after one or the other parent (seemingly equal chances)
but carry the traits of the other parent, which may show up in
their own children. The offzpring of 2. planetouched and a
normal creature of its type (such as the child of 2 fry'riand an
elfl) has-an equal chance of being planétouched or *normal™ bue
carries the potential for planctouched children in either case.
Sometimes the outsider blondline becanes dormant for onc or
more generations, only to manifest many vears Jater.

This section discusscs the cight major types of planetquched
in Faeritin and what features they shave, introducing a few ncw
kinids thar are even more Tare than the *common™ types,

AQSIMOQL 4

Regions: Mulhorand, Unther, Chessenta,

Raciul Feats: Celestinl Bloodline, Eyes of Light, Improved
Energy Resistance, Light to Daylight, Planctouched Animal
Allmity, Outsider Wings

Level Adjustment: =1

The aasimar bear the legacy of a.celestial being or even-a deity

in their ancestry, and have incredible potential to do good in the
world. At the same time, their heritge marks them as differeat
#nd often ledds to persecution, ridicule, or cxile from supersti-
tious or backward communities: It is not unknown for an zas-
mir to give in to birterness in the face of adversity and turn
to evil.

Aasimar are the descéndants of hemans and some good out-
sider, such #s.3 true celestial, & celestial creature, couarl, lillend,
OF even 3 servant or avatar of a good deiry. (Some of these crea-
tures must use magic to'assume a form that is compatible with
2 human mate, of course) While elves, dwarves, 'gnélncsa'lnnd

Jualflings with good outsider ancestry arc reputed to cxist, tl'imd

crossbreeds arc not truc sasimar.

Aasimar lopk human except for one distinguishing feature
related to their unoswal ancestor, Some examiples of these fea-
tures (and the ancestors chat cause them) are:

golden eyes

silver hair A

emerald skin (planetar)

feathers at the shoulder (astral deva,: aanal celestial; planetar,

solar, trumpet archon)

feathers in hair {avoral celestial)

pearly opalescent eyes {ghacle celestial)

powetful ringing vence (lillend, trempet archon)

brillignt topaz eves (solar)

silvery orgolden skin (solar)

iridescent scales in small patches (couat! or illend)

Agsumar understand that they are spedial, even ﬁ't'.b.c_',l de ot
understand theie true heritage: Many aasimat from & fm:cnt

blnodline don't even know what creaturc cagendered the line.in

i
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the first place. Two aasimur from the same bloodline often have
the same distinguishing feature.

Aasimar have the sime life expectancy and ape categorics as
‘& himan.

L .
HISTOr lIJ
Most aasumar in Faerin are derived from the deities of Mul-
horind. When the mortal incarnations of the Mulhorandi pan-
thean defeated the Imaskari (see the ForcoTTEN ReEsrus
Campaign Seiting, page 185), they setrled and took mortals as
lovers and spouses. The half-celestial of fspring of
these unions became nobles of that country,
and dilution of the divine cssence through
marriages. to. pureblooded humans screated
aasumar, Many of these aasimar left the
country in search of a destiny not tied to
their grandparents, and 3o the lands”
around Mulhorand have more aasimar
than any other ares.

o By Fiwod Rams

outlook

Most- aasimar are wary of themr
human neighbors. Even those raised

by parents who understand thar
heritage cannot escape the staresof &
other children and adolts, for F
humans fesr that which & differ-
ent. Aasimar ustally :x]:'::ric'ncu: a
great deal of prejudice, which is all
the “more painful to the pood-
inclined aasumar who truly wants to
help others survive in a hostile
world. Aasimar are often segen as
aloot, when in'many cases this isa
protective measure born of vears
of misunderstandings. Aasimaroften
look upen true celestials and acher
good outsiders with-a mixed envy
gnd respect; The lucky ones receive
occasiona] guidance and-advice from
their celestial ancestar, and these aasimar arfe more likely to
exemplify the sterebrvpical celestial virtues,

Because an sasimar's favored class s paladin, 2 majority of
them fallow that path, at least for a time. The philosophy of the
paladin class resonatés in the aasimars' hearts, and they are
innately suited for a career championing law and good: Some
aasimar, particularly those descended From 2 nonlawfiel outsider,
instead become cleries, since they are naturally wiser and more
charismatic than most. humans. Even azsimar who don’t
become divine spellcasters pravitate toward divine-related
¢lasses such as the divine champion, for the call of the light 1
"r'{.'F}" :itrﬂﬁg.

Not all agsimar live up to their potential. An assimar black
guard or sorcerer of evil 15 a terrible opponent, and deities
such as Shar and Set love Lo carrupt an gasimar, turoing her
info @ bitter, angry creature nursing old grudges from wnjast
PErsECUtion. |

Types of Aasimar

-AASIMAR CHARACTERS

Because they feel the pull of deific power so keenly, agsimar are
often clerics or palading. Some aasimar bring their otherworldly
sensibilities to the art of music, becoming accomplished bards
Rarer still are aasimar who fall i love with Facriin's deep
wilderness; becoming druids and rangers.

Favored Class: Paladin. Aasimars' very blood compels them to
scck out and oppese-evil-wherever it may lurk.

Prestige Classes: Divine champions, divine disciples, and hicro-
phants arc the most common -prestige classes for aasimar,

Aasimar society

Aasimar rarely have siblings who are
other aasimar, for the heredity of the
superngturil iz a chaney thing, Becanse
of this, few aisimar get to know
another of their kind On the rare
times they encounter amother asse
maz, there 1% a sort of unspoken
understanding between them, and an
agsimar is likely to take another aasi
mar's side in-an argument, regard
less of other affiliations, just for a
taste of kinship.
Assimagr, being more rare-than
even half+lves, have no truc soci-
ety of their own. Few. have the
Opportumty to meet ather aasimar or
celestinl beings, so they attempt to
blend into the culture of their par
ents. If chey had such a thing, aas
mar would have a lawful good or
neutral good socicty; focusing om
charitable works, helping the
needy, and campaigning to
eradjcate evil. Tn 8 few rarc
places, assimar can find true
zégeptance and Search for news
of other assimar born in other linds,
hoping to make arrangements to have
thechild brought to-the sanctuacy and rased in an environment
where he or she is cherizhed, not consuered strange.

Language and LiTﬂI‘ﬂCllf

Ausimar have no cultaral language, although those thatrealize
their heritage usually learn Celestial An assumar usually learns
the language of her parcnts and may pick np other languages
appropriate to her region. !

All gasimar are literate, cxecpt for barbarians,

Aasimar Mﬂgic and rLoré

Aasinar have no spells unigue to their race; bur favor divine
spells that ephance their innate powers or allow them to blase
evil. Some dre lucky enough to learn secrer magic from a true
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celestial, and guard that knowledge carefully toshow that the
celestial’s Faith in them % not unfounded.

W

AAsIMAR MAGIC ITEMS

Aasimar have no particulir racial magic items, bur some find
WaVs to aciuire weagons common to true celestials, such as magic
greatswords (used by ghaeles, archions, planetars, and solars) or
M ELEE pfdi;r.!sapﬁﬂ#'{ur-ed by astral devas)

Aasimar peifries

Aasimar have nocommon racial deity but often worship what-
ever «deity their supermatursl ancestor serves (or that being
itsell, if the ancestor 5.2 deity J Becawse most aasimar in Faerin
are descended from Mulhorandi powers, 2 Targe number of them
serve those gods. An zasimar born outside the Old Empires, or
whose travels have taken her far from those lands, might take
a like-minded patron appropriate to her new countey.

Because several Mulhorandi deities are portrayed with animal
heads or have strong ties to certain animals; azsimar descended
from these deities or their sppernatural agents often have an
afﬁnit}r for that sort of animal, and sometimes have a famt
resemblance to 2 creature of that type.

relations with other races

Although assimyar are mostly human, they rarely feel like they
fit-in among human society. Instead, they gt along best with
other halfbreeds—namely, half-elves and half-orcs—because
they and assimar wsually sharc the same sort of scmi-outcast
background,

Diwarves, elves, gnomes, and halflings are neither embraced
nor shunned by aasimar, For while 'these races have no history
af persecuting the planetonched, they don't have a reputation
For sheltering them either. Genasi of all types are too alien com-
pared toan aasimar to elicit sympathy or a sense of kinship.

Tieflings are the one race that garoers the most suspicion
from an aasimar, for those touched by the holy understand its
calling and therefore can guess what sort of temptation those
with unholy hlood must hear.

AQsimar Equipmﬂnr

Aasumar have no unosual racial squipment, although in their
armaments they favor weapons with the holy or evil outsider
bane special abilitics.

ANIMALS AND PETS

Because of their lack of 4 true society, aasimar as a whole don’t
rame any particular greature as-a pet more often than any
other kind. Because of their celestial bloodhines, however, they
are more likely to gain the trust and aceeptance of a celestial
amimal than o reae homan might. Also; assimar of Mulhorand:
descent ‘have an affinity with the snimal associated with their
divine ancestor,

il
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AIf GENQSI

Regions: Calimshan.

Racial Frats; Flemental Bloodling, Improved Levitation.

Level Adjustment: +1 -

Air genasi are fast and free-willed. Because the traits that iden-
tify an air genasi arc subtle; many go unrccognized for what they
arc.for many years and are sometimes mistaken for sorderers,
Those who are overtly different quickly learn to disgmse their
nature from common Folk, at least until they are able to protect

themselves and strike out on their awn.

Air genasi are descended from outsiders native to the Fle-
mental Plane of Air and humans Mest air genasi - Faerdn
come from bloodlines established over nine thouwsand years agn
by the djinn whi founded what is now Calimshan, A few rare air
genasi derive from djinn summoned in other parts of the world,
and some are said to be born of a line founded by a powerful air
mephit sorcerer who lived on the Great Glacier hondreds of years
ago. The numbers descended from the servants of air deitics such
as Akadi, Auril, and Shaundakel arc usknown, but likely to be
very small, Legends tell of elves similar to air genasi, possibly
descended feom followers of the elven goddess Aerdrie Faenya,
but it is likely that these legends are just confused reports of
the avaricls.

Alr genas look human except for one or two distinguishing
features related to ther elemental ancestor. Some examples of
these featires are:

Light blee skin

pale white skin

white hair

light blue hair

@ constant slight breeze in their presence

flesh that is cool to'the touch

voice that can be heard overany nonmagical wind

any sudden movement is accompanied by whistling wind

Airgenasi revel in therr unusual natore, although few ever try to
locate the being who founded their bloodline, sice most are long
dead or banished back the Elemental Plane of Air. Because the
Calimshan djinn bloodlines are so old and have saffered many
crosshreedings, it 15 almost impossible to tell by normal means if
twor air genasi are from the same bloodline. As a result, all air
genasi treat each other as fcousins,™ although 11 an arrogane and
COMPEIEive Wiy,

Air genas have the same life expectancy and age categories as
a human.

HISTOCY

With only a few exceptions, air gendsl native to Faerin are
descended from the djinn who ance ruled Calimshan, The djinn
dnd djinn nobles often had human concubines and from these
umons were born half-elemnentals The half-elementals gained
status by serving in the djinn's armics, and their own children
inherited some of their elementsl neture. When the djinn mas-
ters were overthrown, many djinn, half djing, and :r_u' gEnast were
slain, driven to anather plane, or bound in magic items such as-
rron flasks. The suryiving air genasi went mto hiding or fled to
nearby tands. Neow ait genasi are most common in the Lands of
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. Intrigoe, Sword Coast, and the Westcrn Heartlands, They have
mitermixed enoigh with the local popilstions that at least half
of them donot resemble che people of Calimshan.

outlook

 Air genasi, likeall the clementsl plancrouched, are proud of
their heritage, regardless of others’ opinion of them. They know
they are descended from powerful beings; even nobles of their
kind, Outside Calimshan most people look upon such things
with awe instead of fear, so the air genasi are used to being
flamboyant with their abilitics and expect
a certam amount ‘of deference from
nermal folk. Becaunse they consider
themselves children of the sky, air
genasi move shout a lot over the
course of theyr lives. Air gepast want
to see and taste the ar in radically
different places and consider settling
m one place for any length of rime to
be confining. v
Air penasi view air elemenzals as
dumb brotes but see dpnn and other
mtelligent . air-outsiders as potential
rivals for attention and power,

Flimpfrafion &y & iwed flamy

AR GENASI CHARACTERS

\ Becamse they may be of any alignment,
air genasi bave entered all walks of life;
from paladin to necromancer to cleric,

| Many develop skills as rogucs or wiz-

ards, halapemg their weaknesses
with spells or special skills: By
then nature, air genasi make poor
bards, divine spellcasters, or sercer-
¢rs Those who de practice magic
favor spells involving air" and
clectricity.

Pavored Class: Fighrer, Because

of their excellent Dexterity and

Intellipence scores, many air genas

go the route of the aglle, rapler-wield-

' ing fighter rather than the full plate-and-battle-

axe variety. !

Prestige Classes: Air genasi display no particular affinity for
any particular prestige class, but are scattered smong them in
more or less equal degree.

Types of Air

- P ®

~ AIf Genasi sociery

¢ Although rarely is more than onc air genasi born to any par-
ticular couple, these planetouched see each other as' members in
an extended family, and their tendency to wander means that
‘they are more likely than not to find another of their kind at
somie poiat in their travels. A genssi bse these times to
exchange news of other air'genasy, usually in the formoof brag-
ping about their awn deads Compared to others Unlike the bonds
that sasimar share, air genasi feel no need to defend other air
genasi, and in fact see another air genasi's weakness as @n affir-
mation of their own strength.

e t—
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Ina few rare cazes, particularly Charismatic mir genasi have
gathered a fow dozen of their own kind to form a mercenary
company, cabal of mages, or mercantile group: These individu-
als sometunes take air penasi children away from human parenes
80 they may be rased by their own kind, However, air genasi
rarely stay together for Tonger than a year, so these fosterlings
wsuaily end np being raised by one or two dir genasi who stick
together after the proup dissolves. Still, these voung genasi gain
some sense of commiunity and often go on to start their own
LEMpOrary Sroups,

Language and Limmw

Air genesi have no common language, although most
learn Auran if only to Feel ehitist-and to share secrets
with each other when witlin earshot of non-genasy
Anair genasi usually learns the langoage of his
parents dnd may pick up other languages
approprigte to his region.

All air penas are literate ducept
Far barbarians,

ALl Genasl
- Magic and Lore

The air genasi have no umgue spells
of their ewn, bur Faor spells of
air and lightning,

SPELLS AND
SPELLCASTING

Spell Fecus (Evocation] and Spell

Focps' (Conmjuration) are two
comumen feats for air gonasi spellcast-
ers. Air-genasi wizards often specialize in one of
those two schools a5 well.

AIf Genasl Derties

Air genasi have nocomnmon sacial deity. Because aw
genasi clerics mmst choose deities who grant the Air
domain, aH air genasi elevics worship Aerdric Facnya, Akadl, Auril,
Sct, Shaundakul, Sheela Peryroyl, or Valkur. Those who are not
devout enough to be clerics still worship those deitics or @ sky-
themed deity appropriate to their region. For cxamiple, air genasi
in Calimshan often worship Bhaclres {their name for Tales, the
god of storms)and these in Amn may worship Seline (the god-
dess of moon, stars, and wandercrs) Surprisingly, Akadi 15 not the
most commeon chowe of deity for an air genasy, possibly because
she associates with true elementils rather than the anthrepo-
motphic elemental outsiders such as djnn. However, ameng the
clergy of Akadi, air genasi dre considered particularly hlessed,
Acrdrie Facnya, the elven goddess of the skies, Is-normally
only woershiped by:air genasi with strong ties to elven com-
munities, particularly communities of avariels, The air genas
of Aerdrie’s faith act as protecrors of avian creatures and
encourage elves to explore other parts of the world, including
human societies,

Gemari
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Auril, the Frost Maiden, is worshiped by air genasi who live
in colder regions-or enjoy. cold magic. They tend to be zealots,
inflicting pain upon others through the use of cold and wind to
show sopremacy of theair ¢lement and their own power. A dis-
proportionate amount of Auril’s genast worshipers: have pale
blue skin Shaundakul is also popular among alr genast; With his
warship on the upswing, this deity has attracted many air genas
followets both For his focus on wind and bécause he espouses fre-
quent travel[tis said that centuries age he took 2 human lover
in Myth Drdnnor, and from that line a handful of white-
bearded male air [.';r:ns.ﬁ] have spring,

Air genast who enjoy destruction, vielence, or smplc chaos arc
often drawn to Tales Evil droids and rangers sometimes wor-
ship him, as do mages with a talent for large-scale battle magic.
These beings do much to aully the name of air genas across
Facrun, for they loudly preclaim their elemental heritage and
their faith, capsing many ignorant folk to assume'that all chis
race are of simalar temperament,

relations with other races

Although they sre arrogant 'a_hn_r.:t their awn ahilities, air genasi
are smart cnough to n:mgn%zc the taleénts of the elven rare
{including half-clves), and they share a similar enjoyment of
open natural spaces. They corisider dwarves homebound and
closed-minded, enjoymg far too much the stony comfort of a
cavern rool overhead. Gnomes are regarded much as dwarves
but the air genasi know that some gnomes love the open sky as
mich as the elves do, -and thesc are tolerated.

Halflings wander as much as air genasi do, and so the hin are
welcome traveling companions o the planctouched. Half-ores
are considered clumsy and brutish, bue valuable allies in a Fghe,
and o cven the haughty air genasi choose their words carefully
around these Jarge halfbreeds, Homans are accepred, althongh
gir genasi consider a typical human’s readiness to scitle on an
unclaimed plot of land annoying and pointless.

Aasimar, ticflings, and other kinds of btnxht are in the same
boat as far 45 2ir genasi are concerned. All are touched by some-
thing out of this world, but: qmcc no other “taint™ i truly as awe-
somé &nd inspiring as the element of air, gir genasi tend to treat
these beings as limited but interesting distant relations:

Alr genasi Equipment

Alr genasi have no weepon or piece of cyuipment that is
conimon to their race, because they usuelly lack 2 commen back-
ground or training. However, because every air genasi has the
innate ability to Jevitate, they are less Likely to carey rope or
similar elimbing equipment, and most would pass over a ringsf
Seather falling for a different piece of treasufre

ARNIMALS AND PETS

Alr genasi prefer birds and other flying creatures as animal
companions or pets, Some of the stranger air -genasi acquire
uriusual animals such-as flying squirrels, winged snakes (sec the
appendix ), or oversized inscets for this purpese. Rumor speaks
of & pemas mages with arrowhawks as Familiars, but chis
rENIAIS UNProven.

earth genasi

Regions: Mulhorand, the Nerth.
Ricial Feats; Elemental Bloodline, Stone Colossus, Stm:lt Slide:
Lzvel Adjustment: +1. .

Earth genasi are patient, stubborn, and contemplative m their
decision-making; Marked at birth with obvious traits reflecting
thear heritage; carth genasi are often shunned by others, but
their phyvsical gifts make them able to defend themselves against
mast attackers. Their strength and girth means that they some-
times become bullies, attracting sycopharits out of fear and
respect for their power,

At least three-quarters of the earth gendsi in Faeriin are
the descendants of outsiders native to the Elemental Plane of
Earth snd humans The rest are descended from earth deiries
or seryvants thereof instead of elementaly cutsiders. Most of
the elemental bloadlines originate in the North, particularly
near the Spine of the World, as naturai portals to the Ele-
mental Plane of Earth form there, allowing meetings botween
natives of both planes. The bloodlines spring up wherever
worship of earth deities is common, Tt is thought thar the
Ludwakazar clan of shield dwarves deep in the Earchspurs in
Impittur and the Tobarin family of rock gnomes in the Great
Dale have elemental blood, but both are mute on the question
and neither would be -a truc earth genasy bot something
quite different.

Earth genasi arc obviously not human, but have mostly
human featurcs cxcept for one or two distinguishing traits
related to their clemental ancestor. Some examples of thess fea-
Tures are:

carthlike skin .
eyes ike black pats
eyes like gems
gravelly vouce
very large hands and feet
tron gray hair

sweats mud instead of water

metallic sheen toskin or hair

Earth genasi, like all ¢lements] planetouched, are proud of
their nature agd abilities, but their pride 15 2 quiet, confident sort
rather then a boastful ode Earth genasi are pragiatic about
their parentage, nsually net going out of their way to learn their
ancestry but not aveiding the topic either. Earth genasi have no
special relationship with others of their kind, although they scem
to prefer others who share their physical differences.

Earth genasi have the same life expectancy and age categories
25 8 human.

Hisrnnl]

Earth genasi have no comumon history. Most of their bloodlines
derive from chance mectings between humans and earth out-
siders, and even those descended from agents of carth deities are
spread aeross the world with no commion purpoese. Becavse the
putaider features often skip & generation or two, bloodlines
seem to disgppear for decades only to pop op again onexpect—
edly in a Family that had forgotten its ancestry, Becanse carth
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genas: are slightly lese fertile than humans, some bloadlines
disappear altogether. Becanse of their varied ovigins, bath planar
gnd geographical, earth genasi may be found among any human
racial group.

outlook

Proud of their heritage despite the opinions of others, carth
genasl know they are born of beings togched by the might of
the carth itself. Although they know the circumstances of their
aitsider heritage are rare and mark them as unlike anyone they
might meer, each still Feelsa strong kinship to the sarth irself,
Earth genasi Fecl most comfortable whin their Feet are on the
ground and prefer to go barcfoot if appropriate for the
weather and environment (earth genasi develop
thick calluses eazily and can even wilk on gravel
without discomfort]. They are used o being:
treated differently, but have the strength to
defend themsclves if harassed. Earth genmsi
respect their carth elemental cousins for
their strength but are vsually indifferent to
other earth elemental creatures.
Earth genasi like to stake out a piece
of land as their own and defend it
which makes them particulariy’
valoable homestesders in fronticr
regjons like the Silver Marches.
A few unusual ones come down
with a strange form of wanderlust, wish-
mg to plant their feet on every nation’s soil
before they die. Such a jotrncy might take
thirty years, but with methodical determina-
tion certain genasi have become famous for
their long-distance travels

FARTH GENASI
CHARACTERS

Most adventuring carth gesasl are BN Types of Earth Genari

combat-oriented, whether fighter, warrior,

ranger, or barbarian. They usually learn styles of combat that
rely on their gifts, so.an earch genasi armsman is either capable
of “incredible  bloodshed or capable of enduring devastating
attacks and remaining unshaken. Farth genasi wizards are
uncommon, but those who do embrace aréane magic often learn
spells to enhance their fighting skills or become masters of carth
TR,

Favored Class: Fighter. Some carth genast may opt for a
more specialized martisl path, but the majority of earth genasi
characters prefer the many bonus feats that only the fighter
class offers
' Prestige Classess Farth genasi favor any prestige class that

helps them fight better, particularly the divine champion.
Earth genasi cleries have an affinity for runcs, and often
‘become runeccasters.

.

earth genasi society

Farth penasi are among the most isolated of the elemental plase-
touched. They are indifferent to others of their kind, believing
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that each should rely on his or her ‘own strength to persevers.
The only time 'this emetional barrier is easily breached is when
twoor more genasi with the same physical traits meet. The super-
ficial resemblance awakens as echo of sympathy and kinship in
the carth genasi, and these similaritics of ten lesid to deep friend-
ships and even marruiges.

It isamong these groups that-small clans of carth genasi Fornm,
usually military-hased groups such ss @ mercenary company,
sguadren of rangers, or a gang of barbarian thuge The bonds
between these individuals can grow very strong, and the bards
tell of entire bands of earth genasi meéering to punish a cruel
lover or pefson responsible for the death of one of the hand.
Because the genas are patient, sometimes this revenge comes
about months or even years alter the event, ustally in-a surpeis-
mgand painful ¢ncounter,

Becawse of their strength, earth genasi often fall into
relationships where they are the dommant

person. This means that earth genasi are
known to collect hkesmmded warriors
about them, genasi or not, and carve

out small baronics for themselves in
wolated lands Several leaders m the
history of the Border Kingdoms
have been earth genasi,

Language
and LITEracy

ameng earth genasy, and they fecl
no urge to learn Terran unless: they
happen ta be a spelleaster who needs to
communicate with summoncd clemen-
tals. Aw carth genast usually learns the
language of her parents and pos-

sibly. other languages spoken in

her native region.

All earth genass dre literate] ox-
cept barkarians

earth genasi Dﬁlﬂﬂ

Earth genasi have no racisl deity or pantheon, Because earth
genasi clerics must choose deities who grant the Farth domain,
&fl air genasi clerics worship Callarduran Smoothhands, Chaon-
ted, Dumathom, Geb, Gond, Grumbar, Lothic, Moradin, Segojan
Earthealler, Urdlen, or Urogalan, These who dre not devout
enough to be clerica still worship these deities or an sarth- or
neture-themed deity apprapriate to their region.

Revered by earth genas as the fusion of the powers of carth
and life iteelf, Chauntea 12 a popular choice among this race.
Many of the earth genasi who worship this deity ignore her
agricultural aspect and instead focus on her role as the benign
Earthmother, a foundation of life and strength that suffuses
the ground they walk on. The more gentle worshipers of
Chauntea arc-all toa happy to hire an earth genasi of the faith
25 & guard.

Mulhorznd and the lands adjacent to it have o small earth
genasi population, most of whom revere Geb, for the children
of his divite line become earth genasi mstedd of masimar,

There = no. common language
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BEarth genas: from Geb's bloodline often have an affinity for
bears and sometimes have a [aint resemblance to a creatwre
of that" type. They may select the FPlanetooched Animal
AfFmity feat.

Many earth genasi worship Grumbar, the lord of earth ele-
nientals ﬁl:fmugh he shows them o more favor than any
other worghiper, the genasi respect thes and see it 45 proof that
cach sh:}uld rely an hisor her own alalities to succesd

gelations with other races

Earth genasi get along well with gnomes and dwarves but find
elves and half-elves too weak and puny to be taken sermusly,
Halflings would almest be-in che same category as elves excepe
that they show s remarkable talent for survival, which the geaasn
respeet. Oddly enough, most elves-and half-elves appreciate an
earth genasi's ties to the land, even though the f:clmg is not
reciprocated.

As earth genasi wsually have human parents, they get along
fine with humans, They have no bies for or agunst other kinds
of planetouched, even the dir genisi, whom they consider flighty
but skilled. Hall-ores are intriguing to earth genasi, for they have
the hot blood of 2 much stronger race tempered with human
nature much as earth genasi do, so the planetouched: consider
them lesser but similar kin.

earth genasi equipment

Farth genasi have no-traditional racial wespons or equipment,
although an unusually high number of them prefer to carry
weapons that they themselves forged. Common weapons are

implements that are useful i practical sitwations as well as
combat, such as hanymers, aves, ind picks.

ANIMALS AND PETS

When carth genasi tike pets or animal companions, they usatly

favor strong and squat creatures, such as mastiffs, badgers, and
bears. & few have a Fondness for snakes, preferring constrictors
to VENOMmous ones. :

fey’rl

Regions: Sun ¢lf {although the fey'ri hate sun elves, that's where
their heritage Jies’:

Racial Feats: Decpening Darkness, Enervative Healing, Fiendish
Binodling, Improved Energy Resistance, ‘ipt]! -Like Abiliry
Focus.

Level Adjostment; =2 or =3 (sce below ),

The result of four noble houses of sun efves hreeding with demons
in anattempt to strengthen their bloodime, Fey'ri are & type of
planctouched that breeds troc among their own kind. Marked by
their figndish bload, fey'ri are unique among most planctouched
11 that they have a self-sustaining commumnity, so they are raised
among their awn kind. Because of this, young fey'ri do not suffer

the fcchnmﬁ of ostracism that other planetouched do despite
growing up-among creatures with strong fiendish hluod,r Maost
fey’ri are evil, but a Few are ahle to shrug of f the ficndish taint's
inflisence on their hehavior and emulate some small parc of the
mnete good nathre of the ghves

Fey'riare the descendants of sun elves and demons (usually
succubi in mile or female form | Having bred with these demons
and among their own kind, fey’ri are a distinct race and share the
same common fiendish traits: In general form they resepable sun
elves, although all have large batlike wings. They all have one or
more tnusnal features reflecting their Fendish hcr':;agcf such ag

fiery red eyes

fine-scales all over the skin

long pointed tails

batlike cars

deep red skin

Fey'ri are obviously different from normal elves and would
quickly be killed by most other elves if dissovered. Luckily for
them, their demonic bloodline gives them scveral abilities,
ncluding the ahility to change their shape. Thus they can pass
freely among other creatures without causing an alarm.

There may be other fey’ni in Faerdn other than those allied
with House Dlardrageth, but since the likelihood of an clf breed-
g with a demen i very small, such an individual would be
essentially unigue outside these four elven houses. The rest of this
section assumes DMardrageth fey'ri are the sebject matter.

Fey'ri have the same life expectancy and age eategories 25 a sun &lf.

HISTOrY

Thoasands of years age, the son elves of House Dlardrageth (in
what is now the forest of Cormanthor) secretly bred with succubi
tastrengthen cheir bloodline. Although they were eventually dis-
covered and imprisoned In a series of caverns, before thewr con-
finement they allied with three minor noble houses of the elven
nation of Siluvanede in the High Forest. These nobles acquired
caches of Dardrageth magic items and bred with demons as well,
using these items and their fiendish powers to strike out at their
engmies. These nobles were defeated and magically imprisoned in
the Diardrageth cache sies

Three Dlardrageth half-fiends were scoidentally released when
Hellgate Keéep was destroved in 1369 DR. When they broke
through the magical seals on their armories they were surprised
to-find the descendants of their allies from Siluvanede within.
Wow freed, the plancronched elves joined with thewr old allies and
began to enact their long-awiited plans,

The fey'ri associared with Houose Diardrageth originally num-
bered less than 60 Since their rclease, sone of these fey'ri have
broken from their families, trying to find & place in the world
after centuries of magieal imprisonment.

outlook

Mot fev'ri live for revenge. They feel wronged by other elves,
particutarly moon elves, and superior toall other races (as hefits
their lineage, which tics them tothe ancient elven kingdoms that
predate human eivibizationl While their plans for TCVEnEE:
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unfold, they Wish to restore the glory of the elven emplres with
themselves at their head, ot realizing that their fiendish taint
| has corrupted the sun elf qualities that they prive the most Inde
| widual fey'ri comply with these poals, knowing that thew half-
| fiend rulers are too powerful to challenge and feeling that they
themsslves have been punished unfairly by the moon elves with
their too-long magical imprisonmicne. The fey'ri also suffer from
enfamtharity with the changes to the world dnd are seill learn-
g about ity current state, A Fey'riis patient, caleulating, and sus-
‘ picious, but her fendish blood makes her prone to undeseryed
acts-of cruelty and rage:
OF special note are the fey'ri who have chosen to
leave the banner of House [Mardrageth The
members of the howse considersd these
renegade foy'rl a great risk to their
plans for the Dlardrageth nobles
know their numbers are too
small to survive a concerted
effort to eradicate them—they
minst 2ct m secrecy, or rsk dis-
covery and death. This makes
any rencgade fey'ri a cres-
ture marked for death by
the ‘entire “house. Since
Countess Sarya Dlardrageth
(CE female half-fiend sun elf
Sorlf) s a powerful spell-
casker, these renegades miust
be even more cautious tham.
their isolated kin, ar they coold
be discoversd and destroyed
Fey'ri are uspally chaotic
evil Same hear an echo of their
elven -heritage and are chaotic
neutral, and a few may be entively
nentral. None have yet been fonnd
who are lawful or good.

".

FEY'RI CHARACTERS

Fey'ri blood practically overflows with sorcerous power, so many -
fey'ri characters becomc sorcerers Those who don’t' become

rogues or fighters; although a fair pumber e sorcerer/rogues or .
sorcererFighters. .

Favored Class: A fey'ris favored class s sereerer. Their
demonic bloodline and the type of magwcal traning they get

pushes Fey'ri to develop as spreerers mstead of wizards (the typh- g
cal sort of magic a true sun elf practices), .

Prestige Classes: Fey'ri sorcerers often aspire te become arch-
,F mages, while these of & more martial hent consider becoming
ranger/blackguirds or rogue/assassins. Becaose fey'ri have elven

| bload, the arcane archer prestige classas open to them as well 1

EEIlI’I"i Snc.icrlll :

| Fev'ri soclety is very close-knit, They arc all close relations, and
: a0 each fey'rl has a very good idea how cach of his'or her family
members would react to a situation. Yet they bave a subtle
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loathing for cach other, both because their clven nature rejects
the taint of their kin and because their demonic ancestors ars o
chaotic and rebellions that they find it difficulr to work together:
As-a result, Tey'ri society is based on power and fear—power to
make your commands obeyed, fear that yeur superiors could
destroy you if you fail to comply. House Dlardrageth » 2 house
that tannot stend the test.af time, and the only reason it has
listed as long a3'it bas is the magic that imprisoned its members
for centuries. In the next hundred vears, it i likely that the fey'n
will seatter across Facrn, creating their own pockets of evil, pos
sibly -accompanicd by near-adult offspring. Until that time, this

group of evil-tamted bot magically powerfal
elvis has the potential to incite 2 great
sfaughter of thelr enemaes,

LC[HU'UEU‘L
(Hld LITBI’HE]II

Fey'ri speak Comman, El
ven, and Abyssal, Individy-
als often learn ‘Gnell,
Goblin, and Sylvan because
of the creatures that did
and still do live 1w the High
Forest. Fey'ri spellcasters
ezually learn Draconic to
acquire magic. from old
SOUTCES.

All fey'ri are literate
(mone of the demonfey ate
harberians ],

Abilities
. and racial
featrures

Fey’ri have the following racial traats:

2 Dextérity, +2 Intelligence, =T Constitution, Fey'ri are quick
and smart, but thewr mbreading makes theny weak
Mediam-size.

Fey'ri land speed is 30 feer. When in their winged form; they
may fly at a speed of 40 feet with a mancuvershility rating
of Poor,

Darkvision up to 60 feet.

Low-light vision: Fey'ri can see twice as far as 2 human in
starlight, moonlight, torchlight, and similar conditions of poar
llumination: They retain the ability to distinguish color and
detail nnder these conditions.

Immunity to magic sdeeg spells and effects

+2 racis]l bonus on WHll saves against enchantment spells
and effects.

Alter self (5p Fey'ri can use adrer el at will t0 assWme 20y
humaneid Form, and can remain in that form mdefintely.
+1 racial bonus on Bluff, Hide, Listen, Search, and
Spot checks,
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Elven Blood: For all special abilities and offects, a foy'rl & con-

sidered an lf Fev'ry for cxample; can wse or create elven

weapohs and magic items with racizlly specific clven powers as
if they were elves.

= Dutsider: Fey'ri arc native cutsiders.

* Demonic Abilities; Every fey'ri has four special abilities diawn
from the Following list: charm person (3p) Liday, claivand:-
emceglairvayance (Sp) 1/day, damage reduction 10/+1°, dark
wess (9p) Liday, derect thoughes (Sp) 1/day, dimension dosr® (Sp)
1/day. eservation” (Sp) 1/day, fire resistance 10, sugrestion (Sp)
Liday, +2 racal honus on saves apamst electricity, or +1 racial
banus on saves agamst posoen. Fey'ri spell-like abilities use the
fey'sr's chargeter level for théir effect: The DO & Charisma:
based. A fey'ri can only have one alality from the list thae s
marked with an asterisk [ and any fey'ni with one of these
three abilities has 2 ligher level aljstment than 2 fey'ri with-
OlIE Cme,

» Level Adjustment: +1 Fey'ri are slizhtly more powerful and
gain levels more slowly than the common races of Faertn.
This 15 because the elders of House Dlardrageth bred for
immediate power at the ¢xpense of long-term ability. Fey'ri
with danmsage reduction or the dimersion door or emervation
spell-like abilities have an level adjustment of <3 instead of 3,
See Table 1 in the Introduction for more information.

FEY’r1 Magic and Lore
Fey'ri draw upon the @ncient lore of the sun elves. They favor

three: primary schools of magic Conjuration, Fvocation, and
Transmutition-

SPELLS AND SPELLCASTING

Fey’ri hke to use conjuration spells to summon Fendish creatures
to fight their enemes, relying upon their knowledge of the
Abyssal tongus to give their servant creatures complex com-
mands. Mage armer is 2 commaon spell known by Fey’ri sorcerers.

Evocation spells appeal to the destructive, chaotic nature that
hunis within every fey'ri's blood. However, they still are reluc:
tant to harm their Forest home, even if it would allow them to
eliminate & large nomber of their hated moon clf enemies; 50
area-affecting spells are opsed cantiously i trees might he
harmed. Fey'ri arcfond of fireand elecericity spells, sivee many
of their own kind are resistant to those cnergies and they necd
not be very cautious when targeting foes engaged in melee with
their allies.

Transmutetion spells are used to enhance ther combat shli-
ties: Fev'ri are Tond of Fadl’s stremgth, cal's grace; and endurance
to enhance their strengehs or compensate for their weaknesses,
and spells such as beste and slese are always uséful,

Because all fey'rt can fly and have advantagesus-ability score
modifiers, resistances; spell-like abilities, darkvision, and lows
light wision, they have a level adjustment of +2; comparable
to a drow elf. Those fey'ni with: demage reduction or the
dimeniion dobr O émérvalion sl':éil-]_i.ke abilities are even more
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FEYRI Macic ITEMS

As they arc descended from ancient elven familics, the fcy Tt
have sceess to typical elven magic items and the knowledge
needed to make them. Bees o efvenkind, clocks of eldenkind,
keen weapons, sarbbows, and magical elvew chaimmail are items
commaonly wsed by fey'ri. ' .

- - Ll
FEY’r1 DelTies
Because of thewr taint and their alignment change, most fey'ri
no longer worshap the good elven deities of the Seldarine. How-
ever, unlike tieflings, they rarely worship demons; preferring
true derties rather than powerful agents of theirown fiendish
bloodlines

The foul ereature known as Ghaunadaur manifested to one of
the elders of House Floshin nearly o century ago, and since that
time the worship of Ghaunadaur has grown to encompess most
of the fey'ri associated with House Dlardrageth, The fact chat
most of these sun elves now waorship a u:lmw deity 1s evidence of
how corrupt they have become.

Fenmarel Mestarine lives on the outskirts of the elven pan-
theon and, as the god of elven outcasts and those who live
away [fom others, he appeals to the rare nentral fey'ric A few
have started to worship him in secrer, hoping to learn the
secrets of survival in modern Facrtin but hot wishing to draw
the ire of their family members who worship Ghaunadasr,
Shewarash, an elven deity consgomed by Wtterness and s thirst
for revenge agamst the drow; also has some small appeal. to the
Fey'rh While some fey'ri whisper his name in secret, he con-
siders them as vile as the drow and does not reward them for
their worship,

relations with other races

Fey'ri of Dlardrageth wish to recruit more sun elves into their
breeding: program, but hold ne love for-any other kind of elf,
including drow. They have a sun elf’s disdain for all ‘othey
humgnoid races, regardless of philosophy or politics, and pai-
ticilarly see humans as pretentious upstarts that have only
acguired civilization on the rums of elven kingdoms. Fei'ri are
indifferent toward genasi. Their demonic bload recoils from the
celestially taited presence of sasimar, making them natural
enemies. They see ticflings as-interesting potential allics; less
worthy than a fey'ri or a sun elf;, but certainly more valuable
than o normal human.

Renegade fev'ri form their own opimions of other races, but
their views are colored by their Families' prejudice and they have
difficulty dealing with ‘elves other than sun elves OF all

—*—
Fey’ r1 Level Adjustmﬂn‘r EleﬂTﬂf‘d

powerful, comparable toa degp gnome. Players wishing to play
& Fey'ri character must decide il the tradeol¥ of mimediate
power at low Tevels i worth the delay i level advancement
ovetsthe course of the campaign. :
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nonelves, they feel the closest to tiellmgs, For they too kaow
the- touch of evil and the deswe to live a:life not defioed by
their heritage. .

fEY’r1 EQUIpmMment
Fey'ri prefer traditional elven equipment and eften refuse touse
items: of nonclven make, They cspecially favor mithral chain

shirts and elven chainmail, since these armors are light enough
to be worn while flying.

ANIMALS AND PETS

House Dlardrageth’s original heraldic
device had a feathered phoenix; Aclo-
rothi’s a swan, Faloeth's a pair of pegasi,
and Floshin’s'a two-headed griffon. The
fey'ri sometimes tame or epspell

fiendish creatures of these types to
serve ds steeds or animal companions,
although they have no special -affinicy
tor them.

fiHlusiration by Fined Ram

fIre Genasi

Regions: Calimshan, Chult, Leke of Steam,
Unther,

Racial Feats: Elemental Bloodline,
Healing Flames.

Level Adjpstment: +1.

Firc genasi are wsnally thought of as
hot-blooded  and quick te anger, and
they have carned that reputation.
Mereurial, proud, and often fear-
less, they are not content to sit
and warch the world pass them
by. Fire genasi have obvions
physical traits that mark them as
different from humans, and they
are often the target of mistrust and
persecution. Some [re genasi are able to
use their quick wits to turn the tables on
thewr tormentors, while others [ind chat
their barbed words only miake their focs
more angry, Many lire genasi are-destroyed
as infants by thew own parents, whe fear that
they are demonspawn. ;

Maost [ire genasi in Faeriin are descended from the efrect
. that onee roled Calimshan. Planetouched of this derivation live
all over the Lands of Intrigue, and some have traveled awny
from their ancestral homeland to escape the fear and prejudice
that Calishites bear for genies. Chult, the Lake of Steam, and
“Unther also have & small number of fire genas, for those lands
bear volcinoes that sometimes act 45 natural portals to the Ele-
mental Plane of Fire, allowing efreet and ather fiery outsiders
to make contact with hemans A large family of fire genasi-
like halflings was known to live in Unther, but the war with
| Mulhgrand bas displaced them and thewr current whereabouts
are unknown.

Types of Fire Gemasi .

Fite genasi are obviously not fully human, having mostly
human features except For one or two exceptions] traits-related
to thewr elemental ancestor. Some examples of thess fentures are

charceal gray skin

deep red skin

red ar orange biir that waves like flames

evies that glow when the genasi is angry

unusuzlly warm skin

large red teeth

always smells like smoke

Fire gendst wre provd of therr ancestry dnd consider them
selves superior to pormal humans, alehough the smarter ones
don’t migke an issue of it Becanse the efrcet-descended genasi
of Calimshan have =lmest no chance of finding ther org
inal elements] aneestor (who have long since been
gluin, hanshed, or imprisoned
when ther empice was over
thrown ), they make no effort o
do so and emjoy the gifts that
ancestor’s blood has granted
V them. Fire genasi enjoy the
| company of their own kind and
have been known to form clire
groups of mages or fighters that
hire themselves out on the basis
of their skill and heritage. They
have-begn known to adopt the
Fire penasi-children of human
parents as well, :
Fire genasi have the same life
expectancy and dge categories as
# human.

HISTOCY

Most fire genasi in Faeran are
the. result ‘of human-efreees
unions that occurred thousands
of years ago in Calimshan. These
- efreet rulers took human lovers,
R and ‘their half-clemental of -
: S ™ spring. served their ootsider
; %{'/(ﬂ? parent as geards, advisors, or
| diplomats, eventually having chil
dren of their own, which 25 often
as niot were fire penasi The over-
throw of the gedies resulted ina great
" slapghter and scattering of “all the plane
towched in that land, and since that time those
people carrying the bloodline jof efreet have mixed with
humans i other lands. Mow fire genasi of these bleodlines
might be of any human race;, and many do not resemble the
people of Calimshan gt all, .
Fire genas who originate in other lands have no common his-
tory, as their bloodlines are vare and unassociated otourrences:

outlook

The fire genasi are a proud people. knowing that they are born
of great genies, They prefer to dress elegantly and flamboyantly,
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reveling in their differences and advertising their superior taste
anyd atalities. Fire genasi vespece their pure elementz] king and

most trefit efreet and other large fire outsiders with 2 grest deal

of courtesy and respect, both out of 1 sense of the creature’s
power and a5 a subtle gratitude for thewr own bloodline-granted
talents. Because of their high opinions of themsclves, fire genasi
often elect themselves the leader and spokespersen of a group,
even if they have no particular talents in these areas.

Fire genasi ate imparient and don't take well to pursuits that
require a lot of time and study. They like to travel, if oaly to
escape the presence of their encinies or people who frustrate
them. Fire-genast enjoy collecting tréasure, Pr-.fcrrmg Jewelry to
bags of coins

FRE GENAsI CHARACTERS

Fire genasi make smart fighters, but many follow the barbarian’s
path wnstead, because it &5 easier and espouses the heat of blood-
lust. More firc genasi become sorcergrs than wizards, cven
though their natural talents would indicare otherwise. Fire genasi
would much rather talk about themselvies than other people; and
that and their own shert tempers make-them poor bards: The
rare fire genasi who feels the eall of the paladin is often the hot-
headed, take-no-prisoncrs sort who risks losing control. -

Pavored Class: Fighter. The mayHem of combat is casy for
somenne horn of fire to bnderstand.

Prestige Classes: Fire penasi have no particular favorites
aimang the warfare-oviented prestige classes Many become
arcane devotees-of fire deities, especially Kossuth.

FIre genasi SDCIETY

Fire genas: are competitive among their kind, but their rivalry 15
rarely lethal, Even two Five genasi of radically different align-
ments or philosophies are capable of putting down their swords
for & talk on clemental naturc and comparative histories, and
should they come to blows they are more likely to ask for and

grant mercy than slay each other cotright Although they have

hat temnpers, arsuments between fire genasi quickly burn out,
although their allies or minions might suffer the smoldering
aftereffects.

Other than this fricndly banter, fire genas often go for vears
without secing one of their own kind. Descended from beings who
have strong and close (if argumentative) society, fire genasi still
hawe a tendency tocollect in groeps when eircumstances allow.
Children raised by two fire genasi parents see a wide range of
cmgtions in their parcnts, from phenomenal passion and epic
poetry to screaming matches and thrown furniture. This is
accepted os nermal, and they are taught that a hﬁ: not Tived vig-
orously is-aot worth living,

ranguage and Literacy

Fire genasi share no racial language, slthough some learn Ignan
for the sake of culuvating an exotic awr. A fire genasi wsually
learns the lznguage of her parents and other languages spoken in
her netive region

Allfirc genasi are litevate, except for barbarians.

fFire genasi magic and Lore

Magic with the Fire descriptor is the obvions place to start, and
that in furn means spells fram the schools of Canjuration
and Evocation.

SPELLS AND SPELLCASTING

Because they have such good saving throws against fire spells
and effects, a fire genas spellcaster can risk stunts that no other

‘spellcaster dares try, such as centering a fFrebalf on herself, The

disparity berween Intelligence and Charisma menns that most

[fire genasiarcanists will be wizards, not bards or sorcerers. Their

(fireproaf} spellbooks are often page after page of fire spells

£ire Genasl pelties

Fire genasi have no common racial deity. Since fire genasi cler-
igs must choose deities that grant the Fire domam, all fire
genasi clerics worship Gond, Kossuth, or Talos. Becawse they
are impatient, quite often a fire genasi will advance a short
while a5 a cleric and progress in-another class thereafter. Those
whoare not devout enough to J:e clerics worship fire deities or
martial deities. -

Traditionally, few Tire genasi worshiped Gond, for he repre-
sents the 5kill of crafting, which requires too much patiencé
for their liking. However, & number of fire genasi have dis-
covered the wonders of smokepowder weapons and now wor-
ship the Wonderhringer for the creation of this device: These
zealous fusiliers are often hired to geard shipments of the
magical explosive. :

Kossuth is a favorite among fire genasi, for he represents the
apex of the element that grants them their special gifts. They
revere his fiery aspect rather than his purification aspect. Kos-
suth shows no vnusoal fgvor toward his fire genasi worshipers.

Talos, the Stormlord, welcomes any worship involving
destruction, and some fire genast enjoy the destructive aspect of
their nature so mutch that Talog is the only clear choice for
them. His faith is very popular among fire genasi sorcerers,

relations with other races

Ll
Fire genpst consider themsclves above all other races but accept
humans becawse of their-own human blood. Dwarves, gnomes,
and halflings are too short to be taken seriously, clves are too
focused on the long-term consequences, and half-orcs are too

stupid. Eavth genasi aré too slow to act, water genasi too dis-

passionate, ir genasi too flighty, and sasimar-and tieflings too
morose. Fire genast quickly become mmpatient with the ®fail-
ings™ of other races and rarely make friends with-anyone but
humans or other fire genasi

FIre Genasi Equipment

Fire genasi prefer weapons such as rapiers, scimitars, falchions,

and bladed polearms. They have no traditional egoiprent

or drmaor.
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Fire genasi prefer pets that are fast and heat-tolerant, such
as desert lizards, Some sorcerers who live in'the wastelands
near Celimshan have found how toacguire & tiny monstrous
centipede or tiny monstrous scorpion a5 & familisr, Such
familiars are treated in the same way as the hairy spider
Familiars, described on page 27 of the ForcorTen REALMS
Campaign Setting.

Tanarukk

Regions: Silver Marches, Ore.

Racial Feats: Fiendish Bleadhine,
Healing Flames, Improved
Encrgy Résistance, Improved
Matural Armor.

Racjal Prestige Class: Ogrc
warlord.

Racial Hit Dice; 5d8

Level Adjustment: +3

Bred from ore slaves and
demans, tanarukks are 3 power-
ful and evil strsin of pline-
touched who are spreading across
the North, Becanse of their orc
blood they breed rapidly, and
there are more tanarukks than
any other kind of plarctouched.
Entire tribes of the creatures
have taken root in the Nether
Mountains and continuc to

sides.of the family, tanarokks are almost always evil, without &
drep of human blood n them to influence their disposition.

Tanarukks are the descendants of orcs and tanar’r (vrocks in
particular) Simalar to tieflings, tanarukks dre 2 mortel Faerin-
ian creature with the bloodline of an evil outsider. They breed
trie with their own kind er with pureblooded ores, and even ares
with one taparokl grandparent have all the abilities of &
tanarukk, Theoretically tanarokks could breed with goblmouds or
even ogres and produce strange crossbreeds, although these are
likely to be sterile. ;

Unlike most planetouched, tanarukks have a fairly uniform
2ppearance, resembling short, stocky arcs with stooped postures.
Their hair 15 cosrses whether on their heads or the odd patches
that grow'on other partsof their bodies: They have sharp teeth
and prominént lower tusks, with their lower jaw protreding far-
ther than ther small snouts Their eves gre red and glew when
angry. Thewr foreheads arve low and ridged with horn or scales;
(their skin varies from gray-green to dun brown.

Tanarukks have the same life expectancy and age catcgorics
as an'ore. They use thedwarf height and weight ranges o Tables
6—Fand 66 in the Plaver's HandFsak..
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The citadel now known'as Hellgate Keep fell under the sway of
demons nearly five hundred years ago. The Harpers placed
wards around che site to prevent the demens [rom comjuring
any miore of their kind, so Grintharke the balor, the most pow-
erful demen present, ordered his'evil minions to breed with the
orc slaves of the keep in order to produce Fast-breeding but
powerful creatures who would serve the demons #s shock troops
and guards. After @ few hundred yedrs, the fiendish bloodlines
stabilized, and the race of tanarukks was born.

In recent years; Grin-
.tharke was slain. His sucoes-
sors fell to mbighting but
managed to hold power until
the keep itself was destroyed

in 1369 DR by an extrapls-
nar artifact kmown as the
. Gatekeeper’s Crystal. A
aumber of the surviving
tanarakks fled to the
Nether Mountding, while
others remsin under the
command of ene of the
keep's cambiens, throng
ing secret thalls baried in
the Underdark. The
tanarukks of the Nether
Mountains are: mingling
with local orc tribes dnd
may soon branch out mto
the Spine of the World,
where they will come mnto
conflict with the tribe of
King Obould Muny-Arrows,

breed true, 80 m another twenty Tamarukks
years they will be a seripus threat to
the tentiaus peace in the North. With evil parentage on both UHT]DD]{

Tanarukks have the worst traits of orcs or half-ores mixed with
the temper and power of demons. Generally sullen and prone to
rages, tenarukks would rather Fight than ponder and would
rather kill than ergue, Their orc heritage impressed them with
a respect for power, which was enly remforeed by their tanar’n
mentors. They live recklessly and without moderation, feasting,
drinking, dnd Dghting if the opportunity presents itself, They
are contemptuous of those weaker than themselves, and con-
sider themselves a superior breed of ore. They are impressed
by strength, and onlyv:a very powerful leader can convince
them to setile down long enough to follow orders against a
COMION cnemy.

Among the typical rough-minded tanarukksare a few whoare
smarter of more moderate in their temperiment, possibly
becawse one of their demonic ancestors was a marilith or some
other sort of demen prone to thinking before actimg, It is these
tanarukks who become leaders or, dissansfied with the life avail-
able to thenmi among thelr own kind, seek out other challenges in
aew places. These tanarukks can be the most dangerous but also
have the greatest chance of being befriended by someching other
than an ercor tanarukk.
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’ : « Qutsider Hit Dice: A tanarukk has 748 racial Hit Dice from
TANARUKK CHARACTERS his demonic heritage. A tanarukk character receives maximum

Most uf the wiser tanarukks are barbarians or fighters, although'

a fair number are sorcerers, Leaders multiclass as barbarian/sor-
cerers, using their limited soreerer shility to augment their
physical prowess. Less rage-prone tanarukks tend to be fighters
or TAREETS,

Favored Class: Barbarian. A ranarukk’s porent physical abiliey
becomes downright frightening when he gains the benefits of
barbarian rage.

Prestige Classes: Tanarukk hfa:,kglpardq and ‘assassins are fear-
some foes indeed, Tanarukks ¢an alto become ore warlords (see
the appendix)

ranarulk S.UCiﬁTll]

Of all the planetouched, tanarukks arc the only ones with a large
aind thriving society, for not cven the fov'ti have nmumbers com-
parable to the tribes of fiend-touched orcs.-OF courst, mnarukk
soclety i @ mixture of orc and demon society, which mcans that
they act like arcs infused with supernatural evil power, Howewer,
unlike typical ore-society, the-strong mfluence of the marilichs
involved in the bresding program has moderated the patriarchal
tendencies, resulting in a culture where females are treared much
better than slaves Tanarukk females who give birth to many
strong young can carn 4 measure of respect for themselves and
carry some influence aver their mates.

Like orcs, tanarukks pérform ritual scarring ‘on themsebves
and each other, pﬂ.r:'ncuirar]_-,- as part of adulthood rites. Because
they are resistant to fire, many scarring ritvals use acid or jagged
weapons. Others have iron jewelry or weapans (such as ranarukk
bartle gauntlets) hammered into place around their limbs while
still hot, fusing che item in place when it cools, which prevents
theft without killing the tanarukk firse,

Language and Literacy

Tanarukks speak Orc and Abyssal, using the former for most
conversations but mmserting words from the latter when more
sophisticated concepts need to be communicared. Smare
tanarukks useally learn Commion so they can more casily inter-
TORALC Prisoncrs.

Tanarukks are illiterare, cxcept for cthose whoacquire levels m
a player character class other than barbarian,

abilities and
racial fFeatures

Tanarukks have the following racia] traies

* +4 Strength, +2 Dexterity, -2 Wisdom, —% Charisma.
Tanarukks arc strong and agile, but have short sttention spans
and ageressive natures.

+ Medium size. Tanarukks are squat; but broad, like a dwarf

* Tanarukk land speed is 20 feet.

« Darkvision up to 60 feer.

* Fire resistance 10,

« Spell resistance of 14 +class level

+ 4 patural armor.

* Proficient with all martial weapons.

hit points for his First outsider Hit Die, and rolls his other out-
sider Hit Dice normally, He rolls all Hit Dice from class levels
and docs not automatically get mavimum hit points on’ his
First class Tevel Hit Dic A tanarukk’s racial Hit Dice also pro-
vide s + ¥ hase artack bonusand saving chrows of Fort +4, Ref
4, -amd Will =4, Tanarukks with class levels add their elasss
attack bonus and save bonuses to their racial attack bonus
and saves

* Outsider Skills: A tanarukk's outsider Hit Dice grant him skill
points equal to {8 + Int modifier) %8, Class skills for these skill
points arc Hide, Intimidate, Listen, Search, and Spot. A
tanarukk does mot get the =4 multiplier for skill points
aciquired from his first class level

* Ousider Feats: A ranarukk’s demenie it Dice grant him two
feats. A typical tanarukk chooses Alertness and Weapon Focus
(battleaxe’ A tenarukk with class levels gans: feats hased on
hus total Hit Dice, a5 shown on Table 2 il the Intraduction.

« Natural Attacki A tanarukk may usc his bite 25 a natural
weapon, dealing 146 points of damage, A tanarukk cas attack
with 2 weapon at his normal attack bonis, and make 2 bite
attack a5 secondary attack (—F penalty on the attack roll and
half Strength bonus on the damage roll}

* Control Flame (Spt Tanarukks can cause a nonmagicsl fire
within 10 feet of them to diminish to the level of coals or
flare to the brightness of daylight and dowble the normal
radius of illomination. This ability dees not chunge the heat
output or feel consumption of che fire source, lests T minutes,
and may be done once per day. They use this ahility as Tth
level sorcerers, ;

* Orc Blood: Despite all their special abilities and  effeets;

tanarukks are still basically orcs. Thus tanarukks can wse or

create orc Weapons and magic items with racully specific ore
powers as i’ thiey were orcs.

Crutsider: Tanarukks are native outsiders.

Automatic Languages' Abyssal, Ore, home region. Bonus Lan-

guuges: By region.

* Favored Class: Barbarian.

¢ Level Adjustrent: +3. Due to his racial Hit Dice, plus his spell
resistance, fire resistance, naturzl armoer, and advantageous
ability score modifiers, a tanarukk has an cffective chiaracter
level of 8 plus his class levels: Thus, a 2nd-Tevel tanarukk bar-
barin would have an ECL of 10 See Table:1 in the Intro-
duction for more information.

rTanarulkk Mugic and Lore

Tanarukks have Few wirards, preferring the cnse of sorcery. Since
tew have the talent for sorvery either, most tanarekk spellcasters
are cleries

SPELLS AND SPELLCASTING

Tanarukk spellcasters prefer magic that summons outsiders;
blusts enemics with fire, or makes the spellcaster physically
more powerful (such' as balls serengeh, divime pamwiT, and
rightegus might),

LY
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Tanarvukk Magic ITEMS

Jararukks rarely have the skill to.make their own nnique kinds
of magic items, but many wear darsing battie ganntlet; made for
them by their demonic masters. They otherwise use orc magic
items or those provided by the fiends A fow fucky tanarukks
carry ancient magic items looted from Hellgate Keep, such as
voaring armer of Ammaerisdar {see the appendiv),

tanarukk peities

Like thew pureblgoded ore ancestors, tanarukks worship the orc
pantheon. Despite the influence of thewr fiendish mentors,
tanarukk tribes do not worship demons. Tanarukks who are con-
tent to use thewr physical prowess in the service of an ore leader
(without thinking too much} lesn to the worship of Bahgtry,
More than diny other tamarukks, the worshipers of Bahgtro
rarely wear armor, considering it @ weakness, They tend to be the
strongest and most aggressive members of the tribe:

Gruumsh, He Who Never ‘Sleeps, is revered by all tamarukks
and 15 especially close to the hearts of the tribsl and clan chict-
tains, They see chewr demonic blood as a reward from Gruumsh
for their long service, and mercilessly kill the weakest young of
the tribe or those who manifest no true tanarokk abiliries. Allow-
ing one who has spurned the gifts of the One-Eyed God to live s
an affront to his worship.

Tanarukks consider Tlneval, the god of orc crosshreeds: and
martial skill, €0 be thew special patron, and Tlneval is worshiped
almost as an eqoal to Groomshe I this new race coptinues to
expand, he is likely to supplant Gruumsh in the eyes of the
tanarikks. Ilneval is & favorite of 'the wiser tanarukks as well as
officers in orc armics. His worshipers are more likely to become
fighters or rangers than barbarians,

relarions with other races

Eveén more 5o than common orcs, tanarukks consider other races
weaker than themselves. Only demons (and, to a lesser cxtent,
powertul fiend-touched creatures such as half-fiends) gain any
respect from the tanarokks, and only becanse chey usaally have
power to back up their commands, _

Tanarukks arc prong to torture and then eat any incelligent
humanowd that crosses their path. After centuries of service to
the tanar'ti; they ere quite conversant with painful methods of
torture and not above eating parts of their victim while it is still
ative. Tanarukks are particolarly hateful toward elves, given that
the wezkest tunarukk is more than 3 mawh for 3 half’ dozen
commen elves '

Tanarukks see ores and half-oresas valuable-allies but of lesser
status than the tanarukks themselves. Any such allies vsually end
op coerced into miximg with the tanarukk tribe to create an even
more fpmerons next generation of demonic prageny.

Tanarukk equipment

Eommcrn'taua.rukks rarely wear armior; content with ther own
thick skins. Lieutenants and chisFrams wear armor, bue when
forced to fight & challenger for supremacy they remove 1t in
order to prove they are powerful without the metal skin,

12§
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Many taparukks wear what thev call "battle gauntlets™—
thick bands of metal that cover the forearms and parts of the
hands. Some of the more sadistic ones hold their hands in Tire
for several minetes before battle, heating the gawntlets so
they deal 1 point of fire damsiage in addition to the unarmed
strike damage {the tanarukk resistance to fire means this hear
does not affect them at all), Batele gauntlets are not congidered
armor by tanarekks, and se thers is nostigma of weakness in
wearing them.

ANIMALS AND PETS

During cheir confimement within Hellgate Keep, tanarukks have
tallen out of practice in training animals and have cnly recently
begun tramning boars and dive boars as mounts, Ideally, fiendish
varieties woitld sogt their needs and temperament, hot they lack
the means to acquire many of these creatures

L L]

Tiefling | —

Regions: Mulhorend, Unther, Thay.

Racial Feats; Deepeming Darkness, Fiendish Bloodhine, Improved
Energy Resistance, Outsiler Wings, Flanetouched Animal
Affinity, ‘

Level Adjustment: +1

Carrying the taint of evil in thelr very souls;, tieflings are per-
secuted and feared in most parts of .Faerin, Those with gross
physical dlterations are often killed 4t birth, and even those
with less naticeable physical traits are sometimes killed by ther
own horrified parents. Occasionally a tiefling is born to someone
mdifTerent to its appearance, determined to redeem it, willing to
explot i, or evil encaph ot to care about s nature, and thess
tieflings are most likely tosurvive to adulchood. Most nieflings

are evil, but a few have managed to overcome their bloodline's

influence-to make their own choices shout good and evil.

Tieflings are the distant descendants of & heman and some
evil outsider, such 85 & demon {wsually a marnilith or succubus),
devil (psually an erinyes, gelugong ot pit fiend), night hag, rak-
shasa, or even a servant of an cvil deity {some of thesc creatures
must use magic to assume 3 form' that is compatible with a
humian mate, of course). Fiend-touched and similarly tamted
mixes of elves (notably the fey'ri) ores (such as the tanarukk),
and other races are known, but these are distinct lines and are
not true tieflings

Taeflings lock human e¢xcept for one or two distisguishing
features related to their umisual ancestor, Some exaimples of
these features (and the ancestors that capze them) are:

small horns on head (demon, devil; aght hag)

Fangs or pointed teeth

Forked tongae (demon, li*E"rJl"

glowing red eyes (demon, devil, night hag)

cat eyes (rakshasa) '

more or Jess than § fingers (demon, devil)

goatlike legs (devil)

hooves (devil|

non-prehensile tail (demon; devil)

furry, leathery, or scaly skin (demon, devil, rakshasa)

red skin (demon, devil)

brused bloe skin (night hagi
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casts rio shadow (demon, devil)

throws no reflection (demon, devil)
skin i3 hot to the touch (demon, devil)
smell of brimstone (demon;, devil)

Tieflings are aware at an e'a.rE]; age that they are different
from the.people around them, and often have strange urges,
desires, or needs because of their evil heritage. Because nieflings
are born of many different creatures, it is difficult to eell if any
two of them are related, and because many of them come from
demonic bloodlines, even two nellipgs descended From sumilar
dempng or the very same demon might look very different.

Tieflings have the same life expectancy and age categories as
& human.

HiEl‘DfIlI

Most Faertinian ticflings come from bloodlines originating in
Mulbeorand and Thay, The Mulhorandi ticflings arve descended
from servants-or manifestations of St or Schek, while those
from Thay are usually the resnlt of dalliances with ficnds of all
kinds. As with the aasimar from Mulhorand, many tieflings
from that ancient land l_cav:"thr region to seek thewr own des-
tiny without outside interference. Thayan tieflings are wsually
the grandchildren of powerful wizards, birthed as part of some
power scheme, and wsually spend their lives as slaves or pawas
to both sides of the family falthough Nevron, the rulkir of Con-
juration; 15 rumored to be a tiefling In either case, tieflings
from these tworegions nsually resemble the human race of their
parents, with their mhuman eraits making them stand out from
other Thayans or Mulhorandi

Usnither is feputed to havea tiefling population: mmpﬂ.rable to
Mulhorand, but in teuth this isa misconception, for the evil and
mad god-king Gilgeam sired no children for fear of creating
something that might ssurp his throne, However, Wergal (the
Untheric god of the underworld) is thowghe to have fathered at
least one child before he was slain during the Oregate Wars over
two thousand years agn, and it 15 possible that some Untheric
men 2nd women still carry that evil deity's bloodline. The mages
of Unther may alsa’ be n:s-pﬁns:hh: for some devil- s.pra'a.-ned
ieflings as well,

outlook

Tieflings live a5 outeasts. Feared for their evil heritage and often
acting sppropriately to their ancestry, they learn to keep people
at adistance and hide thae which makes them different. Eike all
the planetouched, they are different from their own parents;
rarely has a tiefling been raised in a home filled wirh love.
Ticflings #re bitter folk who cxpect eventnal rejection from
even their best friends and easily fall inte lives of crime, depray-
ity, and eroelty, Tieflings look opon trioe fiends and other evil
autsiders with envy and fear,

Some ticflings rejevt their tainted blood and seek the light.
Not many secceed for long, and far more slide to-a com-
fartable place midway between evil and good. But of the crea-
tures who work to be good, good-aligned ticflings probably work
the hardest,

TrerLnG CHARACTERS

e
Many tieflings multiclass between rogue and snother class:
even the most-shilled tiefling wizard might have a knack:For
tumbling, opening locks;, or sneaking about. A tiefling is ver-
satile enough to be just-about any thing, although they make
POOr SOTCErers.

Favored Class: Rogue. No ather class rewards high D:xtcr:t\
and Incelligence like the rogue does, and its flexible nature soits
the ticfling’s status as an outcast.

Prestige Classes: Because of their innate association with evil,
many cvil ticflings become blackguards. Sell others become
assassins, shadowdancers, or shadow adepts.”

Tiefl ng sociery

Becapse of the varied circumstances of: their births, most
ticflings become adults without knowing another of their kind.
Given their scattered heritage and tendency toward evils
tieFlings mistrust each other; while at the same time wanting
anather of their kind near to experience’ 2 Timited Kinship.
Therefore it 15 not unusual to find a small greup of like-minded
tieflings ‘at the head of a thieves' puild. Sometimes 2 good
:wﬂmg will search out others of her kind in the hopes of res
cuing them from evil or persecution, but most tieflings are so
used to looking oot only for themselves that such a thought
never oocars to them.

Thay isunusual because of irs numbers of tefling slaves, An
unknown number of fiendish bloodlines exist in Thay, some of
them lost for gencrations. When # true tiefling arises from a
latent bloodline, there is often a scramble as the Red Wizards
struggle to collect the planctouched offspring. Some Red Wiz-
ards train these voong tieflings with others of their kind, ¢ither
to- wark as spies i other households, personal assassins, or as
some sort of sacrifice to an evil heng These tieflings can
develop a sense of comiiunity atmong their fellaws: IF they are
locky, they.may manage toescape their evil musters, scateering
to the four winds ta elude pursuit. Some of these slaves start
revolts to cover cheir tracks, others return to kill their Former
owners, and still others leave and never look back. To this way,
certmin ticflings have extended families, although how to find
their adopted sihlings usually posss & problem.

Lﬂﬂ‘g‘Uﬂ‘g‘ e and Liter acy

Tieflings share no commen langoage. Some learn Infernal or
Abyssal, although since moast have no idea where their bloodline
comes fromy a5 often as not they choose the wrong racial lan-
guage. A tiefling usually learns the langoage of her parents and
may pick op other languages appropriate to her region.

All ticflings arc literate, cxcept for barbarizns and
COMMIONErs.

Tiefling magic and rore
Many tieflings scek out magic that brings the power of the

Lower Planes to them, especially divination magic that lets

tieflings ask questions of powerful fiends and comjuration spells
that call forth creatures of darkness.
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SPELLS AND SPELLCASTING

Many tieflings acquire the Infernal H:lrg,ainu-r Feat {see the
appendix’), which lets them call more powerfol creatures with
their spells and gives them other-evil allies

Ti{:ﬂinfg peities

Ticflings have no common racial deity, but sometimes worship
powerful demons, devils; or whatevet divine being ther ances-
tor serves (or that being iesclf, if the ances-
tor s a deiey ) A tiefling boarn cutside the
Qld Empires or Thay, or one whese tray-
els have taken her far from those lands,
nsually takes & like-minded patron ap-
propriate to her new country. The fol-
lowing deities are the most common
patrons-of evil tieflings but are cer-
tainly not the only ones

Heshaba, the Maid of Misfortune
appeals to a number of tieflings. This
wicked and beautiful goddess has cre-
ated a few tiefling bloodlines over the
ages, many of which have white hair
gnd manifest antlers instead of other
kinds of horns. Tieflings who wor-
ship Beshaba do so because they
believe they are unlucky to have
been- born as what they are and
seck to pass this misfortune on to
others. While: Cyric has nor g
fathercd any ticfling bloedlines
since his apotheosis, tiefling assas-
sins, illusionists, and these drawn to §
canflict and aggression bécanse of
their heritage of ten worship Cyric.

Gargauth, the god of corruption,
betrayal, and crueley, has heen known to 1
disguise himsell as a helpful stranger, be- .
friend a good woman in difficult ciréum-
stances, and leave her just before she gives birth to
their halfbreed child. These children of evil emulate their
father's practices, and so the bloodline of Gargauth has many
scions in. Faerin, He is worshiped by tieflings looking o
destroy @ hated rival (possibly ‘a good-aligned temple that
harassed them as a youth) or those looking to gain power
very quickly. '

As many ticflings naturally gravitate toward the arts of the
rogie, & oumber of them have taken Mask for their patron.
Only one Maskarran tiefling bloodline 15 known, & line from
Thesk noted for never casting reflections, hut Musk's secretive
fature mesns that others could be almost anywhere, Mask s
warshiped by tiefling thieves or those who must do their work
concealed by shadows, Shar is not known to have any plane-
ctouched offspring, but she draws the worship of those whe wish
to fnrgﬂt their old pains and hures. She particularly enjoys
pitting her tiefling worshjpers againse the aasimar SErvants
of Suluu:

L riRIFErioR By & ok JLErrd
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Typer of Tiefling:

ﬂf:luﬁﬂns with other races

TicFlings treat. most other races equally—at arm’s length. They
are very slow to trust others and always wary of a friend sud
denly becoming an enemy. Aasimar often trigger an instinctive
fear ot revulsion in weflings, making ‘it difficsle for them o
wotk together at all,

Half-orcs are the only race tieflings easily tolerate, since they
are the only tommon mixed-breed race thae s derided as much
as tieflings, Still, » tiefling isn’t more likely to trust 4 half-ore;
she's just more likely to understand his perspective.

"I“mﬂmgr equipment

Tieflings share no common equip-
ment, although they do have a
fondness for weapons that inflicta
¢ lot of pain and canse & lot of bleed-
N oing. A tiefling useally Feels, very
W) comfortable with an swbaly weapon
in his hand,

ANIMALS AND PETS

Given their diverse backgrounds,
tieflings don't have any particular
wmmil that tan be recognized a5 &
racial Favorite. However, they do

ravens as pets, and those wich talent
for magic can somctimes establish
# bond with & fiendish animal of
SOMIE SOTL,

watrer genasi

" Regions: Aglarond, Chessents, Dragon Coast,
Sembia; Vithon Reach.
Racial Feats: Breathing Link; Elemental Bloodline;
Rapid Swimming,
Level Adjustment: |1

Water gemasi are patient and indépendent, used to solving
problems on their own and not afraid to take 2 lot of time
domg so. At tumes they are ficrce and destructive like terrible
storms; but more often than not they present a franquil
appearance, despite whatever emotions run onderneath thae
quict surface, Because their elemental fovebear usually has no
interest in them, water gemasi are often abandoned by their
heman parents and raised mstead by ageatic creatures such as
aguatic elves, dolphing, locathah, merfolk, sahuagin, or even
abolechs. Water penasi usually leave their paronts (real or
adoptive) upon reaching maturity, taking to the open ses in
ordet to explore, learn, and develop thewr awn personality and
place in the world. -

Most water genasi are descefded from & water elemental
outsider such asa marid (water genie) or triton. A rire few are

‘born of outsider servants of the evil water goddess UmberTee

talthough it is not keown why thest matings eventudlly

-favor vicious dogs, rats, snakes, and:
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produce water genasi instead of tieflings). Aquatic elves tell of
i Ipst line of sea-elf planetouched descended from minions of
Diecp Sashelas, but these are not true water genasi, lacking a
genasi’s human heritage,

Water genasi look human except for one distmgmshmg fea-
ture related to their elemental ancestor. Some examples of these
features are:

lightly scaled skin

clamimy flegh

blue-green skin or hair

large blue-black eyes i

webbed hiands and feat !

Warter genasi feel that they are unique and superior to the
humans who bore them, They have hittle or no interest in others
of their kind—since they can wander both the land and the seas,
they Fecl there i room enough in the world that water genasi
need not crowd each other or even meet, Only in large com-
munities of dquatic £lves are two or more water genasi likely to
spend much time together.

Water genast have the same life expectancy and age categorics
a5 a huamarn.

HisTOry

Nearly every water gendsi can be tréced back to a unique cross-
hreed hetween 4 water outsider and a human, Water genasi have
mi camimon history, although mest of thenyare born in or near
the Sea of Fallen Stars. No known record txists of water genasi
trying to build a communiry of their own kind, although from
timie to'time an aquatic hero shows up 0 the history books; usu-
ally associatcd ‘with rescuing drowning sailors or thwarting
sshmagin attacks Water genasi villains also appear in these tales,
From pirates who love to drown their enemies to blue-haired
leaders of merrow raiding parties.

Because of their varied origins, water genasi may be of any
human stock

outlook

Water genasi take pride in their special abilities and can be boast-
ful if in the right mood. Tougher than humang and able to
breathe water, these genas sometimes view human sailors and
naval-merchants as vulnerable fools who are as likely to drown
ar sea as they are to get'seasick. The people of the Sea of Fallen
Stars are Tamiliar cnough with the stovics of warer geiasi to rec-
ognizeé them snd ignore their rude behavior.

Water genasi have the best of both worlds: They can walk on
land for an mmdefinite time (unbke aguatic elves, whom they
secretly pity) and can always vetrent to the teanguil depths of
the ocgan, Often loners, they sametimes cstablish 2 home in a
remote underwater cave, going for yesrs without encountering
another mtelligent being, They Feel a kinship to other aguatic
creatlires, particularly tritons and witer elementals, whao can
easily outswim the genasi

Water genasi tend to be neutral and therefore avoid extremes
- politics, opition, of tareer. Some Tind a gquiet spot fo call
hone, others enjoy riding the currents for months, sllowing the
wager to take them plices hundreds of miles away.

128

WATER GENASI C.HaucrEns

Water genasi often multiclass between Fighter and :.ucrthcr class,
keeping their levels relatively even.
FPavored Class: Fighter. Water genasi prefer combat styles :md
weapons that unbalance, bind, or disarm their opponents.
Prestige Classes: Water genasi have no particular prestige class
preferences. ;

water genasi society

Water genasi have nosociety of their own, bet often subcons
sciously adopt traits of the people who raised them, so 2 water
genasi raised by aquatic elves 15 likely to believe in personal
freedoms and good behavior, while one raised by sahuagin will
he hlondehirsty gnd militaristic. Water genusi from different
cultures can be as radically different as a quiet spring and a
ragmg warerfall, ;

Water genasi do not prefer the mmpm& of other water
genasi, If anything, it makes them feel less special and unique in
the context of the other beings they live neat. Accordingly, they
rarely live in the same communitics and none have been known
to marry. This keeps the population of repeat-generation water
genasi low, with mew genasi coming from new bloodlines or
from lines that skipped a generation.

Their sglf-contained nature makes water genasi unlikely lesd-
ers. A water genasi 15 more likely to guard or support a person
he respects and admires than te be a person who attracts or wel-
comes subordinates.

Language and Literacy

As most of them ure born on the Sea of Fallen' Stars, water
genasi learn Common because of all the mercantile reaffic.
Many learn Aquan or Serusan in order to converse with other
aquatic creatures, and the ones who live with or near aquatic
elves msually learn Elven as well. Those raised by sahuagin
learn Sahuagin,

All water génasiare literate, except for barbarians, common-
ers; and wWarriors.

water genasi Magic
and Lore

Water genasi prefer spells that produce cold, ice, snow, and
water, Water genas: spelleastersare usually clerics or droids, for
they rarely have the talent For sorcery and water ruins scrolls
and spellbooks (although at least one water genasi wizard has
developed a method for seribing “scrolls” on carved shells)l

SPELLS AND SPELLCASTING

Conjuration spells are most important to most water genasl,
because they allow the summoning of water elementals and con-
trol of the weather.
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WATER GENASI MAGIC ITEMS

MWater genasi favor magiesl nets and jtems that can be used
underwater, such a3 fridewts of warning ot borns of the iritons,
- The first coral dolphin figuvine of wondrois power (sec the
appendin) was created by-a water genasi mage.

water genasi Deities

Water genasi have no common racial deity. Those who live with
a community of other aquatic creatures usually adopt

the patron deity, of thelr aflies. Because

water genas clerics must choose deities
who grant -the Water domain, all
water genasi clerics worghip Auril,
Deep Sashelas, Eldach, Isis, Terishia, B
Schbek, Silvanus, or Umberlee, Those &
who are not devout cnough to be: o
cleries still worship those deities or
another water-themed deity such
as Valkur, ;

While Few water genasi cnjoy .
very cold westher. those who do |
usually worship the Frostmaiden.
These cccentric genasi often swim
n arctic waters with seals and sim-
ilar creatures, and are known for |
their habir of paiting up with a
large cold-based monster. They §
often: make fricnds with frosc
giants.

Diep Sashelas, the elven god of
waves -and waters; 5 a natural
choice for genasi who associate
with aquatic elves. They often
aet a8 emissaries and messergers
between colonies of aguatic elves
and their landbotind consins As the
patron of water magic, he also has
many arcane speilcasters worshiping him, - S0 S
The mest placid and introspective watet
genasi worship El&aﬂ: Her clerics and draids.-
are benign and helpful beings, which makes them a lavorite prey
- of followers of Ma.ﬁ]_r Mages who worship Eldath prefer abju-
ration spells over all orher kinds. Istishia’s idea of embracing
onc’s personal cxeellence 15 appealing to water genasi, as 15 his
message of flexibility and overcoming obstacles over time: His
worshipers are mediators; of ten nterceding between rival groups
using the same body of water, whether two different fishing vil-
lages or a colony of-aquatic elves snnoyed by merchant traffic
~ mbove their kelp beds:

Rough waters and remote naval exploration dare meat and
bread to water genasi Water genasi revering Valkur are wel-
comed by fea captaing and respected by common sailers, Some
Jack @ raste for adventure but love working with boats, and these
make & living in coastal communitics repairing ship damage
below the water line, -

Types of Fater Cenasi
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Many evil water genasi in the vicinity of Muthorand, Unther,
shd Chessenta worship the crovodile god Scbek;: sometimes
becoming lyeanthropes. They harass shipping routes and folk
living on of near rivers Like their deity, they constantly feel
the need to prove their strength and justify their existence hy
bullying creatures weaker than themselves. Worshipers of
Umiberles, the Bitch Qpeen, can be the most crucl and: tem-
peramental of all the water genasi They enjoy extorting money
for their chorch, and a shipboard cleric has nothing to fear
should the crew decide to push hin overboard when the weather
turns nasty. Evil spellcasters who practice water magic often
worship her' a5 well.

; relations with
& other races

Water genasi feel closest to their
adopted race and indifferent to all
others: Aguatic créatures and
others who can naturally breathe
water are treated less coolly (unless
such a creature is 4 natural cocmy

» of the genasi's adopted race, such
3y 3 shuagin-tamed penssi con-

.g fromted by @ triton). They hold no
special animosity towsrd fery crea-
tures or fire genasy, and seea suni-
larity berween themselves and

quick to point our that uatural
flicrs bave-to come to rest oo land
eventually while they and other sea
creatures cah live in the warer indef-
-initely: They laugh at and ridieuls
ageaphobic crestures, and dwarves
are frequently the target of their
= % jokes and' pranks Talmost always
& involving a donking.

4
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Warter genasi who Live in the water use items Favored by other
aquatic ratecs—nets instead of pouches, stabbing weapons instead
of stashing or bludgeoning, and so on. They have no need to
drink while in the witer, so they have little need to transport
liquids except for potions; for which they use potion bladders
(see the Equipment section of the appendix}

AHIMM.,S AND PETS

Water genasi who live in the water prefer dolphins, octopi,
sharks, and other aquatit animals as pets and enimal compan-
ons Those who live on the Tand and water prefer animals that
can live in both environments, such as crocodiles, orrers, and
gome snakes and hirds

[lying creatures, although they are




hile the minor races aren't a5 welf TEprE-
sented across Faerdn as rhf.' standard

rcclorn:d with, These are not isolated monsters, i:al:h of these
races has a vital culture uniquely its own, most mﬂl 2 long and
storied history, meaningful traditions; and a great deal of pride
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Aarakocra

Regians: Chulr, Cormyr, High For:ﬁt Vilhon Reach.

Racial Peats: Flyby Atrack (see Momster Manual, Hover
{dragon feat; sce Momster Manualy Improved Fl:g,ht_, Wing-
aver (dragon feat; see Momster Mannal)

Level Adjustment: +2.

The aarakocras ape & race of intelligent birdlike peaple'who live
n miountainobs areas around Toril Adrakecras love to sodr high
i the sky for hours on ead, riding the thermal currents and

updrafts with their wings spread wide. From a'distance, it's casy-

to mistake them for cagles or some other large hird of prey.
Aarakocras stend about ¥ feet tall and have a wingspan of 20
feet. On averige, they only weigh sbour 90 pounds, Midway
along each wing they have'a three-fingered hand, which is only
aseful when the wings are folded in. Their wing muscles attach
to a bony chestplate, and their powerful legs end in sharp talons
that can be deawn back, allowmng aarakocras to use their fect as
hands. Their heads combine the features of '2n eagle and 2
parrot. Their beaks are pray-black, and their eyes are black as
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character races, they are still forces to be*

well, The males are brightly colored, wsually red, orange; or
yellow, while the females are cither brown gr gl:avj

Aarakocra hatchlings aren’t permitted to leave the nest for
the ﬂrsit three months of life. After that, they arg considered
children f'or only about five vears. At this peint, I!ht!}' are kicked
out of the familys portion—of the trile's communal nest and
piven a place’ of their own. Aarakoera can live to he over 100

“years old. ~ |

Asrakocra have the same life expe:cmrc}* and a%e categories
a5 humans.

|
%
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. The asrakocras origimally came from the d.lst:t.nt land of

Maztica, Fir to the west of Baertin: Over the ccmric of scweral
gererations, [lights of aarakecra migraced from Eﬁnd to ﬂqlllﬂ
across the Trackless Sea, fnﬂcrwmg far-rangin uts in sqﬁmh
of new nesting grounds beyond the suarise. mﬂ aarakocra
colonists arrived in northern Fafrun in 418 Dﬂ, : Year of the
Fagle's Flight. : |
The aarakeeras eventoally created four major| calonies in
Faerdn: the Star Mounts in the High Fm'est_. the Seorm Hi
in Cormyr, the Cloven Mountains on the Vilhon Reach, and the
Mistcliffs in Chult, However, the Star i"-tiat:ﬂ:l;ﬂts|mi::my was
destroyed only a few years ago by FI!aJ:nmuh-:rl:&. an ancient
green dragon, All Faerdnian Hﬁkmraﬁ have lWOﬂ'Il ln-'ﬂ.vengt
their deaths of their kin, \ ¥

outlook | 3 \

_Aarakocra look down on other races, ypt.h lltcrﬁ’llv Jin"‘d figu-

r.'rtwcl} They pity the poor landbound fmla for tﬁmﬁlad
af muﬁnrtya-amﬁ they often Criticize them for & “lack, of
perspective.”

Aarakocras have a need to travel, to see the world un.mll
beneath their fecr. This, combingd with a lust for vengeance
against the creatare who murdered their fellows in the Srar
Mounts colony, has thrust niany of them out mto the
wider world. '

2



AARAKOCRA CHARACTERS

The asrakocras are a proud people with strong ties to oue
another. They are hunters of surpassmg skill.. Aarakocrs
honters soar over their chosen hunting ground uatil they spot
Eame, then dive down 2t top speed tosnatch up their mesl and
kill it before it even knows wilmt happened to it For this reason,
most aarakocras beeoane Fighters, and thisis their favored class,

Aurukucrﬂ sumcw

Life 25 an aarakogra 15 mostly spent hunting or making tools
and vweapons, While not every male garakocen is expected to
snatch-gp the tribe’s meals on a daily basis, those who don't
better have good reasons why not. Children and the extremely
old are excused From this duty.

Az 3 young aarakocrs nelirs maturity, his €lders teach him to
hunt for himself. If he shows a greatireverence for the sky and
his prey, he miay be steered into a caceer as aclefic,

Tribal life is everything o most aarakocra. The tribe shares
a large, roofless communal nest made
of thick vines woven together into
2 gigantic bowl. The eldest member
of the tribe, whether miale or
female, leads the tribe with the
help of the tribal shamian {cleric)

Away from the tribe, aarakocras
are aloof, whether singly or in 3
group.. They are extremely claus-
trophobic amd refuse to enter any
enclosed drea unless there 12 no other
chaire. To them, bemg trapped n @ 5§
room with noway to reach the sky s
akin to death.

Language
and Lite€racy

Anarakocras speak Auran, the languaga ¥
of air clementals, Their race has had 8
such a long relationship with these crea-}
turcs that aarskocras have adepted thel)
tongue as their own, They also nor- |
mally speak Common, having long
since realized that they need to be able
to communicate with thosé people on
the ground.

All aarakocras are illiterats, except
for those with a player charvacrer class
{ other than barharian,

Abilities and

ﬂucml Features

Aaraﬁ.mr&s have the following racial traits:

* —2 Strength, +4 Dexterity- Lightweight but fast, the
aarakoeras are boilt for speed over bulk.

* Medmumsize: As Medivm-size creatures, sarakocras have ne
special bonuses or penaltics due to their size,

Aarakocra
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Aarakocra land speed 1s 20 feet. Their fly speed i 90 feet, with
average maneuverability.

+1 natoral armor.

Natural Attacks A flymng sarakocra.can ateack with 2 talons;
dealing 1d4 points of damage each; ot he can use a weapon i
his galons An garzkocra on the ground can wicld weapons in
his wing-claws at his'base attack bonus and ateack with lis
bite 85 a-secondary attack (—F penalty on the attack roll, and
half’ Strength bonus on the damage-roll}, dealing 143 points
of damage.

Proficient with javelin.

+2 racial bonus on Craft (any oene)l Koowledge (naturc),
Listen, &nd Spot checks. Aurakocras spend a great deal of their
tiime hunemg, building nests, or making toold,

Claustrophebic; Aarakocras suffer @ —4 circimstance penalty
on all-attack rolls and skill checks when in an cnclesed arca.
Automatic Languages: Commen; Auran, and home region.
Bonus Languages: Draconic, Flven, Ore, Sylvan. When
dirakocras spesk, they punctuate their words with hirdlike
sounds, moch in the way of a parrot imitating human speech.
+ Level Adjustment: +2 The aarakocras’ ability to fly &5 the
rggreatest regson far this A player may play an sarskocra asa
character with toral levels equal to his class levels +2, See Tahle
1 in the Introdoction for mers information.

Aarakocra
Mugic and Lore

Aarakocra have & single
spell particular to their
people, the aerial summaoning
dance (see the appendixl

Aarakocra
Deities

pAarakocras it Facrin almost all
; worship a single deity: Acrdric

Faenya. This elven weather
" god is favored by the aarakocras
simply becanse she 15 the only
good deity  who speaks tothe
aarakocran way of lifc. She has been
known to sometimes sppear to the
aarakocras in the farm of 2 Brilliant
white, giant hird. The Feathers that
Fall From this bird-god's plumage are
amang the most treasured items in
an aarakocran mest.

relations with other races

Agrakocras like to keep their distance from ather taces OF all
the other races, aarakocras feel closest to élves because-of their
commion-worship of Asrdric Facnya and the respectiful wiay-in
which moest-elves treat nature 5

Aarakocras dan't feel much of anything about the other stan-
dard character races. They have an alnding hatred of ores, gob-
linmds, and lizardfolk, though, for these creatures will cage and
tarment aarakocras, given the chance,

= o
I -
F R B M e A e —— T




aarakocra EQUi[_][ﬂﬁIlT

In battle, aarakocras prefer javelins over all other weapons,
They often carry six of them ata time, strapped totheir chests
in individual sheaths, ke a large bandolier. Many of them also
earry flight lences (see the appendix).

ANIMALS AND PETS

Aarzkocras do not raise domestic apimals for food or as beasts
of burden, They sometimes allow sthaller birds to nest around
them, but these are more fricnds than pets: Like the'
avariels; aarakecras often befriend giant cagles.

centaur

;_ % Regions: Chondalwood, Dalelands, Great %
ey | Dale; High Porest, Tethyr. .
g:‘f Racial Feats: None, but centiurs can 93"'

'i 3 acquire the Spirited Charge and

Trample feats (ignoring the pre-
requisites ) and apply the benefits

=

& &
_K '; to their own melee attacks.
A Racial Hir Dice: 445
B Level Adjostment: +3
i
:. i Centaurs are magnificent
creatures. Fram the waist up,

they appear Like well-museled &
humaneds. Their pointed
eiars sugpest they were once |
related to elves, From  the
waist down, however, they
have the bodies of horses’ The B8
centaur’s humanoid skin is 8
usuzily bronzed frem many
hours in the sun, Their equine
coats vary preatly inocolor and
pattern, just as muoch a5 any tradi-
tiogial horse. Many different species of
Croatures gppear to he conglomerations
of two or more other species, but Tew of

these are-as-handsome, noble; and articulate as the
CENTANLS,

Ceataurs arc wsually honorable and affable people. They
prefer to stick to their own kind, bat they are not afraid to
socialize with these from other races.

The maen amy of mest centaurs 15 to-live in - harmony with
their forest homes: They are uneducated, but few are wiser than
they in the ways of the woods. They care Far more For the wilds
in which they live thin for whit someone mighet have once writ
ten i some maoldering old book.

Centaurs mature early and live short but happy lives Like
horses, they can walk from bireh, albeit on shaky hooves at first.
They are considered children Tor only wo years, aleer- which
they are adolescents for another three, Onee they reach five

132

centaurs live around 40 years, although some have been known
to reach the ripe old age of 60,

Centaur
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years of age, centaprs are considered full adolts. On average,

From their chests to the back of their rumps, full-grown cen-

taurs messure six to eight feet long, From their front hooves to
their crowns, they are seven to erght feer tall, Centaurs weigh
anywhere from 970 #o 1,200 pounds

Centaurs have the same life expectancy and age-categories 484

half-orcs,

HISTOrYy

Human legend has it thar the centanrs are the
result of some mad cross between a wild ¢If
and & wild mustang, but both the wild elves
and the centanrs take nmbrage ar this
.suggestion. (The mustangs have no par-
ticular opinions on the matter.) As far
g5 the centaurs are concerned, they
have always been on Toril, caretakers
of the forest in.which they make
their homes
The. centzurs' territory has heen
slowly dwindling over the years, and
presuthably their nembers as well.
According te centaur myth, the
forests of Faertin once tan thick with
great tribes of cencaors: It s only
sinee the cncroachment of the “civi-
lized"™ races that the centaurs have
been forced to retreat into smaller and
smaller ranges.

outloohk

Centaurs see themselves ag the noble
~guardians of the forest. They are the

rovalty of the woods. Because of this,

they feel protective of their homes
and responsible for the defenseof the
creatures with which they share
their spacc.

Male centaurs spend almest all
their waking hours either hunting or out
patrolling their lands, keeping thelr sharp

eves peeled for any oursiders who might beencroaching on
their tereitory and doing the forest harn:. If the centaurs belicve
that their *guests” are acting out of simple ignorance or carc-
lessness, they confront the strangers and deliver them a warn-
my to change theie ways. Bug il the centaurs see these people
acting maliciously against their people or the Forest, the noble
creaturcs attack without warning and without mercy.

Most centsurs who take dp adventuring arc voung mares or
stallions looking for a bit of adventure in their Lives hefore they
setrle dewsi. Perhaps they’re hoping to find a mate from a tribe
other than thelr own: Sometimies; centaurs whe lose -their
spouses or families take up wandering about the world to distract
them Trom their gricl.



CENTAUR CHARACTERS

A centaur’s favored class @ ranger, Therwr closeness to the lands
i which they live makes taking up this class an easy cheice.
However, there are neerly as many bards and druids in their
tribes. Centaurs enjoy their muosic almost as much as their woods.

Prestige Classes: Centaurs ¢an become arcane archers, mem-
bers of & prestige class normally reserved for elves and half-
elves: They do not have any special prestige classes of their own.

centaur Sﬂtiﬂi'lll

Centaur stallions may be hunters, but the mares actually run the
tribeand supplement the local food supply with cultivated pro-
duce. They also bring some less common goods into their com-
munities through trade. They pay with treasure stripped from
the mensters or people who have been foolish enough to chal-
lenge them. They don’t care to trade|with hzmang, as centaurs
consider them basically untrustworthy, They deal freely wich
elves, however, mostly for élven Moods and wines.

Centanrs are massive creatures, and they cat and drink 2 Jot.
Unfortenately, thevare notoriously wild drunks, given to high-
spirited rampages when overindulging. Noncentaurs should note
that although centaurs have generally wonderful senses of

direct offense at any horsé jokes (“The lorses don’t tell us
humirn jokes, you know. Not do they ask if they can climb on
our backs!™) While cenralirs can give most humanoids 2 ride in
times of need—and are often willing to offer such assistance
when it's needed—they arc offcnded when asked to perform
this service. They are noble and intelligent creatures, not beasts
of ‘burden, and they arc touchy about anyone even insinoating
ctherwise,

Centaurs mate for lifie. Once they promise themselves to each
other, centaurs are always faithful, even should oneof the pair
die. Divarce 15 unknown ameong these people

Young centaurs are encouraged to play freely, and they
mostly do so by ronning wild through the forests that make up
their homes. As centaurs grow up, they are gradually asked to
share more and more of the tribe’s dutics. When a centaur
reaches the age of five, she officially beconics-an adult, and the
tribe hosts a large party to celebrate, Centaurs gallop in from
miles around to eat, drink, and race.

As centaurs get older, they start to slow down. Eventuzlly,
when its their turn to dig; they drift off nto the woods and
expire peacefully and privately, offering their hodies up For the
“creatures of the forcst to consume, just 15 they have consumed
:s0-many such creatures during their own lives.

Quiside the tribe, most centaurs work alone, confident in
their ability to handle most situations. They are often happy 1o
join up with a band of sdventurers, especially il there are any
elves in it They know that they are unschooled in the ways of
civilization and are always happy to be given a hand dealing
with such situacions,

Luﬁguwgﬁ and Literacy

Centaurs speak Sylvan among themselves, and most have
learned enough Common to he able to converse with any who
might, impinge on the borders of their territory. Afrer thar,

humor, they are sensitive shout their physiology. They take
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those centaurs inclined to pick up arother tongue usually learn
Elven so that they can easily trade with their favorice nos-cen-
taur people. They might alse learn Orc or Draconian so they can
properly threaten their most hated foes.

Centaursare illiterate, except for those with player charscter
classes other than barbarmn.

abilities and
pacial reatures

Centaurs have the following racial craies:

* «ff Steength, +4 Dexterity, +4 Constitetion, —2 Intelligence, +1
Wisdom: Centaurs are literally as strong, fast, and healthy as
the proverbial horse. While they may mot have a great deal of
formal knowledse, their practical experience in the wild serves
them well. _

* Large: As large creatures, contaurs suffer a I Size penalty on
attack rolls and Armor Class. They also suffér o —4 size
penalty on Hide checks. However, they can.use larger W pons
than humans can, and their lfeing and carrying limits are
twice those of Medium-size characters

+ Centaur Face is 10 Feet, with a reach of T feet.

+ Centaur land speed 45 50 feet.

» Darkvision up to 60 feet

+ Proficient with all simple weapons, the longsword, the heavy

lance, and the composite longhow, 1

+2 naturdl armor,

Menstrous Humanoid Hir Dicer A centaur hss HH racial Hie

Dhce. A centaur character receives the maximurm hit points For

-

her first monstrous humanoid Hit Die, and rolls her other

monstrogs humanoid Hit Dice normally. She rolls all Hit Dice
From class levels and does not automatically ger maximum hic
points on her first ¢lass level Hit Dig A centaur's monstrous
humianoid Hit Diee also provide a +4 base attack bonus and
saving throws of Fort 41, Rel +4, and Will +4 Centaurs with
clase levels add their class artack bonws and save bonuses to
theit racil artack bonus and saves
* Monstrous Humanoid Skills: A centaur’s monstrous humanowd
Hit Dice grane her skill pomts equal to (2 + Int modifier, mini-
mum 1) 37, Class skills for these skill points are Hide, Listen,
Mave Silently, Spot, and Survival. A centaur does not et the x4
muleiplier for skill points acquired-from her first class leyel
* Monstrous Humanoid Feats: A centaur’s monstrous homanoed
Hit Dice grant her 2 feats A typical centanr chooses Weapon
Focus (hoof} and Improved Natural Armor. A centaur with
class levels gains feats based on his total Hit Dice, a5 shown on
Table 2 in the Introduction.
Watural Attacks A céntaur niy make 2 hoof attacks each
dealing 1d6 points of damage plus the ccntaur’s Strength
bemis A centzur can attack with a weapon in her hands at her
normal attack bonus, and make 2 hoof attacks as secondary

attacks (—5 penalty on the attack roll, and half Strength bonus-

on the damage ralll

Automatic Tanguages: Commion, Sylvan, home region, Bonus
Languages: By region. 2
Favorcd Class: Ranger:

Level Adjustment: +3. Due to her racial HD, plus her size and
phenomenal physical ability, 2 centaur has an effective char-
acter level of 7 plus her class levels. Thus, a 3rd-level centaur
eanger would have an ECL of 10. See Table 1 in the Intro-
duction For more information,
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centaur Mugic and Lore

Centaurs have no special spells exclusive to their race. Centaur
arcane spellcasters prefer evocation and transmutation spells,
since these aow them to affect both intruders and the weather,
tWo constant worrics inany centaur’s life.

« CENTAUR MacIic ITEMS

Centaurs can often make wsc of magic items intended For
horses, For instance, they can directly benefit from borsesboes
of speed and borserboes of the mephyr. They may also use magi-
cal boots or shoes on their front or rear pair of hooves {while
the items do alter to fit the contaurs' hooves, they look
strange | Centaurs may wear gloves and similar items on cheir
arms like any other humaneid. A eentaur is-5till limited to one
pair of boots, one pair of gloves, and so on, despite having an
extra pairof limbs.

Centaurs cannot wear humanoid armor, but may wear magi-
cal ‘bgrding. Barding costs four times @s much as homanoid
armor of the same type, but can be made magical or masterwork
at the normal cost. For example, +1 stndded leather barding
costs 1,000 gp for the magic portion of the stem, 170 gp for the
masterwerk price; and 100 gp for four times the normal cost of
studded leather armor; for a total of 1,270 gp.

centaur perties

Centaurs are not terribly devout. Most of their religious leaders
are druids, who also serve as the tribal leaders. When centaurs
choose a patren deity, it is-almost invariably Silvanus. They
ahare the Oak Father's lave tor the deep forests and mighry
trees of Faerin and, like Silvanus, are not afruid to confront
those who would injure the forests. Less often, centaurs choose
memibers of the elven pancheon ds patrons, such as Angharradh,
Rillifane Rallathil, or Soloner Thelandira.

relations with other races

Centaurs don’t mind sharing territory with ebves, In fact, the
two rEces can even be said to be friendly with ezch other. How-
ever, centaurs do ot hold other races in such high regird. They
tolerate halflings and gnomes, who are rarely a threat to the
centaurs and are well known For cheir deep and abiding respect
_ﬂ)r natire. Centaurys don’t care for hymans or dwarves at all;
when such people intrude upon & centaur’s home, they arc asked
to leave, politely but Foreefully. _
Orcs, kobolds, and goblinouds, have earned an especially cold
place ‘in-a centaur’s heart Most centaurs wolld net even con-
sider parleying with these races; and attack them on sight:

centaur Bquip-ment

Centaurs prefer to use greatclubs, heavy lances, and mighty com-
posite Tongbows; They also wear specislized centaur barding that
152 combination of a-standard suit of humanedd armor and stan-
thard barding, This costs four times what & Medium-size suic of
normal armor costs, and it weighs rwice as much,

Medium or heavy barding reduces a cenraur’s speed to 37 (¢
When wearing heavy barding, 2 centaur can only-move triple its

normal rate igstead of gquadraple when using the Run action.
Removing or donning centaur barding takes five times as long

ag removing or donning normal humancid armor. See Table

7-6 Donning Armor on page 105 of the Player’s Handbook
Tor details,

ANIMALS AND PETS

Centaurs do not raise domestic animals for food or as beasts of
burden. They ave [riendly with all sorts of woodland animals;
but they .generally do not keep pets.

goblinoid

Regions: Ananrach, Chole, Cormyr; Moonses, the North, Vaasa,
the Vast, Westers Heartlands.
Level Adjustment: Varies; see below, j

Goblinoids #re a group of humanoid races that inciudes four dif-
ferent subraces in Facrin: goblins, hobgoblids, bugbears, and the
relatively new Dekanter goblins. These creatures are clase
enough 1 outlook and socicty to discuss as a graup. They &re
closely refated by tics of languape and culture.

Goblins are the smallest of the group. They stand only about
four feet tall and weigh roughly 60 pounds. Like all goblinoids,
they lave flat faces, broad noses, pointed ears, wide mouths, and
sharp fangs. Their arms hang down almoest to their knees. Goblin
hides range in color from yellow through orange to red, and
members of the same tribe usually share similar coloring. Gob-
ling wear dark leather clothing, which iz psually heavily soiled
due to their lack of concern with hygicue.

Hobgoblins arc much larger, usually reaching & 1/2 feet in
hejght and weighing up to 277 pounds, Their hairy hides come
in dark shades ranging from reddish-brown to gray. Their eyes
are yellowish or dark Frown, and their teeth are yellow and
strong. They like to wear bright clothing, usually red with black
leather. They keep their weapons clean, even if’ they don’t take
so-much care with themselves. ;

The largest of the goblinoids, bughears stand about 7 feet tafl
and often top 300 pounds. Their hides are usually yellowish,
ranging from brownish to mustard yellow. Their coarse hair
runs from brgwn to'brick red. Their eyes are green-white with
crimson puplls, and thelr earsare more wedge-shaped than those
of their smaller kin,

Dekanter goblins were created from regular gobling by the
alhoon (illithid bich) known as the Beast Lord in the mines of
Diekanter. They are larger than the race from which chey
sprang, Fanging in height from 4 to T{eet, Their tough hudes are
worange-red, and they have manes of wiry black hair chat tumhle
down past their shoulders: Their heads squat atop thick, power-
ful necks, and they have a sharp, rhinelike horn at the tip of
their clongared snouts.

Whatever the subrace, goblinoids are universally bullies. They
pick on smaller creatures whenever they can, and when faced
with a superior force they turn tail and run. Because of their

smaller site, goblins prefer to strike from ambush, using every

fighting trick they knew to gain an edge. While tactically canny,
the larger hobgobling and bugbears usually prefer a-more direct
approich, often driving weaker troops befare them into any pet-
cerved danger.
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Dekanter Eoblins, in contrast, are aggressive and fearless.
They never met a fae they didn't want to unpale on their
horns. They dre cunning enotgh to not charge directly into
battle against a clearly superior foe, but they rarely run away
from a [ight.

Coblinoids are all short-lived. Most mect-a violent end long
before they reach old age. They are pressed mto service as adults
at just 10 years of age. They tarcly live to-be older than 40,
although some few lucky or wily individuals Bave been known to
make it to 60 years of age.

Goblineids have the same hife expectancy and age categorics
as half-ores

outloohk

Life in & goblinoid community is cheap. There are always @
dozen people_behind you, trying to trip you up, ready to take
aver your place 25 soon 25 you fall. Goblinoid leaders rule through
apgpressive rothlessness, hullyimg any 'who get in their way and
killing thoss whoare foolhardy enough to challenge them. Gob-
linoids arc constantly trying to get ahead of each other, mostly
by backstabbing those in front of them.

OFf eourse, poblns lack the strength and ferocity to lord it
over hobgoblins, Sinnlarly, hobgobling are useally at the mercy
of bughears. The differences in size between the races are too
great to overcome, A group of smaller goblinmds can sometimes
band together to overpower a larger cousin, bur they often 2nd
up betraying each other to the bigger creature, Even should they
succeed in their efforts, the smaller creatures regularly fall to
squabbling among edch other as to who s now in charge, and
another of the Targer goblmods often arrives on the scene to

put an end to the argument by killing off any who might lax
claim to such leadership.

Dekanter gobling, on the other hand, live only to serve their
creator, the Beast Lord, They are the tetror of the Dekanter
mimes; mastly because of the alhoon®s cunming in his command
of them. Originally, these creatures only goarded the Beast
Lord's domain. Today, howeyer, they have begun ranging far
and wide, perhaps signaling that the alhoon has larger schemies
to execute. 3

Most goblinoids take up lives as adventurers simply to get
away from their ¢lans. Some do this solely for reasons of sur-
vivil, sure that they would be killed if they were to remain.
Others believe that of they can find real power m the wider
warld, they can then return to thelr homeland and take over.

GoeLINOID CHARACTERS

Living by their wits rather than their muscles, goblins favor the
rogue class. The more combatoriented mdividuals sometimes
multiclass as fighter/rogues. Goblin tribes also feature the ooea-
sional cleric, who stands aside from the standard pecking order,

Hobgoblins depend on their physical Impressivencss to cow
both friend and foc, so they Favor the fighter vlass. The more
cunming ones muleiclass as fghter/rogues,

Bughears Favor the rogue class, because treachery figures at
least as much into their success as does their power in battle,
Many bughears multiclass as Gighter/rogues, and 2 rare few serve
their clan as clerics. i

Dekanter goblins are basieally killing machines, so they favor
the barbarian ¢lass. They value strength and ferocity in battie
too much to take up less nalitant pursoes

Goblin, bobgoblin, bughear, and Dekanter geblin
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goblinoid society

Goblinod society 15 a difficalt one in which o grow up. Simply
surviving to adulthood rakes a combination of luck, careful
planning, and ruthless aggression. The golden role among gob-
lins 15 to do unto othess before they do untd vou

Goblmeid children establish a pecking order much Like thar of
their parents. The older and larger ones pick on the smaller
ones, honing the bullying skills which will serve them well later
asadules. In goblinoid communities, there are 25 many children
around as there are sdules The reatons for this are-many, hut
they boil down to two unavoidable facts. First, most gohlinoids
don't survive their harsh childhoods. Second, many adults die
violent deaths before they advance too far in goblined society.

Males have almost-all the power in goblineid socety: They
support their clan by constantly raiding other communities and
stealing their treasure; food, and drink, When supplies are short,
goblinonds have been known to slavghter and eat members of
other races, even including smaller poblinods,

Females are expected to stay home and raise 45 many young
gobling as possible. They ate not permitted to join the clan’s
warriors in their hunts or in battle. For this reason, many gob-
linod adventurers are females who left their-clans looking for
better opportunities from life,

There 15 no sense of privacy in niost goblinoid clans. Most
clans live in 4 large, communal area, often a cave. Only the lead-
ersof the clan have the privilege of keeping their own quarters.
These leaders like to limar such privacy, as they fear thar those
they cannot see maght use the apportunity to plot berraval. This
goeson all the time anyhow, but it’s mare difficult to accom-
plish in the commen chambers, since many gobilinoids are only
too happy to sell out any mutineers in exchangs for winning
their leader’s Eavor.

It's rarc for = goblinoid to resch & ripe old age. At the First
sign of weskness, older goblineids &re constantly challenged by
their younger kin, one right after another. Eventually vouth and
persistence wang-out over age and treachery.

Outside their home rerritories, mast goblinoids try to repli-
cate the conditions undet which they were raised. They look For
weaker people and bully them into joining up with a pascent
clan. Even goblinoids who have renounced their native clans
end become adventurers often fzll back into old habits, given
thi chanie!

Lunigt]ucgf: and Lii‘f:fD.CIII

Must goblins speak only Goblin, Smarter ones often speak
Commion a5 well, as do these who become adventurers. Hob-
gobling and bugbears speak both Goblin and Common—thcy
have more need to;as they are often in charge of bossing around
other creatures and need to be able ta speak to the creatures they
enslave. Dekanter goblins speak Goblin and Undercommon,
since they spend most of their lives in the depths of the Dekan-
ter mines ' ;

Goblmends of 21l sorts are illiterate, éxcept for those whao have
player character classes other than barbarian.
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abilities and
racial reatures

Goplinoid racial characteristics vary by subrace.

Goblins have the following racial traits:

+ -2 Srrengeh, +2 Dexterity, —2 Charisma. Small and unsociable,»

goblins rely an their speed and reflexes in combat,

Srnall: Az Small creatures, pobling gain 2 +1 &Gze bonus to

Armor Class, 1 +1 size boaus on ateack rolls, and a +4 bonus on

Hide checks. However, they muost use smaller weapons than

hobgoblins can, and their lifting and carrying limits are three-

quarters that of Medinmssize characters.

Goblin land speed is 30 feet,

Darkyision 60 feet, \

+4 racial bonus on Move Silently and Ride checks:

+ Favored Class: Rogue

* Automatic Langeages: Comman, Goblin, jhome region. Bonus
Lunguaﬁl:&: By region.

Hobgobling have the following recial traits

* <7 Dexterity, +2 Constitution: Fast and hardy, hobgoblins are
tenacions and deadly in combat,

Medium-size: As Medium-size creatures, hobgoblins have no
specit] hanuses or penalties due to their size.

Hobgoblin fand speed 5 30 feet

Darkvision 60 fect.

+4 pacial bonus on Move Silently checks.

Automatic Languages: Common; Goblin, home region. Bonus
Languages: By region.

Favored Class: Fighter,

Level Adjustment; +1 Hobgoblins are slightly more powerful
and gain levels more slowly than the common races of Faeriin.
A player may play a hobgoblin @5 & character with total levels
equal to his cliss levels +1 See Table 1 in the Introduction.

Bugbears have the following racial traits:

* =4 Srrength, +2 Dexterity, =2 Constitution, -2 Charisma,
Strong, fast, and tough, bughears secm to be built for combat,
but they are crude and coarse,

Mednm-size: As Medium-size créatures, bughears have nospe-
cial bonuses or penalties due to their size.

Bugbear lang speed is 30 fect

Darkvision 60 feet.

+3 natursl armor.

Proficient with all simple weaponis and the goblin stick {see the
appendin) Proficient with light armor and shields.

+4 racial bonos on Move Silently checks,

Humanoid Hit Dice: A bughear has 3d8 racial Hit Dice. A bug:
bear character receives the maximum hit points for his first
humanoid Hit Dig and ralls his other humanod Hit Dice nor-
mally. He rolls all Hir Dice from class levels and does not
automatically ger maximum hit points on his first class-level
Hit Die. A bugbear's racial Hit Dice ‘also provide & +2 base
attack bonus and saving throws of Fort +1, Ref 3, and Will
+L Bughears with class levels add their class attack bonus and
save bonuses to thew racial attack bonuses and saves.
Humunead Skills; A bughear's humanaid Fit Dice grant him
skill points equal to (2 + Int modifier, minimum:1} =6, Class.
skills for these skill points are Climh, Hide, Listen, Move
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Silently, ard Spot. A bugbear does not get the x4 multiplier
for skill points acquived from his first class level.

* Humanoid Feats: A bughear’s humanod Hic Dice grant him
" two feats. A typical bughear chiooses Alertness and Weapon

based ‘on his total Hit Dice, as shown on (Fable 1 n the

Introduction. -

= Automatic Languages Common, Goblin, home region. Bonus
Languages: By home region,

» Favored Class: Rogue.

» Level Adusement: +1. Due to his racial Hit Dice and physical
ability bonuses, a bugbeir has an effective character level of 4
plus his class levels Thus a 3rd-level bugbear rogue would
have an ECL of 7. See Table 1 in the Introduction.

Dekanter gobling have the following racial traits:

= +f Strength, +2 Dexterity, +4 Constitution, +1 Tntelligence, <2
Wisdom, =2 Charisma. 'Fhysieally. powerful and cunning,
Dekanter goblins have literally been made for battle

« Medium-size: As Mediom-size creatures, Dekanrer gohbling
have no-special bonuses or penalries duc to their size

« Dekanter goblin land speed is 20 feet

* Darkwvision 60 feet

= +4 natural armor,

* Fast Healing 3.

* Cold Resistance 7.

+ Proficient with all simple weapons:

+ Monstrous Humanoid Hit Dice; & Dekanter goblin has 2d8
racial Hit Dice. He receives the maximum hit points for his
first mionstrows humanmd Hit Die and rolls his other mon-
strous humanoid Hit Die normally. He rolls all Hit Dice from
class levels and does not automarically get maximum it
points on his first class level Hit Die. A Dekanter goblin’s
racial Hit Dice also provide 2 +2 base attack bonus and saving
throws of Fort +0, Ref +3, and Will +3. Dekanter gobling with
class levels add. their cliss arrack and save banu:-rs to their
racial attack bonus and saves.

hunmnoid Hit Dice grant him skill points equal to (2 + Int
modifier, minimum 1) %¥. Class skills for these skill ponts are
Climb, Intimidate, Jump, Listen, Sense Motive, and Spot. 4
Dekanter goblin docs not get the x4 mulhpher for skill pomnts
acquired from his first class level.

= Monstrous Humanoid Fests: A Dekanter goblin's monstrous
humanoid Hit Dice grant him one feat, A typical Dekanter
goblin chomies Power Attack. A Dekanter goblin with class
levels gains feats based on his total Hit Dice, a5 shown on
Table 7 n the Intraduction. '

» Natural Attacks A Dekanter goblin can artack with his-horn
and 2 claws The horn deals 146 points of demage plus che
character’s Strenpth bonus, with »3 damage on a éritical hit
The clats are secondary attacks (=7 penalty on attack rolls,
and half Strength bonos on demage rolls], and dea] 144 points
of damage, The character can attack with 3 weapon -ac his
narmal attack bonus, and make @ horn ar single claw acrack as
a secondary attack.

+ Auromatic Languages Goblin, Undercommons Comman.
Bonus Languages: By region.

* Favored Class: Barbarian,

+ Tevel Adjstment +4+ Due o his r:u::ml Hit Dice plus his ability
bonuses, fast healing abilicy, natoral weapons, and cold resst
ance, a Dekanter goblin has an effective character level of 6

Focus (morningstar . A bughear with class levels gains feats-

« Monstrous Humanoid Skills A Dekanter goblin's monstrous
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plus-his class levels. Thus, & Tth-levdl Dekanter goblin barbarian
woirld have an FCLD& 11 See Table 1 i the Introduction.

goblinoid perties

Goblirtoids worship 2 number of evil deities. These gods often
exhart their followers to overhreed as much 25 possibie and then
artempt to overrun their foes with superior numbers. This 15 one
resson why 1ife is considsred so cheap in goblinoid clans Geblins,
hohyobling, and even Dekanter goblins worship Maglubiver, god
of goblinkind. They are inspired by the legendary tales of his
strength and treachery winning out over all. The god of bug-
bears, Hrugeek, coaches his followers in the acr of the ambush
and furious Nighting,

relations with other races

Goblino:ds do not gee along well with each other, miuch fess any
other races. They don't even particularly like members :}fm:hl:r
goblinoid subraces: OF the standard chardcrer races, goblinoids
favor half-orce best, mostly because goblinoids are used to work-
ing with orcs upon occasion, wsuaily ander the command of
some bughear warlord.

Goblineids all harbor & special hatred of clves and dwarves,
and nmny attack chem on sight, The rare good- or newtrzl-
aligned goblineid character struggles to control this urge and
usually wins out over it.

goblinoid equipment

Bughears afrd hobgeblins often wse a specisl weapon called 2
goblin stick (see the appendix ). ;

ANIMALS AND PETS

Gohlinoids don't keep pets. To themy such creatures are for
slaughtering and eating. They often steal livestock from their
neighbors and may keep goats, sheep, or eattle for a short
time, but they arc in the habie of eating their oot at the first
appoTLunity.

Gioblins have a special relationship with worgs, and often ride
worgs into bartle. The evil wolves are the gobling’ allies, nat
their servants.

KIir-Lanan

Regions: The North, Western Heartlands,

Racial Feats: Flyby Artack fsee Mowster Maanal), Hover
(dragon feat; sce Monster Mapual), Improved Flight, Wing-
over (dragon feat; see Mowster Manual),

Racial Hit Dice: +d#

Level Adjustment; ++ A

Falsély labeled gargoyles by some, Kir-lanans are actually cres-
tures who arrived on Faerin during the Time of Troubles (1378
DR). They have made it their mission to destroy the gods of
Toril by first executing all who believe m them, In a-world in
which religion plays @ central partin the lives of so mary people,
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this i a-no small task: It essentially calls for the murder of just
about cvery person on the face of the planet,

Kir-lahans are only vaguely simular to true gargoyles, They
have & humanoid form and large, batlike wings. They stand
about 6 fect tall and weigh around 220 pognds, Their fincly
sciled hides arc all dark in color, normmally ranging from mid-
night'blue through deep purple to black. Some rare individuals
come in decp crimson,-emerald, dun, or gray colors instead. They
all haye mowths full of sharp, pointed teeth, and they have
srmall, blunt horns just above ther temples. They eschew tradi-
tionial clothing, mstead banding theéir torses with cloth wrappings
mterwoven with strips of metal, ivary, or stone.

Kir-lanan have no established life expectancy or age cat-
egories; as the oldest members of the race are
only-about 1F years of age. They are
fully grown within one year of hirth, and
25 yet show no signs of deterioration from
aging. How long their Lifespans are likely
to be, nome cin say,

HISTOrY

Even the most learned souls of Faeriin
have few clues as to the true nature of
kir-lanans, All they know for sure is
that the creaturcs aré bent upon
killing of f priests and other divine ser-
vants—or “godslaves” ast the ki
lenams call them—as quickly as
possible, The kirdanans-are the source.
of a great deal of ramor in Faerlin these |
days. Anywhere there sqnats a stone gar-
goyle, people whisper that it's actually
onc of these evil beasts watching silenely
over 4 town, waiting fer its brethren to
arrive so they can strike. These creatures are
reputed to have all sorts of powers, including
& complete immumty to magic (not troe] and
the ability to dram the stréngth from their Foes

(true ae least in part)

There are several credible theories s to where the kir-
lanans come from. The most popular i that the creatures hail
from anether world or plane composed entirely of negative
energy, but in truth the kir-lanans sprang whele from the inef-
fable energics unleashed by the deéath of three gods: Bane, Bhaal,
amd Myrkul. This trie of tl-fated deities were slain: during the
Time of Troubles, and their passing manifested itself in a
number of variobs destructive acts. Some of that encrgy didia’t
sinply dissipate as the dead deities passed from Toril. Instead, it
coalesced in some deep, secret chamber into a seething hall of
furions chaos. The first of the kir-lanans erupred from this dan-
gerous sphere, Fully formed and aware of its terrible origins. Sev-
eral hundred kir-lanans came anto being i this way. However,
due tothe manner of their ereation, they weré forsaken by the
gods, and-they knew it. They were doomed to never be able to
gain the favor-of the divine and pass into the afterlife. Instead,
their deaths would literally be the end of them,

Angered by this painful fact, the soulless kir-lanans decided
that if the pods were to condemn them outright, then they
woitld do the same to the gods. Unable to dircctly match the
power of the pods, the creatures decided to instead actack the
deities in the only way they conld: through those whe worshiped
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the gods of Toril. In the yearssince their arrival in Faerin, the
kir-lapans have made good on their plans to wreak terror in the
hearts of those who have promised their souls to the gods, They
origimally starced with raids on clerics and adepts and cheir
howuses of worship, but in recent years they have extended their
horrific campaign to include all worshipers i these temples,
churches; or chapels. The threat the kir-lanans pose to the people
of Faerun grows every day. 1

outlook

Kir-lanans don't care much for life—cheir own'or that of
anyone else. They exist solely to canse misery for
the godsand those who call upon these feckless
and fickle deities.
Kir-lanans arc born in secluded roock-
erics and raised by all the adult kir-
lanans who ¢all the place home. They
come inte the ‘world only three
months after conception, and they
are fully grown within a matter of
only one year. During this painfully
short childhood, these new kir-
lapzns are indoctrimated in the
hatred that their elders hold for the
gods. By the time these new adults
are ready to stretch thew wings
they bear as much hatred toward
the deities who have damned them
as any other kir-lanan,

Some rare kir-lanans do not

spend their days slaughtering the
followers of the pods. Instead, they
observe the actions of the people of
_ Faerin from a distanee, hoping to
e lcarn their strengths and weaknesses
¥ They then bring this newfound koowl-
" edge back to their people so that the kir-
lanans can figure out a better way o murder
peaple more efficiently:

_ﬁ'—kﬁn

KIR-L.anaN CHARACTERS

Kir-lanans favor the fighter class, as this—along with their
inmate abilitics—gives them the chance to do the most damage
to the fargest number of hapless believers at any given time.
Spells run out, but claws keep killing forever. They miost often
milticlass as fighter/sorcerers or ﬁghtcr_.-'n:cromam;cra. They
can mamipulate arcane energies just fine, and their nature lends
itself to handling negative cnergies.

KIr-Lanan snciehl]

Life as a kir-lanan is relentlessly harsh. They exist only to kill,
to breed, and to learn how to become: better at killing. Both male
and females are treated equally in Kir-lanan society, This is 2
meritoceacy, The strongest rule, no matter who they are.

Maost kir-Janans wander about the world in wings of two to
five credtures, These wings rarely have a stable roster, with kir—
lanians joinigg dand leaving as the mood suits chem. The leaders
aof these wings are chosen by combat, and those who are not the
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leaders constdntly jockey to be in the fight position to chatlenge
the leader the moment she leaves hersell volnerable. Wings of
kir-lanans mount- their cpcrations out of breeding grounds
known ws-rookeries, At certain times of the year—based on a
schedule of which only the kir-lanans are aware—individusl
members of a wing leave their fellows and travel back o their
roakeries to breed, ! :

Other than the members of these wings; there are two others
positions in kir-lanan culture: the valrak and the kivar. Both of
these vocations stand outside the traditional structure of the
wing, allowing the valraksand kivars to'aveid the nermal rivalry
for leadership that cawses so many of the wings to waste time 2nd
energy on intérngl struggles. The sttention of the kir-lanans
would be better spent on taking the battle to the believers, and
it's-the duty of the valraks and kivarsto help direct this.

The word “walrak® means “eve” in the guttural kir-lanan
tongue. These creaturss travel around Facrdn individeally,
watching the native peoples and learning everything they can
about them and their rich and complex history. By doing this,
the valraks free up the others to cause as much destruction as
they can, while the valraks scont out new victims and locations.
“Bavar,” on the other hand, means *voice” The kivars are a com-
bination of morale officers and strategic planners for the kir-
lanans. Although they spend most of their time in the field,
exhorting the wings to attempt greater and mare terrible acts
of destruction, when back at the rookery the kivars gather to
shsorh and discuss the mfoarmation harl:en:—d by the valraks,
They use this to guide the kir-lanan campaign against the gods.
Kivars also aré the ones who negotiate temporary alliances with
other groups of people whe are less devoot m their worship of
the gods Of course, once these allies have served their purposes,
they are to be merdered as well, but the kivars are willing to let
them serve their purpose for 2 time.

Wew Kir-lanzns gre born in these rooketies and raised by the
kivars. Once they are one year or 5o in age, they are released into
the wild-and sent to jein up with & new wing or to reinforce an
old one. No one koows what happens to kir-lanans as they get
older. The cldest ones arc only 15 vears old, and many of those
who were part of the race’s creation have been killed off by
either their intended victims or in leadership chellenges.

Language and Litérucg

Kir-lznans speak their own harsh language (Ku-lanan) and
Commen. When speaking with each other, they stick to Kir-
lanan, but they nse thickly acceated Common to converse with
everyone else. Some valraks actually pick up several other lan-
guages (it's hard to learn a great deal about = prople whose lan-
guage you don't understand).

Kir-lanans don't normally alk a grear deal. They prefer
action to words. E

All kir-lanans are literate, except for barbarians.

Abilities and
Buc_ml feQtrures

Kir-lanans have the following racial traits:

= 4 Berength, +2 Dexterity, -1 Wisdom. Strong and fast, hr—
lanans don't bother much with keeping in touch with! the
war]d arsand them. They usually prefer the dircct appreach to
most. problems,

Medimm-size: As Medinm-size crémturcs, kir-lanans have no
special bonuses or penaltics duc to their size

Kir-lanan land speed s 30 feer, Their [y speed is 90 feet, with
good maneuverability.

Darkvision 60 feet.

+3 patural armar.

+# racial banus on Hide checks,

Proficient with all sunple weaponis-and light armor.
Monstrons Homanoid Hic Dice: A kir-lanan has 438 racial Hic
Dice, A kir-lanan character receives the maximum hit points
for her first monstrous humaneid Hit Die and rollz her other
menstrous humanod Hit Dice normally, She rolls all Hit Dice:
(rom class fevels and does norantompateally get maximum hit
points on her first class-fevel Hit Die. A kir-fanan’s racial Hit
Dice also provide a =4 base sttack bonus and saving throws of
Fort +1, Ref' +4, and Will +4-Kir-lamans with class levels add
their class attack- bonus and saves 1o their racial attack bonus
and saving throws. \

Monstrous Homanoid Skills A kir-lanan's monstrous
humanced Hit Dice grant her skill points cqual to (2 + Int
modificr, minimum 1) %7. Clags skills for these skill pointsare
Escape Artist, Hide, Listen, Move Silently, Spot, and Use

Magic Device. A kit-lanan does not ger the x4 multiplier for

skill points acquired from her first class level,
Monstrons Humanoid Feats: A Kir-lanan’s monstrous
humanoid Hit Dice grant her 2 feats A typical kir-lanan
chooses Flyby Attack and Weapon Foeus (law) A kir-lanan
with class levels gains Feats hased on her total Hir Dice, us
shown on Table 2 in the Introduction.

Natural Ateacks: A kir-lanan can attack with 2 claws, dealing
1d4 points of damage each. A kir-lanan can.attack with 2 cne-
handed weapon ar her normal attack bonus and make a claw
areack az a secondary attack (-7 penalty on the sttack roll, and
half Strength bonus on the damage rolll

Negative Energy Touch (Su Three timies per day, a kir-lanan
can use 3 touch attack similar to the child foech spell 17 shie hits
with a meles touch attack, she deals 246 points of damage and
1 point of temporary Strength damage. A Fortitude save (DO
17+ Cha modifier) negates the Strength damage. The kir-lanan
heals the same number of points of damage a5 she deals with
thiz attack, although she cannotexcesd her normal maximum
hit pents. The kir-lanan can use this power in comjunction with
a claw attack, but she miust hir with @ mclee atrick to doso. She
degs aot regain hit points for the claw damage she deals

Ray of Enfechlement (Spk Three times per day, & kir-lanan
can use'ray of enfeeblentent as if the spell had been cast by a
4ch-level sorcerer.

Rebuke Undead (Sut A kir-lanzn can rebuke or command
undead three times per day as an evil cleric with as many levels
as the kir-lanan has Hit Dice.

Harmed by Positive Encrgy: A kir-lanan suffers damage Fram
caire wounds spells, holy water, and blessed weapons just as if
she were undead. Conversely, she s healed by dmflict seenmds
spells and other apphications of negative energy. Kir-lanans
are not undead, but their bodies are infused with negative
energy, They cannor be turned, but they are uncomfortable
around such displavs and usually seck to avoid & turming
cleric anphow,

Soulless: Wir-lanzns cannot become cleries, driids, or palading
and they tannor use positive cnergy of any kind. They cannot
ever use divine magic. They may become rangers; bue they
never gain that class's spellcasting abilities, A kir-lanan bard,
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however, ean learn infiiey swoumds spells instead of core
woands spells. Since kir-lanan don't have souls, they can only

just like an oursider.

Automatic Languages: Kir-Lanan, Common. Bonus Lan-
guages: By region.

Favared Class; Fighter,

Level Adjestment; +4 Due to her 4 racial Hie Dice and her
supernatugal and spell-like abilities, = kir-lanan hus-an effec
tive character level of 8 plus her class levels. Thus, a Teh-level
kir-lanan fighter would have dn FCL of 17, 3ee Table 1 in
the Introduction.

-

_ KIr-Lanan
= Muglc and Lore

Kir-lanans have no special racial il
spells of their own, As spell- =
casters, kir-lapans can oanly ﬁf‘-
manipulate arcine—never | B8
divine—magic. They prefer 1§
spells that destroy and corrupt
the soul, particelarly necronan-
tic spells. As creatures of nega- |
tive energy, they have an
affinity for death magic.

KIc-Lanan
peities

Kir-lanans have no deities, although
some kivars advocate striking a tem-
porary afliance with worshipers of
Shar, They- appreciate this. god’s
desire to wage war on the other gods,
so they feel thet they could
work together for as long as
their interests comncide. Once the

next target on the kir-lanans’ list.

Kir-langns Hate all the gods and the people who worship thém.
They have some tolerance For those who simply pay lip sefvice
ta the gods, but - the end the kir-lanans wanr to murder these
peaple too: People who rencunce the gods entirely might be able
ta work with the kir-lanans without fear of betrayal, bur by
downg- so they pur their souls in-mortal peril

relations with other races

Kir-lanans want to-kill evervone, They don't particularly target
one race over another. However, the more piousa person is, the
more Likely it is that he may Fecl the Kir-lanans’ wrach, Picty 15
measured by a character’s observations of religious rites and real
in his deity’s service, not his alignment. The valraks take this
mto account when they report their observations and suggest
possible victims for kir-lanan wing raids. I cases in which the
valraks report a particularly mnportant target, the Eivars can
sometimies coordinate 3 multi-wing attack, bringing dozens. of
kir-lanans to hear an the problem at onee-

be bedught back from the dead with.a wwish or mirache spell,.

ather gods are gone, though, Shar is sure to be the  Lisardfolk warrior
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Lizardfolk

Regions: Chessenta, Chondalwood, Cholt, Take of Steam, Nelanther
Islcs, Vilthon Reuch, Western Heartlands.

Racial Feata Rapid Swimming, Survivaor.

Racial Hit Dice: 248,

Level Adjustment: +1

Living mostly in the marshy areas of Faerin, lizardfolk are
large, scaly humanoids-who are savage maraud-
ersand scavengers. They have notraditions for
culeivating food, so they arrange their medls
“ by cither hunting prey or raiding the larders
\  of others
Lizardfolk grow to between 6 and 7
. Feer tall, and weigh berween 200 and 250
pounds, Their scalesrange i color from
dark green to gray to brown. Their
thickly muscled tails run from 3 to'4

feet long, Most nonlizardfolk have a
very hard time telling the difference

hetween males and females, but the

lizardfolk have no such troubles,
of ‘cotirse,

Lizardfolk young. are hatched
from eggs, which are carefully pro-
#  tected in the tribe’s lair. This s uso:

< _ ally hidden deepan & swamp, but
abeut a third-of the time it's
an.air-filled underwater eave.
Hatchlings grow to mathrity
within ahaut ive years, Lizard-
folk have been known to live s
long as 80 years, although it's
common for the males to dic in

combat long before they reach
stch an angost age.
In Faerin, lizardfolk #re
found snywhere there are temperaté or
warm marshes and swamps, This:includes the Deep-
wash, the Floeded Forest, the Marsh of Chelimber; the Marsh
of Tun, and Bethild; the'Grear Swamp- A large population of
lizardfolk is also found in the Lizard Marsh, despite the rela-
tively cold climate of the Sword Coast,
Lizardfolk have the same life expectancy and age categories
as humans.

Y

IIiSTGI‘III

Lizardfolk don't have anything in the way of & written histary,
They claim thar they were among the first of the humancid
races and that all the weaker, more civilized races evalved from
Tizardfolk who left the swamps millennia aga The lizardfolk
look dowe on the other races For this reason; sécing them as
weaklings who could not endere the rigors of life in the swamp:

In fact, there seems no reason to doubt thar hzardfolk arean
offshoot of onc of the Creator Races, the Tnng-vaﬁ'ui?lcd SHUTTETIS,
gnd that thews 15 2 very ancient culrure, They have lived -
much the sime fashion they do now for time oot of mind, since
long beforé any on the interloper races arrived on Taril
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outlook

Lirardfolk mostly assess everythang in terms of whether or not
it i good to cat. They have no use for money or jewels They
fazhion their own crude weapeons from rocks, trees, and plants
found in their wetland homes, If something might be worth
eating, it immediately captures the interest of the lizardfolk.

Otherwise, it is not worth bathering with.

Growing up in 2 hzardfolk ceibe is hard. The young arc often
hungry, as they are only giving the leavings of the meals the
males capture once the adults are done with them: They often
subsist on edible plants found nearby the tribe’s lair, Lizardfolk
are ommverous, although they have 2 strong: preference for
meat, and they lind human flesh to be the tasticst of all.

Most lizardfolk don’t carc much about strategy or tactics
They are cunning hunters, but in battle they simply rush thew
foe and try to overwhelm him with their superior strength or
by force of sheer numbers: When the lizardfolk are attacked,
however, they use their $kill as hunters to lay spares, pitfalls,
and ather traps for those who pursue them. Simple bur deadly
traps such as these protect many lizardfolk lairs

Lizardfolk sometimes leave their homes to hunt for larger,
more formidable prev. Others wish to learn more-about the
world beyond the swamps, so thar they can report back to the
Teaders of thew tribes: While hizardfolk aren't evil by nature,
they are savage, and they have a difficult time assimilating into
Faerinian society. Most don't even trysThey are there tolearn
about the softskins and perhaps to teach them a thing or twe
about how real people—lizardfolk, that is—live

LizaRDFOLK CHARACTERS

Lizardfolk live close to the land, taking all the blessings that
nature has to offer them, For this reason, a lizardfolk’s favored
class is druid. They also have many barbarizns and figh!:'r:- i
their tribes, and the occasional cleric or twa,

Lizardfolk society

The lizardfolk have a patriarchal society. The strongest member
of the tribe rules over the others by virtue of his power alone.
Most are wise enough to resognize this power, so challenges only
happen infrequently. When they do; they entively disrupe the
life of the tribe until either 2 new Teader has been sstablished or
the old one has reaffirmed his position.

Lizardfolk females concentrate on hatching eggs and rais-
g the hatchlings. It 15 also their job to mamtain the tribe’s
camp. Sometimes this is little more than bits of wet plants
the lizardfolk use for beds, but some tribes Mashion crode hots
and muke and use shields and weapons. Some have even learned
to use the weapons they have steipped from the bodies of
earher prey.

Mothers watch over their hatchlings closely. In this, they
have the help of all female members of the tribe. The hatch-
“lings are often hard to handle, prone to wanderimg out of the
camp and into the wider swamp. At any time,-there are half as
many hatchlings as there dre adults, In & typical camp of 150
lizardfolk, about $C are adult males; 70 are adolt females, mu.l
$0 are harchlings.

Asdizardfolk age, they slow down. Over the ageof 60 or s,
they do not care to do moch more than lic on & warm rock and

hask in the sun. When these creatures dic, they are consumed by
the rest of the tribe at a ceremomal wake, their flesh becoming
pare of the tribe both literally and figuratively,

When wandering ouatside their marshy territories, most likard-
folk work in small groups of two to three, On rare oceasions, one
cans be found rraveling alone. Wormally, though, lizardfolk fecl
the mced to have at least one other lizardfolk with them to
remind them at all times of wha they are. Otherwise, they fedr
that they might be seduced by the civilized ways of the outsidc
world and never return home.

Language and Literacy

Litardfalk speak Draconic. The more intelligent ones sometimes
pick up Common, the betrer to frighten poteptial prey. Mare
rarely, they learn languages like Dwarven, Ebven, Goblin, Orc,
or the language of neighborirg home regions, depending ‘on
where they live,

All lizardfolk are illiterate, except for those who have 4
player character class other than harbarian. - .

Abilities and
racial fFeatures

Lizardfolk have the following racial traits

v 23 Str:ng:h, +2 Constitution, -2 lnte]hgﬂl.:e Strong and
hardy warriors, lizasdfolk place httle value on the accumula-
tian of knowledge.

s Medinm-size: As Mediomsize creatures, lizardfolk have no
special bonuses or penalties doc to ther size

* Lizardfolk land speed is:30 feer

= Darkvision 60 feet: :

* +¥ natural armor.

* Proficient with all simple weapens, shields, and barbed darts.
Lizardfolk wsually stick to weapons they can fashion out of
available materials;

* +4 racial bonus on Balance, Tump, and Swim checks,

» Humanoid Hit Dice: A hzardfolk has: 2d8 racial Hit Dice- A
lizardfolk character receives the maximum hit pomnte for his
first humanoid Hic Dic and rolls his other humanoid Hit Dice
normally. He rollsall Hir Dice from class lovels 2nd does not
automatically ger matimum hit poines on his firste class-level
Hit Die. A lizardfoll’s racial Hit Dice also provide 2 +1 base
attack bouus and saving throws of Fort 0, Ref +3;and Wil
+0, Lizardfolk with class Tevels add their class actack bonus and
save bonuses to their racial aetack and save boauses.

» Humanosd Skills A lizerdfolk's humanowd Hic Dice grane him
skill points cqual to (2 + Int medifier, minimum 1) x5, Class
oskills for these skill points are Balance, Jump, and Swim, A
lizardfolk docs not get the: ¥4 multipher for skill points
‘acquired from his first chass Jevel.

+ Humanowd Fests: A hrardfolk’s humanoid Hic Dice grant him
one feat. A typical lzardfolk chooses Multiattack, A lizardfolk
character with class levels gains feats based on ‘his total Hit
Dice, as shown on Table 2 in the Iutrod_u:tm

« Warural Artacks A lizardfolk can attack with 2 claws and a
bite; The claws deal 1d4 points of damage, and the hite s a sec-
ondary attack (= penalty on the attack roll, and half Strength
bonuson the damage roll) thar deals 1d4 points of damage. A
lizasdlolk can attack with a weapon at his normal attaek bonus,
and make either a bite or a claw attack as & sccondary attack.
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* Hold Breath: A lizardfolk can hold his breach for 4 number
of rounds equal to 4 x Constitution score before he & at risk
af dedwning.

= Auneomatic Langopages: Draconic, home region. Bonus' Lan-
guapes: Common, by region.

= Pavored Class: Draid :

» Tevel Adjustment: +1. Due to his racial Hit Dice; his natural
artacks, and his racial skill boruses, a lizardfolk has an effec-
tive charagter level of 3 plus his class levels, Thus, a 3rd-level
lizardfolk druid would have an EEL of 6. See Table 1 in the
Intmd uetion.

rLizardfolk peities

Lizardfolk worship Semuanya. Their clerics don't have true shrines
or sacred places, or hold regular services. Instead, they function as
shamans, bringing the blessings of Semuanya to the god's people
whenever they are cailed upon. The god of the lizardfolk'is a source
of grest pride for these creatures This deity works hand in hand
with nature, which helps to'explam the great number of lizardfolk
druids about. These who grow up worshiping Semuanya find it casy
to mike the leap to worshiping nature itself,

relations with other races

The only relstion most ii.z.hrdfulk hitve with-other races is that of
hunter to-prey. The smore civilized lizardfolk realize that the other

races may have something to teach them, and they are willing to.

parley with them-—at least as long as their bellies are full. Lizard-
folk on empty stomachs are notoriously difficult to reason with,

vizardfolk equipment

Lizardfolk use a limited number of weapons, preferring to stick
to tools of war they can fashion by hand from readily available
materials. They do have one weapon unigue to their race, how-
ever; the barbed dart (sec the appendix).

ANIMALS AND PETS

Lizardfolk don’t rase animals or keep pets. Tothem, such crea-
turesare for stealing, sliughtering, and eating. On fare occa-
sions, lzardfolk drulds use magic to enchant dinosaurs and ride
the mighty beasts into battle,

L’Ycanthro pes

Regions: By huce humanoid race or region.
Racial Feat: Improved Control Shape (see Monster Mannal),
Level Adjustment: Varies, see below,

Lycanthropes aren’t a race, o mochasa group of people whom
all suffer From g common curse. Lycanthropes have the abilicy
to change into animal or hybrid forms, and they sometimes do
so inveluntarily. Any kind of giant or humaneid can suffer
from lycanthropy. In Eaeron, the followmg kinds of lycan-
thropes are common: Werebat, werebear, wercbodr, werecats,
werecrocodile; wererat, wereshark, weretiger, werewalf, and the
clven lythari, a special kind of werewsolf, Each of thess lycan-

thropes can transform from its normal humanoid ferm to that
of a particalar animal or 2 hybrid form that is 4 crpss between
the humanoid and the animal forms. =

In their humanoid Forms, lycanthropes are cssentially the
samme #s they ever were. While their chances to dic a violent
death have likely increased greatly, their natoral lifé expectancy
15:the same as it was before-they became lycanthropes: Their
height, weight, and other physical features are unchanged as
well, In their animal forms, lycanchropes appear to be of an age
proportional to their human forms, In other words, an eldecly
human wercwolf in her wolf form looks like an ;:I&crl}- woll,
despite the fact that & real wolf her age wouIci have long been
dead,

There are, n fact, two kinds of ]}I:anthmpcs those who have
eontracted the condition as a curse (afflicted lyeanthropes), and
those who were born with it (natural lycanthropes) The child of
& natural Iycanthrope is always a natural lveanthrope, but the
child of an afflicted lycanthrope is a normel example of his or
her race until puberty, at which point there i a 70% chance that
the child manifests lvcanthropy as'a natural lycanthrope.

Lycanthropes, have the same [ife expectancy and age cate-
gories as characters of thewr base race, |

HiSTDI‘l‘J

Lycanthropy sppears to have been 2 plague on Facrin since it
garliest ddvs. Some say thar Malar, the Besstlord, created the
First lycanthropes (rom barbaric human eribes thousands of
years ago in order to-dnfuse the race with the feral cunning and
strength of the predatory animals they admired. Others believe
that lycanthropy was a gift of che godidess Selane to human chil-
dren orphaned in the dangerous wilds, a blessing to help them
survive. From these ancient hunins, old Ivcanthropic bloodlines
have descended through the ages, few in number but scattered
through all the wilderness of Faerin.

Lycanthrapes have ng real ragal history, since thl:n‘ story is
the story of an individoal here, a famaly there, or more rarely
a pack of bloodthirsty maranders in another place. While evil
lycanthropes have slaughtersd wholé villages on eccasion, and
goad lycanthropes have valiantly defended the homes of the
nnocent agzinst evil raiders, lvcanthropes have never assembled
m numbers greater than a Few dozen; founded citics, or raised
kingdoms.

While most'of Facrin's lycanthrope bloodlines run in other.

wise human folk, lycanthropes of other races are not impassible:
Orc werchoars-and goblin werewolves sometimes hecome fear-
some champions of their tribes: Elven werewolves known as
Iythari are a race of ndtural lycanthropes whose origins go back
tos the first elven explorations of Faeriin, and the good lythari
have lived ameong the moon elves and waad elves for thewsands
of years,
. Rumor has it that @ number of now kinds of lycanthropes
have heen found i Faerim since the Time of Troubles. There
have been scartered reports of werchison, weredogs, weredol-
phins, wereleopards, wereowls, and werepanthers,

outlook

A lycanthrope’s outlook 5 wsually based wpon its life in :.1;3
humandid form. However, there dre some gencralizations that
can be made,
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Tagre 9=—1: LycanTurope TBAITS

Mame

Lythari

Werchat
Werebear
Werchoar
Werecrocadile
Werzrat
Wereshark
Weretiger
Werewolf

Animal Animal
Form HD BARB -
Woll d8 +1
Dire bat 448 +3
Brown bear .  6d8 -4
Boar 3d8 +2
Crocodile 3d8 +2
Dire rat 1dg +0
Large shark 748 ¥
Tiger 6da +
Walf 248 £1

Animal

Animal

Basc Saves

Fort +3, Ref +3, Will +0
Fort +4, Ref +4, Wil +4%
Fort 7, Ref +5, Will +2
Fort +3, Ref +3, Whll <1
Fort +3, Ref +3, Will £1
Fort +7, Ref +2, Wil +0
Forr +7, Ref +7, Will +2
Fort +7, Ref +7, Will +2
Fort +3, Ref +3, Will 40

TAaBLE Y—Z2! LYCANTHROPE FEATS AND SKILLS

Wame

Lythari
Werehat
Werehear
Werehoar
Werecrooodile
Wererat

Wereshark

Weretiger
Werewolf

Matoral lycanthropes rarely have a problem with their lycan
thropy. They view their “curse™ as'a gift These folk realize that
their lycanthropy makes theny special, and many of them take np
cireers a5 adventurers. IF lycanthropy is feared or reviled in their

Animal

Feats

Track, Weapon Focus (bitg]
Alertness, Stealthy
Endurance, Ran, Track
Alertness; Tonghness

Alertness, Skill Focus (hide)
Alereness, Weapon Finesse (hite)

Alertness, Great Fortitnde,
Improved Initiative

Alertness; Wenpon Focus (bite; claw]

Track, Weapon Focus (bite)

Skill

Foints

{2+ Int mod) x5
(2 +Int mod) X7
{2+ Int mod) =%
(2 + Int mod) 26
{2+ Imt mod) %6
1+ Int mod) =4
{2+ Int mod) x10

{2+ Int mod) =%
{7+ Int mod] xF

Animal or Hybrid Form
Ability Score Adjostments
Srr +%, Doy +4, Con +4
Str 6, Dex +12, Con +6
Str +16, Dex +2, Con +8
Str <4, Con +6

Ser +8, Dex +2, Con +6
Dex +6, Con +2

Str +6, Dex =%, Con +1
Str +12, Dex +4, Con +6
Str « 2, Dex +4, Con 14

Alignment
Chaotic good
MNeutral evid
Lawful good
Neutral
Newtral ovil
Chaotic evil
Weutral evil
Neutral
Chaotic evil

Animal Class

Skills

Listen, Spot

Hide, Listen, Move Silently; Spot
Listen, Spot

Listen, Spat

Hide, Listen, Spot

Hide, Listen, Move Silently, Spot
Listen, Spot

Hide, Move Silently, Swim
Listen, Spot

humanosd cultore, they may feel some.shame for being so dif-
ferent from those around them, but they rarely if ever wish to
be “curcd™ of thelr condition. Natural lycanthropes of evil align-
¢ ment revel in their feral nature, and view themselves as stronger

Feretiger

Fererat
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“Lycapthrope® i 2 template that can be added to any
humanod or gant {referred to herealter as the “character™)
Becormang 2 lycanthrope & very much like multichissing as an
animal and gaining che appropriate Hit Dice..

* Bize and Type The charactess type does not change, but the
character gains the shapechatiger subtype. The lvcanthrope takes on
the characteristis of some creature of the Animal type (referred o
hereafter a5 the “animal™L This can be any predutor, scavenger, or
omnivore whose size s within one stepof the hise creature’s sive
(Small to Large for & Mediom-size hase charaeter ) Lycanthropes
ean also adopt 2 hybrid shape that comibmes features of the chir-
-acter and the animal-A lyeanthrope’s hybeid form s the same size
%5 the ammal form or hase form, whichever is larser,

-Hit Dice and Hit Points: Same as the character plus those of

the animal. To calculate total hit points, apply Constitution
mpdifiers according to the score the lycanthrope has in cach
Form. For example, 2 bmmaa commonst with ¢ Constitution
score of 11 as 2 humar’and 2 Constitution score of 15 as a wolf
Bz 134 plus 2d8+4 hit points,

Speed: Same as the character.or animal, depeuuimg on which-

form the lycantheops i is using,
i~ " AC: The character's natural armor increases by +2 in all
forms. In hybrid form, the Iycanthrope’s natural armor bonus
s cqual to the atural srmor bons of: ‘her animal form or her
base Fortn, whichever is better.
Base Attack: Add the base artack.ﬁr the animal to:the hase
attack for the character.
Attacks Same as the character or animal, depending on
which form the lycanthrope is using, A lycanthrope in hybrid

{orm pains 2 claws and. a bite for aatural artacks These deal

‘damage based on the hybrid form’s sizc:
: I : :

“Hybrid St

Claw Rite
Smajl 1d3 1d4
Medium 1d4. - “F =144
Large : 1ds 1d8
Huge L L . 2dg

A hybrid may attack with a weapon and a bite, or may attack
with her natural atticks The re attack of -2 hybrid s a2 sec
endary atrack; bot does not penalize the character's attacks
with any weapons she wields or her claws.

- Pamage: Same as the character or animal, depending on
whicle form the lycanchrope is vsing.

Special Attacks: A tycanthrope retaing all of the special
attacks of the character-er animal; dcpicnﬂj_ng on whith form
she a5 wang. The homanesd: and-hybead forms de rot gain any
special attacks of the animal form. A lycanthrope spelicaster
cannot cast spells with V, 8, or M components in anima) form,

“or spells with V composicnss in hybrid form.

Curse of [ycantbropy (S Any humancid orgiant hit by «
nitural lvcanthrope's hite attack o animal or hybead form muost
succeed at @ Fortitude save (DG 17 or conteact lycanthrapy, IF
the. victim 5 net within one size category of the lycanthrope
(Forexarmple, a hll gant bigten by a wererat], the victim cannot
eontract lycanthropy from that lycanthrope. Afflicted [rean-
thropes cinsnot pass on the Curge of Lycanthropy.

the LI}Cﬂn‘l‘hFDpﬂTﬂmplﬂTﬂ

————

Mmwor Racres
———

=

Special Oualitics: A lycanthrope retains all the special qualis
ties.of the character and the animal in all forms, 'and also gains .
those listed below. ;

Altermate Form (8ot A lycanthrope can shift into animal
form-as though wsing the palymerpd spell on jwself, though her
gear is not affected, she does not regain hit points for changing
form, and only .ﬂ": specific animal f'nrrr! listed for the Iycan-
thrope can be assumed. She does not assume the ability scores af
the anfmal, but mstead adds the animal's physical ability score
modifiers to her own abihty scores. A lycanthrope also can
assume a fipedal hybrid form with prehensile hands and ani-
malistic featiires. Changing to or from ammal or hybrid formas
i s:a.n:lar:l action. A elain Iycanthrope reverts to her humanoid
form, although she remains dead. Separared body parts retain
their animal form, Afflicted Iycanthropes fnd this ability diffi-
cult to control {sec Lycanthropy a5 an Alfliccion, Jbelow), but
natural lyeanthropes have full control over this power:

Damage Rediscrion (Ea): A lvcanchrope in aninsal or h!-bnd
forny gains damage reduction 10/sthver.

Lycantbroptc Empathy (Ex): In any, form, lycanthropes can
communicate and empathize with-normal or dire amimals of
their animal form. This gives them a +4 racial bonus to checks
when influencing the anmmal’s attitude and allows the commu-
mication of simplé conceptsdnd Gf the amimil i friendly) com-
raaids, such a8 “friend;” “fog” “Mlee™ and “attack.”

Logdight Flivnoe (Ex) The lycanthrope gamns low-light
vision in-any form,

Seene (Exk The lycanthrope gains scent i any form,

Base Saves: Add the base saves for rhc animal te the base
saves for the characte.

Abilities: &1 Ivcanrhropes gain +2 to Wisdomh. I addition,
when in animal or hybrid form, & lycasthrope’s physical ahilisy
SeoTes Improve, a8 set out imTable 9-L These adjustrments gre
equal to the animal’s: normal ability score =10 or =11 For
example, 2 wére-crocodile (Ser 19, Dex 12, Con 17 would add
Srr +8, Dex +72, and Cont +6 to her normal abilicy scdres whern
she akes crocodilé of hybrid form.

Iraddition, the lycanthrope may also gain an additional abjj
ity score inerease by virtue of her extra hit dice.

Skille: The lycanthirope gains skill points-equal to (2 + Int
modifier, minimum 1) per Hit Die of her animal form,as i
she had multiclasted into the animal type. (Animal is never her
first Hit Dic, though, and 5h§: docs not gamn quadruple skall
pouts fior any animal Hit Die.) Any skil} listed 1o the animal
description 158 class skill for the lycanthrope’s animal levels: T
gny form, thé lveanthrope retains any racial skill bonuses of
the hase character and of the animal, although conditional skl
bonuses, such as a weretiger's camouflage bonus te Hide checks,
only apply in the dssociated form. '

Feats: Add the animal's feat: to the characrer’s. If this
results in the lycanthrope having the same feat twice, the
lyeanthrope gains no benefit unless the feat normally ean be
taken more onee, in which tase the duplicared leat works as
noted in the feat description. This may grant the lyvean-
thrope more feats than acharacter of her total Hit Dice
would otherwise be entitled to. Any "extra” feats are gamncd

as bonus leats, | > kit on gt B -
o on page [
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and mere fit’ than their normal fellows. Their strenpth gives
them the right tomurder, plunder, and terrorize an} who are toa
weak to defend themselves.

Afflicted lvcanthropes are often horrified to find thar they
haye contracted the condition. Waking up covered with blood
and @ cenvenient case of amnesia is bad enongh. To learn that
this i a situation that is going to repeat wself thrée nights every
mouth for the rest of your fife.can be nearly intolerable. Most
sach people try to find a cure as quickly as possible. OF course, not
eviryone has access to helladonna—which must be taken within
an hour of the attack anyhow—or to a high-Jevel spellcaster who
can remove the condition.

The worst part for 4 cursed lycanthrope is thar any voluntary
change into an ammal or hybrid form immediately changes the
hemanoid’s alignment to that of the lycanthropic form. Tf this
differs from the character's current alignment, it can be a jarring
shift, and the larger the shift the worse it is on the charseter, It's
hard for a paladin-werewolf to rémain  paladin for long in the
face of the seductive lure of giving inlro his feral side

Omee a character’s aslignment 5 in accord with that of her
animal shape, thouph, the afflicted lycanthrope comiés to'terms
with her curse. The bactle between the two:sides of her personal-
ity—her humanoid and her anumal selves—is over,

Most lycanthrope adventurces arc loners. They may join
band of fike-minded adventurers and even work wich them for
several tendays at a time. Once that full moon rises, though, they
disappear in search of & place to be by themselves. They know all
too well that many people are not fond of lycanthropes; so they
take great pains to conceal thewr true natuee,

LYCANTHROFE CHARACTERS

A lycanthrope’s humanoid form determines her class Many
cursed lycanthropes were adventurers to begin with, since these
are the sorts of people mest Likely to have the kinds of encoun-
ters: that lead to such troubles. ' the lycanthrope wasn't an
adventurer before, she is likely to become one now. Entire chap-
ters of an adventurer’s saga can be written about her quest to
find some way to have the curse removed, even if the seary's pro-
tagonist was once @ simple commuoncr who just happenad to be in
the wrong place at the wrong time.

4 *—

continued from page 144 2 f i

It's possible that the lyfa.uﬂjmpa:ulmnt meet the prerequi-
sites For a1l her feats when in humanoid Form. When this occurs,
the Iycanthrope still has the feats, but cannot use them when in

homanoid form (see Prerequisites in Chaprer 7 of the Player's %

. Handbook) Lycanthropes receive Tron Will as a bonus feat,

Climate/Terrain: Any.

Organization: Solitary or pair, sometimes family (2-4], pack
(6=107% or troupe (Tamily plus refated animals)

Challenge Rating: By class level or base creature, as miodified
below:

Animal form of 1t 2 HD: 42

Animal form of 3 HD to ¥ HD: <3 .
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Lycanthrope society

Narural lycanthropes often come from a family of lycanthropes
who have passed the “corse™ down theough the generations, They
are usmally careful to conceal their true nature from people they
don't know very well, since there are many non-lycanchropes
who believe that the only good lycanthrope 152 dead one. Chil-
dren of matural lycanthropes can start to s.h,iqz,,r; farm on the
first foll meon after thewr berth,

Afflicted lycanthropes rarely have any kind of society or
family to support them: Unless they are found by the lycan-
thrope who bestowed the curse on them in the first place, many
afflicted lycanthropes never meet another of their own kind.
Tivil Tycanthropes have becn known to carelessly spread their
curse in order to create a pack of followers. OFf gourse, if the new
Iycanthropes are less than thrilled about their affliction, this
strategy can easily backfire,

Lycanthropes age, hecome edults, and die just like anvone else
of ther humanoid race. Their animal forms sges proportionally
with the humanoeid forms A young lycanthrope becomes 2 young
animal. An clderly Iycanthrope who can barvely walk finds herself
in the same siteation asan smmal

Again, lythari - are the exception. Lythari are almost always
friends with each other to begin with. They often run in a pack
together, and are usually revered by other elves as creatures of
powerful magic,

Lunc;uugc and Lil“ﬂfﬂ(';llT

A lycanthrope speaks whatever languages are commen to her
humaneid form. She also can communicate emparhically with
normal or dire animals of the same fﬂrm as her lrcanthropic
animal shape.

A lycanthrope’s iteracy is determined by her humanoeid form,

Abilities and
racial fFeatures

Refer to the Lycanthrope Templdte sidebar for details on creat-
ing lycanthropes Lycanthrope characters possess the following
racial traits,

Animal farm of 6 HD 10 10 H1: +4

Animal form of 11 t0 20 HIX +F

“Ammal form of 21+ HD: 46 .

Level Adjustment: Same as the chirdcter, +1 (afflicted)} or
+1 (matural), In addition, the character’s effective cheracter
level is increased by the racial Hit Dice of the animal form.

* Treasure; Standard

" Alignment: Any (see thy Curse of Lycanthropy, f:nr.-lun»'l.l\»J
Naoble creatures such as Bears, cagles, or lions tend to prodice
good-aligned dycanthropes. Sinister crestures such as rats,
snakes, or wolves tend to produce cvil-aligned lycanthropes.
This is & reflection-of how these animals are perceived, not any:
mpgte quality of the animal itself, ,

Advancement: By characrer class.
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« Wisdom +2 i all forms. In-addition, the Tycanthrope's phys:
cal ahilities are increased by the animal form’s ahility modi-
fiers when the lycanthrope changes to her hyvbrid or animal
forms. See Table 9-1,

= Bize as per the base character or creature {or by the znimal form)

+ Low-light vision in any form. 3

* Beent i any form.

* Racial Hit Dice: A lycanthrope-adds the Hit Dice ‘of her
animal fogm to her base Hit Dice for race, level, and elass
This modifics the lycanthrope’s base attack and base saving
throws accordingly. See Table ¥-1

+ Racial Skills: A lycanthrope adds skill points for her animal

Hit Diee much as i she bad multiclassed into the animal type,
See Table 9-2, Lycanthrope Feats and Skills. She gains skill
points equal to (2 + Intelligence modifier, mnimum 1) per Hit
Die of the apimal form. Any skills that appear in the animal
description are treated as-class skills for the Tycanthrope’s
animal levels The lycanthrope’s maximum skill ranks are
equal 14 her animal Form Hit Dice + her racisl Hit Dice (if
any’} + her class levels +3. Any racial skill adjustments of the
lycanthrope’s base race and her animal form (hut net condi-
tional adizstments) arc added vo her skill checks in any form.

» Racial Feats: Add the animal's Hit Dice to the base character’s
own Hit Dice to determine how many feats the character has.
All lycanthropes gain Iron Will as 2 bonus feat,

= Natoral Armor: A lgcmth.rup: gains +2 nataral armor in

any Form.

Alrernate Form. -

Lycanthropie Empathy.

Cuarse of Lycanthropy (natural lycanthrope only),

Dzmage Reduction 10/silver {in animal or hybrid fnrm onlyk

Automatic Languages: As basc creature,

Level Admstment +1 (affficted) or +2 (naturall A naetural

lycanthrope has an cffective character level (ECL) af 2 4

animal form HI + racial HD (f any) + class levels, soa 4th-

level human werehear fighter would have an ECL of 12,

* Favored Clasg As base creature.

faL e ® = w® »
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When & character conttracts lycanthropy throogh a lycinthrope's
bife {see above), nosymptoms appear until the firse night of the
next full moon. On thar might, the afflicted character myolun-
tarily assumes.ammal form and forgets his or her own dentiey,
remporarily becoming an NFC under the DM’s control. The
character remains in animal form, assummg the appropriate
alignment, until the next dawn.

The character's actions during this first episode are dictated by
the alignment of its-animal form. Good-aligned creatures seek to
avold sertlements or travelers and non-natural envirenments,
seeking out wilderness environs. They may hunt the natural prey
of their kind, but avesd ateacking non-evil intelligent creatures.
Fwil creatures seek o murder as many intelligent creaturcs as
possible, often killing their own. family members and friends
They generally seck out places where such victims may be found,
Weuntral creatures seek rémote areas and avoid contact with cvi-
lization, but might attack travelers or other folk abroad.in the
wilderness out of natural feroeiry and hunger, not malice. In any
case, the character remembers nothing about the entire episode
{or subscquent epismdes) unless he suceeeds at a Wisdom check

(DC 15 on awaking, in which case he becomes aware of his lycan-
thropic condition,

Thereafter, the character is subject to mmluntary mh&for—
mation under the full moon and whenever damaged in combat,
He-or she feels an overwhelming rage-building up and must Suc-
ceed at a Gontrol Shape check to resist changing into gnimal form
(5ee Control Shape, in the Mawster Mamnal) Any charscter not
yet-aware of his or her lycanthropic condition temporarily be—:
comes an NPC under the DM's control during an inveluntary
change, and acts as described above.

A character with awareness of his condition retains his iden-
tity and does not lose contral of his actions if he changes, How-
ever, each time he changes to his animal Ferm, he muse make a
Will ‘save (DC 17 « number of tunes he has been in animal
form) or permanently assume the alignment of his animal
form in 4]l shapes An evil lycanthrope who is aware of lis
actions in animal form i not compelled to muorder and kill
mdiscriminately, but he delights in bloodshed and will certainly
seek out opportunitics to slaughter intelligent beings. prefer-
ably these of his own race.

Once the characeer becomes sware of the affliction, he can
now veluntarily attempt to change to animal or hybrid form,
using the appropriate Control Shape DC. An artempt 152 stan-
dard action and can be made cach round. Any voluntary change
to animal or hybrid form immediately and permanently
changes the character’s alignment to that of the appropriate
lycanthrope.

CuanGinG ForM

Changing form is a standard action. If the change 3 involuntary,
the character performs the change on his next turn following the
triggering cvent. Changing to animal or hyhrid form ruins the
character’s armor dnd clothing (mcloding any itéins worn) if the
new farm s larger than the character's natural Form; carried
itets are simply dropped. Characters can hastily doff clothing
while changing, but not armor. Magic armor survives the change
if’ it succeeds at 2 Fortitude save (DC 1) An afflicted character
who is not aware of his condition remains in enimal form until
the next dawn. An afflicted character who 5 aware of his or her
condition {see gbove] can try to resume homaneid Form follow-
mg a4 change (voluntary or involuntary} with a Control Shape
check, but if he Fails his check, he remains in animal (or hybrid)
form until the Following dawn.

Types of Lycanfh rope

Most tvpes of Iycanthropes have special abilitics of their own,
since cach gains the special shilities and racial slull banuses of its
amimal form.

LYTHARI AND WEREWOLVES

Lythari and werewolves have the following special abilities
Trip (Exk In animal form, if the werewolf hits with a bite:
attack, she can artempt to:trip the target as‘a [ree action with-—
out making a touch attack or provoking an attack of opportu-
nity.! If the attempt Fails, the foe cannot try to teip the werewolf |
Skills: Lythari and werewolves gain 3 +4 racial bonus to Sur—
vivel checks when tracking by scent
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WERERBAT

Werebats have the following special hilities:

Blindsense (Ex): In animal form, the werebat netices and
Ibcates creatures and objects within 40 feet. €reatures detected
through blindsense have 100% concealment apainst the werchat

‘unless it can alsosee them mormally. A .rrfmca spell or deafness

effect negetes this ehility.

Skalls: Werebats receive 2 +4 racizl bonos to Spot and
Listen checks. These bonuses are lost if the werebat’s blindsighe
15 negated.

"WEREREAR

Werebears have the following special abilities:

Improved Grab (Fx’t In animal form,if the werehear hits with
a claw attack, she can attemipt to start 4 grapple as s free action
without provoking an attack of epportunity.

Skills: Werebears receive a +% racial bonus to Swim checks.

WERFEROAR

Wereboers have the following specizl ability:
Ferocity (Ex}: In any form, the werchoar continues to fight
without penaley even when diszbled or dying

WERECROCODILE

Werecrocodiles have the following special ahilities:

Hold Breath (Ex} In any form, 2 werecrocadile can hold her
breath for a number of rounds equal to Four times her Constitu-
tion score before she risks: drowning. (See the DuncrEon
MASTER's Guide.)

Amproved Grab (Ex): Inanimal form, if the werecrocodile hits
an oppencnt that is at least one size category souiller than her-
self with her hite attack, she can-attempt to start a grapple asa
free action without provoking an attdack of opportunity.

Skills: In animal form, a werecrocodile gains o +4 racial bonus
ol Hide checks when in water.

WERERAT

Wererats have the following special ablities:

Disease (Ex}. In amimal form; & wererat's late carries filth
fever (Fort save DC 12, incubation period 1d3 days).
Skills: A wererat in rat or hybrid form uses her Dexterity mod-
ifier for Climd checks. Wererats gain a +8 racial bonus to Swim
checks in any form.

WERESHARK

Weresharks have the following special abilities:

Keen Scent (Exk In any form, a wereshark in water detects
creatures within 180 feet. Fxact location i not revealed unles
the wereshark 15 within ¥ feet of the cresture

Blindsense (Ex:t In any form, a wereshark in water notices and
locates -creatures within 30 fect. Creatures detccred through
blindsense have 10086 concealment against the wercshark unless
she can also see them normally,

("
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WERETIGER

Weretigers have the following special abilities:

Impraved Grah (Fxk Tn animal form, if the weretiger hits
with a claw or bitc artack, she can actempt to seart a grapple as
a free‘action without provaking an attsck of opportumty. I she
gets a hold, she can rake

Pounce (Ex} In animal form, if the weretiger leaps upon her
foe during the first round of combat, she can make a full steack,
even if she has already teken & move action

Rake (Ex}k A weretizer i amimil form who gets a hald can
make two rake artacks with her hind legs, each dealing damage
equél to 1dB + Strength modifier. She can attempt to rake cach
round that she grapples her opponent.

Skills In any Form, the weretiger gams a +4 racial bonos to
Balance, Hide, and Move ’Si]mtiy':hacks. I areas of tall grass or
heavy undergrowth, her Hide bonus rises to +8.m animal form,

Lycanthrope peities )

A lycanthrope’s racial deities arc determined by her base race,
Born Iveanthropes usually worship - nature god in their race's
pantheon if there s sach 2 deity, Seline and Malar are also the
patran deities of good and eni] Ivcanthropes, respectively,

relations with other races

A lycanthrope's relations with other races are mostly dererminied
by her base race. However, since the alisnments of most lycan-
thropes are Fairly well known, mest people assume that the
lycanthropé has the same alignment in all of its forms. If they
know of the lycinthrope’s afflierion, they often base their opin-
ions on the lycanthrepe by how clese they are to cach other in
their alignments:

shade

Region: Anauroch
Level Adjustment: <4,

Owver two thousand years ago, the ruler of a Netherese flving
city transported his entire city onto the Plane of Shadow m
order to explore that dim and perilous plane. For thousands of
vears, the City of Shade was lost to human knowledge, but in
1372 DR it abrupely returned to Faerin above the Dire Wood.
Today it soars ahove the deserts of Anaordch, land that was once
& Fertale part of the Empire of Netheril. Why the Netherese—
riow known as the Shadovars-—returned, and what they are plan-
ning, are two mysteries that trooble the rulers of every nation
m Faerdn. Most Fear that selving these vital riddles will provide
them with answers they will not care to hear. Until then, the
Shadovars scheme in secret, theilr true goals 2 mystery to all but
their ruler, the High Prince Telamone, and his twelve sons, the
Princes of Shade,

Wot all Shadovars arc shades; The Princes of Shade decide who
5 to be given such a blessing, wnd they arc stingy with their
Favors, careful to only empower those who are sore to be loyal

‘to them-and their causes. Prospective candidates are stringently

tested for ability, loyalty, and resonrecfulness.
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Shades look just like normal humanoids, although their skin 1
gray to inky black; as are their eves. They arc thinner than most
humans'and they prefer to dress in dark-hued clothes or armaor.
Humzn Shadovars are never made into shades until after they
e have reached the age of majority, There are no such things as
voung shades, and shades who marry produce normal offspring,
Shades have excraordimarily long Lifespans: By trading some
portion of their souls for the stuff of shadow, they extend thewr
lifespans tenfold. Shades created from humans use the following
aging effect chatacteristics instead of the ones in Table 6-F in
the Player't Handbeok:

B

Shade (homnan) 300 #0600 =63% years
i x
; HISTOr Y
A While: the City of Shade was
g trapped ‘m the Flane of Shadow
i for the past two millennia, the
ﬁ High Prince, mest powerfil wizard in
ol the city, struck upen a means of eeansform-
1 ing ‘himself and his most loyal followers into
gﬁf: creatures af shadow. This granted them near-
1 immertality and an ineredible array of
! powers—as long as they were -

shrouded in some kind of 'darkness.
Since: the return of the City of Shade to
= Facran, the High Prince has pursued 2 mysterions
' apcnda thar fow outside the Princes of Shade under.
stand. Some things are clear, however; hike the
fact that the High Prince intends to exter-
minate the phacrimm who still

ey remain in Anauroch after all these
= years This crusade even caused the
%N!J High Prince to lend his city's o
e d power to aid the people of "

Evereska n defeating a recent
phacrimm_invasion, granting. the
¢lvish community @ strange hedfellow
indeed. With the routing of the phaerimm, of
courze, the allance ended, and the Shadovars have
rerorned to their standoffish ways

e,

outloohk

Shades live to serve the High Prince and ther fellow Shadovars.
Most -have grown up i the Ciey of Shade as loval champions of
the High Prince’s regime, While individual shades may have per-
sonal agendas, few conflict wich the purposes of Shade’s rulers
sinee disobedient or disloval Shadovars are not likely to have
been transformed into shades in the first place.

Shades consider themselves superior to all nonshades around
them. Alrer-all, that's what they've been raised to believe from birth
Only the most worthy Shadovars are chosén to become shades

Most shades go adventuring only at the behest of their
superiors. They are normally given specific orders about what
they are to do on such missions. Shades rarely share their troe
reasons for adventuring with any non-Shadovar allies they
may temporarily make. They do not trust those outside Shade,
and any relationships they strike up with strangers afe sare to
be temiporary.

e s
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shade society

Life i the City of Shade fits into a strictly controlled hierar-
chy, The High Prince sits at the top of the hicrarchy's pyraaid,
with his sons—the Twelve Princes of Shade—right below him.
Beneath them, the arcanists (Shadovar sorcerers and, wizards)
stand, with the military next down in importance. At the hase.
of the pyramid, thercare four levels of commaoners, In descend-
ing arder, these are the crafters (skilled laborers, the merchants
(those who diftribute necessary goods througheut the City of
Shade and import and export nceded materials}, the servants
(those who work s personal servants to people above them), and
the‘slaves {whe do the worst of the society™s grunt workL
At the age of ascension (13 years-ald),
every citizen is tutored in basie spell-
craft and subjected toa battery of tests
to determine how his skills can best
serve the City of Shade. Then, at the age
of majority (18 vedrs old) each person
embarks upen the job for which he was
trained: Unless the: persen suddenly
displaysa new aptitude, he works at his
designated career until the day he dies,
These citizens who prove to be sspe-
crlly important and loval are trans
farmed into shades, This is one of the
greatest honors o Shadovar can receive:
Only a small pereentsge of Shadovars
are transformed, and commoners and
low-ranking military of ficers are never
chosen for tansformation.
Qutside the City of Shade, mest
shades keep to themselves. They may
travel gingly of in small groups, but
any -allaanees they make with mon-
Shadovars—which are rarc—are sure
to be alliances of convenience Only a
Prince of Shade or 2 Shadovar officer
of gaptain’s rank or higher cun leave
the City of Shide without an escort,
and such a persom Had' better have &
defensible reason for deing so

Lﬁngu'ugﬁ and Literacy

Netherese is the language of the City of Shade, and all Shadovar
speak it. Those who deal with other Faerdnizns or frequently
travel outside the ¢ity often spezk Common and whatever other
Janguages they might find convenient.

All shades are literate; except for barbarians {not that any
Shadovars could be considered harbarians). -

abilities and
racial features

As creatures of the Plane of Shadow, shades are considered to be
of the aorsider tvpe. Shades must be of a2 nongood alignment.

All'shades have the Following powers when within shadows or
darkness. In well-lit surroundings (daylight or the rads-of &
duylight spell) noncof these powers function.
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» Ability Scores: A shade's Constitution and Charisma. scores
increase by +2.
+ Bpeed: Increases by 20 fr (or 17 ft, if the cheracter wears
© medim or heavy armorl
* Armor Class The shade gains 3 +4 deflection bonus to AC
l » Attacks and Damage: The shade gans o +1 competence bonus
on attacks and damage.
* Saves: The shade gains s +4 Tuck bonus o all sav g throws,
| = Skills: The character gaimns-a +4% racil beous on Listen and
Spot checks, and 2 +8 racial bonus on Hide and Move Silently
| checks. He docs not suffer skill check penaltics due to darkness.

I * Control Light (Spl The shade can decrease the levels of hight

| within a 100-foot radius by a Faeter of 10% per level For
characters and creatures dependent ‘on light to sée, this
decreases the effective range of vision for them by the same
pereeniage: For each 179 decresse in hight, anyone within the
area gains a +1 circumstance bonus on Hide checks.

* PFast Healing 2.

= Invisility (Spr The shade can wse this ahd.m orice per round
asa sorcerer of hislevel,

= Shadesight (Spk The shade has 60-foot darkvision. He can see
normally through any darkness effects bot not through fog,
invizsibility, ohscarement, and so on.

» Shadow Image [Sp} Three times per day, the shade can use this
spell-like ability (similar to the mirror fmage spellias a sor-
cerer of his Tevel This creates 1d4 figments of the shade, +1
per threc fevels :

* Shadow Stride (Sph As often as once ‘every 2 rounds, a shade
of Bth level or higher can vanish from his corrent location
and reappear in-any shadowy area within-300 feet. This 5.2
move-equivalent action.

* Bhadow Travel (Sp: If the shade s 12th level or higher, then
he can use fedepors awithons ervor to reach a shadowy locale on
the same world or plase tbift to access the Plane of Shrdows.
A shade can shadow travel once per day,

= Spell Resistance: 11 + character level

* Level Adpstment: +4. Shades are more powerful and gain

| levels more slawly than the commeon races of Faerin, Their

many bonuses and powers are hindered only by the fact that
they do not work n bright light. Shadovars do not create
shades from cheracters who are less than Fth level See Table
1 in the Introduction for more information,

shade Mﬂgic and Lore

Most Shadovar spellcasters are arcanists (Sorcerers or wizards),
They normally specialize in the schools of Evocation and
Necromancy, although they are free to choose any schoal or
none &t all

Ong¢ favorite tactic of shade spellasters is to cast o darkuess
spell—or any other spell that cduses darkness or shadows—
on themselyes They then have aceess to their full range of
. ghade powers,

Spellcasting Tradition: Shadovar arcanists have at least two
rvacial spells particular to their people: bamdfang and shadow
‘canopy (sce the appendix].

shade perties

All Shadovers worship Shar as their patron. No other deities
have Shurthes within the City of Shade. The peopie of Shade
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warshiped this ancienr goddess cven before they ventured into
the Planc of Shadow. Since then, they have learned to rely upon
her like no other. All other churches or chapels in the City of
Shade have long since been conwerted over to the worship of
Shar. Btill, shade clerics are more loyal to the High Prince than
to Shar herself, Their worship of her 153 means to an end

relations with other races

Shadovars of all stripes do net have much contact with non-
Shadovars, and so-have little if any specific prejudices about them,
whether good or had. They think of other peoples as inferior, to sorme-
day be subjugated by the tricmphant High Privice. However, all
Shadevars have an especially cold and dark plics in their hearts for
their ancient focs the phacrimny: Shadovars are willing to goto great
lengths to cawse the phacrimm- trouble and—preferably—death,

shade equipment

A shade’s favored weapans dre determimed by his base race. To miost
Faeriimans, the weapons and equipment of mest Shadovars fock
oddly dated. Afrer all, until recently they were cut of f from the rest
of the world for over two thousand years. Shades often wear ornate
breastplates and carry similarly designed ranseurs. They also like
aerial cavalry and heve domesticated dire hats a5 mounts,

ANIMALS AND PETS

Shadovars don't raie anumals m the Ciey of Shade; there's simply no
room. They sather their food by either paying for it or taking it
There are Few if any pets i their sockety—caring for such creatures
& not considered an effcient use of the city’s mited resources.

wemic

Regions: Anauroch, Shaar, Vilhon Reach, Western Heartlands.

Racial Feats: None, but wemics can acguire the Spirited Charge
and Trample feats (ignoring the prerequisites) and apply the
benefits to their own meles attacks.

Racial Hit Dice: Fd8,

Level Adjustment: +3

Wemics arc centaurlike ¢reatures with the upper torso of a
humanoid atop a lion's broad shoulders. They are 2 proud and
noble people who may e the most skillful hunters in all Faertin.

From head to rimp, wemics are 10 to 12 feet long, and they
stand & to 7 feet tall from their front paws to the tops of their
heads. They weigh around 600 pounds, Dusky golden fur covers
them from head to tail. Their tails feature 2 brush of black hair,
and the males have a long Mack mane. Wemics' faces are a mix-
ture of humanoid and leonine, and their golden eyes have the slit-
ted pupils of a car. Their cars are sct high on their ficads. All six
of their limbs end in claws; but the ones on their hands and their
front paws arc retractable

Wemics remain children for only five years, and live about 40
years on average. Most wemics dic in dangeross hunts on. the
savanna lotg before age can take them.

Wemics have the same Life cxpectancy and age categories as
haif-ores.
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. out on thelr first hunt to make cheir firse kill; Onee they have
HI STUFH] proven themselves, they are considered adules

Iy thise prides, the males spend the nights patrolling the ared,
protecting the pride from any threats. They mostly sleep doring
the day while the Females hunt for food. The leader of the pride
is the strongest male. When-he i5%eventually challenged and
removed from power, he usnally wanders of to live alohe or join
with other males who have left their prides for virious reasons.s
Sometimes prides join together to form a tribe that can defend
iself against @ threat larger than a single pride could handle.

Older wemics eventually slow down too much and are picked
ol from the pride by predators, much in the same way that a
wemic might cull a herd of antelope. This & tonsidered the nat-
ural order-of things. Some older wemics, realizing that
they are slowing down the pride, instead wander
into’ the nearest humanoid community,
retirng from the pride but taking
upa whele new life elsewhere.

The wemics are a tribal people with no writing skillsor interest
m recording history, Nature gave the wemics thewr hunting
grounds, 5o they Nzht tooth and claw againse the avilizations
encroachimg upon them from all sides, The wemes aren’t evil
and don’t want to hire anyone in particular, but they do want
strangers to stay well clear of their hunting grounds and the
wemics' plentiful prey.

Small tribes of wemics live in the arid plains of southern
Anauroch and the Shining Plains West of Turmish: However,
mest wemics belong to farge, nomadic tmibes that roam vast
regions of the Shaar, Seversl times over the last fow centuries,
Shadran wemics have formed great hordes to dive off
encrozching human settlement, especially along the southern £
frontiers of Unther and Mulherand. i

outlook

Wemies hive in harmony with
nature, uncivilized and prood of
it. They eschew the ways of
civilization, since they can’t
see why anyone would ever
want to live under & shingled
roof when she could have the shy
itself a5 her roof. Wemics are a
proud people, wsually slow to anger,
but they have no paticnce for civilized
folk who take their lack of G
familiarity with human soci-
ety for ignorance,

Wemies learn to hunt and

Lanouace
andgmtgmcy

Wemics normally ‘speak Sylvan.
Wemics who intersct with- out-
siders pick up Coinmon to hire
themselves 25 guides or scouts
in their homelends, or (more
often)) to warn-away settlers or
hunting parties trespassing on
WEHHC Territory.

All wemace. are alliterate,
except for those with a
player character class other

fight from a very youmyg age _than barbarian.
Female wemics do nicst of the hunting, Femic

The males sometimes lead the hunt, bur more often they roam the

plains, protecting the pride from outside threas Ablll-.rlﬂﬁ {lﬁd

Adventuring wemics sometimes leave ‘their remote homes to Rﬂtlﬁll features
see mere of the world. They are-fascinated by the colorful human

merchants who travel through their territory, With civilization Wemics have the following racial raits:

creeping closer to their hunting lands every vear, some of the * +B Strength, +2 Dexterity, +2 Constitution, —2 Charisma,

more adventurons wemics realize that it's in che interest of the Strong, fast, and hardy, wemics do not ¢are much for impress-

pride-for them to dearn everything they can about their neigh- g others optside their pride.

hors before it 15 too late. + Large: As Large creamages, wemics suffer a:-1 size penalty on
attack rolls and AC. They also suffer a —4 size penalty on Hide
checks. However, they can use larger weapons than humans

IWEMIE CHARACTERS can, and their Ifting 4nd carrying limits arc twice those of
Medium-size characters.

« Wemic Facing is 10 feet They have a resch of 7 feet

* Wemic land speed is 40 foer .

* % matural armor.

* Darkvision 60 feet.

+ Proficient with all simple weapons and shields.

* +8 racial bonus on Jump checks.

Close as they are to nature, there are many druids among the
wenics, They have no other spelleasters in thejr tribes; although
wemics that have spent some time in the *civilized” world have
sametimes picked up levels as various kinds of spellcasters: In
any case, the wemic’s Divored class s, of course, barbarian.

“Tﬂml'c SUE] BW * Monstrous Humaneid Hit Dice: A wemic has 7d8 racial Hie |
Diice. A weinic character receivds the maximum hit poings for:
Life as a wemic iz simple. Most of the day is spent playing his first monstrows humanoid Hit Dic and rolls lus other mon-
around, basking in the sun, or hunting for food. strous humaned Hit Dice normally. He rolls a1l Hit Dice from
In = sigle pride of wemics, there are psually 1 to 4 males, 7 class fevels and does not automarically ger maximuonm bt points
to 12 females, and 1 to & cubs. The cubs are allowed to play freely on his first cluss-level Hit Die; A wemics racial Hir Dice also

until they reach T yvears of age, at which point they are bronght provide a=+F base gttack bonus and saving throws of Fort +1, Ref’

¢
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4 and Will =4 Wemics with class fevels add their class attack
bonus and save honuses to their rackl atrack bonus and saves.
Manstrous Hormaneid Skills; & wemics monstroes humanoid Hit
Dige grant him skill points equal to (2 + Int medifier, minimom
1) =8 Chiss skills for these skill points are Hade, Jump, Lasten,
Move Silently, Spot; and Survival A wemic-dees not ger the =4
multiplier for skill points scquired from his first class level
Monstrous Humanoid Feats A wemic’s mionstrous
humanoid Hit Dice grant him 2 feats. A typical wemic
chooses Alertness and Great Fortitode: & weimic with class
levels pains feats based on his total Hir Dice, as shown on
Table 2 in the Introduttion,

Matural Attacks: Wemics can make 2 claw nt:ac'ks, dealing
146 points of damage each: A wemic can attack with 3 one-
handed weapon st his normal artack bonus, and make 2 claw
attack as a secondary attack (—F penalty on the attack roll,
and half Strength bonus on the damage roll),

Automatic’ Languages Sylvan, Common. Bonus Languages:
By region.

Favored Class: Barbarian,
Level Adjustment: +3. Due to his j' racial Hit Dice, his nato-
ral attacks and his racial skill bonos, & wemic has &n effective
character level of 8 plus his class leyels. Thus, a Frh-level
wernic barbarian would have an RCL of 13, See Table 1 in the
Introduction for more information.

wemic DeITies
Wemics worship Nobanion, the demigod of noble agimals and
woodlind creatures. Nobanion is a nature deity and may grant

spells to wemic druids and rangers Some wemics are lured by the
feral bloodiust of Malar, and worship the Beastlord instead.

relations with other races

Isolated as they are, wemics dor’t have much of an opinion about
the other races: They prefer to deal with people who recognize
the sanctity of nature, but they are Wwilling to guide just about
anyone through or around their homelands For the right desl.

wemic Equipmenf

Wemics prefer to yse clubs, spears, and large wooden shiclds
They only use weapons they can make themselves,

ANIMALS AND PETS

Wemirs hold a deep reverence for all animals, ¢specially the
game animals they bunt most of ten. They arc carcful not to take’

' too many kills from the same herd, and aever kill more than
they can eat! Wemics are enrazed by humancid hunters who slay
an animal for 1 small portion of its body, such as a rhine’s hora,
and then abandon the carcass,

YUQN-TI

l@ms. Chult, Hlondeth, Tashalar, Western Hcm'lfanri-a
Level Adjustment: Varics

The yuan-ti are 1 race of snake people descended from an unholy
crosshreeding Between humans and an ancient reptilian race.
They come in three distincely different forms (purebloods, half-
bloads, and abominations’, and they have created two subraces of
servitors as well (tainted ones and broodguards) Together, they
form a horrific threat to the rest of Faerdn, This section dis-
cusses the purebloods and tainted ones, the yuan-ti most likely to
be found 2= adventurers or spies in humanoid lands

Purebloods have some serpentine charscteristics, but can gener-
ally pass for human. They are the weakest of the truc yuan-ti, serv-
ing as overscers and taskmasters over the yeani servitors and
slaves, as well as spies and assassins, Purcbloods haye subtle reptilinn
features, such as snake eyes, forked tongues, pointed teeth, patches
of sealy skin; and the fike, They are human-sized Purcbloods answer
to the halfbloods and the abominations, even more powerful cred-
turcs whose serpentme Features are too promounced to-allow them
to infiltrate humanoid society without powerful magic,

Tainted ones are humanoids who have been corrupted by drink-
ing a special yuan-ti elixir, The result is.2 person who looks almast
exactly like his normal self, but whose mind has been twisted to
the vuan-ti way. They serve as yuan-ti agents and spies int
humanoid lands Tainted ones sometimes develop distinctive man-
nerisms such as licking their lips constantly, drawing out their
sitalants when speaking, or keeping large setpents as pets

All of the troe yuan-ti subraces can interbreed, although maost
stick to their own kind. Yoean-ti lay eggs, like reptiles. The hatch-
lings from these cggs reach adulehood at abour 12 years of age.
Om average, yuan-ti live to be about' 80 years old, althuugh some
have been known to hive over 120 years.

Tuan-ti have the same life expeetancy and age categories
a5 humans.

History

The true yuan-ti are the prood descendants of interbréeeding
between humans and the long-lost saurian creator race, They can
be found all seross Faerin, although they mestly prefer to keep
their existence secret and the locations of their lairs even more
so. They have a long, mostly Frustrated history of trying to take
over various kingdoms in Faertin, hut they have firmly cstab-
lished themiselves in scveral plages—the city of Hlondeth m the
Vilhon Reach, the land of Tashalar on the Shining Sea, and in
the depths of the Black Jungles and Mhair Jungles.

These days, the ywan-ti have decided that if the direct ap-
proach does not work, there are still other ways to bring 4 coun-
try to its knees. To that end; they are infiltrating hundreds of
agents—mostly tainted ones—into important posts throughout
the various nations of Facrtin, These spies are to gather infor-
mition about potential targets and look for apportunities for the
yuan-ti to strike.

outlook

All yuan-ti—even the servitors—are arrogant, convinced that
their race is superior to all others They believe it is only d matter
of time before their machinations allow them to take over the
nations of Facrin from within, While they ar¢ not-averse to
open battle and actually cxcel af it, they realize that they are
greatly ouerumbered by their chosen foes, and prefer touse mare

‘subtle means to-weaken their enemies from within,

I5T
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From the moment they are hatched, young vuan-ti are led to
believe that the world once belonged to thewr ancestors, the
sautians’ As such, it rightly belongs to them, and it is only a
matter of time before they recover it This justifies any kind of
evil they may do to the peaples of Facrin. After all, they arc
not proposing to take over someone clse’s country, They simply
want back what 15 rightfully theirs, and they are prepared to go
to-any lengths to get it

The yuan-tispend a grear deal of time hiding in the wild, hunt-
ing for their food while they wait for their tainted ones o bring
them the information they need to be able to plan an artack. For
this: reason, they often end up as fangers. However, they are
devout wershipers of Sseth, the yvan-ti god, so there are a
number of clerics within their ranks too:

Muost yoan-ti become adventurers because they want to.mn-
crease their own standing within their communities Tainted
ones; in particolar, are often found far memy ynl.i;s’h homr
since it is their task to infiltrate humanoid soc
for the next attack.

i
4
1
f
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YUuaN-T1 CHARAC .

The favored class of pureblood yia
The favered class of servitor yua
miined by his or her base race.

Yuan-Ti societ

The temples of Sseth (3 yuan-ti
aspect of Set) are the center of
yuan-ti life. Each yoan-ti com-
menity hes one, and hloody
services imvolving human sac-
rifice are held regularly.

The yuan-ti tend oo build
their communities in or beneath
ancient ruins. The leaders of the
community—the priests of the
temple—like to reinforce
the connection ta their @‘ :
ancient heritage in ths g
way. Other times; the
yéan-ti occupy « caverns,
sewers, or catacombs beneath human cities. This pesitions
themn closer to the societies that they wish to conguer, and it
inproves communiciation with their rainted ones. It also exposes
them to greater risk should their presence be discovered, bur this is
a risk many yuan-ti leaders are willing to shoulder.

Abominstions, the most powerful and Teast humanoid of the
race, rule over the yoan-ti. The ruler of the cothmunity 5 always
an abomination, often one with a human head Halfbloods are
cofisidered the next most important because they exhibit more
snakelike qualities than the purebloods. Halfbloods are captaims
and elite guards, The taimted ones come below the purebloods,
and the broodgudards come last of all, Tainted ones sometimes
SCIVE 1N vian-ti communitics; but they sre more often sent into
nearhy towns amd cities s agents. Broodgoards get their name
fiom their Fanction in the yian-ti secicty. They guard the yuan-
t1 brood chambers, in which the voan-ti females lay and then
hatch their eggs: Broodguards also look after the young, making
surc they don’t wandeér off unexpectedly.

Iy
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Yuan-ti young are tramed from a very early age in the vse of
their-special abilities. The most important of these 15 the ability to
change shape into & viper. When young yuan-ti are threatened,
they invariably turn into Tiny vipers and slither away through
cracks or holes i walls, cscaping by gomg places where ther
attackers cannot follow. Elderly yusn-ti arc respected for their
wisdam, the result of long years of experience. Unlike miny other
evil societies, yuan-ti very rarely turn on an aging leader; instead:
allowing the ¢lder to pass his final days in somnolence and quiet,

When yuan-t leave their homes, they vsually arrange them-
selves nto war, hunting, or spy partics, depending on their need,
Purebloods and tainted ones often work-alone or in small groups.
They sometinres form yean-ti cells in humanpid cities, meeting in
sccret to disouss their findings and argue abour how to best
advance their racial agends.

Language and
Literac

True yoan-ti speak Common, Yuan-Ti, and
the homan langoafe of their hoine
| tegion. This affords them: a broad range
of peoples with whom they can converse,
They often le,a.m Abyszal and Draconic
as well
Servitor yuan-ti speak
the languages they knew
before becoming a servitor.
They wsually pick up Yuan-Ti
W/ aswell within 2 few menths of
¢ joining the yuan-ti's service.
Al pureblood yuan-ti are lit-
erate, except for barbarians,
All tainted ones are literate, ex-

. Abilities

und racial
Features

FhcRerEas
TRECLN Purebloods-and tainted ones have
different racial features; as described below. Abominations,
halfbloods, and broodguards are not suitable as p!a}r{:r character
races and so are not described here.

Purchlood yuan-ti have the following racil traits

« +2 Dexterity, «+ Intelligence, +4 Wisdom, +4 Charisina. Pure-
bloods are fasc as a striking cobra, sharp asa serpent’s tooth,
and have the magnetism of 2 snake charmer.

Purebload: yoan-ti land speed is 30 feet.

Darkyision op to 60 Feet,

+1 matural armor.

Froficient with all simple weapons, scimitar, sod longhow. Pro-
ficient with hpht armor and shields.

Monstrous Humanoid Hir Dice: A yuan-ti pureblood has
6d8 racial Hit Dice. A pureblood charscter receives the max-
imum hit points for her first monstrons humanoid Hit Die
end rolls her other monstrons humanoid Hit Dice normally.:
She rolls all-Hit Dice (rom class levels and does not zote-
matically ger maximom hit points on her first class-level
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Hit Die. A'pureblood's racidl Hit Dice also provide a =6 base

artack bonus and saving throws of Fort +2, Ref +3, and Will

+T, Purcbloods with class levels add their class attack bonos
and save bonuses to thewr racial artack bouns and saves

Monstrous Humanoid Skills: A pureblood’s monstrous

humanoid Hit Dice grant her skill points equal to (2 + Int

modifier) =9, Class skills For these skill points are Concentra-

tion, Craft, Knowledge, Disguise, Hide, Listen, and Spot. A

pureblood dees not get the x4 multiplier for skill points

acquirad from her first class level.

Meonstrous Humanoid Feats; Yoan-ti gain Alertness and Blind-

Fight as bonus fears In addition, & pureblood’s monstrous

humanowd Hit Dice grant her 3 feats. A cypical purcblood

chooses: Dodge, Expertize, and Improved Initiative- A pure-
blood with class levels gains feats based on her total Hit Dace,
as shown on Table 2-1n the Introduction.

Spell resistance 16 + class Tevel.

Spell-Like Abilities: 1'day—animal france, canse fear, deeper

darkuess, enfangle, neunfralize poisom, suggesiion, and Baleful

podymeorph. Treat these as if cast by an Sth-level sorcerer (save

DC 10 + Cha modifier + speil level}

Peionics (Spk The yuan-ti can produce the following effects at will
Dierect Poisar: As the spell cast by a 6th-level sorcerer,
_Alternate Formi The yoan-ti can-assume the form of & Tiny

to Large viper, This is like a pelymearph spell cast by an Bth-

level sorcerer, bur the vuan-ti doss not regain hit points for
changing forms, and she can only assume viper forms.

Chameelesn Praver: The yuan-ti can change her coloration to
match that of her surroundings. This grants her a +8 circum:-
stance bonus on Hide checks. :

Produce Aeid: The yuan-ti can exnde acid This deals 1d6
points of damage to anything she rouches: The acid is inert
once it leaves the yuan-ti's body.

Aversion: The yuan-t1 can target one person within 30 feet
and eredte-a compulsion affect in him. The subject mist sue
ceed at a Will save (DC 17) or gain an aversion to snakes for
10 minutes. A victim must stay at least 20 feet sway from any
snake or yuan-ti—lving or dead—or move until he is ar least
20 feet away. The victim ¢an overcome the aversion with
another Will save {DC 17), but even if he succeeds, he stall suf-
fers o deep anxicty that causcs a —4 reduction to Dexeerity
while he is within 20 feet of a snake or yuan-ti. This lasts until
the effece wears off (up to 10 minutest Otherwise, this is sim-
ilar to:an amviparhy spell cast by - Loth-level sorcerer.
Automatic Langaages: Common, Yuan-Ti, home region, Bmus
Languages: By region, plus Abyssal and Draconic,

Favored Class: Ranger.

Level Adjustment: +F, Due to her 6 racial Hit Dice plus her

many powers and bonaoses, a pureblood yuan-ti hasan effective

character level of 11 plus her class levels, Thus, a th-level
purebload sorcere would have an ECL of 20, See Table L in
the Inttoduction fer more information.

Tainted ones have the foliowing racial traits in eddition to the

traits of the base creature:

* #2 Constitution. Surviving the trapsformation makes the
tainted one stronger.
* Poison Bite A tainted ong g“ams a venomous bite, although he
does not gain & naturzl attack with which to-deliver it In order
to use his poison, he must make a successful grapple check
against a fos, and then make a successful melee artack. Fort
save (DC 10 + the tainted one’s Con modifier) negates, initial

and secondary damage 1d4 temporary Constitution. The powson
can alse be iijected against an unresisting foe with a kiss.
Poison Immunity: Immune to all forms of snake venom
including his own.

Spell resistance 12 +1 per two levels

Psionics (Spk The tainted one can produce the following
effects labeled in icalics. Trear these as if cast by 2 sorcerer of
the tainted one's level

Poisore Uday: Fort save (DC 13 + the tainted one’s Con modifier
Palymorph 3/day: Into viper forms only.

Feats: The tainted one gains Alertness as a bonus feat
Anromatic Languages: As base race. Bonus Languages: Abyssal,
Common, Draconic, Yuan-Th

Fuvored Class: By base creature,

Level Admstment: +2 Tainted ones are more powerful and
gain levels more slowly than the common ‘races of Fagrin.
Their many powers and bonusss comprise this level adjust-
ment. A player may play a tamted one yuan-ri wich class levels
as 8 cheracter with total levels equal to his class levels +2. See
Table 1 in the Introduction for mere information.

e

Yuan-Ti Mugic and Lore

The yuan-ti have no new spells special to their race. Yoan-ti wiz-
ards and sorcerers choose spells from the Mosion and Transme-
tation schools of ma{.r,n, as these sores of magics aid them in their
deceptions:

Yuan-TI peities -

Yuan-ti worship Sseth, a serpentine deity conquersd and con-
sumed by Set, who now grants spells in Sseth’s name. To them,
there are no other gods worth consideration. According to yuan-
i myth, Sseth helped create their race and has been directing
them ever since. Given the devoutness of the yuan-ti, it's clear
that Sseth has a strong effect on every aspect af their lives,

relations with other races

Yoan-ti don’t care for any of theother races However, they have
a special relationship with omans, since theyare one of the races
from which yuan-ti are descended: Yuan-ti wish to: conquer,
enslave, or assimilate (via their servitor drapght)as many humans
as passible: In return, humans loathe and fear the yuan-ti

YuQn-TiI Equip ment

The yuan-ti have no weapons or equipment special to their race,
Hewever, they insist on using only tools of masterwork quality.
They faver scimitats and bows, and employ poisons of all sorts,

.

ANIMALS AND PETS

Yuan-ti have a strong affinity for snakes of all rypes, especially
venomous - snakes. Many snakes kept by yman-ti acquire the
fiendish template and grow to frightening proportions, becoming
creatures of supernatural evil and cunning, They protect yuan-ti

lairs, serve a3 sacred animals for recelving sacrifices to Sseth, and

153

provide companionship.




ke l'ollﬂmng sections | detail new eguipment, f'eafs,
magic items, monsters, prestige chasses, and spells uscd
by the races aM subraces detaifed in this book.

equipment

L

PrrER's Hanopoox, ForGorTen Resl ey Campaign Setting,
and other sources

weapon pescriptions

The weapons in Table A-1 dre described here in alphabetical
order.

Arrow, Flight: The hight shaft and special design of this mas-
terwork arrow mtreases 3 bow's range increment by 20 Feer.

Arrow, 8Bea: These arrows, fleeched by aguatsc elves, are treated
as masterwork, bot they don't grant a +1 ephancement bonus
on attack rolls: Instead, when fired from an agustic Tonghow,
they negate the —1 penalty per ¥ feet for making a ranged ateack
underwater,

raw, Stgaal: This masterwork arrow is specially designed to

emulate a bird’s call when fired Wood ¢If fletchers craft the
arrows to make calls that will be recognized as signals hy ther
fellow élves. For example,.a hawk's cry might be used to signal
an atrack, while an owl’s cry might signal a stealthy advance
Anyone overhearing the sgnal may, on & successful Survival
check (DC 20), determine whether the call comes from a living

them clumsy in flight, resulting in a -2 penalty on attack rolls

The following equipment 15 available in addition to that Tisted the

bird-or anather source, The intricate carving of the arrows makes®

Aspergillum, Heavy: The common gspergillum (detailed in
the ForGgorTEN RiALmS Campaign Setting, page 97) 5.2
lightweight metal device resembling & small club or light
mace with a perforated -head for dispensing holy water
Alrhough notr a wespon per s¢, it can be vsed in combat to
deliver ranged touch attacks:

The: heavy aspergillum combines the propertics of a
commaon dspergillum with these of a heavy mate and 5 greatly
favored by members of the Impilturan church of Ilmarter. &
heavy aspergillum-can hold op to 3 flasks of holy water, In
addition to serving as a common aspergillum, it can dlso be
used in meles combat. When a button on the shaft is pressed,
tiny holes open in the mace head, allowing holy water to touch

‘i creature struck by the weapon, Esch use of the weapon in

this manner uses.one flask-of holy water per sttack whether or
not the attack i successful. If the wielder has multiple attacks
per round with the weapon, the holy water can be réleased mul-
tiple times in one ronnd (bue no more than once pet-atrack]
until it s depieted. A heavy aspergillum may alse be used to
make ranged touch attacks with holy water in the manner of
a normal aspergillunm,

Pouring a flask of holy water intoan aspergillum or heavy |
aspergillam 15 8 standard action that provokes dn attack of |
OppOrtURILY, }

Battle Gauntlet: This thick band of metal covers the forcarm |
and part of the hand Like gauntlets that come with armior,
battle gauntlets allow the wearer to make unarmed strikes as if
he were srmied. They can he fitted with spikes or blades (making |
them function as spiked gauntlets or claw bracers) Because a
battle gauntlet covers the hand and the entire forearni, the
wearer cannot wear any other magical gatntlet or bracer on that
arm (or itema that use those spaces on the body) while wearing
hattle gauntlets. The price and weight on Table A-1 is for a2

+single hartle gauntlet.

Bolas, Two-Ball: A scr of bolas consists of two heavy spheres
made of wood, stone, or metal connected by lengths of ¢ord. Te &

u ranged weapon used to trip an opponent. When you throw i set

of bolas, you make a ranged touch areack against your oppqn:nt.
If you hit, your opponent must succeed on a Dexterity or
Srrength check opposed by your Serength check or be tripped.
Bolas can only trip Medium-size of smaller opponents. Your
opponent cinniot trip you when you make 2 trip Jteack with a set =
of two-ball bolas.

*
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TasLe A—1: WEADONS

EnvrLE WEArONE—MELER

£ Double weapon.

Weapon Cost
Medinm-size
Aspergillum, heavy 100
Battle gauntlet A0 pp
SrvrLE WEAFPONS—RANGED
Emall
Drart, acid 'Iﬂ'gp
Dart, stun 40 gp
 Medium-size 4
Dart, barbed lgp
MunnLWmm—Mm
Tiny { =
Jambiya® tep
Small
Horned helmetr 25 gp
Toeaxce® i gp
Spiked helmet 10 gp
Medium-size _
Steelsword, Chondathan® 315 gp
Large
Lance, flight 6 gp
MarTIAL WEARDNE—RANGED
Small
Spike shooter +15 gp
Large _
Legnghow, aquatic, 400 op
Exotic Wearons—MELEE
Tigblin sticks Tup
G
ExoTic WEAroNs—RANGED
Tiny
3‘1'511-"1'“1% 3 Ep
Small
Bolas, 2-ball . T ep
Lasso -~ 10gp
| Warsling, halfhng® W ep
Medium-stze
Harpoon, arctic® 2Wgp
~Arrow, lighe” 8 gp
Arrow, sea for bolt’ TEp
Arrow, signal® fap

148

1d4 + 146 acid

1d4 + gas

1d4

id3
1d4*
1d4
143"
148

148

1d4

1d8

146

1d3

134

1dea
1d8
45 wedpon

a5 weapotl
18 weapon

* Bee the ﬂ:ﬁcrq:l::m of this weapon for special roles.

Critical Range Increment  Weight
2 — 1
¥ — 41
2 Wt 1 ih,
7 i 11h
18-20/x2 20 fr. T i
18-20/%12 — 2 b
b - 4+ 1h
e - 7 lh
W - 3 1h
19-200x% — ¥ b
%3 301t S
= 10'fr. 11b.
%3 " 60 ft. 31
19-20/x2 — 81h
i 101, 1__." 4+ 1h
X1 10 fr, 5 |
== 10.4t* b
A ¥ fr. 11
) 201t 71h
w1 _special” 1F 1,
a5 weapon special” 15 Ih
bk as weapon 15 1

' Dart, Acid: When these hollow darts hit a target, chey break,
splashing the victim ‘witht ecid. This does an additional: 146
points of acid damage in addition to the normul 1d4 piercing
damage from the dart itself. Once used, the dart is useless:
Barbed: This crude and heavy throwing darc is both
fletched and barbed. Tt measures from two to three feet long,

o S

Type

Bludgeoning
Bindgeoning

Piercing
Picreing

Piercing

= Slashing=
Fiéreing .
Picreing and slashimg
Prercing

Piercing

Piercing

Birciba .
Piercing

Bludgeoning
Bludgeoning
Bludgeoning*
Rludgeoning

Pigrcing

o

Lizardfokk usually hurl these at « target before charging mtuidc:b:f..
Dart, Stan: When one aof these hollow darts hivs o targew it
releases a small puff of poison gas, The victhn must make 2 For-

titude save (DC 12) or be stunned for one round. After one

round, the target must make another Fortitude save (DC 120 or
be stunned For an additional 1d4 rounds
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Goblin Stick: This is a forked and hooked pole arm, first used
by bughbears trying to cytch hiding goblins. The wooden stick 15 6

to 9 feef long, wsually gripped in the middle; Fach end is tipped

with threc wicked blades. The central blade i hooked to help
extract targees from tight places. The other blades, which are set
of F: at slight angles and different directions from the center, are
used to peke aroand corners. A goblin stick 5 a double weapon
and can also be-used to make trip attacks

Harpoon, Arctic: Favored by arctic dwarves, the harpoon is 2
broad-hladed spear forged with cruel barbs The shaft of the hur-
poon has a trailing rope actached po control harpooned oppo-
nents. Though sometimes used for 'hunting whales and other
large sea credturesy the harpoon is équally at howe on dry land

If you deal damage to your epponent, the harpoon may lodge
i the wictim i it-fails a Reflex saving throw against a-DC equal
to 10 + the damage vou deale. The harpooned creatire moves at
only half speed and cannet charge or rum. If you coutrol the
trailing rope by succeeding at an opposed Strengeh check while
holding ity the harpooted creature can only move within the
limits that the rope allows (the trailing rope is 30 feet long]l If
the harpooned cresture sttempts to-cast 2 spell, it must sueoeed
on a Concentration check (DC 17 or fail, losing the spell,

The harpooned creature can pull the harpoon from its wound
if it has two free hands and takes a full-rownd action to do so, but
in so doing it deals damage to itself cqual to the mitial damage
the harpoon caused (i other words, the damage coming out
equals the damage going in): For example, of you hit with a Juir-
poon and deal B poines of damiage, the targer takes another 8
points of damage when it removes the harpoon. A harpcon can
bie remaoved safely with a successful Heal check {DC 10 + damage
dealt), bur this requires 1 minute.

Helmet, Horned: A horned helmet resembles a normal helmet
with bull's horns attached to cach side. A horned helmet deals
double normal demage when used during a charge action, but the
helmet has a reach of O ft.

Helmet, Spiked: A spiked helmet reserbles @ normal helmet
with a single spike standing straight*out from the top. A spiked
helmet deals double normal damage when used du:mg’a charge
action, but the helmet has s reach of O ft. '

Tee Axe: Tn addition to being an effective weapon, the ice axe
grants & +2 dircumstance bonus an Climb checks to a wielder pro-
ficient i its use,

Jambiya: This hooked dagger, common among the Calishites
and Zakharans, leaves long, thin wounds in jt8 target.

Lance, Flight: This 122 10-foot wooden shaft topped by blade.
The back end =5 fletched to keep the lance's flight true. Ths
weapon is normally used with & charge while flying, hurled at the
bottom of a swoop mancuver to impale the target, It may be used
as 4 melee weapon as if it were a shortspear,

Lasso: A lasso is lictle more than a thinrope knotted witha
slipknot that crestes & large Joop. The loop 'is thrown at & target
and the other end i pulled when the Toop strikes, causing it to
tlghttn around the target. You can throw thé lasso at a Medium- -
size or smaller target, which requires a ranged touch attack. If
the-touch attack succeeds, yvou immediately start 2 grapple
against the target with a —# penalty on your roll {all normal
grapple modifiers apply: If the opponent is grappled by the
lasgso, you may use an attack to attempt to trip the target IF you
are tripped during your own trip attempt, vou can drop the lasso
to-avoid being tripped. You cannot damage or pin the opponent
with the lasso, and you are not considered to be grappling when
using the lasso to grapple If you drop the lasso, the grappled
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creature: only” sieeds to sueceed at & DC 10 grapple or Escape
Artist check te get out of the lasso,

If you secure one end of the lasso to the saddle of your mount,
Jou can use- the mount's size and strengeh modifiers for your
grapple checks.

The maximum rangs For a lasso cannot excesl the length of
the rope, mings ¥ feet 1 '

Longhow, Aquatic: This weapon, favored by agquatic elves,
employs a special kelp string that dampens vibration and tarba-
lence. The aguatic longhow Foncrions as a normal lorghow cxcept
when sea arrows are fired from it underwater. In this case, the
weapon Fires with the listed range
increment and fo penalty for
being underwater (ranged attacks
underwater ordinarily suffer a
—2 penalty on attack rolls for
every 7 feet of water they pass
through. Mighty compesite ver-
sions of the aguatic lemghow are
available (see Player's Handbosk w5
pages 113114 costing 600 gp
for 1, 700 gp for +7, 800 gp for
+3, and 900 ap Tor +4,

Bkiprock: Thesz polished, per-
fectly weighted stones are prized
by halflings, for if thrown prop-
erly by a proficient user they ric-
ochet off one target to strike a
second. If the skiprock hits its
target, it ricochets toward another
target of the thrower's choice
‘admcent to the origingl ravget
(within ¥ feet) The thiower
immediately makes a4 second’
actack roll, with an atrack bonus
eqeal to the first roll's attack
bonus =2 Skiprocks can be used as
cghing hullets, but cannet make ric-
ochet shots when wsed as ammo-
nition umless thrown from a
halfling warshing by a user profi-
cient in both weapons. A skiprock
may be drawn 25 a free action. -

Spike Shooter: This 1 3 modification of a2 class of weapons,
rather than i specifié weapon itself, and thus does not fequire any
additiosial weapon proficency. Thes spring-deiven device can

TasLe A-2: ARMOR

Aguatic armors

modify any weapon that has a spikd-ar the end of & long pole
{such as battleaxes, morningstars, and mestpolearms). The spike
shoater allows the spike to be lsunched at a target as & normal
ranged attack. The spike shooter 3 an maccurate weapon, and
those who use it suffer a —2 penalty oo the attack roll Resetting
the spike i a full-round action,

Bteelsword, Chondatham Availsble in the Dalelands, Cormye,
and Sembia, this broad-bladed one-handed sword 15 trested a5 s
masterwork longsword that grants 2 42 bonus when attempling
to break a foe's weapoi

Warsling, Halfling: Perfoct balance and surdicr constroction

distinguish this sling from its simpler
SRE— counterparts, The listed damage

I ; © assumes skiprock ammunition; ordi-
TS * . nary sling bullets deal 1d4 points of
L . damage. If a user proficient in both
o skiprock and the warsling throws
skiprocks with @ warsling they can be
ricocheted just as if they Were-thrown,

ACmMor
_Descriptions

The types of armor found in Table
| A-7are described below.

Chitin Armor: Onc of the most
bizarre-looking of all the: armer
types, chitin armor is constructed

similar creatores. For aguatic elves,
giant crabs dre the most popular
sources for chitin armor. Chirin is
Flexible and’can be rather comfort
able to wear, especilly when the

with padding. Chitin armaor 15 not
solely the mvention of the dquatic
B clves; some savape cultores have
* developed the same tvpe of armor
using 'the bony plates of creatnres
such g5 gant scorpions, ankheg, and
even remorhaz.

Dendritic Crystal: Dwart armorsmiths grow dendritic armor
from seed crystale deep underground; dendritic armor never
reaches the sinith's fire. Each suir of dendritic armor is tailored

Armor Marimom Armor Arcane —

Armor i Cost: Bonns  Dex Bonus = Check Penalty 8pell Failure: (30 ft) (20 £e) Weight¥
Light srmor

Mud armor Ogp +1 +F -1 0% 30 fr. 0t B I,

Sharkskin armor BY gp 3 i -1 1049 0L 20 fe 17 I
Medinm armor

Chitin armor T Ep .- +4 -3 0% 20 fr 15t 20e1be
‘Heavy armor p

Dendritic crystal 3,000gp - 9 5] -8 4% 0 ie® 5 2 g 60 Ib.
Shields = f y .

Grasping shield F0 gp il e ¥ - - 11

* When running in heavy armaor, you mave only triple your speed, not quadruple. ;

+ Armor fieted for Small characters weighs half as much.

fraom the shells of grnt vermin or

inner surfacesare polished and fitted
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for o specific wearer, This superb armor is socketed rather than
riveted together, leaving almost no gaps or chinks, It protects

better clian full plate armor, but 1 also heavier and mere cum- |

hetsaine.

Dendritic armor constantly regrows itself to ms original shape.
To remaove déndrite armor, the wearer must break -his way out,
succeeding at a Serength check (DC 22)As long as the wearer

leaves at least § pounds-of dendritic armor somewhere on his.

body, the armor grows back in & hours.

Grasping Shield: These spiked small metal shields have 2 pow-
crful spring inside them. By reléasing the spring, the wiclder
cawses the spikes to collapse inward toward the center of the
shicld. When this s done in melee combat, it allows the user-ro
artempt to grasp and wrest wway a Weapon wielded by an oppo-
nent. Like all shields 2 prasping shield is considered a light
weapon when attacking. The grasping attack, when used, allows
one disarm arcempt, This disarm aceempt docs nof provoke an
attack of opportunity, nor docs it allow the defender 2, chance to
disarm the attacker, All normal penaltics for attacking with an
of f' hand o with two wéapons apply to the disarm attempt

Onee sprung, the grasping shicld functions as 2 normal smazll
metal shicld pntil reset; Resetting the shield 15 a full-round zetion
that provokes an attack of opportunity.

Mud Armar: Creatures with access to the right sort of clays
and soils (generally found in warm Forests, jungles, and swamps)
sometimes plaster their skin and hair with mud, creating = crude
but effective form of armor: Applving mud armor requires a suc-
cessful Survival check (DC 100 Mud armer crumbles into use-
lesaness after 1d2 days. Aderning yourself or another creature
with mud ermer takes 10 minutes, as does washing it off, Wild
dwarves are the only people who normally employ muod armer,

Sharkskin Armor: Sharkskin armor is similar to leather armor
in appearance but is in fact slightly tougher, Developed by reclu-
zive sects of rare evil aquatic elves, it is treated so that the sharp
scales covering the skin remain attached to the outer surface of
the armor. Additionally, shark teeth are embedded along the
Forcarms, shoulders, and legg, which count as armor spikes:
Sharkskin armadr provides a 46 circumstance bonus en Escape

Artist checks made when the armored individual =5 bound with'

rope or similar easily cot materials,

Muest aquatic élves are not fond.of sharks (because sahuagin
keep sharksas pers), and the thought of wearing sharkskin armor
is repugnant to the typical aguatic ¢If.

speciﬂl materials

In addition to iron, steel, wood, and.the usual materials Tor weap-
ons apd armor, othérworldly substances can be fashioned wito
adventuring gear. Adamanting, michral; and darkwood are
described in Chapter 8 of the Duneeon M.asTREs Guide, and
more special materials are detailed below.

‘Camouflage Dye: Wood elves use natural compounds derived
fromn the plants of their forest home to make dyes that per-
fectly match the surrounding folizge. Camouflage dye can be
applicd to padded, lezther, hide, or studded leather armor, grant-
in'g the wearer 2 +4 circumstance bonwes on Hide checks in that
specilic forest. Applving camouflage dye takes three days and
costs 300 gp.

Glassteel: Made by the avariels and sun ¢ives 1o an alchemical
process requiring extensive knowledge of both metallurgy and
glassblowing, glasstes] combines strengeh beyond ron with the
transparency of glass. Mostly vsed as a building material in fan-

tastic castles, glassteel can also be fashioped into weapons and
armor. (Glasstee] s stronger and lighter than wron—bue it's Fan-
tastically expensive. =4

Just as does adamantine, glassteel grants 4 nonmagical en-
hapcement bonos to weapons and armor made with it And like
mithral, glassteel armor counts®as eme category lighter
(alchough light armor is stll light), spell failure thance iz
decreased by 10%; maximum Dexterity bonus is increased by 2,0
and armor check penalties are decreased by 3. Nonweapon and
notarmor iteins made of glasstoel weigh half what they other-
wise would, .

Glasstec] weapons and armor are hard to spot at a distance (4

penalty on Spot checks), but just because armor s transparent

doesn't mean that the person underneath the armor 35 likewise
concealed. In combat; glassteel’s transparency 1 mostly a decora-
tive curiosity rather than a tactical advantage.

Glasstee] hus 2 hardress of 20 and 40 hit poines per inch of
thickness. Weapons' and armor Fashioned from glassteel are
treated a5 masterwork items with regard e creation times, but .
the masterwork quality does ot affect che enhancement bonus
of weapons nor the armor check penalty of armor.

(Flassteel Enhancement  Market Price
Itemn Bonns Modifier
Light armor % +1 +2,000 gp
Mediom armor +2 16,000 gp
Heavy armor +3 =25,000 gp
Shield +1 +4,000 gp
Weapon

(1d4 or 1d6 damage) +1 +1.700 gp/lh.
Weapon

(1d8, 1410, or 1d17 damage] - +2 +1.F00 gp/lh
Other items — +1L.000 g_p,."ll':.

adventuring gear
Dﬁscnpnmls :

This equipment is availablc in sddition to that described in the
Player's Handkook (Chapter 7) and Foreorrin RE4ims Cam-
paign Setting (Chapter 3).

TaBLE A=31 ADVENTURING GEAR

Item v Cost Weight
Armor lubricant O0gp 1Th
Caltrops, crystal 150 gp 0T
Drogpe wing 300 gp 30 Th
Footsaw trap TO0 gp 17 b
Mobile brace 10gp 31k
Potion hladder 2gp 1/10 Ih.
Rope climber 15 gp 31k
Snowshoes lgp 21b.
Wagon shield

Standerd ¥ Bp 40 Ih,

Sniper 100 gp 40 Ih,

Armor Laubricant: This nonmagical oil reduces the friction
that impedes movement in metallic armor, One application of
armor lobricans reduces the armor check penalty by 1i{te 2 min-
imum of G Each application takes 1 minnte to apply and lasts
1d% hours. It is" not possible to apply armor lubricant to armor

&
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currently beifig worn. Armor lubricant provides no benefit to
shields or to armor not made primerily of metal.

Creating one application of afmor lubricant requires a success-
Tal Alchemy check (DC 15} and follows the rules outlined in the
discussion of Craft skills in the Phovér’s Handbwok.

Crystal Caltrops These special caltrops are imade out of 2
tough crystal These are deploved just like traditional caltrops.
When they scote a hit, they do normal damage and release a poi-
sonous gas. The victim must make a Fortitude save (DC 12) or
instantly fall aslecp for 1 minute. After 1 minute, the target
must make another Fortitude save (DG 12) or sleep for 2n addi-
tiand] 1d4 minotes. The gis affects creatures immune to magical
sleep, but not creafures intmung to poison,

Drogoe Wing: This pleated cloak vnfurls into a gliding batlike
wing 1F feet across if the wearer falls more than 20 feer. A
drogue wing needs another 20 feer of Falling distance i order o
arrest the wearer's fall and unrestriceed (ac ledst 70 Feer in diam-
eter) gliding room, I5all chies conditions are met, a drogue wing
negates falling damage. Once deployad, a drogge wing must be
carefully refolded (3 redions task that requires 1 fifdl hour) before
it can ‘be reused. There 15 a 27% chanee that a drogue wing is
ruined after each use. Drogue wings are popular amiong the hip-
poerifl-miounted skyriders of the Grear Rifr.

Pootsaw Trap: This item is similar to others of its kind that
are typically designed to rrap large ‘snimals such as bears or
cougars. Its jaws arc firted with thin saw blades mounted on
springs, and the mechanism is designed to cut the feet of any cap-
tive who struggles against its grip. The ghostwise hin did not
invent this trap, but they have made excellent use of i When
enemies threaten, they salt the ground near their campsites with
these dangerous devices, hiding them under thin lavers of leaves

1k L

o TR e U s -.-.-lil

AFPPENDIX

orsoil. A creature can discover a concealed footsaw trap with.a
suecessful Searéh check (DG 17), Once found, the trap can be dis-
abled with n successful Disable Device check (DC 171

Anyone who walks over a footsaw trap triggers ity the trap
mikes:a meles rouch artack wich a +8 bonus. TF its arteck is s
cessful, the trap deals 1d6: points of damage to the victim, A
victitn canghe in a footsaw trap can move at half speed if the
device is not attached to another object (such as to a tree or boul-
der by @ length of chain I it 1= attached in socha fashion, the
victim must break the artachment, othérwise he cannot move.
The trap inflicts an additional 1d4 poines of damage from the
saw blades ¢very round that & trapped victim takesany action
that invelves movement A trapped creature can pry ‘open the
Jaws of the trap and escape [Strength check DC 25 or loose him-
sell with an Escape Artist check (DC 300, Failere means that the
trap deals another 1d4 points of damage to the victim and that
the victim remains trapped. '

A footsaw trapis-a CR 7 trap. They ¢an be mnstructed with
the Craft (trapmeking) skill (DC 20,

Mobile Brace: This small stafl can extend and lock at any
tength from T to 11 feer. It is commonly used to make 2 sturdy
brace across a passage, granting a sure purchase for one or more
ropes. A properly sét brace.can support up to 400 pounds of
weight {(less if the walls are sef't, slippery, crumbling, or otherwise
offer unsure purchase) Setting @ brace allows characters to
securely set @ rope or grappling hook where doing so would nor-
mally be impossible. Adventuring groups can send a skilled
climber or jumper o negotiate tricky ascents or dangerous Falls,
set a brace on the far side ‘of the ohstacle, and then give les
nimble characters something to hang.on to while they cross the
dangerous ares.

o
o

Mokile Brace
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Potion Bladder: This is a flexible, narrow-necked pouch, wsu-
ally made of oiled leather or the preserved stomach of @ small
animal, Tsed extensively by water-dwelling creatures such as
ageatic elves, these pouches hold 1 ounee of liquid (the same
volume as @ potion) and can be squeczed carefully to allow
drinkingof MMuids (such 4s potions junderwater without spilling:

Rope Climber: This hand-held device consists of a powerful
winch and locking wheel assembly that Fits most standard ropes.
When threaded with a rope, the winch offers one-wiy travel
with the benefit of tremendoos leverage, Using the climber to
ascend a rope grants a +F circumatance bonus on Climb checks,
but 1t halves the rate of ascent. Théeading a rope through the
climber 15 a full-rpond #ction, as s removing it from a rope
The locking wheels turn only in one direction, preventing the
wser from shipping back down the rope. However, this means
that for two people to use the same rope climber, one must
ascend the rope, remove the device, and lower it back down to
the next user.

Snowshoes: Fashioned of wood and strips of rawhide or sinew,
snowslioes are invaluable for movement atross deep snow. Snaw-
shoes eliminate the hampered movement penalty for movement
across decp snow but impose-z 1/2 movement penalty across
other types of terrain {see Humpered Movement i Chapter 9
of the Plaver’s Handbook, pages 142-143) _

Wagon Shields: These are large wooden shiclds {generally of
solid cak) reinforced with iron. They can be quickly Fiteed
together to protect wagons and similar open-topped vehicles,
(e person can mount a wagon shield as-a fullround action,
Twn peaple working together can mount a shicld as a standard
action. Once mounted, each shield provides a Small character in
the wagon with three-quarters cover; a Medium-size character
pains one-hall cover behind a wagon shicld, Each wagon shicld
has hardness ¥ and 30 hit points. Some arc fitred with arrow slits
toallow these inside the wagon to fire on sttackers without addi-
tional exposure.

Most wagons in Lairen are constructed with special racks
beneath the wagon bed that hold six shields. The shields are nor-
mally sald inquantstees of six.as that is the number required to
fully protect the average Luiren wagon.

special item DESCII pTiﬂns

I addition ‘to-the more common items found on other equip-
ment lists; more unesual items are.available to those with
enough gold:

TasLE A-4! SprciaL ITeEMs

Item Cost Weight
Drow pmson i gp 1710 Th.
Flash grenade 60 gp 1/101b
Tnstant campfire TOpp 101k

Witd dwarf knockout poison 150 gp 1/10 Ih.

Dzow Poison: Drow arc repowned for their use of uncon-
sciousness-inducing poison in subterranesn ambushes. The dark
elves carefiully gusrd the secret of thelr venom, and it is exceed-
wgly difficult to find it outside drow realms and outposts

Type:r Injury DC 13; Tmitial Damage: Unconscionsness for 1
minute; Secondary Damiage: Unconsciousness for 2d4 heurs;
Frice: 73 gp-

Flash Grenade: A creation of the deep gnomes (svirfneblind,
this smiall sphere about the size of a chicken egg requires a fanged
touch attack to hit {range increment 10 fe) and sCatters a5 f
grenadelike weapan, It is effective only when thrown into & fire
source, where it explodes in 2 brilliant flash of light. Any crea-
ture within 10 Feet must make a successful Fortitede save (DC
107} or be blinded for 1d4 rounds: Creatures with Light blindness
(such as drow) are affected as if a daplipht spell had been cast)
There bs nodeffect if the grenade misscs the fire, althpugh the
grenade is ruimned.

Instant Campfire; An instant campfire consists of a leather
bag filled with tinder, logs and fuel. The drawstring that holds
the sack shut is studded with tiny flakes of flint and steel; the

sack itsclf 15 alchemically treated so that it catches Tire easily.

When the drawstring is pulled, the entire bag immolates, cre-
ating @ Tiny campfire (snitable for cocking) in 1 roond, The
campfire lasts for 30 minutes after ignition, but can be fed
with dry woad just [ike any other fire, These items ignite even
n maderate ran, but burn oue quickly in wet conditiens naless -
shelter s provided. ;

Wild Dwarf Knockout Foison: Wild dwarves coat their blow-
gon darts with poison made From a plant thit grows only in the
_]'ungles of Chule. Wild dwarves are immune to the cffects of the
peison.

Type: Injury DC 14, Initial Damage: slow effect for 7 rounds;
Secondary Damage: Unconsciousness for 1 minuee; Price; 150 gp.

fFeQts

This section contains all the mew feats mentioned in 'this
book. Some of these fents are limited to drow, clves, or ores
half-drow miay select drow feats, half-clves may select any ¢If
feat of the appropriate type, and half-ores and tanarukks may
select ore frats .

If & Feat lists a human ethmic group as a prerequisite; you
must be a human of thar ethnicity, You need not select the
region of thar ethuic group, or a region where people of that
ethnic group live. For example, if a feat lists Illuskan human as
a prerequisite, you nedd only be 2 himan of Illuskan heritage—
you do oot nged to take the Tluskan region, or a region sach
as The North or the Moonshaee where Iluskans are most
commenly found,

Aﬁ'ﬂl‘Sig‘hT [generall

You have a trace of the Sight in your blood, an unrcliable gift
a5 hard to command asa dream, which enables you to pick up
echoes of the past, both wondrous and terrible.

Prerequisite: Rashen homan (including the Gurs),

Regions: Rashemen, Thay. -

Benefit: As a fullround action, you can attempt to invoke 2
vision of the past ticd to the focal area in which you are stand-
ing. You must make 2 Wisdom check (DC 107 to invoke a vision,
and-you ean make no more than three attempts in'a single day-
A successful vision serves to apgnicnt historigal knowledge; pro-
viding 2 +% bonus an 2l Knowledge (hustory ) end bardic knowl-
edge checks for the next minute: This Feat does not grant bardic
knowledge if it i% not already possessed.
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ancestral spirit [generall

Yoo have ties to the long-dead spieit of one of your clan’s ances-
tors, who whikpers ancient words of wisdom into your mind in
times of meed.

Prerequisites: Tluskan human, patron deity Uthgar.

Regions: The North, the Great Glacier,

Benefit: You receive a +2 bonos on dll Heal and Knowledge
(history | checks.

animal griends [general]

Your ability to speak with animals hasallowed you to hefriend an
animal as 4 permancnt ally,

Prerequisite: Griome.

Benefit: You pain up to 2 HD of animal friends, just & if vou
had cast awimial friend;ibip with & caster level of 1st. The animals
befriended must be native to the grea ground your home. IF these
animal friends are lost, you may replace them after one month

Bpecial: You may take this fear multiple rimes. Each time vou
take it, you gain another 2 HD of animal fricnds. These HD do
not stack with any previous times you took this fest; therefore
you cangot Have an animal companion with more than 7 HD.

arachnid rider [generall

Youare rramed in the art of employing spuders as steeds.
Regions: Drow clf, gray dwarf,
Benefit: You receive a +2 bonus on all Handle .ﬁ_m.mn.'l and Ride
{any arachnid) checks You may use the Handle' Animal skill ra
affect monstrous spiders of Large size or smaller:

Arctic adaptation [generall

You have adapted to the snowbound covironment of “the arctic
reaches of Faerdn,

Precequisite: Damarin or Nluskan human.

Regions: Damara, Narfell, the North, Vaasa.

Benefit: You recerve 2 +4 bonus on saving throws agamst cold
effects. You also g%in # +1 bonus on all Hide; Move Silently,
Search, and Spot checks on the ice and snow.

azerblood [gﬁ[u’:f{;l]

You are descended from the shicld dwarves of Clan Azerkyn, who
ance ruled the Adamant Kingdom of Xothaerin beneath western
Amn. The blood of the-azer runs thick in your veins

Prerequisite: Shield dwarf.’

Regions: Amn, shield dwarf.

Benefit: You receive & '+4 bonus on saving throws against firc
effects You also receive a +1 bonus on Craft (armorsmithing,
Blacksmithuig, and weaponsmithing) checks,

Batrider |general]

You are highly skilled in.che are of flying dire bats, 2 cotn-
mon form of transpartation among the shield dwarves of ithe
Far Hills. i
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Prerequisite: Ride (dirc bar) skill
Region: Shield dwarf.
Benefit: You receive 2 +2 honwes on Handle Animal 2nd Ride
{dire bati chicks.

Blood of the warlord
lgeneral]

You can influence 3 large number of orcs.

Prerequisite: (rc, base Leadership score of 10+

Benefit: You are seen 85 & king among Kings and a nzturat
leader of orcs. You gain 3 <2 bongs onall Diplomacy and Intim-
idate checks made to influence ores Additionally, as long. as you
are visibly Teading them, all your followers gam a +1 morale
bonus on their attack rolls and Will saving throws.

Breaﬂ}ing Link [generall

You can allowa person adjacent to you to bréathe water.
Prerequisites: Basc Will save +2, aquatic clf or water genas
Benefit) As a frecaction on your turn, vou may select one crea-

ture within ¥ feet of you and give that creature the ability to

breathe water 45 exsily as you do. This supernatural abilicy renews-

automatically for that ereature uatil you direct the abﬂ.:n- o

another creatore or withdraw your power fromn i [ free action )

The creature’s ability to breathe water ends immediately if you

are separated by more than § feet or if you dic, at’ which point

the ereature begins todrown if it 15 still underwater. Thas ahifity
does not hamper the creature’s ability to breathe oir, nor does it
change the creature’s alality (or inabality) to swim.

Special: You may select this fear moré than once, Bach time
vou take this feat, you may affect an additioral crearure with
this ahility. All spch epeatures need to remain within ¥ feet of
you (not cach other). If one creature exceeds the range of this
ability, it has no effect on the other creatures you are helping,

calishite elementalist

You arc a student of the Calishite: tradition of clemental magic
and have mastered its mysterious lore: You may choose to spe-
cialize in air magic or: fire magic,

Bemefit: You gain +1 caster lovel when casting a spell from the
Air tradition or Fire tradition, depending on which madition you
select when you choose this feat. This bonos caster level allows
you to exceed the normal maximum damage sllowed by aspell,
soan 11th-level caster of the Air tradition crestes an 11d6 digix-
aing bolt mstead of & 1046 Sgbewing bolt, IF you are o wirard, you
may add a spell m yoer tradition to your spellbook for free when
you hecome able to cast it. This does not count aganst the two
free spells you 2dd to your spelthook at each class level.

The Tradition of Air magic consists of the following spells at
thic appropriate levels: O—mage dand; 1st—sboeking grasp: nd—
fevitare; rd—lightning bolt; Ath—shons; Tth—ielekinesis; Gth—
chain lighirwing: Tth—reverse graviny: Sth—Bighy sckrrrbcd ST
Ith—Bighy’s crushing band,

The Tradition of ‘Fire magic consists of: O—flare; lat—durn-
ing hands Ind—pyratechicn Ird—fireball Ath—wall of fire:
Yth—drrmiisal, th—conirol wweather; Tth—delayed Blast fire-
Fally Bth—incendiary clopd: Sth—metec rvarin:
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caravanner [generall

You-are skilled at leading caravans along established rrade rontes.
Regions: Cormyr, Dalelands, Sembia, Thesk, Western Heart-
lapds ~ - y
Benefit: You receive a-+7 bonus on all Handle Animal and

Knowledge (geography ) checks

Eﬂlrﬁﬁﬁﬂl sloodline [general]

Some of your latent celestial abilities have matured.
Prerequisites: Assimar, base Fortitude; Reflex, and Wit
saves +1,
Benefit; You gain the ability to use prorection from evil three
times per day and béess once per day as spell-like abilities with a
caster level equal to your character level

chondathan missionary

[generall

Your rraining has emphasized spells that help yoo spread the
ward of your Faith:

Prerequizites; Chondathan human, ability to cast divine spells.

Benefit: You gain +1 caster level when easting a spell from the
tist below, or <2 caster level if you're actually using the spell to
proselytize toa reasonably receptive andicnce (indifferent stti-
tude or betterl

The tradition of the Chondathan missionary consists of the
following spetls at the appropriate levels: O—puryfy food and
driof; lst—divss, fawerwary; Ind—calm emstions,” consecrie,
enthrail; 3td—prayer; remove diseare; Sth—discera lies, fongues;
Fth—atonement, ballone; Gth—beroed feasty Tth—resurrection
Sth—mnss Seal: Pth—miracle,

close-Quarter fighting
[Eighter, general]

You are skilled at resisting grapple.artacks from crearures that
wsually grapple opponents.

Prerequisite: Base ateack bonus +3.

‘Benefit; When -you are attacked by a creature with the
improved grab ability, you may still make an attack of apportu-
nity. Any damage you inflict- with this dttack of opportunicy pro-
voked by the grapple sttempt is added to your ensuing grapple
check: toaveid being grappled.

For example, a dire beat strikes you with a claw atrack. If you
don’t have this fear, the dire boar’s improved grab ahility allows
it to immediately attcmpt @ grapple check, prdveking no attack
of opportunity from vou, However, with Close-Qparter Fighting,
you are entitled €6 an artack of opportunicy. If you hit and score
8 peints of damage, you may add +8 (plus your steack bonus,
Strengeh bonus, and site modifier) to your grapple check to resist
the dire bear’s grapple sttempt.

Normel: A creature withiout this fear does not ger an gteack of
opportunity against a creature with the improved grab ahilicy
that tries to grapple it

rd

Dﬂﬂpﬂning parkness
lgenerall

Your inherent ability to create darkness is more powerful
than nermal, -

Brerequisite: Able to-create-darkness as 2 racial ability.

Benefit: The darkness vou create with your racial ahility s
treated-as deeper dardmess for the purpose of countering or being
countercd by spells such as daylight. All other effects {duration,
area-of darkness, and so.on) are as the darkeess spell. You can use
your darkness abiliey two additional times per day, so if you nor-
mally could use darkmress as a spell-like ability 1/day, you can now
g it 3/day, .

pisentangler
[eighter, generall

Thanks to the teachings of Thard Harr, jrqu“}uwe practiced evad-
ing the attacks of jungle plants.

Prerequisite: Wild dwarf.

Regions: Chult, wild dwarf.

Benefit: You receive 2 <2 bonos on-all Escape Artist checks and

‘a +2 bonus on opposed graEpIe checks,

Drow ByYeEs [general]

You have tramed your eyes tosee in the dark as well as vour full
drow sncestors:

Prerequisite: Half drow elll

Benefit: You gain darkvision 120 fr.

Normal: A half-drow normally has darkvision 60 ft.

puergar mindshaper
[general]

You are accomplished at using the power of your
come wezker personalities,

Prerequisites: Gray dwarf.

Benefit: You gain +1 spell power (+1 on sive DCs and a ¢1
bonus on checks to overcome spell resistance] on enchantment
spells and spell-like ahilities

mind to over-

eldertch Linguist [generall

You have & deep undérstanding of how words themselves have
their own kind of magic, and a mastery of the secret syntax
of power, :

Prerequisites: THuskan human, abality to cast divine spells.

Benefit: You gain +1 caster level when casting a spell from the
List below,

The readition of the cldritch linguist consises of the following
spells at the appropriate levels: O—read magic; 1st—command,
comprebend languages; Iod—speak awith awimals, twhipering
winel; Srd—destow cnvie, explosive rines, glyph of warding, speak

qwith dead; speak with: plantsy Yth—dismisial, sending, sbouk

fomgues; Tth—atonement, greater commtand, ballow; 6th—greater
shiph of warding, word. of recadl; Teth—blasphemy, dictum, boly

%
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sword, peseer Gword stvw, seord of ebang Bth—pomwer sword Blind,
spmbods Sth—power word Bl ;

elemental Bloodline
[general]

You have taken on some of the aspects.of the type of clement
that infuses your flesh,

Prerequisites: Base Forritnde save +4, genasi (zir, earth, fire,
ar water L :

Benefit: You gzin & ++ saving chrow bonus on saving throws
‘Against poson, sleep, paralysis or sturining. You alsochave a 25%
chance to turn a critical hit or 2 sneak attack against vou into a
normal hit {as 1f vou were wearing lizhe fortification armor’ If
yoo are wearing fortification armor {or a similar item or have an
abilicy with a similar effect’], use the one that has the larger per-
centage chance,

enervative Healing [generall

You can use the life energy of un opponent to hezl yourself,

Frerequisites: Fey'vi, ability to use swervafion as a1 spell-like
ahility.

Bencfit: When you use vour eservarion ability, you may choose
to touch an opponcnt instead of firing a ray, making 3 meles
touchattack to doso. If the target gainsnegarive levels, you heal
5 hit points For every negative level the target gains from this
attack as if you had been healed with positive energy:

eyes of Light [generall

You can focus the holy power within you to'create a beam of
destructive light energy,

Frerequisites: Aasimar, Celestin] Bloodline.

Bepefit Once per day you may fire a ray of searing fight
from your eyes as a spell-like ability, Your caster level for this
ability is your character level. Using this ability counts as your
use of fght (or-daylight, if you have the Light to Daylighe feat)
for the day.

siendish sloodline [general]

Some of your latent fiendish abilities, inhérited {rom an unusy-
ally powerful ficndish ancestor, have matured,

Prerequisites: Fey'rl, tanarukk, riefling, base Forrituds, Reflex,
and Will saves +1.

Benefit: You gain the ability to cast profection from good three

times per day and Jawe once per day as spell-like abilities with =
caster Tevel equal to Yoor character level,

forest gnome phantasist
lgeneral]

You can protect your forest home with a variety of phantasms
and patterns to befuddle yobr foes. .
Prerequisite: Forest gnome. '

Benefat: Your illusion (pattern)) and Tlusion {phantasm) spells
and spell-like zbilitses gain +1 spell power (42 on save DCs and +1
banus on checks to overcome spell resistance)

(}ﬂniﬂ LOr€ [general]

You have studied centuries of Calishite lore regarding genickind

Region: Calimshan.

Benefit: Choose one type of encrgy: achd, cold, electricity, or
fire. You add 41 to the DC of saving throws for any sorcerer
spells with the energy type descriptor that you cast. This benefit
stacks with the Spell Focos feat if the spell you cast is From vour
chesen schoal. -

Special; You cen pain this fear multiple times. Each time you
take the fear, it applies to a new energy type,

Gifr of Tongues [generall

You have an intustive talent for ledrning languages

Regions: Moon elf, sun elf.

Benefit: Your Intclligence 5 4 points higher for the purpese of
determining how many bonus languages you may stare with You
are not limited to the bonus languages of vour region. Speak Lan-
guage iz always a class skill for you You gain a +1 bonus on all
Decipher Script and Sense-Motive checks,

Special: If vou choose this feat after Ist level, you do not
immediately gain additional bonus -languages, baot-all other
effects of the feat apply:

gold pwarf pweomersmith

[general]

You have learned the secrets of gold dwarf magic that creates or
enhances weapons.

Prerequisites: Gold dwarf,

Benefit: You gain +1 caster level when casting a spell chat cre-
ates @ weapon or enhancesan existing one. An 11th-level caster
with this Feat, for example, grants a wedpon a +4 enhancement
bonus when she casts greafer sagic weapom, TOT just ‘g +3
enhancement bonus: This bonus caster level allows you o cxeced
the normal maximem effect allowed by a spell

The tradition of gold dwarf dweomersmiths wncludes the fol-
towing spells at each level: Lat—bless mreapon, magic dfone, magic
wweapon, shillelagh, Ind—flame blade, Melf's acid avrow, jpiri-
tual weapon; Ied—Flame arrow, keen edpe; Sth—greater magic
weapon, boly sword; Gth--blade Farrier, spelistaffl; Tth—
changestaly, Mordenkaines's sovord. Other spelis gain this bene-
ficif they target a*weapon.

Additionally, any magic wespons you fashion cost F96 less'm
gold pieces to make. The experience point cost is unaffected.

Grim Visage [genecal] .

Your eyes have seen a lot, and now they show evervone thac
you aren't to be trifled with, Even glib people stammier i your
presenece; :

‘Regions: Damaran human.
Benefit: You gain & +2 bonus on Intimidate and Sense Mortive
checks .
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Hammer st IF'ighTt:r, Ggeneral|

You are trained in an unarmed fighting style that emphasires 4
ewo-landed strike,

Prerequisitex: Scr 13, Improved Unarmed Serike, dwarf,

Beaefit: You add one and a2 hall times yout Strength bonns on
your damage when vou hit with ‘an unarmed strike. This exera
damageadoes nor apply if you makea flurry of blows attack or if
you are holding-anything in cither hand. You must use hoth
hands 1o make the unarmed attack.

Harem Trained [generall
A

You have beén crained to serve asa
hasie (I male) or phasiwa (if fomale)
and are well versed in: song. music
danee, art, the recitation of great lit-
crature, the art of massage, and
other duties of the harem.

Region: Calimshan.

Bepefit: You receive a +2 bomis
an Diplomzcy and Perform checks.

Headlong rush
[righter, generall

You charge your focs with imumense
force; heedless'of your own safety.

Prerequisite: Orc or half-orc, hase
attack bonus +4 or higher.

Bencefit: Instesd of a' normal
tharge attack, vou can perform a
headlong rush. A headlong rush isa
charge that provokes attacks of ©
appertunity from every fee whe
can reach its path, including the
opponent you attack: A headlong
rush otherwise functions like -4
charge attack (+2 atrack, -2 AC,
straight-line movement only),
except that 2 successful attack deals
double damage.

Healing Flames [generall

You can draw energy from open flames to heal vourself.
Prerequisites: Basc Will save +3, fire genasi or tagarukk.

Hit Points Healed

Fire Size Example

Fine Tindertwiz 1
Diminutive Torch 1d3
Tiny Small campfire 1da
Small Large campfire 2d6
Medium-size Forge 3d6
Large Bonfire &
Higge Burming shack or tree Tdé
Gargantuan Barning tavern Gd6
Colossal Burning inn Td&

An ogre learns about the bawimeer fist
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Benefit: When vou use your comtral flame spell-like abality, you
instead may touch the Flame and heal yourself 2 number. of hit
pomts of dumage depending upon the sire of the fire. This dounts
as a use of your comfrod flame ability for the day. Touching the
flasric causes vol no harm when you ose this ability, hut if you
enter the flame, touch more than just its edge, or remain in con-
tact with it for more then 1 round, you take damage from the fire.

nighborn prow [generall

You have learned how to tap into the advanced magical ehilities
of your drow noble heritage. ; f

Frerequisites: Drob, hase Will save +2L

Benefit: You may use defect good,

\ detect magie, and levitate omee per day

as spell-like abilities with a caster level
equal to your character level,

HIN
wanderm age
|generall

You have a natural affinicy for spells
thiat take you from place to place,
Precequisites: Lightfoot half-
ling, ]
Benefit: You gain +1 caster level
when casting @ spell that helps you
travel If you arc = wizard, vou
may add a spell in your tradition
to vour spellbook for free when
you become able to cast it This
does not count against the two free
spefls you add to your spellbook at
each class level
The tradition of the Hin wander-
mage consists of the following spells
at the appropriate levelss 00—
apen,close; lst—enpeditions refrear,
monnt; Ind—ewdurance; 3rd—7ly,
phamiom steed, water bréathing; 4th—
asr walk, freedon of wievement; Sth—etliereal jannt; plane shifi,
teleporey Gth—find the parh, rranspers vhe planrs, wind walk,
ward of recall: Tth—refuge, shadow soalk, telepors without evrar;
Bth—etherealness Sth—gate, releportation circle,

impgroved ene rqy
Resistance [general

Choose one form of energy to which you have a natural (not
spell-or item-granted ) resistance. Your inherent resistance to this
kind of energy is more effective than normal.

Prerequisite; Naturally resistant toa form of energy (acid,
cold, electricity, fire, sonic

Benefit: Your resistance to thet type of energy mereases by 7.

For cxample, if vou-are an assimar, you normally have acid,
cold, and electricity resistance 7. You could use this feat to mereass
one of those resistances to 10; the other two are unaffected.
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TABLE A—5: IMpROVED FAMILIARS
Kind of Arcane Spellcaster
Familiar Level Required " ‘Special
Flying snaket 3 Master gains @ +1 bonus on saves agaimst acid
Dearhfa:l.lg‘l‘ [meutral evil]® g i
Lizerd, spitting crawler [neutral] 3 Master gains a +2 bonus on saves against acid
LynxT [neneral] 3 Master gains 2. +3 bonus on Move Silently checks
Osquipt [newtral ] ¥ Master gainsa +2 bonus ont Hide and Listen checks

* Deathfangs can only be agquired as familiars if the master s ovil and has the Spell Focus (Necromaney ) feat.
+This creature s described in the Monsters section of this appendix (sec pages 174=178}

Special: You can gain this feat multiple tmes. Its effects do
not stack. Fach time vou tuke the feat, it applies toranother type
af enérgy to which you have & natural resistance,

improved familiar
[general] .

See the discussion of the Improved Familiar feat in Chapter 1 of
the FORGOTTEN REALMS Campaign Serting. Table A—F shows
additional improved familiars from this book that are available
with this feat.

improved elight [generall

You gain grester mancuverability when flying than you would
normally have. .
Prerequisite: Abality to fly (naturally, magically, or through
shapechangingl .
Benefit: Your maneuverability class while flying improves by
one grade. For example, il vour normal maneuverability class is
poor, it hecomes average.

improved Levitation
[general] i

You have learned to use part of your fevitate spell-like ability at
a time, allowing multiple uses with 4 shorter duration.

Prerequisite: Naturzlly able to levitate as a spetl-like ability,

Benefit You may 03¢ your fevidare spell-like abalicy in 10-
minute increments nstead of all at once. The number of times
per day you may now use the ability at this shorter duration s
equal to your cister level

For example, if you are an air genast, you normally have the
ahility to levitate once pet day as a spell-like abilicy as if cast by
2 Tth-level savcerer, allowing you to levitate once per day for up
to T0 minutes. With this feat, you can now levitare Five times
per day, each time for up to 10 minutes.

If you could levitate more than ence per day, multiply your
caster level by the number of times per day to ger the total
number-of shorter uses of Jevitade that you have, For cxample,
(& cresture that could use fevitate two tiunes per day as a spell-like
ahilsty s if cast by a Tth-level sorcerer would be able to levitate
10 (2x7) times per day, each time for up to 10 minutes:

-

improved Low Blow
[righter, generall

You are especially good at using the Low Blow fear
Prerequisites: Dodge, Mobility, Low Blow, base attack bonug +4,
Benefit; Using the Low Blow Feat docs not provoke an attack

of opportunity when you move into an opponient’s square to per-

form the attack.

Normal: A character with the Low Blow feat may enter an
sdpacent opponent’s sqirare to make 5 single attack, then return to
s own square. The opponent is considered flat-footed agamst the
attack, but the character is subject toan stteck of opportunity.

[mpmwﬂd Natural Armor
lgeneral]

Your shin iz even tougher than that of most of vour kind.
Prerequisite; Racially granted natursl armor.
Benefit: Your vacially granted natural srmor bonus increases by +1
Special: A character can gain this feat multiple times. Each
time the character gains this feat, his natural srmor improves by
an additional +1.

infernal Bufguiner lgeneral]

You are comfortzble making deals with powerful entitics from
the Lower Planes.

Prerequisite; Cutsider-

Benefitt Whencver you cast compmens, comfact ofler plane;
legend dove, or wigtsw, you gain +2 caster level because you are
known tothe entities answering your entreatics,

Whenever you cast any plamar Fading or planar ally spell;
you can call an evil ereature 2 HD higher than normally allowed,

Any evil ereature causht in o planar bimding trap you create
has a -2 penalty on all artempts toescaps,

1ron Mind [generall

You are descended from duergar who cscaped enslavement by the
illichids, The blood of these psionic-resistant former thralls runs
thick in vour veins,

Prerequisites: Wis 13, gray dwarf.

Region: Gray dwarf.

Benefit: You receive & +4 honts en saving throws: against
_psionic effects, such as those emplaved by a mind flayer or yuwan-
ti, and & =1 bonus on Will saves ¥
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Jotunbrud [general]

You are descended from the giants who ruled the mountain-
spanning empire of Ostoria in ages past, and possess 4 troly
IMPressive statire

Prereguisites; Damaran or Illpskan human.

Regions: Damara, The North.

Benefit: Wheneyer you receive 8 modifier based on your size
on an oppofed roll (such as during grapple and bull rush
atrempts) vou arce treated as Large of that's advantageons to
you. You are also considered to be Large when' determining
whether = monster’s special ateacks based on size (such as
improved grab or swallow whole) affect you.

If you wish to determine your characrer's height and weight
randomly, your hase height is 6’4" (male) or 6'0" (female); and
vour base weight 18 210 b (male) or 170 Ib (female) Refer to
Table 6-6 in the Player's Hamdbook.

Special: You may only take this fearas a lst-level character,

Jungle stamina [generall

You are acchimated to the disesse-ridden jungles of southwestern
Faerin.

Regions: Chult, Tashalar (Mhair and Black Jungles only)
wild dwarf.

Benefit: You receive a +'1 bonus on all Survival checks and a
+1 honos on Fortitode saves versus discase,

vandwalker [general]

You can sutvive out of water for a longer period of time than
miost of your kind.

Prerequisite; Aquatic clf.

Benefiti You can survive out of watér for 3 hours per point
of Constitution. After this peint you muse make a Fortitude
saving throw each hour (DC 17, +1 for cach previous check ) ar
you begin to suffocate.

Wormal: Aquatic lves can survive out of water for one hour
per-point of Constitution; after this point they begin to suffo-
cate {sec Chapter 3 of the DUNeEIN MASTER'S Guide)

ili(;‘hi‘ to ﬂml}ligh]“ [generall

Your inherent ability to create light is more powerful than
normal
- Prerequisite: Ablc to usc Jight as = spell-like ahility.

Benefit: When using vour spell-like alulity to ereate figh, you
may instead create daylight. All other Features of this ability
{caster Tevel, countering darkness spells and effects) are as i you
were creating Hebe. You can use your hight shility two additional
times-per day, so if you normally could use fighs as a spell-like
ability 1/day, you can now use it 3/day.

For example, if you were an aasinr, vou could create cither
fight or daylight three times perday as a spell-like ahility, asif
cast by a soreerer of your character level

Lightbringer [generall

You can channel positive energy into your spells so that they
glow with holy power,

Prerequisite: Damaran human, abje to cast divine spells, able
to tern oidead.

Benefit: Whenever you cast a spell, you can :xpend “three of
your daily turn attempts to infuse the 5pr!l with pogitive energy.
Each round you do this immedidtely priat to casting the spell,
you gain +2 spell power (+2 on save DCsand +2 bonus on checks
to overcome spell resistance} Infusing a spell with- positive
eneriy 35 a full-round action that docs not provoke wttacks of
apportunity, The turn actempts arc wasted if’ you don’t cast 2
spell immediately after spending onc or more rounds infusing it.

rolth’s E]ﬂSSI‘[ﬂ? [(jﬂnﬁrull

The Spider Queen has blessed you with addicional magical abilivies,
Prercquisites: Drow, Wis 15, patron deity Lolth, able to cast
Ird-level divine spells. ;
Benefit: You may use clairandicacetlaitvoyance, detect lie,
disped magic, and suggesfion once per day as spell-like abilities
with a caster level equal to your character level,

Low Blow [righter, general]

You can get underfoot and attack creatures larger than you.

Frerequisites: Dodge, Mobility, base attack bonus ++.

Benefit: Az a full-round action, you can enter an sres occupied
by .an opponent who s at least one size category larger than you
You can then make a single melee attack at your highest attack
bonns against this creature, who is considered flat-footed againse
the artack.. After vour attack, you réturn to the F-foot square
from which you entered the opponent’s square: Using this feat
provokes attacks of oppgrounicy.

metrallu £y [gen erall

You are skilled inn the art of metallurgy, creating metal slloys
both For their appeéarance and their properties

Region: Gold dwarf.

Benefit: Yoy receive 2 £3 bonus on all Cealt (armorsmithing,
blacksmathing, or weaponsmithing) checks.

viight makes right [generall

Your great strength draws more followers.

Prerequisites: Str 13, Leadership:

Benefit Add your Strength bonuos to your !e:ldershsp seore for
the purposes of determining how many followers you may have
with the Leadership feat.

Nobody’s fool [generall

You have an uncommen streak of skepticism and common sense,
and have g knack for discerning falsehood from truth,
Prerequisite: Wis 13, -
Benefit: You gain a +2 bonus-on 3ll Sense Mm:v: checks a.ml
Gather Informetion checks.
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oral [;liSTUFIII [generall

Xou are well versed in the art of storytelling and the oral history
of your cultire.
Regions: The Moonshaes, The North; arctic dwarf, gold dwarf;
ghield -dwarf.
~ Benefit: You get a:+2 bonus on all h.uuwlc&ge {histery} and
Perform checks

outsider wings [generall

You have sprowted wings appropriate to your: heritage, revealing
the power of your supernatural bloodline.

Prerequisites: Ausimar or tiefling, base Fortitude, Reflex, and
Will saves 42, Celestial Bloodline or Fiendish Bloodline.

Benehit: Yeu pain wings (Feathered i an aasimar, batlike if 2
tiefling), allowing vou to fly at your lind speed (average manen-
verability ) A medium ar heavy load that would reduce your land
speed veduces your fly speed a proportionate amosnt.

plague resistant [generall

You are descended from the handful of combatints who fought
on the Fields of Nun and survived Chondath's Rotting War in
the 902 DR. '

Prerequisites: Chondathan human

Region: The Vilhon Reach,

Benefit: You get a +4 resistance bonus on sving throws agamst
discase and spells or effects that produce disease. This bonus
applics on saving throws to fight of T ability damage from discase,
as well as saving throws against the mitial exposure to the discise,

planerouched Animal
AffHIITllI |general]

Yoo have a special affinity for a kind of animal associated with
vour deity ancestor.

Prerequisites: Aasimar, ticfling, carth genasi

Benefit: Choosea divine ancestor from the list below. You gain a
+4+ bonus on Animal Empathy and Handle Animal checks when
dealing with animals associated with your divine ancestor. You may
make untrained Aninal Empathy checks to affect such animals as
well as celestial [if you are an ss@imar) or fendish GF you are 2
tiefling animals as if they were anmmals.

See the table for a summary of Mulliorandi deities @nd their
favored anumals

Deity Animal

Anhur® Lin;'is, horses

Bast (Shavess) Carts, leopards, lions

Geb Bears

Hathor Cows, hison

Horus-Re Hawks, lione

“Tsis Hawks, donkeys

Mephthys Crocodiles, hawks, poisonous snakes (primarily
cobras)

Osieis Bears, hawks

Sebek Crocodiles

BEt= 1, \ FPoisonons snakes

¥ ——————
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primitive caster [generall

You use screcches, wild gesticulations, and extre material com

" ponents to give vour spells additional power,

Benefit: This feat only functions when yoo cast a spell that
does ot already have 2 verbal, somatic; o material comporent,
For cach component you voluntarily add, you increase the effec-
tive level of the spell by +1 You can only add 2 component
that's not slready present in the spell. For example, you can't
add a somatic component to a gaseons form spell, bocawse it
already hais one. You could add & verbzl component; however!

The verbal component vou add consists of animalistic
shouts, screams, and growls. The DC.of Listen checks to hear
vou cast a spell is =¥ (before modifying for distance) The
somatic component is also more complex, so you must heve
two hands free to 2dd = somatic component with this feat. The
extra material component you add with this feat must be a
rare plant found in the forest with @ soccessful Profession
(herbalist) check (DO 17

gapid swimming [general]

You are one with the water.
Prerequisites: Base Fortitude save + 1, natural swim speed.
Benefit: Your swim speed increases by 20 feet
Mormal: A water genas normally has a swim speed of 30 feet,
An zguatic €Il normally has a swim speed of 40 feet,

reckless offensive
[righter, generall

You lower your guard in order to make's telling attack,

Prerequisites: Buse attack honus + 2, Power Attack.

Benefit: On yvour action, before making. artack rolls for 'a
round, you may choose to take a —4 penalty to your AC during
the round to gain i +2 competence bongs on all melee attacks in
the same round, The penakty to AC and bonus on melee attacks
apply nnril your next action. Ynu cannot wse Reckless Offensive
with ranged attacks.

rock gnome rrickster
[general]

Your glamers are-particularly likely to fool the senses of your mrget.
Prerequisite: Rock gnome:
Benefit: Your [Musien (glamer) spells and spell-like abilities
gam +1 spell power (+1 on save DCs and +1 bonus on checks to
overcome. spell registancel

runesmith [general|

You can fashion runes that take the place of material €ompe-
nents for your spells:

Prerequisites: 4 ranks in Craft {runc).

Benefit: You can meke rines that take the place of traditional
material components for spells you case. The runes, often carved
into stone talismans or stamped onto small plates of metal, cost
1 gp each and have a Craft {rune) DC of 15. Unlike a marerial




component, 2 rune does not disappear when you cast @ spelly
having this fear effectively turns a materid]l componert
required Tor a spell into a focus

Your use of runes makes vour spells more difficult to counter-
spell. Other spellcasters who observe you casting 3 spell taken —%
penalty on checks to determine which spell you're cesting, onless
they dlso have-the Runesmich feat.

Lpells with costly material components are unaffected by ths fzar,

sacred Tattoo [general]

Fou have been spiritually touched by ene of the god-kings of the
0ld Empires and besr his or her symbol in the form of a tartoo
in the shape of a holy symbol.

Prerequisite: Patron- deity from the Mulhorandi or Untheric
pantheon.

Beaefit: Add +1 to the DC for all saving throws against spells
vou cast in an area comsecrated/desecrated or hallowed/unhal-
lowed to your deity. You get a +1 bonus on caster leve] chccks to
heat a creature’s spell resistance when casting spells in such areas.

Special: It is not possible to take both this feat and the Tattoo
Muagic feat.

shadow shield [general]

Your ancestors long battled the insidious influence of shadow
magic, and some of their descendants (including you) have a
gredter Fesistance to its‘effects

Prerequisites: Talfir or Tethyrian human of any region.

Region: The Western Heartlands.

Benefit: You get a +2 bonus an all saving throws agamnst spells
and spell-like abilities with the shadow descriptor, You also geta
+2 bonups on all saving throws agamst spells and spell-like abili-
ties that draw on the magic of the Shadow Weave. These benefits
stack with each other

shadow song [generall

A dark Tegacy of the Shadowking’s ambitions s the shadow of
sorrow that cloaks many Terhyrian songs snd ballads, Some bards
have learned to infuse their performances with the sense of loss
and suffering that suffuses the Shadow Weave.

Prerequisites Shadow Weave Magic, bardic music.

Region: The Western Heartlands,

Benefit: You get 4 +1 bonus o the DC for 21l saving throws of
spells yoo cast from the school of Enchantment and spells with
the sonic descripror. You get & +1 bonus on caster level checks o
overcome spell resistance for these schools and spells. These
bonuses stack with bonuses from the Shadow Weave Magic feat,

shield pwarf warder

You arc s student of the protective magics of the shicld dwarves,
learned st great cost during centuries of warfare and wandering.

Prerequisites: Shicld dwarf.

Benefit: You gain +1 caster level when casting a spell that cre-
ates or enlancss a.suit of armor or a shicld.

The tradition of shicld dwarf warders includes the following
spells at the appropriate levels Ist—ewtvopic shield, mage armior,

shield, ilield of faich; Ind—shisld atber; 3rd—magic vestment;

—t—
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dth—fire shield) 6th—stone body; Bth—iron body, shicid of law.
Other spells gain this benefit if they target @ suit of armor or
shield.

Additianally, any magic armor "or shield you creste costs 7o
less gold pieces to make. The expericnce point cost is unaffected.

skyrider [generall

You have trained and served wich the hippogriff cavaley thae
guards the Great Rift

Prerequisites: Ride (huppogrifi) skill, ‘Hfounted Cﬂmfmt

Region: Gold dwarf.

Benefit: You receive @ +2 bonus on Handle Animal and Ride
(hippogriff]) checks

SUUTI’IEI‘H Mﬂg‘itiﬂﬂ [general]

Your magical studics in Mulan lands have tught you spellease-
g rechniques unknown in the north chat blur the line between
arcane and divine magic.

Prerequisite: Mulan human, ability to cast Tnd-level spells;

Benefit: Onge per day per two spelleaster levels, you can
cast a divine spell as an arcane spell, or vice versa. This
coables you to bypass arcane spell failure due ro armor, or
gain additional benefit from spell that functions differently
for a divipe caster instead of an arcanc caster, such-&s frae
JeEiNy OF magic weapon.

Spells changed with this feat ere often confusing 1o whose who
haven't studied Mulan magic. Spellcasters who don't have this
feat suffer a —4 penalty on attempts to counterspell or dispel this
spell, and they must succeed at a caster level check (DC 11 + spell
level) to detect the spell with desect magic.

The actual source of the spell's power doesn't change, nor docs
its means of preparation. You are merely weaving the strands of
miagic tegether i an unconventionzl way that makes the spell
behave somewhat dif ferently,

Spf‘llfmkc AblllTllJ FOCUS

lgeneral]

Choose-oneof your spell-like abilitics This attack becomes more
potent than normal

Prerequisite: Spell-like ability.

Bencfit: Add 2 to the DC for all saving throws against the
spell-like ability on which you focus.

Speeial: You can gamn this feat multiple times. Ies effects do
not stack. Each time you take the feat, it applics to a new spell-
like ability.

spire walking [generall

Itinehir is justly known as the City of @ Thousand Spires, for fan-
tastically bizarre, mmy-storied towers rise from all quarters of
the city-and are tightly packed together, As a result; it is possible
to navigate Irmebor via a network of arches, bridges, steirs, and
leapable gulfs far above the city streets. You are well versed int
the skill of navigating the skvroads of Iriachar,

Region: The Western Heartlands X .

Benefit You get a <2 bonus onall Balance and JTump checks:
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stutggéring strike
Iﬁig’ﬁﬁ;r, general]

You are particularly adepe at making cruel and demoralizing
sneak attacks.

Freroquisites: Base attack bonus 46, sneak attack ability,

Benmefit: If you hit with a sasak areack, vou may choose to
forgo a variable mumber {chosen by you at the tume of the strike)
of dice of sneak attack damage to deliver & particularly horrify-
ing and disgusting wound, The victim of u staggering strike
becomes staggered For a nomber of rounds equal to one-third the
number of dice of damage you chioose to forgo. For exam-
ple, if you could sneak atrack for +646 damage, you = i
could forgo all that extra damape to stagger the
target For 2 rounds,

=

stoneblood

[general]

Your blood i3 thick like cooling lava,
making it difficult for you to die after
Falling from injuries

Prerequisites: Con 13, urdunmir.

Region: Urdunmir.

Benefitt When dying. you have = $0% charice per
round to stahilize and stop bleeding to death,

Narmal: & character normally has a 10% chance
to stahalize when dying, i

stone colossus
[eighter, generall

You can focus-s part of your power to incresse the toughness of
your sk :

Precequisites: Base Fortitude save +3, carth genasi

Benefit: When you use the attack dction or full actack action
in melee, you can take a penalty of as much as —§ on your attack
and add the same number {up to +7) to your Armor Class as a
natural armor bonus, This number may not excéed your base
attack bonus The chzng{e& to attack rolls and Armor Class List
until your next action,

stoneshaper [general]

You have a deep and alnding tie to earth and stone.
FPrerequisites: Craflt (Stonemasonry ) skill, sconecunning,
Region: Gold dwarl, gray dwarf, shield dwarf, urdunnir.
Benefit; You receive a +2 bonus on Craft (stonemasonry)

checks and a +2 bonus on Stanecunning checks.

stone shide [general]

You have actuncd vourself to stone to such an extent that you
can merge with it for a short time.
Precequisites: Base Fortitude save =4, carth genasi ’
Benefit: Instead of using your spell-like ability to pass winhons
drace; you may instead meeld inis stowe as a Sth-level druid., This
uses your ability to pass withons frace for the day,

! H‘;nmr.rpbcrr
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stonewalker fist
[righter, generall

You are trained in an unarmed fighting style that draws on your
ahility to pass through minerals as if they were ain

Precequisites; Improved Unarmed Scrike, urdunnir.

Region: Urdunnir.

Benefit: By altering the elemental strueture of yvour fists
order tostrike through a ereature’s armer, you may ignore up to
1 44 armor bonus due to metal or stone armor or shiclds. (This
i no way dffects or damages the armor.) Yoo canoot wse this
ability on ereatures with the carth subtype. Using this abil

ity is & free action, :
Special: A character may gain this feat twice at
most, but the effects stack.

by
Y

. summon earth
elemental [general] -

Like many experienced deep gnomes, vou have
developed the ability tosummon earth le-
mentals ta help you with tasks,

Prerequisites: Deep gnome, charac-

ter level th,
Beaefit: Once per day, you may
summon an cirth clemental. If actiogalone, you
may only summon a S8mall-carth elemental. For
cach additional desp gnome employmyg this feat in conjumnection
with you, vou may summeon &n eirth elemental one size larper
{see the tuble on Monster Manual page 83) For example; a
group of four deep gnomes with this feat can summon a Huge
ezrth elemental, and & group of six deep’gnomes ¢ simmon an
elder earth elementall Warking together i this Fashion uses this
zhility for all mvelved gnomes for the day.

This is:a spell-like ability and 15 treated as if the characters
ivolved arc casting a sumsmon monster spell of the appropriate
level, with the exception that they can only summon earch ele-
mentals. Unlike the spell, you cannot use this ability to summon
multiple clementals ats time, . <

svirfneblin fFioment
Master [general]

Your time underground has made vou acutely aware of even
shght differences m sound and visien in ‘caves that have never
seen the sun. Accerdingly, vour dlusions are fuely tuned and
ultra-realistic,

Prerequisite: Deep gnome,

Benefie: Your Illusion (Figment) spells and spell-like abilitics
gain +1 spell power (+1 on save DCs and +1 bonus on checks to

avercome spell resistance],
'

swarmfighting
[sighter, general]

You and allies. with this feat can ceordinate melee artacks
against a single target and are adept ae fighting side by sidein
close quarters .
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Prerequisites: Size Small, Dex 13, base attack bonus +1.
Benefit: You can accupy the same 7-foor square in combat with

any othe allied Small or smaller creature chat also possesses the

Swarmfighting feat. Up to four creatures of Small size may
occupy 2 F-foot square (creatures one size caregory smaller count
a5 half arcreature),

When you attack a Medium-size or largcr creature: with =
melee attack, and at least one other ally with the Swarmfighting
feat threatens the target, you gain a +1 morale bonus on the
attack roll This bonus increases by +1 for each additienal ally
beyond the first with the Swarmfighting feat who threatens the
same target. The total morale bonus Tmparted to your attack roll
cannot exceed your Dexterity bonus:

Talfirian $0N¢Q [general]

Yoo can use the power of your hardic music to enhance g.rour 1tun-
sion spells.

Prerequisite: Bardic music class feature; Heighten Spell,
Tethyrian human, )

Benefit: By expending uses of your bardic music, you can
heighten your illusion spells without using higher-level spell
slats. For every daily ue of yenr bardic music you expend during
the casting of & spell, you can increase the effective level of that
spelt by +1. For example, you could cast rainbew parfern and
expend four ases of your'bardic music to'make that rainbon per-
tern effectively an Sth-level spell (ineressing the save DC by 441
You can't raise 2 spell bove 9th level with thas fear.

TQTT00 M(ig"lt [rtem creation]

You can crcate tattoos that store spells

Prerequisite: Cratt {calligraphy’| or Craft (paintimg ) skill, spell-
caster Tevel 3rd. :

Benefit:. You can create single-use magic tattoos,

You can create a tartoo of any spell of 3rd level or lower that
you know and thar targets 4 creaturd or creatures. Credating a

tattoo takes 1 hour, and it must be inked onto 2 creaturc with a”

corporexl body. When you create a tattoo, you set the caster
level. The caster level must be suffisient to cast the spell in ques-
tion and no higher than your own level. The base price of a
tattoo 15 itz spell level % its caster level % 50 gp. To create a
tattoa, you must spend 1/2%ch of this base price in XP and use
up raw materials costing half this base price.

When you greate a tattoo, you meke any cheices that you
would normatly make when casting the spell. The bearver of the
tattoo is the only one whe can-activate it and 5 alwavs the
target of the spell. Activating a rattoo requires the creature to
touch the tattoo with cither hand (the hand does not need to be
empty) Activating a tattoo isa standard wetion thae does not
draw an attack of opporronicy,

~Any tattoo that stores a spell with a costly material cOmpo-
nent or an XP cost also carrics @ commensurste cost. In addition
16 the tosts derived from the base price, vou must expend the
material component.or pay the XP when creating the tattoo

WNormally, a magic tattooe uses 8 magic item space on the grea-
ture’s body. For exiemple, 2 creaturs with 2 tattoo on oneof its
hands could not gain the bepefit from a2 magic glave op that
hand. Likewise, d creature with 4 magic tattoo on its back does
not recerve the benefits of @ magic cloak, cape, or mantle In
effect, the magic tattoo is-alwsys the first item “worn™ on that

part of ‘the body, ncgating the effects of all other items A
tartoo can be created that does not use 3 magic item space, but
the Base price of such = tattoo is double the normal value,
A magic tartoo can be crased with an erase spellas if it were
magic writing. Failing to erase the tattoo-does not activate it
en 4 tattoo is activeted, the inkipattern or design vanishes
from the bearer's skin. - -

Theocrat [general]

You have the delicate touch needed to maintain the favor of yout
patron deity and the political skills needed to survive in the
trenches of bureaucratic warfare commen ih the lands ruled by

-agents of the Mulhorandi pantheon,

Precequisite: Patron deity from the Mulhorandi pantheon,

Regions: Mulhorand, Uncher.

Benefit: You get a+2 bonus on all Diplomacy #nd Knowledge
(religion) checks.

water Adaptation [generall

You faver your aguatic elven parent and have developed the
ahility to hreathe dnd move about in water easily.

Prerequisite: Hall-aguatic elf. |

Benefit: You can breathe water a5 well as air. You gain 1 swim
speed of 20 feet, which means you tan move through water at
that speed without making Swim checks. You gain a +8 racml
boous on any Swim check. You can always take 10 on Swium
checks even if rushed or threatened when swimming. You may
use the run action while swimming, provided you swim i a
straight line. :

Magic items

‘The peoples of Faeriin have developed many special magic items
to soit raciil or ecalogical needs, and some of them have spread
to other cultures or might be found in lost treasure hoards

AFMOor Spﬂciml Abilities

These armor special ablities are available in addition to those in
the DungEoN MasTERS Cuide,

Cooling: This metal armior stenis cool to the touch, no matter
what the environment. The wearer of such armor gains fire
resistance §. At the cost of incressing the armor’s cost by another
«1 property, -this ability can be ppgraded to the fire resstance
abulity described in the DUNcEoN M ASTERS Guide,

Caster Level: 3rd; Prereguisiter: Craft Magic Arms -and
Armar, éwdure elements; Market Price; +1 hanus, '

Warming: This metal armor seems warm to the touch, no
matter what the environment. The wearer of such armor
gains cold resistance 7. At the cost of increasing the armoaor’s.
cost by anether +1 property, this abilicy can be vpgraded to
the cold resistamce ability deseribed in the DunchEoN Masrers
Curde .

Caster Level: 3rd; Preveguinter: Craft Magic Az‘:m. and Armaor,
endure elenents, Market Price: +1 bonus.
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Spﬁciﬁ[’ Mugic ArMors

In some parts of Faerlin, certain kinds of m-ag-it armor arc
crafted more often than others.

Calishite Mail: This + 7 cooling chatwmail s much sought after
along the shores of the Shining Sea; particolarly in the vicinity
of the Calim Desert, where the extréme temperaturs effectively
prevents the wearing of most types of arfmior.

Caster Level: Gth; Preveguiriter: Craft Magic Arms and
Armor, éndare elements; Mavket Price: 1840 gp; Cost fo Create;
LOTO gp + 166 XP.

Earthskin: This + 1 dendriric armer is fashioned by .
urdunnir dwarves; who can simply sfowe waelk into
and out of the living crystal armor whenever they
don’t need to wear it Others muost succeed on 2
Strength check (DC 220 to break out of the armor.
If even part of the cartbikin survives damage,
however, it regrows in 8 hours.

Caster Level: Srd; Prevequisites: Craft Magio
Arnis and Armor, Marked Price: 3,150 gp; Cost
fo Create: 1,650 gp + 40 KT,

Roaring Armor of Ammarindar: These twelve
sets of =2 Breesrplare are decorated with silver
elven Tenes on the front-and are carvedwwith a bear or
dragon head an the back. Any.nonmagical arrow, bolt,
shing bullet, or similar mssile that strikes the wearer of
the armor for 10 or fewer ponts of damage 5 suto-
matically turned back by the armor to strike at the crea-
tore that fired it (the damage is rerolled agamst the
attacker and the wearer soffers no damage from the attack)
Because the bear or dragon head on the armor roars whenever
danger appreaches from the rear, the wearer guns the uncanny
dodge ability of a 6th-level rogue (he rerains his Dex bonus to AC
¢ven when flat-footed or struck by an invisible attack, and
cantiot be flanked excepe by & rogee of at least 10th levell Al
twelve of these breast-
plates are believed to
be m the hands of the
tanacukks of Hellpate Keep,
who ploadered them from

Caster Level: 13ch; Prereguisites;
Craft Magic Arms and Armar, profecion
from arrows, true seeing; Marker Price: 49,350 gp;
Costto Creare: 24850 gp + 1,960 KT,

weapon special abilities

These weapon special abilities are available i addition to those in
the DUNGEON MASTER'S Guide.

Berserker: A berserker -weapon is particularly valuable to
barbarians and other ereatures who can enter a rage. When the
wiglder 35 raging, the. weapon's enhancement bonus incresses
by +2

Caster Level: Tth; ?:'nre-cpum'ﬂ Craft Magic Arms and
Armar, divine pewer or emotion; Market Price: +1 bonus.

Calishite mail

arnbiade

Hornblade: This special-ability was developed by gnomes and
halflings to allow them to wse larger weapons. In the haads of
& halfling or gnome; & borwdlade weapon is treated as ope size
category smialler than its actual size for the purpese of deter-
mining it the weapon is light, one-handed, two-handed, or too
lacge to use [see Chapter 7 of the Plaver’s Handbook | For exam-
ple, & Medium fongsword is normally @ two-handed weapon for a
Smiall ereature, but if 1t were a bormblade longsword it would be
treated as 2 Small weapon when held by a gnome or halfling,

allowing them to wield it one-handed. The weipon is
considered a normal weapon of its type for che pur-
pose of feats such as Weapon Focus. The weapon
functions normally for anyone other than a
gnome or hallling, :

Most hornblades are short swords or
longswords with curving® blades, although
in rare cases spears are given this special
shility. The first hornblades were
erafred from actual animal horns
or antlers, and many are decorated
with bits of horn or designs that
resemble horns
Caster Level: 10th; Prerequisites:
Craft Magic Arms and Armor, shrink tdem;
Market Price: +1 bonus.

Sure Striking: A sure striking weapon harms
creatures with damage reduction as if it had 5 +F
enhancement bonus. Bows. crossbows, and shings
cannot have the sure striking shility.

Armor, prealer magic weapon; Market Prices +1 bonus

specific Magic weapons
The fellowing speecial weapons are normally crafted with exactly
the qualitics described here, ;
Axe of the Bea Reavers: This < 2 greafase of THoskan man-
ufacturc gives its wiclder the ability to float
#top the water, o matter what his
weight. Purthermore; the
wiclder can, with the war

cry engraved. into the
haft, give all allies within 15 feet a +2
morale bonus on saving throws, attack rolls, shility
checks, skill checks, and weapon damage rolls for one
round. By saymg the command word engraved on the blade itself,
the wiclder cin force 21l foes within 17 feet to make a Will save
(DC 16} or flee, as the emofion (fear) spell from a Tthlevel
caster. The war eryand the command word can sach be used once
per day. . :

Marker Price: 13,910 gp, Prevegunsiter: Cralt Magic Arms
and Armor, emoricn; Cose ro Creare: 7,120 gp + 544 XP.

Burning Battle Gauntlets: Created by the ficnds of Hellgate
Keep for thewr tanarokk minions, these +I flamive batle
pasatfeds gré not actually om fire het are constantly hot to the
eorch - and déal fire dumage whenever the Wwearer punches an
opponent. The weapons alsa deal thewr fire damage when the

¥

Caster Leved: 6thy Prevequinites: Craft Magic Arms and
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wearer 5 grappling in addition to any grappling damage. They
are hot enough to ignite flammable ohjects just as easily as an

apen flafne would. The constant heat of the gauntlets means that

anyone wearing them also suffers 1d6 (e damage per round,
miaking them unsuitable weapons for anyone not resistant to fire
damage. Burning bactle ganntlets are-crafted singlvy 2 tanarukk
with two of them is considered very wealthy and powerful.

Caster Level: 10thy Prereguisites: Craft Magic Arms and
Armor, flame blade, flame srike, of fiveball; Marker Price:
8,310 gp; Cost o Create: 4,370 gp + 320 XP.

Fiendhunter Two-Bladed Sword: This two-bladed sword has one
tip that ceackles with green sparks and anether limned with a
dull red glow. Evil outsiders worry about the green side of the
sword, but in the hands of a competent wielder they
should Fear the red end even more.

The green side of the weapon 15 a +2 sure
streking weapon that forees any evil exeraplanar W
creature hit by it to suceced at & Will save (DC 8
16) or suffer a dismsirsal effect, as the spell from
an Bth-level caster. This effect functions three rimes
per day.

The red side of the weapon 8 also a +J jure
striking weapon, but evil extraplanar creatures
hit by it are pneble to engage in extradinen-
sional travel (as the dimensional anchor spell)
for 8 sminutes, This traps fiends near the wiclder of
the fiendburter, denying them the escape route they
may necd. The dimensisnal arclor effect also works
three times & day, : _

Cusrer Level: Bthy Prerequisites: Crafe Magic Arms and Armaor,
d‘fﬂs_é{:ﬂm‘«f aneher, dismistal; Marker Price: 32,380 gp; Coit to
Create: 16,540 gp + 1,267 XF,

Foesplitter Axe: Crafted by the shicld dwarves of the North, a
Fogaplitter axe 15 a-+1keem batticaxe with a stee] haft (hardness
10, 25 hpl

Coster Level: Gthy Preveguines: Craft Migic Arms and

Armar, kfen edge, shicld dwarli, Marker Price: 7480 gp; Cort to

Creaze: 3,895 gp+ 187 XP.

Eerrenderit Arrow: Fashioned by the arctic dwarves, these +1
arremerare made from ice crystals from the Grear Glacier. Ker-
remderic arries have the wounding special ability (see DUneEoy
MasTua’s Guide). Tn addition, they have a range increment 27
feet Farther than normal arrows If kerremderit arrows are
expased to temperatures ahove §0 degrees for more than 1 hour,
their wy arrowhezds melt mto uselessness. .

Caster Level: 13thy Prereguisites: Craft Magic Armis and
Armor, ¢l metad, creator must have aceess: to-arctic dwarf jce
cives; Market Price: 370 gp; Cost fo Create; 172 gp + 14 XE,

‘Beimitar of the Sirocco: Graced by a pommel shaped like the
head ‘of # desert hawk, this elégant and graceful weapon s a +1
kevn sepmitar. Tt also dogbles the speed of any horse or equine
creature the bearer rides, much like borseshoes of speed,

Coster Lewel: 8thy Prevegquisites: Cralt Magic. Arms and
Armor, bagfe, kéen edge, creator must be Calishite, Markes Price:
2330 g Cort ts Create: 920 ¢p + 367 XP.

'SIPH! of Impaling: These +I wonnding shortspeary arc deadly
to elves and dwarves.If the spear hits an elf or dwarf, the target

. Gatseye brosch

must suceeed at 3 Reflex saye (DC 197 or be impaled by the spear
(treat as an extra attack from the spear that hits antematically
but ésnnot score a critical hitl S
Gaster Level: 12thy Prevequisites: Craft Magic Arms and
Armor, divine gowers Market Price: 33,301 gp; Cost to Create:
16,301 gp + 640 XE.

Stonereaver: This = 2 grearaxe has a slightly curved cleaving:
blade on one side of its head and = long chiscl-point pick on the
opposite side. The weapeon 15 specifically designed for dwarves,
taking into account their size, strength, physique, and magical
ties to the stone. In the hands of 2 dwirl, 2 sewereaver gaing
the construce bame (Against any cobistruce, primarily made of
g carth, stonc, or mctal only) and eareh elemeatal bawe special
abilities.

Caster Level: Bthy Prereguisites: Craft Magic
Arms and Armor, samsiosn monitéy I, creator
must be a dwarf] Markes Price: 70,320 gp; Cont
' to Create; 75,370 gp + 1,00 XE. :

Trident of Seremity: A +7 sridews, this em has
the additional quality of suppressing any offects or
. class-features within 17 feet that rely on anger
) or fear, including a barbarian’s ability to rage,
~' | 2 sshusgin blood frenzy, and a black dragon’s
"~ frightful presence.

Caiter Levels Tthy Prevequisites: Craft Magic
Armisand Avmor, emstion; Market Price: 7,317 gp,
Cosr'to Creare: 1,817 gp + 200 XP,

e

potions

In addition to the potion versions of spelly there are some
ppususl variants created by some of Faerln's races,

Ointment of Barkskip: The wild dwarves of Chult use this
greasy ointment. When slathered over the user’s skin, it protects
hier with @ barkskin spell.

Caster Levels Tth: Preveguisiter: Brew Potion, Serkskig
Marker Price: 300 gp; Feight: -

wondrous 1tems

These wondrous ttems can be found in Faeriin in addition to
these listed in the Duneton MASTER'S Guide.

Ankh of Ascension: The beurer of this magic item can cast her
divine spells at +4 caster level (with respect to range, duration,
and other numeric ¢ffeces)h The ankh does not grant a +4 bonus
on checks to overcome spell resistance, however, nor otherwise
increase the caster's effective level

Cairer Level: 17thy Prevequinres: Craft Wondrous Ttem, gare;
Market Price; 60,000 gp, Feighi; 3 1b,

Catseye Brooch: Fashioned from silver ‘ser with a green
chrysoberylya caticye drooch is 2 good Juck charm that provides
a +1 Tuck bonus on all saving throws and a +4 resistance bonus on
saving throws versus disease.

Caster Lruei: Tth, Prereguisites: Craft Wondrous: Item, rﬂ'jl'.l‘-_
ance, removd disease; Market Price: 9,000 gpy Feight: —.
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Drow Hoos: Insignia: Thess metal tokens are normally worn
et @ chain or in-a pouch tied around the neck Fach bears 2
symbol of a noble housc from a‘particular drow city and requires

& secret command word to sctivate. An insgma has g single

minor magical ability that can be used once per day, vsually & 1st,
ndd, o 3rd-level spell. Thoss of powerful drow often have mul-
tiple abilities of various power levels, Typical spells for:a house
insignia are ddur, cafs grace, cloak of dark power, comprebend
fanguages, feather fall, pump, levitate, read magic, scafterspray,
shield, spider climb, nnseen servant, and watér brt.‘a.f&ing‘_

Each nsignia 5 slightly different, even those of the same
noblc house, 50 it is possible that a persen aware of the unigue
shape of 2 person’s msgma can magically locate that persomn.

Catter Level: Tthy ‘Prereguisites: Cralt Wondrows Item,
appropriate spell, Marker Price: 360 gp (1st-level ability], 2160
(2od-level ability ), or 3,400 3rd-level ability s FFedghi: 1 1h

Figurine of Wondrons Power: These figurines were
crafted by some of the more crestive spellcasters of
Faerdn’s races »

Corad Dodpben: Made by a water genasi mage,
this fincly carved dolphin of white coral can
transform into a living dolphin, except that it
possesses an Intelligence of 8 and the ahibity to
speak and understand Common and Aqusn. The
delphin is treated d5°2 magcal bedse when m its
living Form. It may be used twice per tenday For up
to 4 hours each use.

Causrer Levely 11th; Prevequisites: Craft
Wondrous Ttem, amimdle skrects, water
Freathing: Market Price: 10,000 gp, Height: —

Biwe Bpartz Fagle: A blue qosrtz cagle becomes an
ezgle on command, but with vision zkin to that granted by
eyer of -the gagle (+F circomstance bonus on Spot checks)
Another command sends 1t aloft. Tt will not sttacks even to
defend itself, but e will ehey the telepathic commands of its
awner as long a3 it remains within one mile of her, If Torced o
move beyond that distance, a blue quartz eagle will immediately
revert to statuette Form (usually shattering if it fallsd greac dis-
tince to the ground) While the [igurine is transformed, its
owner can mentally view everything the cagle can see; although
the ownet mipst use a standard acton to observe what the eagle
sees in that round. Tt can maintain its nonfigurine status for only
14 hour's per tenday, bt the duration neged not be continuous.

Casiter Level: 116h; Preregnisiies: Craft Wondrous Trem, ani-
miale obfects, clairandiencelairvavance; Market Price: 5,400 gp;
Feight: —

Gogondy: This ruby wing, fermented by the deep gnomes, gives
visions to those who drink 18 Anyene who consumes 2 glass of
Gogendy should rollen the following table:

A Full bottle of Gagondy holds enough wine for six glasses,

d% Resule Side effect '
01-1% Wothing happens 1d3 temperary Dex, 1d3 temporary Int
16-30- Divination spell [10th-level caseer’ 1ds temporary Dex, 1d3 temporasy Int
3160 Fristan spell on tangentiz] topic ldg temporary Dex, 1d6 temporary Tnt
61-80 Contuet orber glane (clemental plane of carth, 10th-level caster] as spel]

Bl-50 Frisisn spell on topic you specify 2dé temporary Dex, 2d6 temporary Int
91-00 Comtact other plane {outer pl;tnl:,-mtcrmcd_la;c, th-Tevel caster) as spell

i

Dreswe bonse

insignia

Caiter Level: 14th; Prevegquisites: Graft Wondrous Item, div:
iitafiom, cowbact ar.be; plane, creator must be a deep gnome;
Marker Price: 31,000 gpo Fleighr: ¥1h,

Greater Piwafwi: These dark-celored clonks have all the abile
ties of & clsak of efvenfind and 250 provide the benefit of endure
elembnes (fre), negating 7 ponts of fire damage per round:
{Lesser pireafi are simply cloaks of efvenkind.)

Caster level: Tthy. Prevequisites: Craft Wondrous Item,
endsre vlemends, srvisibilidy, creator must be a deow; Marke!
Price: 6,100 gp; Weight: 1 1b,

Hammer of the Weaponsmith: This masterwark
tool gives the user:a +10 crcumitance bonos on
Craft {weaponsmithing ) checks.

Caster Levels 6thy Prerequisites: Cratt -Won-
_ drows From, creator must beat Jeast 4th level;

Marker Price: LOTY gp, Cost o Creare: LOTT

#p + 80 XP, Weight: & Ih.

Mask of the Implacable: This coramic, painted
mask makes its wearer into s dangerous, if singu-
larly focused, warrior, The wearer of the mask
has Fast healing 3 25 long the mask & worn. In
addition, he gams a +4 bonus on attack and
danwige roHs agamst any foe who deéals the mask-

wearer miore than 0% of his foll normal hit
pownt total in damage. :

The bonus lasts until the mask-wearer attacks
someone who hasn’t dealt him more than $0% of his
hit point total in damage. When that happens, the bonus
ends and the fast healing aspect of the mas.l i5 Fup-
pressed for 1 hour.

A mask colnts as-a par of Tenses for limitations on
wearing multiple wems of the same type

Preveguivites: Cralt Wondrous Iteny, regeneration, mark of fus-
fiee; Marker Price: 67,000 gp; Weighe: 5 1h,

Tanglepatch: These magical balls of tangled vines are used by
the wild dwarves, particularly in their battles agamnst the Batir
goblins of the Chulraw forests, Theball is thrown at a target and
hasa 20 ft. rarge increment; Upon hitting a target or landing, it
creates an entengle spell centered on the peint of impact It s
good for only onc use

Caster Level: sty Preveguisizes: Craft Wondrous Item, ew-
tangle; Market Price: 100 gp, #eighe: 11b

Tongs of the Armorer: This tool gives the wser a +10 compe-
tence bonus on Craft farmorsnuthing ) checks,

Casier Leuel: 6thy Prevegusites: Cralt Wondrows Trem, mend-
ingy coeator must be at least 6th level; Market Price: 1075 gpi
Cast to Create: LOTT gp + B0 XP; Weighe: 7 1b,
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Wading (Exk Although it does not have a swun
_ speed, an ibis suffers no movement EEII.EIIT

© when walking through water less dee_p than
" the dength of its fegs

Skille Thises receive a +4 racial bonus on

Spot checks. |

Monsters

The following crearires all have a conmec-
tion to-one of more of the races described
i thiz hook.

"

Lynx

The statistics presented here describe
felines larger than a common housecat
\ butsmaller thana leopard, sachas bob-
cats, leopard cats, ocelots, and sand cats.
A lynx can be acquirced with the
/" Improved Familiar feat (see Chapter 1 of
’s. the FoRCOTTEN REAIMS Campaign Ser-
sing ), beginning ac 3rd level A Iynx famil-

animal

The following animals can b found
in various parts'of Facrim.

Houxp, MASTIFF
The statistics here describe large, |

powerful hounds such as Moonshae | 4

oot oands,

Scent: Duotect opponents within v

30 feer. Exact location 15 not S8

revezled, unless within § feets Track |

by scent.

Skiils: Hounds receive a +8 ranal

AT grants its master a +3 bonos on Maye
Silently checks. |

Pounce (Ex) If a lynx leaps
A upon a foe during the first &
J round of combat, it can make 2
full attack éven if it has already

taken 8 mowe action, _
Scent: Detect opponents within
30 feet. Exact location is not
revenled, noless within ¥ feet;
Skills: Lynxes receive a +4 pacial
bonus on Hide and Move Silently
checks and a +8 racial bonus on
Balance checks. They uose their

botws.on  Survival checks ytrhcn
tracking by scent.

Inis

The statistics here deseribe small
wading birds such as the smaller

Hound, ibis, lynx
varieties of heron, spoonbill, and stork, Thises are available as , Dexterity modificr for Climb checks:

Famifiars. An ihis fapuliar granes its master a <3 bonis on Spot *In arcas-of tall Erass or heavy undergrowth, the Hide bonus ‘5

checks. rises to +8.. :
Hound, Mastiff Ihis Lynx E
Medium-Size Animal Tiny Animal Bmall Animal E

Hit Dice: 28+6 (15 hp) 1/4d3 {1 hp) 143 {5 bp)

Initiative: 2 (Dex) +3 (Dex) =3 (Dex)

Speed: 40 fr. " 20 ft., fly §O fr (poor) 40 fr.

AC: 16 (=1 Dex, =4 natoral ) 18 (+2 size, +3 Dex, +1 natural) 14 (¢l size, +3 Dex)

. touch 17, fletfooted 14 touch 17, flatfooted 13 rouch 14, fatfoored 11

Artacks: " Bite +4 melee Bite ¥ meles . Bite +4 melee, 2 claws —1 melee

Damage: Bite 1d5+3 Bite 1d3-1 ! Bite 1d4-2, claw 1d3-2

Face/Reach: 5 e by ¥ £/ [t 12 Froby 212 It /O Tt S by FIefffe

Special Attacks e — Pounce

Special Qualities: Scent Wading ] Scent

Saves Fore+f, Ref =5, Will +1 Fort +2, Ref +F, Wis +3 Fort +2, Ref +7, Will +1

Abilities: - Str 19, Dex 15, Con 17 Str 6, Dex 17, Con 10 Str 7, Dex 17, Con 12
Int 2, Wis 12, Cha 6 Int 2, Wis 16, Cha 6 Int 2, Wis 12, Cha 7

Skills: Listen +3, Spot +7, Listen +7, Spot +11 Balandée 17, Climb +4, Hide 4127,
Swim +3, Survive] +2° Listen +3, Mave Silently +8, Spot +3

Peats . Weapon Focus (bite], Alertiess, Weapon Alertness, Weapon Finesse
Track® Finesse (hite]® (bite, claw)®

Climate/Terrain: Any land Any marsh . Any land

Organization: Saolitary or pack (2-8) Flock (2-11) Solitary or pair

Challenge Rating: 1 1% : 12 :

Treasure: None Wone None

Alignment: Always neatral . Always neutral Always neotral

Advancement: T 3.4 HD (Medium-size) 1LHD (Tiny, 2 HD fﬁma]l] 2-3 HD (Medium-size)

%
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cavvekan
Small Magical Beast
Hit Dice: 1d10+2 (7 hp?
Initintive: +3 (Dex)
Epecd: §O It
AG: 17 (1 siee, #3 Dex, +1 natural}
touch 14, flatfooted 17
Attacks: Bire =7 melee
Damage: Bite 1d41
Face/Reach: ¥ froby §of e
Special Qualities: Blindsight, scent, nearsighted,
lighe blindness
Saves: Forr =4, Ref +7, Will +1
Abilities: Str 13, Dex 17, Con 17,
Int2, Wis 12, Cha'6 g
Skills: Listen +8, Move Silently +8,
Bpot +4; Surviva] +2%
Feats: Alertness, Track®,
Weapon Finesse (hite!
Climate/Terrain: Any underground
Organization: Salitary or pack (2-18)
Challenge Rating:  1/7
Treasure: None
Aligament: Usually neutral
Advapcement: —

Cavvekans, also known as bat-faced dogs or cayedogs, dre natives
of the Underdark, coevisting with the drow and other deep-
dwelling creatures, If captured as pups, they can be raised as
goard animals.

Superflicially resembling canimes of the surface world,
cavvekans have tough, velvetsmooth black hides instead of for,
large, uprighr, pointed ears; and leaf-like projections on their
snowts like those of bats A cavvekan’s only hair is its long and
semsitive set of whiskers, which it wses for close cxplorations.
Cavvekans have small, dark eyes and a sleénder, graceful build,

Cavvekans communicate with others of their kind with howls,
barks, and clicks; some of which are inaudible to humanoud cars.
Their sounds ccho ecrily down the corridors of the Underdark,
making it difficult to locate an individual by the noises it makes,
or even to be sure hew many creaturcs are making the noises

CoMBAT

In the wild, cavvekans are cautious scavengers: cating bats, in-
sects, lizards, rats, fish, carrion, the leavings of other predators, and
edible fungl They will somerimes attack weakened or wounded
oreatures, ind occasionally a pack will gang up on a Medium-size
humaneid créature. They have intimate knowledge of each crevice,
cranny, and bolthole in their home range; so they are very diffi-
cult: to catch, If tramed-and raised, cavvekans attack an com-
Jmand, much like 2 normal dog,

Blindsight (Ex} Cavvekans can “see” by emitting highfre-
quency sounds, imandible to most other creamres, that allow
them to locate objects and cravtures within 120 feet, A silewce
spell of effect that camses deafness negates this and Forces a
cavvekan to rely on its weak vision. '

Cavvekan

Nearsighted (Ex): Cavvekans arc very nearsighted, and their
vision, low-light vision, and darkvision only extend to 10 fect.
This limits their Search and Spot checks to & maximum range of
10 feet if their blindsight ability 5 pegated.

Light Blindness (Ex}: Abrupt exposare to bright light (such as
sunlight or a daviybt spell) blinds cavvekans for 1 round In
addition, they take a —1 penalty on all attack rolls, saves, and
checks while operating in bright lghe,

Scent: Detect opponents within 30 feer. Exact location is not
revealed, unless within T feet. Track by scent

Skills: Cavedoss recejve 2 +4 racial honus on Move Silently
checks, Cavvekans receive'a +4 racial bonus on Lisren checks, but
this bonus is lost if their blindsight i3 negated, Cavvekans receive
a +8 racial bonus on Sorvival checks when tracking by scent.

neﬂrhﬁlng

Small Undead
Hit Dice: 1d41% {6 hpl
Initintive: +3 (Dexy
Speed: 20 fr, climb 20 ft,
Fly 20 ft. {average) :
AG 17 (+1 size; +3 Dex, +3 natural)
touch 14, flatfooted 14
Attacks: Bite +% melee
Damage: Bite 1d3-2
Face/Reach: § Fr. by ¥ fr. (eoiled)/T ft
Special Attacks: Chilling, bite, improved grab, ¥

CORSIIICE
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Special Qpalities: Undead Chilling Bite {S8u} Living creatures bit by & deathfang bite
Baves: Fore+0, Ref +3, Will +3 attack gain one negative level The Fortitude save foremave the
Abilities Str 6, Dex 17, Con —, negative level hasa DO of 11, 1
Int 1, Wis 12, Cha 2 Impm?':d Grab (Ex} To use this-ability, the deathfang must
Skills: Balance +11, Climb +12, hit-with sts biceateack, IF it gets-a hold, it can constrict.
Hide +12, Listen <8, Spot +8 Constrict (BEx) A deathfang denls 1d3-1 points of damage
Feats: Alereness, Weapon Fincsse (hite ) with a-successful grapple check against Tiny or smaller treatures.
Skills: Dearhfangs receive a +4 racial bonus on Hide, Listen,
Climate/ Terrain: Any land end underground and Spot checks, and a +8 racial bonos on Balince ¢hecks They
Organization: Solitary can wsc cither their Strength or Dexterity modifier for Climb
Challenge Rating: 3 checks, whichever is better.
Treasure; Nonie
Alignment: Always newtral oel .
Advancement: = 08§ (_] il []

Flying snakes can be transformed into undead horrors known as
deathfangs by means of @ ¢reare undead spell if the easter is of
11th level or higher, Deathfangs are often foimd ag guardians,
utterly loyal to their creator.

A deathfang can be dcquired a5 a Familiar with the Tmproved
Familiar feat (see Chapter 1 of the FoReoTTEN REALMS Cam-
paign Serting ], beginning at-Tth level if the characrer is of evil
aliznment and has the Spell Botus (Necromancy | feat.

COMBAT

Deathfangs bite with their necdle-sharp fangs but lack the aeid
spattle of their hving brethren.

Flying inake and deathfang

Small Magical Beast

Hit Dice: 1d10:4 (% hp)

Initiative: +1 (Dex}

Speed: 40 fe., burrow ¥ fr

AC 17 (41 sime, +1 Dex, +3 narural)
touch 17, flatfooted 14

Attacks: Bite =¥ meles

Damage: » Bate 1d6+3

Face/Reach: ¥ IE by T ELfT It

Special Qualities: Seent

Saves Fort <6, Ref «3, Will <1

Abilities: Ser 14, Dex13; Con 17,

; Int 2, Wis 12, Cha 2

Skills: Climb +3, Hide +10; Listen 46,
Move Silently «6. Spat -3,
Swim —1

Feats: Weapon Focus [hite)

Climate/Terrain: Any underground

Organization: Solitary or pack (2-16)

Challenge Rating: 1

Treasure: 1/2 standard (gems only )

Alignment: Always neutral

Advancement: 7 HD (Small), 3 HD (Medigmesize)

Osquips are hairless multifegued rodents with oversized jaws
and teeth

Osquips-are about the size of a dog, about two fecr high at the
shoulders. They are hairless: with large teeth mounted in an
unusyally largk head. Most have s legs, but some have eight,
and a Few have ten, Some have normal ratlike tails, others have
short tail stumps, and seme have no tails &r all, The creatures’
leathery hides are pale yellow in color,

Osguaps build small, carefully hidden tunnels, and their teeth
are sharp enough to dig through stone. Unlike rats, ooquips are
not afraid of fire but-are poor swimmers. Osquips do not collect
things for their value but sometimes keep shiny objects in their
larr, They can be acguired & a Familiar by mcans of the
Improved Familiar feat (detailed in the Foscorrin Righms
Camtpaign Serting, page 37), heginning at Tth level

COMBAT

If semcone enters an arca in which there dre osquip: tunnels, the
creatures can emerge quickly to surprise and actack the tres-
passer. The osquips arc territorial and attack fearlessly and fera-
cigusky.




e :

Sllestrations by Fim Pavelec

| ——
APFENDIX

Scent: Deréet opponents within 30 feer, Exact location is not
reverled, onlesswithin T feet,

8kills: Osguips receive a +¥ racidl benus on Hide, Listen,
and Move Silently checks and a2 —% modifier to Spot and
Swim checks.

snake, flying

Small Magical Beast

Hit Dice: 1410 (5 hp)
Initmative: +3{Dex)
Speed: 70 ft. climb 20 ¥t
fly 20 fr. faverape)
AC: 17 (=1 size, =3 Drex, +3 natoral)
Attacks: Bite 5 melce
Damage: Bite 1d3-2 plus 1 acid
FacefReach: §ft by T Fe (coiled ) fr
Bpecial Attacks; Acid spit, improved grab,
CONSLrict ¢
Bpecial Qualities: Scent
Saves: Fort +2, Ref 5, Will #1
Abilities: Str:6, Dex 17, Con 11,
Int 1, Wis 12 Cha 2
Bkills: Balance +11, Climb +1%;
Hide +17, Listen +8, Spat <8
Feats: Alertness, Weapon Finesse ‘._’h':l:.:':}”
Climate/Terrain: Any forest or marsh
Organizetion: Solitary-or fhight (3-8)
Challenge Rating: 1/2 !
Treasore; None ¢ Osquip
Alignment; Uspally neutral
Advancement: - CoMBAT '

Flying snakes arcaggressive winged serpents thit are unafraid
of most creatures. They wsually artack in numbers and zre
often responsible for many deaths in remote villages near their
terrirory, :

Flying snakes, also known as “flving fangs,” were once numer-
ous in the warmer areas of Facrdn, but they are so dangerous
that all intelligent races hunt them mercilessly. Although some
are solitary, most hunt in small bands, attacking fearlessly in a
swooping, darting cloud sround victims, These winged horrors
are Foand in ruins, subterranesn ereas, and rock trags through-
out Facran. They can tolerate & wide range of climates but scem
to be more numerous i Calimshan and the Shining South than
¢lsewhere, Tales abound in the Black and Mhair Jungles of
lzardfolk and yoan-tl who train flyving snakes to hunt for them
or learn to work the snakes as partners

These reptiles have a pair of Mlarmg batlike Teathery wings
behind their heads. They can ly with acrobatic agility, hover-
g, fiying wpside down; and using their tails and bady ¢oils
to hamgper victims in midair. Flying snakes may be of any
color or appedarance. Most have flat, pointed, viperlike heads,
fed or yellow eves, needlé-sharp fangs, and emerald green or

‘bronze scales.

Flyingsaakes can be acquired as familiars with the Improved
Familiar fear (described in ‘the ForeorTEN REAL My Canipaign
Seviing, page 351 A flying snake Tamiliar grants its master 8 =2
bonus on saving throws against acid, '

L
e

Flying snzkes bute with their needle-shiarp fangs or spit globs
of acid at Foes. They will attack any living thing they can slay
and eat.

Acid Spit (Ex): Once per round, & flying Fang can spae acid a3
a-ranged touch attack. The acid spit deals 1 hie point of acud
damage but is insufficient to count as a grenadelike weapon. A
flying fang that bites an opponedt automatically deals an adds-
tional 1 point of damage from acid.

Improved Grab (Ex}: To nse this alality, the flying snake muost
hit with its bite actack IF it gets @ hold, it can constrict,

Condtrict (Ex}k A flying snake deals 1d3-2 points of damage
with @ successful grapple check against Tiny or smaller crearures

Bkills: Flying snakes receive a +% racial bonws on Hide, Lasten,
and Spoe checks, and a +8 racial bones on Balance checks They
can use either their Strenpth or Dexterity modifier for Climb
checks, whichever is better.

steeder
Large Magical Beast

Hit Dice:

Initiative: #1 (Dex)
Speed: 40 fe, climb 20 f£
AC 14 (-1 size, #1 Dex, o4 natural)
Attacks Bire +% melee
Damage: 1d8+4 plus poison
FaceReach: 10 fe by 10Fe'T e
&,
iy
I

6410418 (¥1 hp)
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Special Attacks Poison fessional duergar trainers charge 1,000 pp to rear or train a
Special Qpalities: Invisibility, scent steeder. Riding 2 trained steeder requires an exotic. S&d,[ﬂ'ﬂ A
Saves: ' Fort +8, Ref 8, Will 5 steeder can fight while carrying a rider, but the rider cannot also
Abilities: Str 18, Dex 12, Con 17, artack unless he or she succeeds at & Ride check (see the descrip-
Int 7, Wi 13, Cha 6 tion of the Ride skill in the Player’s Handbosk),
Skills: Hide +4, Listen +3, Carrying Capacity: A light load for a steeder is 300 pounds; 2
Maove Silently +7, Spot +11 medium load, 301-600 pounds; and ‘2 heavy lead, ‘E'l'.‘rl—?i}ﬂ
Peats: Improved Bull Rush, Tron Will, pounds.
. & Power Artack
Climate/Terrain: Any ondergrognd : * :
Organization; Solitary or nest (2-7) p re STI e Cl O'S S e S \
Challenge Rating: 4 5
'E:m“;r I:;T.: - “These prestige classes are available to any character in Facrin
ament: ¥s new ErR
P . 6-10 HID (Large) who meets all the requirements:

Created through centuries of eldritch cross-hreeding, steeders
strongly resemble momstrous spiders, but they are hardly mind-
less vermn.

The gray dwarves orsginally crented stccdcn‘ from the mon-
strous hunting spiders of the Underdark to scrve as steeds—a
function they perfort admirgbly, They elimb well cnough to
bypass many underground obstacles, and their keen senses help
the steeders warn their riders of approaching foes They arc,
however, stricely riding heasts; they refuse to pull wagons or ath-
erwise act s dray creatures:

Physically, steeders still resemble the monstrous spaders they
evolved from, Their cight legs are covered with a thick layer of
dark gray chitin, and thick black hairs jut from every joint.
Their carapace has small loops in varions places, which a duer-
gar rider uscs to anchior & saddle and brudle, Their eighteyes glow
& dull red when steeders exert themselves,

COMBAT

In a fight, steeders like to surprise their opponcnts and charge,

injecting poison into big foes and bull-rushing smaller enemies:

apainst walls or off cliffs: They arc cqually st home on 2
cavern's floor, walls, or ceiling, so they can confound their appn-
nents by climbing to a good tactical position.

Steeders often fight with gray dwarves on their backs. Both
the gray dwarl rider dnd the steeder can turn themselves invis-
ible, so they often atrack from surprise.

Invisibility (8u): Once per day, the steeder can miake irsell
invisible; as the invisthifity spell from a 12th-level caster.

Poison (Ex): Bite, Fortitude save (DC 167 initial and second-
ary damage 1dé temporary Strengeh,

Scent; Detect opponents within 30 feet. Exact location is not
revealed, unless within ¥ feet

Bkille: Steeders receive 2 44 racial bonus on 1 Hide and Move
Silently checks and a +8 racial bobus on Spot checks

TRAINING A STEEDER

Training & steeder to serve 45 2 mount sequices 4 successful
Handle Aramal check (DC 24 for a young creaturc, or DC 28
for-an-adult). A stoeder matures in six months,

Steeder eggs are worth TO0 gp apiece among the gray dwarves,
who have only recently begun sclling them to other races. Pre-

Eﬂﬁlﬁruger

Dwarven hattleragers, or kaldrargh (Maxe 1dmrs‘ \vare legendary
berserker warriors who can nter & battle frenzy through ritu-

‘alistic sging. They are believed to have been touched by the

dwarven gods of batele, whe taught them that if they dic in
battle, they will return to Faeriin stronger than before asa just
reward. Therefore, they have no fear of death. They arc given
to drinking, rowdy and boisterous singing, and drunken dancing:
Battleragers command grudging, if fearful, respect within dwar-
ven society; where they are known to have coined such philo:
sophically complex dwarven maxims like “head first™ and i it
movres; kil it Most live short, glorious lives.

While cnraged, s battlerager’s face -hecomes distorted and
ewisted, His toeth grind together as spittle flies from his mouth
and dribbles down his beard. His eyes enlarge, bulge, and become
bloodshot. Charging into battle, he bellows forch his clan or holy
war song, throwing his hammers and axes all the way, before
cleaving his foes with his mighty dwaryen waraxe, In short, he
becomes almost unstoppable. Battleragers arc often covered
from head to toe:in body art, from tattoos to brands to ritual
sgars: They prefer to weer spiked armor, and some of them ride
specially trained boars into ‘hattle.

Battleragers are wsually single classed barbarians hefore taking
the prestige class, though multiclass barbarian/fighters arc also
common, Barbarians/rangers and barbarian/clerics (known as
Svindicarors™) are ot uncommon as well. Other multiclass com-
binations are almost unheard of,

The hattlerager Hills aparticalar niche in dwarf socigty and
culture, He is a fearless and Impulsive warrior, able to.cnter into
an insane rampage. Batrleragers are ruthlessly used by dwarf
generals for cheir shock power against etrscking armies. NFC
battleragers often come from a familial clan made up predom-
inantly of hattléragers. These clans often form guilds'cr halls
within dwarven society, though these “guilds” are often more
akin toa family or fraternal order. Regardless, battlerager guilds
are often located on the fringes of dwarven sociery, kept our of
view and away from easily influenced dwarven children, who

aften hear of the &w/drargds’ fearlessness but rarely their folly. .

While ‘heroic bartle 15 honored i dwarven society and battle-
ragers often exeel i this, more often than not they also epito-
mze lives wasted ln stupid rage, something most dwarves realize
they cannot afford in a world filled with orcs and goblins,

Hir Die: d12,

]




’.‘E
A
i
i
Y
e
3

[ oy e

AFFENDIX

—

REQUIREMENTS

Fo qualify to become a battleragér, o chardcter must fulfill a1l
the Following criterie.

Race: Dwarf.

Abgnment: Any nonlzwiul.

Base Attack Bonus: +F.

Skills; Intimidate 8 ranks, Knowledge (religion} 2 ranks, Per-
form (singing, any ocher] 2 ranks.

Feats: Cleave, Fndurance, Power Attack.

Specil: Abihty to rage.

CLASS SKILLS

The battlerager’s class skills (and the key
ability For each skill) are Climb (Ser), Craft
(Intl, Handle Amimal (Cha), Imtimidate
(Cha), Jump (Str) Knowledge (religion)
(Tnt), Listen {(Wigh, Perform (Chal Ride
(Dex) Tumble (Dex )y and Survival (Wi

8kill Points at Each Level: 2 + Inc
madifier.

CLaASS FEATURES

All the Following are class fea- M
tures of the battlerager prestige
class, :

Weapon and Armor Proficiency:
Battleragers gain no proficiency with
any weapons, armor, or shields,

Rage (Ex} Ar 1st, 3rd, and Sth level,
the battlerager gains another nse of bir-
barian rage per day. If the battlerager has
the ahility to enter a ETCcafcT Fage, the extra IAges
granted by this ability are greater rages as well.

Gruff' (Ex): Battleragers are known
to-be rude, uneouth, and vielent. They
suffer a —+ penalty on all Charisma ahility
checks and Charisma-based skill checks, excopt i
for Intimidate checks. Battleragers receive a +2
bonus on all Intimidate checks :

Rock Got (Ex) A datelerager’s natural resist-
ance to poison 15 steonger than most dwarves. At st Tevel,
his +2 racial bonus on saving throws againse poisons mereases to
a+¥ racial bonus.

Close-Quarter Fighting (Ex): At Ind level, a battlerager gains
the Close-Quarter Fighting feat.

Fearless (Ex} At 2ud levdl, a battlerager becomes immune to
Fear and similar effeets, He also gains a +2 insight honus on saves
against all mind-affecting spells and effects:

TaBLE A—6! THE BATTLERAGER

Class Base Fort Ref
‘Lavel Attack Bonus Save Save
1st = +1 T2 +0
Ind +T - i3 20
3rd. +3 ‘ 13 1
4th “ 4 |
Fth 'y, 1 +¥ +4 +

Battlerager

Improved Unarmed Strike {Ex}: At 3rd level, a hattlerager
gains the Improved Unarmed Strike féar. -
- Great Cleaye: At 4th Jevel, a battlerager gains the Great Cléave
feat.
Reckless Offensive: At 4th level, a bartlerager gains the Reck-
less Offensive feat. :
Natursl Armer (Exk By §th level, a bartlerager’s flesh has
become so scarred and corded with muscle that he gains =2 natu-
ral armok,

sBlad ﬁsingﬁr

i Bladesingers are elves who have blended
M art, swordplay, snd arcane magic into a
- Igh e harmicnions whole, In hattle 2 hlade
W sinper's lithe movements -and  subtle
tactics seem beanniful, belying their
deadly martial -efticiency. Bladesingers
heve a treasured place i lf socicty, balanc-
ing the joys of art and magic with the skill
v of masterful Dghtimg, and so hlade
singers are well-réspected by other
B cives They usually serve as itinerant
guardians and champions of the ¢lf
¢ community st large rather than tying
themselves to one particular settle-
Hett
Multiclass Dighter'wizards can
become bladesingers most easily,
though’ any off who can wield a
martizl weapon and cast arcane
spells can become a bladesinger.
Bladesinging rasger/wizards, rogue/
wizards, and bladesinger bards. arc
not unknown.

Moat bladesmyers work alone, suf-
figlent unro themselves, but i larger
. communities they sometimes have the
opportunity to fight together in the

3 sume combat. ‘Bladesingers are nor-
~ mally traimed singly by another bladesinger,
anid the concept of anything as formahized as a
bladesinger school is an absured notion to them.

Hit Die: d8

REQUIREMENTS

To qualify to becoine a hladesinger, a character must fulfall all
the following criteria,
Race: Elf, half-¢lf,

Base Attack Bonus: +7
will L
Save Special j
#0 _ Rage 1/day, gruff, rock gut
0 Close-Ouacter Fighting, fearless
+1 | Rage 1/day, Improved Unarmed Sevike
=1 Grear Cleave, Reckless Offensive
=] Natural armor +2, rage 3day 0
LS
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Skills: Concentration 4 ranks, Perform 3 ranks (dance, sing,
any other], Tumble 3 ranks.

Feats"Combat Casting, Dodge, Expertise, Still Spell, Weapon
Focus (longsward ) or Weapon Focuos (rapiert

Spelleasting: Ability to cast 1st-level arcanc spells.

CLASS SKILLS

The bladesinger's class skills (and the key ability for cach skill)
are Balanee (Dex), Concentration (Con)l, Graft (Tnt} Jump (Str),
Enowledge (arcana) (Intl Perform (Chal Spelleraft {Int), and
Tumnible (Dex]

8kill Points at Each Level: 7 ¢ Int madifier.

CraAss FEATURES

All of the following are class featurcs of the blade-
simger,

Weapon and Armor Profi-
ciency: The bladesinger gains
no weapon proficiency but does
gain proficiency with light
armor, IF the bladesinger wears
medium of heavy armor, she
losés all benefits of any
of her song abalities (lesser
bladesang, lesser -spellsong,
song of celerity, greater spell-
song, and song of fury],

A bladesinger suffers the normal arcane spell failure
chanee when casting spells while armored (except as noted
helow,

Bladesong (Ex} When wiclding 2 longsword or rapier in
onc hand {and nothingan the ather), the bladesinger gains
a dodge honds to AC egual to her Inrelligence bonus,

Bonus Featss At 2nd, Fch, and 8ch level. che blade-
singer gets a bonus feat. These feats must be drawn from
the following list any metamagic feat, Combar Reflexes;
Improved Cricical {longsword ), Tmproved Disarm, Mol
ity, Quick Draw, Spring Attack, Whirlwind Attack.

Lesser Spellsong (Ex): Stereing at 3rd level,
when wielding 2 longsword or rapier in one hand
{and nothing in theother), the bladesinger can take
10 when making & Concentration ‘check to cast
defensively.

Tasre A—7: Tue BLADESINGER

Class Base Fort Ref Will
Level Attack Bonus Save Save Save
1 i1 28] +1 +2
'1 i 2 'r|:| L= : +2
3 +3 +1 -3 +3
4 +% +1 4 4+
¥ ¥ +1 - it
{ + +2 +5 £¥
v KT ¢ +F +F
8 +0 +1 +6 +0)
9 +3 +3 & 0]

1 10 +3 +7 - FE

o
o

Bladesinger

£ s
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Song of Celerity (Su): Starting ar fth level, when wielding a
longsword or rapier in one hand (and nothing in the other)and
using the full attack action; the bladesinger can cast-one hlade-
singer spell (or arcane spell with a casting time of 1 action or
less) each round as a free achon.

Greater Spellsong (Ex): Starting at Teh level, the bladesinger
ignores areane spell failure when wearing light armor:.

Song of Fury (Ex): At 10th level, when wiclding a longsword
or rapier in one hand (and nothing 1 the other )and psing the
full ‘attack action, the bladcsinger can make one extra
attack in-a round at her hghest base attack, bur thas

attack and each other attack made that round fake a
-2 penalty, This penalty applies for 1 roond, so it
affects artacks of opportunity the biadesinger might
mitke before her next action.
Spells per Day: Every level a bladesinger gains,
the character gains mew spells per day as
shown. When she casts bladesinger spells,
the bladesinger's casten level is equal to her
bladesinger level. A bladesinger’s bonus
spells are based on Intelligence. The [affi-
culty Class for ssving throws against
bladesinger spells is 10 + the spell’s level +
the bladesinger’s Intelligence modifier.

A bladesinger keeps a spellbook and
must prepare spells each day as u wizard
does. She ¢an have any number of hlade-
singer spells in her spellbook (3ee Writlng a
Wew Spell inro a Spelthook, Chapter 10 in the
Player's Handbook). At levels Tt through Pth;
& hladesinger gams two spells she can-add oo her
spellbook Tor free.-Thess spells must be blade-
singer spells the character can cast:

BLADESINGER SPELL LiIST

Bladesingers choose their spells from the
following list

st level—expeditions refreat, mage armor,
magic weapen, shisld, frae sirike.

2nd level—biur, bnlls siréngth, cal's grace,
miirror tetage, profeciise from arvows,

3rd level—displacement, gréater magic
weapan, baite, keen cdge.

4th' level—dimension dosr, fire shield,

imeproved Devisibility, soneski,

—Spells per Day—

Special 1st 2nd ird 4th
Bladesong 1 - 2 4
Bonus feat 2 0 X i
Lesser spellsong e 1 - -

3 2 o -
Bonus feat 3 z 1 =
Song of celerity 3 3 ) o]
Greater spellsong + 3 23 1
Bonus feat 4 3 3 )

4 4 3 7
Song of fury + + 3 3
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] h Seal the Breach (Ex} Scarting at Istlevel, when a breach-
Breac gﬂﬂmﬂ gnome: can fight in a position where he & adjacent to a solid

A breachgnome 5 3 mighty gnome who is skilled in fighting in

cramped conditions. A high-level breachgnome in the fight position
can hold off a saperior force for ds long a5 his saength holds out.
Such gnomes dre trained to Gghe alone, and they cxcel at doing o,

Most breachgnomes are [ighters, rangers, paladins, or barbar-
ans—combatants whoare well-suited to the demands of the posi-
tion znd can benefit most from the capabilities of the class.
Roiues and bards semetimes eake this class, but both they dnd
sorcerers, wizards, and druids are normally better off avoiding
hand-to-hand combat, so it &5 rare.

NFPC breachgnomes sometimes wark insmall units;
prepared to black off a number of different passages
so thar their fellows can either get nto a bettér ,C/
position of even gscape. They are almost exclu-
sively found in gnome villgges or towns. A FC
breachgnome can sometimes be found wan-
dering along, searching for fellow gnomes in
need of has umgue skills

Hit Die: 410

ANl

7(\.

REQUIREMENTS

To qoalify to become a ‘breachgnome, a
character must fulfill all the following cri-
terid.

Race; Gnome.

Alignment: Any nonchastic,

Base Attack Bonue +7.

Skills: Tisten ¥ ranks, Spot ¥ ranks,

Peats; Combuit' Reflexes, Dodge,
Improved Initiative,

C1.A58 SKIL1s

The breachgnome'’s class skills (and the key ahility for cach
skill are Bluff (Cha), Climb (Str), Concentracion (Con), Craft
{Int}, Handle Animal (Cha), Hide (Dex) Jump (Str), Listen
(Wis), Spet (Wi} and Swim (Sl :

8kill Points at Each Level: 1+ Int modifier.

CiAss FEATURES

All'of the following dre class features of the breachgnome pres-
tige class

Weapon and Armor Proficiency: Breachgnomes are profi-
cient with all simple and martial weapons, all types of armor,
and with shiclds,

TABLE A—8: THE BREACHGNOME

Class Base Fort Ref
Level Attack Bonus Save Save
1st 1 +0 +2
Tnd L +0 +3
ard +3 =1 +3
4th -4 =] +4
Fth 2] +] +4

Breachgnome

ohject of at least Mediom size (such ag o tree, wall, or pillar) he
gains a +1 dodge bonus to his AC, IT two such objects are on oppo-
sife sides of the breschgnome (similer to two creatures in flank
g positions}, this bonus mereasss to 4 rotal of +4

Beginning ac 3rd level, the breachgnome becomes sspecially
good at thwarting attempts to enter hus area, pass his threatened
areg, or move hun from his position. He gains a +4 bopus on
attacks of opportunity made in response fo 4 Creature enterng
his square {including & bull rushy 2 +4 bonos to resist 2 bull rush
(a4 if the hréachgnome were exeeptionally stable?, and 2 +4 bonis
to-avoid 4 triprartack miade as part of an overran action
or to frip someone in Tesponss thea trip attempt

maeade as part of an overrun.
Upen reachimg Tth level, the breachznome
gains 2 +4 bonus on attacks of opportunity
made against creatures moving within
or through his threatened ares, and
Tumble checks made to pass through
his square or a threatesed area add
+10 to their DE

Uncanny Dodge (Ex} Starting
at Ind level, the breachgnome
gains ‘the ability to resct to
danger before his senses would

normally allow im to even be
. aware of it He retans his Dex-
| terity bonus to AC {if' any
‘| -regardless of being caughit flat-
L footed or struck by an invisible
attacker Che still Toses hus Dex-
Y terity bonus to AC if immaobi-
lged 1
Upon teaching: Fth level, I 3
the breachgnome can no -
longer be [fanked; he can :

react to oppongnts on op- E
posite siles-of him a3 casily as he can react to a single attacker.
This defenze denies rogues the ability to use flank attacks to
sneak attack him. The exceprion to this defense is that a Togue
of at least four levels higher than the character can flank him
{and thusaneak attack him L =

1§ the breachgnome has another class that grants the uncanny
dodge ability, add together all the class Tevels of the classes that
grant the-ability and determine the charaeter’s uncanny dodge
ability on that basis.

Bonus Peats: At Ind and +th level, the breachgnome gets o
bonius feat. These bones fests must be drawn from the following
list: Ambidexterity, Blind-Fight, Expertie, Improved Critical”,
Improved Disarm, Improved Trip, Improved Two Weapon

Will

Save Special
+0 Sgal the breach (AC bonus)
+0 Bonus fear, uncanny dodge (Dex bonus to AC) hi
+1 Seal the breach (stability)
1 Bonus feat e
+1 Seal the breach (safeguard], uncanny dodge (can't Ehe

be flanked) =
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Focns®, and Whirlwind Arcack.

Some bf the bonus Fears available to'a breachgnonic cannot be
acquired until the breachgnome has gained one or more prereg-
wisite feats A breachgnome ¢an select feats marked with an
asterisk () more than once, but 1t must be for a different weapon
each time. A breachgnome must still meet &1 prerequisites for 2
feat, including ability score and base artack bonus minimums

elven H:gh Mage

Flyes study magic with @ matchless passion. But even among the
elves, the high mages are regarded as
obsessed with the dccumulation of
Arcafie paOwer,

Elven high mages arc the masters
of creating their own epic-spells—
myrhaly that can prow to engulf
entire cities. Tearning the secrets
of epic magic is the culmination of ~
any arcanist's carcer; and the elves
arc very selective about who can
learn such potent lore E'.nﬁtmg
high' mages often observe  high
mage candidates for a decade or
more, prabing for the faimtest hine
of unworthiness. So far, ther
extreme secrecy has worked. Less
than' a dozen elves cven know
where the lore of clven high magic i
even kept, much less how to actually
cast an cpic spell.

All elven high magesare sun glyes, |
meon clves, or wood elves, and all
zre powerful wizards or sorterers
No one else can learn the elyes’
greatest magical secrets.

NPC high mages spend thefr
time developing new cpic spells,
organizing searches for lost clven | 7
lore, or taking steps to ensure that = o8
elven secrers stay secret. PO high
mages will find that being a high
mage & a full-time job, making
adventering a challenge. But due to
their comsiderable personal power, elven high mages often wind op
oiy the frone lines of the defense of the elven peaple

The elven high mage prr-:-'-ngc-' class makes use of mﬁl
found in Fpic Level Flandimk, since any elven high mage & by
definitien an eme-level character. ]

Hit Die: d4.

REQUIREMENTS

To qualify to become an elven high mage, 2 character munst ful.
fill all the following criteria.

Race: Sun elf, moon <if, or wood elf.

Skille Knowledge (arcana) 27 ranks, Spellerafe 27 ranks

Feats: Epic Skill Focus [Knowledge (arcana )l Epic Skill Focus
(Spellcraft

Spellcasting: Able to cast Jth-level arcane spells

 Elven bigh mage

—t—
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Fighting, Two Weapon Fighting, Wespon Finessie®, Weapon

TasLe A—9: Tue ELvexy Hign Mage
Class i " %

Level - Special Spells Per Day/Spells Known
let Seed affinity +1 level of cxisting class .
Tnd Mythal invention -
3rd Seed affinity +1 level of existing class
4th Myehal invention - F,

Tth Bonus Fear +1 level of existing class
tith Beed affinity —

Tth Mythal mvention i1 level of existing class
8th Seed affinicy — )

Pth Mythal invention +1 fewel of existing class

10th Bonus Fear — i

Special: Must survive scrotiny and
meet with the approval of all exist-
¢ ing elven-high mages.

r

CLASS SKILLS

The elven high mage’s class skifls (and
the key ability for each §kill) are Con-
centration (Conl. Craft (any) (Int)
Decipher Seript (Int), Diplomacy
(Cha), Konowledge (any]) (Int} Profes-
sion (Wis}, Sense Motive (Wis), Speak

Language, and Spelloraft (Int) i

Bkill Points at Each Level 2 +
Int modifier,

o

CLAss FEATURES

S All of the following are class features
* of the elven high mage. 1
Weapon and Armor Proficiency;
The elven hizh mage paing no profi-
ciencizs in weapois or armor. !

Spells Per Day/Spells Known: Start-
mg &t st level and every other ehren
high mage level thereafter (1st, 3ed;
¥eh, Teh, and Yeh), the character pams
new spells per day {and spells known,
af" applicable) s if she had also gained
2 level ma spelleasting ¢lass to which she belonged before adding
the prestige class level If already-an epic spelicaster, the charac-
ter gains only the benefit noted onder the Spells entry for that
epic cluss. She docs not, however, gain any other benefit that a
character of that class would have gained (improved chance of
turning or destroying undead, meramagic or item creation feats,
and =0 on . If the character had more than one spellcasting elass
before becoming an elven high mage, the plaver must decide to
which class to add the new level For the purpose-of d::ta:rrnmmg

spells per day.

Seed Affinity (Ex}k The elven high mage’s studies have pr&
vided insight mro the finer ponth of epic spell creation. WBEH-H'
ever this class Feature is acrained (zr 1st, 3rd, 6th, and Bth 11:?:15}
-the elven high mage chooses an cpic spell seed from the list in
Chapear 2 of the Egic Level Handbask. The base Spellcraft DC
for epac spells created with this seed is two lower, so the elven
high mzge ean achigve powerful cpic spells ac lower levels. For
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example, &n élven mage who chooses the kanish seed (nornmlly
DC 17) will -gain quicker access: to all epic. spells that use the:
Bawish seed, because the base Spelleraft DC will be 28, not 27, and
the elven mage will be able to achieve 4 given efféct two levels
earlicr than other epic spellcasters

Mythal Invention (Exk Whenever the elven high mage
atrains this class feature (at 2od, 4th, 7th, and F¢h levels), she

- may develop a single epic spell for 75% of the normal develop-

Flingiration by Wayse England

ment cost m gold, time, and esperience paints, The elven high
mage dossn’t have to develop an epic spell tight away, but if she
artams this class feature again before she develops an cpic speli,
the previous benefit is-lost For example, an elven high mage who
gttains & mythal invention at 2nd Tevel must gee it before 4th
level, when the next mythal mvention savailable,

Bonus Feat (Ex): The clven high mage gains.a
bonus Feat at Fth level and an additional bonus
Feat cvery five Tevels thercafter. These bonug
frats must be selected Trom the following hst:
Augmentad Alchemy, Automatic Quicken Spell,
Autormatic Sileat Spell, Aptomatic Scill Spell,
Combat Casting, Craft Epic Magic Arms and
Armor, Craft Fpic Rod, Craft Epic Staff,
Craft Fpic Wondrous Item, Efficient
Item  Creation, Enhance Spell, Epic
Spell Focus, Epic Spell Penetration,
Epic Spellcasting, Familiar Spell,
Forge Epic Ring, Ighore Material
Components, Improved Combat
Casting. Tmproved Heighten
Spell, Improved Metamagic,
Improved Spelleasting, Inten-
sify ‘Spell, Multispell, Pérma-
nent Fmidnation, Seribe Epic Scroll,
Spell Focus, Spell Knowledge, Spell
Mugstery, Spell Opportunicy, Spell Peng-- -
tration, Spell Stowaway, Spontaneoss Spell,
Tenacious Spell.

great rifr skyguard

The hppogriff-mounted skygoirds: of the
Great Rift patrol the skies, ever jwatchfal for
the enemies of the gold dwarves Unlike other
mounted soldicrs, skiguards often leave thew saddles, shouting
*Axes from the skv!™ as they drop onto their foes,

Hit Die: d10.

TasLe A—10: Tue Guear Bier SKYGUARD

Great Rift thyguard

REQUIRFMENTS

To qualify to become a Greae Rift skygoard, 4 characrer must ful-
fill all ehe Following criteria.
Race; Gold dwarf,
Skills: Handle Anumal 4 ranks, Jomp: 4 ranks, Ride 3 ranks.
Feats: Mounted Combat, Toughness.

CLass SKILLS

The Great Rift shyguard’s class skills (and the key ability For each
skill}y are Climb (Str), Crafr (Int), Handle Animal (Cha), Heal
(Wish: Intimidete (Chal Jump [Strl Profession (Wis) Ride
(Tex ) and Spot (Wil

Skill Points at Each Level: 2+ Int modificr.”

C1Lass FEATURES

All of the Followmy are class festures of the

Greae Rift shyguard prestage class,

: Weapon and Armor Profi-
ciency: The Great Rift skyguard »
proficient with martial weapons,
medivm and light armor, and shields

Axes from the Sky: The Great Kift
skyguard s particularly adeprat using
& drogue wing (see the Equipment

section of this appendix) to attack his
foes from above As a standard action,
the skvguard can leap from his saddle,
fall straight downward, and deploy his
droguc wing, just before artacking
This counts as a2 charge atteck that
deals double damage and grants an
additional +1 bomus on the actack
roll becanse the skygvard is
attacking from higher ground
The skyguard takes no damage from
theTall, and afrer the atrack 1s scattered rin-
domly mto-a sgutfe adjacent to the creature he
attacked. :

Hippogriff Steed I (Suk At 2nd level, the bond
hetween the Great Rifr skyguard and his mount improves. The
hippogriff now has ¥ Hit Dice, its patural armor bonus amproves
to -+, its Strength score improves to 12, and its Intelligenee score
Hnproves tod.

Class Base Fort Ref Will
Level Attack Bonus Save Save Bave Special 1
1st #1 +2 +1 +0 Axes from the sky
2nd <1 +3 +3 40 Hippogrd¥ steed I, skyhook -
3rd +3 +3 r3 1 Bonus mounted combar feat
“4th 4 +4 +4 =1 Fly-By Arrack
Tth +¥ = -4 21 Hippogriff steed I1
éth # +F +¥ +2 Drogue charge
Tth +7 + +§ +1 Bonus mounted combat feat
fith ) i 6 2 Hippogriff steed 11
i IS 9 6 6 <3 (Glide for distance ’
Ieh +10 #7 +7 +3 Skygudrd catapult
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The skvguard also develops a- telepathic link with the hip-
pogriff out to a distance of one mile. The skvguard cannot see

throogh'the mount's eves, bot they can communicate telepath-

ically, Because of the telepachic link, the skyguard has the same
connection to-an irem or place that che hippogriff does, just as
a master and his familiar.

The skygpard can have only one hippngr]ff stopd at & time I0
the hlf;%ﬂgi‘iﬁl dies, the skyguard must train a new hippogriff for
a month before he can canfer the bonuses to it

Skyhook: At Ind level, the Great Rife shygoard and his steed
have mastered a resaddling manedver. IF the skyguard is on the
groand, he can raise his shield above his head as a free action,
The hippogriff then swoops down and grabs the shield (and con-
sequently the skyguard) in the middle of its move, as if it had
the Flyby Attack feat. Then it corkserews as it'climbs, so the
skyguard winds uwp back in the saddle, The skyguard doesn't pro-
voke attacks of opportunity for this manguver, but the hip-
pogriff might.

Bonus Mounnted Combat Feat: At 3rd and 7th level, the Great
Rift shyguard paing a feae of s choice- with' the Mounted
Combat feat asa prérequisie

Fly-By Attack: At 4th levelior higher, a Great Raft skygoard
who swoops down ento his Foes with a drogue wing can leap
from the saddle, make a smgle attack, then fly up to FO feet
away (at an altitude of § feet above the ground) before landing.
This does not provoke an attack of opportunity from the sky-
guard's target.

Hippogriff Steed II (S} At Fth level, che Grear Rift sky-
guard’s hippogritf now has 7 Hit Dice, its natural armer bonas
improves-to <8, its Strength score improves to 20, and its Ineel-
ligence score improves to 7. It 15 considered a magical beast, and
it remains Larpe despite its 7 HOL Tes fly speed improves to 110
feet (good |
° Drogue Charge: At &th level and higher, 2 Great Raft sky-
_guard on the ground with an undeploved drogue wing can run at
his Foes; then deploy the wing to send him inro the air beiefly,
up and over his target. This functions as @ normal charge atrack,
except that the skyguard gains the <1 attack bonus For higher
ground, and he lands on the far side of his foc. The drogue
charge docsn’t provoke an attack of opportunity from the
target, even if the creature has reach,

Hippogriff Steed ITI (S8u): At 8th level, the Great Rilt s.lnl
guard’s hippogriff now has 9 Hic Dice, its natural armor bonus
improves to +10, its Strength score improves to 21, and its Tnwel-
ligenee score improves to B It i still a Large magical heast, and
it gains spell resistance 20 and damage redouction 52

Glide for Distance: At 9th level and higher, the Great Rift
skygnard is-attuned o cven the slightest breeze, ahd he knows
how to get maximum performance from his drogue wing. Once
he has deployed the drogue wing, & Greas Rift skygoard can
travel up to 1F feer hovizontally Tor every 7 feet he falls, He ds

TABLE A—11; Ture Orc WARLORD

Class Baze Fort Ref
Level Attack Bonus Bave Bave
1st +1; +1 40
Znd +1 +3 +0
srd L3 +3 +1
4th +4 L 11
Tth +5 -2 +1

considered to have good maneuverability while flving; aithough
he can't elimh. He can dive as steeply as he wishes; howeyer.

Skygoard Catapult: A dengerous stunt attempted only by the
hest skyguards (10th level), the skyguard catapulc turns the
Grf.-at Rift skygoard mto a living catapult stone, As & foll-round
action, hippoeriff and skyguard swaop toward their target. At
the end of the hippeenifi®s movement, the skygoard 1¢aps from
the saddle, falling any vertical distance and fraveling p ta-§0s
feet in o straight line horizontally.

Unlike axes from the sky, the drogue wing is not deployed,
Instead, the skyguard deals damage ro the target as if he were'a
falling object (see Table 3-18: Damage from Falling Objccts in
the DuNeEoN MasrEr's Guide) and takes half-damage from
the fall himzell, The skyguard must succeed 'on 3 melec touch
attack roll tostrike his target; of he misses, he inflicts no damage
on the target and falls prone in an adjacent square.

orc warlord .

The orc warlord is a savape general of an unruly army, the
lewder of oneof the deadly and all teo common ore hordes-that
rampage down From the Spine of the World to savage and bru-
talize the ewvilized lands of Faerin: An or¢ warlord.is an impos-
ing figure, often slathered with scars both ritualistic and all too
real i arigin. -

Barbarians and I':ghtrr."ba_rbz.rmns are the best suited to
become orc warlords, as they already excel in batele and often
attract large armies on their own. Barbarian/clerics sometimes
hecome orc warlords to better lead their followers into religions
wars. Ore barbarizn/rangers and barbarian/rogues vsually oper-
ate alone, although it is not unknown for one of these to become
a warlord in desperate times. Perhaps the most potent of ore
warlords, though, i§ the barbarian/hard; his natural abilitics to
handle kirge proups and inspire preatness stack guite well with
the abilities granted by this prestige class;

An NPC orc warlord s wsually encounitered on the field of
battle, commanding his horde of ores Between attacks, an orc
warlord can be found back in his lair training his troops for the
next attack, be it in-a month ora decade or even farther into
the Future.

Hit Die: d12,

. BEQUIREMENTS

To qualify to become an orc warlord, a character must fulfill all
the following criteria.

Race: Ore or half-orc.

Base Attack Bonus; +7,

Alignment: Any nongood,
Skills; Inhrmliatc Boranks, Ride 7 rank&, Survival 7 ramks:

will

Save Special
+2 Gather horde x1700%
€3 Inspire courage
+3 Gather horde x200%%
+4 -
4 Final tage

5,
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Feats: Blodd of the Warlord or Might Makes Right, Lead.
ership, ‘
Special: Barbarian rage abilicy.

CLAss SKILLS

The ore warlord’s class skills (und the key ability for each skill)
are Bluff (Chia), Craft (Int), Intimidate (Cha)), Jomp (Ser), Listen
(Wis), Ride (Dex), Sense Motive (Wis), Spot (Wis), and Survival
(% ranks)

Bkill Points st Each Leyel: 2 + Tnt modifier.

Crass FEATURES

All the following are class features of the orc war-
lord prestige class. :

Weapon 4nd Armor 'FProfi-
ciency: Ore warlords gain no
proficiency with any weapons,
arimor, or shields.

Gather Horde (Ex): An orc
warlord can maintain - larger
force of .orc followers than a
comparable leader could of
other creatures. When deter-
mining the namber of follow-
ers allowed for a warlord,
multiply the amoont listed in
Table 2-27: Leadership in the
Doncron MasrEr's Guide by
the histed wvalve, These addi-
tiondl forces must be orce. For
example, 2 charadter with a
leaderslup score of 1F could
normally have op te rwenty
1st-level, twoe 2od-level, and
one 3rddevel followers. A Ist-
level or¢ warlord could have
thirty 1st-level, three Ind-level,
and one 3rd-level follower, as
long as at least ten of the lst-
level and one of the Indlevel
Followers were ores. A 3rd-level
ore warlord could have forty 1st-level, four 2nd-level, and two
3rd-level followers, so long as half of them were ores.

Inspire Courage (Su) At 2nd level, the orc warlord gains the
ahility to inspire courage, which has the same effect as the bardic
ability of the same name. The warlord inakes an inspirational

speech, bolstering his allies-against fear ind improving their

combat abilities. Tocbe alfected, an-ally must hear the warlord
speak fora foll round. The effect lasts as long as-the warlord
speaks and for 7 rounds after the warlord stops speaking (or §
rounds after the ally can no longer hear the warlordl While
speaking, the warlord can fight bue cannot cast spells, activate
magic items by spell completion (zuch as scrolls), or activate
magic items by command word (Affected allics receive a <2
imorale borus on saving throws against charnt-and fear effects
and a +L.morale bonuos oneadreack and weapon damage rolls’ A
warlord m the midst of a rage can use this ability, bur m those
cases the warlord's speech 15 more of 2 rant of howls and curses
that # true-spesch,

Orc arariord
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Final Rage (Ex) At Sth level, the warlord gains the ability to
incite & rage il his nearby allies for ene last phenomenal
attack: Any allics within ten feet of the warlord (including the
warlard himselt) immediately enter a rage, even if they could not
normally do so o have used all their own rage ability for the day.
If the warlard or an ally is already in & rage at the time or i
capable of a greater rage, the affected creatores enter a gredter
rage instead (if an affected creature 15 glready in'a gredter rage,
this sbihity has no sdditional effect). This rage (or increase to
greater rage ) lases until the warlord's next turn, and all penalries
for leaving a rage apply (for example, che creatures are fatigued,
and if already fatigeed they become exhauvsted) Inveking the

final rage 1§ 2 free acton,

Spﬂllsmgﬁ_r

Spellsingers (not to be confused
with spelldancers, «detaled n
Magic of Faerin), are rare practi-
¥ tioners of - an afdent elven bardic
cradition. Like bards, spellsingers
work magic wich song and poctics,
but, whereas bards draw on the
Weave through singing and
poetry, spellsingers are truly part
of the Weave, As such, spell
smigérs can work magic through
music: with preater’ effect and
flexibility than other bards

wizard/bards, particularly en:
chanter/bardy, #lthough sor
cerer/bards -and cleric/bards (the
latter known as cirele dancers) are
not unknown. Characters of other
classes almost never become spell-
singers. Likewise, mest spellsingers
are clves, or, more rarely, half-
clves. At least one heman with a
trace of elven Beritage, Danile
Thinn, is known to have mas
tered the art as well
WFPC spellsingers are wsoeally
found o traditional elven home
lands where they play 4 role not unlike bards in other caltures.
They garner & great deal of respect among elves and haif-elves
raised among the Fair Folk, but their unigue ealents and abilities
are httle anderstood cutside the ranks of the Tel.quessir,
Hit Die; d&.

REQUIREMENTS

To qualify to hecome a spellsinger, a character must fulfill all
the following criteri '

Race; Spellsingers must have at least some small’ amount of
elven heritage; defined as at least one-cighth clven blood.

Bkills: Knowledge (arcana) 8 ranks, Perform (ady hand mstro-
myent, singing, and others) 8 ranks,

Peats: Improved Counterspell, Skill Focus {Perform .

Spellcasting: Ability to cast lst-level arcane spells. without
preparation,

Most spellsingers are hards or-




Bluff {Cha), Concentration (Con), Craft (Int), Decipher Seript
{Int), Diplomscy {Cha), Disgwise (Cha), Gather Information
(Cha)), Knowledge (any) (Inty, Perform (Cha), Profession (Wis),
Speak Language (None'l, Spelleraft {Int), and Use Magic Device
{Chal «

kil Points at Bach Level: 4 + Int modifier,

Crass FEATURES

All of the fellowing are class features of the spell-
siqger prestige class.

a;f:. o Weapon and Armor Proficiency: Spellsingers
f'f’ 3 gain po proficicncy in any weipons or armor, .
sl Bardic Music: Spcllsingers continue

torincrease their skill in crearing mag-
ical effeces thorough song and poetics.

A character’s spellsinger levelsand bard .
levels (or levels in another class with the
same ability] stack for thesporpose of
using hardic music.

Compelling Song (Su): Spellsingers have
en intrinsic upderstznding of the hnks
between mapgic and mosic. They add their
class level toall Perform checks when using
their bardic music ability. Likewise; they add their
class level to the DCs-of their bardic music Fascinate
and seggestion abilitics:

Spellsong: Spellsingers can “lose” a prepared
arcane spell in order to cast any arcane enchant-
ment spell of one or more levels Tower that is on their
spell list. This works just as 4 clersc’s spontineoes cast-
mg class feattire: Arcane spells thar do not need to be
prepared cam also be "lost™ in this Fashion, althoagh
spellsong simply grants the ability to replace-a spell
slor with a lower-level arcane cochantment spell
from the character’s spell list.

ANl spellsongs require verbal (singing) and
somatic (playing an mstrument) components,
regardiess of whether the spell was prepared or not.
These-components-replace the spell’s normal verbal,
somatic, material, and focus components, but not
any experienice point Costs Of cxpensive material
COM Ponents,

The saving throw DC for spellsongs is equal to the caster’s
Cha modificr + the enchantments level +2, regardless of
whether the ¢pell was originally prepared or not.

TagrLe A—I2: THE SPELLSINGER

The spellsinger’s class skills {and the key ability for each skill) are-

. Spelltinger
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Improved Countersong {Su}. At 3rd level and -above, spell-
CMES SKILLS singer are particularly sdept at using their countersong ability

to disrupt spells, gaining a +10 bonus on Perform checks 'when
attcMpting t0 COUDTETsong.

Amplified Music (S} At 7th level, spellsingers become par-
ticularly adept ar producing magical effects on those around
them. They increase the rzage of most bardic musle effeces

(countersong, fascinale, inspire courage, and inspire greatness )

by a number of feet equal to five times their class level This
wncrease s tripled for the bardic music fescinmate ability,

Spells per Day: When a
new spellsinger leve] is gamned,
the character gains mew spells
per day a5 if he had zlso gained &
Tevel in whatever arcane spelleast-
ihg class he belonged to before he
added the prestige ¢lass He docs not,
however, gain any other benefit a char-
acter of that classywould have gained.

This essentially means thar he
adds the level of spellsinger to the
level of whatever other arcane spell-
casting class the character has, then
determines spells per day and caster
level accordingly,

If ‘o character had more than one
greane spellcasting class hefore he became
a spellsinger, he must decide to which class he
adds edch level of spellsmger for the purpose of
determining spells per day.

warrior skald

Among the Northlanders dwell hardic

musicians who live for twesthings: poetry
dnd warfaré. Accompinymg hefoss of
great renown, these warrior skalds fighe at
their sides while composing the ¢pies that
will be told for centurics to come,

Most warrior skalds were once bards,
though they eventually ignore their speli-
castitg to improve ther fighting prowsss.

They focus on oratory rather than minsic,
and their greatest creative achicvement is

to compase an epic poem about a militery
campiign or other adventure, Warrior skalds will often recite
parts of an épic in the middle of combat to spor on their allies
and frighten their foes, Many soldiers find it unnerving to
battle = warrior skald whe recites poctry in stentorian toties,
working the events of the ongoing battle into each stanga.

Class Base  Port Ref Will
Level Attack Bonns Save Bave  Bave Bpecial Spells per Day
1st + +0 1 +F Bardic music, +1 level in exasting arcane spellcasnng class
epimpelling song,
spellsong
2nd +1 <0 +3 +3 - +1level in existing arcane spellcasting class
3rd +1 %1 33 +3 Improved conntersong . 41 level in existing arcane spellcasting class
4th +3 1 4+ +4 — #1 level in existing arcane spellcasting class
fth . 3 +1 +4 + Amplified Music

+1 Tevel in existing arcane spellcasting class

186
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NWPC warrior skalds are uspally Found on the hattlefeld or
various noble courts, where they recite poems of arrlés bath
recent and sncient Silverymoon snd Waterdeep both have
gailihouses for warrlor skalds, where poems and tales of adven-
turc arc cnthusiastically traded,

Hit Die: dé.

[}

REQUIREMENTS

To qualify to become a warrior skald; a character must fulfill all
the following criteria

Skills: Concentration 6 ranks, Perlform (poetry, any others) 9
ranks.

Feats: Power Attack, Clezve. F

CLass SKILLS

The warror skald's class skills (and the key
ability For gach skill} are Bluf¥ (Cha), Climb (St
Concentration {Conl, Craft (Int), Diplomacy (Chal,
Fscape Artist (Dex), Hide (Dex), Jump (Str], Listen
(Wish Move: Silently (Dex), Perform (Chal Profes-
sion (Wis), Sense Maotive (Wis}, Speak Lan-
ghage (Int), and Swun (St )

8kill Points at Each Level: 4 + Int mod-
iFier,

Filustration by Mike Duston

C1.A55 FEATURES

All of the following are class Fea-
tures of the warrior skald prestige
class.

Weapon and Armor Proficiency; The
warrjor skald is proficient with martial weap-
ons, armor, and sheelds:

Bardic Music: At 1st level, the
warrior skald gains the bardic
music ability if she did not already
have it from a previous class. All the ™
bardic music cffects {countersong, fascie 0
male; INspire competence, Inspire coorags,
inspire greapness, and seggeition) become
available to ber immgediately, subject to thele wsual Perform skill
requirements (see Bard in the Plaver's Handbook] Additicnally,
all the bardic music cffects, including countersong, can be pro-
duced with poetry rather than mosic. Fach bardic music offect

TasrLe A—I131 Tne WARRIOR SKALD
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Harrior thald

except sugpestion Tequires one daily use of the bardic music abil-
ibY. Sugpestisn does not require any uses; but the subject must
first be famcinared. The warrior skald combines her bard and
warrior skald levels to determine how many times per day she
can use her bardic music alality.

Words of Rejuvenation (8u): A 2nd-level warrior skald can
inspire her allies so they shake off the cffects of fatigue
Fatigued characters who hear the warrior skald speak lor 2
minute are no longer Fatigued, and exhapsted charactors arc anly
fatigued. The warrior skald can wse this ability only enve per
hour, It 352 language-dependent allity that countsas one daily
os of bardic music.

Demoralize: At 3rd level, the warrior skald’s poetry hurts
enemy morale. Once they've heard the watrior skalds epic
aratory for a full round, opponents within 20 feet must
succeed on & Will save (DG 10 + warrior skald levels + Cha
bonus} or-be-shaken (-2 morale penalty on-attacks,
damage, and saves) as long as the warrior skald contin-
ues torecite and For § rounds thereafter, This i & mind-

affecting, langusge-dependent ability that counts as

b one daily use of bardic music, k
Marcher's Chant; At Fch level, the warrior skald
gains the ability to encourage those
engaged in dull, repetitive action,
® such =8 marching or rowing.
% When traveling overland or en-
gaged m a similar long-term phys-
cal effort, those who hear the warrior skald's
exhbrtations find they can exere themselves for
longer. Those within carshot of the warrior skald
can march or exert themselves 70% longer
before making Gonstitution checks (see
Forced March in Chapter ¥ of the
Plager’s Handboof). The warrior skald
need not chant nonstop throughout the
entire march but must be chunting at least

half ehe time.

Inspire Heroism: As an-additional use
of bardic music, a dth-level warrior skald
with 1¥ or mere ranks in Perform

can Wse poetics to inspire tremen-
dous heroism in a single willing ally within
30 feet, allowing that creature to fight bravely
even sgamst overwhelming odds For évery three levels the war-
rior skald atrains beyond $th, he gan inspire herotsm in one addi-
tional creature, Toinspire herowsm, the warrior skald muost recite
poctry and the creature must hear the poetry for a full round,

Class | Base Fort Ref Will
Level Attack Bonus Save Save Bave . Bpecial 2
Ist =1 +2 +2 +0 Bardie music
2nd +2 +3 £3 0 Words of rejuvenation
3rd #3 +3 +3 =1 Demoralize
" 4th +4 4 = =1 —
Feig " - +T B w4 1 Marcher's chant
Gth i ! +f £ $2 Inspire heroism
| Tth +7 ] +F ¥ 1 Words of fear
F Bth +8 i i I i1 =48
Jeh 5, : +9 +h i +3 Watds of pamic
r 10th $10 +7 +7 +3 Waords of fury
L3
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A ereature 8o inspired gains g <4 morale bonus on attack rolls,
weapon damage rofls, and saving throws, and a +% dodge bonus
e Armdr Class The effect lasts for as long as the ally hedrs the
warrior skald continue to recite poetry and for up to ¥ rounds
thereafter: This 15 & mind-affecting ability that counts as onc
daily use of bardic music.

Words -of Fear (8u) A Trh-level warrior skald's oratory
becomes {rightful to foos who hear and uaderstand it Once
they've heard the warrior skald for a full round, opponents
within 20 fect must socceed on a Will save (DC 10 + warrior
skald levels « Cha bonus) or be frightened (Flee if possibie, or
suffer & —2 morale penalty on atedcks, damage; and saves) as
long as the warrior skald continues to recite and for T rounds
thereafter. This is a mind-affecting, linguage dependent ability
that counts as three daily usesof bardic music.

Words of Panic (Su} A Fth-level warrior skald's oratory is so
frightening chat few can withstand it: Once they've heard the
warrior skald for a foll round, opponents
within: 20 feet must succeed on-a Will
save (DC 10 + warrior skald levels s Che o
bonws) or be panicked (=2 morale g
penalty on saves, and crenture flees or '
cowers, dropping items) as long as the
warrior skald continues to recite and
for ¥ rounds theréafeer. This isa mind-
affecting, language-dependent shility #
that counts as three daily pses of bardic <« \
. .5 '.;

Words of Fury (8o} A 10th-level warrior 3
skald with at least 19 ranks in Perform can enrage her
allies. Thaz ability functions exdctly like barbarian rare
on all willing allies within 20 fect, and it lasts as long as
the wareior skald continues her performance. Words of
Fury requires three dauily uses.of performance per round
maintained, It is a supernatiral, mind-affecting ability,

Y
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wursling snipf:r

The warsling sniper is an expert in the wse of the weapon
commonly associzted with the halfling rage. Among: the
hin, these individuals ere known by their proper name, snd
are often accorded grest respect in the hint community. To
nearly everyone clse, however, these sharpshooters are known #s
“thowe damned sling assassing®™ or by even more colorful cpi-
thets. Whilesome warsling snipers do actually sell their talents
to those wishing to dispose of their eneniies, meast are not pro-
fessional assassins but rather highly skilled specialises who use
their skills to help protect their communities or smprove their
chances of adventuring successtully. A number of - waresling
stipers remain with their Family for most of their lives, impart-
g theirsuperlative skills to the young.

TaBrLE A—14: THe WARSLING SNIPER

Claszs Base Fort Ref
Level Attack Bonus Bave Save
1st +1 +0 <2
2nd 2 0 =3
ard +3 +1 =3
4th 4 +1 4
fth +F +1 : +4
tth =i +2 B §

Wariling imiper
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Fighters, monks, and rogues are the most common practi-
tiongrs of warsling snipery. Some barbarians and rangers, par-
ticularly those fightng for & partisan cause or engaged 1n the
protracted defense of @ homeland, find the warsling sniper’s tal-
ents highly useful in their work. The occasional druid or cleric
may adopt this path of study if it seems-to support or compli-
ment her religious- beliefs and.-practices. Wizards seldomisacrifice
the benefits of additional spells to take up the halfling warsling:
with such single-minded devotion, and sorcerers do'so with only
slightly more frequency.

The art of warsling expertise is often passed from gencracion

to generation, particularly among- the lightfoot hin. This
stremg Familial association is perhaps the reason that

warsling snipers are found more frequently among light-
Foor halflings than ghostwise or stronghearts, Warsling
snipers are not-unknown among the ghostwise and strong-
heare hin, but generally these subraces prefer dif”
ferent sorts of ranged weapons: A small
gathering of warsling snipers sometimes coopet-
ate to undertake a joint maission (such as ambush-
ing individuals whe are making life difficult for
the local hin}, and at least few andering lightfoot
communitics boast small military units of warsling
STpErs
Hit Die: d6
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To qualify to become a warsling smiper, a character
must fulfill all che following eriteria.
Race: Halfling,

Base Attack Bonos! =7,

Skills: Craft (weaponsmith) 3 runks, Hide 4
ranks, Spat & ranks.

Feats: Txotic. Weapon Proficiency (halfling
warsling L-Fxotic: Weaspon Proficiency (skiprock)),
Point Blank Shot, Precise Shot,

s4ageD) SIEEAEE £ HopswATHILE

CLASS SKILLS

The warsling sniper's class skills (and the kev ability
for each skill) are Climb (Str), Craft (Int), Hide (Dex), Listen
(Wisl, Move Silently (Dex). Profession (Wisl, Sense Mative
{Wis ), Spot (Wisl

Bkill Points 4t Fach Level: 2 + Int modificr,

Crass FEATURES

All the Following are class features af the warsling sniper pres-
tige class,

will
Save Specinl

+2 Warsling sneak atrack +1d6

+0 Smiper’s vision

1 Warsling sneak atrack +2d8°

#] Improved Critical (halfling warsling]
1 Warsling sneak artack +3d6

+2 Improved ricochet
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Weapon and Armor Proficiency: Warsling snipers gain no pro-
ficency with any weapons armor, o shiclds.
Warsling Sneak Attack (Ex} Any time the war:slmg sper's

‘target would be denied his Dexterity bonus to AC (regardless of

whether he actually hes a Dexterity bonus), her ranged sncak
attack with the warsling deals extra damage. This extra damage
15 +1d6 at 1st level, and increases by an additional 1d6 every
other level after that (+2d6 sr 3rd level and +3d& at Tth levell
Ranged avtacks only coun as sneak ateacks i the target s withn
30 feet. Tn every other way, thisability 15 identical to the rogue’s
sneak attack. If the charscter hes the sneak sctack ability from
another class, the bonuses stack.

Sniper's Vision (Ex} At 2nd level, warsling snupers gan 4 +2
honius on shnyg attacks dgamst targets with some degree of cover,
this bonus effectively reduces the benetit of cover because the
warsling smiper 15 adept at aiming for the exposed part of the
fee, Furthermore, if a skiprock sniper misses the target due to
cohicealment, she can reroll the miss chance percentile roll 1o e
if she actually hit

Improved Critical (Ex): At 4th level, the warsling gains
Improved Critical (halfling warsling) a5 a bonus feat.

Improved Ricochet (Ex) At 6th level, the smiper’s expertise
with the warshng becomes soadvanced that when she bouncesa
skiprock off one target to hit another, the second artack roll is
made without the normal —2 peaalty, This ability ma}' be used
ance per round.

spells

The spells herein are presented in alphabetical order.

aerial summnning pance

Conjuration {Summenmg)

Level: Clr 4

Components: V, 5§, DF = o
Casting Time: 3 rounds

Range: Close [2F [t + 7 [e/2 levels)

Effect: One summoned Large air elemental
Daration: lmuud,-ie‘rfl

Baving Throw: None

Spell Resistance: No'

As momman monster 1, cxcept a5 noted above and that casting
the spell requires u flving dance by the caster and at least four
agrakocrs, afl of whom are tréated as participating in the spell-

casting for the purpose of provoking attacks of opportunity and’

maEntaining eoncentration.

BULTOW

Transmutation

‘Level: Clr 3, Sor/Wiz 3

Components: V, 3, M

Casting Time: 1 action” ,
BRange: Personal

Target: You ]
Dnr:qnn. 1 minute/level (T0)

-2 sample, the spell ends.

L ———l———
APPENDIX
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Your hands sprout claws 25 hard as stone. You can use these claws
to burrow through earth, sand, clay, and gravel (hot ‘nat solid
rock), excavating with cnough speed to move through the carth
ata speed of 10 feet, much Iike 3 badger.

You' can wse the claws as weapons that deal 1d6 points of
damage. IF your normal mnarmed damage is greater than 1ds,
the dantage does not change. You are considered armed while this
spell is in effect:

Arcane Material Component: A taft of fur from a burrowing
anumal;and a tmy rephica-of 2 shovel.

commune with earth

Divination
Level: {‘._]r 5, Drd ¥ [dwarf)

As contmand with nafare, except you instantly gain knowledge of
the ground, minerals, bodies of water; people, general animal
population, burrowing or subterrancan creatures, fungi, and so
on. The spell i5 only effective in hills, mountains, or undergronnd
(incloding mines), The spell operates mia radius of one-half mile
per lewel of the caster and to-a depth of onewquarter mile per
level.

petrect metal and minerals
Divination

Lewel: Cir 3, Sor/Wiz 3

Components: V. 5, M

Casting Time: 1 action

Range: 6011

Area: Quarter-circle emanating from you ta the extreme of the
range

Duration: Concentration, up to 10 minuteslevel (D)

Saving Throw: Nene

Spell Resistance: No

You can detect large sccumulations of metals and other miner-
als, whether worked or unworked. The spell will detwet every-
thing from a vein of iron ore toa pile of gold coins, even through
salid stone or other barriers.

When vou cast this spell, you  must concentrate on at least
10 pounds of the metal or miners] you're searching for. I an
aecumulation of that metal 10 pounds or larger & within the
spell areq; you will pnerringly sense it (most coins are 70 to
the poandi,

The amount of information revealed depends on how long
vou study @ particular aréa

Tit Rownd: Presence or absence of the particular metal or
mitreral.

2nd Rowrd: Approximate weight of the metal or mineral

Srd. Round: Distance and dircction (measured n-a straight
line] to the metdl or mineral.

As long as the spell is active, you cin change the metal or min-
eral you're trying to detect by sumply concentrating on 4 differ-
cot sample (it takes 2 standard action to refocus on the new
sample L Thos you could search for gold, then switch o adaman-
ting, then seck out sources of won. I you stop concentrating on
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If your sample is unworked, you will detect only onworked
accumplations of the metal, such as ore deposits and mineral

veins: Yéu will only derect worked metal, such as gold coins.or

mitheal armor, if your sample s likewise refined.

Note: Each round you ¢an turn to detect things in a new arga,
The spell can penetrate any nonmagical solid barrier.

Materiad Componens: A 10-pound sample of the metal or min-
eral to be detectad,

Hnndfung

Necromancy [Evill
Level: Clr 3, Sor/Wiz 3
Components; V, 3
Casting Time; 1 action
Range: Touch

Target: Creature touched
Daration: 1 round/level
Saving Throw: See text
Spell Resistance: No

You create a fanged, biting mouth in the palm of your hand.
When you lay your hand upon a2 creature; the mouth deals 1d4
points of damage: If the target makes a successful Refles save;
she suffers only half demage. -

If the target fails her Reflex save, you may start a grapple as
4 free dction withour provoking an attack of r:q:rpnrl'un:ty If you
establisha hold, the fanged mouth sinks its teeth into the target’s
flesh and continues to bite for an sdditional 1dé pomnts of
dumage each ropnd until the hold is hroken or the spell ends

Addirionally, the fanged mouth delivers venom to a grappled
foc when you achieve 3 hold, dealing 1dé pomts of temporary
Constitution damage (initial and secondaryl A Fortitude save
negates each instance of the poison damagc.

Lumful sword

Evocation

Level Pal 4
Components;: V, 5
Casting Time: 1 action
Range: Touch

Terget: Weapon touched
Duration: 1 round/level
Saving Throw: None
Spell Resistance; No

This spell aliows you to channel the power of law into your
sword, or 21y weapon you choose. The weapon scts as 4 +F magic
wedpon and deals dooble damage ageinst chadtic opponents, It
cmits & maghc corcld dgamnst chaod {as the spelll If the mragic
cirele1s broken before the spell's duration ends, the sword creates
a new one ot your turn as # free action, The spell is autamati-
cilly canceled 1 round afrer the weapon leaves your hand. You
cannot have more than one fewfad swerd at & time,

If this spell is cast on a magic weapon, the powers of the spell
supersede any that the  weapon normally has; rendering the
normal enhancement bonus and powers of the weapon inopers-
tive for the duration of the spell This spell s not cumulative

As condagion, except a5 noted above.

with Bless weapon or any other-spell that might modify the
WEAPON I3y way. o=t
This spell does not work on artifscts.

MQSS CO nTu’igmn
WNecromancy

Level: Clr 5, Drd ; Sor/ '!Pvm

Range: Close (27 fr. « 7 £/2 levels)

Targets: One of more creatures, no two of wfmm can be more
than 30 ft, apirt

™

plague carrier

Necromancy b
Level Clr 3, Drd 3, Sor/Wiz 4 )
Duration: Sege text

As comtagion, cxcept that the target is not stiicken immediately:
there is:an incubation period. During the ncubation period the
target can transmut the disease to others but shows no symptoms
until his incobation period has ended.

shadow canopy

Evocation [Darkness)

Level: Sor/ Wiz 46

Components: V, 5, M

Casting Time: 1 full round

Range: Medium (100 fr + 10 fr.flevel)

Effect: Cylinder 27 fr. high with diamerer 100 ft. +
Duration: 1 hour/leve!

Saving Throw: Will negarcs or none {ohject
Bpell Resistance: Yes or no fobject)

FOftfdeve]

You create a ficld of shadow. The outer surface of the field is
impenctrable to normal vision and darkvision, granting 100%
concealment to creatures and objects within the spell’s arca, A
creature under the effect of $lacklight cannot scc through the
fietd, The interior of the ficld casts a deep shadow on everything
within, reducihg normal vision to ¥ feet; creatures with darkvi-
sion can see normally within the Geld, Light, including sunlight,
cannat penetrate the field. Crearures that would normally be
adversely affected by sunlight, such as shades and vampires, are
able to function normally within the ficld,

You can cast the speil on & point in space, hut the effect is
stationary unless you cast it on 4 molile bhject. You can cast the
spell on a creature, and the effect radiates from the creature and
moves 45 it moves. Unattended objects and paints in space do
not get saving throws or benefit from spell resistance to resist
this spell.

Shadame canspy counters or dispels any light spell of equal
or lower level Light spells of equal level have no effect on
sbadsar canspy, but light spells'of higher level counter or dispel
shadsw vanopy:

Material Componens: A handful of coal dust and the dried
eychall of any d.m.rn:Ll creatore, :

190
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shupﬂ metal

Transmutation

Level: Clr 4, Bor, Wiz §
Compodents: V, 5, M/DF
Casting Time: 1 action
Range: Touch

Target: Metal or metal obgect touched, dp to 10 cu i +1 co. £t
level

Duoration: Instantancous

Saving Throw: Fortitude negarcs
Spell Resistance: Yes

As stong shape, except as noted above and chae
you affect metal mstead of stone.

You may employ this spell in combat with
a successiul melee touch attack. Shape metal
successfully used in thiz way agamst a
target’s armor roduces the armor's pro
tection by 1d6 points of Armor Class |
farmor such a3 studded leather that
mostly made of nonmetal maeterials
take helf damage from thus spelll IF
used against & shicld, weapon, or
metallic creature, the spell deals
1d6 points of damage per 2 caster
fevels, bypassing the target’s:hard-
nesa (or damage redection in the case
of a:creatore].

Touching an unwilling creature or
an item held by an pnwilling creature
requires a melee touch attack and pro-
vokes an gttack of opportunity from
the defender, You may ready an action
to touch a crenture, 1ts armor, s shield,
or its weapon when It attémpts to-strike
you; thisdees not provoke an attack of oppor-
tunity (you are using the creature’sanovement to
come into contact with ic),

Arcane Material Component: A piece of wire,
bent approvimately into the desired shape and rouched
to the metal while the verbal component is uttered,

spore cloak

Conjuration (Creation )
Level: Ded 7, Sor/Waie 6
Components: V, 5, M
Casting Time: 1 action
Range: Personal

Target: You

Duration: 1 minute/level

You become shrouded in 2 dense cload of vellow mold spores

You can see through the cloud with easc and are not affecred by

It in any way, but it provides you onec-half concealmens (20%
miss chancel. The cleak of, swirling yellow spores travels with
vou-and does not leave a traal a5 you move. Anyone who pasées
through your square, or anyone whom you successfully overrun,

39T
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#axdfey yverraketh’s shadow

bull rush, grapple, or who otherwise shares your arca must make
@ Fortitude saving throw or suffer 1d6 points of temporary Con-
stitution damage; another Fortitude saving throw is required 1
mnute later to-avoid taking 246 points of temporary Constitu
tion damage,

As long 25 the spore cloak i5 active, Youare immune to fungal
infestarions such as the spares of brown or yellow meld and the
rotting touch of violer fangl.

If you feil a saving throw against & fire spell or effect, the
spores are mstantly burnt away and the spell ends, If you arein
direct sunlight, the spell continues hut the spores become inert
anril you reach shelrer. Inert spores continue to provide one-
half concealment but cannot infest others and do not pro
vide protection from fungal attacks.

stone BD[]lr’

Alguration :
Level: Clr 6 (gname), Sor/Wiz fi
Components: V, 5 M
Casting Time: 1 action
Range: Personal
Target: You
B Duration: 1 minute/level (D)

As iron bady, except 2z fallows,
You gain damage reduction
20/+2% Yo are vulnerable to all
specig]l attacks that affect stone
golems: You gain & +4 cohance-
ment bonus to Strength end &
-4 penalty to Dexterity (tor s
miimum, Dexterity store of 1),
Your speed is reduced to half
normal, Your weight increases by a
factor of three.
Arcawe Mateviel Component: A small
piece of stone that was once part of either a
stone golem, g greater earth clemental, or a castle’s
outer wall

crown

Enchantment (Charm) [Mind-Affecting |
Level: Bed 3

Components: V'

Casting Time: 1 action

Range: Personal

Target: You

Duration: 1 round/level

Created by the legendary Shadowking of the "f’";a_i]‘“u:i Ferraketh's
shadew crown clonks the top of your head in 4 crown of mags-
cai shadow. For the duration of this spell, your bardic masic abil-
ities tap the Shadow Weave instend of the Weave, You reciéive 2
+7 competence bonus on Perform checks while under che effects
of this spell. The cffects of this spell do ner stack with the
Shadow Weave Magic fear.

PO P R
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Encourter reclusive avariel, arrggant CalisHites, noble centaurs, and bold Rashemi From
the steppes of Thay to the shores of Evermeet, the inhabitants of the Realms are as
distinct as the regions from which they hail, whether hero, herichman, villain, or villager.
With comiplete information about the notewprthy races, subraces, and ethnicities scattered

threughout Toril, Races of Faersin offers a detailed look at the many and varied peoples

who inthabit the ForcoTrey REALMS game setting,
# B0nicw feats ® 26 !'iE.'ln\"-ﬂ'!EgiE items ® New spells and prestige classes

To 'use~ this accessory, you also’ needithe FORGOITEN REALMS Campaign Setting,
the'Playér’s Handkbook, the DUNGEON MASTER s Guide, and the Manster Mansal.
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TwWO SAMPLE LAIRS FOR USE WITH RACES OF FAERUN

our PCs may find themselves in one or both of

these sample lairs for two of the races detailed in

Races, of Faerin. The first details the ancient
fortress tower of Tiru Tel-Quessir, an elven creation that was origi-
nally meant to serve as a place where ambassadors of the various elf
subraces could meet in a friendly environment and discuss the state
of their empires. The tower was abandoned at one time, though it
now serves as a bastion of defense in a hostile land. The second lair
details a Netherese tomb that has been discovered recently and par-
tially settled by a tribe of unruly orcs.

Each lair provides a history and a description of the major areas
of interest within, along with abbreviated statistics for the denizens
of the lair. You can develop these barebones nonplayer characters
(NPCs) as you see fit, molding and changing them to fit your cam-
paign, no matter what world it takes place in. You can also adapt the
areas for any levels, swapping out creatures as needed to suit the
level of your player characters (PCs). :

. "lTowER _©F LIFE
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You, the Dungeon Master (DM), need a copy of the Player’s Hand-
book, the DUNGEON M ASTER’s Guide, and the Monster Manual to
use this material. Some of the elements in these two lairs draw upon
the Epic Level Handbook or Faiths and Pantheons, but these links
are fairly minor and simple to adjust if you don’t have access to
these books.

Ticu Tel-Quessic

Tiru Tel-Quessir, translated into' the Common tongue, means
“Tower of the People.”” This impressive structure was built during
the height of Cormanthyr, the Empire of the Elves, as a neutral site
where representatives of the seven elf subraces could meet and dis-
cuss political and social matters of the time. Although representa-
tives of the avariel were present at these meetings only once, and
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though the drow never saw fit to visit Tiru Tel-Quessir, all seven
subraces were welcome in the tower. |

The building was created with powerful elven High Magic from
eight ancient shadowtop trees deep in the woodlands of Cormanthor,
far from any other elven communities and hidden by a small but
quite powerful mythal. The tower consists of one central structure
surrounded by seven smaller ones. The seven smaller structures are
circular platforms placed 70 feet off the ground around the trunk
of an ancient shadowtop tree. Each of these small houses served as
a private retreat for one of the elven diplomats, and each was con-
nected to a circular platform atop the central structure. This saucer-
shaped central structure was formed out of the largest shadowtop
tree in the region, and it straddled the trunk of the giant at a point
70 feet off the ground. A narrow staircase wound down the trunk to
provide ground access to the tower.

Since the fall of Myth Drannor, Tiru Tel-Quessir has stood aban-
doned for hundreds of years, until recently when a small band of
elves discovered it and chose to make it a base of operations while
they gather intelligence on the drow that are rapidly infiltrating the
area. These elves are slowly learning how to use the magic of the
fading mythal to aid their efforts, and they spend much of their time
studying the ancient texts they discovered within the tower libraries.
Tiru Tel-Quessir would make an excellent base of operations for
adventurers operating in the Cormanthor region, provided they can
prove their good intentions to the five elves who have moved in.

Using the Tower

As mentioned above, several elves are currently at Tiru Tel-Quessir,
and you may want to send your PCs there so-that they can assist in
some manner. Here are some ideas to get you started:

* The PCs are sent to Tiru Tel-Quessir at the behest of Shyansylar’s
leader to see how the elves progress and to give them an item to
aid the elves in their work. Once there, do the PCs assist Shyansy-
lar in her quest to find a traitor?

* A band of drow that the PCs have been following end up near the
tower and set up camp there. Perhaps one of the scouts of the PCs
overhears a conversation that details the fact that someone is
going to betray the elves inside the tower to the drow. What do
the PCs do?

* Shyansylar sends out a request for aid that is brief and not very
clear. The PCs are sent to find out what happened and if they can
help out in any way. When they get to the tower, they find that
the drow have taken it over.

TOWEr Lagour

All of the doors in Tiru Tel-Quessir are cleverly hidden and should
be treated as secret doors. A Spot check (DC 20) is required to locate
them. Windows are made of glassteel (glass that is as hard and strong
as steel) anid magically bonded to their frames. An elf on the inside
can cause any of these windows to become ethereal by touching the
window and willing it to vanish for 1 hour if fresh air is desired.

WGlassteel Window: 1/8 in. thick; hardness 10; hp 10; AC §; break
DC 20.

The mythal that cloaks Tiru Tel-Quessir was once quite powerful,
but now many of its powers have faded to a shadow of their former
glory. It affects everything within the radius of the seven shadow-
top trees that surround the tower and has the following effects, all
of which were created by epic-level casters and function at the 30th
level of ability. A successful dispel magic can negate one effect of
the mythal for a number of minutes equal to the level of the caster.

It generates a. permanent screez on the area, making it appear to -y
observers from outside the ring that it is nothing more than a
ring of large but otherwise unremarkable shadowtop trees.

All vegetation (including the shadowtop trees) within the mythal \
is impervious to aging, diseases, and fire. The structures of Tell-
Quessir, including walls floors, ceilings, and roofs, are impervious
to fire. These walls are wood, but they have hardness 50 and spell
resistance 35, and the enhanced hardness and hit points extend to
floors, ceilings, and roof, too.

Anyone who passes into the mythal must make a Will saving
throw (DC 24) or his mind becomes clouded and he continues
moving until he exits the mythal on the opposite side. Once he
exits, his mind clears and he has no memories that anything
unusual just happened to him. Once a person makes this Will save,
he can see Tiru Tel-Quessir as it truly is and can enter and exit the
mythal with ease.

All creatures within the area of the mythal are constantly
affected by a feather fall spell. . .

Each time an elf willingly harms another elf while the attacker is
in the mythal, he must make a Will saving throw (DC 24) or be
affected with a feeblemind spell: /

Many magic tools and ‘items in Tiru Tel-Quessir have been
enhanced to grant a +2 sacred bonus to anyone of non-evil align-
ment who uses them. If these items are removed from the room
in which they were found, they lose their magical properties until
they are returned to their proper chamber.

1. UPPER PLATFORM

The large, upper platform is open to the elements, but it has a thin
roof of tightly interwoven branches and leaves to provide shelter
against rain. The elven diplomats used to gather here to watch the
woods, sunrises, sunsets, and similar displays of nature. Seven sloping
ramps arch down over the slanting roof of the main structure below
to connect to balconies (area 23).

2. STAIRS DOwWN

The stairs are exposed to the open air and sky, and they lead down
to area 3 of the main level.

3. ENTRANCE i

In the time of Myth Drannor, a trumpet archon who served as a
receptionist, a guide, and a caretaker for Tiru Tel-Quessir guarded
the entrance. The archon has long since left, and this room now
stands silent and empty.

" 4, CONFERENCE. CHAMBER

The doors to the conference chamber are very cleverly hidden B
and require a Spot check (DC 40) to discover; none of the elves t
who have moved into the Tiru Tel-Quessir have discovered this
chamber yet and they believe it is the trunk of the tree the
building is built around. Those who discover the doors can open
them by touching them and willing the doors to become ethe-
real (but only if the person has elven blood, which includes
half-elves), or by making a Use Magic Device check (BC 25 to
emulate race).
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Inside, the heart of the tree’s trunk has a permanent zree stride
effect upon it; the potent magic of the mythal allows beings to enter
the tree in a manner similar to the #ree stride effect, but those enter-
ing the area cannot go into other trees.

Today, all that remains in this chamber are seven comfortable
chairs arfanged in a semicircle around a low platform in the center
of the room. This is where the elven diplomats retreated to talk
about matters that affected all of their races. Each of the seven
chairs is tailored to provide the most comfort to one of the seven
subraces. A Search check (DC 2¥) reveals that all of the chairs but
two have signs of wear (fraying of the upholstery). Of the other two
chairs, one shows only a little bit of wear, while the other looks
unused in comparison.

Anyone who sits in one of these chairs gains a +4 sacred bonus to
her Wisdom score for 24 hours as they become infused with the
ancient spirits of the elves who debated long and hard within this
room. The chairs lose their magic permanently if they are removed
from the room, and they temporarily deactivate (for 24 hours)
whenever they grant their sacred bonus,

5. LIBRARY

The elves who live often work in the large room that serves as the
main library of Tiru Tel-Quessir. They spend their time poring
through the ancient texts and studying the ways of their ancestors;
Nerissus and Shyansylar are most commonly found here. No magic
texts exist here, but anyone who wishes to research something about
elven history or any location within Cormanthor gains a +4 circum-
stance bonus to a Knowledge check to find the appropriate infor-
mation. : .

An arcane spellcaster who prepares spells in this room may pre-
pare one additional spell of any spell level the caster normally has
access to if he or she possesses elven blood. Additionally, the auras in
this room grant a +2 sacred bonus to any Craft checks used to gen-
erate written works of art, and scrolls created in here cost 10% less
than their normal XP cost.

6. CLOSET

Nothing remains in this tiny closet. = ~

7. BANQUET HALL

The banquet hall contains a large table around which sit seven com-
fortable chairs. When someone sits in one of the chairs, a set of clean
utensils and plates is created magically, along with a scented candle
and a bouquet of fresh flowers. These objects are only partially real,
and they vanish (along with any food residue left on them) if taken
from the room. The five elves often take their meals in this room,
though they don’t always do so. Very rarely do they do so together.

8. CONSERVATORY

The conservatory contains several ancient elven instruments, each
of which magically keeps its tune and grants a +4 sacred bonus to
any Perform check made with them. Liriealan often relaxes by play-
ing music in this room.

9. INSTRUMENT CRAFTING ROOM

The instrument crafting room contains a large number of tools used
to build musical instruments; if used, they grant a +2 sacred bonus
to all Craft checks made to build or repair instruments. Magic
instruments crafted in this room have their XP cost required to
create the item reduced by 10%.

~ than the regular XP cost to brew.

-10. SEALED CHAMBER ' ¥

The sealed chamber originally served as a recreational alchemist lab
until a tragic mistake made by a careless wizard resulted in a magically
enhanced strain of mindfire that requires a Fortitude save (DC 25) to \
resist. The incubation of this virulent strain of the inhaled disease is
only 1 minute, and those infected must continue to make a Fortitude
saving throw each minute to avoid suffering 1d4 points of temporary
Intelligence damage. The elf who created this disease quickly used his
magic to seal the room apart and informed his brethren of the doom
he had brought upon himself before he grew too unintelligent to use
his magic to escape. The elf took his own life before he grew mindless,
and the room remained sealed as a memorial.

If the walls of the room are breached, anyome who enters the
room must resist the effects of the enhanced mindfire. The elves
who have moved into this tower discovered the danger inside with
divination magic and have avoided opening the room. If the
enhanced mindfire is released, the disease becomes harmless once it
leaves the confines of the mythal but quickly contaminates every-
thing within. A dispel magic or break enchantment cast against the
disease (it has a caster level of 18) defeats it.

The body of the dead elf still lies in the middle of the room (pre-
served by the mythal), along with his + 3 dagger of spell storing, a robe
of the archmagi (good), a staff of . fzre (25 charges left), and a ring of
wizardry I11. /

11 ALCHEMY LaB

This alchemy lab was set up to replace the lost lab in area 10.
Anyone using the equipment in this room gains a +2 sacred bonus on
any Alchemy checks, and potions made in this room cost 10% less

12. KITCHEN

In ages past, a large group of talented cooks staffed this large and
well-stocked kitchen. It now lies dormant and quiet. Anyone using
the equipment in here gains a +2 sacred bonus on any Craft (cook-
ing) checks.

13. WINE STORAGE il

The wine storage room’s temperature is magically moderated to
make it a perfect place to store wine. Unfortunately, all of the wine
was taken or consumed long ago.

14. FooD STORAGE i

The walls of the food storage room contain several magic bins that
can create food once a day. Each bin is labeled in Elven as to what
kind of food it can create, and it can create only one type of food.
Even then, it creates only 1 cubic foot of the food per day. Never-
theless, the sheer number of creation bins mean that a cook could
feed a group of several dozen people with ease on a daily basis.

15. WATER RooM g |

The small water room contains several large empty tubs and basins.
A pair of decanters of endless water sit on a shelf on the opposite
wall from the door. .

16. CHAPEL TO THE SELDARINE

The tiny chapel contains a single padded cushion surrounded by
small statues of the Seldarine. Each statue is crafted from rare wood
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and stone and is mounted on a low pedestal. A single statue weighs
500 pounds, but if removed from this room, the statue immediately
teleports back to its proper pedestal. One pedestal is empty, and the
plaque at its base indicates it is reserved for Eilistraece should she
ever deign to return to the Seldarine.

A divine spellcaster who prepares spells in this room may prepare
one additional spell of any spell level the caster normally has access
to if, provided he is a worshiper of one of the Seldarine or of Eilis-
trace. Alauniira often worships in here or works on her statue of
Eilistraee.

17. ARcHON’S CHAMBER

The trumpet archon used this small chamber to relax; it is now
devoid of anything of interest but a lingering aura of good can be
detected within still.

18. LAVATORY

This small room contains magic facilities that automatically dispose
of waste products by disintegrating such matter upon deposit. Only
waste can be disintegrated in this manner.

19. DEACTIVATED PORTAL

The deactivated porfa/ room once contained a porza/ that led to the
heart of Myth Drannor, but it was deactivated at the time of Myth
Drannor’s fall. ;

20. M agic FOrRGE

Several magic tools used to craft arms and armor, including a magic
forge, are in the room. The air in this room is magically ventilated

to prevent smoke from building up. Craft checks used to create

armor or weapons gain a +2 sacred bonus in this room, and any
magic arms or armor built in here cost 10% less the standard expe-
rience point cost.

21. M aGgic WORKSHOP

The magic workshop contains a large number of tools and devices
used to create miscellaneous magic items such as rings, wands, staffs,
rods, and wondrous items. Any such item created in this room costs
10% less than the normal XP cost for crafting the item.

272. IDENTIFICATION CHAMBER

The chamber contains a wide variety of lenses, scales, calipers, and
reference books, and all of these items are organized upon a sturdy
worktable or upon shelves lining the walls. Anyone using the tools
or books in here can cast one of the following spells each day upon
items within the room as if an 18th-level caster: identify, analyze
dweomer, or legend lore.

23. BALCONY

The seven balconies overlook the grounds of the Tiru Tel-Quessir. A
graceful hanging bridge connects each balcony to a separate plat-
form on one of the surrounding shadowtop trees.

24—30. chambers
of the Ambassadors

The seven buildings have identical layouts; the ambassadors of the

seven elf subraces lived in these buildings while they served their
duties in the Tiru Tel-Quessir. Each building was outfitted to make
its particular elf inhabitant as comfortable as possible.

Area A is an open balcony used to relax and watch the world go by.

Area B is a lounge where an ambassador could meet with guests.
A single shield guardian watched over each of these chambers and
served the ambassador for the duration of the elf’s stay. These
guardians are all long since destroyed, save for the one in the drow
building (area 28B).

Area Cis a private balcony that provided a view of the woodlands
uninterrupted by the Tiru Tel-Quessir. Long ago, a lantern archon
stood on each of these balconies to provide illumination and to
guard against approaching troublemakers; the lantern archons are
all long since gone. :

Area D contains a particularly well-hidden secret door (Spot DC
35) that opens to reveal a functional portal that could be attuned to
the current ambassador, allowing her to travel between the Tiru Tel-
Quessir and her hometown, wherever that may be. You can have any
number of these portals remain active if you wish to provide access
to certain elven home towns; the only portal that is always deacti-
vated is the drow portal, since it was never used.

Area E is where the ambassador could retire to relax in peace
after a busy day.

Five of these buildings are currently inhabited by the five elves
who have recently discovered Tiru Tel-Quessir and are now using it
as a base of operations to ohserve the drow in the region.

- 24. MooN ELF CHAMBERS

The moon elf chambers are currently inhabited by Nerissus Kri-
ankaria (NG female moon elf Wiz12/Brd?2), the friendliest of the
five elves and the most welcoming to outsiders. She has an owl
familiar named Kirilan.

25. SuN ELF CHAMBERS

Shyansylar Aalantrilu (CG female sun elf Wiz13/Acm?2), the leader
of the group of elves located here, currently inhabits the former sun
elf chambers. She spends most of her free time studying the history
books in the library or keeping an eye on her fellow elves. Shyansy-
lar is somewhat brisk and difficult to get along with unless her
orders are followed to the letter. She suspects that one of her com-
panions is a traitor working for the drow, and her current suspect is
Alauniira. Shyansylar believes Alauniira to be a priestess of Vhaer-
aun who is greatly skilled at hiding her true nature. Shyansylar is
right about the'fact that one of her companions is a traitor, but she
is completely mistaken about Alauniira being the one.

26. WooD ELF CHAMBERS

Liriealan Talidinorku (CG male wood elf Brd14) stays in the wood
elf chambers; he thinks of this assignment as a grand adventure and
his light-hearted attitude is starting to grate on his companions.

277. AVARIEL CHAMBERS

The avariel building is unique in that its walls are enchanted so that
they are completely transparent from the inside, giving the place an
open feeling. It has been used only once or twice; a search of area E
easily procures several large remarkably well-preserved black
feathers from an unknown bird (they are, in fact, from the one
avariel who stayed here ages ago).

s _.;..
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28. DRow CHAMBERS

Although this chamber was never used during the Tiru Tel-Quessir’s
heyday, it is how the home of Alauniira Mlezziir (NG female drow
Clr7/Brd1/Sword Dancer6), a kind-hearted drow who nevertheless
barely convinced Shyansylar to let her come along; she is doing her best
to see that any drow the group encounters are treated fairly and kindly.
P The sword dancer prestige class is detailed in Faiths and Pantheons.

29. GREEN ELF CHAMBERS

The green elf chambers are currently inhabited by Yiruikar Zis-
tialakus (NE male wild elf Rgr7/Drd7), who has long been an ally
of the drow who are invading Cormanthor. He uses magic items to
hide his true nature and is simply waiting for a chance to strike to
cripple his “allies” so he can lead the drow to this amazing location.

30. AquaTtic ELF CHAMBERS

The aquatic elf chambers are the most unique of the seven, for areas
B, D, and E are filled completely with cool saltwater. The water is
magically contained in these rooms, and one can pass easily through
the vertical walls that delineate its boundaries.

the Lost Tomb
of Amarok

Many powerful spellcasters lived and died in ancient Netheril. A
somewhat morbid game that gained popularity-in the final days of
the nation was an informal contest among the wizards of the realm
as to who could build the most dangerous and most theft-proof tomb
for their eventual internment. Many wizards used slaves or captured
prisoners to test out their tombs, and they often placed bets on how
long their latest victim would survive. One of the cannier of these
wizards was a master of the element of air: Amarak the Vaporous.
Amarak built his tomb underground in the Nether Mountains
nearly fifteen miles directly north of what would eventually become
the location for Hellgate Keep. Unfortunately, he made his dungeon
a little 700 clever, and while he was inspecting the final product, he
accidentally imprisoned himself alive. His minions, glad to be free
of his sadistic dominion, quickly finished sealing the tomb and
burned all maps of its location and moved on to more pleasant lives.
Centuries later, a group of orcs known as the Skullcleavers stum-
bled upon the entrance to Amarak’s Lost Tomb. A large nest of
ankhegs had burrowed out a tangled network of tunnels and caves
| near the tomb, and they had actually broken through its walls in
some places. The Skullcleavers thought the location of the ankheg
' burrows were in a perfect spot to recuperate after their latest tangle
— with the Tornface orcs, and they decided to hole up in the burrows
: once their leader, a tanarukk barbarian/sorcerer named Gristlegape,
charmed the ankhegs: Since then, the Skullcleavers have befriended
the burrowing beasts and have been mounting increasingly bold
forays into the halls of Amarak’s tomb in search of treasure.
P Gristlegape believes (correctly) that a large stash of powerful magic
items lies hidden somewhere in the ancient tomb, but he is unsure

' where to look.

! The Lost Tomb of Amarak and the lair of the Skullcleavers

-~ serves as a classic example of how a tribe of orcs often moves into

- an ancient ruin and uses the traps and guardians found therein, to
their advantage.
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UsIng the Tomb
If you need some ideas to get the PCs to the tomb, here are some to
get you going:

* A seeker of lore sends the PCs out to find the tomb of Amarak.
She believes that if they find the tomb, they’ll find a journal that
Amarak had kept.

A local ranger (or leader) is wondering why the Skullcleavers are
being so quiet, and he worries that the Tornface orcs may have
destroyed them or are gaining too much time to rebuild their own
forces while the Skullcleavers leave them alone: To find out what
is going on, the ranger requests that the PCs look into where the
Skullcleavers have gone while he seeks out the Tornface orcs and
gets an idea of how their forces are doing.

Tomb Layout

The tomb consists of two main sections: the orc/ankheg warrens and
the tomb itself. So far, the orcs have explored up to area 22 of the
tomb and have discovered many potent and useful magic items (all
of which have been claimed by Gristlegape). They haven’t found the
secret stone slab in area 15A yet, and they have not dealt with the
guardian of room 22. Suggested guardians of the tomb are indicated
in the text, but you should place treasures appropriate to your cam-
paign and party’s level.

The warrens are dusty, dirty, and remforced w1th thick resins

exuded by the ankhegs. The Skullcleaver Tribe consists of several
~orcs, a few ogres, a troll, and Gristlegape himself.

The tomb itself is much cleaner, drier, and quite stale. Several sec-
tions of the tomb contain large slabs of rock in lieu of doors. Each
of these slabs weighs about 1,500 pounds; a couple of orcs have no
problem moving these slabs aside but they may prove a problem to
player characters without a high enough Strength to move such
massive blocks. Some of these slabs (the light orange ones) are clev-
erly hidden and pass for dead ends unless found by a Search check
(DC 21).

1. ENTRANCE

The main entrance to the Tomb of Amarak is a §0-foot-deep shaft
plugged by a 5,000 pound boulder. This shaft leads down into this
room, the walls of which bear intricate bas-relief carvings depicting
the works of Amarak in ancient Netheril.

2. HALLWAY

The stairs leading up and down in this hallway were introduced to
make it difficult to move the three stone blocks at area 12 very far,
which prevents easy entrance into the tomb proper.

3. WARRENS
The winding warren tunnels are often infested with, orcs moving
from one cave to another. At several points, steep (but not vertical)
shafts lead up and out of the warren; climbing up or down one of
these shafts requires.a Climb check (DC 10). Four ankhegs wander
in these warrens. Gristlegape has charmed them all, so they do little
to bother the orcs.
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4, WESTERN GARDEN

The western garden is a cave filled with glistening mounds of fungi,
in which sevéral shriekers and three violet fungi have sprouted. The
orcs found out about the dangerous fungi the hard way, and they
now avoid this chamber.

P 5. EASTERN GARDEN

Like the cave to the west, the eastern garden chamber is filled with
nasty fungi. The fungi in here are mostly harmless, and the orcs are
actually starting to develop a taste for the stuff.

6. NORTHERN GARDEN

Yet another fungus-choked cavern, this cave has several large
patches of red spotted pale yellow mushrooms known as poxcaps
growing on the walls. Pjulak the orc alchemist has discovered a way
to distill the dangerous sap exuded from the caps of these mush-
rooms into a fairly potent poison. .

Poxcap Sweat: Type Injury DC 15; Initial Damage 1d4 Str; Sec-
ondary Damage 2d4 Str plus nausea for 6d6 minutes; Price 200 gp.

7. SLIME P11

The slime pit is a large, sunken cavern that contains a small lake of
green slime. The orcs have been using this room to torture prisoners
and get rid of particularly foul-smelling garbage; when the slime grows
too big Pjulak simply trims it back with a few remove disease spells.

8. WATER SUPPLY
A large pool of brackish water fills the water supply cave.

9. FooD STORAGE

The orcs store what food they catch in the mountains above in the
food storage cave and typically allow it to ripen a bit before eating it.

10. ARMORY

The Skullcleavers have stashed a large pile of weapons and armor
looted from their recent victims in this cave. These items are in
fairly poor condition; all of the really good weapons and armor are
being used. (Dungeon Masters should come up with a list that suits
their needs.)

11. ANKHEG LAIR

' This large cave is the main lair of the four ankheg that dwell in the
o warrens.

» . 12. STONE BLOCKS

The stone blocks were transported into place magically to seal
P Amarak in his tomb. Each block weighs well over 10,000 pounds.

) 13. JuncrION

-~ The Skullcleaver orcs penetrated the tomb via the tunnel that

- breached area 14. They have taken advantage of these four stone
blocks and rigged them so that if they are pushed incorrectly, the
block overbalances and topples onto the pusher, causing 4d6 points
of damage. A falling block also serves to alert the Skullcleavers of
an intrusion if the trespassers have made it this far unnoticed.

-/Falling Block Trap: CR 3; mechanical; touch trigger; repair
reset; Reflex save (DC 20) avoids; push correctly to bypass (Search
[DC 257); Atk +15 melee (4d6, stone block); Search DC 20; Disable
Device DC 20. Market Price: —.

14. WESTERN BURIAL CHAMBER

The western burial chamber possesses the interred bodies of
Amarak’s favorite warriors and guards. Gristlegape has had Pjulak
animate the ten skeletons here as undead guardians; they do not
interfere with any orcs passing through the room.

15. EASTERN BURIAL CHAMBER

Amarak interred his favorite servants and lesser minions in the east-
ern burial chamber. Now, it serves as the primary barracks for the bulk
of the Skullcleaver Tribe. The bodies have been pulled from their biers
and stacked in the northern end of the room, and the tougher orcs use
the niches in the walls as beds after they pad them with piles of dirt
brought in from the warrens. No less than 27 orcs are in this room: 4
orc ragers (CE male northern orc Barl), 8 orc mashers (CE male
northern orc War2), 15 orc thugs (CE male northern orc Warl).

16. GOLEM PIT

The junction to the south was originally guarded by a stone golem.
Unable to harm it with their weapons, Gristlegape earned the admi-
ration of his fellows by bull rushing the golem into the open pit in
this location. This pit is 40 feet deep and the golem wasn’t damaged
by the fall, but it certainly can’t get out of the pit. Anyone unlucky
enough to fall in is in dire trouble.

17. TROLL BARRACKS

Amarak’s favorite pets were interred in this crypt. It now serves as
the lair of Lerakshalakus (CE female troll Bbnl), the single troll
allied with the Skullcleavers.

18. OGRE BARRACKS

This crypt houses the remains of Amarak’s favorite mount, a large
wyvern. It has been all but pulverized by the two ogres that live
here now.

19. SWARM TRAP

The floor of this room is a tangled mess of flagstones that possess a
variety of shapes. The east and west walls of this room depict the
scowling visage of a terrible monster. A successful Knowledge (reli-
gion) check or Knowledge (the Planes) check (DC 25) identifies it as
a depiction of the demon prince Pazuzu, patron of ancient Amarak.
Crossing between these two leering faces triggers an ancient trap
that unleashes an izsect plague spell that fills the room and the
southern hallway to area 13; the insect plague manifests at caster
level 20 with the exception of the much smaller area of effect. The
Skullcleavers lost two orcs to this trap and have since learned how
to bypass it by stepping on only the diamond-shaped,stones in the
floor (which follow a path around the proximity of the trap). This
trap makes an incredible din, and if it is triggered, the denizens of
the nearby rooms quickly converge on the hall to prevent those in
the hall from escaping to shelter in the side passages.

-"'Insect Plague Trap: CR 6; magic device; proximity trigger
(alarm), automatic reset; spell effect (imsect plague, 20th-level
cleric, DC 17 Will save negates for creatures of 3 to ¥ HD); Search
DC 30; Disable Device DC 30. Cost: 50,500 gp, 4,040 XP.
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20. CRYPT OF THE DAUGHTERS

Amarak ‘interred his two daughters in this crypt. Now, the place is
the lair of the Skullcleaver tribe’s only spellcaster, Pjulak the Ripe
(NE male northern orc Adept9).

21. CRYPT OF THE SONS

Amarak interred his three sons within this crypt. More importantly
now, Gristlegape (CE male tanarukk Bbn4/Sor8), the leader of the
Skullcleavers, has chosen this location as his lair. He often stays here
along with his two wives (CE female northern orc War 2) and his
loyal group of six barbarian bodyguards (CE male northern orc
Bbn4). All of his bodyguards have weapons poisoned with poxcap
sweat, as do Gristlegape’s weapons.

22. THE INNER GUARDIAN

This large room is as far as the Skullcleaver orcs have penetrated. A
large stone statue of Pazuzu dominates it, though this statue is in
fact a half-fiend stone golem. The terrible monster attacks anyone
who dares to enter the room with a great fury, but it does not pursue
the attack beyond the limits of the room.

23. TRAPPED SLAB

This appears to be another large slab blocking a tunnel, but in truth
it is merely a cruel trap that teleports anyone who touches it a mile
straight up. Those who cannot fly probably fall to their death.

{{arrow}}Teleport Above Trap: CR 10; spell; spell trigger; auto-
matic reset; spell effect (feleportation circle, 20th-level cleric, DC 24
Will save negates); Search DC 34; Disable Device DC 34. Cost: 680
gp to hire NPC spellcaster. .

24. FALSE CRYPT

This appears .to be an opulent crypt of a powerful wizard. Mounds
of jewels, gems, and magic items are strewn about haphazardly on
pedestals, and a'golden sarcophagaus sits on a dais to the north
before a leering bas-relief of Pazuzu. In fact, this is a false crypt
built by Amarak to destroy unwary raiders. The jewelry and gems in
this room are all fake, and the apparently numerous magic items are
actually just regular items with permanent Nystul’s magic auras. In
addition, the room is guarded by a deadly trap. A minute after the
entrance to the room is breached, a wall of force cast at the 20th
level of the caster manifests to the south, blocking off the only exit.
Then, the bas-relief of Pazuzu on the north wall begins to exhale air
at an alarming rate into the room. Every minute, the air pressure
increases enough to cause pressure damage as if those inside were
100 feet deeper underwater until an effective pressure of 1,000 feet
underwater is reached. After an hour, the air pressure returns to
normal and the wall of force vanishes.
The increasing pressure can be halted by dispelling the 20th-level
magic on the Pazuzu bas-relief (though the area directly in front of
the bas-relief is also trapped by the falling block trap, which does not
hamper the air exhalation if triggered), or by a rogue making a Dis-
able Device check (DG 32). Destroying the bas-relief also works.
Unfortunately, if the bas-relief is targeted with magic or touched in
any way, it summons a pair of Huge half-fiend air elementals that
immediately attack any intruders.

WPazuzu Bas Relief: 2 in. thick; hardness 8; hp 60; AC 5; break DC 27.

-"Falling Block Trap: CR §; mechanical; location trigger;
manual reset; Atk +15 melee (6d6, stone block); multiple targets
(can strike all characters in two adjacent specified squares); Search
DC 20; Disable Device DC 20. Market Price: 10,000 gp.

I0

25. SECRET PASSAGEWAY

The secret entrance to this long winding passageway has not been
discovered by the orcs yet. The air in the hall is tainted by, the
unholy fumes issuing from the portal in area 28; anyone breathing
these fumes must make a Fortitude saving throw every 10 minutes
or suffer 1d4 points of temporary Strength damage. ;

26. DEAD EXD

Amarak originally intended to build a complex maze in this area of
his tomb, but he ran out of time and interest. The passageway ends
here in an unworked stone wall.

277. SECOND FALSE CRYPT

This small room appears to be the humble crypt of a wizard, but it
is actually just another false crypt. Amarak hoped to trick would be
robbers that discovered the first crypt into thinking that this second
humble crypt was the true crypt of the tomb. To further enhance
the illusion, the stone sarcophagus contains an ancient body (one of
Amarak’s favored apprentices) along with a moderate amount of
magic, wizardly treasure (a treasure of Encounter Level 10 in value;
magic items only). There are no traps here.

28. PoRT 41. CHAMBER

The western wall of the porfa/ chamber is a swirling vortex of reek-
ing black smoke. This is a one-way porza/ that leads to Pazuzu’s lair
on the Abyss; Amarak enjoyed getting rid of his enemies by tossing
them through this portal. Two vrock barbarians (CE vrock male
Bbn3) are bound to this room; they attack anyone who enters.

29. TRUE CRYPT

The true crypt of Amarak is a large and well-decorated chamber.
This crypt has three main defenses. The first is the 150 foot deep pit
in the western portion of the room. Hurricane-force winds blow
from the ceiling down into the pit, shunted here via porzals to the
Elemental Plane of Air that allow only air to pass through.

The second defense is the steps in the middle of the room; they
are coated with magically preserved sovereign glue that holds any-
thing that touches them in place.

The third defense is Amyrisu (CE half-fiend/half-invisible stalker
male Rog8/Asn3), who Amarak eternally bound to this chamber;
this creature uses the wind pit and the glue stairs to its full advan-
tage when it attacks intruders.

Adventurers who overcome the trials of this room are greatly
rewarded; Amarak’s treasure consists of his magic gear (he was a
23rd-level epic wizard).
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