






















































































































































































































































































Belaphoss is a demon that serves Demogorgon. It 
considers itself the greatest servitor of the Prince of 
Demons and thus a rival for Demogorgon's power. 

Eltab was once bound beneath the city of Eltabbar in 
Thay, caged even by the layout of the city's streets and 
canals, which formed a glyph of imprisonment. The 
demon is now loose in the world, seeking revenge. 

Errtu the balor has plagued Drizzt Do'Urden for more 
than a century, largely over possession of an artifact 
called the Crenshinibon. Having lost the last battle 
and been banished from the world, the balor now 
seeks indirect means of revenge. 

Gargauth is a mysterious infernal power who seeks 
godhood while trapped in the world within a 
magical shield. 

Lorean is a cambion who collects warlocks like one 
might collect butterflies. His favorite collection, 
the Troil Thirteen, includes warlocks of blood 
descent from the thirteen who first made a pact 
with Asmodeus . 

Malkizid is a solar who fell from grace when he 
betrayed the Seldarine. Ever since then, Malkizid has 
delighted in every wrong he can do to elves, but he 
gains the greatest pleasure when he manipulates the 
elves into harming each other. 

Wendonai is the balor lord who first tempted the dark 
elves to summon demons in the ancient wars between 
the elf peoples. It also turned them to the worship of 
Lolth and continued to advise and tutor them for long 
after the Descent. 

THE GREAT OLD ONE 

Beyond the planes known to great wizards and sages 
lies the Far Realm of the Great Old Ones, beings outside 
time, space, and sanity. That rea lm is reachable by pro
fane rituals and in the dreams of some of those drawn to 
those entities' power. Some of the blasphemous names 
associated with that place and its madness include the 
following: 

Dendar the Night Serpent, Eater of the World, is said 
to be the spawn of the first nightmare, devourer of 
foul visions, and harbinger of the end of the world. 
Her warlocks frequently dream of Dendar's hiss and 
the dry rasp of her scales when they first realize their 
potential. 

Ghaunadaur, That Which Lurks, Underdark god 
of aberrations, also known as the Elder Eye. It is 
worshiped (if such a word can be used) by slimes, 
oozes, and similar creatures. 

Kezef the Chaos Hound is a black, skeletal mastiff 
covered in swarming maggots, its blood a black acid. 
The gods imprisoned Kezef in an unbreakable leash 
forged by Gond and a glowing ward conjured by 
Mystra, for which the Chaos Hound bit off Tyr's hand. 

Moander is a dark power of corruption and decay. 
Those touched by its influence first receive a dream, 
the "seed of Meander," wherein the following words 
are heard: "Question not the words of Meander, lest 
you be stricken by the Eating From Within. Go forth 
and possess beings of power and influence for me. 
Slay, and let the rot cover all. Fear me, and obey." 

Tyranthraxus, also called the Possessing Spirit and 
the Flamed One, seeks to rule the world through the 
bodies of others. Similar to the Earthmother, it uses 
magical pools as windows into the world to spread its 
influence. 

Zargon, the Returner, also called the Invincible Tyrant, 
is said to be an undying and unkillable evil. Some 
stories claim Zargon was the original master of the 
Nine Hells. Others claim him to be a powerful Demon 
Prince exi led from the Abyss. Perhaps neither of these 
stories are true, but it can surely be said that Zargon 
is a power that inspires madness and terror. 

OTHERWORLDLY PATRON 
Warlocks in the Forgotten Realms have the following 
Otherworldly Patron option, in addition to those in the 
Player 's Handbook. 

THE UNDYING 

Death holds no sway over your patron, who has un
locked the secrets of everlasting life, although such a 
prize- like all power- comes at a price. Once mortal, 
the Undying has seen mortal lifetimes pass like the sea
sons, like the flicker of endless days and nights. It has 
the secrets of the ages to share, secrets of life and death. 
Beings of this sort include Vecna, Lord of the Hand and 
the Eye; the dread Iuz; the lich-queen Vol; the Undying 
Court of Aerenal; Vlaakith, lich-queen of the githyanki; 
and the deathless wizard Fistandantalus. 

In the Realms, Undying patrons include Larloch the 
Shadow King, legendary master of Warlock's Crypt, and 
Gilgeam, the God-King of Unther. 

EXPANDED SPELL LIST 

The Undying lets you choose from an expanded list of 
spells when you learn a warlock spell. The following 
spells are added to the warlock spell list for you. 

UNDYING EXPANDED SPELLS 

Spell Level Spells 

1st false life , ray of sickness 

2nd blindness/deafness, silence 

3rd feign death, speak with dead 

4th aura of life, death ward 

5th contagion, legend lore 

AMONG THE DEAD 

Starting at 1st level, you learn the spare the dying can
trip, which counts as a warlock cantrip for you. You a lso 
have advantage on saving throws against any disease. 

Additionally, undead have difficulty harming you. If an 
undead targets you directly with an attack or a harmful 
spell, that creature must make a Wisdom saving throw 
against your spell save DC (an undead needn't make the 
save when it includes you in an area effect, such as the 
explosion of fireball). On a failed save, the creature must 
choose a new target or forfeit targeting someone instead 
of you, potentially wasting the attack or spell. On a suc
cessful save, the creature is immune to this effect for 24 
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hours. An undead is also immune to this effect for 24 
hours if you target it with an attack or a harmful spell. 

DEFY DEATH 

Starting at 6th level, you can give yourself vitality when 
you cheat death or when you help someone else cheat it. 
You can regain hit points equal to ld8 +your Constitu
tion modifier (minimum of 1 hit point) when you succeed 
on a death saving throw or when you stabilize a creature 
with spare the dying. 

Once you use this feature, you can't use it again until 
you finish a long rest. 

UNDYING NATURE 

Beginning at 10th level , you can hold your breath in
definitely, and you don't require food, water, or sleep, 
although you still require rest to reduce exhaustion and 
sti ll benefit from finishing short and long rests. 

In addition, you age at a slower rate. For every 10 
years that pass, your body ages only 1 year, and you are 
immune to being magically aged. 

INDESTRUCTIBLE LIFE 

When you reach 14th level, you partake of some of the 
true secrets of the Undying. On your turn, you can use 
a bonus action to regain hit points equal to ld8 +your 
warlock level. Additionally, if you put a severed body 
part of yours back in place when you use this feature , 
the part reattaches. 

Once you use this feature, you can't use it again until 
you finish a short or long rest. 

WIZARDS 
THE FIRST HILT PARRIED A CLUMSY AXE SWING AND 

caught the rhythm of the wizard's spell. It was one with 

which he was wellfamiliar. Using his free hand, the 

bladesinger mirrored his opponent's casting then sent his 

considerable power out to surround the overmatched 

wizard, binding it to himself. Argent energy flew from the 

human's outstretched hand on(y to fi zzle into nothingness 

as the bladesinger quenched the spell. 

- Keith Francis Strohm, Bladesinger 

Scholars and practitioners of what they call "the Art" 
(see chapter 1 for details), wizards are the most disci
plined spellcasters in the Forgotten Realms. They need 
to be, as their powers come from years of careful study 
and practice. Some wizards apprentice and study with 
an experienced master, while others attend formal acad
emies or universities of wizardry, such as those in Ever
meet or Halruaa, or in the great cities of the North like 
Waterdeep or Silverymoon. 

With the intensity of their study and practice, wizards 
tend to become increasingly solitary as they advance in 
their Art, having fewer peers with whom they can share 
their insights, if they choose to share them with anyone 
at all. Thus great wizards often take up residence in iso
lated towers or strongholds, exh ibiting ever more eccen
tric behavior as time goes on. Some say this is a mark 
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of madness brought on by delving too deeply into arcane 
lore, but they never say it too loudly anywhere a wizard 
might overhear. 

The greatest wizards of the Realms find means of 
extending their lives far beyond the span of any race 
except the elves. Archwizards may be centuries old, hav
ing seen civilizations rise and fall across Faerun. Other 
wizards seeking this longevity turn to lichdom, dwelling 
in isolated tombs and strongholds as they withdraw 
from the world in body as well as mind. 

WIZARDLY GROUPS 
Many wizardly groups exist in the Forgotten Realms, 
but two, in particular, stand out. 



THE RED WIZARDS 

The most infamous group of wizards in the Realms are 
the Red Wizards of Thay. Garbed in their distinctive 
red robes, the Red Wizards have sought to expand 
their power and to extend Thay's influence across 
the Realms, particularly in lands in the East. They 
shave their heads and wear complex tattoos reflecting 
their ambitions and achievements and their favored 
school of magic. 

In Thay, the Red Wizards have ultimate power, al
though they give governance of day-to-day affairs to 
those without skill in the Art. Every Red Wizard devotes 
study to one of the eight schools of magic and serves 
that school's zulkir, the leader and ultimate master of 
that style of magic. The zulkirs and their underlings 
constantly vie with one another for power and influence, 
and this competition frequently sends Red Wizards far 
from Thay to seek new spells, recover lost artifacts, and 
create wealth that can flow back to Thay. The power the 
Red Wizards hold in Thay gives them a measure of dip
lomatic legitimacy in the lands of the Sword Coast and 
the North , but their presence is rarely welcome and is 
universally viewed with suspicion. 

WAR WIZARDS 

The potential for wizards to influence the outcome of 
battle is something no ruler in Faerfm can afford to 
ignore, and most great armies seek to recruit and in
clude wizards among their ranks. Evokers are the most 
common, simply for the potential their spells have of 
inflicting the most damage to the greatest number of en
emies. Still, all schools of magic find their applications 
in warfare. 

The War Wizards of Cormyr are perhaps the best 
known application of the Art to the field of battle. As 
much soldiers as they are scholars, many of them were 
members of the Purple Dragons before they began 
their training in the Art. In addition to field duty in 
times of war, the War Wizards also protect the royalty 
of Cormyr, and each one swears a magic oath of ser
vice to the Crown. In this role, War Wizards serve as 
bodyguards, advisors, and even spies. Members of the 
royal family, Purple Dragon Knights, and officers of the 
Purple Dragons frequently wear magic rings that allow 
a War Wizards to know where they've gone and to scry 
upon them. Removing such a ring, even for innocent 
reasons, can call a cadre of battle-ready War Wizards to 
teleport nearby with attack spells already in the midst of 
being cast. 

ARCANE TRADITION 
Wizards in the Forgotten Realms have the following 
Arcane Tradition option, in addition to those in the Play
er's Handbook. 

BLADESINGING 

Bladesingers are elves who bravely defend their people 
and lands. They are elf wizards who master a school of 
sword fighting grounded in a tradition of arcane magic. 
In combat, a bladesinger uses a series of intricate, 

MACE SICILS 

Wizards and many other arcane spellcasters develop a 
signature rune, which they use to identify their belongings, 
sign as their name, and warn others. As a mage gains in 
power, more individuals recognize the sigil and connect 
it with a mighty spellcaster, not to be trifled with. Some 
mage sigils are used in conjunction with spells such as 
glyph of warding, which enforces the tendency of ordinary 
people to shy away from items marked by such sigils. 
There are folktales, in fact, about the gods themselves 
punishing a person who misuse's a wizard's sigil-prepos
terous tales that were most likely started by wizards 
themselves. There is no set penalty for violating another 
mage's signature sigil or using it without permission. 
Powerful mages tend to punish such activity themselves to 
discourage further use. 

Apprentice wizards in Faerun are reminded of the 
dangers of misusing another spellcaster's sigil by a rhyme: 
"Whenever magic one doth weave / 'Tis never, ever, wise 
to deceive." 

elegant maneuvers that fend off harm and allow the 
bladesinger to channel magic into devastating attacks 
and a cunning defense. 

RESTRICTION: ELVES ONLY 

Only elves and half-elves can choose the bladesinger 
arcane tradition. In the world of Faerfln, elves closely 
guard the secrets of bladesinging. 

Your DM can lift this restriction to better suit the cam
paign. The restriction reflects the story of bladesingers 
in the Forgotten Realms, but it might not apply to your 
DM's setting or your DM's version of the Realms. 
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BLADESINGER STYLES 

From its inception as a martial and magical art, Bladesing
ing has been tied to the sword, more specifically the 
longsword. Yet many generations of study gave rise to 
various styles of Bladesinging based on the melee weapon 
employed. The techniques of these styles are passed from 
master to students in small schools, some of which have 
a building dedicated to instruction. Even the newest styles 
are hundreds of yea rs old, but are still taught by their orig
inal creators due to the long lives of elves . Most schools of 
Bladesinging are in Evermeet or Evereska . One was started 
in Myth Drannor, but the city's destruction has scattered 
those students who survived. 

Styles of Bladesinging are broadly categorized based on 
the type of weapon employed , and each is associated with 
a category of animal. Within that style are specializations 
named after specific animal types, based on the types of 
spells employed, t,he techniques of the master, and the 
particular weapon used. Bladesingers who apprentice 
to a master typically get a tattoo of their chosen style's 
animal. Some bladesingers learn multiple styles and bear 
many tattoos, wearing a warning on their skin of their 
deadly skills. 

Cat. Styles that employ a sword belong to this family. 
The lion style, the eldest, trains practitioners in the use 
of the longsword and doesn 't favor any particular type of 
spells. Leopard style focuses on the shortsword and spells 
of il lusion and stealth. Red tiger, a style just three centuries 
old, has its bladesingers using the scimitar in a whirling 
dance of defense from which they launch into sudden 
leaps and attacks. 

Bird. Styles that focus on the use of a hafted weapon, 
such as an axe or hamme r, have been grouped together 
as bird styles, yet they vary wildly. All relatively new styles, 
they use weapons not typically favored by elves. Eagle-style 
bladesingers use small handaxes, and many maneuvers 
in the style focus on fluid ways to throw the weapon and 
draw a new one. Raven style uses a pick, and spells associ
ated with it grant the bladesinger more agility in combat. 

Snake. Practitioners of these styles use a flail, chain, or 
whip. Viper style uses a whip, despite its inelegance as a 
weapon, and has almost as long a history as the lion style. 
Its masters punctuate their bladesong with a stunningly 
rapid rhythm of wh ip cracks, which can keep many foes at 
bay and allow the bladesinger space to cast the cruel spells 
of poison and disease favored by the style. 

TRAINING IN WAR AND SONG 

When you adopt this tradition at 2nd level, you gain pro
ficiency with light armor, and you gain proficiency with 
one type of one-handed melee weapon of your choice. 

You also gain proficiency in the Performance skill if 
you don't already have it. 

BLADESONG 

Starting at 2nd level, you can invoke a secret elven 
magic called the Bladesong, provided that you aren't 
wearing medium or heavy a rmor or using a shield. It 
graces you with supernatural speed, agility, and focus. 

You can use a bonus action to start the Bladesong, 
which lasts for 1 minute. It ends early if you are incapac
itated, if you don medium or heavy armor or a shield, or 
if you use two hands to make an attack with a weapon. 
You can also dismiss the Bladesong at any time you 
choose (no action required). 
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While your Bladesong is active, you gain the follow-
ing benefits: 

You gain a bonus to your AC equal to your Intelligence 
modifier (minimum of+ 1). 
Your walking speed increases by 10 feet. 
You have advantage on Dexterity (Acrobatics) checks . 

• You gain a bonus to any Constitution saving throw 
you make to maintain your concentration on a 
spell. The bonus equals your Intelligence modifier 
(minimum of +l). 

You can use this feature twice. You regain a ll ex
pended uses of it when you fini sh a short or long rest. 

EXTRA ATTACK 

Starting at 6th level, you can attack twice, instead of 
once, whenever you take the Attack action on your turn . 

SONG OF DEFENSE 

Beginning at 10th level, you can direct your magic to ab
sorb damage while your Bladesong is active. When you 
take damage, you can use your reaction to expend one 
spell slot and reduce that damage to you by an amount 
equa l to five times the spell s lot 's level. 

SONG OF VICTORY 

Starting at 14th level, you add your Intelligence modifier 
(minimum of +1) to the damage of your melee weapon 
attacks while you r Bladesong is active. 

CANTRIPS FOR SORCERERS, 

WARLOCKS, AND WIZARDS 
Practitioners of the Art have developed the following 
cantrips for those who favor casting spells in melee. War 
Wizards of Cormyr, bladesingers, and warlocks of the 
Pact of the Blade are especially fond of these spells. 

These cantrips are on the sorcerer, warlock, and wiz
ard spell lists. 

BOOMING BLADE 

Evocation cantrip 

Casting Time: 1 action 
Range: 5 feet 
Components: V, M (a weapon) 
Duration: 1 round 

As part of the action used to cast this spell, you must 
make a melee attack with a weapon against one crea
ture within the spell's range, otherwise the spell fails. 
On a hit, the target suffers the attack's normal effects, 
and it becomes sheathed in booming energy until the 
s tart of your next turn. If the target willingly moves be
fore then, it immediately takes 1d8 thunder damage, and 
the spell ends. 

This spell's damage increases when you reach higher 
levels. At 5th level, the melee attack deals an extra 1d8 
thunder damage to the target, and the damage the target 
takes for moving increases to 2d8. Both damage rolls 
increase by 1d8 at 11th level and 17th level. 



GREEN-FLAME BLADE 

Evocation cantrip 

Casting Time: 1 action 
Range: 5 feet 
Components: V, M (a weapon) 
Duration: Instantaneous 

As part of the action used to cast this spell, you must 
make a melee attack with a weapon against one crea
ture within the spell's range, otherwise the spell fails. 
On a hit , the target suffers the attack's normal effects, 
and green fire leaps from the target to a different crea
ture of your choice that you can see within 5 feet of it. 
The second creature takes fire damage equal to your 
spellcasting ability modifier. 

This spell 's damage increases when you reach higher 
levels. At 5th level, the melee attack deals an extra 1d8 
fire damage to the target, and the fire damage to the sec
ond creature increases to 1d8 +your spellcasting ability 
modifier. Both damage rolls increase by 1d8 at 11th 
level and 17th level. 

LIGHTNING LURE 

Evocation cantrip 

Casting Time: 1 action 
Range: 15 feet 

Components: V 
Duration: Instantaneous 

You create a lash of lightning energy that strikes at one 
creature of your choice that you can see within range. 
The target must succeed on a Strength saving throw 
or be pulled up to 10 feet in a straight line toward you 
and then take 1d8 lightning damage if it is within 5 
feet of you. 

This spell 's damage increases by 1d8 when you reach 
5th level (2d8), 11th level (3d8), and 17th level (4d8). 

SWORD BURST 

Conjuration cantrip 

Casting Time: 1 action 
Range: 5 feet 
Components: V 
Duration: Instantaneous 

You create a momentary circle of spectral blades that 
sweep around you. Each creature within range, other 
than you, must succeed on a Dexterity saving throw or 
take 1d6 force damage. 

This spell 's damage increases by 1d6 when you reach 
5th level (2d6), 11th level (3d6), and 17th level (4d6). 





CHAPTER 5: BACKGROUNDS 

H E BACK GROU NDS DESCRIBE D JN T H E 

Player 's Handbook a re a ll found in 
Faerfi n's various societies , in some 
for m or a nother. T his chapte r offers 
additional backgrounds for characters in 
a Forgotten Realms campaign, many of 
them speci fi c to Faer fi n or to the Sword 

Coast and the North in pa rticular. 
As in the Player 's Handbook , each of the backgrounds 

presented here provides proficiencies, languages, and 
equipment, as well as a background feature and some
times a variant form. For personality tra its, ideals , 
bonds, and flaws, most of the backgrounds in this chap
ter use a thematically similar background in the Player 's 
Handbook as thei r fou ndation. 

CITY WATCH 
You have served the community where you grew up, 
s tanding as its fi rs t line of defense against cri me. You 
a ren't a soldier, directing your gaze outwa rd at possible 
enemies. Instead, your service to your hometown was 
to help police its populace, protecting the citizenry from 
lawbreakers and malefactors of every stripe. 

You might have been part of the City Watch of Water
deep, the baton-wielding police force of the City of Splen
dors, protecting the common folk from thieves and rowdy 
nobility alike. Or you might have been one of the valiant 
defenders of S ilverymoon, a member of the S ilverwatch or 
even one of the magic-wielding Spellguard. 

Perhaps you hail from Neverwinter and have served 
as one of its Wintershield watchmen, the newly fo unded 
branch of gua rds who vow to keep safe the City of 
S killed Hands. 

Even if you're not city-born or city-bred, this back
ground can describe your early years as a member of 
law enforcement. Most settlements of any size have 
their own constables and police forces, and even smaller 
communities have sheriffs and bailiffs who stand ready 
to protect their community. 

Skill Proficiencies: Athletics, Insight 
Languages: Two of your choice 
Equipment: A uniform in the s tyle of your unit and 

indicative of your rank, a horn with which to summon 
help, a set of manacles, and a pouch containing 10 gp 

FEATURE : WATCHER'S EYE 

Your experience in enforcing the law, and dealing with 
lawbreakers, gives you a feel for local laws and crimi
na ls. You can easily find the local outpost of the watch 
or a simila r organization, and just as easily pick out 
the dens of crimina l activity in a community, although 
you're more likely to be welcome in the former locations 
rather than the latter. 

VARIANT: INVESTIGATOR 

Rarer than watch or patrol members are a community's 
investigators, who are responsible for solving crimes 
after the fact. Though such folk a re seldom found in 

rural areas, nea rly every settlement of decent size has 
at least one or two watch members who have the skill to 
investigate crime scenes and track down criminals . If 
your prior experience is as an investigator, you have pro
ficiency in Investigation rather than Athletics . 

SUGGESTED CHARACTERISTICS 

Use the tables for the soldier background in the Player 's 
Handbook as the basis for your traits and motivations, 
modifying the entries when appropriate to suit your 
identity as a member of the city watch. 

Your bond is likely associated with your fellow watch 
members or the watch organization itself and almost 
certa inly concerns your community. Your ideal probably 
involves the fostering of peace and safety. An investi
gator is likely to have an ideal connected to achieving 
justice by successfully solving crimes. 

CLAN CRAFTER 
The Stout Folk a re well known for their artisanship 
and the worth of their handiworks, and you have been 
trained in that ancient tradition. For years you labored 
under a dwarf master of the craft, enduring long hours. 
and dismissive, sour-tempered treatment in order to 
gain the fine skills you possess today. 

You are most likely a dwarf, but not necessarily- par
ticularly in the North , the shield dwarf clans learned 
long ago that only proud fool s who are more concerned 
for their egos than their craft turn away promising 
apprentices, even those of other races . If you aren't a 
dwarf, however, you have taken a solemn oath never 
to take on an apprentice in the craft: it is not for non
dwarves to pass on the skills of Moradin's favored 
children. You would have no difficulty, however, finding 
a dwarf master who was willing to receive potential ap
prentices who came with your recommendation . 

Skill Proficiencies: History, Insight 
Tool Proficiencies: One type of artisan's tools 
Languages: Dwarvish or one other of your choice if you 

a lready speak Dwarvish 
Equipment: A set of artisan's tools with which you are 

proficient, a maker's mark chisel used to mark your 
handiwork with the symbol of the clan of crafters you 
learned your skill from, a set of traveler's clothes, and 
a pouch containing 5 gp and a gem worth 10 gp 

FEATURE: RESPECT OF THE STOUT FOLK 

As well respected as clan crafters are among outsiders, 
no one esteems them quite so highly as dwarves do. You 
a lways have free room and board in any place where 
shield dwarves or gold dwarves dwell, and the individu
als in such a settlement might vie among themselves to 
determine who can offer you (and possibly your compa
triots) the finest accommodations and assistance. 

SUGGESTED CHARACTERISTICS 

Use the tables for the guild artisan background in the 
Player 's Handbook as the basis for your traits and moti
vations, modifying the entries when appropriate to suit 

CHAPTER 5 I BACKGROUNDS 

~~~--""!!Iii'!! ..... ~ ... -------------------------



your identity as a clan crafter. (For instance, consider 
the words "guild" and "clan" to be interchangeable.) 

Your bond is almost certainly related to the master 
or the clan that taught you, or else to the work that you 
produce. Your ideal might have to do with maintaining 
the high quality of your work or preserving the dwarven 
traditions of craftsmanship. 

CLOISTERED SCHOLAR 
As a child, you were inquisitive when your playmates 
were possessive or raucous. In your formative years, 
you found your way to one of FaerCm's great institutes 
of learning , where you were apprenticed and taught 
that knowledge is a more valuable treasure than gold 
or gems. Now you are ready to leave your home- not to 
abandon it, but to quest for new lore to add to its store
house of knowledge. 

The most well known of Faerfin's fonts of knowledge 
is Candlekeep. The great library is always in need of 
workers and attendants, some of whom rise through 
the ranks to assume roles of greater responsibility and 
prominence. You might be one of Candlekeep's own, 
dedicated to the curatorship of what is likely the most 
complete body of lore and history in all the world. 

Perhaps instead you were taken in by the scholars 
of the Vault of the Sages or the Map House in Silvery
moon, and now you have struck out to increase your 
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knowledge and to make yourself available to help those 
in other places who seek your expertise. You might be 
one of the few who aid Herald's Holdfast, helping to 
catalogue and maintain records of the information that 
arrives daily from across Faerfin. 

Skill Proficiencies: History, plus your choice of one 
from among Arcana, Nature, and Religion 

Languages: Two of your choice 
Equipment: The scholar's robes of your cloister, a 

writing kit (small pouch with a quill, ink, folded 
parchment, and a small penknife), a borrowed book 
on the subject of your current study, and a pouch 
containing 10 gp 

FEATURE: LIBRARY ACCESS 

Though others must often endure extensive interviews 
and significant fees to gain access to even the most 
common archives in your library, you have free and easy 
access to the majority of the library, though it might also 
have repositories of lore that are too valuable, magical, 
or secret to permit anyone immediate access. 

You have a working knowledge of your cloister's per
sonnel and bureaucracy, and you know how to navigate 
those connections with some ease. 

Additionally, you are likely to gain preferential treat
ment at other libraries across the Realms, as profes
sional courtesy shown to a fellow scholar. 

SUGGESTED CHARACTERISTICS 

Use the tables for the sage background in the Player's 
Handbook as the basis for your traits and motivations, 
modifying the entries when appropriate to suit your 
identity as a cloistered scholar. 

Your bond is almost certainly associated either with 
the place where you grew up or with the knowledge you 
hope to acquire through adventuring. Your ideal is no 
doubt related to how you view the quest for knowledge 
and truth- perhaps as a worthy goal in itself, or maybe 
as a means to a desirable end. 

COURTIER 
In your earlier days, you were a personage of some 
significance in a noble court or a bureaucratic organiza
tion. You might or might not come from an upper-class 
family; your talents, rather than the circumstances of 
your birth, could have secured you this position. 

You might have been one of the many functionaries, 
attendants, and other hangers-on in the Court of Silvery
moon, or perhaps you traveled in Waterdeep's baroque 
and sometimes cutthroat conglomeration of guilds, no
bles, adventurers, and secret societies. You might have 
been one of the behind-the-scenes law-keepers or func
tionaries in Baldur's Gate or Neverwinter, or you might 
have grown up in and around the castle of Daggerford. 

Even if you are no longer a full-ft edged member of the 
group that gave you your start in life, your relationships 
with your former fellows can be an advantage for you 
and your adventuring comrades. You might undertake 
missions with your new companions that further the 
interest of the organization that gave you your start 
in life. In any event, the abilities that you honed while 
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serving as a courtier will stand you in good stead as an 
adventurer. 

Skill Proficiencies: Ins ight, Persuasion 
Languages: Two of your choice 
Equipment: A set of fine clothes and a pouch 

containing 5 gp 

FEATURE: COURT FUNCTIONARY 

Your knowledge of how bureaucracies function lets you 
gain access to the records and inner workings of any no
ble court or government you encounter. You know who 
the movers and shakers are, whom to go to for the favors 
you seek, and what the current intrigues of interest in 
the group are. 

SUGGESTED CHARACTERISTICS 

Use the tables for the guild artisan background in the 
Player 's Handbook as the basis for your traits and moti
vations, modifying the entries when appropriate to suit 
your identity as a courtier. 

The noble court or bureaucratic organization where 
you got your start is directly or indirectly associated 
with your bond (which could pertain to certain individu
als in the group, such as your sponsor or mentor). Your 
ideal might be concerned with the prevailing philosophy 
of your court or organization. 

FACTION AGENT 
Many organizations active in the North and across the 
face of Faerun aren't bound by strictures of geography. 
These factions pursue their agendas without regard 
for political boundaries, and their members operate 
anywhere the organization deems necessary. These 
groups employ listeners , rumormongers , smugglers, 
sellswords, cache-holders (people who guard caches of 
wealth or magic for use by the faction's operatives), ha
ven keepers, and message drop minders, to name a few. 
At the core of every faction are those who don't merely 
fulfill a small function for that organization, but who 
serve as its hands, head, and heart. 

As a prelude to your adventuring career (and in prepa
ration for it), you served as an agent of a particular 
faction in Faerun. You might have operated openly or 
secretly, depending on the faction and its goals, as well 
as how those goals mesh with your own. Becoming an 
adventurer doesn't necessarily require you to relinquish 
membership in your faction (though you can choose to 
do so), and it might enhance your status in the faction. 

Skill Proficiencies: Insight and one Intelligence, 
Wisdom, or Charisma skill of your choice, as 
appropriate to your faction 

Languages: Two of your choice 
Equipment: Badge or emblem of your faction , a copy 

of a seminal faction text (or a code-book for a covert 
faction), a set of common clothes, and a pouch 
containing 15 gp 

FACTIONS OF THE SWORD COAST 

The lack of large, centralized governments in the North 
and along the Sword Coast is likely directly responsible 
for the proliferation of secret societies and conspiracies 

in those lands. If your background is as an agent for one 
of the main factions of the North and Sword Coast, here 
are some possibilities . 

The Harpers. Founded more than a millennium ago, 
disbanded and reorganized several times, the Harpers 
remain a powerful , behind-the-scenes agency, which 
acts to thwart evil and promote fairness through knowl
edge, rather than brute force. Harper agents are often 
proficient in Investigation, enabling them to be adept 
at snooping and spying. They often seek aid from other 
Harpers, sympathetic bards and innkeepers, rangers, 
and the clergy of gods that are aligned with the Harp
ers ' ideals. 

The Order of the Gauntlet. One of the newest power 
groups in Faerun, the Order of the Gauntlet has an 
agenda similar to that of the Harpers. Its methods are 
vastly different, however: bearers of the gauntlet a re 
holy warriors on a righteous quest to crush evil and pro
mote justice, and they never hide in the shadows. Order 
agents tend to be proficient in Religion, and frequently 
seek aid from law enforcement friendly to the order's 
idea ls, and the clergy of the order's patron gods. 

The Emerald Enclave. Maintaining balance in the 
natura l order and combating the forces that threaten 
that balance is the twofold goal of the Emerald Enclave. 
Those who serve the faction are masters of survival and 
living off the land. They are often proficient in Nature, 
and can seek assistance from woodsmen, hunters, 
rangers, barbarian tribes, druid circles, and priests who 
revere the gods of nature. 

The Lords' Alliance. On one level, the agents of the 
Lords' Alliance are representatives of the cities and 
other governments that constitute the alliance. But, as a 
faction with interests and concerns that transcend local 
politics and geography, the Alliance has its own cadre 
of individuals who work on behalf of the organizations, 
wider agenda. Alliance agents are required to be knowl
edgeable in History, and can always rely on the aid of 
the governments that are part of the Alliance, plus other 
leaders and groups who uphold the Alliance's ideals. 

The Zhentarim. In recent years, the Zhentarim have 
become more visible in the world at large, as the group 
works to improve its reputation among the common 
people. The faction draws employees and associates 
from many walks of life, setting them to tasks that serve 
the goals of the Black Network but a ren't necessarily 
criminal in nature. Agents of the Black Network must 
often work in secret, and a re frequently proficient in De
ception. They seek aid from the wizards, mercenaries, 
merchants and priesthoods allied with the Zhentarim. 

FEATURE: SAFE HAVEN 

As a faction agent, you have access to a secret network 
of supporters and operatives who can provide assis
tance on your adventures. You know a set of secret signs 
and passwords you can use to identify such operatives , 
who can provide you with access to a hidden safe house, 
free room and board, or assistance in finding informa
tion. These agents never risk their lives for you or risk 
revealing their true identities. 



SUGGESTED CHARACTERISTICS 

Use the tables for the acolyte background in the Player's 
Handbook as the basis for your traits and motivations, 
modifying the entries when appropriate to suit your 
identity as a faction agent. (For instance, consider the 
words "faith" and "faction" to be interchangeable.) 

Your bond might be associated with other members of 
your faction , or a location or an object that is important 
to your faction. The ideal you strive for is probably in 
keeping with the tenets and principles of your faction, 
but might be more persona l in nature. 

FAR TRAVELER 
Almost all of the common people and other folk that one 
might encounter along the Sword Coast or in the North 
have one thing in common: they live out their lives with
out ever traveling more than a few miles from where 
they were born. 

You aren't one of those folk. 
You are from a distant place, one so remote that few 

of the common folk in the North realize that it exists, 
and chances are good that even if some people you meet 
have heard of your homeland , they know merely the 
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name and perhaps a few outrageous stories. You have 
come to this part of Faerun for your own reasons, which 
you might or might not choose to share. 

Although you will undoubtedly find some of this land's 
ways to be strange and discomfiting, you can also be 
sure that some things its people take for granted will be 
to you new wonders that you've never laid eyes on be
fore. By the same token, you're a person of interest, for 
good or ill , to those around you almost anywhere you go. 

Skill Proficiencies: Insight, Perception 
Tool Proficiencies: Any one musical instrument or 

gaming set of your choice, likely something native to 
your homeland 

Languages: Any one of your choice 
Equipment: One set of traveler's clothes, any one 

musical instrument or gaming set you are proficient 
with, poorly wrought maps from your homeland that 
depict where you are in Faerun, a small piece of 
jewelry worth 10 gp in the style of your homeland's 
craftsmanship, and a pouch containing 5 gp 

WHY ARE You HERE? 

A far traveler might have set out on a journey for one 
of a number of reasons, and the departure from his or 
her homeland could have been voluntary or involuntary. 
To determine why you are so far from home, roll on the 
table below or choose from the options provided. The 
following section, discussing possible homelands, in
cludes some suggested reasons that are appropriate for 
each location. 

WHY ARE You HERE? 

d6 Reason d6 Reason 

Emissary 4 Pilgrim 

2 Exile 5 Sightseer 

3 Fugitive 6 Wanderer 

WHERE ARE You FROM? 

The most important decision in creating a far traveler 
background is determining your homeland. The places 
discussed here are all sufficiently distant from the 
North and the Sword Coast to justify the use of this 
background. 

Evermeet. The fabled elven is lands far to the west are 
home to elves who have never been to Faerun. They of
ten find it a harsher place than they expected when they 
do make the trip. If you are an elf, Evermeet is a logical 
(though not mandatory) choice for your homeland. 

Most of those who emigrate from Evermeet are either 
exiles, forced out for committing some infraction of 
elven law, or emissaries who come to Faerun for a pur
pose that benefits elven culture or society. 

Halruaa. Located on the southern edges of the Shin
ing South, and hemmed in by mountains all around, 
the magocracy of Halruaa is a bizarre land to most 
in Faerun who know about it. Many folk have heard 
of the s trange skyships the Halruaans sail, and a few 
know of the tales that even the least of their people can 
work magic. 

Halruaans usually make their journeys into Faerun 
for persona l reasons, since their government has a strict 



stance against unauthorized involvement with other 
nations and organizations. You might have been exiled 
for breaking one of Halruaa's many byzantine laws, 
or you cou ld be a pilgrim who seeks the shrines of the 
gods of magic. 

Kara-Tur. The continent of Kara-Tur, far to the east of 
Faen1n, is home to people whose customs are unfamiliar 
to the folk of the Sword Coast. If you come from Kara-Tur, 
the people of Faerfin likely refer to you as Shou, even if 
that isn't your true ethnicity, because that's the blanket 
term they use for everyone who shares your origin. 

The folk of Kara-Tur occasionally travel to Faerfin as 
diplomats or to forge trade relations with prosperous 
merchant cartels. You might have come here as part of 
some such delegation, then decided to stay when the 
mission was over. 

Mulhorand. From the terrain to the architecture to 
the god-kings who rule over these lands, nearly every
thing about Mulhorand is a lien to someone from the 
Sword Coast. You likely experienced the same sort of 
culture shock when you left your desert home and trav
eled to the unfamiliar climes of northern Faerfin. Recent 
events in your homeland have led to the abolition of slav
ery, and a corresponding increase in the traffic between 
Mulhorand and the distant parts of Faerfin. 

Those who leave behind Mulhorand's sweltering des
erts and ancient pyramids for a glimpse at a different 
life do so for many reasons. You might be in the North 
simply to see the strangeness this wet land has to offer, 
or because you have made too many enemies among the 
desert communities of your home. 

Sossal. Few have heard of your homeland, but many 
have questions about it upon seeing you. Humans from 
Sossal seem crafted from snow, with alabaster skin and 
white hair, and typically dressed in white. 

Sossal exists far to the northeast, hard up against 
the endless ice to the north and bounded on its other 
sides by hundreds of miles of the Great Glacier and the 
Great Ice Sea. No one from your nation makes the effort 
to cross such colossal barriers without a convincing 
reason. You must fear something truly terrible or seek 
something incredibly important. 

Zakhara. As the saying goes among those in Faerfin 
who know of the place, "To get to Zakhara, go south. 
Then go south some more." Of course, you followed an 
equally long route when you came north from your place 
of birth. Though it isn't unusual for Zakharans to visit 
the southern extremes of Faerfin for trading purposes, 
few of them stray as far from home as you have. 

You might be traveling to discover what wonders are 
to be found outside the deserts and sword-like moun
tains of your homeland, or perhaps you are on a pilgrim
age to understand the gods that others worship, so that 
you might better appreciate your own deities. 

The Underdark. Though your home is physically 
closer to the Sword Coast than the other locations dis
cussed here, it is far more unnatural. You hail from one 
of the settlements in the Underdark, each of which has its 
own strange customs and laws. If you are a native of one 
of the great subterranean cities or settlements, you are 
probably a member of the race that occupies the place-

but you might also have grown up there after being cap
tured and brought below when you were a child. 

If you are a true Underdark native, you might have 
come to the surface as an emissary of your people, or 
perhaps to escape accusations of criminal behavior 
(whether warranted or not). If you aren't a native, your 
reason for leaving "home" probably has something to do 
with getting away from a bad situation. 

FEATURE: ALL EYES ON You 
Your accent, mannerisms, figures of speech, and per
haps even your appearance all mark you as foreign. 
Curious glances are directed your way wherever you go, 
which can be a nuisance, but you also gain the friendly 
interest of scholars and others intrigued by far-off lands, 
to say nothing of everyday folk who are eager to hear 
stories of your homeland. 

You can parley this attention into access to people 
and places you might not otherwise have, for you and 
your traveling companions. Noble lords, scholars, and 
merchant princes, to name a few, might be interested in 
hearing about your distant homeland and people. 

SUGGESTED CHARACTERISTICS 

PERSONALITY TRAIT 

d6 Personality Trait 

I have d ifferent assumptions from those around 

me concerning persona l space, blithe ly invading 

others' space in innocence, or reacting to ignorant 

invas ion of my own. 

2 I have my own ideas about what is and is not food, 

and I find the eating habits of those around me 

fascinating, confusing, or revolting. 

3 I have a strong code of honor or sense of propriety 

that others don 't comprehend. 

4 I express affect ion or contempt in ways that are 

unfamiliar to others. 

5 I honor my deities through practices that are 

foreign to this land . 

6 I begin or end my day with small traditional r itua ls 

that are unfamiliar to those around me. 

IDEALS 

d6 Ideal 

Open. I have much to learn from the kind ly folk I 

meet along my way. (Good) 

2 Reserved. As someone new to these strange lands, I 

am cautious and respectful in my dealings. (Lawfu l) 

3 Adventure. I'm far from home, and eve rything is 

strange and wonde rful! (Chaotic) 

4 Cunning. Th ough I may not know their ways, 

neither do they know mine, which can be to my 

advantage. (Evil) 

5 Inquisitive. Everything is new, but I have a thirst to 

learn. (Neutral) 

6 Suspicious. I must be carefu l, for I have no way of 

telling fr iend from foe here. (Any) 
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BONDS 

d6 Bond 

2 

3 

4 

5 

6 

So long as I have this token from my homela nd, I 

can face any adversity in th is strange land. 

The gods of my people are a comfort to me so far 

from home. 

I hold no greater cause than my service to my 

peop le. 
My freedom is my most precious possession. I' ll 

never let anyone take it from me again. 

I'm fascinated by the beauty and wonder of this 

new land. 

Though I had no choice, I lame nt having to leave 

my loved one(s) behind. I ho pe to see them agai n 

one day. 

CHAPTER 5 I BACKGROUNDS 

FLAWS 

d6 Flaw 

2 

3 

4 

5 

6 

I am secretly (o r not so secretly) convinced of the 

superiority of my own cu lture over that of this 

foreign land. 
I pretend not to understand the local language in 

order to avoid interactions I would rather not have. 
I have a weakness for the new intoxica nts an d other 

pl easures of this land. 

I don't take kindly to some of the actions and 

motivat ions of the people of this land, because 

these folk are diffe rent from me. 

I consider the adherents of other gods to be deluded 

innocents at best, or ignorant foo ls at worst. 

I have a weakness for the exotic beauty of the 

people of these lands. 

INHERITOR 
You are the heir to something of great value- not mere 
coin or wealth, but an object that has been entrusted to 
you and you alone. Your inheritance might have come 
directly to you from a member of your family, by right 
of birth, or it could have been left to you by a friend, a 
mentor, a teacher, or someone else important in your 
life. The revelation of your inheritance changed your 
life, and might have set you on the path to adventure, but 
it could also come with many dangers, including those 
who covet your gift and want to take it from you- by 
force, if need be. 

Skill Proficiencies: Survival, plus one from among 
Arcana, History, and Religion 

Tool Proficiencies: Your choice of a gaming set or a 
musical instrument 

Languages: Any one of your choice 
Equipment: Your inheritance, a set of traveler's clothes, 

any items with which you are proficient, and a pouch 
containing 15 gp 

FEATURE : INHERITANCE 

Choose or randomly determine your inheritance from 
among the possibilities in the table below. Work with 
your Dungeon Master to come up with details: Why is 
your inheritance so important, and what is its fu ll story? 
You might prefer for the DM to invent these details as 
part of the game, allowing you to learn more about your 
inheritance as your character does. 

The Dungeon Master is free to use your inheritance 
as a story hook, sending you on quests to learn more 
about its history or true nature, or confronting you with 
foes who want to claim it for themselves or prevent you 
from learning what you seek. The DM also determines 
the properties of your inheritance and how they figure 
into the item's history and importance. For instance, the 
object might be a minor magic item, or one that begins 
with a modest abi lity and increases in potency with the 
passage of time. Or, the true nature of your inheritance 
might not be apparent at first and is revealed only when 
certain conditions are met. 

When you begin your adventuring career, you can 
decide whether to tell your companions about your in-



heritance right away. Rather than attracting attention 
to yourself, you might want to keep your inheritance a 
secret until you learn more about what it means to you 
and what it can do for you. 

INHERITANCE 

d8 Object or Item 

A document such as a map, a letter, or a journal 
2-3 A trinket (see "Trinkets" in chapter 5 of the Player's 

Handbook) 

4 An article of clothing 

5 A piece of jewelry 

6 An arcane book or formulary 

7 A written story, song, poem, or secret 

8 A tattoo or other body marking 

SUGGESTED CHARACTERIS'J'ICS 

Use the tables for the folk hero background in the Play
er's Handbook as the basis for your traits and motiva
tions, modifying the entries when appropriate to suit 
your identity as an inheritor. 

Your bond might be directly related to your inheri
tance, or to the person from whom you received it. Your 
ideal might be influenced by what you know about your 
inheritance, or by what you intend to do with your gift 
once you realize what it is capable of. 

KNIGHT OF THE ORDER 
You belong to an order of knights who have sworn 
oaths to achieve a certain goal. The nature of this goal 
depends on the order you serve, but in your eyes it is 
without question a vital and honorable endeavor. FaerO.n 
has a wide variety of knightly orders, all of which have 
a similar outlook concerning their actions and respon
sibilities. 

Though the term "knight" conjures ideas of mounted, 
heavily armored warriors of noble blood, most knightly 
orders in FaerO.n don't restrict their membership to such 
individuals. The goals and philosophies of the order are 
more important than the gear and fighting style of its 
members, and so most of these orders aren't limited to 
fighting types, but are open to a ll sorts of folk who are 
willing to battle and die for the order's cause. 

The "Knightly Orders of FaerO.n" sidebar details 
several of the orders that are active at present and is de
signed to help inform your decision about which group 
you owe allegiance to. 

Skill Proficiencies: Persuasion, plus one from among 
Arcana, History, Nature, and Religion , as appropriate 
for your order 

Tool Proficiencies: One type of gaming set or musical 
instrument 

Languages: One of your choice 
Equipment: One set of traveler's clothes, a signet, 

banner or seal representing your place or rank in the 
order, and a pouch containing 10 gp 

FEATURE: KNIGHTLY REGARD 

You receive shelter and succor from members of your 
knightly order and those who are sympathetic to its 

aims. If your order is a religious one, you can gain aid 
from temples and other religious communities of your 
deity. Knights of civic orders can get help from the com
munity- whether a lone settlement or a great nation
that they serve, and knights of philosophical orders can 
find help from those they have aided in pursuit of their 
ideals , and those who share those ideals. 

This help comes in the form of shelter and meals, and 
healing when appropriate, as well as occasionally risky 
assistance, such as a band of local citizens rallying to 

KNIGHTLY ORDERS OF FAERUN 

Many who rightfully call themselves "kn ight" earn that title 
as part of an order in service to a deity, such as Kelemvor's 
Eternal Order or Mystra's Knights of the Mystic Fire. Other 
knightly orders serve a government, royal family, or are 
the elite military of a feudal state, such as the brutal War
lock Knights ofVaasa. Other knighthoods are secular and 
nongovernmental organizations of warriors who follow 
a particular philosophy, or consider themselves a kind of 
extended family, similar to an order of monks. Although 
there are organizations, such as the Knights of the Shield, 
that use the trappings of knighthood without necessarily 
being warriors , most folk of Faerun who hear the word 
"knight" think of a mounted warrior in armor beholden to 
a code. Below are a few knightly organizations. 

Knights of the Unicorn. The Knights of the Unicorn be
gan as a fad of romantically minded sons and daughters 
of patriar families in Baldur's Gate. On a lark, they took 
the unicorn goddess Lurue as their mascot and went on 
various adventures for fun. The reality of the dangers they 
faced eventually sank in , as did Lurue 's tenets. Over time 
the small group grew and spread, gaining a following in 
places as far as Cormyr. The Knights of the Unicorn are 
chivalric adventurers who follow romantic ideals: life is to 
be relished and lived with laughter, quests should be taken 
on a dare, impossible dreams should be pursued for the 
sheer wonder of their completion, and everyone should 
be praised for their strengths and comforted in their 
weaknesses. 

Knights of Myth Drannor. Long ago, the Knights of Myth 
Drannor were a famous adventuring band, and Dove 
Falcon hand, one of the famous Seven Sisters, was one 
of them. The band took its name to honor the great but 
fallen city, just as the new Knights of Myth Drannor do 
today. With the city once again in ruins, Dove Falconhand 
decided to reform the group with the primary goal of build
ing alliances and friendship between the civilized races of 
the world and goodly people in order to combat evil. The 
Knights of Myth Drannor once again ride the roads of the 
Dalelands, and they've begun to spread to the lands be
yond. Their members, each accepted by Dove herself, are 
above all valiant and honest. 

Knights of the Silver Chalice. The Knights of the Silver 
Chalice was formed by edict of the demigod Siamorphe 
in Waterdeep a century ago. Siamorphe's ethos is the no
bility's right and responsibility to rule, and the demigod is 
incarnated as a different noble mortal in each generation. 
By the decree of the Siamorphe at that time, the Knights of 
the Silver Chalice took it upon themselves to put a proper 
heir on the throne ofTethyr and reestablish order in that 
kin gdom. Since then they have grown to be the most pop
ular knighthood in Tethyr, a nation that has hosted many 
kn ighthoods in fealty to the crown. 
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aid a sorely pressed knight in a fight , or those who sup
port the order helping to smuggle a knight out of town 
when he or she is being hunted unjustly. 

SUGGESTED CHARACTERISTICS 

Use the tables for the soldier background in the Player's 
Handbook as the basis for your traits and motivations, 
modifying the entries when appropriate to suit your 
identity as a knight of your order. 

Your bond almost always involves the order to which 
you belong (or at least key members of it), and it is highly 
unusual for a knight 's ideal not to refl ect the agenda, 
sentiment, or philosophy of one's order. 

MERCENARY VETERAN 
As a sell-sword who fought battles for coin, you're well 
acquainted with risking life and limb for a chance at a 
share of treasure. Now, you look forward to fighting foes 
and reaping even greater rewards as an adventurer. Your 
experience makes you familiar with the ins and outs of 
mercenary life, and you likely have harrowing stories of 
events on the battlefield. You might have served with a 
large outfit such as the Zhentarim or the soldiers of Mint
arn, or a smaller band of sell-swords, maybe even more 
than one. (See the "Mercenaries of the North" sidebar for 
a collection of possibilities.) 

Now you're looking for something else, perhaps 
greater reward for the risks you take, or the freedom to 
choose your own activities. For whatever reason , you're 
leaving behind the life of a soldier for hire, but your 
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skills are undeniably suited for battle, so now you fight 
on in a different way. 

Skill Proficiencies: Athletics, Persuasion 
Tool Proficiencies: One type of gaming set, 

vehicles (land) 
Equipment: A uniform of your company (traveler's 

clothes in quality), an insignia of your rank, a gaming 
set of your choice, and a pouch containing the 
remainder of your last wages (10 gp) 

FEATURE: MERCENARY LIFE 

You know the mercenary life as only someone who has 
experienced it can. You are able to identify mercenary 
companies by their emblems, and you know a little about 
any such company, including the names and reputations 
of its commanders and leaders, and who has hired them 
recently. You can find the taverns and festhalls where 
mercenaries abide in any area, as long as you speak the 
language. You can find mercenary work between adven
tures sufficient to maintain a comfortable lifestyle (see 
"Practicing a Profession" under "Downtime Activities" in 
chapter 8 of the Player's Handbook). 

SUGGESTED CHARACTERISTICS 

Use the tables for the soldier background in the Player's 
Handbook as the basis for your traits and motivations, 
modifying the entries when appropriate to suit your 
identity as a mercenary. 

MERCENARIES OF THE NORTH 

Countless mercenary companies operate up and down the 
Sword Coast and throu ghout the North. Most are small
sca le operation s that employ a dozen to a hundred folk 
who offer secu rity services, hunt monsters and brigands, 
or go to wa r in exchange for gold. Some organizations, 
such as the Zhentarim, Flaming Fist, and the nation of 
Mintarn have hundreds or thousands of members and can 
provide private armies to those with enough funds. A few 
organizations operating in the North are described below. 

The Chill. The cold and mysterious Lurkwood serves as 
the home of numerous groups of goblinoids that have 
banded together into one tribe ca ll ed the Chill. Unlike 
most of their kind, the Chill refrain s from raiding the peo
ple of the North and maintains relatively good relations 
so that they can hire them selves out as wa rriors. Few ci ty
states in the North are willing to fi eld an army alongside 
the Chill , but severa l are happy to qu ietly pay the Chill 
to battle the Uthgardt, ores , tro lls of the Evermoors, and 
other th reats to civilization. 

Silent Rain. Consisting solely of elves , Silent Rain is a 
legendary mercenary company operating out of Evereska. 
Caring littl e for gold or fame, Silent Rain agrees only to 
jobs that either promote elven causes or involve destroy
ing ores, gnolls, and the like. Prospecti ve employers must 
leave written word (in Elvish) near Evereska, and the Silent 
Rain sends a representative if interes ted. 

The Bloodaxes. Founded in Sundabar nearly two centu
ries ago, the Bloodaxes we re originally a group of dwa rves 
outcast from their clans for crimes aga inst the teachings 
of Moradin Soulforger. They began hiring out as mercenar
ies to whoever in the North would pay them. Since then 
the mercenary company has broadened its membership to 
other races , but every member is an exile, criminal , or mis
fit of some sort looking for a fresh start and a new family 
among the bold Bloodaxes. 



Your bond could be associated with the company you 
traveled with previously, or with some of the comrades 
you served with. The ideal you embrace largely depends 
on your worldview and your motivation for fighting. 

URBAN BOUNTY HUNTER 
Before you became an adventurer, your life was already 
full of conflict and excitement, because you made a liv
ing tracking down people for pay. Unlike some people 
who collect bounties, though, you aren't a savage who 
follows quarry into or through the wilderness. You're 
involved in a lucrative trade, in the place where you live, 
that routinely tests your skills and survival instincts. 
What's more, you aren't alone, as a bounty hunter in the 
wild would be: you routinely interact with both the crim
inal subculture and other bounty hunters, maintaining 
contacts in both areas to help you succeed. 

You might be a cunning thief-catcher, prowling the 
rooftops to catch one of the myriad burglars of the 
city. Perhaps you are someone who has your ear to the 
street, aware of the doings of thieves' gui lds and street 
gangs. You might be a "velvet mask" bounty hunter, one 
who blends in with high society and noble circles in or
der to catch the criminals that prey on the rich, whether 
pickpockets or con artists. The community where you 
plied your trade might have been one of Faen1n's great 
metropolises, such as Waterdeep or Baldur's Gate, or a 
less populous location, perhaps Luskan or Yartar-any 
place that's large enough to have a steady supply of po
tential quarries. 

As a member of an adventuring party, you might find 
it more difficult to pursue a personal agenda that doesn't 
fit with the group's objectives- but on the other hand, 
you can take down much more formidable targets with 
the help of your companions. 

Skill Proficiencies: Choose two from among 
Deception, Insight, Persuasion, and Stealth 

Tool Proficiencies: Choose two from among one type of 
gaming set, one musical instrument, and thieves' tools 

Equipment: A set of clothes appropriate to your duties 
and a pouch containing 20 gp 

FEATURE: EAR TO THE GROUND 

You are in frequent contact with people in the segment 
of society that your chosen quarries move through. 
These people might be associated with the criminal 
underworld, the rough-and-tumble folk of the streets, 
or members of high society. This connection comes in 
the form of a contact in any city you visit, a person who 
provides information about the people and places of the 
local area. 

SUGGESTED CHARACTERISTICS 

Use the tables for the criminal background in the Play
er's Handbook as the basis for your bounty hunter's 
traits and motivations, modifying the entries when ap
propriate to suit your identity as a bounty hunter. 

For instance, your bond might involve other bounty 
hunters or the organizations or individuals that employ 

you. Your ideal could be associated with your determina
tion always to catch your quarry or your desire to main
tain your reputation for being dependable. 

UTHGARDT TRIBE MEMBER 
Though you might have only recently arrived in civilized 
lands, you are no stranger to the values of cooperation 
and group effort when striving for supremacy. You 
learned these principles, and much more, as a member 
of an Uthgardt tribe. 

Your people have always tried to hold to the old ways. 
Tradition and taboo have kept the Uthgardt strong 
while the kingdoms of others have collapsed into chaos 
and ruin. But for the last few generations, some bands 
among the tribes were tempted to settle, make peace, 
trade, and even to build towns. Perhaps this is why Uth
gar chose to raise up the totems among the people as 
living embodiments of his power. Perhaps they needed a 
reminder of who they were and from whence they came. 
The Chosen of Uthgar led bands back to the old ways, 
and most of your people abandoned the soft ways of 
civilization. 



BARBARIAN TRIBES OF FAERUN 

Though this section details the Uthgardt specifica lly, either 
it or the outlander background from the Player's Handbook 
can be used for a character whose origin lies with one of 
the other barbarian tribes in Faerun. 

You might be a fair-haired barbarian of the Reghed, 
dwelling in the shadow of the Reghed Glacier in the far 
North near lcewind Dale. You might also be of the no
madic Rashemi, noted for their savage berserkers and their 
masked witches. Perhaps you hail from one of the wood 
elf tribes in the Chondalwood, or the magic-hating human 
tribes of the sweltering jungles of Chu It. 

You might have grown up in one of the tribes that had 
decided to settle down, and now that they have aban
doned that path, you find yourself adrift. Or you might 
come from a segment of the Uthgardt that adheres to 
tradition, but you seek to bring glory to your tribe by 
achieving great things as a formidable adventurer. 

See the "Uthgardt Lands" section of chapter 2 for de
tails on each tribe's territory and its act ivities that will 
help you choose your affiliation. 

Skill Proficiencies: Athletics, Survival 
Tool Proficiencies: One type of musical instrument or 

artisan's tools 
Languages: One of your choice 
Equipment: A hunting trap, a totemic token or set 

of tattoos marking your loyalty to Uthgar and your 
tribal totem, a set of traveler's clothes, and a pouch 
containing 10 gp 

FEATURE: UTHGARDT HERITAGE 
You have an excellent knowledge of not only your tribe's 
territory, but a lso the terrain and natural resources of 
the rest of the North. You are familiar enough with any 
wilderness area that you find twice as much food and 
water as you normally would when you forage there. 

Additionally, you can call upon the hospitality of 
your people, and those folk allied with your tribe, often 
including members of druid circles, tribes of nomadic 
elves, the Harpers, and the priesthoods devoted to the 
gods of the First Circle. 

SUGGESTED CHARACTERISTICS 

Use the tables for the outlander background in the 
Player's Handbook as the basis for your traits and moti
vations, modifying the entries when appropriate to suit 
your identity as a member of an Uthgardt tribe. 

Even if you have left your tribe behind (at least for 
now), you hold to the traditions of your people. You will 
never cut down a still-living tree, and you may not coun
tenance such an act being done in your presence. The 
Uthgardt ancestral mounds- great hills where the totem 
spirits were defeated by Uthgar and where the heroes of 
the tribes are interred- are sacred to you. 

Your bond is undoubtedly associated with your tribe 
or some aspect of Uthgardt philosophy or culture (per
haps even Uthgar himself). Your ideal is a personal 
choice that probably hews closely to the ethos of your 
people and certainly doesn't contradict or compromise 
what being an Uthgardt stands for. 

C H APTER 5 I BACKG ROUNDS 

WATERDHAVIAN NOBLE 
You are a scion of one of the great noble fam ilies of Wa
terdeep. Human families who jealously guard their priv
ilege and place in the City of Splendors, Waterdhavian 
nobles have a reputation across FaerO.n for being eccen
tric, spoiled, venal, and, above all else, rich. 

Whether you are a shining example of the reason 
for this reputation or one who proves the rule by being 
an exception, people expect things of you when they 
know your surname and what it means. Your reasons 
for taking up adventuring likely involve your family in 
some way: Are you the family rebel, who prefers delv
ing in filthy dungeons to sipping zzar at a ball? Or have 
you taken up sword or spell on your family's behalf, 
ensuring that they have someone of renown to see to 
their legacy? 

Work with your DM to come up with the fam ily you 
are part of - there are around seventy-five lineages in 
Waterdeep, each with its own financial interests, spe
cialties, and schemes. You might be part of the main line 
of your family, possibly in line to become its leader one 
day. Or you might be one of any number of cousins, with 
less prestige but also less responsibility. 

Skill Proficiencies: History, Persuasion 
Tool Proficiencies: One type of gaming set or one 

musical instrument 
Languages: One of your choice 
Equipment: A set of fine clothes, a signet ring or 

brooch, a scroll of pedigree, a skin of fine zzar or 
wine, and a purse containing 20 gp 

FEATURE: KEPT IN STYLE 

While you are in Waterdeep or elsewhere in the North 
your house sees to your everyday needs. Your name a~d 
signet are sufficient to cover most of your expenses; the 
inns, taverns, and festhalls you frequent are glad to re
cord your debt and send an accounting to your family's 
estate in Waterdeep to settle what you owe. 

This advantage enables you to live a comfortable life
style without having to pay 2 gp a day for it, or reduces 
the cost of a wealthy or aristocratic lifestyle by that 
amount. You may not maintain a less affluent lifestyle 
and use the difference as income-the benefit is a line of 
credit, not an actual monetary reward . 

SUGGESTED CHARACTERISTICS 

Use the tables for the noble background in the Player's 
Handbook as the basis for your traits and motivations, 
modifying the entries when appropriate to suit your 
identity as a member of a Waterdhavian family. 

Like other nobles, you were born and raised in a dif
ferent world from the one that most folk know- one that 
grants you privilege but also calls you to fulfill a duty be
fitting your station. Your bond might be associated with 
your family a lone, or it cou ld be concerned with another 
noble house that sides with or opposes your own. Your 
ideal depends to some extent on how you view your role 
in the family, and how you intend to conduct yourself in 
the world at large as a representative of your house. 



APPENDIX: CLASS OPTIONS IN OTHER WORLDS 

HE CLASS OPTIONS IN THIS BOOK ARE 

designed for the Forgotten Realms, but 
they can be easily transported to other offi
cial D&D worlds or to a world of your own 
creation. This appendix offers suggestions 
for modifying names and other elements of 
the character options in chapter 4. 

None of the statements here should be treated as 
canonical for the D&D settings discussed. Instead, 
take them in the spirit of advice given from one DM to 
another on how to integrate these new character options 
into your campaign. 

DRAGONLANCE 
Use the following guidelines to adapt this book's class 
options to a campaign set on Krynn. 

BARBARIAN 

Barbarians are most common among Kagonesti elves 
and human .nomad tribes. Both groups have a healthy 
respect for the land and its creatures, and the tiger and 
elk totems both have devotees among them. While the 
folk of Ansalon know of elk, the griffon replaces the ti
ger as an object of respect. 

The battlerager has no equivalent in the Dragonlance 
saga. A character opting for the Path of the Battlerager 
might be part of a gnomish attempt at inventing a new 
sort of armor, an effort that yielded a dangerous but 
effective fighting style. It's up to the player whether the 
barbarian's rage stems from a set of tactics developed 
for use with the gnome-created spiked armor or from 
sheer frustration at having to turn to the mad tinker 
gnomes for help. 

CLERIC 

The Arcana Domain has no established place in Drag
on lance. The gods of magic are patrons of the Wizards 
of High Sorcery. Spellcasters revere the deity appro
priate to their order through the study and mastery of 
arcane magic, rather than through divine power. How
ever, clerics devoted to the neutral gods Gilean (god of 
knowledge) and Zivilyn (god of wisdom) might have the 
Arcana Domain. 

FIGHTER 

The Purple Dragon Knight is an ideal match for the 
Knights of Solamnia, specifically a Knight of the Rose. 
As leaders of their order, Knights of the Rose are ex
pected to provide wisdom, inspiration, and guidance to 
the knights in all s ituations. 

MONK 

Few monks are found on Krynn, but those active in the 
world fall into two camps. 

The Way of the Long Death provides a good match 
for those evil monks who worship Sargonnas. The mi
notaurs who follow Sargas sometimes follow this path, 

but most prefer the martial aspect of the Way of the 
Open Hand. 

The Way of the Sun Soul could be used to represent 
followers of Sirrion, god of creativity, passion, fighters , 
and fire. Sirrion is said to sculpt the fire of the soul, and 
these monks seek to sculpt their minds and bodies so 
that all three act in unison, making instinct and action 
one and the same. 

PALADIN 

The Oath of the Crown is a perfect match for any pal
adin who is a member of the Knights of the Sword or 
Knights of the Skull. Both orders swear fealty to an or
ganization and combine spellcasting and martial skill. 

ROGUE 

The Mastermind matches well with any character of 
cunning, intelligence, and insight who might be involved 
in court intrigue. But it also serves as a good way to por
tray a cunning pirate captain from the Blood Sea Isles. 

The Swashbuckler provides another option for char
acters who hail from that region. Serving as pirates 
or mariners plying the Blood Sea, a Swashbuckler's 
emphasis on speed and light armor is ideal for an 
environment where heavy armor is little more than a 
deadly anchor. 

WARLOCK 

The warlock character class has yet to be depicted in 
the Dragonlance setting. That said, warlocks of various 
types might be individuals who make promises to the 
gods in return for power, and the Undying patron is a 
good match for a character who seeks to follow in the 
footsteps of a long dead but mighty wizard. 

WIZARD 

Bladesinging is a good option for elf warriors of the 
Qualinesti or Silvanesti. Like the heroic Gilthanas, a 
bladesinger combines a study of arcane magic with a 
mastery of the blade. 

EBERRON 
Use the following guidelines to adapt this book's class 
options to a campaign set on Eberron. 

BARBARIAN 

The Path of the Battlerager is a great fit for a warforged 
barbarian trained for close quarters battle and with 
a chassis modified to incorporate spikes, blades, and 
other weapons. These warforged made ideal shock 
troops during the Last War. The few that survive have 
little choice but to continue martial pursuits, as their 
frames are suited for little else. 

The new totem warrior options are an obvious choice 
for barbarians with an affinity for a tiger or an elk. The 
option can also reflect an Argonnessen barbarian's ties 



to a specific dragon type. Use the tiger totem for a red 
dragon totem and the elk for a silver dragon totem. 

CLERIC 

The Arcana Domain maps to the portfolios overseen by 
Aureon of the Sovereign Host and the Shadow from the 
Dark Six. Blood of Vol cultists who are clerics can also 
take this domain. 

FIGHTER 

With the Last War in the recent past, the Purple Dragon 
Knight's role as a combat leader can apply to any fighter 
who served in one of Khorvaire's militaries as an officer. 
Soldiers from Karrnath, with its strong martial tradi
tion, are especially likely to choose this option. 

MONK 

The Way of the Long Death captures the cruel and sinis
ter nature of monks devoted to the Mockery. In contrast, 
the Way of the Sun Soul is the perfect option for monks 
dedicated to the Silver Flame, especially those who also 
take levels in the pa ladin class. 

PALADIN 

The Oath of the Crown represents paladins who place 
loyalty to their sovereign ruler above all other concerns. 
The military tradition of Karrnath produces paladins 
who take this oath, especia lly those whose fanaticism 
leads them to join the Order of the Emerald Claw. 

ROGUE 

Both the Mastermind and the Swashbuckler are per
fectly at home in the city of Sham. In addition, the ranks 
of the dragonmarked houses are filled with scheming, 
adventurous entrepreneurs best captured by the Master
mind's abilities. 

While the Mastermind lacks a specific ability in inves
tigation, pairing it with the right skill selections and abil
ity scores (a high Wisdom is a must) yields a good model 
for an inquisitive. 

SORCERER 

Storm Sorcery is a natural match for House Lyrandar. 
Drawing on the power conferred by that house's dragon
mark, a Lyrandar storm sorcerer can help guide ships 
through the air and across the sea. Such sorcerers are 
likely elite members of the house, since they can guaran
tee safe passage through dangerous weather. 

WARLOCK 

The elves of Aerenal are an ideal match for the Undying. 
Some of these elves enter pacts with their deathless 
ancestors, pledging service and obedience in return for 
ancient secrets of the elves that unlock magical powers, 
as well as mastery over the undead. 

WIZARD 

Bladesingers can be found in Aundair, serving as spe
cially trained agents of the Arcane Congress. Bladesing-
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ers are specifically tasked with protecting the congress's 
secrets and ensuring that they never fall into the wrong 
hands. At times, they are dispatched to distant lands 
in search of magic items long thought lost or to deal 
with nascent, magical threats before they grow too 
dangerous. 

GREYHAWK 
Use the following guidelines to adapt this book's class 
options to a campaign set on Oerth. 

BARBARIAN 

Barbarians are common throughout the northern 
reaches of Oerik. From the lands of the Wolf Nomads 
to the enclaves of the Ice Barbarians, these characters 
venture south in search of loot, glory, and power. Others 
are exiles, forced to leave their homeland under pen
alty of death. 

The Path of the Battlerager lacks a direct analog on 
Oerth. Most likely, a battlerager could be of any race 
and formerly trained as a pit fighter by the vicious Slave 
Lords. The Slave Lords a re a much-feared cabal who 
direct raids on seaside communities, carrying off pris
oners to a wretched life of servitude. A battlerager might 
be one such unfortunate victim. A prisoner who shows 
signs of martial aptitude might be trained in an exotic 
fighting style sure to fetch a high price from a blood
thirsty buyer. 

The tiger totem is an easy match for barbarians who 
hail from the realm of the Tiger Nomads. The elk totem 
is most common among the Rovers of the Barrens, pre
serving an ancient Flan tradition. 

CLERIC 

The Arcana Domain is a perfect match for clerics of 
Boccob. They are charged with using their abilities to 
seek out lost magic items and to help counter the slow 
but relentless disappearance of magic from Oerth. 

FIGHTER 

The Purple Dragon Knight's focus on combat leadership 
makes it the ideal model for the Knights of the Watch. 
Charged with protecting the lands of Bissel, Gran 
March, Geoff, and Keoland from Baklunish incursions, 
these knights combine strict discipline, a near-monastic 
way of life, and ample s tudy of battle tactics and strategy 
to remain vigilant against attack. 

MONK 

Monks are relatively rare on Oerth, with the notable ex
ception of the sinister Scarlet Brotherhood. 

Among the Scarlet Brotherhood, the Way of the Long 
Death is a secretive technique taught to those who com
bine the brotherhood's expertise in unarmed fighting 
with its preference for assassination to remove trouble
some enemies. 

The Way of the Sun Soul is a perfect fit for monks 
who worship Pholtus or Pelor. The monastic orders 
among the Baklunish lands could easily yield an order 
of monks dedicated to Al'Akbar. 



PALADIN 

The Oath of the Crown can represent a wide variety of 
paladins associated with various knightly orders across 
the Flanaess. The Knights of the Hart are the perfect 
fact ion for this type of paladin. In addition, paladins as
sociated with the Great Kingdom likely take this oath. 

ROGUE 

The City of Greyhawk is known as the City of Thieves 
for good reason. Its thieves' guild exerts power across 
the world. Nestled at the center of the Flanaess's eco
nomic network, the guild and the city it rules has a hand 
in almost every business deal across the region. 

The Mastermind archetype is the perfect way to rep
resent an ambitious member of Greyhawk's thieves' 
guild. Willing to take a personal risk on a job but more 
comfortable directing muscle, this flavor of rogue is a 
great match for a character who wants to follow in the 
footsteps of Nerof Gasgol and rise to political and eco
nomic power. 

Rakes and bravos are common throughout the cities 
of the Flanaess. A Swashbuckler can thus originate 
from almost any city, but among the Rhennee in partic
ular, Swashbucklers are common. As travelers a long 
waterways, they have learned that a quick, mobile ap
proach to combat works best. 

WARLOCK 

Warlocks are relatively rare in Greyhawk, but as Iuz 
has ascended to power, he has begun to offer power 
directly to those who choose to serve him. Some of the 
other mysterious powers of Oerth, most notably Vecna 
and Tharizdun, also offer pacts to wa rlocks who dare 
contact them. 

Both Iuz and Vecna fit the Undying patron's role. Iuz, 
in particular, uses offers of power to corrupt and subvert 
folk among his enemies. He offers easy bargains and 
great power to those in the realms of Furyondy and Ve
luna who are willing to subvert those states from within. 
Some warlocks relish their role as turncoats, a few oth
ers turn against Iuz, and still others take his power and 
use it to their own ends. 

WIZARD 

Bladesingers form an elite cadre of warrior-mages in the 
kingdom of Celene. Some of these agents work beyond 
Celene's borders, wielding blade and magic against the 
queen's enemies. The art of the blade song is unknown 
beyond that kingdom; no non-elf has learned its secrets. 

HOMEMADE WORLDS 
Running your campaign in a world of your own cre
ation? Here are tips for introducing some of this book's 
character options to your world, skipping options that 
have obvious applications in a world. 

BARBARIAN 

The Path of the Battlerager is somewhat difficult to 
incorporate into a setting because of its idiosyncratic 
nature. It provides a good match for pit fighters, ber-

serkers, and gladiators. Its reliance on armor provides a 
good cultural touchstone for dwarf characters, as befits 
its role in the Realms. Alternatively, you cou ld use the 
battlerager as the basis for a militant religious order in 
your world , especially one focused on cruelty or fury. 

For the tiger and elk totems, conversion is simply a 
matter of replacing them with more suitable animals (if 
necessary). 

CLERIC 

The concept of a goddess of magic is important to the 
Realms. If your campaign lacks a deity concerned with 
magic, the Arcana Domain works well for religious 
orders charged with hunting down or policing arcane 
spellcasters. If your world s trikes a conflict between ar
cane and divine magic, this domain provides the divine 
faction's mage hunters. 

FIGHTER 

The Purple Dragon Knight captures the essence of a 
bold battlefield strategist. It provides a framework for a 
mercenary captain, a member of an elite order of war
riors, or a noble charged with leading vassals into battle. 

MONK 

You've probably noticed that the Way of the Long Death 
and the Way of the Sun Soul are both handy tools for 
modeling monastic orders at opposite ends of the align
ment spectrum. A particularly sinister order is a good 
match for the Long Death, while a heroic order follows 
the Way of the Sun Soul. 

PALADIN 

The Oath of the Crown's utility for your campaign comes 
from its ability to capture neutral paladins, those whose 
code of conduct is focused on the law rather than on 
moral principles. Its divine spellcasting makes it tricky 
to use as a tool for every knightly order, but it's a great 
option for a theocracy. You could also decide that the 
spells a paladin casts aren't divine in origin, but arcane. 

SORCERER 

Storm Sorcery is a good match for an arcane order sup
ported by a powerful seagoing culture. These sorcerers 
might form an elite cadre of sea captains, helping a king
dom dominate the sea through trade or raiding. 

WARLOCK 

The Undying patron is a great option for the agents of a 
powerful lich king, necromancer, or other undead ruler. 
These warlocks are also useful for portraying any cult 
or organization fo cused on a powerful , undead figure 
from your campaign's past. 

WIZARD 

The bladesinger's flavor makes it more than just a war
rior/mage in the Forgotten Realms. In your campaign, 
consider using it to model an order of elf knights or an 
elite group of warriors trained to protect the rulers of a 
magocracy. 
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Arkaiun, 110 City of Sails. See Luskan drow, 8, 9, 10, 16, 23 , 100, 101 , Fugue Plane, 20, 25 history, 15-18 
armor, 121 City of Skilled Hands. 107, 108 Gaerdal lronhand, 24 , 115 Hoar, 21 , 29- 30 
Art , the. See spellcasting See Neverwinter Druette the Raven, 98 Gargauth, 139 symbol, 29 
Arvandor, 16, 72, 107 City of Spiders. See Menzoberranzan druid circles, 126-27 Gari Glittergold , 24, 115 holidays, 14- 15 
Arvoreen, 23, 11 0 City of Splendors. See Waterdeep druids , 126-27 Gauntlgrym, 8, 52, 59, 60, 61- 62 Hordelands , the, 12 
Aryvandaar, 16 City of the Dead, 20 duergar, 8, 9, 99- 100, 104 Gem of the North, the. Hornblade, Taern, 7, 54 
Ascalhorn. See Hellgate Keep city watch (background) , 145 Dugmaren Brightmantle, 22, 105 See Silverymoon Hosttower of the Arcane, 17, 98 
Asmodeus, 21, 24, 11 8-19 clan crafter (background) , 145-46 Dumathoin, 22, 105 Gharraghaur, 50, 58, 59 Hour of Reaping (monk) , 130 

symbol, 24 Clangeddin Silverbeard, 22, 104 dwarves, 8, 9, 12, 15, 16, 22, 46, 48, Ghaunadaur, 108, 139 hours , 15 
Aspect of the Beast (barbarian) , 122 classes, 121- 43 50- 51, 53, 59-66, 68, 88, 99, ghostwise halflings, 110 House Hartwick, 84 
Assembly of Stars, 13 clerics, 125-26 103-5, 145-46 Gilgeam, 14, 139 humans , 110- 12 
Athalantar, 48 clocks, 15 clans, 46, 63, 64, 65, 66, 103, gnomes, 9, 24, 50, 53 , 71, 90-92, deities, 112. See also deities 
Auril , 21, 25, 117 cloistered scholar (background) , 146 145-46 100, 101, 114- 15 ethnicities, 110-12 

symbol, 25 coins, 13 deities, 22, 104-5 deep (svirfneblin) , 9, 100, 101 , languages, 112 
avariel , 106 Cold Lands, the, 11 - 12 gold , 103-4 115 Hyrsa m, 138 
Avowed, the, 75, 76-77 College of Fochlucan, 123 gray (duergar) , 8, 9, 99- 100, 104 deities , 24, 115 lcewind Dale, 17, 98- 99 
Azuth, 21 , 25, 117, 118, 125 College of New Olamn, 123 holds, 8, 58-66 forest, 114 lllefarn, 16, 48 

symbol, 25 College of the Herald, 124 shield, 103 lands, 115 lllusk, 17, 70 
Baazka, 138 Compan ions of the Hall, 63 Dwarvish, 103 rock, 114- 15 llmater, 21 , 30, 117, 119 
backgrounds, 145-54 Companion , the, 81 Eaerlann, 16, 48 gods, 19-41 , 104- 5, 107-8, 109- 10, symbol, 30 

city watch, 145 copper elves. See elves: wood Earthmother, the, 27, 67 112, 115, 116- 17, 118 llneval, 24, 118 
clan crafter, 145-46 Corellon Larethian , 23, 107, 117, Ear to the Ground (urban bounty communing, 22 llythiir, 16 
cloistered scholar, 146 118, 125 hunter) , 153 dead and resurrected, 20 llzimmer, Dauner, 7, 44 
courtier, 146-47 Cormanthor, 12, 16 Eilistraee, 23 , 108 drow, 23, 108 lmaskari, 12, 41, 111 
faction agent, 147-48 Cormyr, 11 , 17, 128 Eldath , 21 , 28, 117 dwarven, 22, 104- 5 lmpiltur, 12 
far traveler, 148- 50 Council of Five, 9 symbol, 28 elven, 23 , 107- 8 Indestructible Life (warlock) , 140 
inheritor, 150-51 Council of Four, 45 Elegant Maneuver (rogue), 136 FaerOnian , 21 , 112 Inheritance (inheritor), 150- 51 
knight of the order, 151-52 Council of Guilds, 47 Elfharrow, l 0 gnome, 24, 115 inheritor (background) , 150- 51 
mercenary veteran, 152- 53 Council of Lords, 7 Eltab, 13 , 139 halfling, 23, 109 Insightful Manipulator (rogue) , 135 
urban bounty hunter, 153 Council of Sparkling Stones, 50 Elturel , 81 nonhuman, 20 Inspiring Surge (fighter), 128 
Uthgardt tribe member, 153- 54 Council ofZulkirs, 13 Elturga rd , 79-82 ore, 24, 118 Investigator (city watch variant), 145 
Waterdhavian noble, 154 courtier (background), 146-47 Berdusk, 81 unusual, 20 lo , 112- 13 

Baervan Wildwanderer, 24, 115 creator races , l 5- 16 Companion, the, 81 gold dwarves, 103-4 Iqua Tel 'Quessir, 15- 16 
Bahamut, 112, 113 Creed Resolute, the, 81 Creed Resolute, the, 81 Golden Way, the, 12 1ronmaster, 8, 62- 63 
Bahgtru, 24, 118 Crinti, 10. See also half-elves: crest, 80 Gond, 21 , 28-29 islands, 8, 66-73 
Baldur's Gate, 17, 45-47 variants Elturel , 81 symbol, 29 lstishia, 21, 125 

name origin, 46 Crown Wars, the, 16, 105, 107 Fort Morninglord, 80 Gorm Gulthyn, 22, 104 Jarant, the Serpent King, 88-89 
Bane, 21, 26, 118 currency, 13 Scornubel, 81 Gracklstugh, 9, 99- 100 Jendrick the Blue, 98 

symbol, 26 Cyric, 21 , 27- 28 Soubar, 82 Grand Council , 12 Jergal, 21 , 30- 31 
Baram, Barri, 95 symbol, 27 elves, 8, 9, 10, 11 , 12, 15, 16, 17, Grandfather Tree, 86 symbol, 30 
Baravar Cloakshadow, 24, 115 Cyrrollalee, 23, 110 19, 23, 48, 53, 55, 68, 72- 73 , Grauman , King, 84 Kara-Tur, 14, 149 
barbarians, 121 -22, 154. See Daggerford, 7, 47- 48 82-99, 86, 88, 101 , 105- 8 Great Old One, the (warlock) , 139 Kelemvor, 20, 21, 31 - 32, 114 

also Reghed Barbarians; Daggerford , Maldwyn, 47 dark (drow), 8, 9, 10, 16, 23, 100, Great Rain , the, 17, 18, 136 symbol , 31 
Uthgardt Daggerford , Morwen, 7, 47 101 , 107, 108 Greengrass, 15 Kendrick, Derid, 67 

bardic colleges, 123-24 Dalelands, the, 12, 16, 17 deities , 23, 107- 8 Grumbar, 21 , 125 Kept in Style (Waterdhavian noble), 
bards, 122-24 Dalereckoning, 16 lands, 106 Gruumsh, 24, 11 7, 118 154 
Battlehammer, Bruenor, 60, 61, 63 Dales Compact, 16 language, l 05 Gundarlun, 69 Kezef, 139 
Battlehammer, Gandalug, 63 Damara, 11 - 12 moon, 105- 6 Gur, 111 Kiaransalee, 23 , 108 
Battlehammer, Garumn, 63 Dambrath, 10 sea, 106 Gwaeron Windstrom , 21, 29, 133 Kingdom of Man, 47, 48 
Battlerager Armor (barbarian), 121 Dark Disaster, the, 16 star, 106 Gwynneth, 68 Kingdom of Many-Arrows, 8, 17, 
Battlerager Charge (barbarian) , 121 Darkhold, 8, 77-79 sun, 106 Haela Brightaxe, 22, 104 59, 63 
Bedine, 11 0- 11 Dark Moon, the, 129 wild, 106 half-elves, 11 , 53 , 116-17 Kingdom of Two Suns. See Elturgard 
Belaphoss, 139 Darromar, 11 winged, 106 lands, 116 knightly orders, 151 
bells. See hours Days ofThunder, 15- 16 wood, 106- 7 language, 116 Knightly Regard (knight of the 
Berdusk, 81 dead magic, 19 Elvish, 105 religion, 116-17 order) , 151 - 52 
BerronarTruesilver, 22, 104 Deep Duerra, 22, 105 Emerald Enclave, 13 , 127, 147 va riants, 116 knight of the order (background) , 
Beshaba , 21, 26, 11 9 deep gnomes, 9, 101, 115 151- 52 

symbol , 26 

INDEX 



Korinn Archipelago, 68 
Kossuth, 21 , 12S 
Kurth, Beniago, 9S 
Labelas Enoreth, 23, 108 
Laduguer, 22, lOS 
Lake of Steam, the, 11 
Lantan, 8, 71 
Larloch, 9S, 139 
Lathander, 21, 32, 108 

symbol, 32 
Leira, 21 , 32 

symbol, 32 
Library Access (cloistered scholar) , 

146 
lightfoot halflings, 109 
Lli i ra , 21, 33 

symbol, 33 
Lolth, 23, 107, 108 
Long Death monks, 130 
Longsaddle, 7, 48- 49 
Lorean, 139 
Lords ' All iance, the, 7-8, 43, S4, S7, 

S8, 6S, 147 
Lords ofWaterdeep, 17, SS 
Loviatar, 21 , 33 

symbol, 33 
Luiren , 11 , 109, 11 0, 129 
Luruar. See Silver Marches 
Luskan , 17, 70, 9S- 98 
Luthcheq, 11 
Luthic, 24, 118 
Lythari , 106 
magic, 9, 18- 19, 23. See also magic 

items; mythal; psionics; 
spellcasters; spellcasting; 
spells; supernatural powers; 
Weave, the 

magic items, 18- 19 
Magic of the Storm, 136- 37 
Malar, 21, 31, 33 

symbol, 33 
Malkizid, 139 
Mantol·Derith , 9, 100-101 
Many-Arrows, 8, 17- 18, S9, 60, 63 
Marlspire of Najara, 88 
Marsh of Chelimber, 89- 90 
Marthammor Duin, 22, 105 
martial archetype, 128 

Purple Dragon Kn ight, 128 
Mask, 21, 33- 34, 11 8, 119 

symbol, 34 
Master Duelist (rogue) , 136 
Mastermind (rogue) , 135 
Master of Intrigue (rogue) , 13S 
Master ofTactics (rogue) , 13S 
Mastery of Death (monk) , 131 
Memnon, 9 
Memory Spire, 18 
Menzoberranzan, 9, 63, 101, 107, 

ll S, 116 
mercenary companies, l 52 
Mercenary Life (mercenary veteran) , 

1S2 
mercenary veteran (background) , 

1S2- S3 
Mezro, 10 
Midsummer, 15 
Midwinter, l 5 
Mielikki, 21 , 34, 108, 117 

symbol, 34 
Mil il , 21 , 34- 3S, 117 
Mintarn, 8, 66-67 
Mirabar, 7, 8, SO- Sl 
Misdirection (rogue), 135 
Misty Forest, 88 
Mithral Hall, 7, 8, 63- 64 
Miyeritar, 16, 88 
Moander, 40, 139 
monastic orders, 129- 30 
monastic traditions , 130- 31 

Way of the Long Death, 130-3 l 
Way of the Sun Soul, 131 

monks, 129- 31 
month, 14 
moon, 14 
moon elves, 105- 6 
Moonsea , the, 12 
Moonshae Isles, 8, 67- 69, 127 

Alaron, 68 
druids, 127 
Gwyn neth , 68 
Korinn Archipelago, 68 
Moray, 68- 69 
Norland, 69 
Oman's Isle, 69 
S nowdown, 69 

Moonstars, 124 
moonwell , 27, 67, 127 
Moradin , 22, 103 , 104 
Moray, 68- 69 
Morinn, King, 61 
mountain dwarves . See dwa rves: 

shield 
Mulhorand, 12, 41 , 149 
Mulmaster, 12 
musical instruments, 124 
Myrkul, 21 , 31 , 3S 

symbol , 3S 
Mystra , 18, 21 , 3S, 117, 12S 

symbol , 3S 
Mystryl , 18 
mythal, 19, S4 
Myth Drannor, 17, 18, 82, 142, l Sl 
Najara , 88-90 

Forest ofWyrms, 90 
Marlspire of, 88 
Marsh of Chelimber, 89- 90 
Serpent H ills, 89 
Ss 'khanaja , 89 

Narfell , 11 - 12, 11 1 
Nebelun, 24, 11 S 
Nelanther, the, 8, 71 
Netheril , 11 , 12- 13, 16, 17, 18, 20, 

37, 48, 60, 94 
Neverember, Dagult, 7, Sl , S2, SS, 

S7, 66, 70 
Neverwinter, 16, 17, Sl -S3 
Nezram the World-Walker, 12 
Nimbral, 8, 71 - 72 
Norland, 69 
Northlander Isles , 69- 70 

Gundarlun, 69 
Purple Rocks, 69- 70 
Ruathym, 70 
Tuern, 70 
Whalebones, the, 70 

Northlanders, 67, 69, 69- 70, 121 
North, the, 7-9 
Oath of the Crown (paladin), 132- 33 
Oberon, 138 
Oghma , 21, 3S- 36, Sl 

symbol, 3S 
Old Ones, the, 12 
Oman 's Isle, 69 
ores, 24, 60, 63 , 68, 71, 91. See 

also half-ores 
deities, 24 

Ordalf, High Lady, 68 
Order of Samular, 132 
Order of the Companion, 132 
Order of the Gauntlet, 147 
Order of the Gilded Eye, 132 
Order of the Yellow Rose, 129- 30 
ordination , 22 
Orlumbor, 8, 70 
Orogoth , 87-88 
otherworldly patrons, 138-40 

Archfey, the, 138 
Fiend, the, 138-39 
Great Old One, the, 139 
Undying, the, 139-40 

paladin orders, 132 
paladins , 131-33 

Oath of the Crown , 132- 33 
Panache (rogue), 136 
pantheon , 20, 21 , 22, 23, 24, 104- S, 

107-8, 109- 10, 112, ll S 
drow, 23, 108 
dwarven , 22, 104- S 
elven, 23, 107- 8 
FaerOnian , 21, 112 
gnome, 24, 11 S 
halfl ing, 23, 109- 10 
ore, 24 

Parliament of Peers, 45 
Path of the Battlerager (barbarian) , 

121 
Path of the Totem Warrior 

(barbarian) , 121- 22 
patriar, 45-46 
patrons, otherworldly, 138-40 

Archfey, the, 138 
Fiend, the, 138- 39 
Great Old One, the, 139 
Undying, the, 139-40 

pereghost, 78, 79 
Phalorm , 47, 48 
Phlan, 12 
Portyr, Dillard , 4S 
Potent Spellcasting (cleric) , 126 
priests, 20-23. See also specific deity 

entries 

primal paths, 121- 22 
Path of the Battlerager, 121 
Path of the Totem Warrior, 

121-22 
Prince of Frost, the, 138 
Prophecies of Alaundo, 74 
Proud People, the, 16 
psion ics, 18 
Purple Dragon Knight (fighter), 128 
Purple Dragons, the, 11 
Purple Rocks, 69-70 
Queen of Air and Darkness, the, 138 
races, 103-1 9 
Radiant Sun Bolt (monk) , 131 
Raedra, Queen, 11 
Rakish Audacity (rogue) , 136 
Rallying Cry (fighter) , 128 
Ramur, Selin, 7 
rangers, 133- 34 
Rashemen, 12 
Raurym, Selin, SO 
Ravengard, Ulder, 7, 4S 
Realms Below. See Underdark 
Reckless Abandon (barbarian) , 121 
Red Knight , the, 21 , 36, 11 4 

symbol, 36 
Red Wizards, 13, 141 
Reghed Barbarians, 99, 121 
religion, 19-41, 81 , 104- S, 107- 8, 

109- 10, 11 2, 113-14, llS, 
116- 17, 11 8, 11 9. See 
also specific deity entries 

religious conflicts, 22-23 
religious institutions, 20-23 
Respect of the Stout Folk (clan 

crafter) , 14S 
Rethnor, Hartouchen, 95 
Retreat , the, lOS 
Rhymanth iin, 88 
Rillifane Rallathil , 23, 108, 11 7 
rock gnomes, 114- 1 5 
rogues, 134-36 
roguish archetypes , 13S- 36 

Mastermind, 135 
Swashbuckler, 13S-36 

Royal Envoy (fighter), 128 
Ruathym, 8, 67, 70 
ruined kingdoms, 48, 58 
Ruthiol , Nestra, 7, S7 
sacred oath , 132- 33 

Oath of the Crown, 132- 33 
Safe Haven (faction agent) , 147 
Samarach, 10 
Sarifa l, 68 
Savage Frontier, the, 7 
Savras, 21, 36 

symbol, 36 
Scornubel, 81 
sea elves, 106 
Sea of Fallen Stars, 17, 18, 136 
Searing Arc Strike (monk) , 131 
Searing Sunburst (monk) , 131 
seasons , 14- 15, 18 
Secomber, 88 
Second Sundering, the, 17-18, 113 
Segojan Earthcaller, 24, 11 S 
Sehanine Moonbow, 23 , 108 
Seldarine. See deities: elven 
SelOne, 21, 36, 117, 119 

symbol , 36 
Selvetarm, 23, 108 
Sembia, 11 , 12- 13, 17, 18 
Serpent Hills, 89 
Settlestone, 63 
Shaaran, 111 , 112 
Shade, City of, 17- 18 
sha'ir, 14 
Shar, 21 , 36-37, 11 9, 129 
Shargaas, 24, 118 
Sharindlar, 22, lOS 
Sheela Peryroyl, 23, 109 
shield dwarves, 8, 103 
Shield meet, 14, 1 S 
Shimmergloom, 63 
Ships of Luskan, 9S 
shrines, 20- 22 
Sildeyuir, 106 
Silvanus, 21, 37, 108, 11 7 

symbol, 37 
silver elves. See elves: moon 
Silverhand, Alustriel, 54 
Silverhand, Laeral , 7, SS, S7, 124 
Silver Marches, 8, 18, S3-S S, 61, 6S 
Silverscale, Dhosun , 89, 90 
Silverymoon , 7, S3-SS, 6S 

Simbarch Council , 11 
Skadaurak. See Mintarn 
Snowdown, 69 
Solonor Thelandi ra, 23 , 108, 117 
Song of Defense (wizard) , 142 
Song of Victory (wizard) , 142 
sorcerers, 136-37, 142-43 

cantrips, 142- 43 
sorcerous origin , 137 

Storm Sorcery, 13 7 
Sossal , 11 - 12, 149 
Soubar, 82 
Soul of Deceit (rogue) , 13S 
Speakers of Helm's Hold, 8S 
Spell Breaker (cleric), 126 
Spel lplague, 10, 17, 18 
spells , 18 
spiked armor, 121 
Spiked Retribution (barbarian) , 121 
Ss 'khanaja, 89 
Sstar, llgostrogue, 63 
star elves, 106 
Stelmane, Belynne, 45 
Stoneshaft, Ebenezer, 65 
Stoneshaft Hold. See Thornhold 
Storm Guide (sorcerer) , 137 
Storm's Fury (sorcerer) , 137 
Storm Sorcery (sorcerer) , 137 
Suljack, Dagmaer, 9S 
Sundabar, 8, 64-6S 
Sundering, the. See First Sundering, 

the; Second Sundering, the 
Sune, 21, 37-38, 108, 117 

symbol, 37 
Sun Shield (monk), 131 
Sun Souls, the, 130 
supernatural powers, 18 
svirfneblin , 9, 101, 11 S 
Swashbuckler (rogue) , 13S- J6 
Sword Coast, the, 7- 9 
Sword Coast Traders ' Bank, 47-48 
Synnoria, 68 
Szass Tam, 13 
Taerl , Throa , 9S 
Talona , 21 , 38 

symbol, 38 
Talos, 21 , 38 

symbol, 38 
Tchazzar the Undying, 11 
Tel 'Quessir. See elves 
Tempestuous Magic (sorcerer) , 13 7 
temples, 20-22 
Tempus, 21, 38-39, 114, 11 8 

symbol, 39 
tenday, 14 
Ten-Towns, 98- 99 
Teshwave, 12 
Tethyr, 11, l S 1 
Teyva the Gray, 98 
Thay, l J 
Thentia, 12 
Thesk, 13 
The Three, 12. See also Chauntea; 

MieHkki ; Mystra ; Rashemen 
Thindol , 10 
Thorass, 110, 112 
Thornhold, 8, 6S-66 
Thultanthar, 17 
Tiamat, 113 
tieflings, 118- 19 

lands , 119 
religion, 119 
variants , 11 8 

time, 14- lS 
Time of Troubles, 17 
Titania, 138 
Tithmel , Queen, 61 
Toreus, 11 
Toril , 7, 9- 14 
Tori! Thirteen, the, 118 
Torm, 21 , 39, 81, 113 

symbol, 39 
Totemic Attunement (barbarian), 

122 
Totem Spirit (barbarian) , 121 - 22 
Touch of Death (monk) , l JO 
Touch of the Long Death (monk), 

131 
Trackless Sea, the, 14 
Training in War and Song (wizard) , 

142 
Treaty of Garumn 's Gorge, 63 
Trielta H ills, 90-92 

Hardbuckler, 91 
trillimac, 10 1 

Trollclaws, 83 
Tuern , 70 
Tuigan, 12, 13, 111-12 
Turmish, 13 
Turn the Tide (paladin) , 133 
Tymanther, 13- 14, 113 
Tymora, 21 , 39, 40, 110, 11 9 
Tyndal , legend of, 48 
Tyr, 21, 40, 113 

symbol, 40 
Tyranthraxus, 139 
Ulutiun , 11 2 
Umberlee, 21, 40-41 

symbol , 41 
Underdark, 7, 9, 16, 99- 101, 107, 

149 
Blingdenstone, 101 
Gracklstugh , 99 
Mantol-Derith , 100- 101 
Menzoberranzan, 10 1 

Undying Nature (warlock), 140 
Undying, the (warlock), 139-40 
Unseen Art , the. See psionics 
Unther, 14 
Unyielding Spirit (paladin), 133 
urban bounty hunter (background) , 

1S3 
Urdlen , 24, 11 S 
Urogalan, 23, 11 0 
Uruk, Mangan, 12 
Uthgar, 94 
Uthgardt, 92- 94, 121, 122, 1 SJ- S4 

totems, 122 
tribes, 93, 94 

Uthgardt Heritage (Uthgardt tribe 
member) , 1 S4 

Uthgardt tribe member 
(background) , 1 SJ- S4 

Vaasa, 11 - 12 
Valkur, 21 , 68 
Vanthampur, Thalamra, 45 
Vergadain , 22, lOS 
Vhaeraun, 23, 108 
Voonlar, 12 
Wall of the Faithless, 20 
Wanderfoot, Amarandine, 85 
Warcrown, Emerus, 60-61 
Warlock Knights ofVaasa, 12 
warlocks, 138-40, 142-43 

cantrips, 142-43 
Warlock 's Crypt, 94- 9S 
War Wizards (of Cormyr), the, 

11, 141 
Watcher 's Eye (city watch), 14S 
Waterdeep, 7, 17, S4, SS- S7, 70, 

118, 1 S4 
wards, 54 

Waterdhavian noble (background) , 
l S4 

Waukeen, 21 , 41 
symbol, 41 

Waybeard, Dagnabbet, 7, 63 
Way of the Long Death (monk) , 

130-31 
Way of the Sun Soul (monk), 131 
Weave, the, 18- 19 

magic affecting, 19 
Wendonai , 139 
Western Heartlands, 7, 11 
Westgate, 14 
Whalebones , the, 8, 70 
wild elves, 106 
wilderness, 8- 9 
wild magic, 19, 136 
Wind Soul (sorcerer) , 137 
Wind Speaker (sorcerer), 137 
wizards, 140-43 

cantrips, 142-43 
wood elves, 106-7 
worship, 19- 20. See also deities; 

religion; speer.fie deity entries 
Wychlaran, 12 
Ya'imunnahar, 12 
Yartar, 7, S7- S8 
year, 14 
Yielding Way, the, 130 
Yondalla , 23, 109 
yuan-ti, 88- 90 
Yurtrus , 24, 118 
Zakhara, 14, 149 
Zargon , 139 
Zelenn the White, 98 
Zhentarim, 12, 147 
Zhentil Keep, 12 
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