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A hero must move.

InTroducTion AT ASY
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— Cormyrean proverb \ ul
It seem to me that there is a direct relation between the amount of time a person spends travel-
ing and just how much that person truly understands about the world, not to mention the degree
of that person’s fame and power. With sincerest apologies to my parents, I cannot think of a

single worthwhile individual of any sort who never left home.
— Binbollar Clambake ,halfling merchant of Luiren

g ermihumans of the Realms is similar to two previous FORGOTTEN REALMS®
game accessories that described character kits of Faertin. In these two
earlier works, Wizards and RogQues of the Realms and Warriors and Priests of
the Realms, the Warrior, Rogue, and Wizard kits were primarily for
A\ human characters and were categorized by geography (Waterdeep,
Cormyr, the Dales, Moonsea, etc.). The Priest kits were based upon the deities wor-
shiped, one kit per Faertinian god but again were primarily for human characters.

This work offers new Warrior (fighter and ranger), Rogue (thief), and Wizard (mage
and specialist wizard) kits for Faertinian demihumans: elves, half-elves, dwarves, gnomes,
and halflings. Kits for demihumans from Maztica, Zakhara, or Kara-Tur are not covered.

Demihuman Deities (9585) covers the gods of the demihumans, along with the appro-
priate Priest kits, so no Priest kits appear here for demihuman clerics or druids. (In the

Realms, wild elves as well as any sort of half-elf can become druids.) Religious training,
beliefs, and behaviors supersede regional, cultural, and racial characteristics in most cases.

Many character kits allowed for use by demihumans of the Realms are detailed in
other works and are not covered here. The reader is encouraged to look for Wizards and
Rogues of the Realms, Warriors and Priests of the Realms, The Complete Book of Elves, Elves
of Evermeet, The Complete Book of Gnomes & Halflings, and The Complete Book of
Duwarves for important examples. In addition, many of the kits appearing in other vol-
umes in the Complete Handbook series and the PLAYER'S OPTION® Skills & Powers book
are useful for Faertinian demihumans —for example, elves and half-elves could use many
of the kits from The Complete Ranger’s Handbook, and half-elves could use The Complete
Bard’s Handbook.

The kits presented in this book simultaneously incorporate cultural, racial, and occu-
pational elements. Some are very specialized and can be used by only one race, and by
only those individuals likely to be found outside their homelands. Still, these kits fill
major functions in the workings of the Realms.

Demihumans of the Realms often do not have greatly differing powers or abilities
within each specific occupation. A wayfaring halfling merchant from Luiren is much like
a wayfaring halfling merchant from Tethyr, except for particulars of their dress, personal-
ities, beliefs, and cultural habits. The player should look up details to make each charac-
ter more authentic and add a true personality to a hero with a kit—something game me-
chanics and guidelines cannot do—for example, what were the hero’s family and child-
hood like? What are his beliefs, goals, and motivations? What does he love, fear, and
hate? What does he think of the world?

Some kits here are altered versions of published generic kits. Changes were made to
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them specific to the Realms and give characters reasons
to adventure widely. For example, the halfling sheriff
from The Complete Book of Gnomes & Halflings is good
for a halfling homeland campaign, but the halfling mar-
shal herein wanders the whole of Faertin as part of his
job. The pestkiller kit here merges the vermin slayer and
pest controller kits from The Complete Book of Dwarves
and adds new material to boot. And a wide assortment of
barbarians and merchants tailored to fit unusual races
and their cultures appear to bring more unusual demihu-
mans into regular campaigning.

Proficiencies from many sources were used, their ori-
gins noted in parentheses. The option is offered to use ei-
ther the nonweapon proficiencies system or the sec-
ondary skills system, as per the Player’s Handbook (PHB).
If proficiencies are used, the number of languages nor-
mally granted to a character for Intelligence (PHB, Table
4) should be taken as bonus nonweapon slots instead.

Minor modifications of previous guidelines regarding
kits are used here. The following two points are very im-
portant regarding the kits described in this book.

e A multiclassed character may have only one Kkit,
which can be applied to only one of the character’s
classes. Thus, a fighter/thief may use either a fighter
kit or a thief kit but not both. Certain kits may be ap-
plied to several different classes; for example, the ban-
dit kit can be used with either the fighter or thief class
but not both classes in the same character, as with a
halfling fighter/thief.

¢ A specialist wizard cannot be multiclassed, except in

the case of a gnome illusionist. A gnome illusionist
can mix his magic use with either the fighter, thief, or
cleric class.

- - —

Dem?hummo
Races of FaerOn

The following sections set out basic facts on the demi-

human types, common and rare, known in the Realms.
This material should be used during the process of char-
acter generation (PHB, chapter 2). Each player can
choose a homeland and deity for his character and is not
restricted solely to those mentioned here; these are
merely the major demihuman homelands and deities of
Faertin. “Initial languages” does not mean that a 1st-
level character starts off knowing all of the tongues
given; this is the list from which a player can choose spo-
ken languages for his character, given the character’s In-
telligence (PHB, Table 4) or nonweapon proficiencies
allotted to language knowledge. The Dungeon Master
may add or remove languages from this list, depending
on campaign circumstances and the other languages spo-
ken near the character’s homeland.

The DM may grant 1-2 bonus nonweapon proficien-
cies in reading/writing to a character, applied to Common
and the character’s racial language (Dethek for dwarves
and Espruar for elves), but further knowledge of a written
language should be paid for in regular proficiency slots.
An exception here is for gnome illusionists, who
automatically gain knowledge of Ruathlek, the secret
magical script of Faertinian illusionists. Only researchers
and very long-lived races know Thorass (Auld Common).
Details on these and other Faertinian languages are found
on pages 24-26 in A Grand Tour of the Realms, the booklet
from the 1993 FORGOTTEN REALMS boxed set.

Gold (High, Sunrise) EIf
(Ar'Tel’Quessir)

Major Homelands: Evermeet, with a minority in
Cormanthor (Elven Court only) and Evereska.

Allowed Classes: cleric, fighter, ranger, mage, di-
viner, enchanter, thief (very rare).

Multiclass Combinations: fighter/mage, fighter/thief,
mage/thief, fighter/mage/thief.

Initial Languages: Elvish, Common, Thorass, Sea
Elvish (Evermeet), sylvan creature languages (for ex-
ample, Centaur, Dryad, Giant Eagle, Pegasus, Satyr,
Sprite, Treant, Unicorn), allied demihuman languages
(for example, Dwarvish, Gnome, Halfling), Auld Wyr-
mish, certain dragon tongues (gold, silver, bronze). The
languages of evil beings (giants, humanoids, etc.) are
very unlikely to be known without good reason.




Major Deities: Corellon Larethian and the Sel-
darine (Demihuman Deities; Monster Mythology; Elves of
Evermeet).

References: 1993 FORGOTTEN REALMS boxed set, A
Grand Tour of the Realms; Elves of Evermeet; The Com-
plete Book of Elves (Faertinian gold elves are much like
high elves in appearance and gray elves in personality);
Demihuman Deities; Elaine Cunningham’s novels Elf-
shadow, Elfsong, and Silver Shadows.

Moon (Gray, Silver) EIf
(Teu'Tel’Quessir)

Major Homelands: Evermeet, Evereska (and Halfway
Inn), Greycloak Hills (Greyhome), and scattered
human cities such as Baldur’s Gate, Neverwinter, Sil-
verymoon, Waterdeep, and Gildenglade and Xorhun in
Turmish.

Allowed Classes: cleric, fighter, ranger, thief, mage,
wizard.

Multiclass Combinations: fighter/mage, fighter/thief,
mage/thief, fighter/mage/thief.

Initial Languages: Elvish, Common, Thorass, Sea
Elvish (Evermeet), sylvan creature languages (for
example, Centaur, Dryad, Giant Eagle, Pegasus, Satyr,
Sprite, Treant, Unicorn), allied demihuman languages
(for example, Dwarvish, Gnome, Halfling), giant and
humanoid tongues spoken near homeland. Dragon and
other “monster” languages are very unlikely to be known.

Major Deities: Corellon Larethian and the
Seldarine (Demihuman Deities; Monster Mythology; Elves
of Evermeet).

References: 1993 FORGOTTEN REALMS boxed set, A
Grand Tour of the Realms; Elves of Evermeet; The Com-
plete Book of Elves (Faernian moon elves are much like
gray elves in appearance and high elves in personality);
Demihumun Deities; Volo’s Guide to the Sword Coast
(Evereska, Greycloak Hills, Halfway Inn); Elaine Cun-
ningham’s novels Elfshadow, Elfsong, and Silver Shadows.

Wild (Forest, Savage, Green, Wood,
Sylvan) EIf
(Sy’Tel’Quessir)

Major Homelands: Many old, isolated woodlands,
particularly in Cormanthor/Elven Wood (Tangled
Trees), Greycloak Hills, Deepingdale (Dalelands), High
Forest, Tethyr, Evermeet, and Gildenglade and Xorhun

in Turmish.
Allowed Classes: cleric, druid, fighter, ranger, thief,
mage, wizard.

Multiclass Combinations: fighter/mage, fighter/thief,
mage/thief, fighter/mage/thief.

Initial Languages: Elvish, Common, sylvan creature
languages (for example, Centaur, Dryad, Giant Eagle,
Pegasus, Satyr, Sprite, Treant, Unicorn), allied demi-
human languages (for example, Dwarvish, Gnome, Half-

ling), giant and humanoid tongues spoken near home-
land. Other languages are very unlikely to be known.

Major Deities: Corellon Larethian and the Seldarine
(Demihumun Deities; Monster Mythology; Elves of Ever-
meet); also, Rillifane Rallathil, DRAGON® Magazine issue
191, page 22+.

References: 1993 FORGOTTEN REALMS boxed set, A
Grand Tour of the Realms; Elves of Evermeet; The Com-
plete Book of Elves (Faertinian wild elves are much like
sylvan elves); Demihuman Deities; Volo’s Guide to the
Sword Coast (Greycloak Hills, Halfway Inn); Volo’s
Guide to the Dalelands (Deepingdale, The High Dale: the
Dancing Place); The North boxed set, The Wilderness
and The Cities booklets; Elaine Cunningham’s novels

Elfshadow, Elfsong, and Silver Shadows.

Sea (Aquatic, Water) EIf
(Alu'Tel’Quessir)

Major Homelands: Many nomadic groups widely
scattered through open saltwater seas. The largest
settled regions is the Coral Kingdom in the Great Sea
(Trackless Sea). A major sea elf city between the Coral
Kingdom and Evermeet is called Iumathiashae
(“Mother of Oceans”). Many sea elf colonies also lie off
the coast of Tethyr. Some sea elves now inhabit the Sea
of Fallen Stars.

Many sea elves near Evermeet were once gold or
moon elves who were changed into sea elves to escape
drowning. They are identical to normal Great Sea elves,
but they are the only sea elves able to become mages or
specialist wizards.

Allowed Classes: cleric, fighter, mage (Inner Sea or
near Evermeet only), specialist wizard (near Evermeet
only).

Multiclass Combinations: fighter/mage (near Ever-
meet only).

Initial Languages: Sea Elvish, Elvish, Common,
oceanic languages (for example, Dragon Turtle,
Koalinth, Locathah, Merman, Sahuagin, Triton) or
“Fallen Stars” tongues (for example, Kuo-Toan, Lizard
Man, Locathah, Nymph, Sahuagin, Selkie, Triton).
Other languages are very unlikely to be known. Certain
sea creatures have languages that cannot be heard or




articulated (for example, Dolphin, Whale), but these
creatures might hear and understand sea elf languages.

Major Deities: Deep Sashelas (Demihuman Deities;
Demihuman Deities; Monster Mythology, Elves of Evermeet).

References: 1993 FORGOTTEN REALMS boxed set, A
Grand Tour of the Realms; Elves of Evermeet; The Com-
plete Book of Elves; MONSTROUS MANUAL™ tome, “Elf,
Aquatic”; Demihuman Deities; Douglas Niles' novel, The
Coral Kingdom; Elaine Cunningham’s novel, Silver
Shadows.

Dark (Drow, Night) EIf

Major Homelands: Drow inhabit many Underdark
regions and hold the following major “undercities”:
Menzoberranzan (in the North), Eryndlyn (under the
High Moor), Sshamath (under the Far Hills), and Llurth
Dreier (under the Shaar). Small drow communities lie
under Tethyr, Amn, Waterdeep (Undermountain and
Skullport), and elsewhere. Good-aligned drow are re-
ported in the North around Silverymoon, in the Dales
and Cormanthor, in the Forest of Tethir, in Waterdeep,
and elsewhere.

Allowed Classes: cleric, fighter, ranger, thief, mage,
specialist wizard (diviner, enchanter).

Multiclass Combinations: fighter/mage, fighter/thief,
mage/thief, fighter/mage/thief.

Initial Languages: Drow Elvish, “Silent Speech”
(sign language), Undercommon, Common, Underdark
languages (for example, Beholder, Dwarvish, Jermlaine,
Kuo-Toan, Otyugh, Troglodyte), any humanoid lan-
guage. Surface languages can be learned from captives or
slaves. Orcs are common in the North but are very rarely
seen in the South; drow from Llurth Dreier would thus
know Goblin but not Orc. Good-aligned drow not born
in the Underdark may select languages known to moon
elves.

Major Deities: Lolth, Eilistrace, Ghaunadaur, Vhaer-
aun, and others (Demihuman Deities; Monster Mythology,
pages 59, 62-64; Drow of the Underdark, pages 20-45).

References: Elves of Evermeet; 1993 FORGOTTEN
REALMS boxed set, A Grand Tour of the Realms; The Com-
plete Book of Elves; MIONSTROUS MANUAL tome, “Elf,
Drow”; The Drow of the Underdark; M ENZOBERRANZAN®
boxed set; Monster Mythology; Demihuman Deities; Heroes’
Lorebook (Drizzt Do'Urden, Liriel Baenre, Qilué Veladorn);
R. A. Salvatore’s Icewind Dale novel trilogy, Dark EIf novel
trilogy, The Legacy, Starless Night, and Siege of Darkness;
Elaine Cunningham’s novel Daughter of the Drow.

Half-EIf

(Cha'Tel’Quessir)

Major Homelands: See the following. No half-elves
can live on Evermeet, though some can visit there
briefly. The information below on the frequency of dif-
ferent types of half-elves is an update of material in A
Grand Tour of the Realms, page 12, from the 1993
FORGOTTEN REALMS boxed set.

o Hulf-Gold Elf: Very rare; a handful live in Corman-
thor near the Elven Court.

 Half~Moon EIf: Common; individuals are widespread
across Faertin, especially in cosmopolitan places
where humans and moon elves meet regularly (for ex-
ample, Everlund, Neverwinter, Silverymoon, Sund-
abar, and Waterdeep in the North, and Baldur’s Gate
and Berdusk in the Sword Coast). The presence of
half-moon elves is more a testimony to the wander-
lust of moon elves than of humans.

o Half-Wild Elf: Uncommon; many appear in Agla-
rond’s Yuirwood and the coastal city of Urve, and
some are from Deepingdale, Cormanthor’s Tangled
Trees community, the Forest of Tethir, Elventree and
Elmwood along the southern Moonsea coast, and var-
ious forests and small towns in the North (for ex-
ample, Everlund and Loudwater), the Sword Coast
(Baldur’s Gate and Daggerford), and Turmish
(Gildenglade and Xorhun).

o Half-Drow Elf: Varies; nearly 15% of the entire popu-
lation of small, isolationist Dambrath in the Shining
South is of this type, but individuals elsewhere are ex-
tremely rare.

o Half-Sea EIf: Very rare; most of these come from west-
ern shore communities of Waterdeep, the Sword
Coast, Tethyr, Amn, Calimshan, the Moonshaes, and
Lantan; extremely few are known around the Sea of
Fallen Stars.

Allowed Classes: cleric, druid, fighter, ranger, thief,
bard, mage, wizard.

Multiclass Combinations: fighter/cleric, fighter/thief,
fighter/druid, fighter/mage, cleric/ranger, cleric/ mage,
thief/mage, fighter/mage/cleric, fighter/mage/thief.

Initial Languages: Elvish, Common, and any lan-
guages known to the elf and human parents (listed by
DM, selected by player per usual rules).

Major Deities: Any possible, particularly the deities
worshiped by the elf and human parents.

References: 1993 FORGOTTEN REALMS boxed set, A
Grand Tour of the Realms; The Complete Book of Elves;
Demihuman Deities; Volo’s Guide to the Dalelands (Deep-




ingdale); Spellbound boxed set, Campaign Guide (Yuir-
wood in Aglarond); The Shining South, “Dambrath.”

Lythari (lycanthrope elf, werewolf elf)
(Lythari)

Major Homelands: Known only in Evermeet forests,
Forest of Tethir, and the North; extremely rare.

Allowed Classes: cleric, fighter.

Multiclass Combinations: fighter/cleric.

Initial Languages: Elvish, Common, all forms of wolf
communication (howls, barks, smell, etc.), and sylvan
creature languages (for example, Centaur, Dryad, Giant
Eagle, Pegasus, Satyr, Sprite, Treant, Unicorn). No other
languages are initially known.

Major Deities: Rillifane Rallathil and other wilder-
ness Seldarine (Demihuman Deities; DRAGON Magazine
issue 191, page 22+; Monster Mythology; Elves of Ever-
meet). All references in Elves of Evermeet to the worship
of Oberon and Titania of the Seelie Court should be dis-
regarded. These gods are not Faertinian deities.

References: Elves of Evermeet.

Winged EIf

(Avariel)

Major Homelands: Known only from Sossal’s Mt.
Sundabar, east of the Great Glacier; extremely rare.

Allowed Classes: cleric, fighter, mage.

Multiclass Combinations: fighter/cleric, fighter/
mage, cleric/mage, fighter/cleric/mage.

Initial Languages: Elvish, Common, “Avian” (all
forms of avian communication: cries, songs, posture,
etc.). No other languages are initially known.

Major Deities: Aerdrie Faenya (Demihuman Deities;
Monster Mythology).

References: The Complete Book of Elves; M ONSTROUS
COMPENDIUM® Annual, Volume Two, “Elf, Winged”;
Elves of Evermeet. DRAGON Magazine, issue 233, “On
Wings of Eagles,” pages 14-22.

Wildspace (Imperial Fleet) EIf

Major Homelands: A few Imperial Fleet officers, as
advisors and observers, are in Evermeet and Evereska,
with a minor presence in Cormanthor (Elven Court).

Allowed Classes: cleric, fighter, ranger, thief, mage, wizard.

Multiclass Combinations: fighter/mage, fighter/thief,
mage/thief, fighter/mage/thief.

Initial Languages: Elvish (Faertinian but with much
slang, jargon and borrowed words widely used by the Im-
perial Fleet in Realmspace), Common (Faertinian), and

other languages common in Realmspace, for example,
High Shou, Dwarvish (wildspace), Neogi, Anadian
Halfling, Coliar Aarakocra, Coliar Lizard Man, Karpri
Sea Elvish, H'Catha Beholder (various tongues), Scro
(after Second Unhuman War). Languages spoken in
other crystal spheres can be learned at the DM’s option,
including non-Faertinian common and demihuman
racial tongues.

Major Deities: Corellon Larethian and Seldarine,
possibly worshiped as a polyglot faith (see
SPELLJAMMER®: AD&ED® Adventures in Space boxed set,
Concordance of Arcane Space; Demihuman Deities).

References: SPELLJAMMER: AD&D Adventures in
Space boxed set; War Captain’s Companion boxed set;
Complete Spacefarer’s Handbook; Rock of Bral; D RAGON
Magazine Annual 1, page 44+, “Campaign Classics.”

Shield (Mountain, Northern) Dwarf

Major Homelands: Primarily in the North (Citadel
Adbar, Deadsnows, Felbarr (ex-Citadel of Many Ar-
rows), Fireshear, Ironmaster, Mirabar, Mithril Hall, etc.)
but scattered across most of Faertin (for example, Iron-
fang in Turmish, Galena Mountains in Vaasa and
Damara, Glen in Mistledale, mountains in the Shining
South). Most major human cities have shield dwarf pop-
ulations (for example, Silverymoon, Waterdeep). Note
the important distinction between the Hidden and
Wanderer shield dwarves (Dwarves Deep, page 7); shield
dwarf characters in this book are all assumed to be Wan-
derers, as the Hidden so rarely get out.

Allowed Classes: cleric, fighter, thief.

Multiclass Combinations: fighter/thief, fighter/cleric.

Initial Languages: Dwarvish, Common, allied demi-
human languages (for example, Elvish, Gnome, Half-
ling), giant and humanoid tongues (especially Orc) spo-
ken near homelands. Dragon and other “monster” lan-
guages are very unlikely to be known. However, certain
Underdark languages are possible (for example, Under-
common, Drow Elvish, Drow “Silent Speech,” Beholder,
Jermlaine, Kuo-Toan, Otyugh, Troglodyte).

Major Deities: Moradin’s pantheon and local deities
(Demihuman Deities; Monster Mythology, Dwarves Deep).

References: 1993 FORGOTTEN REALMS boxed set, A
Grand Tour of the Realms; MONSTROUS MANUAL tome,
“Dwarf”; The Complete Book of Dwarves (shield dwarves
are much like mountain dwarves); Dwarves Deep; Demi-
human Deities; Volo’s Guide to the North; Volo’s Guide to
the Dalelands, “Mistledale: Glen”; The North boxed set,
The Wilderness and The Cities booklets.




Gold (Hill, Southern) Dwarf

Major Homelands: Great Rift region.

Allowed Classes: cleric, fighter, thief.

Multiclass Combinations: fighter/cleric, fighter/thief.

Initial Languages: Dwarvish, Common, Gnome, Un-
dercommon, some humanoid tongues (not Orc, but

Goblin is okay), and Underdark languages (for example,
Drow Elvish, Drow “Silent Speech,” Beholder,
Jermlaine, Kuo-Toan, Otyugh, Troglodyte).

Major Deities: Moradin’s pantheon and local deities
(Demihuman Deities; Monster Mythology, Dwarves Deep).

References: 1993 FORGOTTEN REALMS boxed set, A
Grand Tour of the Realms; MONSTROUS MANUAL tome,
“Dwarf”; The Complete Book of Dwarves (gold dwarves
are much like hill dwarves); Dwarves Deep; Demihuman
Deities.

Gray (Deep, Duergar) Dwarf
(Duergar)

Major Homelands: Scattered cities in deep regions of
the Underdark, particularly common in the ruins of
Deep Shanatar (under Calimshan and Tethyr), in the
Galena Mountains near Vaasa and Damara, below the
North, and in Underspires, a city below Turmish hang-
ing from a rift ceiling. Duergar sometimes raid the sur-
face world at night or on cloudy days.

Allowed Classes: cleric, fighter, thief.

Multiclass Combinations: cleric/fighter, cleric/thief,
fighter/ thief.

Initial Languages: Dwarvish, Undercommon, Com-
mon, and Underdark languages (for example, Drow
Elvish, Drow “Silent Speech,” Beholder, Jermlaine, Kuo-
Toan, Otyugh, Troglodyte).

Major Deities: Laduguer (Demihumun Deities; Mon-
ster Mythology) and Deep Duerra (Demihuman Deities;
POLYHEDRON® Newszine issue 110, page 4), a local
minor deity.

Major references: 1993 FORGOTTEN REALMS boxed
set, A Grand Tour of the Realm

s, MONSTROUS MANUAL tome, “Dwarf: Duergar”;
The Bloodstone Lands; Dwarves Deep; Demihuman Deities;
Monster Mythology; R. A. Salvatore’s novel Streams of
Silver; POLYHEDRON Newszine issue 110.

Jungle (Wild Chultan) Dwarf
(dur Authalar)
Major Homelands: Chult's jungles.
Allowed Classes: cleric, fighter.
Multiclass Combinations: fighter/cleric.

Initial Languages: Wild Dwarvish (clicking, trilling
speech), Dwarvish, pigeon Common.

Major Deities: Thard Harr (Demihuman Deities;
Dwarves Deep).

Major references: The Jungles of Chult; Dwarves
Deep; Demihuman Deities; MONSTROUS COMPENDIUM
Annual, Volume Two, “Dwarf, Wild.” Jungle dwarves are
more often called wild dwarves; they are renamed here
to avoid confusion with wild elves.

Arctic (Great Glacier) Dwarf

(Innugaakalikurit)

Major Homelands: The mountainous central Novu-
larond region of the Great Glacier.

Allowed Classes: fighter, ranger, thief.

Multiclass Combinations: fighter/thief.

Initial Languages: Ulutiun, White Dragon, Frost
Giant, Yeti, Selkie, poor Common. Dwarvish and De-
thek runes are unknown to arctic dwarves.

Major Deities: None. Arctic dwarves bitterly reject
the worship of all deities.

References: The Great Glacier;, MONSTROUS
COMPENDIUM Annual, Volume Three, “Dwarf, Arctic.”
(Note that the racial name is misspelled as “Inugaaka-
likurit” in some places.)

Hairfeet (Luiren) Halfling

Major Homelands: In and around Luiren, scattered
throughout the Shining South just south of the Shaar; in
the Purple Hills of Tethyr; eastern Amn (where the an-
cient halfling kingdom of Meiritin lay); and widely scat-
tered in human cities throughout the North (particu-
larly Everlund, Silverymoon, and Waterdeep), the
Sword Coast (Baldur’s Gate, Berdusk, Secomber), east-
ern Aglarond, Chessenta, Turmish, and northern
Damara (Waukeshire). They prefer temperate plains,
hills, or forested regions. North of Luiren, they are quite
often found near human communities.

Allowed Classes: cleric, fighter, thief.

Multiclass Combinations: fighter/thief.

Initial Languages: Halfling, Common, allied demi-
human languages (for example, Dwarvish, Elvish,
Gnome), sylvan creature languages (for example,
Brownie, Pixie, Satyr, Sprite). Languages of evil beings
(giants, humanoids, etc.) are unlikely to be known.

Major Deities: Yondalla's pantheon (Demihuman
Deities; Monster Mythology).

References: 1993 FORGOTTEN REALMS boxed set, A
Grand Tour of the Realms; Lands of Intrigue boxed set,




Books One and Two; The Shining South; Demihuman
Deities.

Stout Halfling

Major Homelands: Any temperate hilly region from
Waterdeep south to the Shaar. Stout halfling popula-
tions are often mixed in with hairfeet halfling popula-
tions.

Allowed Classes: cleric, fighter, thief.

Multiclass Combinations: fighter/thief.

Initial Languages: Halfling, Common, allied demi-
human languages (for example, Dwarvish, Elvish,
Gnome). Languages of evil beings (giants, humanoids,
etc.) are unlikely to be known.

Major Deities: Yondalla’s pantheon (Demihuman
Deities; Monster Mythology).

References: 1993 FORGOTTEN REALMS boxed set, A
Grand Tour of the Realms; Demihuman Deities.

Tallfellow Halfling

Major Homelands: Cormanthor, southern Damara
(Halfling Downs), High Forest, Silverymoon, Water-
deep. Tallfellow halflings prefer temperate forests and
are often mixed in with hairfeet halfling societies.

Allowed Classes: cleric, fighter, thief

Multiclass Combinations: fighter/thief

Initial Languages: Halfling, Common, allied demi-
human languages (for example, Dwarvish, Elvish,
Gnome), sylvan creature languages (for example,
Brownie, Pixie, Satyr, Sprite). Languages of evil beings
(giants, humanoids, etc.) are unlikely to be known.

Major Deities: Yondalla’s pantheon (Demihuman
Deities; Monster Mythology).

References: 1993 FORGOTTEN REALMS boxed set, A
Grand Tour of the Realms; The Bloodstone Lands; Demi-
human  Deities.

Rock Gnome

Major Homelands: Widely scattered communities in
forests, hills, and rough terrain but becoming more com-
mon south of the Savage North. Notable towns and
strongholds exist in Tethyr (near the cities of Myratma
and Saradush), Amn (Quarrelshigh), Waterdeep, Sil-
verymoon, the Sword Coast (Baldur’'s Gate, Berdusk,
Hardbuckler), Turmish (Xorhun), Moonsea (Melvaunt),
Lantan, and the Great Rift (working for gold dwarves as
servants).

Allowed Classes: cleric, fighter, thief, specialist wiz-
ard (illusionist only).

Multiclass Combinations: cleric/fighter, cleric/thief,
cleric/illusionist, fighter/thief, fighter/illusionist, thief/il-
lusionist.

Initial Languages: Gnome, Common, Burrowers’
Squeak (common speech of burrowing mammals), allied

demihuman languages (for example, Dwarvish, Elvish,
Halfling), sylvan creature languages (for example,
Brownie, Pixie, Satyr, Sprite). Languages of small evil
humanoids (for example, kobolds, goblins) might be
known.

Major Deities: Garl Glittergold’s pantheon (Demi-
human Deities; Monster Mythology), particularly Garl
himself.

References: 1993 FORGOTTEN REALMS boxed set, A
Grand Tour of the Realms; The Complete Book of Gnomes
& Halflings; Demihuman Deities; Volo’s Guide to the Sword
Coast (Hardbuckler); Lands of Intrigue boxed set, Books
One and Two; Dwarves Deep; David Cook’s novel Sol-
diers of Ice.

Forest Gnome

Major Homelands: Very widely scattered communi-
ties in deep forests. Clusters of villages exist in the
Moonwood, the High Forest, the Forest of Tethir, and
the Chondalwood. These villages rarely interact with
other races, even other gnome communities. An impor-
tant forest gnome community exists in Myth Dyraalis,
but these gnomes almost never interact with the outside
world.

Allowed Classes: cleric, fighter, thief, specialist wiz-
ard (illusionist only).

Multiclass Combinations: cleric/fighter, cleric/thief,
cleric/illusionist, fighter/thief, fighter/illusionist, thief/il-
lusionist.

Initial Languages: Gnome, Common, Burrowers’
Squeak (common speech of burrowing mammals), allied
demihuman languages (usually Elvish or Halfling), syl-
van creature languages (for example, Brownie, Pixie,
Satyr, Sprite). Languages of small evil humanoids (for
example, kobolds, goblins) might be known.

Major Deities: Garl Glittergold’s pantheon (Demi-
human Deities; Monster Mythology) but particularly Baer-
van Wildwanderer.

References: 1993 FORGOTTEN REALMS boxed set, A
Grand Tour of the Realms; The Complete Book of Gnomes
& Hulflings; Demihuman Deities; Lands of Intrigue boxed
set, Book One, “Myth Dyraalis”; Monster Mythology,
“Gods of the Gnomes: Baeran Wildwanderer.”
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Deep Gnome

(Svirfneblin)

Major Homelands: Widely scattered cities in the Un-
derdark (for example, Deepearth in the Galena Moun-
tains, in Damara).

Allowed Classes: cleric, fighter, thief, wizard (illu-
sionist).

Multiclass Combinations: cleric/fighter, cleric/thief,
cleric/illusionist, fighter/thief, fighter/illusionist, thief/il-
lusionist.

Initial Languages: Deep Gnome, Gnome, Dwarvish,
Common, Underdark languages (for example, Under-
common, Beholder, Drow Elvish, Drow “Silent Speech,”
Jermlaine, Kuo-Toan, Otyugh, Troglodyte).

Major Deities: Callarduran Smoothhands and Garl
Glittergold’s pantheon (Demihuman Deities; Monster
Mythology).

References: 1993 FORGOTTEN REALMS boxed set, A
Grand Tour of the Realms; The Complete Book of Gnomes
& Halflings; Demihuman Deities; The Bloodstone Lands.

Using This Book

The format for each kit presented in Demihumans of the
Realms is similar to that for kits given in two earlier
FORGOTTEN REALMS accessories, Wizards and Rogues of
the Realms and Warriors and Priests of the Realms. An ex-
planation of each entry appears below.

Class INnpormaTion

Each entry begins with a description of the kit’s alterna-
tions from the normal base skills of the Warrior, Rogue,
or Wizard classes. While a kit still resembles its parent
class in many fundamental ways, the kit changes the
class sufficiently to develop unique and entertaining
characters.

Class Requirements

Most kits can be used with only one specific class. A
few kits can be used with two or more classes, though
certain aspects of these kits are modified for each class.
A kit allowed for a fighter cannot be used for a ranger
unless specifically stated; likewise, a kit allowed for a
mage cannot be taken for a specialist wizard unless
specifically stated.

Unless otherwise noted, a kit can be applied to one of
the classes used by a multiclassed character, so long as the
class combinations are within the rules for the character
race involved. Only one kit is allowed per character.

Thus, a moon-elf fighter/mage could use either the acro-
bat kit or the forester kit but not both kits together. Mul-
ticlassing enormously improves the power of a character
using a kit, but multiclassed characters cannot use the
optional rules for exceeding level limits (DUNGEON
MASTER® Guide, Tables 7 and 8).

Racial Requirements

The kits in this book restrict the types of demihuman
races that can use them, reflecting the cultural back-
ground and basic abilities of each race. Some regions,
nations, and cultures of Faertin are dominated by certain
races and completely lack others, which affects the types
of races allowed for each kit. (Citadel Adbar has no
elves, for instance, and Evermeet has no dwarves, half-
elves, or drow.)

The notation “halfling” indicates that hairfeet,
tallfellow, and stout halflings alike may take a kit, unless
a parenthetical restriction is given.

Ability Requirements

Some Kkits require that characters taking them be gifted
in one or more mental or physical abilities. A character
race’s ability-score minimums may be lower than those
given for a particular kit, but this simply means that
characters of that race with those lower scores cannot
take that kit. Nonplayer characters with lower scores
certainly exist in kitlike occupations (such as a festival
acrobat with a Dexterity of 6, or a Waterdeep thug with
an Intelligence of 18). However, these kits represent
trained and skilled characters, those most likely to suc-
ceed in their chosen work. It might be fun to roleplay a
weak barbarian or clumsy acrobat, but these characters
should act in those capacities without the benefits
granted by the kits given here.

All ability scores other than those given for a kit are as-
sumed to be 6 or above, except for the prime requisite,
which must be 9 or better. The ability requirements for
certain kits were modified slightly from previously pub-
lished versions of similar kits; these kits were designed to
be specific to Faertinian characters. Some kits have ability-
score maximums that must be met for the kits to be used.

Kits that involve leadership, negotiation, or even
working with animals like horses or dogs, often require
minimum scores in Wisdom (representing the PC’s will-
power and self-confidence) as well as Charisma (which
applies to animals as well as more intelligent beings). The
Wisdom score also represents a character’s ability to be de-
voted to a cause and not be talked out of his principles.




Prime Requisite

This is the most important ability score or scores for he-

roes using a particular kit. All listed prime requisite
scores must be 16 or above in order for a character to
gain a 10% bonus to earned experience when using a
particular kit, as per the Player’s Handbook. It may be
that a kit has more prime requisite scores than normally
given for that kit’s class; this serves as a penalty to coun-
terbalance the benefits of that kit.

Alignments

Though alignment is irrelevant to some Kkits, it is impor-
tant to others. Some demihuman homelands have
strong alignment preferences (Evermeet is devoid of evil
elves, for instance), while certain occupations have
alignment restrictions (such as the orcslayer). Kit align-
ment restrictions and preferences are noted here.

Social Rank

Social classes characteristic of most characters taking
this kit are given here. The DM should take this rating
with a grain of salt and may adjust it for a particular
character if circumstances warrant it.

Social status is important in most societies, human or
demihuman, as described in the FORGOTTEN REALMS
campaign. The rural lower class usually holds the bulk
of a kingdom’s population: peasants, laborers, beggars,
farmers, men-at-arms, criminals, freed slaves, and so
forth. The urban middle class comes into being when
considerable money from trade enters society, produc-
ing craftsmen, tradesmen, merchants, scholars, military
officers, and artists. The urban upper class consists of a
realm’s royalty, nobility, and great landowners.

Demihuman realms rarely fit this mold, however.
Luiren, a decentralized halfling realm, has no upper class
except for a few wealthy merchant families; most half-
lings here are lower class with a comfortably large middle
class of artisans, bakers, merchants, etc. Gnomes have a
similar setup in their communities, though deep gnomes
have royalty, too. The gold dwarves of the Great Rift
claim to have no lower class, though their hired gnome
servants fit this rank; most gold dwarves are wealthy,
upper-middle class or above. The miners and rock-
haulers of a shield dwarf mining community might be
called lower class, but they share so many benefits with
their artisan brethren that they are lower-middle class.

As for elves, even nomadic hunter/gatherer wild

elves may have nobility. A good case could be made
that the wild elves and lythari of Evermeet are lower

class, the moon elves are middle or upper class, and the
gold elves are all upper class. However, social back-
ground is irrelevant to most elves, who look to the indi-
vidual first and not his or her surroundings. Class-con-
scious humans and dwarves have great trouble with this
attitude. Only gold elves cling tightly to status aware-
ness, even the lowest of them seeing himself as royalty
when compared with any other sort of elf, not to men-
tion any other race.

Hit Die Type

It is very rare for a kit to cause a change in the Hit Dice
normally received for the class to which the kit applies.
This occurs to reflect a kit's apparent strength or weakness
in a character’s combat ability or physical toughness. Most
kits can be applied to a class used in a multiclass character,
so the Hit Dice for any extra classes beyond the one to
which a kit is applied must always be considered. The pos-
sibility of gaining multiclassed Hit Dice isn’t noted here.

Attack as

In most cases, a kit offers the same THACO attack table
as the parent class. In a few instances, however, a kit car-
ries with it more or less martial training than usual, and
a change in attack tables reflects this.

Save as

As above, a kit usually offers the same saving throw table
as the parent class. In a minority of cases, this is not so,
and any changes to this are explained in the text follow-
ing the statistics section.

Advance as

The kits in this volume use the same experience tables
as their parent classes. Very powerful kits, however,
might slow progression; if this is the case, details are
noted here.

Spell Ability?

If a kit’s class allows spellcasting, the spellcasting ability
is given here. The possibility of gaining spell ability by
multiclassing is not considered here.

Exceptional Strength?

Normally, only Warriors in the AD&D® game get
Exceptional Strength scores, even if multiclassed. How-
ever, halfling fighters do not receive exceptional
Strength, as per the Player’s Handbook; this note is
repeated in the text only for the halfling marshal.
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Exceptional Constitution?

As a rule, Warriors alone get more than a +2 hit point
bonus for high Constitution scores, even if multiclassed.
This is spelled out to avoid confusion.

Starting Cash (x10 gp)

Starting wealth varies greatly according to the kit cho-
sen, though many follow the basic rules for their class as
per the Player’s Handbook. The number and type of dice
rolled are shown, and this result is multiplied by 10 to
get the final figure on gold pieces gained when the char-
acter is generated, so that equipment may be purchased.
Starting cash does not include regular pay for heroes
that are currently employed, such as active-duty soldiers;
weekly or monthly pay should be determined by the DM
but kept low and reasonable. Some poverty-stricken kits
like the professional beggar and peasant hero receive
even less gold than normal, as indicated.

Proficiencies

If the optional proficiency rules are being used, the next
few entries fill out the details on the number and type of
slots gained, including any restrictions on weapon type
or nonweapon proficiencies for 1st-level characters at
the time they are generated.

Weapon Slots

This is the initial number of weapon proficiency slots
available to a character with this kit. Some kits grant
bonuses or penalties to the usual number of slots appro-
priate to a class, and this is so noted.

Initial Weapons

This is the selection of weapons available to a 1st-level
character using this kit. Because of the character’s race
or background, many kits greatly restrict the weapons
with which a 1st-level character can be familiar. For ex-
ample, dwarves (who don’t use cavalry in their armies)
are highly unlikely to use lances, and jungle-dwarf bar-
barians (who do not make or use swords in their culture)
have no chance to learn to use swords at 1st level. Often,
other sorts of weapons may be learned after 1st level,
when the character has traveled around in the world.

Some weapon proficiencies are taken from sources
other than the Player’s Handbook. Abbreviations in
parentheses are: CFH (Complete Fighter’s Handbook);
CSH (Complete Spacefarer’s Handbook).

Even if “Any” is noted, allowing the use of any
weapon, a DM can restrict the use of certain weapons in

play if not appropriate to the setting (for example, the

arquebus cannot be learned if smoke powder is not

available in the campaign).

If “(spec.)” appears after a certain weapon, then spe-
cialization with that weapon is required, and two
weapon proficiency slots must be devoted to it when the
character is generated. Some weapon specializations are
granted as bonuses, however, leaving the initial slots
open for other selections.

“Standard thief” means any weapon normally al-
lowed to thieves may be learned at 1st level by a char-
acter with this kit. “Standard thief” weapons are re-
stricted to the club, dagger, dart, hand crossbow, knife,
lasso, quarterstaff, short sword, sling, broad sword, long
sword, and short sword.

“Standard wizard” means any weapon normally al-
lowed to mages and specialist wizards may be learned at
1st level by a character with this kit. “Standard wizard”
weapons are restricted to the dagger, dart, knife, quar-
terstaff, and sling.

“Primitive” means all initial weapons selected must
be of either wood, stone, or bone, using no metal what-
soever. These weapons are subject to the following
modifications compared to metallic weapons of the
same type: Bone: 30% cost, 50% weight, -1 damage, -
1 to attack roll; Stone: 50% cost, 75% weight, -1 dam-
age, -2 to attack roll; Wood: 10% cost, 50% weight, -
2 damage, -3 to attack roll. Damage modifiers apply to
missile weapons, with a minimum damage of 1 point.
The attack penalty does not apply to missile weapons.
Note that some weapons are always assumed to be made
from wood (for example, club, quarterstaff) and are not
subject to these penalties; weight and damage factors
were accounted for in their statistics. Primitive weapons
are made using the crude weaponsmithing proficiency
(Complete Ranger’s Handbook).

The size of the demihuman has a dramatic effect on
the type of weapon that can be used. For the following
races, the given types of weapons cannot be chosen, as
they cannot be effectively used by a being of the given
average height. (A short arm reach and low weight are
assumed for short folk.)

e Dwarf (4 feet tall): long bow, long composite bow,
bastard sword, two-handed sword, polearm (all but
piercing/thrusting types, like the spear or trident).
Broad and long swords may be used two-handed.

o Halfling, gnome, arctic dwarf (3 feet tall): battle axe,
long bow, long composite bow, heavy crossbow,
footman’s flail and mace (horseman versions




allowed), lasso, polearm (all but piercing/thrusting
types, like the spear or trident), quarterstaff, sword
(all but short). As a rule of thumb, weapons should
be size M or S only (except for spears) and weigh less
than 10 1bs. Because of their mass, arctic dwarves can
use footman’s weapons and the battle axe.

Additional WP Slot

A character must advance this many levels to gain an
additional weapon proficiency slot.

Additional Weapons

These are the weapons that can be learned beyond 1st
level, after the character is active in a game. Some Kkits
place no restrictions on weapons learned after 1st
level, while others do because of cultural or racial
traits. Gnomes cannot handle polearms, for instance,
and Knights of Evermeet will never learn to use a
lasso. “Standard thief, and “Standard wizard” mean
that any weapon normally allowed to thieves and
mages, respectively, may be learned; see “Initial Weap-
ons” for details.

Nonproficiency Penalty

If a character uses a weapon with which he is not famil-
iar, his attack rolls with that weapon suffer. The penalty
shown is applied to all such attack rolls.

Nonweapon Slots

This shows the number of nonweapon proficiency slots
available to a 1st-level character using this kit. Some
kits grant bonuses or penalties to the usual number of
slots appropriate to a class.

Additional NWP Slot

This is the number of levels that a character must ad-
vance to gain a new nonweapon proficiency slot.

Available Categories

All AD&D game nonweapon proficiencies are divided
into categories by class, reflecting the skills usually
learned by characters of those classes. Skills from the
categories given here are available at the normal cost in
slots; skills from outside these categories cost one addi-
tional slot, as per the Player’s Handbook rules. Some kits
allow a character to choose from additional categories at

the normal (not increased) cost in slots.

Bonus Proficiencies

Most kits grant automatic nonweapon proficiencies at 1st
level to characters who are assumed to have had previous
experience and training in their line of work. Characters
need not allocate nonweapon proficiency slots to receive
bonus proficiencies, but they can do so in order to raise
the base chance for success at using those skills.

Some proficiencies given here were taken from
sources other than the Player’s Handbook. Abbreviations
used are: CBardH (Comp