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Is your FORGOTTEN REALMS"' charac ter an elf? A dw arf? Maybe a 
gnome? Perhaps, yet that doesn' t rea lly say mu ch, does it? One might just as 
eas ily say there's no differe nce behvecn a Ca lishite and a Thaya n because 
they' re both human s! No one is just a demihum an in the Realm s- there are 
acrobat s, barb arians, giant killers, manhunter s, pestkillers, prospectors, and 
even tunn elrat s, but they' re a ll demihuman s and they all walk the face of 
Faerun. 

Within these pages are do zens of kits designed to help players in a 
FORGOTTEN REALMS camp aign enri ch their characters and make them trul y 
nat ive to the Realms. Special benefit s and di sad vant ages for each kit enh ance 
th e ro lepla y ing experience while allow ing char acters to reflect th eir soc ial 
roo ts and racial heritages . Thi s compani on to Wi::ards a11d Rogues of the 
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Rea/111s and Warriors a11d Priests of the Realms 
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lntRoc>uction 
A hero must move. 

-Corm'.)'Tean proverb 

It seems 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

• 

emihumans of the Realms is similar to two previous FORGOTTEN REALMS® 

game accessories that described character kits of FaerOn. In these two 
earlier works, Wizards and Rogues of the Realms and Warriors and Priests of 
the Realms, the Warrior, Rogue, and Wizard kits were primarily for 
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 FaerOnian 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 FaerOnian demihumans: elves, half-elves, dwarves, gnomes, 
and halflings. Kits for demihumans from Maztica, Zak.hara, 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 characterist'ics 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 
Dwarves for important examples. In addition, many of the kits appearing in other vol­
umes in the Complete Handbook series and the PLAYER'S On10N8: Skills & Powers book 
are useful for FaerOnian 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 
merge very similar kits, tone down overpowered kits, and most importantly to make 
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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 Faerun 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 oflanguages nor­
mally granted to a character for Intelligence (PHB, Table 
4) should be taken as bonus non weapon 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. 
• A multiclassed character may have only one kit, 

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. 

Derniharnan 
Races of Fae-uan 
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 
Faerun. "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 non weapon 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 Faerunian illusionists. Only researchers 
and very long-lived races knowThorass (Auld Common). 
Details on these and other Faerunian 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) Elf 
(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, Unicom), 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. 
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Major Deities: Corellon Larethian and the Sel­
darine (Demihuman Deities; Monster Mythol.ogy; Elves of 
Evermeet). 

References: 1993 FORGOTTEN REALMS boxed set, A 
Grand Tour of the Realms; Elves of Evermeet; The Com­
plete Book of Elves (FaerO.nian 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) Elf 
(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, Unicom), 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 Mythol.ogy; Elves 
of Evermeet) . 

References: 1993 FORGOTTEN REALMS boxed set, A 
Grand Tour of the Realms; Elves of Evermeet; The Com­
plete Book of Elves (FaerO.nian moon elves are much like 
gray elves in appearance and high elves in personality); 
Demihuman 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) Elf 
( 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, Unicom), 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 a11:d the Seldarine 
(Demihuman Deities; Monster Mythol.ogy; 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 (FaerO.nian 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) Elf 
(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 lumathiashae 
("Mother of Oceans"). Many sea elf colonies also lie off 
the coast ofTethyr. 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 
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