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Is your FORGOTTEN REALMS® charagt@ranielfd dwarf? Maybe a
gnome? Perhaps, yet that doesn’t really say mfich, doesdf?”One might just as
easily say there’s no differencedatween a @alishited@nd a Teayan because
they’re both humans! No one isYisBa demih@maitin the Realins—there are
acrobats, barbarians, giant killers, m@nhunterspéstkillers, pOspectors, and
even tunnelrats, but they're all demiNdmans andgheg@lPwalk the face of
Faertn,

Within these pagesfare dozens of Kits @esigned to help players in a
FORGOTTEN REALMS cagiipaign enrighitheir chagaeters and make them truly
native to the Realms. Spa@ial benefits apdlidisadvantages for each kit enhance
the roleplaying expefg@nee while allowiiig characters to reflect their social
roots and racial heritag@8i¥Lhis compamion to Wizards and Rogues of the

Redbuis.afiet” Warriors and Priests of the Realms
completes the series of kit-based sourcebooks
for the FRRGOTTEN REALMS campaign.
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In€troduction

A hero must move.
—Cormyrean 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 dégree
of that person’s fame and power. With sincerest apologies to my parents, I cannot think ofia

single worthwhile individual of any sort who never left home.

—Binbollar Clambake halfling merchant of Litiren
earlier works, Wizards and Rogues of the Realms and Wasrfiors and\Priests of
the Realms, the Warrior, Rogue, and Wizard kits/were primarily for

A\ human characters and were categorizédh by geography {Waterdéep,
Cormyr, the Dales, Moonsea, etc.). The Priest kits were based upenithe deities'wor-
shiped, one kit per Faernian god but again were primarily for Ruman chatacterss

This work offers new Warrior (fighter and ranger), Rogue (thief), and Wizard (mage
and specialist wizard) kits for FaerGnian demihumans:@lies;, half-elveshdwarves, gnomes,
and halflings. Kits for demihumans from Maztica, Zakhara, or Kara-Tur aré not covered.

Demihuman Deities (9585) covers the gods of the demihumans, along with the appro-
priate Priest kits, so no Priest kits appear herefor demihuman|elerics or druids. (In the
Realms, wild elves as well as any sort of half-elf canlbecome dfuids.) Religious training,
beliefs, and behaviors supersede regionfl, cultural, and ragial€haracteristics in most cases.

Many character kits allowed for use by demihumans of the Realms are detailed in
other works and are not coveredihiere. The readeriis encouraged to look for Wizards and
Rogues of the Realms, Warrior§ 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 Handbagk series and'the PLAYER'S OPTION®: Skills & Powers book
are useful for Faeflinianidemihumans—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 dre very specialized and can be used by only one race, and by
only thosesifidividualsilikely to be found outside their homelands. Still, these kits fill
majorfffunctions in the workings of the Realms.

Demihumans of the Realms often do not have greatly differing powers or abilities
within each spéeific occupation. A wayfaring halfling merchant from Luiren is much like
a wayfaringhalfling merchant from Tethyr, except for particulars of their dress, personal-
itiesy 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

emihumans of the Realms is similar to two previous FORGOTTEN REALMS®
N game accessories that described character kits of FaerGn. In these two
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