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ne afternoon early in 2006, I was poking
.around the FORGOTTEX REALMS message

boards on the Wizards of the Coast website

I when I ran across an interesting thread. Several posters were
‘ raving about a great Realms history tool assembled by someone
under the mysterious screen name of “lakhovas.” One of the

| sages included a link, and I was intrigued enough to follo
soon discovered a 100-page PDF composed mostly of the compi

timelines from every D&D ForGOTTEX REALMS publication. This,
of course, was Brian James'’s Grand History of the Realms, in a
form very much like the one you now hold in your hand
Needless to say, I was immediately impressed.
lakhovas’s Grand History was the sort of online

=

never pulled them together into a sin,
forwarded the link toChris Perkins (D,
Phil Athans (Managing Editor for
Carroll (the producer in charg
“This is a great piece of wor
about contacting this guy,
this asa web feature?”

his work, wh intance (electronically, at
least) of Bri ed out an arrangement
with Brian d History tor our ForGoT-

went back to my normal routine.
plans for the Grand History in
r product schedule opened up, he

ur business managers to assign it to 7The
his was something unprecedented for us; for

The Grand History of the Realms is therefore not just an
excellent FORGOTTEN REALMS resource, but also a truly revolution-
ary product and process for us. It’s a sign that you, the readers

OITEX REALMS campaign setting, are
creative process. Your interes% and your
e with the setting that we all know and love
me just as big a part of Faeriin as any series of novels,
, or adventures we've ever printed. The Realms are
what we say they are—they’re what you say they are,

Of course, a book composed of nothing but the timelines
of dozens of Realms products would only appeal to the most
dedicated of fans, so Chris decided to expand Brian’s excellent
compilation with nearly 60 sidebars by Brian, Tom Costa, Eric
L. Boyd, George Krashos, and none other than Ed Greenwood
imself, offering new insights and glimpses into the ever-growing
story of Faerdn.

While most of the 3rd Edition sourcebooks are the work of a
relatively small number of game designers, the timelines included
in these books were frequently derived from older 1st and 2nd
Edition sources written years ago by different people. By now,
scores of game designers and authors have touched the great,
sprawling story that unfolds in these 150-plus pages. Suffice it
to say that just about everybody who’s worked on a FORGOTTEN
REALMS game product or written a FORGOTTEX REALMS novel
has contributed to this sweeping vista of imagination. And, as
always, Ed Greenwood has been exceedingly generous with his
world, finding room for all sorts of story lines and ideas brought
to the Realms by all the rest of us. None of this would be here
if not for him.

Anyway, thanks to a little passion and a lot of hard work on
the part of Iakhovas—Brian James—The Grand History in all
its splendor is now yours to behold. Enjoy!

Richard Baker




INTRODUCTION

introduction

All of Toril, and especially Faerdn, is rich in history. As the eons
have passed, empires have risen and fzllen all around the world.
This chronology presents the history of the FORGOTTEN REALMS
setting in all i glory. We've brought together information from
dozens of sources to provide the definitive chronicle.

Timeline Format

The bulk of this book is made up of brief entries that tollectively
form a timeline of the history of Faertin and the other continents
of Toril. The events are presented (naturally) in chronological
order according to the year or time frame in which they occurred.
In addition, the events for the four most recent years n history
(beginning with 1372) are laid out inorder by the day on which
each event occurred or began.

Because the saga is a long and complex one, we've inserted a
number of pointers—*“links,” if you will==that make it possible
to read about a single chain of events by following a certain set
of pointers from one year to the next one (or the previous one)
in the sequence.

For instance, if you’re browsing the book and you notice a
mention of Elminster in the year 851, you’ll see that his name
is followed by [720, 1179}—indicating that the next menti
Elminster is in the year 1179 and the previous one is in 720.
following that chain backward or forward (or both), you can soon
discover every place where the timeline has something sngmﬁcant
to say about the Sage of Shadowdale. (If a name or termgisa
companied by only a single pointer, that place repre
the beginning or the end of that particular chain.)

Quite a few names or terms are not accompa
because they show up so often that putting year n
locanon wouid breal\ up the text so ‘muc

tion of Waterdeep, Myth Drannor,
just a few), the timeline would

-

earson pages 74 through
lists of the rulers of all
is information, compiled by
of details that are not also

ture of the timeline that the expert Faertnian
notice is that we’ve expressed all the years in the
ereckoning (DR) notation. Different cultures in the
Realms have used different calendars, and reconciling them has
often caused sages much difficulty. See the following notes to
convert DR dates to some other calendar.

Dalereckoning (DR): This human-centered calendar has
become thestandard way of expressing dates. Dalereckoning was

historia;

established in the Year of Sunrise when men were first permitted
by elves to settle in the more open regions of Cormanthor. It is
also called Freeman’s Reckoning.

Cormyr Reckoning (CR): This calendar starts at the found-
ing of Cormyr by the Obarskyr Dynasty (26 DR). The use of
two close but not identical calendars in the same geographic area
causes historians and sages much confusion. To conve
dates you might find in other sources: DR - 2§ =

= DR.

Northreckoning (NR): The cale:
of Waterdeep, the Silver Marches, an
NR or NR + 1032 = DR. Q

Waterdeep Year (WY); Archaic Waterdee
used.

Netheril Year (
Netheril, stemming fi
=NYor NY- 3859 =

Shou Calendar: The

Wa Calendar Calendar used by
ms. DR + 418 = Wa Year or Wa Year — 418 =

Timesong Calendar (TS): Calendar eswablishedat Myth Nantar
d used today by most undersea inhabisants of Serés. DR + 70
TSor TS-70=TS

Present Reckoning (PR): A newer calendar that dates the Time
of Troubles as Year 0. DR — 1378 = PR or PR + 13578 = DR.

The roll of vears

Each year beginning with 700 DR also includes its name from
the Roll of Years. The standardization of each year with an
individual, proper name largely derives from two prophets of
different eras, Augathra the Mad (c. —400 DR) and Alaundo
the Seer (c. 75 DR), about which little is known. What is certain
is that they built on a body of elven lore and prophesy, adding
their own foretellings of the future. Some historians view them
as scholarly hacks, stealing and taking credit for centuries of elf
knowledge. Others view them as great visionaries who sought to
help future generations with their warnings and reassurances.

Only recently has word spread of a new Roll of Years, a Black
Chronology fashioned by the L.ady of Loss and her faithful.
The design and purpose of this Shadow Roll, however, is yct
unrevealed.

The current year in the FORGOTTEX REALMS campaign setting
is 1375 DR, the Year of Risen Elfkin.



THE Days oF THUNDER

the DQUYS of tThunder

~35000 DR. to —30000 DR

This earliest days of recorded history begin at the end of a
great Ice Age, some 37,000 years ago, when the last glaciations
largely ended and the great ocean receded to reveal dry land. In
this ancient time before The Sundering, the lands which would
one day be identified as Faeriin, KaraTur, Maztica, and Zakhara
were each but one part of a much larger super-continent named
Merrouroboros. None of the dozen or so common races which
populate the world today existed in this distant era. Merrouro

and living in caves. These were the Days of Thunder, the time
of the Iqua-Tel uessir, the fabled creator races.

c.—35000 DR

Rise of the Sarrukh Empires (sauroid creator race).

— The sarrukh establish the realm of Okoth, south of modern-day Mulhorand.
Within a hundred years, most of Faerun is theirs.

c.—34800 DR

The sarrukh establish che realm of Mhairshaulk [-33500L86@ the Chultas
Peninsula westward trom the Lhairghal tq€heungles of Chule ThedVihair
shaulkans are believed to have created nagas,‘peerafolk, tgoglodyites, and
yuan-ti, as well as numerous other races long sificelost.

boros knew none of the civilized folk—elves, dwarves, halflings,

ol . . —34500 DR
. Nor d - g
. 5n°f"e5 £ o .ld sl A gObhflS’ o-r i Og.res an.d The sarrukh establish cheffredlm of dsstassefYifil, basedNin, presenc-day
their kin—inhabit the land. Though humans did exist during this A

time, they were primitive and apelike, using only simple tools

—31500:'Leg0c1,1 of the Batrachi

The following mind-read is from a thrall captured in the tunnels beneath Andalbruin in the Year of the Tankard (1370 DR).
It was later subsumed into the greater consciousness of the God-Brain of Qfyndoll

1—"[?1({{15?:{116{. r}"widf. ”::-%T I am .'fbli.‘.rf- -:".uni,{-i.:-w w;”l q(’-uv \Cf.fb{ti [(lhé’{.
Wy Tec?ﬁs vuled The whole of Wervourobores whils qour ancestors
sowsrsd in cavss and bangsd vooks TogsTher To oveals five. Wy own
domain was vast, stvelohing from The depths of the Black Sca in
the novth 1o The ficry ?mzfcs of Lopango in the south. You know not
thess Lands beoause The fool Zhoukoudisn Thvsw cur cmpire away in
an imprudsn? conflicl wilh The Totunbrud.

When The seven-Turnm winler Laler blanksled cur fands wilh ics,
T vetrealod with many of wmy kind 1o The octherworldly vsalm of Limbe,
where we sstablished a kingdom that your sages call The Suproms

Throne. TT was Thevs Thatl our vacs was tnos again Transformed by

Ramsnos To sevve his divins purposs. Wany of your LGemhf kind

misTakenly confuss my peopls with the slaad. who maks their homs
on The sams '{-‘{vahi. Tn facl. T amabalvachi Lovd=far meve ?(‘-wgr{:u{,
Than any common Fiind.

But Lt us velurn To the task at hand The agsnda of your Lord
Kossulh is not so diffeven? from my own. Five burns in both our hearls,
and TogeTher we can soallsr The avmiss of your smemiss and sow chaos
throughou? The land Spsak now The vite of unbinding. and you can
command powsy grsaler than that of any pathstio juﬁk‘w. Al shall
bow befors The Ovdsr of The Black Flams and Trsmbls befove The
fury of The Firebringer

-B&RJ

-
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c.—34100 DR
After a century of civil strifie that drove many sarrukh of Okoth to the planes,

the Okoth Empire collapses.

c. —34000 DR.
The otherworldly realm of Facrie is ruled by the fey (creators of korreds,
sprites, and pixiesi) The fey continue to rule to the present day.

-:31000: The creator rRaces A

This following excerpt was taken from a letter recently received by the Tethtoril, First Reader

r
L]

Dear Master Tethtoril,

Many leaves have turned since my last communication—a
delay for which I beg the Binder’s forgiveness. Baldu-
ran continues to grow, as does our knowledge of this
magnificent land, despite constant attacks by wild
elves from the interior. T he young Seekers who
have accompanied me continue

)
to catalog the native flora and ; 1

fauna, and the entries ;
Liin their journals shall \

amaze countlessloversof ‘ \

lore in the years to come. &

I am writing to you in
the strictest confidence, in
hopes of confirming amost
amazing discovery.On a
small, unnamed island
north of Fort Flame,

| discovered the remains
of a magic ship that is
not unlike the fabled
skyships of Halruaa.
From the wreckage, I .
managed o recover a
portion of a journal
apparently written by
Captain Eartharra
Neirdre, of the Fair
of Ewermeet, during

———
Hinstration by Sam Wood

i ————

aces, and the mysteries that
sr fate. Eartharran’s notes
he was hunting for a lost city
Contents might resolve some of these questions In one
entry, be notes that most of the fcy had already retreated to
the otherworldly realm of Faerie, and that the sarrukh were
_ reputedly slumbering in the depths of the Mhair Fungles (a
rumor to which I give little credence). He speaks with deri-

‘Q
)
/

Eartharran'’s flight

THE Days oF THUNDER

—Formation of the Ba’etith, a sarrukh organization that studies the primi:
tive forms of magic practiced by various races.

c.—33800 DR

Fall of Isstossefifil: In an of fort to drown the Pbaerlin (known today as the
Buried Realmsin the Underdark) and dispatch their enemies in one masterful
stroke, Isssossef wizards rerouted the Narrow Sea so that it ran from cast to

roA

ston of humankind’s bu
descendants of the ba
of Faertin, then brie,
among scholars as
rounded out th

doned floating city. During a
brief exploration of the place
with his crew, the captain
sketched several examples
of the remarkable statu-
ary they found. From his
drawings, 1t appears that
the city must once have been
inhabited by a humanoid
race with both dra-
conic and avian fea-
tures—that is, scales
/ and feathers. The
. e . captain openly specu:
lates as to whether the
aearee, as he called
these creatures, were
the descendants of
great wyrms who
had evolved avian
characteristics, or the
forebears of both the dra-
conic and the avian races.
T ke captain's entry ends
with a brief note that
he and his crew were
* forced to flee back to
their ship,to escape a wing of wyrms that

* had suddenly appeared on the horizon.

[ can onbyguess at the fate of Eartharran
and his crew, but the discovery of a broken
black dragon scale amid the wreckage of the

ship suggests that their jotrney met a violent end.

May the Binder continue to guide us to new discoveries,
Loremaster Ignace Dethingeller i
- — ELB




!’
west, inundating theland around the chain of hills known today as the Tagorlar
with water. Although the Isstossef succeeded in driving the phaerimms [~+61)
deep into the Underdark, the massive ecological change resulting from their
weavings of Art caused the Isstosseffifil empire to collapse.

" c. —33500 DR.
Sarrul h-ruled Mhairshaulk {-34800, —24000] decl ines gradually; sinking slowly
into somnolence. The empire becomes the domain of the yuan-ti

—Rise of the Batrachi Empires (amph ibioid creator race)

L]
c.—31500 DR
Under che wise lezdershup of Zhovkoudien, batrachi power reaches its zenith. The
High One’s reign ends when he is slain in battle by the titan thane Omo.

¢. —31000 DR

An unimaginable catastrophe strikes Abeir-Toril. Whole continents van ish
in earthquakes, fires, and windstorms, and the s as are rearranged. Ancient
sarrukh accounts remark on the “changing of the stars,” but no one now
knows what chis might mean.

Most scholars now speculate that ac about this date a comet or ice moon
fell from the sky, devastating much of Abeir-Toril, and refer to this event as
the Tearfall. The four Inner Seas merge cogether to form the body of water
known today as the Sez of Fallen Stars. Tens of thousands of dragon eggs
soon hatch across Toril. The dramatic climate change that followed quickly
brought an end to the batrachi civilization.

— Rise of the Aearee Empires (avian creator race). In the west, the Aearee-
Krocaa establish the grand aerie of Viakoo.on Mount Havraquoar, which
became che capital of their great nation. In the north, the Acaree;
establish their capital ac the aerie of Phwiukree, in the peaks of th
Mounts In the southeast, the Aearce-Quor carwe out the domain of Sh
from their rookery in the Orsraun Mountains.

¢.-30700 DR .
Lammasu Massacte: One thousand Aearee-Krocaa lose their li
smailer force of lammasu. Laver experiments with domestic
produce the first winged wyrms, which the aearee name
B its new wyvern armies, the Aearee-Krocaa empire expa

¢. —30400 DR
The Wasting Plague: In a conflict beeween
rookery of Kookrui-Shara, shamans of Yeel
of pestilence from che Barrensof Doom a
and spread a wasting plague among
turn to the demon lord Pazrael f

memory, ushering in the
1ants. Individual dragons and
erritory and battle with their
seas, and skies. During this period of
e dragons of Faertin, isolated pockets
erritory fal! under giant control Over
ruled kingdoms come to threaten the hegemony
eading to great battles between giant kingdoms

vir, Darastriverthicha, and Tharkrixghontix.

c. —30000 DR

Fall of the Aeatee Empires: The Time d” Dragons is ushered in as dragons
across Faeriin swarm together in the firse Flight of Dragons. They assail the
avians in the air, on the land, and beneath che ground. They fall upon the

Dawx AGES

home:nest of Viakoo and burn the city fi-om the sky. In the caverns beneath
the Orsraun Mountains, the wyrm-general Nagamat rampages through che
ancestral hatcheries of Shara and claims che kingdom as his own.

— The Ba’etith create the Go/dex Skins of the World Serpens, known today
as the Nether Scrolls[-3533].

—Wat of the Seldarine: Araushnee is east down into the Demonweb Pits,
where she beeomes the demon-goddess Lolth.

— The solar Malkizid (1374) is branded and thrown down 4
Hells.

—The great giant god Annam All-Father
of Toril. Their union produces eight terresti

Kingdom, is tounded by Annam in ionor of

. —29500 DR
Dragoanfall War: Follower:

Tiamat-that persists to ¢

c.—28000 DR
The Colossal Kingdom reacHes it
Cold Lands to the Vilhon Reach.

¢.—27000 DR

Continuing

to immigrate to Toril These primitive green elves
not the Seldarine, which were unknown at this time:).

hiiri negotiates with the dragons and begins %o
the south. The great Ily thiiri capisal at Ator-

ther of giantkind, pursues a series of unsatisfying aff airs with vari-
ch as Vaprak, father of the ogre race.

26000 DR to —25000 DR

housand Year War: An avatar of the draconic deity Garyx leads red drag:
in battle against the giants of Osworia. Eventually all.of dragonkind is
drawn inco the conflict, which rages on and ot for a thousand years. Upon
its conclusion, Ostoria has shrunk © only a shadow of its tormer self. The
Colossal Kingdom now occupies only the northernmostedge of the continent
(present-day Great Glacier and the Cold Lands).

S

¢. —-25500 DR

Othea begins an affair with Ulutiuv [-2550), a minor sea god of the Savage
Fronticr. The union of Othea and Ulutiu ultimately produces four sons: fir
bolg, verbeeg, voadkyn, and fomorian.

¢.-25400 DR

Fleeing the destruction of the island kingdom of Tintageer on their home
world of Faerie, a small circle of gold elves led by the young prince Durothil
cast a divination o find their new home— on the world of Toril=and then
create a portal leading there. The refugees name their new home Faerin, the
One Lard. Integrating into the native green elf communities, the descen-
dants of the gold elves of Tintageer become known as sun elves, while the
descendans of the sole silver elf refugee, Sharlario Moonflower, become
known as moon elves.

¢. —25100 DR

Sharlario Moonflower and his son Cornaith visit the dark elf city of Atorrnash
in the south. Durothil takes a silver dragon mount and becomes the first drag-
onrider. Durothil is later slain in battle with the red wyrm Mabatnartorian,
known to the green elves as Master of the Mountains.

¢. —25000 DR i
Pirst Rage of Dragons: In a newly buile citadel in the northetnmost reaches
of Toril, the elves create the Dracorage myrhal. Tied to the appearance of the
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e
c. —24500: first of the pragonspawn
The following is an excerpt from Reverent Dreamer R histel Laelithar’s 7reatise Historical of the Dragon Tyrants, recovered
from the ruins of Myth Drannor in the Year of Lightning Storms (1374 DR).
O \la‘t’a.wﬂar hea.venhl revenie, The Qua“ﬂi'r o( e '(fah’f‘SHcs la.\mir;nﬁn upon his guréuers. Kurtalmale and uosd‘}{ his qcogle died
has elucidaited ",Ii'.‘t'{r'gc 15 which (¢n but-she are Viv‘i' 9 ccribe now inthe ullagse-an cvem‘l*ﬁa.fevmﬁa.{l\l led 15the creatiop
thatwhich the {ynar Lqé-i's sflwni liah‘Hms made cleas. 4i99en [gke. Those notcrushed inthe colla{se o(‘f te
{gna bc(on the Crown Wass came an 0.3e calledthe Time were easy preq (or Ca.¢smsda.ch because, ile Rurtal
o( @ra.am. when Qmaons ruled immence demesnes and (cuak“ﬁ:m 1a kee? the anaan a.f‘ba‘1 umitdl her sant
andther 15 ugana their ¢u\a‘ res. One such kinaaon was Barashi- should have ?rotc'li.'a The keb
verthicha. rded b.l Ca.uins&'mch. The uialiﬂu‘f'«:( green Qra.aons. the end, muuﬁl all were slaifiy
ﬂuona her vassal states was Dasastidhurt hi, a nation o( kobelds area, sc‘f'l‘ﬁna (rlns’(‘a[o
ruled \:;1 the fr\s‘ho{ﬂn Braaonsqa,wn—Ca.esins&ach’s onn Kurtdl- Taeran as (ar as westas
mak, 1he Hiorned Sorcerer and Frsf‘t( the kobelds. Ha.de ap o( as (ar eostas the now-
many ®obold uaf‘a?oll'ses lenown as la.hln'nﬂ»s. Barastrivhurthi wae Meuritaing o( Co«er, and (arﬁser
lcatzd in @ mounitim thaticronned a boanl o( waler known as the Wihen 1he '(odé%hn?cr sawn the r oo and rmli&cé 1he
4f1dden (alke Qurmaﬁu age o( Fallen Ketheril. Kow 1he mounitan is e dedruction his children h v«rou&h‘t'ln Ecﬂ"ﬁse
gore and tie area is called the Sheal o( Thirsit- gn, Qesv’tiﬁae innecence o( 1he Qraaons
(e tthe nl‘ak"? Qraaons. the small mhabitants o( Rarastric- cuau') bl 81\.1 the (i (rif"o( the Qraaons?a wn

huthi had been s?a.wma (ron 1he bleedline o{ Rsaora.ﬁp. the dmak ta 3031003 Thatale is well
V(«G-Shqecr. Unlke their }aaon ?roaznflirs, however, the kebelds 3 \'uf'(m enow thatthe el{z urds were
rceroauceé ata (a.da‘sﬁc ralz. causina their qo‘mlaﬁcm 1e gro~

"_ ra‘»'alT “9-"‘1 even nina,ka with tteir chromaitic Qro.aon masi ader o( the wds was Kurau[o1¢k a blue Qra.aonwraualii

'I' who viewed the o«s(n'na o{ 1hese unions as a means 15 4 M[1ek was enamered o( gower and cared mere (cr
contrel 1he h&ons?awn Barastrichurthis modteli sonal wealth and froman he 39 (a' |o<1a.tf‘ and rcs?cnsﬂ:«'ll {

Qra.aon m'»as and werked ﬁacﬂm intzams knewn a
wrds, in Bracenic) Over time. The membe
a ca.été’s«lsﬁiu thatraised Them abev
) BDasastirhurth,
Kear the end o( the Tim
inits seme new Gem-encr
": ‘Hml meitthe (rsf}{ qnﬂ
keobelds (cll up :

e gneme race. Bt the kebelds, in
careo,

o have : (nsf“?aac o( @ra.aons cccurred
e asthe bcrﬂun& (ﬁw Gromes. Cacsmsaach and
gors wenit ma.d, Qedeonlma Baradltiverthicha and
states While Cusins&a.ch breaithed noxious vagers
he (a“t:'cmua \ra.l[u‘ o( her realm, the V(d'c’:hful Prélec-
for seiaeé the owor‘iﬁ»ﬂq 1z steal mife Barastrichurthi and (ru the
souls o( his children. @urina his reffeathe colla?sea 1lie kobelds’

when the rage bcaan he (lew anay with bis chosen ‘uo?ldo a
ougtex o( dismal, batFindden caverns m whaitware now 1he 1 hunder
Peaks, lmvina his 8rou»3—3n¢.[lin3 kein ta1he ¢nra.3e3 @.nas claws,
and breaith o( their Qraam overlords.

|f?on his ascension. Kurtdmak learned o( Kura.u[‘tck‘s \’“fg*{ and
it mar—amociaa.l resalls; and he vowed revenge on the cowaralal
urd leader. Butta ?rotci'm renw'm'na (l'rd' -o{ the Qraaans?unn
Asadaﬂ'h also raked Kwadxlek. the T 'inh:( thie [rd, whe grm?fq
(1:3 (rm Kurtiima k. f,nm'ha{&t. Kurau[«lek alit~somewhere among the
Barrens o( Beoom and Qes?air. where he (ama a 3¢¢? cave iv{csi(i‘é
wth (;enét'slu Ire baits. There, in 1'1m.1‘:?(a.n¢£s al«ml Underdark, he
has hidden ever since, livina m ab&'ﬂcﬁl’(«u o( Kurtiimak's wrath.

Anona noéun-z"m' kebelds and urds. a ?‘T“[a’ mlﬂ\ relates how
Kuru{«lek dele }aaon winac (roa his masifer Rurtalmale, then cl.w
anay 18 crealz 1he urds as nvals 15the kebelds. &nﬁ')esﬁtiﬂeir
(oruiaa.blc abilities 1he urds have never becone a ﬁwred’a( the
m&ait&'.ae Thaitthe (rculc.r kobelds semeitines pose.

—A{'zul the |ynar M’s l%hﬁmwr (aae




King-Killer Star, the Dracorage mythal[1373)]
imcires the Rage of Dragons, 2 madness driving
all dragonkind into mindless destruction as well
as turning them against their own offspring,

— Draconic legends firsc speak of Ironfang Keep, a
stronghold buiit on the clii¥s of the White River, over-
looking the Dragons’ Sea (present-day Moonsea)

¢. -24500 DR
Both sun and moon elf communities build greac cities
that rival the magnificence of ancient Asorrnash. The
an elf city o Occidian is heralded as the genter of
dven music and dance, while the moon elf city of
Sharlarion is unrivaled as the crossroads of trade
and commerce.

—Kobolds and urds become the first of the
dragonspawn.

c. —24400 DR

Lolth’s attention is drawn %0 Toril for the
firse tme as the moon cIf Kethryllia bacdes
her minions in the Abyss before returning
home to Faertin.

—The elf city of Occidian is sacked by a horde of ores led by the abyssal
fiend Hacshkarr, which then attacks Sharlarion. The horde and Haeshkarr
are defeated by the elves at great cost

the FirsTFlowefing

-24000 DR to -12000 DR
The great eif civilizations of Faenin reach their peak durin
age. As a result of the elves’ success against the orc
and gianss, the other races thrive in safety and beg
climb to civilization.

During the next several millennia, elf cviliz4

c. —24000 DR
Yuan:ti=ruled Mhairshaulk
repeated assaults on its citi

—Called into service by the go
as couatls arrives i jungles
che west.

the yuan-ti are forced to concede their
Is, until the war ends in a stalemate with

ne of che first moon elf settlements of Ardecp (present day

2 3200 DR

Tlythiir settlemens spread south and east (present-day Shaar and Forest of
Amtar)

10

Kuraslyek, the Firstof the Urd

Ty FirsT FLOWERING

—-23100 DR

settlements of Sydrpiir (presentday Ankhwood
and Chondalwood ).

-22900 DR

¢. —20000 DR

e next seven millennia

in -s0me séa caves suggests thac the mertolk,
h Serds and have batcled each other since that

firse clf settlements of Miyeritar (present-day High
Misty Forest) by green and dark elves due to political differences
lves of Aryvandaar

gical estimatcs suggést that the Citadel of the Raven [1276] was constructed
his period. Some scholars purport that the citadel is irrefu table evidence
at a grand human nation existed on Faeriin long before recorded history.
Sages have further theorized chac the barbarians of The Ride are the descen-
dants of that.once-greac civilization. The Citadel of che Raven isa series of
interconnected fortresses carved high on the northern slopes of cthe Dragon-
pine Mountains north d Teshwave. For many years, human and halforc
bandits used the citadel as a refuge, but civilization wiped these marauders
out as it advanced north.

-~17800 DR

Establishment of the great clf settlements of Keltormir (present-day Forest
of Tethyr that spanned all of ‘Tethyr, Amn, Erlkazar, and Calimshan) by
moon and green elves, seeking peace and simple lives away, from the strife
of the other elf realms

¢.—17600 DR

The Sunderiog: Hundreds of High Mages assemble in the heartland of Facriin
a the Gachering Place. Ignoring the kesson learned from the destruction of
Tintageer centuries earlier [-24500], they cast a spell of clven High Magic
designed rocreate a glorious elf homeland. On the Day of Birthing, the magic
reaches its apex as the gell extends both back and forward in the mists of
time. Faerdn, the one land, is sundered apart by the unbridled force of the
Sundering. Asa result, hundreds of cities are washed away, thousands of clves
lie dead,and che face of Torilis changed forever. The name Faeriin, no longer
the One Land, is given to the largest coritinent Surrounded by vast expanses
of water, the island of Evermeet [-9800], thought to be a piece of Arvandor
and a bridge between worlds, breaks the surface of the Trackless Sea [-677).
Blessed by the goddess Angharradh, verdant forests and wildlifie soon flourish
across the istand Corellon Larethian wards Evermect against Lolth, Malar;
and che other powirs of the anti-Seldarine and entrusts a unique seed to che
Fair Folk of the isle. The seed soon sprouts, growing into a miniature tree

Establishment of the first gad and moon eclf

fuvag 1ivD) [q noLgvagsHy
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THE FIrRsT FLOWERING

0§ o v z
- —17600: The sundermgr : "}

The following excer pt is saken from Grand Master Laeroth Runemaster’s Discourse “On theOrigins of the Green Isle,” delivered '~
& al) t.he-Year of Prideful Tales (1219 DR).

We speak today of the greatest kiown example of the  the middle of an unexplored ocean—an island hidden
ArseluTePQuess—the union df Art, Lore, and Song that led  sight by the will of the Seldarine. But change bistory,
tothe creation of the Green Isle. Our bistories attest that nearly ~ and the true extent of that change is forever lost t
nineteen millennia ago, the greatest High Magesof the TelQuessit  followed them into this world. ;
cast a ritual of the myriad known asthe Ever'Sakkatien, sun- - We bave spoken before of the unt
dering Faertin and creating the Green [sle on which we norv  always accompany the practice
stand. According to the common bioman scholars, our ancestors ~ mustguard against bubrisin
tore off a great hunk of land, leaving in its wake the Sword — wish it to be. In this case
Coast (or the Shining Sea), then caused this landmass tofloat  both far-reaching and
aestward into the heart of the Trackless Sea. But our investige  concentrate the Weav
tions of the natural world suggest that.our fair Eversueet isas tnadvertently have less
old as the world itself; and that its forests and rock formations  in this world, producin,
have stood here since before the Time of Flowers. So how do  today. We know that the We
we reconcile the persistient legends about the creation of a new  that this variance apparently pr
land with evidence that this place has always been? ress, dead magic zones, and wild
1 submit to you today my own interpretation of the nature are curious,
of the Ever’Sakkatiesn, svhich differed in many ways from the.  notbe g
< rituals of ArselutTelQueess that we practice today. Long before
the Cronwn Wars that rent the Tel' Quessir and shattere
greatest kingdoms, our ancestors conceived of the need
place of sanctuary—a place wholly of Faertin and yet ap
Sfrom it—a place that would serve as the heart and home o
the Tel’Quessir. But the creation of this place did not invoive
rending the world, as the bumans imagine. Instead, oup

:

alked the forests of Faerin have noticed
e Green Isle and the far shores when
e Arselu'Tel'Quess—or even simply

e question remains—by creating the perfict
to which they could retreat, did our ancestors in fact

; uch a withdrawal? By concentrating the Weave
of fair Arvandor became part of Toril, as ifyi these' fair shores, did they deprive- themselves and their
been so. By thus altering the creation of the wd scendants of their natural connection to the Weave elsewhere
also changed thebistory of thé world as it had 1 Faerin? I submit that we must ponder these questions and
point, Granted, theiwr action might no onsider the possible cost whken we sesk to erect new defenses
| that significantly, since they had sinply e for our beloved Evermeet. — ELB
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Hlustration by Dana Knutson
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