


The first impression of gibberlings is of a writhing mass of fur and flesh in the
distant moonlit darkness. The pandemonium is actually a mob of pale, hunchbacked
humanoids, with pointed canine ears and black manes surrounding their hideous,

grinning faces. Their black eyes shine with a maniacal gleam.

GNOLL

Gnolls are large, evil, hyena-like humanoids that roam about in loosely organized
bands.

While a gnoll’s body is roughly the shape of a large human, the details are those
of a hyena. They stand erect on two legs and have hands that can manipulate as well
as those of any human. They have greenish gray skin, darker near the muzzle, with a

short reddish gray to dull yellow mane.

HoOBGOBLIN

Hobgoblins are fierce humanoids that wage a perpetual war against other humanoid
races. They are intelligent, organized, and aggressive.

The typical hobgoblin is burly and stands at least six feet tall. Their hairy hides
range from dark reddish-brown to dark gray. Their faces’ skin is dark red or red-or-
ange. Males have blue or red noses. Hobgoblin eyes are either yellowish or dark
brown. Their teeth are yellow. Their garments tend to be brightly colored, often bold,
blood red. Any leather they wear is tinted black. Hobgoblin weaponry is kept polished

and repaired.

KoBoLD

Kobolds are a cowardly, sadistic race of short humanoids that vigorously compete
with humans and humanoid races for living space and food. They especially dislike
gnomes, attacking them on sight.

Barely three feet in height, kobolds have scaly hides that range from dark, rusty
brown to charcoal black. They smell of damp dogs and stagnant water. Their eyes
glow like bright red sparks, and they have two small horns. Because of the kobolds’
fondness for raggedy garb of red and orange, their non-prehensile rat-like tails, and
their language (which sounds like small dogs yapping), these fell creatures are often
not taken seriously. This is often a fatal mistake. What they lack in size and strength
they make up in ferocity and tenacity.

Some have also noted small humanoids called “tasloi”
and “xvarts.” While all are nearly harmless as individu-
als, they always attack in packs. This is a good reason

to travel accompanied, dear readers. It’s not just for the
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company.
—Volo

OGRE

Ogres are big, ugly, greedy humanoids that ambush, raid, and steal to survive. [ll-tem-
pered and nasty, these monsters are often found serving as mercenaries for orc
tribes, evil clerics, or gnolls.

Ogres mingle freely with giants and trolls. Adults stand nine to ten feet tall and
weigh 300 to 350 pounds. Their skin colors range from a dead yellow to a dull black-
brown, and (rarely) a sickly violet. Their warty bumps are often of a different color,
darker than their hides. Their eyes are purple with white pupils. Teeth and talons
are orange or black. Ogres have long, greasy hair of blackish-blue to dull dark green.
Their odor is repellent, reminiscent of curdled milk. Dressing in poorly cured furs
and animal hides, they try to take care of their weapons and armor. It is common for
ogres to speak orcish, troll, stone giant, and gnoll, as well as their own guttural lan-
guage. A typical ogre’s life span is ninety years.

Some more advanced ogres can even cast spells!
—Volo

A rather melodramatic description of (admittedly for-
midable) ogre-magi, which are no longer as rare as the
casual traveler might wish.

—FElminster

OGRILLON

The ogrillon is a species of half-ogre, being the fruit of an (unnatural) union between
ogres and orcs. The ogrillon displays the general tendencies of its larger cousin with
some exceptions. It is even more brutish and violent, and it normally learns to speak
only ogrish and a handful of words of common.

The ogrillon is about the size of an orc and closely resembles one. One in ten is
born with features and coloration very similar to those of ogres: purple eyes with
white pupils, black teeth, yellowish skin with dull, dark green hair. The skin of an og-
rillon of either type is covered with small horn plates, giving it a superior armor class
and enabling it to fight without weapons. An ogrillon disdains armor and most other
material items, retaining only a handful of gold pieces kept as treasured belongings.
It is uncertain why they would keep gold, except perhaps for luck. It’s likely we'll never
know.
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SIRINE

Sirines are beautiful, human-like females, at home in any aquatic environment. They
have human skin tones ranging to a light yellow-green; their hair can be almost any
color, though silver and dark green are the most common. Sirines have beautiful
figures and wear little clothing, if that.

Most sirines are antisocial. They try to drive intruders away, with evil sirines taking
stronger measures. Other sirines are hungry for social interaction and try to lure
male humans or humanoids to join them for a time.

Sirines speak their own language and the languages of the nearest intelligent rac-

es. They can breathe water and air, and have infravision to a range of 120 feet.

SKELETON

All skeletons are magically animated undead monsters, created as guardians or war-
riors by powerful evil wizards and priests.

Skeletons appear to have no ligaments or musculature which would allow move-
ment. Instead, the bones are “magically joined” together during the casting of an
Animate Dead spell. Skeletons have no eyes or internal organs.

Be wary of all undead beasts. Aside from the ghouls,
Shasts, and skeletons listed here, there are animated
corpses, warrior skeletons, and even revived wolves
known as dread wolves. Some of the most powertful
undead along the Sword Coast, such as the vampiric
wolves, are not even affected by normal weaponry and
require magics in order to kill!

—FElminster

TROLLS

Trolls are horrid carnivores well known for being hard to Kill. All trolls regenerate,
and most can only be Killed through the use of fire or acid. When a troll is knocked
down, it is important to immediately apply fire or acid to its body; otherwise it will

stand up and return to the fight.

WiLp Doc

Smaller than wolves, wild dogs’ appearances vary from place to place. Most appear

very wolf-like, while others combine the looks of wolf and jackal.

WOLF
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The wolf is a very active, cunning carnivore, capable of surviving in nearly every
climate. Shrouded in mystery and suspicion, they are viewed as vicious killers that
slaughter men and animals alike for the lack of better things to do.

Northern wolves exhibit colors from pure white to black. Southern wolves are
reddish and brown. Although fur coloration varies with climate, all wolves have
various features in common. They have powerful jaws; wide strong teeth; bushy tails;
tall, strong ears; and round pupils. Their eyes, a gold or amber color, seem to have an

almost empathic quality.

WoRraG

Worgs are an offshoot of wolf stock that have attained a degree of intelligence and

tendency toward evil. Worgs have a primitive language and often serve as mounts for

goblins.
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TIME IN THE REALMS

A DAY IN TORIL IS 24 HOURS LONG. FOR SIMPLICITY THE AM (FOR TIME BEFORE NOON) AND
PM (for time after noon) conventions are used herein.

The following calendar is common enough to apply to all regions within the
Realms (especially the Sword Coast). The year consists of 360 days: twelve months
of thirty days each. Three ten-day weeks are in each month, but herein we refer to
days as they relate to the month (that is, one through thirty, of a specific month, rather
than specific days of the week). The months are summarized in the table below. Each
month’s name is followed by a colloquial description of that month, plus the roughly
corresponding month of the Gregorian calendar.

Years are referred to by numbers, using the system known as Dalereckoning (DR):
Dalereckoning is taken from the year that humans were first permitted by the Elven

Court to settle in the more open regions of the forests.

NAME OF THE MONTH SEASON
Hammer, “Deepwinter” Winter
Alturiak, “The Claw of Winter” or “Claws of the Cold” Winter
Ches, “The Claw of Sunsets” Spring
Tarsakh, “The Claw of the Storms” Spring
Mirtul, “The Melting” Spring
Kythorn, “The Time of Flowers” Summer
Flamerule, “Summertide” Summer
Eleasias, “Highsun” Summer
Eleint, “The Fading” Autumn
Marpenoth, “Leaffall” Autumn
Uktar, “The Rotting” Autumn
Nightal, “The Drawing Down” Winter

THE RoLL OF YEARS

The wide variety of competing and often conflicting calendars causes no end of pain
to the historian and the sage. Most use the Roll of Years, a system by which each year
has its own personal name. Names for the years are known collectively as the Roll
of Years, as they are drawn from the predictions written down under that title by the
famous Lost Sage, Augathra the Mad, with a few additions by the great seer Alaundo.
The Roll is a long one; some more important years include the Year of the Worm
(1356 DR), the Year of Shadows (1358 DR, the year of the Time of Troubles), the
Year of the Turret (1360 DR), and 1368 DR (the current year).

The Time of Troubles, in which the gods of the Forgotten Realms assumed mortal



form and walked Toril, started when the gods Bane and Myrkul stole the Tablets of
Fate from the Lord Ao, the overpower god of the Realms. In retribution for this act,
Ao banished all the gods from their outer-planar domains (except Helm, who guard-
ed the Outer Planes). The Gods were forced to assume the forms of mortal Avatars
until the end of the Time of Troubles, when the tablets were returned to their rightful
owner.

During the crisis, Mystra's (goddess of magic) and Myrkul’s (god of the dead)
avatars were killed, Bane (god of evil and tyranny) was destroyed fighting Torm, and
the human Cyric killed Bhaal (god of murder and assassins) in an epic struggle while
competing for Bane’s portfolio. After the dust settled, Cyric (death, evil, and madness)
ascended to new godhood.

Some now-deceased gods had some warning of their
impending deaths—or at least the attempts on their
lives—-and took steps to prevent them. And succeeded,
at least in part.

—FElminster
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THE LORD OF MURDER SHALL PERISH,
BUT IN HIS DEATH HE SHALL SPAWN A SCORE OF MORTAL PROGENY.
CHAOS WILL BE SOWN BY THEIR PASSAGE.

SO SAYETH THE WISE ALAUNDO.

Hmm... I don't recall writing that...
—Volo
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