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In	the	infinite	multiverse	of	Dungeons	&	Dragons,	few	settings	have	been	the	focus	of	as	many	stories	as	Forgotten	Realms.	Whether	it's	the	campaign	setting	used	by	players	to	build	their	own	tales	in,	the	setting	for	a	novel	series	that	influenced	fantasy	writers	for	decades,	or	the	setting	for	multiple	video	games,	the	Forgotten	Realms	has	always
been	one	of	the	cornerstones	of	D&D	lore.	There's	a	lot	of	Forgotten	Realms	lore	out	there	to	dig	through.	Here's	everything	you	need	to	know	about	Forgotten	Realms	and	why	it's	such	an	iconic	Dungeons	&	Dragons	campaign	setting.	What	would	eventually	become	Forgotten	Realms	was—like	many	other	D&D	campaign	settings—the	setting	of	one
passionate	DM.	Ed	Greenwood	created	Forgotten	Realms	as	a	place	for	his	players	to	explore,	starting	in	places	like	Waterdeep	and	Shadowdale	then	slowly	expanding	outward	from	there.	Greenwood	would	eventually	add	more	and	more	details	to	satisfy	his	party's	thirst	for	knowledge	about	the	setting,	and	in	doing	so,	he	introduced	more
characters	and	cities	that	made	the	world	feel	alive.	Starting	in	1979,	Greenwood	began	publishing	his	monsters	and	snippets	of	his	lore	in	Dragon,	one	of	the	main	D&D	publications	at	the	time.	Then,	in	1986,	TSR	wanted	to	move	beyond	Gary	Gygax's	Greyhawk	setting,	so	they	approached	Greenwood	to	help	them	flesh	out	his	Forgotten	Realms
setting.	The	first	novel	and	campaign	sourcebook	were	released	in	1987,	immediately	becoming	one	of	the	most	popular	settings	for	the	game.	For	nearly	four	decades,	there	has	been	a	steady	stream	of	new	lore,	guides,	and	stories	set	in	the	Forgotten	Realms,	enough	to	keep	eager	DMs	satisfied	for	multiple	campaigns.	What	is	it	that	makes	a	story
fit	within	Forgotten	Realms	rather	than	any	of	the	other	many	Dungeons	&	Dragons	campaign	settings?	While	Forgotten	Realms	has	changed	a	lot	during	its	nearly	40-year-long	publication	history,	some	things	have	remained	consistent.	Forgotten	Realms	predominantly	takes	place	on	the	continent	of	Faerun,	where	cities	like	Baldur's	Gate,
Waterdeep,	and	Neverwinter	serve	as	focus	points	for	many	adventures.	Traveling	between	these	cities	is	expensive	and	dangerous	thanks	to	the	untamed	wilderness	that	surrounds	them.	Beyond	Faerun,	there	are	multiple	other	continents	in	Forgotten	Realms,	with	the	most	dangerous	place	for	adventures	being	the	Underdark.	A	cavernous	world
beneath	the	surface,	it's	home	to	some	of	the	most	iconic	D&D	creatures,	including	Beholders,	Mind	Flayers,	and	the	Drow.	Entire	civilizations	have	sprung	up,	never	having	seen	the	sun	before	and	twisted	by	the	darkness	that	they	grew	within.	Multiple	gods	and	goddesses	are	always	looking	over	Forgotten	Realms,	and	their	influence	can	be	felt	in
nearly	every	corner	of	the	world.	The	world	hinges	on	their	whims,	but	they	usually	exert	their	power	through	their	messengers.	While	there	have	been	multiple	changes	to	the	pantheon	over	the	years,	some	of	the	more	notable	and	iconic	deities	include:	Bhaal,	the	god	of	murder.	Helm,	the	god	of	protection.	Kelemvor,	the	god	of	the	dead.	Selune,	the
goddess	of	the	moon.	Waukeen,	the	goddess	of	trade.	Part	of	what	makes	Forgotten	Realms	different	from	other	D&D	campaign	settings	is	its	use	of	factions	within	cities	and	nations.	Some	factions	aim	to	snuff	out	evil	before	it	even	has	a	chance	to	spread,	while	others	work	to	further	their	own	agendas	and	are	known	for	backstabbing	each	other	to
get	ahead.	Important	factions	in	Forgotten	Realms	include:	Harpers.	Viewed	by	many	as	meddlers	and	spies,	Harpers	are	a	loose	organization	of	adventurers	who	operate	independently	to	fight	evil	and	corruption	in	their	own—usually	clandestine—way.	The	Order	of	the	Gauntlet.	Some	threats	are	too	important	to	leave	to	subtlety,	so	the	Order	of	the
Gauntlet	takes	a	direct	approach.	They	believe	that	every	evil—no	matter	how	small—should	be	destroyed	before	it	gets	the	chance	to	spread.	Emerald	Enclave.	While	most	members	of	this	far-ranging	group	are	Druids	and	Rangers,	anyone	who	wishes	to	protect	the	natural	world	can	join.	The	Emerald	Enclave	teaches	its	members	both	self-reliance
and	survival	skills	above	all	else.	Lords'	Alliance.	Backed	by	the	wealthy	and	influential	of	Faerun,	the	Lords'	Alliance	serves	as	enforcers	of	the	status	quo	and	a	source	of	stability	for	many	smaller	but	important	cities	in	Faerun.	With	dozens	of	novels,	video	games,	and	sourcebooks	set	in	Forgotten	Realms,	it's	no	surprise	that	there	have	been	so
many	important	faces	and	names	to	come	out	of	the	setting.	If	you	spend	enough	time	adventuring	in	Faerun,	chances	are	you'll	run	into	at	least	one	or	two	of	these	legendary	figures:	Elminster.	One	of	the	most	powerful	Forgotten	Realms	wizards,	Elminster	is	an	important	force	for	good.	He	founded	the	Harpers	and	has	played	an	important	role	in
nearly	every	story	and	adventure	told	in	Faerun,	particularly	in	its	early	years.	Drizzt	Do'Urden.	A	Drow	who	has	come	to	the	surface	to	fight	evil,	Drizzt	is	one	of	the	most	famous	characters	of	all	time	from	any	D&D	setting.	He	has	been	the	main	character	of	34	novels	and	often	shows	up	in	video	games	as	a	notable	NPC.	Minsc	and	Boo.	First
introduced	in	the	Baldur's	Gate	RPG	series,	Minsc	is	a	Human	Ranger	who,	while	boisterous	and	simple,	is	firmly	dedicated	to	kicking	evil	in	the	backside.	He's	quick	to	befriend	good	people,	but	his	closest	companion	is	Boo,	a	"miniature	giant	space	hamster"	who	accompanies	him	everywhere	he	goes.	Forgotten	Realms	isn't	just	confined	to
sourcebooks	and	adventure	paths.	It's	been	featured	in	some	of	the	most	famous	Dungeons	&	Dragons	media	of	all	time.	This	popularity	and	frequent	use	across	video	games,	books,	and	movies	is	why	Forgotten	Realms	is	often	seen	as	the	default	setting	for	Dungeons	&	Dragons,	despite	it	being	only	one	of	many	worlds.	Want	to	read,	watch,	or
experience	Forgotten	Realms	in	media	beyond	Dungeons	&	Dragons	campaigns?	Check	out	the	following:	Here’s	a	question	many	ask	when	reading	the	official	hardback	adventures	such	as	Lost	Mine	of	Phandelver,	Curse	of	Strahd,	Tomb	of	Annihilation,	or	Dragon	of	Icespire	Peak:	when	does	it	take	place?	And,	what	is	the	order	of	the	official
adventures?	Along	the	way,	we	want	to	geek	out	on	a	cool	subject:	just	how	does	the	Forgotten	Realms	timeline	work,	and	what	should	we	know	about	it?	The	5E	D&D	team	struggles	with	canon	for	good	reasons.	They	want	the	world	to	feel	deep	and	real,	and	to	have	events	matter.	Simultaneously,	they	don’t	want	us	to	pick	up	a	product	and	feel	like
it	is	out	of	date,	or	that	we	must	play	it	in	a	certain	order.	The	world	should	feel	accessible	and	flexible,	easily	fitting	a	DM’s	needs.	5E	products	have	varying	approaches	to	balancing	these	conflicting	needs.	Some	products	bear	no	dates	at	all.	Others	hide	a	date	in	some	hard-to-find	place,	or	the	date	can	be	inferred.	Some	products	have	a	clearly
stated	date.	And	some	products	have	incorrect	date	references!	In	several	products,	designers	can’t	help	but	include	fun	nods	to	previous	adventures.	Those	elements	enrich	the	adventures,	at	the	cost	of	forcing	a	timeline.	DMs	and	players	that	want	verisimilitude	find	themselves	hunting	for	dates.	That’s	a	big	part	behind	why	this	blog	post	exists:	to
give	us	that	timeline	we	often	desire.	However,	don’t	forget	the	reasons	why	Wizards	hides	the	dates.	Our	home	campaigns	can	do	whatever	we	want	with	these	dates.	We	can	skip	adventures.	We	can	play	them	out	of	order.	The	world	is	truly	ours.	Overall,	I	side	with	the	utility	of	timelines	and	lore.	I	would	rather	products	have	clear	dates	and	then
also	empower	and	urge	DMs	to	do	with	this	as	they	wish.	In	the	Forgotten	Realms	campaign	setting,	the	years	are	typically	expressed	as	a	number	followed	by	DR,	such	as	1385	DR.	There	are	many	other	calendars	used	by	different	Faerunian	cultures,	both	current	and	ancient.	For	example,	Waterdeep	and	areas	in	the	North	sometimes	use	NR
(Northreckoning),	while	the	people	of	Shou	Lung	use	the	Shou	Year.	Later	in	this	article	we	will	run	through	notable	years.	Each	year	of	Dale	Reckoning	follows	the	Calendar	of	Harptos,	created	by	the	wizard	Harptos.	Years	in	Faerun	have	12	months,	each	of	30	days.	A	week	in	the	Forgotten	Realms	is	a	tenday	(10	days,	not	7),	so	that	each	month	has
an	even	3	weeks.	An	additional	5	days	fall	in	between	months,	bringing	the	yearly	total	to	365	days	per	year.	Days	of	the	week	don’t	have	names.	Instead,	the	day	is	given	the	data	and	“of	[the	month],”	such	as	the	“14th	of	Marpenoth.”	More	on	the	Faerunian	calendar	and	holidays	can	be	found	on	the	excellent	FR	Wiki,	with	additional	links	at	the	end
of	this	blog	post.	But	for	now,	let’s	take	a	look	at	the	timeline.	Let’s	simply	order	them,	note	the	year,	and	explain	this	all	later!	Out	of	the	Abyss	(1485	DR	or	later	–	perhaps	end	of	1486)Hoard	of	the	Dragon	Queen	and	Rise	of	Tiamat	(1489	DR)Storm	King’s	Thunder	(1490	or	1491	DR)Lost	Mine	of	Phandelver	(Starter	Set)	(1491	DR)Dragons	of
Stormwreck	Isle	(Starter	Set)	(1491	DR	based	on	pregens)Princes	of	the	Apocalypse	(1491	DR)Curse	of	Strahd	(1491	DR)Tomb	of	Annihilation	(1490	or	1491	DR)Waterdeep:	Dragon	Heist	and	Waterdeep:	Dungeon	of	the	Mad	Mage	(1492	DR)Dragon	of	Icespire	Peak	(Essentials	Kit)	(1492	DR)Candlekeep	Mysteries	(1492	DR)Icewind	Dale:	Rime	of	the
Frostmaiden	(Winter	1489	DR	or	later,	likely	1492	DR)Vecna:	Eve	of	Ruin	(1491	DR	or	later,	probably	intended	after	1492	DR)Descent	Into	Avernus	and	Baldur’s	Gate	III	(1494	DR,	intended	1492	DR)Acquisitions	Incorporated	(1496	DR)The	Wild	Beyond	the	Witchlight	(Date	unknown,	presumably	after	Rise	of	Tiamat)Spelljammer:	Light	of	Xaryxis
(While	it	can	take	place	after	Lost	Mine,	that	is	merely	a	suggestion	and	the	adventure	is	setting-independent)	Surprised?	I	bet!	Let’s	go	through	the	timeline…	1357	DR	–	First	edition’s	“Grey	Box”	Forgotten	Realms	Boxed	Set	setting	takes	place.1358	DR	–	Time	of	Troubles,	when	the	gods	lose	immortality	and	walk	the	land.	1367	DR	–	Second
Edition‘s	FR	boxed	set	takes	place.1370	DR	–	Living	City	organized	play	campaign	events	take	place	around	this	time,	set	in	Raven’s	Bluff	in	Vesperin	(east	of	the	Dalelands	and	south	of	The	Moonsea).	1372	DR	–	3rd	Edition	begins,	with	several	FR	products.1376	DR	–	Roughly	the	end	of	3E.	1385	DR	–	Year	of	Blue	Fire,	when	the	Spellplague
begins.1451	DR	–	Eruption	of	Mount	Hotenow	near	Neverwinter	(events	described	in	Drizzt	novels,	involving	Jarlaxle,	Valindra	Shadowmantle,	and	others).1479	DR	–	Year	of	the	Ageless	one,	main	year	covered	by	4E	Forgotten	Realms	play.	Mystra	returns	at	the	end,	just	after	Vault	of	the	Dracolich,	causing	the	end	of	the	Spellplague.	The	Sundering,
by	Tyler	Jacobson	1482	DR	–	Events	of	Murder	in	Baldur’s	Gate	take	place,	the	adventure	supporting	previous	editions	and	D&D	Next.1484	DR	–	The	Sundering	(second	Sundering	of	Abeir-Toril)	takes	place.	The	first	of	the	Sundering	novels	starts	in	1484	DR.1485	DR	–	The	D&D	Next	adventure	Ghosts	of	Dragonspear	Castle	likely	takes	place.	The
D&D	next	adventures	Legacy	of	the	Crystal	Shard	and	Scourge	of	the	Sword	Coast	take	place.	Dead	in	Thay	is	likely	this	or	the	following	year.	According	to	Chris	Perkins,	if	using	the	Archmage	novel,	the	Out	of	the	Abyss	5E	adventure	takes	place	in	1485	or	later.	As	noted	by	reader	Shaka	in	the	comments	to	this	blog	article,	“In	the	Archmage	novel,
which	indeed	begins	in	1485,	the	archwizard	Gromph	Baenre	summons	the	demons	on	15th	Nightal	(December)	1486.	This	is	also	consistent	in	the	Brimstone	novels	by	Erin	M.	Evans	(Ashes	of	the	Tyrant	and	The	Devil	You	Know).	So	if	we	take	those	novels	as	canon	Out	of	the	Abyss	should	start	no	sooner	than	15th	Nightal	(December)	1486,	given
the	fact	that	Chapter	1	assumes	that	the	demons	have	just	begun	to	appear	in	the	Underdark.”	I	find	that	date	of	15th	of	Nightfall	1486	to	be	a	convincing	one.	As	Shaka	notes,	the	novels	contain	discrepancies	–	Archmage	seems	to	take	place	after	Tyranny	of	Dragons,	but	that	creates	issues	as	well.	It	could	be	that	the	intention	was	for	the	events	to
happen	after	Tyranny,	and	they	got	the	dates	wrong	for	the	novels.	It’s	worth	noting	that	the	novel	Death	Masks	also	refers	to	events	in	the	Underdark	involving	the	weakening	of	the	Faerzress,	further	making	it	unreliable	to	use	the	novels	as	the	main	reference	point.	1487	DR	–	Sixth	and	final	Sundering	novel,	The	Herald,	takes	place.	The	D&D	Next
adventure,	Confrontation	at	Candlekeep,	takes	place	just	prior	to	the	events	in	The	Herald.	The	events	of	the	Sundering	and	Spellplague	have	largely	ended	and	been	undone.	1489	DR	–	Adventurers	League	5E	organized	play	campaign	begins.	Hoard	of	the	Dragon	Queen	and	Rise	of	Tiamat	takes	place.	(In	1489,	Lord	Neverember	is	ousted	as	an
Open	Lord	in	Waterdeep,	replaced	by	Laeral	Silverhand.)	1490	DR	or	later	–	Storm	King’s	Thunder	takes	place	sometime	after	1485	DR,	per	the	adventure	text,	but	has	Laeral	as	an	Open	Lord	who	replaced	Neverember,	meaning	it	takes	place	in	1490	or	1489	at	the	earliest.	The	text	also	mentions	thwarting	Tiamat	and	her	dragons,	meaning	it	takes
place	after	Hoard/Tiamat.	(A	strong	case	could	be	made	based	on	the	novel	Death	Masks	that	STK	should	take	place	in	late	1491,	as	it	mentions	a	cloud	giant	castle	and	giants	getting	out	of	hand.	In	this	case,	ToA	has	to	take	place	in	very	late	1491	just	after	STK	or	in	very	early	1492	before	Dragon	Heist.)	However,	Candlekeep	Mysteries	clearly
states	a	date	of	1492.	On	page	12,	an	ogre	is	reading	a	book	called	Storm	King’s	Thunder,	describing	the	events	that	“caused	great	upheaval	up	and	down	the	Sword	Coast	some	years	ago.”	This	suggests	and	earlier	date	than	1491.	1491	DR	–	Princes	of	the	Apocalypse	adventure	takes	place.	The	novel	Death	Masks	takes	place,	and	those	events
reference	the	adventure	Curse	of	Strahd,	which	therefore	takes	place	in	1491	or	slightly	earlier.	Lost	Mine	of	Phandelver,	from	the	Starter	Set,	likely	takes	place	here	(probably	before	Princes).	Pages	30-31	of	Lost	Mine	of	Phandelver	describe	the	eruption	of	Mount	Hotenow	(1451	DR)	as	occurring	“30	years	ago”,	which	would	place	the	adventure	in
1481	DR.	However,	the	Acquisitions	Incorporated	book	suggests	Phandelver	and	Princes	take	place	at	the	same	time	(and	Princes	is	stated	as	taking	place	in	1491	DR).	Ed	Greenwood	said	on	Twitter,	“Lost	Mine	is	officially	a	bit	nebulous	in	date	for	DM	convenience,	though	there	are	detailed	internal	WotC	timelines	so	as	to	keep	things	straight	(i.e.
novels).	Safe	to	say:	1490s	DR.”	The	date	of	the	eruption	is	incorrect	in	another	5E	product,	so	1491	is	likely	the	correct	date	for	LMoP.	Dragons	of	Stormwreck	Isle	lacks	dates	in	the	adventure,	but	the	pregens	are	revised	and	yet	include	the	same	text	as	the	original	ones	in	Lost	Mine.	It	is	likely	the	pregen	dates	are	incorrect	in	the	same	way,	and
thus	Stormwreck	takes	place	during	the	same	year	as	Lost	Mine,	so	1491.	Tomb	of	Annihilation	likely	takes	place	in	either	late	1490	or	1491	(or	very	early	in	1492),	as	it	features	frost	giants	searching	for	Artus	Cimber	and	the	ring	of	winter.	Both	Storm	King	and	Tomb	name	Jarl	Storvald	and	feature	the	frost	giant	captain	Drufi	with	the	same
accompanying	bodyguards	and	beasts.	Drufi	leads	the	assault	on	Bryn	Shander,	and	it	is	noted	in	Storm	King	that	if	Drufi	does	not	find	Artus	there,	Jarl	Storvald	sends	Drufi	back	out	in	search	of	the	ring	(and	perhaps	to	Chult).	Since	Storm	King	has	variable	starts	and	not	all	locations	are	visited	or	all	villains	defeated,	this	is	plausible.	Tomb	has	Volo
writing	his	book,	Volo’s	Guide	to	Monsters,	and	Waterdeep:	Dragon	Heist	mentions	the	book	is	published,	so	Tomb	must	take	place	before	Dragon	Heist.	1491	DR	or	later	–	The	adventure	Vecna:	Eve	of	Ruin	refers	to	the	erruption	of	Mount	Hotenow	as	“forty	years	ago,”	though	this	may	be	a	general	rather	than	exact	number.	Neverember	is	still	in
power.	1492	DR	–	Waterdeep:	Dragon	Heist	takes	place.	Dragon	Heist	mentions	the	Year	of	Three	Ships	Sailing	(the	name	for	1492),	and	it	has	to	take	after	Lord	Neverember	is	ousted	(1489)	and	after	Savra	Belabranta	repents	for	her	role	in	Princes	of	the	Apocalypse	(1491).	This	also	places	Waterdeep:	Dungeon	of	the	Mad	Mage	as	taking	place	at
this	time,	since	it	links	to	Dragon	Heist.	“The	adventures	in	Candlekeep	Mysteries	are	presumed	to	take	place	in	1492,	but	the	exact	date	is	not	important”	–	as	mentioned	in	the	sidebar	at	the	bottom	of	page	4	of	the	book.	1492	or	1493	DR:	Likely	the	intended	date	for	Dragon	of	Icespire	Peak,	from	the	Essentials	Kit.	(NPCs	such	as	the	young	Toblen
Stonehill	are	roughly	the	same	age	as	in	Phandelver.	Icespire	says	Mount	Hotenow	erupted	“some	fifty	years	ago,”	but	that	would	place	Icespire	in	1500	DR	which	is	unlikely.)	1492	DR,	or	as	early	as	Winter	of	1489	DR	–	Rime	of	the	Frostmaiden.	Though	published	in	2020,	this	adventure	says	“This	adventure	is	assumed	to	take	place	in	the	winter	of
1489	DR	or	later”	in	the	sidebar	entitled	has	a	sidebar	Tendays	and	Dalereckoning.	1489	DR	places	Rime	only	4	years	after	the	events	of	Legacy	of	the	Crystal	Shard,	and	138	years	after	Akar	Kessel	first	came	to	Icewind	Dale	in	The	Crystal	Shard	novel.	However,	the	description	for	Jarund	Elkhardt	in	Rime	states	he	is	nearly	fifty	years	old	and	that
his	son	died	almost	a	decade	ago.	In	Legacy,	Jarund	is	42	and	his	son	died	3	years	prior.	The	adventure	is	therefore	likely	taking	place	no	earlier	than	1491	(when	Jarund	is	48	and	his	son	has	been	dead	for	9	years)	and	before	1493	(when	Jarund	would	be	50	and	his	son	dead	for	11	years).	1492	is	a	likely	year	given	other	potential	1491	adventures
involve	Icewind	Dale	inhabitants	but	do	not	mention	the	Rime	(mainly	ToA).	If	Rime	is	in	Winter	of	1492,	this	places	it	7	years	after	Legacy	and	142	years	after	Akar	Kessel’s	arrival.	1492	or	1494	DR	–	The	adventure	Descent	into	Avernus	has	a	Baldur’s	Gate	gazeteer	that	describes	it	as	being	in	1492	DR.	Designer	Adam	Lee	said	on	social	media	that
the	intended	date	was	1492.	However,	Elturel	descends	in	1494,	because	this	is	50	years	after	1444	when	Kreeg/Zariel	signed	the	50	year	contract.	This	site	will	use	the	date	of	1494.	The	video	game	Baldur’s	Gate	III	takes	place	after	the	fall	of	Elturel	(so,	after	Descent)	and	has	several	dates	strongly	supporting	1492.	This	all	suggests	developer
Larian	took	its	lore	from	Descent	and	thus	has	the	same	incorrect	date.	1496	DR	–	Acquisitions	Incorporated	takes	place.	(States	on	pages	103	that	it	takes	place	“five	years	or	so	after	Lost	Mine	of	Phandelver”	and	on	page	179	says	regarding	Princes	of	the	Apocalypse,	“As	with	Phandalin,	this	version	of	Red	Larch	is	set	about	five	years	later	than	that
earlier	adventure.”)	The	Wild	Beyond	the	Witchlight	does	not	have	a	clear	date.	It	was	released	after	Rime	of	the	Frostmaiden	in	release	order,	but	since	Rime	is	set	earlier	than	other	releases,	this	does	not	help	us	establish	a	clear	date	for	when	it	takes	place.	One	potential	clue	is	the	presence	of	Alagarthas	in	the	Fey	Beacons	encounter	in	Yon.
Alagarthas	is	said	to	have	been	there	at	least	a	year	(though	perhaps	this	is	Feywild	time)	and	that	he	bargained	with	Endelyn	Moongrave	to	see	his	future	regarding	the	green	dragon	that	threatens	his	home	in	the	Misty	Forest.	Alagarthas	appears	in	Rise	of	Tiamat	and	is	working	with	the	Emerald	Enclave	and	characters	to	fight	against	the	green
dragon	Chuth	(who	also	threatens	the	Misty	Forest	in	Ghosts	of	Dragonspear	Castle	1484-1485	DR).	The	characters	are	unlikely	to	defeat	Chuth,	as	the	dragon	seeks	to	flee	when	wounded.	It’s	unclear	whether	this	dragon	is	the	same.	Does	Chuth	fleeing	count	as	“defeated”	in	the	vision?	If	so,	then	Witchlight	would	take	place	before	1489	DR,	when
RoT	takes	place.	But,	the	Feywild	is	a	strange	place	and	I	don’t	consider	this	definitive	since	Chuth	isn’t	actually	named.	It	could	be	another	green	dragon	or	the	later	return	of	Chuth.	The	authors,	Will	Doyle	and	Stacey	Allan,	say	“We	presumed	Witchlight	took	place	after	RoT,	but	it’s	entirely	reasonable	(and	preferable	really)	to	view	it	as	flexible	in
terms	of	timeline.	For	context,	Stacey	asked	Chris	for	a	“character	from	D&D	history”	she	could	use	for	the	Fey	Beacons,	and	he	suggested	Alagarthas.”	So,	canonically,	it	is	logical	to	say	Witchlight	takes	place	sometime	after	RoT.	Note	on	Journeys	Through	the	Radiant	Citadel:	The	adventures	take	place	in	the	Ethereal	plane	and	connecting	them	to
the	Realms	is	optional.	Note	on	Spelljammer	Academy:	Light	of	Xaryxis,	the	adventure	in	the	Spelljamer	5E	set,	lacks	a	true	setting	or	timeframe	relative	to	the	Forgotten	Realms.	The	set	of	four	adventures	released	for	organized	play,	called	Spelljammer	Academy,	take	place	on	the	island	of	Nimbral,	many	miles	southwest	of	Chult.	The	adventure
includes	the	famed	NPC	Mirt	(who	has	been	around	across	several	editions),	and	aspects	of	the	adventure	feel	like	the	same	era	as	recent	adventures,	but	there	isn’t	anything	specifically	placing	the	adventures	before,	after,	or	during	other	adventures.	Mirt	is	called	Mirt	the	Merciless,	the	name	he	used	in	his	youth,	but	that	may	just	be	a	cover	name
of	sorts	he	uses	at	the	academy.	Note	on	Keys	from	the	Golden	Vault:	This	set	of	adventures	is	largely	setting-independent.	The	adventure	Prisoner	13	takes	place	in	Revel’s	End,	and	lacks	a	date.	The	location	is	described	almost	exactly	as	it	is	in	Rime	of	the	Frostmaiden,	including	the	Warden’s	quirk.	For	some	reason,	one	of	the	two	courtyards	is
missing.	It	is	unclear	if	this	is	a	map	error.	It	would	make	sense	to	use	the	timeline	for	Rime	for	this	adventure,	though	it	lacks	a	clear	timeline.	Since	the	rime	is	not	mentioned,	we	could	argue	this	adventure	takes	place	soon	after	or	just	before	Rime.	Note	on	Hotenow	as	an	incorrect	source:	In	the	Sword	Coast	Adventurer’s	Guide,	the	date	of	Mount
Hotenow’s	eruption	seems	in	error.	This	likely	caused	errors	in	the	dates	of	other	products	as	the	references	fed	on	each	other	or	on	a	common	internal	design	source.	Speaking	with	Scott	Fitzgerald	Gray,	who	has	worked	on	these	products,	he	believes	the	Hotenow-derived	dates	are	incorrect.	Notes	on	Dagult	Neverember	and	Waterdeep:	In	1488
DR,	Neverember	is	an	Open	Lord	of	Waterdeep,	but	he	spends	almost	the	entire	year	in	Neverwinter	rebuilding	the	city.	He	is	Ousted	by	the	Masked	Lords	of	Waterdeep	in	1489.	His	ouster	is	mentioned	as	a	recent	event	in	Rise	of	Tiamat,	which	helps	date	it.	Laeral	Silverhand	is	named	to	replace	him	as	Lord	in	1490.	The	novel	Death	Masks	takes
place	in	1491	and	says	Storm	Silverhand	is	treating	Mordenkainen	for	bouts	of	madness.	This	suggests	Curse	of	Strahd	takes	place	before	1491.	Notes	on	Avernus:	The	Companion,	the	second	sun	of	Elturel,	appears	in	1444	DR.	The	deal	is	for	the	sun	to	remain	for	50	years,	meaning	Elturel	descends	and	the	adventure	takes	place	in	1494.	However,
the	Gazeteer	is	dated	1492.	Notes	on	Dragons	of	Stormwreck	Isle:	The	adventure	lacks	information	tying	it	to	a	timeline.	The	small	isle	is	off	of	the	Sword	Coast,	south	of	Neverwinter	in	the	Sea	of	Swords,	but	is	a	location	not	previously	detailed	with	new	lore.	There	are	relative	years	used,	such	as	when	the	dragon	Eldenemir	arrived	and	was	slain	(a
century	ago)	and	when	the	ship	Compass	Rose	wrecked	(forty	years	ago),	but	nothing	concretely	establishes	the	date	of	those	events	or	the	adventure’s	start.	However,	this	starter	set	does	include	pregenerated	characters,	based	off	of	the	ones	in	the	first	Starter	Set	for	Lost	Mine	of	Phandelver.	The	backgrounds	were	edited,	so	care	was	taken	to
revise	the	material.	And	yet,	both	the	Paladin	and	the	Fighter	mention	the	eruption	of	Mount	Hotenow	“thirty	years	ago.”	This	date,	as	discussed	previously,	is	likely	in	error,	copying	the	same	error	in	Phandelver.	However,	it	does	indicate	that	the	adventure	could	take	place	at	the	same	time	as	Phandelver	based	on	the	pregens.	If	this	is	the	case,
Stormwreck	takes	place	in	1491	just	like	Phandelver.	Starting	in	the	year	-700	DR,	each	year	has	a	distinct	and	often	poetic	name,	such	as	“1385	DR	–	Year	of	the	Blue	Fire,”	when	the	Spellplague	begins.	The	names	of	years	both	past	and	future	were	written	by	two	prophecies	from	different	eras.	The	first	comes	from	Augathra	the	Mad	around	-400
DR,	the	second	from	Alaundo	the	Seer	(of	Candlekeep	fame)	around	75	DR.	These	prophesies	also	rely	upon	elven	lore	and	prophesy.	Thus,	we	can	look	at	the	names	of	upcoming	years	and	wonder	what	future	products	may	hold.	Here	are	some	fun	ones:	1494:	“Year	of	Twelve	Warnings”1495:	“Year	of	the	Tyrant’s	Pawn”1496:	“Year	of	the	Duplicitous
Courtier”1497:	“Year	of	the	Palls	Purple”1498:	“Year	of	the	Black	Regalia”1499:	“Year	of	the	Desperate	Gambit”1500:	“Year	of	the	Sea’s	Secrets	Revealed”1501:	“Year	of	the	Shining	Mythal”1502:	“Year	of	the	Pox	Plague”1503:	“Year	of	the	Haunted	Inn”1504:	“Year	of	the	Conquering	Queen”1505:	“Year	of	Ogres	Marching”1506:	“Year	of	the
Discarded	Shields”1507:	“Year	of	the	Glowing	Onyx”1508:	“Year	of	the	Legend	Reborn”1509:	“Year	of	the	Sea	Lion”	If	you	are	at	all	like	me,	you	are	wondering	which	storylines	the	D&D	team	might	match	with	those	names!	The	D&D	Podcast	has	an	amazing	segment	called	“The	Lore	You	Should	Know,”	and	a	listing	of	episodes	and	subjects	can	be
found	here.	This	particular	episode	covers	the	FR	Timeline.	Two	episodes	cover	Holidays	and	Calendars:	This	is	a	fun	simple	calendar	tool	on	the	old	WotC	site.	“The	following	launches	the	Forgotten	Realms	Calendar	Tool	—	chronicling	the	complete	cycle	of	days	(with	important	holidays	and	Shieldmeet	“leap	days”	included),	phases	of	the	moon	—
and	even	names	of	all	years	in	their	complete	and	accurate	form.”	One	last	excellent	resource	is	the	Forgotten	Realms	Wiki.	It	covers	all	manner	of	FR	subjects,	including	articles	about	the	naming	of	years,	the	Calendar	of	Harptos,	Years	by	Name,	and	coverage	of	nearly	every	single	year!	The	best	source	for	the	FR	Timeline	is	the	incredible	hardback
tome,	The	Grand	History	of	the	Realms,	by	Brian	R.	James	and	Ed	Greenwood.	The	work	is	all	the	more	incredible	because	it	began	as	Brian,	under	the	online	name	Iakhovas,	compiling	a	100-page	pdf	of	the	timeline.	Richard	Baker	and	Chris	Perkins	worked	with	Brian	and	Ed	and	others	to	turn	the	fan	work	into	the	book.	Richard	Baker	calls	it	a
revolutionary	product	and	process	for	Wizards	of	the	Coast.	The	book	covers	from	-35,000	DR	to	1375	DR!	Here	are	some	notable	years.	Note,	much	of	this	text	is	from	the	Grand	History,	with	additional	notes	from	the	FR	Wiki	and	my	own	notes:	The	year	1	DR	is	the	Year	of	Sunrise,	when	Dalelands	humans	and	the	elves	of	Cormanthor	established	an
alliance.	They	raised	an	obelisk	known	as	the	Standing	Stone	and	signed	the	Dales	Compact.	However,	for	historic	purposes	the	years	in	official	sources	go	back	as	far	as	-35,000	DR,	when	the	progenitor	race	of	the	sarrukh	rose.	This	was	an	ice	age	during	a	time	when	humans	existed,	but	only	in	primitive	form.	Few	recognizable	species	existed	back
then.	I	mention	it	just	for	a	sense	of	scale.	FR	has	an	incredibly	detailed	history!	-31,000	DR:	The	Tearfall,	related	to	the	Sunderings,	when	Abeir	and	Toril	were	first	separated.	Meteors	(perhaps	dragon	eggs	from	which	the	first	dragons	were	born)	fall	and	natural	disasters	change	continents.	One	of	the	Tears	of	Selune	may	also	have	fallen.	Or,	one	of
the	creator	races	may	have	freed	several	primordials	from	ancient	prisons,	creating	catastrophes	and	throwing	an	ice	moon	at	Toril.	-30,000	to	-24,000	DR	are	the	Dawn	Ages,	when	the	creator	races	(including	the	sarrukh)	disappear	or	fade,	replaced	by	the	Time	of	Dragons	and	the	Time	of	Giants.	The	adventure	Storm	King’s	Thunder	deals	with
these	events.	In	-30,000	the	nether	scrolls	are	created	and	(unrelated)	the	Seldarine	Wars	take	place	where	Lolth	becomes	a	demon.	-24,000	to	-12,000	is	the	peak	of	elven	civilization,	helping	other	humanoids	become	more	civilized	as	well.	-17,600	is	the	First	Sundering.	Elven	high	mages	create/summon	the	island	of	Evermeet	to	be	their	elven
homeland.	The	cost	is	unexpectedly	high.	The	magic	stretches	across	time	and	space,	altering	the	landscape	with	natural	disasters	on	Toril	and	the	mirror-world	Abeir	and	killing	thousands.	-12,000	DR	to	-9,000	DR	are	the	Crown	Wars,	when	the	elven	peoples	fight.	This	is	when	the	drow	descend	underground,	after	Corellon’s	magic	transforms	the
evil	elves	into	drow.	(The	story	of	Correllon,	Lolth,	and	the	drow	is	an	interesting	one	and	worth	investigating	if	you	are	new	to	it.)	-3,533	DR:	The	nether	scrolls	are	discovered.	These	scrolls	(two	sets	of	them)	were	created	by	one	of	the	creator	races	and	anyone	reading	them	learns	incredible	secrets	dealing	with	magic,	including	crafting	mythals.
The	netherese	use	these	to	become	supremely	powerful.	The	elves	steal	one	set	in	-3,095	DR	and	hide	them	in	Windsong	Tower,	the	school	of	magic	in	Myth	Drannor.	One	of	the	gnomes	stealing	them	glances	at	the	scrolls	and	learns	powerful	illusion	magic,	spreading	this	knowledge	throughout	gnome	kind.	The	first	mythal	is	created	in	-3,014.	The
scrolls	are	stolen	several	times,	changing	hands.	-3,000	DR:	The	couatls	begin	to	teach	humans	about	Ubtao,	who	remains	distant,	and	ultimately	lead	the	humans	to	Chult,	so	that	they	can	help	keep	the	yuan-ti	from	awakening	Dendar	the	Night	Serpent.	(It	is	at	the	very	beginning,	before	written	history,	that	the	primordials	and	gods	fight,	with
Ubtao	deciding	to	watch	over	Dendar’s	prison	and	prevent	the	destruction	of	the	world.)	-2637	DR:	The	city	of	Mezro	is	founded	in	Chult	by	Ubtao.	-2,207	to	-1,206	DR	is	the	“golden	age”	of	Netheril.	-1,950	DR:	The	dwarves	begin	building	Citadel	Felbarr,	completing	it	in	-1,900.	-1,887	DR:	The	first	of	the	Nine	Immortals	(dragons)	appears	in	Shou
Lung.	-1,471	DR:	The	Netherese	floating	City	of	Shade	is	created.	-1,365	DR:	The	Shou	emperor,	who	gained	the	throne	through	assassination,	tricks	Pao	Hu	Jen	the	guardian	dragon,	who	is	thousands	of	kilometers	long,	into	flying	to	the	lands	of	the	horse	barbarians.	Using	an	artifact	known	as	the	jade	mirror,	they	turn	the	dragon	into	the	Great
Dragonwall.	-1,288	DR:	The	shield	dwarf	Melair	discovers	mithral	under	Mount	Waterdeep.	Clan	Melairkyn	is	formed	and	begins	digging	their	home,	the	Underhalls.	-1,080	DR:	After	much	upheaval	(including	battles	with	dragons	and	beholder	nations),	Calimshan	now	rules	from	the	Sword	Coast	to	Mintar.	Calimport	doubles	in	size,	roughly	equal	to
Waterdeep	in	the	1300s.	-1,076	to	-1,069	DR:	The	orcgate	wars,	as	wizards	open	a	portal	to	an	orc	world	and	hundreds	of	thousands	of	orcs	appear	in	Thay,	Mulhorand,	and	Unther.	The	orc	god	Grummsh	kills	the	Mulhorandi	deity	Ra,	in	the	first	known	deicide.	Other	deities	are	killed	by	orc	deities.	Tiamat	is	killed	in	battle.	Finally	the	orcgate	is
closed	and	their	deities	defeated.	-1,064	DR:	The	Netherese,	in	an	era	of	traveling	the	planes,	first	encounter	the	illithids.	-700	DR:	The	Roll	of	Years	begins,	with	each	year	receiving	a	name	derived	from	two	prophecies	from	different	eras.	The	first	is	Augathra	the	Mad	around	-400	DR,	the	second	is	Alaundo	the	Seer	(of	Candlekeep	fame)	around	75
DR.	Their	prophesies	also	rely	upon	elven	lore	and	prophesy.	-690	DR:	The	deep	gnome	community	of	Blingdenstone	is	founded.	(An	adventure	was	released	for	it	as	part	of	the	5E	D&DNext	playtest,	and	the	town	appears	in	Out	of	the	Abyss.)	-530	DR:	In	Calimshan,	the	drow	retreat	underground.	This	marks	the	final	time	the	drow	truly	held	any	land
on	the	surface.	-500	DR:	Citadel	Sundbarr	is	constructed	by	Deloun	dwarves.	-461	DR:	The	phaerimms	(slug-shaped	highly	intelligent	evil	aberrations)	had	been	driven	underground	in	ancient	times	(-33,800).	Spellcasting	from	the	Netherese	was	unwittingly	changing	the	nature	of	magic	underground,	harming	the	phaerimms.	In	retaliation,	the
phaerimms	begin	casting	spells	that	drain	the	life	out	of	all	living	things	on	the	surface.	This	eventually	creates	the	Great	Desert	of	Anauroch.	-400	DR:	The	“Lost	Sage”	Augathra	the	Mad	works	with	elven	and	Netherese	lore	and	her	own	divinations	to	name	the	years	both	past	and	future.	This	becomes	the	Roll	of	Years,	with	each	year’s	name	being
prophetic.	Secretly,	at	night	(while	having	nightmares)	she	also	pens	a	second	and	different	set	of	names	for	the	years,	known	as	the	Black	Chronology.	-370	DR:	The	dwarves	begin	construction	on	Citadel	Adbar,	completing	it	in	-272	DR!	-354	DR:	The	Netherese	wizard	Melathar	constructs	the	Host	Tower	to	protect	Illusk	from	phaerimm	attacks.	This
is	later	known	in	current	years	as	the	Host	Tower	of	the	Arcane	Brotherhood.	-339	DR:	The	Netherese	wizard	Karsus	casts	a	spell	to	steal	divinity.	He	chooses	Mystryl,	goddess	of	magic	and	thus	triggers	the	fall	of	Netheril,	as	nearly	all	Netherese	floating	cities	fall	to	the	ground.	This	also	causes	Netherese	mages	in	what	would	become
Undermountain	to	be	twisted	into	the	Skulls	of	Skullport.	-335	DR:	The	dwarves	begin	construction	of	Gauntlgrym,	completing	the	underground	city	in	-321	DR.	It	falls	to	orcs	in	-111	DR	and	is	resettled	in	141	DR.	It	falls	to	illithid	in	153	DR.	-200	DR:	Candlekeep	is	founded	and	the	Calendar	of	Haptos	begins.	-137	DR:	The	Eshowe	tribe	in	Chult
unleashes	an	ancient	evil	knows	as	the	Shadow	Giant,	which	destroys	Mezro	before	being	repelled.	The	giant	nearly	destroys	all	the	Eshowe,	and	it	comes	to	be	known	as	Eshowdow.	The	death	of	so	many	leads	to	the	rise	of	the	Batiri	goblins	in	-120	DR.	1	DR:	Elves	of	Cormanthor	and	humans	that	will	settle	the	Delves	raise	the	Standing	Stone,
cementing	peace.	The	start	of	the	Dalereckoning	calendar.	26	DR:	Founding	of	the	human	kingdom	of	Cormyr,	with	permission	from	the	elves.	75	DR:	The	prophet	Alaundo	the	Seer	arrives	in	Candlekeep.	He	extends	the	Roll	of	Years	far	into	the	future.	Some	believe	he	sees	future	events	in	dreams	and	names	them,	others	that	gods	inspire	him,	and
some	that	he	is	an	avatar	of	a	god.	87	DR:	Eigersstor	(Neverwinter)	is	founded.	134	DR:	A	Shou	mariner	discovers	Kozakura	and	meets	the	emperor.	168	DR:	An	unknown	wizard	calling	himself	Halaster	Blackcloak	(the	Raurinese	wizard	Hilather)	builds	a	tower	along	the	harbor	shore	of	Waterdeep	and	begins	exploration	of	the	Underhalls	(later
Undermountain),	claiming	it	for	himself.	177	DR:	Elves	of	Iliyanbruen	destroy	the	orcs	of	the	Severed	Hand,	but	this	is	their	final	act.	Only	a	few	moon	elves	remain	as	most	survivors	depart	for	Evermeet.	201	DR:	In	the	Moonshae	Isles,	Cymrych	Hugh	becomes	high	king	after	defeating	the	beast	Kazgoroth.	Cymrych	dies	in	250	DR,	and	the	isles
become	independent	once	more.	204	DR:	The	demon	lord	Eltab	is	imprisoned	below	what	is	now	the	Thaymount	in	Thay.	Eltab	has	a	rich	history	as	an	adversary,	involved	in	the	history	of	Rashemen	and	demon	infestations/wars	spanning	several	hundred	years.	212	DR:	Elminster	Aumar	is	born	in	Athalantar.	He	becomes	a	chosen	of	Mystra	in	240	DR,
defeating	those	who	killed	his	parents.	253	DR:	The	human	wizard	Anders	Beltgarden	turns	the	panther	Guenhwyvar	into	a	figurine	of	wondrous	power.	261	DR:	Myth	Drannor	founded	in	Cormanthyr	and	its	mythal	laid.	The	city	is	opened	to	non-elves,	though	many	elves	disagree	and	some	powerful	elven	families	leave.	307	DR:	Halaster’s
apprentices,	known	as	the	Seven	(Arcturia,	Jhesiyra,	Muiral,	Nester,	Marambra,	Rantantar,	Trobriand)	move	into	Underhalls/Undermountain	to	establish	their	own	holdings.	Halaster’s	tower	falls	into	ruin	and	is	known	as	cursed	by	the	barbarian	tribes	of	Blackcloak	Hold.	By	932,	this	is	known	as	Nimoar’s	Hold,	after	the	barbarian	of	that	name.	309
DR:	Halaster	defeats	drow	and	duergar	to	now	rule	the	Underhalls.	324	DR:	The	Harpers	are	formed	in	secret	by	Dathlue	Mistwinter.	Her	family	crest	becomes	the	symbol	of	the	Harpers.	Early	members	include	Elminster.	329	DR:	The	Anauroch	desert	stops	growing	when	the	sharns	(teardrop	shaped	abominations	created	from	ancient	elves)	defeat
the	phaerimms.	342	DR:	The	elf	realm	of	Illefarn	disbands,	with	most	of	the	Illiyanbruen	elves	leaving	for	Evermeet.	367	DR:	City	of	Phlan	founded	on	the	Moonsea.	400	DR	–	1,000	DR:	Golden	age	of	Maztica.	418	DR:	The	first	aarakocra	arrive	from	Maztica	to	northern	Faerun.	426	DR:	Arun’s	unnamed	son	becomes	a	student	in	Myth	Drannor.	In	464
Mystra	makes	him	a	Chosen.	First	human	to	stay	in	Evereska,	the	secret	elven	land.	Later	becomes	Khelben	Arunsun.	457	DR:	Mages	including	Aganazzar	found	the	school	of	wizardry	in	Neverwinter.	The	founders	will	later	become	the	Covenant	and	perform	many	heroics,	thwarting	Thay.	623	DR:	First	time	a	spelljammer	is	confirmed.	It	is	actually
the	Spelljammer.	658	DR:	A	portal	is	secretly	created	between	Myth	Drannor	and	the	Underhalls/Undermountain.	659	DR:	Wizards	from	Myth	Drannor	move	to	Silverymoon	and	establish	it	as	a	sister	city	and	a	center	of	magical	learning.	668	DR:	Wizards	are	disappearing	from	Myth	Drannor,	later	found	to	be	pulled	into	Undermountain	by	Halaster
Blackcloak.	684	DR:	Augathra	the	Mad’s	Book	of	the	Black,	a	tome	containing	the	Black	Chronology,	is	discovered	by	mages	of	Myth	Drannor.	It	also	contains	the	Leaves	of	One	Night,	revealing	secrets	of	Shar.	Followers	of	Shar	steal	the	book.	708	DR:	Seaval	Ammath	had	raised	a	red	dragon	from	an	egg,	using	magic	to	make	it	kind.	Unwittingly,	he
flies	over	Cormanthor,	fulfilling	the	conditions	for	the	release	of	three	nycaloth	demons	from	their	prison.	Their	release	was	conditioned	to	be	when	a	red	dragon	that	never	held	malice	or	greed	flew	over	the	coronal’s	throne.	These	demons	spend	several	years	summoning	forces,	known	as	the	Army	of	Darkness.	714	DR:	Fall	of	Myth	Drannor	due	to
the	Army	of	Darkness,	though	the	three	nycaloths	are	defeated.	753	DR:	Florsten’s	Hold	is	renamed	Zhentil	Keep	in	honor	of	lord	Zhentar.	A	temple	to	Bane	is	founded	there.	762	DR:	Mystra	possesses	Elue	Shundar	so	as	to	birth	mortal	servants	for	herself.	Alustriel	is	born,	second	of	seven	silver-haired	daughters	that	become	the	Seven	Sisters,	all
chosen	of	Mystra.	800	DR:	Sammaster,	eventual	founder	of	the	Cult	of	the	Dragon	and	Chosen	of	Mystra,	is	born.	By	835	he	is	an	archmage	and	travels	Faerun.	806	DR:	Laeral	begins	rebuilding	ruined	Illusk	and	explores	the	Host	Tower.	She	finds	the	Cabal	of	mages	still	there,	now	liches,	so	she	seals	the	tower	off	magically	to	prevent	entry	or	exit.
841	DR:	Laeral	comes	into	conflict	with	Sylune,	and	both	are	made	Chosen	by	Mystra.	They	travel	the	planes	for	years	before	returning	to	Faerun.	863	DR:	The	Chultan	city	of	Mezro	disappears.	It	is	actually	invisible,	due	to	a	wall	that	hid	it	from	the	world.	It	remains	hidden	until	1363	DR.	875	DR:	Sammaster	attacks	Alustriel	after	dating	her	and	the
relationship	ending.	Khelben	and	Laeral	come	to	her	aid	and	Sammaster	is	stripped	of	being	a	Chosen.	Sammaster	becomes	insane	and	fully	evil.	In	887	DR	he	translates	various	ancient	prophecies,	including	Magla’s	Chronicle	of	Years	to	Come.	Sammaster	believes	dragons	will	rule	the	world.	902	DR:	Sammaster	creates	the	first	dracolich,
Shargrailar,	transcribing	the	process	in	Tome	of	the	Dragon,	a	holy	relic	for	the	eventual	Cult	of	the	Dragon.	The	Cult	begins	to	spread	around	905	DR.	916	DR:	Harpers	ambush	Sammaster	and	the	Cult	of	the	Dragon.	Sammaster	is	seemingly	destroyed	by	an	avatar	of	Lathander.	Alagashon	becomes	the	leader	for	the	Cult.	922	DR:	Red	Wizards	of
Thay	rebel	against	Mulhorandi	rule,	summon	the	demon	lord	Eltab	to	fight	for	them.	Eltab	is	later	imprisoned	in	Thay.	932	DR:	First	Trollwar	as	Nimoar	at	Nimoar’s	Hold	(later	called	Waterdeep)	fights	them	off.	Second	trollwar	in	940	DR,	ending	in	952	with	now	Waterdeep	being	defended	by	many	including	the	wizard	Ahghairon.	940	DR:	The	first
lord	of	Shadowdale,	Ashaba,	magically	merges	with	the	river	that	now	bears	his	name,	living	on	as	part	of	the	land	he	loves.	On	the	Moonsea,	the	city	of	Hulburg	is	founded.	1007	DR:	Waterdeep	expands,	absorbing	the	ruins	of	Halaster’s	Hold.	Ahghairon	builds	his	tower	and	magically	wards	Halaster’s	towers	to	prevent	horrors	from	entering
Waterdeep	from	bellow.	1018	DR:	A	Rage	of	Dragons	takes	place.	The	green	dragon	Claugiyliamatar	plunders	orc	lands.	In	1303	Claugiyliamatar	establishes	a	lair	in	the	Deeping	Cave	in	Kryptgarden	Forest.	In	1489,	Claugiyliamatar	meets	with	members	of	the	Cult	of	the	Dragon,	but	adventurers	(in	the	first	Adventurers	League	Epic,	Corruption	in
Kryptgarden)	thwart	the	cult	and	prevent	an	alliance.	1030	DR:	The	Zhulkirs	become	the	rulers	of	Thay,	crushing	all	opposition	by	1074.	1038	DR:	The	Great	Glacier	retreats,	revealing	the	lands	of	Damara,	Vaasa,	and	upper	Narfell.	1071	DR:	After	an	adventurer	flies	a	copper	dragon	over	Waterdeep,	Ahghairon	raises	the	dragonward	to	prevent	any
dragons	from	entering	unless	he	has	used	his	staff	to	grant	them	access.	1081	DR:	Red	Wizards	of	Thay	attack	the	Covenant’s	school	in	Neverwinter	and	kill	Aganazzar.	1148	DR:	The	three	kingdoms	of	Shou	Lung	are	reunited.	Under	Waterdeep,	the	settlement	that	will	become	Skullport	is	established	by	a	necromancer,	who	links	underdark
waterways	and	portals	to	distant	seas.	1157	DR:	The	Zulkir	of	Necromancy	is	killed	by	other	Red	Wizards,	including	Szass	Tam	(born	1104	DR),	and	he	replaces	her.	Szass	Tam	becomes	a	lich	in	1159.	1229	DR:	Manshoon,	future	leader	of	the	Zhentarim,	is	born.	1235	DR:	Largest	host	of	orcs	ever	amasses.	Alustriel	and	Storm	Silverhand	defeat	the
Black	Horde	and	is	chosen	by	Silverymoon	as	their	ruler.	1242	DR:	The	Monastery	of	the	Yellow	Rose	is	founded	in	Damara.	1246	DR:	First	recorded	use	of	bombards	by	Lantan.	1250	DR:	Illithids	prepare	to	enslave	Waterdeep,	but	are	foiled	by	Githyanki	who	kill	the	elder	brain	Ch’Chitl.	1255	DR:	A	half-dwarf	adventurer,	Daeros	Dragonspear,	retires
in	the	lair	of	the	copper	dragon	Halatathlaer	and	builds	Dragonspear	Castle.	1256	DR:	Ahghairon	dies	and	the	Waterdeep	guilds	begin	scheming	and	fighting	for	control.	Khelben	the	Elder	disappears,	leaving	his	apprentices	to	run	his	tower.	1261	DR:	Manshoon	founds	the	Zhentarim	as	a	secret	organization.	1279	DR:	The	green	dragon
Dretchroyaster	of	Cormanthor	attacks	three	dales	and	is	wounded,	but	his	lair	cannot	be	found.	In	1352,	the	Cult	of	the	Dragon	offers	the	dragon	to	become	a	dracolich,	and	a	new	lair	in	Monarch’s	Fall	Glade,	where	the	remains	of	a	Spelljammer	had	been	found.	Dretchoryaster	wished	to	find	a	way	to	transform	into	a	Spelljammer	and	fly	through
Realmspace.		Dretchroyaster	later	appears	again	in	the	events	of	Vault	of	the	Dracolich.	(Note,	the	Grand	History	has	an	error,	saying	Dretchroyaster	was	slain	in	1279).	1282	DR:	A	lich	calling	itself	Sammaster	appears,	gathering	an	army.	The	Company	of	Twelve,	composed	of	paladins,	attack	the	stronghold	in	1285	and	nine	are	killed.	They	destroy
the	physical	form,	confirming	it	is	Sammaster.	1290	DR:	Ithtaerus	Casalia,	a	Calishite	mage,	tricks	the	adventurer	(Daeros)	and	dragon	in	Dragonspear	Castle,	resulting	in	a	portal	to	Avernus,	the	first	layer	of	Hell.	Ithaerus	dies,	as	do	the	dragon	and	Daeros.	The	castle	is	reduced	to	ruins.	In	1315	Waterdeep	and	Baldur’s	Gate	send	armies	and	clear
out	the	evil	denizens,	establishing	a	temple	to	Tempus.	1297	DR:	Malice	and	Zaknafein	Do’Urden	have	a	son,	Drizzt	Do’Urden.	The	power	of	his	birth	allows	Malice	to	empower	a	spell	to	defeat	rival	House	Devir.	House	Do’Urden	becomes	the	Ninth	House	of	Menzoberranzan.	1302	DR:	Illusk	is	rebuilt	with	help	from	Neverwinter,	and	Illusk	is	renamed
Luskan.	Khelben	Arunsun	the	Younger	is	born.	Waterdeep	begins	exiling	criminals	to	Undermountain.	The	adventurers	Durnan	and	Mirt	the	Merciless	return	from	Undermountain	with	a	fortune.	1306	DR:	Moradin	gives	the	“Thunder	Blessing,”	raising	the	birth	rate	of	all	dwarves	and	1/5th	of	births	result	in	twins.	The	War	Wizards	of	Cormyr	are
founded.	Dragons	raze	Phlan	in	what	is	known	as	the	Dragon	Run.	1310	DR:	Luskan	conquered	by	pirates.	The	captains	(Taerl,	Baram,	Kurth,	Suljack,	and	Rethnor)	become	the	leaders	of	the	city.	1311	DR:	Arklem	Greeth	enters	the	Host	Tower	in	Luskan,	bypassing	Laeral’s	wards.	He	forms	the	Brotherhood	of	the	Arcane	with	the	aid	of	the	liches	who
were	once	part	of	the	Grand	Cabal	of	Illusk,	now	known	as	Old	Ones.	Khelben	the	Younger	is	killed	by	a	lich,	and	the	Elder	begins	training	his	grandson	and	namesake.	1312	DR:	Durnan,	now	a	hidden	Lord	of	Waterdeep,	starts	the	Red	Sashes	as	his	personal	agents.	1325	DR:	Lords’	Alliance	founded	in	Waterdeep,	to	oppose	Amn’s	mercantile
machinations	and	increase	trade.	1328	DR:	Drizzt	Do’Urden	leaves	Menzoberranzan,	surviving	in	exile	in	the	Underdark.	1335	DR:	Erevis	Cale,	future	Chosen	of	Mask,	is	born	in	Westgate.	1340	DR:	Tyranthraxus,	the	Possessing	Spirit,	claims	the	Pool	of	Radiance.	It	corrupts	and	takes	over	the	body	of	a	bronze	dragon	and	controls	the	ruins	of	Phlan
until	defeated	by	adventurers.	Drizzt	Do’Urden	reaches	the	surface.	1345	DR:	Bhaal,	god	of	murder,	creates	a	Darkwell	from	one	of	the	Moonshae	Isles	Moonwells.	Kazgaroth	the	Beast	emerges,	attempting	to	destroy	the	Earthmother	and	the	Moonshaes.	Bhaal’s	avatar	is	banished	from	the	Moonshaes	in	1346	and	Tristan	Kendrick	becomes	high	king
of	the	Moonshaes.	1347	DR:	Drizzt	Do’Urden	reaches	Icewind	Dale.	Zhengyi	the	Witch-King	claims	Damara.	1350	DR:	Elminster	retires	to	Shadowdale.	The	god	Bane	tries	to	pull	several	Moonsea	cities	into	the	nether	regions,	but	is	foiled	by	the	same	heroes	that	stopped	Tyranthraxus.	1351	DR:	Akar	Kessel,	apprentice	of	the	Arcane	Brotherhood,
finds	the	artifact	Crenshinibon	and	begins	raising	an	army	against	Icewind	Dale.	1353	DR:	Mourngrym	Amcathra	becomes	Lord	of	Shadowdale.	Randal	Morn	of	Daggerdale	begins	his	adventures,	fighting	Zhentarim.	1354	DR:	The	angel	Zariel	rallies	an	army	of	warriors	out	of	Elturel	and	into	Avernus,	hoping	to	defeat	the	evils	in	the	Hells.
Unrelatedly,	Dragonspear	Castle	falls	to	devils,	but	the	devils	are	defeated	in	the	Dragonspear	War	in	1356.	The	castle	is	again	destroyed.	1356	DR:	Drizzt	and	Wulfgar	kill	the	white	dragon,	Icingdeath.	Bruenor	Battlehammer	kills	the	shadow	dragon	Shimmergloom	and	becomes	the	Eighth	King	of	Mithral	Hall.	Artemis	kidnaps	Regis,	ultimately
resulting	in	Pasha	Pook	and	his	guild	being	destroyed	in	Calimport.	Demons	trapped	under	Hellgate	Keep	tunnel	into	Undermountain.	1357	DR:	Elminster	of	Shadowdale	travels	to	the	alternate	Material	Plane	known	as	Earth,	and	there	speaks	with	Ed	of	the	Greenwood,	sharing	drinks,	snacks,	and	lore.	Back	in	FR,	Gauntlgrym	is	discovered.	Laeral,
who	had	been	under	the	influence	of	an	artifact	called	the	Crown	of	Horns,	is	freed	by	Khelben	and	Alustriel	and	returned	to	sanity	in	Blackstaff	Tower.	Shandril	Shessair	develops	Spellfire,	and	is	hunted	by	factions	including	the	Zhentarim	and	Cult	of	the	Dragon.	She	slays	three	dracoliches	and	has	adventures	in	Myth	Drannor	and	Shadowdale	and
more.	1358	DR:	The	Time	of	Troubles!	Lord	Ao,	the	overgod,	punishes	all	other	gods	by	casting	them	down	to	the	Realms,	where	they	must	walk	as	mortals	until	they	find	the	stolen	Tablets	of	Fate.	Magic	changes	and	gods	die	(Bane,	Bhaal,	Ibrandul,	Myrkul,	Untheric	pantheon)	and	others	ascend	(Red	Knight,	Midnight	as	Mystra,	Cyric).	The
Mulhorandi	deities	leave.	Silvanus	blesses	the	island	of	Ilighon,	home	of	the	Emerald	Enclave	and	his	Chosen.	1359	DR:	The	Tuigan	Horde	breaks	through	the	Dragonwall	and	invades	Shou	Lung,	then	continues	west	to	Thay.	Thayans	make	a	deal	and	use	a	portal	to	transport	the	horde	to	Rashemen.	The	Horde	continues	ravaging.	In	Damara,	Zhengyi
the	Witch-King	is	destroyed	by	heroes	in	the	adventure	Throne	of	Bloodstone,	with	Gareth	Dragonsbane	and	companions	entering	and	returning	from	the	Abyss,	having	stolen	the	wand	of	orcus	and	shattering	it	in	the	blood	of	the	avatar	of	Tiamat.	Bahamut	blesses	Damara	with	the	Tree-Gem,	which	protects	Damara	against	demons	so	long	as	the
nation	allies	itself	with	the	forces	of	good.	1360	DR:	The	Tuigan	Horde	is	defeated	at	Phsant,	with	King	Azoun	IV	defeating	Yamun	Khahan	in	individual	combat.	The	wyrmskull	throne	of	Shanatar	is	found	by	pirates	in	Hook	Isle	and	then	is	lost	again.	1361	DR:	The	Cult	of	the	Dragon	attempts	to	kill	Alustriel,	but	Khelben	“Blackstaff”	Arunsun	and
Laeral	Silverland	come	to	the	rescue.	The	Amnite	general	Cordell	discovers	Maztica	and	conquers	a	city	they	name	Helmsport.	This	ushers	in	terrible	colonization	and	trade	battles.	Back	in	the	Moonsea,	Cyric	takes	over	Zhentil	Keep	and	prohibits	Banite	worship.	The	lich	Tan	Chin	takes	over	Shou	Lung,	Lou	Tu,	and	Khazari.	1361	is	also	when	events
from	the	RA	Salvatore	books	The	Cleric	Quintet	take	place.	Canticle,	In	Sylvan	Shadows,	and	Night	Masks	take	place	in	1361.	The	book	The	Fallen	Fortress	begins	in	this	year.	1362	DR:	The	lich	Tan	Chin	is	finally	slain.	Bruenor	Battlehammer	abdicates	his	throne,	granting	it	to	the	original	first	King	of	Mithral	Hall,	Gandalug.	Gandalug	is	both	the
first	and	ninth	king.	The	Cleric	Quintet	books	continue,	with	The	Fallen	Fortress	and	The	Chaos	Curse	having	events	taking	place	this	year.	1363	DR:	Devils	again	enter	Dragonspear	Castle	and	assemble	an	army	of	orcs	and	goblinoids.	The	Battle	of	Daggerford	narrowly	saves	the	city,	though	the	Way	Inn	is	destroyed	in	a	second	Dragonspear	War.	In
Chult,	the	ancient	city	of	Mezro	reappears,	welcoming	visitors.	Harper	agent	Artus	Cimber	finds	the	ring	of	winter	within.	Artus	and	Alisandra,	a	bara	(Chosen	of	Ubtao	and	city	protector),	marry.	1364	DR:	The	Companions	of	the	Hall	(Drizzt,	Bruenor,	Catti-brie,	Wulfgar,	Regis)	banish	the	demon	lord	Errtu	back	to	the	Abyss.	The	Flaming	Fist
company	reaches	Maztica,	establishing	Fort	Flame	near	the	Bay	of	Balduran.	1365	DR:	Waterdeep	sends	ships	to	Maztica,	establishing	the	colonies	New	Waterdeep	and	Trythosford.	In	the	Moonshaes,	the	god	Talos	tries	to	supplant	the	Earthmother.	Alicia	Kendrick	becomes	high	queen	of	the	Moonshaes.	1367	DR:	Szass	Tam	releases	the	demon
Eltab,	causing	earthquakes.	Eltab	flees	to	a	demoncyst	below	the	Thaymount.	Dwarves	retake	citadel	Feldbarr.	Khelben	“Blackstaff”	Arunsun	unmasks	himself	and	resigns	as	Lord	of	Waterdeep.	1368	DR:	Teldin	Moore,	the	Cloakmaster,	travels	to	Toril	on	his	Spelljammer	adventures,	meeting	with	Queen	Amlaruil	of	Evermeet.	Alias	and	Dragonbait
defeat	the	Faceless	and	the	Night	Masks	of	Westgate.	Thay	begins	to	export	magic	to	other	lands	through	Thayan	enclaves.	Zhentil	Keep	falls	after	Fzoul	Chembryl	reads	from	the	True	Life	of	Cyric,	revealing	Cyric’s	betrayal	of	his	followers.	Mask	is	involved,	igniting	priests	and	the	temple	of	Cyric	with	divine	fire.	The	events	of	the	Baldurs	Gate	1	and
2	video	games	take	place	at	this	time.	1369	DR:	Iyachtu	Xvim,	son	of	Bane,	escapes	from	his	prison	in	ruined	Zhentil	Keep	and	becomes	a	lesser	god.	Xvim	then	possesses	Fzoul	Chembryl.	The	Harpers	destroy	Hellgate	Keep	using	the	artifact	Gatekeeper’s	Crystal.	The	Seven	Sisters	stop	Thayans	from	using	a	Shar-tainted	Halaster	to	steal	the	secrets
of	Mystra’s	Chosen.	Randal	Morn	reclaims	the	throne	of	Daggerdale.	Halaster	is	momentarily	abducted,	causing	wards	to	fail	and	monsters	to	be	released	from	Undermountain.	1370	DR:	Fzoul	Chembryl	kills	Manshoon	and	takes	control	of	the	Zhentarim.	Manshoons	clones	simultaneously	awaken	and	fight	each	other.	Orc	hordes	controlled	by	King
Obould	Many-Arrows	attack	Mithral	Hall.	Khelben	resigns	the	Harpers	and	creates	his	own	organization,	the	Tel	Teukiira.	1371	DR:	Phaerimms	attack	Evereska.	Khelben	and	the	Lords’	Alliance	help	Evereska.	The	Underdark	svirfneblin	city	of	Blingdenstone	is	destroyed	by	drow.	Cormyr	is	ravaged	by	Nalavaroyl	the	devil	dragon.	King	Azoun	IV	dies
slaying	the	dragon,	leaving	the	infant	Azoun	V	on	the	throne.	1372	DR:	The	flying	City	of	Shade	reappears	as	the	archwizards	of	Netheril	return	to	Faerun.	As	Iyachtu	Xvim	is	consumed	by	green	fire,	Bane	emerges	from	his	son	and	reclaims	his	status	as	a	greater	god.	The	shadovars	trap	some	phaerimms	around	Evereska,	then	hunt	the	phaerimms
around	fallen	Myth	Drannor.	Armies	of	good	prepare	to	fight	the	shadovar,	while	others	face	the	phaerimms.	Evereska	is	freed	and	restored.	Lolth	falls	silent	as	she	becomes	a	greater	goddess,	testing	her	faithful	and	resulting	in	war	in	the	Underdark.	This	is	the	year	when	the	events	of	the	Neverwinter	Nights	video	game	take	place,	with	the	Wailing
Death	plague	striking	Neverwinter.	1373	DR:	The	lich	Sammaster	causes	a	Rage	of	Dragons.	Sammaster	impersonates	the	Witch-King,	raising	an	army	in	Vaasa,	taking	Bloodstone	and	Damara.	The	demon	Eltab	is	released	from	below	the	Thaymount,	but	is	bound	again	in	Impiltur.	Shadovar	agents	recover	The	Leaves	of	One	Night,	the	text	that	can
release	the	Shadowstorm	–	an	apocalypse	that	would	raise	Shar	above	all	greater	gods.	The	Rain	of	Fire	takes	place,	as	one	of	the	Tears	of	Selune	descends	from	orbit	hovers	for	a	day,	and	then	breaks	into	falling	pieces.	Sammaster	is	finally	destroyed,	ending	the	Rage	of	Dragons	and	releasing	Bahamut	from	a	prison.	Bahamut	invades	Tiamat’s
demesne	of	Dragon	Eyrie.	1374	DR:	A	rain	of	lightning	strikes	plagues	Faerun,	often	marking	the	site	of	meteor	strikes.	Tiamat	and	Bahamut	urge	their	followers	through	visions	to	find	these	sites,	as	dragon	eggs	are	found	there.	House	Dlardrageth,	made	of	half-demons	surviving	Hellgate	Keep,	lead	attacks	in	Myth	Drannor	and	other	places.	House
Dlardrageth	destroys	the	Standing	Stone.	Zhentarim	invade	Daggerdale	and	Shadowdale.	Followers	of	Amaunator	raise	a	second	sun	over	the	city	of	Elversult.	Hose	Dlardrageth	finally	falls	in	Myth	Drannor	and	the	elves	fight	the	Zhentarim	for	control	in	the	Cormanthor	war.	Adventurers	find	the	Book	of	the	Black,	containing	the	alternate	Roll	of
Years	known	as	the	Black	Chronology	and	the	prophesies	the	Sharrans	are	following.	Khelben,	the	original	Blackstaff	and	over	a	thousand	years	old,	dies	creating	Rhymanthiin,	the	Hidden	City	of	Hope,	in	the	High	Moor.	Elyril	Hraven,	priestess	of	Shar,	starts	the	Shadowstorm,	tearing	a	planar	rift	over	the	city	of	Ordulin.	Ordulin	is	destroyed	as	the
plane	of	shadow	consumes	it	and	an	army	of	shadow	emerges.	Sharran	assasins	attack	Elminster	in	Shadowdale,	causing	his	tower	to	be	blasted	into	ruin	and	hurled	into	another	plane.	The	King	of	Shadows	attacks	the	Sword	Coast	from	the	Plane	of	Shadows,	creating	a	stronghold	in	the	Mere	of	Dead	Men	–	these	are	the	events	of	the	video	game
Neverwinter	Nights	2.	1375	DR:	Adventurers	free	Shadowdale.	Lord	Mourngrym	rejoins	the	Knights	of	Myth	Drannor	and	Azalar	Falconhand	becomes	Lord	of	Shadowdale.	Fey	return	to	Shadowdale.	Zhentil	Keep	occupies	Phlan.	Citizens	of	Waterdeep	and	mages	throughout	Faerun	experience	visions,	seeing	Halaster	destroying	himself	while
attempting	a	ritual.	While	battling	Lolth,	Eilistraee	kills	her	brother	and	absorbs	the	Church	of	Vhaeraun.	She	also	defeats	Selvatarm,	and	Lolth	absorbs	his	church.	1376	DR:	Zhentil	Keep	retreats	from	Myth	Drannor.	1377	DR:	The	Tree	of	Souls,	an	artifact	and	originally	a	sapling	planted	on	Evermeet	by	elven	gods,	is	planted	in	Myth	Drannor.	The
mythal	is	repaired	in	1380.	1383	DR:	The	Durpari	begin	adorning	bodies	with	living	crystals	that	can	enhance	the	wearer’s	talents.	The	Dwarven	gods	clash,	with	the	deaths	of	Gorm	Glulthyn,	Haela	Brightaxe,	Laduguer,	and	Deep	Duerra.	1384	DR:	The	god	Tyr	slays	Helm	over	love,	but	Cyric’s	hand	is	suspected.	1385	DR	–	Year	of	Blue	Fire:	Mystra	is
murdered	by	Cyric	with	the	help	of	Shar.	This	event	causes	the	weave	to	collapse	and	causes	the	Spellplague	(lasting	until	1395).	Mystra’s	death	results	in	a	release	of	chaotic	raw	magic	defiled	by	the	Far	Realm,	the	very	nature	of	arcane	magic	changes,	and	Toril	transforms	as	it	melds	and	exchanges	parts	with	the	sister-world	of	Abeir.	Cyric	is
punished	by	being	bound	to	his	throne	for	one	thousand	years.	Mezro,	in	Chult,	appears	to	be	destroyed	by	the	Spellplage	as	its	Barae	protectors	pull	it	into	a	demiplane	to	save	it	(and	also	to	save	it	from	Ras	Nsi,	saying	it	will	not	return	until	Ras	Nsi	is	dead).	(This	marks	the	end	of	what	the	Grand	History	of	the	Realms	covers)	1444	DR:	In	Elturel,
the	priest	of	Torm,	Thavius	Kreeg,	appeals	to	any	power	that	will	listen	to	save	the	city	from	a	vampire	lord.	The	Companion,	a	second	sun,	appeared	over	the	skies	of	Elturel,	remaining	until	1494.	1480	DR:	Second	Sundering,	as	Abeir	and	Toril	separate	due	to	Lord	Ao	once	more	creating	the	Tablets	of	Fate	he	had	destroyed	during	the	Time	of
Troubles.	Mystra	returns,	and	the	Weave	is	resurrected	along	with	her.	In	conclusion,	I	am	a	nerd.	If	you	read	this	far,	you	are	a	nerd	too!	Hurray!	If	you	are	a	really	huge	nerd,	I	am	dying	to	know….	what	events	did	I	miss	that	you	think	are	notable?	Did	I	get	anything	wrong?	Click	to	Support	my	work!	Related	Victory	for	Aryvandaar,	conquest	of
Miyeritar	The	First	Crown	War	was	a	conflict	fought	between	the	elven	realms	of	Aryvandaar	and	Miyeritar	in	northwest	Faerûn	in	the	12th	millennium	before	Dalereckoning.	It	was	considered	part	of	the	overall	Crown	Wars	and	was	largely	concurrent	with	the	Second	Crown	War	also	fought	by	Aryvandaar.[1]	History[]	Following	hundreds	of	years
of	futile	diplomacy,	greedy	and	impatient	rulers	of	Aryvandaar,	led	by	the	Vyshaan	clan	attacked	Miyeritar	in	−12000	DR,	commencing	the	First	Crown	War.	The	Aryvandaarans	started	pressuring	Shantel	Othreier	to	join	with	them	or	suffer	Miyeritar's	fate.[1]	In	−11800	DR,	Aryvandaar	annexed	and	occupied	Miyeritar	but	had	to	deal	with	resistance
from	clans	and	strongholds	that	still	held	out.	Elves	of	Illefarn,	though	officially	neutral,	secretly	provided	safe	havens	for	elves	fleeing	Miyeritar.[1]	The	ongoing	Crown	Wars,	and	the	Sable	Wars,	caused	a	dramatic	influx	of	elf	refugees	moving	onto	and	into	the	Inner	Sea,	away	from	the	coasts,	around	−11400	DR.	Their	migration	triggered	the	first
significant	conflicts	with	merfolk	and	sahuagin.[1]	Finally,	in	−11300	DR,	Aryvandaar	fully	conquered	Miyeritar,	ending	the	First	Crown	War.[1]	Appendix[]	References[]	Template:Good	article	The	Forgotten	Realms	is	a	campaign	setting	for	the	Dungeons	&	Dragons	(D&D)	fantasy	role-playing	game.	Commonly	referred	to	by	players	and	game
designers	alike	as	"The	Realms",	it	was	created	by	game	designer	Ed	Greenwood	around	1967	as	a	setting	for	his	childhood	stories.[1]	Several	years	later,	Greenwood	brought	the	setting	to	the	D&D	game	as	a	series	of	magazine	articles,	and	the	first	Realms	game	products	were	released	in	1987.	Role-playing	game	products	have	been	produced	for
the	setting	ever	since,	as	have	various	licensed	products	including	sword	and	sorcery	novels,	role-playing	video	game	adaptations	(including	the	first	massively	multiplayer	online	role-playing	game	to	use	graphics),	and	comic	books.	The	Forgotten	Realms	is	one	of	the	most	popular	D&D	settings,[2][3]	largely	due	to	the	success	of	novels	by	authors
such	as	R.	A.	Salvatore	and	numerous	role-playing	video	games,	including	Pool	of	Radiance	(1988),	Baldur's	Gate	(1998),	Icewind	Dale	(2000)	and	Neverwinter	Nights	(2002).	Forgotten	Realms	is	the	name	of	a	fantasy	world	setting,	described	as	a	world	of	strange	lands,	dangerous	creatures,	and	mighty	deities,	where	magic	and	supernatural
phenomena	are	quite	real.	The	premise	is	that,	long	ago,	the	Earth	and	the	world	of	the	Forgotten	Realms	were	more	closely	connected.	As	time	passed,	the	inhabitants	of	planet	Earth	have	mostly	forgotten	about	the	existence	of	that	other	world—hence	the	term	Forgotten	Realms.	On	the	original	Forgotten	Realms	logo,	which	was	used	until	2000,
small	runic	letters	read	"Herein	lie	the	lost	lands",	an	allusion	to	the	connection	between	the	two	worlds.	The	world[]	The	focus	of	the	Forgotten	Realms	setting	is	the	continent	of	Faerûn,	part	of	the	fictional	world	of	Abeir-Toril,	usually	called	simply	Toril,	an	Earth-like	planet	with	many	real-world	influences.	Unlike	Earth,	the	lands	of	the	Forgotten
Realms	are	not	all	ruled	by	the	human	race:	the	planet	Abeir-Toril	is	shared	by	humans,	dwarves,	elves,	goblins,	orcs,	and	other	peoples	and	creatures.	Technologically,	the	world	of	the	Forgotten	Realms	is	not	nearly	as	advanced	as	that	of	Earth;	in	this	respect,	it	resembles	the	pre-industrial	Earth	of	the	13th	or	14th	century.	However,	the	presence
of	magic	provides	an	additional	element	of	power	to	the	societies.	There	are	several	nation	states	and	many	independent	cities,	with	loose	alliances	being	formed	for	defense	or	conquest.	Trade	is	performed	by	ship	or	horse-drawn	vehicle,	and	manufacturing	is	based	upon	cottage	industry.	Geography[]	Main	article:	Abeir-Toril	Abeir-Toril	consists	of
several	large	continents,	including	Faerûn,	the	western	part	of	a	continent	that	was	roughly	modeled	after	the	Eurasian	continent	on	Earth.[4]	Faerûn	was	first	detailed	in	the	original	Forgotten	Realms	Campaign	Set,	published	in	1987	by	TSR.[5]	The	other	continents	include	Kara-Tur,	Zakhara,	Maztica,	and	other	yet	unspecified	landmasses.	Kara-
Tur,	roughly	corresponding	to	ancient	East	Asia,	was	later	the	focus	of	its	own	source	book	Kara-Tur:	The	Eastern	Realms,	published	in	1988.[6]	There	is	also	a	vast	subterranean	world	called	the	Underdark	beneath	the	surface.	Various	products	detailing	specific	areas	of	Faerûn,	such	as	the	2nd	edition	FR13	Anauroch	(1991),	FR15	Gold	and	Glory
(1992),	FR16	The	Shining	South	(1993),	and	FRS1	The	Dalelands	(1993),	have	been	released,	and	through	these	much	of	the	continent	has	been	heavily	detailed	and	documented,	creating	a	highly	developed	setting.	In	early	editions	of	the	setting,	The	Realms	shared	a	unified	cosmology	with	various	other	campaign	settings	called	the	Great	Wheel.	In
this	way	each	of	the	Dungeons	&	Dragons	campaign	settings	were	linked	together	to	form	one	interwoven	world	connected	by	various	planes	of	existence.	With	the	release	of	the	2001	Forgotten	Realms	Campaign	Setting,	the	setting	was	given	its	own	distinct	and	separate	cosmological	arrangement,	with	unique	planes	not	explicitly	connected	to
those	of	the	other	settings.[7][8]	Religion[]	Main	article:	List	of	Forgotten	Realms	deities	Religion	plays	a	large	part	in	the	Forgotten	Realms,	with	deities	and	their	followers	being	an	integral	part	of	the	world.	They	do	not	have	a	passive	role,	but	in	fact	interact	directly	in	mortal	affairs,	answer	prayers,	and	have	their	own	personal	agendas.	All	deities
must	have	worshipers	to	survive,	and	all	mortals	must	worship	a	patron	deity	to	secure	a	good	afterlife.	A	huge	number	of	diverse	deities	exist	within	several	polytheistic	pantheons;	a	large	number	of	supplements	have	documented	many	of	them,	some	in	more	detail	than	others.[9][10]	Much	of	the	history	of	The	Realms	detailed	in	novels	and	source
books	concerns	the	actions	of	various	deities	and	The	Chosen	(mortal	representatives	with	a	portion	of	their	deities'	power)	such	as	Elminster,	Fzoul	Chembryl,	Midnight	(who	later	became	the	new	embodiment	of	the	goddess	of	magic,	Mystra),	and	the	Seven	Sisters.	Above	all	other	deities	is	Ao,	the	Overlord.	Ao	does	not	sanction	worshipers	and
distances	himself	from	mortals.	He	is	single-handedly	responsible	for	the	Time	of	Troubles,	or	Godswar,	as	seen	in	The	Avatar	Trilogy.[11]	Characters[]	Main	article:	List	of	Forgotten	Realms	characters	The	setting	is	the	home	of	several	iconic	characters	popularized	by	authors,	including	Elminster	the	wizard,	who	has	appeared	in	several	series	of
novels	created	by	Greenwood	himself,	and	Drizzt	Do'Urden,	the	highly	popular	Drow,	or	dark	elf,	ranger	created	by	R.	A.	Salvatore.	History[]	File:Ed	Greenwood.jpg	Ed	Greenwood	in	2008	Early	years[]	Ed	Greenwood	began	writing	stories	about	the	Forgotten	Realms	as	a	child,	starting	around	1967;[12]	they	were	his	"dream	space	for	swords	and
sorcery	stories".[12]	Greenwood	came	up	with	the	Forgotten	Realms	name	from	the	notion	of	a	multiverse	of	parallel	worlds;	Earth	is	one	such	world,	and	the	Realms	another.	In	Greenwood's	original	conception,	the	fantastic	legends	of	Earth	derive	from	a	fantasy	world,	the	way	to	which	has	been	lost.[13]	Greenwood	discovered	the	Dungeons	&
Dragons	game	in	1975,	and	became	a	serious	role-playing	enthusiast	with	the	first	AD&D	game	releases	in	1978.[13]	The	setting	became	the	home	of	Greenwood's	personal	campaign.[14]	Greenwood	began	a	Realms	campaign	in	the	city	of	Waterdeep,	then	started	another	group	known	as	the	Knights	of	Myth	Drannor	in	Shadowdale.	Greenwood	felt
that	his	players'	thirst	for	detail	made	the	Realms	what	it	is:	"They	want	it	to	seem	real,	and	work	on	‘honest	jobs’	and	personal	activities,	until	the	whole	thing	grows	into	far	more	than	a	casual	campaign.	Roleplaying	always	governs	over	rules,	and	the	adventures	seem	to	develop	themselves."[13]	Greenwood	has	stated	that	his	own	version	of	the
Forgotten	Realms,	as	run	in	his	personal	campaign,	is	much	darker	than	published	versions.[15]	Beginning	with	the	periodical's	30th	issue	in	1979,[12][13]	Greenwood	published	a	series	of	short	articles	that	detailed	the	setting	in	The	Dragon	magazine,	the	first	of	which	was	about	a	monster	known	as	the	curst.[12]	Greenwood	wrote	voluminous
entries	to	Dragon	magazine,	using	the	Realms	as	a	setting	for	his	descriptions	of	magic	items,	monsters,	and	spells.[14]	In	1986,	the	American	game	publishing	company	TSR	began	looking	for	a	new	campaign	setting	for	the	Advanced	Dungeons	&	Dragons	game,[12]	and	assigned	Jeff	Grubb	to	find	out	more	about	the	setting	used	by	Greenwood	as
portrayed	in	his	articles	in	Dragon.[14]	According	to	Greenwood,	Grubb	asked	him	"Do	you	just	make	this	stuff	up	as	you	go,	or	do	you	really	have	a	huge	campaign	world?";	Greenwood	answered	"yes"	to	both	questions.[13]	TSR	felt	that	the	Forgotten	Realms	would	be	a	more	open-ended	setting	than	the	epic	Dragonlance	setting,	and	chose	the
Realms	as	a	ready-made	campaign	setting	upon	deciding	to	publish	AD&D	2nd	Edition.[13]	Greenwood	agreed	to	work	on	the	project,	and	began	working	to	get	the	Forgotten	Realms	officially	published.[12]	Greenwood	sent	TSR	a	few	dozen	cardboard	boxes	stuffed	with	pencil	notes	and	maps,	and	sold	all	rights	to	the	Realms	for	a	token	fee.[13]
Greenwood	noted	that	TSR	altered	his	original	conception	of	the	Realms	being	a	place	that	we	could	travel	to	from	our	world,	"Concerns	over	possible	lawsuits	(kids	getting	hurt	while	trying	to	'find	a	gate')	led	TSR	to	de-emphasize	this	meaning".[13]	Advanced	Dungeons	&	Dragons	1st	edition[]	Although	the	Realms	were	yet	to	be	an	official	campaign
world,	the	module	H1:	Bloodstone	Pass,	released	in	1985	by	TSR,	is	now	considered	to	be	a	part	of	the	Forgotten	Realms,[16]	although	it	wasn't	until	module	H3	The	Bloodstone	Wars	was	released	that	Forgotten	Realms	became	the	official	setting	for	the	module	series.[17]	The	first	official	Forgotten	Realms	product	was	Douglas	Niles's	Darkwalker	on
Moonshae,	the	first	book	in	The	Moonshae	Trilogy,	which	predates	the	Forgotten	Realms	Campaign	Set	by	one	month.[18]	The	Campaign	Set	(often	referred	to	as	the	"Grey	Box")[18]	was	later	released	in	1987[19][20]	as	a	boxed	set	of	two	source	books	(Cyclopedia	of	the	Realms	and	DM's	Sourcebook	of	the	Realms)[5]	and	four	large	maps,	designed
by	Greenwood	in	collaboration	with	author	Jeff	Grubb.	This	boxed	set	introduced	the	campaign	setting	and	explained	how	to	use	it.[21]	The	Forgotten	Realms	became	an	instant	hit.[19]	The	compilation	module	Desert	of	Desolation	was	reworked	to	fit	into	the	Forgotten	Realms.[22]	The	module	N5:	Under	Illefarn	bears	the	Forgotten	Realms	logo	on
the	cover,	as	do	the	two	modules	released	in	1988,	H4:	The	Throne	of	Bloodstone	and	I14:	Swords	of	the	Iron	Legion.	The	Crystal	Shard	was	released	in	1988,[23]	and	was	the	first	novel	to	feature	the	successful	character	Drizzt	Do'Urden,	who	has	since	appeared	in	more	than	seventeen	subsequent	novels,	many	of	which	have	appeared	on	the	New
York	Times	Best	Seller	list.[24]	In	1988,	the	first	in	a	line	of	Forgotten	Realms	role-playing	video	games,	Pool	of	Radiance,	was	released	by	Strategic	Simulations,	Inc.	The	game	was	popular,	winning	the	Origins	Award	for	"Best	Fantasy	or	Science	Fiction	Computer	Game	of	1988".[25]	In	1992,	the	game	was	ported	to	the	Nintendo	Entertainment
System.	Several	supplements	to	the	original	boxed	set	were	released	under	the	first	edition	rules,	including	FR1	Waterdeep	and	the	North	and	FR2	Moonshae	in	1987,	and	FR3	Empires	of	the	Sands,	FR4	The	Magister,	FR5	The	Savage	Frontier,	FR6	Dreams	of	the	Red	Wizards,	and	REF5	Lords	of	Darkness	in	1988.	Also	in	1988	came	the	City	System
boxed	set,	containing	several	maps	of	the	city	of	Waterdeep.	Ruins	of	Adventure,	a	module	based	on	the	computer	game	Pool	of	Radiance,	was	released	in	1988.	The	boxed	set	Kara-Tur:	The	Eastern	Realms	was	released	in	1988,	giving	details	of	the	lands	of	Kara-Tur	which	had	previously	appeared	in	the	1986	book	Oriental	Adventures,	and	were	now
officially	placed	in	the	Forgotten	Realms	world.	The	same	year,	the	module	OA5:	Mad	Monkey	vs.	the	Dragon	Claw	was	released	for	the	Kara-Tur	setting	as	a	Forgotten	Realms	product.	In	1989,	DC	Comics	began	publishing	a	series	of	Forgotten	Realms	comics	written	by	Jeff	Grubb.	Each	issue	contained	twenty-six	pages,	illustrated	primarily	by	Rags
Morales	and	Dave	Simons.	Twenty-five	issues	were	published	in	total,	with	the	last	being	released	in	1991.	A	fifty-six	page	annual	Forgotten	Realms	Comic	Annual	#1:	Waterdhavian	Nights,	illustrated	by	various	artists,	was	released	in	1990.	Advanced	Dungeons	&	Dragons	2nd	edition[]	An	eponymous	module,	based	on	the	role-playing	video	game
Curse	of	the	Azure	Bonds,	was	released	in	1989,	as	was	the	The	Avatar	Trilogy	series	of	novels,	consisting	of	Shadowdale,	Tantras,	and	Waterdeep	that	detailed	the	storyline	which	became	known	as	the	"Time	of	Troubles".	A	series	of	module	adaptations	for	these	novels	(Shadowdale,	Tantras,	and	Waterdeep)	were	released	in	the	same	year,	along



with	the	Hall	of	Heroes	accessory,	detailing	many	of	the	major	characters	appearing	in	Forgotten	Realms	novels	published	up	through	that	time.	In	early	1990,	the	hardcover	Forgotten	Realms	Adventures	by	Jeff	Grubb	and	Ed	Greenwood	was	released,	which	introduced	the	Realms	setting	to	the	second	edition	of	the	Advanced	Dungeons	&	Dragons
game	and	detailed	how	the	Time	of	Troubles	had	changed	the	setting.[14]	The	RPGA	used	the	Forgotten	Realms	city	of	Ravens	Bluff	as	the	setting	for	their	first	living	campaign.	Official	RPGA	support	for	this	product	line	included	the	Living	City	modules	series.	A	number	of	sub-settings	of	the	Forgotten	Realms	were	briefly	supported	in	the	early
1990s.	Three	more	modules	were	produced	for	the	Kara-Tur	setting.	The	Horde:	Barbarian	Campaign	Setting,	released	in	1990,	detailed	The	Hordelands,	which	also	featured	a	series	of	three	modules.	The	Maztica	Campaign	Set,	released	in	1991,	detailed	the	continent	of	Maztica.	The	original	gray	boxed	set	received	a	revision	in	1993	to	update	it	to
the	second	edition	Advanced	Dungeons	&	Dragons	(AD&D)	rules	system,	with	the	release	of	a	new	Forgotten	Realms	Campaign	Setting	boxed	set,	containing	three	books	(A	Grand	Tour	of	the	Realms,	Running	the	Realms,	and	Shadowdale)	and	various	"monster	supplements",[26]	with	a	new	graphic	look.[20]	Additional	material	for	the	setting	was
released	steadily	throughout	the	1990s.	Forgotten	Realms	novels,	such	as	the	Legacy	of	the	Drow	series,	the	first	three	books	of	The	Elminster	Series,	and	numerous	anthologies	were	also	released	throughout	the	1990s,	which	lead	to	the	setting	being	hailed	as	one	of	the	most	successful	shared	fantasy	universes	of	the	1990s.[27]	These	novels	in	turn
sparked	interest	in	role-playing	activity	by	new	gamers.[28]	Numerous	Forgotten	Realms	video	games	were	released	Between	1990	and	2000.	The	Eye	of	the	Beholder	PC	game	was	released	in	1990.[29]	This	game	was	later	followed	by	two	sequels,	the	first	in	1991,[30]	and	the	second	in	1992.[31]	All	three	games	were	re-released	for	DOS	on	a	single
disk	in	1995.[32]	Another	1991	release	was	Neverwinter	Nights	on	America	Online,	the	first	graphical	Massively	Multiplayer	Online	Role-Playing	Game	(MMORPG).[33]	In	1998,	Baldur's	Gate	was	released,	the	first	in	a	line	of	popular	role-playing	video	games[34]	developed	by	BioWare	and	"considered	by	most	pundits	as	the	hands-down	best	PC
roleplaying	game	ever".[1]	The	game	was	followed	by	a	sequel,	Baldur's	Gate	II:	Shadows	of	Amn	in	2000	as	well	as	Icewind	Dale,	a	separate	game	that	utilized	the	same	game	engine	as	Baldur's	Gate.	Pool	of	Radiance:	Ruins	of	Myth	Drannor	was	released	in	2001.	Several	popular	Forgotten	Realms	characters	such	as	Drizzt	Do'Urden	and	Elminster
made	minor	appearances	in	these	games.	Dungeons	&	Dragons	3rd	edition[]	With	the	release	of	the	3rd	edition	Dungeons	&	Dragons	rules	system	in	2000	by	Wizards	of	the	Coast,	the	Forgotten	Realms	Campaign	Setting	was	released	as	a	hardcover,	in	2001,	updating	the	official	material	and	advancing	the	timeline	of	the	game	world.[7]	In	2002,	the
Forgotten	Realms	Campaign	Setting	won	the	Origins	Award	for	Best	Role-Playing	Game	Supplement	of	2001.[35]	Several	additional	rulebooks	were	released	for	the	new	edition,	including	Monster	Compendium:	Monsters	of	Faerûn	(2001),	Magic	of	Faerûn	(2001),	Lords	of	Darkness	(2001),	Faiths	and	Pantheons	(2002),	Silver	Marches	(2002),	Races
of	Faerûn	(2003),	and	Unapproachable	East	(2003).	Adventure	modules	included	Into	the	Dragon's	Lair	(2000),	Pool	of	Radiance:	Attack	on	Myth	Drannor	(2001),	and	City	of	the	Spider	Queen	(2002).	In	2002,	Bioware	released	Neverwinter	Nights,	set	in	the	northern	reaches	of	Faerûn	and	operating	on	the	revised	3.0	rules	for	D&D.	It	was	followed	by
two	expansion	packs,Shadows	of	Undrentide	and	Hordes	of	the	Underdark.	A	sequel	using	version	3.5	of	the	rules	was	produced	by	Obsidian	Entertainment	in	2006,	itself	followed	by	the	expansion	sets	Mask	of	the	Betrayer	and	Storm	of	Zehir.	The	Forgotten	Realms	Deluxe	Edition	compilation	was	released	in	2006,	containing	the	Baldur's	Gate	series
(excluding	the	Dark	Alliance	games),	Icewind	Dale	series,	and	all	Neverwinter	Nights	games	before	Neverwinter	Nights	2.	With	the	release	of	the	version	3.5	update	to	the	rules,	the	Forgotten	Realms	product	line	continued	to	expand.	Accessories	released	included	Underdark	(2003),	Player's	Guide	to	Faerûn	(2004),	Serpent	Kingdoms	(2004),	Shining
South	(2004),	Lost	Empires	of	Faerûn	(2005),	Champions	of	Ruin	(2005),	City	of	Splendors:	Waterdeep	(2005),	Champions	of	Valor	(2005),	Power	of	Faerûn	(2006),	Mysteries	of	the	Moonsea	(2006),	Dragons	of	Faerûn	(2006),	and	The	Grand	History	of	the	Realms	(2007).	Adventure	modules	released	included	Sons	of	Gruumsh	(2005),	The	Twilight
Tomb	(2006),	Expedition	to	Undermountain	(2007),	Cormyr:	The	Tearing	of	the	Weave	(2007),	Shadowdale:	The	Scouring	of	the	Land	(2007),	and	Anauroch:	The	Empire	of	Shade	(2007).	Dungeons	&	Dragons	4th	edition[]	With	the	release	of	the	Dungeons	&	Dragons	4th	Edition,	the	Forgotten	Realms	were	updated	again	to	the	new	rules	system,
featuring	a	very	changed	Realms	and	moving	the	fictional	world's	timeline	104	years	into	the	future.[36][37]	The	Forgotten	Realms	Campaign	Guide,	released	August	2008,	is	a	288-page	book	for	Dungeon	Masters.	The	Forgotten	Realms	Player's	Guide	was	released	the	following	month,	and	contains	information	for	players	to	help	create	Forgotten
Realms	characters.	An	adventure,	Scepter	Tower	of	Spellgard,	was	also	released	in	September	2008	and	can	be	used	in	combination	with	the	adventure	in	the	Forgotten	Realms	Campaign	Guide	to	start	a	Forgotten	Realms	campaign.[38]	In	2008,	the	Forgotten	Realms	also	became	the	setting	for	the	RPGA's	sole	living	campaign,	Living	Forgotten
Realms,	replacing	Living	Greyhawk.	In	2011,	the	Neverwinter	Campaign	Setting	was	released.	Reception[]	In	his	book	The	Fantasy	Roleplaying	Gamer's	Bible,	Sean	Patrick	Fannon	describes	the	Forgotten	Realms	as	being	"the	most	ambitious	fantasy	game	setting	published	since	Tekumel",[1]	and	that	it	"may	be	the	most	widely	played-in	game
setting	in	RPG	history."[1]	Similarly,	in	literature,	the	novels	written	in	the	Forgotten	Realms	setting	have	formed	one	of	"the	industry's	leading	fantasy	series".[39]	Over	time	these	novels	have	gained	"unprecedented	popularity",[40]	which	led,	as	Marc	Oxoby	noted	in	his	book,	The	1990s,	to	the	novels	having	an	"extraordinary	shelf	life",	remaining	in
print	for	many	years.[40]	This	popular	reception	has	also	been	reflected	in	public	libraries.	For	example,	Joyce	Saricks	states	in	The	Readers'	Advisory	Guide	to	Genre	Fiction	that	the	novels	have	been	among	the	most	requested	books	by	fans	of	the	fantasy	genre.[41]	See	also[]	References[]	↑	1.0	1.1	1.2	1.3	Lua	error	in	Module:Citation/CS1	at	line
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the	Dungeons	&	Dragons	(D&D)	fantasy	role-playing	game.	Commonly	referred	to	by	players	and	game	designers	as	"The	Realms",	it	was	created	by	game	designer	Ed	Greenwood	around	1967	as	a	setting	for	his	childhood	stories.[1]	Several	years	later,	it	was	published	for	the	D&D	game	as	a	series	of	magazine	articles,	and	the	first	Realms	game
products	were	released	in	1987.	Role-playing	game	products	have	been	produced	for	the	setting	ever	since,	in	addition	to	novels,	role-playing	video	game	adaptations	(including	the	first	massively	multiplayer	online	role-playing	game	to	use	graphics),	comic	books,	and	the	film	Dungeons	&	Dragons:	Honor	Among	Thieves.[2]	Forgotten	Realms	is	a
fantasy	world	setting,	described	as	a	world	of	strange	lands,	dangerous	creatures,	and	mighty	deities,	where	magic	and	supernatural	phenomena	are	quite	real.	The	premise	is	that,	long	ago,	planet	Earth	and	the	world	of	the	Forgotten	Realms	were	more	closely	connected.	As	time	passed,	the	inhabitants	of	Earth	had	mostly	forgotten	about	the
existence	of	that	other	world	–	hence	the	name	Forgotten	Realms.	The	original	Forgotten	Realms	logo,	which	was	used	until	2000,	had	small	runic	letters	that	read	"Herein	lie	the	lost	lands"	as	an	allusion	to	the	connection	between	the	two	worlds.[citation	needed]	Forgotten	Realms	is	one	of	the	most	popular	D&D	settings,[3][4]	largely	due	to	the
success	of	novels	by	authors	such	as	R.	A.	Salvatore	and	numerous	role-playing	video	games,	including	Pool	of	Radiance	(1988),	Eye	of	the	Beholder	(1991),	Icewind	Dale	(2000),	the	Neverwinter	Nights	and	the	Baldur's	Gate	series.	Ed	Greenwood	in	2008	Ed	Greenwood	began	writing	stories	about	the	Forgotten	Realms	as	a	child,	starting	at	the	age
of	eight.[5]: 72 	He	came	up	with	the	name	from	the	notion	of	a	multiverse	of	parallel	worlds;	Earth	is	one	such	world,	and	the	Realms	another.	In	Greenwood's	original	conception,	the	fantastic	legends	of	Earth	derive	from	a	fantasy	world	that	can	no	longer	be	accessed.[6]	Greenwood	discovered	the	Dungeons	&	Dragons	game	in	1975,	and	became	a
serious	role-playing	enthusiast	with	the	first	Advanced	Dungeons	&	Dragons	(AD&D)	game	releases	in	1978.[6]	Greenwood	brought	his	fantasy	world	into	the	new	medium	of	role-playing	games	when	a	university	student	named	September	invited	him	to	play	AD&D	with	her.[5]: 72 	Greenwood	then	starting	using	the	setting	for	his	personal	role-
playing	campaign.[7]	Greenwood	began	a	Realms	campaign	in	the	city	of	Waterdeep	before	creating	a	group	known	as	the	Knights	of	Myth	Drannor	in	the	Shadowdale	region.	Greenwood	felt	that	his	players'	thirst	for	detail	made	the	Realms	what	it	is:	"They	want	it	to	seem	real,	and	work	on	'honest	jobs'	and	personal	activities,	until	the	whole	thing
grows	into	far	more	than	a	casual	campaign.	Roleplaying	always	governs	over	rules,	and	the	adventures	seem	to	develop	themselves."[6]	Greenwood	has	stated	that	his	own	version	of	the	Forgotten	Realms,	as	run	in	his	personal	campaign,	is	much	darker	than	published	versions.[8]	Starting	in	1979,	Greenwood	published	a	series	of	articles	that
detailed	the	setting	in	The	Dragon	(later	Dragon)	magazine,	the	first	of	which	was	about	a	monster	known	as	the	curst.[5]: 72 	Greenwood	continued	to	write	extensive	articles	for	Dragon,	in	which	he	used	the	Forgotten	Realms	as	the	setting	to	detail	magic	items,	monsters,	and	spells.[7]	When	Gary	Gygax	"lost	control	of	TSR	in	1985,	the	company	saw
an	opportunity	to	move	beyond	Greyhawk	and	introduce	a	new	default	setting".[9]: 87 	In	1986,	TSR	began	looking	for	a	new	campaign	setting	for	AD&D,[5]: 72 	and	assigned	Jeff	Grubb	to	find	out	more	about	the	setting	used	by	Greenwood	as	portrayed	in	his	articles	in	Dragon.[9]	Greenwood	states	that	Grubb	asked	him	"Do	you	just	make	this	stuff	up
as	you	go,	or	do	you	really	have	a	huge	campaign	world?",	and	Greenwood	answered	"yes"	to	both	questions.[6]	TSR	felt	that	the	Forgotten	Realms	would	be	a	more	open-ended	setting	than	its	epic	fantasy	counterpart	Dragonlance,	and	chose	the	Realms	as	a	ready-made	campaign	setting	upon	deciding	to	publish	AD&D	2nd	edition.[6]	Greenwood
agreed	to	work	on	the	project	and	began	working	to	get	Forgotten	Realms	officially	published.[10]	He	sent	TSR	a	few	dozen	cardboard	boxes	stuffed	with	pencil	notes	and	maps,	and	sold	all	rights	to	the	setting	for	a	token	fee.[6]	He	noted	that	TSR	altered	his	original	conception	of	the	Realms	being	a	place	that	could	be	accessed	from	Earth,	as	"
[c]oncerns	over	possible	lawsuits	(kids	getting	hurt	while	trying	to	'find	a	gate')	led	TSR	to	de-emphasize	this	meaning".[6]	Jon	Peterson,	author	of	Dungeons	and	Dragons	Art	and	Arcana:	A	Visual	History,	said	that	Greenwood	"was	that	rare	obsessive	DM	who	just	seemed	to	have	more	ideas	and	energy	to	pour	into	his	world	than	even	the	folks	at	TSR
did.	Naturally	when	TSR	was	shopping	for	new	campaign	worlds	as	part	of	their	cross-media	strategy,	they	had	to	get	the	Forgotten	Realms.	R.	A.	Salvatore	took	Greenwood's	world	and	created	characters	and	stories	for	it	that	made	him	a	bestselling	author	and	sustained	TSR	as	a	major	fantasy	book	publisher".[11]	In	1985,	the	AD&D	module
Bloodstone	Pass	was	released	by	TSR	and	is	retroactively	considered	to	be	a	part	of	the	Forgotten	Realms,[12]	although	it	was	not	until	the	module	The	Bloodstone	Wars	was	released	that	it	became	the	official	setting	for	the	module	series.[13]	Douglas	Niles	had	worked	on	a	novel	trilogy	with	a	Celtic	theme,	which	were	then	altered	to	become	the
first	novels	set	in	the	Forgotten	Realms,	starting	with	Darkwalker	on	Moonshae	(1987).[5]: 73 	It	is	the	first	book	in	The	Moonshae	Trilogy,	which	predates	the	Forgotten	Realms	Campaign	Set	by	one	month.[14]	The	Forgotten	Realms	Campaign	Set	was	later	released	in	1987[9]	as	a	boxed	set	of	two	source	books	(Cyclopedia	of	the	Realms	and	DM's
Sourcebook	of	the	Realms)	and	four	large	color	maps,	designed	by	Greenwood	in	collaboration	with	Grubb.[15]: 99 	It	sold	ca.	one	hundred	fifty	thousand	times	in	its	first	two	years.[16]	The	set	introduced	the	campaign	setting	and	explained	how	to	use	it,[15]: 99 	and	reserved	space	on	the	map	for	SSI's	Gold	Box	computer	role-playing	games	set	in	the
Forgotten	Realms.[17]	TSR	began	incorporating	elements	by	other	designers	into	the	Forgotten	Realms,	including	the	Moonshae	Isles	by	Douglas	Niles,	the	"Desert	of	Desolation"	by	Tracy	Hickman	and	Laura	Hickman,	and	Kara-Tur	by	Zeb	Cook.[5]: 73 	The	setting	also	provided	a	new	way	for	TSR	to	market	its	Battlesystem	rules,	which	it	had
supported	with	the	Bloodstone	adventure	sequence	which	started	with	Bloodstone	Pass;	the	last	two	adventures	in	the	series,	The	Bloodstone	Wars	(1987)	and	The	Throne	of	Bloodstone	(1988),	were	unambiguously	set	in	the	Forgotten	Realms.[5]: 74 	Some	characters	from	Egg	of	the	Phoenix	(1987)	by	Frank	Mentzer	were	incorporated	into	The
Savage	Frontier	(1988).[5]: 40 	The	compilation	module	Desert	of	Desolation	reworked	the	previous	adventures	to	fit	as	part	of	the	Forgotten	Realms.[18]	The	module	Under	Illefarn	published	in	1987	is	set	in	the	Forgotten	Realms,[15]: 108 	as	is	the	module	released	in	1988,	Swords	of	the	Iron	Legion.[15]: 103 	R.	A.	Salvatore	wrote	his	first	novel	for
the	Forgotten	Realms,	The	Crystal	Shard	(1988),	which	was	originally	set	in	the	Moonshae	Islands	before	being	moved	to	a	new	location	and	introduced	the	drow	character	Drizzt	Do'Urden.[5]: 73 [19]	Drizzt	has	since	appeared	in	more	than	seventeen	subsequent	novels,	many	of	which	have	appeared	on	the	New	York	Times	Best	Seller	list.[20]	In
1988,	the	first	in	a	line	of	Forgotten	Realms	role-playing	video	games,	Pool	of	Radiance,	was	released	by	Strategic	Simulations,	Inc.[21]	The	game	was	popular	and	won	the	Origins	Award	for	"Best	Fantasy	or	Science	Fiction	Computer	Game	of	1988".[22]	Several	supplements	to	the	original	boxed	set	were	released	under	the	first	edition	rules,
beginning	with	Waterdeep	and	the	North,[5]: 73 	which	was	followed	by	Moonshae	in	1987,	and	Empires	of	the	Sands,	The	Magister,	The	Savage	Frontier,	Dreams	of	the	Red	Wizards,	and	Lords	of	Darkness	in	1988.[15]: 96–97 	The	City	System	boxed	set	was	released	in	1988,	and	it	contained	several	maps	of	the	city	of	Waterdeep.[15]: 89 	Ruins	of
Adventure,	a	module	based	on	the	computer	game	Pool	of	Radiance,	was	also	released	in	1988.[15]: 113 	The	boxed	set	Kara-Tur:	The	Eastern	Realms	was	released	in	1988.	It	gives	details	of	the	lands	of	Kara-Tur,	and	was	designed	to	be	used	with	the	1986	book	Oriental	Adventures,	which	officially	placed	the	book	in	the	Forgotten	Realms	world.[15]: 
103 	In	1989,	DC	Comics	began	publishing	a	series	of	Forgotten	Realms	comics	written	by	Grubb.[5]: 75 	Each	issue	contains	twenty-six	pages,	illustrated	primarily	by	Rags	Morales	and	Dave	Simons.	Twenty-five	issues	were	published	in	total,	with	the	last	being	released	in	1991.	A	fifty-six	page	annual	Forgotten	Realms	Comic	Annual	#1:
Waterdhavian	Nights,	illustrated	by	various	artists,	was	released	in	1990.	Curse	of	the	Azure	Bonds,	a	module	based	on	the	role-playing	video	game	of	the	same	name,	was	released	in	1989.[15]: 97 	Forgotten	Realms	video	games1988Pool	of	Radiance1989HillsfarCurse	of	the	Azure	Bonds1990Secret	of	the	Silver	BladesEye	of	the	Beholder1991Eye	of
the	Beholder	II:	The	Legend	of	DarkmoonPools	of	DarknessNeverwinter	NightsGateway	to	the	Savage	Frontier1992Treasures	of	the	Savage	Frontier1993Forgotten	Realms:	Unlimited	AdventuresDungeon	HackEye	of	the	Beholder	III:	Assault	on	Myth	Drannor1994Menzoberranzan19951996Blood	&	Magic1997Descent	to	Undermountain1998Baldur's
Gate19992000Baldur's	Gate	II:	Shadows	of	AmnIcewind	Dale2001Baldur's	Gate:	Dark	AlliancePool	of	Radiance:	Ruins	of	Myth	Drannor2002Icewind	Dale	IINeverwinter	NightsDungeons	&	Dragons:	Eye	of	the	Beholder20032004Baldur's	Gate:	Dark	Alliance	II2005Forgotten	Realms:	Demon	Stone2006Neverwinter	Nights
220072008200920102011Dungeons	&	Dragons:	DaggerdaleHeroes	of	Neverwinter20122013Neverwinter2014Lords	of	Waterdeep2015Sword	Coast	Legends20162017Tales	from	Candlekeep:	Tomb	of	Annihilation2018Idle	Champions	of	the	Forgotten	Realms2019Warriors	of	Waterdeep20202021Dungeons	&	Dragons:	Dark	Alliance20222023Baldur's
Gate	III	To	transition	the	Forgotten	Realms	from	first	edition	AD&D	to	the	ruleset's	second	edition,	a	story	involving	the	gods	being	cast	down	was	planned	by	TSR	management	from	the	top-down	and	started	with	Hall	of	Heroes	(1989)	and	continued	with	a	three-adventure	Avatar	series	(1989)	and	a	three-novel	Avatar	series	(1989),	and	some	stories
in	the	comic	book.[5]: 84 	TSR	adjusted	the	timeline	of	the	Forgotten	Realms	by	advancing	the	calendar	one	year	forward	to	1358	DR,	referring	to	the	gap	as	the	Time	of	Troubles.[9]	In	early	1990,	the	hardcover	Forgotten	Realms	Adventures	by	Grubb	and	Greenwood	was	released,	which	introduced	the	setting	to	AD&D	2nd	edition;[15]: 99–100 	the
book	also	detailed	how	the	Time	of	Troubles	had	changed	the	setting.[23]: 139 	The	Ruins	of	Undermountain	(1991)	was	one	of	the	first	published	mega-dungeons.[5]: 93 	The	Al-Qadim	setting	by	Jeff	Grubb	was	released	in	1992,	and	the	setting	was	added	to	the	southern	part	of	the	Forgotten	Realms.[5]: 95 	In	July	1990,	the	RPGA	Network's	Polyhedron
Newszine	began	publishing	a	monthly	column	by	Greenwood	entitled	"The	Everwinking	Eye"	detailing	various	locations	and	personalities	in	the	Realms.	The	Network	used	the	Forgotten	Realms	city	of	Ravens	Bluff	as	the	setting	for	their	first	living	campaign.[5]: 93 	Official	RPGA	support	for	this	product	line	included	the	Living	City	module	series.	A
number	of	sub-settings	of	the	Forgotten	Realms	were	briefly	supported	in	the	early	1990s.	Three	more	modules	were	produced	for	the	Kara-Tur	setting.	The	Horde	boxed	set,	released	in	1990,	detailed	the	Hordelands,	which	featured	a	series	of	three	modules.	The	Maztica	Campaign	Set,	released	in	1991,	detailed	the	continent	of	Maztica.	The	original
gray	boxed	set	was	revised	in	1993	to	update	it	to	AD&D	2nd	edition,	with	the	release	of	a	new	Forgotten	Realms	Campaign	Setting	boxed	set	containing	three	books	(A	Grand	Tour	of	the	Realms,	Running	the	Realms,	and	Shadowdale)	and	various	"monster	supplements".[24]	Additional	material	for	the	setting	was	released	steadily	throughout	the
1990s.	Forgotten	Realms	novels,	such	as	the	Legacy	of	the	Drow	series,	the	first	three	books	of	The	Elminster	Series,	and	numerous	anthologies	were	also	released	throughout	the	1990s,	which	led	to	the	setting	being	hailed	as	one	of	the	most	successful	shared	fantasy	universes	of	the	1990s.[25]	By	the	first	quarter	of	1996,	TSR	had	published	sixty-
four	novels	set	in	the	Forgotten	Realms	out	of	the	242	novels	set	in	AD&D	worlds.[26]: 20 	These	novels	in	turn	sparked	interest	in	role-playing	by	new	gamers.[27]	Numerous	Forgotten	Realms	video	games	were	released	between	1990	and	2000.	Eye	of	the	Beholder	for	MS-DOS	was	released	in	1990,[28]	which	was	followed	by	two	sequels:	the	first	in
1991,[29]	and	the	second	in	1992.[30]	All	three	games	were	re-released	for	MS-DOS	compatible	operating	systems	on	a	single	disk	in	1995.[31]	Another	1991	release	was	Neverwinter	Nights	on	America	Online,	the	first	graphical	massively	multiplayer	online	role-playing	game	(MMORPG).[32]	In	1998,	Baldur's	Gate,	the	first	in	a	line	of	popular	role-
playing	video	games[33]	developed	by	BioWare	and	"considered	by	most	pundits	as	the	hands-down	best	PC	roleplaying	game	ever",	was	released.[1]	The	game	was	followed	by	a	sequel,	Baldur's	Gate	II:	Shadows	of	Amn,	in	2000	and	Icewind	Dale,	a	separate	game	that	utilized	the	same	game	engine	as	Baldur's	Gate.	Pool	of	Radiance:	Ruins	of	Myth
Drannor	was	released	in	2001.	Several	popular	Forgotten	Realms	characters	such	as	Drizzt	Do'Urden	and	Elminster	made	minor	appearances	in	these	games.	When	Wizards	of	the	Coast	took	over	publication	of	Dungeons	&	Dragons	after	purchasing	TSR	in	1997,	they	trimmed	production	down	from	six	campaign	settings	to	Forgotten	Realms	and
Dragonlance,	and	completed	AD&D	2nd	edition	production	sometime	between	1998	and	1999.[34]: 146 	They	later	hired	Rob	Heinsoo	to	be	part	of	the	D&D	Worlds	team	and	focus	on	Forgotten	Realms	in	the	third	edition	of	Dungeons	&	Dragons.[34]: 162 	An	official	material	update	and	a	timeline	advance	were	introduced	to	the	Dungeons	&	Dragons
3rd	edition	in	2001	with	the	release	of	the	hardcover	book	the	Forgotten	Realms	Campaign	Setting,[35]	which	won	the	Origins	Award	for	Best	Role-Playing	Game	Supplement	of	2001	in	2002.[36]	The	timeline	was	officially	advanced	from	1358	DR	to	1372	DR.[9]	The	adventure	City	of	the	Spider	Queen	(2002)	did	not	meet	its	projected	sales	targets,
so	Wizards	of	the	Coast	cut	back	on	production	of	new	adventures.[34]: 165 	In	2002,	BioWare	released	Neverwinter	Nights,	set	in	the	northern	reaches	of	Faerûn	and	operating	on	the	revised	3.0	rules	for	D&D.	It	was	followed	by	two	expansion	packs:	Shadows	of	Undrentide	and	Hordes	of	the	Underdark.	A	sequel	using	version	3.5	of	the	rules	was
produced	by	Obsidian	Entertainment	in	2006,	and	was	followed	by	the	expansion	sets	Mask	of	the	Betrayer	and	Storm	of	Zehir.	The	Forgotten	Realms	Deluxe	Edition	compilation	was	released	in	2006,	containing	the	Baldur's	Gate	series	(excluding	the	Dark	Alliance	games),	Icewind	Dale	series,	and	all	Neverwinter	Nights	games	before	Neverwinter
Nights	2.	With	the	release	of	Dungeons	&	Dragons	4th	edition	in	2008,	Wizards	opted	for	a	publishing	plan	featuring	a	series	of	six	books	per	year	–	consisting	of	three	core	rulebooks	as	well	as	three	setting	books	–	beginning	with	the	Forgotten	Realms.	The	company	started	the	cycle	with	the	Forgotten	Realms	Campaign	Guide	(2008),	the	Forgotten
Realms	Player's	Guide	(2008),	and	Scepter	Tower	of	Spellgard.[34]: 190 	These	books	updated	the	Forgotten	Realms	to	the	newest	rules	system	which	altered	the	setting	drastically	to	make	it	fit	with	the	4th	edition	concept	of	"Points	of	Light".[34]: 190 	The	main	lore	change	centered	around	an	event	called	the	Spellplague	in	1385	DR.[9]	This
cataclysm	was	unleashed	when	the	goddess	of	magic	Mystra	was	killed,	"transforming	whole	nations	and	altering	creatures.	In	addition,	parts	of	Toril	have	fused	with	its	long-lost	twin	world	Abeir,	whisking	away	some	countries	and	adding	new	ones.	The	Underdark	is	more	open	to	the	surface.	Thay	has	become	a	nightmare	land	of	death	and	the
Elves,	sensing	the	newfound	connection	to	the	Feywild,	have	returned	to	Faerûn	in	force".[37]	The	event	moved	the	fictional	world's	timeline	94	years	into	the	future	to	1479	DR.[9]	The	Spellplague	acted	as	"a	narrative	justification	for	design	changes".[9]: 107 	In	2008,	the	Forgotten	Realms	also	became	the	setting	for	the	RPGA's	sole	living	campaign,
Living	Forgotten	Realms,	replacing	Living	Greyhawk.	In	2011,	the	Neverwinter	Campaign	Setting	was	released	which	launched	the	4th	edition's	first	major	multimedia	release.	The	Forgotten	Realms	city	setting	spawned	four	novels	by	R.	A.	Salvatore	called	the	Neverwinter	Saga,	a	comic	book,	and	a	board	game	called	The	Legend	of	Drizzt,	as	well	as
two	video	games	–	the	Facebook	game	Heroes	of	Neverwinter	(2011–2012)	and	a	MMORPG	called	Neverwinter	(2013).[38]	Laura	Tommervik,	from	the	Wizards	of	the	Coast	marketing	team,	explained	the	approach:	"We	use	Neverwinter	as	the	connective	tissue	across	multiple	product	categories.	The	transmedia	campaign	is	an	opportunity	for	fans	to
experience	the	brand	however	they	choose	to".[38]	In	2013,	Wizards	of	the	Coast	announced	a	year-long	event	called	the	Sundering	which	acted	as	a	multimedia	project	to	transition	the	Forgotten	Realms	to	the	next	edition	of	the	game.[39][40]	This	release	included	a	weekly	D&D	Encounters	in-store	play	event,	a	free-to-play	mobile	game	Arena	of
War	(2013),	and	a	collaborative	novel	series:	The	Companions	(2013)	by	R.	A.	Salvatore,	The	Godborn	(2013)	by	Paul	S.	Kemp,	The	Adversary	(2013)	by	Erin	Evans,	The	Reaver	(2014)	by	Richard	Lee	Byers,	The	Sentinel	(2014)	by	Troy	Denning,	and	The	Herald	(2014)	by	Ed	Greenwood.[39][41]	Liz	Schuh,	Head	of	Publishing	and	Licensing	for
Dungeons	&	Dragons,	said:[42]The	Sundering	is	the	last	of	a	series	of	ground-shaking	events.	It	really	affects	the	whole	world	of	the	Forgotten	Realms	in	a	major	way.	You	may	remember	when	the	Spell	Plagues	began,	the	two	worlds	of	the	Forgotten	Realms,	Abeir	and	Toril,	crashed	together.	That	created	both	geographic	changes	(the	map	of	the
Forgotten	Realms	and	Faerûn	actually	changed	due	to	that	collision),	and	also	changed	the	way	magic	works.	It	changed	the	pantheon	of	the	gods.	The	Sundering	is	all	about	those	two	worlds	separating—coming	apart—and	the	process	of	that	separation	is	really	the	story	that	we're	telling	over	the	next	year.	At	the	end	of	this	story	arc,	Abeir	and
Toril	will	be	separate	again,	and	many	of	the	things	that	happened	when	they	crashed	together	will	go	back	to	the	way	they	were	before.	So	magic	will	be	much	like	it	was	before	the	Spell	Plague.	Markings	that	marked	spell-plagued	people	and	animals	will	fade	and	go	away.	It's	really	about	moving	the	Forgotten	Realms	forward,	but	also	about
bringing	it	around	to	the	most	beloved	and	most	fondly	remembered	Forgotten	Realms.	The	result	of	The	Second	Sundering,	in	game	terms,	was	the	transition	from	4th	edition	rules	to	5th	edition	rules	of	Dungeons	&	Dragons,	published	in	2014.[9][43]	When	D&D	5th	edition	was	published	in	2014,	Wizards	of	the	Coast	announced	that	the	Forgotten
Realms	would	continue	to	serve	as	the	official	campaign	setting	for	its	upcoming	published	adventure	materials.[44][45][46]	The	village	of	Phandalin	in	the	Forgotten	Realms	acted	as	the	primary	setting	for	the	new	5th	edition	Starter	Set	(2014)	which	was	published	before	the	release	of	three	new	core	rulebooks.[47]	"Tyranny	of	Dragons"	was	the
first	multimedia	storyline	for	the	new	edition	and	included	two	adventure	modules,	Hoard	of	the	Dragon	Queen	(2014)	and	The	Rise	of	Tiamat	(2014),	and	an	update	to	the	Neverwinter	(2013)	video	game.[9][48][49]	The	next	two	storylines,	"Elemental	Evil"	which	included	Princes	of	the	Apocalypse	(2015)	and	"Rage	of	Demons"	which	included	Out	of
the	Abyss	(2015),	were	also	set	in	the	Forgotten	Realms.[9][50][51]	The	first	campaign	guide	for	the	new	edition,	the	Sword	Coast	Adventurer's	Guide	(2015),	was	released	on	November	3,	2015,	and	only	covered	a	fraction	of	the	Forgotten	Realms.[52][9]	It	describes	the	2013	Sundering	event,	referred	to	as	the	Second	Sundering	in	the	book,	and	its
consequences	in	game	terms	and	lore.[53]	The	video	game	Sword	Coast	Legends	(2015)	published	by	Digital	Extremes	was	also	released	in	the	same	month	as	the	tabletop	campaign	guide.[52][54]	5th	edition	details	on	"the	rest	of	Faerûn	had	been	untouched	until	the	Tomb	of	Annihilation	(2017),	an	adventure	that	leaves	the	northern	Sword	Coast
for	the	southern	jungles	of	Chult".[9]: 101 	The	official	Dungeons	&	Dragons	actual	play	web	series	Rivals	of	Waterdeep,	which	premiered	in	2018,	is	set	in	the	Forgotten	Realms.	It	has	adapted	adventure	modules	such	as	Waterdeep:	Dragon	Heist	(2018),	Baldur's	Gate:	Descent	Into	Avernus	(2019)	and	Candlekeep	Mysteries	(2021)	which	are	also	set
in	the	Forgotten	Realms.[55][56]	Main	article:	Faerûn	The	focus	of	the	Forgotten	Realms	setting	is	the	continent	of	Faerûn,	the	western	part	of	a	continent	that	was	roughly	modeled	after	the	Eurasian	continent	on	Earth.[26]: 6 	The	lands	of	the	Forgotten	Realms	are	not	all	ruled	by	the	human	race,	with	populations	of	many	humanoid	races	and
creatures	ubiquitous	in	fantasy	fiction	works	such	as	dwarves,	elves,	goblins,	and	orcs.	Technologically,	the	world	of	the	Forgotten	Realms	resembles	the	pre-industrial	Earth	in	the	13th	or	14th	century.	However,	the	presence	of	magic	provides	an	additional	element	of	power	to	the	societies.	There	are	several	nation	states	and	many	independent
cities,	with	loose	alliances	being	formed	for	defense	or	conquest.	Trade	is	performed	by	ship	or	horse-drawn	vehicle,	and	manufacturing	is	based	upon	cottage	industry.	Main	article:	Abeir-Toril	Forgotten	Realms	partial	map	The	Forgotten	Realms	is	part	of	the	fictional	world	of	Abeir-Toril	(usually	just	called	Toril[23]: 91 ),	an	Earth-like	planet	with
many	real-world	influences	and	consists	of	several	large	continents.[57]	It	was	first	detailed	in	the	original	Forgotten	Realms	Campaign	Set,	published	in	1987	by	TSR.[58]	The	other	continents	of	Toril	include	Kara-Tur,	Zakhara,	Maztica,[57]	and	other	yet	unspecified	landmasses.[35]	Kara-Tur,	roughly	corresponding	to	ancient	East	Asia,	was	later	the
focus	of	its	own	source	book	Kara-Tur:	The	Eastern	Realms,	published	in	1988.[15]: 103 [59]	There	is	also	a	vast	subterranean	world	called	the	Underdark	beneath	the	surface.[23]: 98, 138 [51]	In	early	editions	of	the	setting,	The	Realms	shared	a	unified	cosmology	with	various	other	campaign	settings	called	the	Great	Wheel.	In	this	way	each	of	the
Dungeons	&	Dragons	campaign	settings	were	linked	together	to	form	one	interwoven	world	connected	by	various	planes	of	existence.	With	the	release	of	the	2001	Forgotten	Realms	Campaign	Setting,	the	setting	was	given	its	own	distinct	and	separate	cosmological	arrangement,	with	unique	planes	not	explicitly	connected	to	those	of	the	other
settings.[35][60]	Religion	plays	a	large	part	in	the	Forgotten	Realms,	with	deities	and	their	followers	being	an	integral	part	of	the	world.	Deities	interact	directly	in	mortal	affairs,	answer	prayers,	and	have	their	own	personal	agendas.	All	deities	must	have	worshipers	to	survive,	and	all	mortals	must	worship	a	patron	deity	to	secure	a	good	afterlife.	A
huge	number	of	diverse	deities	exist	within	several	polytheistic	pantheons;	a	large	number	of	supplements	have	documented	many	of	them,	some	in	more	detail	than	others.[61][62]	Greenwood	created	a	pantheon	of	gods	for	his	home	Dungeons	&	Dragons	game,	in	his	Forgotten	Realms	world,	which	were	introduced	in	his	article	"Down-to-earth
divinity"	from	Dragon	#54	(October	1981).[63]	When	the	Forgotten	Realms	was	published	as	a	setting	in	1987,	the	pantheon	added	Waukeen,	the	goddess	of	trade,	money,	and	wealth,	who	was	created	by	one	of	Jeff	Grubb's	players,	and	added	to	the	Forgotten	Realms	by	Grubb.[citation	needed]	Tyche	was	replaced	with	Tymora,	and	the	elemental
lords	from	Melniboné	were	replaced	by	Akadi,	Grumbar,	Istishia,	and	Kossuth.[64]	Much	of	the	history	of	the	Forgotten	Realms	detailed	in	novels	and	source	books	concerns	the	actions	of	various	deities	and	The	Chosen	(mortal	representatives	with	a	portion	of	their	deities'	power)	such	as	Elminster,	Fzoul	Chembryl,	Midnight	(who	later	became	the
new	embodiment	of	the	goddess	of	magic,	Mystra[23]: 140 ),	and	the	Seven	Sisters.	Above	all	other	deities	is	Ao,	the	Overlord,	who	does	not	sanction	worshipers	and	distances	himself	from	mortals.	He	is	single-handedly	responsible	for	the	Time	of	Troubles,	or	Godswar,	as	seen	in	The	Avatar	Trilogy.[65][66]	The	setting	is	home	to	several	noteworthy
recurring	characters	that	have	gained	wider	reception,	including:	The	Companions	of	the	Hall,	a	group	of	adventurers	that	were	created	by	R.	A.	Salvatore[67][68]	and	introduced	in	The	Crystal	Shard	(1988).[69][70][71]	Each	of	these	characters	"fit	into	an	RPG	archetype".[72]	They	include:	Drizzt	Do'Urden,	a	drow,	or	dark	elf,	ranger	who	is	the
main	character	of	34	novels.[69]	Drizzt	is	noted	for	his	commitment	to	friendship	and	peace,	which	is	contrary	to	the	stereotype	of	his	people.[73]	Drizzt	as	a	character	is	often	used	to	represent	issues	of	racial	prejudice,	particularly	in	The	Dark	Elf	Trilogy.[74][75]	Drizzt	is	also	troubled	by	the	lifespan	discrepancy	between	himself	and	his	human
romantic	interest	Catti-Brie.[76]	Wulfgar,	a	massive	human	barbarian;[77]	in	The	Crystal	Shard,	Wulfgar's	combat	prowess	is	significant	enough	that	along	with	Drizzt	and	his	magic	panther	Guenhwyvar,	they	manage	to	"beat	25	giants	by	themselves".[69]	As	a	character,	Wulfgar	exemplifies	"the	strong,	honest,	hot-headed	young	warrior	hero	type
common	to	adventure	stories	and	similar	to	Howard's	creation	Conan".[78]	Bruenor	Battlehammer,	a	dwarven	fighter	who	retakes	Mithral	Hall	with	the	help	of	the	other	Companions[69][72][79]	and	becomes	its	king.[16]: 202 	He	was	one	of	the	first	friends	Drizzt	made	upon	leaving	the	Underdark	and	both	Catti-Brie	and	Wulfgar	are	his	adopted
children.[80][72]	Rob	Bricken	for	io9	highlighted	Bruenor	as	"a	dwarf	that	hits	pretty	much	every	fantasy	stereotype,	including	his	desire	to	reclaim	an	ancestral	home	that	his	people	were	chased	out	of	after	they	dug	too	far	and	awakened	a	monster".[69]	Catti-brie,	a	human	archer	who	would	later	develop	abilities	as	a	spellcaster;[69][72][81]	in	The
Crystal	Shard,	Drizzt	referred	to	her	as	his	soulmate.[69]	Catti-Brie	is	favored	by	Mielikki,	a	goddess	associated	with	forests	and	nature	spirits,	and	she	bears	the	deity's	mark.	Bricken	argued	that	her	characterization	in	The	Icewind	Dale	Trilogy	is	limited,[69]	while	Aidan-Paul	Canavan	maintained	that	she	becomes	a	"hero"	only	in	later	novels.[82]
Regis,	a	halfling	member	of	the	Companions,	who	behaves	in	the	stereotypical	manner	of	J.R.R.	Tolkien's	hobbits.	Bricken	noted	that	Regis	is	a	rogue	who	"set	himself	apart	a	bit	by	carrying	a	crystal	pendant	he	can	use	to	charm	people",	though	he	is	sometimes	forced	into	dangerous	situations	and	"ends	up	saving	the	day,	Bilbo-style",	such	as	in	the
final	battle	of	The	Crystal	Shard.[69]	Elminster,	a	wizard	also	known	as	the	Sage	of	Shadowdale;[83]	he	is	"a	founding	member	of	the	Harpers	and	one	of	the	oldest	surviving	and	most	powerful	Chosen	of	Mystra".[84]	The	Harpers	are	a	semi-secret	organization;	Jonathan	Palmer,	for	Arcane	magazine,	called	them	"Laudable"	and	commented	that	they
are	"fighters	for	freedom	and	justice".[85]	Bricken	described	Elminster	as	"the	most	powerful,	important,	and	smartest	wizard	in	the	Forgotten	Realms,	and	one	of	the	setting's	most	important	characters	[...]	more	Merlin	than	Gandalf,	which	makes	him	less	enigmatic	and	prone	to	tomfoolery	than	other	major	fantasy	wizards,	which	I	count	as	a	good
thing".[86]	Volothamp	Geddarm,	a	human	adventurer	who	is	famed	within	the	setting	Faerûn	for	the	number	of	guidebooks	he	writes	about	the	various	regions	within	the	Realms.	The	character's	name	is	often	attributed	in	real-world	D&D	publications	as	the	in-universe	narrator	of	said	works.[87]	Paul	Pettengale	from	Arcane	described	him	as	"one	of
those	characters	that	everyone's	heard	about,	and	one	that	just	about	every	Dungeon	Master	must	have	been	tempted	to	introduce	to	their	campaign	at	some	point	or	another".[88]	Khelben	"Blackstaff"	Arunsun,	developed	by	Greenwood	and	game	designer	Steven	Schend,	is	a	character	noted	for	his	appearances	in	several	novels	set	in	the	Forgotten
Realms,[23][89]	as	well	as	the	2004	video	game	Forgotten	Realms:	Demon	Stone.[90]	A	powerful	wizard	renowned	for	his	namesake	staff,	in	earlier	editions	he	is	the	Archmage	of	Waterdeep,	leading	member	of	the	Harpers,	and	one	of	Mystra's	Chosen.[23]	Prior	to	his	death,	Khelben	passes	the	Blackstaff	to	his	apprentice	Tsarra,[89]	who	takes	up
residence	at	Blackstaff	Tower	in	Waterdeep	and	inherits	his	memories	and	legacy.	Writer	Aubrey	Sherman	said	he	is	an	example	for	the	importance	of	a	wand	or	staff	behind	the	conception	of	a	wizard	archetype	and	listed	the	character	among	D&D's	notable	wizards.[91][89]	Jarlaxle,	also	a	character	by	R.	A.	Salvatore,	was	introduced	in	the	1990
novel	Exile.	He	also	appears	in	Promise	of	the	Witch	King,	Road	of	the	Patriarch	and	The	Pirate	King,	as	well	as	The	Sellswords	and	the	Paths	of	Darkness	trilogies.	Described	by	Christian	Hoffer	from	Comicbook.com	as	a	popular	and	intriguing	supporting	character,[92]	Jarlaxle	is	the	charismatic	and	opportunistic	drow	leader	of	the	mercenary	band
Bregan	D'aerthe.	Anglistics	scholar	Caroline	de	Launay	characterized	Jarlaxle	as	an	independent	character	inclined	to	"subtle	manoeuvres",[93]	while	Hoffer	explained	that	he	is	an	amoral	villain	who	has	"plenty	of	contingencies	and	secret	plots".[92]	When	comparing	the	plot	of	The	Dark	Elf	Trilogy	to	a	game	of	chess,	de	Launay	assigned	Jarlaxle	the
role	of	the	knight.[93]	Theo	Kogod,	for	CBR,	wrote	that	Jarlaxle	is	"in	many	ways	[...]	a	dark	reflection	of	the	heroic	and	honorable	Drizzt.	He	used	lies,	manipulation	and	cunning	to	rise	as	high	as	a	male	Drow	could	within	his	culture,	but	in	the	end,	he	also	left	his	home	behind.	[...]	In	Waterdeep:	Dragon	Heist,	Jarlaxle	is	trying	to	leverage	himself	to
become	accepted	as	a	legitimate	member	of	the	Lords'	Alliance.	He	is	one	of	four	possible	main	villains	in	the	campaign".[94]	Artemis	Entreri,	a	human	assassin	described	by	Bricken	as	"cold-blooded"	and	Drizzt's	"equal	in	fighting	and	opposite	in	morality",	a	mirror	image	of	how	Drizzt	would	have	ended	up	if	he	had	remained	part	of	the	universally
evil	drow	society	instead	of	forsaking	it.[95]	Gromph	Baenre	is	Archmage	of	the	city	of	Menzoberranzan,	the	City	of	Spiders.	Gromph	is	a	rival	in	power	to	the	other	archmages	of	the	Forgotten	Realms,	such	as	Elminster	and	Khelben	"Blackstaff"	Arunsun.	In	a	review	of	the	1995	novel	Daughter	of	the	Drow,	Gideon	Kibblewhite	for	Arcane,	called
Gromph	the	"only	interesting	character"	in	the	book,	describing	him	as	"the	bitter	and	twisted	archmage",	and	lamented	that	"he	rarely	makes	an	appearance	after	the	opening".[96]	Liriel	Baenre	is	the	daughter	of	Gromph	Baenre;	she	originally	belonged	to	House	Vandree	before	her	talent	for	arcane	spellcasting	was	discovered	by	Gromph.[97]	After
being	sent	away	to	hone	her	magical	talent	rather	than	study	as	a	priestess,	Liriel	uses	a	book	given	by	her	father	to	travel	to	the	surface	lands,	where	she	encounters	followers	of	the	goddess	Eilistraee,	the	Dark	Maiden	of	benevolent	drow,	comes	to	possess	the	magical	artifact	known	as	the	Windwalker,	and	eventually	settle	down	on	the	surface
world	permanently.	Liriel	was	created	by	Elaine	Cunningham	for	Daughter	of	the	Drow,	and	is	described	by	Trenton	Webb	of	Arcane	as	"the	oddest	Drow"	due	to	her	lack	of	traits	deemed	as	stereotypical	of	her	people.[98]	Erevis	Cale,	first	introduced	in	the	short	story	"Another	Name	For	Dawn"	published	in	issue	277	of	Dragon	magazine,	is	a	pivotal
character	in	novels	by	Paul	S.	Kemp,	including	The	Halls	of	Stormweather,	Shadows	Witness,	the	Erevis	Cale	Trilogy,	and	The	Twilight	War	trilogy.	Originally	a	normal	human,	he	accepts	the	gift	of	the	Fane	of	Shadows	in	Twilight	Falling	and	becomes	a	shade;	being	imbued	with	the	essence	of	matter	integral	to	the	Plane	of	Shadow	brings	about
drastic	changes	to	his	appearance	and	physiology.	Don	D'Ammassa	described	Erevis	Cale	as	"a	man	tormented	by	questions	of	right	and	wrong".[99]	Alustriel	Silverhand	is	the	ruler	of	the	city	of	Silverymoon	in	"The	North"	of	the	setting.	Writing	in	2000,	Envoyer	magazine	reviewer	Stylo	counted	her	among	the	most	prominent	Forgotten	Realms
characters	thanks	to	R.A.	Salvatore's	novels.[100]	Szass	Tam	is	a	lich	and	leader	of	the	Red	Wizards	of	Thay.[101][102]	In	his	book	The	Fantasy	Roleplaying	Gamer's	Bible,	Sean	Patrick	Fannon	describes	the	Forgotten	Realms	as	being	"the	most	ambitious	fantasy	game	setting	published	since	Tekumel",[1]	and	that	it	"may	be	the	most	widely	played-in
game	setting	in	RPG	history".[1]	Similarly,	in	literature,	the	novels	written	in	the	Forgotten	Realms	setting	have	formed	one	of	"the	industry's	leading	fantasy	series".[103]	Over	time	these	novels	have	gained	"unprecedented	popularity",[104]	which	led,	as	Marc	Oxoby	noted	in	his	book,	The	1990s,	to	the	novels	having	an	"extraordinary	shelf	life",
remaining	in	print	for	many	years.[104]	This	popular	reception	has	also	been	reflected	in	public	libraries;	for	example,	Joyce	Saricks	states	in	The	Readers'	Advisory	Guide	to	Genre	Fiction	that	the	novels	have	been	among	the	most	requested	books	by	fans	of	the	fantasy	genre.[105]	D&D	chroniclers	Michael	Witwer	et	al.,	in	the	book	Dungeons	&
Dragons	Art	&	Arcana,	noted	that	the	"level	of	Tolkienesque	history	and	detail	that	Greenwood	had	infused	in	his	creation	-	and	almost	"real	world"	quality	-	granted	the	Realms	an	irresistible	allure	[...].	While	at	its	core	the	Forgotten	Realms	is	a	familiar,	almost	traditional,	medieval-styled	fantasy	setting,	it	boasted	unprecedented	scope".	"It	is,	quite
simply,	Dungeons	&	Dragons	at	its	very	core."[16]	Aubrey	Sitterson,	for	PC	Magazine,	included	the	Forgotten	Realms	in	a	2015	roundup	of	the	"11	Best	Dungeons	&	Dragons	Campaign	Settings"	and	wrote	that	"for	most	people,	Forgotten	Realms	is	synonymous	with	Dungeons	&	Dragons,	and	with	good	reason:	it's	the	setting	that	played	home	to	the
massively	popular	Baldur's	Gate	video	game,	as	well	as	R.	A.	Salvatore's	Drizzt	books.	Currently,	it's	the	only	campaign	setting	actively	supported	by	D&D	makers	Wizards	of	the	Coast,	which	would	be	restrictive	if	Forgotten	Realms	wasn't	such	an	incredibly	diverse	place,	housing	classic	European	middle	ages	tropes,	as	well	as	a	heroic	fantasy	take
on	African,	Middle	Eastern,	and	other	real-world	cultures".[106]	Brian	Silliman,	for	SYFY	Wire	in	2017,	described	the	Forgotten	Realms	as	"a	classic	fantasy	backdrop"	and	highlighted	that	"at	one	time	in	our	history,	our	world	and	this	one	were	connected,	but	over	time	this	magical	realm	was,	well,	forgotten.	It	is	an	ideal	place	for	any	D&D
adventure,	inspiring	limitless	possibilities	for	any	smirking	dungeon	master".[107]	In	2019,	academic	Philip	J.	Clements	called	the	"highly	popular"	Forgotten	Realms	"an	unusually	well-developed	D&D	setting"	and	"more-or-less	the	flagship	setting	for	D&D".	He	also	noted	that	it	has	received	the	greatest	number	of	supplements.[108]	In	a
retrospective	on	the	legacy	of	Dungeons	&	Dragons,	academic	Daniel	Heath	Justice	commented	that	the	"Forgotten	Realms	was	explicitly	based	on	the	civilized-versus-savage	binary	and	leaned	in	hard	on	racial	essentialism	in	its	sadistic	black-skinned	drow	led	by	vicious	matriarchs	and	their	terrible	spider	goddess,	firmly	melding	anti-Blackness	with
misogyny,	a	once-civilized	people	gone	feral	under	the	debased	rule	of	women".[109]	The	4th	edition	update	to	the	Forgotten	Realms	brought	massive	lore	changes	which	were	"tied	to	a	number	of	other	design	philosophies"	and	the	Forgotten	Realms	"simultaneously	had	become	a	grittier	setting,	on	the	edge	of	collapse,	while	also	becoming	a	more
fantastic	one,	full	of	wonder	and	mystery".[110]	Jason	Wilson,	for	VentureBeat,	highlighted	that	unlike	the	Time	of	Troubles	cataclysm,	the	4th	edition	Spellplague	cataclysm	was	"one	players	never	embraced	in	the	same	manner	as	the	earlier	disaster".[111]	Shannon	Appelcline,	author	of	Designers	&	Dragons,	wrote:	[The	4th	edition]	Forgotten
Realms	Campaign	Guide	may	be	the	most	controversial	D&D	book	ever	produced	by	Wizards.	That's	entirely	due	to	the	large-scale	destruction	of	the	Realms.	Similar	updates	have	been	tried	by	other	companies	—	to	reinvigorate	settings,	to	make	them	more	accessible	to	new	players,	or	to	make	them	more	adventuresome.	[...]	It	never	seems	to	go
well,	because	old	fans	feel	left	behind.	With	that	said,	some	folks	did	love	the	changes,	because	the	setting	was	now	more	playable,	more	accessible,	more	fantastic,	and	more	PC	centered.	[...]	Meanwhile,	a	series	of	adventures	and	novels	called	The	Sundering	(2013–2014)	reversed	many	of	the	4e	changes	to	the	Realms,	but	without	rebooting	the
timeline.	Instead,	the	Realms	continues	to	evolve	and	advance,	as	it	has	since	its	earlier	days.[110]	R.	A.	Salvatore	was	also	publicly	unhappy	with	the	4th	edition	changes	to	the	Forgotten	Realms:[112]	[B]asically,	we	authors	were	handed	a	document	and	told	how	things	were	going	to	be.	We	were	asked	our	opinions,	but	they	mattered	very	little	–	the
changes	were	being	driven	from	a	different	direction.	[...]	To	have	characters	that	have	built	such	a	strong	history,	then	have	that	upset	on	the	orders	of	someone	else	was	very	disconcerting.	I	will	admit	that	the	abrupt	changes	forced	me	into	an	uncomfortable	place,	and	from	that	place	came	some	of	the	better	things	I've	written,	but	I	very	much
preferred	the	way	it	was	done	this	time,	with	5th	Edition	and	the	changes,	where	we,	the	authors,	were	told	what	was	happening	to	the	game	and	asked	how	we	could	make	the	world	and	the	lore	live	and	breathe	it.Christian	Hoffer,	for	ComicBook.com,	reported	that	Wizards	of	the	Coast's	5th	edition	publishing	strategy,	which	focuses	on	the
Forgotten	Realms	and	newer	intellectual	property	for	campaign	settings,	has	created	a	rift	in	the	fan	base	where	some	"feel	that	this	push	for	new	players	has	come	at	the	cost	of	keeping	the	game's	current	players	sated"	by	not	updating	campaign	settings	that	"predate	the	Forgotten	Realms".	Hoffer	highlighted	that	Wizards	of	the	Coast	has	a	much
slower	publication	schedule	than	with	previous	editions	with	a	focus	on	quality	and	profit	and	"the	D&D	teams	knows	that	they	have	plenty	of	great	campaign	settings	in	their	back	pocket	and	are	either	actively	developing	more	settings	or	have	ideas	for	them	further	down	the	line".[113]	List	of	Forgotten	Realms	novels	List	of	Forgotten	Realms
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referred	to	by	players	and	game	designers	alike	as	simply	"The	Realms")	is	a	campaign	setting	for	the	Dungeons	&	Dragons	(D&D)	fantasy	role-playing	game,	created	by	game	designer	Ed	Greenwood,[1]	around	1967	as	a	setting	for	his	childhood	stories.	Greenwood	brought	the	setting	to	the	D&D	game	initially	as	a	series	of	magazine	articles	several
years	later,	and	the	first	Realms	game	products	were	released	in	1987.	Role-playing	game	products	have	been	produced	for	the	setting	ever	since,	as	well	as	various	licensed	products	including	novels,	computer	role-playing	game	adaptations	(among	them	the	first	massively	multiplayer	online	role-playing	game	to	use	graphics),	and	comic	books.	The
Forgotten	Realms	is	one	of	the	most	popular	D&D	settings,[2][3]	largely	due	to	the	success	of	novels	by	authors	such	as	R.	A.	Salvatore	and	numerous	computer	role-playing	games,	including	Pool	of	Radiance	(1988),	Baldur's	Gate	(1998),	and	Neverwinter	Nights	(2002).	According	to	the	setting's	creators,	the	"Forgotten	Realms"	is	the	name	of	a
fantasy	world	that	exists	somewhere	beyond	the	real	world.	The	setting	is	described	as	a	world	of	strange	lands,	dangerous	creatures,	and	mighty	deities,	where	magic	and	seemingly	supernatural	phenomena	are	quite	real.	The	premise	is	that,	long	ago,	the	Earth	and	the	world	of	the	Forgotten	Realms	were	more	closely	connected.	As	time	passed,
the	inhabitants	of	planet	Earth,	have	mostly	forgotten	about	the	existence	of	that	other	world—hence	the	term	"Forgotten	Realms".	On	the	original	Forgotten	Realms	logo,	which	was	used	until	2000,	little	runic	letters	read	"Herein	lie	the	lost	lands",	an	allusion	to	the	connection	between	the	two	worlds.	The	world[edit]	The	focus	of	the	Forgotten
Realms	setting	is	the	continent	of	Faerûn,	part	of	the	fictional	world	of	Abeir-Toril,	an	Earth-like	planet	with	many	real-world	influences.	Unlike	Earth,	the	lands	of	the	Forgotten	Realms	are	not	all	ruled	by	the	human	race:	the	planet	Abeir-Toril	is	shared	by	humans,	dwarves,	elves,	goblins,	orcs,	and	other	peoples	and	creatures.	Technologically,	the
world	of	the	Forgotten	Realms	is	not	nearly	as	advanced	as	that	of	Earth;	in	this	respect,	it	resembles	the	pre-industrial	Earth	of	the	13th	or	14th	century.	However,	the	presence	of	magic	provides	an	additional	element	of	power	to	the	societies.	There	are	several	nation	states	and	many	independent	cities,	with	loose	alliances	being	formed	for	defense
or	conquest.	Trade	is	performed	by	ship	or	horse-drawn	vehicle,	and	manufacturing	is	based	upon	cottage	industry.	Geography[edit]	Main	article:	Faerûn	Abeir-Toril	consists	of	several	large	continents,	including	Faerûn,	which	was	first	detailed	in	the	original	Forgotten	Realms	Campaign	Set,	published	in	1987	by	TSR.[4]	The	other	continents	include
Kara-Tur,	Zakhara,	Maztica,	and	other	yet	unspecified	landmasses.	Kara-Tur,	roughly	corresponding	to	ancient	East	Asia,	was	later	the	focus	of	its	own	source	book	Kara-Tur:	The	Eastern	Realms,	published	in	1988.[5]	Various	products	detailing	specific	areas	of	Faerûn,	such	as	the	2nd	edition	FR13	Anauroch	(1991),	FR15	Gold	and	Glory	(1992),
FR16	The	Shining	South	(1993),	and	FRS1	The	Dalelands	(1993),	have	been	released,	and	through	these	much	of	the	continent	has	been	heavily	detailed	and	documented	to	create	a	highly	developed	setting.	In	early	editions	of	the	setting,	The	Realms	shared	a	unified	cosmology	with	various	other	campaign	settings	called	the	Great	Wheel.	In	this	way
each	of	the	Dungeons	&	Dragons	campaign	settings	were	linked	together	to	form	one	interwoven	world	connected	by	various	planes	of	existence.	With	the	release	of	the	2001	Forgotten	Realms	Campaign	Setting,	the	setting	was	given	its	own	distinct	and	separate	cosmological	arrangement,	with	unique	planes	not	explicitly	connected	to	those	of	the
other	settings.[6][7]	Religion[edit]	See	also:	Forgotten	Realms	deities	Religion	plays	a	large	part	in	the	Forgotten	Realms,	with	deities	and	their	followers	being	an	integral	part	of	the	world.	They	do	not	have	a	passive	role,	but	in	fact	interact	directly	in	mortal	affairs,	answer	prayers,	and	have	their	own	personal	agendas.	All	deities	must	have
worshipers	to	survive,	and	all	mortals	must	worship	a	patron	deity	to	secure	a	good	afterlife.	A	huge	number	of	diverse	deities	exist	within	several	polytheistic	pantheons;	a	large	number	of	supplements	have	documented	many	of	them,	some	in	more	detail	than	others.[8][9]	Much	of	the	history	of	The	Realms	detailed	in	novels	and	source	books
concerns	the	actions	of	various	deities	or	The	Chosen	(mortal	representatives	with	a	portion	of	their	deities'	power)	such	as	Elminster,	Fzoul	Chembryl,	Midnight	(who	later	became	the	new	embodiment	of	the	goddess	of	magic,	Mystra),	and	the	Seven	Sisters.	Above	all	other	deities	is	Ao,	the	Overlord.	Ao	does	not	sanction	worshipers	and	distances
himself	from	mortals.	He	is	single-handedly	responsible	for	the	Time	of	Troubles,	or	Godswar,	as	seen	in	The	Avatar	Trilogy.	Characters[edit]	Main	article:	List	of	Forgotten	Realms	characters	The	setting	is	the	home	of	several	iconic	characters	popularized	by	authors,	including	Elminster	the	wizard,	who	has	appeared	in	several	series	of	novels
created	by	Greenwood	himself,	and	Drizzt	Do'Urden	the	highly	popular	drow,	or	dark	elf,	ranger	created	by	R.	A.	Salvatore.	History[edit]	Early	years[edit]	Ed	Greenwood	wrote	Forgotten	Realms	stories	as	a	child,	starting	around	1967;[10]	they	were	his	"'dream	space	for	swords	and	sorcery	stories".[10]	When	the	Dungeons	&	Dragons	game	was
introduced,	the	setting	became	the	home	of	Greenwood's	own	personal	campaign.[11]	Beginning	with	the	periodical's	30th	issue[10]	in	1979,	Greenwood	published	a	series	of	short	articles	that	detailed	the	setting	in	The	Dragon	magazine,	the	first	of	which	was	about	a	monster	known	as	the	curst.[10]	Greenwood	wrote	voluminous	entries	to	Dragon
magazine,	using	the	Realms	as	a	setting	for	his	descriptions	of	magic	items,	monsters,	and	spells.[11]	In	1986,	the	American	game	publishing	company	TSR	began	looking	for	a	new	campaign	setting	for	the	Advanced	Dungeons	&	Dragons	game,[10]	and	assigned	Jeff	Grubb	to	find	out	more	about	the	setting	used	by	Greenwood	as	portrayed	in	his
articles	in	Dragon.[11]	Greenwood	agreed	to	work	on	the	project,	and	began	working	to	get	the	Forgotten	Realms	officially	published.[10]	Advanced	Dungeons	&	Dragons	1st	edition[edit]	Although	the	Realms	were	yet	to	be	an	official	campaign	world,	the	module	H1:	Bloodstone	Pass,	released	in	1985	by	TSR,	is	now	considered	to	be	a	part	of	the
Forgotten	Realms,[12]	although	it	wasn't	until	module	H3:	The	Bloodstone	Wars	was	released	that	Forgotten	Realms	became	the	official	setting	for	the	module	series.[13]	The	first	official	Forgotten	Realms	product	was	Douglas	Niles's	Darkwalker	on	Moonshae,	the	first	book	in	The	Moonshae	Trilogy,	which	predates	the	Forgotten	Realms	Campaign



Set	by	1	month.[14]	The	Campaign	Set	(often	referred	to	as	the	"Old	Grey	Box")[14]	was	later	released	in	1987[15][16]	as	a	boxed	set	of	two	source	books	(Cyclopedia	of	the	Realms	and	DM's	Sourcebook	of	the	Realms)[4]	and	four	large	maps,	designed	by	Greenwood	in	collaboration	with	author	Jeff	Grubb.	The	Forgotten	Realms	became	an	instant
hit.[15]	The	module	N5:	Under	Illefarn	bears	the	Forgotten	Realms	logo	on	the	cover,	as	do	the	two	modules	released	in	1988,	H4:	The	Throne	of	Bloodstone	and	I14:	Swords	of	the	Iron	Legion.	The	Crystal	Shard	was	released	in	1988,[17]	the	first	novel	to	feature	the	successful	character	Drizzt	Do'Urden,	who	has	since	appeared	in	more	than
seventeen	subsequent	novels,	many	of	which	have	been	featured	on	the	New	York	Times	Best	Seller	list.[18]	In	1988,	the	first	in	a	line	of	Forgotten	Realms	computer	role-playing	games,	Pool	of	Radiance	was	released	by	Strategic	Simulations,	Inc.	The	game	was	popular,	winning	the	Origins	Award	for	Best	Fantasy	or	Science	Fiction	Computer	Game
of	1988[19]	and,	in	1992,	the	game	was	ported	to	the	Nintendo	Entertainment	System.	Several	supplements	to	the	original	boxed	set	were	released	under	the	first	edition	rules,	including	FR1:	Waterdeep	and	the	North	and	FR2:	Moonshae	in	1987,	and	FR3:	Empires	of	the	Sands,	FR4:	The	Magister,	FR5:	The	Savage	Frontier,	FR6:	Dreams	of	the	Red
Wizards,	and	REF5:	Lords	of	Darkness	in	1988.	Also	in	1988	came	the	City	System	boxed	set,	containing	several	maps	of	the	city	of	Waterdeep.	Ruins	of	Adventure,	a	module	based	on	the	computer	game	Pool	of	Radiance,	was	released	in	1988.	The	boxed	set	Kara-Tur:	The	Eastern	Realms	was	released	in	1988,	giving	details	of	the	lands	of	Kara-Tur
which	had	previously	appeared	in	the	1986	book	Oriental	Adventures,	and	were	now	officially	placed	in	the	Forgotten	Realms	world.	In	1988	also,	the	module	OA5:	Mad	Monkey	vs	the	Dragon	Claw	was	released	for	the	Kara-Tur	setting	as	a	Forgotten	Realms	product.	In	1989,	DC	Comics	began	publishing	a	series	of	Forgotten	Realms	comics	written
by	Jeff	Grubb.	Each	issue	contained	twenty-six	pages,	illustrated	primarily	by	Rags	Morales	and	Dave	Simons.	Twenty-five	issues	were	published	in	total,	with	the	last	being	released	in	1991.	A	fifty-six	page	annual	Forgotten	Realms	Comic	Annual	#1:	Waterdhavian	Nights,	illustrated	by	various	artists,	was	released	in	1990.	Advanced	Dungeons	&
Dragons	2nd	edition[edit]	An	eponymous	module,	based	on	the	computer	role-playing	game	Curse	of	the	Azure	Bonds,	was	released	in	1989,	as	was	the	The	Avatar	Trilogy	series	of	novels,	consisting	of	Shadowdale,	Tantras,	and	Waterdeep	that	detailed	the	storyline	which	became	known	as	the	"Time	of	Troubles".	A	series	of	module	adaptations	for
these	novels	were	released	in	the	same	year,	along	with	the	Hall	of	Heroes	accessory,	detailing	many	of	the	major	characters	appearing	in	Forgotten	Realms	novels	published	up	through	that	time.	In	early	1990,	the	hardcover	Forgotten	Realms	Adventures	by	Jeff	Grubb	and	Ed	Greenwood	was	released,	which	introduced	the	Realms	setting	to	the
second	edition	of	the	Advanced	Dungeons	&	Dragons	game	and	detailed	how	the	Time	of	Troubles	had	changed	the	setting.[11]	The	RPGA	used	the	Forgotten	Realms	city	of	Ravens	Bluff	as	the	setting	for	their	first	living	campaign.	Official	RPGA	support	for	this	product	line	included	the	Living	City	modules	series.	A	number	of	sub-settings	of	the
Forgotten	Realms	were	briefly	supported	in	the	early	1990's.	Three	more	modules	were	produced	for	the	Kara-Tur	setting.	The	Horde:	Barbarian	Campaign	Setting,	released	in	1990,	detailed	The	Hordelands,	which	also	featured	a	series	of	three	modules.	The	Maztica	Campaign	Set,	in	1991,	detailed	the	continent	of	Maztica.	The	original	gray	boxed
set	received	a	revision	in	1993	to	update	it	to	the	second	edition	Advanced	Dungeons	&	Dragons	(AD&D)	rules	system,	with	the	release	of	a	new	Forgotten	Realms	Campaign	Setting	boxed	set,	containing	three	books	(A	Grand	Tour	of	the	Realms,	Running	the	Realms,	and	Shadowdale)	and	various	"monster	supplements,"[20]	with	a	new	graphic	look.
[16]	Additional	material	for	the	setting	was	released	steadily	throughout	the	1990s.	Forgotten	Realms	novels,	such	as	the	Legacy	of	the	Drow	series,	the	first	three	books	of	The	Elminster	Series,	and	numerous	anthologies,	were	also	released	throughout	the	1990s,	which	lead	to	the	setting	being	hailed	as	one	of	the	most	successful	shared	fantasy
universes	of	the	1990s.[21]	These	novels	in	turn	sparked	interest	in	role-playing	activity	by	new	gamers.[22]	Numerous	Forgotten	Realms	video	games	were	released	Between	1990	and	2000.	The	Eye	of	the	Beholder	PC	game	was	released	in	1990.[23]	This	game	was	later	followed	by	two	sequels,	the	first	in	1991,[24]	and	the	second	in	1992.[25]	All
three	games	were	re-released	for	DOS	on	a	single	disk	in	1995.[26]	Another	1991	release	was	Neverwinter	Nights	on	America	Online,	the	first	graphical	Massively	Multiplayer	Online	Role-Playing	Game	(MMORPG).[27]	In	1998,	Baldur's	Gate	was	released,	the	first	in	a	line	of	popular	computer	role-playing	games[28]	developed	by	BioWare	and
"considered	by	most	pundits	as	the	hands-down	best	PC	roleplaying	game	ever".[1]	The	game	was	followed	by	a	sequel,	Baldur's	Gate	II:	Shadows	of	Amn	in	2000	as	well	as	Icewind	Dale,	a	separate	game	that	utilized	the	same	game	engine	as	Baldur's	Gate.	Pool	of	Radiance:	Ruins	of	Myth	Drannor	was	released	in	2001.	Several	popular	Forgotten
Realms	characters	such	as	Drizzt	Do'Urden	and	Elminster	made	minor	appearances	in	these	games.	Dungeons	&	Dragons	3rd	edition[edit]	With	the	release	of	the	3rd	edition	Dungeons	&	Dragons	rules	system	in	2000	by	Wizards	of	the	Coast,	the	Forgotten	Realms	Campaign	Setting	was	released	as	a	hardcover,	in	2001,	updating	the	official	material
and	advancing	the	timeline	of	the	game	world.[6]	In	2002,	the	Forgotten	Realms	Campaign	Setting	won	the	Origins	Award	for	Best	Role-Playing	Game	Supplement	of	2001.[29]	Several	additional	rulebooks	were	released	for	the	new	edition,	including	Monster	Compendium:	Monsters	of	Faerûn	(2001),	Magic	of	Faerûn	(2001),	Lords	of	Darkness
(2001),	Faiths	and	Pantheons	(2002),	Silver	Marches	(2002),	Races	of	Faerûn	(2003),	and	Unapproachable	East	(2003).	Adventure	modules	included	Into	the	Dragon's	Lair	(2000),	Pool	of	Radiance:	Attack	on	Myth	Drannor	(2001),	and	City	of	the	Spider	Queen	(2002).	In	2002,	Bioware	released	Neverwinter	Nights,	set	in	the	northern	reaches	of
Faerûn	and	operated	on	the	revised	3.0	rules	for	D&D.	It	was	followed	by	two	expansion	packs	(Shadows	of	Undrentide	and	Hordes	of	the	Underdark),	and	a	sequel	in	2006,	which	was	itself	followed	by	the	expansion	sets	Mask	of	the	Betrayer	and	Storm	of	Zehir.	The	Forgotten	Realms	Deluxe	Edition	compilation	was	released	in	2006,	containing	the
Baldur's	Gate	series	(excluding	the	Dark	Alliance	games),	Icewind	Dale	series,	and	all	Neverwinter	Nights	games	before	Neverwinter	Nights	2.	With	the	release	of	the	version	3.5	update	to	the	rules,	the	Forgotten	Realms	product	line	continued	to	expand.	Accessories	released	included	Underdark	(2003),	Player's	Guide	to	Faerûn	(2004),	Serpent
Kingdoms	(2004),	Shining	South	(2004),	Lost	Empires	of	Faerûn	(2005),	Champions	of	Ruin	(2005),	City	of	Splendors:	Waterdeep	(2005),	Champions	of	Valor	(2005),	Power	of	Faerûn	(2006),	Mysteries	of	the	Moonsea	(2006),	Dragons	of	Faerûn	(2006),	Cormyr:	The	Tearing	of	the	Weave	(2007),	Shadowdale:	The	Scouring	of	the	Land	(2007),	and
Grand	History	of	the	Realms	(2007).	Adventure	modules	released	included	Sons	of	Gruumsh	(2005),	The	Twilight	Tomb	(2006),	Expedition	to	Undermountain	(2007),	and	Anauroch:	The	Empire	of	Shade	(2007).	Dungeons	&	Dragons	4th	edition[edit]	With	the	release	for	Dungeons	&	Dragons's	4th	Edition,	the	Forgotten	Realms	were	updated	again	to
the	new	rules	system,	featuring	a	very	changed	Realms	and	moving	the	fictional	world's	timeline	a	century	into	the	future.[30][31]	The	Forgotten	Realms	Campaign	Guide,	released	August	2008,	is	a	288-page	book	for	Dungeon	Masters.	The	Forgotten	Realms	Player's	Guide	was	released	the	following	month,	and	contains	information	for	players	to
help	create	Forgotten	Realms	characters.	An	adventure,	Scepter	Tower	of	Spellgard,	was	also	released	in	September	2008	and	can	be	used	in	combination	with	the	adventure	in	the	Forgotten	Realms	Campaign	Guide	to	start	a	Forgotten	Realms	campaign.[32]	Reception[edit]	In	his	book,	The	Fantasy	Roleplaying	Gamer's	Bible,	Sean	Patrick	Fannon
describes	the	Forgotten	Realms	as	being	"the	most	ambitious	fantasy	game	setting	published	since	Tekumel",[1]	and	that	it	"may	be	the	most	widely	played-in	game	setting	in	RPG	history".[1]	Similarly,	in	literature,	the	novels	written	in	the	Forgotten	Realms	setting	have	formed	one	of	"the	industry's	leading	fantasy	series".[33]	Over	time	these	novels
have	gained	"unprecedented	popularity",[34]	which	led,	as	Marc	Oxoby	noted	in	his	book,	The	1990s,	to	the	novels	having	an	"extraordinary	shelf	life",	remaining	in	print	for	many	years.[34]	This	popular	reception	has	also	been	reflected	in	public	libraries—for	example,	Joyce	Saricks	states	in	The	Readers'	Advisory	Guide	to	Genre	Fiction	that	the
novels	have	been	among	the	most	requested	books	by	fans	of	the	fantasy	genre.[35]	See	also[edit]	List	of	Dungeons	&	Dragons	video	games	List	of	Forgotten	Realms	novels	Publications	on	the	Forgotten	Realms[edit]	Articles	on	the	Forgotten	Realms[edit]	References[edit]	↑	1.0	1.1	1.2	1.3		(1999).	The	Fantasy	Roleplaying	Gamer's	Bible.	(unspecified
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lived.	In	this	high-fantasy	playground,	gods	walk	the	streets,	archmages	reshape	reality,	and	kingdoms	rise	or	fall	on	the	roll	of	a	die.	From	the	smoldering	ruins	of	ancient	empires	to	the	shadowy	intrigues	of	Waterdeep’s	masked	lords,	the	Realms	are	alive	with	danger,	drama,	and	destiny.	For	Dungeon	Masters,	this	isn’t	just	background	noise—it’s
fuel.	These	iconic	historical	events	aren’t	dusty	entries	in	a	lorebook;	they’re	the	beating	heart	of	the	Realms.	They	shape	your	NPCs,	influence	your	villains,	and	whisper	secrets	into	your	players’	quests.	Whether	you’re	crafting	a	campaign	set	in	the	chaos	of	the	Spellplague	or	the	political	fallout	of	the	Sundering,	knowing	the	Realms’	history	means
you’re	not	just	running	a	game—you’re	writing	the	next	chapter	of	a	saga	that	spans	millennia.	The	Forgotten	Realms	is	more	than	just	a	backdrop;	it’s	a	living,	breathing	world	that	has	gone	through	multiple	ages.	Each	era	shaped	by	divine	hands,	powerful	magic,	and	the	dreams	and	deeds	of	its	heroes.	From	the	primordial	Days	of	Thunder	to	the
modern	Age	of	Humanity,	the	Realms	offer	stages	for	epic	tales.	Each	age	presents	its	own	rich	setting	and	flavor,	helping	DMs	set	the	scene	whether	they	wish	to	dive	into	ancient	ruins	or	navigate	the	complex	politics	of	city-states.	For	new	DMs,	becoming	acquainted	with	the	history	of	the	Forgotten	Realms	can	feel	daunting,	yet	it’s	immensely
rewarding.	Understanding	major	historical	events	allows	for	more	nuanced	world-building	and	enables	a	more	profound	engagement	with	the	world.	By	grounding	your	campaign	in	this	rich	history,	you	not	only	delight	seasoned	players	familiar	with	the	lore	but	also	offer	depth	to	newcomers.	Think	of	it	as	giving	a	guided	tour	through	a	world	as
varied	and	intricate	as	our	own.	The	Forgotten	Realms	has	evolved	through	many	ages,	each	bringing	significant	shifts	and	changes.	From	the	rise	of	legendary	empires	to	catastrophic	events	that	altered	the	world’s	fabric,	these	ages	mark	periods	where	new	power	dynamics	are	forged	and	civilizations	are	born	anew.	By	diving	into	these	epochs,	you
become	more	than	a	mere	storyteller.	You	become	a	chronicler	of	legend,	shedding	light	on	the	mysteries	of	a	world	where	the	past	constantly	influences	the	present	with	monuments	to	long-lost	kingdoms,	persistent	cults,	and	whispered	prophecies.	Try	my	AI	Tabletop	RPG	generators...and	an	extensive	library	of	content!	So	grab	your	d20,	sharpen
your	plot	hooks,	and	let’s	delve	into	the	epic	events	that	make	the	Forgotten	Realms	unforgettable.	Time	in	the	Forgotten	Realms	isn’t	just	a	linear	progression.	It	swells	like	a	tide,	influenced	by	cataclysmic	events,	epic	heroics,	and	divine	machinations.	The	Ages	of	the	Forgotten	Realms	—	The	Days	of	Thunder,	The	Dawn	Ages,	The	Age	of	Humanity,
and	The	Present	Age	—	each	represent	profound	shifts	in	the	world,	echoing	across	centuries.	The	Realms,	with	its	monumental	events	and	chronicle	of	moments,	ensures	each	age	marks	a	distinct	chapter	in	its	history.	In	the	earliest	epochs,	The	Days	of	Thunder,	creation	unfolded	in	a	tapestry	woven	by	primordial	forces.	Titans	and	dragons	roamed
the	lands,	carving	the	very	landscapes	with	their	might.	This	period	set	the	stage	for	the	emergence	of	the	great	creator	races	and	magic	that	would	define	the	fabric	of	reality	in	the	realms	to	come.	It	was	an	era	of	untamed	wilds,	where	the	foundations	for	civilizations	were	laid,	shaping	the	world	into	its	current	form.	The	subsequent	age,	The	Dawn
Ages,	witnessed	the	ascent	of	these	civilizations.	Kingdoms	rose,	brandishing	the	newfound	power	of	harnessed	magic.	It	was	during	this	time	that	empires	like	Netheril	flourished,	reaching	unprecedented	heights	before	their	inevitable	decline.	Mystical	cities	like	Myth	Drannor	emerged	as	beacons	of	knowledge	and	culture,	while	others,	like
Imaskar,	chose	isolation	and	secrecy,	sowing	seeds	for	future	conflicts.	The	Age	of	Humanity	marked	a	poignant	transition	where	humankind	emerged	as	a	dominant	force,	shaping	the	realms	with	their	ambition	and	innovation.	This	period	saw	the	fragmentation	of	mighty	empires,	making	way	for	a	diverse	tapestry	of	cultures	and	kingdoms.	It	was	an
age	of	great	exploration,	daring	adventures,	and	profound	magic.	It	laid	the	groundwork	for	the	Realms	as	we	know	them,	highlighting	both	the	triumphs	and	follies	of	its	inhabitants.	Make	life	as	a	Game	Master	easier....	If	you	play	Dungeon	&	Dragons,	Pathfinder,	or	other	fantasy	tabletop	role-playing	games,	check	out	my	DND	character	backstory
generator	and	other	fine	AI	RPG	tools	at	LitRPG	Adventures	Workshop	today.	The	fall	of	mighty	Netheril,	brought	low	by	hubris.	The	rise	of	the	storied	city	of	Myth	Drannor.	The	Time	of	Troubles,	when	gods	walked	the	earth.	The	titanic	battles	between	dragons	in	ancient	times.	The	establishment	of	powerful	mageocracies.	The	fragmentation	and
unity	of	the	Dales.	The	Weeping	War	that	marked	the	end	of	Myth	Drannor.	The	war	of	the	Silver	Marches.	The	founding	and	fall	of	the	first	Mulhorand	Empires.	The	Crown	Wars	between	the	elven	nations.	The	Sacking	and	rebuilding	of	Baldur’s	Gate.	The	shifting	Astral	borders	after	the	Sundering.	As	we	arrive	at	The	Present	Age,	the	realm	is	a
living	palimpsest,	built	layer	upon	layer	of	its	storied	past.	The	events	and	epochs	prior	have	shaped	its	politics,	its	culture,	and	its	conflicts.	Understanding	these	ages	gives	you,	the	DM,	the	ability	to	position	your	campaign	in	an	era	that	suits	your	narrative	style.	A	romp	through	the	tumultuous	days	of	early	Myth	Drannor?	The	intrigue	of	the
present	with	all	its	guild	politics	and	trade	wars?	With	knowledge,	the	possibilities	are	endless,	and	the	stories	you	choose	to	tell	will	be	that	much	richer	for	it.	In	conclusion,	the	ages	of	the	Forgotten	Realms	serve	as	more	than	mere	backgrounds;	they	are	the	heartbeat	of	a	living	world.	By	grounding	your	campaign	in	these	ages,	your	players	will
feel	the	weight	of	history,	the	ever-present	echoes	of	past	glories	and	tragedies.	As	a	DM,	knowing	these	eras	aids	in	creating	a	world	that	feels	alive,	reflecting	the	ongoing	interplay	between	history	and	the	present.	It’s	all	about	crafting	a	story	that	resonates	with	the	epic	sweep	of	forgotten	tomes,	leaving	players	wondering	what	part	they	will	play
in	history’s	unfolding.	The	world	of	the	Forgotten	Realms	is	one	where	the	line	between	the	mortal	and	the	divine	often	blurs,	where	cataclysms,	be	they	magical	or	divine,	are	capable	of	reshaping	both	geography	and	fate.	Unlike	many	settings,	where	history	is	a	gentle	stream,	the	Realms	are	more	like	a	turbulent	ocean	with	waves	that	can	grow
into	towering	tsunamis	of	change.	These	large-scale	events	have	the	power	to	make	or	break	the	Realms,	resetting	the	stage	and	renewing	the	world	in	ways	that	are	as	exciting	as	they	are	unpredictable.	Imagine	this:	a	sudden	celestial	alignment	causes	magic	to	falter,	or	a	squabble	among	deities	culminates	in	a	celestial	showdown	that	leaves
nations	in	ruin.	It	is	these	dramatic	cosmic	occurrences	that	lend	the	Realms	their	infinite	charm	and	unpredictability.	For	players	and	DMs	alike,	such	events	create	a	dynamic	world	where	nothing	is	ever	quite	the	same,	where	the	deeds	of	heroes	and	the	whims	of	gods	can	alter	the	fate	of	all.	These	cataclysms	aren’t	just	background	noise;	they’re
central	to	the	plot	and	flavor	of	the	Realms.	From	the	perspective	of	storytelling,	they	offer	a	unique	chance	to	jump	into	ever-evolving	narratives.	Players	might	strive	to	restore	magic,	explore	new	lands,	or	thwart	villainous	plots	exacerbated	by	the	chaos.	To	a	DM,	these	events	present	an	opportunity	to	drive	comprehensive	story	arcs,	mixing
intrigue	with	action,	and	turning	the	world	itself	into	a	protagonist	that	rivals	the	heroes	in	complexity.	Among	such	cataclysms,	few	hold	as	much	sway	over	the	Realms	as	the	Time	of	Troubles	and	the	Spellplague.	Events	like	these	serve	not	just	as	chapter	markers	in	history	books	but	as	turning	points	that	redefine	the	rules	of	the	world.	The	Time	of
Troubles,	a	time	when	gods	were	cast	down	to	walk	the	earth,	shook	the	celestial	foundations	and	altered	the	divine	landscape	forever.	While	the	Spellplague,	an	arcane	calamity,	reshaped	magic	itself,	rewriting	the	very	laws	of	reality.	Each	event	redefined	the	Realms,	offering	new	realms	for	exploration	and	proving	that	here,	the	past	is	always
prologue.	The	Time	of	Troubles,	a	period	cloaked	in	myth	and	uncertainty,	stands	as	a	monument	to	the	delicate	balance	between	the	divine	and	mortal	realms.	For	a	moment,	the	gods	themselves	were	forced	to	walk	among	mortals,	their	powers	diminished,	their	avatars	vulnerable	to	the	whims	of	chance	and	human	folly.	This	cataclysmic	event
unfolded	in	a	way	that	left	an	indelible	mark	on	the	world,	altering	the	landscape	of	faith	and	magic	forever.	Imagine	gods	treading	on	the	very	soils	they	preside	over—a	humbling	experience	for	any	deity.	For	humans,	it	provided	a	rare	opportunity	to	witness	the	divine	humbled,	to	converse	with	beings	of	unimaginable	power	as	they	sought	to
reclaim	their	celestial	thrones.	With	magic	faltering	and	faith	questioned,	chaos	reigned	across	the	lands.	Cities	fell	to	ruin,	temples	became	battlegrounds,	and	factions	shifted	as	new	religious	orders	rose	to	fill	the	void	left	by	fallen	gods.	Key	figures	rose	to	prominence	during	this	era	of	divine	uncertainty.	The	goddess	Mystra,	traditionally	the
guardian	of	arcane	forces,	found	herself	stripped	of	her	powers,	vulnerable	to	mortal	machinations.	Her	struggles	culminated	in	an	epoch-defining	moment,	shaping	the	path	of	magic	for	millennia	hence.	Meanwhile,	the	dark	god	Cyric	saw	opportunity	in	chaos,	betraying	allies	and	ascending	to	power	in	the	aftermath	of	deceit	and	intrigue.	The	death
of	Mystra,	leading	to	wild	surges	in	magic.	The	rise	of	Cyric	as	a	major	deity.	The	fall	of	Baal,	the	Lord	of	Murder.	The	temporary	avatar	of	Tyr	the	Just,	which	influenced	new	legal	codes.	The	appearance	of	mortal	heroes	who	would	become	ascended	beings.	Mystra’s	new	Chosen	arising	to	guide	the	arcane.	The	rebirth	of	Torm,	the	god	of	duty	and
loyalty.	Beshaba	and	Tymora’s	rivalry	intensifying	over	fading	luck.	The	shift	in	power	dynamics	among	demons	and	devils.	The	rediscovery	of	the	true	force	behind	Tymora,	the	goddess	of	good	fortune.	But	here’s	the	thing:	The	Time	of	Troubles	wasn’t	just	about	divine	games	and	cosmic	chess.	It	redefined	how	the	world	approached	magic,	divinity,
and	mortal	ambition,	positioning	them	within	a	tangled	web	of	influence	and	consequence.	It	served	as	a	wake-up	call	that	even	the	heavens	are	not	immune	to	drama	and	change.	For	DMs,	this	event	provides	fertile	ground	for	exploring	themes	of	faith,	power,	and	the	cost	of	divine	intervention.	In	your	campaigns,	let	this	event	be	remembered	as	a
lesson	and	a	warning.	A	pivotal	turning	point,	the	Time	of	Troubles	should	echo	throughout	the	ages,	reminding	adventurers	of	the	powers	they	seek	to	control	and	the	unseen	order	that	binds	their	world.	It	stands	as	a	testament	to	the	fragile	interstice	between	the	known	and	unknown,	where	heroics	and	hubris	go	hand	in	hand,	leaving	marks	on
history	that	guide	or	haunt	generations	to	come.	Make	life	as	a	Game	Master	easier....	If	you	play	Dungeon	&	Dragons,	Pathfinder,	or	other	fantasy	tabletop	role-playing	games,	check	out	my	DND	character	backstory	generator	and	other	fine	AI	RPG	tools	at	LitRPG	Adventures	Workshop	today.	The	Spellplague,	a	cataclysm	of	wild	arcane	energy,	tore
through	the	Realms,	altering	the	very	fabric	of	magic	and	reality	as	they	were	known.	Triggered	by	the	death	of	Mystra,	the	goddess	of	magic,	it	ushered	in	an	era	of	unpredictable	change	and	unending	chaos.	Imagine	the	sudden	collapse	of	the	world’s	arcane	infrastructure,	like	an	intricate	web,	swiftly	unraveling	to	reveal	infinite	possibilities	and
endless	dangers.	The	once-certain	laws	governing	the	arcane	arts	no	longer	applied,	pushing	the	world	into	an	era	of	startling	evolution.	Driven	by	the	arcane	chaos,	the	Blue	Fire	raged	across	the	lands,	transforming	everything	it	touched.	Lands	shifted,	seas	rose,	and	cities	crumbled	into	the	dust.	As	the	geography	itself	morphed,	the	Realms	became
a	landscape	of	innervation	and	rebirth.	Those	directly	affected—dubbed	the	Plaguechanged—became	living	testaments	to	the	unpredictability	of	this	dreadful	event,	manifesting	unnatural	powers	that	belied	the	boundaries	of	traditional	magic.	In	the	chaos,	new	species	emerged,	and	interdimensional	rifts	flickered	into	being,	merging	the	twin	worlds
of	Abeir	and	Toril.	The	eruption	of	the	Spellplague	drove	wizards	to	the	edge	of	their	abilities,	forcing	them	to	either	adapt	or	succumb	to	the	devastation—a	crucible	that	refined	or	shattered	those	who	dared	wield	magic.	The	reverberations	of	this	seismic	event	shattered	nations	and	destabilized	empires,	thrusting	them	into	an	uncertain	future.	Yet,
amid	the	destruction,	seeds	of	rebirth	were	sown	as	new	magic	systems	emerged,	configured	to	operate	within	the	post-plague	paradigm.	Magic,	though	altered,	found	resilience	in	its	malleability.	LocationEffects	of	the	SpellplagueLingering	ConsequencesHalruaaSubmersion	in	the	oceanReintegration	with	a	new	pantheonLuskanMagic	veils
tearingRise	in	arcane	piracyAmnSudden	outbreaks	of	magical	firesIncreased	merchant	guild	powerThayInternal	magical	conflictsPower	shift	towards	necromancyRashemenWild	magic	zonesEmpowered	nature	spiritsChultDense	jungles	overrun	with	new	speciesRuins	of	former	settlementsUntherTerritory	displacement	to	TorilCultural
amalgamationMulmasterMarket	collapseRise	of	black-market	tradesDalelandsTowns	vanished	or	movedEmergent	new	trade	routesCormyrBorders	expandedIncreased	noble	conflict	Controversial	as	it	might	be	among	fans,	the	Spellplague	is	a	veritable	treasure	trove	of	storytelling	material.	It	offers	the	opportunity	for	exploration,	discovery,	and	the
ever-looming	threat	of	unpredictable	change.	The	repercussions	of	this	cataclysm	still	echo	across	the	Realms,	reshaping	societies	and	the	understanding	of	magic	itself.	For	DMs,	the	Spellplague	provides	a	rich	narrative	landscape—to	echo	the	past,	explore	the	unknown,	and	shape	campaigns	with	the	unpredictable	edge	of	magic	at	its	core.	The
Spellplague	remains	a	sprawling	narrative	expanse,	ripe	for	storytelling.	Embrace	its	chaotic	potential,	its	transformative	power,	and	invite	your	players	to	navigate	a	world	reborn	in	arcane	flames.	Explore	moments	where	new	arcane	mysteries	await	discovery	and	where	explorations	into	the	consequences	of	magical	disruption	continue	to	ripple
through	the	Realms,	inviting	ingenious	solutions	and	daring	adventures.	The	Sundering,	a	grand	event	that	sought	to	“reboot”	the	Realms,	returned	the	world	to	a	semblance	of	its	former	glory,	mending	the	fractures	wrought	by	prior	cataclysms.	A	cosmic	reset	button,	it	separated	the	twin	worlds	of	Abeir	and	Toril,	restoring	ancient	magics	and
halting	the	unchecked	chaos	of	the	Spellplague.	Picture	this:	a	return	to	equilibrium	as	magic	once	more	stabilized,	ancient	pantheons	reawoke,	and	a	semblance	of	order	was	restored	to	a	more	confident	world.	In	this	epochal	event,	old	boundaries	were	re-established,	and	the	fabric	of	reality	stitched	together	the	multitude	of	divergent	timelines
created	by	prior	disruptions.	New	stories,	both	in	novels	and	sourcebooks,	explored	the	resurgence	of	cities	long	presumed	lost	and	the	consequences	of	pantheons	realigned.	Legendary	cities,	like	Myth	Drannor,	experienced	a	renaissance	of	glory,	while	once-untouchable	gods	regained	their	celestial	mantles.	Power	dynamics	shifted	as	familiar	faces
returned,	drawing	new	political	boundaries	and	igniting	fresh	rivalries	and	alliances.	The	Sundering	was	more	than	an	act	of	divine	will;	it	marked	the	conscious	effort	to	balance	the	Realms	and	harmonize	with	the	nostalgic	echoes	of	D&D’s	earlier	editions.	It	acted	as	a	bridge	between	editions,	seamlessly	knitting	together	old	themes	and	new
adventures,	igniting	a	renewed	love	for	the	classic	themes	D&D	fans	cherished.	Players	and	DMs	were	invited	to	explore	lands	filled	with	potential,	reshaped	by	both	recent	upheavals	and	ancient	legacies.	The	restoration	of	lost	cities	like	Myth	Drannor.	The	return	of	gods	forgotten	or	believed	vanquished.	A	reshuffling	of	political	powers	across
Faerûn.	The	emergence	of	new	alliance	opportunities	between	nations.	Re-establishment	of	older	magical	systems	akin	to	pre-Spellplague	use.	The	renewal	of	forgotten	trade	routes,	infusing	economies	with	new	vitality.	Shifts	in	divine	portfolios	as	pantheons	reasserted	their	influence.	The	stabilization	of	magical	environments	and	artifacts.	The
emergence	of	heroes	striving	to	reclaim	lost	legacies.	The	Sundering	re-kindled	enthusiasm	for	the	Realms	among	fans,	proving	that	the	stories	of	old	still	have	their	place	within	modern	campaigns.	DMs	found	in	it	a	rich	tapestry	of	lore	that	they	could	wield	at	will.	It	offered	an	opportunity	to	reforge	the	connections	between	gods,	legends,	and	the
land	itself,	affirming	that	the	world	remains	a	dynamic	stage	for	high	adventure	and	untold	heroism.	Try	my	AI	Tabletop	RPG	generators...and	an	extensive	library	of	content!	For	those	crafting	their	stories,	let	the	Sundering	be	a	reminder	of	rebirth—an	opportunity	to	chart	a	course	through	lands	now	ripe	for	discovery,	where	the	past	and	present
weave	together,	creating	endless	possibilities.	Let	your	players	write	their	own	legacies,	tread	upon	paths	once	walked	by	mighty	heroes,	and	carve	their	legends	within	the	world’s	evolving	narrative.	Herein	lies	a	bridge	from	history	to	destiny—a	chance	to	walk	between	eras.	The	vibrant	tapestry	of	the	Forgotten	Realms	isn’t	just	woven	with	mighty
deeds	and	epic	battles.	Its	essence	is	defined	largely	by	the	legendary	characters	who	have	walked	its	lands,	characters	whose	tales	inspire	awe,	serve	as	cautionary	legends,	or	stand	as	puzzles	for	adventurers	to	solve.	These	figures	are	more	than	myth—they	are	real	within	the	framework	of	the	game,	serving	as	aspirational	or	adversarial	Non-
Player	Characters	(NPCs)	that	can	enrich	any	campaign.	The	presence	of	such	iconic	figures—heroes,	villains,	gods,	and	folk	legends	alike—offers	an	added	depth	to	storytelling	within	the	Forgotten	Realms.	From	the	indomitable	Elminster,	the	Sage	of	Shadowdale,	who	embodies	the	wisdom	and	mystery	of	ancient	ages,	to	the	formidable	Larloch,	the
powerful	lich	who	pulses	with	centuries-old	malevolence,	these	characters	lend	their	stories	to	the	world,	fostering	intrigue,	courage,	or	dread	wherever	they	are	invoked.	For	DMs,	incorporating	legendary	figures	adds	a	rich	dimension	of	flavor	and	engagement	that	beckons	players	to	explore,	interact,	or	even	clash	with	these	mythic	beings.	They
can	be	used	as	historical	references	for	campaign	backstories	or	appear	as	living,	breathing	entities	whose	motives	and	actions	directly	influence	the	players’	quests.	Discovering	their	tales,	deciphering	their	motives,	and	uncovering	long-held	secrets	can	offer	gratification	akin	to	solving	the	deepest	of	riddles.	Here’s	the	thing:	that	episodic	story	arc?
It	needs	a	sprinkle	of	legendary	magic	now	and	then.	Using	these	iconic	characters	with	care,	you	avoid	overshadowing	the	players	while	adding	depth	and	dimension	to	the	story.	Employ	these	legendary	figures	judiciously,	and	they	become	bright	jewels	in	your	campaign’s	crown,	tantalizing	and	enhancing	each	narrative	thread	with	scintillating
flair.	Character	NameRoleRegion	of	InfluenceIconic	DeedsDrizzt	Do’UrdenHeroIcewind	DaleRenowned	drow	ranger,	master	swordsmanElminsterSageCormanthorProlific	mage,	advisor	to	kingsLarlochLichNorthAncient	undead	sorcerer	of	immense	powerKelemvorGodThe	Fugue	PlaneGod	of	the	dead,	former	mortalCyricVillainShadowfellBetrayed
many	to	ascend	to	godhoodMoradinDeityDwarven	HoldsGod	of	Dwarves,	master	of	creationMystraGoddessRealmwideGuardian	of	the	Weave,	mistress	of	magicSzass	TamNecromancerThayRed	Wizard	leader,	necromantic	powerMirt	the	MoneylenderGuildmasterWaterdeepWealthy	adventurer,	cunning	strategistLaeral
SilverhandSorceressWaterdeepOne	of	the	Seven	Sisters,	archmageZarielArchdevilAvernusRuler	of	Avernus,	fallen	celestialGromph	BaenreWizardMenzoberranzanArchmage	of	the	UnderdarkHalaster	BlackcloakWizardUndermountainMad	Mage,	creator	of	UndermountainFzoul	ChembrylHigh	PriestMoonseaZhentarim	power,	scheming	priestKhelben
ArunsunArchmageWaterdeepFounding	member	of	the	Harpers	While	these	figures	can	offer	incredible	narrative	momentum,	consider	them	carefully.	They	should	not	steal	the	spotlight	from	the	true	stars:	your	players.	Instead,	let	them	serve	as	occasional	guides	or	weighty	adversaries.	Offer	the	thrill	of	incidental	encounters	or	whispers	in	the	dark,
ensuring	the	players’	interactions	with	these	titans	are	memorable	yet	sparing.	Finally,	when	weaving	these	legendary	figures	into	your	story,	use	them	as	the	enduring	echoes	of	the	Realms’	rich	tapestry,	creatures	of	narrative	depth	whose	deeds	and	destinies	enrich	your	setting.	They	provide	color	and	life	to	the	world,	inviting	players	to	explore
and	expand	their	understanding	while	crafting	their	sagas	within	the	intricate	mosaic	of	the	Realms.	In	the	world	of	the	Forgotten	Realms,	the	divine	is	not	some	distant,	abstract	concept	but	rather	a	vibrant,	immediate	force	woven	into	the	very	fabric	of	life	and	culture.	The	presence	of	gods	and	their	intricate	pantheons	influence	politics,	nurture
magic,	and	shape	daily	existence	in	profound	ways.	Whether	you	are	a	cleric	drawing	upon	divine	power	in	a	moment	of	need,	a	paladin	on	a	quest	of	holy	significance,	or	even	a	rogue	bargaining	with	mysterious	divine	patrons,	the	gods’	footprints	can	be	seen	across	every	aspect	of	mortal	affairs.	From	cities	to	wildernesses,	from	bustling	markets	to
ancient	ruins,	the	gods’	presence	is	ubiquitous,	affecting	not	only	the	physical	plane	but	also	the	arcane	and	spiritual.	Everyone,	from	the	humblest	peasant	to	the	mightiest	king,	acknowledges	the	gods’	dominion	and	the	power	held	therein.	The	realm	of	the	divine	plays	a	role	in	nearly	every	adventure,	offering	a	backdrop	for	quests	driven	by	faith,
divine	scheming,	and	celestial	mysteries.	For	the	enterprising	Dungeon	Master,	the	divine	aspect	of	the	Realms	provides	an	expansive	canvas	on	which	to	paint	lush,	imaginative	stories.	With	worship	poured	into	innumerable	directions	and	the	ever-shifting	alliances	between	the	gods,	plots	can	be	spun	from	heavenly	conflicts,	mortal	struggles	for
divine	favor,	or	holy	quests	undertaken	in	desperation	or	ambition.	Understanding	the	gods’	intricate	nature,	their	domains,	and	how	they	gain	or	lose	power	allows	for	narratives	steeped	in	spiritual	intrigue	and	celestial	powerplays.	The	fact	is,	whether	as	revered	figures	bestowing	blessings,	mysterious	forces	shaping	destinies,	or	pivotal
components	within	ancient	prophecies,	the	gods’	presence	enriches	every	campaign.	It	sets	the	stage	for	mortal	heroes	to	step	forth,	embrace	or	rebel	against	their	fated	role,	and	carve	out	new	legends	in	a	world	where	the	divine	presence	is	as	natural	as	breath.	In	the	mystical	world	of	the	Forgotten	Realms,	gods	embody	concepts,	elements,	and
ideals,	overseeing	various	portfolios	that	grant	them	power	through	worship	and	belief.	These	divine	entities,	though	ostensibly	eternal,	find	their	dominion	fluctuating	with	the	tides	of	mortal	faith.	Their	ability	to	influence	the	world	manifests	through	a	mystical	framework	known	as	the	Weave—overseen	by	Mystra,	the	goddess	of	magic	herself.	The
gods,	both	benevolent	and	malevolent,	use	the	Weave	to	realize	their	divine	purposes,	weaving	destinies	and	reshaping	the	mortal	realm.	Portrayed	in	religious	texts,	myths,	and	artifacts,	the	gods	interact	with	mortals	in	diverse	capacities.	Some	offer	direct	guidance	as	patrons	and	protectors,	while	others	operate	through	dreams,	whispers,	or
omens.	Worship	is	their	lifeblood,	determining	their	influence	and	offering	narrative	opportunities	to	explore	themes	of	faith,	fate,	and	power	in	your	campaign	world.	The	more	worshippers	they	have,	the	more	potent	their	influence	becomes.	The	nature	of	gods	and	their	divine	portfolios	is	complex.	Each	deity	converts	their	worship	into	tangible
power	that	shapes	the	world	around	them.	They	embody	ideals	such	as	life,	death,	war,	love,	or	trickery.	Engaging	with	the	divine	apparatus	of	the	Forgotten	Realms	reveals	an	intricate	hierarchy—a	cosmic	balancing	act	where	the	acquisition	or	loss	of	worship	significantly	affects	a	deity’s	power	and	influence.	This	dynamic	creates	opportunities	for
divine	intervention	in	campaigns,	affecting	player	choices	and	storylines.	Make	life	as	a	Game	Master	easier....	If	you	play	Dungeon	&	Dragons,	Pathfinder,	or	other	fantasy	tabletop	role-playing	games,	check	out	my	DND	character	backstory	generator	and	other	fine	AI	RPG	tools	at	LitRPG	Adventures	Workshop	today.	Mystra:	Magic,	Weave,
invention,	spells;	revered	by	wizards	and	mages.	Tyr:	Justice,	law,	justice	through	might;	ideal	for	paladins	and	judges.	Lathander:	Dawn,	renewal,	vitality;	inspiring	bards	and	priests.	Lolth:	Spiders,	deceit,	chaos;	shaping	drow	societies	and	sinister	ritual.	Bahamut:	Justice,	protection,	nobility;	guides	dragonborn	and	hammerites.	Shar:	Night,	loss,
forgetfulness;	ominous	for	secretive,	shadowy	deeds.	Selûne:	Moon,	dreams,	illusions;	revered	by	sailors	and	lycanthropes.	Tempus:	War,	battle,	glory;	patron	of	battle-hardened	warriors.	Sune:	Beauty,	passion,	love;	artists,	lovers	and	bards	worship	her.	Moradin:	Crafts,	creation,	family;	dwarf	communities	value	his	wisdom.	Gruumsh:	War,	conquest,
survival;	orcs	worship	him,	epitomizing	conflict.	Oghma:	Knowledge,	invention,	inspiration;	scholars,	sages,	cavort	in	his	wisdom.	Torm:	Duty,	loyalty,	righteousness;	pious	paladins	aspire	to	his	example.	Embrace	the	story	possibilities	from	divine	intervention,	holy	crusades,	and	prophecies	invoked	by	the	deities.	Tangible	divine	conflict,	where	gods
engage	in	power	plays,	can	drive	epic	narratives	and	pull	adventurers	towards	spiritual	journeys,	embroiled	in	their	own	confrontations	between	belief	and	morality.	For	skilled	DMs,	the	divine	is	a	playground	rich	with	potential	for	storytelling	that	immerses	players	in	a	world	where	their	faith	may	hold	the	key	to	fate.	By	skillfully	employing	divine
power	and	influence,	you’ll	deepen	the	player’s	connection	with	their	characters’	religion	and	personal	motivations.	When	crafted	thoughtfully	and	methodically,	the	divine	can	transform	a	simple	campaign	into	a	grand	tapestry	of	religious	enigma	and	revelation,	balancing	mortal	and	divine	ambitions	in	a	vibrant	play	of	fate.	Divine	rivalries	and
partnerships	are	a	cornerstone	of	the	celestial	landscape	in	the	Forgotten	Realms.	Gods	often	embroil	themselves	in	an	ever-shifting	landscape	of	alliances,	betrayals,	and	cosmic	sagas	that	transcend	mortal	comprehension.	As	players	step	into	these	worlds,	they	discover	the	intricate	interplay	between	divine	factions	that	drive	so	much	of	what
unfolds	on	the	mortal	plane.	These	battles	and	bonds	among	the	gods	can	lead	to	powerful	narrative	arcs,	inviting	your	players	to	navigate	the	treacherous	path	of	divine	politicking.	The	cosmic	drama	in	the	Realms	manifests	in	priesthood	battles,	ideological	clashes,	and	theological	debates	that	can	ripple	through	the	mortal	world.	Just	as	mortal
ancestors	were	prone	to	discord	and	cooperation,	so	too	are	the	gods.	But	it	all	plays	out	on	a	grand	scale,	resulting	in	intrigue,	wars,	and	significant	societal	shifts.	Adventurers	may	find	themselves	caught	in	the	wake	of	a	divine	disagreement,	struggling	to	appease	warring	deities,	or	perhaps	swaying	the	decisions	of	a	divine	alliance.	Sometimes,
these	conflicts	manifest	as	physical	skirmishes	between	religious	sects,	some	leading	to	full-blown	holy	wars	where	players	can	influence	or	hinder	the	fates	of	entire	cities	or	regions.	They	can	also	operate	as	more	cerebral	campaigns	of	espionage	and	manipulation	fraught	with	underlying	tensions	that	boil	over	in	unexpected	ways.	As	a	DM,	it’s	your
artistry	that	bridges	the	mortal	and	divine,	the	seen	and	the	unseen,	illuminating	the	multi-layered	interactions	where	truth	is	interwoven	with	myth.	Divine	RivalryOriginManifestation	in	the	WorldBane	vs.	MystraControl	over	sorcerersConflict	among	mage	guilds,	sabotaged	spellsSune	vs.	SharCreation	vs.	destructionArtistic	conflicts,	drama	in
artisan	guildsGruumsh	vs.	CorellonElven	superiorityTurqueful	border	skirmishes,	lore	twistingLolth	vs.	EilistraeeDrow	society	splitSect	wars,	cultural	upheaval	in	drow	citiesTalos	vs.	SelûneStorm	vs.	peaceUnpredictable	weather,	celestial	phenomenaTempus	vs.	HelmWar	vs.	protectionBrawls,	duels	among	knights	and	squiresTyr	vs.	CyricJustice	vs.
chaosFeuds	among	law	practitioners,	city	politicsHelm	vs.	LliiraVigilance	vs.	joyRestrictive	policies,	tranquility	movementsMoradin	vs.	DumathoinTradition	vs.	secretsClan	disputes,	hidden	artifacts	turning	upUmberlee	vs.	KelemvorSea	vs.	death	ritesTension	between	sailors	and	clerics	Divine	conflicts	need	not	be	always	widespread	to	be	impactful;
they	can	be	as	intimate	as	a	whispered	secret	between	clergy	or	as	grand	as	a	celestial	war	shaking	the	foundations	of	heaven	and	earth.	As	a	DM,	divine	plotting	can	offer	unique	opportunities	for	asymmetrical	storytelling.	Differences	in	religious	ideology	highlight	cultural	richness	and	moral	grey	areas	that	place	your	players	at	crossroads,	allowing
their	decisions	to	shape	the	course	of	history,	whether	they	act	longingly	in	pursuit	of	righteousness	or	succumb	to	darker	desires.	In	closing,	the	divine	conflicts	and	alliances	provide	rich	backdrops	and	compelling	reasons	for	characters	to	dive	into	adventure.	Whether	embroiled	personally,	regionally,	or	world-spanning,	these	sacred	narratives
influence	the	mortal	race,	painting	tales	of	ambition	and	destiny,	where	player	choice	intertwines	with	threads	of	divine	complexity.	Limits	exist	only	in	imagination,	and	those	limits	expand	as	players	come	to	grapple	with	the	divine	machinations	complexity	integral	in	the	multilayered	world	of	the	Forgotten	Realms.	When	you	embark	upon	a	journey
across	the	world	of	the	Forgotten	Realms,	you	find	yourself	treading	on	lands	as	diverse	as	their	stories	are	rich.	Faerûn,	the	largest	continent	in	the	setting,	is	as	sprawling	as	it	is	varied,	painting	a	vivid	portrait	of	political	intrigue,	unique	cultures,	and	mystical	landscapes.	Each	corner	of	this	expansive	realm	holds	its	own	tales,	challenges,	and
triumphs,	begging	to	be	explored	by	daring	adventurers	and	cunning	DMs	alike.	It’s	not	just	the	geography	that’s	vast,	but	the	interplay	of	regional	politics	and	culture	creates	a	unique	dynamic	in	every	nook	and	cranny	of	this	storied	land.	Picture	the	iconic	city	of	Waterdeep,	the	City	of	Splendors,	where	elite	cabals	and	shifting	alliances	plot	within
seedy	taverns	and	lush	halls	alike.	Imagine	Baldur’s	Gate,	a	hub	of	commerce	and	adventure,	where	strangers	in	dark	cloaks	whisper	of	fortunes	and	fate.	Or	consider	the	Dalelands,	spread	across	idyllic	landscapes,	ensconced	by	ancient	secrets	and	vibrant,	close-knit	communities.	These	locations	are	not	only	physically	distinct,	but	they	also	foster
unique	atmospheres	and	offer	story	hooks	that	weave	into	the	fabric	of	your	campaign.	A	rich	tapestry	of	cultures	blankets	the	Realms,	with	each	region	offering	its	own	allure.	These	regions	become	vibrant	backdrops	against	which	grand	adventures	unfurl.	They	are	places	of	wonder,	rife	with	hidden	lore,	and	serve	as	stages	upon	which	you,	as	the
DM,	can	express	varied	narratives.	Exploring	a	particular	city-state	or	region	in	depth	allows	players	to	immerse	themselves	in	a	well-developed	social	and	political	environment.	It	is	an	invitation	to	delve	deep	into	local	mysteries	and	legends,	creating	intimate	stories	that	breathe	life	into	their	adventures.	Waterdeep:	City	of	Splendors,	renowned	for
its	guild	politics	and	intrigue.	Baldur’s	Gate:	A	city-state	at	the	crossroads,	bustling	with	trade	and	adventurers.	Dalelands:	Enclaves	of	freedom,	each	Dale	unique	with	their	utopian	charm.	Cormyr:	Kingdom	of	intrigue,	valor,	and	noble	braggadocio.	The	Silver	Marches:	Haven	in	the	north	with	strong	alliances	and	hearty	folk.	The	Sword	Coast:	Mecca
for	adventurers,	filled	with	possibilities	and	danger.	Anauroch:	Desert	frontier,	home	to	mysteries	and	ancient	empires.	Thay:	Mystery	and	conflict	abound,	as	scheming	Red	Wizards	vie	for	power.	Icewind	Dale:	Frigid	expanse,	isolated	with	chilling	stories	of	survival.	Moonsea:	Tolled	in	harsh	weather,	glory	in	its	turbulent	politics.	Chult:	Mystic
thicket;	jungles	echo	with	ancient	powers.	The	Heartlands:	Rich	and	full	of	potential,	the	cradle	of	ambitions.	Waterdeep:	City	of	Splendors,	renowned	for	its	guild	politics	and	intrigue.	The	Great	Dale:	Vast	woodlands	where	nature’s	whispers	beckon	exploration.	By	focusing	on	one	particular	region	at	a	time,	DMs	can	extract	meaningful	stories,
characters,	and	challenges,	creating	a	world	where	players	can	become	fully	engaged	and	invested.	Not	only	does	this	depth	enhance	narrative	complexity,	but	it	also	ensures	a	campaign	remains	consistent	in	tone	and	setting,	creating	history	that	interweaves	with	player	adventures.	Ultimately,	the	choice	of	setting	can	be	the	cornerstone	of	an
engaging	campaign,	where	the	threads	of	the	past	and	present	lie	waiting	for	discovery.	The	enigmatic	world	of	the	Forgotten	Realms	is	not	merely	shaped	by	its	regions	and	landscapes,	but	also	by	the	powerful	factions	and	organizations	that	drive	its	narrative	threads.	From	noble	alliances	to	nefarious	societies,	these	groups	wield	great	influence,
offering	DMs	a	cornucopia	of	narrative	opportunities.	These	factions,	each	vying	for	dominance	and	pursuing	their	own	agendas,	become	essential	players	in	the	game’s	stories,	often	serving	as	catalysts	for	the	players’	actions.	Take,	for	instance,	the	enigmatic	Harpers,	a	loose-knit	organization	of	spies	and	spellcasters	who	strive	to	maintain	balance
and	oppose	tyranny.	Or	witness	the	machinations	of	the	Zhentarim,	a	shadowy	conglomerate	driven	by	material	wealth	and	influence,	whose	reach	penetrates	the	darkest	recesses	of	society.	The	Cult	of	the	Dragon	and	their	blasphemous	adoration	of	dracoliches	pose	their	own	apocalyptic	challenges,	while	the	Lords’	Alliance	stands	as	a	coalition	of
powerful	rulers	determined	to	safeguard	realms	from	chaos	and	disorder.	Each	of	these	factions	plays	a	crucial	role	in	shaping	the	world,	providing	the	means	for	DMs	to	propel	stories	with	the	vigor	and	verve	that	only	living,	breathing	organizations	can	yield.	Whether	as	allies,	adversaries,	or	something	in	between,	they	interject	tension	and	intrigue
into	the	campaign,	becoming	the	driving	force	behind	epic	quests,	clandestine	missions,	and	moral	dilemmas.	Faction	NameAlignment/ToneGoalsPossible	Uses	in	a	CampaignThe	HarpersChaotic	GoodMaintaining	balance,	opposing	tyrannySecret	missions,	espionage	networksZhentarimTrue	NeutralAmassing	power	through	wealth	and
influenceMercenary	work,	trade	manipulationLords’	AllianceLawful	GoodProviding	stability,	defending	against	evilDiplomatic	missions,	political	intrigueCult	of	the	DragonChaotic	EvilRaising	dracoliches,	bringing	draconic	reignApocalyptic	threats,	relic	questsRed	WizardsLawful	EvilGathering	arcane	power,	dominating	through	magicClash	of	magical
ideologies,	artifactsThe	Emerald	EnclaveNeutralPreserving	nature,	protecting	the	wildWilderness	encounters,	nature	conflictsKnights	of	Myth	DrannorChaotic	GoodSafeguarding	the	Dale,	benevolent	heroicsNoble	quests,	battling	encroaching	dangersThe	Order	of	the	GauntletLawful	GoodUpholding	principles,	combating	evil	incarnateVigilant
crusades,	demon-banishing	tasksThe	HarpersChaotic	GoodMaintaining	balance,	opposing	tyrannySecret	missions,	espionage	networksThe	ZhentarimLawful	NeutralAmassing	wealth	through	commerceEspionage	and	trade	manipulationThe	Cult	of	Elemental	EvilChaotic	EvilCreating	cataclysms	and	pulling	oppositionElemental-themed	adventuresThe
Kraken	SocietyNeutral	EvilExtorting	and	smuggling	on	the	seasNaval	missions,	artifact	smuggling	These	factions	are	not	just	plot	devices;	they	are	immersive	components	of	the	Forgotten	Realms’	tapestry,	woven	into	the	lives	of	its	inhabitants.	They	serve	to	enrich	the	gaming	experience,	granting	dimension	to	the	players’	actions	and	embedding
their	narrative	within	the	broader,	interconnected	world.	In	conclusion,	by	introducing	these	major	factions	into	your	campaigns,	you	create	dynamic	storylines	defined	by	allegiance,	ambition,	and	conflict.	The	narrative	pursuits	driven	by	these	organizations	allow	for	recurring	characters,	quests,	and	intrigue	that	captivate	players	and	add	depth	to
their	experiences.	Let	these	groups	stand	as	whispers	in	shadow	or	clarion	calls	in	the	sunlit	halls	of	power,	painting	a	vibrant,	ever-evolving	picture	of	a	living	world	teeming	with	potential	and	fraught	with	peril.	Try	my	AI	Tabletop	RPG	generators...and	an	extensive	library	of	content!	As	you	close	the	tome	upon	this	exploration	of	the	Forgotten
Realms,	recall	the	vastness	of	its	mythology,	the	depth	of	its	history,	and	the	individuality	of	its	characters.	Now	armed	with	its	lore,	imagine	not	a	set	of	rigid	guidelines,	but	an	extensive	toolbox—a	collection	of	stories,	cultures,	and	inspirations	to	mold	into	whatever	shape	your	narrative	demands.	Understanding	the	world’s	nuances	adds	a	layer	of
depth	and	consistency	to	campaigns.	Yet,	here’s	the	secret:	accuracy	is	secondary	to	storytelling.	The	narrative	you	craft	is	your	own	to	embrace	and	expound.	Embarking	on	a	campaign	within	the	Forgotten	Realms	should	evoke	wonder	and	curiosity—an	encouragement	to	discover	treasures	new	and	old	within	this	storied	land.	Rather	than
overwhelming	yourself	with	the	vastness	of	its	lore,	begin	small.	Pick	a	single	element	that	sparks	interest,	whether	it’s	a	region,	a	legendary	figure,	or	a	divine	conflict,	and	allow	that	to	organically	guide	the	exploration	of	more	expansive	narratives	within	your	campaign	world.	Remember,	each	decision	you	make	as	a	DM	invites	your	players	into	the
untrodden	paths	of	your	stories,	transforming	a	mere	setting	into	an	arena	of	adventure.	By	rooting	campaigns	in	the	interactions,	echoes,	and	mythos	of	the	Realms,	you	provide	tantalizing	hints	of	legacy	for	players	to	sift	through,	untangling	mysteries	only	they	can	unravel	within	the	framework	of	your	design.	Lean	into	the	opportunity	to	remix	or
reinterpret	canonical	events	or	elements	in	ways	that	particularly	illuminate	your	campaign’s	themes.	Want	to	explore	an	alternate	ending	to	the	Spellplague?	Or	twist	a	legendary	figure’s	allegiance	to	deepen	the	plot?	The	Realms	are	yours	to	sculpt.	DMs	are	encouraged	to	take	what	they	love	and	construct	upon	it,	ever	comfortable	in	the
knowledge	that	there	is	no	“wrong”	path	where	narrative	magic	suffuses.	In	wrapping	up	this	guide,	embrace	the	richness	of	the	Forgotten	Realms,	where	even	a	glimpse	into	its	lore	can	lead	to	unexpected	discoveries.	Stand	at	the	helm	of	your	narrative	journey	and	let	your	creativity	weave	new	stories	among	well-trodden	paths	of	legend,	for	even
the	most	surface-level	understanding	of	the	settings	promises	deeply	satisfying	play.	Dive	into	the	infinite	possibilities	and	craft	tales	that	leave	indelible	marks	on	both	your	players	and	your	world’s	history.	Make	life	as	a	Game	Master	easier....	If	you	play	Dungeon	&	Dragons,	Pathfinder,	or	other	fantasy	tabletop	role-playing	games,	check	out	my
DND	character	backstory	generator	and	other	fine	AI	RPG	tools	at	LitRPG	Adventures	Workshop	today.	Skip	to	content	It's	been	a	long	time,	we've	been	busy	on	the	book,	but	it's	time	to	check	in	on	what	Juniper	Churlgo's	done	lately.	She's	whipped	up	a	tasty	toasted	cheese	sandwich	in	the	form	of	Hot	Bites.	Check	it	out!	We	have	not	made	any
smallbites	in	a	while,	and	I	think	this	injustice	needs	to	be	rectified.	There	are	no	better	bites	than	small	handfoods,	peppered	to	oblivion,	drenched	in	fatty	cheeses,	and	smothered	in	spicy	mustard.	Or	at	least	according	to	a	common	man	from	the	Sunset	Vale.	This	tenday's	treat	is	called	hot	bites	and	it	comes	from	Hill's	Edge's	The	Happy
Hippocampus	Inn	and	is	the	legacy	of	Alayss,	whose	name	was	immortalized	not	only	as	the	supposed	author	of	the	dish,	but	also	as	a	contributor	to	Master	Volothamp	Geddarm's	Guide	to	the	Sword	Coast.	This	little	pan-fried	treat	is	especially	popular	among	the	pilgrims	and	devotees	of	Lliira,	the	Mistress	of	Revels,	who	visit	the	town's	temple	to
the	deity,	called	the	Cry	of	Joy.	Perhaps	the	most	notable	parts	of	the	town's	culture,	especially	among	those	of	us	who	are	revelry-inclined,	are	the	Lliiran	festivals,	which	are	hosted	to	celebrate	virtually	any	and	every	holiday	on	the	face	of	Faerûn.	If	you	decide	to	visit	Hill's	Edge	for	one	of	these	celebrations,	be	prepared	for	the	priestesses'	stunning
acrobatic	performances,	Harper	musicians,	and	all-you-can-eat-and-drink	hot	bites,	wine,	and	excellent	blackbitter	ale.	And	do	not	be	surprised	if	an	eager	lad	or	lass	offers	to	keep	you	company	overnight,	as	it	is	quite	customary	for	these	festivals.	(For	more	great	stuff,	reload	in	a	few	minutes!)	Well	again!	Time	to	update	the	increasingly	inaccurately
named	Current	Clacks!	We've	been	very	busy	behind	the	scenes,	putting	the	finishing	touches	on	our	first	book,	The	Forgotten	Realms	Wiki	Presents	Juniper's	Companion	to	Venturesome	Cookery.	But	it's	done	now	and	we	hope	to	release	it	very	soon.	Watch	this	space!	Wearing	Alustriel's	sword	pendant	and	bearing	Valarde's	harp,	Seemingly-clever
embarked	on	a	quest	across	Faerûn	on	behalf	of	Westar	of	the	Gates,	the	Herald	of	Arabel.	Along	the	way,	the	intrepid	editor	battled	Loviatan	priests	and	discovered	the	tomb	of	Chalice	Supreme	Imshrara	Vlengaun,	ran	into	the	Cult	of	Ao,	and	battled	a	warlock	bound	to	the	vestige	known	as	Abysm,	the	Schismed.	Whilst	scouting	for	Aurora	and	her
Emporium,	BadCatMan	explored	Hungtse	Province	in	Shou	Lung.	He	toured	the	farms	of	Linshung	with	Lady	Lien	Hua	Liang	of	the	renowned	Lien	Clan.	Then	he	visited	the	city	of	Kirin,	where	he	trained	in	the	White	Crane	martial	arts	with	the	Order	of	the	White	Crane.	We	got	no	troubles,	Life	is	the	bubbles,	Under	the	sea.	Meanwhile,	Arodp88	is
sailing	the	Moonshae	Isles,	visiting	Dwarvenhome	under	the	watchful	eyes	of	the	cragwardens,	being	chased	by	the	Stormbanner	Wolves,	and	most	recently	diving	into	the	Underwater	Realm	of	the	Wizard	in	search	of	Flamsterd's	Sunken	Tower.	Artyom.pavlov	rode	to	Neverwinter	on	a	crimson	crystal	horse	to	collect	books	and	songs	for	the	archives:
The	Weeping	Dawn,	a	mournful	ballad;	a	book	of	wisdom	called	Things	a	Knight	Should	Know;	and	of	course	a	Volo's	Guide	to	the	Realms.	These	last	two	came	from	the	ruins	of	the	Neverwinter	Academy—deceased	students	and	instructors	like	Silk,	Bruno,	and	Elynwyd	aren't	likely	to	miss	them.	We	welcomed	a	lot	of	new	editors:	Shabadabadabada
met	some	lesser-known	Knights	of	Myth	Drannor:	Alura	Durshavin,	Agannor	Wildsilver,	and	Beyard	Freemantle;	AstiaJumper99	learned	of	the	lich	Thavverdasz,	the	so-called	Harper	King;	Ayrehead02	was	spotlighted	by	the	blindheim;	Azure	lunar	was	hunted	by	a	kelvezu;	Herald	of	the	Serpent	learned	Tuilvilanuue,	the	raptoran	tongue;	and
DoxedFoc,	who	met	the	githyanki	girl	Zel'i.	We	also	welcomed	back	Gordakh,	who	searched	for	lost	Myth	Dyraalis;	TheZingaran,	who	explored	the	ruined	cities	of	Gazzeth	and	Maos	in	the	Moonsea;	Darkyelf	who	ran	into,	or	from,	a	lodestar	and	a	phantom	stalker;	and	Look-a-troopa,	who	practiced	with	the	deadly	whipsword	(seems	more	deadly	to	the
wielder	to	us).	Now,	oloré	and	bon	appétit!(New	pages	|	Go	to	the	Forum)	Ilbratha,	the	"Mistress	of	Battles",	was	an	enchanted	bloodstone-bedecked	bronze	short	sword	with	a	long	and	storied	history.	It	had	the	distinction	of	being	part	of	the	royal	regalia	of	two	kingdoms,	to	be	carried	by	their	heirs:	the	Forest	Kingdom	of	Cormyr	on	land	and	the
merfolk	kingdom	of	Eadraal	in	the	Inner	Sea.	However,	the	sword	was	lost	to	both	realms,	its	whereabouts	unknown	but	always	sought	after.	To	Cormyr,	Ilbratha	was	one	of	the	Lost	Swords	of	State.	It	was	commissioned	by	Azoun	I	and	went	with	him	on	campaign	against	the	kingdom	of	Valashar	in	the	Year	of	the	Leaping	Hare,	376	DR.	Ilbratha
rallied	the	troops,	becoming	a	symbol	of	power	and	of	Azoun's	victory	over	the	Shoon	Imperium.	But	it	was	lost	in	the	wreck	of	the	prince's	ship,	Valashar's	Bane,	then	was	rediscovered	then	lost,	time	and	again.	Finally,	it	went	under	the	waves	again,	becoming	Haalorth,	"the	Warrior's	Fang".	It	was	swung	by	Tarag,	a	sea	ogre	chieftain	and	builder	of
the	Axe	Kingdoms.	Then,	famously,	it	was	borne	by	the	merfolk	princes	and	princesses	of	Eadraal	for	some	seven	centuries,	as	the	official	Heir's	Blade.	Finally,	in	the	Year	of	the	Gauntlet,	1369	DR,	the	mermaid	warrior	princess	Jian	wielded	it	in	battle	against	the	conquering	wereshark	Iakhovas,	until	she	was	slain	and	the	blade	lost	to	history.	Dragon
Delves	is	an	adventure	anthology	designed	by	Amanda	Hamon	and	James	Wyatt	for	the	5th-edition	(revised)	Dungeons	&	Dragons®	ruleset	that	was	published	by	Wizards	of	the	Coast	on	July	8,	2025.	It	includes	ten	adventures	revolving	around	dragons	of	different	types,	each	with	a	distinct	artistic	style	and	theme	and	not	based	in	any	specific
setting.	Wonders	await	heroes	with	the	courage	to	face	a	dragon.	Dragon	Delves	presents	ten	short	Dungeons	&	Dragons	adventures	that	showcase	a	variety	of	dragons	ready	to	challenge	any	adventuring	party.	Included	inside:	10	dragon-centered	adventures	10	distinct	dragons	10	unique	art	styles	For	adventurers	of	levels	1–12	History	of	D&D
dragons	Quick-start	guides	for	DMs	The	Grand	Tour	is	a	limited-edition	comic	published	by	TSR,	Inc.	in	1996.	Mainly	used	as	promotional	material	for	Dungeons	&	Dragons	and	its	campaign	setting,	the	Forgotten	Realms,	the	comic	features	the	now-mature	characters	from	the	Dungeons	&	Dragons	animated	series,	and	popular	characters	from	the
Realms	itself.	The	famed	sextet	of	adventurers,	Bobby,	Diana,	Eric,	Hank,	Sheila,	and	Presto,	appear	in	Shadowdale	after	somehow	arriving	from	a	different	world.	During	their	journeys,	they	had	befriended	the	magical	unicorn,	Uni,	and	even	faced	off	against	Tiamat	herself.	Now	in	Faerûn,	they	meet	the	Old	Mage,	Elminster,	and	the	wizard	of	the
group	becomes	his	apprentice.	Elminster	and	his	new	student	explore	the	Realms,	where	they	observe	legends	such	as	Drizzt	Do'Urden	and	Qilué	Veladorn,	and	even	meet	the	well-known	storyteller,	Volothamp	Geddarm.	...it	is	19	Flamerule,	or	the	19th	of	Summertide.	Selûne	is	a	waxing	crescent	moon	.	On	this	day:	Flamsterd	was	a	powerful	wizard
and	sage	who	resided	on	the	island	that	bore	his	name	in	the	Moonshaes.	A	good-hearted	eccentric,	he	was	devoted	to	arcane	research	and	was	the	inventor	of	the	spell	Flamsterd's	flamestrike.	Westar	was	King's	Herald	of	Arabel,	Cormyr,	and	a	member	of	the	Heralds	of	Faerûn.	He	helped	Lady	Lord	Myrmeen	Lhal	manage	the	city	in	a	hundred
different	ways,	including	recording	taxes,	deeds,	and	even	the	city's	births	and	deaths.	Zel'i	was	a	githyanki	child	encountered	by	the	Absolute	Adversaries	when	they	visited	Crèche	Y'llek.	Although	she	was	raised	in	the	military	culture	of	the	githyanki,	Zel'i	displayed	an	innocent	and	mischievous	nature.	Hungtse	Province	was	the	most	highly
populated	and	most	thoroughly	cultivated	province	of	Shou	Lung.	The	local	silk	industry	was	the	single	biggest	and	most	profitable	industry	in	all	of	Kara-Tur.	The	Underdark	Arena	was	a	fighting	pit	in	the	Underdark	below	Cormyr	where	ring	master	Azena'ar	pitted	captured	villagers	and	Purple	Dragons	against	sundry	foes.	Later	on,	the	red	dragon
Aptoryx	took	over	the	arena	and	set	up	a	similar	operation	with	planar	beings.	Snails	were	simple	mollusks	found	both	on	land	and	in	water.	Generally	quite	docile,	snails	were	a	staple	food	in	many	parts	of	the	Realms.	The	drow	of	Menzoberranzan	enjoyed	steamed	and	spiced	snails,	while	Calishites	and	Suzailans	preferred	snail	soup.	Mantari	were
much	like	manta	rays,	but	rather	than	swimming	through	the	seas,	they	flew	through	the	air.	They	usually	dined	on	giant	rats	and	their	like,	but	would	attack	humans	when	hungry	enough.	Woe	striders	were	aberrant	creatures	that	resembled	giant	yellow	caterpillars.	Several	of	the	goliaths	of	Wyrmdoom	Crag	were	transformed	into	woe	striders	by
Far	Realm	energies	brought	from	the	Abeiran	city	of	Xorvintroth.	Mica	was	a	type	of	stone	sometimes	used	as	a	substitute	for	glass	in	windows.	Experienced	stonecrafters,	especially	dwarves	and	gnomes,	could	cut	mica	into	thin	sheets	allowing	them	to	be	set	in	window	stalls.	The	Night	Mages	was	a	nocturnal	band	of	sorcerers	sent	by	Felodar
Aumar	to	seize	the	realm	of	Athalantar	from	the	ruling	Magelords.	The	last	of	their	group,	Orthalar,	kept	opposing	the	Magelords	even	eight	years	after	Felodar's	passing.	(Archive	|	More	new	pages)	Durthans,	a	secret	group	of	women	opposed	to	the	Witches	of	Rashemen.	Well	met,	traveler!	This	wiki	covers	the	rich	and	popular	Forgotten	Realms
campaign	setting	for	Dungeons	&	Dragons	from	TSR,	Inc.	and	Wizards	of	the	Coast,	including	Realmslore	from	the	Oriental	Adventures,	Al-Qadim,	Maztica,	The	Horde,	Planescape,	and	Spelljammer	settings,	covering	sourcebooks,	novels,	video	games,	comics,	and	more	across	all	editions.	See	the	aims	and	scope	of	this	wiki	here.	Follow	us	on	Bluesky,
Mastodon,	and	Twitter	to	have	lore	come	to	you.	Need	help,	have	a	request,	or	found	something	not	right?	Then	post	a	query	in	the	forum,	make	a	request	here,	or	contact	an	admin.	Note:	Player	characters	are	not	accepted	on	this	wiki.	Beware:	This	wiki	does	not	provide	spoiler	warnings.	Realmslore	People—Drizzt,	Elminster,	all	your	favorite	heroes
and	villains,	and	other	interesting	folk.	Races—All	the	races	of	the	Realms,	humanoid	and	monstrous	alike.	Organizations—The	Harpers,	Zhentarim,	and	everything	in	between.	Creatures—Things	that	climb,	crawl,	fly,	slither,	swim,	and	usually	bite.	Geography—Faerûn's	towns,	kingdoms,	wildernesses,	and	more.	History—From	the	dawn	of	the
creator	races	to	the	present	age.	Deities—The	deities	of	all	the	pantheons	and	races.	Cosmology—The	many	planes	of	existence,	how	they	connect,	and	who	inhabits	them.	Magic—Magic	in	the	Forgotten	Realms,	be	it	arcane,	divine,	or	stranger	arts.	Items—Gems	and	jewelry,	poisons	and	potions,	weapons	and	armor,	and	more.	From	minor	trinkets	to
artifacts	of	epic	power	and	renown.	Maps—Interactive	maps	of	the	Realms,	from	small	villages	to	big	cities	like	Baldur's	Gate	and	Waterdeep	to	all	Faerûn.	Media	Crunch	Classes—The	myriad	classes,	kits,	paragon	paths,	prestige	classes,	and	epic	destinies	available	to	the	people	of	the	Forgotten	Realms.	Spells—Selected	spells	with	special	relations
to	the	Forgotten	Realms.	Edit	From	the	earliest	days	to	the	present	age,	the	history	of	the	Forgotten	Realms	is	exciting,	rich	in	detail	and	totally	engrossing.	Take	a	trip	into	the	past,	whether	it's	thousands	and	thousands	of	years,	or	just	yesterday.	These	significant,	world-wide	events	had	a	major	impact	on	the	Realms	and	form	part	of	common
knowledge	through	Abeir-Toril.	Throughout	the	history	of	the	Forgotten	Realms,	armies	have	clashed	on	countless	occasions	and	blood	has	been	spilt	virtually	everywhere	across	the	globe.	These	are	the	more	notable	conflicts.	Crown	Wars	(c.	-12000	to	−9000	DR)	Overview	•	First	Crown	War	•	Second	Crown	War	•	Third	Crown	War	•	Fourth	Crown
War	•	Fifth	Crown	WarA	series	of	wars	between	the	elves	spanning	around	3000	years.	Goblin	War	(1370—1371	DR)	In	which	the	orcs	and	goblins	of	Nalavarauthatoryl	attacked	Cormyr.	Weeping	War	(711—714	DR)	In	which	the	elves	of	Myth	Drannor	fell	to	the	demonic	army	of	the	Trio	Nefarious.	Most	sages	agree	that	the	five	creator	races	were
responsible	for	all	life	on	Abeir-Toril.	Find	out	more	about	the	earliest	life	forms	and	their	creators.	The	recorded	history	of	the	known	world	is	split	into	ages,	each	a	distinct	and	fascinating	period	of	its	own.	Days	of	Thunder	Timeline	:	−35,000	DR	to	−30,000	DR	Dawn	Age	Timeline	:	−30,000	DR	to	−24,000	DR	First	Flowering	Timeline	:	−24,000	DR
to	−12,000	DR	Crown	Wars	Timeline	:	−12,000	DR	to	−9000	DR	The	Founding	Time	Timeline	:	−9000	DR	to	−3000	DR	Age	of	Humanity	Timeline	:	−3000	DR	to	1358	DR	Era	of	Upheaval	Timeline	:	1358	DR	to	present	These	important	films	explore	various	facets	of	the	law	and	legal	system.	What	is	real	justice?	What	happens	when	the	law	fails?
There's	a	lot	of	drama	in	the	identity	of	an	orphan.	These	fascinating	movies	about	orphans	explore	all	the	different	facets.	Here	are	some	of	the	greatest	movies	about	femme	fatales,	showing	us	why	these	characters	are	so	gripping	and	engaging.	In	One	Piece,	the	strongest	characters	can	be	powerful	for	many	reasons:	Devil	Fruit	abilities,	Haki
mastery,	and	so	much	more.	Natural	disasters	come	in	many	forms,	but	the	best	ones	share	one	thing:	a	thrilling,	dramatic	tale	with	real	stakes	that	matter.	The	confined	nature	of	train	cars	has	given	rise	to	all	kinds	of	captivating	and	memorable	films.	Here	are	the	best	ones	to	watch!	These	incredible	movies	are	so	dark,	bleak,	and	realistic	that	you
probably	won't	be	able	to	watch	them	twice	despite	how	good	they	are.	These	movies	set	in	the	Old	West	bring	the	American	Frontier	to	life.	Even	if	you	don't	like	Westerns,	you	should	check	these	out!	Most	of	these	movies	are	so	wonderfully	produced	that	they	won	the	Academy	Award	for	Best	Costume	Design!	Cinema	is	art...	and	art	can	be	pretty
bizarre	at	times.	Here	are	some	of	the	most	unconventional	films	since	2000	that	are	really	good.	My	Hero	Academia	is	packed	with	characters	who	are	powerful	in	different	ways.	Who	reigns	supreme	as	the	strongest	of	them	all?	These	awesome	outer	space	movies	involve	exploring	galaxies,	fighting	for	survival,	and	meeting	alien	civilizations.	The
strongest	anime	characters	aren't	those	with	powerful	abilities—they're	the	ones	who	can	steal	abilities	on	a	whim.	The	Sherlock	Holmes	novels	have	been	adapted	into	numerous	movies	over	the	years.	Here	are	the	best	ones	worth	checking	out!	What	vehicle	is	cooler	than	a	plane?	From	dramas	to	thrillers,	here	are	the	finest	films	that	involve	pilots
and/or	take	place	on	aircraft.	I	bet	you	thought	these	incredible	films	were	produced	by	A24!	You	might	be	surprised	to	find	out	that	they	actually	weren't.	Here	are	some	of	the	creepiest,	most	disturbing,	most	unsettling	scenes	I've	seen	in	anime.	How	many	have	you	seen?	Here	are	some	of	the	best	filmic	takes	on	Jack	the	Ripper,	the	most	famous
serial	killer	whose	identity	remains	unknown	to	this	day.	Most	movies	don't	start	filming	until	the	script	is	finalized,	but	these	improv	movies	began	production	even	without	finished	scripts!	Fireballs?	Ice	daggers?	Super	strength?	Those	are	all	run-of-the-mill.	These	anime	powers	are	unique	and	awesome	in	their	own	ways.	A	frigid	environment	of
snow	and	ice	can	lend	a	cold	and	isolated	mood	to	a	TV	show,	making	any	drama	that	much	more	intense.	Feminist	movies	come	in	all	shapes	and	forms.	Forget	the	cash	grab	remakes!	Here	are	the	ones	that	made	real	impacts.	The	Naruto	universe	contains	hundreds	of	jutsus	and	techniques.	Here	are	my	picks	for	the	best	ones	and	why	they're
awesome.	Like	cop	shows,	gangster	shows	can	easily	fall	into	boring	tropes	and	clichés.	Here	are	the	best	gang	TV	shows	that	are	unique.	If	you're	new	to	anime,	you'll	find	lots	of	unique	character	archetypes	that	appear	over	and	over	again!	Here's	what	they	are.	Not	only	do	these	counterculture	movies	explore	alternative	movements,	but	they're
captivating	and	iconic!	Popular	anime	series	sometimes	get	spin-offs	that	are	worth	checking	out,	whether	for	extra	lore	or	just	pure,	unadulterated	fun!	This	indie	film	company	has	produced	some	of	the	best	movies	of	the	century.	Don't	miss	the	best	A24	movies	worth	watching!	Check	out	my	favorite	movies	about	drug-addicted	characters	who
struggle	through	rehab	and	fight	to	turn	their	lives	around.	Some	of	the	best	scenes	in	anime	involve	heroes	against	each	other,	whether	as	friendly	rivals	or	outright	enemies.	For	cinephiles,	it's	always	a	treat	when	the	director	of	a	movie	makes	a	small	appearance	in	their	own	film.	Here	are	some	iconic	examples!	Want	a	heavy	dose	of	laughter	with
your	time	travel,	aliens,	and	space	war	plots?	Check	out	these	incredible	sci-fi	comedy	movies!	These	movies	are	the	ones	where	characters	have	to	face	down	a	looming	apocalypse	that	threatens	humankind.	One	of	the	cooler	parts	of	One	Piece	is	encountering	the	different	pirate	crews—and,	more	importantly,	the	captains	of	those	crews!	Sitting
down	to	a	well-made	musical	movie	is	an	experience	like	no	other.	Here	are	the	best	ones	to	watch	if	you	haven't	yet!	Tired	of	seeing	damsels	in	distress	and	fights	that	last	an	eternity?	These	are	just	some	of	the	worst	anime	tropes	that	need	to	end.	Few	movies	are	as	inspirational	as	the	ones	where	disadvantaged	heroes	win	against	all	odds.	Check
out	our	favorite	underdog	movies!	Remember	the	1990s?	We	got	so	many	great	movies	during	those	years.	Here	are	the	most	decade-defining	movies	of	the	90s!	Anime	tends	to	be	pretty	good	at	setting	up	and	executing	betrayals.	Here	are	some	of	the	worst	anime	traitors	we've	seen.	There	are	over	700	episodes	of	The	Simpsons.	Here	are	the	best
Simpsons	episodes	that	represent	the	show's	high	points.	These	awesome	high	school	anime	series	serve	up	everything	from	cozy	love	triangles	to	sci-fi	wish	fulfillment!	These	modern	black-and-white	movies	from	after	the	turn	of	the	millennium	use	the	monochrome	aesthetic	to	striking	effect.	So	many	exciting	movies	are	slated	to	release	this	year.
Here	are	the	films	I'm	looking	forward	to	the	most	in	2024!	Psychotic,	powerful,	smart,	charismatic?	Well,	these	anime	villains	have	it	all	and	we	just	love	to	hate	them	for	it.	Tired	of	happy	endings?	These	movies	don't	wrap	up	in	neat	little	bows.	Instead,	they're	sad,	unfortunate,	or	shocking.	In	anime,	vampire	characters	come	in	all	shapes,	forms,
and	personalities.	Here	are	some	of	my	all-time	favorites!	Origin	story	movies	are	tough	to	do	well	because	they've	been	done	to	death	and	it's	hard	to	make	them	unique—but	it	can	be	done!	Anime	has	never	shied	away	from	dark	characters.	Here	are	the	best	ones	who	have	terribly	evil	and	unholy	powers.	Shakespeare	is	best	known	for	his	dramatic
plays,	and	many	of	them	were	adapted	into	(or	inspired)	movies	worth	watching.	Some	of	the	coolest	characters	in	anime	are	demons.	And	as	it	turns	out,	they	aren't	always	evil!	Here	are	our	favorites.	It's	one	thing	to	be	stranded	in	the	desert	or	lost	in	a	jungle,	but	snowy	icescapes	can	be	harsher	and	more	unforgiving.	One	of	my	favorite	anime
tropes	is	when	a	character	is	a	vessel	or	host	for	another	character.	Here	are	some	great	examples!	These	movies	all	feature	female	detectives	who	are	just	as	competent—if	not	more—than	their	male	counterparts.	Anime	is	full	of	smart	and	cunning	characters—and	it's	bad	news	when	they	use	their	brains	to	manipulate	others.	These	movies	about
divorce	and	breakups	explore	the	many	sides	to	broken	romantic	relationships.	The	counterculture	nature	of	glam	rock	and	punk	music	make	them	both	perfect	subjects	for	movies	and	documentaries!	In	a	genre	dominated	by	men,	these	detective	TV	shows	shine	with	female	leads	who	are	unlike	the	usual	detectives	you	know.	Some	of	the	coolest
abilities	in	anime	feature	spatial	manipulation	and	space-time	mechanics.	Here	are	our	favorite	abilities.	It	takes	skill	to	do	product	placement	well,	especially	when	it's	for	a	mainstream	movie.	Here	are	some	of	the	most	iconic	examples.	What	to	do	when	you're	a	foodie	who's	stuck	at	home?	Maybe	watch	these	incredible	movies	about	foods	and	the
ones	who	prepare	them.	This	article	does	not	cite	its	references	or	sources.Please	help	improve	this	article	by	introducing	appropriate	citations.	This	article	has	been	tagged	since	18:34,	October	2,	2012	(UTC).	If	you	are	using	this	information	for	your	own	research,	campaign,	or	general	interest,	you	should	not	rely	on	its	accuracy.	A	duel	during	the
Crown	Wars.	The	Crown	Wars	were	a	series	of	elven	wars	fought	early	in	the	history	of	Faerûn.	Over	a	period	of	3,000	years,	the	great	elven	kingdoms	participated	in	five	primary	conflicts,	leading	to	the	near	destruction	of	the	elven	race.	First	Crown	War[]	Main	article:	First	Crown	War	When,	in	approximately	−14,700	DR,	the	Vyshaan,	ruling	clan
of	the	sun	elf	kingdom	of	Aryvandaar,	discovered	an	alleged	link	between	their	family	and	the	Olrythii,	ruling	family	of	dark	and	wood	elves	of	Miyeritar,	Coronal	Ivósaar	Vyshaan	chose	to	make	a	claim	toward	the	rulership	of	the	latter	kingdom.	When	peaceful	overtures	were	rebuffed,	the	Aryvandaarans	began	raiding	the	borders	of	Miyeritar	until
war	broke	out	in	earnest	in	−12,000	DR.	By	−11,800	DR,	Aryvandaar	fully	occupied	Miyeritar,	but	the	country	did	not	come	fully	under	Aryvandaaran	control	for	another	500	years.	The	remaining	elven	kingdoms	were	both	shocked	and	spurred	by	the	aggressive	war,	and	the	Second	Crown	War	broke	out	while	the	first	was	still	being	waged.	Second



Crown	War[]	Main	article:	Second	Crown	War	Ostensibly	in	support	of	their	Miyeritar	allies,	the	dark	elf	country	of	Ilythiir	attacked	the	moon	elf	kingdom	of	Orishaar,	then	escalated	the	conflict	to	encompass	Thearnytaar,	Eiellûr,	and	Syòrpiir,	utterly	destroying	them.	The	brutality	of	these	attacks	led	to	the	creation	of	the	epithet	dhaerow,	meaning
"traitor,"	to	describe	the	dark	elves	of	Ilythiir.	The	Ilythiiri	conflicts,	which	began	in	approximately	−11,700	DR,	spanned	over	1,200	years,	and	during	the	course	of	the	savage	war,	the	demon	goddess	Lolth	took	the	opportunity	to	seduce	the	ruling	families	and	powers	in	the	kingdom	further	towards	evil,	assisted	by	a	fiendish	balor	named	Wendonai.
Third	Crown	War[]	Main	article:	Third	Crown	War	In	about	−10,900	DR,	Aryvandaar	(now	known	as	the	Vyshaantar	Empire)	was	aided	by	a	fallen	solar	named	Malkizid	in	invading	the	sun	and	moon	elf	kingdom	of	Shantel	Othreier.	The	war	waged	for	nearly	300	years	until	Shantel	Othreier	surrendered	after	the	death	of	their	coronal.	Fourth	Crown
War[]	Main	article:	Fourth	Crown	War	In	−10,500	DR,	owing	to	destructive	magics	of	Vyshaantar,	the	Dark	Disaster	occurred,	and	a	magical	storm	turned	Miyeritar	into	the	wasteland	now	known	as	the	High	Moor.	Enraged	at	the	destruction	of	their	dark-elf	brothers'	land,	Ilythiiri	savagely	attacked	the	Vyshaantar	Empire.	The	Ilythiiri	began	to
openly	worship	evil	gods	and	commit	such	acts	of	atrocities	that	all	the	remaining	elven	kingdoms	decided	to	expel	the	Ilythiiri	dark	elves	from	Corellon	Larethian's	grace.	The	most	powerful	mages	and	clerics	succeeded	in	completing	the	ritual	in	about	−10,000	DR,	though	it	had	the	adverse	effect	of	corrupting	all	dark	elves,	not	just	the	intended
Ilythiirians.	The	dark	elves	were	driven	underground,	and	the	epithet	dhaerow	would	eventually	change	into	drow.	Fifth	Crown	War[]	Main	article:	Fifth	Crown	War	The	fragile	peace	was	shattered	in	−9200	DR	when	the	Corellon	Larethian-mandated	Elven	Court	decreed	that	the	sun	elf	clan	of	Vyshaan	was	responsible	for	the	thousands	of	years	of
war.	The	Vyshaantar	Empire	disputed	the	charges	and	madly	declared	war	on	everyone.	Within	200	years,	the	ancient	kingdom	of	Aryvandaar	was	no	more.	Seven	Citadels'	War[]	Main	article:	Seven	Citadels'	War	While	not	officially	named	the	Sixth	Crown	War,	the	Seven	Citadels'	War	is	sometimes	colloquially	referred	to	as	the	Sixth	Crown	War.
[citation	needed]	The	Seven	Citadels'	War	was	a	set	of	skirmishes	between	the	elite	forces	of	Siluvanede	and	the	fledgling	forces	of	Eaerlann.	It	began	when	the	High	Mages	of	Arcorar	tracked	down	House	Dlardrageth	to	Ascal's	Horn	in	−4500	DR.	With	the	help	of	Eaerlann,	they	captured	or	killed	several	of	the	Dlardrageths.[citation	needed]
Appendix[]	See	Also[]	Crown	Wars	timeline	for	a	detailed	timeline.	Appearances[]	Novels	Referenced	only	The	Summoning	•	Forsaken	House	Video	Games	Referenced	only	Baldur's	Gate	External	Links[]	Further	reading[]	References[]	Connections[]	The	Forgotten	Realms	is	a	Dungeons	&	Dragons	campaign	setting	created	by	Ed	Greenwood.
Originally	created	by	Greenwood	as	a	child,	the	Realms	became	codified	as	an	official	Dungeons	&	Dragons	setting	during	Advanced	Dungeons	&	Dragons	1st	edition,	and	has	since	been	a	major	setting	in	every	edition	of	the	game.	The	majority	of	Dungeons	&	Dragons	5th	edition	material	is	set	in	the	Forgotten	Realms.	Notable	sub-settings	of	the
Forgotten	Realms	are	Kara-Tur,	Al-Qadim,	and	Maztica.	In	addition,	the	Arcane	Age	sub-setting	is	set	in	the	distant	past	of	the	Realms.	External	links[]	Share	—	copy	and	redistribute	the	material	in	any	medium	or	format	for	any	purpose,	even	commercially.	Adapt	—	remix,	transform,	and	build	upon	the	material	for	any	purpose,	even	commercially.
The	licensor	cannot	revoke	these	freedoms	as	long	as	you	follow	the	license	terms.	Attribution	—	You	must	give	appropriate	credit	,	provide	a	link	to	the	license,	and	indicate	if	changes	were	made	.	You	may	do	so	in	any	reasonable	manner,	but	not	in	any	way	that	suggests	the	licensor	endorses	you	or	your	use.	ShareAlike	—	If	you	remix,	transform,	or
build	upon	the	material,	you	must	distribute	your	contributions	under	the	same	license	as	the	original.	No	additional	restrictions	—	You	may	not	apply	legal	terms	or	technological	measures	that	legally	restrict	others	from	doing	anything	the	license	permits.	You	do	not	have	to	comply	with	the	license	for	elements	of	the	material	in	the	public	domain
or	where	your	use	is	permitted	by	an	applicable	exception	or	limitation	.	No	warranties	are	given.	The	license	may	not	give	you	all	of	the	permissions	necessary	for	your	intended	use.	For	example,	other	rights	such	as	publicity,	privacy,	or	moral	rights	may	limit	how	you	use	the	material.	In	the	infinite	multiverse	of	Dungeons	&	Dragons,	few	settings
have	been	the	focus	of	as	many	stories	as	Forgotten	Realms.	Whether	it's	the	campaign	setting	used	by	players	to	build	their	own	tales	in,	the	setting	for	a	novel	series	that	influenced	fantasy	writers	for	decades,	or	the	setting	for	multiple	video	games,	the	Forgotten	Realms	has	always	been	one	of	the	cornerstones	of	D&D	lore.	There's	a	lot	of
Forgotten	Realms	lore	out	there	to	dig	through.	Here's	everything	you	need	to	know	about	Forgotten	Realms	and	why	it's	such	an	iconic	Dungeons	&	Dragons	campaign	setting.	What	would	eventually	become	Forgotten	Realms	was—like	many	other	D&D	campaign	settings—the	setting	of	one	passionate	DM.	Ed	Greenwood	created	Forgotten	Realms
as	a	place	for	his	players	to	explore,	starting	in	places	like	Waterdeep	and	Shadowdale	then	slowly	expanding	outward	from	there.	Greenwood	would	eventually	add	more	and	more	details	to	satisfy	his	party's	thirst	for	knowledge	about	the	setting,	and	in	doing	so,	he	introduced	more	characters	and	cities	that	made	the	world	feel	alive.	Starting	in
1979,	Greenwood	began	publishing	his	monsters	and	snippets	of	his	lore	in	Dragon,	one	of	the	main	D&D	publications	at	the	time.	Then,	in	1986,	TSR	wanted	to	move	beyond	Gary	Gygax's	Greyhawk	setting,	so	they	approached	Greenwood	to	help	them	flesh	out	his	Forgotten	Realms	setting.	The	first	novel	and	campaign	sourcebook	were	released	in
1987,	immediately	becoming	one	of	the	most	popular	settings	for	the	game.	For	nearly	four	decades,	there	has	been	a	steady	stream	of	new	lore,	guides,	and	stories	set	in	the	Forgotten	Realms,	enough	to	keep	eager	DMs	satisfied	for	multiple	campaigns.	What	is	it	that	makes	a	story	fit	within	Forgotten	Realms	rather	than	any	of	the	other	many
Dungeons	&	Dragons	campaign	settings?	While	Forgotten	Realms	has	changed	a	lot	during	its	nearly	40-year-long	publication	history,	some	things	have	remained	consistent.	Forgotten	Realms	predominantly	takes	place	on	the	continent	of	Faerun,	where	cities	like	Baldur's	Gate,	Waterdeep,	and	Neverwinter	serve	as	focus	points	for	many	adventures.
Traveling	between	these	cities	is	expensive	and	dangerous	thanks	to	the	untamed	wilderness	that	surrounds	them.	Beyond	Faerun,	there	are	multiple	other	continents	in	Forgotten	Realms,	with	the	most	dangerous	place	for	adventures	being	the	Underdark.	A	cavernous	world	beneath	the	surface,	it's	home	to	some	of	the	most	iconic	D&D	creatures,
including	Beholders,	Mind	Flayers,	and	the	Drow.	Entire	civilizations	have	sprung	up,	never	having	seen	the	sun	before	and	twisted	by	the	darkness	that	they	grew	within.	Multiple	gods	and	goddesses	are	always	looking	over	Forgotten	Realms,	and	their	influence	can	be	felt	in	nearly	every	corner	of	the	world.	The	world	hinges	on	their	whims,	but
they	usually	exert	their	power	through	their	messengers.	While	there	have	been	multiple	changes	to	the	pantheon	over	the	years,	some	of	the	more	notable	and	iconic	deities	include:	Bhaal,	the	god	of	murder.	Helm,	the	god	of	protection.	Kelemvor,	the	god	of	the	dead.	Selune,	the	goddess	of	the	moon.	Waukeen,	the	goddess	of	trade.	Part	of	what
makes	Forgotten	Realms	different	from	other	D&D	campaign	settings	is	its	use	of	factions	within	cities	and	nations.	Some	factions	aim	to	snuff	out	evil	before	it	even	has	a	chance	to	spread,	while	others	work	to	further	their	own	agendas	and	are	known	for	backstabbing	each	other	to	get	ahead.	Important	factions	in	Forgotten	Realms	include:
Harpers.	Viewed	by	many	as	meddlers	and	spies,	Harpers	are	a	loose	organization	of	adventurers	who	operate	independently	to	fight	evil	and	corruption	in	their	own—usually	clandestine—way.	The	Order	of	the	Gauntlet.	Some	threats	are	too	important	to	leave	to	subtlety,	so	the	Order	of	the	Gauntlet	takes	a	direct	approach.	They	believe	that	every
evil—no	matter	how	small—should	be	destroyed	before	it	gets	the	chance	to	spread.	Emerald	Enclave.	While	most	members	of	this	far-ranging	group	are	Druids	and	Rangers,	anyone	who	wishes	to	protect	the	natural	world	can	join.	The	Emerald	Enclave	teaches	its	members	both	self-reliance	and	survival	skills	above	all	else.	Lords'	Alliance.	Backed
by	the	wealthy	and	influential	of	Faerun,	the	Lords'	Alliance	serves	as	enforcers	of	the	status	quo	and	a	source	of	stability	for	many	smaller	but	important	cities	in	Faerun.	With	dozens	of	novels,	video	games,	and	sourcebooks	set	in	Forgotten	Realms,	it's	no	surprise	that	there	have	been	so	many	important	faces	and	names	to	come	out	of	the	setting.	If
you	spend	enough	time	adventuring	in	Faerun,	chances	are	you'll	run	into	at	least	one	or	two	of	these	legendary	figures:	Elminster.	One	of	the	most	powerful	Forgotten	Realms	wizards,	Elminster	is	an	important	force	for	good.	He	founded	the	Harpers	and	has	played	an	important	role	in	nearly	every	story	and	adventure	told	in	Faerun,	particularly	in
its	early	years.	Drizzt	Do'Urden.	A	Drow	who	has	come	to	the	surface	to	fight	evil,	Drizzt	is	one	of	the	most	famous	characters	of	all	time	from	any	D&D	setting.	He	has	been	the	main	character	of	34	novels	and	often	shows	up	in	video	games	as	a	notable	NPC.	Minsc	and	Boo.	First	introduced	in	the	Baldur's	Gate	RPG	series,	Minsc	is	a	Human	Ranger
who,	while	boisterous	and	simple,	is	firmly	dedicated	to	kicking	evil	in	the	backside.	He's	quick	to	befriend	good	people,	but	his	closest	companion	is	Boo,	a	"miniature	giant	space	hamster"	who	accompanies	him	everywhere	he	goes.	Forgotten	Realms	isn't	just	confined	to	sourcebooks	and	adventure	paths.	It's	been	featured	in	some	of	the	most
famous	Dungeons	&	Dragons	media	of	all	time.	This	popularity	and	frequent	use	across	video	games,	books,	and	movies	is	why	Forgotten	Realms	is	often	seen	as	the	default	setting	for	Dungeons	&	Dragons,	despite	it	being	only	one	of	many	worlds.	Want	to	read,	watch,	or	experience	Forgotten	Realms	in	media	beyond	Dungeons	&	Dragons
campaigns?	Check	out	the	following:	Sign	in	to	edit	An	attempt	to	gather	all	card	game	information	in	one	place.	CCG's,	TCG's	and	all	other	card	games	produced.	Describe	your	topic[]	Write	a	description	about	your	topic.	Let	your	readers	know	what	your	topic	is	about	and	add	some	general	information	about	it.	With	528	images	on	our	database,
there	is	no	shortage	of	cover	art,	fan-art,	or	pictures	of	your	favorite	game.	This	image	has	been	randomly	selected	from	our	database.	Each	time	you	visit	our	site,	you	should	see	a	new	image	here.	For	more	information	about	it,	click	directly	on	the	image.	The	resulting	page	will	detail	when	it	was	uploaded,	by	whom,	and	often	overview	which
articles	use	that	particular	image.	Please	visit	our	character,	cover	art	and	fan	art	galleries	and	feel	free	to	upload	as	many	images	as	you	like.	We	have	categorized	our	images	into	several	groups,	for	easier	future	reference.	Have	fun!	Refresh	·	Read	more...	Created:	July	9,	2011	Content:	1,287	articles	14	characters	2	Comic	issues	40	Creators	8
Publishers	56	Collectible	card	games	528	files	uploaded	2,700	total	pages	6,603	all-time	edits	Activity:	In	the	infinite	multiverse	of	Dungeons	&	Dragons,	few	settings	have	been	the	focus	of	as	many	stories	as	Forgotten	Realms.	Whether	it's	the	campaign	setting	used	by	players	to	build	their	own	tales	in,	the	setting	for	a	novel	series	that	influenced
fantasy	writers	for	decades,	or	the	setting	for	multiple	video	games,	the	Forgotten	Realms	has	always	been	one	of	the	cornerstones	of	D&D	lore.	There's	a	lot	of	Forgotten	Realms	lore	out	there	to	dig	through.	Here's	everything	you	need	to	know	about	Forgotten	Realms	and	why	it's	such	an	iconic	Dungeons	&	Dragons	campaign	setting.	What	would
eventually	become	Forgotten	Realms	was—like	many	other	D&D	campaign	settings—the	setting	of	one	passionate	DM.	Ed	Greenwood	created	Forgotten	Realms	as	a	place	for	his	players	to	explore,	starting	in	places	like	Waterdeep	and	Shadowdale	then	slowly	expanding	outward	from	there.	Greenwood	would	eventually	add	more	and	more	details	to
satisfy	his	party's	thirst	for	knowledge	about	the	setting,	and	in	doing	so,	he	introduced	more	characters	and	cities	that	made	the	world	feel	alive.	Starting	in	1979,	Greenwood	began	publishing	his	monsters	and	snippets	of	his	lore	in	Dragon,	one	of	the	main	D&D	publications	at	the	time.	Then,	in	1986,	TSR	wanted	to	move	beyond	Gary	Gygax's
Greyhawk	setting,	so	they	approached	Greenwood	to	help	them	flesh	out	his	Forgotten	Realms	setting.	The	first	novel	and	campaign	sourcebook	were	released	in	1987,	immediately	becoming	one	of	the	most	popular	settings	for	the	game.	For	nearly	four	decades,	there	has	been	a	steady	stream	of	new	lore,	guides,	and	stories	set	in	the	Forgotten
Realms,	enough	to	keep	eager	DMs	satisfied	for	multiple	campaigns.	What	is	it	that	makes	a	story	fit	within	Forgotten	Realms	rather	than	any	of	the	other	many	Dungeons	&	Dragons	campaign	settings?	While	Forgotten	Realms	has	changed	a	lot	during	its	nearly	40-year-long	publication	history,	some	things	have	remained	consistent.	Forgotten
Realms	predominantly	takes	place	on	the	continent	of	Faerun,	where	cities	like	Baldur's	Gate,	Waterdeep,	and	Neverwinter	serve	as	focus	points	for	many	adventures.	Traveling	between	these	cities	is	expensive	and	dangerous	thanks	to	the	untamed	wilderness	that	surrounds	them.	Beyond	Faerun,	there	are	multiple	other	continents	in	Forgotten
Realms,	with	the	most	dangerous	place	for	adventures	being	the	Underdark.	A	cavernous	world	beneath	the	surface,	it's	home	to	some	of	the	most	iconic	D&D	creatures,	including	Beholders,	Mind	Flayers,	and	the	Drow.	Entire	civilizations	have	sprung	up,	never	having	seen	the	sun	before	and	twisted	by	the	darkness	that	they	grew	within.	Multiple
gods	and	goddesses	are	always	looking	over	Forgotten	Realms,	and	their	influence	can	be	felt	in	nearly	every	corner	of	the	world.	The	world	hinges	on	their	whims,	but	they	usually	exert	their	power	through	their	messengers.	While	there	have	been	multiple	changes	to	the	pantheon	over	the	years,	some	of	the	more	notable	and	iconic	deities	include:
Bhaal,	the	god	of	murder.	Helm,	the	god	of	protection.	Kelemvor,	the	god	of	the	dead.	Selune,	the	goddess	of	the	moon.	Waukeen,	the	goddess	of	trade.	Part	of	what	makes	Forgotten	Realms	different	from	other	D&D	campaign	settings	is	its	use	of	factions	within	cities	and	nations.	Some	factions	aim	to	snuff	out	evil	before	it	even	has	a	chance	to
spread,	while	others	work	to	further	their	own	agendas	and	are	known	for	backstabbing	each	other	to	get	ahead.	Important	factions	in	Forgotten	Realms	include:	Harpers.	Viewed	by	many	as	meddlers	and	spies,	Harpers	are	a	loose	organization	of	adventurers	who	operate	independently	to	fight	evil	and	corruption	in	their	own—usually	clandestine—
way.	The	Order	of	the	Gauntlet.	Some	threats	are	too	important	to	leave	to	subtlety,	so	the	Order	of	the	Gauntlet	takes	a	direct	approach.	They	believe	that	every	evil—no	matter	how	small—should	be	destroyed	before	it	gets	the	chance	to	spread.	Emerald	Enclave.	While	most	members	of	this	far-ranging	group	are	Druids	and	Rangers,	anyone	who
wishes	to	protect	the	natural	world	can	join.	The	Emerald	Enclave	teaches	its	members	both	self-reliance	and	survival	skills	above	all	else.	Lords'	Alliance.	Backed	by	the	wealthy	and	influential	of	Faerun,	the	Lords'	Alliance	serves	as	enforcers	of	the	status	quo	and	a	source	of	stability	for	many	smaller	but	important	cities	in	Faerun.	With	dozens	of
novels,	video	games,	and	sourcebooks	set	in	Forgotten	Realms,	it's	no	surprise	that	there	have	been	so	many	important	faces	and	names	to	come	out	of	the	setting.	If	you	spend	enough	time	adventuring	in	Faerun,	chances	are	you'll	run	into	at	least	one	or	two	of	these	legendary	figures:	Elminster.	One	of	the	most	powerful	Forgotten	Realms	wizards,
Elminster	is	an	important	force	for	good.	He	founded	the	Harpers	and	has	played	an	important	role	in	nearly	every	story	and	adventure	told	in	Faerun,	particularly	in	its	early	years.	Drizzt	Do'Urden.	A	Drow	who	has	come	to	the	surface	to	fight	evil,	Drizzt	is	one	of	the	most	famous	characters	of	all	time	from	any	D&D	setting.	He	has	been	the	main
character	of	34	novels	and	often	shows	up	in	video	games	as	a	notable	NPC.	Minsc	and	Boo.	First	introduced	in	the	Baldur's	Gate	RPG	series,	Minsc	is	a	Human	Ranger	who,	while	boisterous	and	simple,	is	firmly	dedicated	to	kicking	evil	in	the	backside.	He's	quick	to	befriend	good	people,	but	his	closest	companion	is	Boo,	a	"miniature	giant	space
hamster"	who	accompanies	him	everywhere	he	goes.	Forgotten	Realms	isn't	just	confined	to	sourcebooks	and	adventure	paths.	It's	been	featured	in	some	of	the	most	famous	Dungeons	&	Dragons	media	of	all	time.	This	popularity	and	frequent	use	across	video	games,	books,	and	movies	is	why	Forgotten	Realms	is	often	seen	as	the	default	setting	for
Dungeons	&	Dragons,	despite	it	being	only	one	of	many	worlds.	Want	to	read,	watch,	or	experience	Forgotten	Realms	in	media	beyond	Dungeons	&	Dragons	campaigns?	Check	out	the	following:	Ask	the	publishers	to	restore	access	to	500,000+	books.
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