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Drizzt	Daermon	N'a'shezbaernon[1]	Do'Urden,[3]The	Hunter,[4]Masoj	Oblodra[5]	None[note	1][2][9]	Formerly:	Mielikki[6]Gwaeron	Windstrom	(1e)[10]	1297	DR	(third	son	of	Malice	Do'Urden)	Malice	Do'Urden,	Zaknafein	Do'Urden	Briennelle	Zaharina	"Brie-Zara"[17]	Drizzt	Do'Urden	(pronounced:	/drɪst	doʊˈʌrdɛn/	drist	doh-URR-den[20]	or:	/
ˈdrɪzɪt	doʊˈʌrdʌn/	DRIHZ-it	doh-URR-dun[10]),	also	called	Drizzt	Daermon	N'a'shezbaernon,	was	a	male	drow	ranger.	He	was	an	atypical	drow	who	had	forsaken	both	the	evil	ways	of	his	people	and	their	home	in	the	Underdark,	to	become	the	legendary	hero	of	the	North.[6]	Description[]	Drizzt	Do'Urden	was	a	drow.	He	stood	about	5 feet	and	4 inches
(1.6 meters)	tall	and	weighed	about	130 pounds	(59 kilograms).[13]	His	handsome	features	were	sharp	and	well	proportioned	and,	like	other	drow,	Drizzt's	skin	was	black	and	his	stark	white	hair	was	long,	thick,	and	flowing.	His	eyes	were	a	lavender	hue	(quite	different	from	the	drow	race's	typical	red,	even	when	he	used	his	infravision,	which
normally	caused	eyes	to	glow	red)	and	seemed	to	glow	fiercely	when	he	was	angry	or	determined.[21]	His	vision	was	once	accustomed	to	the	pitch-blackness	of	the	Underdark.	However,	many	years	after	Drizzt	first	ventured	onto	the	surface,	his	eyes	adapted	to	the	bright	light	of	the	world	above.	When	using	his	infravision,	the	images,	if	held	for	a
prolonged	period	of	time,	caused	headaches	and	other	symptoms	of	strain.[22]	He	normally	wore	a	forest-green	cloak	that	was	given	to	him	by	the	Weeping	Friars	upon	his	departure	to	Icewind	Dale,	high	black	boots,	and	a	necklace	attached	to	a	white	unicorn	head,	the	symbol	of	his	goddess,	Mielikki,	the	goddess	of	rangers.	This	symbol	was	crafted
for	him	by	his	good	friend	Regis	from	scrimshaw	(the	bone	of	the	knucklehead	trout	found	in	Icewind	Dale).[21]	Personality[]	A	perfectionist	by	nature,	Drizzt	had	high	ideals	and	standards	to	which	he	strove	to	conform,	though	he	didn't	hold	others	to	the	same.	He	was	sensitive	and	thoughtful	and	longed	to	be	accepted	among	others	and	to	make
friends	everywhere.	However,	he	was	always	troubled	by	the	threat	his	enemies	would	pose	to	such	newfound	friends	and	he	was	always	wary	of	betrayal	and	dangers.	He	was	taciturn	and	terse	of	speech,	but	still	polite	to	others.[6]	He	credited	Catti-brie	for	imparting	cultural	awareness	and	tolerance	upon	him.[23]	In	his	later	years,	Drizzt's	goal
was	perfection	of	the	body	with	his	blades	in	battle.[24]	Drizzt	did	not	want	his	god	to	dictate	his	actions;	he	had	to	agree	with	those	actions	himself.[25]	The	Hunter[]	On	relatively	rare	occasions,	Drizzt	regressed	into	a	bestial	and	instinctive	state	of	mind	that	he	identified	as	the	"Hunter".	The	first	time	this	happened	was	after	Drizzt	had	fled	from
Menzoberranzan	and	was	living	in	the	wilds	of	the	Underdark.	For	those	ten	years,	he	came	close	to	being	completely	overwhelmed	by	this	animalistic	personality,	but	began	learning	to	master	it	when	he	came	close	to	harming	some	svirfneblin	children.[14]	In	the	heat	of	battle,	when	his	friends	seemed	to	be	in	great	danger	or	when	he	was	alone	in
the	wilderness,	Drizzt	would	occasionally	lose	control	over	himself	or	give	in	to	the	urges	of	the	Hunter,	such	as	when	he	went	back	to	his	homeland	to	prevent	harm	from	coming	to	his	friends.[26]	Another	example	was	when,	during	the	war	with	King	Obould	Many-Arrows	and	his	horde	of	orcs,	Drizzt	had	thought	Bruenor	dead,	and	wasn't	certain	if
his	other	friends	were	alive.[27][28]	Abilities[]	As	a	drow,	Drizzt	was	innately	able	to	summon	globes	of	impenetrable	magical	darkness	at	will	in	an	area	or	attached	to	a	target.	He	could	also	summon	a	harmless	faerie	fire,	purple	flames	that	did	not	burn	but	could	be	seen	and	outlined	a	target,	making	it	easier	to	spot,	even	if	the	target	turned
invisible.[6]	After	Drizzt	studied	under	Masoj	Hun'ett	for	six	months	in	Sorcere,	Masoj	acknowledged	that	if	Drizzt	had	chosen	to	become	a	wizard,	he	would	have	become	quite	a	powerful	one	indeed.[29]	Combat	and	Tactics[]	Drizzt	battling	Entreri.	Drizzt	fought	in	the	two	long-weapon	style	common	among	drow	warriors.	When	tides	turned	bad,	or
when	facing	opponents	such	as	dragons	or	frost	giants,	he	conjured	a	globe	of	darkness	that	neither	he	nor	his	opponent	could	see	through.[30]	Depending	on	the	situation,	Drizzt	continued	the	fight	from	in	there.	In	rare	cases,	Drizzt	would	go	into	a	self-imposed	trance.[14]	When	chasing	someone	or	unable	to	see	his	prey,	Drizzt	often	called	upon
his	innate	abilities	to	surround	his	target	with	faerie	fire.	He	used	this	ability	when	on	the	boat	with	Captain	Deudermont	and	fighting	the	pirate	Pinochet	and	his	lackeys.[31]	He	also	used	them	when	he,	Belwar	Dissengulp,	and	Clacker	fought	a	group	of	seven	duergar,	even	as	they	started	to	disappear.[32]	He	also	had	to	cope	with	his	racial
weakness	to	light,	having	a	slight	aversion	to	it,	so	if	a	great	light	source	was	brought	upon	him	unexpectedly	it	could	cause	temporary	disorientation.[29]	Possessions[]	Drizzt	and	Guenhwyvar.	Drizzt's	favorite	weapon	was	the	scimitar,	and	he	carried	two,	nicknamed	Twinkle	and	Icingdeath.	He	also	carried	a	unique	figurine	of	wondrous	power	that
summoned	his	black	panther	companion	Guenhwyvar.[33]	The	drow	wore	a	pair	of	Bracers	of	the	Blinding	Strike	(obtained	from	Dantrag	Baenre,	weapon	master	of	the	first	house	of	Menzoberranzan	who	challenged	and	lost	to	Drizzt)	around	his	ankles,	which	made	him	incredibly	quick	on	his	feet.	He	chose	to	wear	them	on	his	legs	instead	of	his
arms	because	when	the	enchantment	combined	with	his	natural	speed,	his	sword	swings	became	too	fast	for	him	to	control	(making	it	hard	to	change	directions),	and	his	feet	could	not	keep	up,	resulting	in	extremely	predictable	attacks.[34]	Drizzt's	attire	generally	took	the	form	of	a	cloth	tunic,	tough	pants,	soft	boots	and	leather	gloves.[34]	Drizzt's
armor	was	an	enchanted	suit	of	mithral	chainmail,	made	by	Buster	Bracer.[35]	Drizzt	carried	Agatha's	mask	during	his	journeys	in	Calimshan.[36]	He	was	known	to	use	Mooshie's	Longbow	and	a	dagger	hidden	in	each	boot.[37]	Catti-brie	occasionally	lent	Drizzt	her	bow	Taulmaril,	the	"Heartseeker",	such	as	when	he	visited	Silverymoon	in	the	Year	of
the	Worm,	1356	DR.[38]	While	Catti-brie	was	injured	during	Drizzt's	battles	with	the	frost	giants	in	the	attempt	to	take	Mithral	Hall	by	King	Obould,	Drizzt	wielded	Taulmaril	and	its	quiver's	never-ending	supply	of	lightning	arrows,	which	he	still	had	in	his	possession	a	hundred	years	later.	He	also	mastered	and	wielded	Khazid'hea	in	a	fight	with
Obould	Many-Arrows	but	left	it	stuck	in	him,	who	later	tossed	the	blade	into	a	ravine,	where	the	drow	Tos'un	Armgo	found	it.[39]	Drizzt	attempted	to	return	Taulmaril	to	Catti-brie	when	they	were	reunited,	but	she	preferred	her	magic.[40]	Later	acquisitions	included	a	whistle	that	summoned	a	magical	unicorn	that	Drizzt	named	Andahar[41]	and	a
ring	of	elemental	command	attuned	to	fire	elementals,	taken	from	the	severed	finger	of	Brack'thal	Xorlarrin.[42]	History[]	Underdark[]	Malice	Do'Urden	looking	over	newborn	Drizzt.	Born	in	1297	DR,	on	the	night	House	Do'Urden	destroyed	House	DeVir,	the	death	of	Nalfein	Do'Urden	at	the	hands	of	Dinin	Do'Urden	saved	Drizzt	from	being	sacrificed
to	Lolth.	He	was	trained	by	his	sister,	Vierna	Do'Urden,	and	his	father,	Zaknafein	Do'Urden.	He	attended	the	Melee-Magthere,	where	he	became	an	unsurpassed	victor	after	his	third	year	for	seven	years	running,	even	against	students	three	years	ahead	of	him.	By	secretly	refusing	to	kill	a	moon	elf	child,	Drizzt	caused	House	Do'Urden	to	lose	Lolth's
favor,	resulting	in	Zaknafein	being	sacrificed.[29]	While	Zaknafein	was	sacrificed,	Drizzt	encountered	Alton	DeVir	and	Masoj	Hun'ett	outside	Menzoberranzan,	after	sneaking	outside	House	Do'Urden.	The	two	fought	with	Drizzt,	using	Masoj's	summoned	panther	Guenhwyvar,	unaware	of	Drizzt's	bond	with	her.	Guenhwyvar	decided	to	disobey	Masoj's
commands	and	slew	Alton	while	Drizzt	killed	Masoj	and	claimed	Masoj's	onyx	figurine,	the	object	used	to	summon	Guenhwyvar	from	the	Astral	Plane.	On	returning	to	House	Do'Urden,	Drizzt	discovered	Zaknafein's	sacrifice	to	Lolth	and	then	escaped.	He	decided	to	live	outside	Menzoberranzan	as	a	rogue	to	escape	the	endless	cycle	of	killing.[29]
Drizzt	escaped	Menzoberranzan	and	became	a	wanderer	in	the	Underdark	for	ten	years	before	discovering	Briza	and	Dinin	searching	for	him.	Realizing	they	were	tracking	him	through	his	House	emblem,	he	passed	it	to	Guenhwyvar	to	misdirect	the	Do'Urden	soldiers,	before	knocking	out	Dinin	and	confronting	Briza.	Briza	claimed	that	their	mother
was	going	to	welcome	him	back	home,	when	in	fact	they	intended	to	sacrifice	him	to	regain	Lolth's	favor,	but	foolishly	named	him	the	new	weapons	master,	causing	him	to	furiously	remind	her	of	Zaknafein's	murder.	Though	he	cut	off	some	of	her	fingers,	he	refused	to	kill	her	because	of	his	vow	to	never	kill	another	drow.[14]	Nearly	driven	mad	by
solitude,	Drizzt	sought	refuge	in	Blingdenstone.[14]	In	Blingdenstone,	Drizzt	was	reunited	with	the	svirfneblen	Belwar	Dissengulp,	whom	Drizzt	had	saved	during	a	raid	on	a	svirfneblen	mining	operation	led	by	Belwar,	who	had	lost	his	hands	after	Dinin	Do'Urden	ordered	Drizzt	to	cut	them	off	during	the	raid.	Shortly	after,	the	two	headed	back	into
the	Underdark	because	of	Zaknafein	hunting	Drizzt	as	a	zin-carla	controlled	by	Matron	Malice.	The	two	soon	met	Clacker,	a	pech	turned	hook	horror,	who	was	later	slain	by	Zaknafein.	In	the	final	face-off,	Drizzt	bested	his	father,	who,	having	a	moment	of	clarity,	knew	the	only	way	to	prevent	the	zin-carla	from	continuing	to	hunt	Drizzt	was	to	destroy
his	body	in	a	pool	of	acid.[14]	Understanding	that	he	would	never	find	peace	in	the	Underdark,	Drizzt	headed	back	to	Blingdenstone	with	Belwar,	where	Drizzt	parted	ways	with	him	and	headed	towards	the	surface.[14]	The	Surface[]	Drizzt	and	Guenhwyvar	leaving	Menzoberranzan.	Drizzt	arrived	on	the	surface	outside	of	Maldobar,	a	small	village
north	of	Sundabar,	near	the	farm	of	the	Thistledown	family.	He	soon	encountered	a	band	of	gnolls,	who	assumed	him	to	be	an	ally,	but	was	forced	to	kill	them	after	learning	they	intended	to	raid	the	farm.	Being	unfamiliar	with	the	customs	of	the	surface,	Drizzt	resolved	to	study	the	Thistledowns	while	acting	as	their	secret	guardian.	One	day,	while
shadowing	the	youngest	child,	Liam,	Drizzt	ended	up	revealing	himself	to	the	boy	and	tried	to	introduce	himself,	but	Liam	ran	away	scared,	calling	him	a	"drizzit".	Later,	when	Liam	brought	his	other	siblings	to	prove	the	existence	of	the	"drizzit",	Drizzt	made	another	attempt	to	befriend	them,	but	Connor	Thistledown	mistook	him	for	a	threat	and
attempted	to	attack	him	but	the	drow	easily	disarmed	him	and	offered	his	sword	back	in	the	drow	custom	of	friendship,	but	the	children	instead	ran	away	terrified.[43]	The	encounter	was	reported	back	to	the	people	of	Maldobar,	who	amassed	a	hunting	party	to	verify	Drizzt's	presence.	Drizzt	attempted	to	misdirect	them	by	sending	out	Guenhwyvar,
but	the	hunter	Roddy	McGristle	wasn't	fooled.	McGristle	soon	discovered	Drizzt	after	the	quickling	Tephanis	stole	one	of	his	scimitars	on	orders	of	the	barghest	named	Ulgulu.	Acting	in	self-defense,	Drizzt	was	forced	to	kill	one	of	McGristle's	dogs	before	escaping.	McGristle	accidentally	felled	a	tree	that	scarred	his	ear,	an	act	he	would	irrationally
blame	on	Drizzt.[43]	Afterwards,	Drizzt	continued	to	monitor	the	Thistledown	home	and	later	ventured	inside	out	of	concern	for	the	lack	of	activity,	only	to	discover	that	Ulgulu	had	massacred	them	in	revenge	for	the	death	of	his	gnolls	and	had	left	one	of	his	scimitars	to	frame	the	drow.	While	tracking	Ulgulu	back	to	his	lair,	Drizzt	anticipated	that
Tephanis	was	shadowing	him	and	managed	to	capture	him	after	the	quickling	impacted	a	plowshare	the	drow	had	dragged	from	the	farm.	He	briefly	interrogated	the	quickling	before	casting	him	over	the	cliff	when	Tephanis	tried	to	free	himself.	Soon,	Drizzt	came	face-to-face	with	Ulgulu	and	his	brother	Kempfana	and	killed	both	barghests	with
Guenhywvar's	help.	Afterwards,	he	was	followed	by	the	hill	giant	named	Lagerbottoms,	who	wanted	to	ally	with	him	but	Drizzt	killed	him	to	prevent	the	giant	from	killing	innocents.[43]	Drizzt	was	soon	forced	to	flee	Maldobar	as	McGristle	teamed	up	with	Dove	Falconhand's	party	to	hunt	him	down,	though	Dove	was	less	than	convinced	of	Drizzt's
guilt.	One	night,	Drizzt	approached	the	party's	camp	and	was	caught	by	Kellindil,	whose	bias	against	drow	made	Drizzt's	attempts	to	profess	his	innocence	impossible,	forcing	him	to	flee.	Eventually,	Drizzt	led	his	pursuers	in	the	path	of	a	band	of	stone	giants	but	decide	to	double	back	to	help	them,	convincing	Dove	of	his	innocence,	after	which	she
forced	McGristle	to	return	to	Maldobar	while	Kellindil	maintained	watch	on	Drizzt.[43]	Drizzt	later	came	to	Dead	Orc	Pass,	where	he	spent	the	winter	in	the	cave	of	Bluster	the	bear.	His	presence	was	noticed	by	the	orc	king,	Graul,	who	began	to	fear	the	drow	as	a	potential	rival.	Drizzt	was	saved	from	the	orcs	by	Montolio	Debrouchee,	who	took	him
under	his	protection	and	teaching	him	the	ways	of	the	ranger	as	well	as	helping	him	understand	he	had	been	following	the	ways	of	the	goddess	Mielikki	his	whole	life.	After	Montolio	passed	away,	Drizzt	became	a	wanderer	on	the	surface	trying	to	find	a	place	to	accept	him	despite	his	heritage.[43]	After	six	years	of	wandering,	Drizzt	was	came	to
Icewind	Dale	after	parting	company	with	the	Weeping	Friars.	Though	Speaker	Cassius	denied	him	entry	into	Bryn	Shander,	he	was	directed	up	Kelvin's	Cairn	to	build	his	reputation	in	protecting	Ten-Towns.	He	was	later	pursued	by	Roddy	McGristle,	but	Drizzt	couldn't	bring	himself	to	kill	his	pursuer.	Drizzt	gained	the	trust	of	Catti-brie	and	Bruenor
Battlehammer	who	chased	McGristle	away.[43]	Drizzt	later	became	good	friends	with	the	halfling	Regis	as	well	as	Bruenor.	In	the	final	year	of	the	servitude	Wulfgar	owed	Bruenor,	Drizzt	became	his	teacher	at	fighting	and	the	two	became	good	friends.	They	even	ended	up	saving	Icewind	Dale	from	Akar	Kessell	and	Crenshinibon	as	well	as	the	demon
Errtu.[30]	During	the	reclamation	of	Mithral	Hall,	Drizzt	became	openly	accepted	in	Icewind	Dale	and	Luskan,	resulting	in	Drizzt	being	accepted	in	Silverymoon,	though	the	riders	of	Nesmé	remained	openly	prejudiced	against	him.	He	also	made	an	enemy	of	Artemis	Entreri.	He	chased	Entreri	down	to	Calimport	to	rescue	Regis,	but	the	fight	was
interrupted	by	the	people	of	Calimport.[31]	Shortly	after	Mithral	Hall	was	retaken	for	Clan	Battlehammer,	in	the	winter	of	the	Year	of	the	Prince,	1357	DR,	Lady	Alustriel	invited	Drizzt	to	visit	Silverymoon	as	her	guest,	and	he	accepted.	On	the	way,	he	encountered	a	band	of	farmers	from	Pengallen	hunting	orc	and	ogre	raiders	who'd	taken	people
from	their	village,	and	they	joined	forces.	Drizzt	tracked	down	the	raiders	and	slew	the	ogres,	saving	the	prisoners.	However,	Rico	Pengallen	demanded	the	return	of	a	goblin	named	Nojheim,	one	of	the	prisoners,	claiming	he'd	led	a	previous	raid	and	was	being	held	for	trial.	Drizzt	recaptured	Nojheim	and	returned	him	to	Rico,	only	to	discover	that	he
was	in	fact	Rico's	slave.	Drizzt	spoke	with	Nojheim	and	found	him	to	be	highly	intelligent	and	good-hearted,	and	felt	they	had	similar	plights.	Nojheim	taught	Drizzt	much	about	how	others	viewed	him—exotic	and	beautiful	as	much	as	he	was	dangerous,	while	the	goblin	had	no	such	aid—and	Drizzt	in	turn	vowed	to	free	him.	He	immediately	rode	to
Silverymoon	to	petition	Alustriel	to	free	the	goblin	but	she	was	away	on	business.	He	returned	to	Pengallen	but	found	Nojheim	hanged	at	the	village	gate.	Rico	had	heard	their	conversation	and	executed	him,	but	no	one	would	openly	refute	his	claim	that	Nojheim	attacked	him.	Drizzt	wanted	to	confront	Rico	for	his	crime	but	was	discouraged	by
Tharman;	he	could	do	nothing	legally.	Drizzt	reflected	that	Nojheim	had	deeply	affected	his	worldview,	and	vowed	that	in	the	future	he	would	deal	with	such	slavery	first	and	the	consequences	after.[38]	Later,	Drizzt	was	kidnapped	by	his	sister,	Vierna,	whose	actions	would	result	in	the	death	of	Wulfgar	and	other	casualties,	all	in	a	mad	attempt	to
regain	Lolth's	favor.	Drizzt	was	then	forced	to	deal	with	Entreri	again,	who	had	kidnapped	Regis.	When	Drizzt	and	Artemis	finally	got	a	fair	fight,	Regis	was	the	factor	that	resulted	in	Drizzt's	victory.[44]	After	killing	Vierna,[44]	Drizzt	left	for	Menzoberranzan	to	learn	more	of	House	Baenre's	plans.	Although	Baenre	tortured	Drizzt,	he	escaped,	albeit
with	the	help	of	Catti-brie	and	Entreri.[26]	When	the	inevitable	war	between	Menzoberranzan	and	Mithral	Hall	took	place,	Drizzt	played	a	major	role,[45]	only	to	leave	with	Catti-brie	to	sail	with	Captain	Deudermont.[46]	The	two	had	many	adventures	with	Deudermont,	bringing	them	into	contact	with	such	items	as	the	Stone	of	Tymora.	The	two
eventually	left	the	fight	against	piracy	when	Drizzt	was	forced	to	cause	the	return	of	Errtu,	who	implied	Lolth	gifted	him	someone	close	to	him;	Drizzt	initially	believed	it	to	be	Zaknafein	before	later	discovering	it	was	Wulfgar.	After	once	again	defeating	Errtu,[46]	Drizzt	was	then	faced	with	the	horror	of	Jarlaxle	taking	possession	of	the	Crystal	Shard.
Although	Drizzt	allowed	Jarlaxle	to	keep	the	Shard,	he	was	faced	with	one	more	fight	against	Entreri,	one	which	the	assassin	would	end	up	winning	through	the	help	of	Kimmuriel	Oblodra,	though	Jarlaxle	helped	fake	Drizzt's	demise.[47]	Rise	of	Many-Arrows[]	In	the	Year	of	the	Tankard,	1370	DR,	Drizzt	was	involved	in	the	battle	at	Shallows	against
the	invading	orcs	and	frost	giants.	He	distracted	five	of	the	nine	giants,	leading	them	on	a	chase	that	led	to	him	entering	a	cave	system	through	a	narrow	gap.	The	giants	were	unable	to	follow	him	inside,	and	blocked	off	the	entrance	with	boulders.	Drizzt	spent	several	days	looking	for	an	alternative	way	out,	and	when	he	found	one,	he	returned	near
to	Shallows	to	witness	the	collapse	of	its	wizard's	tower,	with	a	figure	he	thought	to	be	Bruenor	on	it.	He	believe	that	Bruenor	had	been	killed,	and	this	had	a	profound	emotional	effect	on	him.[48]	Drizzt	and	Guen	battling	a	frost	giant.	Although	the	Companions	of	the	Hall	soon	reunited,	it	would	be	in	vain	as	Drizzt	experienced	the	horror	of
accidentally	killing	Ellifain.	Drizzt's	torments	grew	even	worse	as	he	believed	Catti-brie,	Regis,	Wulfgar	and	Bruenor	were	all	dead	by	the	actions	of	Obould	Many-Arrows.	During	this	time,	Drizzt	worked	with	Innovindil	and	plotted	to	kill	Obould.	Drizzt	fought	two	duels	with	Obould,	one	in	which	he	was	defeated	and	one	that	resulted	in	a	draw.[49]
[50]	Drizzt	later	returned	to	Mithral	Hall,	with	the	Companions	of	the	Hall	alive	and	well.	He	then	acted	on	his	feelings	with	Catti-brie,	who	had	never	resumed	her	relationship	with	Wulfgar,	and	Drizzt	eventually	married	her.	During	the	time	Drizzt	was	in	a	relationship	with	Catti-brie,	he	dealt	with	an	uprising	in	the	Kingdom	of	Many-Arrows,
Kensidan	the	Pirate	King,	and	the	Ghost	King.[51][52][53]	Post-Spellplague[]	The	Spellplague	resulted	in	the	deaths	of	Catti-brie	and	Regis,	leaving	Drizzt	and	Bruenor	to	find	Gauntlgrym	alone.	During	their	search	for	clues,	Drizzt	became	involved	in	another	war	with	Many-Arrows,	engaging	in	the	fighting	and	diplomatic	efforts	before	being
rewarded	by	the	government	of	Luruar	and	fostering	a	better	relationship	with	the	orcs.[41]	After	a	fifty-year	search,	Drizzt	and	Bruenor	eventually	found	Gauntlygrym.	However,	it	lay	near	the	"city"	of	Neverwinter,	which	was	a	core	target	of	the	war	between	Thay	and	Netheril,	another	war	Drizzt	would	be	drawn	into.[41]	With	Bruenor	dying	in	the
battle	for	Gauntlgrym,	Drizzt	joined	forces	with	Dahlia	Sin'felle,	with	whom	he	engaged	in	a	romantic	relationship.	He	later	ran	into	Artemis	Entreri	again,	whose	life	had	apparently	been	sustained	by	Charon's	Claw.	Drizzt	joined	forces	with	his	long-time	nemesis,	dealing	blows	to	both	Thay	and	the	Netherese	by	orchestrating	the	killings	of	Sylora
Salm	for	Dahlia	and	Herzgo	Alegni	for	Entreri's	freedom.	However,	while	battling	Alegni	in	Neverwinter,	Guenhwyvar	leapt	through	a	portal	to	the	Shadowfell	and	Drizzt	found	that	he	could	no	longer	summon	her.[54][55]	Drizzt	then	destroyed	Charon's	Claw,	as	per	Entreri's	wish	for	death.	When	this	did	not	kill	his	rival,	the	drow	and	Dahlia	were
joined	by	the	assassin,	now	as	an	ally.	Also	joining	them	were	two	former	Cavas	Dun	mercenaries,	a	dwarven	spy	for	Citadel	Adbar	named	Ambergris	and	a	monk	who	used	to	be	part	of	the	Order	of	Yellow	Rose	named	Afafrenfere.[55]	Drizzt	briefly	sought	out	Thibbledorf	Pwent	when	he	learned	that	the	battlerager	had	risen	as	a	vampire	but	left	him
to	face	the	sun	as	per	Pwent's	wish.	He	did	however	discover	that	he	could	summon	Guenhwyvar	again,	though	she	appeared	haggard,	as	if	she	had	not	rested.	Focusing	instead	on	a	plan	to	change	Entreri's	moral	outlook	and	distract	Dahlia	from	her	unexpected	reunion	with	her	son	(whom	she	had	thought	dead	for	twenty	years),	he	led	his	four	allies
to	Port	Llast	and	helped	restore	that	city	to	a	measure	of	its	former	glory.	Traveling	to	Luskan,	Ship	Kurth	persuaded	Drizzt	and	his	friends	to	travel	by	boat	to	Baldur's	Gate	but	it	was	all	a	ploy	by	Bregan	D'aerthe	to	get	them	out	of	Luskan	as	Tiago	Baenre	was	coming	to	hunt	and	defeat	Drizzt	in	combat.[56]	While	in	Baldur's	Gate,	Artemis	cuckolded
him	with	Dahlia	and	they	encountered	Dahlia's	son	Effron	again.	They	took	Effron	with	them	on	their	ship,	where	he	and	his	mother	reconciled.	Effron	became	an	ally	and	told	Drizzt	that	Guenhwyvar	was	imprisoned	on	the	Shadowfell	by	Draygo	Quick	and	was	using	Drizzt's	oldest	friend	to	spy	on	the	group.	Effron	brought	them	to	the	Shadowfell	and
helped	them	to	invade	Quick's	manse.	It	was	a	trap	though	and	Drizzt	was	captured	with	Effron,	while	the	others	were	petrified	by	a	medusa.	Drizzt	was	a	prisoner	of	Quick	for	nearly	a	year,	repeatedly	grilled	on	his	faith	in	Mielikki	until	a	rescue	was	mounted	by	Jarlaxle,	who	freed	him	and	all	of	his	friends.	However,	back	in	Luskan,	they	were
warned	that	Tiago	was	still	hunting	them.	Drizzt	resolved	to	go	back	to	Icewind	Dale	to	keep	his	friends	safe.[56]	While	there,	he	heard	rumors	of	Iruladoon	and	when	he	and	his	friends	arrived	there,	powerful	magic	sent	them	all	to	sleep.	They	were	trapped	in	that	pocket	plane	for,	as	it	turned	out,	eighteen	years,	finally	awakening	in	the	Year	of	the
Awakened	Sleepers,	1484	DR,	a	coincidence	not	lost	on	the	group.[57]	A	lot	had	changed	in	those	years.	Drizzt	was	no	longer	welcome	in	the	Ten	Towns	after	Errtu	had	returned	to	take	his	revenge	and	Drizzt	wasn't	around	to	defend	against	the	balor.	Drizzt's	allies	reasoned	that	they	could	leave	Icewind	Dale	safely	but	Drizzt	refused	to	leave	with
them,	explaining	to	Dahlia	that	he	no	longer	held	any	affection	for	her,	deciding	they	should	go	their	separate	ways.	Soon	after	that	admission,	the	outraged	Dahlia	attacked	and	mortally	wounded	him,	as	he	didn't	want	to	harm	her.	She	left	with	Entreri,	Ambergris,	Afafrenfere,	and	Effron.	Drizzt	was	left	behind,	though	the	monk	and	the	dwarf	wanted
to	go	back	and	aid	him.[56]	With	the	help	of	Guenhwyvar,	he	managed	to	climb	atop	Kelvin's	Cairn.	His	head	wound	was	mortal	and	it	was	obvious	that	he	was	going	to	die.	The	drow	even	saw	light	and	the	image	of	Catti-brie,	whom	he	thought	had	come	as	a	ghost	to	him.	As	he	lay	dying	from	his	wound,	however,	a	Catti-brie	of	flesh	and	blood
arrived,	accompanied	by	Regis,	Bruenor	and,	most	shockingly,	Wulfgar.	All	of	them	had	been	reincarnated	by	Mielikki,	the	goddess	giving	them	a	second	chance	in	life	to	aid	Drizzt	Do'Urden.	Catti-brie	healed	Drizzt	by	the	grace	of	Mielikki	and	they	were	all	reunited.[58]	But	their	adventures	were	far	from	over	as	the	lich	Ebonsoul	was	onto	them,
following	Regis	from	the	Sea	of	Fallen	Stars.[59]	Companions	Codex[]	The	Companions,	reunited,	traveled	to	Gauntlgrym	to	release	Thibbledorf	Pwent	from	his	curse	of	vampirism.	Along	the	way,	they	stopped	in	Longsaddle,	where	the	Harpells	gave	Catti-brie	items	to	entrap	Pwent's	soul.	However,	Catti-brie	instead	used	the	items	to	entrap	the	lich
Ebonsoul's	soul,	forcing	her	to	later	capture	Pwent	in	Wulfgar's	horn	of	summoning.	In	Gauntlgrym,	the	Companions	learned	about	the	entrapment	of	Artemis	Entreri,	Ambergris,	Afafrenfere,	and	Dahlia	Sin'felle,	formerly	Drizzt's	companions.	Drizzt	insisted	they	remain	to	aid	them.	The	first	two	escaped,	but	Dahlia	was	apparently	killed	in	the	battle
between	the	proxy	of	Lolth	(Dahlia)	versus	the	proxy	of	Mielikki	(Catti-brie).[60]	The	Companions	then	headed	back	to	Longsaddle,	where	the	Harpells	released	Pwent,	although	his	embodiment	remained	in	the	horn	of	summoning.	They	headed	out	for	Mithral	Hall,	but	stopped	in	Nesme	to	take	a	stand	against	orc	and	goblin	attacks	involved	with	the
Darkening.	Drizzt	engaged	in	some	subterfuge	with	Regis,	who	used	his	hat	to	disguise	himself	as	a	goblin	shaman.	The	Companions	left	after	a	time;	soon	after,	Nesme	fell	to	the	horde.[61]	The	Companions	travelled	through	the	Underdark	to	reach	Mithral	Hall,	although	Wulfgar	and	Regis	became	separated	from	the	group,	when	they	encountered
orcs	and	goblinoids	who	lurked	in	the	tunnels	below	the	fortress.	After	escaping	these	enemies,	Drizzt,	Bruenor,	and	Catti-brie	made	their	way	to	the	throne	room	of	Mithral	Hall,	where	they	revealed	the	truth	of	the	companions'	reincarnations	to	King	Connerad.	Although	Connerad	offered	to	give	up	the	throne	to	Bruenor,	the	dwarf	declined.[61]
Later,	Drizzt,	Bruenor,	and	Catti-brie	led	an	attempt	to	break	out	of	the	besieged	Mithral	Hall,	which	was	foiled	by	Tiago	Baenre	and	Arauthator,	with	Drizzt	only	surviving	his	encounter	with	the	dragon	(and	its	dangerous	ice	breath)	because	of	the	spell	of	cold	resistance	Catti-brie	cast	on	him.[61]	Relationships[]	Ellifain[]	Drizzt	was	haunted	by	the
memory	of	a	moon	elf	girl	called	Ellifain	Tuuserail,	also	known	by	her	male	alias	"Le'lorinel".	On	his	first	visit	to	the	surface,	he	participated	in	an	attack	on	the	surface	elves	with	his	fellow	drow.	During	this	experience,	he	began	to	realize	how	vile	he	found	his	own	kin,	and	saved	the	young	Ellifain	by	smearing	her	with	blood	from	her	mother's	corpse.
Ellifain	recalled	a	different	account	of	events	and	believed	Drizzt	to	be	responsible	for	her	mother's	death,	hunting	him	down	relentlessly.[62]	This	culminated	in	a	final	encounter	between	the	two,	in	which	both	were	mortally	wounded.	Ellifain	died	believing	Drizzt	to	have	also	been	killed,	but	Bruenor	Battlehammer	came	to	his	aid	and	saved	his	life.
[62]	Drizzt	finally	released	his	guilt	after	Ellifain's	soul	was	summoned	and	apologized	for	her	unwarranted	hatred	of	Drizzt.[63]	Catti-brie[]	Drizzt	found	himself	in	love	with	Catti-brie,	although	he	was	unwilling	to	deal	with	the	emotional	implications	of	this	initially.[64]	Her	eventual	death	heralded	a	significant	change	in	Drizzt's	personality.[65][note
2]	Drizzt	sometimes	used	nicknames	with	Catti-brie,	calling	her	"Cat"[65]	or	"Catti."[66]	In	1484	DR,	Drizzt	gave	Catti-brie	the	magical	ruby	band	(found	on	Brack'thal	Xorlarrin's	body)	as	a	symbol	of	his	love.[67]	Catti-brie	gave	birth	to	their	daughter	Briennelle	Zaharina—named	for	both	of	her	grandfathers,	Bruenor	and	Zaknafein—during	the	war
between	all	the	houses	of	Menzoberranzan	outside	and	beneath	Gauntlgrym	in	1488	DR.	The	child	had	auburn	hair,	like	her	mother,	and	her	eye	color	was	like	her	father's,	except	a	deeper,	jewel-toned	purple.	Brie-Zara's	skin	tone	was	somewhere	between	her	parents'	coloring,	like	a	pink	flower	at	dusk	in	hue.[17]	Artemis	Entreri[]	Artemis	Entreri
was	the	arch-nemesis	of	Drizzt	Do'Urden.	Despite	his	human	nature,	Entreri	was	one	of	the	few	matches	for	Drizzt	in	combat.	Drizzt	believed	Entreri	to	be	his	alter-ego,	and	the	person	he	became	when	he	took	on	the	mindset	of	the	Hunter.[68]	He	also	saw	similarities	between	Entreri	and	his	beloved	father,	Zaknafein—both	killed	only	those	they
believed	deserved	it,	were	the	best	at	their	craft,	and	fought	against	a	world	they	perceived	as	evil.	However,	he	believed	that	Entreri	was	unjustified	in	his	actions,	and	that	there	were	some	aspects	of	his	reality	that	were	deserving	of	mercy.	He	also	saw	a	glint	of	compassion	hidden	under	the	"impenetrable	shell	that	he	[Entreri]	now	wears."	For
this	reason,	Drizzt	spared	Entreri	when	he	managed	to	best	him	in	combat.	Drizzt	hoped	that	Entreri	would	find	a	way	out	of	the	emotionless,	empty	existence	he	lived.[69]	When	they	were	reunited	many	years	later,	after	Drizzt	thought	the	man	long	dead,	he	tried	to	foster	that	spark	of	compassion	once	Charon's	Claw	was	thrown	into	Maegera's	pit
and	seemed	to	have	made	some	progress	during	their	adventures	in	Port	Llast.	Ultimately,	Entreri	saved	Drizzt	from	Dahlia's	brutal	attack	on	Kelvin's	Cairn.[56]	Dahlia	Sin'felle[]	Dahlia	Sin'felle	was	a	conundrum	for	Drizzt.	Plagued	by	memories	of	Catti-brie,	he	struggled	to	reconcile	his	desires	for	the	passionate,	attractive	elf.	He	came	to	realize,
after	nearly	a	year	with	her,	that	he	was	using	her	to	try	and	get	over	his	late	wife	as	much	as	she	was	using	him	for	his	body.	Things	were	further	complicated	when	he	discovered	that	Dahlia	and	Artemis	Entreri	had	bonded	on	an	emotional	level,	linked	by	their	troubled	lives.	Though	Charon's	Claw	tried	to	fan	the	flames	of	resentment	to	prevent	its
destruction,	eventually	he	found	that	he	didn't	care,	even	ignoring	the	fact	that	Dahlia	slept	with	the	assassin.	Unfortunately,	Dahlia	had	fallen	in	love	with	Drizzt	and	greatly	resented	his	repeated	rejection	of	her,	which	led	to	her	attacking	him	with	lethal	force.[56]	Appendix[]	Notes[]	↑	After	escaping	from	the	Underdark,	Drizzt,	being	a	fairly	young
drow,	quickly	jumped	to	the	conclusion	that	he	was	a	faithful	of	Mielikki.	This	was	spurred	on	by	his	fellow	ranger	and	guide,	Montolio	Debrouchee.	Over	a	century	later,	Drizzt	slowly	began	to	deny	his	faith	to	the	Forest	Queen.	This	was	further	brought	on	by	his	love,	Catti-brie,	becoming	a	Chosen	of	the	same	deity.	Catti-brie,	who	directly
announced	the	beliefs	of	her	goddess,	largely	shook	Drizzt	of	his	faith.	Drizzt	did	not	agree	with	Mielikki's	beliefs	of	advocating	and	committing	mass	genocide,	racial	discrimination,	and	even	infanticide,	particularly	that	of	goblinkind.	In	the	late–15th	century	DR,	Drizzt	became	completely	unsure	of	his	belief	and	the	tenets	of	Mielikki,	thus,	he	began
to	only	follow	his	own	heart	and	beliefs.	When	asked	the	question:	"You	name	Mielikki	as	your	goddess?",	he	explained	his	system	of	belief,	and	summarized	with:	"No,	I	do	not".	↑	From	the	end	of	the	Hunter's	Blades	trilogy	and	more	recently	The	Orc	King,	Drizzt	and	Catti-brie	are	unofficially	married,	as	there	were	no	formalities	involved.	It	is
implied	within	The	Orc	King	that	they	have	slept	together,	shortly	before	Drizzt	set	out	to	find	Tos'un,	as	well	as	in	The	Pirate	King,	on	page	50.	In	The	Ghost	King,	Drizzt	and	Catti-brie	had	been	married	for	approximately	eight	years.	The	pronunciation	is	given	as	"Drist	Doe-URR-den"	in	the	Forgotten	Realms	Campaign	Setting:	Running	the	Realms
(2nd	edition,	revised).[71].	The	pronunciation	is	also	given	as	"Drits"	instead	of	"Drist"	in	the	book	The	Crystal	Shard,	when	he	teaches	a	child	how	to	pronounce	his	name,	and	in	interviews	with	R.A.	Salvatore.	The	pronunciation	is	also	given	in	the	book	Sojourn,	where	he	teaches	another	child	how	to	pronounce	his	name,	whereupon	the	little	boy
runs	for	his	mother	yelling	"It's	a	drizzit!",	although	Drizzt	corrects	this	common	pronunciation	several	times	throughout	the	books.	Drizzt,	alongside	Guenhwyvar,	made	a	cameo	appearance	in	the	2011	one-shot	comic	book	Unit:	E,	as	part	of	a	splash	panel	depicting	various	characters	from	Hasbro-owned	properties,	as	shown	by	Synergy	from	Jem
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edition	(revised),	Running	the	Realms.	(TSR,	Inc),	p.	33.	ISBN	1-5607-6617-4.	Connections[]	Drizzt	Daermon	N'a'shezbaernon[1]	Do'Urden,[3]The	Hunter,[4]Masoj	Oblodra[5]	None[note	1][2][9]	Formerly:	Mielikki[6]Gwaeron	Windstrom	(1e)[10]	1297	DR	(third	son	of	Malice	Do'Urden)	Malice	Do'Urden,	Zaknafein	Do'Urden	Briennelle	Zaharina	"Brie-
Zara"[17]	Drizzt	Do'Urden	(pronounced:	/drɪst	doʊˈʌrdɛn/	drist	doh-URR-den[20]	or:	/ˈdrɪzɪt	doʊˈʌrdʌn/	DRIHZ-it	doh-URR-dun[10]),	also	called	Drizzt	Daermon	N'a'shezbaernon,	was	a	male	drow	ranger.	He	was	an	atypical	drow	who	had	forsaken	both	the	evil	ways	of	his	people	and	their	home	in	the	Underdark,	to	become	the	legendary	hero	of	the
North.[6]	Description[]	Drizzt	Do'Urden	was	a	drow.	He	stood	about	5 feet	and	4 inches	(1.6 meters)	tall	and	weighed	about	130 pounds	(59 kilograms).[13]	His	handsome	features	were	sharp	and	well	proportioned	and,	like	other	drow,	Drizzt's	skin	was	black	and	his	stark	white	hair	was	long,	thick,	and	flowing.	His	eyes	were	a	lavender	hue	(quite
different	from	the	drow	race's	typical	red,	even	when	he	used	his	infravision,	which	normally	caused	eyes	to	glow	red)	and	seemed	to	glow	fiercely	when	he	was	angry	or	determined.[21]	His	vision	was	once	accustomed	to	the	pitch-blackness	of	the	Underdark.	However,	many	years	after	Drizzt	first	ventured	onto	the	surface,	his	eyes	adapted	to	the
bright	light	of	the	world	above.	When	using	his	infravision,	the	images,	if	held	for	a	prolonged	period	of	time,	caused	headaches	and	other	symptoms	of	strain.[22]	He	normally	wore	a	forest-green	cloak	that	was	given	to	him	by	the	Weeping	Friars	upon	his	departure	to	Icewind	Dale,	high	black	boots,	and	a	necklace	attached	to	a	white	unicorn	head,
the	symbol	of	his	goddess,	Mielikki,	the	goddess	of	rangers.	This	symbol	was	crafted	for	him	by	his	good	friend	Regis	from	scrimshaw	(the	bone	of	the	knucklehead	trout	found	in	Icewind	Dale).[21]	Personality[]	A	perfectionist	by	nature,	Drizzt	had	high	ideals	and	standards	to	which	he	strove	to	conform,	though	he	didn't	hold	others	to	the	same.	He
was	sensitive	and	thoughtful	and	longed	to	be	accepted	among	others	and	to	make	friends	everywhere.	However,	he	was	always	troubled	by	the	threat	his	enemies	would	pose	to	such	newfound	friends	and	he	was	always	wary	of	betrayal	and	dangers.	He	was	taciturn	and	terse	of	speech,	but	still	polite	to	others.[6]	He	credited	Catti-brie	for	imparting
cultural	awareness	and	tolerance	upon	him.[23]	In	his	later	years,	Drizzt's	goal	was	perfection	of	the	body	with	his	blades	in	battle.[24]	Drizzt	did	not	want	his	god	to	dictate	his	actions;	he	had	to	agree	with	those	actions	himself.[25]	The	Hunter[]	On	relatively	rare	occasions,	Drizzt	regressed	into	a	bestial	and	instinctive	state	of	mind	that	he
identified	as	the	"Hunter".	The	first	time	this	happened	was	after	Drizzt	had	fled	from	Menzoberranzan	and	was	living	in	the	wilds	of	the	Underdark.	For	those	ten	years,	he	came	close	to	being	completely	overwhelmed	by	this	animalistic	personality,	but	began	learning	to	master	it	when	he	came	close	to	harming	some	svirfneblin	children.[14]	In	the
heat	of	battle,	when	his	friends	seemed	to	be	in	great	danger	or	when	he	was	alone	in	the	wilderness,	Drizzt	would	occasionally	lose	control	over	himself	or	give	in	to	the	urges	of	the	Hunter,	such	as	when	he	went	back	to	his	homeland	to	prevent	harm	from	coming	to	his	friends.[26]	Another	example	was	when,	during	the	war	with	King	Obould	Many-
Arrows	and	his	horde	of	orcs,	Drizzt	had	thought	Bruenor	dead,	and	wasn't	certain	if	his	other	friends	were	alive.[27][28]	Abilities[]	As	a	drow,	Drizzt	was	innately	able	to	summon	globes	of	impenetrable	magical	darkness	at	will	in	an	area	or	attached	to	a	target.	He	could	also	summon	a	harmless	faerie	fire,	purple	flames	that	did	not	burn	but	could
be	seen	and	outlined	a	target,	making	it	easier	to	spot,	even	if	the	target	turned	invisible.[6]	After	Drizzt	studied	under	Masoj	Hun'ett	for	six	months	in	Sorcere,	Masoj	acknowledged	that	if	Drizzt	had	chosen	to	become	a	wizard,	he	would	have	become	quite	a	powerful	one	indeed.[29]	Combat	and	Tactics[]	Drizzt	battling	Entreri.	Drizzt	fought	in	the
two	long-weapon	style	common	among	drow	warriors.	When	tides	turned	bad,	or	when	facing	opponents	such	as	dragons	or	frost	giants,	he	conjured	a	globe	of	darkness	that	neither	he	nor	his	opponent	could	see	through.[30]	Depending	on	the	situation,	Drizzt	continued	the	fight	from	in	there.	In	rare	cases,	Drizzt	would	go	into	a	self-imposed	trance.
[14]	When	chasing	someone	or	unable	to	see	his	prey,	Drizzt	often	called	upon	his	innate	abilities	to	surround	his	target	with	faerie	fire.	He	used	this	ability	when	on	the	boat	with	Captain	Deudermont	and	fighting	the	pirate	Pinochet	and	his	lackeys.[31]	He	also	used	them	when	he,	Belwar	Dissengulp,	and	Clacker	fought	a	group	of	seven	duergar,
even	as	they	started	to	disappear.[32]	He	also	had	to	cope	with	his	racial	weakness	to	light,	having	a	slight	aversion	to	it,	so	if	a	great	light	source	was	brought	upon	him	unexpectedly	it	could	cause	temporary	disorientation.[29]	Possessions[]	Drizzt	and	Guenhwyvar.	Drizzt's	favorite	weapon	was	the	scimitar,	and	he	carried	two,	nicknamed	Twinkle
and	Icingdeath.	He	also	carried	a	unique	figurine	of	wondrous	power	that	summoned	his	black	panther	companion	Guenhwyvar.[33]	The	drow	wore	a	pair	of	Bracers	of	the	Blinding	Strike	(obtained	from	Dantrag	Baenre,	weapon	master	of	the	first	house	of	Menzoberranzan	who	challenged	and	lost	to	Drizzt)	around	his	ankles,	which	made	him
incredibly	quick	on	his	feet.	He	chose	to	wear	them	on	his	legs	instead	of	his	arms	because	when	the	enchantment	combined	with	his	natural	speed,	his	sword	swings	became	too	fast	for	him	to	control	(making	it	hard	to	change	directions),	and	his	feet	could	not	keep	up,	resulting	in	extremely	predictable	attacks.[34]	Drizzt's	attire	generally	took	the
form	of	a	cloth	tunic,	tough	pants,	soft	boots	and	leather	gloves.[34]	Drizzt's	armor	was	an	enchanted	suit	of	mithral	chainmail,	made	by	Buster	Bracer.[35]	Drizzt	carried	Agatha's	mask	during	his	journeys	in	Calimshan.[36]	He	was	known	to	use	Mooshie's	Longbow	and	a	dagger	hidden	in	each	boot.[37]	Catti-brie	occasionally	lent	Drizzt	her	bow
Taulmaril,	the	"Heartseeker",	such	as	when	he	visited	Silverymoon	in	the	Year	of	the	Worm,	1356	DR.[38]	While	Catti-brie	was	injured	during	Drizzt's	battles	with	the	frost	giants	in	the	attempt	to	take	Mithral	Hall	by	King	Obould,	Drizzt	wielded	Taulmaril	and	its	quiver's	never-ending	supply	of	lightning	arrows,	which	he	still	had	in	his	possession	a
hundred	years	later.	He	also	mastered	and	wielded	Khazid'hea	in	a	fight	with	Obould	Many-Arrows	but	left	it	stuck	in	him,	who	later	tossed	the	blade	into	a	ravine,	where	the	drow	Tos'un	Armgo	found	it.[39]	Drizzt	attempted	to	return	Taulmaril	to	Catti-brie	when	they	were	reunited,	but	she	preferred	her	magic.[40]	Later	acquisitions	included	a
whistle	that	summoned	a	magical	unicorn	that	Drizzt	named	Andahar[41]	and	a	ring	of	elemental	command	attuned	to	fire	elementals,	taken	from	the	severed	finger	of	Brack'thal	Xorlarrin.[42]	History[]	Underdark[]	Malice	Do'Urden	looking	over	newborn	Drizzt.	Born	in	1297	DR,	on	the	night	House	Do'Urden	destroyed	House	DeVir,	the	death	of
Nalfein	Do'Urden	at	the	hands	of	Dinin	Do'Urden	saved	Drizzt	from	being	sacrificed	to	Lolth.	He	was	trained	by	his	sister,	Vierna	Do'Urden,	and	his	father,	Zaknafein	Do'Urden.	He	attended	the	Melee-Magthere,	where	he	became	an	unsurpassed	victor	after	his	third	year	for	seven	years	running,	even	against	students	three	years	ahead	of	him.	By
secretly	refusing	to	kill	a	moon	elf	child,	Drizzt	caused	House	Do'Urden	to	lose	Lolth's	favor,	resulting	in	Zaknafein	being	sacrificed.[29]	While	Zaknafein	was	sacrificed,	Drizzt	encountered	Alton	DeVir	and	Masoj	Hun'ett	outside	Menzoberranzan,	after	sneaking	outside	House	Do'Urden.	The	two	fought	with	Drizzt,	using	Masoj's	summoned	panther
Guenhwyvar,	unaware	of	Drizzt's	bond	with	her.	Guenhwyvar	decided	to	disobey	Masoj's	commands	and	slew	Alton	while	Drizzt	killed	Masoj	and	claimed	Masoj's	onyx	figurine,	the	object	used	to	summon	Guenhwyvar	from	the	Astral	Plane.	On	returning	to	House	Do'Urden,	Drizzt	discovered	Zaknafein's	sacrifice	to	Lolth	and	then	escaped.	He	decided
to	live	outside	Menzoberranzan	as	a	rogue	to	escape	the	endless	cycle	of	killing.[29]	Drizzt	escaped	Menzoberranzan	and	became	a	wanderer	in	the	Underdark	for	ten	years	before	discovering	Briza	and	Dinin	searching	for	him.	Realizing	they	were	tracking	him	through	his	House	emblem,	he	passed	it	to	Guenhwyvar	to	misdirect	the	Do'Urden
soldiers,	before	knocking	out	Dinin	and	confronting	Briza.	Briza	claimed	that	their	mother	was	going	to	welcome	him	back	home,	when	in	fact	they	intended	to	sacrifice	him	to	regain	Lolth's	favor,	but	foolishly	named	him	the	new	weapons	master,	causing	him	to	furiously	remind	her	of	Zaknafein's	murder.	Though	he	cut	off	some	of	her	fingers,	he
refused	to	kill	her	because	of	his	vow	to	never	kill	another	drow.[14]	Nearly	driven	mad	by	solitude,	Drizzt	sought	refuge	in	Blingdenstone.[14]	In	Blingdenstone,	Drizzt	was	reunited	with	the	svirfneblen	Belwar	Dissengulp,	whom	Drizzt	had	saved	during	a	raid	on	a	svirfneblen	mining	operation	led	by	Belwar,	who	had	lost	his	hands	after	Dinin
Do'Urden	ordered	Drizzt	to	cut	them	off	during	the	raid.	Shortly	after,	the	two	headed	back	into	the	Underdark	because	of	Zaknafein	hunting	Drizzt	as	a	zin-carla	controlled	by	Matron	Malice.	The	two	soon	met	Clacker,	a	pech	turned	hook	horror,	who	was	later	slain	by	Zaknafein.	In	the	final	face-off,	Drizzt	bested	his	father,	who,	having	a	moment	of
clarity,	knew	the	only	way	to	prevent	the	zin-carla	from	continuing	to	hunt	Drizzt	was	to	destroy	his	body	in	a	pool	of	acid.[14]	Understanding	that	he	would	never	find	peace	in	the	Underdark,	Drizzt	headed	back	to	Blingdenstone	with	Belwar,	where	Drizzt	parted	ways	with	him	and	headed	towards	the	surface.[14]	The	Surface[]	Drizzt	and
Guenhwyvar	leaving	Menzoberranzan.	Drizzt	arrived	on	the	surface	outside	of	Maldobar,	a	small	village	north	of	Sundabar,	near	the	farm	of	the	Thistledown	family.	He	soon	encountered	a	band	of	gnolls,	who	assumed	him	to	be	an	ally,	but	was	forced	to	kill	them	after	learning	they	intended	to	raid	the	farm.	Being	unfamiliar	with	the	customs	of	the
surface,	Drizzt	resolved	to	study	the	Thistledowns	while	acting	as	their	secret	guardian.	One	day,	while	shadowing	the	youngest	child,	Liam,	Drizzt	ended	up	revealing	himself	to	the	boy	and	tried	to	introduce	himself,	but	Liam	ran	away	scared,	calling	him	a	"drizzit".	Later,	when	Liam	brought	his	other	siblings	to	prove	the	existence	of	the	"drizzit",
Drizzt	made	another	attempt	to	befriend	them,	but	Connor	Thistledown	mistook	him	for	a	threat	and	attempted	to	attack	him	but	the	drow	easily	disarmed	him	and	offered	his	sword	back	in	the	drow	custom	of	friendship,	but	the	children	instead	ran	away	terrified.[43]	The	encounter	was	reported	back	to	the	people	of	Maldobar,	who	amassed	a
hunting	party	to	verify	Drizzt's	presence.	Drizzt	attempted	to	misdirect	them	by	sending	out	Guenhwyvar,	but	the	hunter	Roddy	McGristle	wasn't	fooled.	McGristle	soon	discovered	Drizzt	after	the	quickling	Tephanis	stole	one	of	his	scimitars	on	orders	of	the	barghest	named	Ulgulu.	Acting	in	self-defense,	Drizzt	was	forced	to	kill	one	of	McGristle's
dogs	before	escaping.	McGristle	accidentally	felled	a	tree	that	scarred	his	ear,	an	act	he	would	irrationally	blame	on	Drizzt.[43]	Afterwards,	Drizzt	continued	to	monitor	the	Thistledown	home	and	later	ventured	inside	out	of	concern	for	the	lack	of	activity,	only	to	discover	that	Ulgulu	had	massacred	them	in	revenge	for	the	death	of	his	gnolls	and	had
left	one	of	his	scimitars	to	frame	the	drow.	While	tracking	Ulgulu	back	to	his	lair,	Drizzt	anticipated	that	Tephanis	was	shadowing	him	and	managed	to	capture	him	after	the	quickling	impacted	a	plowshare	the	drow	had	dragged	from	the	farm.	He	briefly	interrogated	the	quickling	before	casting	him	over	the	cliff	when	Tephanis	tried	to	free	himself.
Soon,	Drizzt	came	face-to-face	with	Ulgulu	and	his	brother	Kempfana	and	killed	both	barghests	with	Guenhywvar's	help.	Afterwards,	he	was	followed	by	the	hill	giant	named	Lagerbottoms,	who	wanted	to	ally	with	him	but	Drizzt	killed	him	to	prevent	the	giant	from	killing	innocents.[43]	Drizzt	was	soon	forced	to	flee	Maldobar	as	McGristle	teamed	up
with	Dove	Falconhand's	party	to	hunt	him	down,	though	Dove	was	less	than	convinced	of	Drizzt's	guilt.	One	night,	Drizzt	approached	the	party's	camp	and	was	caught	by	Kellindil,	whose	bias	against	drow	made	Drizzt's	attempts	to	profess	his	innocence	impossible,	forcing	him	to	flee.	Eventually,	Drizzt	led	his	pursuers	in	the	path	of	a	band	of	stone
giants	but	decide	to	double	back	to	help	them,	convincing	Dove	of	his	innocence,	after	which	she	forced	McGristle	to	return	to	Maldobar	while	Kellindil	maintained	watch	on	Drizzt.[43]	Drizzt	later	came	to	Dead	Orc	Pass,	where	he	spent	the	winter	in	the	cave	of	Bluster	the	bear.	His	presence	was	noticed	by	the	orc	king,	Graul,	who	began	to	fear	the
drow	as	a	potential	rival.	Drizzt	was	saved	from	the	orcs	by	Montolio	Debrouchee,	who	took	him	under	his	protection	and	teaching	him	the	ways	of	the	ranger	as	well	as	helping	him	understand	he	had	been	following	the	ways	of	the	goddess	Mielikki	his	whole	life.	After	Montolio	passed	away,	Drizzt	became	a	wanderer	on	the	surface	trying	to	find	a
place	to	accept	him	despite	his	heritage.[43]	After	six	years	of	wandering,	Drizzt	was	came	to	Icewind	Dale	after	parting	company	with	the	Weeping	Friars.	Though	Speaker	Cassius	denied	him	entry	into	Bryn	Shander,	he	was	directed	up	Kelvin's	Cairn	to	build	his	reputation	in	protecting	Ten-Towns.	He	was	later	pursued	by	Roddy	McGristle,	but
Drizzt	couldn't	bring	himself	to	kill	his	pursuer.	Drizzt	gained	the	trust	of	Catti-brie	and	Bruenor	Battlehammer	who	chased	McGristle	away.[43]	Drizzt	later	became	good	friends	with	the	halfling	Regis	as	well	as	Bruenor.	In	the	final	year	of	the	servitude	Wulfgar	owed	Bruenor,	Drizzt	became	his	teacher	at	fighting	and	the	two	became	good	friends.
They	even	ended	up	saving	Icewind	Dale	from	Akar	Kessell	and	Crenshinibon	as	well	as	the	demon	Errtu.[30]	During	the	reclamation	of	Mithral	Hall,	Drizzt	became	openly	accepted	in	Icewind	Dale	and	Luskan,	resulting	in	Drizzt	being	accepted	in	Silverymoon,	though	the	riders	of	Nesmé	remained	openly	prejudiced	against	him.	He	also	made	an
enemy	of	Artemis	Entreri.	He	chased	Entreri	down	to	Calimport	to	rescue	Regis,	but	the	fight	was	interrupted	by	the	people	of	Calimport.[31]	Shortly	after	Mithral	Hall	was	retaken	for	Clan	Battlehammer,	in	the	winter	of	the	Year	of	the	Prince,	1357	DR,	Lady	Alustriel	invited	Drizzt	to	visit	Silverymoon	as	her	guest,	and	he	accepted.	On	the	way,	he
encountered	a	band	of	farmers	from	Pengallen	hunting	orc	and	ogre	raiders	who'd	taken	people	from	their	village,	and	they	joined	forces.	Drizzt	tracked	down	the	raiders	and	slew	the	ogres,	saving	the	prisoners.	However,	Rico	Pengallen	demanded	the	return	of	a	goblin	named	Nojheim,	one	of	the	prisoners,	claiming	he'd	led	a	previous	raid	and	was
being	held	for	trial.	Drizzt	recaptured	Nojheim	and	returned	him	to	Rico,	only	to	discover	that	he	was	in	fact	Rico's	slave.	Drizzt	spoke	with	Nojheim	and	found	him	to	be	highly	intelligent	and	good-hearted,	and	felt	they	had	similar	plights.	Nojheim	taught	Drizzt	much	about	how	others	viewed	him—exotic	and	beautiful	as	much	as	he	was	dangerous,
while	the	goblin	had	no	such	aid—and	Drizzt	in	turn	vowed	to	free	him.	He	immediately	rode	to	Silverymoon	to	petition	Alustriel	to	free	the	goblin	but	she	was	away	on	business.	He	returned	to	Pengallen	but	found	Nojheim	hanged	at	the	village	gate.	Rico	had	heard	their	conversation	and	executed	him,	but	no	one	would	openly	refute	his	claim	that
Nojheim	attacked	him.	Drizzt	wanted	to	confront	Rico	for	his	crime	but	was	discouraged	by	Tharman;	he	could	do	nothing	legally.	Drizzt	reflected	that	Nojheim	had	deeply	affected	his	worldview,	and	vowed	that	in	the	future	he	would	deal	with	such	slavery	first	and	the	consequences	after.[38]	Later,	Drizzt	was	kidnapped	by	his	sister,	Vierna,	whose
actions	would	result	in	the	death	of	Wulfgar	and	other	casualties,	all	in	a	mad	attempt	to	regain	Lolth's	favor.	Drizzt	was	then	forced	to	deal	with	Entreri	again,	who	had	kidnapped	Regis.	When	Drizzt	and	Artemis	finally	got	a	fair	fight,	Regis	was	the	factor	that	resulted	in	Drizzt's	victory.[44]	After	killing	Vierna,[44]	Drizzt	left	for	Menzoberranzan	to
learn	more	of	House	Baenre's	plans.	Although	Baenre	tortured	Drizzt,	he	escaped,	albeit	with	the	help	of	Catti-brie	and	Entreri.[26]	When	the	inevitable	war	between	Menzoberranzan	and	Mithral	Hall	took	place,	Drizzt	played	a	major	role,[45]	only	to	leave	with	Catti-brie	to	sail	with	Captain	Deudermont.[46]	The	two	had	many	adventures	with
Deudermont,	bringing	them	into	contact	with	such	items	as	the	Stone	of	Tymora.	The	two	eventually	left	the	fight	against	piracy	when	Drizzt	was	forced	to	cause	the	return	of	Errtu,	who	implied	Lolth	gifted	him	someone	close	to	him;	Drizzt	initially	believed	it	to	be	Zaknafein	before	later	discovering	it	was	Wulfgar.	After	once	again	defeating	Errtu,
[46]	Drizzt	was	then	faced	with	the	horror	of	Jarlaxle	taking	possession	of	the	Crystal	Shard.	Although	Drizzt	allowed	Jarlaxle	to	keep	the	Shard,	he	was	faced	with	one	more	fight	against	Entreri,	one	which	the	assassin	would	end	up	winning	through	the	help	of	Kimmuriel	Oblodra,	though	Jarlaxle	helped	fake	Drizzt's	demise.[47]	Rise	of	Many-Arrows[]
In	the	Year	of	the	Tankard,	1370	DR,	Drizzt	was	involved	in	the	battle	at	Shallows	against	the	invading	orcs	and	frost	giants.	He	distracted	five	of	the	nine	giants,	leading	them	on	a	chase	that	led	to	him	entering	a	cave	system	through	a	narrow	gap.	The	giants	were	unable	to	follow	him	inside,	and	blocked	off	the	entrance	with	boulders.	Drizzt	spent
several	days	looking	for	an	alternative	way	out,	and	when	he	found	one,	he	returned	near	to	Shallows	to	witness	the	collapse	of	its	wizard's	tower,	with	a	figure	he	thought	to	be	Bruenor	on	it.	He	believe	that	Bruenor	had	been	killed,	and	this	had	a	profound	emotional	effect	on	him.[48]	Drizzt	and	Guen	battling	a	frost	giant.	Although	the	Companions
of	the	Hall	soon	reunited,	it	would	be	in	vain	as	Drizzt	experienced	the	horror	of	accidentally	killing	Ellifain.	Drizzt's	torments	grew	even	worse	as	he	believed	Catti-brie,	Regis,	Wulfgar	and	Bruenor	were	all	dead	by	the	actions	of	Obould	Many-Arrows.	During	this	time,	Drizzt	worked	with	Innovindil	and	plotted	to	kill	Obould.	Drizzt	fought	two	duels
with	Obould,	one	in	which	he	was	defeated	and	one	that	resulted	in	a	draw.[49][50]	Drizzt	later	returned	to	Mithral	Hall,	with	the	Companions	of	the	Hall	alive	and	well.	He	then	acted	on	his	feelings	with	Catti-brie,	who	had	never	resumed	her	relationship	with	Wulfgar,	and	Drizzt	eventually	married	her.	During	the	time	Drizzt	was	in	a	relationship
with	Catti-brie,	he	dealt	with	an	uprising	in	the	Kingdom	of	Many-Arrows,	Kensidan	the	Pirate	King,	and	the	Ghost	King.[51][52][53]	Post-Spellplague[]	The	Spellplague	resulted	in	the	deaths	of	Catti-brie	and	Regis,	leaving	Drizzt	and	Bruenor	to	find	Gauntlgrym	alone.	During	their	search	for	clues,	Drizzt	became	involved	in	another	war	with	Many-
Arrows,	engaging	in	the	fighting	and	diplomatic	efforts	before	being	rewarded	by	the	government	of	Luruar	and	fostering	a	better	relationship	with	the	orcs.[41]	After	a	fifty-year	search,	Drizzt	and	Bruenor	eventually	found	Gauntlygrym.	However,	it	lay	near	the	"city"	of	Neverwinter,	which	was	a	core	target	of	the	war	between	Thay	and	Netheril,
another	war	Drizzt	would	be	drawn	into.[41]	With	Bruenor	dying	in	the	battle	for	Gauntlgrym,	Drizzt	joined	forces	with	Dahlia	Sin'felle,	with	whom	he	engaged	in	a	romantic	relationship.	He	later	ran	into	Artemis	Entreri	again,	whose	life	had	apparently	been	sustained	by	Charon's	Claw.	Drizzt	joined	forces	with	his	long-time	nemesis,	dealing	blows	to
both	Thay	and	the	Netherese	by	orchestrating	the	killings	of	Sylora	Salm	for	Dahlia	and	Herzgo	Alegni	for	Entreri's	freedom.	However,	while	battling	Alegni	in	Neverwinter,	Guenhwyvar	leapt	through	a	portal	to	the	Shadowfell	and	Drizzt	found	that	he	could	no	longer	summon	her.[54][55]	Drizzt	then	destroyed	Charon's	Claw,	as	per	Entreri's	wish	for
death.	When	this	did	not	kill	his	rival,	the	drow	and	Dahlia	were	joined	by	the	assassin,	now	as	an	ally.	Also	joining	them	were	two	former	Cavas	Dun	mercenaries,	a	dwarven	spy	for	Citadel	Adbar	named	Ambergris	and	a	monk	who	used	to	be	part	of	the	Order	of	Yellow	Rose	named	Afafrenfere.[55]	Drizzt	briefly	sought	out	Thibbledorf	Pwent	when	he
learned	that	the	battlerager	had	risen	as	a	vampire	but	left	him	to	face	the	sun	as	per	Pwent's	wish.	He	did	however	discover	that	he	could	summon	Guenhwyvar	again,	though	she	appeared	haggard,	as	if	she	had	not	rested.	Focusing	instead	on	a	plan	to	change	Entreri's	moral	outlook	and	distract	Dahlia	from	her	unexpected	reunion	with	her	son
(whom	she	had	thought	dead	for	twenty	years),	he	led	his	four	allies	to	Port	Llast	and	helped	restore	that	city	to	a	measure	of	its	former	glory.	Traveling	to	Luskan,	Ship	Kurth	persuaded	Drizzt	and	his	friends	to	travel	by	boat	to	Baldur's	Gate	but	it	was	all	a	ploy	by	Bregan	D'aerthe	to	get	them	out	of	Luskan	as	Tiago	Baenre	was	coming	to	hunt	and
defeat	Drizzt	in	combat.[56]	While	in	Baldur's	Gate,	Artemis	cuckolded	him	with	Dahlia	and	they	encountered	Dahlia's	son	Effron	again.	They	took	Effron	with	them	on	their	ship,	where	he	and	his	mother	reconciled.	Effron	became	an	ally	and	told	Drizzt	that	Guenhwyvar	was	imprisoned	on	the	Shadowfell	by	Draygo	Quick	and	was	using	Drizzt's	oldest
friend	to	spy	on	the	group.	Effron	brought	them	to	the	Shadowfell	and	helped	them	to	invade	Quick's	manse.	It	was	a	trap	though	and	Drizzt	was	captured	with	Effron,	while	the	others	were	petrified	by	a	medusa.	Drizzt	was	a	prisoner	of	Quick	for	nearly	a	year,	repeatedly	grilled	on	his	faith	in	Mielikki	until	a	rescue	was	mounted	by	Jarlaxle,	who
freed	him	and	all	of	his	friends.	However,	back	in	Luskan,	they	were	warned	that	Tiago	was	still	hunting	them.	Drizzt	resolved	to	go	back	to	Icewind	Dale	to	keep	his	friends	safe.[56]	While	there,	he	heard	rumors	of	Iruladoon	and	when	he	and	his	friends	arrived	there,	powerful	magic	sent	them	all	to	sleep.	They	were	trapped	in	that	pocket	plane	for,
as	it	turned	out,	eighteen	years,	finally	awakening	in	the	Year	of	the	Awakened	Sleepers,	1484	DR,	a	coincidence	not	lost	on	the	group.[57]	A	lot	had	changed	in	those	years.	Drizzt	was	no	longer	welcome	in	the	Ten	Towns	after	Errtu	had	returned	to	take	his	revenge	and	Drizzt	wasn't	around	to	defend	against	the	balor.	Drizzt's	allies	reasoned	that
they	could	leave	Icewind	Dale	safely	but	Drizzt	refused	to	leave	with	them,	explaining	to	Dahlia	that	he	no	longer	held	any	affection	for	her,	deciding	they	should	go	their	separate	ways.	Soon	after	that	admission,	the	outraged	Dahlia	attacked	and	mortally	wounded	him,	as	he	didn't	want	to	harm	her.	She	left	with	Entreri,	Ambergris,	Afafrenfere,	and
Effron.	Drizzt	was	left	behind,	though	the	monk	and	the	dwarf	wanted	to	go	back	and	aid	him.[56]	With	the	help	of	Guenhwyvar,	he	managed	to	climb	atop	Kelvin's	Cairn.	His	head	wound	was	mortal	and	it	was	obvious	that	he	was	going	to	die.	The	drow	even	saw	light	and	the	image	of	Catti-brie,	whom	he	thought	had	come	as	a	ghost	to	him.	As	he	lay
dying	from	his	wound,	however,	a	Catti-brie	of	flesh	and	blood	arrived,	accompanied	by	Regis,	Bruenor	and,	most	shockingly,	Wulfgar.	All	of	them	had	been	reincarnated	by	Mielikki,	the	goddess	giving	them	a	second	chance	in	life	to	aid	Drizzt	Do'Urden.	Catti-brie	healed	Drizzt	by	the	grace	of	Mielikki	and	they	were	all	reunited.[58]	But	their
adventures	were	far	from	over	as	the	lich	Ebonsoul	was	onto	them,	following	Regis	from	the	Sea	of	Fallen	Stars.[59]	Companions	Codex[]	The	Companions,	reunited,	traveled	to	Gauntlgrym	to	release	Thibbledorf	Pwent	from	his	curse	of	vampirism.	Along	the	way,	they	stopped	in	Longsaddle,	where	the	Harpells	gave	Catti-brie	items	to	entrap	Pwent's
soul.	However,	Catti-brie	instead	used	the	items	to	entrap	the	lich	Ebonsoul's	soul,	forcing	her	to	later	capture	Pwent	in	Wulfgar's	horn	of	summoning.	In	Gauntlgrym,	the	Companions	learned	about	the	entrapment	of	Artemis	Entreri,	Ambergris,	Afafrenfere,	and	Dahlia	Sin'felle,	formerly	Drizzt's	companions.	Drizzt	insisted	they	remain	to	aid	them.
The	first	two	escaped,	but	Dahlia	was	apparently	killed	in	the	battle	between	the	proxy	of	Lolth	(Dahlia)	versus	the	proxy	of	Mielikki	(Catti-brie).[60]	The	Companions	then	headed	back	to	Longsaddle,	where	the	Harpells	released	Pwent,	although	his	embodiment	remained	in	the	horn	of	summoning.	They	headed	out	for	Mithral	Hall,	but	stopped	in
Nesme	to	take	a	stand	against	orc	and	goblin	attacks	involved	with	the	Darkening.	Drizzt	engaged	in	some	subterfuge	with	Regis,	who	used	his	hat	to	disguise	himself	as	a	goblin	shaman.	The	Companions	left	after	a	time;	soon	after,	Nesme	fell	to	the	horde.[61]	The	Companions	travelled	through	the	Underdark	to	reach	Mithral	Hall,	although	Wulfgar
and	Regis	became	separated	from	the	group,	when	they	encountered	orcs	and	goblinoids	who	lurked	in	the	tunnels	below	the	fortress.	After	escaping	these	enemies,	Drizzt,	Bruenor,	and	Catti-brie	made	their	way	to	the	throne	room	of	Mithral	Hall,	where	they	revealed	the	truth	of	the	companions'	reincarnations	to	King	Connerad.	Although	Connerad
offered	to	give	up	the	throne	to	Bruenor,	the	dwarf	declined.[61]	Later,	Drizzt,	Bruenor,	and	Catti-brie	led	an	attempt	to	break	out	of	the	besieged	Mithral	Hall,	which	was	foiled	by	Tiago	Baenre	and	Arauthator,	with	Drizzt	only	surviving	his	encounter	with	the	dragon	(and	its	dangerous	ice	breath)	because	of	the	spell	of	cold	resistance	Catti-brie	cast
on	him.[61]	Relationships[]	Ellifain[]	Drizzt	was	haunted	by	the	memory	of	a	moon	elf	girl	called	Ellifain	Tuuserail,	also	known	by	her	male	alias	"Le'lorinel".	On	his	first	visit	to	the	surface,	he	participated	in	an	attack	on	the	surface	elves	with	his	fellow	drow.	During	this	experience,	he	began	to	realize	how	vile	he	found	his	own	kin,	and	saved	the
young	Ellifain	by	smearing	her	with	blood	from	her	mother's	corpse.	Ellifain	recalled	a	different	account	of	events	and	believed	Drizzt	to	be	responsible	for	her	mother's	death,	hunting	him	down	relentlessly.[62]	This	culminated	in	a	final	encounter	between	the	two,	in	which	both	were	mortally	wounded.	Ellifain	died	believing	Drizzt	to	have	also	been
killed,	but	Bruenor	Battlehammer	came	to	his	aid	and	saved	his	life.[62]	Drizzt	finally	released	his	guilt	after	Ellifain's	soul	was	summoned	and	apologized	for	her	unwarranted	hatred	of	Drizzt.[63]	Catti-brie[]	Drizzt	found	himself	in	love	with	Catti-brie,	although	he	was	unwilling	to	deal	with	the	emotional	implications	of	this	initially.[64]	Her	eventual
death	heralded	a	significant	change	in	Drizzt's	personality.[65][note	2]	Drizzt	sometimes	used	nicknames	with	Catti-brie,	calling	her	"Cat"[65]	or	"Catti."[66]	In	1484	DR,	Drizzt	gave	Catti-brie	the	magical	ruby	band	(found	on	Brack'thal	Xorlarrin's	body)	as	a	symbol	of	his	love.[67]	Catti-brie	gave	birth	to	their	daughter	Briennelle	Zaharina—named	for
both	of	her	grandfathers,	Bruenor	and	Zaknafein—during	the	war	between	all	the	houses	of	Menzoberranzan	outside	and	beneath	Gauntlgrym	in	1488	DR.	The	child	had	auburn	hair,	like	her	mother,	and	her	eye	color	was	like	her	father's,	except	a	deeper,	jewel-toned	purple.	Brie-Zara's	skin	tone	was	somewhere	between	her	parents'	coloring,	like	a
pink	flower	at	dusk	in	hue.[17]	Artemis	Entreri[]	Artemis	Entreri	was	the	arch-nemesis	of	Drizzt	Do'Urden.	Despite	his	human	nature,	Entreri	was	one	of	the	few	matches	for	Drizzt	in	combat.	Drizzt	believed	Entreri	to	be	his	alter-ego,	and	the	person	he	became	when	he	took	on	the	mindset	of	the	Hunter.[68]	He	also	saw	similarities	between	Entreri
and	his	beloved	father,	Zaknafein—both	killed	only	those	they	believed	deserved	it,	were	the	best	at	their	craft,	and	fought	against	a	world	they	perceived	as	evil.	However,	he	believed	that	Entreri	was	unjustified	in	his	actions,	and	that	there	were	some	aspects	of	his	reality	that	were	deserving	of	mercy.	He	also	saw	a	glint	of	compassion	hidden
under	the	"impenetrable	shell	that	he	[Entreri]	now	wears."	For	this	reason,	Drizzt	spared	Entreri	when	he	managed	to	best	him	in	combat.	Drizzt	hoped	that	Entreri	would	find	a	way	out	of	the	emotionless,	empty	existence	he	lived.[69]	When	they	were	reunited	many	years	later,	after	Drizzt	thought	the	man	long	dead,	he	tried	to	foster	that	spark	of



compassion	once	Charon's	Claw	was	thrown	into	Maegera's	pit	and	seemed	to	have	made	some	progress	during	their	adventures	in	Port	Llast.	Ultimately,	Entreri	saved	Drizzt	from	Dahlia's	brutal	attack	on	Kelvin's	Cairn.[56]	Dahlia	Sin'felle[]	Dahlia	Sin'felle	was	a	conundrum	for	Drizzt.	Plagued	by	memories	of	Catti-brie,	he	struggled	to	reconcile	his
desires	for	the	passionate,	attractive	elf.	He	came	to	realize,	after	nearly	a	year	with	her,	that	he	was	using	her	to	try	and	get	over	his	late	wife	as	much	as	she	was	using	him	for	his	body.	Things	were	further	complicated	when	he	discovered	that	Dahlia	and	Artemis	Entreri	had	bonded	on	an	emotional	level,	linked	by	their	troubled	lives.	Though
Charon's	Claw	tried	to	fan	the	flames	of	resentment	to	prevent	its	destruction,	eventually	he	found	that	he	didn't	care,	even	ignoring	the	fact	that	Dahlia	slept	with	the	assassin.	Unfortunately,	Dahlia	had	fallen	in	love	with	Drizzt	and	greatly	resented	his	repeated	rejection	of	her,	which	led	to	her	attacking	him	with	lethal	force.[56]	Appendix[]	Notes[]
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2014).	Rise	of	the	King.	(Wizards	of	the	Coast),	p.	?.	ISBN	0-7869-6515-0.	↑	62.0	62.1	R.A.	Salvatore	(July	2003).	The	Thousand	Orcs.	(Wizards	of	the	Coast),	p.	32.	ISBN	978-0786929801.	↑	R.A.	Salvatore	(February	2006).	“Comrades	at	Odds”.	Realms	of	the	Elves	(Wizards	of	the	Coast).	ISBN	0-7869-3980-X.	↑	R.A.	Salvatore	(July	2003).	The
Thousand	Orcs.	(Wizards	of	the	Coast),	p.	231.	ISBN	978-0786929801.	↑	65.0	65.1	R.A.	Salvatore	(July	2010).	The	Ghost	King.	(Wizards	of	the	Coast).	ISBN	978-0-7869-5499-5.	↑	R.A.	Salvatore	(March	2014).	Night	of	the	Hunter.	(Wizards	of	the	Coast),	p.	185.	ISBN	0-7869-6511-8.	↑	R.A.	Salvatore	(March	2014).	Night	of	the	Hunter.	(Wizards	of	the
Coast),	pp.	78–79.	ISBN	0-7869-6511-8.	↑	R.A.	Salvatore	(June	2004).	The	Lone	Drow.	(Wizards	of	the	Coast).	ISBN	978-0786932283.	↑	R.A.	Salvatore	(June	2005).	Servant	of	the	Shard.	(Wizards	of	the	Coast),	p.	134.	ISBN	0-7869-3950-8.	↑	R.A.	Salvatore	(March	2005).	The	Crystal	Shard.	(Wizards	of	the	Coast),	p.	282.	ISBN	0-7869-1606-0.	↑	Ed
Greenwood,	Julia	Martin,	Jeff	Grubb	(1993).	Forgotten	Realms	Campaign	Setting	2nd	edition	(revised),	Running	the	Realms.	(TSR,	Inc),	p.	33.	ISBN	1-5607-6617-4.	Connections[]	Drizzt,	a	powerful	warrior	in	the	Forgotten	Realms,	is	best	known	as	a	Ranger	in	Dungeons	&	Dragons,	excelling	in	both	archery	and	dual-wielding	combat.	With	stats	like	22
Dexterity	and	levels	in	both	Ranger	and	Fighter	classes,	Drizzt	has	become	a	high-level,	nearly	unbeatable	hero	in	D&D.	As	a	Drow,	Drizzt	has	natural	abilities	like	infravision	and	faerie	fire,	but	also	faces	drawbacks	like	sunlight	sensitivity	in	combat	situations.	As	a	character	who	exists	in	a	world	governed	by	Dungeons	&	Dragons	rules,	it's	worth
wondering	how	they	define	The	Legend	of	Drizzt's	titular	hero.	Arguably	the	most	well-known	hero	tied	to	the	Dungeons	&	Dragons	universe,	Drizzt	Do'Urden	has	had	his	stories	told	across	various	mediums,	with	the	character	headlining	39	fantasy	novels,	not	to	mention	a	multitude	of	appearances	in	comic	books,	video	games,	and	official	D&D
campaigns.	Through	these	adventures,	Drizzt	has	done	more	than	earn	his	reputation	as	one	of	the	most	competent	warriors	around.	Drizzt	is	a	longtime	fixture	of	the	Forgotten	Realms,	the	most	popular	campaign	setting	associated	with	the	D&D	brand.	In	his	travels	across	a	number	of	key	Dungeons	&	Dragons	locations,	Drizzt	has	made	a	name	for
himself	as	one	of	the	world's	most	famous	heroes.	With	that	in	mind,	it's	not	surprising	at	all	that	the	role	of	the	intentionally	overpowered	warrior	filled	by	Rege	Jean-Page's	Xenk	in	Dungeons	&	Dragons:	Honor	Among	Thieves	almost	went	to	Drizzt.	As	for	how	strong	he	actually	is,	the	many	rules	in	D&D	paint	a	clear	picture	of	his	capabilities.	Drizzt
Is	Primarily	A	Ranger	In	Dungeons	&	Dragons	All	Dungeons	&	Dragons	characters	are	characterized	into	classes,	with	Drizzt	Do'Urden	being	classified	as	a	Ranger.	A	type	of	warrior,	the	Ranger	is	generally	weaker	than	the	Barbarian	and	Fighter,	but	is	still	capable	of	becoming	an	expert	in	a	wide	range	of	weapon	fields.	The	ranger	can	usually	cast
low-level	cleric	spells	and	is	expected	to	have	an	excellent	understanding	of	the	natural	world,	which	they	often	use	to	their	benefit.	In	Drizzt's	books,	he	made	the	choice	to	be	a	Ranger	in	Sojourn,	the	third	installment	in	the	Dark	Elf	prequel	trilogy.	After	leaving	the	Underdark,	he	was	trained	to	be	a	Ranger	by	his	mentor,	Montolilo	Debrouchee.	His
approach	to	fighting	is	perfectly	in	line	with	his	chosen	D&D	class.	Since	rangers	usually	have	high	Dexterity	(a	skill	that	goes	hand-in-hand	with	archery),	many	rangers	prefer	to	fight	with	bows	and	crossbows,	but	that	doesn't	apply	to	all	of	them.	Many	Rangers,	including	Drizzt,	use	their	high	Dexterity	to	fight	with	two	weapons.	Drizzt	famously
uses	a	pair	of	scimitars	-	Icingdeath	and	Twinkle	-	through	most	of	his	Dungeons	&	Dragons	adventures.	While	Drizzt	is	primarily	thought	of	as	a	Ranger,	he's	also	been	officially	recognized	as	a	Fighter	in	recent	years.	The	fifth	edition	D&D	rules	have	declared	that	Drizzt	is	both	a	Ranger	and	a	Fighter,	though	he	was	initially	deemed	a	Ranger	by	the
second	edition	rules.	The	retcon	works,	though,	considering	that	he	was	already	several	decades	old	when	he	became	a	Ranger	in	the	first	place.	The	type	of	training	Drizzt	received	in	his	home	city	of	Menzoberranzan	fits	with	the	skillsets	of	Fighters.	Drizzt's	Stats	(According	to	the	3.5	D&D	Edition	Rules)	Ability	Ability	Score	Strength	13	Dexterity
22	Constitution	15	Intelligence	17	Wisdom	17	Charisma	14	Because	of	all	the	experience	that	Drizzt	has	acquired	in	his	centuries	of	adventuring,	it's	only	logical	that	he'd	be	a	high-level	hero	in	a	D&D	campaign.	In	Hall	of	Heroes,	a	1989	sourcebook,	he	was	defined	as	a	10th-level	Ranger	before	being	upgraded	to	16th	in	1998.	The	change	made
sense,	considering	that	Drizzt	had	appeared	in	several	books	during	that	timespan.	Under	the	current	5th	edition	rules,	Drizzt	is	level	19,	but	as	noted	above,	he's	not	strictly	a	Ranger	anymore.	Rather,	it's	now	understood	that	Drizzt	has	11	levels	in	the	Fighter	class	and	8	as	a	Ranger.	Based	on	this,	it	seems	most	of	his	levels	were	accrued	during	his
Underdark	days	(before	Sojourn).	Because	level	progression	slows	down	the	stronger	one	gets,	it's	understandable	that	Drizzt	has	more	levels	as	a	Fighter	than	as	a	Ranger,	even	though	the	vast	majority	of	his	books	are	set	after	he	made	the	switch.	Regardless,	level	19	is	exceptionally	high	and	difficult	to	achieve,	and	judging	by	his	image	as	a
seemingly	unbeatable	warrior,	the	high	number	is	an	appropriate	designation	by	Dungeons	&	Dragons.	Years	of	weapons	training,	fighting,	and	tracking	have	a	lot	to	do	with	the	abilities	Drizzt	has	to	offer	as	a	Ranger	and	a	Fighter	in	the	Dungeons	&	Dragons	universe,	but	it's	important	to	note	that	some	of	his	positive	attributes	are	completely
natural.	Dungeons	&	Dragons	rules	dictate	that	each	race	comes	with	special	bonuses,	and	being	a	Drow	certainly	comes	with	more	than	its	fair	share	of	benefits	in	combat	situations.	Firstly,	Drow	have	infravision,	a	useful	ability	in	that	it	allows	them	to	see	in	the	dark.	Perfectly	complementing	this	ability	is	the	Drow's	power	to	create	giant	spheres
of	black	energy	that	cover	both	themselves	and	their	immediate	surroundings	in	total	darkness.	Since	they	have	infravision,	using	this	ability	doesn't	hinder	their	own	vision,	but	does	put	their	non-Drow	opponents	at	a	disadvantage.	Drizzt	has	a	long	history	of	utilizing	this	ability	in	sword	fights.	He	can	also	make	faerie	fire,	which	is	a	form	of	energy
that	highlights	his	targets	and	makes	them	easier	to	spot.	Of	course,	being	a	Drow	comes	with	drawbacks	as	well.	Drow	are	native	to	the	underground	world	of	the	Underdark,	so	being	in	the	sunlight	limits	them	to	some	degree.	In	Dungeons	&	Dragons,	this	aspect	of	their	physiology	is	acknowledged	through	penalties	to	their	ability	scores.	While
Drizzt	has	grown	accustomed	to	traveling	the	surface	world,	he	still	has	to	put	up	with	his	race's	natural	aversion	to	sunlight	in	The	Legend	of	Drizzt.	Skip	to	main	content	Reddit	and	its	partners	use	cookies	and	similar	technologies	to	provide	you	with	a	better	experience.	By	accepting	all	cookies,	you	agree	to	our	use	of	cookies	to	deliver	and
maintain	our	services	and	site,	improve	the	quality	of	Reddit,	personalize	Reddit	content	and	advertising,	and	measure	the	effectiveness	of	advertising.	By	rejecting	non-essential	cookies,	Reddit	may	still	use	certain	cookies	to	ensure	the	proper	functionality	of	our	platform.	For	more	information,	please	see	our	Cookie	Notice	and	our	Privacy	Policy.
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.	R.A.	Salvatore	is	my	favorite	author	of	all	time,	and	Drizzt	Do’Urden	is	my	favorite	book	character	ever.	In	fact,	Salvatore’s	The	Thousand	Orcs	was	the	first	fantasy	book	that	I	ever	read.	I	love	to	tell	people	about
my	favorite	series,	but	with	40+	novels,	it’s	understandably	hard	to	tell	where	to	start.	So	with	that	in	mind,	I’ve	put	all	the	Drizzt	books	in	order	just	for	you.	R.A.	Salvatore	and	The	Legend	of	Drizzt	have	sold	more	than	35	million	books	worldwide.	An	amazing	accomplishment	for	a	single	series.	If	you’d	like	to	purchase	autographed	copies	of	his
books,	he	regularly	offers	e-signings	on	his	website.	Latest	Legend	of	Drizzt	Books	Lolth’s	Warrior	(The	Way	of	the	Drow	#3)	August	15,	2023Betwixt	Two	Worlds	(Audible	Only)	October	24,	2024	Most	of	the	books	are	pretty	obvious	in	their	order.	If	you	do	any	bit	of	research,	you’ll	see	that	the	newest	version	of	the	books	are	actually	labeled	Legend
of	Drizzt	Book	1	all	the	way	to	book	39,	Lolth’s	Warrior,	which	is	set	to	publish	on	August	15,	2023.	But	that	doesn’t	take	into	account	that	some	readers	prefer	to	read	by	order	of	publication	rather	than	in	Chronological	order,	so	we’ll	talk	about	both.	If	you	want	to	skip	the	discussion,	you	can	go	straight	for	all	40+	Drizzt	books	in	order	at	the	end	of
this	post.	The	first	order	of	business	is	discussing	when	to	read	The	Dark	Elf	Trilogy?	In	chronological	order,	these	books	come	first.	Homeland,	Exile,	and	Sojourn	tell	the	story	of	Drizzt	Do’Urden’s	upbringing.	The	series	starts	with	Drizzt	Do’Urden	as	a	newborn	babe	all	the	way	until	he	becomes	the	expert	swordsman	that	he	is	in	the	rest	of	the	30+
books.	So	it	makes	sense	to	start	with	these	right?	Yes,	if	you	want	to	read	in	chronological	order.	But	The	Crystal	Shard,	Book	4	in	the	Legend	of	Drizzt	series,	was	actually	the	first	book	written.	And	the	subsequent	books	in	the	series,	Streams	of	Silver	and	the	Halfling’s	Gem,	were	all	written	before	Homeland,	Book	1	in	the	Legend	of	Drizzt	Series.
So	if	you’d	prefer,	instead,	to	read	the	books	in	order	of	publication,	start	with	The	Crystal	Shard,	read	the	whole	trilogy,	and	then	go	back	to	The	Dark	Elf	Trilogy	before	continuing	on	with	the	rest	of	the	series.	Oddly	enough	(or	maybe	not?),	The	Cleric	Quintet	was	not	included	in	the	Legend	of	Drizzt	series	order	when	Wizards	of	the	Coast	(or
Penguin,	or	whoever	owns	these	books	now)	re-covered	all	of	Salvatore’s	books	and	relisted	the	series.	Strictly	speaking,	The	Cleric	Quintet	aren’t	Drizzt	books,	and	that’s	probably	why.	However,		Cadderly	makes	a	cameo	in	the	Drizzt	series,	so,	to	me,	these	books	are	essential	reading	for	the	Drizzt	series.	But	when	to	read	them?	Publication	order
dictates	that	you	read	them	immediately	after	finishing	both	The	Dark	Elf	Trilogy	and	the	Icewind	Dale	Trilogy	but	before	you	start	The	Legacy	(Book	7	in	its	self-titled	series	The	Legacy	of	the	Drow	Quartet).	That	will	help	you	understand	Drizzt	Do’Urden	&	Cadderly	better	when	the	characters	crossover.	However,	you	could	reasonably	hold	this
series	off	until	Passage	to	Dawn	(Book	10)	which	is	when	Cadderly	makes	his	appearance	into	Drizzt	Do’Urden’s	timeline.	But	I	strongly	recommend	you	read	it	at	least	before	The	Thousand	Orcs	(Book	17)	as	a	few	of	the	supporting	characters	in	the	Cleric	Quintet	make	their	appearance	into	the	Drizzt	timeline.	Want	my	advice?	Read	them	in
publication	order,	even	if	it	causes	you	to	break	from	the	world	of	Drizzt	Do’Urden	for	a	little	while.	I	recently	(2022)	added	the	Stone	of	Tymora	series	to	the	article	at	a	request	from	readers.	The	Stone	of	Tymora,	like	the	Cleric	Quintet,	is	not	strictly	a	series	in	the	Legend	of	Drizzt,	but	it	does	feature	a	cameo	by	him,	at	least	in	the	first	book.	It’s
been	eons	since	I	read	this	series,	so	it’s	impossible	to	recall	the	extent	with	which	Drizzt	is	involved.	The	Stone	of	Tymora	features	a	deckhand	from	the	Sea	Sprite,	Maimun,	whom	Drizzt	meets	in	The	Halfling’s	Gem	as	the	companions	chase	Artemis	Entreri	in	order	to	free	Regis.	The	actual	timeline	of	the	series	is	a	bit	mixed,	but	the	majority	of	the
events	“described”	take	place	during	this	time	frame.	Bob	wrote	The	Stone	of	Tymora	with	his	son,	Geno	Salvatore.	What	about	The	Sundering	books?	Where	do	they	fit	into	the	Legend	of	Drizzt	timeline?	The	Companions	takes	place	immediately	after	The	Last	Threshold	so	there’s	little	doubt	to	its	location	in	the	string	of	events.	But	you	might	notice
that	the	order	below	only	lists	a	single	book	for	The	Sundering	series.	That’s	because	R.A.	Salvatore	only	wrote	the	first	book.	The	remaining	5	books	in	the	series	were	written	by	the	other	authors	of	the	Forgotten	Realms.	It	is	my	understanding	that	it	is	not	necessary	to	read	all	6	books.	Instead,	each	book	highlights	the	events	of	The	Sundering
from	a	different	character’s	point	of	view.	Meaning	if	you’re	only	interested	in	Drizzt	Do’Urden,	the	only	book	in	the	series	you	need	to	read	is	The	Companions.	If,	however,	you	want	the	full	lore	of	the	world,	then	by	all	means	read	them	all.	The	following	is	a	list	of	the	Legend	of	Drizzt	books	in	chronological	order.	I’ve	interjected	the	Cleric	Quintet
where	I	feel	it	goes,	but	according	to	the	publisher,	this	is	not	required	reading.	The	Dark	Elf	Trilogy1.	Homeland	2.	Exile3.	Sojourn	The	Icewind	Dale	Trilogy4.	The	Crystal	Shard5.	Streams	of	Silver6.	The	Halfling’s	Gem	The	Stone	of	Tymora	(Young	Adult)7.	The	Stowaway8.	The	Shadowmask9.	The	Sentinels	The	Cleric	Quintet10.	Canticle	11.	In
Sylvan	Shadows12.	Night	Masks13.	The	Fallen	Fortress14.	The	Chaos	Curse	The	Legacy	of	the	Drow	Quartet15.	The	Legacy	16.	Starless	Night17.	Siege	of	Darkness18.	Passage	to	Dawn	Paths	of	Darkness	Trilogy19.	The	Silent	Blade	20.	The	Spine	of	the	World21.	Sea	of	Swords	The	Sellswords	Trilogy22.	The	Servant	of	the	Shard	23.	Promise	of	the
Witch	King24.	Road	of	the	Patriarch	The	Hunter’s	Blades	Trilogy25.	The	Thousand	Orcs	26.	The	Lone	Drow27.	The	Two	Swords	Transitions	Trilogy28.	The	Orc	King	29.	The	Pirate	King30.	The	Ghost	King	Neverwinter	Saga	Quartet31.	Gauntlgrym	32.	Neverwinter33.	Charon’s	Claw34.	The	Last	Threshhold	Sundering	Book	135.	The	Companions
Companions	Codex	Trilogy36.	Night	of	the	Hunter	37.	Rise	of	the	King38.	Vengeance	of	the	Iron	Dwarf	Homecoming	Trilogy39.	Archmage	40.	Maestro41.	Hero	Generations	Trilogy42.	Timeless	43.	Boundless44.	Relentless	The	Way	of	the	Drow45.	Starlight	Enclave	46.	Glacier’s	Edge47.	Lolth’s	Warrior	Supplemental	BooksThe	Collected	Stories:	The
Legend	of	DrizztThe	Dao	of	Drizzt	D&D	50th	Anniversary	AdventureBetwixt	Two	Worlds	(Audible	Only)	You	might	have	noticed	a	new	book	just	popped	up	on	my	list.	It’s	called	The	Dao	of	Drizzt.	What	is	this?	You	know	those	italics	segments	in	every	book,	at	the	beginning	of	every	section?	Those	are	the	thoughts	of	Drizzt.	A	journal	entry	if	you	will.
The	Dao	of	Drizzt	collects	all	of	those	entries	and	combines	them	into	one	volume	for	the	first	time	ever.	The	Dao	of	Drizzt	is	set	to	release	on	September	20,	2022.	Instead,	if	you’re	a	purist	like	me,	you	may	want	to	read	the	Legend	of	Drizzt	books	in	order	by	their	publication	date.	We’ll	still	include	the	Cleric	Quintet	because	I	think	you	should	read
them.	Supplemental	BooksThe	Collected	Stories:	The	Legend	of	Drizzt	(2011)The	Dao	of	Drizzt	(2022)	D&D	50th	Anniversary	AdventureBetwixt	Two	Worlds	(Audible	Only)	(2024)	Check	out	Sarah	J.	Maas’s	Throne	of	Glass	In	Order	or	Brandon	Sanderson’s	Cosmere	Books	in	Order.	Drizzt	Daermon	N'a'shezbaernon[1]	Do'Urden,[3]The	Hunter,[4]Masoj
Oblodra[5]	None[note	1][2][9]	Formerly:	Mielikki[6]Gwaeron	Windstrom	(1e)[10]	1297	DR	(third	son	of	Malice	Do'Urden)	Malice	Do'Urden,	Zaknafein	Do'Urden	Briennelle	Zaharina	"Brie-Zara"[17]	Drizzt	Do'Urden	(pronounced:	/drɪst	doʊˈʌrdɛn/	drist	doh-URR-den[20]	or:	/ˈdrɪzɪt	doʊˈʌrdʌn/	DRIHZ-it	doh-URR-dun[10]),	also	called	Drizzt	Daermon
N'a'shezbaernon,	was	a	male	drow	ranger.	He	was	an	atypical	drow	who	had	forsaken	both	the	evil	ways	of	his	people	and	their	home	in	the	Underdark,	to	become	the	legendary	hero	of	the	North.[6]	Description[]	Drizzt	Do'Urden	was	a	drow.	He	stood	about	5 feet	and	4 inches	(1.6 meters)	tall	and	weighed	about	130 pounds	(59 kilograms).[13]	His
handsome	features	were	sharp	and	well	proportioned	and,	like	other	drow,	Drizzt's	skin	was	black	and	his	stark	white	hair	was	long,	thick,	and	flowing.	His	eyes	were	a	lavender	hue	(quite	different	from	the	drow	race's	typical	red,	even	when	he	used	his	infravision,	which	normally	caused	eyes	to	glow	red)	and	seemed	to	glow	fiercely	when	he	was
angry	or	determined.[21]	His	vision	was	once	accustomed	to	the	pitch-blackness	of	the	Underdark.	However,	many	years	after	Drizzt	first	ventured	onto	the	surface,	his	eyes	adapted	to	the	bright	light	of	the	world	above.	When	using	his	infravision,	the	images,	if	held	for	a	prolonged	period	of	time,	caused	headaches	and	other	symptoms	of	strain.[22]
He	normally	wore	a	forest-green	cloak	that	was	given	to	him	by	the	Weeping	Friars	upon	his	departure	to	Icewind	Dale,	high	black	boots,	and	a	necklace	attached	to	a	white	unicorn	head,	the	symbol	of	his	goddess,	Mielikki,	the	goddess	of	rangers.	This	symbol	was	crafted	for	him	by	his	good	friend	Regis	from	scrimshaw	(the	bone	of	the	knucklehead
trout	found	in	Icewind	Dale).[21]	Personality[]	A	perfectionist	by	nature,	Drizzt	had	high	ideals	and	standards	to	which	he	strove	to	conform,	though	he	didn't	hold	others	to	the	same.	He	was	sensitive	and	thoughtful	and	longed	to	be	accepted	among	others	and	to	make	friends	everywhere.	However,	he	was	always	troubled	by	the	threat	his	enemies
would	pose	to	such	newfound	friends	and	he	was	always	wary	of	betrayal	and	dangers.	He	was	taciturn	and	terse	of	speech,	but	still	polite	to	others.[6]	He	credited	Catti-brie	for	imparting	cultural	awareness	and	tolerance	upon	him.[23]	In	his	later	years,	Drizzt's	goal	was	perfection	of	the	body	with	his	blades	in	battle.[24]	Drizzt	did	not	want	his	god
to	dictate	his	actions;	he	had	to	agree	with	those	actions	himself.[25]	The	Hunter[]	On	relatively	rare	occasions,	Drizzt	regressed	into	a	bestial	and	instinctive	state	of	mind	that	he	identified	as	the	"Hunter".	The	first	time	this	happened	was	after	Drizzt	had	fled	from	Menzoberranzan	and	was	living	in	the	wilds	of	the	Underdark.	For	those	ten	years,	he
came	close	to	being	completely	overwhelmed	by	this	animalistic	personality,	but	began	learning	to	master	it	when	he	came	close	to	harming	some	svirfneblin	children.[14]	In	the	heat	of	battle,	when	his	friends	seemed	to	be	in	great	danger	or	when	he	was	alone	in	the	wilderness,	Drizzt	would	occasionally	lose	control	over	himself	or	give	in	to	the
urges	of	the	Hunter,	such	as	when	he	went	back	to	his	homeland	to	prevent	harm	from	coming	to	his	friends.[26]	Another	example	was	when,	during	the	war	with	King	Obould	Many-Arrows	and	his	horde	of	orcs,	Drizzt	had	thought	Bruenor	dead,	and	wasn't	certain	if	his	other	friends	were	alive.[27][28]	Abilities[]	As	a	drow,	Drizzt	was	innately	able	to
summon	globes	of	impenetrable	magical	darkness	at	will	in	an	area	or	attached	to	a	target.	He	could	also	summon	a	harmless	faerie	fire,	purple	flames	that	did	not	burn	but	could	be	seen	and	outlined	a	target,	making	it	easier	to	spot,	even	if	the	target	turned	invisible.[6]	After	Drizzt	studied	under	Masoj	Hun'ett	for	six	months	in	Sorcere,	Masoj
acknowledged	that	if	Drizzt	had	chosen	to	become	a	wizard,	he	would	have	become	quite	a	powerful	one	indeed.[29]	Combat	and	Tactics[]	Drizzt	battling	Entreri.	Drizzt	fought	in	the	two	long-weapon	style	common	among	drow	warriors.	When	tides	turned	bad,	or	when	facing	opponents	such	as	dragons	or	frost	giants,	he	conjured	a	globe	of	darkness
that	neither	he	nor	his	opponent	could	see	through.[30]	Depending	on	the	situation,	Drizzt	continued	the	fight	from	in	there.	In	rare	cases,	Drizzt	would	go	into	a	self-imposed	trance.[14]	When	chasing	someone	or	unable	to	see	his	prey,	Drizzt	often	called	upon	his	innate	abilities	to	surround	his	target	with	faerie	fire.	He	used	this	ability	when	on	the
boat	with	Captain	Deudermont	and	fighting	the	pirate	Pinochet	and	his	lackeys.[31]	He	also	used	them	when	he,	Belwar	Dissengulp,	and	Clacker	fought	a	group	of	seven	duergar,	even	as	they	started	to	disappear.[32]	He	also	had	to	cope	with	his	racial	weakness	to	light,	having	a	slight	aversion	to	it,	so	if	a	great	light	source	was	brought	upon	him
unexpectedly	it	could	cause	temporary	disorientation.[29]	Possessions[]	Drizzt	and	Guenhwyvar.	Drizzt's	favorite	weapon	was	the	scimitar,	and	he	carried	two,	nicknamed	Twinkle	and	Icingdeath.	He	also	carried	a	unique	figurine	of	wondrous	power	that	summoned	his	black	panther	companion	Guenhwyvar.[33]	The	drow	wore	a	pair	of	Bracers	of	the
Blinding	Strike	(obtained	from	Dantrag	Baenre,	weapon	master	of	the	first	house	of	Menzoberranzan	who	challenged	and	lost	to	Drizzt)	around	his	ankles,	which	made	him	incredibly	quick	on	his	feet.	He	chose	to	wear	them	on	his	legs	instead	of	his	arms	because	when	the	enchantment	combined	with	his	natural	speed,	his	sword	swings	became	too
fast	for	him	to	control	(making	it	hard	to	change	directions),	and	his	feet	could	not	keep	up,	resulting	in	extremely	predictable	attacks.[34]	Drizzt's	attire	generally	took	the	form	of	a	cloth	tunic,	tough	pants,	soft	boots	and	leather	gloves.[34]	Drizzt's	armor	was	an	enchanted	suit	of	mithral	chainmail,	made	by	Buster	Bracer.[35]	Drizzt	carried	Agatha's
mask	during	his	journeys	in	Calimshan.[36]	He	was	known	to	use	Mooshie's	Longbow	and	a	dagger	hidden	in	each	boot.[37]	Catti-brie	occasionally	lent	Drizzt	her	bow	Taulmaril,	the	"Heartseeker",	such	as	when	he	visited	Silverymoon	in	the	Year	of	the	Worm,	1356	DR.[38]	While	Catti-brie	was	injured	during	Drizzt's	battles	with	the	frost	giants	in	the
attempt	to	take	Mithral	Hall	by	King	Obould,	Drizzt	wielded	Taulmaril	and	its	quiver's	never-ending	supply	of	lightning	arrows,	which	he	still	had	in	his	possession	a	hundred	years	later.	He	also	mastered	and	wielded	Khazid'hea	in	a	fight	with	Obould	Many-Arrows	but	left	it	stuck	in	him,	who	later	tossed	the	blade	into	a	ravine,	where	the	drow	Tos'un
Armgo	found	it.[39]	Drizzt	attempted	to	return	Taulmaril	to	Catti-brie	when	they	were	reunited,	but	she	preferred	her	magic.[40]	Later	acquisitions	included	a	whistle	that	summoned	a	magical	unicorn	that	Drizzt	named	Andahar[41]	and	a	ring	of	elemental	command	attuned	to	fire	elementals,	taken	from	the	severed	finger	of	Brack'thal	Xorlarrin.[42]
History[]	Underdark[]	Malice	Do'Urden	looking	over	newborn	Drizzt.	Born	in	1297	DR,	on	the	night	House	Do'Urden	destroyed	House	DeVir,	the	death	of	Nalfein	Do'Urden	at	the	hands	of	Dinin	Do'Urden	saved	Drizzt	from	being	sacrificed	to	Lolth.	He	was	trained	by	his	sister,	Vierna	Do'Urden,	and	his	father,	Zaknafein	Do'Urden.	He	attended	the
Melee-Magthere,	where	he	became	an	unsurpassed	victor	after	his	third	year	for	seven	years	running,	even	against	students	three	years	ahead	of	him.	By	secretly	refusing	to	kill	a	moon	elf	child,	Drizzt	caused	House	Do'Urden	to	lose	Lolth's	favor,	resulting	in	Zaknafein	being	sacrificed.[29]	While	Zaknafein	was	sacrificed,	Drizzt	encountered	Alton
DeVir	and	Masoj	Hun'ett	outside	Menzoberranzan,	after	sneaking	outside	House	Do'Urden.	The	two	fought	with	Drizzt,	using	Masoj's	summoned	panther	Guenhwyvar,	unaware	of	Drizzt's	bond	with	her.	Guenhwyvar	decided	to	disobey	Masoj's	commands	and	slew	Alton	while	Drizzt	killed	Masoj	and	claimed	Masoj's	onyx	figurine,	the	object	used	to
summon	Guenhwyvar	from	the	Astral	Plane.	On	returning	to	House	Do'Urden,	Drizzt	discovered	Zaknafein's	sacrifice	to	Lolth	and	then	escaped.	He	decided	to	live	outside	Menzoberranzan	as	a	rogue	to	escape	the	endless	cycle	of	killing.[29]	Drizzt	escaped	Menzoberranzan	and	became	a	wanderer	in	the	Underdark	for	ten	years	before	discovering
Briza	and	Dinin	searching	for	him.	Realizing	they	were	tracking	him	through	his	House	emblem,	he	passed	it	to	Guenhwyvar	to	misdirect	the	Do'Urden	soldiers,	before	knocking	out	Dinin	and	confronting	Briza.	Briza	claimed	that	their	mother	was	going	to	welcome	him	back	home,	when	in	fact	they	intended	to	sacrifice	him	to	regain	Lolth's	favor,	but
foolishly	named	him	the	new	weapons	master,	causing	him	to	furiously	remind	her	of	Zaknafein's	murder.	Though	he	cut	off	some	of	her	fingers,	he	refused	to	kill	her	because	of	his	vow	to	never	kill	another	drow.[14]	Nearly	driven	mad	by	solitude,	Drizzt	sought	refuge	in	Blingdenstone.[14]	In	Blingdenstone,	Drizzt	was	reunited	with	the	svirfneblen
Belwar	Dissengulp,	whom	Drizzt	had	saved	during	a	raid	on	a	svirfneblen	mining	operation	led	by	Belwar,	who	had	lost	his	hands	after	Dinin	Do'Urden	ordered	Drizzt	to	cut	them	off	during	the	raid.	Shortly	after,	the	two	headed	back	into	the	Underdark	because	of	Zaknafein	hunting	Drizzt	as	a	zin-carla	controlled	by	Matron	Malice.	The	two	soon	met
Clacker,	a	pech	turned	hook	horror,	who	was	later	slain	by	Zaknafein.	In	the	final	face-off,	Drizzt	bested	his	father,	who,	having	a	moment	of	clarity,	knew	the	only	way	to	prevent	the	zin-carla	from	continuing	to	hunt	Drizzt	was	to	destroy	his	body	in	a	pool	of	acid.[14]	Understanding	that	he	would	never	find	peace	in	the	Underdark,	Drizzt	headed
back	to	Blingdenstone	with	Belwar,	where	Drizzt	parted	ways	with	him	and	headed	towards	the	surface.[14]	The	Surface[]	Drizzt	and	Guenhwyvar	leaving	Menzoberranzan.	Drizzt	arrived	on	the	surface	outside	of	Maldobar,	a	small	village	north	of	Sundabar,	near	the	farm	of	the	Thistledown	family.	He	soon	encountered	a	band	of	gnolls,	who	assumed
him	to	be	an	ally,	but	was	forced	to	kill	them	after	learning	they	intended	to	raid	the	farm.	Being	unfamiliar	with	the	customs	of	the	surface,	Drizzt	resolved	to	study	the	Thistledowns	while	acting	as	their	secret	guardian.	One	day,	while	shadowing	the	youngest	child,	Liam,	Drizzt	ended	up	revealing	himself	to	the	boy	and	tried	to	introduce	himself,
but	Liam	ran	away	scared,	calling	him	a	"drizzit".	Later,	when	Liam	brought	his	other	siblings	to	prove	the	existence	of	the	"drizzit",	Drizzt	made	another	attempt	to	befriend	them,	but	Connor	Thistledown	mistook	him	for	a	threat	and	attempted	to	attack	him	but	the	drow	easily	disarmed	him	and	offered	his	sword	back	in	the	drow	custom	of
friendship,	but	the	children	instead	ran	away	terrified.[43]	The	encounter	was	reported	back	to	the	people	of	Maldobar,	who	amassed	a	hunting	party	to	verify	Drizzt's	presence.	Drizzt	attempted	to	misdirect	them	by	sending	out	Guenhwyvar,	but	the	hunter	Roddy	McGristle	wasn't	fooled.	McGristle	soon	discovered	Drizzt	after	the	quickling	Tephanis
stole	one	of	his	scimitars	on	orders	of	the	barghest	named	Ulgulu.	Acting	in	self-defense,	Drizzt	was	forced	to	kill	one	of	McGristle's	dogs	before	escaping.	McGristle	accidentally	felled	a	tree	that	scarred	his	ear,	an	act	he	would	irrationally	blame	on	Drizzt.[43]	Afterwards,	Drizzt	continued	to	monitor	the	Thistledown	home	and	later	ventured	inside
out	of	concern	for	the	lack	of	activity,	only	to	discover	that	Ulgulu	had	massacred	them	in	revenge	for	the	death	of	his	gnolls	and	had	left	one	of	his	scimitars	to	frame	the	drow.	While	tracking	Ulgulu	back	to	his	lair,	Drizzt	anticipated	that	Tephanis	was	shadowing	him	and	managed	to	capture	him	after	the	quickling	impacted	a	plowshare	the	drow
had	dragged	from	the	farm.	He	briefly	interrogated	the	quickling	before	casting	him	over	the	cliff	when	Tephanis	tried	to	free	himself.	Soon,	Drizzt	came	face-to-face	with	Ulgulu	and	his	brother	Kempfana	and	killed	both	barghests	with	Guenhywvar's	help.	Afterwards,	he	was	followed	by	the	hill	giant	named	Lagerbottoms,	who	wanted	to	ally	with	him
but	Drizzt	killed	him	to	prevent	the	giant	from	killing	innocents.[43]	Drizzt	was	soon	forced	to	flee	Maldobar	as	McGristle	teamed	up	with	Dove	Falconhand's	party	to	hunt	him	down,	though	Dove	was	less	than	convinced	of	Drizzt's	guilt.	One	night,	Drizzt	approached	the	party's	camp	and	was	caught	by	Kellindil,	whose	bias	against	drow	made	Drizzt's
attempts	to	profess	his	innocence	impossible,	forcing	him	to	flee.	Eventually,	Drizzt	led	his	pursuers	in	the	path	of	a	band	of	stone	giants	but	decide	to	double	back	to	help	them,	convincing	Dove	of	his	innocence,	after	which	she	forced	McGristle	to	return	to	Maldobar	while	Kellindil	maintained	watch	on	Drizzt.[43]	Drizzt	later	came	to	Dead	Orc	Pass,
where	he	spent	the	winter	in	the	cave	of	Bluster	the	bear.	His	presence	was	noticed	by	the	orc	king,	Graul,	who	began	to	fear	the	drow	as	a	potential	rival.	Drizzt	was	saved	from	the	orcs	by	Montolio	Debrouchee,	who	took	him	under	his	protection	and	teaching	him	the	ways	of	the	ranger	as	well	as	helping	him	understand	he	had	been	following	the
ways	of	the	goddess	Mielikki	his	whole	life.	After	Montolio	passed	away,	Drizzt	became	a	wanderer	on	the	surface	trying	to	find	a	place	to	accept	him	despite	his	heritage.[43]	After	six	years	of	wandering,	Drizzt	was	came	to	Icewind	Dale	after	parting	company	with	the	Weeping	Friars.	Though	Speaker	Cassius	denied	him	entry	into	Bryn	Shander,	he
was	directed	up	Kelvin's	Cairn	to	build	his	reputation	in	protecting	Ten-Towns.	He	was	later	pursued	by	Roddy	McGristle,	but	Drizzt	couldn't	bring	himself	to	kill	his	pursuer.	Drizzt	gained	the	trust	of	Catti-brie	and	Bruenor	Battlehammer	who	chased	McGristle	away.[43]	Drizzt	later	became	good	friends	with	the	halfling	Regis	as	well	as	Bruenor.	In
the	final	year	of	the	servitude	Wulfgar	owed	Bruenor,	Drizzt	became	his	teacher	at	fighting	and	the	two	became	good	friends.	They	even	ended	up	saving	Icewind	Dale	from	Akar	Kessell	and	Crenshinibon	as	well	as	the	demon	Errtu.[30]	During	the	reclamation	of	Mithral	Hall,	Drizzt	became	openly	accepted	in	Icewind	Dale	and	Luskan,	resulting	in
Drizzt	being	accepted	in	Silverymoon,	though	the	riders	of	Nesmé	remained	openly	prejudiced	against	him.	He	also	made	an	enemy	of	Artemis	Entreri.	He	chased	Entreri	down	to	Calimport	to	rescue	Regis,	but	the	fight	was	interrupted	by	the	people	of	Calimport.[31]	Shortly	after	Mithral	Hall	was	retaken	for	Clan	Battlehammer,	in	the	winter	of	the
Year	of	the	Prince,	1357	DR,	Lady	Alustriel	invited	Drizzt	to	visit	Silverymoon	as	her	guest,	and	he	accepted.	On	the	way,	he	encountered	a	band	of	farmers	from	Pengallen	hunting	orc	and	ogre	raiders	who'd	taken	people	from	their	village,	and	they	joined	forces.	Drizzt	tracked	down	the	raiders	and	slew	the	ogres,	saving	the	prisoners.	However,	Rico
Pengallen	demanded	the	return	of	a	goblin	named	Nojheim,	one	of	the	prisoners,	claiming	he'd	led	a	previous	raid	and	was	being	held	for	trial.	Drizzt	recaptured	Nojheim	and	returned	him	to	Rico,	only	to	discover	that	he	was	in	fact	Rico's	slave.	Drizzt	spoke	with	Nojheim	and	found	him	to	be	highly	intelligent	and	good-hearted,	and	felt	they	had
similar	plights.	Nojheim	taught	Drizzt	much	about	how	others	viewed	him—exotic	and	beautiful	as	much	as	he	was	dangerous,	while	the	goblin	had	no	such	aid—and	Drizzt	in	turn	vowed	to	free	him.	He	immediately	rode	to	Silverymoon	to	petition	Alustriel	to	free	the	goblin	but	she	was	away	on	business.	He	returned	to	Pengallen	but	found	Nojheim
hanged	at	the	village	gate.	Rico	had	heard	their	conversation	and	executed	him,	but	no	one	would	openly	refute	his	claim	that	Nojheim	attacked	him.	Drizzt	wanted	to	confront	Rico	for	his	crime	but	was	discouraged	by	Tharman;	he	could	do	nothing	legally.	Drizzt	reflected	that	Nojheim	had	deeply	affected	his	worldview,	and	vowed	that	in	the	future
he	would	deal	with	such	slavery	first	and	the	consequences	after.[38]	Later,	Drizzt	was	kidnapped	by	his	sister,	Vierna,	whose	actions	would	result	in	the	death	of	Wulfgar	and	other	casualties,	all	in	a	mad	attempt	to	regain	Lolth's	favor.	Drizzt	was	then	forced	to	deal	with	Entreri	again,	who	had	kidnapped	Regis.	When	Drizzt	and	Artemis	finally	got	a
fair	fight,	Regis	was	the	factor	that	resulted	in	Drizzt's	victory.[44]	After	killing	Vierna,[44]	Drizzt	left	for	Menzoberranzan	to	learn	more	of	House	Baenre's	plans.	Although	Baenre	tortured	Drizzt,	he	escaped,	albeit	with	the	help	of	Catti-brie	and	Entreri.[26]	When	the	inevitable	war	between	Menzoberranzan	and	Mithral	Hall	took	place,	Drizzt	played
a	major	role,[45]	only	to	leave	with	Catti-brie	to	sail	with	Captain	Deudermont.[46]	The	two	had	many	adventures	with	Deudermont,	bringing	them	into	contact	with	such	items	as	the	Stone	of	Tymora.	The	two	eventually	left	the	fight	against	piracy	when	Drizzt	was	forced	to	cause	the	return	of	Errtu,	who	implied	Lolth	gifted	him	someone	close	to
him;	Drizzt	initially	believed	it	to	be	Zaknafein	before	later	discovering	it	was	Wulfgar.	After	once	again	defeating	Errtu,[46]	Drizzt	was	then	faced	with	the	horror	of	Jarlaxle	taking	possession	of	the	Crystal	Shard.	Although	Drizzt	allowed	Jarlaxle	to	keep	the	Shard,	he	was	faced	with	one	more	fight	against	Entreri,	one	which	the	assassin	would	end	up
winning	through	the	help	of	Kimmuriel	Oblodra,	though	Jarlaxle	helped	fake	Drizzt's	demise.[47]	Rise	of	Many-Arrows[]	In	the	Year	of	the	Tankard,	1370	DR,	Drizzt	was	involved	in	the	battle	at	Shallows	against	the	invading	orcs	and	frost	giants.	He	distracted	five	of	the	nine	giants,	leading	them	on	a	chase	that	led	to	him	entering	a	cave	system
through	a	narrow	gap.	The	giants	were	unable	to	follow	him	inside,	and	blocked	off	the	entrance	with	boulders.	Drizzt	spent	several	days	looking	for	an	alternative	way	out,	and	when	he	found	one,	he	returned	near	to	Shallows	to	witness	the	collapse	of	its	wizard's	tower,	with	a	figure	he	thought	to	be	Bruenor	on	it.	He	believe	that	Bruenor	had	been
killed,	and	this	had	a	profound	emotional	effect	on	him.[48]	Drizzt	and	Guen	battling	a	frost	giant.	Although	the	Companions	of	the	Hall	soon	reunited,	it	would	be	in	vain	as	Drizzt	experienced	the	horror	of	accidentally	killing	Ellifain.	Drizzt's	torments	grew	even	worse	as	he	believed	Catti-brie,	Regis,	Wulfgar	and	Bruenor	were	all	dead	by	the	actions
of	Obould	Many-Arrows.	During	this	time,	Drizzt	worked	with	Innovindil	and	plotted	to	kill	Obould.	Drizzt	fought	two	duels	with	Obould,	one	in	which	he	was	defeated	and	one	that	resulted	in	a	draw.[49][50]	Drizzt	later	returned	to	Mithral	Hall,	with	the	Companions	of	the	Hall	alive	and	well.	He	then	acted	on	his	feelings	with	Catti-brie,	who	had
never	resumed	her	relationship	with	Wulfgar,	and	Drizzt	eventually	married	her.	During	the	time	Drizzt	was	in	a	relationship	with	Catti-brie,	he	dealt	with	an	uprising	in	the	Kingdom	of	Many-Arrows,	Kensidan	the	Pirate	King,	and	the	Ghost	King.[51][52][53]	Post-Spellplague[]	The	Spellplague	resulted	in	the	deaths	of	Catti-brie	and	Regis,	leaving
Drizzt	and	Bruenor	to	find	Gauntlgrym	alone.	During	their	search	for	clues,	Drizzt	became	involved	in	another	war	with	Many-Arrows,	engaging	in	the	fighting	and	diplomatic	efforts	before	being	rewarded	by	the	government	of	Luruar	and	fostering	a	better	relationship	with	the	orcs.[41]	After	a	fifty-year	search,	Drizzt	and	Bruenor	eventually	found
Gauntlygrym.	However,	it	lay	near	the	"city"	of	Neverwinter,	which	was	a	core	target	of	the	war	between	Thay	and	Netheril,	another	war	Drizzt	would	be	drawn	into.[41]	With	Bruenor	dying	in	the	battle	for	Gauntlgrym,	Drizzt	joined	forces	with	Dahlia	Sin'felle,	with	whom	he	engaged	in	a	romantic	relationship.	He	later	ran	into	Artemis	Entreri	again,
whose	life	had	apparently	been	sustained	by	Charon's	Claw.	Drizzt	joined	forces	with	his	long-time	nemesis,	dealing	blows	to	both	Thay	and	the	Netherese	by	orchestrating	the	killings	of	Sylora	Salm	for	Dahlia	and	Herzgo	Alegni	for	Entreri's	freedom.	However,	while	battling	Alegni	in	Neverwinter,	Guenhwyvar	leapt	through	a	portal	to	the	Shadowfell
and	Drizzt	found	that	he	could	no	longer	summon	her.[54][55]	Drizzt	then	destroyed	Charon's	Claw,	as	per	Entreri's	wish	for	death.	When	this	did	not	kill	his	rival,	the	drow	and	Dahlia	were	joined	by	the	assassin,	now	as	an	ally.	Also	joining	them	were	two	former	Cavas	Dun	mercenaries,	a	dwarven	spy	for	Citadel	Adbar	named	Ambergris	and	a	monk
who	used	to	be	part	of	the	Order	of	Yellow	Rose	named	Afafrenfere.[55]	Drizzt	briefly	sought	out	Thibbledorf	Pwent	when	he	learned	that	the	battlerager	had	risen	as	a	vampire	but	left	him	to	face	the	sun	as	per	Pwent's	wish.	He	did	however	discover	that	he	could	summon	Guenhwyvar	again,	though	she	appeared	haggard,	as	if	she	had	not	rested.
Focusing	instead	on	a	plan	to	change	Entreri's	moral	outlook	and	distract	Dahlia	from	her	unexpected	reunion	with	her	son	(whom	she	had	thought	dead	for	twenty	years),	he	led	his	four	allies	to	Port	Llast	and	helped	restore	that	city	to	a	measure	of	its	former	glory.	Traveling	to	Luskan,	Ship	Kurth	persuaded	Drizzt	and	his	friends	to	travel	by	boat	to
Baldur's	Gate	but	it	was	all	a	ploy	by	Bregan	D'aerthe	to	get	them	out	of	Luskan	as	Tiago	Baenre	was	coming	to	hunt	and	defeat	Drizzt	in	combat.[56]	While	in	Baldur's	Gate,	Artemis	cuckolded	him	with	Dahlia	and	they	encountered	Dahlia's	son	Effron	again.	They	took	Effron	with	them	on	their	ship,	where	he	and	his	mother	reconciled.	Effron	became
an	ally	and	told	Drizzt	that	Guenhwyvar	was	imprisoned	on	the	Shadowfell	by	Draygo	Quick	and	was	using	Drizzt's	oldest	friend	to	spy	on	the	group.	Effron	brought	them	to	the	Shadowfell	and	helped	them	to	invade	Quick's	manse.	It	was	a	trap	though	and	Drizzt	was	captured	with	Effron,	while	the	others	were	petrified	by	a	medusa.	Drizzt	was	a
prisoner	of	Quick	for	nearly	a	year,	repeatedly	grilled	on	his	faith	in	Mielikki	until	a	rescue	was	mounted	by	Jarlaxle,	who	freed	him	and	all	of	his	friends.	However,	back	in	Luskan,	they	were	warned	that	Tiago	was	still	hunting	them.	Drizzt	resolved	to	go	back	to	Icewind	Dale	to	keep	his	friends	safe.[56]	While	there,	he	heard	rumors	of	Iruladoon	and
when	he	and	his	friends	arrived	there,	powerful	magic	sent	them	all	to	sleep.	They	were	trapped	in	that	pocket	plane	for,	as	it	turned	out,	eighteen	years,	finally	awakening	in	the	Year	of	the	Awakened	Sleepers,	1484	DR,	a	coincidence	not	lost	on	the	group.[57]	A	lot	had	changed	in	those	years.	Drizzt	was	no	longer	welcome	in	the	Ten	Towns	after
Errtu	had	returned	to	take	his	revenge	and	Drizzt	wasn't	around	to	defend	against	the	balor.	Drizzt's	allies	reasoned	that	they	could	leave	Icewind	Dale	safely	but	Drizzt	refused	to	leave	with	them,	explaining	to	Dahlia	that	he	no	longer	held	any	affection	for	her,	deciding	they	should	go	their	separate	ways.	Soon	after	that	admission,	the	outraged
Dahlia	attacked	and	mortally	wounded	him,	as	he	didn't	want	to	harm	her.	She	left	with	Entreri,	Ambergris,	Afafrenfere,	and	Effron.	Drizzt	was	left	behind,	though	the	monk	and	the	dwarf	wanted	to	go	back	and	aid	him.[56]	With	the	help	of	Guenhwyvar,	he	managed	to	climb	atop	Kelvin's	Cairn.	His	head	wound	was	mortal	and	it	was	obvious	that	he
was	going	to	die.	The	drow	even	saw	light	and	the	image	of	Catti-brie,	whom	he	thought	had	come	as	a	ghost	to	him.	As	he	lay	dying	from	his	wound,	however,	a	Catti-brie	of	flesh	and	blood	arrived,	accompanied	by	Regis,	Bruenor	and,	most	shockingly,	Wulfgar.	All	of	them	had	been	reincarnated	by	Mielikki,	the	goddess	giving	them	a	second	chance
in	life	to	aid	Drizzt	Do'Urden.	Catti-brie	healed	Drizzt	by	the	grace	of	Mielikki	and	they	were	all	reunited.[58]	But	their	adventures	were	far	from	over	as	the	lich	Ebonsoul	was	onto	them,	following	Regis	from	the	Sea	of	Fallen	Stars.[59]	Companions	Codex[]	The	Companions,	reunited,	traveled	to	Gauntlgrym	to	release	Thibbledorf	Pwent	from	his
curse	of	vampirism.	Along	the	way,	they	stopped	in	Longsaddle,	where	the	Harpells	gave	Catti-brie	items	to	entrap	Pwent's	soul.	However,	Catti-brie	instead	used	the	items	to	entrap	the	lich	Ebonsoul's	soul,	forcing	her	to	later	capture	Pwent	in	Wulfgar's	horn	of	summoning.	In	Gauntlgrym,	the	Companions	learned	about	the	entrapment	of	Artemis
Entreri,	Ambergris,	Afafrenfere,	and	Dahlia	Sin'felle,	formerly	Drizzt's	companions.	Drizzt	insisted	they	remain	to	aid	them.	The	first	two	escaped,	but	Dahlia	was	apparently	killed	in	the	battle	between	the	proxy	of	Lolth	(Dahlia)	versus	the	proxy	of	Mielikki	(Catti-brie).[60]	The	Companions	then	headed	back	to	Longsaddle,	where	the	Harpells	released
Pwent,	although	his	embodiment	remained	in	the	horn	of	summoning.	They	headed	out	for	Mithral	Hall,	but	stopped	in	Nesme	to	take	a	stand	against	orc	and	goblin	attacks	involved	with	the	Darkening.	Drizzt	engaged	in	some	subterfuge	with	Regis,	who	used	his	hat	to	disguise	himself	as	a	goblin	shaman.	The	Companions	left	after	a	time;	soon	after,
Nesme	fell	to	the	horde.[61]	The	Companions	travelled	through	the	Underdark	to	reach	Mithral	Hall,	although	Wulfgar	and	Regis	became	separated	from	the	group,	when	they	encountered	orcs	and	goblinoids	who	lurked	in	the	tunnels	below	the	fortress.	After	escaping	these	enemies,	Drizzt,	Bruenor,	and	Catti-brie	made	their	way	to	the	throne	room
of	Mithral	Hall,	where	they	revealed	the	truth	of	the	companions'	reincarnations	to	King	Connerad.	Although	Connerad	offered	to	give	up	the	throne	to	Bruenor,	the	dwarf	declined.[61]	Later,	Drizzt,	Bruenor,	and	Catti-brie	led	an	attempt	to	break	out	of	the	besieged	Mithral	Hall,	which	was	foiled	by	Tiago	Baenre	and	Arauthator,	with	Drizzt	only
surviving	his	encounter	with	the	dragon	(and	its	dangerous	ice	breath)	because	of	the	spell	of	cold	resistance	Catti-brie	cast	on	him.[61]	Relationships[]	Ellifain[]	Drizzt	was	haunted	by	the	memory	of	a	moon	elf	girl	called	Ellifain	Tuuserail,	also	known	by	her	male	alias	"Le'lorinel".	On	his	first	visit	to	the	surface,	he	participated	in	an	attack	on	the
surface	elves	with	his	fellow	drow.	During	this	experience,	he	began	to	realize	how	vile	he	found	his	own	kin,	and	saved	the	young	Ellifain	by	smearing	her	with	blood	from	her	mother's	corpse.	Ellifain	recalled	a	different	account	of	events	and	believed	Drizzt	to	be	responsible	for	her	mother's	death,	hunting	him	down	relentlessly.[62]	This	culminated
in	a	final	encounter	between	the	two,	in	which	both	were	mortally	wounded.	Ellifain	died	believing	Drizzt	to	have	also	been	killed,	but	Bruenor	Battlehammer	came	to	his	aid	and	saved	his	life.[62]	Drizzt	finally	released	his	guilt	after	Ellifain's	soul	was	summoned	and	apologized	for	her	unwarranted	hatred	of	Drizzt.[63]	Catti-brie[]	Drizzt	found
himself	in	love	with	Catti-brie,	although	he	was	unwilling	to	deal	with	the	emotional	implications	of	this	initially.[64]	Her	eventual	death	heralded	a	significant	change	in	Drizzt's	personality.[65][note	2]	Drizzt	sometimes	used	nicknames	with	Catti-brie,	calling	her	"Cat"[65]	or	"Catti."[66]	In	1484	DR,	Drizzt	gave	Catti-brie	the	magical	ruby	band	(found
on	Brack'thal	Xorlarrin's	body)	as	a	symbol	of	his	love.[67]	Catti-brie	gave	birth	to	their	daughter	Briennelle	Zaharina—named	for	both	of	her	grandfathers,	Bruenor	and	Zaknafein—during	the	war	between	all	the	houses	of	Menzoberranzan	outside	and	beneath	Gauntlgrym	in	1488	DR.	The	child	had	auburn	hair,	like	her	mother,	and	her	eye	color	was
like	her	father's,	except	a	deeper,	jewel-toned	purple.	Brie-Zara's	skin	tone	was	somewhere	between	her	parents'	coloring,	like	a	pink	flower	at	dusk	in	hue.[17]	Artemis	Entreri[]	Artemis	Entreri	was	the	arch-nemesis	of	Drizzt	Do'Urden.	Despite	his	human	nature,	Entreri	was	one	of	the	few	matches	for	Drizzt	in	combat.	Drizzt	believed	Entreri	to	be
his	alter-ego,	and	the	person	he	became	when	he	took	on	the	mindset	of	the	Hunter.[68]	He	also	saw	similarities	between	Entreri	and	his	beloved	father,	Zaknafein—both	killed	only	those	they	believed	deserved	it,	were	the	best	at	their	craft,	and	fought	against	a	world	they	perceived	as	evil.	However,	he	believed	that	Entreri	was	unjustified	in	his
actions,	and	that	there	were	some	aspects	of	his	reality	that	were	deserving	of	mercy.	He	also	saw	a	glint	of	compassion	hidden	under	the	"impenetrable	shell	that	he	[Entreri]	now	wears."	For	this	reason,	Drizzt	spared	Entreri	when	he	managed	to	best	him	in	combat.	Drizzt	hoped	that	Entreri	would	find	a	way	out	of	the	emotionless,	empty	existence
he	lived.[69]	When	they	were	reunited	many	years	later,	after	Drizzt	thought	the	man	long	dead,	he	tried	to	foster	that	spark	of	compassion	once	Charon's	Claw	was	thrown	into	Maegera's	pit	and	seemed	to	have	made	some	progress	during	their	adventures	in	Port	Llast.	Ultimately,	Entreri	saved	Drizzt	from	Dahlia's	brutal	attack	on	Kelvin's	Cairn.
[56]	Dahlia	Sin'felle[]	Dahlia	Sin'felle	was	a	conundrum	for	Drizzt.	Plagued	by	memories	of	Catti-brie,	he	struggled	to	reconcile	his	desires	for	the	passionate,	attractive	elf.	He	came	to	realize,	after	nearly	a	year	with	her,	that	he	was	using	her	to	try	and	get	over	his	late	wife	as	much	as	she	was	using	him	for	his	body.	Things	were	further	complicated
when	he	discovered	that	Dahlia	and	Artemis	Entreri	had	bonded	on	an	emotional	level,	linked	by	their	troubled	lives.	Though	Charon's	Claw	tried	to	fan	the	flames	of	resentment	to	prevent	its	destruction,	eventually	he	found	that	he	didn't	care,	even	ignoring	the	fact	that	Dahlia	slept	with	the	assassin.	Unfortunately,	Dahlia	had	fallen	in	love	with
Drizzt	and	greatly	resented	his	repeated	rejection	of	her,	which	led	to	her	attacking	him	with	lethal	force.[56]	Appendix[]	Notes[]	↑	After	escaping	from	the	Underdark,	Drizzt,	being	a	fairly	young	drow,	quickly	jumped	to	the	conclusion	that	he	was	a	faithful	of	Mielikki.	This	was	spurred	on	by	his	fellow	ranger	and	guide,	Montolio	Debrouchee.	Over	a
century	later,	Drizzt	slowly	began	to	deny	his	faith	to	the	Forest	Queen.	This	was	further	brought	on	by	his	love,	Catti-brie,	becoming	a	Chosen	of	the	same	deity.	Catti-brie,	who	directly	announced	the	beliefs	of	her	goddess,	largely	shook	Drizzt	of	his	faith.	Drizzt	did	not	agree	with	Mielikki's	beliefs	of	advocating	and	committing	mass	genocide,	racial
discrimination,	and	even	infanticide,	particularly	that	of	goblinkind.	In	the	late–15th	century	DR,	Drizzt	became	completely	unsure	of	his	belief	and	the	tenets	of	Mielikki,	thus,	he	began	to	only	follow	his	own	heart	and	beliefs.	When	asked	the	question:	"You	name	Mielikki	as	your	goddess?",	he	explained	his	system	of	belief,	and	summarized	with:
"No,	I	do	not".	↑	From	the	end	of	the	Hunter's	Blades	trilogy	and	more	recently	The	Orc	King,	Drizzt	and	Catti-brie	are	unofficially	married,	as	there	were	no	formalities	involved.	It	is	implied	within	The	Orc	King	that	they	have	slept	together,	shortly	before	Drizzt	set	out	to	find	Tos'un,	as	well	as	in	The	Pirate	King,	on	page	50.	In	The	Ghost	King,
Drizzt	and	Catti-brie	had	been	married	for	approximately	eight	years.	The	pronunciation	is	given	as	"Drist	Doe-URR-den"	in	the	Forgotten	Realms	Campaign	Setting:	Running	the	Realms	(2nd	edition,	revised).[71].	The	pronunciation	is	also	given	as	"Drits"	instead	of	"Drist"	in	the	book	The	Crystal	Shard,	when	he	teaches	a	child	how	to	pronounce	his
name,	and	in	interviews	with	R.A.	Salvatore.	The	pronunciation	is	also	given	in	the	book	Sojourn,	where	he	teaches	another	child	how	to	pronounce	his	name,	whereupon	the	little	boy	runs	for	his	mother	yelling	"It's	a	drizzit!",	although	Drizzt	corrects	this	common	pronunciation	several	times	throughout	the	books.	Drizzt,	alongside	Guenhwyvar,	made
a	cameo	appearance	in	the	2011	one-shot	comic	book	Unit:	E,	as	part	of	a	splash	panel	depicting	various	characters	from	Hasbro-owned	properties,	as	shown	by	Synergy	from	Jem	and	the	Holograms	to	characters	from	Micronauts).	In	Baldur’s	Gate:	Dark	Alliance	and	Baldur’s	Gate:	Dark	Alliance	2,	Drizzt’s	voice	was	provided	by	Jeff	Bennett.
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Donovan,	Paul	Culotta	(August	1996).	Heroes'	Lorebook.	(TSR,	Inc),	p.	44.	ISBN	0-7869-0412-7.	↑	14.0	14.1	14.2	14.3	14.4	14.5	14.6	R.A.	Salvatore	(December	1990).	Exile.	(TSR,	Inc.),	p.	?.	ISBN	0-8803-8920-6.	↑	R.A.	Salvatore	(June	2006).	Sojourn.	(Wizards	of	the	Coast).	ISBN	0-7869-4007-7.	↑	Brian	R.	James,	Ed	Greenwood	(September	2007).
The	Grand	History	of	the	Realms.	Edited	by	Kim	Mohan,	Penny	Williams.	(Wizards	of	the	Coast),	p.	132.	ISBN	978-0-7869-4731-7.	↑	17.0	17.1	R.A.	Salvatore	(July	2020).	Relentless.	(Harper	Voyager),	p.	?.	ISBN	978-0062688668.	↑	Brian	R.	James,	Eric	Menge	(August	2012).	Menzoberranzan:	City	of	Intrigue.	(Wizards	of	the	Coast),	pp.	41–42.
ISBN	978-0786960361.	↑	Chris	Sims	&	Chris	Youngs	(October	2009).	“Campaign	Workshop:	Hero	Battle:	Drizzt”.	In	Chris	Youngs	ed.	Dungeon	#171	(Wizards	of	the	Coast)	(171).,	pp.	98–103.	↑	Ed	Greenwood,	Julia	Martin,	Jeff	Grubb	(1993).	Forgotten	Realms	Campaign	Setting	2nd	edition	(revised),	Running	the	Realms.	(TSR,	Inc),	p.	33.	ISBN	1-
5607-6617-4.	↑	21.0	21.1	R.A.	Salvatore	(March	2005).	The	Crystal	Shard.	(Wizards	of	the	Coast),	p.	256.	ISBN	0-7869-1606-0.	↑	R.A.	Salvatore	(July	2003).	The	Thousand	Orcs.	(Wizards	of	the	Coast),	p.	187.	ISBN	978-0786929801.	↑	R.A.	Salvatore	(July	2003).	The	Thousand	Orcs.	(Wizards	of	the	Coast),	p.	184.	ISBN	978-0786929801.	↑	R.A.
Salvatore	(September	2014).	Rise	of	the	King.	(Wizards	of	the	Coast),	p.	106.	ISBN	0-7869-6515-0.	↑	R.A.	Salvatore	(September	2014).	Rise	of	the	King.	(Wizards	of	the	Coast),	p.	17.	ISBN	0-7869-6515-0.	↑	26.0	26.1	R.A.	Salvatore	(August	1993).	Starless	Night.	(TSR,	Inc),	p.	?.	ISBN	1-56076-880-0.	↑	R.A.	Salvatore	(July	2003).	The	Thousand	Orcs.
(Wizards	of	the	Coast).	ISBN	978-0786929801.	↑	R.A.	Salvatore	(June	2004).	The	Lone	Drow.	(Wizards	of	the	Coast).	ISBN	978-0786932283.	↑	29.0	29.1	29.2	29.3	R.A.	Salvatore	(December	2005).	Homeland.	(Wizards	of	the	Coast).	ISBN	0-7869-3953-2.	↑	30.0	30.1	R.A.	Salvatore	(March	2005).	The	Crystal	Shard.	(Wizards	of	the	Coast).	ISBN	0-7869-
1606-0.	↑	31.0	31.1	R.A.	Salvatore	(November	2005).	The	Halfling's	Gem.	(Wizards	of	the	Coast).	ISBN	0-7869-3825-0.	↑	R.A.	Salvatore	(December	1990).	Exile.	(TSR,	Inc.),	chap.	22,	p.	261.	ISBN	0-8803-8920-6.	↑	R.A.	Salvatore	(July	2003).	The	Thousand	Orcs.	(Wizards	of	the	Coast),	p.	30.	ISBN	978-0786929801.	↑	34.0	34.1	R.A.	Salvatore	(July
2003).	The	Thousand	Orcs.	(Wizards	of	the	Coast),	pp.	120–121.	ISBN	978-0786929801.	↑	R.A.	Salvatore	(August	1995).	Siege	of	Darkness.	(TSR,	Inc),	p.	114.	ISBN	1-7869-0164-0.	↑	R.A.	Salvatore	(November	2005).	The	Halfling's	Gem.	(Wizards	of	the	Coast).	ISBN	0-7869-3825-0.	↑	R.A.	Salvatore	(January	1988).	The	Crystal	Shard.	(TSR,	Inc),	p.
155.	ISBN	0-88038-535-9.	↑	38.0	38.1	R.A.	Salvatore	(February	1993).	“Dark	Mirror”.	In	James	Lowder	ed.	Realms	of	Valor	(TSR,	Inc.),	p.	302–334.	ISBN	1-56076-557-7.	↑	R.A.	Salvatore	(July	2008).	The	Orc	King.	(Wizards	of	the	Coast).	ISBN	978-0786950461.	↑	R.A.	Salvatore	(March	2014).	Night	of	the	Hunter.	(Wizards	of	the	Coast),	p.	254.
ISBN	0-7869-6511-8.	↑	41.0	41.1	41.2	R.A.	Salvatore	(October	2010).	Gauntlgrym.	(Wizards	of	the	Coast).	ISBN	978-0786955008.	↑	R.A.	Salvatore	(August	2012).	Charon's	Claw.	(Wizards	of	the	Coast),	chap.	24,	pp.	315–317.	ISBN	0-7869-6223-2.	↑	43.0	43.1	43.2	43.3	43.4	43.5	R.A.	Salvatore	(June	2006).	Sojourn.	(Wizards	of	the	Coast).	ISBN	0-
7869-4007-7.	↑	44.0	44.1	R.A.	Salvatore	(November	2005).	The	Legacy	(reissued).	(Wizards	of	the	Coast).	ISBN	0-7869-3984-2.	↑	R.A.	Salvatore	(November	2006).	Siege	of	Darkness.	(Wizards	of	the	Coast).	↑	46.0	46.1	R.A.	Salvatore	(August	2008).	Passage	to	Dawn.	(Wizards	of	the	Coast).	ISBN	978-0786949113.	↑	R.A.	Salvatore	(October	1998).	The
Silent	Blade.	(Wizards	of	the	Coast).	ISBN	978-0786913886.	↑	R.A.	Salvatore	(July	2003).	The	Thousand	Orcs.	(Wizards	of	the	Coast),	p.	343.	ISBN	978-0786929801.	↑	R.A.	Salvatore	(June	2004).	The	Lone	Drow.	(Wizards	of	the	Coast).	ISBN	978-0786932283.	↑	R.A.	Salvatore	(September	2005).	The	Two	Swords.	(Wizards	of	the	Coast).	ISBN	0-7869-
3790-4.	↑	R.A.	Salvatore	(July	2008).	The	Orc	King.	(Wizards	of	the	Coast).	ISBN	978-0786950461.	↑	R.A.	Salvatore	(Oct.	2008).	The	Pirate	King.	(Wizards	of	the	Coast).	ISBN	978-0-7869-4964-9.	↑	R.A.	Salvatore	(July	2010).	The	Ghost	King.	(Wizards	of	the	Coast).	ISBN	978-0-7869-5499-5.	↑	R.A.	Salvatore	(October	4,	2011).	Neverwinter.	(Wizards	of
the	Coast).	ISBN	0786958421.	↑	55.0	55.1	R.A.	Salvatore	(August	2012).	Charon's	Claw.	(Wizards	of	the	Coast),	p.	?.	ISBN	0-7869-6223-2.	↑	56.0	56.1	56.2	56.3	56.4	R.A.	Salvatore	(March	2013).	The	Last	Threshold.	(Wizards	of	the	Coast).	ISBN	0-7869-6364-6.	↑	R.A.	Salvatore	(March	2013).	The	Last	Threshold.	(Wizards	of	the	Coast),	chap.	29,	p.
365.	ISBN	0-7869-6364-6.	↑	R.A.	Salvatore	(August	6,	2013).	The	Companions.	(Wizards	of	the	Coast),	chaps.	29,	Epilogue,	pp.	373,	378.	ISBN	0-7869-6371-9.	↑	R.A.	Salvatore	(August	6,	2013).	The	Companions.	(Wizards	of	the	Coast),	chap.	Epilogue,	p.	377.	ISBN	0-7869-6371-9.	↑	R.A.	Salvatore	(September	2014).	Night	of	the	Hunter.	(Wizards	of
the	Coast).	ISBN	0-7869-6517-7.	↑	61.0	61.1	61.2	R.A.	Salvatore	(September	2014).	Rise	of	the	King.	(Wizards	of	the	Coast),	p.	?.	ISBN	0-7869-6515-0.	↑	62.0	62.1	R.A.	Salvatore	(July	2003).	The	Thousand	Orcs.	(Wizards	of	the	Coast),	p.	32.	ISBN	978-0786929801.	↑	R.A.	Salvatore	(February	2006).	“Comrades	at	Odds”.	Realms	of	the	Elves	(Wizards
of	the	Coast).	ISBN	0-7869-3980-X.	↑	R.A.	Salvatore	(July	2003).	The	Thousand	Orcs.	(Wizards	of	the	Coast),	p.	231.	ISBN	978-0786929801.	↑	65.0	65.1	R.A.	Salvatore	(July	2010).	The	Ghost	King.	(Wizards	of	the	Coast).	ISBN	978-0-7869-5499-5.	↑	R.A.	Salvatore	(March	2014).	Night	of	the	Hunter.	(Wizards	of	the	Coast),	p.	185.	ISBN	0-7869-6511-8.
↑	R.A.	Salvatore	(March	2014).	Night	of	the	Hunter.	(Wizards	of	the	Coast),	pp.	78–79.	ISBN	0-7869-6511-8.	↑	R.A.	Salvatore	(June	2004).	The	Lone	Drow.	(Wizards	of	the	Coast).	ISBN	978-0786932283.	↑	R.A.	Salvatore	(June	2005).	Servant	of	the	Shard.	(Wizards	of	the	Coast),	p.	134.	ISBN	0-7869-3950-8.	↑	R.A.	Salvatore	(March	2005).	The	Crystal
Shard.	(Wizards	of	the	Coast),	p.	282.	ISBN	0-7869-1606-0.	↑	Ed	Greenwood,	Julia	Martin,	Jeff	Grubb	(1993).	Forgotten	Realms	Campaign	Setting	2nd	edition	(revised),	Running	the	Realms.	(TSR,	Inc),	p.	33.	ISBN	1-5607-6617-4.	Connections[]	Drizzt,	a	powerful	warrior	in	the	Forgotten	Realms,	is	best	known	as	a	Ranger	in	Dungeons	&	Dragons,
excelling	in	both	archery	and	dual-wielding	combat.	With	stats	like	22	Dexterity	and	levels	in	both	Ranger	and	Fighter	classes,	Drizzt	has	become	a	high-level,	nearly	unbeatable	hero	in	D&D.	As	a	Drow,	Drizzt	has	natural	abilities	like	infravision	and	faerie	fire,	but	also	faces	drawbacks	like	sunlight	sensitivity	in	combat	situations.	As	a	character	who
exists	in	a	world	governed	by	Dungeons	&	Dragons	rules,	it's	worth	wondering	how	they	define	The	Legend	of	Drizzt's	titular	hero.	Arguably	the	most	well-known	hero	tied	to	the	Dungeons	&	Dragons	universe,	Drizzt	Do'Urden	has	had	his	stories	told	across	various	mediums,	with	the	character	headlining	39	fantasy	novels,	not	to	mention	a	multitude
of	appearances	in	comic	books,	video	games,	and	official	D&D	campaigns.	Through	these	adventures,	Drizzt	has	done	more	than	earn	his	reputation	as	one	of	the	most	competent	warriors	around.	Drizzt	is	a	longtime	fixture	of	the	Forgotten	Realms,	the	most	popular	campaign	setting	associated	with	the	D&D	brand.	In	his	travels	across	a	number	of
key	Dungeons	&	Dragons	locations,	Drizzt	has	made	a	name	for	himself	as	one	of	the	world's	most	famous	heroes.	With	that	in	mind,	it's	not	surprising	at	all	that	the	role	of	the	intentionally	overpowered	warrior	filled	by	Rege	Jean-Page's	Xenk	in	Dungeons	&	Dragons:	Honor	Among	Thieves	almost	went	to	Drizzt.	As	for	how	strong	he	actually	is,	the
many	rules	in	D&D	paint	a	clear	picture	of	his	capabilities.	Drizzt	Is	Primarily	A	Ranger	In	Dungeons	&	Dragons	All	Dungeons	&	Dragons	characters	are	characterized	into	classes,	with	Drizzt	Do'Urden	being	classified	as	a	Ranger.	A	type	of	warrior,	the	Ranger	is	generally	weaker	than	the	Barbarian	and	Fighter,	but	is	still	capable	of	becoming	an
expert	in	a	wide	range	of	weapon	fields.	The	ranger	can	usually	cast	low-level	cleric	spells	and	is	expected	to	have	an	excellent	understanding	of	the	natural	world,	which	they	often	use	to	their	benefit.	In	Drizzt's	books,	he	made	the	choice	to	be	a	Ranger	in	Sojourn,	the	third	installment	in	the	Dark	Elf	prequel	trilogy.	After	leaving	the	Underdark,	he
was	trained	to	be	a	Ranger	by	his	mentor,	Montolilo	Debrouchee.	His	approach	to	fighting	is	perfectly	in	line	with	his	chosen	D&D	class.	Since	rangers	usually	have	high	Dexterity	(a	skill	that	goes	hand-in-hand	with	archery),	many	rangers	prefer	to	fight	with	bows	and	crossbows,	but	that	doesn't	apply	to	all	of	them.	Many	Rangers,	including	Drizzt,
use	their	high	Dexterity	to	fight	with	two	weapons.	Drizzt	famously	uses	a	pair	of	scimitars	-	Icingdeath	and	Twinkle	-	through	most	of	his	Dungeons	&	Dragons	adventures.	While	Drizzt	is	primarily	thought	of	as	a	Ranger,	he's	also	been	officially	recognized	as	a	Fighter	in	recent	years.	The	fifth	edition	D&D	rules	have	declared	that	Drizzt	is	both	a
Ranger	and	a	Fighter,	though	he	was	initially	deemed	a	Ranger	by	the	second	edition	rules.	The	retcon	works,	though,	considering	that	he	was	already	several	decades	old	when	he	became	a	Ranger	in	the	first	place.	The	type	of	training	Drizzt	received	in	his	home	city	of	Menzoberranzan	fits	with	the	skillsets	of	Fighters.	Drizzt's	Stats	(According	to
the	3.5	D&D	Edition	Rules)	Ability	Ability	Score	Strength	13	Dexterity	22	Constitution	15	Intelligence	17	Wisdom	17	Charisma	14	Because	of	all	the	experience	that	Drizzt	has	acquired	in	his	centuries	of	adventuring,	it's	only	logical	that	he'd	be	a	high-level	hero	in	a	D&D	campaign.	In	Hall	of	Heroes,	a	1989	sourcebook,	he	was	defined	as	a	10th-level



Ranger	before	being	upgraded	to	16th	in	1998.	The	change	made	sense,	considering	that	Drizzt	had	appeared	in	several	books	during	that	timespan.	Under	the	current	5th	edition	rules,	Drizzt	is	level	19,	but	as	noted	above,	he's	not	strictly	a	Ranger	anymore.	Rather,	it's	now	understood	that	Drizzt	has	11	levels	in	the	Fighter	class	and	8	as	a	Ranger.
Based	on	this,	it	seems	most	of	his	levels	were	accrued	during	his	Underdark	days	(before	Sojourn).	Because	level	progression	slows	down	the	stronger	one	gets,	it's	understandable	that	Drizzt	has	more	levels	as	a	Fighter	than	as	a	Ranger,	even	though	the	vast	majority	of	his	books	are	set	after	he	made	the	switch.	Regardless,	level	19	is
exceptionally	high	and	difficult	to	achieve,	and	judging	by	his	image	as	a	seemingly	unbeatable	warrior,	the	high	number	is	an	appropriate	designation	by	Dungeons	&	Dragons.	Years	of	weapons	training,	fighting,	and	tracking	have	a	lot	to	do	with	the	abilities	Drizzt	has	to	offer	as	a	Ranger	and	a	Fighter	in	the	Dungeons	&	Dragons	universe,	but	it's
important	to	note	that	some	of	his	positive	attributes	are	completely	natural.	Dungeons	&	Dragons	rules	dictate	that	each	race	comes	with	special	bonuses,	and	being	a	Drow	certainly	comes	with	more	than	its	fair	share	of	benefits	in	combat	situations.	Firstly,	Drow	have	infravision,	a	useful	ability	in	that	it	allows	them	to	see	in	the	dark.	Perfectly
complementing	this	ability	is	the	Drow's	power	to	create	giant	spheres	of	black	energy	that	cover	both	themselves	and	their	immediate	surroundings	in	total	darkness.	Since	they	have	infravision,	using	this	ability	doesn't	hinder	their	own	vision,	but	does	put	their	non-Drow	opponents	at	a	disadvantage.	Drizzt	has	a	long	history	of	utilizing	this	ability
in	sword	fights.	He	can	also	make	faerie	fire,	which	is	a	form	of	energy	that	highlights	his	targets	and	makes	them	easier	to	spot.	Of	course,	being	a	Drow	comes	with	drawbacks	as	well.	Drow	are	native	to	the	underground	world	of	the	Underdark,	so	being	in	the	sunlight	limits	them	to	some	degree.	In	Dungeons	&	Dragons,	this	aspect	of	their
physiology	is	acknowledged	through	penalties	to	their	ability	scores.	While	Drizzt	has	grown	accustomed	to	traveling	the	surface	world,	he	still	has	to	put	up	with	his	race's	natural	aversion	to	sunlight	in	The	Legend	of	Drizzt.	Reading	Lists	→	Drizzt	Drizzt	is	a	series	of	37	books	by	R.	A.	Salvatore.	The	first	book	published	in	the	series	is	The	Crystal
Shard	in	1988.	Here	is	a	complete	list	of	Drizzt	books	in	order.	Last	update:	July	21,	2025
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