
Forgotten Realms Calendar 
SHIELDMEET 

Once every four years, Shieldmeet is added to the Faerûnian calendar as a “leap day” 
immediately following Midsummer night. Shieldmeet is a day of open council between the 
people and their rulers. It is a day for making or renewing pacts and for proving oneself in 
tournaments. Those not seeking advancement treat the elite’s tournaments, duels, and trials 
of magical prowess as welcome additions to the holiday’s theatrical and musical 
entertainments. 

 

Hammer (Deepwinter) 
 1 2 3 4 5 6 7 8 9 10 

WEEK 1           
WEEK 2           
WEEK 3           

 
Midwinter 

 
Alturiak (The Claw of Winter or The Claws of Cold) 

 1 2 3 4 5 6 7 8 9 10 
WEEK 1           
WEEK 2           
WEEK 3           

Ches (Time of the Sunsets) 
 1 2 3 4 5 6 7 8 9 10 

WEEK 1           
WEEK 2           
WEEK 3           

Tarsakh (Time of the Storms) 
 1 2 3 4 5 6 7 8 9 10 

WEEK 1           
WEEK 2           
WEEK 3           

 
Greengrass 

 
Mirtul (The Melting) 

 1 2 3 4 5 6 7 8 9 10 
WEEK 1           
WEEK 2           
WEEK 3           
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Kythorn (The Time of Flowers) 

 1 2 3 4 5 6 7 8 9 10 
WEEK 1           
WEEK 2           
WEEK 3           

Flamerule (Summertide) 
 1 2 3 4 5 6 7 8 9 10 

WEEK 1           
WEEK 2           
WEEK 3           

 
Midsummer 

 
Eleasias (Highsun) 

 1 2 3 4 5 6 7 8 9 10 
WEEK 1           
WEEK 2           
WEEK 3           

Eleint (The Fading) 
 1 2 3 4 5 6 7 8 9 10 

WEEK 1           
WEEK 2           
WEEK 3           

 
Higharvestide 

 
Marpenoth (Leafall) 

 1 2 3 4 5 6 7 8 9 10 
WEEK 1           
WEEK 2           
WEEK 3           

Uktar (The Rotting) 
 1 2 3 4 5 6 7 8 9 10 

WEEK 1           
WEEK 2           
WEEK 3           

 
The Feast of the Moon 

 
Nightal (The Drawing Down) 

 1 2 3 4 5 6 7 8 9 10 
WEEK 1           
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WEEK 2           
WEEK 3           

 
Ten days comprise a Faerûnian week, also known as a tenday or less commonly, a 

ride. Refering to the week as a ride is more common in the nation of Cormyr, probably due 
to the predominance of mounted heroes and the fine horses of that realm. The individual 
days of the tenday do not have names. Instead they are referred to by number: first-day, 
second-day, and so on. Most folk start counting using their thumb as first-day, but Halflings 
are famous for using their pinkies to count first-day, so much so that the phrase “counting 
like a Halfling” means that someone is being different just to be difficult. 


