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PREFACE

At last...the world of Keynn!

Here you hold as much of Krynn as can be told in one book. The world
of the DRAGONLANCE® saga is a vast and complex one. This book alone
cannot hope to cover all of the wonder and magic of that fabled land. We
have compressed as much infotmation as we could into this volume, bur it
still proved to be too large a task.

To fully recreate the world of Krynn, we recommend that you read more
about this world—the DRAGONLANCE modules, the Chronicles wilogy,
the Legends trilogy, and the anthology seties of DRAGONLANCE Tales.
These not only give you 2 comprehensive picrure of the world and its
inhabitants, but they also grovide rich descriptions with which to color
your campaign. For more derailed maps of Krynn and many of its specific
environments, we direct you to Karen Fonstad's Atlas of Krynn.

You can certainly enjoy this book without playing the game...but what
a game it is! Those of you who are playing the DRAGONLANCE series in
the AD&D® game system will, as usual, need those rule books to play the
series as the epic role-playing game that it is. We have tried to avoid
duplicating matetial that is found in those other works so as to make room
for all the detail of Krynn that we possibly can. This means for you gamers
that you will need to refer to other AD&D books from time to time. We
assume that you have the Dungeon Master’s Guide and the Player’s
Handbook in order to play the game, Other works, however, you may not
have, such as the Dungeoncer’s Survival Guide, Wilderness Survival
Guide, and Unearthed Arcana. We have made extensive use of these
reference books in detailing the world of the DRAGONLANCE saga.
However, if you do not happen to have these latter works you should not
worty. The series should play just fine with just your Dungeon Master’s
Guide and Player’s Hamfbooi.

This book is written in a different format than the other AD&D
hardback books. The material that is specifically related to the AD&D
game system or to running a DRAGONLANCE campaign 15 placed in grey
boxes throughout the text. This means that the text is easier o read and
the game re%erenccs are readily available.

You, in all your letters, have beckoned us back to the world of Tanis,
Laurana, Kitiara, Raistlin and all the rest. May we now walk that road
together for a time once more, with old friends and new.

AN pHCUEL yA)
Tracy Hickman

Margarer Weis
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The Realms dBove
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“In the Cradle of the Sky,

On Silken Starshine lay

We who soon upon the Face of Krynn
would as infant mortals play.”



TheE UnIverseE

==

From the chaos born you come. . .the glori-
pus brilliance of the heavens surrounds you.
And the first glorious being you encountet is 2
wizard fumbling about in his grey cloak.

“Eh? Well! Fdon'tseom to recall secing you
wandering abour the realms of the gods
before! Never had much of 2 memory for
names. [ suppose that it doesn’™t much mater
since you don’t have one yet. Oh, not to wor-
ty, not to worry, that will come in time. Every-
ane gets 4 name you kaow. Hard to keep our
records straight here without it!

“I'm Fizban, Fizban the Fabulous, but vou
can call me...cr, well, whatever, 1 guess some
would call me the big guy around here, but
the truch of it is a bit more complicated than
that. Sull, I am here to help yvou ger on your
way into the fabulous world thar we have pre-
pared for you. Tragedy and comedy, honor
and mystery await you there!

“1 suppose you will want to get your hear-
ings first, ¢h? Mot easy stepping our of the
chaos and trying to make sense of the new uni-
verse, I8 ie? Well never you fear, for you have
Fizbur the Feverles...er, Fasbar the
Flaver., well, | am at your side every step of
the way.

“So let's,.. hmmmm. This crazy wizard s
roy favorice aspect, bue [ see that it is « bivdif-
ficult for vou just now. Let’s try someching a
bir more like what you would expect.”

The ald man’s robes flare suddenly with
striking rays of lighr. His form rises before you
eransformed into the shining brilliznce of the
greatest of henevolent dragons: Paladine,

The Tale Begins
ORrdERS Of the UNiverse

In the beginning were the pods from
Beyond.

There, before the beginning, they dwelt in
juy in the presence of the High God whose
children they were, [t was there decreed thata
new time and place would come to be. Time
would there begin again, spirits would live
and, in the course of tme, now power would
come w0 be.

Three were the pillars upon which this uni-
verse was forged: Good, Evil, and Newrality,
This was the great triangle upon which all the
universe was brought to be.

Reorx, the Forging God, strouck his hammer
amids the Chaos. Chaos sowed and the
spatks from hiz hammer became the stams.
From their light came diverse spirits of all
types: some disposed to good, some o evil,
and some o neutrality.

The gods began to quatrel over these spir-
itz The Gods of Good wanted to nurture the
spirits in the paths of righteousness and share
with them dominion over the universe, The
Gods of Evil sought o make the spirs their
slaves 1o de their every bidding, The Gods of
MNeutrality sought a balance: to give the spirits
freedom o choose for themselves whether
they would serve Good or Evil.

And so the All-Saints War raged among the
heavens. The Good and Neurral Gods com-
bined forces to keep Evil from a fingl victory,
Then spoke the High Ged from Bevond,
decrecing the Balance of the World. The Gods
of Good, Evil, and Neatrality would each be
zllowed to bestow one gift upon the spirs.

The Gods of Good gave the spics life and
phrsical form. Thus, the spisis gained control
aver the marerial world and became more like
the Gods themselves. The Gods of Good
hoped the spirits would bring peace and order
to the worlds and tead them along the path o
righteousness.

The Guods of Evil decreed that these physi-
¢al beings would hunger and thirst and have
o work to satisfy their needs. The Gods of Bvil
hoped chat through hunger and suffering they
could subjugate the races.

The CGrods of MNeurmlity gave the spiries the
gift of free will, o choose freely berween
Good and Evil. Thus did they preserve the
Balance.

And so the Gods creared the world of
Krynn as a dwelling place for the spiris. The
High God decreed thar each spirit could
choose his own way through life, Then would
come death, the passage from Keynn to the
next state of existence.

The Alignments of the
Gods

All of the universe stands upon the Grear
Trizngle. This foundation has always exised
and will exist down chrough the ages of time
and until the end of the world.

At the apexes of the wiangles stand the
thiee anchors upon which the universe is
built, These are known among men as Good.,
Evil, and Neutrality, It i inwo these positions
thar the gods align themselves in their effore
to maintain progress in the universe they have
brought inte being.

—3)

The Place of Mortals

Many races came into being from the spisis
that awoke. First were the elves, most favored
by the Gods of Good. Elves are the Shapers of
theworld, possessing good magic wo bend nat
ure to their will. They have the longest lik
span of all the spirits; although they chang:
the world, they themselves change very litele,

The human race 5 most favored by the
Gods of Neutralicy, although the souls of men
are coveted by the Gods of both Good and
Evil. Men can choose frecly beoween good and
evil. Their shorter time in the world 15 spend i
striving for power and knowledge, They are
quick to think and 1o ace—often withous con-
stdesing the consequences. Thus men give the
waorld motion.

The race of ogres is mose favored by the
Gods of Evil. In the beginning, the ogres wer
the most beautiful of the races, bue they could
think only of their hungers, They were casily
enslaved by their needs, and their beauty wan-
ished as their hungers devoured them. Ogres
are selfish and cruel; they delight in inflicting
pain and suffering upon the weak.

The High God created the fourch class of
beings: the animals. He created them wich
balance of Good, Evil, and Neurality, and
th .y were born of the world itself. Dragons are
the lotds of the animal kingdom. They are
free 1o choose among the alignments of the
gods.

When the spirits awoke at the sounding of
Reom's hammer, many of them found their
way into the alignments of the gods through
their inherent natures. The elves were drawn
naturally toward the Good alipnment while
the ogres were deawn to that of Evil. The and-
mals of the world were Meutral in their aspect
and came silently under the demain of the
Meutsal gods.

However, most wondrous were the spirts
called the Maran, meaning “Free-willed.”
These were men who possessed the ability w
choose their destinies. Mot placed at any of
the three poles of the gods' tiangle, humans
swing in the middle of the tiangle from pole
to pole to pole. This choice and free agency
gives mation 1o the universe and propels it
formard.

MNet only does man give motion to the uni.
verse, but be also nspires the other races to
action. Thus these are the most prized of all
the souls that awakened.



the Llaw of consequence

Tthe Law of
Consequence

Each of the three alignmenes in the universe
of Kryan espouses its own philosophy. These
philosophies are the roots of all moral action
in the world of Krynn.

1. Good Redeems its Own:  Also known as
the Law of Paladine, this statement reflects
the approach of all the gods of Good in their
effores to advance tath and koowledge in che
universe at large. Good secks to forward irs
goals and qims by redeeming and recalling the
lost members of lts flock and bring sbout the
advancement of che universe by compassion
and justice.

2. Evil Feeds Upon Iself: Also known as
the Law of the Dark Queen, this reflects evil’s
belief in naoeral selection through the elini-
nation of weaker beings, Chaotic Evil's objec
tive inn the universe is the supremacy of might
without any morz] considerstions whatsoever,
Lawful Evil's objectives are similar, but it seeks
o atrain supternacy through the rigid applica.
tion of 2 morality of strengeh,

3. Both Good and Evil Must Exist in Con-
trast: This is known as the Law of Gilean or
the Daoctrine of Shadow. This is the primary
position of the Newtral gods whe sce the
diversity of both view peint as balancing one
another on & universal scale. Should cither
side dominate, Neurrals maintain, then the
universe would be either sl Hght or all dark
withoue any contrasts 1o bring foous or pur

pose. Neutral's objective is unity in diversity.

4. The Law of Consequence: This final law
wag given by the High God himself w rule
over all other laws. For every law and rule thae
is obeved there is a reward and blessing; for
every law transgressed there is a punishment,
Blessings and punishments may not come
abiour immedistely, ot they occar eventually.

A proper DRAGONLANCE® game bases
its campaigns and it¢ motals around these

_principles—promoting the power of truth

over injostice, good over evil, and granting
good consequences for good acts and bad con-
sequenies for evil aces. '
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Lot n liIfe
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Characters
n Krynn

Those who find their way from the heavens
tor their mottal existences upon the face of
Krynn receive their lots in lite. This is not to
say chat chis 1s all that a soul may become in
the world—far from it, Because of the gift of
the High Geod to all humanity, frec will brings
to the circles of the world an infinite aumber
of people and viewpoints. It is up o you to
derermine who you become and what you do.

Yet in the beginning you start with 2 certain
lpt in life—a classification 48 to who yvou are
and what you may become, These classifica-
tions have exiseed sinee the beginning of time.
Some of these character types are universal
and exist not only in Koynn, but also on other
wotlds Far from the sight and koowledge of
the True Gods. Still orhers are unique to this
wotld of Krynn and exist nowhere else in all
the universes.

STaNdaRO Classes

While there are many more classes than are
given here, these are the ones you are now free

te-choose. Of those classes thar are common 1o
many different universes, the following are
possible for you In your sojourn in Kryan,
These are types that are truly universal. Alsa
listed are thoge types chat are unigue to the
realms of Krynn—these appear In italic type.

Clerics (heathen): Clerics who worship
gods other than the Troe Gods are considered
heathen clerics in the world of Keynn. They
are powetless and receive no blessings from
the gods, This class of characters includes cler-
ics from other universes who have somehow
cormne to Krynm by chance or design from those
other realms.

Druids (heathen): As with heathen clerics,
this refers to thar class of druid chat has come
from beyond Krynn. They also lose their
powers upon coming 1o Kryan,

Holy Orders of the Stars: This ticle refers o
the three genetal categories of clerics that
serve the gods of this universe, These follow
the lines of Good, Evil, or Newtralivg, Within
these throe divisions arc found the dlencs and
orders of each of the gods individually. Bach
order does service o its god and gains it
powers dependent upon the spheres of influ-
ence which that god holds. As there are six
separate gods in each of these divisions (not
counting the gods of magic), there zre no
fewer than 12 separare True Gods who main-

tain 2 varery of orders cach, Each has its own
power and sphere of influence thar derer-
mines the powers thart its pricsts have.

Fighters: Those of might and weapons.
These do bartle for others or for their own pur-
poses,

Barbarians: 3avages of the wilds. Though
undizciplined in the ways of civilized nations,
they are fierce warriors and have empathy with
nature. Barbarians in Kryon generally come
from the nosthern reaches of Ergoth and the
badlands of Khur

Rangers: “Wilderness masters. These folk
travel the plains of Krynn far and wide and 2c
well vemed in wilderness lore, They geoerally
come from Notdmaar regions as well as the
plaing areas about Tarsis and Abanasinia.

Cavaliers: Noble Knights of kingdoms,
Thesge are dlways found in service of individual
kingdoms and may be considered candidares
for the Knights of Solamnia.

Paladins: Knights in the cause of good.
Like cavaliers, these men are In single scovice
rather than to the greater Knighthood of the
Solamnic Orders, Their obedience and fealy
is sworn oot to a monarch but w 2 deity of
good.

Knights of Sofamnia: These are really three
digringt orders grouped inww one. The orders
are the Knights of the Crown, Knights of the
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Sword, and Knights of the Rose, A candidare
for the Order of the Sword must first have
attained certain fame as a Knight of the
Crown In order to be accepred. A candidare
for Knight of the Rose must have done like-
wise as a Knight of the Sword before being
accepred. These Knights and theic Orders of
Honor have been alvernately praised and
reviled throughout history. They maintained a
steadfast code of honot and enforced it with
both might and justice throughout their long
history,

Magic-Users (renegade): There are those
magic-uscrs who attempt to utilize their
powers outside the moderating influence of
the Orders of High Sercery. Those who do are
called magic-users by the common folk bt
are referred o as renegade wizards by those of
the Order of High Sorcery. These are carnestly
hunted down by the order to entice them o
join the order or destroy them if they refuge,
Renegade wizards have a shont life expecrancy
on Krynn.

[llusionists (renegade): Benegade illusion-
ists are those whose powers lie outside the
spheres of the three moons (see page 27).
They are treated the same way as renegade
magic-users.

Wizards of High Sorcery: There are three
types of High Sorcery Wizards: White Robe
wizards, Red Robe wizards, and Black Robe
wizards. They conrrol all magic on Kryon.

Thieves (Handlers): Here 15 2 fellow who
will steal from anyone. In most Kryon soci-
eties, this type of behavior i not only con-
demned but punished severcly, The only
exceptions 1o this rule are the kender, These
diminutive people, while embodying the
traits and abilities of chieves, call themselves
“handlers” since the term thief denotes one
who steals for gain. Handlers, on the other
hand, do not steal for personal gain, but sim-
ply out of an outrageous curiosity about every-
thing and everyone at all times. Kender
handlers are just as likely to leave something
behind as to rake something new. Sec Kender
(page 51) for a more complete description of
this race,

Thief/ Acrobats: These charactess not only
have certain sleighr-of-hand skills of thieves
but also the additional capabilities of zcrobat-
I MOVEMEent.

Travelers from
the Beyond

One of the many wonders in the universe is
the question of where the inhabitanes of
Krynn come from. Are some not of Reork’s
forging at the beginning of time? Many have
been the rumeors of travelers who have crossed
the vaid of the night sky or come by hidden
paths from worlds not of Keyon,

If you find yoursclf face to face with one
who is not of Kevnn, be wary! Strangers may
not understand your customs of your think-
ing.

Those whoe come w Kmnn from other
worlds may find more than they bargained
for. The gods of Ktynn have secured their
world against such incursions for fear of upset-
ting the balance of the world, There is 2 1%
per day comulative chance that a character vis-
iting Krynn from other worlds cannot ret: mn
across the void to his home world, This per-
centage 15 checked any time an awempr s
made, Those failing this check remain on
Frynn. This percentage never gets any higher
than 98%.

Another problem is that Kryon's systems of
government and finance are different from
most of those in the known universes. What
may be great wealth in other worlds iz worth
little here, The gods of Krynn are unlike those
in other realms and do not readily recognize
wotshipers from other worlds. Rencgade wiz
ards who demonstrate power without having
first passed the Test of High Sorcery (see page
44) are hunted by all members of that order in
Krynn and brought before the council for jus-
tice.

Thieves who may find casy pickings else-
where discover that law and justice in the cities
of Krynn are swift and complete. Those few
voyagers who have traveled from Keynn into
the worlds beyond report strange things
indeed. Gnomes find that there is a 105%
chance of failure for their devices whenever
the gods of that realm rake a dislike to them,

ACCepPTLaBle
Character Classes

The following character classes are accept-
able in 2 DEAGONLANCE® same campaign,
They are divided into classes and subclasses.
Chuaracter classes that are unique to Kryon are
nored in italics,
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Cleric (Heathen) *
Druid (Heathen)®
Holy Order of the Stars (Krynn Clencs}z
Fighter
Barbarian ;
Ranger i
Cavalier * :
Paladin *
Knight of Solamnia
Magic-User *
Hlusionist *
Wizard of High Sorcery
Thicf
Thief! Acrobat

* These classes have the following spccmL
limitations and rules in Kryan,

Clerics and Druids: Any cleric or druid wha_i‘
enrers Krynn from another world has lost con-|
tact with his original deity. In so deing, he has
become 4 heathen cleric,

Heathen clerics cannor cast spells or acquire
them as they normally might do. The Seckers
in the Haven and Solace regions thbanasmla
were clerics of this type,

Only by finding a True God who is redsona-
bly compatible with the teachings of his form.
er deity can a heathen cleric hope to regain i-usi
spell-casting abilities; in effect, he is mnveu—
ed o one of the Holy Otders of the Stars. i
While this may be no problem for him while
he is seill in Keynn (see Messengers from the
Heavens, page 39, for details on conversion)
his original deity may be upset at his actions
when (and if) he returns to his original uni-
verse. This will not happen, of course, if the
Kryon Order he worships is oompaubic with,
his original deity’s beliefs.

Cavaliers/ Paladins: These  represent
knights who ate operating under the direction
of an organizarion orher than the Knights of
Solamnia. Palading who do not convert to one |
of the True Gods (as with heathen clerics) lose
their special abilities and powers until they do
50, }
Crne of these characters may wish to join the
Solamnic Knights while be is in Krynn, but he
is not required o do so. If he joins, he must |
first enter the Order of the Crown as if a firse
level character. He then starts 2 second record |
of his experience points for determining his |
level, The cavalier or paladin who joins the
Knights retains his hit points, level, AC, and |
proficiencies at the level he had before joining
the Knighthood, but these stats do not |
increase until his Solamnic Enight li:w:l
equals his previous lwga"m He then pn}gmts
norma.!l}r asa Knight of Solamnia. Note chat it
is far easier for such an experienced Knight e
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gain expericnce points and go up in levels
than it is for those who are tmly first level.

If the cavalicr or paladin rerurms o his ozigi-
nal world, he can assume either his previous
experience points and level or use those he
acquired 4% 2 Knight of Solamnia (whichever
is higher).

Magic-Users/ Iusionists: Mo determina-
tion of which order the magic-user will follow
is made before he reaches 3d level (see Wiz-
ards of High Sorcery, page 27). The Wizards
of High Sorcery make no clear-cut distinction
between magic-users and illusionists, as
opposed to the sitvation in many AD&D®
garnes. What wizards are or believe is pretty
‘much left up to them prior o 3d level,

Magic-users and illusionists from other
campaigns and who are over 3d level are
immediately branded as renegades. The rules
for renegade wizards are found in the Wizards
of High Sorcery: They must either join the
order or be hunted by them. It is almost
always 2 quick and tragic end for renegades
unless they join the orders.

Characters of other classes revert o their
major classes when they enter Kiynn, with
experience points equal to the mid-poing of
their current level. Monks, for example,

become heathen clerics of equal level. There -

are no assassin characters in Krynn. These
would become thieves.

General Limritations
n Krynn

Player characters in other worlds can
advance to unlimited levels, bur not in
Kryon. Once a player character advances
beyond 18th level, the gods of Krynn fecl thac
it is time 10 reassign him to some other world.
Formunately for the lovers of Krynn, advance-
ment beyond 18th level iz not mandatory.
Your PC has the unique ability to refuse such
advancement {and thereby stay within the
wotld of Kryon). It isup o you.

Those few individuals who remain in the

" world beyond 18th level do so either by special
permission of the gods or by unnatural means.
The priviledged few include such beings as
the Dragon Highlords of the Queen of Dark-
ness or Raistlin, Takhisis is alwavs out o
destroy the balance of the world. This is not to
say that she grants such boons without great
reason. The rule iz thar PCs who wish to
temain in Keyan must forfeit any advance-
ment beyond 18th level regardless of class; if
they advance beyond that, the gods remove
them from Krynn.

What's Your alignment?

This question comes up often in AD&D
games. Alignment in Krynn has important
effects thar are very different from a standard
ADE&D campaign, The types of spells availa-
ble to a magic-user o cleric and the abilities of
a Knight of Solamnia arc all affected by the
character’s alignment. In most AD&D® cam-
paigns. the player chooses the alignment of
his PC and then tries ro act accordingly. Align-
ment in Krynn s handled differenty. The
alignment of a PC is determined by his
actions, not the other way around.

Characters in Kryon declare their moral
alignments (good, neuteal, or evil) at the
beginning of the game, though sometimes
characeer class determines the starting align-
ment. Forexample, Knights of Solamnia who
beginas Knights of the Crown have their mor-
al alignment ser for them iniially as good.

DMs can use the Characrer Alignment
Tracking chart at the back of the book (page
1147 10 keep track of each PC's moral align-
ment as it changes according to the PC's
actions, Each PC's moral alignment stares a
the midpoint of his chozen alignment on the
chart, Each time the PC performis an action
that the DM decides is outside the bounds of
the PC’s current alignment, the DM marks the
PC's new alignment position on the chart
from 1 to 3 points in the direction of the
action performed.

A3 a characrer shifts alignment, he passes
into 4 grey area berween the alignments. This
grea warns the PC chat his acrions are not in
line with the beliefs of his alignment. A char-
geter who enters 2 grey area incurs the follow-
ing effeces:

Attack =1 to hit opponent
Defense + 1 to own armor class
Wizard Spells  10% fails o recall *
Cleric Spells  10% fails to recall

¥ When a wizard atcemnpts to use any spell,
roll 1d100. If the result is 10 or less, then the
spell simply cannot be recalled and does not
funcrion. Note that the player would not
know about this until the PC fails to cast a
spell.

Clerics can also fail to recall 2 spell in the
same way. In addivion, clerical spells thar are
special to the god the cleric serves (2.2, heal-
ing spells to Mishakal) have a 20% chance of
not being acquired for the day. Knights of
Solamniz who have clerical spell-casting abili-
ties are also subject to this penalry.
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When a PC's alignment passes from the
grey atea into another alignment, shift the
character's alignment to the midpoint of the
new alignment. (The penaluies for being in
the transition arca between alignments go
away, but now the PC is subject to the st
tures of his new alignment. ) For example, if a
character's alignment just passed from the
grey area between good and neutral intw the
area of neurral, matk his alignment in the
middle of the newrtral area. This prevents a PC
from bouncing back and forth between align-
ments too easily It also makes him work hard
if he wants to regain his old alignment, When
a change in alignment occurs, do not inform
the player that his PC has just changed align-
ment. Wait until be trics to pedform an action
that depends on his alignment, then tell him
it doesn’t work. It's up 1o the player w realize
what happened and how o fix it

Changes of alignment can have drastic con-
sequences for cerrain character classes. Cleries
who change their alignment are considered
lost and immediately lose two levels and all
their spell-casting abilities until they either
repent of find another god ro serve. Wizards
who gain their magic by the zrace of the
moons of magic and wha then become reme-
gades (see page 36) also lose two levels. In the
case of wizards, however, they revert o the
robes of their new alignment and do not have
to seck out new powers as do clerics. Knighes
of Solamnia lose position and abilities by fall-
ing from grace—rthey become fighters until
they redeemn themselves.

Of course, doing deeds thar are in line with
their old alignments tend to shift them back.

The special abilities and aids that each of
the Orders of Knights bestows upon it mem-
bers are directly dependent upon how well
cach Enighe follows the laws of his organiza-
ton.
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knights of
Solamnia

The Knights of Solamnia were once the
greatest order of chivalry in all che history of
Krynn, Now their entire way of life shifis in
precarious balance berween the Code of Hon-
or and the truth of what the world has
became,

The Origin
of the Kkmights

The Knights came into being nearly 2,000
years before the War of the Lance, during the
Age of Dreams, rising like a phoenix from the
ashes of the empire of Ergoth,

Vinas Solamnus, commander of the
Ergothian Emperor’s Palace Guard, set forth
from the capital city of Daltigoth 1o squash a
rebellion brewing in the northeastern reaches
of the empire, However, Solamnus, & te and
honorabic man, found thar the rebellion was
well justified. Solamnus called his troops
rogether and presented the case of the people.
Any knights who belicved in the cause of the
rebels were entreated 1o seay. Those who did
not were given leave to feturmn o Daltigorh.
Even though his men koew that doing so
meant exile and possibly death, most chose to
stay with Solamaus,

Thius began the War of Ice Tears, Although
Ergoth was in the grip of the most terrible
winter over chronicled, Selamnus and hisded-
icated army of knights and frontier nobles
marched on Daltigoth and laid stege w0 it
Solamnus personally led daring raids into the
ciry. Within two months, the capital fell 252
revolt of the people forced the emperor to sue
for peace. As a result, the northeastern plains
of Ergoth, from the Vingaard Mounrains to
the Estwld, gained irs independence. The
grateful prople of thar region chose Vinas as
their king and named their new country
Solampia in his honor. Although it never
attained any great power duting the rest of
that Age, Solamnia became synonymous with
honesty, integrity, and fierce determination.

Vitvas knew that those who followed him as
tulers of Solamnia might not be as honorable
as he. Thus be organized the Enights of
Solamnia.

The tale of their origing iz bound up in the
story of the Quest of Honor thar tells of Vinas
Solamnus's journey in search of true honor

The story went something along these lines,

In the year 1225 PC, following his coronation
as the king of Solamnia, Vinas Solamnus was
besceched by the Lords of the MNorthern
Reaches, They had recentdy broken from the
tyranny of Ergoth and now looked o Solam-
nus to unite them. Solamnus could not see
how this could be done in the light of theic
conflicting ideals and customs. So it was thar
e set off on 2 quest to find the answer 1o his
dilerarna. He left the united kingdoms in the
hands of his lisutenants and journeyed ineo
the wild.

After many weeks of searching and trial, he
came at last to Sancrist [sle. There in chat wild
place he found a glade and offered supplica-
tion to the gods on a black granite stone o the
center of the dearing. Three of the gods of
good soon came to him: Paladine, the god of
balance, justice, and defense; Kiri-Jolith, the
god of just warfare: and Habbakuk, god of
good nature, loyalry, and the elements.

In that glade did they outline for Vinas the
model of a Knighthood that would last down
the centuries. Three separate Orders would
balance one another with high ideals, each
patcerned after the ideals of the gods who
came to Vinas's aid that day. Some versions of
the tale say that Vinas was also shown the
downfall of the Knights; other versions tell of
the Knighthood rising again and again in
time of need.

As a final blessing, the gods transformed
the stone before Solamnue inte o pillar of
teanslucent white cryseal. This sanctified the
glade and sealed the unity of these three gods
ity their commitment to upheld the Kaighe-
hood so long as the Knights walked in honor
and worthiness,

Tero other legends relating to Solamnia and
the Knights come from this period of time,
Bedal Brightblade was 2 hero said w have
foughe the desert nomads to 4 standstill, hold-
ing a pass into Selamniz singlehandedty unril
help came. His sword Brightblade was said to
be of dwarven make and never rusted or
dulled despite vigorous uwse. His tomb i
somewhere in the far southern mouncaing in
an unknown locadion. It s rumored char Bedal
will returmn to aid Solamnia in 165 time of need.
Seurm Brightblade, of great renown during
the War of the Lance is said ro be a distant
descendant of this legendary figure,

Huma Dragonbane, known as the most
perfect of the Knighis, gathered together 4
group of heroes to destroy the dragons and
drive them from the lands of Solammnia.
Huma's legend, compiled by the great elven
bard CQuevalen Soth, i fragmented now,
Many doubt that Huma ever really existed.
But the stoty of the lase battle between Huma
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and the Gueen of Datkness is still told, along
with the tagic love Huma bore for a silver
dragon.

Huma managed 1o slay the evil dragon-
leader with the silver dragon’s help, but in
doing so he sustzined a monzl wound. By
some accounts, Huma died on the field of bat-
tle; others, however, say that he lingered for
days in such pain that the gods themselves suf-
fered in symipathy, inflicting terrible thunder-
storms upon the land. To thiz day, you find
people who clairn that lightning and thunder
serike the land in memory of Huma's agony.

Humza was buried with great reverence, and
for many years those who aspired o join the
Knights made pilgrimages to the wmb of
Huma, which—so legend had it—was carved
in the shape of 2 silver dragon. As the world
descended into evil, the mad o Huma’s tomb
became dark and dangerous 1o oavel. Soon,
pecple began to question Huma's very exist
ence; the location of the temb and s body
were forgorten. During the War of the Lance,
the Tomb was again discovered and with it the
sour - of the special meral used o forge the
fabled Dragenlances. Though the womb was
found, Huma's remains were not discovered,

Through wars with bordering stares, the
Third Dragon War, and Solamniz’s subse.
quent rise to power during the Age of Mighe,
the Knighes of Solamnia remained wrue to the
model established by their grear and long-
dead king.

Cataclysm
TO Present

The Kingpriest of Istar brought down the
wrath of the gods upon Kryan, and the gods
punished the people for their pride by casting
a fiery mountain down on the land. The
destruction 2nd desolation caused by the
disaster disrupted che world for months.

Although their land had been spared the
worst of the blow, the people of Solamnia still
suffered greatly during this time. Evil crea
tures, long banished from Krvan, returned oo
the fand. Many of the Knights perished fighe-
ing the unknown and unspeakable horrors
that ravaged the countryside.

In the end, ir was the common people of
Solamnia who cast the Knights into disgrace,
For centuries, the Knights had kept the peace
and safery of the realm. Now, in the hour of
their most desperate need, it seemed that the
Enights were powerless, Rumors began to
spread that the Knighes had foreseen the com-
ing of the Cataclysm and had done nothing ro
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stop it. Some Knights, it was said, actually
intended w profit by the disaster and increase
their land holdings.

Indeed, there was some cuth o these tales
but it was not the Selamnic Order’s doing.
Lord Soth, a Knight of the Rose who ruled in
the far northeast reaches of Solamnia ar Dar-
gaard Keep had, in fact, been wamned by his
elven wife of the calamity that was coming.

But Soth had dark secrets w keep. He had
wed the elf woman in secrer though he was
already martied to a barren woman of human
toyalty. Having fathered a child by the elf
woman, he then murdered his firse wife and
claimed that she died in childbirth. The child
of the ¢lf woman became his heir and he
claimed the clf woman as his lawful wife.
When warned of the impending doom of the
world, Lord Soth rode forth with his loyal
Knights behind him. Yer waiting for him
along the way was a troop of elven clerical
women who stopped him. They knew of his
dark deeds and persuaded Soth to turn back in
exchange for their silence,

Soth murned back and the Cataclysm rook
place. The elf woman and his child were con-
sumed in a terrible fite before Soth's very
throne. He retarned ro the keep to find the
image of their bodies burned inte the stone.
Mo rug would cover it without being con-
sumed. No brush would remove its stain,
Thus did Soth sit on his throne uncil he, toe,
died but even then the gods would not grant
him relief from his torment. His Knights,
blind in their obedience to his will, remain
with him still 45 skeleton warriors. ~ he elven
clerics reside there as well—banshees whe sing
each night to the fallen Knighe of Selamnia,
telling of his fallen and never-ending punish-
ment.

The rerrible deeds of this Knighe did great
injustice 1o the Knighthood a5 a whole, Before
long, Knights were jeered in public and open-
Iy reviled, Darker acts were also commited:
Knighrs were foully murdered, their castles
and homes invaded, and their families slain or
driven into exile. So it was that the Knights
silenitly disappeared from the knowledge of
men. The Knights who remained found
themselves forced to roam the countryside in
secret and under false names, lest they be dis-
covered . Srill, chey kept their ideals and their
honor, and did whar they could 1o fight the
growing evil in the world. A few Knights who
found their loss of stats intolerable left their
homeland and sewtled across the waters on
Sancrist Isle. To chis day, a stong group of
Enights exists there, while only coverr organi-
zations survive within Solamnia.

The OrGanization
of the Knighthood

The organization of the Knighthood has
changed litdle from the Age of Might. The
Grear Circle of the Knighthood has long since
been maved from Vingaard Keep to its cur-
rent home at Whitestone Glade on Sancrist,
with Castle Wistan nearby.

The Knighthood is ruled by the Lord of
Knights. This position, however, has been left
vacant since the time of the Caraclysm due
primarily to the difficulties in calling 2 Grand
Circle of Knights rogether in sufficient num-
bers 1o elect a Knight from eligible candi-
dates, With the reestablishment of order
throughout the continent of Ansalon, the day
of appointment will scon be at hand, The
position must be filled by one of the High
Knights: either the High Warrior, the High
Clerist, or the High Justice. At least 75% of
the established Circles of Knighes must send
oo representatives to vote at the Grand Cir-
cle. Once appointed, the Lord of Knights
serves for life unless he is found puilty of a
breach of honor by a Knightly Council.

The will of the Lord of Knights is catried
out by the High Knighes through their respec-
uve Orders. The High Warrior commands the
COrder of the Rose; the High Clerist com-
mands the Order of the Sword; and the High
Guardizn commands the Order of the Crown,
These are nominared and elected by members
of their own Orders withour influence from
the other two orders. All Knightly Councils,
however, must be led by a conringent of three
ranking knights, one from each of the Orders
of Knighthood.

Individual cells of knights exist throughour
Ansalon. Some of these are in rouch with the
Grand Circle in Sancrist, but many scill are
not, These groups of Knights exist perma-
nently in most townships and all cies
throughout the continent. They are there o
give aid and receive the pledge of any local
Knights of Solamniz, Some of these Circles
exist openly and are eagy to find. Such Circles
are found in Sancrist, Palanthus, and other
places where the Knighthood has always been
welcome. In places where the Knighthood is
still viewed suspiciously (such as Nordmaar o
Tarsis) or even banned (a5 in any lands under
Dragon Highlord control), these Circles cxise
clandestinely and their mectings are held in
BCCLCT.
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crecles of Knighthood

Most Knights of Solamniz are required o
forfeit much of their monetary gains to the
greater Knighthood and then draw according
to their needs from the general coffers of the
Knights of Solamnia. This is done at any of
the established Circles of Knighthood.

This is not to say that such asistance is very
great. Indeed, in the case of a Circle that is in
the stiff grasp of the Dragon Highlords, the
Circle may require more assistance from a vis-
iting Knight than it can offer him in reourn.

What kind of aid awaits a Knight depends
greatly upon the size of the own that he 1s vis-
iting and the condirions there. Determine the
modifiers for size of the town and other condi-
tions using the Knights” Circle Modifiers table
on page 128. Add these to the roll of 1d10.
Then refer 1o the Knights' Circle table on
page 128 to determine the amount and type
of aid that is available ar that particular Circle
of Kaighthood.

The resules of this roll have the following
cffccts.

Coin: This is @ modifier to the amount of
coinage a Knight is entitled o draw. As a
Knight grows in power, he is able o draw
more and more from the coffers of the
Knighthood for the purposes of furthering the
goals of the Orders. (But using such funds for
purposes countet to the ideals of honor and
the Measure is cause for questioning the honor
of a knight.)

Equipment: This gives the wypes of weap-
ons and armor available at that Circle,

Healing: There are thiee numbers listed.
These represent the number of cure light
wonds, cure serfous wounds, and heal spells
that are available as potions. Once used ar a
location, they are gone until replaced. Nor-
mally these are replaced up to these maxi-
mums at the rate of one per week, month, and
year, fespectively.

Ranking Authority: This lists the highest-
ranking authority who governs chat particular
Circle. This may be important should &
Enightly Council have ro be called.

Note that a Enightly Council can be held
anywhere, including the wild, and docs not
require a Circle of Knighthood to be binding
or official. The Circles of Knighthood provide
only an official place for such councils w be
held as well as 2 place for assistance to Knighis
who are in need.
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The Qath and the
Measure

The organization of the Knights has not
changed substantially in the fzse 1,800 years.
The Knights subscribe to two codes: the Oath
and the Measure, The Outh is simply: “Est
Sudarus oth Mithas™ (lrerally, “My Honor is
My Life™).

The Measure Is an extensive set of laws,
many volumes in length, that defines what
honor actually means, The Measure is compli-

_cared and exacting; only 2 brief sumimary of its
laws are given here. It is important 10 remem-
ber thar exact and unguestioned adherence to
the law is the goal of the Knight. The grearest
prohlem facing the Knighes at the time of the
War of the Lance was thag the spirit of the
Ouath had left them. Only the rigid, unbend-
ing shell of the Measure remained. The
Enights learned thar honor does not lie in the
aged and dusty codes of the Measure, but in
the heart of the tue Knight. Though this les-
son was hard and costy and learned only slow-
ly, it eventually promises to make the
Knighthood a shining cxamplc and power in
the world again.

The Gath and the Measure were compiled
from the writings of Vinas Solarmms and his
successors. The whole of the Measure eventu.
ally consisted of thirty-seven 300-page vol-
umes. The following ate some excerpts from
the Measure.

“The Dath governs all 2 Kaight isand does,
It is his life’s blood, more sacred to him than
life inself”

“The Measure of a Knight is caken by how
well he upholds the Cath, We judge 2 Knight
against the Measure and by the Measure. The
Measure of the Rose deals with holy wisdom
among the Knights. The Measure of the
Sword deals with the discipline of Honor
among Knights. The Meosure of the Crown
deals with the disciplines of Loyalty and Obe-
dience”’

Mo Knight found wanting in the Measure
of any Order shall command Knighss on the
ficld of bartle nor council with them wnil
repented of his unknightly deeds”

The Kmghts
of the Crown

and Their Measure

The Order of the Crown exemplifies the
ideals of Loyalty and Obedience in all that a

Enight 5 and docs. Loyaley is the unguestion-
ed promisc of a Knight to a higher power and
authonty. Loyalty is 2 treasure valued only
when it is justly given,

Those to whom lovalty is due includes the
following: the just before Habbakuk and all
that is good, those oppressed by evil, and
those monarchs who by decree and common
consent of the Knightly Councils 4te in good
standing with the Knighthood and deserving
of its honorable loyalty and protection.

Acts befitting a Knight of the Crown
inchade these: unquestioned obedience w0
those whose authority is sighteously main-
rained in the Knighdy Councils, dedication 1o
the ideals of the Measure, loyalty w brother
Knights of all orders, and all other aces that
cause the strengthening of loyalty among the
Knights.

Responsibilities of a Knight of the Crown:
forfeiture of 10% of all wealth accrued by the
Knight, serviee and aid o any feilow Knight
who is about the business of his order and
requires assistance, service to the kingdoms on
the List of Loyalty as compiled by the Grand
Circle of Knights,

The Knights
of the Swonrd

and Them Measure

The Order of the Sword combines the pur-
est ideals of heroism and courage with the
power of the gods of pood. Courage issacrifice
1o the ideals of honor; it is the well from which
true honor draws its life. Herolsm includes
acts of might in defense of sacrifice and honor.

Those o whom heroism is due include the
following: the weak and the oppressed, the
enslaved, the poor, the falsely imprisoned,
fellow Knights in need, and the deferseless,

Acts befiting a Knight of the Sword: fac-
ing evil withour concern for personal suffer-
ing. accepring the challenge of combat for the
honor of the Knighthood, defending the hon-
of of the Knighthood, defending the honor of
a fellow Knight in good standing, protecting
the defenseless and weak,

Responsibilities of a Knighe of the Sword:
forfetture 1o the coffers of the Knighthood of
all wealth save that required for upkecp, pay
hormage 1o the gods each day (though in times
of great hardship, once in 2 guarcermonth is
still & seemly practice}, never decline combar
with an evil opponent nor flee from such com-
bat regardless of the strength of the enemy,
protect the weak and the defenseless wherever
the need arises, abstain forever from the use of
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Enightly powers for unrightcous reasons,

The Knights
of the Rose
and Their Measure

The Order of the Rose exemplifies honor
guided by wisdom and justice.

Wisdom is the strength of honor and ability
applied in the service of just causes. Justice is
the heart of the Measure and the soul of a Rose
Knight.

All beings regardless of theit stations, posi-
tions, of beliefs have equal claim w compas-
ston under the Measure, Deeds befiting a
Enight of the Rose include the following: rak-
ing cotmy assion on the less forcunare, sacrific-
ing one’s life for the sake of others, giving no
thought to one’s own safety in defense of the
Knighthood, protecting the lives of fellow
Knights, seeing chat no life is wasted or sacri-
ficed in vain.

Responsibilities of a Knight of the Rose:
forfeiture of all wealth accrued a5 & Kaight
save for thar needed for the upkecp of any
principalities under the protection of the
Enighthood, to honor the gods of good ar all
times and in all acts, wo fight for justice with-
out regard o personal safery or comfore, 1o
never subrmic to any evil foe, to sacrifice all in
the name of honor,

Knights
of the Crown

All those who wish to become Solamnic
Knights must first enter into the Knighthood
as squires of the Knights of the Crown. This is
true regardless of what Knighthood they will
eventually serve, All Knights berin here with
training in the virtue of lovaly,

Candidates for the Selamnic Knighthood
must be presented to o Knightly Council and
be sponsored by a Knight in good standing
from any of the Orders of Knighthood. Afrer
the cntire group of candidates is presented,
the group swears an oath to the honor of the
Knighthood and 1o the causes of the Crown.
All swear allegiance to the Order and the
ideals of the Knights of Solamnia.

If there is no dissent from the Knights, and
ne question of honot regarding the candidates
is brought forth, then all are accepted into the
Enighthood as squires. Any question of honor
of an individual requires that the individual
be removed from the group of candidates and
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be questioned separately after the rest of the
candidates are accepred. If the question of
honor iz dismissed, then the candidate is
accepred normally, If the question is found
valid in the Council, then the candidarte is dis-
missed until the question of honor is satisfied.

Knights of the Crown advance in power
more quickly than the other Knights, partly
due to the face chat their order is less demand-
ing than the others. While this benefit is cer-
tainly a good one, it is also true that their
special powers are quite limited.

Knighrs of the Crown are sworn to protect,
serve, and give aid to any kingdom on the List
of Loyaley. This list is maintained by the three
High Knights and is updated periodically.
The Knights are not required to follow the
commands or laws of these kingdoms should
they be out of harmony with the Code or the
Measure, This rule holds rue for members of
all the Knighthoods,

The Order of the Crown takes irs Measure
from martrers of lovslty and obedience to
authority of the greater Knighthood through
its High Councils and commanders. Examples
of acts befining che Measure of the Crown:
unguestioned ohedience 1o those whose
authority 15 righteously maintained in the
Knightly Councils, dedication to the ideals of
the Measure, loyalty to brother Knighrs of all
Orders, and all other acts that cause the
strengthening of loyally among the Knighrs.

knights of the CrRown

Game Data

Knights of the Crown arc variants of cava-
licrs as described in Unearthed Arcana, While
their experience point advancement is identi-
cal to thar class, there are many imporeant dif-
ferenices. Read the following section carefully
to be sure you understand those differences.

Crown Knight Minimum Scores

Strength 10
Intelligence 7
Wisdom 10
Dexterity 8
Constitucion 10
Charisma Mone

Crown Knight Level Table
Hit
Experience Dice

Level Points {d10s} Tiile
12,500 2 - Squire of Crown
2 5,000 3 Diefender of Crown
i 10,000 4 Knight of Crown
4 18,5000 5 Sceprer Knight
5 37,000 6 Shicld Knight
GoBS000 T Shield of Crown
7 140,000 & Lord of Shiclds
& 2200000 9 Lord of Crown
9 300,000 L0 Master Warrior
10 600,000  10+2  Lord Wartior
11 900,000 10+4 High Warrior *

12 1,200.000 10+
13 1,300,000 10+8
14 1,800,000 10+10
15 2,100,000 10+12
16 2,400,000 10+14
17 2,700,000 10+ 16
18 3.000.000 10+18

* There is only one High Wargor in cach
Order and he i chosen according 1o the Mea-
sure. All other Knights who have sufficient
experience points to atcain this level may doso
but retain the title of Lord Warrior until such
tirne a5 they are elected to take the position of
High Warrior,

Proficiencies Weapon / Nonweapon
Initial al2
Added 1/1 per 2 levels

Special Abilities: Unlike the cavalier or
paladin, this character can use weapon special-
ization.

Experience Points: As for all Knights of
Solamnia, experience is not awarded simply
for killing monsters and taking treasure.
These Enights are rewarded according to how
well their deeds exemplify the ceed of the
Knighthood. Any Knight who pertforms his
duties o the ends defined by the Code and

_ the Measure will be rewarded with a 10%

experience point bonus above any ather
bonuses he normally receives.
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Knights of
the SWORO

Upon complering his squire duties in the
Order of the Crown (reaching 2d level), each
Knight candidate has the option of either
entering that Order and continuing his alle-
giance to that group and its ideals or of enter-
ing into the Qrder of the Sword, The
ambitious Knight whe wishes some day to
enter the Order of the Rose must fiest rise
thraugh the Order of the Sword hefore apply-
ing to the Order of the Rose.

In addicion, every candidate who wishes o
join the Order of the Sword must fiest com-
plete a quest. According o the Measure, this
test must be 2 witnessed deed of hernism and
valor that upholds the virtues of Knightly
honor and good.

When such adeed is done, the Knight muse
then be presented befere 2 Knightly Council
and there the tale of his deed is wld. The can-
didate is accepred as 2 Knight of the Order if
the rale and deed are acceprable 1o the presid-
ing Lord Knight from rhe Order of the Sword.
If no Lord Knight is present, chen the highest-
ranking Knight of the Sword can adjudicate so
long as it is & lawful council of Knights. If no
lawful council can be convened, then the mar-
rer Is to be set aside until such council can be
convened, Any Knight candidate who feels
that be has been unjustly found wanting in his
deed and rale may take the matter up before
the presiding council of the Knights.

While Knights of this order have previously
learned cheir skills during their training with
the Order of the Crown, they now begin their
studies in the basics of heroic honor and wor-
ship of the True Gods. The firsr duties and
tasks of the accepred Knighr candidate are
learning the basic disciplines of the elerics and
the requirements of the gods of good. Mo
Knight who espouses anything but the vinues
of good aver evil or chaos is ever accepted into
these ranks,

Although Knpights of the Sword do not
attain powet, wealth, or position in the world
a5 quickly 45 those of the Order of the Crown,
they achieve these things faster than the
Knights of the Rose.

After taking their initial training 4nd dem-
onstrating abilities and commitments o the
gods of good and their ideals, a Knight of the
Sword who is of royal blood may elect to enter
into the Order of the Rose. In later umes, the
stricture abour royal bloed has been generally
ignored (see Kpights of the Rose).

Knights of the Sword. in addition w their
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normal duties as warriors in the defense of
truth and justice, often represent the power of
the gods in cerrain limited ways. The Knighrs
of the Sword acquire some healing powers and
the abilities of foresight and prophesy. This
was not always true. During the Cataclyem,
the Order of the Sword lost its High Clerist
and with him went the miracles which this
Order once petformed. While the Knighes
still functioned as limited cleries, their mira-
cles where ascribed ro witcheraft and sorcery—
an offense against the people which was
usially punished by death if the Knight was
caught.

Unlike clerics, who gain their miraculous
powers on a daily basis, the Knights of the
Sword can only acquire their spells on g week-
to-week basis 25 a resulr of 2 day of fasting and
prayer. When a Knighe joins this order, he
designates a day of worship and meditation
during which he supplicates the gods of good
for his powers for the following week, These
powers, onee gained, remain with the Knight
uniil they are cxpended, rogardless of the
armount of time that passes berween the day of
prayer and their use. However, as with clerics,
the power goes away once used and can only
be regained through another day of prayer
and supplication on the appointed day of the
week,

During that day, the Measure decrees that
the Knight cannot take par in combart, reap
financial gain, or utrer harsh words to another
person. The Knight cannot cravel unless it 15
done in silence and at least three hours of the
day are spent in solitude for meditaton. It is
said thar no beast will arrack the Koighe on his
day of mediration so long as he remains true to
his vow. Those who break their vows on g day
of fasting, however, have twice rthe normal
chance for evil encounters on that day.

As a general rale, the mere powerful the
miracle desired, the greater the time that
must be spent i meditation o receve the
blessing from the gods,

The Sword Knight does not have to observe
each appointed day with a full fast; this is nec-
cssary only when his need for power 15 great,
On those occasions when the Sword Knight is
not in need of any grear powers, then he is
only required 1o offer up one hour of medira-
tion on the sppointed day. He can then per-
form all his other duties 35 on any other day, so
long as he performs this ceremony. The knighe
who does not meditare for an hour some time
between dawn and dusk incurs the same wrath
as those who break their fast when praying for
great powers.

The Order of the Sword takes its Measure
from affairs of courage and heroics. Examples

of aces beficting the Measure of the Sword:
facing evil without regard 1o personal suffer-
ing, accepting the challenge of combar for the
honor of the Knighthood, defending the hon-
orof the Knighthood, defending che honor of
a fellow Knight, protecting the defenseless

and weak.

Knights of the Sword
Game Oata

Minimum Requirements: No characrer
srarts out as a Knighe of the Sword. Characters
can only attempt 1o enter this class afier firs
rising to 2d level as 2 Knight of the Crown and
having sufficient expericnce points to gain 3d
level there, At that point, the characeer must
speak of his intent to become a Knight of the
Sword to a Knight of that order who is no less
than 7th level. The candidace must also have
the listed minimums in all the following sta-
tistics in order to qualify for the Order of the
Swrord.

Rose Knight Minimum Scores

Serength 12
Intellizence 9
Wisdom 13
Dexterity o
Constitution 10
Charisma Nong

The petitioning knight must then be
brought before 2 Knightly Council at which a
Sword Knighe of no less than Tth level is one
of the three presiding Knights. The Knight's
narme is then browghic up before the Knight-
hiood. If there is no question of honor broughs
up about the Knight during a Knightly Coun-
cil in which his petition is heard, then the
characrer is assigned 2 quest to show his wor-
thiness and his dedication to the Crder of the
Sword,

The quest must include the following ele-
ments: 2 journcy of no less than 500 miles
and 30 days, three tests of the Kmight's wis-
dom, one test of his generosity, one test of his
compassion, the restoration of something thar
was lost, and single combar with an evil oppe-
nent of ar least the same level as the candi-
date. The candidate must be victorious in this
combat while demonstrating the ideals of
honor and courage (note that this does not
necessatily mean killing the foc). The knight
can enlist the aid of anyone he wishes o com-
plete the quest so long as he mainrains the
ideals of the Knighthood (i.e.. does not fur-
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ther the cause of evil). The exace form of the
quest is altimately up 1o the DM, but it miust
include these elements.

Sword Knight Advancement Table
Hit
Experience Dice |
LevelPoints  (d10s) Title |
312,000 MNovice of Swords
4 24,000 Knight of Swords
5 45,000 Blade Kaight
¢ 95,000 KEnight Clerist
7 175.000 Abott of Swords
&
b

R R R R S

350,000 Elder of Swords |
700,000 10 Master of Swords
10 1,050,000 10+2 Lord of Swords
11 1,400,000 10+4 Master Clerist
12 1,750,000 10+56 Lord Clerist
13 2,100,000 10+8 High Clenst *
14 2,450,000 10+10
13 2,800,000 10+12
16 3,150,000 10+14
17 3,500,000 10+16
18 3,850,000 10+18&

* The High Clerist is 2 position that is held |
by only one Knight at 4 time. When the need |
arises o choose 3 new High Clerist, he must be |
elecred during a proper Knightly Council. |
Should any Knight arrain enough experience
points to rise to the level of High Clerise, he
miay do so but still recains the title of Lord
Cletist until the High Clerist position is
YaCant. |

Proficiencies Weapon/Nonweapon |
Inicial * ik |
Added Zi1 per Z levels

* The initial proficiencies listed here are in |
addition to those proficiencies already
obtained. In ether words, during the Knight's |
training period in the Order of the Sword, he |
acquires three additional weapon proficien- |
cies and wwo additional non-weapon profi-
clencics on top of dany alrcady received as a
KEnight of the Crown.
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# These are the maximum number of spells
that 2 Knight of the Sword can have ar any one
time,

As mentioned earlier, a Sword Knight can
only acquire his spells during his one appoint-
ed day of meditation cach week. A Knight
keeps his spells, once learned, undl chey are
used. A Sword Knight requires one half hour
per spell level ro gain a spell. For instance, 4
Gth-level spell would take theee howrs of med-
iration to gain. A Knight can never meditare
mote than six hours during this day.

The Knights of the Sword use the spells of a
cleric of Kir-Jolith even though the most
revered of the gods for the Knights is Pala-
dine. This is primarily due 1o the origins of the
Enighthood. While the Knighes of the Sword
are followers of Paladine, they do, neverthe-
less, take their powers from Kiri-Jolich and
honor him as well.

knights of
the Rose

The Knights of the Rose are the epitome of
all that is good and honemble in Knighthood,

Initially, the Knights of this order were k-
en only from the royal houses of the land.
What constituted a royal house was deter-
mined by the ruling council of Knights who
would convene and hear the history and lin-
eage of that hovse. If there was sufficient
proof that the house was a rling house and
thar its history was an honorable one, then the
crese of that house was included in the Mea-
sure and those of that house were accepred.
This was not semething that was done often,
for the Measure was scrice about the reguine-

ments for accepting 4 house into the Roster of
Loyalry,

Since this stricture of accepring only those
of royal descent was said o have been added
well after the time of Vinas Solamnus and
was, in some minds, invalid as a part of the
Measure, there has arisen in more recent times
a maore acceprable argument before the
Knightly councils. Rather than represent that
the Measute was in ereor of flawed, the argu-
ment has been made thar over the course of
the centurics there have been so many mar-
riages between royal and common houses thar
pracrically cveryone is somehow related wo roy-
aley. With the Cataclysm obscuring the genea-
logical records of the past. most acceprable
candidates are not dended access o the Order
of the Rose without extraordinary evidence.
{Beings from off-world, however, are not
aceepted in1o the order.)

The derails of how a Knight s accepred inwo
the ranks of the Rose, however, has changed
lietle, The Knight must be brought before a
Knightly Council of the Rose. There he must
relate the rale of his family and his decds that
exemplify the ideals of Knighthood and Hon-
or cempered with leniency and wisdem. Onee
this tale is told, the council holds a closed ses-
gion to discuss the Knight's application in
lighe of his merits and shoncomings.

The Order of the Rose takes its Measure
trom deeds of wisdom and justice. Examples
of deeds befitting the Measure of the Rose:
taking compassion on the less forrunare, sacri-
ficing one's life for the sake of others, giving
no thoughr to one's own safety in defense of
the Mcasure and its Honor, protecting the
lives of fellow Knights, seeing that no life is
wasted or sacrificed in vain,

knights of the Rose

Game Qata

Minimum Requirements: As with Knighes
of the Sword, characters do not star our as
Knighes of the Rose. Characters must first
have gained two levels as Knights of the
Crown, then been accepted as Knighes of the
Sword and earned two additional levels before
they can be considered for the Order of the
Rose. Once a character has earned sufficient
hit points to become dth level, he can petition
the Order of the Rose to be accepred into that
body. In order to be considered for the Order
of the Rose, the Knighr must have the follow-
ing minimum characteristics;
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Rose Knight Minimum Scores
Strength 15
Intelligence 10
Wisdom 13
Diexrericy 1z
Constitution 1%
Charizma MNone

The candidate must present his petition to
4 Rose Knight of no less than 6th level. The
candidate must then be presented by thar
Knight to a Knightly Council at which sits a
Rose Bnight of no less than 9th level, If no
question of honor is brought up before the
Knighthood at that time, then the Knight is
assigned a quest to prove his worthiness to the
Knighthood.

The quest must include the following ele-
ments: 4 journey of no less than 500 miles
and 30 days, one rest of the Knight's wisdom,
three tests of the Knight's generasity, three
tests of the Knight's compassion, the restora-
tion of something that was lost, and the defear
of an evil opponent of equal or higher level
than the Knight. The candidate must be vic-
torious while demonstrating the ideals of hon-
or and courage and withour killing the foes,
The Knight can enlist the aid of anyone to
complete the quest so long s he maintains the
ideals of the Knighthood and docs not further
the cause of evil. The exact form of the quest is
up to the DM, but it must include the preced-
ing elements.

Rose Knighe Advancement Table
Hit
Experience Dice
Level Points {d10s) Title
4 27000 5 Novice of Roses
360000 6 Enight of Tears '
6 125000 7 Knight of Mind
72000000 & Knight of Heart
8 425000 9 Knight of Roses
O 00000 10 Keeper of Roses
10 1,500,000 10+2 Master of Boses
11 2,000,000 10+4 Archkaight
12 2,500,000 10+6 Lotd of Roses
13 3,000,000 10+8 Master of Justice

14 3,500,000 10+ 10 Lord of Justice
15 4,000,000 10+ 12 High Justce *
16 4,500,000 10+ 14
17 3,000,000 10+16
18 6000000 10+18

* Thiere is only one High Justice at any given
tirne. Others may ateain 15th level, but their
titles remain Lotds of Justice,
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The Knights of the Rose gain special profi-
ciencies in weapons and combat. While they
sdvance more slowly than other Knights
(because of the great amount of training and
skill requited by their proficiencies), they also
can advance farcher than any of the other
Knighthoods.

Proficiencies Weapon/ Nonweapon
Initial * 32
Added 211 per 2 levels

* The Initial Proficiencies listed here are in
addition to those proficiencics already
obtained. In other words, during the Knight's
initial training period in the Order of the
Rose, he acquires three addirional weapons
proficiencies and two additional nenweapon
proficiencics on top of any already received as
a Knight of the Crown and as a Knight of the
Sword.

Knights in Battle

Knights who take the ficld in defense of
honer and the realm follow the order sct forch
by the Measure. Ammies are made up of three
brigades, cach commanded by a Lord Knighe
from one of the three Orders of Knighes. All
armed persons operating under the provection
and command of the Knights are parc of one
of these three brigades,

The army is commanded by 2 Warrior Lord,
one of the three Lord Knights commanding
brigades. The Warrior Lord is chosen by the
majority vorc of the three Lord Knight com-
manders; he must exemplify the highest
ideals of the Knighthood. Recognition of the
Warrior Lord is made openly in Koighty
Couneil. Should 2 Lord Knight fall in battle,
another must step forward and rake his place,
Should the Warrior Lord be lost, then each
Lord Knight separately commands his own
brigade until a Enightly Council can be
called.

The Knightly Council

Councils shall be convened a3 required by
the Measure. They must include three Lord
Knights, one from each of the Orders of
Knights. If any order cannot provide a Lord
KEnighrt, then a Knight of thar order can stand
i his stead so long as there is ot least one Lord
Knighr presiding .

Councils shall convene for the following
purposes: © determine scrategies of war, o
assign orders for war and battle, w select the
Warrior Lord prior to 2 battle, to hear charges

of unknightly conduct, to honor those who
have performed valiantdy, o settle questions
concerning the Measure.

The conduct of a Knightly Council follows
the pattern set forch by the measure, First the
Knights of each order enter and take their
places in the appointed area. A rable with
three chairs is set opposite the entrance. The
Knights of the Crown take their places to the
right of the entrance, o the lefeof the ranking
Knights, s0 as o signify their position as the
shield and defender of honor. The Knights of
the Sword take their places to the lefr of the
entrance, to the right of the ranking Knights
and thuys signifying their place as the arm of
might and mover of the Knighthood. The
Knights of the Rose take their places to either
side of the entrance and oppaosite the ranking
Enights so as to signify chat they are the hean
of the Knighthood, the base upon which all
else is bualt.

Then the three mnking Knighes who will
conduct the meeting enter the hall and take
their places opposite the encrance. In the cen-
ter of che area is & cleared space where those
who are brought before the ranking Kaights
are heard and questioned.

A Knightly Coundil is Conducted as Follows:
* The code of the Knights of Solamnia
{“'Est Sularus oth Michas™) 15 reciced by all
before any in the hall sic. This phrase is given
by the three ranking Knights in unison and
then given in turn by each of the three orders
of Knights present and then finally by all in
unison, If the oocasion is  joyful ane, then the
Knighrs' Hvmn is sung at this time as well.

* Mews of the grearer Knighthood is often
not only of inrerest bur potentially 2 marter of
life and death for many whom the Knight-
hood protects. Any disparches o1 proclama-
tions regatding the Knights are read at this
time, Should their news wartant s prolonged
and important discussion, then the hearing of
petitions may be walved.

* When the Knighthood finds ieself in the
threes of batcle, they now discuss cheir orders
of bartle and all stratagems to be employed,

* The specific petitions thar are to be dis-
cussed arnong the Knights at this meeting are
named by cause, those mentoned (f any),
and petitioner. Petitions can have one of sev-
eral purposes:

Acceprance to an Order: Those whe wish
to entet into an order of the Knighthood are
brought forward. The candidates” names arc
read to the ranking Knights as are the names
of their Knight sponsors.

Petition for a Question of Honor: This hap-
pens when a Knight iz called into question for
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breaking che Oath or the Measure. Those
mentioned in the petition and the accused
and the petitioner is the acouser.

All are allowed to speak for and against the
accused. The petitioner must be present in
these cases. Often witnesses from outside the
order are brought in to testify. The Knightly
Council hears all arguments and then dis
misses the rest of the Knights as it considers
arguments. Upon receiving word that the
Couneil has completed s deliberations, all
the Knights rerurn 1o the hall. Whire roses on
the table are & symbol of purging of any guily
and thus iz the accused released from any
question of their honor. Should black roses be
present on the table upon the return of the
Enights, then the Knight is held guilty and
punishable for his acts. The ranking Kaighes
in their & =liberations will have decided upon
the proper action for the Knighr to regain his
honor prior to the others retuming.

Special Honors: An act of exceptional birav-
ery or exemplary honor is brought o the
atcention of all the Knighthood for recogni-
tior.

Perition for War: This occurs when o gen-
erzl mobilization is called for. The circum-
stances of the petition are considered and, if
the Knights present give consent, then mes-
seagers are disparched to the Grand Circle to
notify the greater Knighthood of the sima-
tion. In the meanwhile, the Knights of that
council act at voce in the defense of honer and

Petition for Aid: These are petitions
brought by either Knights or ousiders who
azk aid of the Knights, This does not require o
general maobilization of the Knighthood.
These range from situations as serious as the
search for o kidnapped heir ro a local kingdom
o things as mundane as 4 few extra men te
help clear a road of brash.

* Time permitting, the Knights may
engage in discussions of parts of the Measure
and irs application 1o their adventures, Ques-
tions on points of the Measure are brought up
at this time.

= When the ranking Knights feel thar busi-
ness has been finished, the council dishands
until the need for another session arises,
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Tinkers (Gnomes)

Tinkers are gnomes and gnomes are tinkers. [t
is their gift and curse 1o be the masrers of pawns
of technology (depending upon whom you ask)
in a world where magic is the ruling force.

You will find their story and how chey came
inte being under the race descriptions later in
thiz book. Here we will address ourselves o
the profession of tinker.

Tinkers ate the engincers of Krynn. Thae
which has not been buile, cnkers build, That
which has been built, tinkers improve, They
are constantly designing, building, and test-
ing devices for a variety of applications.

Each gnome brlongs to a guild that perper-
uates its own peculiar branch of technology,
These guilds include, but are not limired 1o,
the following:

Hydraulics Hydrodynamics
Aerodynamics Thermodynamics
Chermasery Transportation
Communicanion Appliances
Kinetics Architecture

All gnomes belong to a guild. Each guild
has innumerzble comminees thar oversee
individual accomplishments (seldom) and
seek to discover the cause of 4 system failure
{often). These commirttees also oversee the
required duties of o gnome within the stoue-
ture of gnomish sociery.

In addition to any regular duties that 2
gnome has to his guild or committee, each
gnome has a Lifequest. This Lifequest §s o
arain perfect undestanding of one device,
Few gnomes | . ve everavrained this goal. Thus
tinkers are the perperally unfulfilled, never

attaining thar toral knowledge of their
dewvices.

Crnomish inventions are almost exclusively
driven by basic mechanical devices: gears,
windmills, waterwheels, pulleys, and screws.
Gnomes have done elementary work in steam
and chemical combustion {usually with cata-
scrophic results), but koow nest to nothing
abour electricity, Clockwork mechanisms are 2
relacively recent development of gnomish
SOCIETY,

Morcover, their sheer love for technology
often does them o disservice, for they improve
technological devices o death. Simple mecha-
nisms are scoffed ar by tnkers (“Nothing so
simple could possibly work!”) and redundan-
cy is the tinker warchword ("'...and hers we
see the bell that informs us that the alarm sys-
tem trouble gong has just gone off... ).

Tinker Class
Game STaustics

Minimum Requitements: Only gnome char-
acters may be of the tnker class. The minimum
statistics for the gnome tinker are as follows:

Tinker Minimum Scores

Strength -
Intelligence 10415 *
Wisdom [z)="
Deexterity 12
Constitucion -
Chansma o

* The number after the slash indicates that
a gnome with an Intelligence of 15 or higher

— e ———

gains 3 10% bonus to all experience points
earned.

*& Thag is 2 maxinoum score—the characrer
cannot have 2 Wisdom higher than 12,

Gnome Advancement Table
Experience  Hir Dice

Level Points (dds)  Tide
1 1,250 2 Aide Sth
2 2,500 3 Adde dch
3 5,000 4 Arde 3d
4 10000 5 Aide 2d
5 201000 [ Alde 1st
G 40,000 7 Mate 2d
7 60,000 a2 Mate Ist
2100000 o Tinker ;
9 140,000 10 Masrer Tinker
10 270,000 10+2 nome
11 450,000 W4 Crafe Master
12 GOG,000 I0+6  Head Tinker
13 800,000 lu+g
14 1,000,000 10+10
15 1,500,000 10+12 Master
Craftsgnome *
16 2,500,000 10+14
17 4,000,000 10+16

18 10,000,000 10+13

¥ There can be only one Master Crafes-
gnome in any colony of gnomes at 2 given
time. In a colony that already has a Master
Crafts gnome, any gnome who has the experi-
ence points to become 15th level may do so,
but he does not gain the ttle of Master
Craftsgnome,

Proficiencies Weapon / Nonweapon
Inirial 1/5
Added 1/3 per two levels
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Special Abilities: While gnomes invariably
have an abundance of nonweapon proficien-
¢ies, they are abnommally poor ar using them.
Subtract 5 from a gnome's nonweapon profi-
ciency when making 2 Proficiency Check.

Gnome Devices: Many referees view the
introduction of rechnology inro their fantasy
campaigns with great misgivings. The technol-
ogy of the gnomes, however, has litte overall
effect upon the cultures of Kepnn, Diwarves care
litele for such innovation; clves are repelled by
technology; kender cannot appreciate its use
beyond their thrill of sceing it work; goblins
and gully dwarves are oo stupid to use it con-
sistently. Gnomes have technology—but they
are so incompetent that anything their technol-
ogy can do, magic can usually do cheaper,
faster, and more efficiently,

When 2 gnome sets out 1o Invent some-
thing, it's 2 good bet that the invention will
initially be ar least 20 times larger than neces-
sary, will make 10 times the noise it should,
will have many torally redundant features,
and will fail miserably (if not disastrously).
Some tinkering will gradually reduce the less
favorable aspects of the derice.

The gnomes are a race of cursed engineers.
They have all of the tools to create wonderful
technological devices but all they turn ourt are
impractical and dangerous mechanisms.

Playets who run tinker PCs will no doubr
wish to create any number of rechnological
marvels with which to aid their party. This is
the major reason to join this class and the play-
ers' creative thoughts should be allowed to
mn fice....

Bur....

It is important o remember that & PC of
this class is, after all, a gnome with an inher-
ent character flaw. You must remember that
while the player may be able to describe just
how to build 2 simple, effective relegraph sys-
tem, for example, his gnome player character
would not build it the same way. Thus even
though a player could describe with the
utmost procision how to make a relegraph
with some thinly wound wire and radimenta-
ry barteries, his PC gnome would make it
steamn driven, operating on the basic principle
of 2 pile driver.

Whenever a player wishes to create a tech-
nological device, he is required ro design it
himself with the following procedure. The
DM s, of course, free to check the work and
make any modifications he deems necessary.

Tor ereate a priomish device, follow these steps:

1. DETERMINE DEVICE COMPLEXITY
(SIZE): To creare a technolozical device, you
must first determine its level of complexity.
On page 118 is the Gnome Device Complex-
ity Level table that shows the various complex-
ity values for many of the effects thar gnomes
commonly like to sce on their devices. (The
complexity rating also gives the size of the
device.) Add all the complexities for all the
device's effeces to ger the total complexity of
the device.

The DM of the game, as in all things, is the
final arbiter of just which effects are needed to
make a device function.

Ask all of the following questions when
designing a gnomish device:

® Will it do damage, protect from damage
or restrain another being?
{If the answer is “no.” go to the next question. )

Determine if it does damage or protects
from damage. Refer to the Gnome Device
Complexity Level table to determine Combar
Complexity from the amount of damage or
protection desired.

If the device is designed 1o restrain another
being, then determine the complexity/size of
the object by the HD of the creare being
restrained. Count it a3 one complexity level
for every two hit dice or levels of the targer
creature. Restraining an 8-hit die creature is 2
Complexity 4 task.

® Does it move something or itself?
{If the answer is “no.” go to the next question. )

Determine if it moves another object
{throws victim) or moves itself (flying
machine). If the device throws things, then
consult the column labeled “Move Vertical”
on the Gnome Device Complexity Level table,
If the device moves objeces and itself (flies),
then check the column labeled “Mowe Hori-
zontal.” MNore that this vertical movement i3
straight up unless some horizoneal movement
effect is also included. (The numbers given in
these movement columns can be either a toral
distance or distance per round, whichever i
Most Appropriare. )

Sire modifier: This assumes that the object
bieing moved is size 1 or smaller (roughly the
size of a small sack).

Minimum Size: Compare the size of the
object 1o be moved with the size of the device.
If the device is less than three sizes larger than
theobject, then the size and complexiry of the
device equal the size of the object plas 3. I
the device merely moves itself across the
ground, then no modifier is needed.

Duration; Use the following Duration
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Modifiers chart to determine vertical move-
ment complexity modifiers for the desired
durstion, {

Druration Modifiers Chart ©

Dresired

Duration Dmg Vert. Horiz. Environ.
Momentary MN/A N/A BWNSA NIA
1-3Rounds +1 41 NIA NIA
46 Rounds +2 +3 0 +1i
7-9Bounds +4 +5 =1 +2
1-3Tams +6  +7 =2 +3
4-5 Turns i o Gl 5 R +4
1-2 Houss  +10 +13 -4 +6
56Howrs +11 *15 -5 +§

1 Day NiA +16 -6 —rill
1 Week A BIA =T + 14
Permanent  +15 +20 N/A  +20°

* These modifiers affect only the complex-
ity of the device, not its size.

® Does it move something or itself any dis-
tance along the ground?
(If the answer is “no,” go to the nexe question. )

Determine if it moves another ohject
(shoves a victim) or moves itself (mobale
machine). If the device merely shoves or, in
the case of a catapult, throws the victim over a
distance, then consult the colurmn onder
“Move Vertical ” If the device moves with the
victim, then check the column under ' Move
Honzontal

Minimum size: The same restrictions on
minimum size for vertical movement apply
here except that the difference must be twice
or less.

Duration: Use the Duration Meodifiers
chart to determine ground movement com-
plexity modifiers for duration.

® Does it alter the environment of have an
area of effeci?
{If the answer is “no.” g0 1o next question. )

The amount of material altered and wheth-
er the affected region is inside the device also
factor into the equation. If aleering material
inside the device, add 1 to Complexity pet
1,000 cubic fecr alered after the fiest 104
cubic feet. If altering an external environ-
ment, add 4 1o Complexity per 1,000 cubic
feer altered including the first 1,000 cubic
feet.

Naote that gnomish devices are often larger
than the environments they alter,
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® Droes it alter an existing object?
(If the answer is “no.” go o next question. )

Gnomes commonly build devices to help
them build devices (a frightening thought to
those familiar with gonomes). If the device
takes an unfinished or parcially finished object
and changes it into 2 more finished object,
then the device has this effect.

Derermine the complexity difference
between the original object and its final state.
This iz done by subtracting the complexity of
the finished object from the complexity of the
ofiginal object. A machine to craft raw quartz
into finished lenses rakes an object of com-
plexicy 20 and makes it into an object of com-
plexicy 1, a difference of 19. This means that
the machine has a complexity of 19. A
machine that takes glass (complexity £) and
miakes it into finished lenses (complexity 1)
has 2 complexicy of 7.

Take the size of the object being refined (from
the first column in the complexity able) and
add thar to the device’s complexity rating.

#® Final design modifiers

Each effect has 2 complexity rating. Otfien a
smome will build 4 device wich several effects.
For example: 2 machine w move along the
ground and fire flaming metallic rocks has
complexities and size ratings for both horizon-
tal movement and damage. To determine the
final complexity rating for a device, first find
the highest complexity raung among the
cffoces listed. Add 1 o chat complexicy for cach
effect beyond the one listed. In the case of the
vehicle mentioned abave, thar is one addition-
al effect 50 1 15 agded o its complexity.

The size of the device greatly affects its com-
plexity and determines whecher sufficient mate-
nials are available 1o build it The base size of any
deviee is equal to its unmodified complexity rar-
ing. This means that a complexity level 20 deviee
always statts as a size 20 device. This is not neces-
sarily how large the device must be. The gnome
may elect o make the device smaller, bur this
increases the complexity of the device. On the
other hand, the gnome may elect w make a
device bigger and therchy reduce the final com-
plexity of the device.

Generally speaking, the larger the device,
the less complicated it is (Le., it has a betrer
chance of working), while the smaller the
device, the more complicated itis{i.e., it hasa
worse chance of working). This reflects the

- gnomish philosophy of engincering. Remem-
ber, however, larger devices require more
martcrials to build {more expensive) and are
harder to move.

The size of the design can now be altered:

Subtract 1 from the complexity for each size
larger the object is buile. Add 1 w the com-
plexity for each size smaller the object is built.
Mote that 2 gnome who attempts to build
large device must also pay for the materials
with which to build thar device.

II. DETERMINE FINAL MODIFIERS:
How well a device is made depends largely on
who made it. Just as magical swords have plos
modifiers and cursed swords have minus mod-
ifiers, so oo do gnomish devices. Add a +1
modifier w the device for every level of com-
plexity the device is below the level of the
gnome who made it. Give ita — 1 modifier for
every complexity level of the device higher
than its gnome maker. Thus a 12th-level
gnome who makes a level 15 netflinger would
make 2 netflinger —3. If the same gnome
made a rockpitcher with a complexity of 8, it
would be a rockpicher +4,

Gnomes love commiteees. They often work
on devices in groups when there are cnough
gnomes about. This is often as harmful as it is
helpful.

For every new gnome working on the device,
roll 3d6 and consult the following table. Find
the result of the dice roll (2 number between 3
and 18) en the row corresponding w the num-
ber of gnomes present. The colurn char this
resule falls into gives the complexity modifier
{see the column heading).

Gnome Crew Modifiers

Number of

Gnomes ©  +2 +1 Even —1 -2

i 3 47 317 18 A

2 3 4-7 B-16 17-18 MN/A
30 3 4.8 9-16 17-18 N/A
7-14 34 58 015 16-18 MN/A
15-4% 35 69 10-1% 16-17 18 %
Ai5- 144 4 T-1011-14 15-16 1718 ®
144 + A8 912 13-14 15 16-18 #=

* At least one gnome of a level equal o the
device must be present in this group in order
to obtain this result. If no such gnome is
present in the group. then treat the resuloas a
—1 o the complexity of the device,

== At least one goome whose level is no less
than five below the device must be present in
order to obrain this result. If no such gnome is
present in the group then trear the result asa
=1 to the complesity of the device,

I, DETERMINE AVAILABILITY OF MATE-
RIALS: Every gnomish device must include ar
least one selection from the five following com-
ponent groups in oder o funcion. Tt must also
fir the following basic criteria:
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1. It must have a number of components
equal to its complexity. 1 the device has  final
complexity of 15, then it must have 15 sepa-
rate parts.

2. There must be 4 balance in the number
of pares from the three parte groups. A device
may have, for example, two parts from group
#1 and group #2 and three parts from sroup
#3 but may never have three parts from group
#1 and only onc part from groups #2 and #3,

The components used are derermined by
the desires of the gnome designer. The DM
must then decermine if the irems mentioned
are obrainable in the quantities required. The
size of the device also affecrs availability. Mul.
tiply the total costs of all components by the
size of the device to determine the cost of
building the mechanism. Gnomes often chink
up items that are far too expensive to build, so
do not lose heare if your first few designs are
beyond your means.

Also it must be noted thata grnome can con-
suruct any of these tiems from elementary
materials {(cut wood from trees for frames, cut
gears from sheets of meal, erc.), but this dou-
bles the constraction time of the device.

Oevice Components
and Themr Costs

{Cost is per size, in stl)

Part Group #1: Mechanical Transmissions

Pulleys b
Shafis 10
Gears 20
Belts L0
Serews SO0
Blades 1,000
Part Group #2: Other Transmissions
Fins (Vanes) 10
Bods {S1eel) 20
Glass Rods & Panes 40
Bellows 200
Pumps 10600
Taning Forks 2,000
Pare Group #3: Drive Sources
Counterweights 30
Caoiled or Wound Springs 60
Waterwheel 104
Windmill/ Coal Fire 200
Steam Pipes & Boiler 1,000
Sun Mirror 2,000
Group #4: Basic Frames
Stonework 3
Wood Frames 10
Iron Frames 20
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Group #5: Mechanical Components
Clockworks * 30

# A dockwork is required for any device
that has 2 delayed action, an automatic
sequence, of has anything w de with informa-
LION SLOTAZe O COMMUNICAtIon.

IV. BUILD THE DEVICE: The time
recquired to build the device depends upon its
size and complexity, according to the follow-
ing rable. Multiple the size of the device by its
complexity and then refer 1o the following
chare.

Gnomish Device Construction Times
Size x

Mass Production: Gnomes never under-
stood the human drive for producing things in
vast quantities. They believe that one learns
from previous mistakes and thar these lessons
should be incorporated into design immedi-
ately. Thus gnomish devices are always
unigue. They never produce a device the same
way twice and thus they cannot duplicace pre-
vious work., They may attempt 4 “new and
improved"” version of an old design, bur there
is no guarantee chat it will work as well as it
did before.

Using Gnome Devices: Every time a gnom-
ish device is used, roll 1d20, add or subtract
any modifiers listed for the device, and con-
sult the following able.

=

12 18+ G-17 5 or less
13 19+ G-18 3 or less
14 19+ 5-18 4 or less
15 19+ 4-12 3 or less
16 194+ 118 2 or less
17 20+ 3-19 2 or less
18 20+ 319 Zorles

Success: This means that che device works
as intended. It will move, inflict damage,
send messages, heat food. make lighe, oo
whatever it was created to do. Each vime the
device works, a + 1 modifier is added to the
device for its next roll on this rable, (TF it work-
ed once, it has a berter chance. of working
wgain)

Unpredictable: The device works, but not
the way the designe riginally intended. The
precise effeces vary, but generally consult the
Gnome Mishap table on page 119, Roll 1d20
on the table and interprec the results as
humorously as the situation allows.

Failure: The device rorally fails w fune-
tion. [t can be repaired by any gnome whose
lewe! is equal to or greater than the complexity
of the device, The repair time is two hours
times the complexity of the device. Also, each
time 4 device fails, 1 — 1 modifier is subtract-
ed from subsequent rolls on the preceding
table.

Lo To PREVENT
CATABWT ARM FROM

LONTINUING , CAUSING

SPRING sTeEcTIiON

L3 plex. TQT; :::;?mﬁm Gnomish Invention Results Table
4-10 2d20 warns Complex  Success  Unpredicable Failore
11-23 2d20 hours 1 16+ 15 14 or less
26-50 2d6 days 2 16+ 14-15 13 or less
51-100 1dd weeks 3 16+ 1315 12 or less
101 -400 2dz20 months 4 17+ 13-16 12 or less
401+ 4d12 months 3 (g 1216 11 of less
(&) 17+ 12-16 11 orless
Having additienal gnomes dees nor 7 17+ 11-16 10 or less
decrease the construction time (if you have : 18+ 10-17 9 or less
worked with gnomes, you know why). 4 15+ 917 Borless
At the end of this time, the device is fin- 10 18 + 817 T orles
ished. Mote its statistics for future use., 11 16 + T-17  Gorles
PoinT
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These devices are a sampling of typical gnomish inventens, We do
not recommend thart they be built by anyone except qualified gnomes;
even then it is advised that all bystanders stand well clear of the device
whenever it is either used or tested.

NetflinGer

This gnomish invention was the end result of a long-term arms
research project funded by the Knights of Solaminia. The weapon was
supposed to render an opponent temporarily immobilized from a dis-
tance and thus allow the artacker to possibly capture the opponent
unharmed . Unformunately the ultimare effect was all roo often felr by
the wser of the device rather than the foe,

Netflinger

Type Effect Complex. Modif.  Total
Damage Restrain (HDE) 4 +1 5
Move Horiz 2" E 4 o 4
Final Modifiers Number Size Complex.
Highest Complexicy 5 3 5
Addirional Effects 1 i +1
Resizing — =1 +2
Totals G 4 8

Thus the netflinger is a size 4 device (roughly the size of & crossbow)
with a complexity of 8. It coses 312 sel.

The netflinger, when it operates successfully, encangles any crearure
with 8 or less Hit Dice for a period of three melee rounds. It can do thas
from a distance of 32 feet. It hits auromarically if it is successful, bu it
has various results ven an unprediceable effect is rolled.

Gnomeflinger

This is the gnomish answer to stairs: an automated way o got from
one place to another quickly and with relative safery. The device usesa
combination of catapules of various sizes and principles as well 25 nets.
The double-cmergency backup sponge landing system i3 an extra
up{jm! not included in the base pfi{ﬁ of the RysLem, of course,

Gnomeflinger

Type Effect Complex. Modif. Total
Move Verrical &00° G - 12
Final Modifiers . Number Size Complex.
Highest Complexity 12 12 12
Resizing L A L
Totals 12 12

This device will toss a man-sized or smaller individual 800 feer into
the air. It is size 12 (abour the size of a large cotrage).
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flapestry

Flapestty (shore for Flying Tapestry) was originally designed to send
moving paintings and sound ever tremendous distances.

Flapestry

Type Effect Complex. Modif., Total
Sound Talking 4 —_ 4
Light Candlelight 4 —_ 4
Comrmmunicate Direct Picture 16 — 16
Final Modifiers Number Size Complex.
Highest Complexity a 14 16
Additional effects 2 Fa +2
Resizing : — =3 +2
Torals a 14 20

Meedless 1o say, flapestry design is in its infancy on Kryon. A fla-
pestry is a device the size of a three-story tower with the complexity of 2
time machine. Its cost is enormous, especially considering the lack of
any real valented gnomes to be portrayed on the device.

IRONGNOME

This was originally designed as a device in which  gnome could sit
and move about while deflecting any damage coming in his direction.

Irongnome

Type
Protection
Move Horiz

Effect
AC O
400 o

Complex. Modif.  Total
9 - 9
-2 7

Final Modifiers
Highest Complexity
Additional effects
Regizing

Torals

Number Size Comiplex.
9 S g
1 s +1

10 9 10

The irongnome is a moderately complex device thar is barely large
enough to catry its gnome driver. It &5 slow bur has a very fine armor
class rating for the protection of its sccupant.
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Blamslower

This was designed ss a portable device that does damage to foesat a
distance.

Blamblower

Type Effect Complex. Modif. Toel
Damagre 2d8 7 +Z b
Mowe Horiz 400° 9 - 9
Final Modifiers Number Size Complex,
Highest Complexity g9 g g
Additional effects 1 - +1
Resizing — —4 +4
Torals 10 3 14

This complex weapon is worn as a backpack and can throw a keg of
volatile oil up o 400 feer away, causing 1d20 poines of damage. It has
six such charges before it must be rebuily,

Whooshwagon

Ortiginal concept; a device to wanspon & family of gnomes over a
distance.

Whooshwagon

Type Effect Complex. Modif.  Total
Move Horiz 20 miles & =5 11
Final Modifiers Number Size Complex,
Highest Complexity 11 11 11
Resizing = o +1
Totals 11 10 E2

This large wagon device is self propelled but only goes 20 miles in
the course of a three-hour period.

Fargas

Original concepr: a device to enable communication over vast dis-
tances.

Fargab

Type Effect Complex. Modif.  Total
Sound Low valces 3 — 3
Communicate Direct sound 13 i 13
Final Modifiers MNutnber Size Complex.
Highest Complexity 15 13 1%
Resizing 24 -3 +3
Tatals 13 0] Lt

This is essentially 2 telephone the size of a large wagon.
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Gnomethink—Klackeradd

COriginal concept: 2 device to solve mathematical problems,

Gnomethink—Klackeradd

Type Effect Complex. Modif.  Toral
Communicate Calculator 12 e 12
Final Modifiers Number Size Complex.
Highest Complexity 1z 12 12
Resizing =L i =6
Totals 12 18 [

This huge caleulator has 2 computing power much lower than its size
would indicate. It can add, subtract, muldply, and divide.

Blindbguide

Original concepr: a directional device when user cannot sec.

Blindguide

Type Effect Complex. Modif.  Toral
Information Compass 3 - 3
Information Pressure 3 - &
Information Clockwork 7 — 7
Final Modifiers Number Size Complex.
Highest Complexity 7 7 7
Resizing = =2 +2
Totals 7 3 ]

This clockwork maps the pressure changes and magnetic changes as
the user travels. The clockwork keeps track of the differences and can
orient the user on an x, ¥, z axis—assuming that everything works just
right.

Stewmartic

Original concept: & device to prepare meals.

Srewmatic

Type Effect Complex. Modif.  Total
Termperature 300 deg 0 +6 15
Alrer Objects Raw to cooked 5 = 3
Infommation Clockwork 7 -_ 7
Final Modifiers Number Size Complex.
Highest Complexity 1% 15 15
Resizing s -3 +3
Totals 15 1z 15

This labor-saving device s perfectly good raw vegetables and
meat inte an amorphous mass of stceaming glop.
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SORCERY

Of the all the orders of the world of Krynn,
none are a3 old, a5 feared, or a5 respected as
the Orders of High Sorcery. They came into
being almost at the beginning of the world;
their tale is that of the three Gods of Magic,
The gods of magic, Selinan, Lunitar, and
Nuirari, walked the face of creation before the
stars settled in their places. Though chey had a
common love of magic, each had aspects that
differed greatly from those of the others. Each
also chose a different path in the universe,

They saw the other gods wheeling through
the heavens and aligning themselves against
one another according o their goals and phi-
losophies. The All-Sains War was coming, as
their vision and foresight had warned. The
three gods feared that they too must choose.
Bound by the common bond of magic, thess
three looked abour the face of Kiynn and
loved it greaty.

Thus they did not join their fellow gods in
the heavens, but stayed close o the world.
They revolved about it, granting their powers
to those who would follow their ways. Each
god wasg granted a time to walk the face of
Krynn and seek our a follower. Each found an
apprentice and to each did they give the keys
to the Lost Citadel—a fabulous place of wiz-
ardry that stood beyond the circles of the uni-
verse itself. Here the gods taught them the
Foundations of Wizardry.

1. All wizards are brothers in their order
All arders are brothers in the power.

2. The places of High Wizardry are held in
common amonyg all orders and no sorcery i to
be used there in anger agains fellow wizards.

3. The world bevond the walls of the towers
ray bring brother against brother and order
against order, bue such is the way of the uni-
VELHC.

The Crders of Sorcery began as loosely orga-
nized groupsof wizards. [t was not unol much
later that the orders became formalized and
strucrured. During the Age of Dreams at the
onset of the First Dragonwar, the masters of
each of the orders came together at the Lost
Citadel and proclaimed the unity of the
orders.

The Lost Citadel was 2 wondrous place from
whence the master wizards culed their orders
in peace and harmony, far removed from the
world of Krynn. Both palace and forcress, 1t
provided a place where the powers of magic
could be tempered by the wisdom of the Con-
clave of Wizards (see page 29).

It iz imporrant for any magic-user in Krynn
to remember that & wizard's only loyaley is to

magic. This is the primary resson that magic
has remained in the world, despite many
efforts to eliminate it

A wizard of the Black Robes and a wizard of
the White fighting on opposing sides of a war
(such as the War of the Lance) would not hesi-
tate 1o destroy each other, When these wizards
meet on ncutral ground (such as a Tower of
High Sorcery), they are likely to enter into an
eager discussion of magic. If attacked by an
outside force seen as 4 threat to their magic (4
renegade wizard, for example), both would
join together to fight in defense of the magic,

A wealth of information on wizards, magi-
cal lore, the Towers, and the Tower guardians
exists in the DRAGONLAMNCE® novels.
Those interested in acquiring more detailed
information than is provided here should
draw from those works.

The Moons of
Mmagic

Since the creation of the world, the three
moons of magic have circled the globe of
Erynn, bonging with them the waang and
the waning of their followers” magical powers.

Each of the three Orders of High Sorcery
receives its powers from one of the meons of
magic. Wizards of the White Robes get their
powers from Solinari, Black Robe wizards get
their power from Nuitani, and neutral Wiz-
ards et theirs from the red moon, Lunitari_ It
15 by the position and aspect of 115 moon that
each order gaing is enhanced powers. The
aspect of Nuitari has no effect on the powers
of the White Robed wizards, for example.
Only the moon Solinari has an effect on the
wizards of the White Robes. The precise
effects of the positions of the moons on the
magic of Krynn is shown by the following
tables. Each phase of 2 moon has an effect on

the magic of that class of wizards.

Moon Phage Effects Table *

Moon Saving Additional Effective
Phase Theow  Spells ¥ Level
Low Sanction  —1 0 =
Whaning MNormal 0 Even
Waxing Normal +1 Even
High Sanciion  +1 +3 G

* A wizard of 1st through 3d level is unaf-
fected by phases of the moons because of the
low power levels involved in his spells. [t 15 for
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this reason that the tests for wizards ocour at
3d level or above as this is the point at which
wizards are considered to “come of age”

** Only a wizard of 6th level or higher who
also has an Intelligence of 15 or above gains
thiz benefit from the moons.

+ The additional spells can be of any level
the wizard can cast.

If two or more of the moons are aligned,
thiere are bonuses to the moon phase effects
given earlier. (Moons are aligned if the boxes
they occupy on the Moon Tracking chare [page
28] are in 2 seraighe line from the center of the
chart. For example, Lunirari on day 3 of its
orbital period is alipned with Muitari on days
Gand 7 of its pericd and with Solinari on days
5 and 6 of its period.}

Moon Alignment Effects Table *

Saving Additional Effective
Alignment Throw  Spells Level
Sol. withLun.  +1 1 +1
Muit. with Lun. +1 +1 +1
Sol. with MNuir. +1 o Mormal
All Thtee Moons  +2 +2 +1

* Mote that all plusses on this table are
cumulative with modifiers from other effects.
If all the moons were to align at the time of
High Sanction, then all wizards would have 2
+3 saving throw, +4 additional spells and
+2 effective levels to their spell casting. This
is kngwn as the Night of the Eye since the
moons move through cthe sky with a temible
aspect and cause magic w be at its peak.

Location of the Moons

The initial location of the moons is deter-
mined by tolling 148 for each moon and plai-
ing ir in the indicared box along its orbir.

If you are playing 2 DEAGONLANCE cam-
paign game, then these are the starting loca-
tions for the moons in your campaign.
Hereafter, advance the moons one box per
game day o keep track of their positions dur-
ing the campaign. This allows your players o
plan for regular changes in the lunar cycles.



Moon Tracking Chart

high Sanction

low Sanction

SOLNARE:  period of 36 STandard days WIth 9 days PER GUARTER.

nuitari: Period of 28 standand davs with 7 dayvs per quanten.

Lunitar:: Period of & sTandand dayvs with 2 davs per qUARLER.
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The Conclave
of Wizards

The Conclave of Wizards is convered on set
dates and times as dicrated by the moons. The
Conclave meets regularly once each Fourweek
on the first day of High Sanction for the Rul-
ing Order. The Night of the Eye is a special
time when all of the orders gacher together,
Conclaves can also be called by the Head of
the Conclave during times of grave crises that
affect all orders, The Conclave does not meet
when the Test is given as this is 2 normal func-
tion of the tower and is handled on 2 routine
basis,

The Conclave of Wizards consists of three
factions with seven representatives from each.
Each of the Orders of High Sorcery is equally
represented gt the Conclave and each is led by
a single individual selecred by each order. The
¢hosen wizard is the Master of chat order, The
selection process is left to each order and varies
from order 1o order. The Black Robe repre-
sentative 15 usually the most powerful wizard
of that order. This has from time 0 tme
resuleed in some rather fabulous contests of
wizardry as two sorcerers vie to establish who is
fit toy rule their order. Such contests are invari-
gbly held beyond the boundaries of the row-
ers. In the case of the White Robes, elections
are held to determine the master of their
order. The Red Robes draw lots from among
the seven members of the Conclave.

The Master of the Conelave is determined
by consensus, a spell that instantancously
determines the combined will of all the wiz-
ards of Krynno in a single macier. While not
always infallible in its ability to benefit the
Conclave as a whole, it still remains the meth-
od of selection for the Master of all Sorceries.
The law of the Conclave is largely determined
in everyday matters by the head of the Con-
clave and his law is final. If, however, 2 deci-
sion is made which is against the will of the
Conclave, then a mandate may be called forin
which case a consensus is taken of the general
wizardry and a new Master of the Conclave s
then determined.

The Spheres
Oof MagiIc

Magic operates within spheres in Kryna,
Only certain spheres are usable by the differ-
ent Orders of High Sorcery; spells castable by
wizards of one order may not necessarly be

cast by thosc of another order.

The Spheres of Magic have been defined as
follows:

Abjuration magics are primarily concerned
with the prevention and exclusion of particu-
lar magical and nonmagical effects, sita
tions, or individuals, and include most spells
of protection, avoidance, and repellence.
Examples include procection from evil spells,
spells thar dispel magic, and the ant-magic
shell spells, among others. This magic is usa-
ble by those of the White Robes only.

Alreration spells modify existing conditions
or individuals through the infusion of magical
encrgy. Spells that give the redpient enhanced
Strength or the ability 1 fly, those that trans-
form substances (polymorph self or others)
and spells that have gencral effects (move
carth or lower water) are all alterations. This
miagic is the provinee of the Order of the Red
Robes alone.

Conjuration /Summoning spells are a com-
bination of two separate magics in variable
quantities: The conjuration part brings addi-
tional marteer from elsewhere, while the sum-
moning portion creates a duct berween the
caster and some greater magical power, Spells
that summaon existing animals o1 monsters in
an areg, bring into being on this plane excra-
dimensional creatures (such as elementals, for
example), of use such creatures” power (such
as @ wish or power word) are conjuration and
summoning magics. Both conjuration and
summoning are usable by the Order of the
Red Robes. Conjuring may be used by the
White Robes as well, while summoning may
be used by the Black Robes.

Divination spells are those thar uncover
information that 15 otherwise hidden ander
normal circumstances and include spells that
detect magical effects, invisibility, and the
like, those spells that predict hidden or furure
events, and those that place the caster in con-
tact with powerful extradimensional creatures
bur do not involve direct action by those crea-
tures. This sphere is the commaon ground of 3l
Krynn magic and all wizards can use divina-
tion spells regardless of their order,

Enchantment/charm  spells  place 2
dweomer on the rarget individual or item chat
radiates 2 magical aura. On physical items it is
normally used o Invest an lrem with magical
powers (such as deeppockers or bind), bur 1s
more commonly used to induce particular
emotional or mental states in living targers
{such as animal friendship, forger. and Orto’s
irresisrable dance). The magre jar spell, which
was originally listed as a possession spell, 15
really an enchantment/charm spell. These
spells can be used by wizards of the White and
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Black Robes.

Evotation and invocations both channel
magical energy, using that energy 1o creare
specific effects and types of matter. These
effects include permanent features such as the
wall spells, forces such as the Bighy's hand
family of spells, and temporary effects such as
fighening bolt or fireball. Invocations are ded-
icated o a particular powerful exeradimen-
gional being and are usually confined w
clerics, while evocations involve wrlizing
ambient magical energy. These spheres of
magic can be used by the Orders of the Red
Robes and the White Robes,

usion / phantasm spells create a false reali-
ty. This sphere includes the bulk of the spells
listed in the illusionist sub-class. Ilusions
alone create the apparent existence of items in
the minds of the viewers, while phantasms
creare a shadow reality thar gives these illu-
sions the power to affect the viewer as if real.
These are the province of the Red Robes and
the Black Robes.

Necromantic spells involve the health, hit
points, or normal funcriening of a living or
once-living targetr, Spells that increase or
decrease hit points, cause or cure discase, or
restere lost souls to cheir bodies all are necro-
mantic spells. These are the provinee of the
Black Robes.

A summary of magical spells divided
according 1o level and spell type can be found
on pages 126 and 127, Use this list 1o deter-
mine which spells are usable by the different
orders of wizardry.

the towens of high
SORCERY

Originally there were five Towers of High
Sorcery. Buile by the anclent wizards as centers
for their crafts and learning, they were located
in the ancient cities that later came to be
called Palanthus, Wayreth, lstar, Daltgoth,
and the Ruins,

The towers were all alike and yet all differ-
ent, The general outling of the towers was
determined by a ceniral commitiee of mem-
bers of all three orders (since 21l orders use the
towers), but the supervision of the construc-
tion work was done by wizards who happened
to live in the area. This resulted in the same
general structure for all rowers, but widely
varying details and specific layours,

The general arrangement of the wowers con-
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sisted of a central complex surrounded by a
field or garden. This field was different for
each of the five towers, The Tower ar Wayreth
was surrounded by a transdimensional field
thar allowed it to appear anywiiere within 500
miles of its wsual place in Wayreth Forest. The
Tower in Palanthus was surrounded by the
Shoikan Grove that emanared a continions
and very powerful fearspell. These are the two
towers that are most commonly known today,
Enowledge of the other threc wowers is hard o
come by, bur the properiies histoncally
ascribed to these rowers” gandens were steep
{Daltigoth), ferger (Istar), and passion (the
Ruins). While each of these gardens held
-many other formidable obstacles, these were
their principal actribures and defenses,

All wowers are neutral zones. Fighring
among the wizards is not permited and is
punishable by immediare death.

The Towenr of Wayreth

The Wayreth Tower’s defense iz the most
unusual, for one does not seek our the tower,
it finds you. The garden about Wayreth's Tow-
er has different dimensions ar different times
and the Tower jwself is said o exist withou
dimension, always exisung where ic 15 not.
The result a5 that one could be walking in a
forest and suddenly be crespassing within the
domaing of the wizards of Wayreth. Just where
this tower's garden touches the world of men
and elves is controlled by the wirards them-
selves, In this way they protect the ower from
enemies of their order while still enabling wiz-
ards to enter the tower,

Access to the Wayreth Tower is the most
rescriceed of all the Towers since the Masters of
High Sorcery decide who may enter. The row-
er is never where it is looked for and can only
be found when the wizaeds wish it wo be so. It
is impossible for 2 characeer w enrer the tower
though astral travel or the outer planes of
exisrence a5 the tower is not connecred
those planes. {Only the Tower Porrads can
touch on the other planes; otherwise, Raistlin
would have had livtle difficulty in reaching
the domain of the Queen of Darkness).

If the wizards want 2 person w enter the
Wayreth Forese, be has lictle choice in che -
wer. He may wake 10 find himself surrounded
by rrees. He may try to walk away, only to find
himself inexplicably walking into . Or he
may be lured inside by the magical singing of
birds promising him his heart's desires. Any-
one strempring to enter che forest withour
invitation can do so, but he better be prepared
to give a good explanarion of himself o the
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wizards quickly. Otherwise he is anacked by
the trees.

Even those invited into the forest (such as
mages traveling to take the Test) are accosted
by the feeling of overwhelming magic. It takes
every bit of courage and will they possess o
make their way o the ower itself. Wizards
generally travel to the tower via magical
means and do not bother to go through the
forest. The exception to this would be a rene-
gade wizard, who would not be permitied w
telepore or atherwise enter the tower withour
permission.,

The Tower of Wayreth differs from the oth-
ef towers in that it conraing a great cencral hall
where the Conclave meets. This hall iz huge,
so large that the ceiling is lost in shadows. It iz
round, made of stone, and there are no deco-
ations of enhancements of any kind. Stone
chairs, created by magic, stand in a semi-cirele
gt one side of the hall. There is lighe withoura
source In the hall; 16 1 brightest apon the
semi-circle of chairs. The entrances to this hall
are magical. No one is permitted inside unless
the wizards transport him here. Anyone wan-
dering about the tower would never encounter
the hall.

The black, rune-covered walls of the Tower
of Wiayreth were built by magic and are pare of
the tower's defenses. No weapon exists thar
can even mar the surface of these walls, Thus
the Tower of Wayreth remained standing rela-
tively untouched when the rest of the world
was destroved 1n Ramstlin®s amempt 1o over-
throw the gods. There arc no guards at the
gare of the wwer; there is no need, Onee
inside the gaces, the adventurer passes
through a huge courtvard paved with gray
flagstome. The courtyard appears empry at
first glance, bur anvone walking across wall
suddenly realize that it is filled with people!
They cannot be seen directdy, only out of the
corner of the eye, These are mages traveling o
and from the tower, mages taking the Test,
Mages cxperimenting, ¢

An adventurer in the courtyard—if invired
10 the tower—Is transporied magically to one
of the tower's many SUMPLIOUS FUEST T00MS.
These are like the most luzurious rooms of the
best inns in Krynn., Uninvited guests (those
whio make it this farl) are either taken imme-
diately o stand before the Conclave or w the
dungeons. The dungeons of the wwers are so
dreadful that no report of them has resched
the outside world—no one whe ever went in
same back alive te reporr on it

A wizard cotening the tower receives his
own private quarters, the placement and
decor of which depend on the wizerd's level.
Srudent magic-users and apprentice wizards

have their rooms on the same level as the guest
chambers. High-level mages have more ele-
gant quarters at the top of the wower. There are
no locks on any doors 25 all wizards respect the
sanctity of others’ possessions,

There are libraries of spell books within the
tower, plus libraties of magical scrolls and
magical paraphernalia. These are under the
contrel of the Conclave and can be given as
gifts to magic-users (almost all young wizards
who pass the Test are given some powerful
artifact to aid them in their profession), These
miay also be purchased (in the case of anifacts
and scrolls) or studied (in the case of spell
books) with the permission of the Conclave.

Purchase prices for items would most likely
be in terms of similar irems rather than
money. A wizard desiring o purchase a scroll
would sifer another seroll in exchange or some
ather magical objest of comparable value.
Thus 2 White Robe wizard who comes across a
scroll of evil magic would not destroy 1t, but
rather take it o the tower 10 wrade for a scroll
he can usc.

Wizards can choose w be buried within the
tombs of the wwer, although this is not man-
darory. It is rurnored that those who choose to
test within the tower's walls serve their an
even after their death by performing such
tasks s guarding the dungeons or aiding in
the Testing of young wizards. Ar the rime of a
wizard s death, all possessions and spell books
are either bequeathed 1o an apprentice, a fel-
low wizard, or sent to the rower. Thus there
are no magical arifacts buried in the tombs of
the wwer.

Adventuring in the tower can be fascinating
because the DM is relatively free o do with it
as he chooses. See the map of the tower (page
32 for devailed informarion.

The Shoikan Grove
of the
Tower of Palanthus

The fear generated by the Palanthus Tower
iz one of the most respected visible defenses of
the five. This permanent spell is of such power
thar only one uninvited guest has ever reached
the tower—Tasslehofl Burrfoot managed o
penetrate the Shotkan Grove while piloting a
flying cicadel over Palanthus, Wizsrds are
generally of the apinion that the penetration
was due 1o the fact that the ciradel was a
device of magic iself and the pilot of the cita-
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del was, ar the vme of the penetration,
encased in a magical ficld.

In the time following Raistlin's death,
Dalamar, che successor to Raistlin as the Mas-
ter of that Tower, kid further enchantments
on the garden to extend its effects and powers
into 2 dome that encased the tower as well as
shielding it physically from any assault. Pro-
jectiles now deflece harmlessly (as would fly-
ing citadels) and the fear that emanates from
the grove is unchallengeable.

Passage through the Shoikan Grove with-
out a talisman requires a saving throw vs. spell
witha — 10 penalty, to the die roll {a difficult
roll ar best). A characeer failing this check
(which must be made every five rounds the
character remains in the grove) suceumbs to
irrational fear and blind panic, fleeing the
grove in the direction from which he came.

The talismans chat are given out for passage
through the grove negare the penaley, but the
characrer must still successfully make the sav-
ing throw or flee in uncontrolled panic. (See
page 98 for the ralismans thar enable safe pas-
sage through Shoikan Grove. )

The Tower of high
SORCERY at Palanthus

The Tower of High Sorcery ar Palanthus
changes in aspeet depending on when in 1t
history it is visited.

re-Curse

Qreiginally one of the most beautiful of the
wowers, the Tower ar Palanthus was also con-
sidered one of the most powerful. Here it was
thar the wizards of all the orders came togeth-
erto creare the dragon orbs that were respong-
ble for helping to defear the Dark Queen.

Any entering the tower at this time would
find 1¢ simalar to the description of che Tower
of Wayreth, cxwcepr thar this wwer is equipped
with a laboratory instead of & great hall. (See
the descriprion of the laboratorny.)

The Curse

During the Age of Might, the wizards grew
so powerful that many people feared they
might take over the world, Among these was
the Kingpriest of [star, the powerful cleric of
good, He tumed the people againse the wiz.
ards. Mobs rose up and attacked the towers.
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It would have been casy for the wizards to
have destroyed the people, but they knew that
in so doing they would destroy the world.
Rather than do this, they chose w sacrifice
their own power in the world. They destroyed
two of the Towers of High Sorcery—those at
Dalogoth and the Ruins. They turned the
Tower at Istar over o the Kingpriest and were
intending to give him the Tower at Palanthus
but for the rerrible event that was to befall it
In retuen, they were allowed to retain the Tow-
er at Wayreth, and it was here that they
brought as much of their libraries and as many
of their magical artifacts as was possible.

At the beginning of the ceremony to turn
over the Tower of Palanthas to the Kingpricst’s
reprosentacive, an evil wizard—driven insane
by the downfall of his arc—Ilcaped from an
upper window and impaled himself upon the
spikes of the tower's gate. As his blood flowed
to the ground, he cast a curse upon the tower,
saying thar no living being would inhabit 1t
until the Master of Past and Present returned
with power.

It iz unlikely that any would be able to enter
the Tower during the peried the cutse is in
effect. The only ones known to have dene so
were Raistlin, Caramon, and Crysania, whe
came here long after the Cataclysm {Raistlin
mistakenly belicved a Portal existed in the
rower &t this time).

The tower is guarded by undead of all sores
that permit an adventuring party in the tower
only if Raistin (whom they would recognize)
is present,

The Tower Ouring
Raistlin’s Rule

Those who enter the rower during chis time
are undoubtedly here by invitation and are, in
any case, completely under Raistlin's control.
They therefore see only what Raistlin wanes
them to see. Thiz might include Raistlin’s
study, a luxutiously appointed room filled
with books, comiortable furniture, and
objects of interest from all over Krynn. A fire
in the hearth dispells the chill of the tower.

The books in this room are not spell books;
those are in the laboratory, These books are
works of poetry and prose, books on herbal
lore and anatomy, books on philosophy, and
treatises on magic. The objects decorating the
room are also nonmagical, being beautiful or
hideous but all cutious. These are mementoes
Raistlin has acquired in his travels,

Qalamar’s quartens

Dalamar is Raistlin’s only apprentice,
Despite the fact that he is a dark clf, his quar-
ters are very elven in design, being decorated
with rugs and fumiture that celebrate the
beauty of nature. There are also many inter-
esting and curious objects in these rooms, plus
many magical ones and Dalamar’s spell
books.

The Lasoratory

The laboratory is located in the top of the
Tower and can be reached only after climbing
a narrow stone stairway that spirals up the
inner wall of the tower. Since the center of this
part of the tower i hollow, one misstep on
those staits means that the person falls to his
death,

Upon entering the laboratory, adventurers
note that it 1s much larger than it could possi-
bly be, given the size of the tower The pri-
mary ebject in the room is the great stone
table, Diragged from the bortom of the sea by
magic, it is so large that @ minotaur can lay
down full length upon ir. It is covered with
runes to ward off any outside influences thar
rnight affect the mage's work.

Also present in this room are shelves of spell
books. These include the nighe-blue bound
spell books of Fistandantilus, plus Raistlin's
own black-bound spell books. Here also are
books on herbal lore and anatomy, many of
them in Raistlin's own handwriung. Various
magical items and arvifacts are also here,

Raistlin is an expert in alchemy, so borles
and beakers of various chemicals are found
both on the stone table and in other pares of
the laborarory. He has also delved into the art
of vivisection, and various animals and pans
of animals {including humans) can be seen in
jars and beakers. Several complere skeletons of
animals and humans stand in cthe comers.
Parts of skeletal remains lic about. Some of
Raistlin's experimental creations live in jars or
cages and rake an avid interest in any new-
comer who enters the [ab.

At the far end, almost obscured by
shadows, hangs the purple velver curtain that
hides the Poreal. If these curtains are drawn,
the character sees an oval doorway standing on
a golden dais. It is surrounded by the dragon
heads of Takhisis, the Queen of Darkness.
When not activated, these heads appear to be
plain gold metal, although the character may
have the uncanny fecling that the eyes of the
heads are warching his every move. When
activated, the heads glow blue, red, black,
green, and white and scream the praises of
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their Dark Queen.

Characters looking into the Poreal when it is
not activated see only a dark void. These look-
ing into it when it is activated see 2 swirl of
brilliant, blinding color, then whatever the
DM wants them to see.

The Chamser of Seemg

Here dwell the Live Ones, Raistlin’s failed
experiments in creating life. He is unwilling
o show them to anyone with the exception of
Dalarnar. Their ask 15 o warch the pool that is
Raistlin’s window on the wotld. Looking into
it, he can see anything thar is currently hap-
pening anywhere in Krynn and can, to a cer
tain degree, affece che actions of those he sees.
He can only view the present in the pool, he
cannot see cither the furure or the past.

The pool iz quite similar in nature w the
crystal he (as Fisandanulos) presented
Astinug the Historian,

The Live Oncs are quite harmless, but so
gruesome looking and foul smelling thar any
character not of cvil alignment must success-
fully roll & Constitution Check or become vio-
lendly ill. This has the effece of lowering the
character's attack roll by =3 and penalizing
his AC by +3 while he ig in the Chamber of
Seeing.

After Raistiin's Oeath

When Dalamar became Master of the Tow-
er, he instituted many changes. Ameng these
are opening up living quarters for additional
apprentices. His most important act, however,
was to shut the laboratory and seal it with a
powerful curse. A lich guards the door and
suffers none to pass.

GuUaRrdIaN GROVES of
the Destroyed Towenrs

The following are suggestions for those
wishing to set a campaign in pre-Cataclysm
Krynn before the other three Towers of High
Sorcery were destroyed.

The wowers are similar in construction to
those in Palanthas and Wayreth with the
cxceptions noted on page 29. Bach tower's
guardian grove had different characteristics.

Daltigoth (sleep): All living beings enrer-
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ing this forest must make a successful saving
throw vs. spell with a —7 penalty every five
tounds they are in the forest. Those who fail
fall inte an enchanted sleep. The sleeping
being is then transported by the wizards either
into their tower or out of the forest, depend-
ing on whether or not they wish o have deal-
ings with him.

Istar (forget): Thosc entering this forest must
roll a successful saving throw vs. spell witha =3
penaly every five rounds they arc in the forest.
Failure temporatily negates all shore-term mem-
oy, thus making it impossible for a person w
remember from moment to moment what it is

-they are doing here. This effect passes once the
characters leave the forest.

Ruins {pawion): The character finds his
own passions overwhelming him. These may
be of love, hate, vengeance, etc. A saving
throw vs. spell must be successfully rolled eve-
ry five rounds to avoid this effect.

carly Life
of a Wizard

All those who wish to join one or another of
the Orders of Wizardry begin their training a5
children stodying magic under 2 Master Mage
{one approved by the Conclave for the reaching
of voung magic-users.) Magic-users can rise to
the level of Initiate without formally declaring
their alignment and without declaring loyalty o
the Conclave. Thus a magic-user could remain
an Initiate all his life, pracdcing only minor
spells, without having to take the Test.

Those seeking greater power must travel o
the Tower of Wayreth for the Tesc. Here they
declare cheir alignment and are assigned 1o 2
higher level mage 1o serve time as apprentice
wizards.

An apprentice is generally assigned to a
wizard of his declared alignment, although in
later days, Dalamar, wizard of the Black
Robes, was known o accept Red Robes as
apprentices. 5o also & White Robe wizard
might accept 2 Red Robe as apprentice.

Student MagGIC-USERS

Game Qata

Minimum Requirements: Those whe wish
to enter into the life of wizardry in Krynn
must have the following minimum game sta-
tistics:

Wizard Minimum Scores

Strength
Intelligence
Wisdom 2
Dexrerity (]
Constiturion =
Charisma —

9/ 5%

* A wizard with an Intelligence of 15 or
more gains an additional 10% to all experi-
crce poinis camed.

Student Wizard Advancement Table
Hit
Dice
Level Points (d4s) Tile
1 2,500 1 Student
2 5,000 2 Mowvice
3 10,000 5 Initiate *

* Wizards cannot advance higher than this
without either becoming rencgades or joining

one of the Orders of High Sorcery,
Wizard Spells Usable by Level
Ievel 1 2 3 4 56 7 8 9
1 R R T D
2 7 MR S ke o
g m e
Proficiendies Weapon | Monweapon
Initial 1/3
Added 112 per 5 levels

Test of
high Sorcery

The Test of High Sorcery is more than just 3
tnal of 2 person’s magical abilities, it also tests
how that person will use the abilities he has
and those he will gain. Magic is powerful in
the world of Kryan and, w0 the wizards, the
distinctions berween the three different fac-
tions of wizardry are most imporcant.

Each initiate's test is a different one,
designed especially for his needs and weak-
nesses. Failure means death. Because magic is
such a powerful force in the world, the wizards
are extremely careful about who is allowed o
wield this power, They qre not interested in
whether the power iz used for good or for evil
so much as they are concerned with irresponsi-
ble uge of the power (one reason there are no
kender magic-users!). A wizard who agrees to
take the Test, therefore, liverally pledges his
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life to the magic. He must prove o the satis-
faction of his fellow wizards that he takes
magic seriously and thar he will devors his life
0 Mg,

As each Test of High Sorcery is designed for
the individual, there is no specific Test
detailed here—only guidelines as to how such
z Test must be cofiducted and what the Test
should include. It is up o you to design the
details of the specific Test for the wizards in
YOUL campaign.

There should be at lease three tests of the
wizard's knowledge of magic and its use; the
Test should require the casting of all of the
spells known to the initiate; at least three teses
that cannot be solved by magic alone; at least
one combar against 2 character known to the
initiate as an ally; at least one solo combar
againgt an opponent who is two levels higher
than the initiate.

Those attempting the Test can bring com-
panions along, but no one who comes is guar-
anteed of retuming alive, -

One such Test offered by Dalamar allowed
the initiate and his pary to enter the tower
freely—getting out, however, was another
mater

Changing ORDERS
after the lest

From time w me, a wizard's acoons will
indicare thar he & no longer g follower of the
tenets of his originally chosen order. Raistlin
Majere, for example, won his Red Bobes in his
Test bt thereafrer events and his own decisions
brought him to the way of the Black Robes. Such
changes are not without hardship.

A wizard who changes orders suffers the loss
of two expericnce levels. This may make the
wizards spell book unusable in some
instances (since the types of spells o wizard
receives depend on his order, the spells in his
old book may no longer be usable when he
changes orders).

Also. the wizard’s abilities are not affecred
by any moons until one game month hay
passed after his change (then the moon of his
new order affects his abilities).



WIZzar0s of the white ROBES

Wi1Zar0s of
the White ROBES

Wizards of the White Robes generally gain
levels slower than their brothers, yet they ulti-
marely attain higher levels than any of the
other magical orders,

A White Robe wizard must follow the ways
of good and keep this goal in his mind in all
that he does. Acts contrary to the mandare of
good can eventually result in the downfall of
the wizard, One of the first indications that a
wizard has lost sight of his order's goals is that
his order’s moon no longer affects his abilities,
Also, cerain spells may not work for him any
more.

White RoBe Wi1Zaros
Game Oata

Minimum Requirements: Any who wish 1o
join the Order of the Whire Robes must meet
all of the minimum statistics standards
required of student wizards. They must also
have passed the Test of High Sorcery without
having commirtted an act contrary to the laws

of good.

White Robe Advancement Table
Expenience  Hit Dice
Level Points {d<is) Title

4 20,000 4 Oth Order
3 45000 3 &th Order
G 33,000 & Tth Order
7 100,000 7 Gth Order
8 200,000 8 Sth Order
b 400,000 9 drh Order

10 00,000 10 G Order

11 200,000 11 24 Order

12 L000.000 1141 Lst Order

13 1,250,000 11+2

14 1,500,000 11+3

13 L750,000 11+4

14 2,000,000 11+3

17 2,250,000 11+o

15 2,500,000 11+7  Master *

* Only one White Robe wizard can be of
Master level (see The Conclave of Wizards for
the selection process for the Whire Robe Mas-
ter).

Spheres of Magic Usable: A wizard of the
White Robes can use the following Spheres of
Magic:

Abjuration Charm Conjuration
Divination Enchantment Evocation
White Robe Spells Usable by Level
Level 1 2 3 4 6 7T 8 9
oA
b 4 2.1 i -
(] o R S -
7 4829 sk -
# 4505 ® 3. -
o 43 3 21 - =
10 T e S AU el
11 4 44 3 3 2 1 -
12 4 4 4 4437121
13 b e T |
14 5 55 44 320
15 B R e (e e e |
16 i N e e T A |
17 i L, T TR W Sl T )
18 505 %5 54 3 3%
WI1Zards of

the Red RoOBeS

A wizard of the Red Robes gains levels
faster than his White-Robed brothers, but
slower than his Black-Robed counterparts. Of
all the wizardries, the Red Robes have the
widest range of spells available,

Red Rose WiZards

Game Qata

Minimum Requirements: Any who wish to
join the Order of the Red Robes must meet all
of the minimum staristics standards required
of student wizards. They must also have
passed the Test of High Sorcery without hav-
ing committed an act contrary to the laws of
thaos,

is

Red Robe Advancement Table
Experience Hit Dice
Level Points (dds)  Tide
4 15,000 4 Gth Order
5 36,000 5 8th Order
6 50,000 & Tth Order
7 90,000 7 6th Order
2 180,000 & Sth Order
9 350,000 O deh Order
10 500,000 10 3d Order
11 700,000 11 2d Order
12 Q00000 11+1  Ist Order
13 1,100,000 11+2
14 1,300,000 11+3
13 1,300,000 11+4
16 1,750,000 11+5  Master *
17 2000000 11+6
18 2,250,000 11+7

* Only one Red Robe wizard can be of Mas-
ter level or above (see The Conclave of Wiz-
ards for the selection process for the Red Robe
Master).

Spheres of Magic Usable: A wizard of the
Red Robes can use the following Spheres of
Magic:

Alteration  Conjuration  Divination
Husion Invecation Phantasm
Summoning
Red Robe Spells Usable by Level
Level 1 2 3 4 5 6 7 8 9
4 e = mos =
S Ao Logn
T e R - -
T aRLE AT A
g8 4.3 3 2 - - -
b B s R e 2
10 b R L R
11 5 4.4 F 3 2 - =
12 e R e TR
13 e S T e e
14 A S SR I R B
15 G T T R S |
e e e |
17 [ i SR S T e S |
18 R T R S D
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Wizards of
the Black ROBeS

Black Robe wirards gain levels faster than
either of the other two orders, yet it 1s in their
fature o wp out in levels sooner than either
of the other orders.

Black Rore Wizards

Game Oata

Minimum Reguirements: Any wheo wish o
join the Order of the Black Robes must meet
all of the minimum statistics srandards
required of student wizards, They muse also
have passed the Test of High Sorcery without
having commitred an act contrary to the laws

of evil.
Black Robe Wizards Advancement Table

Level Points (dds) Title
4 17,000 4 9th Oreder
5 35,000 5 #th Order
& 45,000 & Tth Order
7 BO000 7 Gth Order
8 135,000 & * 5th Order
9 200,000 @ 4ih Order
10 375,000 10 Trimorte
11 500,000 11 Brother to

: Darkness

1z 630,000 11+1  Blackmage
13 800,000 11+2Z Master *
14 1000000 11+2

15 1,200,000 11+3
15 1,400,000 1144
17 1,650,000 11+5
18 1,900,000 L11+6

* Only one Black Robe wizard can be of
Master level or higher (sce The Conclave of
Wizards for the selection process for the Black
Robe Master).

Spheres of Magic Usable: A wizard of the
Black Robes can use the following Spheres of
Magic:

Charm Divination Enchantment
Husion MNecromantic  Phantasm
Summoning

Black Robe Spells Usable by Level
45 67 89 il

R B |
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Renegade WI1Zaros

Wizards who awempt 1o live outside the
law of the Towers of Sorcery are known as rene-
gade wirards. Wirards from other campaigns
who do not quickly contact the heads of an
order they wish to join will find themselves in
the position of being considered 2 renegade
wizard.

Renegade wizards are considered by all
orders 1o be a menace to the balance of magic
in the world. It was only by the barest of mar-
gins thar Raistlin, a magic-user of extraordi-
nary powers, retained his station in the Order
of Black Robes since he was obviously intent
upon defying them by entering the Abyss and
challenging the gods. Why the Conclave did
not order his destruction s unknown. (Most
believe that it was because they feared they
would not be able to stop him.) Thus they
sent the dark elf apprentice wizard, Dalamar,
to spy on him and eventually attempt to
destroy him.

A rencgade wizard who bas come o the
attention of the orders is invariably scen as a
threar that must be either neutralized or elim-
inated. Each of the orders has its own way of
dealing with a renegade—some orders are
more benevolent than others, bur all are
equally effective in their methods,

Wizards who enter Kryan from other cam-
paigns are considered renegade wizards until
such time as they declare theiralignment toan
order.

Such wizards use the standard wizard rables
found in the DMG and the Players Hand-
book, It should be explained 1o the player,
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however, that the standard tables are far less
favorable for a wizard than those for the orders
of Kryon,

A character who starts in Krynn can opt o
become a renegade after he reaches 3d level,
Alternavively, a character can leave an order
after having joined and become a renegade by
not joining another order. Note that any wiz-
ard character leaving the Orders of High Sor-
cery is subject to the two-level loss penaley
required of anyone who leaves an order, At
that point he begins to use the magic-user
tables in the Player'’s Handbook. His experi-
ence point total is altered so that he has only 1
point more than i3 necessary to reach his cur-
rent level {after the two-level drop).

Players who run their characters as rene-
gades from the beginning also use the
AD&D® game system chares for magic-users,
but they are not subject o any level penaltes.
An additional problem with being 2 renegade
wizard is that there is a 30% chance that any
other wizard encountered will recognize a ren-
epade wizard., This chance is decreased by
20% if the renegade is disguised as a wizard
from an order other than that of the identify-

ing wizard.

Renegade wizards who are recognized by a
wizard of another order are dealt with in ways
that depend on the order of the wizard. A wiz-
ard of the White Robes will try to caprure the
renegade by any means at his disposal while
doing the least harm. Should he fail, he will
report the renegade to the nearest tower
keeping ¢lose watch on him meanwhile. He
would destroy the renegade only as a last
resort and then only if the renegade threat-
cned either the balance of magic or the lives of
others.

A wizard of the Red Robes will try to cap-
ture the renegade and bring him before the
Conclave, if possible. If this is not possible, he
would not hesitate to destroy the renegade.

A Black Robe wizard will ar first attempt to
win the wizard over to his side of the struggle
before destroying him.

Renegade wizards who are broughe before
the Conclave are given a chance to join one of
the Orders of High Sorcery and o abide by is
laws. Those whe refuse are cast out from the
realms of Krynn and the circles of the world,
Those who join the Orders of High Sorcery are
entitled to use the better advancernent tables
and all of the benefits of the towers.
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Nusion and kKrynn

If, from time to time, a character comes
across something that is too hard for him o
believe (¢ven in Krynnl), then the character
iy have cause to question whether the thing
is real or merely the strange concoction of

- some illusionist wizard.

Disbelieving an illusion requires a period of
concentration. If a character wants to disbe-
lizve an illusion, follow these steps:

1) Ask the player how long his characeer will
concentrate on the suspected illusion. This
should be given as a number of melee rounds.

1) Determine the modifier for the disbelief
check. Compare the duration of concentration
time to the following rable to determine a
concentration modifier for the rell,

Concentration Modifiers for Illusion Disbelief

Time Modafier
1 Round +1
2 Rounds +3
5 Rounds +3
4-6 Rounds +4
7-9 Rounds +5
1-3 Turns +6
46 Tums +7
1+ Hours +8

During this petiod of concentration, the
character can perform no other acrions. It is
the uwninterrupted period of concentration
that determines the modifier. Mote thar the
available concencration time of any characrer
will be very limited if the illusion attacks the
character.

A character who has raken damage from an
illuzion does not get 2 chance to dishelieve it.

3) Determine the Dishelief NMumber by
adding the concentration medifier to the
characters Intelligence. You may also add 1
for each other character who has successfully
disbelicved during any previous round.

4) The referee secredy rolls 1420, K the
result is higher than the Disbelief Number,
then the object in question looks real and its
effects are as if it is real. If the number is equal
to of lower, then the illusion is disbelieved.

A disbelief check can be made only once per
hour by a character against any one illugion
{but the character can check again whenever
another character in the group makes a suc-
cessful check). The illusion is either discovered
by the character or else is believed. If an illu-
sion is a group of monsters, then the check is
made for the cotire group, not to disbelicve

cach individual monster, A successful disbe-
lief of a group of monsters would tell which
were real and which were not should illusions
be interspersed with real ones. Characeers who
successfully dishelieve cannot be hammed by

illusions.

Spells of
high Sorcery
Kiss of mght’s Guardian

{Evocation)
Level: 9 Components: V. 8
Range: Touch Casting Time: 1 seg.

Duration: 1 Passage  Saving Throw: None
Area of Effect: 1 Person

The Master of the Tower of High Sorcery at
Palanthus has the power to grant protection 1o
anyone entering the Shoikan Grove. The Mas-
ter confers this protection by means of a kiss
upon the subject’s forehead. To those of good
or neutral alignment, the kiss seems to bum
into theirflesh . To those of evil alignment, the
kiss will confer a pleazant, warm sensation. It
leawes a sear that is visible only to the undead
of the Shoikan Grove. The Kiss acts the same
as the Nightjewel in alleviating fear and also
prevents all undead in che grove from attack-
ing the protected pemon. Mo weapons or
spellscan be used while under the Kiss's influ-
ence. To do so negates the spell. The Kiss’s
power works only for one passage through the
grove.

mMmnospin

(Ilhasion/ Phantasm )
Level: 7 Components: 'V, §
Range: Special Casting Time: 3 hours

Duration: Special Saving Throw: Neg.
Area of Effect: One Person

Mindspin 1akes the innermost nightmares
of thie subject and makes them real in a star-
tlingly vivid illusion. These Musions rmost
oftcn take the form of drcamwraiths and
dreamshadows as described in the Crezeures
section.

The spell has an exceedingly long casting
time. This is primarily due to the need to sift
through the wictim’s mind and distll his
nightmares into a tangible form. During this
time, the victim and the caster must remain
undisturbed. A disturbance negates the effect
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of the spell at once. A charmed person is not
entitled to a saving throw. Otherwise, a suc-
cessful saving throw by the victim can negate
the spell.

The dream as woven by the spell invokes
three separate layers of reality. These are
referred to here as levels of the dream.

The firse level of the dream alters the char-
acter’s perceprions of space, time, and reality
around the character’s group. The terrain thar
is described 1o the PC during this section of
the adveniture is not the actual terrain of the
area but the terrain as the PC perceives it. The
PC can actually travel many miles in the real
wotld, yet only perceive himsell moving a
short distance in the drcam state.

The PC's perception of time s equally dis-
worted. He miay believe thar only minures have
passed when, in reality, it has been days.
Direarnwraiths and dreamshadows will appear
among those things that are real, forcing the
PC 1o determine which is reality and which is
not. Saving throws in this level of the dream
are normnal and all magic works as it should.

The second level of the dream distorts the
PC's sense of reality even further, for he no
longer knows which of his companions are real
and which are not. Note that dreamwraiths
and dreamshadows have special magical esist-
ances of 10% ar this level of the dream.

The chird level of the dream (the core of the
dream) distorts even the PC's perceptions of
himself. In addition to all the other effects of
the previous two levels, ar this level of the
dream, all the characrer’s strengths tarn o
weaknesses. Characters in melee are forced to
use the atrack and saving throw tables of ether
classes, as follows,

Clerics use thief rables.
Fighters use magic-user tables.
Magic-uscrs use fighter tables.
Thieves use cleric tables.

In addition, due to the magical nature of
the dream area, each of the following classes
must take the following adjusements:

Cleries: Subtract their Wisdom from 20,
Compare the result against the Adjustrents
for Clerics Table on page 11 of the Player's
Handbook and use the corresponding Chance
of Spell Failure for the characeer. On any roll
requiting reference to the Marrix for Clerics
Affecting Undead Table (page 73, Dungeon
Master’s Guide) use the table on the following
page:
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Mindspin Clerics Tarning Table
Type 1 2 3 4 5 6 7 891314+
Skeleton S e
Zombie - - - A
Crhoul - - = 20 19
Shadowr - = = = = 2019 13
Wight - - . - 2019 16 10
CGrhast - - - - 0196 15 T
Wraith == 20191613 10 4
Mummy o= o= 19161310 T ¢
Spectre - - 2191613 W T 4
WVampire - W19 16 1R 10 7 4 t ot
Ghost W IELE10 7 4 ¢ ¢t d
Lich 1961310 7 v o d d
Special BT et dd o d

Thieves: On any roll requiring the use of
the Thieves Function Table, all successes are
counted as failures and all failures arc sucocss-
es. Otherwise, adjust the rolls normally. Sim-
ple locks are now ough opponents.

Magic-Users: Magic-users now cast spells ar
one level higher than normal. This is due to
the magical nature of the mindspin spell. If
this enables a magic-user to cast a spell higher
than those he curtently knows, he can choose
any one spell from the higher level. The magic
auromatically gives the magic-user the illusion
that he knows it. This spell has only illusion-
ary effects, unlike the other spells the magic-
user casts during the dream.

All of the effects from each level of the
dream disappear if the dreamer it awakened
from his sleep. It is 2 properny of the magic
that the dreamer is always presenr and a cen-
tral figure in the dream.  Mindspin expands
at a rate of one mile per hour with a maximum
range that depends on the level of the dream.
The maximum distance that can be covered by
the mindspin and its various levels depends

upon the Intelligence of the character on
whom the spell was cast. The firse level can
extend to a maximum of 20 miles times the
character's Intelligence. The second level isup
to one mile times the character’s Intelligence.
The extent of the third or core level of the
dream is 20 feet times the character’s Intelli-
gence. Slightly shorter distances can be used if
this best fits the existing tereain.

Timeheal

(Evocation)

Level: 5 Components: V, M
Range: Touch Casting Time: 5 seg.

Daration: Permanent Saving Throw: Special
Acren of Effect: One cresture

This spell takes the creature It is cast upon
and slips its body backward in time to a point
where it was in better health, thus simulating
a healing abilicy without using clerical powers.
Time is of the essence in the timeheal spell as
the greater the amount of time, the grearer
the chance of failure.

Each level of the casting wizard guaranteed
healing of the character's wounds for one min-
ute previous to the casting For example: 3
9th-level wizard casting this spell is guaran.
reed to be able to take the wounded chasacver
back in time nine minutes to the character’s
condition at that time, For ¢very minute catli-
er that the character must be taken back to be
healed, there is a2 3% cumulative chance of
spell failure. Thus if the 9th-level wizard tried
to use this spell to heal an adventurer wound-
ed 20 minutes before the spell was cast, thae
would be 11 minutes (20 minutes minus 9
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minutes for his level) further than he could
tee success, so he would have a 55%
chanee (11 x 3% that the spell fails,

Multiple timeheals cannot be cast to
increase the time the victim can be brought
back with guaranteed spell success. Thus the
gth-level wizard cannor cast three successive
timeheals to bring his patient back 27 minutes
and thus guarantee suceess (since none of the
spells alone exceeded his guaranteed limit of
nine minutes).

Timeheal will not recall 2 spirit from death
and therefore is useful only if the characeer has
at least 1 hit point remaining. A dead charac-
tet who has a timeheal placed upon him will
be healed of the appropriate damage, but will
nevercheless be dead as his spiric has fled into
the heavens.

Timereaver
(Evocation)

Level: 9 Components: ¥, 5, M
Range: 1" Casting Time: 3 Turns
Duration: Permanent 3aving Throw: None
Area of Effect: 1" radivs

The timereaver spell sends those within ity
area of effect backward or forward along the
timestream of Krynn, into either Krynn's past
ot future. It is the spell that was used by Par-
Salian to send Caramon and Tasslehoff into
the past. It is also the spell that the Sceprer of
Time utilized to transport Caramon and Tas-
slehoff throughout the Legends tales.
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Since the earliest days of Krynn, the wisdom
of the gods has been brought to all races
through the efforts of the clerics, the moreal
messengers of the will of heaven,

Many have been the faces and names of
these gods over the centuries. Their precise
names, appeatances, and demeanors have var-
ied from Jand to land and people to people.
Some nations have worshiped many gods and
some have recognized only a few,

Yet while the names and faeces of the gods
may have been perceived differently from
time to time and place to place, their general
phitosophies, laws, and powers have remained
constant and recognizable. Whar one clan
mray call Thak another may call E'li, yet both
were names by which Paladine was koown and
both peoples were equally worthy in his eyes
as true worshipers.

So it is that the history of the gods, or that
part of the gods™ history that is known to men,
depends greatly upon che culure inwhich the
deity is recopnized. With so many different
cultures on Kiynn, the task of sorring the
truth from human fabrication and exaggera-
tion 15 a difficule one, Suffice it to say that
while not all worship the gods in the same
way, their faith and dedication to the basic
principles of their crezrors is secepted by the
gods,

For purposes of our discourse here, how-
evet, we will be setting forth the gods as they
are known among the Knights of Solamnia
and as revealed by Paladine to Elistan. The
basic facts seem o be confirmed by many
annotated historical works compiled by
Astinus of Palanthus.

There are 21 gods who zre the masters of
Kryon's universe. They are allied seven on
each side of the tiangle of good, evil, and
neuteatity. They are presenced as three sepa-
rate families of gods,

The first Family, the famuly of Good, i3 that
of Paladine. Mishakal is his companion and
advisor. Their rwin sons, Kigd-Jolich and Hab-
bakuk, administer to their own orders of the
world., Their third son was Solinari whe left
the circle of the family as kecper of the magic.
“Tero other gods of good, Majere and Brancha-
la, were adopted into the family from
Beyond.

The second family, the family of Neatralicy,
is that of Gilean. He holds 4 pattiarchal posi.
tion in the family; he has no known compan-
ion, Zivilyn and Chislev are companions, as
are Sirrion and Shinare. Both were paired
before the coming from Beyond. Lunitasi is
the daughter of Zivilyn and Chislev. Reomx
came alone from Beyond to be adopred inte
the family of neutrals; many are the fanciful

and tragic vales told of his existence before the
creation of the world.

The third family, the family of Evil, is that
of Takhivie. Her consort is Sargonnas, Zeboim
is the daughter of these two and MNuitar is her
twin brother. Morgion, Chemosh, and Hid.
dukel have been adepted into this family and
wete called into this universe from Beyond by
Takhisis.

While these gods are not alone in the heav-
ens, they aic the only ones who arc involved in
the lives of the peoples of Kryon, Even though
the gods take an active and impassioned inter-
est in Krynn, they mainly allow the course of
man's destiny 10 be shaped by the free will of
mankind. The gods prefer 1o let their will and
strength be fele through their agents rather
than through direct intervention.

There are, however, several notable occa-
sions in which the gods took a direct hand in
the course of the world of Krynn,

Ogigins of Faith: Eack celigion on the face
of Krynn has its own version of the orgins of
their faith and thetr god. Generally speaking,
however, all of them agree thar this universe
was crested by the gods out of chaos. Once it
formed and creatures began o walk rhe face of
Krynn, the gods instivated their faiths among
their creations. Thuos all leamed the ways of
fairh in the unknowable.

Three of the gods, Solinari, Nuitari and
Lunitari, forseok their former positions and,
circling close above the world, brought magic
in all its forms 10 Erynn, Their hiswory is
related with that of the wizards.

The Whitcstone Glade: It was here thar
Paladine, Kiri-Jolith, and Habbakuk azll
appeared to Vinas Solamnws, They gave him
the ordets of the Knighthood that he would
build, They left 2 sign 48 2 remembrance of
their visit—a grear pillar of cryseal.

Huma and the Lance: This legend tells of
great deeds done with the gods themselves.

Takhisis was determined to impose her will
upon the lands of Kroyon by direct action.
While she dwelt upon Eovnn, she wieaked
havoc with her dragons and other minions.
The forces of the Knights stood in herway, bur
there were none among them who had the
heart of a true Knight nor the courage
required to stop the Queen of Dackness.

Mone save Huma.

Huma undertook the long, dangerous jour-
ney to Godshome, high in the Khalkist
Mountains to the east of Solammia. It was here
that his dragonlance, forged in the mouncains
of Ergoth by silver dragons, was putified and
endowed with special power over the Dark
Queen. Humas, 8 konight who was barred from
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the highest orders of the Kaights of Solamnia,
gave the fullest measure of any Knight in ban.
ishing the Queen of Darkness from the world
for a time, It is seil] said today thar the place of
Godshome, should anyone find it, is one of
great promise and power

The Night of Doom: Mo records have ever
been found concerning this night, for all whe
participated in it are now far removed from
the knowledge of mortal man. On this night,
thirteen days prier to the Caraclysm thar end-
ed the Age of Might, the true derics of the
land all disappeared. Legends have it, how-
ever, that they were vaken up by the gods w
pratect them from the calamiry thar was o
COme,

This is not to say that all cletics were taken
up—*far from ie. Only clerics of pure faith and
good heart were taken. There were few who
qualified.

Mishakal's Rewuen: In the year 351 AC, 2
princess of the Abanasinian Plzins was given o
glotious gift. Mishakal appeared to her and
gave her the Disks of Mishakal on which are
written the tue words of the gods and their
power. It was the firse manifestation of the
true gods in over three cenwries. From these
beginnings, the message of the gods wenr out
across the land and re-gseablished the people’s
faith in the true gods.

The War of the Lance: Takhisis, the Queen
of Diarkness, starved the War of the Lance part-
ly as a diversion from her true intent: to find
the Everman. Onee the cemple ar Nereka was
complete, then her way into the wotld from
the Abyss would be open and she would be
free w nibe the world.

Opposing her, however, were the gods of
good and newerality. Paladine appeared on the
fare of Kovon for o cme in disguise. In this
way he influenced men to choose the path of
good to fight the evil. All the while, Paladine
tried o maintain the balance of the world and
limix the gods” intederence in i workings,

Gender and
the Goos

While male and ferale genders are applied
to the gods of Krynn, no mortal has ever been
able 1o asceriain whether the gods have gen-
der. Any determination of their gender is
impossible as legends often speak about them
appeating in either form a1 their convenience.
Paladine himself, however, seems to have
affirmed the relationships as described in this
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scction 45 being “'as good a card toss into the
hiat as ] have ever seen.” No one i3 exactly sure
what that means.

Thus there are occasional gender confusions
and contradictions among different legends of
the gods. Wizards, for example, revere the
“Three Brothers™ of magic (Solinan, Lunita,
and Nuitari), but the revelations of Paladine
o his servant Elistan seem to indicate thar
Lunitati is the daughter of Gilean, not his son.
The true facts of the matter are of little impor-
tance to the everyday lives of morrals on
Krynn,

OoBliGations
of Clerics

Call to the Service of the Geds: A Krynn
character whe wishes to enter into the service
of a god must first be accepted by the god asa
devotee. The character must seck the help of 4
cleric who is a follower of the god. If the cleric
is convineed of the character’s sincerity, he will
teach the character the beliefs of the god and
the dictates of his religion. There is accasion-
ally a test if the ¢leric is not convinced of the
character’s sincerity in joining the clerical
order of this god. Onee the character is acoept-
ed, he is now a cleric of the god. His teacher
gives the new cleric a Medallion of Faich (see
page 92) and sends him off to preach and grow
in the power of his religion,

All cletics created in Krynn start their game
life possessing a Medallion of Faith. Encour-
age your players to create a story relling how
they came to obtain their Medallions of Faith.

Clerics who come to Krynn from other
wortlds lose all powers unzil they join the order
of a god asgiven above. Once they have joined
an order, they are restored to their proper
levels and powers.

The Straight and Nareow: Clerics of the
DRAGONLANCE?® game world enjoy many
privileges bestowed on them by their gods.
often more than those given clerics in other
universes. However, to maintain the blessings
of these privileges, each cleric of Kryan must
walk the straight path as dictaved by his deiry.
It is true that some paths are wider than othess
(depending upon which deity is being
served), bue all gods agree chat the penalties
for not following the precepts of one’s religion
are great indeed.

Acts Required: Bach god requires different

acts of obedience from his clerics. These must
be performed in accordance with the preceprs
of the religion, The following pages describe
those things the known gods of Krynn require
of their followers,

The Fallen: Oceasionally a cleric falls from
the grace of his deity. He immediately finds
his powers diminished and abilitics impaired,

Cleries who perform an act contrary 1o the
tenants of their alignment have their align-
ment shifted (on the Characrer Alignment
Tracking chart on page 114) by up to 3 points
toward the alignment of the action per-
formed. Cleries can fall from grace without
changing the god they worship. Clerics whose
alignments move away from that of their god
can repent {see below) and regain theie status.

Clerics whe have fallen out of their god's
alignment cannot cast any spells whatsoever
and gain no experience while they are in this
state.

Cleries who change from one religion of
worship to another of the same alignment lose
one level. Those who choose to worship
another god of 2 different alignment lose two
levels.

The player must declare that this is taking
place. In addition, the cleric must have
already proven himself worthy of this change
by shifting his alignment into the appropriace
alignment area through his previous actions.

At what level the novitiate is taken in by the
new god depends upon the god. A cleric who
has previously served another god retains his
previous hit peints, Hit Dice, and Armor
Class. A cleric who converts from one god to
anothet typically finds himself with two sets of
levels: former level and current level, The
former level is che level he was at prior to con-
vetsion to the new god, minus any modifica-
tions for alignment change. The curtent level
refers to the level diceated by the god at the
time of the conversion. In most cases, the cur-
rent level is substantially lower than the form.
er level. Where the former level of the cleric is
lower than the entry level of the new religion,
the cleric enters at the lower level.

When converting to a new god, the experi-
ence points of the chatacter are ser to the low-
est number for the current level (or former
level if lower than current level). For example,
a high pricstess of Takhisis who convens to
Paladine would become a pricstess of that
order and have curtent experience points of
12.501. Note that she retains the hit poines
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and hit dice of 2 high priestess (and incurs the
wrath of Takhisis).

In all cases, any further advancement and
ability improvements oceur on the table for
the order the clenc curmently follows. For
example, the cleric mentioned above would
now use the Clerics of Good table to deter-
mine all advances in level and abilities.

Repentance: Clerics who have fallen from
the grace of their church lose their ability w
call down miracles in the name of their gods.
It is a sad fact that often through misjudg-
ment or mortal frailty, a cletic performs some
act contraty to the desires of his or her deity.
When this happens, repentance is the only
tecourse open 1o the cleric.

Eepentance requires acknowledgement of
the wrongdoing, & sincere statement of
repentance and restinution {when possible) or
penance {when not).

Agtions that are in accordance with the
former alignment of the character will naw-
rally mowve that character’s alignment back o
where it belongs. So it is that characters who
repent are eventually forgiven and have their
spells and special abilities restored to them.

Railing against the Gods: Rarely does a
maorral challenge the mighty gods of Krynn,
First of all, mortal characters in this world
rarcly attain the power necessary o cngage in
such combat. Secondly, the gods (with the
exception of the gods of evil) rarely involve
themselves directly in the affairs of morals,
Direetly inrerfering in the affaies of Krynn i
seen as meddling with an experiment in prog-
ress and rthus biasing the outcome. Free will
was given to men and morals en the world so
that they alone would make the world move—
the reddling of the gods is viewed as rear
ranging the gears in 2 working clock,

Thus it is only on the most rare of occasions
that the gods have direct contace with mortals
other than through clerics or other intermedi-
aries. Even then, these wisitations usually
involve only a spiritual manifestation of the
god to the mortal.

For all of these reasons, mortals who wish to
follow in the dark paths of Raistlin’s footsreps
find their rask one of the mest impossible in
all of Krynn. Raistlin learned but one lesson:
Thar selfish victories are hollow when all you
wished to gain is laid waste in your attempt to
atrain it.

If one of the gods is encountered on the face
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of Krynn and conflict ensues, remember that
when 2 god of Krynn reaches O hit points he
does not die bur is case in suffering back into
his own plane of exisrence to rest and heal.
While this may tid the world of the god’s pres-
ence for & time, you ¢an be sure that he will
rerurn with 2 vengeance,

Gooly Spheres

of Influence

The universe of the DRAGONLANCE®
saga containg a pantheon of deities thae over-
sees the world and spirits therein,

It should be no surprise that, considering
the many deities in charge of the
DRAGONLANCE campaign world, each god
has his own area of expertise. And since every
cleric obtains his powers from a single deity,
the powers available wo the denc depend upon
the specialty of his deity,

The listings of the gods in this section con-
tain familiar game data, bur also give three
new categories of godly sraristics: Spheres of
Influence, Specials, and Addiionals. These
groupings define the range of spells that can
be ohtained through worship of each deity.

On pages 120-125 of this book, there is a
listing of cletical spells. The spells listed there
are grouped into catcgorics that reflect their
nature. These categories include All, Animal,
Aseral, Chamm, Combar, Creatien, Divina-
tion, Elemental, Guardianship, Healing,
Necromaney, Flants, Protection, Stellar, Sum-
moning, and Wearher.

Spells in the Sphere of “All” can be cast by
any cleric regardless of whom he worships. Note,
however, that there may be cenain restrictions
on the way thart some clenies can cast these spells.
For example, clerics of good can cast only the
true Form of the lighr spell and cannot case ies
reversc, darkaess, On the other hand, clerics of
evil can cast only darkoess.

Oeity Oescriptions

Special Bonuses: These are bonus abilities
the god's cletics gain for following the god.

Spheres: gives the general categories of
spells thar cletics of that deity can leamn and
cast each day

The names of the goads are listed with nora-
tions under them concerning rhe abilities and
spells they grant to their clerics, These nota-
tons are interpreted as follows:

Specials: These are the spells the deity
grants his followers 1in addidion to any other
spells they normally obtain, These speaal

powets are not counted against the normal
spells acquired for the day and can be cast
even if the cleric is not yer of sufficient level o
cast the spell normally,

Addirtionals: These are spells thar, while
outside the deiry’s spheres of influence, are
sill pare of the powers the god grants to his
clerics.

When a characeer becomes 2 cleric, he must
select which god he will follow. When he
selects his spells, he can only ¢hoose those
spells offered by his deity (he also gains the
benefit of the specials).

holy OrdeRs
of the Stars

Game Qata

All cletics of the DRAGONLANCE saga
must meet the same minimum requirements
regardless of their alignment or the religion
they espouse.

Minimum Requirements: Clerics may be
of any of Krynn's races cxcept gnomes (who,
while they revere Reorx, se¢ no need for a for-
malized religion other than their work).

Holy Orders of Stars Minimum Scores
Strength -

Intelligence S
Wisdom
Dexterity B
Constitution -
Charisma —

* The number after the slash indicates that
if the cleric has 2 Wisdom of 15 or higher, he
gains a 10% bonus two all expericnce points
carned.

Froficiencies:

Proficiencies Weapon | Nonweapon
Initial 34

Added 112 per 3 levels

Even though all clerics are governed by the
above rules, cach god has his own spheres of
power so cach religion &5 unique. All of the
gods and cheir religions follow one of the three
basic alignments in the DRAGONLANCE
rame world: Good. Neutral, or Evil. Clerics
whao follow a god of good alignment are in the
Order of Good: neutrals are in the Order of
Weurral, ete. The differences berween these
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thres orders are as follows;

Clerics of Good

Game Oata
i Hit Dice
Level Points (des) Title
1 2000 2 Acolyre
2 4,000 3 Deacon
3 7500 4 Adept
4 15250 5 Priest
3 25,000 G Curate
4 40,000 7 Prefect
7 90,000 & Canon
& 160,000 9 Elder
& 230,000 9+1 Parriarch
10 300,000 9+2 High Priest
11 TE0.000 9+3
12 1,000,000 O+4 Apogstle
13 1,250,000 9+5
14 1,500,000 946
15 L750,000 9+7 Prophet *
16 2,000,000 9+8
17 2.250,000 9+9
18 z2500,000 9+10 Chosen
Fropher **
= There is only one Prophet for each god of

good. Should mere than one cleric of a god
reach this level, the DM should choose one of
therr for the title, the other remains an apostle.

#% There is only one Chosen Prophet for all
the gods of good at any given time. This char-
acter must be the Prophet of Paladine, No
other character can reach this level.

Clerics of Good—Base Spells Table
Spell Level

Cleric

Level e e e T S
1 1 - - - - -
2z 2 - - 3
£ i | « -
4 PR i e S :
b3 e e o -
G S L -
it e e | - - -
& e TN e -
9 S T R R | . -
10 CRBET SRRt e SRR
11 i e R R
12 B i e e
13 e S e e e
14 T e
L5 e R CRERE S e
16 i e e e L
17 e R R R |
18 S e e
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% Usable only by clerics with Wisdoms of 17
OF Ereater.

% [Jsable only by clerics with Wisdoms of
18 or greater.

Clerics of Neutrality
Game Oata

Hit Dice
Level Points {d8s) Title
1 1,500 1 Aspirant
2 3,000 2 Ovare
A G000 3 Initiate

4 13,000 4 Disciple

5 27,500 5 Masrer of Earth

G 55,000 6 Master of Fire

7 110000 7 Master of Warer

8 225,000 8 Master of
Winds

9 450,000 9 Master of Mys-
tery

10 675,000 9+1 Master of Light

11 Q00,000 9+2 Master of Time

12 1,125,000 9+3 Master of Ele-
ments

15 LA50.000 9+4 Master of the
Book

14 1,575,000 9+535 Archmaster *

15 1,803,000 9+6

16 2,025,000 9+7 Starmaster **

17 2,250,000 9+8

18 2,475,000 O+0

* There is only one Archmaster for each god
of neutrality. Should more than one cletic of a
god reach this level, the DM should choose
one of them for the title; the other remains a
Master of the Book.

** There is only one Starmasier for all the
gods of neuteality at any given time. This
character must be the Archmaster of Gilean.
No other character can reach this level or
abowe.

Clerics of Neuteality—Base Spells Table

Spell Level

Clenie

Level e CEE
1 Fohament st b e e T
2 i 1 - - -

3 Gy -
4 e e i

5 B g
& L e | - -

7 S e S | = -

8 e R
9 e e B [
10 SR S R L -
11 R T R R
12 R T R R e G p
13 e R T e T
14 [ e e |
15 R e e
16 R T e |
17 I R R e
18 Tk Er gy s R L

* Usable only by clerics with Wisdoms of 17
MQMH

*# Usable only by clerics with Wisdoms of
18 or greater.

Clerics of €vil

Game Qata
Experience Hit Dice
Level Points (d8s)  Title
1 1,500 1 Acolyte
2 3,000 2 Deacon
3 6,000 3 Adept
4 12,500 4 Priest
3 20,000 3 Curare
é 35.000 6 Prefect
g G0.000 7 Canon
8 90,000 & Spiritor
9 200000 9
10 400,000 9+1
11 650,000 9+2  High Priest
12 1,000,000 o+3  Mightmaster
13 1,350,000 0+4
14 1,700,000 945  Nightlord *#
15 2,030,000 9+¢
16 2,400,000 9+7
17 2,750,000 9+§
18 5100000 9+

* There is only one Nightmaster for each
evil god. Should more than one cleric of 2 god
reach this level, the DM should choose one of
them for the title: the other remains 2 high
priest.

** There is only one Nightlord for all the
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evil gods. This character mase be 2 Nightmis-
ter of Takhisis. No other cleric can be level 14

of above.
Cleics of Evil—Base Spells Table
Spell Level
3 4 R

- - -

"
"
"

1;#

b e e e e et et e
Wmmmﬁmewaﬂ%m%wM~§?
A R e B e e

e e L P e Y S S
T IO O O Al e e T e G B e

O O O OO O S R L R Sx B B = 1 )

O D e e L G L D B e !

AR R G L B B R B e
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* Usable only by clerics with Wisdoms of 17
OF gICATer.

** Usable only by clerics with Wisdoms of
18 ar greater.

The Gods of Good
Paladine

As the Father of Good and Master of the
Law, Paladine is the spakesman for the gods of
good. A supreme leader, he does not interfere
with the affairs of his fcllow beings as long as
their doings do not counter the law of good. It
was Paladine, during the Age of Twilight, who
led the gods of good from Bevond at the direc.
rion of the Highgod, 1o creare this place and
time. He led the gods of good in the All-
Saints War and represented his order to the
other orders of the gods.

He knew better than his brothers the need
for balance and the interdependence of the
three major orders of gods. His vision saw the
need for balance and conflice as the catalyst for
leamning and progress.

Many believe that Paladine assumed mortal
form as the ancient hero Huma w drive the
dragons from the land during the Age of
Direams. This was not so, but Paladine’s hand
is evident in the history of thar time. There are
many tales of Paladine’s presence in that time
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and this may account for the belief that he was
Huma.

Paladine's constellation traditionally
guards the Gate of Souls, keeping the dragons
from returning to Krynn, It is of no small his-
torical imterest that his constellation disap-
peared at the time of the Caraclysm and that
dragons reentered the world soon aftcrward.
Mow that his consicllation is once again in the
night sky, dragons still remain in the world of
Krynn, but no visitations from Paladine have
oocurred since then.

The Gate of Souls no longer holds what Pal-
adine himself described as che Balance of the
Wiorld. During the time of the Cataclysm, he
and his fellows withdrew their direct influence
from the woitld and caused the Caaclysm.
Astinus records that for 60 days after the Cata-
clysm, Paladine’s wars filled the nighe sky
with their bullmnce.

When the time came 1o reclaim Krynn in
the name of good, Paladine took the form of a
rather hefuddled old wizard named Fizban
the Fabulous, who wandered the world w
prod those who could change the destiny of
the world. It is most important to note that
while Paladine often intervened in seemingly
minor matters, he never directly used his vast
powers in affairs of great consequence, Pala-
dine worked through men and their free agen-
ey to accomplish his desires. He would offer
what guidance he could. but it was up o men
to save their world.

Paladine rules the Dome of Creation that
surrounds all that is. It is an ethereal land of
perfect beauty. These lands are vast indeed
and those who have walked them yearn o
return,

Paladine

Cletic/ Magic User (40th level in each)
Alignment: Lawful Good

Movement: 12" /29"

Armor Class: — 10

Hit Points: 999

Hit Dice: 40

# of Awcacks: 5

Damage/ Avack: 1-1000 *

* The damage done by this artack is 1d10
times 2 number berween 1 and 100, inclusive
{Paladine gets to pick this number!). For
example, Paladine may choose a multiplier of
20. In this case, the damage per attack is 1d10
% 20, If Paladine rolls a 6 for damage, the
result is 6 x 20 or 120 points of damage.

Followers” Abilities:

Specials
Addidionals

I: Bless, Cmﬁgﬁ; Wounds
V. Flame Serike

Majere

Majere is the favored god of monks. He is
said 1o give his followers symbels that, when
cast upon the ground, become msects that
fight for their owner. One of the gods who
came from Beyond, he followed his friend
Paladine into this great adventure of creation.

Majere

Monk (33d level)
: Meutral Good
Movement: 187 /24"
Armmor Class: —5
Hir Points: 530
Hit Dice: 53
# of Awacks: 5
Dgagc{ﬁnack: 1ds/1dsf2d 10/ 2d 10/
7

Followers' Abilities:
Astral, Charm, Divination, Summoning

Charm Animals, Summon Inseces, Silence
15" rad
Addirionals:
IV: Repel Insecrs
V. [Insect Plague
VII: Creeping Doom

Kiri-Jolith

Kiri-Jolith is the war god of good. He is the
favotite god of paladins and good-aligned
fighters. His constellation seems to threaten
that of the Queen of Darkness in the night
sky.
Kid-Jolith is the son of Paladine and Misha-
kal, but he is their peer in ability. His twin
brother is Habbakuk. These twins, with Pala-
dine, form an alliance that supponts the
Knights of Solamnia in all their works. Each of
the three Orders of the Knights was cstab-

43

lished around one of these three gods.
Clerics of Kiri-Jolith are powerful in battle
but must use these formidable powers carcful-
ly, for they can lose their powers if Kiri-Jolith
feels they have violated the principles of good.

Kiri-Jolith

Fighter/Cleric (29th level in each)
Alignment: Lawtul Good

Movement: 12" /29"

Armor Class: — &

Hit Points: 500

Hit Dice: 29

#of Aracks: 6

Damage/! Ateack: 3d20/3d20/2d20/2420/
1d10/1d10

Followers’ Abilities:

Special Bonuses:
+1 on all avtacks if in good standing

Astral, Combat, Guardianship, Healing
{R%m'sc}

I: Detect Magic
I Creare Food & Waier
Addirionals:

I: Detece Snarcs & Pits, Penetrate Dis-
guise, Predict Weather

Il: Find Traps, Hear/Chill metal

III: Deatch's Door, Magical Vestment

IV: Cloak of Fear/Bravery

Ve Quest, Slay Living

V- Heroes' Fease
VII: Einger of Death, Wither, Energy
Drain, Destruction

Mishakal

The fabled goddess of healing is known in
nearly every culture and country on the face of
Kryon. In ancient times, she was the most
revered of the ministering gods and In her
narne many temples were buile for the teach-
ing of the healing arts.

In more recent rimes, Mishakal is known as
the Bearer or Light Bringer as it was through
her that the knowledge of the true gods wag
restored to the world, Mishakal's gift of che
Disks of Mishakal again brought knowledge ro
men of healing power and true clernics.

Mishakal is Paladine's companion and advi-
sor. They have twin sons and a third son in
Solinari, the god of good magic.

In post-Caraclysmic Ansalon after the War of
the Lance, clerics of Mishakal's order were the



most numerous of all clerics, Nearly every com-
munity on the face of Ansalon had a cleric of this
order to minister to the nceds of the le.

These clerics were especially sought by
adventuring parties for their curative abilities.

hagsakuk

The god of animal life and the sea, Habba-
kuk holds a special place in the hearrs of sailors
and rangers. His skills of the wild and belief in
the harmony with narure constinnge a peaceful
waching. He is seen a5 4 symbol of eternal life
beyond the world and a strong enforcer of nat-
ural justice, He is the twin brother of Kiri-
Jolich. With his brother and father, he helped
form the Knights of Solamnia.

Branchala

Before the woild was created, Branchals was
& companion to Habbakuk. Branchala fol-
Iowed his friend so that he too could help
forge worlds,

His music is thar of the souls of all who live.
Mo one who has heard his melodies can ever
remember the depths of feeling they brought
into mind. Tt is said that his music resides in ug
ilémd that all hearts bear to its unknown mel-

¥,

Solinari

This son of Paladine is the master of good
magic. He spins through the sky over the
watld and keeps his warchful eye onall m
The tale ;:.i“Sv:vlmvmlsgm:nm1:|:ﬁ:'1'f‘:t:i<‘.t§‘nc
the section on the Wizards of High Sorcery,

The Goos
of Neutrality

Gilean

Gilean is the pattiarch of the newtral family
of gods. He holds a book, the Tabeil, that con-
tains all the knowledge possessed by all the
gods, All truth is conrained in that single
tome, but portiens of it are sealed. Gilean
resides in the night sky berween the constella-
tions of Paladine and the Queen of Darkness,
as if o hold them in their places and keep
them from desttoying each other. His real
abode is believed o be the Hidden Vale, a
perfect valley of nature thar exises everpwhers
and yer nowhere, The ways to the vale are
sometimes opened to those who follow the
wisdom of Gilean,
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* The damage done by this ateack is 1410
times a number between 1 snd 100, inchasive
{Gilean gets wo pick the number!), See the pri-
or entry for Paladine for more information.

Followers’ Abilities:

Special Bonuses:
+1 on any nonweapon proficiency roll

Astral, Creation, Divination, Frotection
Specials:

Mone
m’m‘ ﬂh.

I Speak with Animals

Il Messenger

SIRRION

The god of flame and nataral power, Sirion i
the guard of the neutral way and the bringer intwo
being of nawre. His companion is Shinare, dhe
goddess of indusery and creation from namre,
They are wraditionally scen a5 a quarrelsome coup-
Ie and their disputes are of cosmic proportions.

SIRRION

Fighter/ Cleric (35th level in each)
Alignment: Neutral

Movernent: 18" /38"

Armor Class: -3

Hit Poines: 530

Hit Dice: 35

# of Arvtacks: 4

Damage/ Attack: 2d10/2d10/2d20/2d20

Followers® Abilities:

Special Bonuses:
+1 die damage on fire-based spells

Combat, Guardianship, Healing, Sum.-
mening
Specials:

Mone
Additionals:

Mone

ReorX, the forge

Feorx was the hand by which all of chaos
was brought under the direction of the gods in
this place and time. He commands creation
and technology.

Humans tend o portray this god as a paunchy
squire to Kir-Jolith, but deearves and goomes

hold hirn 45 the highest of the gods. Reont also
forged the Greystone of Gargath and s thus the
father of gnomes, dwarves, and kender For
greater background on this god, see the section
on the races of Kryan,

Reorx.

Fighter/Cleric (57th level in cach)
Alignment: Meutral
Movement: 9% /18"
Ammor Class: — 6
Hir Foints: 840

Hit Dice: 37

# of Artacks: 2
Damage/ Aceack: 14100/ 14100

£

Followers™ Abilities:
Speaal Bonuses:
+2 on any craft proficiency
Comb . Creation, Elemenrals, Svellar
Specials:
MNone
Additionals:
MNone

Chislev

Companton to Zvilyn, Chislev is natare incar-
e, She is served by large numbers of animared
wooden creatures who cary oue her wishes.

Baoth she and her companion are said to
dwell in Zhan, the grandest of foresis. Tt is
said thar worthy clves come here when they
leave Kryon for the next world.

Chislev
Druid (34th level)

Alignment: Neutral

Movement: 16% /24"

Arrmor Class: =6

Hit Points: 780

Hir Dice: 34

# of Arcacks:

Damage! Avtack: 3d207 3420424100

Followers” Abilities:

Animal, Healing, Plants, Weather
Specials:

INone
Additionals:

MNone
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Zivilyn

Zivilyn is said o exist in all vmes and in 3l
lands and to possess all the wisdom of all the
planes of existence. He is the advisor to Gilean,
the god of knowledge. Zivilyn's companion is
Chislev; their relationship i seen a5 the ideal
blend of harmony and understanding.

Znalyn

Cleric/Monk (35th level in each)
Alignment: MNeutral

Movement: 167 /48"

Armor Class: —46

Hit Points: 890

Hic Dice: 33

¥ of Attacks: 3

Diarnges Attack: 2410/ 2410/ 1d20

Followers” Abalities:

Astral, Divination, Necromancy
Specials:

MNone
Additionals:

MNone

Shinare

Shinare is the poddess of wealth, money, and
industry. She is the favorite god of the dwarves
(alchough she is male in their rales) and is the
patton god of merchants and commerce. Her
companion i Sirrion whose fondness for narure
often rans against Shinare's desire for progress.

Shinare

Cleric/Fighter (25th level in each)
Alignment: Neucral

Movernent: 18" /33"

Armor Class: =3

Hit Points: 370

Hit Diice: 235

# of Arracks: 3

Damage/ Ateack: 2410/2410/1420

Followers' Abilities:
Cham-'l, Creation, Guardianship, Prorection
1II: Locate/Obscure Objecr

Additionals:

Mone
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Llunitari

Lunitari is the god of neuteal magic. She is the
sole daughter of Gilean, buc her mother is not
known. See the history of the Wizards of High
Sorcery for more background on this goddess.

Luritam

Red Robe Wizard (40th level)
Alignment: Neutral

Movement: 12" /18"

Armot Class: =35

Hit Poings: 970

Hit Dice: 40

# of Aracks: 3

Damage/ Attack: 1410714107 1410

Spheres:
All spheres of Red Robe sorcery

The Gods of €vil
Takhisis

Takhisis, the Quesn of Darkness, Dragon-
queen, She of Many Faces—in all lands and cul-
wres, her countenance has been the visage of
evil. Her name is the call of darkness. Takhisis
led the shadows from Beyvond and brought them
o aid in the creation of this cosmos. Her deeds
have ever since been a conseant struggle 1o assen
her rule over all creation. It is, in her view, only
right and just thar chis be so.

Sargonnas is her consort and has been since
before the beginning of all things known to
Kryon. They have but onc offspring, that
being Nuitati, their dark son of black magic.
There is a respectful peace between Takhisis
and Sargonnas, yet they do not hesitare o use
their power 1o better their relarive positions.

The Dark Queen instigated the All-Saines
War before the beginning of Krynn and was
primarily responsible for the separation of the
gods ar that time. She saw the prized spirits of
mortals that fell to Kiynn as her key to final
triumph over all the other gods. To this end,
has she moved throughout the centuries to
take control of the world through the force of
her will and the power of her minions,

All three of the Dragon Wars were insri-
gared at her behest and for her betterment.
This continued until Huma, using 2 power-
fully endowed dragonfance, drove the Dark
Queen from the face of Krynn and banished

her to the Abyss. Dragons of all kinds were
banished deep into the ground from whence
they came and soon passed into legend.

Then the pride of the Kingpriest provided
Takhisis with new opportunities for her ambi-
tions. She had been brooding for nearly 2 mil-
lennium over her plans of conquest and now
they were about to come to fraition. As the
Kingpriest and his nation fell into pride and
boasting, the way was open for her cunning
suggestions. The Cataclysm was the resale.

The Caraclysm caused great destruction in the
world of Krynn, but it did not deseroy the Tem-
ple of the Kingpriest a8 many had thought.
Instead, the temple was sent to the Abyss and
wis soon discovered by the Queen of Darkness.
Using irs presence and the great magles that she
commanded, she was able w force 2 poral
threugh Huma's banishment and again make
her way into the world. That story and the tale of
the Dragonlance Wars is told in mere derail in
the historical secrions of this ex.

Takhisis can appear in any form she wishes
and often takes on a disguise. She is most
often seen as either a five-headed chromaric
dragon or as a2 beautiful tempuress. She is
equally deadly in either form.

Takhisis

Cleric/Black Robe Wizard (40ch level each)

Alignment: Lawfual Evil

Movement: 18" /487

Armor Class: =10

Hit Points: 999

Hit Dice: 40

# of Actacks: 4

Damage/ Arcack: 1-1000 #/1-1000 */1-1000
= 1-1000 *

* The damage done by this attack is 1d10
times 3 number from 1 to 100, inclusive
(Takhisic gets o pick this number!). See the
prior entry for Paladine for more information
on this attack.

Followers™ Abilities:
,.-*mr?i, Guardiznship, Protection, Sum-
moning
VI J&.ru'mare Object
I Sp.irfr;m.' Hammer
[II: Create Food & Water

Ve Flame Strike
VIL: Unholy Word

SARGONNAS

Lirele is known of the consort to the Queen
of Darkness. He is the god of vengeance and
often participates in plots for and against his
Queen,

Sargonnas

Cleric (30th level)
Alignment: Lawful Evil

Movement: 14 /24"

Armor Class: —7

Hit Points: 666

Hit Dige: 30

# of Attacks: 4 ;

Damage/ Arcack: 2420/ 2d20/2d20/2d10

Spheres: ;
Astral, Charm, Combat, Healing, Sum-
mﬂ:nlﬂg

II: Resist Fire

I Know/Obscure Alignment
Additionals:

IIl: Proreceion from Fire

VI Animare Object

IMOoRrGIoON

Morgion is the god of disease, decay, and
plague. Always the lone warrior, he does not
act with the other gods nor does he often dis-
cuss plans with them. Instead he broods in hiz
Bronze Tower that stands on the far borders of
the Abyss and keeps his thoughes secret from
all save his minions. Wotshipers of Morgion
meet in secret and dark places to do their foul
deeds. Their priestcrafts are secret as well and
t1:1c:nr:c ourside of their orders know their works
ully,

MorGion

Duruid (37th level)
Alignment: Neurral Evil
Movement: 24" /48"
Armor Class: =35

Hit Points: 730

Hit Dice: 37

# of Arracks: 1

Damage/ Atack: Special *

* Motgion always attacks chrough pesti-
lence and disease rather than by direct means.
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His power is such that these attacks occur ata
much-accelerated rate. Generally, his attacks
inflict 5d20 points of damage on the round of
the atrack and 1d20 points of damage on each
subsequent day until the malady either kills
the victim o he is treated with a heal spell.
Even then the heal spell does not recover the
previausly lost points—it only stops the loss of
points, Subsequent spells and the pasage of
tirne will recover the lost hit points.

Followers” Abilities:

Spheres:

Astral, Healing, Plants
Specials:

None
Additionals:

I Create Food & Warer

Chemosh

As the Lord of the Undead, Chemosh was
called here to serve after being cast out from
the Beyond by the High God. Takhisis saw his
usefulness in her scheme and rescued him
from the Void of Chaos.

Chemash is the lord of false redemption; he
offers immortality at the price of exaltation.
Those who follow his ways hope to live forever
but will do so in bodies that are eternally cor-
rupted. MNearly all of the evil undead have at
one time of another made a pact with Che-
mosh or one of his servants.

Worshipers of Chemoth generally wear
white skull masks and black robes.

Chemosh

Cleric/ Black Robe Wizard (20th level in each)
Alignment: Lawful Evil

Movement: 9" /48"

Ammor Class: —9

Hit Points: 580

Hit Dice: 29

# of Artacks: 2

Damage/ Artack: 1d100/1d100 +2 levels
drained

Followers™ Abilities:
ﬁsmi, Combat, Necromancy
Specials:

Additionals:
VI Animate Object

ZeEBOIM

Also known as the Sea Queen, Zeboim 1%
the daugheer of Takhisis. Imperuous, manic-
depressive, and constantly swinging to the
edges of the emotional spectrum, she is the
most temperamental of the gods and by far
the most dangerous to deal with. She is the
gueen of tempests and weather. Those seamen
who attempt 10 placare her may occasionally
avoid her rage, but as often a5 not they man-
age to displease her in some way. Many have
been the rales of those scamen who have
somchow mistakenly offended Zeboim and
were brought to their tragic ends by her,

ZEBOIM

Diruid/ Clerig (30ch Level in each)
Alignment: Chaotic Evil
Movernent: 167 /48"

Armnor Class: =4

Hit Points: €80

Hit Dice: 30

# of Avacks: 4

Damage! Ateack: 1d20 each
Foll » Abilities:
Spheres:

Ai}imal, Elemental, Weather
Specials:

MNone
Additionals:

IIL: Creare Food & Wheer
VI Animare Objece

hiddukel

Hiddukel is a deal maker who trades in
souls. It s said chat he 5 the only being wha
can barter with the Queen of Darkness and
come out ahead. He controls all ill-goteen
wealth in the world, which he uses to corrupt
greedy men. He is the patron of evil business-
I,

Hiddukel iz seen as grossly fat with cold eyes
and a oily smile, He iz aleo something of a mis-
chief maker as his role in the making of the
Greystone so well shows (see page 49).
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hidoukel

Clesic/Black Robe Wizard (25th level in each)
Aligoment: Chaotic Evil

Movement; 127 /18"

Armor Clags: —d

Hit Points: 450

Hit Dice: 25

# of Avvacks: 3

Damage! Arcack: 1410/ 1d10/2d10

Followers” Abilicies:

Divination, Guardianship, Summoning
Specials:

Mone

Mone

Nuitari

Twin brother to Zeboim and son of Takhisis
and Sargonnas, Nuitari lefr the ranks of evil to
join with the other two gods of magic. Nuitari
is the god of Black or Evil Magic.

Lunitam

Black Robed Wizard (40th Level)
Alignment: Lawful Evil
Movement: 12" /18"

Armeor Class: — 10

Hit Points, 780

Hit Dice: 40

# of Aveacks: 4

Damage/ Attack: 2430 each

Followers' Abilities:

Spheres:
All spheres of Black Robe sorcery

The heathens

Clerics who come from worlds far remeved
from the DEAGONLANCE® saga world are
heathens. They immediarely lose all of theis
spell-casting abilities until they find a god of
Krynn to worship. (The gods of Kryno are the
only ones who have powers in this world)
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All of the creatures on the face of Krynn
sprang from one of five sources: dragons,
ogres, animals, humans, or elves. Dragons
werte born from the world itself and are pan
and spirit with it, while the remaining four
races were brought in as spirics from the
realmns of the gods.

Originally Krynn had butr 2 few distinct
types of ereatures {though there was great vari-
ety within these broad classes). It was only
after a period of time {and some rather
extraprdinary assistance) that the current
diversiey of creatures was achieved.

The following races arc common in the
DRAGONLANCE® saga and ate described in

either this book (DL ﬁdv}mmthtﬂsytrs_

.I-hndbwk(PH}

Kender DL Adv.

Griomes :
Mad “RH
Tinker Gnomes - DL Adv.

Elves
Drask FH
Qualinesti DL Ady.
Silvancsti - DL Ady.
Kagonesti DL Adv.
Dimernesti DL Adv..
Half elves - PH :
Fatherless? : PH _
Hill Dwarves ~ DLAdy.
Mounwin Dwarves DL Ady.
Gully Dwarves DL Ady.

Irda . DL Ady.

Minotaurs DL Adv.

Those cntries in iralics are common to
worlds other than Krynn, but have special
clarifications in this book when they are
encountered in Krynn,

There ate no halflings or half-orcs in Krynn.
Halflings who enter this world are considered
kender and gain the special abilities (and
obnoxious personalities) of kender in this
world. Half-orcs would be considered magical
freaks or aberrations as there are no orcs in

Krynn.

Age of Twihight

The ogres, the most beautiful of races, fos-
tered four subclasses of creatures: tre ogres,
gobling (smaller creatures) giants (larger crea-
wres) and minotaurs (exploration- and

conguest-oriented}. In time, frec-willed ogres
calling themselves the Irda broke away from
ogre-kind 2nd the world in gencral. This
sparked the Ogre Wars during the Age of
Drreams; during these wars the Irda were lost
to the knowledge of men.

The clves then awoke in the world. Elven
tradition holds that the elves were the first
beings to awaken in the world. This somewhat
natrow view was generally accepred as the
elves were the only chroniclers of the Age of
Direams and it was their version of history that
was handed down from that time. In trath,
the ogres were the finst to awaken, The fact
thar the ogres and elves awoke in arcas quite
far apart and that it was many years before the
two groups ran into each other has added fuel
to the historical debare.

The elves of those days were highly individ-
valistic and most peaceful. Though not toaly
immorrzl as were the ogres, they were quite
long lived. Spread over a grear area and wich-
out any centralized authority, however, the
elves had ne rroe civilization uneil the time of
Silvanos.

The animals awoke next. They were of
many types and vast numbers. Thoroughly
neutral, they represent the balance of 81l na-
ture.

Last of all carne man. Quevalin Soth said
that man “fell with blind vision to cause red
dusk and dawn,'" His free will brought cheice
to the world and ser all history in motion. It
was during this time that, as legend hag it, the
gnomes were ereated as told in the Tale of the
Greystone of Gargath,

When Beorx creaced the wotld, he needed
the assistance of men w0 help him with the
work. To this end, one-eighth of all men and
their families followed Reonx across the sea in
hopes of learning his crafrs.

For many years, men worked happily under
the guidance of Reort. Inevitably (humans
being human), the men became proud of
their skills and used them for their own ends,

Reors was angered. In his wrath, he remade
these men into a new race. As they had
become tinkerers, so they would remain for all
time. He took from them the crafts he had
raughe, leaving only their burning desire o
tnker and build, invent and construct, He
made them inro 2 small people—they became
the gnomes.

Apart from the spirits the gods brought o
the wotld, the dragons sprang from Kryon
irself. Their natures reflected a refinement of
the good and the evil that made up the world.
The merallic dragons followed the path of
good, while the chromatic dragons trod the
course of evil,
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It was also during this time that the single
greatest evene in the history of Krynn wok
place. While the tale is most fanciful, it is a
fact that some fabulous event took place at
abour this time that brought abour tremen-
dous diversity in the creatures of Keynn.,

The legends of thar time are clear. Hiddu-
kel saw the creation of the gnomes and
smiled. Reorx had worked long and hard o
forge order out of chaos. Yer now, Eeorx saw
that the balance of neutrality was not main-
tained, Hiddukel knew that Chislev also felt
this swing in the balance. Herein was the
foundation for mischief.

Hiddukel went to Chislev, With cunning
words, he convinced Chislev that the forees of
evil were losing ground. Their only hope, he
said, was for ncucrality to take ultimate con-
trol. Chisley agreed and, at Hiddukel's insis-
tence, asked Reorx to forge the Greystone,

The Greystone was & marvelous artifact. A
lagge clear grey stone of many facets, it was
designed to hold and radiate the essence of
Lunitari, the red moon of neutral magic. Hid-
dukel convinced Chislev that chis stone would
anchor neutrality to the world of Krynn and
solidify the neutral position on the planet.
Chislev convinced Reorx of the same thing
and thus the stone was created. It was placed
in Lunitari and magic swelled within it

Reorx. although sull angered at the
gnomes, had never forsaken themn. He loved
them and now could see how they might yet
serve him. He appeared to their priest and
presented a plan for a Greatr Invention he
wished the gnomes to construcr. It would be
poweted by a magical stone that Reorx would
provide. The gnomes, as was their wont, buile
the machine 30 times the required size and
with mechanisms that never served any pur-
pose. Their general consensus was that it
would work once the stone was in place,

Reorx now finalized his plan, Among his
servants he found 2 lowly gnome who wuly
worshiped his arts. In a vision, the lintle
gnome saw the Greystone and wanted it more
than anything. He approached the problem of
getting it like a good gnome. . he invented
something,

His invention was tnuly worthy of the
gnomes—a mechanical ladder that lifeed itseld
into the sky. The sirange device had pulleys
and counterweights and wheels and cogs. In
made a temific racker when it worked. Reom
smiled upon thar gnome and gave him a secret
device. The gnome's ladder worked. One
could set it upright on the ground, winch up
the top section and then climb up to the top.
From there, the bottem part could be
winched up off the ground so that the Jadder
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hung steadily in mid-air. Then the operator
would climb up the new section and repeat
the process. Slowly, the ladder pulled itself up
into the sky, and eventually reached the red
o0,

With a magical net given to him by Reom:,
the little gnome caprured the Greystone, He
lowered the ladder back to the ground and
went to place the Greystone into the Grear
Invenrion. Bur the moment he opened the
net, the stone leaped into the air and floated
quickly off to the west. All the gnomes rushed
to pack up their belongings and follow it.
They followed it to the western shores of their
land and quickly built ships. The Greystone
floated westward across the waters with the
gnomes in pussuit until the gem finally
reached the shores of Ansalon,

Reors was deeply disturbed, for the gem
cicated magical havoc wherever it passed.
Beasts and plants were reshaped in magical
ways. New races of animals sprang up over-
night and spell castings went wild. Instead of
anchoring neutrality, the gem only made the
pendulum of good and evil swing more rap-
idly than ever before, He then understood
how he had been tricked by Hiddukel and
Chislev,

At that time, there was a great ruler among
men named Gargath. He was o barbarian
prince who well loved the gods of neutrality
and served their purposes.

One spring day, Gargath was in prayerful
communion with Zivilyn. When he looked
up, he saw a grey gemstone floating above the
gltar. Tr pulsed with a steely grey light.
Gargath took this as a gift of the gods and
placed it high in 2 wower. Here, by various
traps and magic, he secured the stone so that
all could see its light and yet none could take
it Q.Wﬂ.:i.".

The grey light shone as a beacon for two
armies of gnomes who had been pursuing the
Greystone for many years. One army was
filled with desire for the wealth the gem repre-
sented. The other army was made up of those
most curious about the gem and its workings.
The two joined forces to recover the gem and
proceeded 1o march on the castle.

The gnomes first demanded the stone.
Gargath refused o give it up. They threst
ened war He welcomed the fight as the
gnomes were outnumbered. There was only
one thing left to do: they invented some-
thing.

Twa weeks later, a giant siege engine came
thundernng toward the gates of the fortress. It
broke down just shore of its goal, The gnomes
retreated with heavy losses.

Three weeks after that display of gnomish

technology, a humongous siege engine
approached, sounding like 4 hundred ghosts
wailing. This one rammed the fist sicge
engine and caught fire. It bumned to the
ground and the gnomes retrcared with heavy
losses.

Mearly a month and a half latcr, a towering
colossus of 2 siege engine roared toward
Gargath’s battlements. Charging through the
ashies of the first two siege engines, the drive
mechanism broke. The siege engine fell for-
ward and shatrered the outer wall of the cas-
tle. Although this wasn't exactly what the
gnomes had planned, the result was good
envugh. The gnomes chatged in through the

2=,

=)
broken wall.

As the gnomes rushed into the courtyard,
both sides were amazed to see the grey light
from the tower suddenly fill the area with
unbearable light, When men could sce again,
the two factions of gnomes were suddenly
fighting each other. Cne side was filled with
lust for the gem and the other side was filled
with curiosity.

The power of the gem had changed the
gnomes. Those who lusted after wealth
became dwarves. Those who were curious
became the first kender. True gnomes yer
remained in the far-off islands, but dwarves
and kender quickly spread throughour che
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continent of Ansalon.

Of the Greystone of Gargath, none knew
where it had gone. That some es fol-
lowed it to the western shores of Ansalon is
known, since to this day a great colony of
them still survives on Sancrist. The rest of the
gnomes, they say, followed the stone in ships
t0 the west. The gnomes believe to this day
that the stone will return some day with their
kin still in pursuit. (This event is not pleasar-
ably anticipated by any in Krynn.)

Thus were the races changed during the
Age of Twilight. They have changed lirtle
since chat time.

Kender
AppeEARANCE

Kender are small enough to resemble
human children, though they are more heavi-
ly muscled. Males are typically 3'7" wall and
weigh 75 lbs; females are slightly smaller.
Adult kender are rarely more than four feet
tall and seldom weigh mote than 100 lbs.

Eender typically have sandy blond, light or
dark brown, copper-red or even red-orange
hair colors. Hair styles are wsually long, with
many vatietics of braids and penyrails being
popular. Cften bits of colorful marerial such
as bird feathers, ribbons, or flowers are care-
fully woven into their hair as well, Kender are
fair-skinned but tan guickly, becoming nut-
brown by midsummer. Their eyes ate various-
ly pale blue, sea green, olive, light brown, and
hazel.

Kender are distincrive for their pointed cars
that give them a faindy elven look. They arc
bright-eyed, and their facial expressions are
quite intense. No one seems to look as happy
as 2 joyful kender or 2s miserable as a crying
one. Angry kender using taunts and insules
can be shockingly vulgar, and can look quite
devilish for a few moments. This intensity of
emotion can be infectious.

Kender have been called wizened because
of the fine nerwork of lines that appears on
their faces about age 40, These minute wrin-

kles give the kender a curious appearance
when scen close up, though such lines are con-
sidered attractive by kender of all clans.

Kender have a wide vocal range, from deep
and husky 1o high-pitched and squeaky. Older
kender tend to have deeper voices, but they
still mainrain wide pirch ranges and can often
petform temarkable sound imitations. When
excited, kender tend to speak vety quickly and
ramble ar the same time, making it hard o
follow what they're trying to say.

histonry

Kender spread throughout Ansalon during
the Age of Dreams, though little is said of
them in official histories. The eatliest known
kender hero was Balif, a close friend of the
clven lord Silvanos. Balif escablished the king-
dom of kender that came to be called Balifor.
{Balif died in the year 250 during the Age of
Dreams).

A second kender kingdom was established
in northwestern Ansalon in the year 400 of the
Age of Dreams. Known as Hilo (because of
the toweting mountaing and low plaing), this
second kingdom was brought into the empire
of Ergoth in the year 800, Following the Rose
Febellion of Vinas Solamnus (also known as
the War of lee Tears, see Knighes of Solamnia),
Hile again gained its independence and has
kept it to this dare.,

Teagically, Balifor was destroyed during the
Caraclysm. The few kender survivors wander-
ed norch and evenwally established a city at
Kendermore, renaming the area around it
Goodlund. Kendermore is only a shoro dis-
tance from the remains of 20 old human city-
state called The Ruins by the kender who
explore it in droves. It is said that finding arti-
facts in The Ruins is easy, but leaving with
them is practically impossible because of the
local kender.

Many of the kender in Goodlund never
retumned to civilizatien, however, and
remained in a state of serni-barbarism forcen-
uries. One of these tibal kender, an unusu-
ally powerful and chatismatic leader named
Kronin, organized all the local kender to com-
bat the draconians and Dragonammies sweep-
ing the area. Kronin is unusually antagonistic
for a kender.

Philosophies

Four things make a kender's personality
drastically different from thar of a typical
human. Kender ate uttetly fearless, insatiably
curious, unstoppably mobile and indepen-
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dent, and will pick up anything thar is not
nailed down (though kender with claw ham-
mers will get those things as well).

The featlessness thar all kender possess gives
them a strong sense of confidence. They are
quite carefree or matter-of-Fact about a situa-
tion, even if things look hopeless and grm
(Mo sense in unning away now, There's 500
goblins surrounding us!”). Kender react
effectively to dangerous situations, fighting
hard and fearlessly. They sometimes come up
with some bizarre ractics thar may cary the
day in battle. But even kender don't ler their
fearlessness get in the way of self-
preservation—mmost of the time.

Kender appreciate the need for caution,
but their uncontrollable curiosity gets them
into trouble on adventures, They forever have
to check out unexplored places and peck into
dark corners. They have no desire w be the
second or third person to enter the Caverns of
Unspeakable Doom; they want to be first,
Pointing out that no-one ever repurns from the
Caverns of Unspeakable Doomn has no effect.
In fact, describing what makes the cavemns so
unspeakable might even excite the kender fur-
ther and make him ot her determined to go 1o
the caverns at once, (*An evil archmage and
an army of ogres? Wow! Let's go see ‘em!™)
Some kender might allow their curiosity to
overcome their common sense when facing
unisual opponents, such as dragons, though
they eventually learn to un when minning is
best.

A kender's fellow adventurers often have w
teach him that cerrain things have big. nasty
teeth and that avoiding these things is often in
the kender's best interests, regardless of what
the kendet’s opinions are in the matter
Whenever a kender displays an inordinarely
sensible attitude about danger, it is probably
becawse the kender realizes that continued
curiosity will rain any further chances of doing
exciting things ever again.

Kender are intenscly curious about every-
thing unusual. Magic awes and fascinaces
them, as do large, unusual, or dramaric crea-
rures like chimeras, centaurs, unicoms and, of
cowrse, dragons. Kender are drawn to beauri-
ful things, but things thar others find disgust-
ing ate often seen by kender as intriguing ot
humerous in some way {even gully dwarves).

Though suong-willed, kender are not
prone to consider all the possible resules of
their behavior. A kender may quickly and
impulsively paint himself into a comer, then
wait for someone else 1o come along and get
him out of the jam. Sometimes this mcans
that the kender's fellow adventurers are paing-
ed into the same corner (1 guess 1 shouldn't
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have opened that locked door with the wam-
ing signs on it, huh?™), Experienced adven-
turers quickly come to dread that most awful
of kender sayings: “Oops!™

Another impertant point s that kender
peed action—and they need it now! They
thrive on excitement and yearn for new adven-
tures, “I'm just along for the fun’ is 2 com-
mon saying among wandering kender. v has
been suggested that the worst torture that
could be inflicted on & kender would be to
lock him up and give him nothing new 10 do
of look at. (Conversely, it has been said that
the worst torture one can visit on any nonkeno-
derwould be to lock him up in a bare cell with
a bored kender.) Some kender believe that evil
creatures are condemned to an afredife where
they will be erernally bored.

Most kender are encountered during wan-
derluse, a particular phase in a kender's life
that occurs for most kender during their early
20s. Apparently the kender's natural curiosity
and desire for action suddenly go into over-
drive at this time, and kender are driven to
wandet the land asfar a3 they can go. Wander-
bust may last for many years, and some kender
have a habit of making maps of their wavels
during this time. Sadly, mest kender are poor
map makers, lacking the patience and skills to
chart their travels accurately. Kender may eol-
lect other maps during this time to satisfy
their curiosity about other places. This wan-
derhust is responsible for spreading kender
communities across the continent of Angalon,

Risky deeds draw kender like gold drawy
dragons, but risk must be combined with
action of else they lose interest. Gambling
with cards won't hold a kender’s atrention for
long, bur sceing if one can ourun a mad
owlbear is another thing. Bravery is ¢asily con-
fused with recklessness where kender are con-
cerned,

Kender are natural extroverss and enjoy
making new friends and seeing new places.
Mast kender are wvery personable and
friendly—too friendly for some people, who
dislike their nosiness, their extreme talkative-
ness (which grows worse when they get
excited), and their habit of pocketing every-
thing that interests them.

Kender also resent being given orders; they
want to do what they want to do when they
want to do it Telling them to do otherwise is
wortse than uscless, as they will complain lowd-
ly and disrespectfully, munting if chey’ re mad
enough. The best way o handle kender, say
old adventurers, is not to give them orders,
but o get them to volunteer.

Kender are sensitive and can be casily hare
by indifference or intentional sutting remarks

(ttiggeting their taunting talents almost
mmrnediately).

Kender rreasure their friends; if a kender’s
friends are injured or slain, the kender may
become very depressed and upser. Dearh only
seems to affect a kender when it comes w one
that the kender knows and loves, or when it is
meted out by disaster or warfare w innocent
beings {inclading any kender). In such cases,
the distress that the usually cheerful kender
feels is rerrible to behold. A story is told of 2
human ranger during in the Age of Dreams
who wounded a deer that was the pet of 2 ken-
der commuairy. The sight of the entire village
of small kender crying their hearts ourt was so
upsetting to the ranger that he quesred unil
he found 2 druid who could heal the animal,
then retired and took up fishing.

Kender are masters of tzunting, sarcasm,
and outright rudeness when they are riled.
Their intense curiosity gives them shocking
insights into the characrers and natures of oth-
er people, though such an awareness is gener-
ally shallow, It is acute enough, however, fora
kender to forge an idea of another person's
character flaws, giving the kender the ability
to cieate the most stinging insules that can be
imagined. Full-scale tiots have been starned by
irritated kender who opened up on someone
with their verbal guns.

Taunrting iz one of the few defenses thar
kender have. Being smaller than most other
beings, kender resent anyone who takes
advantage of them. A kendert could not imag-
ine taunting a fellow kender; afeer all, they're
in this rogether. Taunting is especially effec-
tive if a kender has othets to back him up or
some trap that a maddened avacker can be
lured into with liwle cost o the kender
Though net very effective against the largest
creatures (who will not have their combar
effectivencss reduced greatly), taunting can
still give & hard-pressed kender an edge in a
fight. It is hesr used against those who are
either srracking or are about 1o atrack; there's
no sense in angering 4 potential friend.

Theft vs. handling

The kender concept of personal property
and theft deserves special atcention, Because
many kender develop thieving talents, mose
people assume they are merely nnocent-
looking but sneaky busglars. This is just not
s0. The intense curiosity chat kender feel feeds
their desire to know how locks can be opened,
how 0 approach people unseen and listen in
on their conversations, and how to reach inro
pockets or pouches to find inceresting things
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to look at. Thieving comes naturally o
them—so naturally thar they do not see it as
thieving.

Kender do not steal for the sake of profi.
First of all, they have little concept of value.
Baced with @ choice between a 2,000 steel
piece dizmond and 2 huge, glittering chunk
of purple glass, 90 kender out of 100 will take
the glass. (The rest will take both bue will gt
rid of the diamond first.} They pick things up
out of curiosity and wander off with them.
Sometimes the owner of an irem leaves before
the kender can give the item back, or clse the
kender becomes enchaned with the ivem and
forgets o rerurn it. While adventuring, a ken-
der regards anything found in an enemy
stronghold as fair game for picking up, as such
items are marvelous curios and might prove
useful later on.

Even if caught red-handed while taking an
item, the range of excuses a kender will offer is
amazing:

“Guess | found it somewhere,”

"1 forgot that L had "

“You walked off before | could give it
back.”

"1 was afraid someone else would rake it

“You must have dropped it.”

“You put it down and I didn't thiok vou
wanted it anymore”

“Maybe it fell into my pocker.”

All of these lines are delivered with an inno-
cent sincerity that is all the more maddening
because che kender really is sincere! A kender
might not necessarily remember where he
found something, even if he picked it up half
a minare before, and such responses are often
delivered as part of 2 subconscious defense
mechanism. Intense curiosity is a trait
ingrained in their souls and minds from their
racial creation by the Greystone of Gargath.
They cannot be other than what they are—
natural thieves.

On the other hand, kender, like everyone
else, do not like the idea of someone deliber-
arely taking an item from someone else with.
out the latter's permission. To be called & thief
15 stll considered a base tnsult. This assertion
sounds remarkable in view of the fact tha
kender constantly borrow things fiom each
other and from visitors (without asking) in
their communiries. Kender don't regard their
ides of borowing as stealing, however, If they
need something, they'll cake it If they see
something interesting, they'll pick it up and
pocket it, A popular provetb defines 2 kender
heirloom as anything that remains for more
than three weeks instde a kender’s home,
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Society

The basic unit of kender society 13 the
immediate family (parents and children).
Because kender wander so much, extended
farnilies do not traly exist, A detailed discus-
sion of kender politics, government, and soci-
ey is impossible In the short space here
available.

Suffice it 1o say that kender have the most
horribly dermocratic system ever found on the
face of Krynn—everyone is preity much
allowed to do as they please. Kender do not
see any great need 10 impress thelr views on
anyone else and are genuinely interested in
the pesspectives of others. Thus there seems to
be litele need for law or government.

Kender are naturally helpful and decent
and thus have no need for a powedul central
government. Interestingly, when an emer-
gency does occur that requires the kender 1o
cooperate, they do so namurally; with lude
preparation they can become a formidable
unified croup.

This is not to say that the ides of govern-
ment has not impressed the kender. Having
seen the importance of civilization to all other
societies in Krynn, kender have done their
best 1o keep up. They have tried every con-
ceivable type of government (and several types
never imagined by nonkender) and are more
than happy w0 give 2 new type of govermment
x chance. They will also follow any leader for
as long as it seems like fon. . usually ar least
five minures.

Kender society can also be hard 1o rake.
Monkender visitors rately stay longer than a
week in any major kender wown, unless they
have & great sense of humor It is not uncom-
mon to be relieved of one’s possessions ar eve-
ry turn {occasionally by the constables
themselves). Visitors are pelved by 2 constant
batrage of questions and told a million lies
and 1all rales without rest or letup. Couple
this with the constant flux of kender govern.
ment (the rules change from moment w
maoment on 2 whim) and most civilized men
quickly flee in terror.

There has never been a standing kender
areny; those few invaders who have taken ken.
der territory have never found the heart wo stay
very long. Indeed, most kender communiries
find an oocupation by invading forces to be a
tremendous boost to their local economy since
invaders always bring such imteresting things
for the kender to handle.

Kender

Game Statistics

Generating  Abilivies: The initial ability
rolls are modified bya —1 penalty to Strengeh
and a +2 bonus to Dexterity. The minimum
and maximurm ability scores for kender are as
follows:

Kender Ability Ranges

Ability Minimum Maximum
Sm G 16 *

I igence G 18
Wisdom 3 C 14
Dexterity & 19
Constitution 10 1%
Charisma (i 18

Kender Classes: Kender can be of any clase
in the following list.

Kender Class Limits
Class Maximum Level
Fighter 5%
Barbarian 10 ¥®
Ranger 5k
Thief - Uﬂﬁmrwd
Thief ! Acrobat Unlimited
Cleric (Heathen} 6
Druid (Heathen) 5E
Holy Order of the Stars 12

* Kender who somehow gain 17 Strength
can reach Gth Jevel; those who manage 1o get
Stength of 18 can become Teh-level fighters.

## Kender who somchow gain 17 Strength
can reach 11th level; those who manage 1o get
a Strength of 13 can become 12th-level bar-
barians.

Kender cannot learn to cast magic-user or
illusionist spells because of their innare magic
resistance, a legacy of their creation. They can-
not become assassins because of their natural
am;ﬁth?m&nhwmgﬂungs and they cannot

because, regardless of align-
ment, &whckmtﬁ-dﬁmpm Mo evil kendet
are known o exist.

Kender who ate not thieves arc allowed a
base 5% chance 1o perform any thieving skill

reading languages (po chance) and
ing (base 40% chance); these chances

never im for Dexterity and racial

modifiers {trear kender as halflings with

regards to climbing). This also applies to NPC
kender who Fave mo levels (treated as Oth-level
chiaracters with 1dé hp).
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Abilities: Kenders have infravision
that works out 1o 30 feer. They also have sev-
eral unique abilities, as well ag all standard
halfling ahbilities.

kender pockets

If there are kender in 2 party of adventurers,
the DM needs to keep track of the items in the
kender's pockets. It i3 not necessary to keep 2
separarc chart for each kender in a group,
since two or more kender in a party tend o
bortow from each other continuously.

This chare must have at least 100 spaces for
entries. The first 92 entries are always filled.
The first 82 positions on the chant consist of
relatively harmless items that 4 kender might
pull out of his pockets (although you never
know what use they might have). This is fol-
lowed by 10 objects that start out as harmless
items, but they can be exchanged for more
useful objeces as the kender collects things on
his adventures.

Slots from 95 up arc filled one at 2 time
each time the kender goes up a level, These
slots should be filled according to the follow-
ing table:

Kender Pockets Filling Table

D100 Filled With

1-20  Harmless Item

21-60  Basic Equipment [PH 123)
61-100 Item (DMG pg. 121)

Harmless Items: These are the types of
things parents find in kids' pockets all che
tume—string, nails, feathers, stones, e, Take
any item thar suits your fancy and place 1t
here. (Mo iterns bigger than bread boxes,
please.) Let common sense be your guide.

Basic Equipment: Select an item of basic
equipment from the basic equipment lists in
the Player’s Handbook. Be a5 random as possi-
ble in this determination with the following
limitations: The object cannot be larger than
the kender could reasonably conceal (this
could be quite large if the kender has & bag of
holding) and it cannot be magical in natare.

Magical Item: Using Treasure Table 111 on
page 121 of the DMG and all subsequent
tables, randomly determine 2 magical trea-
sure. Reroll any artifact resules.

When in a pinch, kender often try to grab
something from their pockets. This action

takes 146 segments to perform. When a ken-

der declares that he is reaching into his pock-
et, rall percentile dice against the following
table. For every level of cxperience the kender
has ateained, add 2 w the roll.
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Kender Pocket Grab Table

D100 Description

1-3 Bird Feather

4.10  Purple Stones (2d6)

11-20  Multicolored Marbles (d100)
21.24  Seing : :
25-27  Animal Testh

2832 Whistle

33.35  Paper

36-43  Chalk

4450  Charcoal

51-57  Handkerchicfs

5863 Mice (1d4)

64-70  Deck of Cards

T1-82  Useless Maps

8392 Useful Map

95.100 Special Items

This table must be maintained by the DM
during the course of the game. Bach time a
kender handles an object, that object must
displace one of the special items. Displaced
objects arc placed carcfully out of sight some-
where.

The kender’s regular equipment is not sub-
ject 1o displacement. His hoopak or other
weapon, his food and other essential objects
would not be dropped. Similatly, he would
not take essential items from another creatare.

kender Taunt and
Fearlessness

Kender have two unigue special abilities:
taunt and fearlessness.

When 2 kender taunts an intelligent crea-
wure who can understand the kender's speech,
the creature must make a successful saving
throw vs. spell (Wisdom bonuses apply). If
the creature fails, it attacks the kender wildly
for 1410 rounds, witha — 2 penalty to hic and
a +2 penalty to his Armor Class because of
the affccted being’s ircationality.

Ifa particular victim is assumed to be more
or less vulnerable to such abusc, the DM can
apply penalties or bonuses to saving throws as
desired. (Long-time friends of a kender
develop a high resistance to this power as they
have grown used to the abuse. )

The kender’s fearlessness grants him immu-
nity to natural fear emanating from monsters
such as dragons, androsphinxes, and demons,
and o magical fear generated by wands or cre-
ated by spells such as cause fear, scare, emo-
tion, symbol of fear, and fear.

Tinker Gnomes
APPEARANCE

Gnomes average three feet in height and
weigh about 43-50 Ibs. Females are as large as
males. All gnomes have rich brown skin,
either straight or curly white hair, china-blue
ot violet eyes, and surprisingly even, cavity-
free teeth. Males have soft, curly whice beards
and mustaches; females are beardless. Both
sexes develop facial wrinkles afrer age 50,
Gnomes are very shorr and stocky, though
their movements are quick and their hands are
deft and sure. They have rounded ears and
large noses.

Gnomes sound muach like humans in vocal
range and pich, except for having a2 more
nasal volce, They speak very intensely and rap-
idly, munning their words together in unend-
ing sentences. Gnomes are capable of
speaking and listening carefully at the same
time. When two gnomes meet, each babbles
away at the other until they've both finished
their say, often answering questions later in
their dialogue as part of the same continuous
sentence. Gnomes have learned o speak slow-
Iy and distinctly when around cther taces. 1f
frightened, startled, or depressed, a gnome
may speak in much shorter sentences than is
usual.

Gnomes involved in major induserial opera-
tions may develop industrial diseases from
smog and other working hazards. Mild respi-
ratery and cve infections are faidly common,
bur clear up quickly once the afflicred gonome
is put in fresh air for & few days. Indusrial
accidents, noise and visual pollution, and oth-
et problems can temporarily or permanencly
disable a gnome, sometimes leading o eardly
retirement from active pursuirs.

history

Gnomish history is the most detailed of any
of the races of Krynn—it is also the most inex-
plicable and boring stuff you could ever be
forced to read. Every gnome, no matrer how
lowly his station, keeps & detailed diary of his
work and inventions. These diaries form the
official history of the gnomish race. Thus the
histerian must wade through tremendous
amounts of tedious notes just w find a refer-
ence w0 a significant event in gnomish history.
Even the most intrepid of scholaes balks at the
monumental rask.

Mevertheless, there are enough references
to the Greystone of Gargath to establish irasa
major event in gnomish history and the major
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motivation for their coming to Ansalon from
across the sea, The history of the gnomes
before they lived in Ansalon is unavailable
since the older diaries are much more derailed
and filled with minurae than those of present.
day gnomes. The ancient history of the
gnomes no doubt exists somewhere in the vast
storage system of the gnomish libraries, but it
has been impossible to ferrer our, This rask is
also complicated by the fact that an ealy
gnomish inventor tried to build & cam and
shaft data storage facility (primitive com.
puter) which bumed to the ground and took
many ancient works with it

What lirtle has been pieced together givesa
dim picrure of the history of gnoemes since the
Greystone. On Sancrist Isle, many of the
gnomes who pursued the Greystone gave up
the chase. They sertled down rather than risk
another dangerous ocean voyage. The rest of
the gnomes built ships and sailed our of sight,
with the best wishes of their fellows. Eventu.
ally, many gnomes who had scactered across
Ansalon during the chase migrated west o
Sancrist; only a few gnomes now femain on
the main continent,

Throughout their history, gnomes have
concentrated on developing scientific and
technological devices, a vocation hampered by
the predominantly magical essence of this
wotld. They have working steam engines and
stearmn-powered ships, clockwork mechanisms
w0 keep time, ore-refining plants thar make
high-grade steel, and such mundane devices
a5 screws, pulleys, drive shafts, toothed gears,
coiled springs, music boxes, and mechanical
oy,

Teo notable events occurred following the
cscape of the Greystone. The fisst was the
arrival of the Knights of Solamnia on Sancrist.
The first Knight-gnome contact was rather
unpleasant. Always suspicious of ouesiders,
the gnomes were alarmed to see ships arriving
upon their shores, bearing hordes of tall, war.
like humans, Determined to keep their
mountain paradise secret from the humans,
the gnomes lurched into action. Theie first
thought was to hide within their mountain
caverns but then, being gnomes, they had a
betrer idea.

Afeer several months of unending toil by
their greatest mechanical geniuses, the
gnomes were prepared. They were going o
make their mountain disappear. The engi.
neers set off the device with grear pride and
much fanfare.

This day went down in the annzls of San.
erist {even when almost everything else was
lost duting the Cataclysm) as the Day of Rot-
ten Eggs. The island was covered in a dense
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cloud of thick yellow smoke, redolent of eggs
thar had been sitting in the sun for a week.

Within hours everyone in the human colo-
nywas dearhly sick from the smell. Packing up
blankets and clothes, they headed for che
beaches. Gratefully breathing the fresh sale
breezes, they wondered if they would ever be
able to return to their homes. While waiting
anxiously for the vile yellow cloud to dissi-
pate, the colonists were considerably startled
to see an army of short, brown creatures stag-
ger out of the smoke and fall almost lifeless at
the humans’ feet,

The kindly people of Solamnia immedi-
ately went to the aid of the poor gnomes. Thus
did the two races of Sancrist mect,

As a resule of this experiment, the gnomes
now possess 2 formula for a poison gas thar
incapacitates its victims. More imporcantly,
the gnomes have allied themselves with
Solamnia’s government and are now impor-
tant teading pareners of this kingdom. The
Knights, ever suspicious of magical forces, are
telieved to be dealing with a race that carries
the banner of technology; Solamnia has prof-
tted greatly from this contact,

The second major post-Greystone event was
the Cataclysm. This world-rending catastro-
phe produced wemendous uphesvals thar
enlarged the size of Sancrist’s mountainous
northern half, where the gnomes lived. A
number of gnomes were killed by landslides
and tunnel collapses, bue overall, the seismic
activity was welcome. Wirh vastly increased
living space, the gnomes were little inclined to
travel elsewhere. Many small groups of
gnormnes now make their homes in the north-
crn Sancrist mountains, spending their days
mining and gem-hunring,

Social Practices

Every gnome has three different names.
(e is the gnome's true name, which is acw-
ally an cxrensive history of the gnome’s entire
family tree, extending back 1o the race’s crea-
tion by Reorx. This history is compacted inw a
single, enormous word that can easily fill a
large book. In fact, the complete names of
every gnome born on Sancrist are kept by the
Genealogy Guild in the main library at Mount
Nevermind. Interestingly, this record forms
the only continuous history of the world since
the Age of Dreams, though it says lictle about
any tace other than the gnomes.

Though cach gnome can casily remember
his complete name, or at least the firse few
thousand leteers of it, gnomes have developed
a4 shortened name for wse when among

gnomes, This name takes merely half a min-
ute to recite and is simply a listing of the high-
lights of the gnome’s ancestry. Humans and
orher races who deal with gnomes have devel-
oped even shorter names for them. These con-
sist of the first one or two syllables of gnomizh
names. Gnomes find chese abbreviared names
to be very undignified, bur they have leamed
to live with them.

SocCIELy

The largest settlement of gnomes exists in
the immense runnel complexes beneath
Mount Nevermind, an extincr voleano (and
tallest mounrain) on Sancrist kle, A recent
census of the community indicares that
59,000 gnomes live there, give or take the few
hundred who are coming or going at any one
time. The Mount Nevermind community is
thousands of years old and is the most highly
developed of all gnome cities on Krynn,

The city of Mount Nevermind is built into
the rock surrounding the central shaft of the
voleano. The voleano's caldera holds 2 small
central lake that freezes over in the winter.
Gnome engineers Jong ago excavared the ash
and rock from the volcano’s throat and
smoothed out the floor of the crater for rough-
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ly 400 yards. This smooth area came to be
called the Inner Hall. A horizontal shaft (the
Ourer Hall) runs from the Inner Hall through
the mountzin to the ouside world,

The central shafe is over 1,050 yards high
and 800 yards across at it top. Hlumination
from thousands of lanrerns, fires, candles,
mirrores, and old glass globes with continual
light spells brightens the Inner Hall,

Mount Nevermind is & scene of frantic,
nonstop activity and noise. Everywhere one
looks are gnomes hurrying from place
place, whistles blowing, gears turning, steam
blasting, horns sounding, lights flashing,
mechanical carts rolling, erc. The gnomes
have developed catapults (gnomeflingers) for
rapid transportation from the Inner Hall o
the vatous levels of the city (35 levels in all).
Hundreds of staircases, ramps, pulley eleva-
tors, ladders, and the like also cross from level
w level, Steam-powered cans mounted on
rails encircle the city on many levels, provid-
ing fast (but racher undependable) travel
around a single level. In an emergency,
gnomes can move through the huge ventila-
tion shafts cur inte the mountain, though the
steam-driven fans would make the going diffi-
cult,

Bencath the main city is an enofmous net-
work of runncls and mines that spreads out in
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all directions, Called the Undercity, this man-
nel system is as ancient as the city above and
far more dangerous. Monster lairs and
unfriendly subterrancan races have been
encountered, though gnomish rechnology has
managed to isolate most of these hazards. Sev-
eral engineering committees are investigating
ways to harness geothermal energy from deep
in the earth, These commirtees have set up
research stations here and there in the Under-
eity, A number of tunnels also serve as dump-
ing sites for hazardous wastes; unpleasant
things may be encountered there as well.

-Each level of the city and Undercity 15 well
separated from all others by a thick expanse of
rock. The wnneling is superbly engineered
and reinforced, as insurance against earth-
duakes and other disturbances. Some areas of
the city are built with shock-absorbing ceilings
reinforced by enormous steel springs. Steel
rods are often drilled through the rock to lend
additional reinforcement. The possibility of 2
second Caraclysm has not been ignored by the
gnomish engineers.

The slopes of Mount Nevermind have been
extensively terraced. The torraces are carefully
farmed and tended by the Agriculwral Guild,
which also maintains fungi-growth farms and
herds of cave-dwelling goats and sheep in the
Undercity. Additional food is provided by
raising damestic animals in the surounding
countryside and from game caughe by the
Hunters Guild. Research is being conducted
into creating arcificial food, but previous
experiments in this area have always resulred
in poisonous motsels. A committee is sl
looking inte the matter.

Mount Nevermind is governed by an elect-
ed Grand Council of clan leaders and guild
masters, These gnome leaders seove n their
positions for life. Methods of election vary
from guild 1o guild and from clan w0 clan;
some use closed ballots, debates, seniority,
and contests, while some positions are actually
heredirary.

Several hundred clans dwell within the
mountain, There are perhaps 30 major guilds
and 4 host of minor ones. The government is
50 heavily laden with burcaucracy chat few
major decisions are actually rendered in the
Grand Council. Most of the decisions are
made by guilds and clans who go off on their
own tangents, regardless of the wishes of the
rest of the community. Everyone insists upon
regulation and doing things by the book, but
this process is so tedious and time-consuming
that even gnomes don't have the patience.

Each major guild is organized around a par-
ticular ares of interest. There is 2 Mathematics
Guild, a Philosophers Guild, a Mechanieal

Engineering Guild, a Weapons Guild, an
Education Guild, ete. Coverage of the physi-
cal and technological sciences is very heavy,
but only two guilds (the Agrnculoaral and
Medical Guilds) have anyching to do with the
life sciences. Scientific guilds withour imme-
diate application, such as Astronomy, are usu-
ally small and lack & say in the affairs of the
community,. The Acquisitions, Military, and
Foreign Relations guilds regularly train and
employ gnome thieves and assassing (and even
gully dwarf assassing on occasien). Clerical
gnores (when some existed) belonged to the
Priests Guild, which was the first and only
guild to become completely extinet. Their
functions were largely absorbed by the Medi-
cal and Philosophers Guilds.

Beyond the Mountain

The largest gnomish community away from
Mount Nevermind has only a thousand inhab-
itants. Most others average Z00-400 citizens
and are found in mounrainous or rough, hilly
regions. Each of these small towns 5 orga-
nized similarly o Mount Nevermind, but
with fewer guilds and some of the guilds per.
form multiple functions (e.g., the Medical
Guild might also take care of agricultural
needs).

Sages are very common in any gnomish
community. Sages compile volumes and vol-
umes of information, guesses, facts, figures,
speculations, and philesophical deodles on
their guild commirtee’s selected topics. This
pure research is sometimes (though rarely)
helpful to future generations, but all of it is
carefully labeled, archived, and cared for by
the gnomish librarians in their huge book
fooms, Sage pnomes almost never travel, pre.
ferring to devorte themselves to lifelong study
of a given subject.

It is worth saying a few words about
gnomes’ relations with other races. In areas
where gnomes are known to exist, they are
generally not well liked. Their technological
bent makes them very alicn to people accus-
tomed to magic, and their poor grasp of social
relations puts off most potential friends. War
was narrowly averted in one area after a gnom-
ish digging machine plowed through 2 sacred
elven grove, and similar episodes have
occurred across Ansalen ar regular intervals.
The humans on Sancrist have managed to
adjust to the gnomes by avoiding contact with
them whenever possible.
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Gnome Classes: Gnomes in Krynn
only be of the tinker class, bunheir
ment in that class is unlimited. .-

Abilities: For details of gnomish rechnole-
gv. look under the tnker character class o
page 21 of this book. Tinker gnomes of Kryan
also hamc special abilities of regulas
gnomes ﬁiﬂfm mﬁ: [E51S]
detect grades, m}-ﬂﬁs’mﬂhﬂﬂ: Pla
Hmdm :

Mad Gnomes

Occasionally travelers come across mad
gnomes. These creatures look like gnomes and
have many of the same abilities a5 gnomes,
but they have no walent for rechnology. They
are almost always from disrane lands far from
Ansalon. Gnomes do their best to help them
{the Medical Guild has teeated several of them
with & varicty of devices of varying offect) but
mastly it is for naught. The few mad gnomes
who have learned rechnological skills just nev-
er do their work properly as far as the gnomes
are concerned. (Their equipment uswally
works oo well.)

Only ofﬂwq::g& gnomes start out as mad
gnomes. Non gnomes get a yearly dice
roll to sec if they become mad gnomes.
1d100, if the roll isa 100, roll again. If the
ond roll is also a 100, then that gnome
now become a mad gnome. ki

Mad gnomes from off world have a 1%
chance of learning the technological skills «
the tinker gnomes during any six-month
od spent with them. This roll is not cumula-
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tive and can only be checked onee every six
W If the gnome succeeds then he

a mad gnome with technological
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\ing a2 device. Also, the device is automatically
1dé sizes smaller than a regular gnomish
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plexity Level).

The €lves of
ansalon

Of the races that firse sprang inw being
from the forging of the universe, the elves
were the embodiment of good.

All of elvish tradition holds that they were
the first to be born into the wotld. When they
first awakencd during the Age of Dreams,
they were scattered across the land like the
stars are spread across the sky. The passage of
the Greystone left none on the face of Krynn
untouched, but it seemed to effect the elves
less than most, The only known change
caused by that wondrous magical passage was
thar of those land elves who became Sea Elves,

later called Dimernesti and Dargonesel. Both
developed their own cultures independent of
the main elven historics. They lived in distant
obscurity and peace, though trade was estab-
lished berween elves of the land and these of
the sea.

Yer peace was not always possible in Ansa-
lon. The dragons awakened with the world,
some to evil and some to good. With the
advent of the fitst Deagon War in the Age of
Dreams, conflict entered the world of Kryon.

The Ogre Wars were but a precursor to the
grea struggle of the first Dragon War, Among
the elves of that time was onc named Silvanos.
He was a powerfal warriorand 2 great traveler
He visited many of the elves in the deep woods
thoughout Ansalon. Traveling with his com-
panion, a kender by the name of Balif, he also
encountered great suffering and death during
the Deagon War. When at last he could rake it
no more, Silvanos traveled the lands again,
but now with 4 putposs, He rallied the elves of
the woods and convineed them to abandon
their isolated villages. His vision of 2 united
elven nation fired the minds of elves across all
of Ansalon and brought them under his ban-
ner,

Thus Silvanos gave direction and 2 united
frone o the previously dispersed elves. He
forged a naton whose ideals and order lasted

for more than two millenniz and are stll hon-
ored roday in the courts of the Silvanesd elves.

During the first Dragon War, Silvanos
called the Sinchal-Elish (Council of the High
Ones)on a hill named Sol-Fallen. There many
households and clans swore their allegiance to
Silvanos and the fledgling nation of Silvanes-
ti. Balif stayed to help Silvanos run the elven
armies,

Silvanos wed Cuinari and raised a family.
Their first son was Sithel. When Silvanos died
in approximately 2515 PC (Pre-Cataclysm),
Sithel assumed the leadership of the elves of
Silvanesti, His father was buricd in a crystal
romb. Sithel alse erected a tower in honor of
his mother in the heart of Silvancst.

It was about 2308 PC that twin sons were
botn to Sithel. They were named Sithas and
Kith-Kanan. Sithas was born but minutes
before Kith-Kanan.

During this same wme, the human
Ergothian Empire was spreading across Ansa-
lon and, inevitably, eneroached on the
expanding borders of Silvanesti, The
Wildranner elves of the House Protector were,
naturally, @t the front of the ¢lven cxpansion
and were the fist to make contact with the tis-
ing human civilization. Kith-Kanan was the
leader of the Wildrunner Elves and Sithas was
the heir o the Silvanesti throne.
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The sympathies of Kith-Kanan were with
these Wildrunner elves who were more free of
the constraings of their Houses and more open
and friendly than the elves of the other
Houscs. Trade was soon cstablished between
the Wildranner elves and the human settle-
ments on their borders and, in the course of
time, several marrages between Wildronner
elves and humans occurred. While this made
gense 1o the elves of House Protector, Sithel
looked on this with great suspicion. On Kith-
Kanan's advice, he journeyed 1o the western
reaches of the kingdom to judge for himself
the results of Kith-Kanan's diplomacy.
~ The joumney proved to be a tertible disaster.

Sithel was killed while hunting forsporc in the
borderlands. Some say thar the arrow that
slew him was a stray thar found its mark by
accident. Others say that the humans assassi-
nared him in order to remove any barriers o
their expansion. There was alzo a tale that the
killing was done at the order of Sithas inorder
to discredie his brother and place himeelf on
the throne all at the same time,

The final result was the Kinslayer War that
lasted ungil 2100 PC, in which the Silvanest
elves tried to drive the humans from the land,
The elves of thar region who had married
hurmans sided with the Ergothians in what
they perceived as an unjust wat brought on by
their own country. Kith-Kanan led the army
of the western forces in Silvanesti in a terrible
war against his own kin. Ultimately the war
ended with 2 truce between the Ergoth
Ernpire and Kith-Kanan.

By now, however, the western elves were
tired of belng subjoct to the ngid caste system
of the Silvanesti, They sued for social change.
The first civil war of the clves threatened. In
secret negotiations with Ergoth, Sithas solved
several of his problems.

The Swordsheath Scroll was signed and the
nation of Qualinesti was formed—a place
where the Wildwnner elves of western
Silvanesti could establish their own nation.
Kith-Kanan saw this for what it was—exile.
Yet it seemed to be the only hope for his peo-
ple. Thus was the kingdom of Qualinesti born
out of sorrow and hope, Kith-Kanan estab-
lished his kingdom of clves 1o Qualinesti and
never rerurned o Silvanesti.

Special Abilities of all Elves on Keyan: All of
the elves on Krynn have the special abilities of
ehves listed in the Players Handbook. Unless
otherwise noted in the race descriptions for a par-
ticular elven race, use the special abilities as spec-
ified in the Player’s

Silvanesti

(high €lves)
APPEARANCE

The Silvanesti are a fair-skinned race with
eyes of blue or brown and hair ranging from
light brown to blonde-whire. Hazel eves are a
symbol of the line of Silvanos, The Silvanesc
prefer loose garments, flowing robes, and
capes.

history

The history of the Silvanesti is largely the
history of elves on Ansalon. Quevalin Soth,
the great bard of the Silvanesti elves, was the
first popular elvish historian, His writings
form the basis of most commenly known his-
tory to this day. Thus the history of elves at the
beginning of this section really details the his-
tory of Silvancsti in 1ts carly stages.

After the formation of Qualinest, the
Silvanesti elves remained isolated from the
wartld uneil the time of King Lorac Caladon,
Under his direetion, Silvanesti esrablished a
flourishing trade with Istar, the grear empire
to the north. Then the Cataclysm closed the
borders of Silvanesti and the elves withdrew
from the rest of che world, Their borders were
feared for few who crossed them ever
returned.

The Dragonarmics did not fear the borders
of Silvanesti. During cthe War of the Lance,
the Dragon Highlords decided w0 deal with
Silvanesti before venwuring inte the fertile
Solamnic lands to the west.

So it was that dmgons came at last w
Silvanesti to spread terror. For some time the
armies of the Wildrunner elves made the
advancing Dragonarmies pay dearly for every
step they took into the elves” land. This gave
the Silvanesti nation time to board the ships
prepared by King Lorac and flee to the west,

Lotac remained behind, saying he had the
power to defeat the Dragonarmy. It was not
known until much later thar King Lorac had
secrctly used a dragon orb In a valo atrempt o
destroy the oncoming dragons. His hope turn-
ed against him and his own worst nightmares
were given substance and created a horrible
alternare reality over the entire kingdom.
Through his torcured mind, the once-
beauriful forest of Silvanesti was reshaped into
a nightmare.

During the rest of the War of the Lance, the
Silvanesti kingdom-in-exile was based on the
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island of Ergoth. Since the end of the war, the
Silvanesti government has been locared in
Qualinost under the direction of Alhana Star-
breeze, daughter of King Lorac. Her marriage
to Porthios, Speaker of Suns of Qualinestl, isa
symbolic union of their two peoples,

The Silvanesti elves are oying to reclaim
their homeland from their base in Qualinesti.
While the orb is no longer causing the night-
mares to continue in Silvanesti, the effects of
that magic sull remain and make once-great
Silvanesti a place of horror and twisted agony.
The elves have 2 long and hard task ahead o
reclaim their homeland.

Philosophies

The Silvanesti elves are 2 prejudiced peo-
ple, iotolerant of other races and customs,
which are seen by the Silvanestd s being high-
ly infetior to their own, Their views are obvi-
ously the enly correct ones. Racial purity is
also a large parc of the Silvanesti mindser.

SocleLy

Silvanestl atritudes differ greatly from those
of their Qualinesti brethren, Long yeats with-
in a safr, sewled empire have scratified the
various crafts and tasks into g rigid system of
castes, or Houses. Ac the top of the system is
House Royal, the descendants of Silvanos who
rule the land. Mexr is House Cleric, once a
religious order, but now mainly concerned
with keeping records and lore,

Beneath these two houses are those of the
craftsmen and guilds: House Mystic, House
Gardener, and House Mason, 1o name 2 few,
The House Protector (the Wildrunners) serves
as the army of the Silvanesti. Years of contin-
ual peace have stracified the guilds into rigid
social institutions. Mo one marries outside his
guild without permission, and permission is
rarely granved.

The lowest guild is House Servitor, which
includes apprentices, foreign traders, inden-
tured servants, and slaves (the Silvanest
cnslave races that lose wars with them).

The Silvanesti survived the Caraclysm and
bolted their doors against the ourside world.
During the War of the Lance, the Silvanesci
fled west through the Plaing of Dust, crossed
the straits o Southern Ergoth and sertded on
the western shotes of Harkun Bay. There they
founded Silvamori, the Hidden Eealm.
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~ Generati ﬁlﬂlﬁim' The initial abiliry
rolls are by a =1 penalty 1o Consti-
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Ability Minimum Maximum
Strength ik e e
Intelligence Fove LT LS
Wisdom W lE
Dexterity R
Constitution 6 15 i
Charisma 12 18
Cavalier R NJ‘E '
i ; v ; L
Knight of the Crown -Nﬁ’E"‘ .
Knight of the Sword s
Ku@rqftheﬁm NIE™
i L
Bmhman NIE*
MMU Renegade vyl
agic-User ( ) N/E *
Hlusionist (Renegade NIE*
Wim&ofﬂughwoqry Unlim
Thief NI/E#*
Thief/ Acrobat NJ/E *
Cleric {(Heathen) N/E *
Druid (Heathen) NJ/E *
Holy Otders of the Stass Unlim
* N/E means not eligible for that class.

Jualinesti

APpPEARANCE

The Qualinesti are slightly smaller and
darker than the Silvanesti. Their hair ranges
from honey-brown to blond, and their eyes
are bluc or brown. They prefer woven slacks
and jerkins for men, long dresses for women.

Philosophies

The Qualinesti are more friendly than the
Silvanesti. They have traded more openly with
other races and buile Pax Tharkas a5 a joint
venture with the dwarves of Thorbardin, Dur-
ing the Age of Might, Qualinesti-human rela-

tions were generally good. However the elves’
dislike of interracial marriages was 2 continual
barrier to improved relations with the other
races In the area,

The sitwation detetiorated drastically with
the Cataclysm. The clves were able o rewain
their civilization and society despite the tern-
ble destruction of their land. The neighboring
humans and dwarves were not so fortunate.
Their societies were destroyed: the starving
survivors heard rumors that the Cualinese
had treasures and food worthy of plunder. The
subsequent raids destroyed the small outlying
elven communities and sarned the hatred of
thoge elves that survived. Qualinest closed its
borders to the other races until the nation was
forced to abandon its homeland and flee west
before the Dragonarmics in the War of the
Lance,

After the War of the Lance, the Qualinesti
elves returned from exile in Ergorh to reclaim
their homeland. Despite the fact that they
had fought with the Knights of Solamnia
against the Dark Queen, they still harbored
deep resentments against the other races of
the world. But they are the most willing of the
elven nations to treat with other races. They
are capable of the same snobbery shown by
their Silvanesti cousins, but any snobbery they
display is far more subtle than that of the
High Elves,

history

The tragedy of che Kinslayer Wars marked
the beginning of the Qualinest race of elves.
With Kith-Kanan leading them, the Qualines-
ti vowed to forge a more tolerant sociery. In the
days prior o the Cataclysm, the Qualinest
elves founded many smaller communiries in
the hope that they would grow in trade and cul-
ture as had Qualinost.

This hope was dashed by the Caraclysm,
which not only greatly damaged all the cities
of Qualinesti, bur caused the terrible period
of terror and barbarism thar followed. The

clves were seen as easy prey by the other peo-

ples whe weie struggling o survive in the
shattered lands. Many terrible raids devas-
tated the Qualinesti communities. (Many of
Krynn's half-elves came from this time when
humans raided the elven cities.)

In their flight from the advancing Dragon-
armies during the War of the Lance, the
Qualinesti fled actoss the Straits of Algoni to
southern Ergoth and founded the city of
Qualimeori on the castern shores of Harkun
Bay. Here they almost immediately ran afoul
of the already established Silvanesti kingdom-
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in-exile and the Kagonesti nation to whom
the land onginally belonged. All three
nations began bickering with one another and
could only agree that the Dragonarmics had
to be stopped.

After the War of the Lance, the Qualinest
mounted an cxpedition to reclaim their
homeland. This they did with little difficulry
and set about repairing their capital city.
Porthios became the Speaker of Suns after the
death of his father Solostaran. Porthios mar-
ried Alhana Starbreeze in a political marriage
intended ro reforge the bonds berween the
elves of Qualinesti and those of Silvanesti.
While the two nations remain sundered in
many ways, this has taken the hostile edge off
their relations.

The Qualinesti are now helping the
Silvancsti elves to reclaim ancient Silvanost,
This iz not 1o say that all past injustices have
been forgiven. The Qualinesti aid seems more
in the way of “'the sooner your house is ready,
the zooner you'll be out of mine.”

Society

The Qualinesti society is far less structured
than that of their Silvanesti cousing,

The Caalinesti are ruled by a Speaker of
Suns who must be a blood descendant of
Kith-Kanan and thus of Silvancs. The Speak-
er serves primarily as a guiding and directing
force In 2 government made up of a scnate
called the Thalas-Enthia. This group is
appointed to represent the varous guilds and
communitics of the elves. The recommenda-
tions of this group are then brought to the
Speaker who makes the final determination
on the matter.

Only one large city exists in all of
CQualinesti—CQualinost, the capival. This city
is 4 magnificent blending of elven architecture
and nararal features. The marvels of this ciry
are many and are described more appropr-
ately in the Adlas of Kryan. The Tower of Suns
overlooks Qualinest, the ciry built in harmony
with nature.

The Gualinesti dreams of fostering many
sister elven ciries died with the Caraclysm.
There are many communities that soll exise in
the forests west of the Kharolis Mounrains,
bur these are small, isolated farming com-
munities with no desires for becoming any-
thing more.
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Game STatIsTcs :

rolls are modified by a = 1 penalty to Consti-
tution and a + 1 bonus to Dexterity. The min-
imum and maximum ability scores for

Qualinesu elves are as follows:

Qualinesti Elves Ahility Scores

Akili Mini Maxi

Strength . 7 12

Intelligence 8 18

Wisdom i} 18

Dexterity 7 19

Constitution 7 18

Charisma 8 18

ol s i)

Class Maximum Level

Cavalicr 10
Paladin MN/E *
Knight of the Crown N/E* -
Knight of the Sword N/E*
Knight of the Rose N/EF

Fighter 14
Barbarian MN/E #

Ranger g 2 Unlim
Magic-User (Renegadey 11
lusionist (Renegade) ~ N/E*
Wizard of High Sorcery ~ Unlim
Cleric (Heathen) 2 NI/E
Druid (Heathen) =~ NI/E
- * NJE means not eligible for that class.

Kagonest

(Wild €lves)
AppeEarance

The Kagonesti elves are about the same size
25 Silvanesti and Qualinesti, bur they are
much more muscular. They are very tan and
draw designs on their faces and exposed flesh
with ¢lay and paints. Their hair is dark, rang-
ing from black to light brown, with a rare
throwback to the silvery white of their ances-
tors. Their eyes are hazel,

history

The Kagonesti elves, also called Wild Elves,
are distantly related to all other elves,
although their history as a separate peopl
starts at the very beginning of the world. Thei
tales of the creation are much more fanciful
than those of their cousing, This is primarily
due to the fact that their history is handed
down verbally from generation to generation,

According to the Kagonesti version of the
early days of Krynn, the elves were the first to
walk the lands and taste the warters. They
found the land good and the waters pure and
knew that this would not always be so. Some
elves went cast and gathered rogether under
great chiefs to wage war upon other nations.
Yer the Kagonesti did not follow this path.
They wished only that which the gods had
granted them. So the Kagonesti lived in hat
mony with the land, the gods, and the other
peoples of Krynn, Though they did not war
against other nations, their warriors were
strong and protected the lands that were given
to the Kagonesti by the gods.

Some Kagonestt are the descendants of
Silvanesti and Qualinesti elves who left thos:
nations centurics ago to live in harmony with
the wild.
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The troubles and wars of the world hardly
affecred these simple elves. They remained in
the forests of western Ergoth and eventually
became part of the Empire of Ergoth (or so
Ergoth said). It mattered little to the
Kagonesti. They were left alone and contin-
ued to live as they had for millennia. Ergoth
waxed and waned and was socon forgotten
under the glaring brilliance of Istar, bue the
elves of the wilds remained unchanged.

Eventually time canght up with the
Kagonesti. They saw the Cataclysm as a sign
from the gods, but they could not agree on
what the sign meant. The War of the Lance
shartered their peace as their land was invaded
by the refugee Silvanesti elves flecing west
from the horrors of their own land. The
Silvanesti subjugared the Kagonesti as slaves
to their nation in exile. They claimed that
their purpose was to educate their lost broth-
ers in the ways of civilization, but the
Kagonestl knew slavery for what it was. The
coming of the Qualinesti helped the sitaation
somewhat (at least the Silvanesti had someone
else to bother), but the Kagonesti moumed
the further destruction of their once-pristine
land.

Yet the wheels of time still turned and soon
the War of the Lance was over. The Qualinesti
left and took the Silvanesti with them. This
was not without its price, however, for many
of the Kagonesti were taken as servants to the
great houses of the Silvanesti. Many families
were sundered in thart leave-taking; there are
still many Kagonesti who roam the lands look-
ing for their loved ones.

Philosophies

The Kagonesil believe thar harmony with
nature is the key to a full and happy hife.
While they respect nature in all its forms, they
also feel it can be used to further the purposes
and well-being of the tribe.

While the Kagonesti do not starc wars of
aggression , this does not mean that they are
pacifists. The Kagonesti are fierce and deter-
mined warriors when the need arises. They
hunt game and cnemies with equal deadli-
ness, They are fiercely proud of their heritage
and generally rather hot-tempered, in con-
trast to the reserved and stoic Silvanesti,

SocIeLy

The basic unit of the Kagonesti is the tribe,
centered around a chief and his family, The
Kagonesti tribe lives in structures that are easi-
ly pomable. Permanent settlements are neves

made.

The Kagonesti have a more animistic view
of the cosmos than their elven brothers. They
see the great spiris of the stars in everything,
Inanimate objects are believed 1o be filled
with the spirits of their Kagonesti ancestors.

The wild natare of the Kagonesti and their
unorchodox customs (they send their dead
down the river to the sea rather than build
wombs of stone) have led other elven races to
regard them as savages and lesser beings. The
Silvanesti declared them House Servitor and
enslaved them o build Silvamen. The
Cualinesti have indentured them as well,
thinking that the Kagonesti arc some part-
clven lesser race,

kagonesti €lves
Game Statistics

Generating  Abilities; The initial abilicy
rolls are modified by a + 1 bonus to Strength
and Constitution and a +2 bonus o Dexteri-
ty. The Intelligence roll is subject toa — 3 pen-
alty The minimum and maximum ability

scores for Kagonesti elves are as follows:
Kagonesti Elves Ability Scores
s Misisouon Maxievaso
Strength B
Intelligence 3 12
Wisdom 8 18
Dexterity E: 19
Constitution g 18
Charisma 8 1%
Kagonesti Elves Class Limits
Class Maximum Level
Cavalier NIE*
Paladin NI/E#*
Knight of the Crown N/E *
Knight of the Sword MIE™*
- Knigh of the Rose M/E*
Fighter Unlim
Barbarian Unlim
Ranger Tnlim
Malﬁgiw (Renegade) N/E*
ionist (Renegade) MNIE*
Wizard of High Sarcery N/E *
Thief Unlim
Thief! Acrobat Unlim
Cleric (Heathen) N/E *
Druid (Heathen) N/E*
Holy Orders of the Stars 7
* N/E means not eligible for thar class.
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OARGONESTI and

OIMERNESTI
(Sea €lves)

Appearance

The Dimernesti and Dargonesti are races of
Sea Elves, groups that separated radically from
the elven land races during the Age of
Direams—partly as a result of the Greystone
passage at that time. (The Dimermest are also
called Shoal Elves as they inhabit the shallows
of many of Ansalon's coastlines.) They have
been few in number ever since the devastation
of the Cataclysm in which many of their cita-
dels and homes were desuoyed. They breathe
both air and water and have light bluish skin
and webbed fingers. They wear their silver
hair long, braided with shells, The Dargones-
ti, or Decp-Elves, are che rallest elven race, 4
slender people with large cyes, cxrended fin-
gers, and deep blue skin.

The most interesting aspect of the sea elves Is
their unigue ability to shapechange into the
form of a sea otrer (Dimemesti) or dolphin
{Dargonesti), This comes naturally to them and
greatly aids them in moving about their under-
water kingdoms. There are differences berween
actual dolphing and whales and their elven sha-
pechanged counterparts but those differences
are so minot a5 to be only distinguishable ro
another Dimernest or Dargonesti.

histonry

The sea elves were created during the pas-
sage of the Greystone of Gargath, Originally
clven mariners with a great love for the sea,
their race became dwellers of the oceans and
its main civilizing force,

Practically nothing of their history has been
rransmitted to the ears of surface dwellers.
These contacts that have been made indicate
thar the sea elves’ history is as full and colorful
as those of the land-dwelling elves. What is
known is that grear battles were waged during
the War of the Lance by the Dimernesti and
Dargoncst against the forces of the Queen of
Drarkness under the waters, The Shoal Elves
seem to have the same stand-offish relation-
ship with the Deep Elves as the Qualinesti do
with the Silvanesti. )

Long ago, the Dimernesti had # parinership
with the Silvanesti, allowing elvish mariners
to explore distant lands. Quarrels with the
stiff-necked Silvanesti led to a2 bresk in all
communication with the land elves; the



dark elves
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House Mariner is now a lost guild among the
Silvanesti.

Throughout history, wondrous rales of
these clves helping mariners in distress have
been told in all seaports. However, these rales
are almost always repored third or fourth
hand and are undoubtedly greatly exagger-
aved.

Philosophies

Shoal Elves take lirtle interest in what hap-
pens above the watery surface of their
domain. The few who have appeared on land
did so only on a mission of importance or
under the direction of the Speaker of the Sea,
the leader of the Dimenesti. Dargonesti have
rarely been scen by humans or any of theis
land-based kin,

SOCIELY

The Dimecmesti follow the Speaker of the
Sea, a hereditary position much like the
Speaker of Stars. While chere are many guilds
that mirror those of Silvanesti, there is no
caste systemn and the boundarics berween
puilds are not as rigid as for the Silvanesti.

The Dimernesti have recently taken to live
ing in the sunken cities of the Cataclysm,
They find them romantic and incriguing. The
Dimernesti are not builders but they seem 10
enjoy living in buildings.

Most Dimemesti live in schools that are
clan-oriented groups, There are no families as
all of those in the group care for the young of
the school. They are nomadic in nature and
rarely stay in the same place for long.

Oimernesti €lves
Game $tatistics

Genera Abilities: The initial ab;lu;p
mllsnremt;ﬂ%ﬁedbyn-l mm&:m:.gth
and 2 +2 bonus to Dwm minimum

and maximum al;ulﬂ.g.r scores for H’mmu
elves are a5 follows: .

Ditetaesis Hives Abifice Soiiies

Ability Hmlmm Hmmmh
Strengrh 3 1%
Intelligence ] 18
Wisdom & 18
Dexterity 10 1%
Constitution A 1%
Charisma 2 g
Dimernesti Class Limits e
Class Maxienum Level
Cavalicr 10/ Unlim *
Paladin 10/Unlim *
Knight of the Crown - B/E **
Knight of the Sword NIE **
Knight of the Rose L NIE®
Fighter 16/Unlim *
Barbarian T R
Eanger NIE **
Magic-User (Renegade) MIE**
Hlusionist (Renegade) N/E **
Wizard of High Som:ry 10/Unlim #
Thicf Mg
Thicf! Acrobat N/E **
Cleric (Heathen) N/E **
Druid (Heathen) NJ/E **
Holy Orders of the Stars Unlim

* The level listed before the slash is the
maximum allowable o the characrer while on
land. The Dimernesti are unlimited while
they are in the environs of the sea. Should a
Dimernesti ¢If of a level higher than that list-
ed leave the environment of the water, his hit
dice, hit points, and all other related adjust-
ments must be made to temporarily reduce
the character to the maximum listed. This
reduction goes away once the character remurns
to the water,

*# N/E means not eﬁgibkfoﬁhacclass

Special Abilities: The Dimernesti and
Dargonesti elves have the ability 1o shape-
change at will into the form of a sea otter or a
dolphin re ively. This can rake to
th:ge thnmr day and the Mm
takes five segments. The elves take on all the
movernent rates and special abilities of these
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creatures, but they Lo#anrspd]fcawng ahih
wmmghxmmd&

Oark €lves

The cutcasts of elven society, these are elves
without a country and without a people. They
are alone and beyond the society of all elves
regardless of race. Only through the forgive-
ness of their own people can they again come
back into the realms of the clvish people.

dark €lves

Game STatIstics

mmcmafmstmcmm
chosen when a player creates a character, Char-
acters enter this class when their actions cause
them to be outlawed from elven society.

- An elf who tﬁrmhmmspmples
laws of conduct ‘a Dark EIf. The
ctime must be very serious and an offense
against the ideals of the society. However, the
most cornmon way in which an elf becomes 2
Dark EIf is when his alignment shifts outside
ﬁw&mmﬁw{mhmm

Redemption can only occur after some
demonstration of repentance by the Dark EIf.
This should be treated in much the same way
as with clerics who fall from grace wich their
deity. More specifically. the character’s align-
those acceptable to his race and class.



half-€lves

half-€Elves
ApPpPeEARrance

Half-elves scrongly resemble the racial stock
of their elven parent, but they genetally have
facial hair (missing on all other elves) and a
hair color that is not consistent with their
elven heritage. They arc generally more stocky
than most clves and, while almost universally
handsome or beautiful, lack the grace of their
elven parentage.

istory

The half-elves are considered “untrue
clves” by all the other clven societies. They
have no true history of their own but borrow it
from their parentage.

The Kinslaver Wars were broughe about, in
part, due to the intermarriage of elves and
humans in that region, During that time,
half-elves in human society were considered a
great blessing and brought honer te the
hurman household. The elves, particularly the
race-conscious Silvanesti, were revolied by
these interracial marriages,

After the Cataclysm, there came a time of
barbarism during which many elven towns
were plundered and ransacked by human
hordes, Many half-elves were engendered dur-
ing this period of rapine and violence. The
Silvanesti elves cast chem from society as they
would Dark Elves. Only the Qualinesti took
them in and gave them a home, although
even they were cold and sometimes ¢ruel to
these unfortunaces,

It was, interestingly enough, one of these
basrard half-elves who was pantly responsible
for the wltimare victory of the Whitestone
Forces over the Dragonarmics. Tanis of
Qualinost, who later married the Princess
Laurana of Qualinesti, proved the worth of his
UNIGUE Face.

Philosophies

As most half-elves are raised in an aumo-
sphere of shame and scorn, it is lictle wonder
that they generally display tendencies toward
rebellion and anti-social activities. They are
usually very insecure and seldom travel wich
others unless they feel accepred. They often
overcompensare for this insecurity by per-
forming acts of death-defying bravade,

SocleLy

The half-elf is an ourcast from the societies
of both his parents. There is no sociery thar
consists solely of half-elves as they are primari-
Iy loners. If there is 2 home for a half-elf, iv is
in Qualinesti, where they are treaved coldly
bust at least they have a place in the society,

half-€lves
Game STatistics

Generating Abilities: The initial ability
rolls are modified by a + 2 horus to Dexterity.

The minimum and maximum scores for half-
elves are as follows:

- Half-Elves Ability Scores
Ability Minimum Maximum
Strength 3 18
Intelligence 4 18
Wisdom 3 18
Dexterity (i 18
Constitation 6 18
Charisma 3 18
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Half-Elf Class Limits
Class Maximum Level
Cavalier M/E*
Paladin M/E *
Knight of the Crown 10
Knight of the Sword 10
Knighe of the Rose 10
Fighter 9
Barbarian N/E *
Ranger i1
Magic-User (Renegade) 7
Tllusionist (Renegade) N/E*
Wizard of High Sorcery 10
Thief o Unlim
Thict! Acrabar Unlim
Cleric (Heathen) 5
Drruid (Heathen) Unlim
Holy Orders of the Stars Unlim

* N/E means not eligible for thar class.
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According w the most reliable sources on
the origing of Krynn's inhabitants, the
dwarves of Krynn are descendants of the
gnomes, created from thar original stock by
the magic of the Greystone of Gargarh. This
stoty iz told in the begioning of this section
(page 49}

The dwarves themsclves, however, stub-
bornly cling to another view of their genesis.
They believe that they were the last beings cre-
ated by Reom and thar chey were made in his
image. Reors, they say, learned from each of
his creations until he knew the perfect form to
miake his own people—the dwarves, of course,
represent this perfect form. While the rese of
the continent accepts the Greystone theory
over this rale, all know berter than try o prove
this point to a dwarf, The idea that dwarves
are related to kender and gnomes is one thar
can cause a full-scale war with 2 dwarven
nation.

There are other mysteries in the dwaren
past a5 well. Long before the Empire of Israr
blossomed. a great kingdom of dwarves
known as the Kal-Thax existed thar extended
from Karthay into the very plains of Istar.

Quevalin Soth allegedly visited this realm
in his travels and he supposedly wrote: “The
kingdom left the ground above to its nataral
and pastoral state while below its surface was
the greatest civilization my eyes have yet
beheld, Unmeasured were s caverns, cheir
depths untold and thelr beauty beyond
description. And in all its splendor and won-
der, never once was the nature of the gods
rampered with. Millions upon millions of
dwarves labored here in unity and peace; their
works were bevond any 1o be found in all the
realms of the sky!™

Similar tales from the Age of Might echo
these remarks, although there still remains
some question as to whether the kingdom
actually existed or was simply 3 product of fan-

ciful tales from that period.

Indecd, the reported remarks of Quevalin
Soth may have been only a folk tale thar was
attnbuted to him. The tale continues to say
that the kingdom vanished withour a trace
approximatcly 2800 PC and has passed
beyond the knowledge of all Kryon. Their
fare has long been the subjec of speculation.
Causes voiced range from the plague o being
taken into the heavens by the gods. Astinus,
the great historian of Krynn, remaing oddly
silent on rhis issue and refuses to confirm or
deny the kingdom's existence,

Whatever the fate of this supposed king-
dom, there were small colonies of dwarves
that established underground residences in
nearly every mountainous region on Ansalon.

Conscruction in Therbardin began in about
2692 PC. This great dwarven kingdom was
completed in 93 years. Iesoon began to spread
its influence northward and ran inw the
Ergoth expansion in 2189 PC. The borders
that were established between them held unil
the Ergorh expansion eastward ran into the
Silvanesti borders. With nowhere else to
astablish new colonies, tensions between the
dwarves and Ergoth began to heat up. The sit-
uation  became uncontrollable in approxi-
martely 2142 PC when Ergoth began mining
operations in the Kharolis mounrains, Border
clashes berween the dwarves and the humans
became more frequent.

I an effore to avoid another prolonged war
(Ergoth had just foughr the Kinslayer War),
the Swordsheath Scroll was signed. This cre-
ated o mew srate (Qualinesti) for the disaffect-
ed Silvanesti elves. Qualinesti was placed
berween the Thorbardin dwarves and the men
of Ergoth to case the friction between the too
n#tions.

Much to evervone's surprise, the Qualinesti
elves (whe were more friendly to the dwarves
than others had been) became fasc allies of
Thotbardin. As s symbol of the unity berween
the elves and dwarves, they jointly constructed
Pax Tharkas in the pass between their nations.

Other dwarven kingdoms were slso tising at
this time. The kingdoms of Zhakar in the
Khalkist Mountains and Kaolyn in che
Darkenwal sourh of Solamnia both waxed in
power as Thorbardin was complered. {Though
Kaolyn suffered greatly from oppressive
Ergothian rule and did not grow as quickly as
the other kingdoms. ) The dwarves of Zhaman
saw the surface of Ansalon being claimed and
fought over by many nations and did what
dwarves do best—they took their kingdom
underground where no nation would bother
themm.

These dwarven kingdoms were generally
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disinterested in the doings of the other races,
a5 they were preoceupied with their own diffi-
culties. This brought on great suffenings in
dwarven nations at the time of the Caraclysm.
While the full cffects of this disaster on
Kaolyn and Zhaman are not known, its effects
at Thorbardin are well decumented.

Thorbardin had become heavily dependent
upon trade for her food supplics. These were
received primarily from the Abanasinian
Plains north of Pax Tharkas and from the elves
of Qualinestl. Xak Tsaroth was a central ity of
trade for the southern plains and food was
casy to purchase there. By this ume, the
dwarves not only had their great underground
city but alse many scrtlements above ground
outside the gates of the mountain,

Having refused to become involved in the
politics of the age, the dwarves were caught
unaware by the Caraclysm, The extent of the
dwarves” problem became quickly apparent w
Druncan, king of the Thorbardin dwarves, His
nation had only a small food reserve and he
couldn’t hope 1o feed both those inside the
mounizin and those in the fields beyond. He
reasoned thar the dwarves in the fields at least
had 2 chance of surviving but that those inside
had none if the food supply had to be divided
among the cntire nation. 5o he reluctantly
ordered that the gates to the ouside world be
closed, leaving chose dwarves who were out-
side the mountain w fend for themselves.

The hill dwarves, for that is what the
dwarves who lived outside had come to be
called, fled back toward the safety of their
ancient capital only to find the gates shut o
them and no answer to their pleas. The hill
dwrarves of that region call this deed the Great
Betrayal, an act thar sparked the still-
smoldeting hatred between the hill dwarves
and the mountain dwarves of Thorbardin.
The Dwarfgare Wars were an attempt by the
hill dwarves and their human allies o retake
Thorbardin,

To this day, most exrant dwarf kingdorns
remain shut against the ourside world. Most
dwrarves that are commonly mer are of hill
dwrarf descent. The hatred between these two
groups still remaing high,

Special Abilities of Krynn Dwarves: The
dwarves of Krynn have the special abilities
granted dwarves as given in the Player’s Hand-
book. This includes saving throw bonuses
against magic and poisons. infravision, min-
ing information skills, and cembar bnnuss:s
AEAINSt CErAin MONSters.
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hill Owanves
Appearance

Hill dwarves have deep tan o light brown
skin and ruddy cheeks and bright eyes. Their
hair is brown black or gray. They favor earth
tones in their clothing although they will
occasionally wear something brighe, Hill
dwarves have deep voices and acwally sing
quite well, but gerting one to do so requires
exceprional skill in diplomacy.

history

Hill dwarves were a part of the mainstream
dwarven sociery until the Caraclysm. At that
time, they were not permitted 1o return o
their former homes and were forced to live
permanently above ground., They have
remained here more our of obstinacy than for
lack of suitable mountaing to delve.

Hill dwarves are considered Neidar dwarves
by the mountain dwarves. This refers to their
former <lan status before being exiled from
the mountain (sce mountain dwarves below
for further descriprions).

Philosophies

Hill dwarves are as stubbom as their under-
ground cousins (though each group claims
be more stubborn than the other). They tend
w0 be rough and coarse and lack some of the
refinement of their underground fellows,
They complain often but usually do so to hide
the fact that they have 2 rather plessant and
gentle nature.

Society

Hill dwarves have small communities that
live in above-ground villages. Unmarried hill
dwarves often set out on their own, only occa-
sionally retuming to their onginal <lan. The
hill dwarves have maintained che clan system
that dates from times long before the Cata-
clysm. They do not, however, come together
in groups larger than their local clans as the
clans tend to be suspicious, if not hostile to
other clans.

hill Owarves
Gamestausmcg

Generating  Abilities: The initial ahality
rolls are modified by a — 1 penalty to Cha-
risma and a + 1 boous to Constiwution. The
minimum and maximam ability scores for

Hill Dwarves are as follows:

Hill Dwearf Ability Scores

Ability Minimum Maximum

Strength 9 18

Intelligence Fe 18

Wisdorn 3 18

Dexterity 3 17

Constitation 14 19

Charisma 3 12

Hill Dwarf Class Limits _

Cavalier N/E*
Paladin IR
Knight of the Crown NIE*®
Knighe of the Sword ~ N/E*
Knighe of the Rose WIE*

Unlim

Barbarian Unlim
Ranger . 8

hhﬁbllwfﬁmcgadt}j : N::%’-*.
Hlusionist (Renegade)  N/E *
Wizard of High Sorcery N/E*

Thief 10

- Thieff Acrobat b

Cleric (Heathen) - NiE*
Diruid en) N/E*

- Holy Orders of the Stars 10
* N/E means not eligible for that class,

Mmountam Owarves
AppeEarance

Mountain dwarves have light brown skin
and smooth cheeks and bright eves. Their hair
1s brown, black, gray, or oceasionally white,
They favor earth tones in their clothing.

Since mountain dwarves have a wide vocal
range, communitics often form choruses of
dwarves that sing the traditional songs of the
mountain dwarves. These songs can some-
times be heard echoing through the moun.
tains where the dwarves live.

=4

history

The history of the mountain dwarves is
recounted at the beginning of this section. In
recent yeats, some outsiders have gained
entrance to the mountain kingdoms. At least
one entire nation of refugees was allowed to
move through the southern gate of Thorbard-
in after the group’s extracrdinary needs were
presented to the ruling Council of Thanes.

pPhilosophies

Communiries of mountain dwarves have
encugh problems to keep them occupied
without looking for more trouble in the out-
side world, With the number of classes and
clans that exist within 2 communicy, there is
continuous politcal friction berween the vad-
ous factions in the mountain. This keeps the
dwarves 100 busy to pay much attention to the
martcers of the owside world. They are not
interested in helping others or even in listen.
ing to their troubles unless they can be shown
that the matter affects them somehow.

Society

The dorarves of the mountains have cradi-
tionally been organized into clans, Each clan
15 led by a thane who acts as its represenrative
to the Council of Thanes. The council consist
of nine membets, These nine chairs represent
the following groups, each of which i
thought of a5 a scparate race.

Hylar; This is the oldest and most noble of
the dwarven races. Most of the grear dwarven
kings have been Hylar. The Hylar cradivionally
live in the best accommodations that the
nation can provide and are grear craftsmen.

PCmmmndwamm atmy&ofﬂmg

Hylar elan. H
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Theiwar: These are a strange and degener-
ate race of dwarves. They hate light and
indeed suffer from nausea in sunlight. Never-
theless, their dreams are of world conguest
and domination. Of the dwarven races, they
are the most concerned with spells and magic;
most of their leaders have spell-casting abili-
ties. The Theiwar consider themselves the
highest of the dwarven races and seek to wres
leadership away from the contralling counil.
They want to take control by whatever means
are necessary—including civil war,

Daewar: This clan s justly respected and
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many important leaders have come from their
midst. The Daewar are great fighrers and were
in the forefront of the Dwarfgate War at Thor-
bardin, Now they defer leadership o the
Hylar but take an active inrerest in public
safety and public works,

Daergar: These are dark dwarves who split
off from the Theiwar many hundreds of years
ago. Their culture flourished and is now wide-
spread and powerful, They are, if possible,
even more dangerous than their Theiwar cous-
ins, favoring murder, tonture, and thievery 1o
get their way. Their leader is always the most
powerful warrior of the Daergar kingdom,
elected in 2 bloody combat to the death.

Neidar: The MNeidar are hill dwarves who
lived oueside Thorbardin at the time of the
Cataclysm. They are no longer represented in
the Council of Thanes—a situation many hill
dwarves would like to remedy.

Klar: The Elar are hill dwarves who lived
inside Thorbardin at the time of the Dwarfga-
te War Following the war, the Klar were
deprived of property and persccuted wriibly
for their supposed sympathy for the Neidar
{in fact, many Klar foughrt with bravery on the
Hylar side). Now, they serve the wealthy
dwarves of Thorbardin in menial roles. Afrer
centuries of suffering, they look fora leader o
deliver them from their plighe,

Aghar: These are gully dwarves. See that
section for a description of this race. In the
dwarven kingdoms they work in menial, dirty
tasks, but that s all they are qualified o do,
They have a seat on the council bur the gully
dwarf represeniative soon learns o just sit in
his chair and not say or do anyching. They
senerally sleep through such meetings, much
to everyone’s relief.

Kingdom of the Dead: The dwarves vener-
ate their dead and consider the Kingdom of
the Dead to be the 8th Kingdom. This has lic-
tle practical effect on politcs but has 2 pro-
found effect on dwarven thinking shout the
aftedife. Dwarves use & variety of divination
methods—some  real,  others  only
superstition—rto contact thelr ancestors,

The High King: The High King is chosen
by acclamation of the Council of Thanes and
must be ordained by the people. The king can
be from any clans, burt he rules all of the clans.

Mountain OWaRrves

Game STATISTICS

- Generating Abilities: The initial ability
rolls arc modified by a —1 penalty to Cha-
rismia and 2 +1 bonus o Constitution. The
mmimummdnmmumabﬂny_mi&

mountain dwarves arc & foﬂm
Hnnnmn Drwarf Abihty &m&s
Ability M.tmmmn Maximum
Surength g 18
Intelligence 3 18
Wisdom S R
Dexterity 3 TE
Constitution 12 149
Charisma i 16
Mountain Dwarf Class Limirs :
Cavalier : &
 Paladin : 8
Knight of the Crown ~ N/E*
Knight of the Sword N/E*
Knight of the Rose M/E ¥
Fighter . Unlim
Barbarian MN/E*
; MN/E*
Mﬁb -User (Renegade) N/E*
usionist (Renegade)  MN/E*
Wizard of High Sorcery MN/E*
Thicff Acrobat 10
Cleric (Heathen) NJE *
Druid (Heathen) N/E*
‘Holy Orders of the Stars 10
* N/E means not eligible for that class.

Gully Owarves
(Aghar)
APPEARANCE

Gully dwarves are short, squat demi-
humans, averaging four feer in height; they
have an average weight of 100 Ibs., give or
take abour 10 Ibs. Females tend ro be slightly
smaller than males. Aghar are physically
much like other dwarves, except that they are
often covered with scars, boils, sores, and filth
due to their living conditions.

Gully dwarves have skin tones ranging from
olive brown to a light parchment colet. Mot-
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tled and splotched skin s not uncommon,
and 2 few have a dirty gray-brown skin tone.
Male gully dwarves wear long, scruffy beards;
females have cheek hair but no beards. Hair
colot is usually dirty blond, brown, rust, gray,
or dull black. Eye color can be watery blue,
dull green, brown, or hazel.

Gully dwarves don't appear 1o be as heavy
and stocky as other sorts of dwarves. They also
have nareower fingers and limbs. Pot bellies
are very common among both sexes, and gully
dwarves develop wrinkles quickly after age 235,

history

Caally dwarves have an extensive oral tradi-
tion of their origing and history. Unfortu-
nately, no two gully dwarf clans agree on any
relevant details, ‘The stories are very colorful
and entertaining to others, though gully
dwarves take them very seriously.

For our purposes, we tutn to other sourees,
The tale of the Greystone of Gargath tells of
howr the dwarves and kender came into being.
In the years thar followed, a few intermar-
riages berween gnomes and dwarves ocourred
in solated communities across Ansalon. Sur-
prisingly, the children of such marriages
proved to be of an entirely new race, with their
own particular characteristics. The members
of this new race lacked all the better qualities
of their parencs.

Further intermarriages were banned by
dwarven and gnomish societies. Members of
this new race were driven our of their own
clans, particularly by the dwarves, who regard-
ed them as a blight. This new dwarven race
became known as the Aghar (“the
anguished'’). Humans later christened them
gully dwarves, noting the race’s low starus and
poor living conditions.

The Cataclysm was at once the curse of the
wotld and the salvation of the gully dwarves.
The destrucrion of civilization in Ansalon
opened up dozens of deserted, nuined cicies o
habitation by wandering gully dwarf tribes.
Soon once-mighty towns like Xak Tsaroth
became havens for the Aghar. Undisturbed by
the fest of the wotld, the gully dwarves were
free to establish their own cultures—such as
they were.

Philosophies

The most impertant facets of 4 gully dwarfs
personality are generally agreed w be survival
instinct, pride, endurance, and stupidity.
Though derided by other intelligent races of
Ansalon, gully dwarves continue w thrive



under conditions that would have broken
many others,

Gully dwarves are born to sunvive; they
skillfully avoid exposing themselves to harm
and regard cowardice as a virtue. Groveling
has been raised to the level of an art form in
their society.

The stupidity of gully dearves is legendary.
They can grasp the concept of 4 single ivem
and of a group of items, bur they cannot dis-
tinguish between large groups and small
groups. Most Aghar don't recognize numbers
greater than one, which may derive from the
fact that they do not recognize the needs of
anyone other than themselves. Any number
greater than ong s called “two,” which simply
means “more than one.”

Although considered foolish by all other
races, gully dwarves are a proud folk and ace
with great seriousness. They tend to have
inflated ideas of their own places in the grand
scheme of things: puncraring their egos is an
almose impossible sk,

Society

Gully dwarf communities are usually quirte
small. Aghar prefer 1o live in extended family
units, called clans, which have 2-20 members,
Some very large clans can have up o 60 mem-
bers. Most live in villages abandoned by pre-
vicus owners of in the wilderness in old mines
and caves, Small clans may live in the slums
and refuse dumps of large cities; several major
cities in Ansalon have gully dwarves living in
their sewer systems. The leader of 4 clan is
responsible for keeping the family wogether
and is the sole voice of authority (although his
authority is frequently questioned).

Qccasionally, several clans live rtogether,
wsually in g rumed or abandoned city. Major
Aghar communities hold between 40 and 400
adult dwarves and a similar amount of chil-
dren. At least two clans are present and some-
timcs as many as five,

Each ¢lan has a chiefiain and the strongest,
cleverese, and most chatismaric of these chied-
1ains becomes the local king. Kings are served
by bodyguards and by a completely chaotic
hicrarchy of lesser funcrionarics with no clear-
Iy defined roles or duties.

Because of gully dwarves' egotism and
inability to count, it 15 not unusual to find &
succession of kings with the same name, each
calling himself “'the First.”

Gully Owarves

Game STATISLICS

Generating Abilities: The initial abilicies
for a gully dwarf are generated using special
dice rolls, to reflect their unique namre. The
following table shows maximum and mini-
mum ability scores well as the dice o wil:

Gully Dwarf Ability Scores
Ability Minimum Maximum
Roll
Srrength 6 18
4dd +2
Intellizence 4 9
2dd+1
Wisdom 3 9
2dd+1 i
Dexterity & 18
ddd +2
Constitution 3 b
id4 :
Chatisma 3 9
2dd +1
Gully Dwarf Class Limits
Class Maximun Level
Cavalier N/E*®
Paladin /E*®
Enight of the Crown H/E*
Knight of the Sword NIE*
Knight of the Rose N/E*
Fighrer G
Barbarian 7
Ranger NIE*
Magic-User (Renegade) MIE*
Hlusionist {Renegade)  N/E*
Wizard of High Sercery NI/EF
Thiet 8
Thief! Acrobat g
Cleric (Heathen) N/E*
Druid (Heathen) M/E*®

Holy Orders of the Stas 5
* W/E means nort eligible for thar class.
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IRdA
AppeEAranNce

The Irda are tall, slender creatures, averag-
ing six feet in height. The females tend 1o be
as tall as the males. Although slender, theit
strength is readily apparent in their strong
musculature, Their skin tones range from
ridnight blue o a deep sea green, Their hais
is often black but sometimes silver or white; it
is always carcfully combed and kepr. Their
drawn faces and drooping evelids give the
impression thar they are bored or uncaring.
Their eyes are almost always silver-colored.

The Irdz move with 2 fluid motion so grace-
ful that it & a joy to watch. Their voices are the
maost extrzordinary in Krynn, rivaled only by
those of the sirens.

The Irda have innate shapechanging abili-
vies and can disguise their size and true nature
in many ways, They can change cheir height
by a5 much as two feer and can atain the fea-
rures of any humanoid race {pardicularly elves,
half-elves, and humans). This shapecharnging
ability requires several years of practice to per-
fect. Usually Irda learn o shapechange into
one form perfectly and then use thar form
over and over,

history

During the Age of Dreams, the newly cre-
ated beings of Krynn avoke to the first dawn
of the world, Legends from that time {mostly
passed down through elven bards) say the
clves were the first to awaken, This was not se:
the ogres were the fist,

[n the dawn of the world, the ogres were the
fairest of the races and were truly immoreal
Their dark grace and cold beaury was unsur-
passed by any of the races that arose, Yet their
hearts were cold and bent toward evil.

The Irdanaiath, a book unknown among
men of Ansalon, rells a tale of the most
ancient days. When ogres walked the world in
beauty and power, men awoke and had desl-
ings with this evil race. In this exchange, the
humans unwittingly gifred Igrane, a greatand
powerful ogre clanleader, with froe will. For
this Igrane both cursed and blessed men, for
he looked upon the world with new cyes.

The gift spread among his clansmen unil
they all saw the curse of evil and the furure of
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destruction and debasement thar it held for
them. They tried o convinee other ogre clans
of their folly but kindled anger. Civil war
erupted among the ogres. The Ogre Wars of
the Age of Drearns were foughr in places hid-
den from the eyes of men.

S0 1t came to be that the Irda, a5 the
enlightened ogres called themselves, removed
themselves from contact with the rest of the
world. The Irda found 2 haven on a distant isle
and confused cthe way behind them so chat
they might live undisturbed, The ogres who
did not foresce their debasement eventually
fulfilled the Irda's vision and became uglier
and more misshapen uneil their appearance
matched the evil in their hearrs,

With the coming of the Cataclysm and the
War of the Lance, the Irda were forced to
recant their policy of rotal isolation, Now they
have begun to send their people inte the
world to establish a tentative contact with oth-
er nations of the world.

Philosophies

The Irda are a peaceful race whe mean no
harm to the world at large. They only wish to
gather their lost children {those Irda caprured
by the Dragonarmies during the War of the
Lance—see below) back ro the hidden isle of
the Irda.

The Trda’s biggest difficulty is the supersti-
tions that men have developed abour them
over the vears, Tales are told of the terrible,
ancient ogres who would return one day to
bring death and destruceion. lrda whe have
been discovered are almost always hunted by
the populace. Evil belngs who try to ally with
the Irdz soon find out that the Irda are good
and try to destroy them as well,

SOCIELY

The Irda have been ruled by an unbroken
chain of royal lincage since the beginning of
the world. Except for the [rdanaiach, they
keep no historical records, The balance of
their writings contains reflections on cheir
conditions and general observations on natu-
ral sviences and the ars. The Irdz live on 2o
island sorne distance north of Ansalon. It s
here that they have sheltered from a barbaric
and ungympathetic world.

Their life of pastoral bliss was, however,
apset by the Caraclysm. With the rcappear-
ance of dragons in Krynn, the Irda's home was
son discovered by che scrvants of the Queen
of Darkness, The Queen had been much
aggrieved by the loss of the Irda in the begin-

ning of the world. She now sought w destroy
them, The battle was fought by titanic magi-
cal forces and the Dark Queen's atrack was
eventually repelled, but not before miany Irda
were captured and taken to Ansalon.

When the War of the Lance ended, many of
the surviving captives were freed. Those Irda
now wander the land in disguise trying to find
their way back to their homeland. They are
usually alone, but occasionally small groups of
rwo o 10 [rda are found craveling the lands of
Ansalon. Pamilies are sometimes encoun-
ered; the parents' fondest wish is o find a
way o their island home, if not for them-
selves, then at least for their children,

The relative security of their island enabled
the lrda to hone their magical skills to g fine
art. Combat skills, however, are uncommon
among them.

Avariety of magics protect their island from
being found, but the wandering [rda can hear
the telepathic call of their homeland durting
High Sanction for Solinari, Duting these
times they can find their way 2cross the sca to
their home (but only if they have cthe mcans o
cross the sea). Unfortunarely the joumey lasts
far longer than the duration of High Sanction
and few lost Irda ever return to their home-
land on their own.

IRdA

Game Statistics

Generating  Abilities: The initial ability
rolls are modified by 2 =2 penaley o Consti-
tution and a +2 bonus to Dexterity, Intelli-
gence, and Charisma. The minimum and
maximum scores for Irda are a3 follews:

Teda Ability Scores
Ability Minimum Maximum
Strength | 18
Intelligence 5 20
Wisdom 10 18
Dexterity 8 20
Constitution 12 16
Charisma 15 20
Irda Class Limirs
Class Maximum Level
Cavalier Unlim

Paladin Unlim

Knighr of the Crown N/E *

Enight of the Sword M/E *

Knighr of the Rose N/E *
Fighter Unlim

Barbarian MN/E*
Ranger Unlim
Magic-User (Renegade)  N/E*
IHusionist (Renegade)  N/E*
Wizard of High Sorcery . Unlim
Thief Unlim
Thief/ Acrobat Unlim
Cleric {(Heathen) NIE#
Druid (Heathen) MNIE*

Holy Orders of the Stars  Unlim
* MN/E means not eligible for that class.

Special Abilities: The Irda are the only race
that can learn shapechanging as a proficiency.
In addition, due to their special knowledge of
magic and its workings, each cleric or wizard
gains one additional spell of the highest level
he can cast.

Krynn Mimotaurs
Appcarance

Krynn minotaurs are gargantuan brutes
owver seven feet in height. They have shor fur
covering their massive muscles; the fur ranges
from 2 red brown to almost black. Their faces
are brutsh and ugly by human standards,
reminiscent of those of bulls. They have short
herns that grew from their edges of their fore-
heads to a length of six to 12 Inches for the
females and onc to two feet for the males.

Minotaurs wear clothing, wsually & hatness
and leather skirc. The harmness carncs weapons
in convenient locarions as well as decorations
from previous battles and vicrories. The ming-
raurs’ favorite weapon s 1 double-edged axe,
although many minotaurs have been known
to use g broad sword in each hand,

Minoraurs were created during the Grey-
stone’s passage through Ansalon and are
descended from the original ogres. Suggesting
to 2 minoraur that he is descended from a cow
{a common mistake for humans) is the dead-
liest insult one can offer & minotaur,

history

The minotaur racc has beoen opprossed
through most of its history, The legends of the
minotaurs speak of the time during the Age of
Twilight when their navon was enslaved by
the Kal-Thax dwarves. The legends say thar
the minotaurs destroyed that dwarven nation,
bue most scholars rend to dismiss this claim.

The minotaurs dwelt in scattered groups
without 2 nation or identity unril late in the
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Age of Twilight when they began to gather in
the gastern regions of Istar. There they estab-
lished the first minotaur kingdoms of Mithas
and Kothas, Twe kingdoms seemed & betrer
idea 1o the competitive minotaurs. They soon
developed shipbuilding to a fine arc and their
navigational skills remain some of the finest in
the world.

This time of power was soon to end. With
the advent of the Istar Empirte, once again the
minotaurs were brought ineo slavery, though
2t @ great price 10 both aemies, This continued
ueaeil ehe Caeaclyeen, which the minotaues saw
ag divine inrervention on their behalf, The
minotauts soon afrerward ser sail for the newly
created islands that were all that was left of
Mithas and Kothas, Widh cheir nations now
separated from the land by the Bloodsea, they
could attain the tmue power they always knew
they deserved.

philosophies

Minotaurs firmly believe in the superiority
of their race and in their ultimare place as the
rulers of the world. I is their destiny 1o bring
the rest of Kryon under their rule.

They will go to any lengths we achieve domi-
nation over others. They are ruthless in battle
and cold in their justice, They believe that the
weak should perish and that might proves
tight, It 15, to them, the natural process of bife,

From their youth, minotaues are wained for
strength, cunning, and intelligence. The goal
of this training is combat in the Circus, an
annual conrest thar acts a5 a minoraur's rite of
passage nto adule sociery.

SocieLy

Minotaur sociery is built upon the principle
that mighr makes righe and that no consider-
ation of justice is necessary. The minotaurs ace
lead by an emperor who resides in the city of
Nethosak on Mithas, Under the emperor is a
Supreme Circle of eight minotaurs. The
Supreme Circle deals with the day-to-day
admunistration of the government. All posts
are won by the strongest and cleverest mino-
raurs a5 proved by combar in the Circus. (All
determinarions of rank and justice take place
in the Circus. )

Minoraurs claim to have the only taly class-
less sociery. Anyone can become the
emperor—all he has to do is defear the current
emperor in single combat in the Circus. Mino.
taurs are trained from yourh for specialized
roles to which they seem most suited, This
most often involves seamanship.

Families are the foundation of minetaur
society; the honor of one's family s held
supreme above all other considerations. Mino-
taur clerics invanably worship only onc god:
Sargas, This god s koown as Sargonnas to the
Solamnics,

Krynn Minotaurs

Game Statistics

Generating  Abilities: The initial abilicy
rolls are modified By a = 2 penalty to Wisdom
and Charisma and a +2 bonus to Strength
and Constitution. The minimum and rmavi-
mum scores for minotaurs are as follows:

Krynn Minotaur Ability Scores

Ability Minimom Maximum
Strength 12 20
Intelligence 5 18
Wisdorn 3 16
Dexterity 8 18
Constitution 12 20
Charisma 4 16

T0

Krynn Minotaor Class Limats

Class Maximum Level
Cavaher N/E*
Paladin N/E*
Knight of the Crown BI/E *
Knight of the Sword MN/E*
Enight of the Rose NIE*
Fighter Unlim
Barbarian Unlim
Ranget ]
Magic-User (Renegade) NI/E*
Tlusionise (Rensgade) MI/E *
Wizard of High Sorcery 14
Thief MN/E *
Thief/ Actobat M/E®
Clenie (Heathen) NIE®
Druid (Heathen) N/E*
Holy Orders of the Stars 10

* N/E means not cligible for thar class.
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nonweapon
Proficiencies

Choosing Skills: The selection of non-
weapon proficiencies for a charseter is basi-
cally up to the player. However, in the interest
of faithful and accurate role playing, it is rec-
ommended that the player take into gocount
the background of his charscter, This should
eliminate initial nonweapon proficiencies that
ate illogical for that character.

The player should also be carefial when select-
ing proficicncies s his character gains expericnce
levels and becomes eligible for mose proficien-
cies. Unless a character has spenr  lot of time
with dragons, for example, he should noc
acquire proficiency in dragon tiding.

Ultimately, all proficiency selections are
subject to the approval of the Dungeon Mas-
ter. If he feels that a player character’s profi-
ciency selection is illogical, then he is
obligated to refuse ro allow thar selection.

Success and Failore: Having a nonweapon
proficiency does not mean that the character
automanically succeeds 1 actions governed by
that proficiency. Depending upon the paric-
wlar proficiency or the circumstances sur
munding the use of the proficiency, it i
sometimes necessary for a characrer o make a
successful Proficiency Check to use the skill,

A Proficiency Check is accomplished in the
sarme way a5 an Ability Check. The player rolts
1420, applies any modifiers, and compares
the result to the character’s ability score thar
relates to the proficiency being used, If the
modified die roll result is less than or equal to
the score of the appropriate ability, the Profi-
ciency Check is successful. (In certain circum:
stapces, the Dungeon Master rolls the
Proficiency Check and be may or may not
reveal the resule to the player.)

Any die roll of 19 or 20 on 2 Proficiency
Check indicates sutomaric failure, even if
maodifiers would bring the result down into
the range needed for success. Also, for the
purpose of a Profictency Cheek, any ability
store greater than 18 is vreated as an 18, This
means that a character with an abilicy score of
18 o greater always bas at least & 10% chance
(2 in 200 of falling & Proficicncy Check.

Improving Proficendes: When a characrer
grins an additional nonweapon proficiency
slor at 4%d and higher levels, the player can
improve the character's ability in an existing
proficiency rather than acquire 2 new profi-
diency. If a proficiency slot is used to inaprove
an existing proficiency, the chatacter receives
an anromatic die-roll modifier of =2 on all

subsequent Proficiency Checks for that profi-
ciency. A roll of 19 or 20 siill means failure,
however,

H the player desires further improvement,
additional dic-roll modifiers of -2 are
applied for every additional proficiency slot
dedicated to this proficiency.

The proficiencies that can be used in Krynn
are as follows:

DRAGONLANCE® Saga Proficiencies
Slots Approp. Found

Proficiency Req. Ability in Book
Alereness i Wis WSG
Animal Handling 1 Wis WsG
Animal Lore 1 [ot WG
Animal Noise 1 Wis D&G
Animal Trainer 1* Wis D3G
Armorer 2 Im DEG
Astrology 2 Inr DLA
Blacksmirth 1 St D3G
Blind-fighting L e DSG
Boating 1 Wis D3G
Boarwright 1 Init DSG
Bowyer/Fletcher 1% Dex DEG
Catpenter 1 Str DG
Charioteering i D WG
Direction Senze 1 Wis DG
Endurance 2 - DG
Fire-building 1 Wis DG
Fishing 1* Wis DSG
Faraging 1 [me WG
Fungus Identif, 1 It D3G
Gem Cutter 2 Dex DSG
Heatling ¥ Wis DG
Hunting | Wis WSG
Leathersorker 1 Int DG
Miner 2* Wi DiG
Mountainecring 1 — DG
Plant Lore 1 Int WSG
Pouer 1 Dex DSG
Riding, Aitbome 2 Wis WsG
Riding, Dragons 2 Drex DLA
Riding, Land-based 1 Wis D3G
Fope Use | Dex D3G
Running 2 Con WS
Slow Respiration [ — D3G
Sraelrer 1 Int DEG
Sound Anslysis 1 Wis D§G
Stonemason i Str DsG
Survival, Cold 1 — WSG
Survival, Desert 2 — WG
Survival, Hear 1 it WaG
Swimming 1 Sur D&G
Tracking 1 — WG
Weaponsmith 5 Im D3G
Weather Sense 1 Wis WG
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* These require 1 Proficiency Check cach
tirne they arc used.

Books in Table:
DSG = Dungeoneer’s Survival Guide
Wix = Wilderness Survival Guide
DELA = DRAGONILANCE Adventures

The aitborne riding proficiency covess rid-
ing crearures such as griffing, pegasi, and the
like, but not dragons. Diragon riding is treared
at 4 separate proficiency,

New Proficiencies

Astrology: This proficiency enables a char-
acter to read the stars for informarion concern-
ing his furure. The Proficiency Check is made
by the DM, If successful, the character sces a
general condition that he is likely 1o enconnt-
ex within the next 30 days. This may bea great
battle, an enemy who will become a friend, an
important encounter, ewc. I unsuccessful,
then the awemprt gives similar informartion
but it is inaccurate.

Dragon Kiding: This is idenvical to air-
borne riding except it deals exclusively with
dragons, A character needs o check this skill
when artempting combat on dragonback with
& mounted lance or when he is attempting
special maneuvers (such & 2 loop) with his
dragon.
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common
Creatures of
ansalon

Much has already been said abour the ori-
zing of the unusnal races of Kryon. Many crea-
rares that are common to other worlds are also
found in Ansalon. These creatures are best
deseribed in other books. However, the staris-
tics for most creatures of Kryon can be found
on page 115 and 116,

Unique CREATURES
of ansalon

While most creatures encountered on
Keyan are commonly found in many uni-
verses, there are also many that are special to
this unmiverse alone. Such special creatures are
presented here In greater detail.

Oraconians

Draconians, or Dragonmen, are the special
rroops of the Dragon Highlords, They are
mere predicrable than human forces and more
apt to follow orders than the ogres and goblns
that make up the bulk of the army. Dracon-
ixns are not frightened by dragon awe, rather
they seem o rally arcund the evil dragons.
There are five types of Draconians: the stony
Baaz, the magic-wielding Bozaks, the poison-
tongued Kapaks, the shape-chifting Sivaks,
and the mind-bending Auraks,

The first four types of draconians have
wings, but of these only the Sivaks can truly
fly. They move cither by walking upright, gli-
ding down from heights, or running on all
fours while flapping their wings. This latter
form of movement enzhbles them to move very
fast along the ground (sec the brackered
movernent rates under “Move' in the listings
of draconians’ statistics) and the dust cloud
kicked up by their wings makes them a very
intimidating sight in barttle. The fifth type of
draconian, Auraks, have no wings bur possess
a limited dimension door ability.

Drraconians serve many roles for the Dragon
Highlords. Kapaks, wielding poison blade
and arrow, are used as assassing and archers.
The magic-using Bozaks are used as special
forces and 23 commanders of squads of Baaz,
Sivaks form the elite forces, wearing heavy
armor and easily swinging two-handed

swords. Baaz are the common soldiers, the
bulk of the troops. They are often used as
seouts since they can disguise themselves in
robes. The Auraks are rare and special gen-
erals of the draconian armies. They are also
used a8 special agents who can pass undetect-
ed among humans.

Diraconiang are created by corrupting good
dragon eggs. Baaz are derived from brass eggs,
Bozaks from bronze eggs, Kapaks from copper
cggs, Sivaks from silver cggs, and Auraks from
gold cggs. These are the eggs thar the Queen
of Darkness swore to protect in rewurn for the
good dragons’ pledge not to interfere in her
war against the peoples of Krynn,

The cormption of the eggs is the work of an
evil triad, Wyrllish the cleric, Dracarr the
mage, and the ancient red dragon Harkiel,
the Bender. Through arcane spells they cause
the eggs to grow and their oceupants to mulei-
ply. Then Warllish opens the gate to the Abyss
and the abishai, the Dark Queen's minions,
rush forch to inhabit the new bodies. Diracon-
ians are crearures of magical origin and when
they are slain, the odd enchantments thac
formed them create specracular death scenes
(see the draconian descriptions).

While units of draconians are often found
in evil human armies, they remain aloof from
other races. They answer dicectly 10 the Queen
of Digrkness despite the command structure of
the army they are in,
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Auraks

Ausraks are the special agents of the Dragon
Highlords. They are the most powerful of all
draconians and the most devious. In patural
form, Auraks appear to be T-foot-tall, sinewy
draconisns with short ails and no wings.

Auraks cannot fly, but they move as fast as
other draconians on the ground. Auraks pos-
sess a limited ability to dimension door three
times per day at will. Their mast feared form
of atrack is their mind control (sec page 74).

ALIRAKS

FREQUENCY: Rare

# APPEARIMNG: 1-2

ARMOR CLASS: 0

MOVE: 13"

HIT DICE: &

9 IN LAIR: 10%

TREASURE TYPE: K. L. N. ¥

# ATTACKS: 2or ]

DAMAGE: 1d$+2 (x2) or spell
SPECIAL ATTACKS: Spells & Breach
SPECIAL DEFENSES: Save at +4
MAGIC RESISTANCE: 30%
INTELLIGENCE: Exceptional
ALIGMNMENT: Lawful Evil

SIZE: M (7 )

HP VALUE: 1,800 + 10/hp

Auraks can dimension doorup to 6" away,
three times per day at will.

The senses of Auraks are heightened so that
they have infravision good to 60 feet, and can
dercer hidden and invisible creatures within
4" They can also see through all illusions.
Auraks have several natural defenses thag they
can invoke at will. They can urn invisible
once each turn unnl they attack. They can
polymorph self into the shape of any animal
their size, three times per day. Bur the most
dizbolical abilicy is to change self three times
per day to resemble any human or humanoid
and w perfecty imitate its voice. This effect
only lasts for 2d6 + 6 rounds.

Auraks have three modes of awack. They
can generate blasts of energy from each of
their hands (1d8 + 2 points of damage with
each), striking targets up to 6" away. When
using change self, they appear to be using an
appropriate weapon, but are really artacking
with energy blasts. They can also ateack with
claws and fangs (1d4/1d4/ 1d6). Three times
per day they can breathe a noxious cloud (five-
foot range). Victims caught in the cloud must
roll a successful saving throw vs. breach weap-
on (for half damage) or suffer 20 points of
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damage and be blinded for 1d4 rounds.

Auraks can also cast two Ist- 1o dth-Jevel
magic-user spells, Their preferred spells
include these: enfarge, shocking grasp, ESE
seinking cloud, blink, lighming bolr, fire
shield, and wall of fire.

The Auraks” most insidious power is mind
control. They can use suggestion once per turn
at will, bur they must concentrate. And once
pet day they can mind control one creature of
equal or fewer hit dice for 246 rounds theough
unbroken concentration. Mind control lets
the caster control the actions of the rarger as if
it were his own body. The target must roll a

ul saving throw vs. breath weapon to
avoid the effect,

Whenan Aursk reaches 0 hit points, it does
not die, but immolaves iself with cerie green
flames and enters a fighting frenzy (42 1o hit
and damage). Anyone atcacking it suffers 1d6
points of damage each round from the flames,
unless a suceessful saving throw vs. petrifica-
tion is rolled. Six rounds later, or when the
creature reaches = 20 hit points, it transforms
into a whizzing ball of lightning, suiking asa
13-HD monstet and causing 2d6 points of
damage o those struck. Three rounds later it
explodes with 2 thunderous boom, stunning
all within 10 feer for 1dd rounds (2d4 if
underwarer) and causing 3d6 poines of dam-
age to all within 10 feet (no saving throw
allowed). Any items within range must save
vs, crushing blow or be destroyed.
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Baaz are the smallest and most plentiful of
draconians, They are the Dragon Highlords®
commen ground rroops. At the bottom of the
draconian social order, these draconians often
tend to be chaotic in nature and self-senving

when they can getaway with it. Baaz are often
encountered in disguise. They conceal their
wings under robes and, wearing large hoods
and masks, pass through civilized lands as
spies.

Baaz

UENCY: Uncommeon
# APPEARING: 2d10
ARMOR CLASS: 4
MOYE: 6" /[15"}/18"
HIT DICE: 2
% IM LAIR: 5%
TREASURE TYPE: . K. L. U
# ATTACKS: Zorl
DAMAGE: 1d4/14d4 or by weapon
SPECIAL ATTACKS: None
SPECIAL DEFENSES: None
MAGIC RESISTANCE: 20%
INTELLIGENCE: Average
ALIGNMENT: Lawful Evil (Chaotic)
SIZE: M (51/: ft.)
HPVALUE: 81 + i/hp

When a Baaz reaches 0 hit points, it wums
into a stone starue. The person who struck the
death blow must make a successful Dexrerity
Check with a —3 penalty or his weapon is
stuck in the statue. The stamze crumbles o
dust within 1d4 rounds, freeing the weapon.
Its armeor and weapons remain.
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Bozaks

Bozaks arc magic wielders and can cast
spells as dth-level magic users. They are cruel
and very cunning warriors, sparing a life only
if it benefits them. Their favored spells: burn-
ing hands, enlarge, magic missile, shocking
grasp, invisibility, levitate, stinking cloud,
and web,

Bozaks

CY: Uncornmon
# APPEARING: 2d10
ARMOR CLASS: 2
MOVE: 6" /[15"]/ 18"
HIT DICE: 4 :
% IN LAIR: 15% &
TREASURE TYFE: U
# ATTACKS: 2011
DAMAGE: 1d4/1d4 or by weapon
SPECIAL ATTACES: Spells
SPECIAL DEFEMNSES: Saves ar +2
MAGIC RESISTANCE: 20%
INTELLIGENCE: High
ALIGNMENT: Lawful Evil
SIZE: M(6f. +)
HP VALUE: 175 + 4/hp

When a Bozak reaches 0 hit points, irs scaly |
flesh shrivels and crumbles from its bones in a
cloud of dust. Then the bones explode, caus-
ing 1d6 points of damage to all within 10 feet
{no saving throw).

Kapaks

Kapaks are distinguished by their venom-
cus saliva. They often lick ctheir weapons
before atracking.

Kapaks are larger than Baaz and often bully
and abuse their smaller cousing. Because of
the Kapak's venomous natare, the Dragon
Highlords employ these draconians as assas-
sins as well as warriors. Kapalks are sly and con-
niving, seeking to lure prey into trape and
tripping foes to gain an advantage.



Oreamshadows

FREQUENCY: Uncommon
# APPEARING: Id10
ARMOR CLASE: 4

MOVE: 6" [[15"]/ 18"

HIT DICE: 3

% IN LAIR: 15%
TREASURE TYPE: K. L, M
# ATTACKS: 1

DAMAGE: 1d4

SPECIAL ATTACKS: Poison
SPECIAL DEFENSES: Acid Pool
MAGICRESISTANCE: 20%
INTELLIGENCE: Average
ALIGNMENT: Lawful Evil
SIZE: M (6 fr)

XP VALUE: 105 + 3/hp

The paralysis induced by  Kapak's podson
lasts for 2d6 murns if the victim fails his saving
throw vs. poison. Weapons licked with potson
remain poisoned for only three rounds.

When a Kapak reaches 0 hit points, its body
instantly dissolves into 2 10-foor-wide pool of
acid. All within the acid pool take 148 points
of damage each round they remain there. The
acid evaporates in 146 rounds. All items pos-
sessed by the Kapak are useless thereafter.

swaks

Sivaks are some of the most powerful dra-
conlans, second only to the Auraks, They are
useful both on the bartleficld and as advance
infilerators In areas such as Brgoth of western
Solamniz where people are suspicious of the

tobed Baaz. Sivaks normally arack with two
wicked-edged swords, bur are just a5 danger-
ous with their claws. In addition, they atrack
with long, armored rails, They can only use
this attack when in draconizn form.

Sivaks are shapeshifters, capable of chang-
ing their form under two specific conditions.
When a Sivak slays 2 humanoid of its size or
smaller, it may take che form of Irs victim, The
Sivak does not gan the memories, experi-
ences, of spell use of the vicoim and, like all
draconians, radiares magic, but its appearance
and voice are exact matches to those of its vie-
timn. The Sivak can change back o its normal
form, but afier doing so cannot polymorph
again unril it kills another burmanoid, A Sivak
will also change shape when it is slain—it
assumes the form of the creature thar killed 1.
This death-shape lasts for three days, then the
entire body decomposes inte black soot.

Sivaks

FREQUENCY: Uncommon

# APFEARING: 2d10

ARMOR CLASS: 1

MOVE: 6" /[15"]/18"

HIT DICE: &

% 1N LAIR: 10%

TREASURE TYPE: Q

# ATTACES: 3

DAMAGE: 1d6/1d6/24d6
SPECIAL ATTACKES: None
SPECIAL DEFENSES: +1 on Saves
MAGIC RESISTANCE: 20%
INTELLIGENCE: High
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ALIGNMENT: Meutral Evil
SIZE: L(9ft.)
XF VALUE: 350 + 6/hp

Sivaks who are killed by crearures larger
than themselves will burst into flames, caus-
ing 2dd points of damage to all within 10 feet
(no saving throw), rather than change form,

Oreamshadows

Dreamshadows are the creations of 2 mind-
spin spell. Dreamshadows take the shape and
appearance of any real person or creature
known o the dreamer of 1o anyone experienc-
ing the dream. These mcatnations are Quite
believable and in all ways appear w be the real
person. Dreamshadows are, however, only
illusionary and cause only illusionary damage.

Dreamshadows can be of any alignment
and can be either harmful or helpful wo those
who experience them,

Oreamshadows

O IN LAIR: 100%

TREASURE TYPE: As for person mimicked
bue illusionary.

DAMAGE: As for person mimicked but illu-

sionary.
MAGIC RESISTANCE: By drearn level of the
mindspin: Normal/ 10% /20%
INTELLIGENCE: As the dreamier
XP VALUE: As creature mimicked + 10%

All other statistics for this creatare are the
same as those of the person or creatare being
miimicked.

Oreamwraiths

Drearnwraiths are the vislent creations of
the subconscious, These creatures can appear
in many forms, almost always hornble and
frightening, Freed through the evil influences
of & mindspin spell, they attack the minds of
their vicrims through illusion,

Drcamwraiths atrack with terrible swifuness
and with the fury of 2 berserk fanacc.

Dreamwraiths are not undead and thete-
fore cannot be rurmed by clenics. They are illu-
sionary, however, and if their illugion is
discavered, their blows do no harm to the
nonbeliever, Because the mindspin spell
weaves real people into s illusion, maintain-
ing disbelief in these creatares is nearly impos-
sible { =5 penalty 1o the check).
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Oreamwralths

FREQUENCY: Very Rare

# APPEARING: 1-400

ARMOR CLASS: 3

MOVE: Variable

HIT DICE: &

% IN LAIR: 100%

TREASURE TYPE: Nil

# ATTACES: 1

DAMAGE: 1d10 (illusionary)

SPECIAL ATTACKS: Hlusionary Weapons

SPECIAL DEFENSES: Nil

MAGIC RESISTANCE: By dream level of
mind spin: Normal/10% [ 20%

INTELLIGENCE: Of the person dreaming

ALIGNMENT: Chaotic Evil

SIZE: Variable

HP VALUE: Variable

Direamwraiths gaina +1 bonus to every ini-
tiative check, Checks for disbelief must be
made scparatcly for cach group of
dreamwraiths encountered.

fetch

Ferch are the harbingers of death, Existing
onthe fringes of the Abyss, these creatures can
only resch into our wotld through reflective
surfaces (mirrors, calm pools, ¢1c.).

Afetch appears to be 2 haggard and deathly
pale imitation of the person gazing into the
surface. To the person gazing ac theie reflec-
tion, the ferch appears 1o be standing imme-
diately behind them. A fetch attacks with
stunning speed, using an oxact replica of the
weapon of its victim (this replica disappears if
the feech 15 killed).

Fewch are always invisible, even while
arcacking, to all bur their victim, The victim
can only see the ferch by looking in the reflec-
tive surface.

The chilling touch of 4 ferch drains the
essence of life from the wictim with hoific
speed.

fetch

FREQUENCY: Very Rare
# APPEARING: 1
ARMOR CLASS: 4
MOVE: 6"

HIT DICE: 9

¥ ATTACES: 2

DAMAGE: Special

SPECIAL ATTACKS: Drains 2 levels per hit
SPECIAL DEFEMSES: Invisible except to vicrim
MAGIC RESISTANCE: Normal
INTELLIGENCE: High

ALIGHNMENT Chaotic Evil

SIZE: M

XP VALUE: 650 + 10/hp

A fetch ateacks twice per melee tound, The
victim can only see the fetch by looking into the
reflective surface. Thus the victim suffers a pen-
alty of —2 10 hit and +2 to their AC. All others
suffera —4 penalty to hit the invisible ferch.

Ice Beanrs

These great whire bears are carnivores whose
diet consises mainly of fish, Any other prey that
stumbles ino an ice bear’s path is likely o be
consumed as well, however, While their color is
that of 4 polar bear, ice bears more closely resem-
ble cave bears in size and ferocity.

lce hears have an uncanny ability to track
prey over snow and ice, and the thanol use
them for this purpose, sharing the reward, if
any, with the bears.

Ice Beans

FREQUENCY: Uncommon

# APPEARING: 1d4

ARMOR CLASS: 6

MOVE: 12"

HIT DICE: 6+2

% I LATR: Nil

TREASURE TYPE: Nil

# ATTACKS: 3 (claw/ claw/bite)
DAMAGE: 1d8/1d8/2d%

SPECIAL ATTACKS: Hugs for 2d6 if both

claws hit ;
SPECIAL DEFENSES: Immune to cold
MAGIC RESISTANCE: Standard
INTELLIGENCE: Semi-intelligent
ALIGNMENT: MNeutral
SIZE: L{l2+ focr)
KB VALUE: 475 + &/hp
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If no new snow has fallen since 2 track was
made, an ice bear has 2 100% chance to follow
4 trail one day old or less. For cach day since
the trail was made, subtract 109 . Subtract
10% for every inch of snow that has fallen. A
1d 100 toll must be made once per day—if suc-
cessful the ice bear can follow the trail for the
entire day, otherwise the trail is lost forever,

Bloodsca Minotaurs

Minotaurs on Krynn are a highly organized
warrior race that operares from bases on the
islands of Mithas and Kothas on the castern
borders of the Bloodsea. The minotaurs
believe themselves to be superior to the other
races of Krynn—it is their destiny to conguer
and enslave the world, Minoraurs of Krynn
will ally with adventurers if they can be con-
vinced that this serves their own purposes. See
the section on minotaurs {page 69) under
Races of Keynn for mote derails.

Bloodsea Minotaurs

FREQUENCY. Rare

# APPEARING: 1d8

ARMOR CLASS: 4

MOVE: 12" '

HIT DICE: 5+4

% IN LAIR: 10% (80% on home isles)
TREASURE TYPE: C

# ATTACKES: 2

DAMAGE: 2d4 or by weapon type
SPECIAL ATTACKS: Nil

SPECIAL DEFEMSES: Surprised only on a1
MAGIC RESISTANCE: Standard
INTELLIGENCE: High

ALIGNMENT Lawful Evil

SIZE: L

HP VALUE: 600 + 12/hp




shadowpeople

Shadowpeople

The shadowpeople ate 2 race of mammals
that has dwelled in Sancrion since the city was
founded, centuries before the Caraclysm.
Their existence has always been rumored, but
never proven to the satisfaction of scholars.

Shadowpeople dwell almost exclusively
underground and suffer greatly in the light of

the sun. Under an overcast sky (the usual
weather conditions 10 Sanction), they <an
operate but do so in grear pain. This pain s
even more extreme when in direce sunlighe.

The shadowpeople's bodies are covered
with datk, smooth fur. A long, strecchable
membrane connects theic arms to their fanks.

The membrane enables the Shadowpeople o
glide through the air, covering 10 feer of
ground for evety foot they drop. Under cer-
tain thermal air conditions, this allows them
10 sear and gain heighe as they fly,

Shadewpeople have & close, clannish cul-
ture. The voung are cared for by whatever
adults happen to be nearby. The adults are

divided into two classes: wartiors and coun-
cilors. The wartiors patrol the race’s under-
eround runnel nerwork and defend the clan
against intrusion, The councilors meet regu-
latly to educate the young and make decisions
abourt the survival of the race,

Shadewpeople can communicate via a set of
squeaks and growls thar forms a primivive lan-
guage, but chey are much more likely to use
their advanced ESP abilitics to send and
reccive messages. This ESP accounts for the
Shadowpeople’s low Armer Class: In combar
they are 2ble 1o anticipare the actions of their
enemies and take measures to defend againse
it. They cannot be surprised by any sentient

Creature.

In combat each shadow warrior employs 2
wickedly curved hook to both attack and
restrain opponents. Once an eaemy has been
impaled by the hook of a shadow wartior, the
enemy’s attacks are hampered and he con-
tinues to take damage from the hook.

Shadowpeople

FREQUENCY: Rare

# APPEARING: 2d20

ARMOR CLASS: 2

MOVE: 12°/18"

HIT DICE: 3 + 1

% IN LAIR: 100%

TREASURE TYPE: Nil

¥ ATTACKS: 1

DAMAGE: 143

SPECIAL ATTACKS: See Below
SPECIAL DEFEMNSES: See Below
MAGIC RESISTANCE: Standard
INTELLIGENCE: Very
ALIGHNMENT Meutral (good)
SIZE: M

XP VALUE: 85 + 4/hp

Shadowpeople suffer a — 2 penalty to all 1o
hit rolls under overcast skies. The penalty is
increased to —4 in bright sunlight. They can
zlide 10 times the distance they launch them-
selves from. Any character who is successfully
strack by the hook of 4 shadow wardor will
suffer 2 —2 penalty on all to hit rolls and sus-
rains an additional 1d% of damage every
round until one or the other combatants is
dead or the fight ends.
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Spectral Mimions

Spectral minions are the spirits of humans
or demibumans whe died befote they could
fulfill powerful vows or quests, Even in dearh,
spectral minions are bound to the vows or
quests placed upon them when they were
alive. Every day, thev must relive the events
leading to their deaths, uyving to fulfill their
VOWS OF (UCHS.

Outdoors, spectral minions must stay with-
in 1,000 vards of where they died. Indoors,
they must stay in the corridor or room where
they met deach. On very rare corasions where
the quest was to perform an act over an ared,
they ate free to roam within the ares.

Speceral mintons can only inflice damage if
they died holding weapons. Such weapons
hecomes 4 part of them. The weapons and the
spectral minions disappear forever if the min-
ions' vows or queses are fulfilled or if & spell is
cast to remove their curse.

Spectral minions appear as they were in life,
but chey are almost transparent. While spec
tral minions are hard o ell apare, they seem
to fall into six general categories:

Berserkers: Some apents of evil are driven



thanoi

into 2 berserking frenzy when they become
minions. This happened in many cases during
the Caraclysm. These beings have rebelled
against their quests and have no hope of ever
being freed from their charges.

Guardians: These minions were quested 1o
guard some passage of object. Usually they
require only a password or signal to allow a
person to pass safely, Unfortunately, everyone
who knew the password is usually long since
dead. Guardians are always honest and good
spirits endeavoring to complere their assigned
task. Once the password iz correctly given,
they are freed of their responsibilities.

Philosophers: Philosophers love libraries
and books and can spend decades studying
the nuances of a single book. They usually
attack an intruder only if their honesty is ques-
tioned. Philosophers can be of any alignment.
Often they are found in groups of two or morc
engaged in heated debates.

Revelers: These minions revel through the
halls and places to which they are tied. They
ate often found dancing madly or langhing in
groups while drinking spectral ale. They dine
glurtonously and play parlor games. Their
frolicking has 2 dangerous, hypnotic effect on
mortals who see them. Often adventurers are
drawn into these tevels. These unfortunate
mortals dance unconerollably, losing Strength
and will power, and become spectral minions
unless sumeene rescues them,

Searchers: These armed minions of evil
stalk their hauns, forever searching o fulfill
their quests. These minions are very danger-
ous, for they will destroy anyehing that stands
between them and their unreachable goals.

Wareiors: These groups of minions are the
spirits of mortals who were locked m mertal
combat at the time of dearh. In all such cases,
the minion-versus-minion combat produces
no lasting damage and the net effect is an eeer-
nal conflict berween the groups. Only
through the intervention of mortals can the
tide of the baucle be tumed in the favor of one
side or the other,

Spectral Mimons

FREQUENCY: Very Rarc

# APPEARING: 1d40 or more
ARMOR CLASS: 2

MOVE: 30%

HIT DICE: Varies

% INLAIR: 100%
TREASURE TYPE: Nil

# ATTACKS: 01012
DAMAGE: Varies

SPECIAL ATTACKS: See below

SPECIAL DEFENSES: +1 or better to hit

MAGIC RESISTANCE: 209%

INTELLIGENCE: Standard

ALIGNMENT: Vares

SIZE: M

XP VALUE:
Philosopher: 525 + &/hp
Reveler: 525 + 8/hp
Searcher: 525 + 8/hp
Guardian: 900 + 14/bp
Warrior: 900 + 14/hp
Berscrker: 900 + 14/hp

Thano! (Walrus Men)

The thanot are a bizarre blend of the
human and walrus races. The crearures have
huge, padded feet, stocky arms with fingers
capable of holding & weapon or casting 2
spear, and faces much like walniges.

Toe huge tusks grow from a thanol’s
mouth, jutting wickedly downward. The
beast can use these to attack or it can use a
weapon, gaining the benefir of its tremendous
sirength,

A group of thanol always has 2 leader. This
leader is usually the meanest and most aggres-
sive thanoi of the band. The walros men are a
vicious race, enjoying the torment of other
creatures; often thanod kill for the sheer joy of
it. Their primary food source is the fish thar
are trapped in the ice-covered lakes on leewall
Glacier. They are not above eating catrion,
bear meat, or any other protein chat face sends
in their direction.

Thanoi are protecred by a wough leathery
skin snd 4 thick layver of fae. They can swim in
arctic warers withour suffering from che cold.
In fact, thanoi are immune to 4l forms of
cold, both natural and magical. This imom-
nity s its disadvanrtages: Thanot suffer dam-
gge if exposed to 2 environment whose
temperature i3 above freezing, They sufter
extra damage from heat- and fire-based
areacks.

Although large and clumsy-looking, a tha-
ool can mancuver 165 bulk surprisingly well.
Their clawed feet enable them to maintain a
good pace over icc of snow,

Thanoi (Walrus Men)

FREQUENCY: Uncommon
# APPEARING: 1d20
ARMOR CLASS: 4
MOYE: 9" fr15"

HIT DICE: 4
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% IN LAIR: 25%

TREASURE TYPE: Indiwiduals M; in lair C
# ATTACES: lor2 =
DAMAGE: By weapon or tusk (1d8)
SPECIAL ATTACES: None

SPECIAL DEFENSES: Immune to cold
MAGIC RESISTANCE: Standard
INTELLIGENCE: Below Avcrage
ALIGNMENT: Lawful Evil

SIZE: L& fr.)

XP VALUE: 85 + d/hp

Any weapon used by a thanoi does 2 more
points of damage than usual.

The leader of a group of thanol always has
at lease five hic dice. {

Thanoi that are exposed to above-freezing
climates lose one hit die per week of exposure.
Inaddition, they suffer an extra point of dam-
age per dic from any fire-based atvacks,
whether magical or nonmagical.

Krynn Oragons
BackGground and
history

Dreagons are the tue children of Kryon,
embaodying the elemental forees themselves,
The dragons of Kryan are power incarnace and
know it. They are—or at least they should
be—the most fearsome of opponents, capable
of inspiting awe and fear 0 all who behold
them.

In the ancient days of Huma, the dragons
were driven from the world thar gave them
birth. Since then, trapped on a far-off plane,
the dragons of evil have conspired to return.
The dragons of good, also exiled, resolved 1o
lesve the light of Krynn to the ¢hildeen of the

gods.

The €vil Oragons
Black Oragons

Black dragons are typically found in
swamps of marshes, although they also
inhabit subterrancan lairs. Some scholars con-
jecture that this preference for durk lairs indi
cares a sensitivity o light, Over 30 feet long,
black dragons attack with sharp claws and
teeth. They can also spew a stream of deadly
acid upon their viciims.

Black dragons are capable of speech. n
both the secrer languape of dragons and in
other languages they find useful, including
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the language of magic. A favorite spell of
black dragons is darkness, which they invari-
ably use to cover their movements during
attacks.

Since they are extremely independent and
obey commands only if it serves their pur-
poses, black dragons were rarely used by the
Dragon Highlords in direct assault on cities
during the War of the Lance. These dragons
were more highly valued as guards for valued
artifacts and spies,

This is why the Companions found the
black dragon Onyx guarding the Disks of Mis-
hakal in the ruins of Xak Tsaroth,

Blue Oragons

Although blue dragons live in caves, like
others of their kind, they prefer to dwell in
deserts and arid lands. They are large
dragons—over 42 feer long, They fight with
teeth and elaws, but their most deadly areack
is their lightning breath. Blue dragons were
used to overcome fortified fortresses and vow-
ers during the War of the Lance.

Blue dragons arc more grogarious than
many of their cousins, They obey orders and
can act and fight together as a cohesive unit,
Thus they proved loyal allies of the Dragon
Highlords. They have their own language and
several others. Blue dragons are highly adept
spell casrers.

Kitiara'’s blue dragon, Skie, was renowned
among his kind for his remarkable lovalty to
his rider.

Green Oragons

Moterious even among evil dragons for
their cruel natures and vicious tempers, green
dragons are generally found living in wild,
forested areas. They will obey orders, but only
from leaders whom they respect. A master
who falls low in the esteem of & green dragon
had best beware. Over 36 fect long, green
dragons attack with teeth and claws and can
breathe a cloud of poisonous chlorine gas
upon their victims.

Clever and subtle, green dragons prefer to use
wrickery and magic on an enemy rather than all-
ot assault. For this reason, they were rarely used
in major offensive engagements, bur often were
called on for more sinister purposes.

Cyan Bloodbane, a green dragon, was respon-
sible for breathing nighimares into the eass of
the Silvancsti king, Lorac’s. These nightmares
caused the rertible uransformation of the ancient
clven homeland. [t was also known that Cyan
Bloodbane served the grear archmage, Raistlin,
for a rime following the wax

Red Oragons

With their flaming breath and exceptional
intelligences, the red dragens were the
favared airborne assault force of the Dragon
Highlords. The most ferocious and deadly of
all dragonkind, save only for the Queen her-
self, red dragons are over 48 feet in length.,

Mot usually inclined o obeying orders, red
dragons enjoy nothing more than setring cities
ablaze, destroying, and looting, They quickly
learned how to wotk together in flights o
both attack and defend themselves against
their enemics. The red dragons were loval to
thetr Dark Queen above all things, serving her
first and the Dragon Highlords second, Iv was
the primary responsibility of the red dragons
o search for Beremn Everman, the one person
who could permanently block the Dark
Queen’s reentry into Keynn.

Ember, Lord Verminaard's red dragon, was
responsible for the downfall of Pax Tharkas,
the bumning of Sclace, and other acts of devas-
tation in the lands of Abanasinia,

white Oragons

Unusual among dragonkind, these repriles
have not only adapted to cold climates, they
actually prefer these over warm climes, Small
in size—only 24 feet long—and not as incelli-
gent as their cousing, white dragons were used
mainly as scouts during the War of the Lance,
They were also derailed w defend che lce
Wall, 2 relarively unimportant region in
southern Angalon.

White dragons artack with teeth and claws
and can breathe a cone of frost upon their
foes. Because of their low intelligence, few
white dragons can cast magical spells.

Sleet was the white dragon who served the
evil wizard Feal-Thas and helped guard lce
Wall Castle.

T
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The Good Oragons
Brass Oragons

Brass dragons inhabit arid, sandy regions,
Only about 30 feet long, brass dragons are
boisterous and loud, with a tendency to self-
ishness. Brass dragons” one great weakness is
their fondness for small wlk. They will con-
verse abour nothing for hours on end and will
trail along after parties of adventurers just for
the pleasure of hearing themselves wlk,

Brass dragons prefer to attack with claws
and teeth, bur they have two formidable
breath weapons they can use if the need arises.
Their sleep gas causes victims to slumber
peacetully during the wildest batdle; their fear
gas sends enemies fleeing in panic. Brass
dragons speak a wide variety of languages
{mainly so they'll have sermeone to talk o).

Bronze Oragons

Fond of war and fighting, bronze dragons
are large, nearly 42 feer in length, They prefer
tor live near large bodies of water, such as lakes
oroceans, They are extremely Interested in the
affairs of mankind. In ancient times, it was
believed that they often wok the form of
domestic animals simply to observe men.

Bronze dragons attack with reeth and claws or
either of two breath weapons—a bolt of lighe-
ning or 4 repulsion gas <loud o keep victims ata
distance. They speak a vaniety of languages,

The bronze dragon Khirsah, who later
became known as “Tasslehoffs Dragon,” is
the only dragon ever known to allow 2 dwarf
or 2 kender 1o ride upon his back. (Tas often
claims thar Khirsah has accompanied him on
certain adventures following the war, If so,
that would certainly be remarkable for the
usually serious-minded dragons.)

Copper Oragons

Copper dragons make their homes in rocky,
mountainous regions. Although basically
good in narure, they are extremely fond of
wealth and almost always ask “what's in it for
me!” when invited to aid others. Thirty-six
feet in length, copper dragons atrack with
teeth and claws or their twe breath weapons:
acid and a slow gas. They speak a variety of
languages,

Gold Oragons

The most majestic (in their minds ar least) of
the dragons, gold dragons are over 50 feet long,
They can dwell in any climate, but their laies are



always made of solid stone—Dbe it cave or castle,
They have the ability to palymomph themselves
and can appear in the guise of hurmans or ani-
mals. This they do only rarely, believing it
demeaning 1o take on such puny bodies,

Gold dragons actack with teech and claws or
with their breath weapons. They can breath
fire of chlotine gas upon their victims. Gold
dragons arc also extremely skilled in magic—
even the very young ones, Highly intelligent,
gold dragons rarely make use of spell books.

Byrire, the most anciene gold dragon living
upon Krynn, was the companion of the
renowned wizard, Fizhan the Fabulous.

Silver Oragons

Certainly the dtagons most beloved by
mankind are the silver dragons. These dragons
mingled the most with the races of Krynn.
Forty-eight feet long, silver dragons can pely-
maorph into human or elven form . Unlike gold
dragons, silver dragons sometimes seem to
prefer this form to their own. They enjoy
being around humans and elves and belping
them if they can. Silver dragons atack with
claws and reeth or use cither of two breath
weapons—a cone of frost or a cone of paralyz-
ing gas. They speak many languages, bar usu-
ally prefer human or elven tongues. Silver
dragons are excellent magic-users.

The most famous of the silver dragons is
Dargent, who met the Companions in the
form of the Kagonesei elf maid Silvare. Sisrer
te the silver dragon whe fell in love with
Huma, Dargent was also destined to fall in
love with & mortal—Gilthanas, a lord of the
Qualinesti ebves, Their love affaic was 4 tagic
one, however, for Gilthanas could never bring
himself 1o accept Dargent’s true form.

The Gods as Oragons

Takhisis, Queen of Oarkness

Although ‘Takhisis can take any form from
that of the most beautiful and alluring of wom-
en o the powerful and loathsome Drack Wharrior,
her favorite form is that of the five-headed chro-
matic dragon. In this form, she is over 60 feet
long and has five heads. Bach head has a differ-
ent color {whire, green, blue, red, and black), as
well 25 a different power and personality.

She can attack with all five heads ar once, as
¢ach head has its own breath weapon—frost,
poison gas, lightning, flame, and acid, accord-
ing to the color of the hewd. Bach head is also
capable of casting its own magical spells, regard-
less of what dhe other heads are doing.

Confined 1w the Abyss by the bravery and

sacrifice of Huma, Takhisis never ceases her
attempts to reenter Krynn. Her consrellarion
in the night sky always appears directly oppo-
site that of Paladine, symbolizing the two

cods” continual opposition.

Paladime, the Platmum Oragon

Paladine, the God of Goed, has many
names amaong the different races of the world
{one of his best-known incatnations is Fizban
the Fabulous). In his dragon form, Paladine is
truly impressive. (The same cannot be said,
unfortunately, for Fizban.) Over 72 fect long,
the Platinum Dragon can amack with teeth
and claws or with one of his breath weapons.
These include a blast of cold thar can freeze
any vietims, acloud of vapor that turns vicrims
into gaseous form, of a sonic vibration that
disintegrares solid rock.

Paladine is highly skilled in magic and can
also cast clerical spells. Paladine's favorire
form is that of the befuddled old wizard, Fiz-
ban (ofttimes seen with his senile gold dragon
companion, Pyries).

Oragon Rules

~ The dragons of Kryno are power incarnate
and they know it. The DM has the responsibil-
ity of playing these magnificent beases proper-
ly. There should be nothing so terrifying 1o
PCs a3 dragons on the wing. When in flight ac
full speed, dragons rush across the wosld like a
gale, but their ability to tum ic greatly
impaired (Maneuverability Class E).
When engaging earth-bound creatures in

combat, dragons slow to half-speed, improv-
ing their maneuverability to Class D. At less .

than half speed, the creatutes stall and lose
altitude. They can climb at half speed or dive
at double their lisied speeds. Dimgons can
glide but they lose 1,000 feer of altitude per
round. Dragons can perform a wingover f
they stall while climbing. This enables them
to turn 120 deprees as they dive to regain
speed.

Very young and young adult dragons have
maneuverability ratings one better than older
dragons {Class D at full speed, Class C at half
speed). Dragons cannot fly higher than
10,000 feer because the air becomes too rare-
fied to breathe at that altirade,

When attacking from the air, dragons

%10'5' their breath weapans and awe ability
e swooping down low over their oppo-
nents and then climbing back into the sky.

20

Flying dragons can swoop dﬂwn and eidm‘ﬁ
claw or bite, but not both. Diving d
inflict double damage with their claws if they
dive. Dragons cannot cast spells while ﬂymgﬁ%
5111 can cast spells on the ground of while gl
1M i
h%om dragons tend to use their bmthvmp '
ons twice and then wait for 4 strategic moment|
to use their third breath artack,

Dragons arc haughty creatures and may
refuse 1o fight except s it suits their own pur-
poses. When using spells, they often cast
them before melee to avoid the conflice,|
weaken their opponents, or gain the upper
hand. Once in melee, dragons cast spells only
if losing, :

Dragons do not kaowingly place themselves
ina position to be subdued, although they are
clever enough to pretend to be subdued tol
lure unwary adventurers into a trap.

Diagons are very clever opponents. They
have been known to feign death, unconscious-
ness, sleep, or subdual o map opponents.
They can see, hear, and smell much bewer
than most crearures and automatically decect
hidden and invisible beings at a range of 1"
per age level. They are rarely surprised.

Dragons adapt their tactics to the situation,
a5 Is appropriate for very clever creatures. The
following tactics are Frequently used.

1. Dragons stay in the air as much a3 possi-
ble during melee to cause awe (sec below)and
stay out of hand-held weapon range.

2. If the combat arca is dusty, they beat
their wings, stirting up clouds o blind fight-
ers and disturh spell casters.

3. They use clever conversation and prom-
ises o talk their way out of bad situations.

The power to cause awe and fear is one of
dragons’ most potent weapons. Elying or
<harging dragons cause awe under the follow-

ing conditions:

1. Watchers with less than 1 hie dic auto-
matically panic and flee for 448 turns,

2. Warchers with 1 to 3 hic dice must roll 2
successful saving throw vs. spell or be para-
lyzed with fear (30% chance) or flee a5 above
(509 chance).

3. All others muse roll 2 successful saving
throw vs. spell or suffer s —1 penalty to hic.

Even the draconians are subject to these
effects from good dragons. I the draconians
are within 12" of the evil dragon they serve,
however, they have a +1 bonus to hit.

Diragons younger than adule cannet inspire

aAWC,






The WoRrld that Was
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“Their world was folly and ours the price,
bur oh how brightly shines
the glory of their folly,
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tales of long
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Astinus of Palanthus, the tenowned histo-
rian, has worked for centuries to chronicle and
order the history of Krynn. His set of scrolls,
the Teonochronmos, is cemainly the definitive
work on the topic-—almost 2ll other histories
ate drawn fram the leonochronos.

The scrolls now fill a buge library, and the
Lotekeeper continually adds to their number.
Onescroll, longer than the rest and stll unfin-
ished, depicts the history of Krynn 45 2 contin-
ually unfolding series of events zlong a
timeline. Much of this line is recorded in pic-
tutes of exquisite beauty and decail. The on-
gin of the anwork is shrouded in mystery,
alchough the accompanying text is cerainly
the work of Astinus.

A reader of this scroll quickly notes that
Astinug has divided the history of his world
into five ages: the Age of Dreams, the Age of
Light, the Age of Mighr, the Age of Darkness,
and the Age of Dragons.

The lateer two are of most concern to the
madern reader, as they include the history of
Krynn fellowing the Cataclysm—the AC{Ale-
Caraclius) pertod. The prior ages lead inio the
mists of antiquity, and are recorded as the PC
{Pre-Cataclius) years. Exact dating in the PC
period is difficult, whereas AC history is docu-
mented with greav reliability.

The Ages of Krynn

The Age of Dreams is a span of uncertain
years, mostly chronicled by the folk songs and
ballads of the Age of Light that followed.
These ballads were compiled on the Lifescroll
of Song by the Silvanest bard, Quevalin Soth,
A copy of that scroll was presented ro Astinus
near the end of the Age of Light, and it is from
this work thar our knowledge of the Age of
Dircams is derived.

The Age of Light was 2 period of peace and
learning, during which the elven culture of
Silvanesti shone as a beacon of civilization
throughout the world, The history of the Age
of Light was chronicled in the songs and ar-
wotk of the elves. Thus, the members of that
long-lived race have provided beautiful and
fanciful, if not cotirely accurate, records of the
age.

The Age of Mighe signaled the rsc of
humanity on Kryon. Humans spread across
the world, bringing their fraatic energy and
aggressive confidence to all cornets of Krynn,
The initiavion of the Age of Might is tied to
the ralership of Karthay Pah in Istar. It was he
wheo fitst ordered the keeping of a chronicle.
Scribes carved his deeds upon plates of gold
and silver, storing them on rings in his trea-

sury. During this period, the young Astinus
journeyed from the Library at Palanthus to
Istar and spent three decades copying these
plates onre scrolls for transport to the Library.

The Age of Might lasted for many cen-
tics. Finally, the energy and arrogance of man
resulted in che Cataclysmy In 2 single hour,
the world of Ktynn passed from the Age of
Might into the Age of Darkness. As Palanthus
wis one of the few cities spared by the Cata-
clysm, the recording of history continued
unintermupted. The black years of the Age of
Darkness are described theroughly, and make
for very grim reading.

Finally, the azrival of the Queen of Darkoess
through the gate she had parially opened
from the Abyss allowed her minions, the evil
dragons. to rewurn o the world. Gradually, as
the world fell under the reign of Darkness, the
shadow of the Queen's monstrous evil began
to spread across the lands Thus began the
newest age, which is still in its infancy—the
Age of Dragons.
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The Age of Oreams

The events of the Age of Dreams are nor dared
to 2z specific year, or even cencury. It &5 proba-
ble thar the measuring of rime during this
period occurred o 2 seale incomprehensible ro
man,

—Astinus

The Gods Awaken: From switling chaos
emerge the gods. Takiog realms of chaos unte
themselves, they cstablish the Balance., Chaos
stows and is subdued by the wiumvirawe of
Good, Evil, and Neutrality.

The Stats are Born: The universe is forged
from chaos. Sparks fly from che anvil, creating
stare in the sky Worlds are wrought by the
hammer strokes and left to cool. The spirits of
the races dance among the stars,

The All-Saints War Begins: The three
realms of the gods vie for control of the senti-
ent spirits. The gods of good press to give the
spitits power in physical worlds, nurturing
themn toward the greater good. The evil gods
desire to subjugare the spirits asservile beings,
The gods of neursality wish to free the spins
to their own desires.

End of the All-Szints War: The war ends
with an alliance between the good and neutral
gods, in which the spirits gain power in the
physical world, yer rerain the freedom to
choose good or evil.

Kryan is Populated: Gnomes, elves, ogres,
dragons, and humans are given the world of
Krynn as their domain. The races quickly
spread across the world, clatming regions as
their own. The other races force the humans
into smalf, desofare corners of the world, and
then ignore them.

The Age of light

circa 4800 PC  Rise of the House of Silvanos:
The first Synthal-Elish {Council of the
High Ones) is formed by Sibvanos, on
the hill called Sol-Fallan. The many
hougeholds of the elves swear allegiance
w each other through Silvancs. Balif,
the general, becomes Silvanos's lieu.
tenant. Now united, the elves lock to
the menace of dragons encroaching
into eastern Silvanesti.

Birth of the Gnomes: Reors, who
forged the world, becomes displeased
with a group of his human wosshipers,
He turns them into gnomes.

circa 3500 Greystone Creared: Magic is
unknown upon Kryan. Reomx, the god
of the forge, creates the Greystone of
Gargath. In it is coneentrated the magi-

cal essences of the grey moon, Lunitari.
Elves Triarnph: The dragons are deiv-
en from Silvanesti. Elven clans again
swear allegiance to the house of
Silvanos. The Kingdom of Silvanesti is
decreed. Lands are granted immedi-
ately to the major familics of the
Synthal-Elish. A central government
overlooks independent stares.

arca 3100 Greystone Released: The gnomes
pull the Greygem from the skies, and it
tloats across the face of Kryon, leaving
distuption and chaos in its wake.
Theough the gem, magic is brought to
the world, Somc gnomes are changed
by the gem, ¢reanng the kender and
dwatven races,

circa 2800 Kal-Thax Closed: The region of
Ansalon inhabited by the dwarves is
sealed against 2l intrusion. Rumors of
dark horror emerge from the land, bur
messengers are forbidden entry.

2692 Second Dragon War of Silvapest
Beging: Dragons again strike south-
ward from central Ansalon, this time
aided by potent magic. The elves rally
and resist, Elves from the western prov-
inces save the capital from destmuction,
forcing the deagons onto the defensive,

Construction of Thorbardin Begins:
The dwarves of Kal-Thax commence
the building of their mighey fortress as
2 defense against the world.

Second Dragon War Ends: The elves
of the west drive the dragons from
Sibvanesti, and are held as heroes of the
land. Humans join in the war to banish
dragons from the face of Koynn, A
mighty hero, Huma of the Lance, dis-
covers the Dragonlance and uses it w
drive the dragons o a negative plane,
where chey are ordered to sleep for the
rest of eternity.

Thorbardin Completed: The dwarves
withdraw inte their fortress, tutning
their backs upon the rest of the world.

Rise of Ergorh: The humans of
Ergoth exere their influence beyond the
borders of their land. Ergoth cxpands
rapidly to the east and south,

Death of Silvanos; The venerable
leader of the elven naron dies and is
buried in the Crpsezl Tomb. His son,
Sithel, assumes the leadership of
Silvanesti. Sithel orders constmuction of
4 tower In honor of his father, to be
called the Palace of Quinari.

2645

2515
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The age of Might

2500 w 2200 Ergorh Dominanc: The
cypanding nation of Ergoth reaches the
northern border of Thorbardin 1o the
south, Skirmishes berween dwarves and
men eventually lead to an uneasy roce.
The humans also expand easrward and
establish outposts on the edge of the
Silvanesti forest. The western elves
begin to trade with humans; some ¢lves
and humans intermarry,

Sithas and Kith-Kanan Bormn: Twin
sons are bom to Sithel. Sithas is bom
minutes before Kith-Kanan.

Sithel 3iain: Sithel leads a hunting
expedition into the western reaches of
Silvanesti. His party accidentally meets
2 human hunting party that is statking
prey. The elf is concealed by thick brush
and 2 human hunter shoots him by
mistake. The Kinslayer War beging,

2192 o 2140 Kipslaper War: The elves
atempt o dive the human outposts
from Silvanesti, while the humans
defend fiercely, Many more humans
artive to aid their side in the war The
elves who martied into human society
are forced to fight against their human
kin i 2 orar of grear savagerny.

Kirh-Kanan skilifuily leads the west-
ern elves in war, while Sichas solidifies
his hold upon the the throne. The war
finally ends with a touce,

2140 to 2100 Sundering of Silvanesti: The
western cfves are again the heroes of the
land. They, however, are ashamed of
the bloodshed wrought by the Kinslay-
er War. The philosophies of the western
elves have strayed from che rigidly
structured order derermined by the
high elven caste system. With their
army still ingacy, the western elves sue
for freedom of self-determination.

Ergoth /Thorbardin Clash; A series
of disputes over borders and mineral
claims leads vo renewed skirmishing
between dwarves and humans. The
threat of all-out war looms,

Swordsheath Scroll Signed: A pact of
peace is signed by che emperor of
Ergoth, the elves of Silvanssti, and the
dwarves of Thorbardin, The Swosd-
sheath Scroll selves the most pressing
problems of the age.

2308
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2050 to 2030

L

The elves of western Sibvanestl are
granted a huge tract of enchanted wood-
land north of Thotbardin, where they can
live as they wish. This land, called
Qualinesti, also serves as a buffer between
the dwarves of Thorbardin and the
hurnans of Ergoth, Ergoth agrees w stop
rmuning the Kharolis Mountains, and the
dwarves agree to relax trading restrictions
between their peoples and the humans.
All hostilities cease,

The Grear March: The elves of
western Silvanestl, under their leader
Kith-Eanan, migrate to Qualinesti and
begin to colonize their homeland.

2000 to 1400 Peace: Kiynn prospets. Kith-

Kanan strengthens the bonds of peace
between the elves of Qualinesti and the
dwanves of Thorbardin, Together, the
races erect the foreeess of Pax Tharkas as a
monument o their kasting peace. Ergoth
passes through a succession of emperors
of the Quevalin line, the majority of
whom rule with just 2nd benign hands.

1400 w0 1250 Rebellions in the Ease: Grad-

1262

1251

1250

ually the Ergothian rulers begin to
abuse and exploit their subjects. After
much fepression and heavy taxation,
the provinces in the eastern corners of
the empire begin to revolt. These wass
are usually brief, but very violent, The
emperors ate forced to use their troops
regularly, and sach rebellion is larger
than the last one.

Vings Solamaus Commands Impersal
Guard: This skilled commander, who
has been instramental in crushing sev-
eral rebellions, is appointed to the
highest military post in the empire.

Great Rising in Vingaard: The largest
rebellion yet shakes the plains of Vin-
gaard and Solanthus, Solamnus march-
es east with a hizge army 10 once again
crush the rebellion.

Year of Waiting: Solammnus sudies the
grievances of the eastern peoples,
determined to end the rebellion with-
out a massacre. Gradually he comes to
realize thar the empire has incited the
tebellions through vile and repressive
treatment of its citizens. Selamnus,
and most of his army, join the rebel
cause at the end of the year.

1249 o 1242  Union of the Plains Stares: The

nations of eastern Ergoth rally wo Solam-
nus, achieving quasi-independence.

1225

Pariently, Solarmnus trains 2 mighty amy,

Fall of Ergoth: Solamnus and his army
march west. The general outmancuvers
the Ergothian army and lays siege to the
capital. Selamnus accepts the emper-
or's surrender in the spring of 1240

The surrender terms require the
cmpetor to grant each of his subject
states the right of self-determinarion.
Although the nations of Ergoth remain
loyal to the crown, outlying states
become independent or join the new
nation of Solamnia.

Solzmnus assures the elves and
dwarves that he will abide by the terms
of the Swrordsheath Scroll.

Knights of Solamnia Formed: An order
of knights, dedicated to the causes of
goodness and freedom, &5 formed by
Vinas Solamnus, Solamnia prospers, as
the states of Palanthus, Lemish. and
Caergoth join the new nation voluntarily.

1100 to 800  Foundation of Istar: The tribes

of far eastern Ansalon, until now a
bickering collection of barbarians,
gradually unite, The Council of lstar
establishes 2 unified government. srar
begins to trade with Solamnia,
Solamnia  Prospers: The  dynasty
founded by Vins Solamnus is extended
by his descendants. Ergoth depends on
Solamnia for protection and trade.

773 w0 760 Istar and Silvancsti Clash: A

series of border skirmishes between the
expanding fstarian nation and Silvanes-
ti again threaten the ebven homeland.
With the aid of Solamnia, the elves
persuade Istar to add its signature to
the Swordsheath Scroll,

700 to 600  Ogre Wies: Pillaging armies of

G to 280

ogres emerge from the Khalkhis
Mountains of central Ansalon, raiding
actoss the plains of Solamnia and the
fertile fields of Istar. Solamnia and Istar
umite, eventually driving the ogtes back
into the mountaing.

Union of Solsmnia/Tstar Solids.
fied: The tors grear human nations grow
mote and more interdependent, The
Knights of Solamnia become the milicary
strength of both nations, while the aristic
and educational talents of Iscar are spread
thioughout the continent. lsar gradually
becomes the dominant pariner.

280 Fimst Kingpriest Declared: The capiral

city of Istar is proclaimed the center of
the world . The anointment of the first

a7

Kingptiest solidifies the bond between
the military might of Solammnia aod the
spiritual guidance of Istar.

260 Construction of the Temple of the
Kingpriest Commences: The finest
artisans of Kryon are brought to Istar to
build a temple that will proclaim to the
world and the gods alike the glory of

the nation of [star,

Temple Completed: Widely proclimed
a5 the finest example of architecture ever,
the ternple is blessed by the Kingpriest,
who immediately takes up residence.

250 to 100 Elves Shun Other Races: Increas-
ingly disgusted by the frantic pace of
human life and the arogance of man
about his own accomplishments, the
Silvarest elves withdraw into their For-
ests. They bar commerce with the outside
world, and visitors are prohibited from
entering.

Proclamacion of Manifest Vinwe: The
Kingpriest declares that evil upon
Krynn iz an affront to the existence of
the pods and men. A rigidly defined set
of evil acts ate listed ; those found guilty
of commicting any of these acts are w
be put to death. Clerics of good,
appointed by the Kingprest, journey
throughour Krynn, secking to find and
report any evil acts of individuals.

94 Exrermination of Bvil Races Sancrioned:
The Kingpriest, not sarisfied with the
Proclamarion of Manifest Virrue, adds
a clawwe stating that certain races—
gobling, ogres, etc. —are inherently evil
and must be exrerminated. High boun-
ties are offered, and bounty hunters
immediately set about to eliminate
these creatures.

80-20 Rise of Clerical Power: With the full
approval of the Kingpriest, Istatian life
falls increasingly under the influence of
the clergy. Clerical approval is required
for marriage, business contracts, and
military expeditions.

The rige of the clerics is accompanied
by 4 corresponding loss of magic-user
influence. Hounded 23 an unrepentant
source of evil, mages are deiven farther
and farther underground.

6 Edict of Thought Control: The Kingpriest
asseres that evil thoughts constiture evil
acty, and declares that his clerics are 1o
employ ESP spells in an increased effort
1o rid the world of evil.
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The best pare of role playing the
DRAGONLANCE® saga Is in meeting and
interacting with the people and creatures of
this fantasy realm. A good DM can make the
NPC characrers come alive for his players. To
help the DM, the following are capsule sum-
maries of vatious NPCs the player characters
might meet, plus information to help role
play them effecrively.

huma, Knight of
Solamnia

Huma is a tall, well-built man of approxi-
mately thiry years, alchough he looks older,
He has long, chestnur brown hair, streaked
with gray. He wears the rradirional long mous.
tache of the knights, alse streaked with gray.
His eyes are deep brown and appear to be able
to see @ man’s strengths and weaknesses.
Huma's face is weary and sorrowful, for he has
seen the evil in the wotld and gricves over it
His rare smiles are warm and caring.

Although only 2 Knight of the Crown (Hurma
did not have the requisite pure blood line o
become a Knight of the Rose), he is 4 natural
leader and even higher tanking Knights follow
him willingly His men love him and would
gladly lay down their lives for him. Huma is 2
devout Knight and a faithful follower of Pala-
dine. He is the soul of honor and chivalry,

If his spirit is met after his death, the down-
fall of the Knights will grieve Huma deeply,
though he Is wise coough to admit that the
Knighthood has problems thar must be reme-
died or it will be lost forever. His spiric will
fight beside any true Knighr, particularly if
that Knight calls wpon Paladine vo aid him.

huma (Npc)
{8th-Level Human Knight of the Crown)

STR INT WIS DEX COM CHR
18/5¢ 8 a6 1500018

THACO: 14
AL: Lawful Good
HP: 56

AC: 0

There are many ways in which a player char-
acter could meet Huma. His spirit could
appear to 2 Knight fighting during the War of
the Lance, for example. The DM can devise o
campaign based on the eatly Dragon Wars, in
which players can might fight beside Huma

The Silver Oragon

Huma fell in love with the Silver Dragon
when she was in the form of a woman. She
loved the Knight and prayed ro Paladine to
allow her to become & mortal woman so thar
she could remain with Huma. Paladine
showed them the future, If she remained a
dragon, she and Huma would be given the
dragoniance and the power of defeating the
evil dragons. If she became mornal woman,
she and Huma could find happiness for a
time, but the evil dragons would remain in
the world. She and Huma both chose to fight
the evil, even though it meant sacrificing their
love.

The spirit of the Silver Dragon might well
appear with Huma to help a true Koighe bat-
tle his enemics. Those campaigning with
Huma would certanly know her, In woman
form, she is extraordinarily beawtiful, with sil-
ver hair and silvery grey eyes. In bartle, she
wears silver armor that appears 1o be made of
dragonscales. The sight of her fills all who see
her with awe and reverence. She and Huma
are devoted to each other,

Besides appearing to any true Knight in
much the same way as Huma, the spirit of the
Silver Dragon might fight at the ade of any
woman battling the forces of evil,

The Silver Oragon (NPC)

THACO: 10

AL: Lawiul Good
HF: 70

A =]

Other statistice are as o very old silver
dragon in the Monster Manual.
Abilities: Change shape o human form.

Magius

A powerful wizard of the Red Robes,
Magios was a childhood friend of Huma’.
Their friendship was very unusual since most
Enights disliked and distrusted magic-users.
It was alsp unusual because the two men were
so different; Huma was noble and self:
sacrificing, while Magius seemed to be self-
centered and cynical. In appearance, Magius is
avery handsome 30-vear-old man, well-built,
with long blonde hatr and 4 blonde beard and
moustache. His eyes are blue and piercing. He
is sarcastic and even irreverent, often making
jokes about the Knighes that they don't usu-
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ally find amusing.

Most Knights do not like Magius, believing
he should take himself and Life more seriously,
and they cannot understand Huma's affection
for the mage. Magius does not hesitate to criti-
cizc Huma and often teases him, treating him
disrespectfully as far as the other Knighes are
concerned. Bur the practical Magius is Huma's
best counselor and advisor, bringing the over-
ly romantic Knight buck to hash reality,

During Huma's tme, wizards were not
allowed to carry any weapons other than their
magic. A wizard was expected to be protected
by warriors and to get out of any battle if he
fele himself becoming weak.

Because of this suricture, Magius always
fought side-by-side with Huma, During one
of the battles near the end of the war, how-
ever, the two were separated. Although he
had @ chance to escape, Magius stayed and
fought until his magic gave out. Having no
otherweapon, the weakened mage was quick-
ly overwhelmed and captured, Carried back o
the Dark Queen as a prize, Magius was torrur-
ed and died after days of torment. The Dark
Queen sent the mage's battered body back o
Huma, hoping w demorslize the Enight.

Huma grieved deeply over his fricnd and
prayed o Paladine thar Magius's sacrifice be
remembered. Paladine answered his prayers
and, from thar day, all wizards have been
allowed 1o carry daggers in remembrance of
Magius.

Magius (NPC)
{14th-Level Human Red Robe Wizard)

STR INT WIS DEX CON CHR
L R b e e

THACO: 16

AL: Neutral Good
HFP: 3#

AC: 2



npcs of long ago

fistandantilus

The appearance of this great, evil wizard
depends on when the characters mect him. If
the characters meet him prior o his bacle
with Raistlin, he 5 an extremely frail old man
with wrinkled hands and face and long white
hair and beard. A wemendous feeling of
power and of evil radiates from chis old man.

He takes an Interese in any adventuring par-
ty. particularly if chere i 2 young Black Robe
or Red Robe male magic-user present. Fistan-
dantilus will sicher avrempt to lure the young
mage away from his companions or will
abduct the mage. Once he has the young
mvage, Fistandantilos will atternpr to wrest his
life from him by using the bloodstone pen-
daat.

fistandantilus (NPC)
{17th-Level Human Black Robe Wizard)

STR INT WIS DEX CON CHR
12 17 12 18 13 Var®

THACO: 13
AL: Chaoetic Evil
HP: Variable *®
AC: Variable *

* Fistandantilus maintained his existence
throughout the ages by the use of the Bload-
stone of Fisrandaotilus (page 97), which
allowed him to steal the life essences of others.
When Fistandantilus rakes the esence of
another, he assumes that victim's hit points
and Armor Class. See Bloodstone in the Magi.
cal Irems secrion for more details.

astimus of palanthus

Rumots abound thar Astinus of Palanthus
is actually the god Gilean. Astinus is popu-
latly known as the Ageless One, for legend has
it that he has been on Krynn forever, Those
fortunate enough to receive sdmittance o the
Grear Library and an audience with Astinus
find themselves in the presence of a man
whose face is handsome and ageless. The eyes
of the man are intense—dark, aware, con-
stantly moving, seeing everything, Astinus
speaks politely yet is always somewhat distant,
If disturbed at his studies, he may be annoyed
at the interruption. He will probably continmue
to write even as the player characters arc talk-
ing o him,

Astinus is neurral in all things. He generally
refuses o give advice: when he is willing o
offer council, he often restates the obwious,
lerting the players draw their own conclusions.
Astinus cannot see into the furure, He knows,
however, everything that is happening in the
present and everything that has happened in
the past. Gerting him to pare with this infor-
mation, however, is 4 major undertaking,
since he refuses to do or say anything thar
mighr affect the furare.

Astinus of palanthus
THACO: 2

AL: Meutral

HE: 980

AC: =10

 Players can also meet Astinus during war
councilsor other important meetings that take
place in Palanthus.

Reorx (Oougan
Redhammer)

When this neutral god comes to Krynn, it is
in the form of a huge, black-bearded dwarf
who has 2 taste for dwarven drink and a weak-
ness for gambling. The dwarf can drink
anyone—man of minotaur—under the table.
His gambling skills are not as refined, how-
ever. Impetuous and quick-tempered,
Rewrc—or Dougan Redhammer, the name he
uses in his dwarf form—will stop whatever
he’s doing (including fighting) to ber on any-
thing, from which paw a cat will lick next to
which house a dragon is most likely to burn
down.
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Unfortunately, Dougan’s luck st cards or
dice or beting is very bad. He always loses
whatever money and eguipment he has.
Worse, he Imvariably drags his companions
into trouble by offering their money or their
equipment {often without their permission)
a5 stakes in his games. ("Tm sorry 1 lost yer
miagic sword in that card game, lad, but it was
a sure thing!™)

Since Dougan is a god, there 15 usually an
ulterior motive to all he docs. He docs not
interfere in anyone's free will 1o make & deci-
sion, however. He has a special interest in
dwarves. It s rumored thar Dougan s on
Krynn searching for the Greystone of
Gargath.

See page 45 for the statistics of Reorx/
Dougan.

The Kingpriest of Istar

Few who come into the presence of the
Kingpriest ever see what he wruly looks like,
Most characters of good alignment feel chat
they are in the presence of someone very bean-
tiful and truly geod. They experience a tre-
mendous sense of peace and well-baing, The
thought of leaving this man's presence fills
them with sadness. They would not think of
doing or saying anyching thar mighe upset or
disturb this tuly good and wonderful man.
They want only to stay and bask in his light.

Those of evil alignment are hardly able 1o
look into the blinding lighr surrounding the
Kingpriest. Only those evil beings of
extremely strong will can remain long in his
presence,

Kender, who held no one and nothing in
awe, see the Kingpriest in his true aspect—a
middle-aged, balding human with pale blue
eyes that have a hunted ook wo them.

The Kingpriest of 1stan
(15th-Level Human Cleric of Paladine)

STR INT WIS DEX CON CHR
: i1 e LI T e 9 18

THACO: 12
AL: Lawful Good
HP: 75

AC: =3
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Arack,
Master of the Games

Arack's past is unknown. Once 2 gladiator
in the Games when they were real, Arack now
runs the fake Games for the vicarious delight
of the wealthy of lstar. The dwarf is one of the
strongest of his race and extremely ugly A
long scar that runs vertically across his face
gives him 2 perpemal scowl that appears espe-
cially sinister when he is smiling,

Arack has two major interests; money and
the Games. He is 2 born showman and knows
exactly what will please an audience. He takes
great pride in his Games and works extremely
hard ro make them a success, He hires the best
trainers in all areas of fighting and takes excel-
lent care of his athletes, despite the face that
they are slaves, No slave is ever tortured, They
are well fed and their quarters are comforeable
if not luxurious.

But Arack 15 2 political realist. He knows
that the Games have becorne a means of ser-
tling accounts among the wealcthy and he sces
no reason why he shouldn't make & profit out
of it. Large sums of money are wagered on the
athleres and the nobleman who owns 4 popu-
lar fighter generally makes 2 congiderable for-
tune.

The only person Arack is cruly loyal to (and
will net bettay) is his bodyguard, Raag the
ogre,

Arack, Master of the Games
{15th-Level Dwarf Fighter)

STR  INT WIS DEX CON CHR
18133 14 15 14 . 8

THACO: 8

AL: Chaotic Evil
HP: 73

AC: 2

Raag

A gigantic and not overly bright ogre, Raag
15 Arack’s devored bodyguard and the dwarfs
only friend. Raag is extremely fond of Arack
and would unhesitantly lay down his Life for
the dwarf. Arack is also fond of Raag—the two
have been together a long, long tme.

RaaG
(Ogre)

STR  INT WIS DEX CON CHR
18179 5 B 12 15 G

THACO: 15
AL: Chaotic Evil
HP: 33

AC: 2

o)

Stee€ltoe,
the half-Ogre Bandit

The product of 2 loathsome alliance
betwreen an ogre and 4 wretched human wom-
an, Steeltoe was abandoned by his mother at
birth, A nobleman of Selamnia found the
child, took pity on him, and gave him a
home, The half-ogre proved unusually intelli-
gent. The nobleman provided for his educa-
tion and made Steeltoe master of his estates
when the half-ogre reached marurity. Steelwoe
repaid his master’s kindness by murdering the
nobleman and stealing his money.

Crimes of this sort were not unusual in the
biteer days following the Caraclysm. The half-
ogre escaped easily into the wilderness of
Solamnia, gathering around him other men
living cutside the law. Because of his educa-
tion, Steelioe found it easy to attract many
disillusioned young men, particulardy reviled
Knights of Solamnia, who otherwise would
have had nothing to do with bandits. Steeltoe
is a clever speech maker, continually remind-
ing his men that the world owes them 2 living
and it is their right to take what they want.

The half-ogre is about seven feet tall, pow-
erfully buile, with a steel peg leg in place of his
migsing lower left leg (lost in a battle with a
griffon). Attached at the knee, the peg leg has
a round toe and is a formidable weapon.

The half-ogre is skilled in wrestling tech-
nigues and swordsmanship. He is a brutish-
looking man with a yellowish cast o his
complexion and a large, flar nose. He appears
human in all other aspects.

'Steieiﬁee_ .

(919-Level Half-Ogte Fighter/ Thief)
wos ey g g
. .‘ 1:2 .' 5 ok

HE: 50

AC: 5



MmagGICal Items of krynn

In the early days of Krynn, magic was a
powerful force and many fabulows items were
crafted. But those days were shore lived, for
near the end of the Age of Might, magic came
under the displeasure of the church of Istar
and was persecured relenclessly. Many of the
centers for magical research were sealed or
destroyed and wizards disappeared from the
genera] knowledge of men. With them went
their wondrous devices.

We list here many of those items for your
consideration, as well as 2 fow itams that come
from the Age of Dragons. This is bur a sam-
pling of the magical items thar can be found
on Krynn. Many magical ivems on Kryon also
exist in other plancs of cxistence, bur the
devices described here are unigque o Krynn.

Potions

Istar’s Truth

This i3 a potion used In the courts of Tstar o
ascertain the tuth in marters brought before
the Kingpriest or his appointed ministers.

This potion forces its recipient to truthfully
answer a number of questions. The person who
administers this potion can ask the victim 2d4
questions requiring yes of no answers and 1d4
;ﬁtmmsmumnghmg:rmpm {An exam-

a question Iequiring & ESponse:
“What happened to you three days ago?”) The

victim is allowed a saving thiow with a —3 pen-
alty to the dic roll. If the save is made, then the
potion simply makes the victim sleepy but does
not cause him to lose control of his will. The vie-
tim can then give false answers.

The length of the answer to 2 question is up
to the victim 5o long as it is absolutely vrachful
and answess all the stated paris of the ques-
tion, The DM can uge this opportunity to
impart important information to the PCs. The
formula for this potion is kaown to any good
cleric in Istar of at least 5th level. The formula
15 lost in post-Cataclysm Ansalon.

SCROIIS

Scroll of the
Stellar Path

A powerful magic on the scroll of the Stellar
Parh confers the favor of the gods of magic
upon the user. Singe the magical powers of the
wizards of Erynn wax and wane depending
upon the position of the moons in the sky,
only rearrangement of the cosmos can bring
additional power 1o a wizard during & time of
disadvantage. This Is the purpose of this pow-
erful serall.

Reading the scroll makes the moon of the
wizard s order appear at its most advantageous
position in the sky, regardless of that moon's
natural position. This does not actually
change the position of the moon in the sky,
buer rather creatss 2 magical condition in
which the wizard's powers ate as if the moon is
at its most advancageous position.

How advantageous this position is will
depend upon the namural locations of the
moons of other orders. If reading this seroll
causes 2 conjunction of one or more of the
moons, that conjunction has its usual effect
upon the wizard's powers (see The Moons of
Magic, page 27).

Once the scroll is read, it disintegrates in
the hands of the reader. The runes of the spell
can be copied down into spell books for safe
transport, but the spell can only be cast from
the scroll iself, which is the physical compo-
nent of the spell.

The enhancement of the wizard’s powers
lasts for 48 hours and then his powers are back
to the level dicrated by the true positions of
the moons.

7
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ROOS, Staves,
and Wanos

STaff of StrRIKING/CUurING

Common among the clerics of the Age of
Might, these deviees were most often used 25
both protection for the cleric on journeys and
as a means of furthering the wills of their dei-
ties.

This seaff combines the functions of 2 staff
of striking and a staff of curing, with the fol-
lowing limitations. It recharges itsclf at a rare
of five charges per day when in sunlight, to a
maximum of 30 charges.

As a seaff of seriking, it strikes as & +3
weapon. It inflicts 4-9 points of damage with
cach blow without draining a charge. It
inflicts double chis damage if two charges are
used, but it cannot be used for curing uncil an
hour has passed for each double-damage blow
struck.

As a staff of curing, the staff drains owo
charges for cach cure. It can only perform this
function six times in a single 24-hour peried
and no more than once per day on a given
individual.

Ovmer of bife

Otten called a baton, the diviner of fife was
used during the Age of Might by cormmanders
who wished to determine the general condi-
tion of their rroops. After firse finding his
traop's top condition during 2 long rese, the
generzl could et 2 good view of his troop's
degree of readiness by teferting to this baton,

This magical object is a four-foot-long rod.
Each end is capped by a six-inch-wide band of
gold and steel. The rod has & three-foot-long
section of what appears to be clear crystal in
the middle (it withstands 20 points of damage
before breaking). If the glass breaks, the staff
is useless.

There seems to be a swirling white fog with-
in the glass section. When the keyword is spo-
ken, this fog clears completely. If the staff
then touches any living g;mﬁ, the life force
{hit points) of that being registers as a bright
green line, one Inch long per 10 hit points.
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CRrystals and Gems

Brooch of Imog

This craditional reward is given to mages
who serve the elven realms. It can grant the
blessing of magical protection to the owner,
None have been forged since the Caraclysm.

This beautiful piece of jewelry is made of
gold leaf and shaped like a circlet of mistletoe.
When worn by a magic-user who knows the
brooch’s command word, it can be used once
per day to create a minor globe of invalnera-
Bilicy: The globe lasts for 10 rounds,

The meodallion of faith

Since the remurn of the gods during the War of
the Lance, all true clerics have received medal-
Lions of faiech as ourward signs of their innes com-
mitment. These medallions can create other
meclallions of faich for clerics who profess faith in
the te gods. (The new medallion bears the
symbol of the new cletic’s god, regardless of the
symbol on the otigingl medallion. )

The medallions of faith have no powers
other than creating more medallions, All cler-
ies of the true gods wear their medaflions at all
rirmes,

Miscellaneous
Magic

Flute of Wind dancing
Constracted by sirens in the depths of the

sea, these flutes were given long ago to
favored matiners who had pedformed some
great service for the siren kingdoms below the
seas, Much prized, the flutes often found
their way into the royal courts of the land.

This flute can only be used by & characeer
who knows how to play a flute or other wind
instrument. While playing this flute. the user
can sumimon and control small brecyes.

After rwo rounds of playing. the user can
create a zephyr, after three rounds, a guse of
wind can be summoned. If an entire turn is
spent plaving the flute, a duse devil can be cre-
ated in a 30" ares, blowing up dust and leaves

and acting as an obscure spell. The duse devil
will dissipate gas and mist in the area of effect.
The winds creaved start at the player and move
at the player’s will up 1o 6" away. The winds
die down as soon a5 he stops playing the flure,

Glasses of Arcanist

These magical lenses are set in solid plav-
num frames. The frames are so natrow that
the zlasses will only fit on 2 keader of an ¢lf.

The Glasses of Arcanise were designed by
the mage Arcanist several centurics before the
Cataclysm, The glasses enable their wearer to
read all writings, rendering 2 perfect translz-
tion of any topic in any langusge. Magical
scrolls and spell books can also be read using
these glasses,

The glasses do not enable 2 non-spell caster
o cast spells. However, they do enable a low-
level caster to cast higher level spells from
serolls with ne chance of failure.

Golden Circlet

The golden circlets were created in letar
roward the end of the Age of Might, They
were designed 1o guide the people into aiding
the church, Their use, however, tended more
wward slavery than service. Even so, they
could anly be used by onc of good desires and
50 their abuse was somewhat limived, Many of
these survived the Cataclvsm though they are
guarded most carefully.
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This thin gold band, when worn on the
head of a cleric of good alignment, grants rwo
magical abilides. Once per tam, the wearer
can command up to & Hit Dice of creatares,
Alsoonee per turn, as long as the user concen-
rrates, one creamre of up to 4 Hit Dice can be
controlled by the circlet’s wearer. The creature
is not charmed, however, and c¢annot be
forced to hure itself.

Keys of qumarost

Created for the royal family of Silvanost,
these ancient keys provided the only kaown
way to enter the tower at the center of the <y
Each of the members of that houschold had 2
key. At the tme of the Cataclysm, several
members of the royal houschold disappeared.
Their fares, and those of their keys, are
unknown.,

These are elven keys, magically linked to
the life forces of their desiprared users.

Each key appears to be an ordinary key with
extraordinarily delicate wotkmanship. It i
made of fine crystal twined with strands of
platinum. It is about ¢ inches long and the
handle i 1 inch wide extending down toa 1/
4-inch-wide shafe.

These keys can be reser to another person if
the current owner wills it reassigned. The orig-
inal owner must still be alive, however, 10 do
this. Keys whose owners have died cannor be
resee and will not open the rower doors. How-
ever, these artifacts are highly prized by the
royal family (mainly to prove the end of 4 lost
relative) and those who retum a key of
Cuinarost will earn a rich reward,

SINGING Statue

Creared during the most powerful days of
Istar’s priests, these relics of Mishakal were
often used to protect temple complexes. Not
only did they open doors that were magically
locked against unbelievers, but they also had
additional powers o aid the clerics of the
Healer.

This item appears o be a hollow statue of
beaten gold, formed in the shape of Mishakal
the Healer. If water is poured into the hole at
the top, the statue begins o hum a varied,
peaccful tane, The stacue has the following
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properties when singing: it acts as a chime of
opening against any locked or held door; it
prevents undead from approaching within 20
feet of its wielder: it heals 1d6 points of dam-
age to any person within 10 feet (this property
only warks once per day).

Wesnet

The webnets are spun by wizards of the
Dimernesti, As delicate and beautiful hair
omaments, they are most sought after by
hurnan women on land, burt their true powers
are known only to wizards.

This irem is only useful w a magic-user,
though any character can wear it as an arcrac-
tive hair ornament.

When worn by a mage who knows the com-
mand word, the webnet can be cast to the
ground before a foe, or directly at = foe. It
instantly grows 10 2 10-feot-diamerer net of
SrLrapment.

Alrernatively, the ner can be spun in a glit-
tering citele, affecting up to 12 Hit Dice of
creatures as if a hypneotize spell had been cast
upon them, although the targeted creatures
get saving throws vs. spell.

ArRMOR and Shields

OragonarmMoRr

This armor has been used by the forces of
the Queen of Darkness throughout the many
ages of Krynn.

It consists of a padded tunic and leggings
with a plate mail breastplate and shoulder

plates. Additional plates for the thighs and
shins are attached separately The helm is 2
two-piece affair that protects the back of the
neck sz well 25 the face. The design allows
frecdom of movermnent, protection in combat,
and warmth while riding dragons ar high alei-
tudes.

Dragonarmor is custom fitted and does not
encumber the person for whomm it was intend-
ed. Others may find that it fits o loosely or
oo tightly; they suffer 2 — 1 penalty on all
attacks while wearing the ill-fitting armor.

Dragonarmor 15 equivalent to scale +2.
Additionally, those who wear the padded
tunic and leggings subtract 1d6 points from
any cold-based atracks or damage.

The Plate of Solamnus

There were several Knights whese armor
was designed specifically for them when the
Knighthood was formed. These suits were the
finest in all the land and the deeds of their
wearers are legendary,

Huma had one such suit even though he
was not accepred asa Knight of the Rose, Oth-
er suits, including the one worn by Vinas
Solamnus, have disappeared into legend. Folk
tales about the locations of these suits of
armor abound throughour Solamnia and
Ergoth.

The plare of Solamnus consists of plate
bregseplace, shoulder suards, arm ficings,
leggings, and helm. All are beautifully tooled
with the markings of all three Solamnic
orders. The Order of the Rose is prominent on
the bressiplate.

These suits are rare, and the DM is advised
to take great care with them in his campaign.
Omne such suit could be the goal of 4 prolonged
quest.

The armor is equivalent of plare + 5. Thers
is an important catch: the user must be of
unhesmirched goed alignment to get this full
benefit. Consalt the character's alignment
chare (sec page 114). Subtract onc bonus
point for every point the characrer’s alignment
is away from the left edee of the good align-
ment seceion. If the characrer is far enough
away, the armor’s bonus may become a penal-
ty (maximum of =3), acmally making the
character’s Armor Class worse!

Evil or neutral characters suffer 1d10 addi-

tional points of damage from any damage
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received while wearing this armor. It is impor-
tant to note that this is not the armor that is
wotn by Lord Soth.

Shield of huma

Humz is most famed for his use of the origi-
nal dragoniances to banish the Queen of
Dharkness back to her own domain. His shield,
however, figures quire prominently in many
of his lesser rales, It was said that it never
failed him and that it often saved his life dur-
ing bartles againat dragons before the
dragonlance was erployed.

The shicld appears to be & moedium shield
carved with intricate symbols of the Knights
of the Crown.

Huma's shield is considered a medium
shield +3/+ 5 vs. dragons. Its shielding mag-
ically protects its wielder against breath weap-
on attacks so that a suceesstul saving throw vs.
breath weapon causes no damage and a failed
save results in only half damage.

Solamnic Armor

The traditional ammor of the Knighrs of
Solamnia is granted 1o 4 Knight when he firsc
attains che title of Lord.

The armor consists of breastplare, shoulder
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plating, helmer, and spurs. Each is engraved
with the symbols of the Knight's order and, in
the case of Sword and Rose Knights, any
Knighthoods held previously by the Knight,

Solamaic armor is equal 1o AC 0 (plate +1
and shield +1). It is only granted to those
Knights who have demonstrated the finest
qualities of Knighthood.

‘These suits arc only available at a Circle of
Knights whose 1d6 roll plus medifiers is
greater than 13 (see page 128).

Weapons
Oragonlance

Dragonlances are anifacts fisst creared ar
the end of the carly Dragon Wars and used to
defear the evil dragons, There were 20 surviv-
ing dragoniances hidden inside the Stone
Dragon of Ergoth, 10 each of the two types. In
addition, more dragonlances were forged for
the War of the Lance. There are two types of
dragoniances: mounted and foorman's. Each
type is made of the same silvery meral that
gives off a healthy silver glow, The head is
sharpened to a fine edge, and small barbs pro-
trude from the sides.

How well the lance was made and undes
what conditions determines how the lance
performs in bactle. The ideal conditions for
forging a lance require that it be forged by 2
man with the Sitver Arm of Ergoth and the
Hammer of Kharas, Legend says thar only
lances forged by these two artifacs can work

properly.

A dragonlance forged with only one of the
two arcifacts mentioned above (cither the Sil-
ver Arm ot the Hammer of Kharas) receives
only a +2 bonus to hit and damage. A lance
forged by both artifaces has a +4 bonus to hit
and damage. These bonuses are fn addition o
any other bonuses listed for the weapon.
END SCREEN

footman's Oragonlance

The foorman's lance is eight feet long. It
can be cast as 2 spear with some difficulry—it
i maost effective as @ hand-held weapon.

A footran's lance causes 1d6 points of

damage to man-sized foes and 1d8 against

larger-than-man-sized targets. Against any
dmgmnmﬂmdamxgrcqmittbﬂmhm

points of the wielder (e.g., 2 14-hit point

fighter causes 14 points of damage). The
weapon is always +1 to hit unless thrown, in
which case it suffers 2 =2 penaley to hir.

Mounted Oragonlance

The mounted lance is 16 feet long and is
most often wiclded while mounted on a
dragon. It is buttressed by a harness mount
that enables swift wirning of the lance around
its balance point. The mounted drgonlance
is ineffective on mounts smaller than dragons
because of the heaviness of the lance, The
mounted dragoniance acts as a normal lance if
it is not mounted on a dragon.

The mounted lance does 2d4 + 1 points of
damage versus man-sized foes and 352‘[!0?:@
of damage against larger-than-man-sized rar-
gets, Against a dragon it inflices damage equal
mthehnpmmsofl_hrm&qrplquf
his mount. A 15-hit point fighter on a 40-hit
point dragon inflices 55 points of damage
when the dragonlance strikes another dragon.
If not mounted on a dragon, the lance causes
normal lance damage. This weapon always has
anadditienal +2 bonus mhttwtm mounted
on & dragon.

4EE1‘—’_:®

frostreaven

A frostreaver Is a heavy battle axe made out
of ice. This ice can only be gathered from a
secret location on Icewall Glacier where tre-
mendous pressure, exerted for centuies, has
creared ice of extraordinary density,

The konowledge needed o make a frost-
reaver is held only by the Revered Clerics of
the Ice Folk—rthe barbarian tribes competing
with the thanoi for control of Ieewall Glacier.
The blades are formed by using the oil of the
thanoi and other ingredients to hone and flat-
ten 4 sheet of the compressed ice. The clerie
must work an eatire month to create a frose-
reaver, and even then the chance for a warking
axe isonly 33%.

The weakness of the blade is its nature,
since temperatures above freezing cause the
ice o melr and the axe w become worchless.
One day of above-freezing remperarures will
cause a frostreaver to become useless as 2
weapon. [n a warm environment, the decay
requires only 1d6 hours.

A frostreaver is the equivalent of a heavy
battle axe +4. Because of the weight and size
of a frostreaver, the axe can only be wiclded by
# character with & Strengeh of 13 or greater.

Mantooth

This potent sword locks 10 be an ordinary
long sword. It 1s also koown by the names
Spelfcleaver, Darksear, and Magefool. Tts abili-
ties are primarily directed at countering mag-
ic. Trs history is unknown, although it has
been among the Silvanestl elves for ages
untold.
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Mantooth is a long sword +1/+2 vs.
magic-users and enchanted creatures. The
sword might be able 1o sever a magical
bartier—it has 4 1% chance for every point of
dumage inflicted (cumulative). Finally, it can
be used to turn a spell cast against the wielder.
To activate the larter ability, which causes the
spell to rebound against the caster, the wielder
of the sword must successfully roll to hit ACO,
with no bonuses applied to the roll.

NighterRINGER

Mot just good wizards built weapons, The
evil ones knew far berter the need for a strong
atm and exercised that might more quickly
than their good brethren.

5o it was that Nightbringer was created in
the Tower of Ergoth. It was here thar the
power of the Black Robe wizards forged many
evil weapaons in the days when their kind were
hunted by the church.

After the Caraclysm, Nighebringer fell into
the possession of Vermanaard, who received it
from other evil clerics.

Nightbringer is a foorman's mace +3. luis
a powetful tool of evil. When the mace suikes
a victim and the command word is urtered,
the victim must make successful a saving
throw vs. spell or become blind for 2dé wrns.
The muace also inflicts its normal damage. If a
character of good alignment tries to pick up
Nightbringer, that character must roll a sue-
cessful saving thiow vs. spell with 2 — 2 penal-
ty to the roll. Failure means that the character
is blinded permanently, muﬂ;ﬂamreh!mdf-
aess spell is cast on him.

Wyrmssane

An arcifact from the third Dragon War, this
sword was forged duning the Age of Mighe and
then lost later in that age. When dragons
arose after the Cataclysm, the need for this
POIEIT WEAPOT WaS ZIeat.

Wiwrmsbane is a rwo-handed sword +2
againgt most creatures. When used against
dragons and draconians, however, it inflicts
double damage. Against black dragons and
sea dragons, it inflicts triple its usnal damage.
The sword does not become stuck in the statue
created when a Baaz draconian dies and petri-

fies.

Wyrmsbane can also locate objects three
times per day. If the user desires to find some-
thing that he knows well, and the object is
within 18", the DM should steer him in the
right direction.

WyrmMslayer

This mighty blade was the weapon of the
ancient elven hero, Kith-Kanan. It was forged
in Silvanesti duting the second Dragon War
and remained in the royal house until Kith-
Kanan led his people to Qualinesti, He is said
to have been buried with the sword.

Thmwrapmboksvwmmhhh%m
bane, except that it is a livde larger, It normal-
lyﬁmmmma&amhmdsdmmﬂ +3. Like

Wiymmslayer is immune to the

wﬁﬁﬁeﬂoﬁdmmdm

The does double the usual damage
against any dragon or draconian.

In addition, 2 character holding Wyrmslay-

er by the hilt gains 2 +3 bonus to all saves

mmmmmwm
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MWM in'w the disconcerting
tendency to buzz aggressively whenever it is
brought within 3" of a true dragon (not a dra-
conian}. This buzzing is loud enough to be
lécmd-:lmdymdaim awakens 2 sleeping
ragon.

Special Magical
Items of Krynn

Icon of Truth

The Ieon iz a white marble rectangle carved
inte the shape of 2 book, [t & jewel encrusted
and has a magical aura. The feon measures 67
x 4" « 1", It is the book held by the god
Gilean that symbalizes all the knowledge of
the gods.

Once per day, the lcon of Trath can be used
to cast a dispel idlusion at 21st-level in 2 30-
foot radiue. Wichin this area, dream creatures
(such as those creared by the mindweb spell)
and illusions cannot exist.

This dispel illasion must be cast on 4 fived
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location and caonot be moved abour, Any
magic-user ot clerical PC who touches the Ieon
instantly knows how to activare this funcuon.
To cast the spell, the PC must present the feon
in a forceful manner and sp:akthc
“Tobril” fitmly. The person who carries this
object suffers no negative adjustments for dis-
believing illusions.

ore of Oragonkind

Three of these powerful artifaces are known
to exist upon Krynn. They contain the
essences of evil dragons and are magical irems
of vast and dangerous power.

The Orbs of Dragonkind (also called
Dizgon Qrhs) are fragile, etched crystal globes
that are 20 inches in diameter when in use,
When not in use, the orbs shrink to 10 inches
in diameter. They expand if the command
words, carved into the surfaces of the orbs, are
spoken.

The orbs were employed long before the
Caraclysm for the purpose of destroying evil
dragons—according to the legends, ar least.
These legends are commaon throughout the
civilized lands of Krynn, What is notr known,
unless characters have learned by experience,
is that the orbs” actual purpose is 1o summon
evil deagons. Powerful mages of old would
summen the dragons with the orbs, and then
destroy them with powerful magic.



magical rtems of krynn

—— o
— — g~

A character attempting to use an orb must
gaze into it and speak the command words.
This character must then make a successful
saving throw vs. spell o he is charmed by the
dragon within the orb. The DM should secret-
Iy roll this mﬁ throw, not informing the
players of the roll or the result. ]

It the character saves against the charm, any
evil dragons within 1d4 x 10 miles hasten to
the orb. These dragons automatically ateack
any non-evil creatures they find near the ocb.
If the current gaming situation docs not speci-
fy the locarion of nearby 1ol 1dé. On

"2 1 of 2, an evil dragon of randomly deter-
mined age, size, and color shows up.

If the character fails the saving throw, no
dragons are summoned, but the character is
charmed by the evil dragon within the orb.
Inform the player, when you can speak to him
alone without being obvious, that his charac-
ter has been chaemed. He must act normally
unless told otherwise. YR

The controlling dragon will steer the
charmed character so as to further the cause of
evil. This is done as subtly as possible, so that
the controlled character’s companions should
suspect mothing until a critical point is
reached. For example, if the PCs are engaged
in a desperate batcle wich an evenly matched
group of evil characters, the charmed charac-
ter might suddenly throw in with the evil
characters to swing the balance in their favor.

Each orb has the secondary abilities of cure
serious wounds three times per day, cast con-
tinual light at will, and deecce magic at will.
Any character who gazes into an orb and
speaks the command word kaows of these
functions. Whenever it is used for any of these
things, the using character must make the sav-
ing throw to avoid being charmed. If the save
is successful, the check must be made to see if
any evil dragons artive.

Detect magic and detect evil spells will
show & positive result if cast upon the orbora
character charmed by the orb, For purposes of
dispelling, weat the charm effect as if it was
cast by an 11th-level magic-user,

hammer of Kharas

The Hammer of Kharasis 2 mighey aroifact,
According to legend, it is the only hammer
that can forge a dragonlance.

The hammer iz twice the size of a normal
war hammer. Its name comes from the great
dwatven hero Kharas who fought in the
Diwarfrate Wares after the Caraclysm. Kharas is
most remembered, however, for the heroic
deeds he pedformed prior to that time. The
hammer was given to him by the Kaolyn
dwarves in recognition of his deeds on their
behalf.

The Hammer of Kharas is necded o prop-
erly forge dragonlances.

The Hammer of Kharas is +2 1o hit It
inflicts 2d4 + 2 points of damage on a normal
hit. It canmot be lifted by a character with 2
Strength of less that 12, and anyone with a
Strength of less than 18/50 suffers 2 — 2 pen-
alty to hit with it (cancels out the + 2 bonus).

The hammer acts as a mace of disruption
against undead and creatures from the Abyss.
Ir rarns undead as 4 12th-level cleric.

_This artifact is intelligent (Int 11, Ego 11}
and can control anyone who touches it if the
character’s Intelligence and Wisdom scores do
not toral 22 or more. The hammer’s motiva-
tions are to preserve the security of the dwar-
ven face and to further the cause of good. The
Hammer of Kharas has the following special
abilitics, at the 20th level of magic use:
 * Detects evil as a paladin

- #* Gives wiclder immunity to fear, both nor-
mal and magical :

* Wielder cannot be affected by Ist — dth
levels of magic '
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¥ Provides protection from normal missiles
onge per day e

* Acts as a potion of fire giant sirengeh once
per day

* Cures serious wounds oncs per day

* Inspires magical awe in all dwarves and
derro (see Legends and Lore, page 7, fora full
explanation of this effect)

The hammer chooses when to activate any
of its abilities.

Silver arm of €Ergoth

The Silver Arm of Ergoch was created by the
good dragons, men, elves, and dwarves dur-
ing the First Dragon War. It was used to creare
the ariginal drageniances, and was used again
during the recent war agsinst the Dragon
Empire.

The arm must be attached to 2 human of at
least 17 Strength who does not have a right
arm. The human must be of good alignment.
When a proper wearer places the silver arm ©
his right shoulder, the arm grafis iself w the
churacter and becomes a normal arm for all
common tasks,

When used with the Hammer of Kharas,
however, the silver arm has the power to prop-
erly forge dragonfances from dragonmetal.
Only with the Hammer, the Arm, and pure
dragonmetal can perfect lances be crafied.

The Silver Army acts as a ring of regeneration
for the character wearing it.
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Staff of Magius

Magius was a wizard of legend who aided
Huma in his quests. His staff was one of the
most revered artifacts, not for its powers, but
in honot of the mage who used it. Indeed,
comparcd to other devices, it scems o be of
little use, But many have suspecred that there
was more magic 1o the staff than met the eye.

[n larer years, the staff was given to Raistlin
Majere at the completion of his tests. Whether
it portended the power thar he would atvain or
the tragedy thar would befall him matrers lLic-
tle mowr, The staff remanng sealed the Tower of
High Sorcery in Palanthus—entombed in
Raistlin's laboratory as a monument to his fol-
ly. Certain reports of Raistlin’s nephew, how-
ever, scem to indicate that the staff is frec
again n the woild,

The Staff of Magius can only be used by
magic-users. The abilities in the following
paragraph are immediately known to the
wielder, while those in the second paragraph
can be discovered when casting certain spells,

The Staff of Magius functions as a ring of
proteceion +3. It strikes as 4 +2 magical
weapon and causes 1d8 points of damage.
Onee per day it can perform 2 feacher fall and
a continual lighe spell,

In the hands of a mage of 6th level or high-
er, the staff can enbance spell casting. It dou-
bles the duration of spells thatr influence light,
air, and minds. It maintains spells that require
concentration for one round after wizard stops
concentrating. It also adds 2 points of damage
o every die of damage done by a spell cast by
the holder of the staff.

The Dagger of Magius

Raistlin Majere purchased the dagger from
the Tower of High Sorcery, giving in exchange
a valuable magical item he found in his early
days of mercenary service. He carried the dag-
ger on his right forearm by means of 2 cun-
ningly designed leather thong of his own
making. This allowed the dagger wo slip into
his hand with a simple movement of his wrist,

3ix inches long, this silver dagger is carved
in the shape of a dragon with the tail as the
blade. It is slender and lightweight and can
easily be hidden upon the person of the mage.

The daggerhasa + 3 bonus to hitand dam-
age. It also has the ability to remain undetect-

ed in a search of the mage's person.

Bupu's Emerald

This emerald was given 1o Raistlin by the
gully dwarl, Bupu, in the ruins of Xak
Tsaroth, Whether or not the emerald had any
magical properties before Baistlin acquired it
is unknown. Following the archmage’s death,
however, a legend sprang up that the emerald
appeated in the pocker of 2 gully dwarf abour
to be killed by draconians. The gully dwarf
gave the emerald to the draconians in an effort
to purchase his life. The emerald killed the
draconians and the gully dwarf escaped.

Bupu's emerald can be used only by a gully
dwarf, gnome, or kender, When used as a
defense in a life-threatening situation, it
causcs the attacker to be instantly overcome by
its beaury o the exclusion of all else, The
emerald kills the attacker on conract. Itcan be
retrieved by irs original owner.

In the hands of those of any other race, the
emerald has only the standard value of that
type of gem on Krynn.

When the victim touches the gem, he getsa
saving throw vs. death. If successful, then he
receives 2d20 points of damage. The victim
dies if the saving throw is failed. Trear the
obsession with the gem as a 15th-level chanm
spell.

The Bloodstone
of [istandantilus

This powerful gem came into Raistlin's pos-
session after he defeared the evil wizard in
mreal contest.

A powerful artifact from the early days of
magic, the bMoodsrone is of evil alignment.
About three inches in diamerer, it is 2 green
gem flecked wich red. It is set in 2 plain silver
setring and worn abour the neck on 4 silver
chain. It can be used to cure wounds inflicted
upon the body by weapons (but it would have
no effect on poison damage, for instance).

Its primary use, howevert, is to suck the life
out of a victim and transfor thar life force o
the wielder of the gem, extending the life of
the wizard, It also provides him with all the
wisdom, memories, etc. of the person whose
life he rakes. While this can be beneficial (giv-
ing the wizard additional knowledge), it can
also canse confusion and disorientation unles
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the wizard is strong coough to retain his own
identity.

The use of this device requires a 10-block
shift in the ditection of evil on the characrer’s
alignment tracking chare.

When this device is used, both victim and
wielder nyust roll 2 saving throw vs. spell with
the following results:

* If Both Fail: Each loses 1410 + 5 hit
points. The victim can make one attack. The
wizard can elect to stop and deal with the vic-
tim in another way, or he can try again (both
roll another saving chrow),

* If Both Save: Bath are locked in mental
combat and must roll their saving throws

again,

* If Victim Saves and Wizard Failfs: The
wizard takes 1d10 + 5 points of damage and
loses initiative in the following round. The
victim can take a free action this round,

# If Wirard Saves and Victim Fails: The
victina’s soul departs to the gods. His body &
inhabited by the wizard’s soul; the wizard’s
old body disintegrates. If the victim had 2
higher score for any of his abilites (Surength,
Intelligence, Wisdom, eic. ), this score replac-
cs the wizard's score in thar category. The wiz-
ard retains any of his scores that are higher
than those of his victim. If the victim was of
higher level than the wizard, the wizard
atraing that higher level, gsjm;;g the necessary
experience points and powers hmmm

Absorbing another character’s life force is
an extremely evil act. The wizard's alignment
should shift at least 10 blocks toward evil (on
the alignment tracking chart) each time he
uses the bloodstone for this purpose.

Oevice of

Time Journeying

Made during the Age of Drecams, this
device was given to Caramon by Par-Salian,
DiMs should be aware that che device will have
different properties depending upon when
the player character encounters it Criginally,
the device’s use was restricted o the major
races—humans, clves, and ogres—since all
other races are prohibited from rraveling in
time, It was alvo originally designed to be used
by one person only.

This jeweled sceprer can fold down into 2
nondescript-locking pendant. Since the
device was essential to the retum of the person

uging it, it had several safeguards. Anyone
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atternpting to steal it (even 2 kender) immedi-
ately feels 2 strong revulsion to it and puts it
back instantly. If lost, the device makes its way
back to its owner through whatever means
NeCEsSary.

An example of this occurred in the novels
when Tasslehoff gave the device to Raistlin in
the dwarven prison and was then discovered in
possession of the device once more. It auto-
matically returned to the kender. No force
exists that can keep this artifact from finding
its owner

The properties of the device changed some-
what after Gnimsh—ithe only known gnome
in the history of Krynn whose mventions
wotked —altered it. From that point on, the
device transported more than one person and
it also transpotted those of the minor races—
kender, gnomes, and dwarves.

The correct version of the chant and instrac-
tions goes as follows: Holding the pendant in
yer hand, repeat the first verse, tuming the
face up toward you. At the second verse, move
the face plate from the right to the left. At the
recitation of the third verse, the back plate
drops to form two spheres connected by rods.
Ar the fourth verse, rwist the top clockwise—
a ¢hain will drop down. The fifth verse warns
o make cerrain the chain is clear of the mech-
anisr. As the sixth verse instructs, hold the
device by cach sphere and, while reciting the
seventh verse, rotate them forward . The chain
will wind irself into the body. Hold the device
over your head, repeating the final verse, and
summon a clear vision of where you want to go
and what time period you want to be there.

Thy time is thy own,

Though across it you travel.

Its expanses you see,

Whitling across forever,

Obstruce not its flow,

Grrasp firmly the end and the beginning,
Turn them forward upon themselves,

All that is loose shall be sccure.

Drestiny be over your own head.

When the device is used, player characters
within 10 feet of the device move 1o either the
desired time (the place is up to the DM} or to
the desired place (the time is up to the DM).
Unfortunately for the players, they cannot
have it both ways. Moving to the location of
the treasure in a tower may seem like 2 good
ides until you arrive there before the tower
was built (and find a long drop to the
ground). Moving to a certain time in history
can be fun until you marerialize in the middle
of an arena. Use this litele loophole to gee your

plavers where you want them when they want
to be there or when you want them in a place
they want 1o be.

Qalamar’s Bracelet
Of MagICc ResiIstance

An anclent artiface kept in the Tower of
High Sorcery in Palanthas, the bracelet was
given to Tanis by Dalamar to protect him from
the magic of the death knight, Lord Soth.

The bracelet is of evil alignment and can
only be wormn by those of either evil or neutral
alignment. Those of good alignment who
touch it receive a jolt of clectricity causing
3d10 poines of damage.

The bracelet can be worn by characters of
any class. It can protect against powerful mag-
ic, but its duration i limited. It offers 10%
magic resistance against 3d- to Sth-level
spells, 20% against Gth- to Jth-level spells,
and 30% against 8th- to Oth-level spelle, It
imparts this magic resistance three times per
day against each of these three groups of mag-
i,

dalamar’s RingG
of healing

These rings were often used throughout the
ages as wizards” last defenses against death.,

This ring wotks only for magic-users and
must be worn upon the right hand. [tcan care
a light wound (less than 6 points of damage)
completely and can heal 2 moral wound suffi-
ciently to prevent death (it brings the charac-
ter up to 1 hit poine). [t is activated by touch.
Ongce used, the ring cannot be used again by
that character.

Oalamar’s Wand
of hightning

Though there have been many wands of
lightning, this particular wand carries its own
curse. Because the wand was used by Dalamar
to kill Kitiara, the dead Dragon Highlord
unceasingly hunts for the wand and its current
QWner.
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This device works only for magic-users. The
wand casts lightning boltsat 15th-level power.
It normally carries seven charges and recharges
itself at the rare of one charge for every week
in which there is a local thunderstorm.

Each time the character uses the device,
there is a 5% chance that his location is noted
by Lord Soth, whe comes 1o take the wand o
his mistress, Kitiara. The death knight
appears in 1d10 rounds to claim the prize.

Tasslehoff's
magic Mouse RING

This ring is made of white vory with two
ted jewels that resemble the eyes of a mouse,
Magical rings of this type are generally
designed by apprentice wizards learning how
to create magical objects. Thus they are rela
tively common (at least among mages) and of
little practical value.

Undoubtedly designed by some apprentice
in order 1o help him escape observavion (and
possibly eavesdrop on conversations), the
magic is activated by placing the ting on the
fingee. The wearer instantly becores a white
mouse. [n order to retumn o his proper shape,
the wearer merely wills it so.

The Nightjewel

Black as an evil dragon’s blood, the jewel
protects any who enter Shotkan Grove as long
as they have the courage and will touse it. The
Nightjewel helps to alleviare the fear gener-
ated by the Grove, though it does not cancel it
completely. The Nightjewel can be used in
defense against the undead who stalk the
Crrove, but the person using it must have the
courage to touch the undead with the jewel
the undead attack. No other weapon can be
used with the Nighejowel,

The Nightjewel is black, unlovely to look
at, and cold to the touch. It can be worn about
the neck on asilver chain, but must be held in
the hand, high in the air, when corering the
Grove. The character who uses the jewel must
remove helm and hood so that the light of the
jewel shines on his face and in his eyes. This
light can be seen only by the undead. To all
others, the jewel looks as black and ugly as 2

lump of coal,
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The Nightjewe! can be used by anyone.
When & party of adventurers enters the Grove,
the Nightjewel must be held high by the lead-
er of the party, It modifies the fear roll for
everyone 1n the group so long as no weapon is
drawn of spell is cast. Once a weapon is deawn
or 4 spell 1s cast, the Nighejewe! instancly loses
all power, leaving the adventuring parcy at the
mercy of the Shoikan Grove.

Those properly presenting the Nightjewel
may ignore the = 10 penalty 1o saving throws
while i the grove bur must still roll cheir sav-
ing throws. If a charscrer fails, he loses the
benefit of the Mightjewel until he succeeds in
a subsequent saving throw.

WARBRINGER

This gigantic two-handed sword, forged dur-
ing the Age of Might, was in the possession of
the half-ogre bandir, Steclioe. The fine qualicy
and workmanship of this sword mean that it
once must have belonged to a nobleman, possi-
bly 2 Knight of Solamnia, Caramon won the
sword when he slew the half-ogre. Caramon
brought the sword forward into the furure with
him._ It remains in his family, having been pased
en o his eldest son.

- The sword has 2 + 3 bonus ve hit and docs
1d8 + 3 points of damage.

The Axe of

Brotherhood
and

The SwWord of

[riendship

During the Dwarfgate Wars, Caramon used
a coniest to bring the two quarreling factions
of hill dwarves and plainsmen together. Cara-
mon raised a rall wooden post in 2 sea of mud,
placing an axe and a sword of rare and magical
value ar the op. Whoever climbed the post
could claim these as prizes. There was a catch
of course. Not only was the post greased, bue
Caramon had the contest rigged so that the
dwarves and men had ro work together o
reach the prizes,

The Axe of Brotherhood has 2 +2 boous to
hirand damage; the Sword of Friendship has a
+3 bonus o hit and damage.

Raistlin’'s Cursed Money

During the Dwarfgate Wars, Raistlin {or
Fistandantilus) made a deal with the dack
dwarves 1o berray their king and leave the
gares of the fortress of Pax Tharkss open when
Raistlin's army attacked. Thus victory for the
wizard was assured. Raistlin paid the dark
dwarves with 2 coffer of 100,000 steel coins,

These coins were cursed, however, o pre.
vent the dark dwarves from double-crossing
the wizard. If the owner of one of these coing
goes back on his spoken word, the flesh of
hands begins to turn black and rot away. This
dread curse spreads slowly and inexerably o
the rest of the body until the victim dies.

The legendary effect of this money oceurs
only when the money is actually part of a
promise. (i a character promised to guard you
in exchange for this money and then fled with
it, then the curse would claim him.) A person
under the curse suffers 144 points of damage
from rotting each day until he cicher makes
good on his promise, receives a remove cutse,
or dies.

RagBITslaver,
Tasslehoff’'s Knmife

Whether this was really one knife Tas man-
aged to keep with him or simply 2 series of
knives the kender picked up 1s not known for
certain, Tasslehoff always claimed it was the
dagger he discovered in the muins of Xak
Tsaroth. He called it Rabbisslayver because
Caramen once told him it would be of use
only if they were attacked by ferocious rabbirs.
Actually the dagger, blessed by clerics of the
ancient days, has far more power than Tassle-
hoff ever puessed.

This dagger inflices 1d4 + 4 points of dam-
age and stnkes with a +4 bonus 1o hit. It
always rewurns 1o the kender within 1420
hours after it is lost or stolen. The only way it
can go from one person o another is if the
owner gives it away of his own volition.

The helm of
GrIffon Mane

Discovered in the ruins of Xak Tsaroth, the
helm was given to Fline Fireforge by his friend
Tasslehoff. The helm iz of dwarven make and
is decorated with a horse's mane. Having
alwrays claimed he was allergic vo horses, Fline
refused to admir thar the long white cassel had
ever belonged to a horse. He insisted—ro his
dying day—that it was from the mane of a
griffon and thus the helm acquired its name,
The helm fies only dwarves.

This helm subtracts 1 from the AC of any
dwarf who wears it.




The War of the lance
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“Hear the sage as his song descends

like heaven’s rain or teats,
and washes the years and dust of many stories
from the High Tale of the DRAGONLANCE.”

100



AsTINUS'S SCROIL:

The River of Time

history

The years following the Caraclysm were
filled with hortor and despair for several cen-
turies. Battles for lost glories were 4 token of
the age. Yee all races of Krynn managed to
find the courage to fight the datkness,

Though the full tale of those days is known
only to Astinus, the following events lend per-
spective 1o that tme,

age of Darkness
0 Cataclysm: The wrath of the gods

descends upon Krynn. The Thirteen
Warnings strike, one per day, preceding
the end of the year, Trees weep blood,
fires dic or rage uncontrolled, and
cyclones strike the Temple of the
Kingpriest. On the thireenth day,
monntzins of fire fall from the skies,
ravaging the landscape,

Totar iz immediately destroyed, its
sermmants sinking far below the surface
of the newly formed Bloodses. Ergoth
35 sundered from the mainkend to form
two great islands. Warers pour into cen-
tral Ansalon, forming the New Sea and
shrinking the formerly vast plains of
Ansalon, To the south, the land rises
and the warer recedes. The post city of
Tarsis is unscathed, bur now lies far
from the sea. The Temple of the
Kingpriese is shattered with the
destrucrion of Istar, its pleces scattered
throughour the planes of the universe.

Lo 100 AC  Chaos and Pestilence: The sar-
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vivors of the Cataclysm strupgle desper-
ately to stay alive. Famine spreads
across the world and plague follows.
Trae clerics are unkoown. The Knights
of Solamnia are persecuted throughour
the land, as people find them a handy
target for blame, Many villages and
towns, initially untouched by the Cara-
clysm, soon vanish because of disease o
war. Sometime during this period, the
Foundation Stone of the Temple comes
to rest in the Abyss, and iz discovered
by Takhisis, the Queen of Darkness.

Stone Planted in Neraka: Takhisis plac-
cs the Foundation Stone on the barren
plain of Neraka, far from any centet of
population. The stone beging to grow
intoa ewisted and pervened form of the
Tempie. The Dark Queen enters the
world through the portal opened by the
stone, Walking among the creatures of

Krynn, she awakens her evil dragons
and prepares them for the work she has
in mind. She then returns through the
portal to gather hee forces on the Abyss-
al Plane.

157 Berem Finds the Stonc: A young man
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and his sister discover the Foundation
Stone, The man prics a gemstone loose,
against the advice of his sister. They
struggle, and the sister is accidenrally
killed. Her spitit, imbued with good-
tess, inhabits the Foundation Stone.
The man, Berem Everman, is cugsed
with the stone he has stolen, as it
becomes embeddad in his chest. He
cannot gain the peace of dearh until his
sister’s soul is released from imprison-
micnt in the stone.

Takhisis Rerarns: The Queen of Dark-
ness AtCmpls again o ener Rryon
through the poral opened by the
stone. To her great frustration, she dis-
covers that the portal is closed by the
presence of the sister’s spirit. Enraged,
she gasts ghour for a solution.

on Eggs Srolen: The evil dragons,
asvakenad by Takhisis, keep their pres-
ence in the world a secret. They raid the
Iste of Dragons, where the good
dragons lair, and steal the good
dragons” cggs. Fleeing with the eggs o
the Lords of Doom, the evil dragons
hide their cache in the bowels of the
volcanoes.

The Ozth: Acting upon the orders of
their Queen, the evil dragons exact the
Oath of Neutrality from the good
dragons. The oath binds the good
dragons to noninvolvement in the com-
ing war. In retum, the evil dragons
promise o renarn che eggs, unharmed,
at the conclusion of the war.

300 o 320 Agents of Evil: Takhisis sends

her agents through the world, seeking
the man with the green gemscone
embedded in his chest. She knows that
this man is the key to opening her por-
tal once again, She grows increasingly
frugtrated ar Berem's apparent disap-
pearance. Eventually, she decides o
put her plans into operation,
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Dragons Appear: The savage and war-
like humans of Sanction, MNeraka, and
Estwilde are allowed o discover the evil
dragons. From among the most evil of
these men are recruited the Dragon
Highlords and their officers. These
men set sbout gathering armies under
the warchful eves of the evil deagons.

Humanoids Recruired: The ogres and
hobgoblins are gathered ineo the evil
fold and trained 45 troops in the Drag-
onammies.,

Dracontans Creared: Takhisis instrocts
the Highlords in the corrupuing process
wherehy draconians are created from
the eggs of the good dragens. The gen-
erarion of draconians in the fiery under-
ground regions around Sancrion begins
in earnest. The first dreconians, Baaz,
are created from brass dragon eggs.
Soon, copper dragon eggs are used 10
create Kapak draconians.

343 w0 347  Evil Armies Marshall: Dracon-

348

ian creation continnes, with Bozak
{bronze), Sivak (silver) and finally
Autak (gold) draconians, The dracon-
ians are formed into milirary units and
trained for combat, while the trining
of human, hobgoblin, and ogre forces
continues. Pettodic outhreaks of vie-
lence ocenr among the Dragonarmies
themselves; the Highlords encourage
this agpressive behavior, Near the end
of 347, 'Takhisis fudges that her forces
are ready. The opening campaign of the
war is planned for the following spring.

War of the Lancc Begins: With the
melting of the snows in the high passes
around Neraka, the Dragonarmies
pour easrward upen the unsuspecting
peoples of Keyan, The lands of Nord-
mazr and Goodlund are swiftly over-
run, while the humans of Khur ally
themselves with the evil forces to avoid
congquest. Little resistance iz met by the
massed armies. What few battles are
fought are decided swiftly by the awe-
some power of the dragons. By the end
of the year, the hold of the cvil forces
gver their oocupicd certicories Is uncon-
rested,
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Takhists Tars to Sihvanesti; The Drag-
CRAIMies commence & three-pronged
antack into Silvanesti, wolizing dhe
effective air and land combination. The
elves, however, resist much more effec-
tively than the humans and kender w
the north. Losses are heavy on both
sides, but the Dragonarmics make little
progress into the dense forest, Using
magic, discipline, and intimate knowl-
edge of the terrain, the elves lure the
Dragonarmies into a series of ambushes
that seriously deplete the evil forees.
‘Ekhisis sends her two remaining

" Dragonarmics to reinforce the atack,

laying waste to the once-beautiful for-
est and slowly advancing toward
Silvanost. Although they fight coura-
geously, the ebves are decimated by the
war, and the dragons set about system-
atically destroying the elven food stock-
piles. In auvtwme, the capital is
evacuated with many refugees. The
elven fleer sets out on the dangerous
journey to Southern Ergoth, while
many fighters remain behind,

On the last day of the year, the Drag-
onarmics close upon Silvanost, and the
clves realize that the war is Jost. In a
desperate effore to tarn the tide, King
Lotac attemipts to use an Orb of Dra-
gonkind to work the destruction of the
evil armies. The peridious orb seizes
control of Lorae instead, plunging the
land inte ¢ living nightmare and dis-
persing the remaining elven fighters in

chaos,

350 Rearming Bvil: Seriously weakened by
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the costly Invasion of Silvanesti, the
Diragonarmies spend x year rebuilding
and retrining. Takhisis's troops now
control all of eastern Ansalon,

The minotaurs of Mithas and Kothas
are recruited 1o the evil canse and belat-
ediy attempt to intereept the elven fleet
sailing to the west. Although a series of
sharp skirmishes cost each side some
ships, the fleer sails through, reaching
Southern Ergoth near the end of the
VAL,

Evil Turns West: Again starting the
campaign with the coming of spring,
the Dragonarmics surge westward in a
miassive offensive. The scope of these
atracks i3 far beyond anything thar
Takhisis's forces have ver attempred.

3512

A huge force, speatheaded by the
Blue Army, strikes across the Plains of
Solamnia, overrunning Kalaman, Vin-
gaard, and much of Solanthus, Disor-
ganized and bickering, the Knights of
Solamnia are slow 1o respond to the
threat. Lemish sides with the evil
forces, but the dwarves of Kaolyn pro-
vide a strong linchpin on the right flank
of the defenders.

Meanwhile, the Red Amny leads an
amphibious artack across the New Sea
to the Plain of Abanasinia, The barbar-
ian tribes of the plain are swiftly
absorbed by the onslanght, which soon
brings the Dragonarmies to the borders
of Qualinesti. Knowing that they can-
not withstand the might arrayed
against them, the elves evacuare their
homeland, fleeing westward to join
their cousing on Southern Ergoth.
Finally, the Dragonszimy rofls against
the dwarven fortress of Thorbardin. As
winter sers in, the army is still laying
siege to the dwanven stronghold.

Additional evil troops strike across
the Tarsian Plain from Silvancsi, They
reach and occupy Tassis by the end of
the year, All of Ansalon, except for the
western coastline and western istands,
aow lies under the heels of the
Highlords.

Whitestone Council: Eatly in the year,
representagives of the sarviving good
natiens meet at the Whitestone, on
Sancrist Isle, for the Council of Whire-
stone. Here an uneasy alliance is forged
berween the clves and humans, and
they agree to save their fighting for the
forces of evil. The council is decided by
the arrival of Theros Ironfeld, who
wears the Silver Amm of Ergoth and
hears a dragoniance.

With the coming of spring, the Bloe
Dragonarmy hurls itself against the
High Clerist Tower that biocks the
mountain pass leading into Palanthus,
Rallying at last, the Knights of Solam-
nia make a hemoic stand and, for the
first time, a Dragonacmy reteeats from 2
field of bawde. The baule marks the
first modern use of dragonlances.
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Shiortly aftet the battle, 2 small band
of heroes penetrates the deepest tem-
ples of the Highlords in Sanction and
discovers the trcachery being wrought
on the good doagons’ cggs. News Is
swiftly retumned 1o the Isle of Dragons,
and the good dragons join the war
against evil with savage intensity.

With the aid of the good dragons,
the Whitestone forces are at last able o
ke the offensive. Surging easrward
with viclence and purpose, the armies
of geod rechim the entire norhern
Solamnic Plain during the rest of the
year. Gunthar Uth Wistan and Laurana
of Qualioesti lead armics of men, elves,
and dwarves against the evil Dagonar-
mies. Cartying mounted dragoniznces
on the backs of the good dragons, the
Whitestone fotces emerge victorious
from every engagement they fight dur-
ing the long summer.

The recaprure of Kalaman spells the
beginning of the end for the Dragonar-
mies, but the Queen of Darkness is
deterrnined to pass through the portal
of the Foundation Stons, with the
legions of the Abyss behind her, Des-
perately, her minionsseek the man wich
the green gemstons,

Yet the armies of Whitestone close
upon Neraka, and the Queen is foiled
in her artempt. Evil trns upon iself,
and the Dragonarmy alliance collapses.
The War of the Lance Ends,
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Areas of control

The map of postwar Krynn displays the areas
that are comtrolled by the various Factions left at
the conclusion of the War of the Lance. The areas
shown as controlled by a faction are controlled
solidly. There are no wars in these arsas, unless
your campaign considerations dictate otherwise,
Isolated guerilla or bandic activity is possible,
bt these occur only rarely,

Each of the factions includes 2 vetetan foree
of toops. These troops quickly quash any
uptisings and maineain order. They may be
occupied in fighting border wars or in garrison
duties throughour the controlled territory. In
areas where no controlling power is shown,
the area is in a dangerous state of anarchy,
Bandits are common there, and small cities
are struggling 1w gain control of their immedi-
ate envitons. Armed forces from nearby areas
of control ate often encountered here, as each
faction atremprs o expand its influence and
combat the influence of its rivals,

If your campaign has created conditions
that are aot consistent with the setting pre-
sented here, by all means change the informa-
tion 10 create the reality of your campaign,
For cxample, ﬁynuphyrddicBﬂa;ricome
ka in the cam and the Blue
was complete dm:ramlmﬂﬁmamkﬂkd
the area of Blue Army control does not exist,
Instead, the regions controlled by the Red and
Green Armies and the Knights of Solamnia
expand 1o fill the void, Very possibly, much of
the area iz under no faction's control.

Al of the factions have achieved some degree
of law and order within their borders. Entry inte
towns and citics, and perhaps cven villages, is
ohserved by gua.rds of the appropriate faction.
Strangers are viewed suspiciously.

Conversely, war heroes are recognized read-
ily by comrades in armg. Characters who have
led units in combat are almost always recog.
nized by troops from the same army, and
heroes of note stand 2 50% chance of being
recognized by troops of their alignment,

Factions

Control of Ansalon following the War of
the Lance has fallen to nine powerful factions,
cach of which controls onc or more traces of
retritory. Ateas outside the control of these
factions are either independent city-states or

neutral territory currently contested by several
factions. The factons arc listed below.

Faction Align. Allies
Red Dragonarmy CE  Black Army
Blue Dragonarmy LE Green Army
White Dragonarmy  CE  None
Black Dragonarmy CE Red Army,
Minotaurs
Green Dragonarmy LE Blue Army
Minotaurs 1E Black Ammy
KEnights of Sclamnia LG Elves, Dwarves
Elves CG  Knights
Dwarves LG Knights

Wherever factions of good and evil align-
ments control adjacent areas, border skirmishes
ate frequent. Troop movements and barles are
also common here. No wrade occurs through
these areas.

Wherever factions of the same alignment
that are not allies control adjacent areas, bor-
der guards are common. There &5 a 10%
chance per month that the border erupts into
skirmishing, although such fighting wually
stays well below the level of all-out war.

Allies actively cooperate with cach other in
the pursuit of their objectives. If two allies
share 4 border with 2 common cnemy, oops
of those allies fight side by side against that
enemy. Even among allies, however, troops of
one faction are never commanded by a leader
from another faction.

General Conditions

Aswith any world that has just emerged from
an all-consuming war, conditions on Krynn are
far from idyllic. The remnans of the evil forees
still conteol mach of the landseape, These forces
fight each other as readily a3 they battle the
forces of good. With the defear of the Duark
Queen, most of the toops in the Whitestone
armies remuned home m plant crops o wend
their shops and stores. Thus there is no concen-
ttation of good forces to systematically regain the
lands held by the Dragonarmies. Wiars foughr in
this period ate small-scale, but may be very vio-
lent. Mercenaries are readily available to work for
anyone who can pay. Many have spent most of
their adult lives waging war and have nio other
skills or interests.

Communications between areas of conrol are
primitive to nonexistent. Factions that arc
friendly ro each other may send occasional (heay-
ily guarded) caravans back and forth, Koads are
watched by bandits, however, and accommoda-
tions for travelers are few and far between,

The borders of factions that are unfriendly
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toward cach other are continuously patrolled,
and intruders are accosted for questioning, or
worse. Members of all factions worty about
spies and do not hesitate to use persuasive
methods ro determine whether a traveler is
who he claims w be.

Many of the cities of Ansalon have been
devastated by the war, Only Palanthus, of all
the great cities, escaped damage. Becanse of
this goed forrune, Palanthus is now the center
of civilization upon Keynn, The Knights of
Solamnia have set up their central headguar-
ters there, and the Port of Palanthus sull
receives ships from all corners of Ansalon.

Climate

Some information on climate is necessary if
you intend to run an extended campaign in
the world of Kynn. The information given
here should be considered a rough guxdqlmc
DMs who want 2 more exact p
determining weather are referred o the Wd
derness Survival Guide hardback.

Angalon is 2 continent in the southern hemi-
sphere of Kiynn, Consequently, its coldest
region lies to the south. Ieewall Glacier is a
region of constantly freezing temperatutes and
froquent snowfall. During winver, the sun illa-
minates this area for only a few short hours every
day, and blizzards roar across the ice fields.

The region ranging from Qualinesti to
Silvanesti (inchading Tarsis) suffers sevete winters
that begin early in auturnn and contimue far into
spring. The elven forests receive plenty of rain
during spring and summer, while the Tsian
Blain is relatively dry maost of the year,

The western islands of Sancrise, Southern
Ergoth, and Northern Ergoth, are treated to el
atively mild winrers because of warm ocsan cur-
rents that keep the temperatures not wo far
below freezing. These areas receive much snow
in winter and suffer very rainy springs. They are
subject to flooding several times a year.

The lands of Solamnia, as well as the Lun-
dian peninsula of Eastern Ansalon, are the
most pleasantly temperate on the continent.
Winters are snowy, but not very long, Plenti-
ful rainfall allows for a long growing season,
and these regions consequently produce most
of Ansalon’s food.

The central plains, including Estwilde,
MNeraka, Kem, and the surrounding arcas, is 2
dry and desolate region. Severe winter storms
sweep across the area, yer litle rain falls dur-
ing the growing season.
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The northern ep of the continent is the
land of Mordmaar, which swelters through
long and humid surnmers and rarely receives a
snowfall in winter. Certain crops can be grown
during the long surmmer segson, but the tem-
perature is often oo hot for more temperate
crops. The islands of Mithas and Kothas share
this type of climare.

Bevond the Map

What lies bevond the horizons shown on the
map? Sooner or later characters in an extended
camnpaign will begin to wonder about this,

The answer is up to you.

The continent of Ansalon is only one of sev-
eral land masses on the surface of Krynn, As
the seteing for the War of the Lance, Ansalon
was the location for all of the adventures in the

If your characters desire to travel beyond
the boundaries of the maps, then you need o
design the lands and locales chat await them.
Brief introductory descriptions are provided
for the star of the joumey:

Sewch lies the icy vastness of Ieewsll Glacier,
The glacier covers the south polar region for
several hundred miles in all directions.,

Wiest, out 1o sea, lies 2 huge region of rem-
pests and typhoons. Winds blow from the
west with steady intensity, carrying one storm
after another into the western shores of Ansa-
lon. Travel by sailing ship in this direction is
neatly impossible, since it invelves moving
into the teeth of these savage winds,

North lie the wopics. A scartcring of pleasant
islands can be encountered after many weeks of
sailing time. These tropical islands include the
Iste of Dragons, where the good dragons
remained until freed from their Oath, as well as

in this direction that the fabled and much feared
land of the Irda is said vo exist,

East lies an occan of unspeakable vasiness.
Strong winds aid sailors who wish ro teavel in this
direction, but a voyage of many months is
required before reaching land. The peoples and
creatures of the lands to the east are very differ-
ent from those encountered upon Ansalon.

The Lands
Of Ansalon

The racial makeup of cach nation's popula-
tion, the primary resources produced by thar
nation, wnd any special notes required ro run
that nation in a campaign context are present-
ed on the following table.

DRAGONLANCE® saga. many other idyllic and enchanred settings. It is
The Nations of Ansalon
Nane Pop.J Al Products Motes
Abanasinia H/N Fur, Corn Many tribes of barbarians, stone buildings
Blode QICE Nil Raid caravans and commerce :
Cacrgoth H/LG Ships, Timber Deep port, Knight stronghold
Estwilde H/N(E) Goats Barren, dry
CGroodlund K/MN(G) Maps, Coral Vast forest, small villages
Hylo K/N{G) Carved wooden objects Port city Hylo, largest kender commumty
Icereach Thanoi(LE), H(LG) il Tceriggers for travel
Kalaman HIN(G) Ships, Navigators Ravaged by wat
Kaolyn D/LG Gems, lron, Steel Very loyal 1o Knighrs
Kem OJCE Nil Mereenaties and bandies
Khur HS/N(E) Horses Warlike nomads
Kothas MILE Ships Pirates, stone castles
Lemish HI/N(E) Timber, Small ships Hurwers and sailors
Mithas M/LE Ships Pirates, stone castles
Meraka H/N(E) Sheep, Wool Small bands of nomads
MNordmar H/N{G) Horses, Chariots Small tribes, central king
M. Ergoth H/N{G) Copper, Brass Many mins of ancient Ergoth
Palanthus H/N Ships, Books Largest city on Ansalon, center of good religions
Qualinesti EICG Fruits, Leather Devastated in war—slowly rebuilding
Sancrist H/LG Gold, Silver, Platinum Largest gnorme community, traditional home of [Cnfghts
Sanction HiN Ships, Pirates City rapidly eroding from lava flow
Sibvanestl E/CG Mil Forest twisted by king's nightmares duting war—slowly recovering
Solanthus H/LG Grrain, Catile Oeeupied during war—towns burned, people slowly returning
8. Ergoth E/CG il Different elven cultures slowly melding
Tarsis HIN Furs, Horses, Wagons Road o coast staned
Thorbardin D/ MG Steel, Gems, Weapons Beginning to trade w/humans and clves
Throtyl Hob/LE Rl Hobgoblin race retreared here and is entrenched
Vingaard HILG Horses, Catrle Reclaimed from evil, prospers
Zhakar D/L{E) Gems, Armor Mysterious race of evil dwarves

Abbreviations:

Al = Alignment; D = Dwarf; E = EIf; Hob = Hobgoblin
H = Human; K = Kender; M = Minotaur; O = Ogre
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Personalities of the Age of OraGgons

Takhisis

The Queen of darkness

The Dark Queen can take any form—male,

female, or dragon—depending upon her
needs. She can appear as the Dark Temprress,
the most beautiful, desirable woman a man
has ever seen in his life, She can appear as the
Dark Warrior, a feamsome warrior in black
armior with eves of fire and 2 sword of flame or
she can ransform inro her favored shape, that
of the five-headed dragon.
. Mo matter what form the Dark Queen
takes, all chose in her presence (including
those of good alignment) feel her power and
experience a sense of awe and reverence. Even
though she is evil, she i one of the three crea-
tors of the world.

Game statistics for Takhisis can be found in
the section on Krynn's gods (page 46).

fizean the faBulous

Fizban appears as a pray-bearded old wizard
in mouse-colored robes with a beat-up, point-
ed wizard's hae that is off his head more than
it is on it. He carries a plain wooden staft thar
appears o do nothing wharsoever, plus a
shabby spell book in which he can nevet find
the spell he is searching for (gencrally o overy-
one's reliefl), Pouches hang from his belt, but
these are just as likely to contain his dirty socks
43 spell components,

Descriptions of Paladine and his statistics
can be found in the section on Krynn's rods.

The beloved, befuddled old wizard is a
wonderful charaeter who can have players
gasping with laughter even while they're
ready to wring his neck. Since he is a god (Pal-
adine), Fizban is interested in people leaming
about themselves and developing their true
potential. When Fizban tries to help charac-
ters out of 2 fix, it often seems as if he 15 simply
making the situation worse instead of berer,
Fizban always allows others freedom of choice
and does not interfere with their decisions.
Fizban’s purpose is to rescore the balance of
zood and evil to the world, not to make one
eriumph over the other. DMs should keep this
in mind when playing this character.

Pyrite

Fizhan often has an ancient gold dragon
known as Pyrite as his companion. Dieaf, half-
blind, irascible, and senile, the golden dragon
spends most of his tme sleeping in the san.
The dragon’s great days were during the time
of Huma (which he remembers much more
clearly than recent times). Consequently he
will fight when called upon, but only if he can
be convinced he is going o Huma's rescue.
Pyrite has all the spell-casting powers of an
ancient gold dragon and on & good day can
remnember most of them,

Pyrite is an ancient huge gold dragon. Use
the staistics for such crearares from the Mon-
ster Manual,

Raistlin Majere

Raistlin seems frail, but one is never really
cerrain whether this frailty is real or feigned o
lull his enemies into 2 false sense of security,
He still speaks in a whispering voice, having
discovered that this gers people’s attention.
Raistlin has one consuming ambition—he
wants to become a god, He will use any means
1o gain this geal; he will let nothing and no
one stand in his way,

Raistlin does not love Crysania. He desires
herand feels narural feelings of protecriveness
toward her bur thar is all. Raistlin has deep
feelings for only one person on this world and
that is his twin brother, Caramon. Any feel-
ings of affection for Caramon are all tangled
up with hatred and jealousy, but real love for
hiz twin lives beneath. Raistlin is cunning
enough and strong enough, however, to use
his feelings and those of others to his advan-
tage by manipulating his twin and Crysania.

Raistlin has 4 chansma chat Is very power-
ful. Thus Dalamar stays with him, even ar the
peril of his own lifc. Crysania is drawn (o him,
though she can't explain why. He can be very
charming, when it suits his purpose.

Raistlin will not, under any circumstances,
return to the Red Robes, much less the White.
Ratstlin 1g vruly evil, He chose to be evil, and it
is only because of his final sacrifice that he i3
rewarded by the sabation of peace in death.
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Raistlin
(20th-Level Human Black Robe Wizard)

STR INT WIS DEX CON CHR
10 17 14 16 10 15

THACO: 9

AL: Chaotic Evil
HP: 44

AT =2

DMs whe are running campaigns based on
the DEAGONLANCE® Legends books need
vo make Raistlin an NPC characrer since he has
gone beyond 18th level. Raistlin is 2 complex
character and this information should help
you play him effeetively.

lord Soth

(Knight of the Black Rose)

Though a death knight (see the FIEND
FOLICH® tome), Lord Soth wears the armor of
a Knight of the Rose. This armor is blackened
and charred as if it had been in a fire, He wears
the helm of 2 Knighr a5 well, All that can be
seen of his face is two flaming orange eyes. He
isa frightening apparition who can even make
the fearless kender “feel 2 bit queer” when
they are in his presence. Soth’s voice is deep,
seeming to come from far underground.
Although thoroughly evil, he is proud and
will fight an enemny honorably. His admiration
and respect for Kitiara becomes, eventually, 2
dark passion that will lead him into plotting
her death.

Lord Soth’s tragic history is told in part in
the history of the Knights of Solamnia.

lord Soth
{Solamnic Deathknight)

STR INT WIS DEX CON CHE
19 10 9 14 17 A7

THACO: 12
AL: Chaotic Bvil
HF: 59

AC:Q
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Kitiara

Since her dreams of conqueting the world
under the banner of the Dack Queen have
been crushed, Kidara is frastrated and raging
bencath her calm cxterior. She has never
admiteed defeat and, in fact, has managed w
mazke Sanction a haven that not even the
Knights with theit good deagons feel ready to
attack.

She hopes Raistlin will help her gain her
ambition; his plans to challenge the Dark
Queen anger and scare Kiviara, Kitara has 2
tespect for the Queen born of fear and she is
terrified that, if Raistlin fails, he will drag her
down with him as well. Kitiara also has
become enamored of the dark <lf, Dalamar.
Her plans o ile the world include the dark
elf ruling at her side.

Kitiara is 2 gambler with fare. Having con-
sidered the odds, she has decided to put her
money on the Dark Queen instead of her half.
brother, Raisclin. It is a precty good bet, since
she undoubtedly believes she could worm her
way back into Raistlin's favor should he suc-
ceed. What she has not counted upon is Lord
Soth.

Kitiara
(15th-Level Human Fighter)

STR INT WIS DEX CON CHR
oWy MW

THACO: &
AL: Lawful Evil
HF: 68

AC: =3

Ouncan
(King of the Dwarves of Thorbardin)

Approximately two hundred years old
when he died, Duncan was still in the prime
of life for a dwarf. He was stoutly built with
iron grey hair and a grey beard that he wore in
long, flowing curls according to the fashion of
the mountain dwarves, Quick-tempered,
blunt, and graff, Duncan was a shrewd old
dwarf who held his position as king tenacious-
ly despite the various dwarven factions that
wanted to overthrow him, He accomplished
this with wisdom, diplomacy, and common
SENSC.

Duncan waged the Dwarfgate Wars because

he knew that he could not open the gates of
Thotbardin to the hill dwaries and plainsmen
or all would perish of famine. He had not
foreseen the tenible loss of life thar would
oceur when Fistandantilus's magic wiped out
almcst all members of both armies. Duncan's
sons died in this battle and their father did not
long outlive themn, dying of 2 broken heart in
the arms of his young friend, Kharas,

Ouncan

{10th-Level Mountain Dwarf Fighter)
STR INT WIS DEX CON CHR
s (O R

THACO: 12
AL: Chaotic Good
HP: 48 i

AGE —1

Kharas
(Drwarven Hero)

Taller than average for & dwarf, Kharaswasa
handsome dearf of serious, solemn mein. He
had dark hair and a luurious beard worn in
long curls according ro the scyle of his people,
the mountain dwarves. When Kharas was
young, in the days before the Caraclysm, he
fought with the Knights of Sclamnia in the
Goblin Wars. The Knights were impressed
with Kharas's skill and valor as well as his
nobility and honor, They named him
“Fharas” which means knight in Solamnic,
This is one of the highest honors the Knighes
can bestow on & member of another race.

Kharas wielded a huge hammer that he
made himself, some say with the help of the
god Reont. (see page 96 for maore info on the
hammaer). If the players meer Kharas during
the time of the Dwarfgate Wars, he will have
shaved his beard—a shocking act for a dwadf.
Such & thing is done only to those dwarves
who have performed a disgraceful ace, Since
he was opposed to warring against his kins-
men, the idealistic Kharas shaved his beard as
a sign that he foughe this war only because his
king ordered him o do so and that he wem
forward o kill his fellow dwarves in biteer
shame.

Kharas fled the final battle when he saw his
kinsmen slaughtering each ather for no pur-
pose except hatted, With him he carried the
bodies of the king's sons. Thus Kharas escaped
the devastating blast that leveled the battle-
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field and wiped out both dwarven armies. He
rerurned o King Duncan, who—shocked and
horrified by Kharas's report—shut himself up
in his home and refused to eat or drink, weak-
cning and eventually dying in Kharas's arms,
The Thanes all fought to gain the kingship,
each seeking out Kharas and vying for hus sup-
port. Sickened by the greed and polirical
back-srabling of his people, Kharas took the
body of his king and his magical hammer and
carried them to a secrer burial ground, where
he died, Before he left, he foretold thar the
dwarves would never be united until one arose
brave encugh to seek our the Hammer and
return it to the dwarves of Thorbardin,

Khanas
{14th-Level Mountain Dwarf Fighter)

STR INT WIS DEX CON CHR
18/56 12 17 M 16 10

THACO: 7

AL: Lawful Good
HF: 7%

AC: 2

Reghar fireforge

Reghar was the elderdy hill dwardf (Flint's
grandfather) who led his people during the
Dwarfgate Wars, Hale and hearty, Reghar was
stubborn and fiercely proud. He had gray hair
and & gray beard that he wore plaited and
tucked 1o his belt in the fashion of the hill
dwarves. He went to war against his cousins
because he was convinced that the mountain
dwarves had grear wealth and stores of food
hidden beneath the mountain thar they
refused ro share wich those in need, Although
this is not tme, nothing anyone said con-
vinced Reghar otherwise. He believed in this
for toe long and, besides, it was the hill
dwarves' only hope for survival.

Reghar had one son whe lved o adulthood
{Flint's father). His other son died of heart
disease (the same affliceion that killed Fline).
Reghar himsclf died in the Dwarfgare Wars,
killed in the blast of magic thar destroyed
nearly everyone in both dwarven armics.
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Reghar fireforge
{9th-Level Hill Dwarf Fighter)

STR INT WIS DEX CON CHR
L | i R

THACOD: 12
HP: 52
AC: 4

amothus Palanthus
{Lord of Palanthus)

As his name implies, the family of Amo-
thus Palanthus has roled the city of Palanthus
for hundreds of years. Rulership of Palanthus
was always passed on to the eldest son, while
the younger sons generally served in the
Knights of Selamnia. Amothus is an only
child, however, and is unmartied —a situation
that many mothers of daughters in Palanthus
hope to remedy. In his carly forties, Amothus
is much like the people of Palanthus
themselves—appearing weak, shallow, and
foppish, but with a core of steel beneath.

amothus Palanthus
(7th-Level Human Fighter)

STR INT WIS DEX CON CHR
R | e TSR

THACO: 14
AL: Lawful Good
HP: 41 i
AC: &

€listan
{Cleric of Palading)

Elistan is the prophet of Paladine on
Krynon, During the Dragonlance Wars he
brought the knowledge of the tue gods back
to the greater world, Now, however, he is
gravely ill, Elistan refuses to allow any to pray
to Paladine in an attempt to heal him, saying
that the pod had granted him life once and his
wotk here is complete. He has brought back
knowledge of the true gods and built a beauts-
ful Temple in Palanthus. He now wants only
to die in peace,

Elistan’s greatest concern is for the church
and for Crysania. He has been given koowl-
edge from Paladine that if Crysania succeeds
in her quest, she will be a grear leader—a
powerful cleric, ruling over the church with
wisdom and compassion. Thus Elistan will do
what he can w0 counsel Crysania, but will not
artempt to dissuade her (or any other player
characrer) from secking her own destiny.

€listan :
(18th-Level Human Cleric of Paladine)

STR INT WIS DEX CON CHR
13 04 B i

THACO: 10 :
AL: Lawful Good
HP: 51
NG =1

The character of Elistan before and during
the Whar of the Lance has been described in the
maodules. Those who meet Elistan after the
war find the cleric dying of 2 wasting illness.

Par-Sahan
{Head of the Conclave)

A powerful wizard of the Whice Robes, Par-
Salian 1s an elderdy human male, probably n
his early 705 ar the end of the War of the
Lance. The archmage has long white hair and
his white beard is straighe and inclined o be
wispy. His robes arc snow white and arc not
adorned with runes of any type. He appears
frail, bus his eves are a bright, glivtering blue.
His face is like thar of a fierce old eagle.

Par-Salian is not a wizard of action, prefer-
ring to spend his time in study. It was primari-
Iy because of his vast knowledge of magic that
he obtained his high rank. It was he who made
the important decision to allow the young
miage, Raistlin Majere, to take the Test at an
age earlier than most. Sorne wizards believed
that it was because of chis decision that Fistan-
dantilus was able to seal & bargain with the
young mage and thus lead him ine pachs of
evil.

Par-Salian 15 aware, however, thar withour
Baistlin's skill and power, the War of the Lance
would never have been won, He knows that
Raistlin chose for himself the path he walks.
At this point in hig life, Par-Salian would like
very much to give up the burden of heading
the Conclave, but he cannot while Raistlin’s
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threat to the world exists. Under no circums-
stances will Par-Salian leave the Tower of Whay-
reth.

par-saan
{18th-Level Human White Robe Wizard)

STR INT WIS DEX CON CHR
Wos s

THACO: 13
AL: Lawful Good
HF: 47

AC: 0

JUSTARIUS
i Head of the Order of Red Robes)

A human male in his late 405, Justariug is
considered by many to be next in line as Head
of the Conclave when Par-Salian retires, A
big, robust man with an open, honest face,
Justarius walks with a pronounced limp. His
left leg was crippled during the magical Test,
How or why no one koows, bur it is ramored
thar Justarius was exceptionally proud of his
physical prowess when voung and that his Test
torced him 1o choose berween physical
strength or his magic,

Juseariug likes and admires Par-Salian, He
respects Ladonna, his nearest competitor for
the Head of the Conclave, The Red-Robed
wizard is ambitious, but he knows that he can
bide his tme. He is in no hurry o take over
the responsibilities as Head of the Conclave,
Justarius enjoys adventure and might be per-
suaded by an advenruring parey o accompany
them on a quest—particalarly if they can
make it worth his while by offering the possi-
bility of a magical artiface, spell book, or other
unusuzl item,

Although an honest man, Justariug is neu-
tral in all things and is not overly compassion-
ate. He is secretive and not inclined 1o trust
anyone. He has many magical means of com-
pensating for his handicap, some of which can
be extremely startdling and surprising. His red
robes are made of plain marerial decorared
with munes of warding and protection.
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Justarius
(17th-Level Human Red Robe Wizard)

STR INT WIS DEX CON CHR
1 i R - T R e

THACO: 12

AL: Lawiul Neutral
HP: 42

AC: =2

ladonna
{Head of the Order of Black Robes)

An extraordinarily beautiful human female
in her 605, Ladonna is 2 powerful wizardress
who rules over the Black Robes only because
Raistlin has never challenged her. Just why he
has not done so is uncertain; possibly because
he considers it beneath him. Ladonna is well
aware thar if Raistlin did challenge her to the
ritnal magical contest 1o gain control of the
Order, he would not hesitate to kil her
Because of this, Ladonna hates and fears Raise-
lin more than any other member of the Con-
clave, She will do cverything in her power,
sacrifice anyone of anything, to stop him—as
long as she herself is protected. She will not
artack him directly.

Despite her age—which she scorns to hide
by means of magical ars—ZLadonng is still &
worman of striking appearance. She has iron
gray hair thar she wears woven In the most
intricate designe upon her head. Her black
robes are rich and luxurious, glirtering with
runes of protection stitched in silver. She
wears many jewels, some of which are magical
and others not, for Ladonna has & weakness for
fine jewelry. In their youth, Ladonna and Par-
Salian were lovers and there is still a kind of
affection and understanding berween them.

Ladonna
{17th-Level Human Black Robe Wizardress)

STR INT WIS DEX CON CHR
R R e

THACO: 12
AL: Lawful Evil
HP: 49

AL =5

Mmaquesta Kar-Thon
(Pirate)

A very atcractive black woman in her lae
205, Magquesta has shorc curdy hair and the
lithe, strong body of an athlete. Owner of the
doomed ship Perechon, Maguesta comes from
the seafaring race of humans in Northern
Ergoth, Her father, 2 sailor, left Maguesta the
Perechon and 2 pile of debes. He had trosted
in a friend whe betrayed him, Before he died,
Maq's father enjoined her never to trust any-
onc and to do whatever she had to in order to
mzke money—wealth being the only thing
worthwhile in this woild.

Bitter at the betrayal of her father, Magq fol-
lows his instructions to the leter. The only
petson she even considers trusting is Koraf,
her minoraur fitst mate. Maq and Koraf met
on the Isle of Mithas, where Mag was being
held prisoner by the minotaurs for encroach-
ing on their tercivory, Koral was also a pris-
oner, under 2 sentence of death. He saved
Magq’s life and helped her escape. Mag still has
nightmares about what she saw in the mino-
taul prison.

Maq is fond of men, but loves them and
leaves chem., She prefers handsome men with
few brains; she has a guy in every pore. Bur,
deep in her heart, Mag truly loves the ugly,
bestial-looking Koraf, although it takes a lot
for her to admic this even to herself,

Magquesta Kar-Thon
(8th-Level Half-EIf Fighter-Thief)

STR INT WiS DEX CON CHE
SRR L e

THACO: 14
AL: Neutral
HP: 38
AC: 4

Bas-Ohn Koraf

(Minotzur Firsr Mate ro Maquesta)

Although his face is bestial and ugly, the
tall Koraf has the supetb, muscular body of 2
human in his lave 20s. Koraf was sentenced to
death in hiz homeland for killing another
minotaur in & fit of rage. (Killing-another
minotaur s sanctioned only in the Games,
which are held o determine supetiority.)
Koraf's death would not bave been pleasant

111

and he saw escape as the only alternative,

Komaf mer Maguesta in prison. She was
scheduled to die after having seen most of the
test of her crew being tortured o death. He
helped her escape, she saved his life, and the
oo became fast friends. Despirte the fact that
Koraf at first thought Mag one of the ugliest
fernsles he had ever seen (minotaurs feel that
way about all humans), he has lived among
humans long enough to believe thar she is
beautiful and that he himself is hideous. A
truly noble being, if somewhar quick-
tempered and savage, Koraf is deeply in love
with Maquesta, but believes that his love is
hopeless since he is o ugly.

Bas-Ohn Koraf
(10th-Level Minotaor Fighter)
STR INT WIS DEX CON CHR

18/90 8 G 10 14 &
THACO: 10 '

AL: Neuteal (Evil)

HP: 55

AC: 6

Player Characters
from the
ORAGONLANCE®
legends Books

The Legends series are stories abour people
who are being tested. Some are being tested in
their love, some in their faich, Each has a les-
son 10 learn in life and somerimes the leamning
is very difficule and dangerous. DMs devising
campaigns based on the Legends series should
keep this in mind. Once again, we urge DMs
and players to read the novels for ideas and
descriprions of places and people.

Oalamanr

(Dark Eif Wizard)

At the beginning of the Legends books,
Dalamar is a young dark <lf of 90 years, which
figures out to about 25 in human years. Dala-
mar is a very handsome elf with long, flowing
brown hair, brown eyes, and an extremely
charming and winning personality. He is in
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excellent health and condition, well-built and
muscular,

A skilled young wizard, Dalamar has just
complered his Test. His first task as an appren-
tice is to serve Raistlin, the Master of the Tower
of High Sorcery in Palanthus.

The Conclave of Wizards fears Raisthin
more than any other threar in the history of
their Orders. In a secret meeting, they asked
for a volunteer to serve as Raistlin's apprentice
and to spy on him for the Conclave, Dalamar
volunteered without hesitation,

The dark elf was originally from Silvanesti.
A member of 2 low caste, he would have been
allowed ro proceed only so far in his magics]
arts and then forbidden by law o gain further
power. Ambitious, hungering for knowledge
and the power that magic conferred , Dalamar
turned from the White Eobes thar all elves
wear and chose to wear the Black. He contin-
ued his studies in secret, hiding himself away
from his people. But evenmally he was discov-
cred and was cast out of his race by Porthios,
then the new Speaker of the Sun and Stars.
Thus Dalamar became a datk elf, one who is
cast out of the light.

Bound hand and foot and blind-folded,
Dalamar was driven in 2 cart 1o the borders of
Silvanesti and there thrown ouwt. This was
abour one year after the end of the War of the
Lance. Dalamar made his way to the Tower of
High Sorcery at Wayreth, whete he took the
Test and completed it suecessfully. The Test for
Dalamar involved his lingering love and long-
g for his elven homeland and people—a
martter he had to resolve within himself before
he could be free w devote himself o magic.

Dialarmar's fiest love and loyalty is to his
magic and to the Conclave. He admires Raist-
lin, however, and is fascinated by the power of
the archmage. Thus he willingly risks his life
to study with him and serve a5 his apprentice,
But Dalamar iz smart encugh to know thae
man wis not meant to challenge the gods and
that only destruction can result from such vast
ambition.

The dark ¢lf has a high Wisdom, which
gives him the understanding that balance and
order must be maintained in the world. Thus
he respects Elistan as a cleric of Paladine, He
fears Raistlin as 2 renegade who would topple
balance and order and throw the world into
chaos. Dalamar's admiration and fascination
with his dark master, however, have led him
more than once to seriously question whether
he could truly descroy Raistlin if he had wo do
56

Like so many other men before him, Dala-
mat i highly atteacted o Kitiara. Dalamar is
being tested in his deverion o his are and his

ability ro sacrifice worldly ambition and per-
haps even his life for ic.

Oalamar

(13th-Level Datk-Elf Black Robe Wizard)
S5TRE INT WIS DEX CON CHR
e T e e 38

THACO: 14
AL: Chaotic Evil
HE: 41

AC: 0

Crysania
{Cleric of Paladine)

An artractive young wormnan in her late 20s,
Crysania has black hair, white skin, and grey

eyes. Her face, in fact, appears colotless and -

cold to those who first meet her. She iz a
Revered Daughter of Paladine, 2 dedicared
eleric, Her first and only love is her church.

The daughter of 2n ancient, noble family of
Palanthus, Crysania is cultured and extremely
well-educared. She could have had her choice
of husbands, not only because of her manncrs
and actractiveness, but also becawse of her
family's wealth, to which Crysania is the only
heir. The young woman wants something
more from life, however, than sertling down
and raising children. She knows thar she has
been destined for grearness and in her carly
youth was frustrated and unable o find her
calling in life, When she met Elistan, she dis-
covered her desting. One of the cleric's earliest
converts, Crysania Jeft home and wealth and
dedicated her life to her faith.

Crysania 15 devout, but she 1s also ambi-
tious. She koows that she has within her the
strengeh and the ability o lead the church
when Elistan is gone. What she does not vet
understand is char she must also have compas-
sion, humility, and tolerance or she will follow
in the foorsteps of the Kingpriest.

In muach the sare way 48 magic-users must
pass & Test in thelr arcane arts, so clerics are
tested by thelr gods. These are rests of life,
however, and may come at any time, even
when the cdleric appears to be well-established.
{The Kingpriest, for example, was tested and
failed, thus precipitating the Cataclysr. ) Cry-
sania’s journcy through tme and entering the
Abyss with Raistlin Is a test of her faich.

112

—0
—1p

Crysania
(14th-Level Human Cleric of Palading)

STR INT WIS DEX CON CHR
131 11 180 16

THACO: 14
AL: Lawful Good
HP: 63

AC 2

Caramon Majere

Twenty-eight years old and 50 pounds over-
weight at the beginning of the Legends series,
Caramon s in terrible physical condition and
an alcoholic, He 15 2 sodden wreck of 2 man,
fluctuaring bevween self-pity and self-
indulgence. Caramon’s testing is the most
demanding of all the characters, since it is
physical, menral, and spiritual. The coials Car-
amon undergoes are meant to teach him thae
he has value a5 2 person and thar he must live
his own life,

Following the War of the Lance, Caramon
came home a hero. He married Tika and
should have lived happily ever after. Unfortu-
narely, once the war had ended and life for
prople was returning to normal, no onc need-
ed Caramen. Even Tika had developed her
own life, managing the [on of the Last Home.

Caramon had devoted his life solely to his
brother, appearing noble and self-sacrificing
in giving way to his twin's every whim. The
cruth was, of course, that Caramen didn't
view himself ¢ 2 person of worth, He needed
Raistlin to feel needed himself. Caramon has
so little self-esteem that he doesn't really
know how to love anyone.

Caramon’s lcarning oxperience should
involve theee goals: he must free himself of his
addiction o dwarven spirits and ger himself in
physical shape once more; he must learn that
he is intelligent, a leader of men, and has
ideds thae are of value and worch: he must
accept the fact thar his rwin is rruly evil, that
Raisthin chose to be evil, and thar Caramon
cannot change him.
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Caramon IMajere
{12¢h-Level Human Fighter)

STR INT Wis DEX CON CHR
ighey 2. o 1Al

THACO: 10
AL: Lawful Good
HF: 93

AC: —1

Caramon's problem is one of will power and
self-esteem, coupled with the disedse of aleo-
holism. It will take 4 great deal to get him out
of this shamp.

Caramon has o Willpower statistic in addi-
tion to his other statistics. This seares at 1. Each
time Caramon passes a bar or any location at
which drink is offered, he must roll 1d10. If
the result is greater than his willpower he will
stopand ger drunk. If it is equal to or less than
his willpower, then he steels himself and
passes by the bar. When drunk, he suffers a
=10 penalty to hit and has an AC of 8 regard-
less of his armor or other protections.

Az long as Caramon gets drunk at least once
in three days, he suffers 2 =5 penalty to hit
and a =5 penalty vo his Armor Class. He is
either noisy and rude or sulky and blubbery.
He cannot travel farcher than two miles in 2
day before collapsing.

Should he go more than three days without
gewing drunk, things get worse for him. He
becomes violently ill and arracks anyone who
stands berween him and gerring dmunk. He is
unable w0 travel more than one mile and is
incapable of defending himself or engaging in
any combar whatsoever. This condition lasts
for one day. :

Afier this period, he rerorns to his =35 pen-
alty to hitand =3 penalty to his Armor Class,
For every week thereafeer that he remains
sober, his penalties 1o hit and Ammor Class
drop by one and his Willpower increases by
one. His Willpower will eventually reach 10,
but if he ever takes another drink it will imme-
diately drop by three.

Tasslehoff BURRFOOT

Even the merry-hearted kender 15 tested in
the Legends books, Due to his experiences in
the War, particularly in losing two people he
ruly loved—Fline and Sturm—Tasslehoff is
probably a bit more serious-minded than
most kender (which isn’t saying & lot). Cer-
tainly Tas has great insight into character,

although generally he doesn't know what to
do with it.

Primarily, the thoughtless, heedless kender
must learn to accept responsibility for his
actions. He needs to learn that chere 55 a seri-
ous side to life that must (on occasion) be
faced. Finally, he should learn that evil isn't
exciting and interesting. It is often ugly, hur-
ful, and destracrive.

“Tas is an inreresting character, however, in
that he teaches 43 well as learns. His namral
buoyancy and good humor carry him through
many predicaments, 38 does his caring, com-
passion, and loyalty for his friends. Tassle-
hodf's sheer joy and pleasure in living from day
1o day, in viewing each day a5 an exciting new
adventure, make him a fun companion.

Tasslehoff BURRFOOT

{(12¢h-Level Kendet Thicf...er... Handler)

STR INT WIS DEX CON CHR
GRS i i o G

THACO: 16
AL: Neutral
HP: 44
AC: 1

Tika Waylan Majere

Tika is a lovely young woman in her earky
20s. A heroine celebrared in legend and song
throughout Krynn, Tika could have had her
choice of men. She has loved Caramon since
she was a gitl and her love for him grew deeper
during their adventures and penls together,
Unfortunately, Tika never fully understood
Caramon's relationship with his owin and his
dependency on Raistlin, Tika huorried Cara-
mon inte marriage following the war, assum-
ing that she could take Raistlin’s place in
Caramon's heart.

But, though Tiks loves Caramon dearly, the
independent, strong-willed young woman
can never need Caramon the way Raistlin
needed him, Although she can’t express it,
Tika is wise enough to know that this type of
relationship is poison anyway. Tika blames
hewself, however, for Caramon’s slow descent
into the bottle. She is ashamed of him and of
herself and tries to hide his worsening cond;-
tion from their friends. Tika realizes, finally,
that Cararmnon will die unless he changes and
therefore she throws him out, telling him not
to return to her as husband or friend until he
knows himself.
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Tika Waylan Majere
{10th-Level Human Fighter)

STR INT WIS DEX CON CHE
o9 2 e 15

THACO: 12

AL: Neutral Good
HP: 6o

AC: 0

Tamis half-€lven

Although Tanis remains in the present in
the Legends novels, he may rctum to the
past—either with Caramon or on his own. He
might also accompany Tika in 2 search for Car-
amon and Lady Crysania.

Tanis is married to Laurana and is basically
living happily ever after. Their love grows
daily. Both are extremely busy—Laurana serv-
ing as a diplomat for the Knights of Solamnia,
Tanis accompanying her as advisor, guide, and
bodyguard. Both are highly respected and
admired throughout Ansalon.

If there is any hint of disansfaction in
Tanis's life, it 15 that the demands of being
famous have forced him o give up much of
his beloved privacy and independence. Laur-
ana, being the daughter of royalry, is accus-
tomed to life in the public eye. Tanis isn’t,
and he resents the loss of his freedom. There is
also 2 great deal of pressure on Tamis to try 1o
“put the world back together” He doesn't
really feel adequare for the sk, but he is
doing the best he can.

Thete is always in the back of Tanis's- mind
the fantasy of Kitiara—just as Kit knew there
would be when she aided his escape from the
Temple at Meraka, Much as Crysania is in love
with an ideal of Raistlin thar can never possi-
bly be, so Tanis is in lave with an ideal of Kixi-
ara. He still doesn't truly know her.

Tamis
(12th-Level Half-Elf Fighter)

STR INT WIS DEX CON CHR
| Einn o ni b R [ G

THACO: 10

AL: Neutral Good
HP: 79

AC —3
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DMs should wse this chart (o keep track of each player character's alignment as determined by his actions,

A plaver characrer’s initial position on this chart is the midpoine of his professed alignment.

Actions that are contrary to the character’s professed alignment shift the character's position on this chart in the appropriate direction (voward
good, evil, or nevteality). Most shifts involve moves of one to four boxes. The DM must determine the number of boxes to shift in each case.

The grey areas labeled “ Transition'” are passed through when a character’s actions diceate a change in alignment. The penalvies the character suffers

while his alignment is in a grey area are given on page 13,

OraGons

( Ogres )

{ animals }

humans
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Unified ansalon Monster Chart

Name AC MV HD  hp #AT Dmg SA  SD AL THACO Book

> :
3d6/2d10 or 2420

(1d8 +2)x2

Black ; 3 12" 24" Gy Bty 144/14/3d6 g wm OB 16 i

1dd/1d4/2d 8
Diragon
(huge ancient): '
Black (Khisanth) 3 127 /24" 8 6 3 1d4/1d4/3d6 yes  yes 8

Border Patral 5 12" 2+2 17 1 1d8+1 or 1d6 ne no Lz 19 dli-8
Fighter 4 i 3 20 1 1d&+2 or 1d6+1 ne ne LG 17 dl2-12
: res

AR IR S di2-12

8 1 2dd yes :
Ghast 4 15" TR 1d4/1d4/1d8 ves yes CE 15 Mg
Ghoul 6 9 b g Y 1d3/1d3/146 gz yes CE - 16 M43
Giant, Hill 4 12" ST S TR 248 yes no CE 12 M4S
Goblin 6 6" 4 5 1 1d6 ne no LE 20 d2-30
Book Notes:

M-X = Monster Manual, X

M2-X = Monsrer mﬁw X

FRX = FIEND FOLIO® tome, page X

DL-X = DRAGONLANCE® Adventures, page X
dIY¥ = DRAGONLANCE Module #Y, page X
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Unified dnsalon Monster Chart

Name AC MV HD hp  #AT Dmg SA SD Al THACO Book

1627 dl-14
var 20 dll-10

1d3/1d3/1d¢ yes
1dé no

3838

na M-71

7 4 19 yes yes
] na na yes yes
9 na

zz%

M-87

Tkl
23EBEET
z
=

Reveler 0" 5 22 1 1dd + revel yes yes CE 15 DL-70
i 1 no yes LG

12" o 3 1d4 yes yes LE
Witherweed ] o' 3 16 Idiz+12 Spe yes yes M 16 FE93
Wraith - 4 127 /24" 5+3 26 1 1dé yes ves LE 15  M-102
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Character Class Master Statistics Range Tasle

Proficiencies

Character Class STE INT WIS DEX CON CHA Initial Added Book

CAVALIER (CV) 15/- 104- 100- 154 154 - 32 1/1 per2 Unearthed Arcana
Paladin (P) 15/~ 10/- 13- 15i- 15/- 171- 342 11 per2 Unearthed Arcana
Knights of the Crown (KC) AT F R U T T, (/L -f- 32 1/1 per 2 DL Adventures
Knights of the Sword (KS) b U S T PR 1 i 1Y) P S lper2 DL Adventures
Knights of the Rosc (KR) 154 104 130- 120- 0 15/ L T 20 1per2 DL Adventures

FIGHTER (F) TE b - 442 11 perd Player's Handbook
Barbarian (B) 15/-  «f=  (18)- 14/- 15/- - 6d3 1/1per2 Unearthed Arcana
Ranger (R) - 15015 13715 14715 (- 14/ -f- 312 L/ 1pers Player's Handbook

MAGIC-USER (RENEGADE) (MU)  -/-  @%/16 -/~ &/~  -/- e 1i3 1iZ per & Flayer's Handbook
Hlusionist (Renegade) (I) Pt RNl L R R 112 perd Player's Handbook
Wizard of High Sorcery (W) DEE e TSR e e 1433 lizper5 DL Adventures

THIEE (T) i A R R 1/1perd  Player's Handbook
Thiefi Acrobat {A) 15/16  -J- 1 -1 2i5 1/1 per4 Unecarthed Arcana

CLERIC (HEATHEN) (CL) ST R SRR T b N SR o= 243 1/1 per 4 Player's Handbook
Druid (Heathen) (D} e Gt IBFEE sl 15/16  2/3 1/1pers  Player's Handbook
Holy Orders of the Stars (H) SR T TR S 514 1/2 pers DL Adventures

TINKER GNOMES (TG) 6l R0h1s (- - 8- i R 1/2 per 3 DL Adventures

Character Racial Minimum & Maximum Tasle

Cha:acte: Race STR  INT WIS DEX CON CHA  Accepted Classes Book
Human ol S i i o LY Any# Player's Handbook
Kender a6 G- 316 8l- /- &f- EB.R, TAH DL Adventures
Gromes {Mad) G- 7 -f- i 8- /- CLELTA Player's Handbook
Tinker Gnomes 6/- 8- -1z 8- R DL Adventures
Elves (Dark) : R -l -d= 7i- 6/-  8f- CLDERMU, W.T.A  Player's Handbook
Cualinesti = &i- G- 71 - 8- CEW.TLAHR DL Adventurcs
Silvanesti =fa 10/- G- 7= 6f- 12/f- BM W HF DL Adventures
Kagonesti &f. =12 8. 8i- 8/- &/. EBR.TAH DL Adventures
Dimernesti wf- 8- 8/- 10 - fe W C.PEN H DL Adwentures
Half Elves -f- 4= - 61- G- .- C.BEC ES.ER,W.ITLAH DL Adventures
Dwarves (Fatherless) 8- s -f- .7 12f- -116 ~ EBRTAH Player's Handbook
Hill Dwarves 0 -1 - -7 14/ <116 EBRT AH DL Advenrures
Mountain Dwarves g i - 17 12/- -/1é C,PRETAH DL Adventures
Gully Dwanves G- -9 -9 6)- 412 .09 EBTAH DL Adventures
Trda 12/-  5/1%  10/- 8- 15/- 153/~ CPERWTAH DL Adventures
Minotaurs 124 5l <112 8i- 12/ 112 EBRWH DL Adventures

* Except tjukr_:m—mly gnomes can become tinkers.
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Ggnome Mishap Tasle

D20 Rell  Description of Occurrence

1% Meeds Another Part
o Communication Glitch
10-11  Improper Alteration
12 Unexpected Glow
13 Olfactory Mabfuncrion
14 Unbearable Temperature Change
15 Homendous Sound
16 Moves Uncontrollably Dewnward
17 Moves Uncontrollably Upward
13 Reversed Direction, with Darage
19 Machine Pursuit
20 Explosion!

Note: The effect level or damage caused by 2 device is often equated
with its complexity. To find the magnitude of the specific effect
mvelved, look on the Gnome Device Complexity Level Table. Exam-
ples: Complexity 5 damage is 1d10. If a complexity § remperanare
{200°) may be reduced by 1dé, and the dic roll resuleis 3, then it would
become a complexity 5 temperature (or +30°),

1-8 MNeeds Another Part: The device requires another device o be
built before it can function properly. The new part must be a useful
device on its own and have 2 demonstrated uge other than in conjunc-
tion with fixing thisdevice, Exarnple: 4 gnome who gets this result while
artempting to construct a catapult now may declare that e muse first
build an automared can opener before he can finish the carapule. This
second device must be built using the same rules as any other device, Of
course, if 4 mishap occurs while building the can opener that requires
yet another device be built, ..

¢ Communication Glitch: If the deviee was designed 1o communi-
care, it will function in unexpecred ways at the discretion of the DM, If
the device was not meant to communicate, it will do so in one of the fol-
lowing bad ways 2t a level 1dd below its current complexity. Options
include: sends message ditectly to foes and enemies with perfect clarity;
randomly changes messages in such a way that their true intent is never
trustworthy; only sends every second or third word.,

10-11 Improper Alteration: If designed to alter an object, the
machine will do it improperly. If it is not designed 10 alter an object, v
will do so badly at a level 1d4 below its current complexity. Options
include: docs the reverse of its intention (takes knitved sweaters and
turns them into yarm); creates something absoburely wscless in the cur-
rent situation; reduces finished goods to their base elements,

12 Unexpected Glow: The machine suddenly beging ro glow so
brightly that the operator and anyone within 107 times the size of the

machine iz blinded for 10 rounds. No other functions occur,

13  Olfactory Mabfunction: If the device was designed to change the
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state of the surrcunding atmosphere, it will have the reverse effect
{machines to clear air will pollare ir, machines ve obscure air will cleanse
it). If not so designed, it will create a complexity 9 rear gas effect in a
number of 10-foor cubic arcas cqual to its size. All in the area must
make a successful Constirution Check or flee the area a1 once. Any whe
remain suffer 2 =35 awack penalty and a +35 Amor Class penalty unuil
the area is cleated. Any Dexterity Checks are aca +3 penalty. The gas
remaing 48 long 25 the machine continues to function + 1d6 rounds
thereafter,

14 Unbearable Temperature Changes: If designed o create a certain
temperature the machine will have the opposite effect (ovens will refrig-
erate, for example). If not, then the device will ger hot {30% ) or cold
{50% Jto & degree cqual to its complexity. This may result in the destrue-
tion of the machine iwself should the temperature reach the peint o
burn it or even change the state of its components (solid to liquid).

15 Horrendous Sound: The device makes 4 horrible complexity 10
noise {deafening) in 2 number of 10-foat cubic areas equal o s size.
All in the area must make 2 successful Constitation Check or flee the
ares 4t once. Any who remain suffer a =3 artack penalty and 2 +3
Armor Class penalty until the area is cleared. Any Dexterity Checks are
ata +3 penalty. The noise continues as long a5 the machine continues to
function + 1d6 rounds theteafter.

16 Moves Uncontrollably Downward: Regardless of the intenrions for
the device, it suddenly rakes off on its own. If the device was designed to
maove downward, then substitute resule #17 below for this resule, Other-
wise, the device digs (or submerges) straight down a distance equal to its
complexity, Tr does 50 in one torn. The device continues to move down
as It is ranning. Mo directional control iz possible.

17  Moves Uncontrollably Upward: Regardless of the intentions for the
device, it heads for the sky. If the device was designed to fly, substivore
result #16 for this resule, The device flies upward a distance equal to its
complexity rating and remains there until tumed off. Turming che
device off results in & fall from that heighe.

18 Reverse Dircction, with Damage: The device inflicis damage equal
w0 its complexity and then fails, The machine must be repaired before it
can be used again.

19  Machine Pursnit: The device artacks its operaror for damage equal
to its complexity and unerringly chases the operator for five + 1dé
melee rouads or until ie is shut off, whichever comes first. The operator
of the device rust make & Dexterity Check to turn off the device. The
miachine rolls to hit as though it were 4 monster with hit dice equal to its
complexity.

20 Explosion!; The machine cxplodes, doing damage equal w is
complexity over a number of 10-foot cubes equal wo its complexity. The
muachine is then broken and must be fixed before it can be used again.
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Spheres of Influence—The Gods of Good

SFHERE/ SPELL BOCOE Id  Pal Maj Kifo Mish Habb Bran SPHERE/SPELL BOOK 1s Pal Maj KiJo Mish Habb Eras
. Diviseati
Arcosment FH 5 A A A A A A Angury FH I A A — A - —-
Ceremony A L A A A A A A Comnune FH 6 - A - A - -
Combine LA 1 A A A A A A Comnne with Nazure *FH 5 - A = A A —_
Holy Svmbol LA 2 A A A A A A Detect Balance *UA I Spc A — A — -
Purify Food and Waner PH 16 Tewe True Fue  Toe Toae  Toee Detecr Ohscere Charm PH IR - A - A — s
. Detect Bl ! Gond FH 1R — A — A - =
Amtnal Dietect/ Underercable Lis  PH IR — Tue —  Twe -~ -
Erevect Life A ] e A Spc Spe
Aniral Friendship WHO1 o~ o~ — AW A — Distect Magic PH 01— A S A —  —
Aninral Girowth *PH B = = - — A —— Dt Podson *UA 1 - A — A o —
Animal Summening 1 *PH 4 e _ A — Drereot Snaces 2nd Pios *FH B — A Add A - Add
Anisnal Susnenoning 11 *TH b - - = — A — Divination PH 4 — A - A - -
Animal Summoning 110 *H 6 —_ r= = — A —t Find/Crbscure the Path PH 6k — A A v -
Anti-Anirmal Shell *PH 6 - = — - A — Findk Traps PH 2 - A Add A - -
Call Wnadland Beings PH o4 — - - - A = Enow/Obsoure Alipnment *UA 3R — A — 4 —  —
Charm Person or Mamemial  *FH 2 . A A e Lovare Aninal *PH i S A Spe -
Crecping Dioom *PH 7T = Add — — A — Lacare/ Obscuze Objecr FH 3 - A = A - -
Gignt Tnsece LA iR - = — A - Letate Plants *PH 2 — A - A - Spe
Hald Aninal *FH 3 -_— = = — A — Magic Font Ua 3 - A - . - -
Invis, to Anionals *FH 1 —_— = — — A — Pensirate Disguise UA i - A Add A — _—
Messenges UA 2 — e s e A - Pattent UA i T A ] L
Bepel Ingeces *FH 4 — Add — — a — Reflecring Fool A 2 Spc A — A = -
Beancarnan: *PH 7 — — A — Sprak with Monstors PH 4 — 4 - & Add  —
Snake Charm FH 3 - = - A - Tongues/ Confuse Tongues  PH L . A — -
Speak with Animals *FH 1 - S_ e — ; — True (False Seeing PH 3k — T - Tiuse o -
L] — e — —
Summon Insects PH 3 P i
Asteal
Adr Wialk A 4 - - A —
Asreal Spell FH 7 A A A A -_ - Anirngee Rock *FH T _ = = —— A —_
Plane $hift FH 3 A A A A s s Charmior of Sustarmre *PH 7 — - A _—
Canjure/Dvs, Earth Elems.  *PH 7k —_— = = — A —
Chizrm Conjure/Diz. Fite Blem  *PH 6k — — — — A  —
Creanes Destroy Watsr *FH HE - = = — A s
Chaem Person 6x Marmmal  *PH 2 A A - A — — Duse Drevil LA B ot gt s o A o
Cleak of Foar! Bravery UA 4R A A Add A - - Earchquake FH . i ey ek bt A i
Command PH 1 A A — A = = Fire $tomm/ Guench *H TR o~ = = A -
Confosien *PH 7 A A — A — — Fire Teap *PH 3 S ) i A B
Enthratt UA z A A = A - — Flarne Blade A x - - A -
Fecblemind *PH 6 A A~ L Hear/ Chrill Meral PH 2R — — Add A -
Hald Person FH 2 A A — A - - Lavwer! Baise Whter PH E1: S — — A —
Imbue with Spell Abiliy  UA 4 A A = A — — Meld inro Seone UA 3 —_— = e - A —
Quest PH 5 A A A A —  Add Parr Warer M & E i A i
Remove ! Case Fear PH 14 A A~ Tme — s Peadizes Fine *pH 4 - - = — A —
Produce Flame *pH 1 —_— e e — A —
Koinab Puify/Comamivare Wavr P IR — — — = B —
3T *PH _ = = — A —
Bless/ Curse O A — & M - — ?mtﬁmi o 0 L g o
Cheant— i FH 2 — - A Add —_ —_ Stone Shape PR 3 ai Gl i Add A i
Flame Strike FH 3 Add — A — —_ — Cteime Tebl rH '3 s R Ml i A e
Holy! Unhaly Word PH R Tee — Tue Tee — 20 0— Transmure Metal o Wood  *PH S e Gen iR A it
Insecr Plagus S f — o = e e Tramsmure RocktoMud ~ *PH 3 — — —  — A —
Magic Stone ua 1 - = A A = = Transmuge Water o Dust *UA B - — — — A —
Frayer PH 3 - — A dpe — — Wali of Fire *pH 5 g e S i A s
Spirivual Harnmer P P = = A B = - Warer Breathing P f e = = = & —
Whieer Walk LA 3 — e e Add A s
o Wind Walk PH W o o et B B e
Animare Object FH ] -t A - o Guzrdian
Create Food and Water PH 3 — = B A Add  Add
Heroes"™ Feast A & — —  Add A Add Add Ehade Bacrier PH 4 A sha A 2t s L
e Glyph of Warding ] 3 A — A - - =
Abbresiutions: Silence 15 £ PH 2 A S A Add = —
R {afrer spell level #) ® reversible: ® = druidical; A = castable in sy S Add = addi- Symbel PH 87 A — A = = =
tionsl spell cleric can cast even though it is our of hisdeity’s spheres of influence; Spe = spe- Sryvem Warch Ua ? A — A - - =

cial power, 2 spell the deity grants i addition 1o the clesic’s normal alloiment of spelis; X =
axcluded, elerics of this pod cannor wse this spell: True = reverse of spell canmaot be cast; Rev
= gnly reversed speil can be case,
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Spheres of Influence—The Gods of Good

SPHERE SPELL BOOK L Pal My Kio Mih Hibb Bra SPHERE/SPELL BOOK Ivl  Pal M KiJo Mk Hubb Bran
Cuaref Canse Blindness FH M — —  Rer A - - Diispel Magic *FH 4 A — - - —
Cure/Cause Critical Wnds *PH  3/6k — -~ Rev A — — Endurc! Dispel Cold/Hear UA 1R A — —  Add -
Curel Cause Disease *PH I —  —  Rew A — — Elarne Walk VA 3 A - —_ — —
Cinref Canze Light Wads *PH IR Towe -~ Rev A - - Farbiddance U ] A = = Add —_
Cute! Cause Serious Wonds  *PH 48 — = Rev A - - Magicsl Vestment UA & A - Add - —
Heal!/ Huren PH G —  —  Rew A — — Megatire Plane Protection  UA 3 A - - — — —
Neatralize S Pamson FH & = = X True - Add Prorection from EvilfGood FH 1B Trae Trae Troe  Tnoe  True  Thoe
Remove/ Cause Paralysis UA ik -~ — Raev A - — Pror, from Evil/ Goed 10 r. PH 4R Thse True Tree  Troe  Troe Thoe
Slow Pasoen P 3 — - X A — Add Protection foom Fire *EH 4 A — o — i
N . Protection fremn Lightning  *FH 4 A - = - -
Bemove/ Bestow Cuese PH 3R A = - Spe — —
Resise Cold PH 1 A - - Add i i3
Aid A ] - - = A - — Fesise Fire FH 3 A - = - e
Animaze Dead PH 5 - - - A — - Sancusary PH 1 A — s e e
Animare Dead Monsters  EA ] ot b s A a - Spell Irnmunity UA 4 . " i -
Dreath's Door Ua 3 - = Add A - - Withdraw UA t A — - -- —
Peign Dieath *PH 32 — — A — -
Einper of Death P 7 —  —  Add A — e Sellar
Fowis e Undead ua 1 — = A e —
Baise Dead ($lay Living FH R —  —  Bew i - — Continual Lighe!Tiark PH £ A Add Add  Te Add  Add
Regeneration Wither FH R —  — Rew A — — Light{Darkness FH 1.4 A Add Add  Thee  Add Add
Bestoration/ Energy Drain - FH TR~ = Rev A — - Moonbeam LA 3 A - - A - A
Resunrection /Destruction  PH 7R —  — Rew A - — Srarshine A 3 A — - A —_ A
Speak with Dead PH 3 — e A == - Sunray A s A - - A e A
Plant Summoning
Abjure [ Imiplose UA 4R — A - - e :
Angi-Flang Sheil 10" 1, *FH 3 - = = — - A Aerial Seevane FH & — & = ) s Add
_B:.ﬁ:x*in : : *pH 3 o _ _ A Caonjure Animals PH & - A - - Add —
Changesraff A T — e i e A Dispel Exil [Good PH SE — T — s e _
L — - — Exaction UA T — A = i s
Entangie FH 1 A y
Eige Seeds *PH & — — = A Exoscise PH Tl e R
Croodberty Badberoy WA W = = — o= o A Gate PH T = & - = = =
Halbucinacory Forest *PH 4R - - — = - A CGrolem ua e e
Held Flans *PH P N e & A Succor FH 8 = A& = - = LE
Liveask A & T A s o T A Word of Recall FH & — A = — — -
Pass Plant I b — = — —a A Weathe
Pass Widhour Trace *PH 1 — = — — as A Call ng;.“nmg #pH 3 i a o il S A
Plant Doox gE 4 = e s Cloudbust A 3 s T B Gl
o 1 e . = Conteal Terperature wmH 4 - - — L Ts &
Shillelagh PH 1 - . - - Add Conrral Weather *PH 7 — e — - A
Smare ! *PH ] - — e A Conteol Winds *FH b — — — - A
Sp::a.k with Flants *PH 4 -— — - — A Exarie Bire *pR 1 = _ _ A
Sp_db.‘ Gm‘t}: A 4 — — et —t et A OMHIEMM »PH 2 . S ot i ey A
Sticks to Snakes *PH 4458 — —— e - e A Pl‘t‘:!\p.t{‘ﬁtim =TIA i e - - - A
Transpost via Planss *FH 4 = - - —_ — A Predict Westher spy 1 SN . < | e = A
s o s Rl adll eillio B - Rainbow OE 3 o o = - A
ip - - = = ; * i PR RIS g BE o
S SPH i i DR i A Weather Summoning PH 6
Wall of Thorns *PH & — bt e — A
Warp Wood *PH 1 — — - A

Abbeeviztions:

B {afrer spedl bovel §) ™ revensible: * = druidical; A ® cawable in any foren; Add = 2ddi-
tional spell cleric can cast even though it isout of hisdeioy s spheres of influence; Spc = spe-
cial power, 2 spell the deity granes in ad dition to the cleric’s nommal allotment of spells; X =
excluded . cleries of this god cannot use thisspeldl; True = reverse of spell cannor be cast; Rev
= gnly reversed spell can be cast.
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Spheres of Influence—The Gods of Neutrality

SPHERE/SPELL BOOK  Ist  Gil  Sier Reory Chislew Zivil  Shin SPHENE/SPELL BOOK Ivl  Gil S Reom C&us&w Zivil  Shin
All Dhiwination
Atomenent FH ¥ A A A A A A Angury FH Z A - = — A
Ceremony 1A 1 A A A A A A Commune BH & A — — —_ A
Comibine Ua 1 A A A A A A Cornrmone with Manire *FH 5 . D A e
Haly Symbol UA i A A A A A A oot Balance 8 L A — — = K o
Burify Food and Warer PH 1B True Troe Troe  Tree  True T Derace /Obscnte Charm PH 13 X oo i A i
Dresect Bvild Good H 1R A — e 2 A =
Amimal Deenect Mndereciable Lie FH B A — — - A -
Duetece Life A 3 Ao — A i A
Animal Friendship P 1 S — A - — Drenec Msg;ii *FH 1 K = it A —
Animal Growth *FH bt - e A e Drerect Poison ) A i . S — . A i
Anirnal Surmmening [ “PH A — — A 5 e Dretect Snares and Pits *PH i A — A
Animal Sammoning I1 *PH g it A i i Drivingtson M § A - - A i
Animal Summoning 1 *FH 6 — — — A4 - . Find/Cbscurethe Pth - PH & A — — A —
Angi-Aoimal Sheil *FH 6 - A s i Find Traps FH b F s A S
Call Woedland Beings Y £ o SR A Eomere ! Obseore Aihpﬂm:m *JA iR A — o A i
Charm Person or Mammal  "PH P = = = A ey i Locare Animal *PH 1 A — - A -
Creeping Doom *PH 7 : ki A - s Locare! Obsears Objece PH mOA — — A Spe
Geignit Insecs LIRS B - = = A - i Locate Plines *PH 2 A = = — — e
Hold Aninnal *PH 3 - = = A - s Magic Font Ua § & 9 — — = A =
Iowis. to Animals *PH 1 — - A — Penetrate Disguise UA f A o — — A —
Megsangper UA 1 Add — — A i - Poreer UA 1 & — — — A ol
Repuel Insedts *PH § L A - - Reflecting Pool *A 2 A A =
Reinczrnare *PH 7 . = m A & i Speak with Monsees PH g K — — i A e
Snake Charm PH 2 — A - ey Tonguies f Confiise Tongues  PH i OA = — 1 A —
Speak with Anirnals *PH 1 Add — — A e T/ Palse Seeing PH B A — - aen A -
Summon Insects *PH 5 — - F — —
Elermental
Asiral
Adr Walk A 3 — — A et - o
Astral Spedl FH 7 R - A » Animare Kok P 7 A — —_ —
Plane Shife PH ) A — — - A e Chariot of Sustaone Py T A oy e, L
Conjure/THs. Earth Blem,  *PH TR —_ - A - it
Charm Canjure! s, Fire Elem “pH i — A s o i
Create Desroy Water WH R — — A — - s
Chagen Person or Mamemai  “PH i . = i A FHSL D"‘:\L E{_T i wem o #l — - e
Closk of Fear/Bravery  UA 48— — — - A e = X ~ W om = e
Comraand PH 1 o e A g i A Fire Stoton Ouench ‘PH " - — A - — —
Confusion *PH 7 Add - e s f, A Fire Trap FH s —_— - A — - —
' Flarne Blade LIFY : - A sl .
Enthrall Ua 1 - e ot A .
Feeblemind PR & Add  — eis _ ) A He?-*f@'ll!.] Metal = R T s A - S
Hold Person PH t & e G Lot Baice Waer P 4 = —~ 4 = = -
Fbue with Spell Abiliy VA 40— — — - A ot L 2 == =5
< o L Rt ol Produce Fire W L EZER B2 EE
L B I R By e e omm B Prodics Flame wH 2 o R iy i b
Comban Purif/ Contaminate Water *FH " — — A — s i
Pyrotechnics *FH ¥ - — @ el —t -y
Epike 5 A e s e e
Bless/ Ciaase PH IR — A - - s o g8 L = o
Chinne— PH T Add A — A e e Seone Tell PH ‘ o & - .
I"‘l:tmf Serike FH b - A - A et 5 Teansmvee Mol o Wood  *PH 7 - w A o o o
HolyUnkoly Word EH FRo— A A - - - Teansrnute Reck to Mud ¥ 5 — — A — — _
Insbe-:lt Plague PH % A A — — s Transmute Warer 1 Dust “LIA R G b A & ¥
Dagic Stooe A 1 - A A = s W% of Fire APy ! L A ~ . _
Prayer FEL ki Add A A —_— e -— Warer Bﬂ!ilhing #ppy 3 i 165 A b3 £
Sperivnal Hameper PEH 2 - A A - s Sraner Walk A 3 S R ﬁ i = _
Wind Walk 21 g o we R & & B
Create
Croardizn
Animare Objact FH 1 A — K — — A
Creare Food and Warer FH i A — A — - A Plade Barrier PRI g ool g o e A
Heross” Peast UA i A — A - A Gh.p'h Orwktd.lﬂg P 3 i A _ . _ A
o x Silenee 157 ¢ PH 2 - A = — e A
Abbreviations: Symibol PH 7T — A — A =
B (after spell lovel ¥) = mevemible; * = druidical; A = castable in any foem; Add = addi- Wipvetn Watch Ua 2 A - — - A

vional spedl cleeic cur cast even though it is eut ofhis delty'sspheres of inflisence: Spe = spe-
cial power, 2 5pell the deiry g rants inaddition re the clene’s nermal allotren: of spelis: X =
wncluded, clerics of chis pod cannot use thisspell; Tree = everse of spell cannot be cast; Rev
= cnly severped spell can b cast,
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Spheres of Influence—The Gods of Neutrality

SPHERE/SFELL BOOK  Ivl  Gil  Siec Beors Chislev ZFivil  Shin SPHERE! SFELL BOOK Iyl Gil  Sir Reore Chisley  Ziwil  Shin
Healing Protcotion
Curef Cange Blindmes FH B - A - A - — Drispel Magsc *FH i A — = - A
Curef Cange Crivical Wnds *PH 36K — A4 — A - - Endurel Dispel Cold/Hear UA 1R A = = - — A
Cueel Cuuge Disease *PH IR — A - A —_ —_ Flaroe Waik UA 3 A e - = A
Cure/Cavse Lighe Wnds  *PH I oAdd A — A — — Forbiddanee IEY 5 A = - - - A
Cure Cansse Serious Wnds  *PH 4B Add A — A — — Magical Vesement A ] A - = — — A
Heal ! Haom PH [l — A - A —_ —_ Megative Flane Prowection  TA 5 " P i i A
MNeutralize/ Poisan "PH O 4K — A — A s o Protection from Evil/Good PH 1R A A A A A A
Bemoved Cause Parslysis UA 3R - A — A — - Prot. from BviliGoad 107 . FH 4R A A A A A A
Slow Poison *PH 2 - A - A - Protestion from Fire *PH b A - = - — A

Protection from Lightaing  *PH § A - —_ - A
MNecromantic Rernove Bestow Curse PH iR A - - —_— - A
Aigd Ua 2 - = = — A — Resist Cold FH 1 A~ = = - A
Animare Dead PH 5 — — A — Resizt Bige PH 2 A — = - A
Animace Desd Monsters UA § —_— = = - A - Sanctoary PH 1 A = = - o A
Dizach’s Door Ua 3 — e - A — Spell Immunity Ua § A - — — — A
Feign Death Y i - - - - A . Withdraw A 2 A — ~ — — A
Finger of Dearh *FH 7 S —_ A —_
Tnvis to Undead Ua 1 — —a A - Soelkar
Raize Dead ! Slay Living PH - - S — A -
Begeneration/ Wither FH 7 —- == = A - Continval Ligh Dark P | OA A A A A A
Rescoration/ Encrgy Drgin  PH ®’ - = = - A - Light ! Darkness PH IE A A A A A A
Resurrection Destruction  FH TR T — A - Moonbweam A § - A . - -
Speak with Dead FH 3 - - - - A — Srachine WA 5 N i i ot

Suntay ML T — — A —
Flant

Summoning
Anti-Plang Shell 107 = spH 4 A — — A — Abjure! Imyploge UA 4R B A - - s
Batkskin “FH i A = = — — A Acrial Servant FH [ - A& = - - -
Chungestaff *TA 7 - - = — A - Comfure Anirmals PH & & = — — —
Entzngle *PH I i — = — A — Dhispel Evil! Good PH sSE - - -
Fire Seeds *PH & - = = — A —- Exaction Ua 7 - A - - .- -
Goodberry | Badberry LA i —_ - = —- A —_ Exorcise FH 4 A -— — s
Hailucinarory Foress *PH AR —r — A = Grane EH b SEPR. s - -
Hold Flant *FH 4 — e e — A — Godemn A 5 A i i s ek
Liveoal LA & - —- = — A — Siaccor I35 & — A - - - -
Puss Plant H 5 —_— - — A — Woed of Recall H [ — A = - _—
Pass Withour Trace *PH 1 - — —_ —_ A —_
Mant Door *PH 4 - = = A - Weathe:
Flant Growth *PH ] e — A e Call Lighuning *FH 3 R —— A e o
Zhilkelagh *PH 1 - = - - A — Cloudbaurst A k1 _ = A - -
Snare *PH 3 - _— - A — Control Temperamure *PH 4 — = - A - -
Speak with Planes *PH 4 —_ = = — A - Control Weather TR T S A — —
Spike Growth LA 4 - - - A - Control Winds *PH 5 = - A - -
Eticks 1o Snakes P 4i%k — — = —_ A —_ Faeris Fire P 1 —_ - = A —_ —
Tramspors via Phants *PH 4 - = = —_ A —_ Obscurement *FH ) S o A s 2
Tree *PH 3 = = - A - Frecipitation A 1 - - - A - —
Trig EPL 2 - = = - A - Predict Weather Y 1 - = A - —
T Wood FH i —_ — — A it Rainbow UA % N S A e )
‘Wall of Thens *FH i - - A - Weather Summoning *PH 3 e A — -
Waep W Ly | — = A —
Abbreviations:

B (afrer spell level #) = reversible; * = devidical; A = caseable in any form; Add = addi-
tiowral spell cletic can cas even though it is our of his deiry's spheses of inflaence; Spe = spe-
cial power, a spell the deicy granes inaddition to the cleric’s normal zflotment of spells; X =
excluded, clerics of this god cannot use chizspell; Troe = reveese of spell cannot be cast; Rew

= only reversed spell can be cast.
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Spheres of Influence—The Gods of €vil

SPHERE!SPELL BOOKE  Isl Tk Sarg Morg Chemn  Feb  Hidd SFHERE SPELL BOOK Il Tk Serg Morg Chem  Zeb  Hidd
All Divinsation
Agoriemene PH 5 A A A A A A Augury FH z A
Cerem_m-;y =LA 1 A A A A A A Codnnmtne . PH & — - - — A
Combine UA 1 A A A A A A Comnmyane wich Marure “PPH 5 — e — —_ - A
EIql_y Symbol A 2 A A A A A A Detece Babunece A 1 S — — — A
Purify Food 2nd Waer e LE A A A A A A Dietece/ Obsewre Chearny FH 1R —_— e B - A

Derecr Bvil i Good PH R - = - —_ —_ A
Aumirial Dietect/Undetectable Lis  PH 18 - — — - A

Detect Life A e - = = — e A
Anirmal Friendship b4 1 - - A e Detecs Magic *PH 1 - 3 0 A
Anirtial Greweh “PH SR — - = A —_— Dietece Paison A B o— o o e— e A
Aningal Suskimoning | PH 4 _ - - — A — &iﬁ;ﬁ:ﬁms and Pirs ;;H ‘1; — - — — :
Animnal Sumemaoning I *PH 5 — = — A - ) — = —
Anital Sumrneping 1 *PH & 22— — — — A — gﬁ {[?:;m the Pash ﬁ{ 621 — = :
Aci-Aairmal Shell PH & —_ - A — o — —
cﬂlilmm Feings *PE 4 — — = A Horvow/ Obseure Alignment :Uﬁ B — S — — - A
Charm Persan or Mammal — *FH 2 — = A — Lacate Animal i TH 1 - . Q 4 A
Creeping Do *PH 7 —_ = - — A i Locate /Obscwne Object E‘H L o P A
Criznt Inszcr Ua g - = = - A - ﬁﬁm UT 3; - = - - — :
Hald Aninral *PH 3 —_— = — - A - bm o s o =3
[ivvig. ton.ﬂm'mlx *PH 1 —_ = — — A - Penetrate Disguise LA 1 —_— = -— i A
e sk e L LT AR > we: @ S22 B2 G

TS e e — E — = - o —

Rti:pfﬂmate PH 7 — = — £ A e Speak with Monsters PH & — - = r— - A
Snake Charm PH i = A = Tengues/Confuse Tongues  PH #f - = - = = A
Speak with Anirals 1 — — — — A — Trae/Fakie: Sceing PH W = = - = i
Summnon Insecs *PH 3 — — — A

Elememtal
Astral

Ak Walk LA 5 - - = — A —
Asteal Spell PH T A A A A - Asdinare Reck *FH 7 . A -
Plane Shef oH T A A A A4~ - Charine of Suscare P = = o~ o~ & —

Conjies/Ths. Barch Elesn,  *PH R~ - = - A —
Chaern Comjured Diz_ Fire El=m *PH i3 —_ = - —_ A —_

Create (Destooy Waner VIR = = e o A —
Chaern Pegsen of Mammal  *PH 2 — A& — — s - DE::hEums.’:L [I;II'; g T L o . i =
Cloak of Fear! Bravery LA 4R e TgE — — — — ! y &

Fire Storm/ Quench FH 7K —_ = = —_ A —_
Command FH 1 - A — - - — " &

. Firg Trap FH 4 A
Confusion o s Flame Blade L. B i e i S i
Enthrall DA e B Hear/Chill Metal FH O = =~ = = & =
Feeblemind PH [+ - A = — — - Liwreit (Rsise Wit PH iR A
Hold Persn PH 2 — A — — - — . - - _ _

- i Meld inrs Srone LA 3 A
Imbue with Spell Abiley UA 4 - A - -_— -_ bt Part Warer PH & iy S L i A =
Quest . Fik A O W O B B Prodiuics Firt WH 4 A
Rernove ) Cange Fear PH 1k —  Bav — — — Prodiuce Flame py 3 Al i gad s A i
Purify Contaminaie Water  *Fi Ik = = = — A i
Comaba Pyrocechnics PH 3 A
Spike Szones A 5 —  — e A a0
Bless ! Crirse PH 1B — Rer — v — — $one Shape PR 3 sy Baios e, _ n L
Shack - P B pnsE e GBS 8 Stone Tell PH 6 - A
Flarnie Steike FH 30 Add A A e Transmute Metal o Wood  *FH T - - - e A -
Haly ! Unhedy Word PH TR Rew EBev  — Hew — — Tranemure Rock o Mud EFE 3 e e ot A oy
Insect Plague *PH 3 A A = Transnute Watervo Dast *UA 6B — - A
Mapic Stone Ua 1 A A —~ — weall of Fi =Pl 5 St B B i n i
Prayer P B A - = Warer Breathing *H 3 A
Spiritosl Hammer FH 2 Al A - A Woarer Wall LA 1 L T B A -
Wind Walk FH 7 TP — & e
Create
Graaedian
Animate Dbject PH G Bpr Add —  Add  Add  —
Creaes Food and Warer PH 3 hdd -~ Add Add  — Blade Barrier PH & A - —= - A
Heroes” Frast Lia & — — — — Glyph of Warding PH % L e ok = A
" Silemce: 15" = PH 2 A A
Abbeviations: Syrnbiol PH 67 A &
Whyvern Watch ua ) A - = - —_ A

R_(a{w:,spr]] level 6’} - mv\q:l:sjbl{:; * = deaidical; A = castable in ALY form: Add = addi-
tional spell cleric can cast even thongh i iz our of his deiry's spheres of influence; Spe = ope-
cial power, & spell the deiry grants in addition o the deric’s normal alletment of spelis, ¥ =
evchaded, cherics of this god cannot use this spell; Troe = reverse of spell cannot be cost; Rev
= anly reversed spell can be casr,
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Spheres of Influence—The Goos of €vil

SPHERE/SFELL BOOK Il Tek Sarg Morg Chem  Zeb  Hidd SPHERErSPELL BOOK Il Tak Sarg Mogg Chem  Zeb  Hidd
Hiealing Protection
Cure i/ Cavse Blindness PH iR — A A — — e Diispel Magic *PH i A = = — — —
Cuge{Cawge Crivical Weds *PH 3/6R  — Rev Rev - —- - Endure!Dispel Cold/Hear UA R A - — — — —
Curel Cangs Diggase *FH 3K — Fev Rev - ~— - Flauwe Wil UA 3 . U — — —
CureiCause Light Wnds  *PH ik - A A — -— - Forbiddance Ua 2 A = = - .- —
Cure/ Canse Seriows Wods  *PH 4R - Rev Rev - Magical Vestrnent UA k3 A = e - — —
Heal i Haom FH R - A A - - — Megarive Plane Protection UA 3 A
Meutralize! Poison *H 43R — A A — - — Proeection from EviliGood PH 1B Rev — - — - —
Rennorve) Canse Pacalysis LA 5B Rev  Rev - e Prost, frown Buil /Good 107 . PH 4B Rev  — = e i e
$ow Poison FH 2 A A Pratection from Bire PR 3 A Add - -

Protection fiom Lightning  *PH & A = = - - —
Mectomantic Rernove Bestow Curse PH R Ry — — - — —
Aid Ua I - = - A - — Resiz Cold FH 1 A
Animate Dead PH E - = = A - — Hoesist Fire PH z A Spr — —_ — —
Animase Dead Moasters LA 5 A o Sarictuury PH 1 F. S — - —_ —
Deahs Daor UA E] — - A - Spell Trnerianity LA 4 A :
Feign Dearh *FH WE = = = A - - Withdraw A i A = = - - -
Finger of Death *FH 7 _— — A -— —
Iavis to Undesd A 1 . A Seallar
Raise Dead Slay Living PH R = = Bev o e
Regenctation /Wither  PH TR e = e Ry — — Corttiniual Light! Dagk FH 3R Rev Rer Rev  Rew  Rev  Rew
ieswm fEnerpy Deain PH TR — Bav — — Lighee/ Darkness FH 1B Rev Ber Rew Bev  Bev Fev
Eesurrection/ Destrucrios. . FH T = = Rew - — Y - L 5 A b
Speak with Dead FH 3 - - A — — Sugriine = i —_ — — — — —
Pk Sunray I T

Suenmaning
Angi-Plane Shell 10 ¢ *PH 5 — = A — e - Abjure! Imphore A 4B A A A
Barkskin ¥PH 2 A — — — = — Agrizl Soreant FH & A A — - — A
Changestaff YA T o o & S ak ¢ Conure Animals PH & A A A
Entangle *'H 1 — — A — — - Dispel Evili Good ¥H iR A A — - — A
Fire Seeds PH & A - Exacticn JA 7 A Y — - o A
Goodbieeey ! Badberey A B — — A — — Exorcise FH 4 A A A
Hallucinatory Foresy *FH 4R, A - - - Grane FE 7 A A — — — A
Haold Plant P 4 —_— - A — - - (rplem A 5 A A . A
Liveaak A a —_— - A —_ —_ —_ Succor FH & A A o - A
Pass Plany “PH F A - - Wiord of Recail FH & A A -~ - - A
Pags Witheawr Trace ol 1 - — A - - —
Flane Diet FH 4 - = A —_ - - Wicather
Flant Growh *PH 3 — e e A — Call Lightning *FH 3 - A -
Shillelagh FEH i - - — A s — Clovd bt FLIA El A
Smare *PH 1 o M — — — Conrrol Ternpsersrine Py 4 et e - A et
Speak with Planes *FH 4 - A Control Weather *FH 7 A -
Epike Growth A 4 — — A — — — Conrnol Winds ¥PH § - = - — A -
Sticks oo Snakes FH 4/ = = A - —_ - Fuerie Fire ¥PH 1 —_ - - - A .-
Tramsport via Plancs *PH 4 —_ - A —_ — Obwurement *FH 2 - - A
Teee *PH 3 — = A — — — Pregiperation LA 1 - A
Trip *PH 2 — = A —_— —_ —_ Predice Weather *PH 1 —_— - - —_ A ot
Turn Weed *PH 5] - A - - Rainbow Ua 3 weea - & -
Wikl of Thioros HH [ — — A — —_— — Wearher Summoning P & —_ - = —_ A -
Warp Wood *PH 2 — — A — — —
Abbeeviations:

R {after spell level #) = reversible; * = droidical: A = casrable inany foem: Add = addi.
tipnial spefl cleric can caseven thowtgh it isoutof hisdeity’s spheresof infiusnce; Spc = spe-
cial power, aspell the dedty grants in zddition to the cleric’s aprmal allosment of spebls; ¥ =
exelided, clecics of this pod canmos wee chis spell: Trae = reverse of spell canoot be cast, Rev
= only reversed spedl can be case,
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Spell Summary

In the following spell lists, the first entry is 2 somewhar abbreviated version of the spell name, the second entry is the level and magical type of the
spell (C = Cleric, D = Druid, I = Hlusionist, M = Magic-User). Combination spells have parenthetical third entries thac list the other spell type
involved, as follows: A = Alteration; Ab = Abjuration: C = Conjuration, Ch = Charm; D = Divination; E = Evocation; En = Enchantment; |
= Invocation; II = Ilusion; W = Necromantic; P = Phantasm; 3 = Summoning.

Conjuration/ Summoning Salt uc Weird IO (1) 5] Knot RC
Bee PG (Sonly) Scrarch PA Mt LC
Bluelight PC (G anlyy Sour RC Enchantment/ Charm Polish [
Bug PC (5 anly) Smeexe FA Creak HC Present 1c
Gimats PC (Sonly) Spice v Curdle EC Riiwel RC
Mouse PC (Sonby) Sweeren uC Disteact 1 Shine ue
Spider FC (Sonly) Tawitch PA Flaver e Spili RC
Tweak 4 ® {5 wmlby) Wiarnn U Freshen uc Speor uc
Unlock B (T oaly) Yawn PA Sruokepuff i Stitch uc
Armor M (i onby) Alarm iM Tap HC Tangle RC
Beckon M {Reviwvordance) | Asteal Spell oM Whistle HOC Tarnish RC
Cacodemon ™ Banishment M (Ab) Wil RO Tie uc
Conjure Elemn M Bigha's Clench Fist &M Wink AL Untic RC
Dreath Spell oM Bighy's Crush Hand oM AntifSyroparhy &M Wrap uc
Drtawerny’s [ng Sum M Bighy's Force Hand &M Bind M (EnkA) AfE Morm Fires 1M
Enchant An ltem &M Bighy's Grspg Hand  7M Binding M (En & E) Alry Warer M
Ensnarement &M Bighy's Inter Hand  3M Charm Monster  4M Animal Growth M
Brard’s Blek Tene  4M Binding M (En) Charen Person iM Avgidance SM (AB)
Find Familiar 1M Chain Lightning [l Charm Planes 2 Bind M (Enm)
Flame Agrowr M Cloudkill M Confusion M Blink M
Grage oM Cons of Celd iM Trecppeckets M {Enk A) Burning Hands 1M
Inwie Saalker M Contingency GM Darnand M (EniCh&E) Clowd burst M
Leomund’s Chest M {Ab} Delay Blast Fhall ™ Drolor 4 Comp Languages 1M
Linnited Wish ™ Dernand M {En/charm} Eyebite SM {Er/Charw & HIPY Cont Light M
Magic Jar M Dige oM Eabricare SM {En & A) Congrol Weather  6M
Material M {C&E) Energy Drain oM Fechlemind M Crystalbariccle oM
Maze &M Firebeldl M Fite Cham M Dancing Lights 1M
Monster Surn 1 M Fire Shield M [A) Farget M Tratkoess 15 ¢ 2
Monsver Sum 11 M Fire Trap 4 Friends 18 Desppockets M {En)
Monster Swen [ 5M Flaming Sphere M Fumble AM Dimengion Door  4M
Moneter Sum IV 6M Force Cage ™ Grens M Digintegiaie GM
Monster Suna V- TM Grease LM Guards & Wards M (EniCn& A E) § DiswnceDisorr M
Mongeer Sum V1 2M Guards & Wards M (A &En/Ch) b ogald Monscer 5H Dus-Dieneasion  7M
Monster Sum VIE  9M Iee Storm 4 Held Parson 1M Enchanred Weapon 4M
Mord's Hound M Incendiary Cloud M (A lepmund's Belab M (E) Enlurge M
Mord's Marion  7M Lesmund's Belsb  5M  (En) Leomund's Shelter 48 {Bn & A} Esase tM
Mount M Lightning Balt M Magic Mircor iM (e & Conjumpion) | Bxplosive Rumes M
Power Wd Blind &M Magir Missile i Wisss Charm oM Exgension | 4M
Powesr W Kill oM Marerizl M (0 Mord's Disjurer 9% (Ba & A) Extensioa 11 M
Power Wd Stun T Melfs Acid Amow 2M Otiluka’s Tes Dance 2M Extension I G
Prismazic Sphere 9M Ak} Mereor Swam oM Ray of Enfech M Fabricare M {En}
Pugh 1M Motden's Sword ™ Run M {Bnonly) Feather Fall M
Sepiz Smake Symb  3M Criluke’s Frzg Sph 6M (A) Seuze o Fire Shictd i (B
Syrabaol &M Cuilake's Res Sphere 4 (A) Sink M {Bn & A) Firewares 1M
Trap the Soul &g Oniluke’s Tele 3ph B8M (4D Sheep 1M Flaming Sphere M (E)
Unszen Servant i Sending 3 Suceor M {En & A) Elv M
Wish o Shield M Suggestion M Fools Gold M
Alzer Realiy 7 (TR Shout 4M R 1M {Enoaly) Glaszes EM
Conjure Animals 6l Spiritwrack GM (AR) Trenane b {En & A) (lassreel &M
Maze b Seinking Clewd M Chaos 51 Guards & Wards  6M (B & EasCh)
Prismatic Spray 7l [AE) Tasha's Laughrer M Confusion 41 Gzt of Wind M
Prismatic Wil T tAb) Teret’s Trans oM {A) Emstion 41 Haste M
Summon Shadew 5l Torment ™ {A) Hypnotism i Hold Poral 1M

; " Wall of Fire M Miagic Mirzor s (En&Dy Incendiary Cloud  8M ()
Invocation / Evocation Wall of Force 1] Mass Suggestion 61 Infravision M
Belch BA all of les 4M Shadens Walk 71 (En & 11} leciration M
Blink BA el of Iran M Suggesdon 1 ltem M
Chill uc Wall of Stone M Jump 1M
Ciabenr uc ek 211 Alteration Knock M
Cough A Whip M s e Leomund’s Chese  5M (C/S)
Damipen uc Wrine 1M Fite Fingse PC Leomund’s Huee  3M
Dty RC Zephiyr M Grarher uc Leornands Sheler 4M  (En)
Dhusty RC Chroernaric Crrb 11 [A) Hairy BC Leviesre M .
i PA eath Fog 6l [A) Light 1M
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Spell Summary

Lower Water GM Colored Lighes M : Phantasmagonia 6l

Magic Mourh M Dim MIC Iltusion / Phantasms Phanpsmal Force 1

Melf's Mereors M (E} Haze MIC Fogafall HC (1l anly) Fhantgsmoal Killer 41

Melu 1M Rainbow MIC Girgan HEG (1l only) Phantom Armor il enly & A)
Mending i Cheomatic Ob il (E} Hide L [ only) Fhianeem Steed A (pal)
Memage 1M Color Spray il Maan HC (Il only) Fhiangom Wind A (FEA)
Mord’s Dispunce oM (En) Cont Darkrvess 3l Palm 12 Il only) Programesed [lusa 6l

Mord’s Manxion ™ () Conir Light Al Rartle HC {1l only) Project Indage ST (A)
Mowe Barth oM Draocing Lights 11 Thump HC (Il only) Rainbgw Patrern i1 (PaA)
Criluke's Frag 5ph ¢M (B} Crarkeiess 1l Audible Glamer M Shades &l

Criluke's Res Sph M (B Dreath Fop & (E) Eyrebine M (En/Ch) Shcdow Dioor 51

Oiluke's Tele Sph 8M () Dredude 3l Fear 4M Shadow Magic b

Pare Waser &M Diexrm s (VP Hallac Terain 4M Shadew Monsters 41

Passwall M Foy Clowsd | Tnvvisibility ™ Shidew Walk 7 {ll, & En)
Fermanency &M Graze Reflecrion 1l Invis 10F € M Specteal Fonoe 31

Plant Growth iM Lighe i) Leomund's Tesp b2l Spook 1

Fhase Door ™ Magic Mourh 2 Mazes Tnwis ™ Ternpus Fugit 51
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Knights Circle Tasle

1d6 + modifier Coin® Equipment Healing  Ranking Authority
1 of less nfa nfa nla Mo Circle Present

2 1d4 stl dagger/ none nia Knight of the Crown (Crown 3rd)
3 1d6 sl spear! none n/z Knight of the Crown (Crown 3rd)
4 1d8 sel quarter seafff none T Knight of the Crown (Crown 3rd)
5 2dd sl short sword /leather 2/-/-  Knight of the Sword (Sword 4th)
& 1d10 st morning sear/ leather & shield 3/1/-  Knight of the Crown (Crown 3rd)
7 1412 stl battle axe/ring 411/- Knight of the Sword {Sword 4th)
g8 1d20 stl short bow/ ring & shield 5/2/-  KEnight of the Heart (Rose Sth)
9 2d10 sl long bow/ chain &61211 Shield Knight {Crown Sth)
19 2d20 st long sword/chain & shield 71341 Bladeknight (Sword 5th)
11 14100 sel crossbow { banded gisi1 ight of the Rose (Rose 6th)
12 3d20 stl halberd /banded & shield o141 of Shields (Crown 7th)
13 4d20 sl lance {light)/ plate 10/4/2  Elder of Sword (Sword &th)
14 5d20 st lance (heavy)/ plate & shield 11/3/2  Keeper of the Rose (Rose 9th)
15 2d100 sl sword + 1/ 3clamnic armor 12/5/%  Lord Warrior (Crown 10th)
16 3d100 stb sword +2/3olamnic atmor 15/5/5  Master Clerist (Sword L1th)
17 4d100 stl sword + 3/Solamnic armor 14/6/5  Lord of Roses (Rose 12th)
18 54100 sl single artifacet/ plate + 1 15/6/4  Lord Warrior (Crown 10th)
19 Gd100 st Dragonlancel/plate +2 174715 Lord Clerist (Sword 12th)

20 or above 10d 100 st Dragonlance! plate +3 18/8/6  Lord of Justice (Rose Ldth)

* This represents the amount of coin available to the Knight from that location on a given day. It does not represent how much money the Knighe
may draw from the Circle, Knights may draw from any Circle no more than the amount listed for their level. For example: a 10th-level Knight of
Solamnia could draw no more than 20 st from a given Circle on a given day. If that same Knight is going to & Circle that can only pay 2d4 st
because of its small size, then 2d4 st is all he will receive. If he Is attending a large Circle (with modifiers the Circle marns out to be an 18) then he
would still only be able to draw 20 stl from the Circle even though the amount listed is $d100 stl. Sefstands for steel pieces, the universal equivalent
of gold picees in Krynn.

+ This arcifact is a weapon or magical device of combat value found either in the Dungeon Masters Guide or in this DRAGONLANCE® Adventures
book. The exact device is up to the DM, who should exercise discretion.

+4

The type of lance is determined by a roll of 1d6. It would be a footman's lance (1-4) or 2 mounted lance (3-6). The qualiry of the lance is deter-

mined by a roll of 1412, This could be made without the use of either the Hammer of Kharas o the Silver Arm (1-9); made with one of the artifaces
{10-11) or with both from ancient times (12).

Knights Circle Modificrs

Description Maoddifier Description Modifice
ity Si Society

Com;nﬁlf]:gg Sls::m -3 Capital of Region +3
Viﬂagc‘ Medium -1 Major Constructions
Vﬂlagcl Large none Small Keep present +1
“Town, Small +1 Large Keep present +2
Town, Medium +2 Small Castle present +2
Town. Large +3 Large Castle present +5
City, émait +4 . Ma]@ff_ﬂmﬁmmm _ +1
Citj" Medium +5 lngdﬁ traditional Solamnia bordcrs*_ +4
Cit 5-: Large +§ Inside areas controlled by Dragon Highlordst -10

#* This would include mainland Solamnia and Sancrise.

1 Circles in these areas, when they are present, are mainrzined and operated clandestinely by the Knights, Merely finding and getting in touch with
such Circles can often be difficult or impossible.
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“. .. For in ages past, beyond memory and
word, in the first blush of the world,
Dragons terrible and great made war on
this world of Krynn.”

For DRAGONLANCE® saga enthusiasts
and AD&ED® game players everywhere,
here is the latest information on the
world shattered by dragons and their
armies. The backgrounds for Knights of
Solamnia, the wizards of High Sorcery,
tinker gnomes, kender, and much more
are detailed along with their AD&ED game
system rules. The struggle for the fate of
Krynn awaits!
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